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The cave-cut spires of the Shattered Sep that surrounds Stray-
hold glimmered beneath a newborn rainbow. Music and voices
echoed through the canyon's breaks, only to be drowned by the
sounds of splattering hoofbeats. Three riders thundered through
thefells, scattering the creatures that resurfaced after the rain.

Marhic clenched his teeth andfelt the bloodfrom his broken
tongue slide down his taut throat.  He knew he couldn't rely on
the speed of a stolen horse, particularly in the muddy breaks, so he
clenched his bow and reachedfor the magic arrow. As the two
pursuers closed, he cursed the skyfor denying him the cover ofthe
storm.  "Why, pray tell, should Araw reward these rogues with
anything but a burning barb?"

Marhic looked back, catching a glimpse of the two rogues
amidst the wildflapping of his scarlet cape. He recognized the
hooded one as Low Nose the Asdriag. Anger replaced Mahric's
fear, and the Northmanfreed his arrowfrom its quiver. Then he
calmly muttered to his mount: " Give mefifty yards, beast, just fifty
yards..."

FORWARD

Brigands of Mirkwood is a Middle-earth Adventure Module set
in southern Rhovanion. Centered around the trade town of
Strayhold, near the main road between Gondor and Rhun, it
contains three complete adventures. Itisunlike ICE's previously
published Adventure Modules, since more spaceis devoted to the
adventures and lessis used for background material. In addition,
the setting and the related adventures are designed to be self-
contained, so that they can be moved to other locales within (or
even outside) Middle-earth.

Player characters (PCs) designed for use with these adventures
are provided in Section 2.0, although the Gamemaster (GM) may
wish to alow the players to use their own PCs or he may want to
design new PCs for them. The town of Strayhold is described in
detail in Section 3.0. Sections 4.0, 5.0, and 6.0 each cover one of
the three adventures.

1.0GUIDELINES

Fantasy role playing is akin to aliving novel where the players
arethe main characters. Everyone combinesto write astory which
isnever short of adventure. They help create anew land and strange
new tales.

This series is designed as atool for Gamemasters (GMs) who
wishtorun scenariosor campaignssetin JR.R. Tolkien'sMiddle-
earth. The adventure modules are complete and ready-to-run
studies of very specific areas, and are intended to be used with a
minimum of additional work. Each has datistical information
bessdonthe  Middle-earth Role Playing (MERP)andRolemaster
(RM) fantasy systems. The modules are, however, adaptable for
use with most major role playing games. Creative guidelines, not
absolutes, are emphasized.

PROFESSORTOLKIEN'SLEGACY

Each module is based on extensive research and attempts to
meet the high standards associated with the Tolkien legacy. Ra-
tional linguistic, cultural, and geological dataare employed. Inter-
pretive material has been included with great care, and fits into
defined patterns and schemes. ICE does not intend it to be the sole
or proper view; instead, we hopeto give the reader the thrust of the
cregtive processes and the character of the given area.

Introduction

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

1.1 DEFINITIONSAND TERMS

The following abbreviations and terms are used throughout the
Series.
1.11 ABBREVIATIONS

Abbreviations are listed alphabetically within subcategories.

GAME SYSTEMS

MERP ....Middle-earth Role Playing RM ... Rolemaster
CHARACTER STATS

Ag ... Agility(RM/MERP) Me ...Memory(RM)

Co......Constitution(RM/MERP) Ig ... Intelligence(MERP)
S....... Srength(RM/MERP) Re ... Reasoning(RM)
PR ... Presence(RM/MERP) Em ...Empathy(RM)
It(ln)  Intuition(RM/MERP) Qu .....Quickness(RM)
.. Sf Discipling(RM)

GAME TERMS
AT ....ArmorType Lvl .....Level (exp. or spdll level)
bp.......bronze piece(s) MA.....Martial Arts

CP .o copper piece(s) Mod ...Modifier or Modification
Crit ....Criticd strike mp....... mithril piece(s)

D........ Die or Dice NPC ....Non-player Character
D100 ..Percentile Dice Result OB ...... Offensivebonus

DB .....Defensive Bonus PC.......Player Character
FRP....Fantasy Role Playing PP........Power Points

GM ....Gamemaster '

ap....... gold pieces(s)

ip........iron piece(s) RR.......Resistance Roall
ip........jadepiece(s) Stat...... Statistic or Characteristic
P tinpiece(s)

MIDDLE-EARTH TERMS
A..... Adunaic Kh....... Khuzdul (Dwarvish)

BS.....Black Speech LotR .. The Lord of the Rings
Cir.....CirthorCertar Or ......Orkish

D.... Dunael (Dunlending) Qe Quenya

Du .....Daenael (Old Dunael) R Rohirric

E... Edain Rh....... Rhovanion

El ... Eldarin S Sindarin
Es......Easterling SA ....Second Age

1A ...FirstAge S Silvan Elvish

F.A ...Fourth Age T.A.... Third Age
Hi......Hillman Teng ... Tengwar
H......Hobbitish(Westron variant)  V......... Variag
Har....Haradrim W ...Westron(Common Speech)

Hob...Hobbit Wo......\Wose(Druedain)
Kd.....Kuduk(ancient Hobbitish)

1.12 DEFINITIONS

A few crucia concepts are detailed below. The mgjority of unique
terms and translations from The Hobbit and The Lord of the Rings can be
found in the text proper.
Andor: (S. "Lend of the Gift.") Sindarin label for Niimenor
(Westemesse).
Dol Guldur: (S."Hill of Dark Socery") Thehomeof Sauron (Aka.'The
Necromancer") while he convalesced from the fall of Numenor; and later
thecitadel of Khamul the Ringwraith. Dol Guldur cast agreat shadow on
Greenwood Forest, corrupting and darkening it, until it fell for the most
part under his influence.
Dunedain: (S."Edain of the West"; sing. Dunadan). These High Men
are descendants of the Edain who settled the western island continent of



Definitions

Numenor around SA. 32. The Dunedain returned to explore, trade with,
colonize, and later conquer many aress aong the western, southern, and
eastern coasts of Endor during the Second Age. Unfortunately, their
hubrisand desirefor power led them to attempt an invasion of the Vdar's
Undying Lands. Asaresult, Eru (the One) destroyed their homeidand in
S.A. 3319. Those called the "Faithful" opposed the policies andjealous
Elf-hatred that prompted this "Downfall.” The Faithful were saved when
Numenor sank, sailing east to northwestern Middle-earth. There they
found the "Realms in Exile" the kingdoms of Arnor and Gondor.
Although sparsdy populated, Arthedain (in Arnor) contains the highest
proportion of the Faithful and the most purely Dunedain culturein al of
Endor. Many "unfaithful" (or "Black Numenor can") groups survive as
well, living in colonies and independent states such as Umbar.

Theterm Dunedain refersto the Numenoreans and their descendantsin
Middle-earth, groups which possess congderable physicd and menta
strength, longevity, and arich Elven-influenced culture. Adunaic istheir
native language.

Dunlendings: (Dn. "Daen Lintis.") A rugged race of Common Men
who, for themost part, migrated out of the White M ountai nsin the Second
Age. The Eredrim of Dor-en-Emil are arelated folk. Descendants of the
Daen Coenis, Dunlendings have amedium or stocky build, sparse brown
hair, and tanned or ruddy complexions. Men average 5' 10"; women stand
around 5'6". Mostly mountain-dwellers or hill-loving herders, they are
known by various names. Dunmen, Dunnish Folk, Dunlanders, Eredrim,
the Hillmen of the White Mountains, etc.

Eldar: (Q. "Elves'; "People of the Stars'.) The Calaguendi (Q. "High

Elves"), who made the Great Journey to the Undying Lands.

Gondor: (S. "Stone-land.") The great Dunedain kingdom that lies west
of Mordor and north of the Bay of Belfalas. It includes a number of
regions. (clockwise from thenorth) Calenardhon (Rohan after T. A. 2510);

Anorien; Ithilien; Lebennin; Belfalas, Lamedon; Anfalas, and Andrast.
Ogyiliath on the Anduin serves as the Gondorian capitd until T.A. 1640,
when the throne is moved to Minas Anor (Minas Tirith).

Lorien: (S."— Dream".) Also known at varioustimes as Lothlorien (S.
"Dreamflower"), Laurelindorenan (S. "Land of the Valley of Singing
Gold"), Lorinand, Lindorinand (N. "Land of the Singers"), and Dwimor-

dene (R. "Haunted Valey".) The Golden Wood wasformally established
by Galadriel in T.A. 1375, although anumber of Nandor Elves preceded

her there.

Mirkwood: Thegreet stretch of western forest caled by the Elves Taur-
e-Ndaedlos (S. "Forest of Great Fear"). Likethe Old Forest and Fangorn,
itisaremnant of the great forest which once covered most of northwestern

Endor. Prior to the end of the first millennium T.A. it was known as
"Greenwood the Great," but the Shadow of Sauron dtered the very

essence of theregion. Southern Mirkwood is that area south of the Men-
i-Naugrim.

Necromancer: Moreproperly theNecromancer of Dol Guldur, thiswas
Sauronwhileindisguise asheassimilated hispower onceagain. Sauron's
natural form was destroyed in the cataclysm, but his spirit was able to
escape. Though it took centuries, hisevil will was so powerful that hewas

ableto take shape agai n—though he could never assume afair form such
as he could before. While many of the Wise suspected that it was indeed

the Dark Lord, they were unableto decide onamethod of dedling with this
potential threat. When hewasfinally driven outinthe late Third Age, his
home in Mordor was aready prepared to receive him.

Noldor: (Q."TheWise"; alt. "The Degp Elves'.) The Second Kindred of
the Eldar.

Northmen: Also caled Northrons. A grouping of tal, strong, fair and
hairy mannishfolk. They areof the"MiddieMen,", agroup culturally and

physically closer to Elves than those labelled common,” but nonetheless
distinct fromthe HighMen" or Edain. Branchesof theNorthmen include:

(2) the Wood-men, (2) the Plains-men or Gramuz, (3) the Lake-men, (4)
the Dae-men, (5) the Eothraim, and (6) the distant Beijabar — all
Rhovanion peoplesin T.A. 1640. The Rohirrim of thelate Third Age are
descendants of Rhovanion Northmen.

Rhosgobel: Home of the Istar Radagast the Brown in Mirkwood.

Rhovanion: Alsocaled Wilderland. Traditionally, thisregionincludes
al of the land south of the Ered Mithrin and north of Mordor between the

3

Misty Mountains and the Carnen. The principality of the same name,
however, was that region ruled by the Northman king Vidugaviaduring
the 14th century T.A.; this area was east of Mirkwood and west of the
Celduin. Some confused reports have shown the Celduin as the eastern
border of the larger geographical expanse. Thisareaincludes Mirkwood.
Silvan: All of the Elveswho are not Eldar.

Sindar: (S. "Grey Elves', dt. "Elves of Twilight".) The Sindar are
neither Moriquendi nor Eldar.

1.3 CONVERTING STATISTICS

When using this supplement with your FRP campaign, be
careful to note the character statistics before beginning play.
Shouldany adjustments need to be made, you may wishto consider
the following guidelines. The materid provided is in terms of
percentages and is intended to give the reader arelatively 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 smple; remember, however, that there are
dozens of role playing rules and the change-over from the statistics
given here may be troublesome.

CONVERTING STATISTICS FOR ANY MAJOR FRP SYSTEM

All the statigtics and numerical information used in thismodule
are expressed on aclosad or open-ended scde with a 1-100 base.
They are designed for use with percentile dice (D100). Use the
chart below to derive appropriate bonuses or to convert the 1-100
numbers to figures suitable for non-percentile systems.

1-100 D100 D20 3-18 2-12
Stat Bonus Bonus Stat Stat
102+ +35 +7 20+ 17+

101 +30 +6 19 1516
100 +25 +5 18 13-14

93-99 +20 +4 17 12

95-97 +15 +3 16
90-H +10 +2 15 n
85-89 +5 +1 14 10

75-84 +5 +1 13 9

60-74 0 0 12 8

40-59 0 0 1011 7
25-39 0 0 9 6
1524 -5 -1 8 5
10-14 -5 -1 7 4

59 -10 -2 6 3
34 -15 -3 5
2 -20 -4 4 2
1 -25 -4 4 2

2.0 PLAYER CHARACTERS

The following Section provides a sampling of pregenerated
charactersof varying professonsand levels. Each s#t of characters
is tailored for one of the adventures in Sections 4.0 through 7.0.

Thecharacters dtatisticsaregiven onthetablein Section 2.4and
cover bothMERP and Rolemaster. The GM may wishto assign
each player acharacter or he can alow them to pick from thelist.
Of course, the GM can utilize the unused PCs as non-player char-
acters. Afterall, theplayersmay wanttodesigntheir owncharacters
or employ the characters they aready use.

The GM should remember, however, that regardless of how the
players acquire their characters, each adventure is geared for a
different difficulty level. We suggest characters tough enough to
meet the challenge.
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Strayhold

3.0 STRAYHOLD

Some milesto the south and east of the great forest of Mirkwood,
justout from the East Bight, is Stuated atown of amost remarkable
nature. It is called by many names, few of which are complimen-
tary, and is home to the most unsavory lot of brigands and
merchantsever to assemblein Wilderland. ThisisBuhr Wadlaes
(Rh. "Lawless Hold"), the so-caled Strayhold of Dor Rhunen.
Others cal it Fire Town (Rh. "Brandaroth"), for its undying,
torchlit, nightlife. Its light illuminates the nearby hollows of
Rhovanion's Shattered Step.

Along the Men-i-Araw, as along any major trade route, there
have always been wandering folk, rogues and strays, doxies, and
showmen, al hoping to tap into the wealth that follows the road.
The wanderers of southern Rhovanion have, however, found a
place to settle down... they have atown. The strays have traded
their wagons and walking sticks for permanent homes tucked
within the gullies and ravines southeast of Mirkwood. Formed by
arushing stream, which dropsto the level of the plain about twenty
miles from the eaves of the great forest, Strayhold houses arich
collection of brigandsand merchantsand serves asthe winter home
of numerous Northman herders and warriors. This rude commu-
nity isrenowned for itsRogues' M ark—aquarter that standsa one
— living off the traders that pass nearby, and the travellers who
come to them for a taste of the wild life.

The settlement carries the air of adark carnival. Itisarag-tag
collection of buildings, ranging from the shanties and shacks of the
poor and the newcomers to the expansive Hall of the Angry Horse
andthe sturdy Clan-hall of the Rogues. Theravineswhich channel
itscorduroy streetsform animpressive labyrinth for theeyes of any
who do not know them. They arefilled during al but the latest
hours with hawkers and revellers. Strayhold's ever-changing
array of crowded shops cater to strays and rogues out to spend the
cash they have earned in the villages of Rhovanion and Gondor, or
to travellers looking for excitement or rare goods. All manner of
merchandise and services are available within thistown'stangled
streets, and the sellers run the gamut from friendly and helpful to
deadly and dangerous. Unfortunately, most of theinhabitantslean
toward the latter disposition.

Thoughthe settlement, taken asawhol e, seemsanevil place, not
al of its citizens fit this mold. Many came here as refugees from
various natural disasters or wars. They and their children are often
more good natured than the long time natives. Generally, theranks
of the common craftsmen are filled with such stock while the first
families of the settlement have tended toward darker professions.
Nonetheless, living for even afew years in such a clime tends to
alter one's perspective on life. Outsiders or strangers who expect
the smiling faces and open handedness they knew a home are
likely to be disappointed. Even the most good-hearted of this
town'sfolk have seen enough evil to make them quite reluctant to
go far out of their way for any stranger. As businessmen, many
shopkeepers assume ajovial guise, but when pressed beyond the
normal realmsof businessmost will quickly clam up and offer their
erstwhile customer a brusk farewell.

THE PECULIAR CLANS OF STRAYHOLD

While Fire Town is essentially a Northman community, its
varied populace and unique lifestyles have spawned an unusual
variation of thetraditional structure. Many of the tribal and clanal
units found in other Northman towns are al but absent in Stray-
hold. Dunadan influence is very strong, particularly among the
settlement'smerchantsand artisans. Strayhold'sguildsoriginated
from Gondorian roots, although some haveties to the associations
foundinthe Celduin Valley, like those of Esgaroth and L ondaroth.
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Because of the chaotic nature of life in Brandaroth, a pardle
society has developed dongside the usual Northman or Dunadan
forms. The disenchanted, disenfranchised, or lawless eements
have created their own order, alying themselves in clans which
have no basis in kinship or cultural origin. Instead, these low-
clans arelikeguilds, associations born out of acommon purpose.
Composed of an amalgam of folk from varying lands and races,
they adheretotheir own peculiar creed. Greed, security, and power
bind them, not tradition or blood. Their membership is secretive,
their means ruthless, and two such clans wield condderable
strength.

THE MASTERS OF FIRE TOWN

Among the many citizens of the town, power is held by three
factions. First of theseinnumbersisthe Clan of Strays, profession-
als who use their deformities or pleas, rea or fabricated, to pry
coppersfrom therich of the surrounding lands. Athomethey shed
the guise of weakness and take full part in the politics of the
settlement, focusing primarily on their unending war with their
rivals, the Rogues.

The Rogues' Clan isthe second power of the Fire Town. Like
the strays they do most of their "business' abroad. Although
members of both groups ply their trade on their home streets —
exacting money from the weak or unwary and offering "security"
for the shops of the town — they use their abode primarily as a
battleground.

Thisis, at least, the way the strays and rogues would have it, if
it were not for the existence of the third element of the power
balance: the Mage. This accomplished magician holds the other
two factions in check, thus keeping the life of the settlement
relatively stable. Strayholdisin an uneasy and not unbroken state
of truce.
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3.1 THE CLAN OF STRAYS

If there is any one thing on which the rogues of Strayhold will
al agreg, itistheir hatred of the Clan of Strays. This brotherhood
isformed of men who prey uponthe charity of othersand turn atidy
profit a it. Across the nearby lands they use every ruse they can
to play upon the pity of good souls. They feign weakness and
poverty, but under their rags most are quite sturdy save for a
missing hand or atwisted limb. Intheir wickedness, they turnfrom
even such labor astheir deformitieswould alow to act as parasites
upon society. Their ruffians will push truly destitute strays away
from the better corners and settle themselves to pull in the ams.
Little wonder that the Rogues despise these men who will not do
"honest work™ to bring in their ill-gotten gain.

Thebrotherhood isrun by anasty tyrant known as Gam the Fair.
He is anything but pretty, hisface ruined by a childhood pox, but
heis strong and brutal. Though somefew of hisfollowing put art
into their work, taking pride in awell run scam, the method he
propoundsisrude and obnoxious, forcing the mark to give or have
his stomach turned. He has no subtlety and rules his mob without
mercy or compassion.

Gam's main concern is doing any harm he can to the Rogues.
Histhugs have standing ordersto do whatever possibletofoil their
enemies at every turn. A thief donein astrays aley soon finds
himself deep in trouble. It is only the power of the Mage that
prevents Gam from declaring all-out war in an attempt to settlethe
question once andfor all. Should the stops belifted, however, his
clan's greater numbers would only serve to even the odds against
the superior brain power in the Rogues Council. Therewould be
no quick victory.

3.2 THE ROGUES' CLAN

Strayhold's Clan of Rogues has been building its power for
many decades. It now controls the larcenous activity in anumber
of nearby towns and can offer protection to its operatives through-
out most of southern Rhovanion. Possessad of an information-
gathering network that runs through many of the free lands
between the Misty Mountains and the Sea.of Rhun, these brigands
make their own laws and maintain their own, shadowy realm.
Their agents circulate in al of that region's major towns, where
their safeholds are always within reach.

In addition to what work they do for their own profit, the rogues
are quite willing to take on contractsfor partieswilling to pay for
their services. The prices are high, but they are confident enough
intheir ability to deliver and to collect that they are willing to work
without advance payment, as long as the employer ssems able to

pay.

Within Strayhold the clan has an operation that mirrors its
activitiesabroad. There are alwaystricksters and cutpursesinthe
streets, muggersin the aleys, and entrymen on the rooftops. The
Rogues that work the town are chosen in rotation from the clan.
Most members spend three months abroad for each one at home,
0 thegroupisever-changing and no onebecomestoo well known.

Conul Uld is aware that his clan cannot be too hard on the
settlement's folk.  Without them the clan-hall would be just a
bandit fort soon to be razed by somelord or baron. Thetownsfolk
arehiscloak and shield. Thisrestraintiswitnessed by Strayhold's
residents, who have learned that the loss of afew coinsamonthis
little compared to the taxes they would have to pay in more
reputable towns. In the end each benefits from the other, but not
without a fair amount of grumbling.

The clan is run by acouncil of five of the town's most accom-
plished pilferers, led by the wily old Conul Uld, atiny man of
amost eighty years who has run the clan since most of hisfellow

The Clan of Strays

councilors were cutting purses in the street.  His age has done
nothing to soften his disposition; he is hard as nails and few are
willingto crosshim. The council meets once weekly, with specia

sessons as Conul Uld sees fit. Each of the five has his area of

jurisdiction within the affairs of the clan. Conul Uld attendsto the
operations within the settlement and keeps an eye on the overdl

picture.

The muggers and extortionists are supervised by one Hrothgar
Ednew. Thecutpursesare handled and trained by Allitthe Breeze.
For the swindlers and anglers there is Mard Neffar and the
entrymen have Rillit the Squirrel. Under these hands the clan
operates efficiently enough, but not without some conflict between
the branches.

CONUL ULD l
il

3.21 CONUL ULD

Born in a brothel and raised in the dtreets of the Vagabond
Settlement, Conul Uld has never had an easy life. He grew up as
a cutpurse, working through the clan from the time he was nine.
His small stature and an uncanny ability to appear the picture of
innocenceat any timeservedto disarm hisvictimsand kept himout
of prison. When amage's purse sprouted a mouth and teeth and
deprived him of his good right hand, he turned to running scams
and showed even greater skill at misleading hisvictimsthan he had
a pilfering their wallets.

