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1.0 INTRODUCTION 
Of all Middle-earth' oS dark and dreadful strongholds, 

few stir terror in the hearts of Elves and Men like Dol 
Guldur, the "Hill of Sorcery." Its dark, rocky heights 
loom ominou;;ly over southern Mirkwood, cloaked in 
foreboding storm douds. Here, in the ancient cinder cone 
once known as Amon Lane. (S. "Naked Hill"), lies the 
hidden sanctuary ofSauron, the mysterious Necromancer 
ofWilderiand. 

The Necromancer's shrouded delving lacks the black 
majesty ofBarad-dur and Angmar's indomitable strength 
of numbers. Nonetheless, Dol Guldur possesses an over
whelming presence. Its evil haunts Endor like a silent 
mmor of terrible power. 

The Hill of Sorcery lies atthe core of the Shadow in the 
southwest comer ofMirkwood, at the end of the modest 
ridge of volcanic hills known as Emyn GuldUI. Much 
taIler than any neighboring height, it towers over the 
barren, bowl-like clearing called the Nan Lane, the "Na
ked Valley" of Sind a lore. As Amon Lane, the great cone 
stood dormant for unnumbered. millennta. Most chroni
clers considered it extinct. As Dol GuIdur, the mountain 
emits foul steam clouds, onen noxious mtsts that shroud 
the peak and threaten the rich forest canopy of southern 
Mirkwuud. Now, rumblings from deep III the earth 
suggest a reawakening of the hill's long-slumbering 
power-and serve as a warning of the commg fury borne 
out of the Dark Lord's pitiless ire. 

I.I THE CITADEL SERIES 
The Cltadds if Middle-Ulrth series provides Gamemasters 

(GMs) with extremely detailed overvtews of the most 
formidable and significant strongholds in JRR. T olkien' s 
world of Endar. Each module of the line documents the 
history, design, layout, power structure and garnson of a 
particular citadel. Painst.akingly elaborate maps, floorpIar:s, 
and perspectives highlight each product. Here you Will 

find a vast wealth of adventures and settings for use with 
the Middle-earth Role Playing (MERP), LaTd of fix Rings Advenure 
Glme (IcR) and Rolemastrr (RM) fantasy role playing 
(FRP) game systems, material which is easily adaptable to 
most other FRP lines. 

1.2 USING DOL GULDUR 
Before reading Dol Gu/dur, review the map (pp. 220-

221) illustrating the lands IInmediately adjacent to Amon 
Lane and occupied by th(' Necromancer's minions. This 
map provides the GM with a precise picture of the core of 
Sauron's realm m southern Mirkwood. It delineates the 
exact locations of the roads, trails and outposts in the 
nearby area. 

Also take note of the dose-up topographical map of the 
volcano in Section 6.0 (p. 68). This black and white close
up of Dol Guldur further illustrates the fundamental 
details of the Necromancer's stronghold. 

Section 10.0 contains important appendices, and you 
should refer to this material if you have any questions 
about terminology, citations, or game statistics. Section 
10.1 covers several of the Middle-earth terms used ill thiS 
module, including some Black Speech names, as well as all 
the abbreviations common to all of ICE's Middle-tarth Rolt 
Playing (MERP) or Rolemaster ~ products. If you do not 
use the MERP and RM fantasy role playing game systems, 
read section 10.4 before proceeding further with the 
module. This section provides guidelines for adapting the 
material to most other role playing games. Should you use 
ICE's LaTd of the Rings Adventure Game guidelines, peruse 
Section 10.5. It contams comprehemive conversion notes. 

Section I 1.0 contains tables which summarize game 
statistics for all the non-player characters (NPCs), mili
tary units, beasts and random encounters discussed in the 
text_ 

1.3 THE ADVENTURE SETTING 
This supplement, of course, is intended f~r ~se b~ 

gamemasters (GMs) who wish to run a campaign m and 
around Dol Guldur. Accordingly, Section 9.0 encom
passes a trio oflinkable adventures. Due to the extremely 
dangerous nature of the citadel, howev~r, a~ventunng 
mside the Hill of Sorcery could prove qUite dlfEcult for 
player characters (pes). Rather than running adventures 
tha~ plunge the pes mto the depths of the Necromancer's 
fortress, we recommended that (~Ms allow the PCs to first 
expenence the lesser perils of adventuring in the sur
rounding lands. We conceived the three adventure~ .m 
section 9.0 so that the players will be somewhat familia:: 
with the setting hefore planning and undertaking a penl
ous journey into the citadel. 

