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3.0 ATTERCOP ATTACK

To the east of Mirkwood, nestled under the eaves of the great
forest, lies atiny village named Ulgarstat. The village was founded
by Ulgar Resticsard some three years before the Great Plague. At
the time of the Plague, the community was self-sufficient and
isolated. Either because of that isolation, or by some other
workings of fate, it escaped the Plague entirely.

Ulgarstat is in a pleasant locale. The land is rolling, graced with
tall trees, and crisscrossed by gurgling streams. Sheltered by
nearby Mirkwood from harsh winds and the hot afternoon sun, the
settlement boasts soft breezes and gentle sunlight. Birds flock and
nest willingly among the houses, controlling insects and making
the hamlet mirthful by their songs. In spring and summer, the
birds’ bright plumage vies with the cultivated flowers that bloom
in window boxes and kitchen gardens, and with the wildflowers
blanketing the meadows.

Flowers are not the only plants that thrive in the area: the soil is
rich and the water fresh, so crops and pasture prosper. Farmers and
villagers are well-fed; they work hard but are cheerful, and proud
of their village. Ulgar is a fair and a wise leader, and is respected
by the townspeople.

In the nearby fields, small game animals are plentiful. Until
recently, the evil beasts of Mirkwood did not trouble the village
that was near but not in the forest. But six months ago, the denizens
of the dark wood began to raid Ulgarstat. Ulgarstat, so long self-
sufficient, is now looking for help.

3.1 FEAR IN ULGARSTAT

Six months ago, Ulgarstat began to experience problems with
marauding wild animals. Wolves have twice attacked the town and
twice been repulsed; the people of Ulgarstat, accustomed to living
in peace, had never before kept guards or any type of armed force.
After the first attack, they reinforced the wall around the town and
posted a night watch. In addition, townspeople began to practice
the martial arts, and to keep weapons nearby at all times. These
additional safety measures have kept the town fairly well-pro-
tected for several months.

Now Ulgarstat is facing yet another hazard. This time, the
problem is more difficult to fight. In recent months, several people
have disappeared while travelling between Ulgarstat and outlying
lands to the north.

‘Two months ago, a farmer set out for Ulgarstat from his farm in
the north. The young man had come alone to Ulgarstat two years
before, and was still unmarried, so his disappearance might have
gone unnoticed for some time if he hadn’t promised to bring his
neighbors seed from town. But when he neglected to stop by his
neighbors’ farm the next day, they became concerned. When he
still hadn't returned at the end of a week, the neighbors sentto town
to learn what had happened and discovered that he had never
arrived there. The man disappeared without trace, leaving behind
his moderately successful farm.

ULGAR RESTICSARD

Three weeks later, a peddler left Ulgarstat, announcing his plans
to visit Wessun Fraelsen, another farmer in the north. When
Wessun visited Ulgarstat the following week, Ulgar learned that
the peddler had never arrived at Wessun’s farm. Ulgar and
‘Wessun, still disturbed by the farmer’s disappearance, tracked the
peddler as far as they could along the wooded trail between
Ulgarstat and Wessun's farm. Wagon tracks led halfway up the
trail, then disappeared into the forest. The two men soon found the
wagon, but although they searched the woods around it, they could
find no other signs of horse or peddler.

Two weeks after the peddler disappeared, three young men went
gamehunting up the northern trail. When they didn’t return for
supper, their fathers and brothers went after them. No trace of any
of the three was found.

The farmers and citizens of Ulgarstat are afraid of this new
threat, but don’t know what they’re dealing with or how to cope
with it. Some people believe that bandits are hiding in the forest
and are leaving its cover to attack travellers. Others fear that
wolves have begun to attack by day. Still others claim that bears
are responsible.

Ulgar can’tunderstand why bandits would take corpses, or why
wolves or bears would leave no trace of themselves or of a struggle,
nor baggage nor clothing from their victims. Unfortunately, he
doesn’t have any idea of what kind of creature would cause people
and their goods to vanish. Though not usually given to hysterical
imaginings, Ulgar feels that neither he nor anyone else in his
village is capable of dealing with this new menace. He has decided
to seek outside help to determine what the menace is, and to
somehow destroy it.
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3.3 THE TERRAIN

This adventure takes place in the easternmost section of north-
ern Mirkwood. Even atits edge, the forest is densely wooded, dim,
stifling and oppressive. The trees, mostly coniferous, are old; they
grow so thickly that they block the sun, and undergrowth is sparse.
The land, cushioned with pine needles and rotting leaves, rolls in
gentle hills and valleys.

Since Sauron’s return, Mirkwood has become a brooding, evil
place; but in the eastern edges Sauron’s darkness is tempered
somewhat by the Elves’ presence. The trees here are less twisted
and wicked than those to the south: there is an echo and memory
of Elvish songs and laughter. In addition to travelling Elves, there
are strong Woodmen nearby who still resist Sauron.

Despite these positive influences, Mirkwood is a perilous, and
mostly a wicked, forest.

3.31 ULGARSTAT

Ulgarstat lies 28 miles due west of Esgaroth, nearly a mile from
Mirkwood’s edge in an expanse of field and meadow between the
forest proper and the stand of woods east of the hamlet. The village
is enclosed by a log palisade surrounded by farmland. The gate to
Ulgarstat stands open during the day, and workers labor in the
fields. Three paths lead away from the gate: one to the southwest,
one to the north, and one east to Esgaroth. The paths are clearly
defined though not heavily travelled. A number of farmers live in
the community itself and farm outlying fields; many others come
from time to time to visit or trade at the general store. Besides the
general store, Ulgarstat boasts the only smithy in the vicinity and
therefore attracts the business of many. (There is a25% chance that
there are 1-4 visitors in the town at any given time.)
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Trouble with Trolls

4.0 TROUBLE WITH TROLLS

This adventure may follow from the preceding scenario, AT-
TERCOP ATTACK, or can stand alone. It is not, however,
intended for first level player characters. Depending on party size
and strength, second, third, or fourth level characters should be
able to successfully complete the task, using the aids provided.

4.1 THE LOST CARAVAN

Once home to thousands of animals and flocks of singing birds,
Mirkwood in T.A. 1640 has grown eerily silent. The human
population, never very large, has been reduced by the Plague of
1636 and by the famine that followed. The birds and most of the
animals, from giant eagles to thrushes, from bears and wolves to
squirrels and mice, survived the Plague, but now, they too are
troubled. A shadow darker and crueler than that of the Plague lies
over Mirkwood: Sauron moved to his fastness at Dol Guldur six
hundred years ago, and his power has spread a sickness far worse
than the Plague over the once-thriving forest. Plants and animals
alike have become twisted and stunted under his influence; only
the evil beings, the birds that are his spies, the Giant Spiders, the
Trolls, the Dragons, the Orcs and Wargs, are content.

Though everyone treads warily in Mirkwood now, people of all
races still travel on the Men-i grim. The Men-i-Naugrim or
Old Forest Road was the path taken by Oromé and the Elves in the
First Age, and is still a major thoroughfare. But lately, people have
come to grief there.

Merchant Thal Eolsen of Esgaroth is especially concerned about
the dangers on the Men-i-Naugrim. From his store in Laketown,
he trades with peoples of all races in the town, as well as Dwarves
in the Iron Hills, and Elves and Men in Mirkwood. Some of his
goods travel all the way to Men in Nan Anduin and Dwarves in
Moria. From the Beornings, he buys honey and good wine; from
scattered trappers in Mirkwood, he buys furs; from Elves, he buys
fine materials and bows; from Dwarves, both raw and crafted gems
and metals. His latest shipment through Mirkwood is particularly
valuable: he purchased two wagonloads of good furs from trap-
pers, and from the Dwarves in Moria he bought several large,
faceted rubies and a precious bar of mithril.