At the sametime, Conul begantotakeanactivepartintheclan's
politics. His ability to play his peers off against each other and
mani pul ate them towards his own, usually shrewd, opinionsmade
for arapidriseto power. Hewas soon theyoungest of the Council
of Five and overseer of cutpurses. Conul had spent his political
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career earning favors and bringing men into his debt and for his
first few years on the council he continued to dojust that, quietly
biding his time as his elders fought each other. Then, when the
Master's Chair fell open in his fifth year of office, and his seniors
were too vehemently divided against each other for any of themto
take the seat it fell to him. He has held the Chair ever since, for
amost fifty years, and under him the clan has prospered grestly,
benefiting from the subtlety his early years taught to him.

3.22 HROTHGAR EDNEW

The lord of the muggers is as brutal as his business. All the
subtlety of Conul Uld hasfound no answer inthisman'smind. As
one might expect, his nature gives him little patience for the
Master's plans, which aim at long-term returns but often sacrifice
immediate gain. He covetsthetop seat aswell, andis not without
support from the poorly educated and unthoughtful majority of the
clansmen. His attitudes can partly be blamed on his unhappy life.
Heisfrom the far South and has lived under the lash of evil. His
escapetotheNorth hasbrought himmore sidelong looksat hisdark
skin than warmth and welcome. Bitterness has been added to his
dready sullen attitude and he turns his unhappiness outward
through the strength of his hands. His present position on the
council isnot strong, as the other four are al grester thinkers than
he. Should Conul Uldfall out, however, this Southron stands next
in popularity and could useforce of numbersto propel him to the
top. That would be anill day for the clan and for al around them.

3.23 ALLIT THE BREEZE

The trainer and overseer of the clan's cutpurses, Allit is Conul
Uld'sonetruefriend. Their relationship began as pupil to teacher
in the Magter's early days on the council. Allit was arun-away
from a passing caravan at the age of eleven. He came under the
tutelage of Conul Uld and blossomed quickly into the finest
cutpurseintheclan. Ashegrew older his skillsincreased, but so
didhissize. Nearly sevenfeet at histwentieth birthday, heremains
rather hard to missin acrowd.

Although his skill remained unmatched, Allit'sdaysinthefield
were numbered. A few brushes with vengeful nobles who could
never forget a man of his stature brought the Breeze home to the
Shattered Step for good, whereupon he beganto teach. By aiding
thecutpurses teacher, nolonger Conul Uld by thistime, heworked
his way into the good graces of the councilors. Conul Uld
remembered his deft and clever pupil well and chose to sponsor
him when the cutpurse seet came open. Since that time thesetwo
have been in unbroken aliance.

3.24 MARD NEFFAR

Mard Neffar, is without adoubt, aman who was made to run a
sham. He has lived his life in the streets of Fre Town and
prospered by his quick wit. His appearance is perfectly average,
somewhat above plain but not pretty, yet he is charged with a
magnetism that makes him very easy to believe. Heisquite well-
spoken and aways polite. Within his head, however, he never
ceasescalculating. Mard seesall anglesand never missesachance
to turn asituation to hisadvantage. In the battles of the council he
sees the sense that guides the Master's course, but if things get
rough he will be on whatever side comes out on top.

3.25 RILLIT THE SQUIRREL

The Squirrel isthe most eccentric of the current councilors. He
sees histype of crime asahigh art and isin fact amaster of it. He
isnot very concerned with the sway of powersin theclan. Solong
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as he is allowed to teach his art and his pupils are permitted to
practiceit heishappy. Hedoesnot sse Hrothgar Ednew asathreat,
but tendsto side with Conul Uld as onewho has proven his ahility
to give work to the entrymen.

LEARDINOTH

3.3 THE MAGE

Leardinothisapowerful magician, schooledintheblackest arts.
He holds sway over the battling clans of the vagabond town
through simple fear. Those who oppose hiswill in any important
matter end up dead, so few arewilling to do so. Heisnot prone,
however, to meddle too deeply into the settlement's everyday
affairs, hemerely movesto counter any major threatto Strayhold's
stability.

This fact does not stop his being bitterly resented by the
Strayhold's brigands. Each group feelsthat if only he were out of
the way they could then assume control. The clansfail to under-
stand the extent of hisinfluence. They know that he ssemsto have
an ear inevery chamber, and most redlize seethat hisagentsalways
appear regularly to exact their Lord's duties; however none per-
ceive that it is his power that ultimately maintains the balance in
Strayhold.

Borrowed from his master, Leardinoth's magic has drawn the
people of the town together and protected them from the worst of
Rhovanion's unmerciful winters. Indeed, the Mage spared the
town from the ravages of the recent plague. Such isthe power that
the Necromancer lends his servant. Leardinoth has little trouble
manipulating a gang of rogues and strays.



3.4 THE NEW MARK

The southern two thirds of Strayhold, the Lower Settlements,
areknown astheNew Mark. Thisareacontainsmost of thetown's
"honest" businessesand its streets areknown to be somewhat safer
than the darker reaches of the maze of ravines farther in. Since
many of itsquarters arevirtually abandoned or occupied only inthe
winter, however, much of the New Mark has a blegk, lifeless
quality.

Thetwo portionsof thetown are divided by abreak inthe ground
wheretheland drops about three feet down toward the plains. This
drop has been cut into steps dl across the town, so it provides no
real obstacle to any but the most hurried traveler.

3.41 THE WAGON FOLK

These folk constitute the most recent addition to the settlement.
They are the families of Gramuz (Grasslander) refugees ruined by
the winter, people who have chosen not to join the life of the
settlement proper. Instead, they cling to hopesof returning totheir
former homes to start over and rebuild their lives. For most thisis
an idle dream. When they fled their farms and property, al their
hard-fought possessions were sold for next to nothing and that
money has long since been spent. These impoverished and
displaced Northmen reside on the edge of town, where they sl
their crafts and labor in hope of saving enough to buy some
security. Unfortunately, most actually make only enough to feed
their children for one more week.

As might be expected, many of these good people have grown
bitter with their state. Though their childrenlaugh and play among
the carts, as children will in the darkest times, the adults are often
gruff and taciturn. Each year more of the young folk fall in with
the rougher breeds of the town dwellers, turning away from their
families toward crime. Still, among these people are those who
hold dearly to the spark of life and bring their neighbors back to
hope, holding folk dances and fairs to relieve the tensions of their
everyday lives.

Among the covered carts canbefound small stands, set upto sdl
the simple goods these folk can make. Weaving, wood carving,
macrame, and |eather work among other things, can be purchased
here for very reasonableprices. Their quality isfair, although not
as good as what is made in the established shops of the Old Mark.
This merchandise sdls mostly because of its rustic look and low
price.

Some of the kinder folk are also willing to take in travellers for
anight or o, if they look trustworthy and seem to be in need.
Occasiondly, good folk fleeing from one of the clans or some other
trouble in town may find sympathy with the wagon folk. In such
cases the refugees will be sent to aman cdled Arcilla, who is the
effective leader of the community. He is a good man and akeen
judge of character. If the people who cometo him are honest and
truly in danger, he will offer them aid in the form of ahiding place
among his folk until it is safe for them to leave the settlement.
Arcillawill not dlow his settlement to be used as abase for further
venturesintothe settlement though, for hewill only helpthosewho
aretrying to leave.

3.42 HANDSCRAFT WAY

Handscraft Way is Strayhold's artisans' quarter. It consists of
three blocks of shops, each with living space on the second story.
During the town's long business hours, the craftsmen keep shop
and call out their bargainstothepassersby inthe street. Most sorts
of goods can be found in one shop or another, and the quality is
generally good. Theshops warestendtobeaimed primarily atthe
traveller trade, so over-decoration and gaudiness are not uncom-

The New Mark

mon. Inmost of the shops, however, thereisasmall stock of goods
intended for the loca market. Where the rich goods are usually
quite overpriced, the smpler pieces the craftsmen sdl to their
neighbors run only abit higher than normal. Below isasample of
some of the shops to be found along the way. If the players wish
to seejust any shop the GM may simply choose from this list. If
they arelooking for something specific, the Way probably hasit,
but if itisnot in one of the shopslisted the GM should simply creste
anew shop aong theselines.

NOTE: Thesectionsthat follow, detailing other portions of
the settlement, will be handled similarly.

1. Alfric the Smith. The smithy of Alfric Blackfist stands in the
southwestern row of shops in Handscraft Way, between a tanner and an

HANDSCRAFT WAY
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outfitter's shop. His specialty is brasswork and a number of very fine
pieces fill his shelves. The decorativeitems are quite lovely and the tools
and instruments are excellent. The selection on display runs from arather
gaudy brass and copper statue of an eagle, to impressive miniature clocks,
and even a complete st of navigation instruments. The smith does not
limit his work to brass, however, and he exhibits several quality swords
among hiswares. None are worth the price he asksfor them (eg., twenty
silver for a crude-to-fair scimitar), but this will not stop his suggesting
them and the brasswork on their hilts is very good.

Behind hisworkbench healso keepsafew itemsforlocal consumption.
In abox there he has three outstanding sets of Rogues' picks which will
add fifteen to any pick locks roll (Normal picks add only five.). He will
sdl one of these for three silver, though his asking price will befive. He
aready has buyers for the other two o they will cost five, asking price:
seven. He aso hasadagger with ahidden compartmentinitshilt (-15to
perceive), whichhewill sdl for agold piece, despitethe 15 spasking price.

Alfric looksjust like a smith should, a dark-haired, broad-shouldered
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man of middle age. Enamoured of his work, he often whistles tunelesdy
whilehebeatshisanvil. Herunstheshopwithout help, so customersoften
haveto wait for him to finish abit of work before being helped. Second
to brasswork, thereis nothing Alfric enjoys morethan arguing priceswith
agood haggler. If suchacontestishandled inafriendly manner heislikely
to become quite well disposed towards his customer. Heis agood man,
but minds his own business. It would take quite a bit to make him get
directlyinvolvedinany trouble, but shouldastranger comeaskinghimfor
arushjob on agrappling hook, hewould not ask whose house was to be
robbed. Healsoknowsroughly how thepoliticsof the settlement run and
will answer questions about them, s long asthe questions ssem innocent.

2. Mardoricthe Weaver. Inthe eastern row of the craftsmen's shops
near theriveristhehhouse of Mardoric theWeaver. Thestoreishungwith
a great number of fine robes and lovely blankets, and in the rear is the

weaver's loom, a large and complicated affair that Mardoric desgned
himself. Thepricesarerelatively high; but considering thequality of the
goods, they are reasonable — anywhere from one-and-a-half to ten times

the cost of the standard item, depending on how fancy itis. Inadditionto
the finery on display, there is agood stock of normal clothing to be had if
one should ask. It is hung in the back room, where Mardoric's wife
Eomavi does the sewing.

Severd specid garments are also kept in the back room. To answer the
demand produced by the two clans, Mardoric has copied the guard
uniformsof several townsand will sell any onefor onegold piece. Heaso
hascloaksdesignedfor hidinginshadowswhichwill add+10tonighttime
hiding rolls and clothes which appear to be ragged and worn, but are
actually quite sound. These sl at aprice of five gold, plus any feesfor
required dterations.

Theweaver himselfisasmall man of mixed blood. Heworkstheloom,
while hiswife sewsand hisdaughter, Lirse, tendsthe shop. Lirseisvery
pretty, but her father does not takekindly tomenwho show interestin her.
She handles al normal business but people looking for the items kept in
the back room will bereferred to Mardoric. Theweaver and hiswifeare
rather dour folkswhowill rarely talk to strangersof anything but business.

Lirseismuch more open, however, and her view of lifeisrather naive
and her secret boyfriend hasgiven her aslightly twisted view of settlement
politics. Heisayoung thief and has led her to believe that hisclan isthe
singlereal power in thetown: the strays arejust arabble and the wizard
onthehill, adotard. Sheholdstheseconvictionsdeeply andwill notlisten
to other views. Incidentally, anyone being too nosy about the Clan of
Rogues will certainly be mentioned to her boyfriend that evening. He's
no dummy and will report it immediately to his superiors.

3. BisctheTanner. A few shops from Alfric's smithy isthe leather shop
of Bisc the Tanner. Hiswaresare of fair quality and his pricesare not too
expensive. Asat theother shopstheproductsondisplay hereare, asarule,
highly decorated. In additiontothenormal stock of wine skinsand horse
furniture the shop holds several sets of leather armor and three stout
shields of cured hide and wood. Bisc's son, Biscovic, handles the
transactions. Still alittle young, Biscovic is somewhat susceptibleto a
quick bit of haggling.

Thetanner and his son are both rather politically minded and often try
toorganizetheir neighborstobring pressureonclanstoachievethisor that
end. Asone might suspect, they havelittle successin such pursuits. The
clans are seen by most of the citizens as part of life in Strayhold, and few
see any possibility of change. Still, the two leatherworkers will talk at
great length to anyone who will listen, about the problems of the town and
their solutionsforthem. Thoughtheir pointsof view tendto show acertain
degree of political naivete, they are well informed about the political set
up in the settlement. If drawn into the topic, either will gladly voice his
opinion that the removal of the Mage will do nothing but bring ruinous
civil strifeto FireTown. After sunset, thesetwo can oftenbefoundinthe
near by tavern trying to convince their fellows of the immediate need to
unite and throw off the rule of the clans.

4. Eoricthe Arborer. In the northern bank of shops is amost unusual

shop. Itisthe shop of Eoric the Arborer. Here, on shelves and stands, are
displayed dwarfed trees of all shapes and kinds. Their subtle beauty is
unmatched by any of thegaudy craftsof the surrounding shops. Theprices
arehigh, fromtwogoldonup, to show theyearsof patientanddelicatecare
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patient and delicate care that has gone into each. The youngest trees are
intheirteensbuttheol destisovertwohundredyearsold. Thisone, anoak
of just under three feet, stands in the shop's center, on a sturdy wooden
table, and is priced at alittle over ahundred gold.

Eoric is an older man of Southron appearance who spends his after-
noons quietly tending his plants. He seems serene and calm. Thereis
however, moreto him than meetsthe eye. Under hislooserobes, heisas
sturdy as his small oaks. His business here is not merely the sdling of
trees, for he has settled hereto act aseyesand earsfor certain members of
the White Council. As Eoric works his pruning shearsin the open front
of hisstore, heisawaysligteningtothetalk of thestregt. Intheevenings
he roams from bar to bar, gathering information. This he passes on,
through messengers, to the councils of the West. His disposition issuch
that his service ends with the relay of information.

If heis contacted by good adventurers Eoric will tell them what he can,
which is a great deal, and send their messages abroad if necessary. He
knows very well how the politics of the settlement run and what woul d be
most likely to happen should the Mage fall; he dso knows that the Mage
istied to the Necromancer of Dol Guldur. Thesethingshewill tell toany
who convince him that they are servants of good with enough sense not to
misuse the information. Although Eoric will give them information, he
will not fight for them or even hide them in his home. The arborer feds
that aman must flow with natureand not fight theforcesthat woul d shape
him; thusviolence, or anything that might leed tofighting, isout of his
field. Eoric dso kegpsin touchwith the Seer Ecuris, and if aparty that is
going to strike against the Mage comes to seehim, hewill givethemafine
sted pruning knifeasagift. "In caseyouneedonesomeday.” Ifthey do
not visit him, Eoric will try to seek them out to givehisgift. Suchaknife
is needed to take the Mage's life.
5.Yorl TheTrainer. Acrosstheriver, just east of Handscraft Way, isthe
shop of an animal trainer, Yorl of Londaroth. Myriad beasts occupy the
cagesinhisbarnlike shop. Hetrainsal sortsof animals, everything from
squirrelstogreat cats. Hispricesarehigh, running fromtwenty silver for
aferret to athousand for the golden hunting cat that occupies hislargest
cage. Although even more expensive, he enjoys agood trade by training
creatures no other man would dare approach.

The secret of Yorl's success is an inborn power of telepathy. Hecan
speak with the animals as well as he can with his clients. Thus, the
commands he teaches them are given straight to them through hismind.
This sets up aconditioned response much more quickly and firmly than
normal methods. Y orl isnot, however, ableto ater thenatureof hispupil.
A cat hehastrained will still behavejust like acat; it will simply know the
meanings of the requests it ignores. His training merely improves
communication between man and beast. The creation of bonds between
them is up to the buyer or client.

3.43 THE MARKET

Just in front of the Strayhold is a large collection of wooden
gdlsbuilt on aflat grassy sward. Threedays aweek thefarmers
fromthesurrounding landscomeinto sdll their goods, freshinthe
Summer and Fall and out of storagein theless productive months
of Winter and Spring. Their buyers are both citizens of thetown
and passing merchants looking for new provisions for their cara-
vans. The sdlers and their wares are like those at any farmers
market: the produce is good and the stock is healthy. Good
Northman folk come here because it is the closest market, rather
than through an affinity with the patrons who buy their goods. The
only thing that setsthis vending-place apart from any other market
isthehighpercentageof rough customersinthecrowd. Thechance
of findingtroubleisashigh hereasitisanywheree sein Strayhol d.

The administration of the market is quietly handled by an old
Dwarf known as Gaffnin. His appearanceis grizzled and heis
almost alwayscross. Herunsatight andfair operation, however;
al goodsarebroughttohisofficesinalargebuildingjustinsidethe
settlement, to be assessed. He draws a smadll tariff off the top to
keep up the stallsand pay for hisstaff, four large and brutishmen



e e——
0 30'
26 |25 24
16 15
22 1 21] 20
23 e Jeepee ey
19 18 17 14

THE ANGRY HORSE

The Angry Horse

who keep things orderly amongthe stdlsand make sure Gaffnin's
rules are followed. The Dwarf and his men live in the market
building, along one-story shed made of rough planking.

3.44 THE ANGRY HORSE

The Angry Horse isthe Strayhold's only reputable tavern. An
impressive complex, it slandson the edge of town, itslarge, fenced
yard and stables adjoining amassive main building. Theinn itself
isbuilt of brick with cheery windows and a wide door.

1—2. Public Rooms. Diners and drinkers a the Merchant are
entertained onthefirst floor. Theseroomsarebrightly litand comfortable,
with tables and benches to seat a great many patrons. The fare is served
by several young men who aso serve as stable hands and bell hops. The
meal's are good, but also quite expensive, priced at about twice normal to
keep out undesirables. In room two there are two stairways leading
upwards. One goes up to the guestrooms above, the other to the kitchen.
Each room aso has a large fireplace with a broad hearth and mantle.

3. Kitchen. All of the best in cooking gear is found here. The innkeep,

Burhgavia and his wife, Marhsuntha run a clean ship and their kitchen

shines. Great brick ovens stand against the back wall for roasting and
baking. Several preparation tables run along the room's length and under

them, on shelves, are dl thetools of the cook's trade. Behind the stairsis
the larder which, as one might expect, is quite well-stocked. There is
additional space for food storage in the out buildings.

4—12. Guestrooms. These rooms are of standard quality, deeping
from oneto four. Each hastwo large beds, awriting desk, two wardrobes
and a washstand.

NOTE: If the GM would like to fill out the guestrooms for
exploration by a party, he may wish to use the NPCsfrom Section
2.0 as occupants. Afair number of patrons, however, should be
harmless—wealthy travellers, merchants, etc.
13. Linen Closet. This room holds only shelves of clean sheets and
pilesof dirty laundry. Itisonly visited once or twice aday so it will make
agood hiding place, if no active search is mounted.

14—16. Common Bedrooms. The guests who vaue their money
more than their privacy take lodging in theserooms. They arefilled with
cots, each with a small, locked chest builtintoiit. Lodging in theserooms
is only five coppers per night, where the more private rooms run from
seven to forty.

17—19. Guestrooms. These are simply nicer versions of the rooms
on the floor below, with more comfortable fittings but generally the same
equipment.

20—22. Guests Servants Rooms. These are set up like the
common bedrooms down the hall, and are for the servants of wealthier
guests.

23. Royal Suite. Though royalty is rare at the Merchant and no king
has ever visited, there are occasionally guests with riches enough to call
for the luxury this room provides. It holds a separate dressing room and
sitting roomjust off the main bed chamber. The floor is covered with fine
rugs. The bed clothes are the finest money can buy. Thereis aches, a
desk, severa chairs, and a sofa of rich, carved wood. The cost of this
chamber is forty coppers per night.

24.  Employee Bunkroom. This chamber is like the common
bedrooms below in its furnishings. There are seven cots.

25. Head Cook'sRoom. Thehead cook, Gorlin, isaheavy manof middle
age. His chamber is far less tidy than his kitchen, with clothing left all
about. Itisfurnished with awardrobe, adesk, two chairs, and alarge bed.

26. Head Steward'sRoom. Thesteward, Vecis Opor, keeps hischamber
fastidiously neat. Itsfurnishingsarelikethoseinthe cook'sroom, but not
one speck of dust or item is out of place. Some of the decoration reflects
the steward's Southron upbringing. On the wall directly across from the
door is a hanging of red and black fabric on which is depicted a serpent.

The man is actually a spy for the Mage and keeps a close ear to anything
of interest that might go on in the inn.

27. Burhgavia's Daughter's Room. lllinith is Burhgavia's pride and
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joy. Sheisapretty girl, but spoiled rotten. Her room is furnished nearly
as well astheroyal suite below, with wisps of sk trailing down from the
ceilingmakingitlook likethehall of some Southern queen. Shehasheard
of such things from the steward, who is quite smitten by her. Besides the
furnishings the room holds afortune injewelry, which the girl treats asif
itwereglass. Itiskeptin ajumbled chest and the casua observer might
assumeit to be costume adornment by thelack of careit gets. All together
itisworth nearly fifty gold pieces. Thegirl isflighty and hasno red idea
that Opor is anything but akindly man. She has yet to discover romance
outside of the tales he tells her of the southlands.