1.4 THE TEMPORAL SETTING 
The primary temporal setting of Dol Guidur, like most 

ofICE's other Middle-earth!) adventure supplements, t5 
Third Age 1640. We take care, though, to omit the 
majority of the text time-specific statements, th~ allow
ing a GM to adapt the material to most any per.lod. Both 
the history of Dol Guldur and the accom~anymg tables 
reflect this flexibility. Together, they detail many of the 
changes that take place during the Third Age. Note that 
the citadel remains virtually unaltered after T.A. 1382; 
however, the GM needs to make adjustments to the popu
lation and composition of the leadership of the fortress. 

The period called "the Watchful Peace" (T.A. 206~ 
2459) should be of particular interest to some GMs. It IS 

during this time that the citadel is very lightly guarde~. 
Most of the halls are virtually unoccupied, for Sauron IS 

absent from the stronghold. Should a party ofless heroic 
(or less experienced) PCs attempt to challe~ge. t~e perils 
of Dol Guldur, this era offers a uniquely mVltmg (and 
survivable) scenario. 
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2.0 BACKGROUND 
Due to the complex nature of the history of 

Amon Lanc. we begin our story with a brief tale 
of years. 

2.1 THE TALE OF YEARS 
This timeline traces the history of both Dol 

Guldur and its principal occupants. 

SECOND AGE 

7 Nann, a Dwarf-lord ofDnlln's Folk, 
ventures out of the Misty Mountains. He 
crosses Anduin and discovers Amon Lane. 
Mter returning to the Dwarf-mansion, he 
tries to persuade Druin the Proud to move 
his people to the Naked Hill. 

20 Druin the Proud, Lord of the Sixth House 
of the Naugrim, takes his people and crosses 
Anduin. He claims Arnon Lane for his own 
and founds the Dwarven stronghold of 
T umUn-gabil. 

27 Red laen is found in TUtnCin-gahil. 

31 Borin, the second son ofNarin, constructs 
the Cold Forge ofTumt1n-gabil. 

c, 35 Borin becomes a renowned Craft-lord. 

39 Tonn, the son of Borin, is born. 

97 Druin the Proud leads the main host of his 
people eastward into the Chey lands. Borin 
remains for a time in Tumun-gahil and leads 
the small group that stays behind. 

192 Torin surpasses his father as a Craft-lord. 

207 Borin, now very old, takes many of the 
Dwarves ofTurnu.n-gabil and reunites with 
DrUin's Folk. Unwilling to abandon Amon 
Lane while the red laen lasts,Torin refuses 
to leave T umfin-gabil. He now leads the 
remaining Dwarves of the Naked Hill. 

307 Death ofTonn. His descendants serve as 
the Lords ofTumfin-gabil for several 
generations. 

c. 1165 Some ofDrUin's Folk, fleeing Ruunik after 
the invasion of Muar's forces, take refuge in 
TUlnt1n-gabil. 

1225 Celedhring, a Noldo Jewel-smith from the 
Eiven Kingdom of Eregion, becomes captivated with 
Annatar (Sauron). Beginning at this time Cdedhring 
is slowly turned toward evil ways by his mentor. 

1601 Celedhring departs Eregion and travels to 
Mordor where he again serves the Dark Lord. 

167I Celedhring travels to Tumfin-gabil to seduce the 
Dwarves with knowledge of BIven Jewel-craft. 
Dworin is won over. 

1703 Aided by Celedhring. Dworin begins the forging 
of the Khazad-khezed. 

1807 Khazad-khezed is completed. Celedhring 
departs T umftn-gabil and returns to Mordor. 

1827 Dworin becomes completely obsessed with the 
Khazad-khezed. His people grow wary of him. 

1847 The red laen in Tumftn-gabil is depleted. 

c. 1851 Many Dwarves begin to depart from Tumtin
gabil. 

1857 Fighting breaks out over the Khazad-khezed. 
Dworin and six loyal kinsmen are all that survive of 
the Dwarves ofTumo.n-gabil. 

1889 Dworin slays his remaining followers and lives 
alone in T umo.n-gabil. 

1896 Death of Dworin. His body lies forgotten in the 
mines ofTumtin-gabil. 

Narin .ronts 

AnJ"in 
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2480-2941 Khamul makes frequent trips between 
Minas Morgul and Dol Guldur. While at Dol 
GuIdu!, Khamul acts as Sauran's chief servant. 

25 I 9 With more of Rhovanion under the sway of 
Sauron, Kharnul departs Dol Guldur and returns to 

Minas Morgul. 