The rubies and mithril were placed in a magic box that only
Merchant Eolsen and his caravan leader, Rothaar One-Leg, can
open. The box was hidden in a secret compartment in the bed of
one of the wagons, which was filled with furs and covered with a
tarpaulin. A second wagon, loaded with furs, looked exactly like
the first wagon, but had no secret compartment. Each wagon was
drawn by two horses; with the wagons were two drivers and eight
mounted guards. The leader of the caravan had brought shipments
safely through Mirkwood many times for the merchant; but for
some reason, Eolsen was anxious about this caravan.

To ease his mind, Merchant Eolsen hired a Seer to check on the
progress of his caravan. The Seer dreamed that the caravan had
been destroyed, but she further dreamed that there was hope for the
eventual recovery of some or all of his merchandise. She coun-
seled the merchant to await further developments.

Two days later, the leader of the caravan, Rothaar, returned
alone to Laketown. Rothaar told Merchant Eolsen that his caravan
had met another party of travellers carrying wounded on the road.
They had been attacked by a group of Orcs. The travellers’ party
was large, and had managed to repulse the Orcs, but Rothaar was

worried about his smaller caravan. After setting up camp for the
night, Rothaar decided to travel ahead of his comrades to scout the
curve in the road where the other party had been attacked. Rothaar
travelled that night, but waited until morning to search the area
where the attack took place. By the dawn’s light, he found the trail
of the retreating Orcs, and one Orc body, but no ambush of living
Orcs that might attack his caravan.

Returning to his comrades with the good news, Rothaar came
upon a scene of carnage. One wagon of the caravan remained, but
it was empty and smashed. The horses had all fled into the forest.
Rothaar found the corpses of five men, but could find no trace of
the other four. Making a thorough search of the area, Rothaar
discovered Stone Troll and wagon tracks, but no escapees from his
own caravan. By following the trail of the Trolls and wagon away
from the wreckage, he discovered the Trolls" lair.

Rothaar could not find any trace of his missing companions, nor
could he approach the remaining wagon, which the Trolls had
taken into their cave with them. He learned from their tracks that
four Stone Trolls lived in the cave. Knowing that he could not fight
them all alone, he returned to Esgaroth to seek help.

After hearing Rothaar’s tale, Merchant Eolsen decided to hire a
party of adventurers to return to Mirkwood with Rothaar, rescue
any of his hirelings who remain alive, and recover his merchandise.

4.2 THE NPCS

In this adventure, most of the NPCs are from Laketown. The
people of Laketown, like many Urban Men, are racially mixed.
There is some Diinadan and Haradan blood in Esgaroth, but there
is more Northman ancestry among the Laketown inhabitants than
in most other cities. Some families are even rumored to be of
Beorning or Woodmen descent. The other NPCs listed are the
Trolls.

MERCHANT EOLSEN

Thal Eolsen is a tall, forbidding man in his late forties. He has
black hair and a bushy black beard, and is exceptionally tall and
broad. His eyes are black and piercing, his voice gruff, as though
he has spent too much time shouting. Actually, he speaks quietly
— as big as he is, he has no need to raise his voice.

Merchant Eolsen has a reputation for dealing fairly with good
hirelings, and for harshness towards those who try to cheathim. He
is a wealthy man, and can survive the loss of this shipment, but
much of his livelihood depends upon shipping along the Men-i-
Naugrim. Therefore, he’s willing to pay well to recover his
supplies, destroy the brigands who stole them, and rescue his
hirelings (assuming that any of them are in a condition for rescu-
ing). Ultimately, he is anxious to keep the road open for business.
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4.3 THE TERRAIN
4.31 ON THE TRAIL OF THE TROLLS

The Trolls™ tracks leave the Road and lead directly north from
the site of the ambush, down a short, steep hill, then into the woods.

The Trolls obviously had some trouble dragging the wagon
through the thick trees. They managed to pick a twisting trail, but
when they couldn’t find a space wide enough to pull the wagon
through, they made one. Newly-fallen trees lie at intervals on
either side of the trail.

The trees in the forest are mostly pine, with an occasional stand
of oak. The forest is a dark, stifling, oppressive place. The trees
link branches overhead, allowing neither sunlight nor wind to find
a way to the forest floor. Because the foliage blocks the sun, there
is very little undergrowth. Instead, the ground has a thick carpet
of mouldering leaves and pine needles.

After the drop from the Road, the trail climbs steadily as it
approaches the Emyn-nu-Fuin to the north. The nearest mountains
are only eight miles north of the trail, but because of the thick
foliage, they are not visible from the Road. The slope, though
gradual at first, becomes steeper near the Emyn-nu-Fuin. As the
elevation rises, the ground becomes more rocky, and trees are
shorter and farther apart. Though the gaps in the forest canopy
allow some sunlight in, the light does little to alleviate the dread
that shrouds Mirkwood.

The trees, less dense than before, did not hinder the wagon’s
passage near the mountains. Nevertheless, the ground is littered
with torn branches and broken trees. Trolls love destruction even
without cause, and the area around their lair is brutalized by their
frequent passage.

A mountain rises above the tortured trees; on the south side,
almost halfway up the mountain, looms a cliff face. The cliff is 50
high and 120" wide. An opening in it forms the entrance to the
Trolls’ caves. The bluff is sheer, and would be almost impossible
to scale; the Trolls reach their lair by using a ledge that cuts from
west to east across the rock face.

To the west of the cliff, the mountain’s slope is more gradual.
The tracks of the Trolls and the wagon lead up this slope to a path
that begins here. The path was created by the Trolls. It travels east,
along the ledge, to their lair.

Directly beneath the cave opening, at the base of the cliff, is a
small pool with a stream issuing from it. The pool, fed by
underground springs, is fouled and muddied by the Trolls. The
polluted rivulet flows south down the mountain. The waters of the
pool and stream near its source are bitter cold. Sedges, grasses and
cattails grow on the pool’s banks. A few pathetic fish eke out an
existence in the dirty water, but no animals will drink from it, both
because of its filth and its proximity to the Troll lair.
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11. Tunnel. An old tunnel leads into the mountains from Tumag
and Tumag’s chamber. The tunnel is blocked from rubble by a
partial collapse, and by rocks moved into the opening by the Trolls.

If the players successfully kill the Trolls, and want to use their
lair as a base camp, the Gamemaster can map out the tunnel to
expand their home. Or the tunnel could lead to more adventure...

4.4 THE TASK

The adventurers’ task is to recover Merchant Eolsen’s goods.
They may also want to acquire the Trolls" treasure for themselves.
Depending on their professions
or personalities, the players have
several options. They may try to
sneak into the lair when one or
more Trolls are away and steal
the goods, if possible, without a
fight; or they may prefer to be
heroic and kill all the Trolls.
(Someone — Rothaar or Mer-
chant Eolsen or an NPC —
should mention that it’s wiser not
tofightall the Trolls at once, even
if they plan to kill them all). A
less-than-noble party may decide
to steal Merchant Eolsen’s goods
(see Section 4.43).