28. The Innkeep's Room. Burhgavia and his wife are simple folk and
theirroomreflectstheir character. Itholdsadesk, threechairs, awardrobe,
and alarge bed. Thefurnitureisplain wood. The desk has two drawers
which hold papers deding with the maintenance of theinn. The wardrobe
is full of the couple's clothing, but has a false bottom under which is
Burhgavia'ssmall treasure. Theinnkeeper has amassed two hundred gold
pieces, which he keepsin three leather bags, acache which indicatesjust
how profitable a business he runs. This fortune, the jewelry in his
daughter's room, and the possessions of his guests are kept safe by virtue
of asmplerule: the Mage hasjudged Burhgavia's estabishment of f-limits
to both clans. Leardinoth's scheme of things requires one safeinn to draw
important folk to the town, and the Angry serves as histool, so long ashe
has an ear inside. It isatribute to Burhgavia's naivete that he has never
wondered about his unique immunity.

VECISAND ILLINITH

3.45 FORTUNE SQUARE

In the shadow of the Mage's cadtle cluster some of the
Strayhold's biggest nighttime attractions, the gambling houses.
They stand in two rows, off of Fortune Square to the north and the
east. These are sturdy buildings of wood which stand two stories
tall, with the staff living above the shops, asis truein most of the
town's businesses. All sorts of games and contests can be found
as one moves from shop to stall; cock fights, dice, cards, anything
men can think to place wagers on. The shops run from crowded,
open ddls to private clubs with large menjust inside their doors
to keep out uninvited guests. From early evening to dmost dawn
the deders and cdlershave dl thebusinessthey canhandle. Their
clientswander from stall to stall and mill about the crowded streets
through al the darkened hours.

1. The Golden Rod. The Golden Rod occupiesthe westernmost house of
the eastern row. It is an open shop, in the center of which stands alarge
octagonal table. The table's central portion is open, and a bar of golden
metal hangs abovethe center of the area. The bar is sugpended from athin
wire, which is attached to the celling above an array of eighteen small
statues. Shaped like small warriors, the statues are arranged in acomplex
pattern, with some nearer to the center and some farther out.

Patrons of the Golden Rod place bets on which statueswill be upset and
in what order when the bar is struck with alight wooden bat. The winner
of the greatest sum on each round strikes the bar for the next. The betting
is handled by a number of rather large men under the supervision of the
owner, asmal Northman called Riduimer.

If PCs wish tojoin this game, it can be simulated with three six-sided
dice (3D6). Each possible number (3-18) represents one of the statues.
The player can choose as many numbers as hefeelswill pay, placing abet
on each. The dice should thenberolled along with oneten sided die. Each
time a number is generated that statue is knocked down and those who
have bet on it win. Therolling should continue until the same number is
rolled twice or a number higher than six is rolled on the ten sider, this
indicates that the bar has spun up to where it can no longer hit the statues.

Thereis dso asystem of odds by which the numbers from 6 to 15 pay
only half the bet (e.g., abet of 25p gets the bettor his 2 plus 1 5p), while
45,16, and 17 yield an equal return on the amount being gambled. The
numbers 3 or 18 will double the return on the wager, these being the
farthest out of the targets. If the bets areplaced in the order that the statues
fall, the gambler's total winnings for that round are tripled.

NOTE: Ifa PC has skill in gambling, he may make a D100 roll
(adding his bonus) each time he loses a wager. A modified result
0f 101+ enables the PC to reroll the 3D6.

2. TheBoneJuggler. Located in the middle of the central row, this shop
dealsin dice games of several types. Itisset with several tableswherethe
games areplayed. Theowner, Rewin, isasmall man of mixed blood with
only one leg. He pays dues to the strays guild and its members often
frequent the shop. The games range from straight high rolling on cube
shaped dice and a game similar to craps, to a complicated game called
Brollist which uses carved dlivers of bone, rolled and flipped to simulate
warfare. The house chargestwo coppers for admission, but doesno more
than supervisethe games. Patronsplay against each other. Only inBrollist
does Rewintakemuch interest. Heis akeen player and will oftenjoininto
the gameif itislively.

To handle PCs for most of the Juggler's games the GM must simply
work with fifty-fifty odds. The games involve no skill so no gambling
bonus is applied. The patrons of the shop tend to be rough; any PC who
does too well or shows too much mirth in victory may find himself in
another sort of trouble. Brollist is more a game of strategy than the rest.
To determine the results of a match each player should make five D100
rolls, taking turns around the table.

NOTE: The GM should remember that this system is a simplifi-
cation of a much more complex game, so he should describe it
accordingly. For instance, rolls should signify martial results: with
high rolls depicting events like "Horsemen on high ground” or
"Two Dragons over head," and low rolls denoting things like
"Wains burned" or"Footmen routed."
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When five rolls are made they are averaged to find the winner. The
game is even better if the players' gambling skills are added to the final
averages. Thetypical player will haveaskill of -25 or +5. Rewinhasaskill
bonus of +55, but he only chooses to play against very good players.

3. The Feathered Wing. Located at the western end of the gambling
quarter, the Feathered Wing operates behind a closed door. The sign
outside depicts a wing whose feathers are marked with numbers and
symbols. Insidethegamblersare almost silent, sitting around odd-shaped
tables, holding hands full of paper feathers, spread like fans. The feathers
aremarked on one sde like those on the sign outside and are black on the
other.

The chamber's decorum is enforced by the huge Southron who owns
the place. His name is Orbul, but he spesks very little of any tongue
besides his own Apysaic. Ostensibly fluent in Westron and the loca
Eothrik dialect, he prefers to remain apart from the townsfolk. Few know
him as more than an imposing outsider. Still, Orbul is friends with
Hrothgar Ednew of the Clan of Rogues and many rogues of Hrothgar's
faction spend time at the Wing. As at the Juggler, the games here are
played between the guests, with Orbul taking only atwo copper admission
fee.
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These games are played with cards or dats of painted wood. Each can
be simulated with cards or dice, using gambling bonuses. To represent a
night's gambling using only onerall, the GM should first ask the player
how much of his funds he will commit and whether he would like to be
conservative or aggressive. Intheformer case, apercentileroll will bresk
down asfollows: 1-15 = total loss; 16-40 = half loss; 41-60 = bresk even;
61-85 = gain half; 86-100 = double money. In the latter case 1-30 = total
loss; 31-50 = half loss; 51-65 = break even; 66-80 = gain half; 81-90 =
double money; 91-96 = gain one and ahalf; 97-99 = triple money; 100 =
quadruple money. Asin the Juggler there will be men present of al skill
levels so the GM must aso decide the level of the PCS' opponents and use
their bonuses to subtract from the PCs.

Fortune Sguare

4. The White Purse. In the center of Fortune Square stands a sturdy
building built of wood but painted a garish gold. This is the gambler's
tavern, theWhite Purse. It hastwo serving areas. Theeastwingisanormal
tavern with benches and tables for its patrons. The west has no space to
sit, being designed for the customers who wish to get right back to their
gambling. The two halves share akitchen which is st in the crux of the
buildings L shape. It produces some of the best food found within the
town.

Upstairs are rooms for the weary. They are usually taken by folk who
aretoo drunk to go home, so most are not luxurious. All but four aresimple
common rooms with bare cots. The remaining chambers are more
comfortable, aimed at the occasional sober guest who cannot afford the
cost of the Merchant or therisks of Grilic's. These are smply but nicely
furnished, with bare wood chests, wardrobes, and comfortable beds.

The White Purse is run by ayoung Gondorian called Mirnil. Born of
arich family, Mirnil has been labeled ablack sheep and has come hereto
live free of hisfamily's eyes. He till receives a considerable allowance,
which subsidizes the taverns earnings and lets him keep priceslow. The
tavern provides him enjoyment, and Mirnil is rarely concerned about
earning aprofit. While he moves among his drinkers, his face shinesas
encourages them to live it up and have agood time.

5. Ricaric Breten the Lender. Ricaric Breten's establishment lies
just south of Fortune Square. Tucked in asmall block of shops crowded
into a narrow street, it serves as Strayhold's most enduring money
exchange. RicarictheLender livesprimarily off of unfortunate gamblers,
but he is willing to consider almost any venture.

Among other things, he maintains a pawn shop. Customers receive a
discounted fee and leave their wares as collateral. The items remain with
Ricaric until they are redeemed, or the date comes for their resdle. If the
money (with interest) is not returned by this time, the goods are sold.
Ricaric lends only to local citizens, who he will stand a good chance of
finding should the payment come overdue. His interest rates are high—
twenty to forty percent—and he will say straight out that default is always
fatal.

TheLender'sofficeisdominated by alarge desk and severa chairs. His
cash is kept in a heavily locked back room and protected by monthly

paymentsto the Clan of Rogues. Two hugethugs (4th level warriors), who
usually lounge around his establishment, watch over his guests.

6. TheRogues Word. Near the Moneylender's shop standsthe bookshop
of Midmin Parsdl. Inside, every horizontal surface is stacked with books
of dl sizesand colors. A large black and white cat called Hildwine stalks
among them and eyes any customers with practiced disinterest. Behind
and above the seaof tomesis acomplex, dusty, brass contraption made of
rings and mesh spheres set upon a pedestal of wrought iron. The
bookseller claimsthat this peculiar device can chart the movements of the
stars and help astronomers and astrologers calculate and predict the
arrangements in the heavens. His boast cannot be backed up though,
because he has no idea where to begin the recalibration that would be
needed to start thething up. It has not run for many years. Still, itisquite
a conversation piece and/is impressively constructed.

Midmin is awiry old man with atwinkle in his eye and ajump in his
step. He enjoys the excitement of life in Strayhold and will sit for hours
telling tales of daring exploits of history's greatest robbers. With these
same tdes, told in the Sign of Romendacil, he has endeared himsdlf to
many members of the Clan of Rogues. Now he often has a young
apprentice or two about his shop listening to him spesk as he dusts off his
merchandise. His popularity among the roguesis not mereluck. He has
cultivated it carefully, the better to keep tabs on them.

Midmin, like Eoric the Arborer, gathers information for the cause of
goodinMiddle-earth. When thewise cometo thetown, hisisanother shop
they visit. The booksdler is even more reluctant to extend himsdlf than
Eoric. For him the battles are to be fought by younger men; he simply
handles information. Of this, however, he tendsto have agreat deal. His
is the only bindery in the region and both guilds keep old records bound
into volumes. This gives him ample opportunity to review the works as
he puts covers on the pages.

In addition, the Mage, who rarely appears in the town's streets, has
comedown morethan oncetolook over the stock. He seesthebooksdller
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as afellow intellectual, rare in these parts, and will spesk with him as he
wandersthestore. Midminiswillingto chat at length with hispatron about
whatever subject they find interesting, he is quite well read, but he will
speak only guardedly about anything dealing withlocal politicsand events
unless he sees some sign that hisguests are on an errand of good. Hedoes
this to cover his position, he pretends to know least about that which he
studies in the greatest depth — the goings on within the town.
7. Grilic's. At the eastern end of Fortune Square, stands alarge, squat,
two-story tavern. Thisis Grilic's. Itis named for abarkeep whose face
has long since passed from memory and the establishment is now run by
asturdy woman of middle-age caled Tamarin. The building is made of
field stones and mortar, with a roof of thick, grass thatch. Its common
rooms and kitchens stay open day and night to serve the rough clientele.
On the second floor are rooms for guests which may be let by the day,
the month, or the hour. The food isfair and much more reasonably priced
than what is served a the Merchant afew hundred feet away. Therooms
are also reasonably priced, but the house as awhole is not terribly clean
and there is no guaranty that one will not wake to find uninvited guests
admiring his possessions. All inall, theinn is not the best or the safest in
town— it loses on both scoresto the Angry Horse. Grilic'sis, however,
agood placeto listen for gossip and get afeel for the town itself. Most of
the settlement's natives prefer it to its more expensive competitor, and
Tamarin, and Grilic's staff stay quite busy.

3.46 NIGHTSINGERS WAY

Nightsingers Way is undoubtedly the most sordid areain any
town located in western Rhovanion. Contrary to the laws of the
Dunedain and Northmen, merchants around this square traffic in
human flesh. This is predominantly taken up with the brothels
along theway to Flagon Lane, but once amonth the slave market
opens and folk gather to sample the unparalled wares. Although
many are debt-saves, which are permitted in Northman tradition,
others are war-captives or the offspring of daves. Whatever their
origin, however, they yield good (abeit fair) prices and attract

buyers from al over Rhovanion.

Such popularity is found, of course, only in certain circles.
Among the more upstanding people of Middle-earth almost noth-
ing isknown of the market. This is due to the fact that except on
market day the building is shut, and no advertisements adorn its
outer walls. Then, when sae time rolls around the auction takes
placeinthebuildingscentral courtyard and only invited guestsare
admitted. Invitations go mostly to established customers, but
careful words in the taverns of Flagon Lane will sometimes help a
buyer gain admittance. Entry into thedavemarket, though, carries
considerable danger; for many of the loca mercenaries frown on
the davetrade and anincautiousvisitor should aways beprepared
to face their rude wrath.

1 The Slavers Market. In the shape of a distorted pentagon, this
wooden building hol ds one of the most dangerousgroupsin the Strayhol d.
They are not as powerful as the larger guilds, but their business is more
insdiousby far. Thebeautiful or strong of body that cometo the Shattered
Step without protection or power run a grave risk of being captured and
brought to the auctioneer's block.

The mogul of the flesh sellers is a Southron called Marj aPur, asurly
man that hidesacruel sort of geniusbehind his swarthy features. Ruthless
in his business, he trusts no one whom he does not own. Marj sees
everyone ashistools, and his guard of twenty eunuch warriors enforce his
harsh edicts. Half these Haradan servants tend his daves, who are locked
within the market building, while the other ten protect his home in the
Upper Town.

The market building itself holds a maze of stalls and pens where the
merchandise is kept from month to month awaiting sale. The cages will
hold anywhere from ten to two hundred slaves of al descriptions,
depending on the time of month and on how the month has been for
capturing new daves. Of these, a small percentage will be warriors of
variousdegreesof skill whilemost will belaborersand afew will beharem
slaves of great beauty and of both sexes.
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At the building's center is a pentagona courtyard where sales take
place. It can be entered through three of the four doors that open onto it.
Thefourthisfor theentrancefor the davesthat are to be sold and lets only
into their pens. The three others are on the southern three walls and come
through dark corridors from the three large exterior doors that line the
southernmost wall of the building's perimeter. The yard is set with
bleacher seets around alarge platform where the daves are displayed.

2. The Brothels. The brothels of Nightsingers Way are al of a kind.
They are not particularly clean or comfortable and their employees, both
male and female, are rarely of any great worth. They run business fairly
because so many of their clients are backed by one of the guilds and woul d
find ways to avenge any improper treatment.

The prices run from five bronze to five silver, depending on the tastes
and preferences of the patron. Each house has severd private rooms, and
afew larger rooms for more adventurous customersor groups. Thereare
wardensin all of the shops, warriors who keep things quiet. Generdly,
their reputation for rough handling of troublemakers tends to prevent too
much unruly behavior.

3. Wartik the Herbalist. One unlikely tenant of Nightsingers Way is
thetown's only herbalist, Wartik. He attributes his shop's|ocation to an
ancestor who opened the store sdlling aphrodisiacs. Now, however, he
carries al varieties of herbs in his large, one-story building, which aso
holdshishome. Hispricesarefair, but they depend greatly upon anherb's
availability.

NOTE: For game purposesthe availability of any given herb can

be decided by using the table in MERP or Character Law/

Campaign Law as ifattempting to locate each dose. For any herb

of which he has less than three doses, Wartik will add twenty

percenttothelisted price. Furthermore, thepriceof any herbnative

toaGlacier, Underground, or Volcanicregionwill haveitsoriginal

price doubled.

WARTIK THE HERBALIST
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Thelittle Northman isvery stubborn and hewill usually loseinterestin
trading with any customer who tries more than once to haggle with him.
His position as the towns only herbseller affords him this [uxury.

3.47 LUCK'S ALLEY

Luck's Alley is located to the west of Nightsingers Way. A
bizarre collection of gdls, it is the charm and trinket capita of
Rhovanion. The stores are narrow and crowded together, though
built onthe sametwo-story model asisfoundintherest of thetown.
Bursting forth from the shops open frontsisavividly colorful and
wildly varied array of baubles, beads, and talismans which dazzles
the eye. Each shop has its own character and, perhaps, its own
favored sort of charm, brooches or amulets.

The proprietors will make almost any claim as to the power of
their goods, but show a surprising reluctance to have any sort of
magical evaluation techniques used within their shops and never
offer any guarantees. In fact, the vast majority of the items offered
are completely useless, except astoysto bring peace of mind. At
any given time, though, there will be four or five enchanted pieces
(which will usudly range from +5 to 5 depending on circum-
stance). Invariably hilled as twice or three times as powerful as
they actually are, the magicitems of Luck's Alley areboth elusive
and expensive. Despite the dearth of bargains, however, the
guarter servesasanided spot to sel one'swareswithout attracting
unwanted attention.

3.48 THE WOODMEN'S MARK

The smélls of carpentry hang heavily inthe air dong this street
which houses the town's Woodman-dominated builders guild.
The sturdy buildings that run both sides of the way are filled with
[umber, tools, and work roomsthroughout their groundfloors. The
workers homes occupy the upper stories of these often-elaborate
structures.

Unfortunately the guild, which represents the town's only
honest work for heavy laborers, has fallen on hard times. But for
theconstant demand for relumbering Strayhold'scorduroy streets,
their business is slumping. Fire Town is filled with buildings,
many of which are abandoned, and there is little cal for new
construction. Asaresult, themembersof thebuildersguildrely on
repair work. Times are hard and more and more of them are
moving into other, less reputable, professions.

35 LAYOUT OF THE OLD MARK

The areaknown as the Old Mark contains about onethird of the
city's territory. Although the lower two thirds are by ho means
tame, this Mark offers even more dangers for the uninitiated
visitor. The Old Mark is home to the two powerful brigand-clans
as well as alarge number of mercenaries and professional day-
mans. It isnot aplacefor acasua evening droll.

3.51 MYSTICS HOLLOW

In anarrow niche in the city's Western wall is the home of a
community of fortunetellers. Theonly areaof the Old Mark which
iscommonly frequented by travellers, the Hollow is crowded with
huts and shanties instead of the sturdier buildings of the other
sections of town. These are considered more suitable homes for
prophets and seers.  After al, wisdom is said to come through
deprivation. Themajority of the Hollow'sfolk are as fraudulent as
the shopowners of Lucks Alley, but they have a kill at saying the
wordsthat their clientswish to hear and so, can earnadecentliving.
1 The Hove of Ecuris. Ecuris (see section 5.2.) erected his tiny shack
at thenorthern end of the westernmost row. It ismade of rough planks and
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seded with clay daubing. Here he greets his patronsjust as do the seers
around him, with cryptic words and curious deeds. Ecuris also wanders
thedtreetsof thetownmoreoftenthanhisneighbors however, gatheringinforma:
tion for his moreimportant mission in the City, the promotion of the cause
of good. His pre-occupation with this duty keeps his clientele limited.

Thisis ashe wishesit. Heis afortuneteller only as acover and, though

he does have power, he never wastes it on the whims of passing strangers.
If, however, someone on a mission of good should happen across the
hovel, the prophet's prescience will usually aert him and the visitor may
be given some bit of helpful information.

2. Marhforn Reth. Strayhold's only other true seer, Marhforn Reth,
resdesinahut at the south end of thewesternmost row of the Hollow. Her
temperament matches her fiery red hair, but she remains popular with the
travellers who come to Buhr Waldlaes. This can be attributed to the fact
that her predictions always come true. Her feeishigh, but it isonly her
temperament that stops her predictions from deciding the fates of al
Middle-earth.

Marhforn is as fickle as the day is long and chooses by her whim
whether shewill answer any question askedher. If she saysno, no coaxing
will change her mind. More than one lord has traveled weeksto hear her,
only to be brushed aside for the sake of afarm lad who has questions about
his sweetheart. For this reason, she is no longer sought by the powerful
of Middle-earth. Marhforn finds their questions dull and, snubbing them,
turns instead to the intrigues and romances of more norma life.

3.52 FLAGON LANE

Thewildest quarter of the Old Mark, Flagon Laneisasrough any
row of taverns in Middle-earth. The patrons are men of the two
clans, mercenaries from Loose Jacks Row, and slaymans and
torturers fromthe Shadows. Each pub has its own character which
shows in its decorations and draws its particular clientele.
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1 The Sands of Harad. The Sands of Harad lies near the southern end
of the lane. Its sign, a swinging panel supporting atent of black and red
silk, denotesthetavern asunique. Unlikemost drinking hallsin Strayhold,
the Sandsisimbued with decorations and therefreshments that suggest the
atmosphere of Far Harad.

Kub Nararuns this magnificent tavern. Thefolk to whom he caters are
mercenaries from the more reputable bands. They enjoy the light and
festivereception, aplace wherelively music and spritely dancersentertain
customers throughout the evening. The drinkers tend to be friendly and
gregarious, and no placein Flagon Lane ismore suited to those seeking a
saferefuge or some form of aid. Locals find the hanging silks and burning
braziers of the Sands quite comforting, even though the noise and
infectious celebration may seem disconcerting.

2. The Black Kine. Two doors up from the happy lights of the Sands
is arather different watering hole, The Black Kine. An Easterling of
Sagath heritage, aman called Kav Gorka, runs the place and he keeps it

calm and quiet. Its decoration calls to mind an outpost on the Steppes of

the East. Themenwho gather here aretaciturn and hard; few respond well

when the atmosphere of their retreat is broken. Strangers are rarely
evicted, but at the sametime they are never welcome. Each man here has
troubles of his own and has little care to take on those of another. New

guests are advised to tread act carefully.

3. Ennerling's Web. Named for a Great-spider of southern Mirkwood,
thelane's northernmost tavern is dso itsroughest. Itspatrons are asurly
gang of rogues and soldiers who gather to drink and fight. The owner,

Lorthis, is asturdy Northman whojoinsin the frequent fights much more
often than he chooses to keep the peace. Fortunately, the furniture is
stoutly built and, for the most part, nailed-down. New guests are rarely

able to make the trek to the bar before they have been challenged in some
way, but those who handle themselves well are usually alowed to dine or
talk in peace — a least for awhile.

3.53 THE STRAYS' CLAN-HALL

The Strays Clan-hall sits astride a gap between two of the
Strayhold's hills. Built fromrough stoneblocks of black and gray,
it has no windows. Aside from the smokeholesthat punctuate the
roof, the arrow-dlits set high in the walls on both ends of the hall
provide the only ventilation. The Clan-hal's roof is of tarred
timber, a safeguard against the danger of fire.

STRAY'S CLANHALL
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Each end of the hall has a sturdy wooden set of double doors,
which have been rudely carved to depict the strays plying their
mean trade. The squarein front of this hall, where the Strayhouse
stands, usually holds two or three knots of straystalking, fighting,
or gambling. Atleast two of these strayswill actually be on guard
duty, watching the street for any suspicious individuals. Late at
night the two guards will often be the only folk around, although
they will gtill make pretense of having other business. Thefear of
Gaminsuresthat theseguards arerarely dack intheir duties. There
is only one chance in ahundred that both guards will be asleep or
away a any given time.

Inside, the Clan-hall is as rough as the men who go there. It
smells of sweat and beer and is aways filthy, with food scraps
pushed into the corners and l€eft to rot.

1. The Hall. The meeting hal is ahuge room and takes up the mgjority
of thebuilding. Itisfull of benches and tables of rough wood, carved with
theinitials of traveling straysfrom al over western and central Endor. The
stone floor is covered with straw, which soaks up the spills.

Onceortwiceaweek, asGam seesfit, theclansmen gather heretohear
him speak. Such events are not official feasts, but few of the strays fail to
bring along a snack and a bit to drink so the evenings usually end up in
disorder. Credentials are not checked at the door, so nonmembers who
desire to can attend these meetings. However, any who do not look like
strays may find themselves the object of unwanted attention. Trouble
could follow unless they can explain their presence well enough to please
the men around them. The strays need little excuse to treat such guests
unkindly.

NOTE: Thedoorsto rooms 2-4 arefastened with lockswhich are
hard(-10) topick. Thekeystothese, aswell asthesinglekeytothe
two exits, are carried by the clerk on aring on his belt.

2. The Scribe'sBunk. A little man called Oric Galabas serves as the
Scribe of the Clan of Strays. Mild but adept at foreseeing the whims of the
low-clan's lord, he has attended to dl of the strays' business for many
years. Gam makes broad decrees and leaves Oric to implement them.

Oric Galabas spends his nights secluded in thissmall chamber. Itholds
abed of plain wood, awash stand with aporcelain bowl, awardrobe, and
asmal chest. A mirror, razor, bar of soap, and apitcher of water occupy
the washstand.

In the wardrobe hang severa robes, tunics, and boots, and shoes lie
alongitsfloor. Thechestislocked with amedium (+0) lock, and istrapped
with apoisoned needle (a5th Ivl Reduction variety caled Zaganzar). The
trap is hard (-10) to spot and very hard (-20) to disarm. Severa items
occupy the chest: abag of thirty silvers, aletter, ashort sword, and atiny
phial of black glass.

The letter is written in the Black Speech of Mordor and, if translated,
will show that Oric Galabas is actually aspy for the Dark Lord, in contact
with the Mage. The phia holds a Teleport spell (see Mage Lofty Bridge
list) which will take whoever bresks it directly to Dol Guldur (see
Southern Mirkwood, Section 7.5, Location 2 of Level 7). The silver and
the sword are normal.

3. Meeting Hall. There is no council in the Clan of Strays, but
occasiondly Oric Gaabaswill meet with someof theleading members (or
even outsiders) to discuss policy and revenue. It holds around table and

twelve reasonably comfortable chairs.

4. Chamber of Records. Here the clerk keeps the scanty records of

the clan and receives those who have business with him. The chamber
holds a bookshelf with a few leather-bound volumes on it, alarge desk
with achair, threearmchairs, and aglassfronted case. ThebooksareOric
Galabas's ledgers for the present year. Last year's have aready been
discarded. Gam isnot astickler for records. On the desk thereis always
aclutter of papers, ink bottles and pens, and the remains of the clerk'slast
meal. The papers simply cover the clan's most recent business and will
be of little use to anyone besides Oric Galabas, as he uses his own code-
like shorthand to keep the books.
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3.54 THE STRAYHOUSE

Thislarge structureisbuilt of timber from Mirkwood and roofed
with wooden shingles. It has large, double doors on dl four of its
faces and glasdess windows with wooden shutters run dl around
it. Insummer it iskept open and airy, but with winter the shutters
are locked down and the doors are closed.

The building acts as communal home to al of the strays
whenever they arein town and as their dining hall. On any given
day about twenty to thirty strays will be in residence, edting,
lounging or deeping for the most part, though some will be
working the streets as well. The strays enjoy arough fellowship
amongst themselves, but few have patience with normal folk who
show too much interest in their affairs.

1. The Galley. Herethe strays meals are made and the tables and
benches on which they eat are stored, folded and hung from the walls.
There is one long preparation table running down the room's center and
on either side of it are two great fire pitswith grills and spits. A rotating
group staffs the kitchen.

2. The Armory. Rack upon rack of spears, bows, and shields fill this
area It has been designed to facilitate arming a large number of men
quickly. The doors both let onto an isle between a counter and the racks
of shieds. When the clan takesarms, several men hand out weaponsfrom
behind the counter as the strays file through.

3.55 THE WARM NIGHT

The safest location within the Old Mark is an brothel known as
The Warm Night. Accommodating afine tavern, it isfar cleaner
and more respectable than the shops of Nightsingers Way. Guests
of the Angry Horse frequent this two story brick building, a
magnificent structure with aroof of split pine shingles. Hallswith
rooms let off from a comfortable parlor where the owner sees to
business over a polished wooden counter. The employees do not
cdl out their windows, hawking their wares, as do their competi-
tors acrosstown. It isaquiet and proper establishment.

The proprietor is aman out of the East known as Y oltis. Stern,
his prices are high and firm. However, his regular clients find no
reason to complain, since the services rendered are always satis-
factory. To keep up his reputation, he is aso careful of the sorts
with whom hewill deal. Even wealth will not gain agrizzled thief
entrance.

3.56 THE SHADOWS

The Shadows lies in aremote corner of Buhr Waldlaes. An
isolated, dead-end street, itisnever crowded. Atnightitisasquiet
asaburial ground, for death looms in the smokey air that fills the
hollow. Itscave-holdsand dark, stone buildings have an ominous
quality, for they are the abodes of the Northman Cult of the
Passing, the men associated with burial rituals, gravemaking, and
the like. Necessary but shunned, the cult members keep to their
own quarter.

The Cult of Passing, however, is hardly a simple tradesmen's
dliance. Besdes having their own peculiar subculture, the cult
serves as the focus of a number of covert low-clans. One such
group, the Clan of Slaymen, is essentialy a group of murderers.
They exact retribution on behdf of folk who have not been paid the
proper headprice (Rh. "Wuirprik"), or who have someneed for an
assassination or vengeful killing.

The daymen that arefound here share one principle: they ask no
questions regarding the nature of their customer. Their only
concern is that their victims must be digible for such a slaying
under Northman customs.  Any man who has committed, or is
responsiblefor, an act which might justify revenge iseligibleasa
target. Slaymen are disinterested in the politics.
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There are, however, practica barriers that they carefully re-
spect. The Mage hasforbidden the slaymen to act on behalf of the
low-clans or guilds, restricting them to killing for reasons rooted
in blood-disputes or economic revenge. In addition, the Cult of
Slaymen will never undertake a task which threatens their own
association.

A row of buildings serves as the home of the slaymen. While
ruthless and deadly, they tend to be a quiet, dour breed while
pursuing their daily chores, men and women who are virtualy
indistinguishable from other folk when they are out on Flagon
Lane or Nightsingers Way. Wise men, of course, know better.

3.57 RED BREAK

Here, the Strayhold's wedlthiest residents live in well-built,
comfortable, red-brick row houses. Leaders of the low-clansand
other brigand brotherhoods, prosperous brothel and tavern own-
ers, and afew mercenary captains live here in high style. While
their exteriors are almost identical, each house is unique in its
furnishingsand decor. Each owner has outfitted hishometo match
hisowndesires. Asagenerd rule, however, they arewell protected
against rogues and such, with strong locks and decorative but
functional bars upon their windows. Most contain at least one
escape route, if nothing else a small back door which lets onto a
hidden aley running behind the row.
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3.58 LOOSE JACKS ROW

Mercenaries throughout the Wilderland come to Loose Jacks
Row in hope of securing work and information. The stewards of
some twenty warrior bands occupy the small structures that line
thisquiet street. Each group boasts of itsinvolvement in numerous
campaigns in and near Rhovanion. Their standards hang outside
thedoorsof their chambersand serveasinvitationstothosein need
of weapons or witchery.

A packed-grass green measuring twenty by sixty feet forms a
common about halfway downtherow. KnownasJacks Arena, this
plot is where the mercenaries settle their persona differences or
enjoy aplayful scuffle. Four or five times a week, a crowd will
gather hereto watch and bet on some sort of duel. Spectators cheer
their favorites and call to each other for odds. As often asnot, the
fighters themselves will aso have astake in the betting; but if the
loser dies, his bets are considered paid and the victor aone is
entitled to the poor sod's personal effects.

1. The Grass-hawks. Theoffice of the Grass-hawks is located in the
third building from the north end of the row. Ther gilded eegle standard
is a Northman symbol. They are led by Fruhiri, a large and ugly old
member of the Anthars clan, the westernmost of the six clans of Northman

horsefolk. Hiswarriorswill fight for any side, in any battle, so long they

do not cross arms with their blood kin.

2. Partila's Reavers. Two doors down from the Grass-hawks is
Partila's headquarters. This unpleasant Eodar Northman and his men
show their favor toward more wealthy clients and have few scruples.
Partilas office walls are adorned with the controversid signs of histrade:
two broken Elvish helms, and a Dwarven battle-axe, among other exotic
pieces. Quick to take offence, Partilalooks unfavorably upon those who
comment on his decorations, and he makes frequent trips to the Arena.
3. Rult's Freemen. At the southern end of the row is the desk of the
Freemen. Tough, freed daves, they fight under abanner of white and gold.
The standards of the Haradrim, Easterlings, and various Orc groups cover
theirwalls. Their leader, Rult, isadynamic man of Dunadan and Haradan
blood. His magnetic personality and strong, westhered face makehim the
most popular of Strayhold's mercenary captains. He hasastrong sense of
honor, and will not fight for acause that he does not see asjust. Still, he
istoo old for idealism, and he never works cheaply.

3.59 THE ROGUES' MARKET

Otherwise a group of deserted wooden stalls, the Rogue's
Market comes alive on the morning following every full moon. It
isamarket run by the Clan of Rogues, where awide assortment of
stolen wares may be bought at highly discounted prices. What can
be found at any particular opening can never be predicted, but
enough people are sure that there will be something worth buying
that businessdays are alwayscrowded. The salesarewatched over
by rough clansmen, who keep their patrons honest; and even
rogues are not permitted to steal within the market.

NOTE: For the handling of thefair the GM must use his
discretion. The availability of powerful items and such
should, of course, be limited to preserve the balance ofthe
particular campaign. Gems, jewdry, crafted items, high
quality weapons, armor, etc. can be let out morefregly. The
prices are somewhat low, but nothing will be given away.
Nobody but the rogues are getting rich at this market.
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4.0 EXCURSION TO THE
CITY OF STRAYS

This adventure centers around a shopping trip of sorts. A
wealthy scholar, Arcle Terrin of Dol Amroth, has come to the
tavern of Meke Larnis, the Barley's Yield, to find afew young
fellowstorunanerrand for him. His studieshavereveded to him
that a tome of some value to his research is in the hands of a
bookseller in the Fire Town. He feelsthat heistoo respectable to
go and buy it himself so he wishes to hire someone to make the
journey for him. He is a generous man and is offering good pay,
twenty gold, which he will even givein advanceif the party seems
trustworthy.

4.1 THE TALE

The book Arcle Terrin seeks can be found in the shop of
Midmin Parsd which stands in arow of sores on the aley that
connects Fortune Square and Flesh Merchants Street, between a
money lender and an animal trainer. Itisacollection of poemshby
one Ess Pertinil who lived in Dol Amroth somefive hundred years
ago. The scholar and thebooksdller have aready agreed onaprice
through lettersand it will be asimplematter for the playersto make
the transaction.

The difficulties, the danger, and the fun of the mission will
comefrom simply passing through the city's streets. The PCswill
find a strange, new world to roam about in. The gambling hdls,
shops, and taverns of the city can provide agreat ded of entertain-
ment. The citizens are arough and ready crew, always happy to
drink, play, or fight with strangers. The dreets are full of rogues
who can readily detect aheavy purseand ruffianswho enjoy being
rude to young adventurers. If the party has any spirit the town
should be lively indeed.

4.2 THE NPCs

The people of Meke Larnis are of Northman stock. Most are
farmers and hardy country folk. The citizens of the Strayhold are
amore mixed breed, with dmost every mannish line of Middle-
earth represented and some other races as well. Following are
details for afew who figure prominently in this adventure. The
booksdller is described with his shop in section 3.45.

4.21 ARCLE TERRIN

The scholar is a relatively uninteresting fellow unless one is
particularly fond of old poetry. Heisagood man, though. Heis
trusting and generous but can be abit haughty, thinking himself to
be above many things which most people ded with day to day.

His quiet life in Dol Amroth suites him well. He is healthy
enough, if abit over-weight, and his tan skin would indicate that
he does some of hisreading out of doors. Hishairisdark and well
groomed and he wears his clothing well tailored and fancy.

Notable Skills: ReadRunes 65, Useltem55. Languages:
Westron 5, Rohirric 4, Adunaic 5, Sndarin 4.

4.22 VELLSER ORLIT

Thisyoungwarrior isjust passing throughthe FireTownon his
way to the cities of Gondor in search of work. Heis bright and
strong and hishead isfull of highideals. Itishiscustom to takethe
side of anyone he sees in need. This may someday get him in
trouble, but for now hewill simply act asatool for the GM should
he wish to help the players out of ajam.

Drawn from Northman stock, Vellser has long blond hair and
piercing blue eyes. He wears rigid leather armor and carries a
broadsword at hiship. Hisfaceisquick to smileand hisnatureis
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friendly. At present he is staying a Grillick's tavern but he
wandersthe city's streets through most of hiswaking hours as he
waits for a caravan heading south with which he might sign on as
aguard.

Notable Skills: Public Speaking 20. Languages. Westron
5, Sndarin 3.

4.3 THE SETTING

Thisadventure's setting is the whole of the Strayhold, though
it will probably focus on the lower half of the town. A genera
description of thecity isfound in section 3 asisoneof MekeLarnis.

4.4 THE TASK

This adventure's task is simple enough: the players must
merely exchange the scholar's cash for the bookseller'stome. The
remainder of their time in the City of Beggars will be spent seeing
thesightsof anexotic new town. Thatis, at least, if everything goes
smoothly.

4.41 STARTING THE PLAYERS

The characters should be started out in the town of Meke Larnis,
perhaps even aready in the Barley's Yield. When the scholar

arrives he will go straight to the tavern, rent aroom, and begin to
look for likely lads for thejob he hopes to commission. The pay
is high enough to be almost certain to attract the players attention,
but to add color to the adventure the GM may wish to give added
incentives. If the characters are from anywhere in the surrounding
lands they will have heard stories of the Strayhold and the excite-

ment of its streets. Wherever they are from they may desire goods
which are not available in their home towns, or just ataste of the
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nightlife that can only be found in alawless city. If these aspects
are played up enough the scholar's errand becomes no more than
an excuse to do something the PCs have always wanted to do
anyway.

4.42 AIDS

It is quite possible that the PCs will complete this mission
without receiving any outsideaid. If, however, they getintotrouble
too deepfor their abilities, the GM hasthe option of putting Vellser
Orlitinto the scenario to help ashe seesfit. They may aso wander
into the shop of some good citizen who can aid them in oneway or
another. In generd, though, the characters should be left on their
own, to wander the town as they choose.

4.43 OBSTACLES

There will be nothing purposely standing in the way of the
party's completing their mission. The Strayhold is not, however,
known for the safety of its streets. In every shadow thereisathief,
and many of the town's businessmen are really in the business of
swindling. Any inexperienced PCs coming into town with |ots of
cash, looking for fun, are bound to find trouble.

4.44 REWARDS

The greatest reward to be had from this trip to the City of
Roguesisan exciting time. The gold offered by Terrin will amost
certainly be spent or lost by the time the young adventurers make
their way out of town. They may gain afew useful items, but more
importantly, they will without doubt learn afew things and acquire
agood deal of experience with the wild world outside their home
towns. What more could a band of carefree youngsters ask?

4.5 ENCOUNTERS IN
STRAYHOLD

Thetables at the end of thismodule details chances of various
random encounters in the streets of the city. It should be used for
any trip through the streets, in any adventure, with checks being
made every ninety minutesin in thelower portions of thetown and
every hour in the more dangerous regions farther in.

In addition to the random checks there are a few specia
encountersthat should beincluded to add spiceto theplayers visit.
These are described in the following paragraphs and should be
inserted asthe GM seesfit or when an unacceptableresultisrolled
on the encounter table.

4.51 A CHALLENGE

This scenario is simple and can be set in any area of the city,
though it might be most likely in or near atavern. A young warrior
from the North by the name of Korlin isin particularly bad spirits
on the day of thisvisit. Asthe party passes him he will glare into
the eyes of the most formidable |ooking fighter among them. Any
response to this, from returning the evil look to completely
ignoring it will betaken asinsulting or disrespectful. The warrior
will stepinto histarget'spath and demandredressfor theinsult. He
will not take "no" for an answer and will push for afight. He will
agree to whatever rules are set down as far as restraining killing
blows and such, but will abide by none of them. Hewill stop only
when his opponent is no longer standing. He will offer to lay bets
but will not willingly pay if he loses.

The crowds of the city are always up for agood fight, soas soon
asthealtercation beginsthey will starttoformaring. Any attempts
to back downwill draw only jeersand cat callsfrom the onlookers.
There will be agood deal of betting amongst the spectators with
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odds going to the Northman.

There are no constables to put an end to the fight so it will
continueuntil it coniestoaresolution. Any PCswho attemptto aid
their champion in his battle will be warned by those around them
that such actions are not viewed highly here. If they should persist,
their efforts will be matched by others on the side of the warrior.
Oncethefight is over the crowd will begin to disperse, paying and
collecting their betsasthey go. Itistown customthat in such afight
the loser's goods are taken by the winner but Korlin is too happy
with his own gear, a broad axe and a chain shirt, too bother with
anything save apurse from hisfoe. If this happensto contain the
scholar's money there may be need of more bloodshed to get it
back. A saving graceinthisisthat it isonly in open duelsthat any
rules about ganging up on someone are applied. No onewill betoo
upset if the Northman istaken down, around the next corner, by the
party as awhole.

This adventure will give the party a taste of combat and teach
them that the worldisnot alwaysjust. Sometimestroublefindsyou
even when you do not deserve it and leaves you no way to avoid
it. The GM may aso choose to dlter the situation to have Korlin
higher in level while leaving the players a chance to back down
from thefight, accepting thejeers of the crowd in order to save their
lives.

4.52 THEFT

While looking about the sights of the city the party is hit by
three young (first level) cutpurses working asateam. Their target
will be either the bag in which the money from Arcle Terrin is
stashed or the book itself, as well as any other goods they can
snatch. Their game isto stage afight in the street that will move
across the path of the PCs. In the confusion that arises as the two
bands collide they will make their moves. Each will take one PC
andattempt torelieve him of someval uablelooking item. Only the
theft of the scholar's property need be successful but any others
will add spice. Assoon asthe heistis madetherogueswill take off
for the nearest alley. Then it becomes a game of tag with the
cutpurses trying to work their way back to the safety of the
guildhall.

The GM must control the movements of the rogues carefully.
They must lead alively chase, but if they disappear too quickly and
too cleverly into the crowd the PCs will have aimost no chance of
catching them upinthese unfamiliar streets. Thechase shouldrun
through streets and alleysto provide various sorts of terrain. Once
caught, the rogues will first deny everything. When this tack fails
they will meekly offer the return of their loot and expect to be let
free. Inthis city robbery is not acrime and these young men have
powerful friends. If they are not released they will begin to cry for
helpand it will notbelong in coming. A few older guildsmen have
the duty of supervising the youngsters of their guild and will arrive
and attempt to take control of the situation, they will apologize for
any inconvenience but will make nofurther offer of redress. It will
not be too difficult for the PCsto see that they are out-gunned isthis
case. The rogues will then leave, scolding their juniors for
botching the job. In the guild, once ajob has failed there is no
enmity toward the mark, just anod good day and a hasty exit.

4.53 THE SPLIT UP

Thisadventure may well arise out of the last, but, again, it can
aseasily fitin at any point during thevisit. Inthe teeming crowds,
one or more players will be split off from the rest. The search of
each faction for the other will lead them into no more dangerous or
exciting areas than they might have been to otherwise, but going
it alone will add excitement to the time they spend separated.