4.41 STARTING
THE PLAYERS

Merchant Eolsen has told
friends and tavernkeepers in
Laketown that he is hiring a party
of adventurers. He has also
posted signs in his shop and on
streetcorners. Asaresult,any ad-
venturers in Laketown probably
will be referred to him.

When the PCs meet Merchant
Eolsen, he will explain that his
caravan was attacked by Trolls,
and that one of his wagons and all
of his goods were stolen. The
Trolls may also have taken pris- =
oners. Merchant Eolsen wants to hire a party of adventurers to save
any of his people who may be alive and to recover his merchandise.
Rothaar will lead the party to the Troll cave and aid them inany way
possible.

‘When Merchant Eolsen hires the party, he will tell them, in case
of Rothaar’s death, that he has a box hidden in a secret compart-
ment in the wagon bed. If they cannot save the wagon or any other
goods, he wants them to save the box. He will explain that if
anyone other than himself or Rothaar tries to open the box, it will
explode. He won’t tell them that it contains mithril and gems.

Merchant Eolsen is willing to equip the party. Inaddition to food
and other basic equipment, he will lend horses, ponies, and wagons
to the party and will provide a basic “first-aid kit” of healing herbs.
He is offering a reward of 500 gp for the return of his possessions
or hirelings, or 300 gp for the return of the box alone.

4.42 AIDS
Player characters have several aids to help them through this
adventure. The Trolls themselves provide aids of asort: if they can
be lured outside at dawn or during daylight they will turn to stone;
they are prone to fight among themselves; and the Troll standing
guard is apt to fall asleep. Rothaar should be a considerable help,
both in battle and with advice (having grown up in Mirkwood and
spent much of his adult life travelling through it, he knows a lot
about the forest and its inhabitants). Merchant Eolsen provides
herbs and supplies, and, if the party is weak, might tell them about
some NPCs they could hire. Trolls are always challenging, so be
sure your party is pretty tough
before it takes them on.

4.43 OBSTACLES

Although four Trolls should
be obstacle enough for almost
anyone, Mirkwood is populated
with many other evil creatures.
See the tables in Section 6.0 for
specific encounters.

Mirkwood has other dangers
than the fell beings that inhabit it.
The party has a good guide, but
the forest is treacherous. Vege-
tation can shift and trails can
change; plants may be poisonous
and trees are almost alive. Still,
Rothaar has found his way
through Mirkwood many times,
and can alert the party to danger-
ous plants and waters. He will
warn them not to drink from the
pool or stream near the Troll lair,
and advise them to approach the
lair as silently as possible. He
also has sense enough to realize
that the path to the Troll lair can
be risky in bad weather.

There is only one trap in the
Troll lair. If Fradurag’s oak
chest is broken into without a
key, it will scream, “Help,
help...!” The scream can be
heard by any Troll (oranyone else, for that matter) within 100 yards
of the chest. Characters in the same room as the chest when it
screams must make an RR versus 6th level magic, or be deafened
for 1 round forevery 5% of RR failure. Characters elsewhere in the
caves resist vs. 3rd level effect, or suffer the same results.

If the players choose to steal Merchant Eolsen’s goods, they will
first have to kill Rothaar and Elisa (if the Trolls haven't already
killed them). Marluk has completely lost any loyalties he once had
and wants only to live, so he won 't fight to protect the box. If afight
breaks out and he’s capable of it, he will run, walk, or crawl away.

Even if the PCs manage to kill Rothaar and Elisa and gain pos-
session of the wagon and its contents, they will have to cope with
the trapped box. Attempting to open the box without speaking the
proper command word will cause an explosion. The box's maker's
name (Glingal) is the command word; guessing the name is an
Absurd (-90) Maneuver, and any result less than full success will
spring the trap. The explosion will not harm the box orits contents,
but anyone within a ten-foot radius of the box will take damage
from a +50 fireball.
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4.44 REWARDS

Through their years of murder and plunder, the Trolls have
accumulated a considerable hoard. The player characters are
welcome to claim it with the exception of Merchant Eolsen’s
wagon and goods. If the players choose to steal Merchant Eolsen’s
goods they will gain a bar of mithril worth 730 gp, and gems worth
295 gp. The wagon and its load of furs is worth 360 gp.

If the party returns the wagon with its contents (or even just the
mithril) and the prisoners to Merchant Eolsen, he will of course pay
them the offered reward. He may give them an additional reward
for ridding the forest of four Trolls; certainly he will give them a
hero’s welcome with food, drink, and free lodging for the night.

4.5 ENCOUNTERS

THe TROLLS

If the players approach the Troll lair by daylight, all four Trolls
will be in their caves. Three will probably lie sleeping, but one will
be on guard and might be awake. The players may choose toattack
the sleeping foe immediately. If they do, they will have to fight all
the Trolls before they can escape with Merchant Eolsen’s posses-
sions. Even in their darkened cave, the Trolls" actions are -20
during the day. If they step outside into the sunlight (very
unlikely ), they will be instantly turned to stone.

By night, the Trolls are frequently out on business, smashing,
breaking, murdering, destroying, and terrorizing the countryside.
The Trolls may seek amusement singly or in groups. The players
may choose to camp near the caves and watch in the hope that all
the Trolls will leave at once. If the players camp near the Trolls’
caves, they risk being discovered by one or more Trolls outside the
cave. Trolls are a noisy lot, so the players shouldn’t be surprised
by their approach. (Easy, +20, perception roll to hear the Trolls
coming if a guard is posted; Medium, -0, if all PCs are sleeping.)

To determine the number of Trolls encountered at night, roll

ile di d consultthe llowing chart. The charttells how
many Trolls are in the , orhow many
One or more Trolls may be unaccounted for. In an cutsnde
encounter, any Trolls unaccounted for (either not in the caves or in
the group outside) may join the battle at any time. In an inside
encounter, any Troll outside the cave may return at any time. The
GM should use his discretion in deciding when to introduce
additional Trolls to a melee.

NOCTURNAL TROLL ENCOUNTERS

This table can be used to determine the number of Trolls
encountered at a campsite, at an ambush site, or while the players
are moving through the area around the Troll lair. The table can
also be used to determine how many Trolls will be inside the lair
atnight. When determining the number of Trolls inside, disregard
columnn two (# Outside).

Roll #in Caves # Outside
01-05 0 4
06-10 0 3
11-15 0 2
16-20 0 1
21-45 1 3
46-60 ! 2
61-70 1 1
71-80 2 2
81-85 2 1
86-90 3 1
91-00 4 0

5.0 THE TITHING TRAIN

This adventure may follow TROUBLE WITH TROLLS, or may
stand alone. This section is both more challenging and more
rewarding than the two preceding adventures.

5.1 GRIMBOLD’S TALE

Grimbold, a Beorning Warrior from the Misty Mountains, was
travelling through Mirkwood when he came across two Orcs. He
overheard one Orc mention “the Necromancer’s tithe.” Interested,
Grimbold questioned the Orcs before he killed them.

Grimbold discovered that the Orcs and other fell beings in
Mirkwood are required to tithe a portion of their ill-gotten goods
to Dol Guldur each year. He funher learned that the Orcs of

are ing goods and sup-
plies and preparing to send them out nnder guard to the Necroman-
cer. Bestof all, the Beorning Warrior knows where the goods are

: andh E hto find

to help him kill the Orcs and steal the Necromancer's tithe.

5.2 THE NPCS

Grimbold the Beorning and the Orcs are the only NPCs in this
adventure. For a weak or small party, the GM may wish to add
additional NPCs. A good Scout and some healing ability are
essential. Additional NPCs may be chosen from Section 2.0.