This scenario poses some difficult problemsfor the GM. The
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players themselves must actually be put into separate rooms with
a gtrict time-table being kept to simulate simultaneous play. |f
either group knowswhat the other isdoing, most of the excitement
of the separation will belost. The dangers posed by the separation
must be played to their full est to make the PCs uneasy about it. The

dtreets are too noisy for shouts to carry far and with danger all
around it may prove unwise to advertise the problem anyway.
What should result is abit of small group adventuring with no one
getting seriously hurt before the band is reunited. Of course, if

some maverick decides he can take on the city aone it would

probably be best to let him see for himsdlf what life isreally like
downtown.

4.54 WITNESS

Passing an aley between two buildings the party sees a
mugging in progress. Thevictimisaman in late middle age and
his assailants are showing little mercy. Asthe PCs pass, one thug
looks up and greets them with a happy grin as if he were sdlling
melons a a street cart. From herethe plot is up to the PCs. They
may chooseto ignorethe sight dtogether and passontoenjoy their
day inthecity. If, however, pity or anger movesthemto action the
scenario will run much like the chase in section 4.52. There will
be a twist though, in that these muggers are not so timid nor s
young asthe cutpurses described above. Therearetwo of themand
both have some training (second level warriors). They will taketo
flight at first but will use surprise attacks and dirty tricks to turn the
tables on their pursuers, attacking with stubby clubs and long
knives. They are quitefamiliar with thecity's streets and will take
advantage of any aid they can find. They have been trained by
Ossim Rallah that calling for help is adisgrace and so will fight or
run but will not bring other guildsmen against the party.

The GM must show the same concernsin this scenario as were
listed for 4.52. 1t will not, however, be atragedy if these two get
away. They have nothing that isvital to the PCs mission. In any
case, they will not immediately try to escape anyway. Their first
thought will be to punish anyone who might be s rude as to
interfere with their business. Thevictim, by the way, will diejust
after the muggers leave, due to the injuries they have given him.
Hispurse and theforty silversit carried are dready in the hands of
his assailants. Each thug aso has eleven to twenty coppers of his
own.

4.55 RANDOM ENCOUNTER TABLE

Thistable— found in the rear of this book — isto be used for
any trip through the city. Each areais listed with the chances of
various encounters. When an encounter occurs the GM must
evaluate the situation and engineer the meeting to match the
circumstances and the PCs involved, adjusting for numbers and
level of both groups. Warriorsfoundin thecastle will be either Orc
guards or soldiersvisiting the Mage. Rogues or muggers encoun-
tered may be on or off duty which might produce an actual attack
orjust astop for conversation. In any case, the event should be set
up to alow for some sort of interaction will occur.
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5.0 RAID ON THE CLAN-
HALL OF ROGUES

For adventurers of moderate experience this scenario will
prove quite challenging. 1ts general setting is the same as that of
section 4.0, but it dedls in more detail with the clan of the Rogues
and with the more dangerous Old Mark asawhole. Theplay of the
adventure will be demanding for the GM aswell, requiring agreat
dedl of discretion in maintaining play baance. It may well be used
asafollow up to thefirst adventure, after sometimeis spent by the
PCsbuilding up alittle more power, or asaprelude to the attack on
theMagedescribed in section 6.0. Inany caseitisadvisedthat the
GM be completely familiar with the materia in the other scenarios
as well as the particulars of this one before play begins.

5.1 THE TALE

In Meke Larnis, there is a dtir this night. The local Animist,
Lorril Tesserne, hascometotheBarley'sYieldtoimpart bad news.
His shrine's totem, the battle horn of the hero Grell Inarthenil has
been stolen by Rogues. Withitwent somethirty silver coins, which
were to be used for the upkeep of his shrine, but the money is not
important to him. The horn was the focus of his power and a
talismanfor thegood of thevillage. Ashe speskshislistenersgrow
more and more angry. It is certain that such arobbery isthe work
of the Rogues of the Shattered Step. Something must bedone. They
agreeto find aband of adventurers to stedl back the horn, and pool
their fundsto produce areward of fifteen gold coinsto draw strong
men to their cause.

THE HORN OF GRELL INARTHENIL

This ivory horn is carved with scenes of galloping horses and is
bound with three broad silver bands. It was made for the hero Grell

and is tied to him dtill. 1t can be carried from his shrine but

whenever itiswinded it will return to his sde. When this power is

evoked the person using it and al who aretouching him, aswell as
any objects they hold or wear will be carried with it to the shrine
in Meke Larnis. A popular loca tale tells of an adventurer named

Bref Callanin who escaped the fire of a dragon's breath by using
the horn this way. Unfortunately for the villagers this tae is
popular enough that the Rogues are unlikely to blow the horn
themselves.

At this point the PCsenter the story. How they are to bedrawn
inisbest decided by the GM. They may be tempted by thereward
aoneif they arein need of currency, or the thought of achallenging
adventure may be enough. One or more of the characters may live
inthetown or haverelativesthere. Many motivationsarepossible.
They need not agree to seek the horn at al. They may simply take
the suggestion of araid and end al contact with the villagers. In
such acase, however, they may be sorely pressed to escape from
the clanhall without winding the horn. If these characters are used
in all three scenariosit may be best if they arein fact natives of the
region, helping because it is the right thing to do.

The party that undertakes the mission will find the townsfolk
eager to help and full of tales of the time Grandpa went to the Fire
Town, but little hel pful informationisreally to be had. Onemiddle
aged cooper can tell of the time he delivered some barrels to the
clan hall many yearsago. "It stsway at the back of the town. I just
went up to the gate, but it's abig place with awall al acrossthe
front and high cliffs on both Sdes." Another man has heard that the
Rogues hold amarket each month to sdll off the rare goods they
have obtained and it seems that they must store their loot some-
whereintheir hall between market days. Theclericiswillingtotell
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the party of the horn and its powers and says to use it when they
wish to return. Beyond this the villagers can only tell the location
of the Shattered Step and donate some goods and provisions.

5.2 THE NPCs

The people of Meke Larniswill not be terribly important to the
actual play of this adventure. The only one with any real power is
the priest, and he considers himself far too old to take any action.
The other folk are farmers and craftsmen with no training in the use
of weapons or magic.

In the tavern the night of the theft, however, there is onefellow
of note. Heis Haddil, an agent of the clan. At first, the ruckus will
interest him only mildly. Theclan has little fear of retribution from
such alot of farmers. When he seesthe party hired, though, hewill
begin to take notice.

LORRIL TESSERNE
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5.21 LORRIL TESSERNE

Thisaged Animist haslivedin MekeLarnisfor all hislife. He
iswell liked by the people and serves them well in turn. Heis
charming and spry but, a eighty years, he is not fit for world
traveling. He wears smple farmer's clothing of earthy colors,
carries a short wooden baton, and wears an ivory horn slung from
one shoulder.

The shrine of Grell Inarthenil is alow stone structure with a
thatched roof and several windows in each wall. It is open to
visitors and Lorril is always willing to help good people who are
inneed, solong asthey seemtorespectthefallen hero. Hissupport
comes from the donations of his parishioner and they are usually
generous 0 he lives well. He holds services every day in the
morning and afew villagersattend each. At Midsummersheaso
holds afestival to celebrate the birth of his patron hero. When he
isin the shrine heis able to cast an additional five spells per day.
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Notable Skills: Ritual (allows unusual spell casting within
hisshrine) 70, Useltem50, ReadRunes45. Languages. Westron
5, Nahaiduk 3, Dunael 3. Spell Lists:

Calm Spirits, Surface Ways, Protections, Nature'sLore, Blood
Ways, Direct Channeling, Purifications, Creations. Base Spells
OB 11. Directed Spells OB 16.

5.22 HADDIL

Haddil is a young man of unknown lineage, having been
orphaned in the Strayhold when still achild. He has dark eyes and
hair and a swarthy complexion. He does not keep very clean and
isnot at al versedin the ways of politeness. He is acapable scout
for his age but is not always terribly bright. On seeing the party
hired he will not set out directly to aert his clan. Instead, hoping
to win abit of glory with his fellow clansmen, he will choose to
follow the group, to watch them and assess the threat. A more
skillful man might get away with such a gambit but Haddil is
certain to get caught (The G.M. should engineer this shortly before
thearrival in Fire Town, making sure that it is obvious that he has
been spying on the the party.). In the hands of the players, he will
first claim total innocence, under pressure, though, he will admit
to histiesto theclan. After amoment'sthought he will claim that
the clan aready knows of the mission and that he will be avenged
if any harm comesto him. Hewill try to back thisup with atae that
heisthe son of Conul Uld and that heisquiteimportant to theclan,
astory only the most gullible players will believe. He knowslittle
of import to the PCs about the clanhall. His statusistoo low for him
tobeawareof thetreasureroom'slocation and henever keepstrack
of the date, so he won't know when the next market day will be.

Notable Skills: Salk/Hide 22, Climb 25, Ambush 2. Lan-
guages. Westron 4, Logathig 2.

5.23 ECURIS THE PROPHET

This ancient man is thought by many of the city's folk to be
somewhat mad. He has a small hut in Mystics Hollow where he
sellsfortunesto the travellers. At most times his eyes wander and
he mumbles under his breath. Few locals give much credit to his
predictions. Thecareful observer may note, however, that hiseyes
are not always glazed. In fact he is one of the few agents of good
at work within thecity. When the Wisevisit the Strayhold his shop
isonethey do not miss. He watches the goings on within the town
with astoundingly keen perception and reportsto hisvisitors what
he has seen. He is dso used by them to put words into the proper
ears, when he can. He actually does have power as a seer but uses
it only most rarely, only in the cause of good. He is dso almost as
mad as the townsfolk believe him to be. Even in the execution of
his service to good he will spesk only in riddles and rhymes.

Notable Sills: ReadRunes48, Useltem37, Perception 68.
Languages. Westron 5, Sndarin 4, Dunael 3.

5.24 PORTIK THE STRAY

Itis difficult for an observer to imagine that this surly North-
man might have any redeeming features. Hisface is scarred and
he has only afew teeth in his ugly head. He spesks with arough
accentandfindsno usefor politelanguage. Heis, however, aclever
cutpurse and so has made himself useful to Gam the Fair as a spy
intheRogues camp. He spendsmost of hisdays stealing with the
clan but claims to have an aged grandmother whom he must tend
at night. Thisleaves himfreeto report to his master and kegpshim
from being sent out of town. The Rogues do not suspect him but
hedoesnot havethe clout to bring in non-members such asthe PCs
to look about. He also could not explain his presence after hours
with araiding band except by claiming coercion. If heis caught
with the PCs he will claim that they have forced him to show them
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in by taking his dear granny hostage. In this he will dmost
certainly be believed by any of the Rogues. Such alack of loyalty
istypical of how he will act in any dangerous situation.

Notable Skills: Climb 30, Stalk/Hide 28, Pick Lock 25,
Disarm Trap 15, Trickery 30. Languages. Westron 4.

PORTIK THE STRAY

5.3 THE CLANHALL

The hall of the Roguesis built entirely of thick timbers, brought
from the forest. Lodged into the back wall of the ravine system,
straddling the river, it presents the city with a high (15 wall all
across its front. Behind its gates is a courtyard surrounded by
buildings. The building to theright is devoted to clan business, to
the left isthe Rogues' school and behind that is the house of Conul
Uld. The construction isrough in style, with the timbers still round
and the gaps filled with clay. There are no first floor windows but
in the upper stories, any room with an outsidewall has t least one.
The roofs are made of cedar shingles and have grown athick coa
of dark green moss. Where the stream passes in from the back and
out under the wall there are thick iron gratings to prevent unwel-
comeentry. Thewall isa so topped with sharp blades for the same
reason.

1. Courtyard. Hoored with dirt, this area acts as an outdoor training
ground for the apprentice Rogues. A wooden bridge |leads from the gate,
acrossthe stream to the school. The doorsthat face into theyard are sturdy
but only rarely locked, as is aso true of most interior doors; the Rogues
placegreat stock intheclan law that no thief should rob afellow clansman,
though playful pilfery from the clan itself is not uncommon among the
apprentices. During daylight and evening thereis an aimost constant flow
of Rogues, coming in and out through the gate. At night therewill aways
be apair of young Rogues assigned to guard duty, but they will usually be
occupied by some sort of game or even adeep. In any casethey areusually
sitting on the bridge. The bars that cover the river coursesin and out are
thick sted; any atempt at cutting them will amost certainly prove
impractical.
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2. Clanhall. This large chamber serves several purposes. Day to day
it serves as mess hall and deeping quarters for a good number of the
clansmen. Onmeeting days, onceamonth, theRoguesgather hereto hear
reports from the Council. On any given day there will be from 1 to 10
Rogues of about third level lounging about. Late at night there will be 23
to 50 deeping on bedrolls among the benches. In the evening al will be
lit by great braziers set upon the long tables.

3. Anteroom. The walls here are hung with fine tapestries, and severa
high-backed chairs stand against them, along with afew end tablesand one
couch.

4. Kitchen. HereMother Garreth prepares mealsfor al "her boys." She
and her staff do not keep the place too clean but it is awell-fitted kitchen.

Two large ovens share afire in the center and there is dso a stove by the

east wall. Pots and pans hang from the ceiling dong with many large
spoons, forks, and knives. The staff works here al day, but the room is
empty by shortly after dinner each evening. Mother Garreth is awitch of

awoman who most of the Rogues swear is part Orc, but she does|ove her
work and will put up with no illicit guestsin her kitchen. Inthe corner by
thepantry door liveayoung blind boy whowashespotsduring theday. He
has been taken in by the cook and is given food and acot in exchange for

hislabor. 1t has become acustom among the clansmen to give him acoin

or two whenever they pass and he is a sort of mascot to them. Any who
come near him will be greeted with a bright "Good morrow sr!" and an
outstretched palm. If he receives no donation he will merely continue to

hold out hishand until hisvisitors leave the kitchen. The clansmen have

been good to him so, donations or no, he will not aid anyone who enters
illicitly, though only avery rash question or statement would cause him to
raise an immediate darm. His name is Jissom.

5. Reception Room. Acrossthe West wall of this large room is a st
of fivecomfortable armchairs set upon alow dais. Theother wallsarelined
with smaler chairs and two 6'x 3' tables. Behind the chairs at the West
hang a very large tapestry with a complex pattern of black and red. The
pattern centers on the center chair and is mildly magica, lending afive
percent bonus to that chair's occupant in any attempt to manipulate a
listener who stands before him. The North and South walls dso have
hangings which depict the sign of the Guild, acut purse, and large map of
Rhovanion respectively.

5A. Treasury. Behind the West wall'stapestry isawell hidden secret
door. The hanging itself coversthefirst trap. A netishung along its back
sdein such away that when the center portion is pushed away from the
wall to allow access to the door, unless two cords at the bottom are first
untied, the bottom of the net will be pulled to the wall and up to the top of
the tapestry, fifteen feet above, scooping up anyone standing between it
andthewall. Itisdesigned to have an darm sound when it istriggered but
someenterprising young apprentice seemsto have stolenthebell. Thetrap
works on acounterweight system which pours severa hundred pounds of
water into bucketsto draw up the net. Thus, thereisatwenty second delay
asthe buckets fill, but once the trap is sprung its grip on captives will be
very tight (Thereisa60% chancethat aB crush critical will beddivered.).
This trap is extremely hard (-30) to see without setting it off, but if it is
detected it is a light (+10) task to disarm it. Once the trap is sprung it is
simply a matter of cutting afew ropes to free its captives, but drawing a
blade while in its clutches is a very hard maneuver, and people on the
ground may have a hard time reaching the net. Once behind the tapestry,
the person seeking the door must still make one (-10) perception rall to
gpot it and another to find the means to open it, apanel of the wall beside
it that must be pushed. Beyond the door three steps lead down to the
treasury floor. Any more than five pounds of weight applied to thefirst or
third stepwill trigger avolley of darts. These should berolled assix attacks
without modifiers onthemissile attack table. They are aso poisoned with
venom (from the Ennerling spiders of Mirkwood) which will debilitate a
man for twelve hours if hefails to save against afourth level atack. This
trapishard(-10) to detect and woul d take severd hoursto actually disarm.

NOTE- It should be assumed that any player who does not say
otherwise whenfaced with the stairs, will use themall.

Oncethe adventurers are safely ingdethetreasureroom, they will sse
that theRogueshavemade quiteahaul. All loot beyond eachthief'sliving
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alowance is brought to this chamber to await the next Rogues market,

now only afew daysaway, and al sorts of goods may befound here. (The
G.M. may wish to impress upon the party the need to make their search

quitebrief. Thereismuch treasureto behad but if they are alowed to take
too much, game balance may be distorted. Perhaps items particularly

suited to specific characters should be moved to more conspicuous
locations.) Across the back wall are severa (5) large and sturdy chests
made of blackened oak with fittings of iron. They hold a great store of
gemsandjewe sbut are fastened shut with bolts that must be chisded off,
avery noisy process.

Between the first and second chests from the right is a heap of rods,
wands and staves, fourteen al told, only two of which retain any magical
power. Oneis arod about three feet long, made of reddish wood inlaid
with copper wireinanivy pattern. It hasthe power to project anet of vines
twenty feet in diameter to entangle any living thing within its grasp. The
attack is rolled as a +50 ball spell with any critical indicating entangle-
ment, no damage isinflicted. The vines are susceptible to normal fire and
to cutting, theformer method destroying them infiveround but delivering
on C heat critical, the latter taking three minutes. Any creature with a
strength of 90 to 100 will bresk freein 7 to 12 rounds. A strength of 101
or better will notbeheld at al. After ten minutesthevineswill wither away
andfall to dust. The other is an oaken staff that is +15 in combat and will
cast a Path Tale spdl (Ranger, Path Mastery) once per day. The other
wands will be receptive to enchantments lain upon them, but do not now
hold any.

Along the North and South walls run rows of pegs from which agreat
number of weapons, coats, suites of armor and such things hang. All are
of highquality and afew aremagical. Among them hangsthehorn of Grell
Inarthenil. The heirloom for which the party came. In addition thereare a
+10 Elvish long bow with a quiver of normal arrows, a coat that will
change color on command (+10 to hiding rolls when camouflage might
help), ashort axethat is +20 against Orcs and Half-orcs, and aflute, hung
initscase, that will summon up amist when it isplayed. Themististhin
a first but with every level of skill in flute playing the visibility in the
effected areawill drop by 5' from an initial range of 60. The thinnest mist
formswithin two roundsand thickensto drop visibility by tenfeet for each
round thereafter until the player's maximum thickness is reached. The
area effected is one half mile in radius. The mist's effects are halved in
bright sunlight or indoors and indoors only areas that are contiguous with
the room where the caster stands will be effected. The spdll's duration is
twenty minutes, but after that time themist will dissipate only aswould a
natural fog (i.e. quickly on adry, hot day but dowly in a damp, cold
cavern.). Theseitemshang among thirteen rich coatsand cloaks, two suits
of rigid leather armor, one suite of plate, one of pliable legther, nine
assorted swords (two +5 but not magic), one other axe, and an unstrung
harp. One small chest Sits at the base of the North wall which is light
enough to be carried off. In it are a bag holding fifteen gold and a leather
bound spell book containing Essence Hand, Unbarring Ways, Living
Change, and Light Law. The chest is locked with a medium lock and
guarded by aLock Warden of fourth level.

LOCK WARDEN

These creatures are summoned into being by means of magic. Once
brought into being the warden will liveinsde akey hole and come out to
attack anyonewho tamperswith thelock without its specia charmedkey.
Thelevel of the guardian is equal to that of the summoner. For eachlevel
abovefirst the warden receivesthe following bonuses: hits: +10, d.b.: +5,
ob.: +5. These are added to its base stats which are as follow: Lvl.: 1+,
Speed: MF, Hits: 30+, AT: RL, DB: 20+, Attack: 20+Ra, Sze: M, Crit.:
Reg. The creature appears asadun-colored humanoid with dlightly vague
outlines.

6. Pantry. Theshelvesthat fill thisroom are stacked with bags and boxes
of various bulk goods. Most of the clan's food is bought daily in town but
non-perishables such as flour, vinegar and sdt are bought in large
quantitiesand kept here. Theroom hasadoor totheoutsidethroughwhich
thekitchen staff go to feed the goats and chickensthat they keepintheyard
between the hall and thecliff. [NOTE: Anyone who passes through this
yardwill cause quite aruckusto risefromtheanimals. Such disturbances
arecommon so no oneinsideis likely to notice, though it may unnervethe
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PCsquitea bit.] Thedoor hasalock but in recent times it has fallen into
disuse; the kitchen staff is somewnhat lazy in such matters.

7. Classroom. Thiswing of the clanhall isdevoted to thetraining of the
apprenticesandjourneymen of theclan. Classestakeup thefirstfew hours
of every day, during which times the classrooms will be full. After noon
they are usually empty until evening, when afew young Rogues can be
found in each going over their lessons. Such studying goeson until around
ten when the students leave until morning comes again. In this chamber
rank beginners are taught the fundamentals of the thieving professions,
and the basic structure and organization of the clan itsalf. It is furnished
withlong tableswith low benchesaong them. At thenorth end, afew feet
in front of the door, stand alarge desk and alectern of dark, carved wood.
The desk holds nothing more than afew sheets of paper, anink bottle and
arather nicepen. Thepenis, however, magica. Whenitisusedtoinscribe
arune the spell may be cast two times before it vanishes.

8. Classroom. Here young Rogues are taught the basics of reading,
writing and arithmetic. It is set with rows of desks each with a small
storage space under the writing surface. Each of the desks holds afew
sheets of paper, apen with ink, adate and astylus. Ontheeast wall isa
large black board, behind apodium.