GRIMBOLD

Grimbold is a Beorning in his early thirties. The warrior is like
most Beornings, only more so: he’s large, red-haired, and so hairy
that, although he is not a shape-changer, he looks bear-like at all
times. He speaks in a soft grumbling growl, and has a disconcert-
ing habit of staring at the person to whom he’s speaking.

Like other Beornings, Grimbold hates Wargs, Trolls, Dragons,
and Giants; but he abhors Orcs. When Grimbold was little more
than a toddler, his parents and brother were killed by a group of
goblins. Grimbold's sister escaped with her baby brother; Grim-
bold thinks killing Orcs is his personal Quest.

Grimbold is a mercenary. He'll be fair about dividing the
treasure, but he's fond of money and will want his share. His
favorite weapon is a flail, though he uses almost all weapons with
equal skill. Grimbold wears chain armor with greaves (Ch/14).

NOTE: Notable Skills—Ride 36, Track 36, Ambush4, Stalk/

Hide 30, Pick Lock S, Disarm Trap 10, Perception 45,

Foraging 30; Languages— Atilduk 5, Waildith 5, Westron 5,

Nadhaiduk 5, Orkish 3; Notable Items — +20 Flail, +10

Chain and Greaves, +10 Shield.

THE Orcs

The Orcs garrisoning Ilmaryen Keep belong to arelatively small
tribe, the Blogrum-hai (Or. “People of the Bloody Skull™). Their
emblem is a tusked skull bleeding from the mouth. The tribe is
spread throughout the Emyn-nu-Fuin and into the Forest
south of the Men-i-Naugrim. The BI hai are nomadic,
travelling from camp to camp most of the time. They tend to move
in groups of five to twenty-five members. Their only two perma-
nent settlements are Iimaryen Keep and their main stronghold,
Fhahoz-Blogrum (Or. “Great Hole of the Bloody Skull); it lies
northeast of Iimaryen Keep, deeper in the Emyn-nu-Fuin.

The basic fighting unit of the Blogrum-hai is the Korlagz (Or.
“Jaw”, pl. Korlagzrim). A Korlagz consists of five individuals:
four Kragashi (Or. “Teeth”, smg Kragash) led by a Korlagz-
drartul (Or. “Sergeant of the Ja\ Two or more Korlagzrim will
be led by a Korlagzrim-gottul (Or. “‘Lieutenant of the Jaws™). The
of a particular region or camp is called a Goth-

korlagzrim (Or. “Master of the Jaws™).
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5.3 THE TERRAIN

This adventure takes place in Mirkwood, in the Emyn-nu-Fuin,
north of the Men-i-Naugrim. The trees in the forest are tall and
dense; since Sauron’s return to Dol Guldur, the dark wood is a
sunless, depressing place.

The Emyn-nu-Fuin are an old mountain range, well-worn with
time but still powerful. Trees aren’t as dense in the mountains;
there is even some undergrowth where the sun finds the forest
floor. Without the Evil brooding in Dol Guldur, the Emyn-nu-Fuin
would be alovely setting forahome. Centuries ago, aNimenérean
noble built his residence on a hill, above a lake in the Emyn-nu-
Fuin.

5.31 ILMARYEN’'S SURROUNDINGS
Iimaryen is an ancient keep, built in S.A. 2937 by a disgruntled
Nimendrean noble originally living along the coast of the Bay of

as a staging area for shipments to Dol Guldur only about 100 years
ago. The keep's use and location have been a closely-guarded
secret until Grimbold learned of its existence.

Iimaryen Keep is located eight miles north of the Men-i-
Naugrim, in a series of hills at the western end of the southernmost
chain of the Emyn-nu-Fuin. The hills are relatively free of the
dense ion ch istic of Mirk . Instead, they are
covered with grasses, brush, scattered trees or small groves, and
occasional patches of dense woods. The nearest patch of heavy
woods is 350" to the northeast of the keep; the second nearest is 800"
to the west. There are no other wooded areas within 1500' of the
keep.

A wagon track passes from the front of the fortress (the north
side) westward down the hill and on until it turns south about one
and a half miles from the donjon. The path continues south for
three miles until it joins the main path through the Emyn-nu-Fuin
and ulti y reaches the Men-i-Naugrim. Behind Ilmaryen

Belfalas. The builder grew disgusted with the politics of
and decided to remove himself and his family to an area far from
central government. He moved up the Anduin and into Greenwood
the Great, where he found the isolation he sought. He, his family,
and later, his descendants, occupied the keep until the Last Alli-
anceatthe end of the Second Age. The lord at that time, more noble
than some of his predecessors, sealed the keep and moved to south
to join the alliance. He and his sons were killed in the war and his
wife and daughter would not return to the remote keep.
Ilmaryen Keep remained empty until the expansion of Dol
Guldur’s influence brought Orcs to the area. Goblins probably did
not penetrate the keep until about T.A. 1400. They began to use it

Keep, there is a substantial lake. The lake is just over three miles
long and one mile wide atits widest point. The keep is on the lake’s
northern shore, about halfway down its length. Although the keep
isonly 50' from the water’s edge, it is on a hilltop, so there is a 30"
drop from the keep to the water. Between keep and lake, the ground
was once terraced gardens. Time has erased what beauty was
there; now there is little evidence of what man wrought.

A battlemented wall once stood at a 50' distance from the keep
in all directions, but all that remains to mark this boundary is an
occasional pile of stone and the lack of any vegetation save grasses
within the area. This bailey was once paved in stone. Though earth
now covers it, the stone prevents the growth of trees and bushes.

TERRAIN MAP [
ILMARYEN'S SURROUNDINGS

40"

0 600
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5.32 ILMARYEN KEEP

The keep itself is a 46" high stone structure. It consists of two
round towers, each 100" in diameter, and an 80" wide, rectangular,
central section joining the two towers. The overall shape is thus
much like a dumbbell. The keep has three levels. The cellars,
which are partially above ground, have no openings in their walls.
The first floor has a 16’ wide, 10" high stone slab in the middle of
the north side — the door. This level is ringed with arrow slits, one
every 20'. The second floor has metal-shuttered windows facing
in all directions. The shutters will all be closed unless an Orc is
looking outside. Curiously, the shutters do not appear to have
rusted at all. Above the second level are the tower roofs. Each is
surmounted by a crenelated parapet; each merlon contains a
downward-slanting arrow slit.