9. Parlor. Therear annex of the hall is the home of the clanmaster. It
isconnected to thewest wing by an enclosedwalkway. Theparlorisrichly
furnished with acomfortable sofaand severd overstuffed chairs. It holds
anumber of portraits of former head men in fancy frames. On alow table
intheroom'scenter isafinesiver teaserviceand alovely crystal decanter

full of delicious sherry.

10. Small Kitchen. Heresumptuous mealsare prepared for thelord of
theRoguesand hisguests. Any who areversedinthewaysof cooking will
see that the equipment is the best that money can buy. It is occupied in
daylight and early evening hours by asmall staff of Conul Uld'spersond
servants, but usually standsempty through thenight. An observant visitor
might notice that arow of meat cuts hanging along the south wall seems
to haveno protection against spoilage. The secret tothisisthat it hasbeen
sprayed with water from a magic bottle owned by the cook. The bottle
itself stson acounter under where the meat hangs. It has aspray nozzle
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and a squeeze bulb like a perfume atomizer and when normal water is
sprayed from it onto any perishable food the food will never spoail.

11. Private Dining Room. Thiselegantroomisdominated by asaven
foot squaretablearoundwhich stand twel ve high-backed chairs. Thetable

is of rich, polished rosewood and the chairs are of maple. In hanging,

glass-fronted cabinets can be seen beautiful chinaplace settings and fine
sterling flatware. Atthecenter of thetableisalargegolden bowl that holds
fresh flowers at meal times.

12. The Back Door. Every good den has an escape route. Thedoors
at the rear of this room lead out to a steep and dangerous path which lets
onto the high ground above. The room itsdlf is filled with polearms and
spears with which even a small number of Rogues could hold the path
beyond indefinitely, inflicting heavy casualties, against even avery large
force. The doorway from the other buildings can dso be seded with a
sturdy portcullis, dropped from above (see #16).

13. Servants' Bedroom. Conul Uld'spersonal servantslivehere. The
cook and his two assistants have bunks built onto the north wall and the
butler degps by the east wall on anicebed. Along the west wal arefour
small bureaus, each with four drawersfull of clothing and personal effects.
Thetop drawer of each islocked (medium+0) and containsfrom 1-6 silver
pieces. During theday theroom isempty, the cooksarein thekitchen and
thebutlerisonerrands. Atnight dl fourwill bein bed, deeping soundly.
Only thebutler has any training with weapons. Heisasecond level warrior
and keeps abroad sword under hisbed. Heis quite devoted to Conul Uld
and will fight to the death if he discovers athreat to his master's life.

14. Conul Uld's Bedroom. This smal chamber is very wedl
apportioned, with rich, silk wall hangings of dark blue and green and
matching upholstery on the two cushioned chairs. The bed, aso fitted in
blueand green, isof dark, sturdy oak. Atitsfoot isachest, also of oak with
iron hardware, which holds extralinens and blankets. Beyond the bed,
against thewest wall, stands alargemaplewardrobe. Init are severa sets
of well made clothing which range from high finery to a suite which is
made to look like rags. Beside the wardrobe and behind a drape of silk,
is adoor, faced in studded |eather.
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15. Private Study. Thedoorto Conul Uld'sstudy isalwayslockedwith

an extremely hard(-30) lock. Moreimportantly though, itisguarded. The
leather facing of the door is the body of its guardian, amagically created

beest cdled Doorkeep. If any but Conul Uld should try to open the door,
even with the proper key, its form will shift to that of aman, and it will
attack the transgressor while howling out a loud warning cal. It fights
using its fists, made of what were once the leather's studs, as maces. It

cannot suffer from stunning, bleeding, broken bones or paralyzation, asits
body is like solid lesther and animated by magical energy. The cresture

isclever and will fight withintelligence. Itsgod will betoinflict asmuch
damage and buy as much time as possible. It may use trickery, and its
ability to take any form to take its opponents off guard.

Behind the door is a snug chamber walled with arich reddish wood
paneling. The floor is covered with athick brown carpet with the clan's
crest woven into it. There are three comfortable, |leather covered chairs, a
low, carved mahogany coffee table and areading stand of wrought iron
with ahardwood top, set around the room. Along the south wall isacase
of leather bound bookswhich cover topics from thievery to history. Their
valueto acollector would be great, but they have no magic or information
that would appeal to the average adventurer. On the east wall to the south
of the door hangs a suit of pliable leather armor which magically protects
asif it were chain without limiting the wearer's ability to move about. (In
combat this is smulated by using the damage in the chain column with a
DB addition of twenty to represent the higher mobility. In other actions
itissimply treated as leather armor.) To the north of thedoor isapainting
of astormy seacoast in aheavy frame. At itsbottom isasmall flat space
that, if examined under amagical light, will show an inscription, Eberei-
thil. When thisword is said by someone standing before the canvas, he
will betransported to the place depicted, aspot on the seashorenot far from
Dol Amroth.

In the a cove on the north wall are arrayed Conul Uld's weapons and
histhieving tools. Onawoodenrack around thethree wallshang ten short
swords, each besideits scabbard, asmall shield and two short bows. On
atable beneath them lieasmall chest and alesther hood. The shieldisnot
magical in any way, but is made of alight and sturdy wood which adds an
additiona five pointsto its DB modifier. The swords range from hisfirst
blade (which was never fine and is now quite battered and dull) to his
present arm which is very well made. The fourth, ninth and tenth are
enchanted. Number four simply addsfiveto attack rolls. Tenisthemaster
thief'sbest blade. It adds twenty to both OB and DB for its wielder and
alows him +30 on all acrobatic and tumbling maneuvers in combat.
Number nine is the most richly adorned of the lot, with a hilt of gold and
silver and a wreathing of leaves etched into the blade along its entire
length. Its scabbardis of ivory and set with seven rubies, surrounded with
gold. Anyonetouching this sword, however, putshimself in great danger;
the sword is powerfully cursed. When the lightest contact is made the
blade will legp to attack dl who stand near. It attackswith abonus of +70
and will not desist until it has been hit for eighty points. It isas hard to
damage asamanin +20 plate and is not affected by critica hits, savethat
when acritical results in downing the foe the sword will be struck to the
floor and lose oneround of attack. Neither bow has any special properties
but both are of high quality.

Thehood onthetableisaninteresting deviceinthat it hasnoeyeholes.
Its power isthat when it isworn its user's hearing is greatly enhanced, so
much o that, if he has practiced with it (expending his normal develop-
ment point cogt for two levelsinasubterfuge skill) hewill beabletomove
about as if by sight, evenintotal darkness. Hewill also be ableto hear the
tumblersin alock or movement beyond adoor, adding twenty to rollsfor
attempts at either listening or picking locks. This power can only be used
when the wearer himself is very quiet. The chest is locked and trapped.
Thelock is very hard (-20) to pick and any attempt, successful or not, will
st off thetrap if itis not first disarmed. Thetrap's mechanism is actualy
inthetableonwhichthechest Sits, soitisadmostimpossible(-60) todetect
from a search of the box itself. Unlessasmall lever under thetableisfirst
tripped, any movement of thechest will release adeath cloud (Mage: Wind
Law) whichwill fill the chamber. Once opened, the chest reveals a st of
thief's picks and aleather gauntlet of curious manufacture. The picks are
not magical but werecrafted by Alfricthesmithand arethebest hehasever
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made. They are very strong and will be twice as hard as anorma st to
bresk (They have a50% chance of holding strong whenever anormal pick
would break.) and through their good design they add an extratwenty to
any picking attempt in which they are used.

Thegauntlet isaprosthetic right hand. It ismagica and affixesto the
wrigt with avery powerful bond, but works only aswell asanormal hand
and adds no specid skill or strength bonuses. It must be used for two
months before even normal proficiency will be gained, though from the
dart it will be of some use.

The western half of the north wall is hung with small shelves which
hold a number of small, but very valuable pieces of jewelry, tiaras,
bracelets, and pendants with a total value of about four hundred gold
pieces. (All, of course, are solen.)

Under the carpet here is a small removable section in the floor. It
coversacubbyholethat holds abag of fifteen mithril pieces. A perception
roll at minusforty will noticeabump in thefloor-covering wherethe panel
has not been set down properly. The remaining wall, the west, has three
narrow, heavily barred windows. Fanking the central one stand two
graceful statuettes. Carved of marble, they depict lithe maidens draped
with ivy vines and eating from bunches of grgpes. Each stands three feet
tall and both are very heavy.

16. Tower. Abovetheir backdoor the Rogues have built ashort tower.
Itswalls are pierced by arrow dlitsthat aim both out toward the uphill path
and in toward the clanhall. Thus it can be used both as first defense and
aslast retreat, depending on whence an attack might come. Hereaso are
the winches for the portcullis below, that will sed the backdoor off from
the clanhall. The gateisdrawn, up but can be released by throwing one
large lever on the south wall.

17. Bedroom. Thisisthehome of Jankis, the clan'sMarkmaster. He
isaneat man and hisroomiskepttidy. Inthesouth-east cornerisamassive

desk inwhich arekept dl of theledgers and notebookscovering theclan's

equipment. Along the east wall is agreat rack of pigeon holes which are
usedinacomplex check-out system. Onthewestwall arealargewardrobe
and abed. Inthe wardrobe are smple garments and cloaks that belong to

the Markmaster.

18. Storage. Herearedl of theclan'stoolsanddevices. Thereareracks
of clothing and disguises, a large st of shelves filled with various picks
and other tools of thetrade, bundled tarpauling, and whatever lsemight be
needed in the execution of clan work. This chamber is locked (-30) and
the key is kept by Jankis.

19. Closet. In thissmall cubby hole are linens for the clansman who
deep on this floor and the floor above. Near the floor on the north wall a
careful search will reveal a smal peephole that looks into the council

chamber beyond.

20. Bedr oom. Thisroom belongsto Havnis, the second in command of
the muggers branch. He is much like Hrothgar Ednew and his rough
nature can be seen in his chamber's fittings. Pinned to the west wall as
trophies are agreat many twisted locks of hair, many stained with blood,
one taken from each of his victims. The room is otherwise bare of
decoration and holds a simple bed and a chest in which he keeps his
clothes,jumbled and dirty. On shelvesby thedoor arethetoolsof Havnis
craft, afew clubs and blackjacks aswell asawicked looking hook-bladed
knife about fifteen inches long.

21. Bedroom. Thisistheroom of Kawsen thetreasurer. Itissatwith
abed, two chairs, achest made of rough-cut pine, and asmall night stand.

On the night stand is a bottle of strong wine which the clerk has "just to
help me deep." Late a night the manwill befound in his bunk, severely
drunk. Hehashad aproblem with drink sincehisteensbut haskeptit from
interfering with his work o it is overlooked by the council.

22. Bedroom. Mard Neffar's assistant, Helbran, lives in this small
room. Itisfurnished smply with abed, adesk and an oakenchest. Onthe
desk are afew books, ahistory and athree volume geographical descrip-
tion of the lands of the South Kingdom. The clan teaches that a con man
must be well informed. In the chest are severd neatly folded sets of
clothing of widely varied styles. Beneath them is a small rosawood box
which holds a date and stylus. Thisis amagica device which causes
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anything written upon it to appear on an identical date which is in the
possession of Leardinoth the Mage. The date will also receive messages
in the same way and has no limit on its range. As might be guessed,
Helbran isLeardinoth'searswithin theclan. Hemay aso, someday rise
to the clan'sleadership asheisquite competent and has managed to avoid
making any powerful enemies.

23. Bedroom. Ferrin Gordlin, assistant to Rillit, makes hishome here.
He keeps a messy room with most of his clothing lying out on the bed
rather than in the chest at its foot. The mess does not, however, reach to
the top of alarge table in the north-west corner. The table holdsasmall,
carefully constructed model of severd city buildings. In acabinet an the
wall above are materialsand tools for such model making. Otherwisethe
room holds little of interest save a st of climbing claws and a grappling
hook with rope in the bottom of the chest.

24. Bedroom. Thisroom belongs to Ullis who is second among the

cutpurses. Theroom is well decorated, with carpet of dark blue and wall

hangingsof lighter shades. Thebed isinthe south-east and iscovered with
quilts of blue and white. In the western acove hang anumber of different
outfits which represent all levels of status. Beside the alcove, on ahook,

hangs a nice weapon belt that holds a long dagger of fine workmanship.

On asmall shelf besdeit isatiny statue of awinging Grass-hawk. This
will allow its possessor to assume the form of a Grass-hawk once a day
when a command word, Accipiter, is spoken. Ullis has attained a high
state of financial solvency through a bit of freelance work with a merce-

nary band from Loose Jacks Row.

25. Guild Office. Herethedaily businessof theclaniscarried out. The
room holds alarge desk and several wooden chairs aswell as abookshelf
that holds the business records in bound volumes. The office is overseen
by Kawsen, thetreasurer of theclan. Heallocatesfundsfor provisionsand
supervises the assessment of goods the Rogues bring in so that the clan
gets a proper cut. During the day the office is ways busy with one sort
of transaction or another crossing the desk. After sundown, though, it is
amost always empty since Kawsen is fond of gambling and de & the
White Purse and no one elseis dlowed inside it. Thisruleis one of the
most strongly sanctioned laws of the clan.

26. Council Chamber. Theinner sanctum of the Rogues clan stands
surprisingly free of adornment. It holds alarge and heavily built pentago-

na tableand five comfortablechairs, but thedark wood wallsarebare. On
the table are acrystal water pitcher and five matching glasses. The room
isonly used for meetings of the council and so stands empty most of the
time.

27. Assessing Chamber. A long polished table runs from end to end
of this chamber. On it during the day will be found any number of small
heaps of loot, brought in from the streetsto have aval ue placed upon it by
thetreasurer. Thiswill typically consist of someforty gold worth of gems,
jewelry and coins as well as, on rare occasions some sort of magic item.
Such treasure should be decided upon by the GM ashe seesfit, sinceeach
day'stekeisdifferent. Attheclose of theday thetableiscleared and sits
empty al night.

28. Library. Many of Conul Uld's predecessors have felt, as he does,
that education in al aress is important to any human and that reading
widely isimportant to good education. To further thisided the clan has
built up quite alibrary. Thebooks cover al sorts of topics, from general
texts on the nature of magic to manuals listing favorite techniques for
picking pockets. The room is amaze of shelves and is never more than
dimly lit. Itsaideswill dmost alwayshold afew clansmen or apprentices,
paging through the volumes. There are no books of any specia power or
properties, but there are general textstouching on nearly any topic (if one
but has time to look).

29.—34. Classrooms. Each of these six rooms is set with a number
of desks and a lectern. They are used for delivering lessons on more
specialized aspects of the thieving profession. They are occupied on the
same schedule as the rooms below.

35. Councilors' Study. Here the members of the council have
collected a number of their most important or secret books, which are
arrayed on ashdlf along thewest wall. Thereisabook devoted to each of

the subterfuge skills which outlines particularly effective techniques
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which will give the reader a bonus equal to his Intelligence bonus (to
reflect hisability to learnfrom atext) in attempting them, oncehehas spent
time (development points as for a secondary skill) reading it carefully.
There are dso books on history and on geography and one thin volume
details the Unbarring Ways (Open Essence) spell list, though clansman
has pursued magic inmany years. Also in the room arefivenice, leather
reading chairs and three low tables, each with asmadl oil lamp upon it.

36. Parlor. On occasions when the councilors wish to meet with each
other or an outsider inrelaxed surroundingsthischamber isused. Itisvery
comfortably appointed with a number of over-stuffed chairs, two nicely
carved end tables that hold graceful lamps, and a large coffee table with
afair map of Western Middle-earth just beneath its glass surface. On a
sideboard by the north wall stands a fine tea service made of beautiful
cream colored porcelain and on the east and west hang portraits of severa
famous clansman of the past. Thisroom isonly rarely used and generally
stands undisturbed for days on end.

37. Bedroom. Guests of the clan are given this chamber or the room
acrossthehall. Thisoneisempty at thetimeof theraid, containing nothing
more than its bed, athree-drawered dresser, and two leather chairs.

38. Bedroom. For each of the clan's chiefs, a state room is set aside and

kept ready. ThisisHrothgar Ednew's. It is decorated in the gaudy style

of asouthern bandit captain. Bright yellowsandblood redsadornthewalls
and furniturein thick folds of cloth. The head of the muggers spends about
half of his nights here and 0 has it well stocked with his clothing, dl in

alarge wardrobe of polished maple against the north wall. On theinside

of theleft door of thishangshiscruel looking sword. 1t isahooked scimitar
which isenchanted so that any critical itinflictswill bleedfor an additional

hit per round. Besides the wardrobe the room holds a hard bed, two low

stools like those used by the desert nomads of Far Harad, and a small
brazier which is kept burning at al times, tended by ajunior apprentice
who comesin every hour or sothat Ossm isnot present. Theroom isvery

hot and smells of the scented wood that the brazier burns.

39. Bedroom. Thischamber isused by Mard Neffar when he chooses
not to go to hishomein town. Itiswell furnished, with acomfortable bed,
twochairsand achest, aswell asanoak writingdesk. Hekeepsfew of his
persona belongingsherebut inthechest thereisonechangeof clothesand
apouch that holds twenty-five silvers.

40. Bedroom. The Rogues second guestroom is occupied at the time
of the raid by a very frightened gentleman from one of the near by

Northman cities. He came to enlist services of the clan in his business
competition but has found them to be arougher bunch than he expected.

A few unwise Kav Gorkaesearly in hisvisit have earned him agreat dedl

of trouble. He is now held, abeit politely, as an unwilling guest of the

clansmen until his business partners deliver four hundred gold which the
Roguesarecalling adown payment for thejob hehas commissioned. This
sum will leave his company almost bankrupt and in no position to take
advantage of theRogues work. Hewill pay aquarter of the sumto anyone
who can free him from the Rogues. Theroom is furnishedjust as number

thirty-six across the hall.

41. Bedroom. Rillit hasthisroom ashisonly home. Hekeepsit clean

and organized but his possessions take up abit more room than he has so
thereislittle free floor space. The squirrel has overcome this problem by
installing agridwork of barsjust below the ceiling which he usesto move
about. Guests in his chamber are often inconvenienced by the fact that
none of the open areas are connected by paths on the floor. Among the
boxes and chests are any number of odd items that the thief has found use
forinhiswork. Severd coils of rope of varying thicknesses are hegped in
the south-west corner. A cleverly wrought folding |ladder, ten feet long
when extended, sits beside them in the small rucksack that was madeto

carry it. Along the south wall are hung a number of sets of clothing,
including three of the night-black outfits made by quill the weaver. The
other boxesholdbooks, tools, architects' instruments, pensand paper, and
many other nick nacks. Theclimber'sbed isoverhead ontheceiling bars,
just abovethedoor. Uninvited guestswho passhisdoor at night arelikely
to earn a surprise attack from this perch.
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42. Bedroom. Thisroomisreservedfor Allit the Breeze but hehasyet
touseit. Itsfurnitureissimpleand plain, adesk, two chairs, awardrobe,
and abed. Ontherare occasion that this cutpurse spends the night in the
clanhal, it is as the guest of his friend Conul Uld.

5.4 THE TASK

Thisadventure's task can betheretrieva of the horn or smply
theacquisition of loot. In either casethe party must get into and out
of the Guild Hall asquickly aspossiblebringing with them asmuch
profit as possible.

5.41 STARTING THE PLAYERS

The adventurers should be started out in or near the tavern of
Meke Larnis, the Barley's Yield, just asthe commotion is getting
hot. Whether as tough looking strangers or as well known profes-
sionals, the party will be approached as likely candidates for the
mission. Thetown headman, Tor Menner, will seethemas"justthe
men for thejob!" If thisdoes not draw themin, the G.M. may wish
to add his own pressures or incentives. Some part of their own
goods may be stolen that night, for example.

5.42 AIDS

In this mission the characters can expect little in the way of
materid aid. Thefarmers of Meke Larnis have nothing to give that
would help them, save food and the simple equipment one might
findin such avillage. Thereis ahealer woman there who will help
as she can but she can send nothing with them.

Helpful information is alittle more available. The citizens of
Meke Larnis will tell what they can of the Guild Hall and of the
Strayhold itself. More help than this, though, will come from
Ecuris. His sight has given him warning of the party's intentions
and he is bent on helping them. Before they reach the Guild Hall
he will find them and recite to them a poem.

Look to the right
Scale the short height.
At thefirst door
Forget not the poor
'Hind mazefor the eyes
There horn you seek lies

Having said his piece he will wander off again; not even force
will bring more explanation from him. If they interpret the rede
aright and pay heed to it they will climb the Guild Hall wall where
it abuts the cliff on the Eadt, find the unlocked pantry door, give a
coin to the scullery boy, search behind the audience chamber
tapestry and find the horn.

Another possible sourceof aidisthe Beggars Guild. They are,
however, very dangerousalies. If theparty hasenough bravado to
gain an audience with Gam and can convince him that they have
aviable plan he may be willing to send along aman to aid them.
This will be Portik (see 5.2). He does know his way around the
Clanhall but not the location of the vaultitself. Heisalso rude and
lackssubtlety. Hewill carelittlefor theHorn or eventhe PCs lives,
placing emphasis instead on simply harming the Rogues and
gaining some loot for himself. Whether or not Gam will be
convinced must be up to the GM, taking into account the stray's
description, given above, the PCs persuasiveness, and the genera
game balance of the adventure.

5.43 OBSTACLES

Asdescribed in sections 3 and 4, the Strayhold is, in itself, a
formidable obstacleto any excursionintoit. Onthismission it will
be even more challenging because the Rogues have many ears
throughout the township and will take action against the party if
they are indiscreet in their search for information. This plus the
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normal dangers of the city's streets could make even the prelimi-
nary stages of the raid exciting.