The cellar walls are 12" thick at their base, but taper until they are
5' thick above-ground. From the ground up, all exterior walls are
five feet thick. The interior walls and floors/ceilings are two feet
thick. The inner perimeter wall on the second level is four feet
thick. All walls are solid stone. The first and second levels have
15' ceilings, while that of the cellar is twenty feet high. All interior
doors are made of hardwood with iron hardware. As with the
window shutters, none of the ironwork has rusted. Most of the
doors have a drop-latch ar as a locking hani

FirsT LEVEL
1. Keep Entrance. The only door into the keep is in the middle
of the north wall of the first level, ten feet off the ground. To reach
the door, an earth and stone ramp about twenty feet long rises to the
level of the doorway. The ramp, however, stops ten feet from the
wall. Currently, a wooden platform spans the gap. It rests on the
ledge in front of the door and on the end of the ramp. The door itself
isa 16' wide, 10" high, 3' thick stone slab. The slab is recessed two
feet. It opens by rising upward. The mechanism is explained in
#24. The door will be open unless an alarm has been sounded.
2. Entry. The entry hall is 20' long and 16' wide. The north wall
is the keep’s stone front door. The south wall is made up of a set
of heavy, iron-bound oak double doors that lead into the Great Hall
(#3). The east and west walls are four feet thick; each has three
arrow slits facing into the entry. The ceiling has a dozen murder
holes in it.
3. Great Hall. This room once served as the main hall of the keep.
Now it serves as acommon room for the Orcs. Itis 60' by 80". Four
thick cloths hang on the south wall; each covers an arrow slit.
There are four visible exits: the large double doors leading to the
entry, which can be barred by a heavy oak beam on this side; one
door on each side of the double doors; and a door in the west wall
10' from the north corner. There are also two secret doors, one in
the southernmost section of the east wall, the other in the southern-
most section of the west wall. Both are Easy (+20) todiscover. The
Orcs have found the secret door in the east wall but not the one in
the west. Anyone touching the door in the west wall (to room #6)
will have a Light (+10) chance of noticing that the door is warm to
the touch compared with any other door in the room.

There are seven wagons in the room, four against the east wall,
three against the west. There is a five-foot gap between wagons,
which are currently all empty. The northwest portion of the room
holds four rough-hewn tables and benches which, judging by the
food scraps on and around them, are used by the Orcs as tables.

4. Perimeter Hall. This corridor stretches around the perimeter
of the first level and is interrupted only by the Entry (#2) and the
Great Hall (#3). Access to the corridors is through the doors on
either side of the double doors in the Great Hall, or the secret doors
at the south end of the Great Hall. It is obvious that the Orcs use
these corridors regularly: they are filthy. Each is only 8' wide and
has an outward-facing arrow slit every 20'. The arrow slits facing
into the Entry (#2) also begin here.

The eastern corridor has three doors in it. One is on the north

side, 30’ from the entry wall; the second is at the farthest eastern
point of the corridor; and the third is adjacent to the secret door
leading to the Great Hall. The western corridor has six doors. All
are in the circular portion of the corridor.
5. Storeroom. There are two weapon-racks built onto the south
wall of this room and a large, plain bin against the north wall. The
racks are empty, but the bin hold hundred black-feathered Orc
arrows. Thus, the room still serves the purpose for which it was
originally intended.

—

O

6. Kitchen. This room is insufferably hot. Regardless of the
external temperature, the Kitchen temperature is at least fifty
degrees hotter. The reason for this is the roaring fire in the large
fireplace on the west wall. There is no apparent fuel source in the
room, and the output of the flames seems to far exceed the number
of logs on the fire. The observant will note that the Adtnaic word
for “fire” is carved into the stone above the fireplace (an Easy, +25,
maneuver to find). The fire is magical and it is this word when
spoken that controls the fire. If the word is whispered, the fire
becomes little more than glowing embers; if shouted, the fire
becomes a roaring inferno; if spoken in a normal tone of voice, a
nice cooking fire is produced. Atsome time in the distant past, an
Orc shouted the word; the result is the fiercely-burning flame in the
fireplace. The Orcs have not discovered the fact that the fire can
be returned to more normal proportions. Of course, they don’t
cook their food anyway.

There are three doors in this room, two in the east wall, in the
northernmost and southernmost sections, and the third in the south
wall, ten feet from the eastern corner. The doors lead to the Great
Hall (#3), the Larder (#6a), and the Kitchen Storeroom (#7),
respectively. There is also a closed trapdoor in the ceiling about
midway along the east wall. The trapdoor opens into the Holding
Room (#25a). A counter against the north wall extends from the
northwest corner and ends ten feet from the east wall. One table
stands in the middle of the room; a second table is against the south
wall. The Orcs tend to avoid this room except to get supplies from
the cellar via the Kitchen Storeroom (#7).
6a. Larder. This room is empty. There are shelves along all the
walls, making it fairly easy to discern its original purpose.
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15. Storeroom. There is nothing in this room at present, though
there is evidence that it has been used as a storeroom in the past.
16. Uruk Barracks. Eight Uruk Kragashi use this room as their
barracks. Being better disciplined than regular Orcs, they keep
some semblance of order here. There are six pallets against the
west and south walls and two pallets in the center of the east wall.
There are also two doors in the east wall, one in the nothernmost,
and the other in the southernmost section. The sleeping arrange-
ments are fairly constant. Still, any treasure owned by these Orcs
is with them. Each Uruk Kragashi carries 1-30 sp, bp, cp, tp (roll
each type of coin for each Orc).

17. Korlagz-drartul’s Quarters. Ukrish, the sergeant of one of
the two Uruk Korlagzrim, is stationed here. He lias a crude bed and
a small chest in the southeast corner of the room. The chest is
locked (Medium, +0, to pick); Ukrish carries the key. The chest
appears to contain only clothes. There is, however, a false bottom,
Hard (-15) to spot. Once the bottom is removed, a hoard of 63 gp
and a pouch holding 6 small turquoise (values: 5,4,4,7, 8, 10 gp)
will be found.

18. Korlagz-drartul’s Quarters. Gormuk, the other Uruk ser-
geant, resides here. His bed and locked chest (Hard, -10, to pick)
are in the northeast corner of the room. In the chest are the
ubiquitous clothes, 33 sp, 40 bp, 3 cp, 172 tp, and a long and heavy
gold chain (233 gp). Gormuk has hidden the key to his chest in the
hollow portion of his southwesternmost bedpost (a Very Hard, -20,
maneuver to find). Also in the hollow post is a plain ebony wand.
The wand has the power to cast MERP Living Change Haste I 3x/
day. Gormuk knows of this property, but has not been able to make
it work for him.

19. Storeroom. The goods that are going to be shipped to Dol
Guldur are stored here. They include 24 bolts of cloth, two large
tapestries, three crates containing iron ore, four barrels of salted
meats, a box of 12 swords, a crate holding 200 arrows, two large
casks of honey, four barrels of beer, a crate holding four suits of
chain armor with arm and leg greaves, 22 bags of various grains,
and 13 casks of mead. The room s so full that ten man-hours would
be required to complete an inventory of the contents.

20. Gothkorlagzrim’s Quarters. Yagrash, the Gothkorlagzrim,
has made this chamber his quarters. He is the overall commander
of the forces garrisoning Ilmaryen Keep. In the center of his room
stand adesk and chair. The desk has three drawers on each side and
a small central drawer. All of the drawers, except the top right
which contains writing supplies, are stuffed with papers covered
with scribbles, mostly in Orkish. Only one of the papers contains
any information of interest: itinstructs the Gothkorlagzrim to have
the wagons loaded and ready within a month and a half of receipt
of those instructions. By the date on the message, characters who
can read Black Speech will discover that they have three weeks to
act before the wagons are supposed to be ready.

The middle of the room’s east wall holds a door. In the southeast
corner are abed and a chest. The bed is reasonably constructed and
has a straw mattress and a wool blanket. The chest is very well
constructed. The lock is Extremely Hard (-40) to pick. Yagrash
carries the key with him at all times. The chest is also trapped
(Medium, +0, to find; Hard, -15, to disarm). Anyone opening the
chest without disarming the trap first will suffer three +34 knife
attacks as three spring-loaded blades fly from the back of the chest,
angling justover the front lip of the chest (a person kneeling in front
of the chest while it is being opened would get hit in the chest by
the blades). Using the correct key will disarm the trap, but only
while the key remains in the lock. Inside the chest are three sets of

Orc clothes, a leather bag, a small coffer, and a wooden tube. The
bag contains 318 gp, 631 sp, 85 bp, and 244 cp. The contents of the
coffer are amatched pair of malachite earings in gold settings (132
gp), atopazring in asilver setting (43 gp), and a pouch containing
three fire opals (60 gp ea.). Inside the tube, there is a fine, grey-
brown powder, a very concentrated preparation of Arkasu. Itheals
4-24 hits, and quadruples healing rate of major wounds when
mixed with a little water to form a salve and applied to the wound.
The tube contains seven applications (total value: 168 gp).