Once inside the Clanhall, the obstacles are numerous indeed.
The greatest threat comes, of course from the Rogues themselves.
There isno way that the PCs could fight through the entire clan if
the darm gets out. For thisreason the GM must carefully control
the situation. Unless the players are very foolish or very rash, the
spread of awareness among the Rogues should be strictly limited,
perhaps by having any who learn of them try to investigate alone
or in small groups rather than raising a general aarm. If the
scullery boy is not given a coin by anyone passing through the
kitchen he will be certain to mention to the next thief that passes
through that there are strangers on the premises. There are guards
in the courtyard, and Rogues wander the buildingsrandomly even
at night. Inaddition there arethevarioustrapsthe Rogueshave st
tothwartjust such araid. Finaly, timeisshort; the clansmendo not
settledownuntil oneor twointhemorning and many riseagainjust
after dawn. Furthermore, every minute taken increases the chance
of detection. To succead and escape dive the party must act with
the utmost speed.

5.44 REWARDS

The greatest reward to be had from this raid is the loot that can
be taken from the treasure room of the clanhall. There is aso the
gold raised by the folk of Meke Larnis as well as their gratitude,
which would take theform of free food and lodging any timein the
future that the PCs should return, some minor healing, and such
other gifts as amiddle class village might provide. Beyond this
thereisonly thecomfort of having doneagood deed. Such comfort
is vaued quite highly by some. The one reward that the party
should wish to avoid is any form of fame. The Rogues tend to be
avengeful clan.

5.5 ENCOUNTERS ON THE RAID

TO THE ROGUES' CLANHALL

NOTE: The members of the clan have been taught by their
profession that the safest placefor one's wealth is on on€'s
person. Consequently they leave little money in their rooms
but any whose clothing is searched will be carrying a fair
amount of coinage, from several bronze to a gold or two
depending upon rank within the clan. Their pouches are
usually worn on thongs around their necks, even when they
deep.

Two encounters, with Haddil the thief and with Ecuris the
prophet, have dready been detailed above. Further encountersin
the Strayhold should be dealt with as described in section 4.5.
Insidethe clanhall the Rogues will not be expecting any danger; it
has been decades since anyone has been 0 bold as to attack the
Rogues at home. For this reason the first reaction of any thief
encountering an unknown person inside will be curiosity. The
clansmen do not all know each other and there are always new men
comingin. Itwill first be assumed that anyone inside is a member
of the clan. This will buy the players valuable time. The table
found at therear of this modul e detail s the chances of encountering
groupsor individualswithin thehall. A roll should be madeevery
hour that the party operates within the complex until some alarm
issounded. Oncetheir arrival ismade public news, thingswill get
very exciting very quickly and the GM will have to decide where
groups of Rogues will be as they rise to the occasion.  Alterna-
tively, all encountersmay becontrolled by theGM tofit the course
of the adventure and to keep things from going too badly or too
smoothly for the players. Ashe seesfit he may choose Rogues of
varying levelsfromthe NPC tableto providediversity to the game.
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6.0 THE CASTLE OF
LEARDINOTH

Thefinal adventureinthe Strayhold seriesisastrike against the
Mage Leardinoth. Asin sections4 and 5 the city description from
section 3 provides a genera backdrop for the mission. It is
recommended that only experienced players undertake the chal-
lenge. 1t will be helpful if they have already been into the city on
one or both of the previous adventures. Even so, however, the GM
should redlize that this is amission from which not dl of the PCs
will necessarily come homealive. If thisisnot acceptable, hemay
wish to revamp some of the obstacles contained within.

6.1 THE TALE OF LEARDINOTH

NOTE: In section 3.3 above therole ofthe Mage in the city's
politicsisdescribed in some depth; that section should be read
carefully before beginning this adventure.

In his post at the Shattered Step, the Mage serves hislord by
promoting the city's activities in the surrounding lands. To facili-
tate thisthe Necromancer hasaided himin his studies of magic and
lore and lent him power to effect the weather and to cal to the
minds of Rogues and rouges to draw them to his city. The
townsfolk aid the Dark Lord'scause by subtly disrupting thepeace
throughout the southern lands.

The Mage long ago took residence in an ancient castle which
stands atop astoneescarpment amidtheravines of the step. Itisthe
only building that stands abovethe town, by the Mage's order, and
commands a view over most of the city. He lives here with his
apprentice, Telleman, one human servant and anumber of Orcish
guards, supplied by the lord of Dol Guldur.

From his high seat L eardinoth looks over the balance of power
in the city below. He holds the fiercerivalry of the clansin check
by the threat of his power. By thishe preservesthetown itself from
the ruin that al out war between the clansmen would bring.
Without him in histower the Strayhold would soon exist no more.

6.2 THE NPCs

Variousresidents of the Fire Town that may play arolein this
adventure are described in earlier sections. These include Ecuris
the Prophet and Eoric the Arborer as well as any number of other
shopkeepers or professionals that the party may have occasion to
meet in the early stages of the adventure. Following are the three
principal NPCs that are specifically attached to this scenario.

6.21 THE MAGE LEARDINOTH

TheMageisaquiet manwho careslittleforwords. Hisbearing
and manner are proud and when he does spesk it is in the most
formal language. Histemper, however, isnot good, and hisanger
isfeared by all of his servants, not without reason. Hisdevotion to
the Dark Lord stems from a deep hatred he holds for all things
which are ssenascommon by hiseyes. The simplejoysof afarmer
or the love of a man for a woman seem to him to be trite and
wasteful, corrupting obstacles to the quest for power and majesty
in which, Leardinoth believes, the race of Men should be fully
involved. In his station here the Mage but bides histime, waiting
for the day when the promises of Sauron will be made good. He
waits for anew reign of Men, Elves and Dwarves pushed aside,
where naturewill bebrokento thewill of man and al the earth will
be turned to a grand monument to the power of hisrace. In his
castle he displays his taste for grandeur in the richness and
decoration of hishalls. Hethrills at the power hisdark master has
given him to curb the weather and sees it as a sign of still greater
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things to come. However, al of his hopes are, of course, poorly
founded, as are those of any man who trusts in the power of the
deceiver, Sauron. The Mageisatool like so many others that the
Dark Lord will use and cast away as suites his own purposes.

As are 0 many of the Dark Lord's human servants the Mage
Leardinoth is of Black Numenorean heritage. He is tall of stature
but gaunt and withered in appearance, as if years have weighed
heavily upon him. Hisclothing isall black or grey, robesand long
deeved coats. On his brow he wears a circlet of wrought iron set
withonelargeruby, carved asablooming rose. At hisbelt hewears
broad sword of blackened steel with which he is quite proficient,
for aman of his profession.

It is little wonder that Leardinoth looks old and battered; his
tenure at the Shattered Step has lasted nearly fifteen hundred years.
Such longevity comes from his use of the Rose Ever Blooming, an
item crafted in days now forgotten. Within thislovely crystal rose
he has placed his spirit and its light can be seen glowing from the
crimson petals. To it hisbody istied by thejewel inthecirclet that
itwears. Should the circlet beremoved, the body will crumbleinto
dust but the spirit will remain within the flower. Whoever should
put on thecrown next will haveto win abattle of wills (aRR against
a 10th level attack using modifiers for Presence) or lose his own
body totheMage, hisspirit going out of Middle-earth. If, however,
therose can be destroyed, or its stem be severed with the petals still
in tact, the Mage's spirit will beforced to return to hisbody. Such
atransference will leave him drained of magical energy for several
days, though he will till be physically strong, resuming the aging
processwhere he left it, just beyond his prime. So long asthe spirit
remainsin the rose the body it controlsis powered by magic, not
by normal means. For this reason it need not ezt or drink, cannot
be stunned or paralyzed in combat, and suffers no subtractionsfor
injuries received. Stuns resulting from spell failure are still ap-
plied.

The sword at his belt holds amagic of its own. It iscaled the
Scholar's Blade and enables the man who uses it for practice, to
acquire skill with it as if he were studying spells. In hislong life
Leardinoth has found agreat deal of time for the study of fencing
and is now quite an accomplished swordsman, apowerful comple-
ment to his formidable magica skills.

Languages. Adunaic 5, Westron 5, Black Speech 5. Spell
Lists: All Open Essence and Mage Only Spells. Base Spells
OB: +20. Directed Spells OB: +95.

6.22 TELLEMAN THE APPRENTICE

The Mage's apprentice, Telleman, is aman of about twenty-
fiveyearswho hasgrown upinLeardinoth's service. Hewasfound
in the streets below, as an infant, by acastle servant. He seemsto
be of Dunnish stock and has grown healthy and strong. He takes
well to his studies and is himself no mean sorcerer. Hefollowshis
master faithfully andisfully trusted by him, taking command of the
household whenever the Mage journeys out. He does not, how-
ever, have hismaster'sclout with the Orcsthat guard the castleand
should an emergency arise in his master's absence, he may have
difficulty controlling or coordinating them. In their meannessthey
may even try to foil him and make him look bad.

Languages: Westron 5, Black Speech 4. Spell Lists:
Essence Hand, Illusions, Essence Ways, Spirit Mastery, Light
Law, Wind Law, Fire Law, Ice Law. Base Spell OB: +12.
Directed Spell OB: +75.

6.23 POCHAK

The captain of the Mage's Orcish guardsin an unsavory fellow
called Pochak. Heislikethemajority of hisbreed, unpleasant and
rude. Heis, however, askillful fighter and afair tactician. Inthese
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areas he is often underestimated because of his short stature and
broken speech. Telleman and he are none too close and either
would go afair distance to damage the other in the eyes of their
master.

Pochak goes well armed for oneof hiskind. He carriestheaxe
of a Dwarven prince that he killed in the Misty Mountains. Its
blade holds an edge of outstanding sharpnesswhich giveshim +15
tohitincombat. Hisarmor isalso of Dwarvish make, sturdy chain,
looted from Moria. The captain makes his rounds in a cycle
through the castle keeping his Orcs alert. At any given time his
whereabouts can be ascertained by theroll of atwelve sded die. A
1-4meansheisadeep in hisroom (#12); 5 and 6 place himinthe
Orcs Commons; a7 putshimin the Anteroom, an 8, in the Great
Hall, a9, in#2, a 10inthe Entrance Hall, and an 11 or 12 putshim
at the gate house.

Notable Skills: Tumbling 25. Languages: Black Speech
5, Westron 3.

The guards under his command are armed a bit less well, with
rigid leather and the bent swords that are preferred by the Orcs of
the Misty Mountains. The are a lazy lot and like most of their
kindred they obey through fear rather than loyalty. They spend
their daysinside the castle. Their hatred of the sun tends to make
daytimewatchmen inattentive at best. At night they areabit more
lively, sporting and drilling in the castle courtyard and carousing
in the halls of their wing.
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6.3 THE CASTLE OF LEARDINOTH

Theknoll on which the castle sits is, like most of those around
it, aformidable scarp. Itisal of stone, rough and tall. Climbing
itwithout aropewould be avery hardmaneuver, with checks made
every twenty feet of its two hundred foot hight. With a securely
fastened rope the job would be much easier, a light maneuver.
Once atop the knoll the area around the fort can be seen to be
uncared for. It is grown with vines and thorny bracken. Though
this would provide excellent cover from those who watch fromthe
wallsitis so thick that it is aimost impossible to move through it
without causing quite abit of noise. The bushes do, however, run
right up to the castle walls, so one who could get through them
without being heard could get quite close without being seen.
Vines aso grow far upthewalls and provide atempting ladder for
any who might wish to gain entrance. They are, infact, not strong
enough to hold even alight man, once they thin out about ten feet
overhead.

The cadtle itsdlf is built of brownish stone in aplain, blocky
style. With itsdefense in mind its architect gave it few windows.
There are none on the ground floor and, aside from arrow dits
which are common higher in the walls, only two large windows,
one in each of thetwo large halls, provide any light from outside.
Therooves are of redtile and steeply pesked, except the on tops of
the towerswhich areflat. Theexterior doors arerarely locked but
each has its key in the mechanism on itsinside, just in case. The
back door is of plain oak with iron hardware. The gate in frontis
moreimpressive, sheathed in polished bronze with great knockers,
one on each of the double doors. Upon theleft, beside the knocker,
is an etched representation of a blooming rose.

1. Entrance Hall. Thislarge room is decorated in rich style. A thick
blue carpet runs its length with a branch aside leading to the door in the
southwall. Atthefar end, benesth alarge stained glasswindow depicting
a great sailing ship, stands a wooden table which is always s&t with
refreshments when the Mage is expecting guests. Around the walls are
battlebannersfrom dl nationsof Men. All of thisislit by agreat, hanging
chandelier, suspended twenty feet above thefloor by thick chains from the
beams of theroof. At the north and south walls the ceiling istwenty-five
feet high and it rises to thirty-five at its crown.

2. Hall. Thissmple, unfurnished chamberislit by whitecandlesinbrass
sconces that hang at eyelevel onthewalls. Thewalls arepaneledin dark
wood and the floor is covered with a large woven rug.

3. Kitchen. Leardinoth'shuman cook lives and works in this chamber.
Itholdsalargefireplace with an adjacent oven, apreparation table of stout
oak, topped with marble, al manner of good quality cooking gear, and the
cook'ssmall cot. Heisaslave, bought below intown, but serveshismaster
faithfully. Of coursehisdutiesarelimited by theMage's eating habits, but
hedoescook mealsfor Telleman and, on occasion, for guestsof the castle.
Hevery rarely leaveshiskitchen and if hehearstrouble of any kind, hewill
do nothing more than cower by hisbunk and hope hewill not beinvolved.
He has too much fear of his master to be of help to any raiding party and
will not appreciate it if he is set free since this is the only life he knows.

4. The Great Hall. TheMage, in hislong tenure a the Shattered Step,

has yet to give afeast. Instead this hall is used only for the reception of

guests whom Leardinoth wishes to impress. Near its center and facing
East is athrone of polished ebony which is the chamber's only piece of

furniture. It rests on around red rug but most of thefloor isbareand cold.

The stonework of the walls and the arched ceiling seem designed to
promote a fedling of insignificance in any who stand before the throne.

Theeffect isonly enhanced by the large window over the West door which
portrays in stained glass the setting of agreat red sun. The combination
works for the Mage, though one may ask why aman of his power might
need such adevice. The only comfortable place in the room, besidesthe
throne itself, is the balcony that is set above the East door, twenty feet
above the floor. On it are two more chairs for those who might wish to
witness the belittlement of avisitor.
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5. Anteroom. Thisiswhere the Mage's more respected guests wait to
meet with him in his reception room. It is comfortably appointed, with
four leather upholstered chairs and alow coffee table which holds asilver
teaservice. Thewalls are decorated with hangings that depict scenes from
the high days of Numenor, the days of such kings as Ar-Pharazon, when
Men challenged the power of the Vaar.

6. Reception Room. Leardinoth is aman with few friends andjudges
few to be his peers, but when any member of this small group paysacall,
they meetwith theMagein thischamber. Itisrichly andwarmly furnished
with athick carpet covering its stone floor. Low chairs and couches are
set about for guests to rest upon, but plenty of room is left for those who
might wish to pace. The walls carry anumber of trophies, animal heads
and the like, as well as agreat painting of a mighty city which goes from
floor to fifteen foot ceiling on the West wall, at the foot of the stair. Behind
this lies a carefully hidden panel (-15 to be perceived) which, if pushed,
will causethefloor to lower into the passage that leads to the Mage's vaullt.

6A. The Vault. The passage to this underground chamber is cut from
the rock of the knoll. It begins with steep steps leading into the earth.
These are dick with condensation but no redl challengeto use at anormal
pace. Atarunhowever, itwill beahardmaneuver totraversethemwithout
faling. Atthestair'sfoot isahall which is similarly damp and leads into
the vault itself. The treasure that Leardinoth has accumulated over the
centuriesof hisresidencehereisaconsiderablehoard. Thegoldand silver
coinstotal invalueamost tenthousandgold. Theseareheldin largechests
of oak andiron. In addition there are several other items placed about the
chamber. A broadsword inajeweled scabbard isleaned against onechest.
Itismagical and confers upon itswielder the ability to fly, asthefifth level
spell of the Lofty Bridge list, once per day. In the South-West corner are
four oak staves which can be used to construct a tent-like magical shelter
which will withstand all forms of weather and cannot be detected by any
non-magical means. Finally, thereis an ancient book which holds many
secrets of shipbuilding handed down from the shipwrights of Numenor.
To ashipbuilder of Umbar or any other haven this would be of inestimable
value, but few will believe such abook exists unless shown it in person.

All thishoard isnot without aguard. At the end of the hallway stands
awraith of great power. Once he was awarrior of Arnor and fell in wars
against theking of Angmar. Now, hissoul hasbeen taken by the Mage and
madeto servehim. Thisis possible by afoolish oath the man once swore
that he would see the Evermind bloom upon his burial mound before he
rested in it. Hethought to stave off death but instead just gave up the rest
that should go with it. Thus he is trapped and cannot leave Middle-earth
before the flowers of his grave are brought before his hollowed eyes.
Leardinoth has bound him here with powerful spell so he cannot leave the
vault or fail to guardit. Hisplight isworse, for speech isalso denied him.
Thus he stands and guards. He fights as he did in life, with a fearsome
greatsword (OB 70) and since he cannot be destroyed he is an amost
infallible guard. The only hope of passing him lies in bringing him the
flowershelongsto see. The Prophet Ecurishas seenthisandmay someday
tell the PCs. The trip to collect the blooms would be quite an adventure
initself.

7. Orcs Commons. Here Leardinoth's rude guards while away their

off-duty hours. The chamber, asmight be expected, is strewnwith thefilth

that this breed always generates. The off-duty guards, unless they are

adeep upstairs, can usually be found here gambling or fighting amongst
themselves. At any given timethere will be about seven present, three of
lowest rank, three of middling status and one leader. At mealtimes they
stoke up the great firepit a the room's center to cook their unsavory

victuals, an activity which keeps thejuniors busy while the higher ranks
cal uncouth encouragement. In the bases of the towers are two more

fireplaces. One (labeled A) isaforgefor repair work ontheir gear and the
other (B) is set with implements of torture for those poor souls whom the
Mage seesfit to discipline. Around this second the walls are hung with
manacles and often prisoners are held in them. Such men are usualy
agentsof oneof thetwoclansbut, astheGM seesfit, may beany NPCwho

might have crossed Leardinoth's path.

8. The Gate House. What Orcsareon duty a agiven time stand watch
in thisminiature castle, which is built of stone and roofed with tile. It has
asmdl turret by the outward gate with arrow dits and room enough for
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threeto stand upon aledge, six feet from theground, wheretheir bows may
be fired. Only one of these, though, will actualy be in aposition to fire
on anyonewho standsjust outside the gate. This East gate can be barred
from theinsidewith aheavy length of wood that will hold against anything

short of a battering ram. The larger chamber, farther in, is built on a
structure similar to that of theturret. Thewalls are cut by arrow ditsand
aledge runs around both sides at ahight of eight feet and is shielded by a
four foot wall on itsinward sideaswell, in case thefirst gate is breached.
The second gatehas agrest key holein it with which it may belocked from

either side. The key is in the hands of ajunior Orc on duty who has

instructions to make for the main castle should trouble come, locking his
fellowsin behind him (Thelock ishardto pick.). If caught fleeing he will

tossthe key to the streetsbelow. The usual compliment of the gate house
is seven, with three novices, three rank warriors, and aleader. Of these,
three will be armed with crossbows in addition to their Orcish scimitars.
The Orcs' hatred of the Sun will tend to make their watch during the day
less than perfect. Save when Pochak is present, there is afifty percent
bonusto any attempt to stalk uptothewallsindaylight. Atnightthewatch

is somewhat better, with only a twenty point addition. Only when their
captain is a hand will the Orcs be fully attentive at which times no bonus
is added.

9. Stable and Barn. Thereislittle out of the ordinary about the three
horse stalls beside the castle'slarge barn. Two stand empty and oneholds
afine dappled mare which is Leardinoth's own steed, the two aretied by

an empathic bond that the Mage has cultivated with the aid of Yorl the
Trainer. Its harness and fittings, made of highest quality black |eather,

hang from the stable walls. The Barn itself, however, though it appears
normal from its design, houses a most unusual beast. Inside the thatch-

roofed stone building lives a great, winged Fell Beast. For histripsto his
master a Dol Guldur, the Mage has been given charge of the monster as
amount. Theinsideof thebarnreeks of the beast'sfoul smell andisstrewn

with its leavings and bits of the carcasses on which it feeds. It is amost
ill tempered creature and will viciously attack anyone (except Leardinoth
or Pochak) who comes near it.

10. Practice Yard. The earth in this yard is beaten flat after years of
drilling by the Orc guards. Onwarm nights several of them may befound

here, instead of in their commons, going through fighting practices. The
wall is fifteen feet in hight and has a walk around it at ten feet where
defenders could stand to fend off an attack. The ledge may bereached by
means of stone stairs built every forty feet or so around the yard.

11. Bunkroom. Herethe novice and middlerank Orcs of the guard bed
down when they are not on duty or lounging below. In cold weather the
room's occupants will huddle about the chimney that comes from the
firepit below, but most of the time they deep spread out, each taking as
much privacy as the limited space alows. There will typically be four
Orcs here, twojuniorsand to of middlerank. Their distrust of each other

has brought them to be light deepers 30 a successful stalking roll must be

made by any who seek to move about without waking them. They deep

fully clothed and armored with their weapons near a hand; they are truly

animalsbredforwar. They dso keep their purseswith them day and night,
each holding from six to fifteen bronze pieces.

12. Pochak's Chamber. Even the elite anong the Orcs of Sauron are
dirty and crude. Thisisclearly shown by the ate of Pochak'sroom. His
limited belongings are shoved into the North-East corner, adirty heap of
rags and sackswhich hold nothing of value. He deeps upon another heap
of rags in the opposite corner. Scattered through both piles are various
articles of spare clothing but little else.