21. Treasure Room. This room contains only two large chests.
Both rest against the north wall; both are locked (Hard, -15, to
pick). There is no key at the keep for the easternmost of the two
chests, since it was delivered to the keep by another group of Orcs
for transport to Dol Guldur (and Orcs do not really trust each other
enoughtoleave akey). Yagrash carries the key to the second chest,
but it requires a Very Hard (-25) Perception roll to find it on him,
since the key is invisible (this spell is permanent).

The first chest is trapped, a well-known fact among the Orcs at
the keep. If queried, any of the Orcs will inform the querant that
opening the chest will cause all in the room to die a horrible death.
To the uninformed, the trap is Hard (-10) to find. The trap is a gas
trap and, if not di d(anE ly Hard, -40, ), will
affect anyone within a 10 radius with Na-del, a distilled spider
venom which starts to dissolve any living tissue it contacts (vl 5;
causes 3-30 hits and if inhaled causes massive internal bleeding —
eight hits per round). If the chest is opened, a vast treasure is
revealed. The chestis almost half-full of coins of all types. Heaped
together are 562 gp, 2205 sp, 6229 bp, 8896 cp, and 11,624 tp.

HAGRAKH
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35. Guest Hall. Arranged as a sitting or dining room, depending
on the need, this room was reserved for use by guests. There is no
furniture left, but there are indications that hangings once covered
the north and south walls of this room. There is a fireplace in the
center of the east wall. It has not been used in along time. The west
wall holds floor-to-ceiling bookshelves. There are only a few
books remaining on the shelf, the others having been destroyed by
Orcs or time. These books are so fragile that they will crumble
unless handled with extreme care. There are two titles which might
be of interest to non-Orcs entering here: ‘The Poetry of Mar-
doonen” and “Herblore in the Mountains of the Greenwood.” The
first is a collection of poetry from Niimenor. The second, written
sometime during the first part of the Third Age, is a treatise on the
herbs found in the Mountains of Mirkwood (once called Green-
wood the Great). It lists all the herbs found in the area, along with
their properties and uses.
36. Office/! . There are b on the east and west
walls and on both sides of the door in the south wall. A desk and
chair stand under the window in the north wall. Both are covered
with decorative carving. The desk has six drawers, three on each
side. The lowest left-hand drawer has a secret compartment (Hard,
-10, to find) in the bottom, and there is a secret compartment in the
middle portion of the desktop (Extremely Hard, -30, to find). All
the drawers and the compartments are empty.
37. Minor Hall. This upstairs hall was once used as both a dining
and a sitting room by the lord of the keep and his family. No
furniture remains in the room. There is a fireplace in the middle of
the west wall. The east wall holds a door, 12' from the southern
corner, leading to the bedrooms of the family. There are virtually
no signs of Orcs, since any evil being will have a vague feeling of
unease while in this room. If any evil creature passes through the
door in the east wall (leading to the Bedchambers #38-45), it will
have to make a RR vs 20th level Essence magic. Ifit fails that RR,
it will have a strong feeling of unease and wish to leave this portion
of the keep immediately. Once it leaves, the feeling will fade. If
itreturns, so will the feelings. Those evil creatures that sucessfully
make their first RR will have to make new rolls each time they
attempt to reenter this portion of the keep.
38—43. Bedchambers. These rooms were the private chambers
of the lord’s family or were used for storage. The suite (#42 and
43) was usually given to the heir to the estate, while the rest were
simply used as needed. Rooms 39-41 each contain a bed, a
clolhespress a nightstand and a writing table Room 42 has two
irs, adesk, and a si d; there is a firepl
in the middle of the south wall. Room 43 contains a bed, a
clothespress, and a nightstand. All of the moms have been
hed by the Orcs idenced by ofthe
fumlshmgs Having discovered nothing, the Orcs no longer visit
these chambers.
44. Sitting Room. The elegant furnishings of this room clearly
mark it as the private chamber of the lord and his lady. Thereisa
fireplace alittle to the east of the middle of the north wall and a door
in the south wall, 12' from the southwest corner. There are two
beautiful armchairs near the fireplace, a writing table and chair
under the window in the east wall, a sideboard in the northwest
corner, and a spinning wheel in the southwest corner. The spinning
wheel is extremely well crafted and adds a +5 bonus to any
spinning done on it (value: 25 gp). All of the furniture (except the
spinning wheel) in this room and in the Master Bedchamber (#45)
is carved out of a single, immense birch tree.

45. Master Bedchamber. The first thing that catches the eye is
a huge, birch, four-poster bed. It is 8' long and 5' wide, and rests
against the west wall. The bedposts are worked to resemble vine-
covered tree trunks. The head- and foot-boards are elegantly
carved around the edges but left rather plain otherwise. There is a
secret compartment (Sheer Folly, -45, to find) in the headboard of
the bed. In it lies a velvet bag; inside the bag there are eight
perfectly-matched star sapphires (50 gp ea.; 600 gp as set). Night-
stands occupy either side of the bed, and a washstand with a marble
basin rests under the window. There is a door in the east wall, two
feet from the northeast corner.
45a. Closet. Judging by the numerous hooks on the walls and the
large clothespress in the northeast corner, this room was used to
store clothes. A portion of the north wall and the floor form a secret
door (Very Hard, -20, to find). Opening the secret door reveals a
very steep, very narrow (2 1/2' wide) stairway. The stairs curve
slowly tothe left, following the curve of the tower, as they progress
downward. They open into a short passage leading to the hidden
basement (#50).

Tower Roors
46. Rooftops. The roofs have a 6' high battlement around them.
The merlons are spaced about 10" apart and are 10’ wide. Each is
pierced by an arrow slit. The roofs slope slightly, allowing water
to run to the edge and out through small holes in the base of the
battlement. There are three sets of depressions in each roof. They
are about 20' from the wall in the three outward-facing directions.
Each set consists of four square holes (about four inches square and
six inches deep) which form the corners of a4' x 6' rectangle. They
were put in to stablize small catapults. The catapults were never
installed.

THE CELLARS
47. First Cellar. The main feature in this room is the well in the
northeast corner of the room. The well has a 3' high wall around
itand is 60' deep, the bottom 10’ of which is filled with water. Next
to the well, there is a bucket and a rope long enough to get water
out of the well.

In the center of the east wall is an archway into the Main Cellar
(#49). There is a door in the west wall, 12' from the northwest
corner, leading to the Wine Cellar (#48); and a trap-door in the
ceiling, just southwest of the center of the room, through which
goods are moved from the Kitchen Storeroom (#7) to the cellars.
Other than the bucket, the room is bare of furnishings.

48. Wine Cellar. The walls and most of the floor space are taken
up by wine racks, all empty. There is nothing left to find here.
49. Main Cellar. This is the main storeroom of the keep.
Currently there are about two dozen crates, bags, and barrels here.
All contain foodstuffs or beverages, only one of which is worth
mentioning: one small crate is packed with straw and twenty jars
of the finest quality, Beijabar honey (5 sp ea.). There is a secret
door (Extremely Hard, -40, to find) in the east wall of the room, 15
from the southeast corner. The door leads to the Secret Cellar
(#50), and is made of 3' thick stone. The possibility of hearing a
hollow sound while tapping on the door is almost impossible
(Sheer Folly, -60, Perception roll).
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6.2 BEAST TABLE
(Primary/
# Size/ Secondary/Tertiary)
Type Lvl Enc  Crit Speed Hits AT DB Attacks Notes
Black Bear 5; 1-5 L1 MF/MF 150 SL/8 20  65LGr/60LCI/40MBi/70MBa Aggressive.
Black Mink 1 1-10 M VF/VF 50 SL3 60 SOMBi/—/— Aggressive. Fierce.
Ignore Stun Results.
Boars 3 1 M FA/MF 120 SL/4 30 S0MHo/SOMBa/40STs Mean-tempered.
Crebain 3 3-30 S FA/FA 25 No/3 50  20SPi/20SCl/— Evil. Large black
crows, excellent spies.
Coireals 2 1-2 S SL/VF 30 No/l 40  55SSt/poison/— Passive. Lvl 1
Nerve poison.
Dire Wolves 4 2-20 | ¥/4 VF/FA 110 SL/3 45 75LBi/4SMCl/— Aggressive. Attack in
cooperative groups.
Fell Beasts 20 1-5 LlLa FA/FA 240 RL/12 50  90HCI/90LGr/90LBa/60LBi Small, Dragon-related
monsters.
Giant Martens 4 12 M VF/VF 75 No/3 50  60MBi/SOMCl/— Crazy, mean, fierce
Giant Spiders 8 1-10 M MF/FA 160 SL/4 40  70LPi/75LSt/poison Evil. Uses webs
to trap victims.
Great Bats 5 1-20 M VF/VF 60 No/3 60 75MBi/7T0MCl/— Aggressive.
Nocturnal predators.
Great Hawks 10 12 1% VF/VF 100 SL/4 60 90LCI/60MPi/SOMBa Rare. Maneuverable.
Grey Wolves 3 2-12 M FA/FA 80 SL/3 30 S5LBi/30MCl/— Hunt in packs.
Huomns 25 1-3  Hla VS/VS 400 P20 0  80HBa/70HGr/100HCr If HGr grabs Prey,
HCr next round.
Lesser Giants 12 1-5 L/La SL/MD 250 RL/11 20  95we/80LGr/110LCr/80ro(175")  If LGr gets crit, use LCr.
riple damage with we;
ro attack is LCr
Mersic Tyka 1 712 S FAFA 55 SL/3 40 45MBi/—/— Feral cowardly dogs.
Nethraich 1 1-2 S MD/BF 25 No/l 25 35SSt/poison/— Territorial snake
Lvl 2 Muscle poison.
Nimfiara 4 1-10 L FAFA 110 No/3 25 55MHo/65MTs/— Wily.
Ninevet 5 1 L1 MD/VF 130 SL/7 10  70LBa/80LGr/40MBi Aggressive water
monster. If LGr gets crit
will try to drown prey.
Pike 2 1 M MF/FA 75 No/l 35 45MBi/—/— Aggressive freshwater
predator.
Short Eared Owls 4 1-10 S FA/FA 20 No/l 50  S50SCI25MCl/— Intelligent predator.
Thrushes 0 1-2 T VF/FA 6 No/l 60 15TPi/—/— Intelligent messengers.
Trolls, Cave 12 1-5 L/La MDMD 220 RL/Il 25 100HC1/85we/80ro(150') Hostile; ro attck = LCr.
Forest 6 1-6 L/ MF/MD 150 RL/I1 10  70LCI/60LBi/40we/50ro(80') Hostile; ro attck = MCr.
Stone 7 1-6 LAt SL/MD 150 RL/11 15  80LBa/60LCI/40we/60ro(90) Hostile; ro attck = MCr.
Wargs 8 4-20 1% VF/VF 180 SL/4 60 75LBi/60LCl/— Hostile. Affected by
“stun” & “hits/md”
Wels, small 3 1-5 M SL/MF 160 SL/3 30 60MBa/60MGr/— Ugly bottom feeder.
large 2 1-2 1% VS/MD 260 SL/4 15  90LBa/90LGr/swallow Ugly bottom feeder.
‘White Foxes 1 1-5 s MF/MF 40 No/3 60 35SBi/255Cl/— Rare, shy.
NOTE: For a full description of all the creatures listed here see ICE's Creatures of Middle Earth.
CODES: The statistics given describe a typical creature of that type. Most of the codes are self-explanatory: Lvl(levcl). #/Encount (number encountered), Size (Tiny,
Medium, Large or Huge), Hits, and DB (Defensive Bonus). The more complex statistics are described belo
Crit: When a creature takes a Critical result, resolve it on the Critical Smke Table mdlgan:d by this stat: no code—nonnnl tables, La=Large Creature Table, SL=Super
Large Table (Large Table with a -10 mod for MERP), I=no reduced by one (e.g. “E’ a“D", “D" becomes a “C", etc.; ignore “A™
results), [I=normal table w".h severity reduced by two (e.g. “E’ ‘D" becomes an “A", ignore A al\d “B" resull\)
Speed: A creature’s speed i “Movement " C=Creeping, y Slow, S=Slow, Fast, F=Fast,
VF=Very Fast, BF=Blindingly Fast.
AT (Armor Type): The two-letter code gives the creature’s MERP armor type (No=No Armor, SL=Soft Leather, RL=Rigid Leather, Ch=Chain, PI=Plate); the number
is equivalent to the RM armor type.
Attack: Eachattack "sOf i The first letter i i the atack: T=Tiny, S=Small, M=Medium, L=Large, and H—Huge
'I'Ml.ul two Ielters mdlcnle lhe lype ofallack =] |ncher/B¢ak Ba=Bash, Bi=Bite, Cl=Claw, Cr=Crush, Gr=Grapple, Ho=Hom, TS=Trample/Stomp, St=Stinger,
po w: bow, wh=whip, th- handed sword, da=dagger, ro=rock (use a S, M or L Cr attack, 50’ range if no other
range is given). These codes may d.fr:: slightly fmm the MERP or RM codes,
(Primar 'y/Tertiar lly i bat using its * anary attack. D he and the sw f the “Primary™ attack,
it may later use its “Secondary” or “Tertiary™ attacks (all in the same round if previous attacks are very successful.)
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6.3 SPECIAL HERB TABLE
The table below lists the special herbs which can be found in the Emyn-nu-Fuin, Mirkwood, and the open area east of Mirkwood.
The four regions are: Open — the plains east of Mirkwood; Forest, Coniferous — the forested areas of the Emyn—nu—Fuin; Forest,
Deciduous — the main body of Mirkwood and wooded areas east of Mirkwood; Mountains — the upper reaches of the Emyn—nu.
Fuin. The number code is the Difficulty of Finding such an herb: 1 - Routine (+30); 2 - Easy (+20); 3 - Light (+10); 4 - Medium (+0);
5 - Hard (-10); 6 - Very Hard (-20); 7 - Extremely Hard (-30); 8 - Sheer Folly (-50); 9 - Absurd (-70). When an “F” follows the number
code that plant can be found only along freshwater coasts and banks (includes Marsh/Swamp) within the primary terrain.
The properties of most of these herbs are listed on the MERP Herbs, Poisons and Diseases Table (ST—S5); the remainder are listed
below. The RM tables list all the herbs below.
TERRAIN
Herb Open Coniferous Deciduous Mountains
Arfandas — — - SF
Arkasu 4 — — —
Arlan 2 —_ — —
Arlan’s Slipper* — — — 2
Arpsusar 5F 5F 5F —
Aruminas 2 — — —_
Arunya 3 — — —
Athelas — 5 — —
Attanar 4F 4F 4F —
Bright Blue Eyes 7 — — —
Bursthelas 7 — — —
Darsurion — — —_ 3
Edram = = —_ 6F
Elben’s Basket 7 = — —
Febfendu — — —_ 4F
Grapeleaf Magnolia — — 6 —
Kelventari 3 s — —
Latha — —_ — 4F
Mirrena —_ —_ —_ 3
Mook 3 — —
Rewk — — 3 —
Shen 6F 6F 6F —
Splayfoot Goodwort 4F 4F 4F —
Suranie 3F 3F 3F —
Thurl — — 1 —
Yaran 2 — — —
* — Arlan’s Slipper is listed as “Arlan” under “General Purpose Herbs” on MERP table ST—S5.
HERB PROPERTIES
Herb Form/Prep Cost Effect
Arunya Root/brew 2bp Causes sleep and quick unconsciousness.
One hour’s sleep equals 4.
Bright Blue Eyes Flower/brew 15gp Enhanced vision (x3 range) & mild infravision
(50" range) for 3 hrs. 1/day.
Elban’s Basket Root/brew 10gp Heart stimulant. x2 speed for 1 md, 1/hr.
Grap M it h fing Tgp Intoxication and dreams (-50 activity for 2 hrs)
and one day nutrition.
Latha Stem/brew 9sp +10 disease RR, cures common cold. Heals 1-2.
Mook Berry/ingest 30gp Lvl 3 antidote for Respiratory Poisons.
Shem Leaf/ingest 27gp Lvl 4 antidote for Nerve Poisons.
Splayfoot Goodwort Seeds/brew 23gp For enemies of Sauron instills confidence and
singleness of purpose (+25) for 1-4 hrs.
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6.4 NPC TABLE