13—14. Lieutenants' Chambers. Thereislittledifference between
these rooms and Pochak's save that they are smaller and a bit more
cluttered. Each of Pochak's assistants spends four hours of each day
adeep, and they rotate their schedules with hisso thereisatwo in twelve
chance that one of them will be abed a any given time. Like their
subordinates they deep fully armored with their weapons near by.

15.—16. Tower Chambers. For thedefense of the castle theserooms
are stocked well with both provisions and arrows. Their walls are dlit for
watching and firing at any enemies. Since the earth around the castle fell
away, however, such attackers are unlikely to ever appear.
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LEARDINOTH'S CASTLE

17. Telleman's Room. The Mage's apprentice is a man of ideals
similar to his master's. Hisroom reflects thisin its rich and ostentatious
decoration. Wall hangings of thick brocade cover the bare stones of the
castle. Among them hang paintings that represent the glories of man, the
power of Black Numenorean lords, the palaces of Far Harad, and the great
ships of old Numenor. He has a small bed to the right of his door, and
beside it is anight stand with a small lamp upon it. Also on the stand is
adate that matches that found in the room of Helbran, assistant to Mard
Neffar, in the Rogues' clanhall. The Mage has delegated much of the
responsibility of keeping track of his spies in the city below to Telleman
and it is the apprentice who first reads the messages Helbran sends. A
larger lamp stands to the | eft of the main door which is normally used to
light the room. It is the work of Alfric the smith and is made all of brass
and etched crystal, itsvalue isover ten gold. In asmall chest at its foot
are the few possessions which Telleman claims for himself. It is locked
with abrasslock, also madeby Alfricwhichishardtopick. Thelock also
has atrap built in which isvery hardto detect and hardto disarm. If either
roll fails and the chest is opened it will be Teleported (Mage, Lofty Bridge)

totoLeardinoth’'schamber aboveleavingaFireball (+30) initsplace. The
chest contains Telleman's spell book and aring. The book contains all of

the Mage Only lists as well asthose of Open Essence. Thering is magical
and gives its wearer double his normal power points if he is a user of
Essence. If Telleman sees the need, and has time to get to it he will be
wearing this if the castle comes under attack. The door that leads to #18
and the balcony of the Great Hall is hidden behind one of the room's wall
hangings.

18. Meditation Chamber. The walls of this room are plastered smooth
and painted auniform white. Itiswithout furnishing and its purposeisnot

obvious. Itis, infact ameditation chamber which is specialy designed to
aidinthereaching of ameditativetrance. Ifitisusedregularly for practice,
a student of meditation will advance in that skill at double the normal rate
while spending only normal development points.

19. Study and Library. Here are the tomes and grimories of the Mage
Leardinoth. The walls are lined with seven cases, closed with panes of
glass. These will open only at the command of someone who wears the
Mage's rose upon his brow. Otherwise the glass must be broken, which
will bring forth amagical firewhichwill consumeall the books within that
case. Among the tomes, if they are ever read, will befound spells of every
listknownto Western Men, tales of dayslong past, secretsof building that
could be sold to a stonewright for a small fortune, and many other
interesting things. However, the books will not keep well outside their
glass cases, many of them being over athousand yearsold. If any oneis
carried off it has afifty percent chance of falling to bits within a few days.

20. Leardinoth's Bedroom. An air of strength and power hangs in this
chamber. Its comfortable decor is styled after the houses of Numenor with
decorationsof anautical flavor. Thefurnitureislow and sturdy, consisting

of the heavy oaken bed, alarge writing desk on which among aclutter of

papers rests the key to the tower above, and three wooden chairs. At the
foot of the bed is a large chest of black wood with silver hardware. It is
neither locked nor trapped but on the inside of the lid is an inlaid brass
depiction of the one eye of Sauron. Through this eye the Dark lord may
look and exert his will should he so desire. Looking into it is perilous
indeed for any who do not already serve the Mage's evil Master.

NOTE: Here the GM must use his discretion and consider the
balanceof hisgame. If hewisheshe can havethe Eyeinactiveat such
timeasaPC looksintoit, or he can have the poor fool fall to the will
of Sauron. The implications of any use of the device should be
carefully considered. Ifthe Eye is looking when a PC comes before
it it should be treated as ifthe victim were actually to come before the
Dark Lord in Dol Guldur.)

Inside the chest are three items, one isarobe of a shiny black material
which protects asif it were chain but does not encumber its wearer (Treat
as +25 chain in combat and as no armor at all other times.). Curled atop
thisisasmall grey cat. Itissleeping very heavily and only actual attempt
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towakeitwill draw it fromits Slumber. Itisaspecia beast for it hasapair
of furry wings upon its back and its teeth bear a powerful venom (Ivl. 8,
Lethal). Itisnot an evil animal but it is extremely clever and has been
trained for the Mage by Y orl to act as his assassin when people of the city
below displease him, flying and sneaking to catch hisvictim slegping and
gently nip him until the poison takes effect. If it is awakened but not
commanded to kill by the mage it will act as anormal house cat. If itis
attacked it will defend itself with great effect but otherwise it will be
indifferent to the PCs. It may in fact be befriended by normal means or by
aFamiliar spell (8th Ivl. RR). The other item is a staff of silver filigree
which for al its frail appearance isin fact as sturdy as awooden staff. In
combat itisa+10 weapon, favored by the Mage before he came upon his
sword.

21. The Mage's Tower. A sair leads from Leardinoth's bedroom to
the roof above it. At the roof's center rises a thin spire from the high
window of which can be seen areddish glow. Thewindow isof plainglass
but isnot made to be opened thoughiif it were broken aMan wouldbe able
to dip through. At thistower's foot is a narrow door, made of the same
stone as the surrounding walls but slightly recessed. It has alock which
isnearly impossible (-90) to pick. From the door a narrow stair ascends
to the highest chamber where, on alow pedestal, is set the glowing rose.
Itissetinto agraceful vase of polished black crystal with many facets. The
edges of the facets are razor sharp and anyone attempting to lift the vase
without a glove will amost certainly be cut. Into the cut will flow the
poisonwith which the vaseis coated, whichisamagically preserved form
of Galenaana.

22. and 23. Guard Tower Roofes. These are bare and flat, with a four
foot crenelated wall al around them. They haverarely been used sincethe
coming of the Mage but are kept in fair conditionjust in case. Trapdoors
cover the stairs that lead down to the towers' lower floors.

6.4 THE TASK

The destruction of the Mage is obviously the task directly at
hand. Thiswill, inturn, accomplish agreater good by bringing the
city itsdlf into chaos which should result initsdissolution. Both of
thesefit again into the larger picture of the war against Sauron and
the work of the White Council. Such amission cannot be easy but
if itis accomplished it should establish the PCs once and for dl as
powerful actors inthe region and will perhaps draw them into the
greater doings of Middle-earth's high powers.

6.41 STARTING THE PLAYERS

Inthecouncilsof TheWise, theMage L eardinoth haslong been
theobject of study. Histiestotheblack sorcerer of Dol Guldur and
his role as the force that perpetuates the Strayhold have dowly
cometolight. Now they fedl itistimethat something be done. The
wizard Gandalf the Grey has cometo Meke Larnis seeking aband
of adventurers to break the power of the Mage. The portents
available to the White Council show that now is the time, but that
timeis short. The wizard's misson must be carried out quickly.

The GM must decide what tack Gandalf will take to bring the
adventurers into the scheme. He will know something of their
attitudes from the divining of Gaadriel. Judging by this knowl-
edge he will approach them with a proposition that will apped to
them, whether by offering the loot of the castle, playing on their
lust for adventure, or simply caling on them openly to ad the
Council.

Once the gauntlet is taken up and the mission accepted, the
party will make its way to the Shattered Step and the necessity of
rapid actionwill cometolight. Early intheir visitthey will chance
to seethe Mage himself, mounted on his winged steed flying offto
the West. Heis off on avisit to Dol Guldur and has | eft the castle
in the hands of Telleman and the Orcs. Now isindeed thetimeto
strike, as Galadriel foretold.
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6.42 AIDS

Beyond their own strength and abilities the PCs may receive
aid from two sources. Asinthelast scenario the Prophet, Ecuris,
will have ahand in this. His sight will tell him of the mission and
hewill set out to deliver amessage to the brave souls. Coming to
them in the street he will give them the following rhyme:

A Burning Rose
A Pruning Knife
Lay Sed to Sem
And End Its Life

Asis his wont, he will not offer any explanations of his poem
and will wander off againjust as he came, mumbling and singing
to himself. The meaning of the redeis obviousto those who know
the secrets of the Mage and should gradually become clear to the
players as the game goes on.

The second bit of assistance will come from Eoric the Arborer
who has apruning knife to give the PCs if he can find them before
they start out. If they do not get the knife, the GM may wish to
alow any knife to do thejob but having it might add a it of color
to the game.

Under no circumstances should Gandalf be personally brought
into the conflict; his role is drictly to inspire the characters to
perform the deed; perhaps giving alittle advice in the beginning,
then moving on.

6.43 OBSTACLES

The primary obstacles of this adventure are ssimply the castle's
occupants. They will do their best to fend off the raid and kill the
PCs, a which they may well succeed. Added to this is the
challenge of gaining entrance to the castle in the first place,
deciding whether to climb the scarp or usetheroad, and the normal
dangers that come with any trip through the streets of Strayhold.

RUIMER THE ORC




A

6.44 REWARDS

The destruction of Leardinoth will not go unrewarded. The
loot of the castle represents a considerable fortune by itself but
added to this can be the fort itself. Once the Mage is gone there
will be nothing to prevent the PCs from taking it as their own.
Beyond these, of course isthe status it will give them among the
powers of Middle-earth. They may be cdled on again by those
that they served this once.

They may aso, however, gain the attention of the Dark Lord
in payment for their efforts. The danger this eement presents
must be handled carefully by the GM and adjusted to suite his
plansfor the PCs futures. The Enemy's response can range from
great to none, asthe GM seesfit.

6.5 ENCOUNTERS

This adventure's encounters will necessarily be somewhat
choreographed. The GM will seeto the meetingswiththe Prophet
and the Arborer early in the game. Once in the castle there will
be only a small element of chance involved in the flow of battle.
The GM will have to keep track of the manipulation of forces by
Pochak and the actions of Telleman. Both will use strategy if
circumstances allow, but they will not work as ateam. If he can,
Pochak will use the interconnecting chambers 2, 4, and 6 to pitch
abattle. Telleman should be allowed to use the balcony of the
Great Hdl to launch spells against the raiders.

Finaly, asthe party passes through the bedroom of the Mage
he will arrive himself, landing on the roof above with his Fel
Beast. In Dol Guldur his mind was touched with fear by his horse
in the stable below and he has come home with al haste to st
things aright. Leardinoth's tactics will be to use his magic first
and then his sword, dl in an effort to protect the door to his tower.
His beast will fight at his side and the two should provide quite a
challenge of gaining entrance to the cadtle in the first place,
deciding whether to climb the scarp or use theroad, and the normal

Alternate Adventures

7.0 ALTERNATE
ADVENTURES

The Strayhold is designed to provide a complex and varied
environment for role playing. Thethreeadventures described here
can by no means represent the limit of possibilities to be found
within or growing out of the Fire Town. Therefollow anumber of
ideas for other scenarios that the GM may wish to expand upon,
whether tofill the experience gap that lies between the three set out
above, orjust aselementsin anon-related campaign. Thecity isset
up to be versatile and well suited to whatever desires the GM and
players may have.

7.1 THE ABDUCTION OF ILLINITH

At the Angry Horse trouble is brewing. The head steward, a
Southron called Vekkis Opar, is aspy of the Mage L eardinoth but
is soon to be sent back to hishomeinthe distant lands of Far Harad,
where he is ahigh servant of a cruel lord. However, the man has
faleninlovewiththeinnkeep's daughter, Illinith, and plansto take
her with him. He has her trust as well as her father's and so will be
many miles gone before anything is seen to be amiss. Once poor
Bohigaviarealizes his daughter's danger, though, he will be quick
to seek able adventurers to track down Vekkis Opar and return
[linith to her home. Heisawealthy manand will offer great reward
for her safereturn. The Southron's ties to the forces of evil are not
known to the innkeeper, though, and should prove some surpriseto
hispursuers. It will take quite abit of daring tofollow Opar into his
homeland, challenge him and return aive with the girl.

7.2 THE BREAKING OF A CLAN

This would be an adventure aimed at PCs of high level. Thetask
is simply to pillage the Clanhall of the Rogues completely. Moti-
vation can come from any number of sources. revenge, greed,
competition, or simply desire for a chalenge. This provides a
simple hack-and-dlash mission on the surface, with the possible
repercussions of the entry of the Mage, in an effort to thwart the
players. Leardinoth and the many Rogues living within, in addition
to the challenges to be met in the hall's deeper regions should
providefor quite exciting play for an experienced party. Theresults
of such araid will go beyond the walls of the clanhall and even
beyond the Fire Town. Rogues throughout the region will change
their habits if the clan is broken, or even reorganized due to the
damage done. Thismay lead to therise of other clans or powersto
fill the gap.

7.3 RESCUE FROM

THE BROTHERHOOD

The abduction of afriend of the PCs by the Torturers could spur
this excursion. Such araid would run along similar lines to those
described in Section 6.0 for the raid on the Rogues Clan. The
Brotherhoods, however, are not as numerous as the Rogues, and
their homeisnot so strong. For apowerful party the main challenge
will not be getting inand out alive, it will befinding the prisoner that
they seek while he still breaths. For this they need be sure that no
warning comesto the Shadowsfor any cardlessnesswill changethe
mission from arescue to simple revenge.
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7.4 EMPLOYMENT IN
THE STRAYHOLD

Further opportunities can be found through signing on with any
of the severa employers of the city. The mercenary troops are
alwaysin need of menwho can provetheir worth. Thiscould lead
to fighting or adventuring through the farthest reaches of Middle-
earth. Both clans and the Brotherhoods as well will take on new
journeymen, giving credit for any demonstrable skills which the
applicant may already have. If the players are s0 inclined, these
avenues could lead to very interesting adventure in the city itself
or out across Rhovanion. Even the Mage will occasionally hirea
party to undertake a mission for which he has no time, but he
usually requires that his agents be aready known for their service
to the forces of Darkness.
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8.0 GAMEMASTER NOTES

1 The detailed descriptions of the various shops and buildings
may prove too time consuming for normal play. The G.M.
should be prepared to edit them or remove them atogether
wherever they are not indispensable to the scenario and when
playing time runs short.

2. The city and adventures described here have a great degree of
versatility, in that the temporal setting is not necessarily fixed.
They have been written with the idea that they would run con-
currently with Bilbo's adventures as described in The Hobbit.
However, changing only the role of the White Council in the
third segment, they canberunin amost any historical period of
Middle-earth. Further, if a few more things are atered these
same scenarios can be set into almost any period in dmost any
world.

3. In Section 2.0, the last character provided has an item that may
be used for the charming of winged creatures. The spell hereis
15thlevel and may beused as hecessary andthe GM should note
that the Fell Beast of Leardinoth is, in fact, awinged creature.

8.1 ENCOUNTER CHART

Encounter Location

Lower City Upper City Rogues’ Clan Castle Loose Jack’s Flagon Lane
No Encounters w/city folk 01-70 01-60 01-68 01-50 01-60 01-60
Mugger(s) 71-72 61-67 69-77 — 61-65 61-65
Thieves/Rogues 73-75 68-74 78-86 — 66-70 66-70
Drunk(s) 76-77 75-79 — — 71-76 71-80
Doxy 78-79 80-81 — = 77-80 81-83
Assassin/Slayman 80-81 82-86 87 51 81-83 84-87
Warrior 82-89 87-90 88 52-88 84-90 88-91
Mage 90-97 91-94 89 89 91-94 92-94
Special (roll again) 98-00 95-00 90-00 90-00 95-00 95-00
Special Encounters
Bisc 01-14 01-09 — — 01-10 01-12
Alfric 15-25 10-13 — — 11-15 13-16
Eoric 26-30 14-16 —_ —_ 16-20 17-21
Ecuris 31-39 17-25 01-05 — 21-28 22-28
Urilla 40-45 26-31 06-18 — 29-30 29-31
Haunis 46-50 32-37 19-31 — 31-36 32-36
Helbran 51-53 38-43 3243 01-10 3741 3743
Ferrin Tal 54-57 4449 44-54 — 4245 4445
Vecis 58-60 50 — 11-20 46-47 46-47
Yorl w/beast 61-65 51-53 — — 48-53 48-50
Midmin Parsel 66-69 54 — — 54 51-52
Rillit the Squirrel 70-72 55-60 55-60 == 55-61 53-58
Hrothgar Ednew 73-74 61-66 67-79 = 62-68 59-65
Oric Galabas 75:77 67-70 o 21-30 69-71 66-67
Allit 78-80 71-76 80-87 S 72-80 68-76
Conidl Uld 81-83 77-81 88-94 — 81-82 76-82
Mard Neffar 84-85 82-85 95-00 — 83-90 83-89
Gam 86-89 86-89 — — 9195 90-94
Telleman 90-97 90-97 —_ 31-50 96-99 95-99
Ruimer — — — 51-74 = —
Ledrdinoth 98-00 98-00 — 75-00 00 00
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8.2 STATS FOR NPCs IN THE STRAYHOLD

Melee Missile

NAME Lvl Hits AT DB Sh Gr OB OBMovM Notes

Arcle Terrin 4 20 No S N N 15da — +5  Diinadan Scholar
Korlin 1 35 Ch 15 N N 47ha 28sb  +10  Northman Warrior
Vellser Orlit 2 47 RL 15 Y N 56bs 36LB +15 Northman Warrior
Ekuris 8 50 No 20 N N 10da — +5  Dinadan Bard (Seer)
Haddil 2 35 SL 15 N N 40ss 37sb +15 Diinadan Scout
Lorril Tesserne 8 55 No S N N 40cl — +5  Northman/ Animist
Portik 3 38 SL 20 N N 63ss 43ts  +10  Urban Man Scout
Ledrdinoth 10 61 No 15 N N 55bs — +10  Black Niimenorean Mage
Pochack 7 110 Ch 15 Y AL 120ha  86lcb +10  Orc Warrior
Telleman 6 41 No 10 N N 10da 15da 415 Dunman Mage
Allit the Breeze 7 59 SL 15 N N 86ss 61sb +15  Urban Man Scout
Ferrin Gordlin 5 49 SL 20 N N T1ss 80ts +20  Urban Man Scout
Gam the Gorgeous 8 114 SL 10 Y N 115bs — +5  Urban Man Warrior
Havnis 5 81 SL 10 Y N 95cl 60da +5  Urban Man Warrior
Helbran 5 51 SL 20 N N 80ss 67ts +10  Urban Man Scout
Mard Neffar 7 49 SL 15 N N 52ss 47da +10 Urban Man Bard
Ossim Rallah 8 120 RL 15 Y N 110sc ~ 85sb +5  Southron Warrior
Rillit the Squirrel 7 62 SL 30 N N 67ss 86lcb +15  Urban Man Scout
Ullis 5 47 SL 15 N N 80ss 55sb +10  Urban Man Scout
Cannal Nul 8 65 Ch 65 N N 109ss 75sb  +10  Urban Man Scout

8.3 STATS FOR NAMELESS NPCs

Melee Missile

NAME Lvl Hits AT DB Sh Gr OB OB MovM Notes

Thief 1 25 SL 20 N N 41 30 10  Scout

Thief 2 35 RL 1S5 N N 43 33 10  Warrior

Thief 3 38 SL 20 N N 80 55 10  Scout

Thief 5 S50 SL 20 N N 80 55 10  Scout

Beggar 1 35 No 15 N N 43 33 10  Warrior

Beggar 3 60 No 15 N N 69 44 10  Warrior

Beggar 5 8 RL 15 N N 95 60 10 Warrior (armor hidden under rags)
Orc 1 35 RL 25 N N 35sc 30 20  Warrior

Orc 3 60 RL 30 N N 70sc 45 20  Warrior

Orc 5 8 RL 30 N N 95sc 65 20  Warrior

Lockwarden 1+ 30+ 2+4#t N N 20+ba — 15

Doorkeep 5 8 RL 20 N N 80ma — 15  Can assume any shape
Winged Fell Beast 20 210 Ch 35 N N 95bi(lg) — 30

Leiérdinoth’s Cat 2 30 No 35 N N 25tc(sm) — 30  Poison; flight

CODES The datistics given describe each NPC; amore detailed description of some of the more important NPC''s can be found in the main text.
Some of the codes are self-explanatory LvI (level) Hits, Sh (shield), and Mov M (movement and maneuver bonus). The more complex codes
are listed below

AT (Armor Type) The two letter code gives thebeing's MERP armor type (No = No Armor, SL = Soft legther, RL = Rigid Leather, Ch = Chain,
P = Plate).

DB (Defensive Bonus) Note defensive bonuses include stats and shield.  Shield references include quality bonuses (e.g. "Y5" indicates "Yes, a
+5shidd").

Gr (Greaves) "A" and "L" are used to indicate arm and leg greaves respectively.

OB's (OffensiveBonuses) Weapon abbreviations follow OB's fa—fal chion, ss—short sword, bs—broadsword, sc—scimitar, th—two-handed
sword, ma— mace, ha— hand axe, wh — war hammer, ba— battle axe, wm — war mattock, d — club, gs— quarter staff, da— dagger, sp—
spear, mMl—mountedlance, ja—javelin, pa—pol e arm, si—sling, cb—compositebow, sb—short bow, | b—longbow, |cb—Iight crossbow,
hcb — heavy crossbow, bo — bola, wp — whip, ts— throwing star, hb — halberd. Melee and missile offensive bonuses include the bonus for
the combatant's best weapon in that category.