NPCs IN “ATTERCOP ATTACK”

Melee Missile

Name vl Hits AT DB Sh Gr OB (0):] MM Notes

Ulgar 3 63 No/1 0 N N 46ha 161cb 10 Rural Man Warrior

Runnal 1 41 RL/9 25 Y N 47bs 32cb S Rural Man Ranger

Currael 1 42 SL/6 25 N N 26ra 36da 30 Rural Woman Scout

Sigmar 3 77 CH/14 15 Y AL T0wh* 40wh* 15 Rural Man Warrior

Guntar 1 33 No/l 35 Y N 33ha 28Icb 20 Rural Man Warrior

Aescstan 1 35 No/1 30 Y N 33bs 23Icb 15 Rural Man Warrior

NPCs IN “TROUBLE WITH TROLLS”

Melee Missile

Name 1171 Hits AT DB Sh Gr OB [0).] MM Notes

Eolson 3 38 No/1 20 N N 25da 15da 15 Urban Man Warrior

Rothaar 7 115 Ch/16 35 Y A/L 113wh* 791b* 0 ‘Woodman Ranger

Elisa 3 65 No/1 20 N N T4bs 491cb 15 Rural Woman Warrior

Marluk 1 34 No/1 15 N N 43bs 28lcb 15 Rural Man Warrior

Fradurag 15 170 RL/11 50 Y N 160cl 140ro 15 Stone Troll Warrior

Tumag (both) 10 144 RL/11 20 N N 140cl 120ro0 10 Stone Troll Warrior

Urmnik 7 120 RL/11 20 N N 125c1 105r0 10 Stone Troll Warrior

NPCs IN “THE TITHING TRAIN”

Melee Missile

Name vl Hits AT DB Sh Gr OB OB MM Notes

Grimbold 6 167  Ch/14* 60 YI0 AL 122f1* 58¢cb 15 Beorning Warrior

Kragashi 1 49 RL/10 35 Y AL 28ks (18sb) -10 Lesser Orc Warriors

Kragashi 2 62 RL/10 35 Y AL 41ks 26sb -5 Lesser Orc Warriors

Kragashi 2 67 RL/10 40 Y AL 46ks (311b) 0 Uruk Warriors

Kragashi 3 80 RL/10 40 Y A/L 59ks 491b 0 Uruk Warriors

Bokdankh 3 75 Ch/14 35 Y AL 54ks 34kn 0 Lesser Orc Warrior

Skoralg 3 75 Ch/14 35 Y AL 54ks 34kn 0 Lesser Orc Warrior

Fektalgh 3 75 Ch/14 35 p 4 AL 54ks 34kn 0 Lesser Orc Warrior

Hagrakh 3 75 Ch/14 35 Y AL S4ks 44kn 0 Lesser Orc Warrior

Ukrish 4 93 Ch/14 40 6 AL 72ks 47kn 5 Uruk Warrior

Gormuk 4 93 Ch/14 40 Y AL 72ks 47kn 5 Uruk Warrior

Marlug 5 101 Ch/14* 45 Y5 AL 90ks* 50kn 0 Lesser Orc Warrior

Yagrash 7 126 Ch/16* 55 Y10 AL 110wh*/86ks*  861b* 5 Uruk Warrior

* — Armor or weapon is magical or specially made. Bonus is included in the DB or OB.

Codes: The statistics describe each NPC; a more detailed description of some of the more important NPCs can be obtained from the main text. Some
of the codes are self-explanatory: Lvi(level), Hits, ield), and MM(M and bonus). The more complex codes are described
below.

AT (Armor Type): The two-letter code gives the creature’s MERP armor type (No = No Armor, SL = Soft Leather, RL = Rigid Leather, Ch = Chain,
Pl = Plate); the number is the equivalent Rolemaster type.

DB (Defensive Bonus): Note defensive bonuses include stats and shield. The DB of normal shields is 25. Shield references include quality bonus (e.g.,
“Y5” means “yes, a +5 shield).

Gr (Greaves) - “A” and “L” are used to indicate arm and leg greaves, respectively.

OBs (Offensive Bonuses): Weapon abbreviations follow OBs: ba-battle axe, b d: , cl-club, da-dagger, fa-falchion, fl-flail, ha-hand axe, hb-
halberd, ja-javelin, ma-mace, mg-main gauche, ml-mounted lance, ms-morning star, pa-pole arm, gs-quarterstaff, ra-rapier, sc-scimitar, sp-spear,
ss-short sword, th-two handed sword, wh-war hammer, wp-whip, wm-war mattock, bo-bola, cb ite bow, Icb-light , hcb-heavy

, Ib-long bow, ks-k kn-kragnif, ro-rock (as club except base range = 15), sb-short bow, sl-sling, ts-throwing star. Animal and
unarmed attacks are abbreviated using code from the Master Beast Table. Combatants untrained in atype of weaponry (e.g., Orcs untrained in missile
combat) suffer a penalty of -25 when attacking. Melee and missile OBs include the bonus for the combatant’s best weapon in that catagory.

NOTE: Weapons in () are the most common weapon of that type used, but are not commonly carried (e.g., a first level Lesser Orc Kragashi does not
normally carry a short bow, but will use one if it becomes available).