2592 Sauron learns of the return ofThr6r to Etebor. 
He sends for KhamuI, who returns to Dol Guldur. 

2620 KharnUl departs Dol Guldur and returns to 
Minas Morgul. 

2653 KhamUl returns to Dol Guldu! to acquire 
instructions for the Witch-king. 

2656 Khamul departs Dol GuIdur and returns to 
Minas Morgul. 

2689 Khamul returns to Dol Guldu!, and begins new 
offensives with the Grimblirz. 

2700 Sauron learns of the rebuilding of the White 
Tower in Minas Tirith and sends KhamUi back to 
Minas Morgul. 

2770 Smaug invades Etebor and destroys the 
Dwarven kingdom. The Dragon also lays waste to 
Dale. Few Dwarves survive, but 111r6I, Thriir:: II, 
and Thorin II manage to escape. 

2772 KhamUl returns to Dol Guldur. Sauron is 
holstered hy Smaug's attack. He has Khamw 
increase skirmishes in northern Mirkwood. At this 
time with the occupation of Moria and most of the 
Misty Mountains, the defeat of the Dwarves by 
Smaug, and the control of the southern two thirds 
ofMitkwood the power and influence of the Dark 
Lord's reign in Dol Guldur reaches its height. 

2790 Thror gives the last of the Seven Rings to 
Thd.in II, his son, and travels with one companion 
to Moria where he is slain. The Dwarves gather for 
a war of vengeance against the Orcs of the Misty 
Mountains. 

2793 The War of the Dwarves and Orcs commences. 

2799 The Dwarves are victorious in the Battle of 
Nanduhirion before the East-gate of Moria. They 
depart back. over the mountains. Thain II and 
Thorin II travel to Ered Luin. With Moria secure 
and the war concluded Sauron sends KhamUl hack 
to Minas Morgul for a time. 

2839 KhamUl returns to Dol Guldur. Sauron sets 
Khamul to the task of acquiring the last of the 
Seven Dwarven Rings. The Nazgfrl sends spies to 
watch the Dwarven home in Ered Luin. 

284 I Thriin IT departs from the Blue Mountains with 
a small company of Dwarves hoping to reach 
Erehor. KhamUl's spies report this departure, and 
Sauron sends flocks of crebain to track the Dwarves. 

284 1 -2845 Thd.in II journeys through Eriador, 
across the Misty Mountains and into the vale of 
Anduin. As Thriin travels eastward Sauron's spies 
report his movements. KhamUl then directs groups 
of Orcs and Wargs to attack the Dwarves, making 
theit journey long and perilous. 

2845 Thriin II journeys thtu the land hetween 
Anduin and Mirkwood; Sauron sends an evil storm 
that looms ovet the Dwarves and pours down black 
rain. They are forced to take refUge heneath the 
eaves of Mirkwood, where the GrimhUrz await. 
Thriin is secretly captured and taken to Dol 
Guldur. KhamUl takes from him the last of the 
Seven Rings and gives it to his master. KhamUl does 
not, however, discover the key to the secret entrance 
ofEtehor. Over the next five years Khamul tortures 
Thrain for infonnation, hut the Dwarf-lord yields 
nothing. 

2850 Gandalf again defeats the defenses of Dol 
Guldur and secretly enters the stronghold of the 
Necromancer. He discovers Thciin II, now nearly 
dead. Thciin gives Gandalf the key to Erehor. 
Gandalf discovers that the evil power of Dol GuIdur 
is Sauron. Khamul is scorned by his master for 
allowing GandaIf entrance into his stronghold. 
Thd.in II dies. 

285 I The White Council meets, and Gandalf reveals 
the identity of the Necromancer. He urges the 
Council to atrack Dol Guldur, hut Saruman has 
begun to desire the One Ring for his own purposes. 
He declares that the Council must not yet attack. 
Later that year Saruman begins to search the 
Gladden Fields for the Ring. 

2877 Khamill departs Dol Guldur and returns to 
Minas Morgol to help in the campaign to take 
Ithilien. 

2901 The NazgUl pacify most ofIthilien, and 
Khamill is sununoned back to Dol Guldur. 

2936 Sauron learns of the fate oflsildur and sends 
the Grimb{IIZ under the direction of Khamill to 
begin searching near the Gladden Fields fat any sign 
of the Ruling Ring or its whereabouts. 

2939 Saruman discovers that Sauron's forces are 
searching the Gladden Fields. Although worried, the 
White Wizard fails to inform the White Council. 

2941 Bilbo the Hohhit discovers the One Ring. 
Smaug is slain by Bard ofEsgaroth. An allied army 
of Free Peoples prevails at the Battle of the Five 
Armies, enabling Durin's Folk to reclaim Erehor. 
The White Council meets. Now worried that 
Sauron will fmd the Ring. Saruman agrees to attack 
Dol Guldur. Sauron is aware of the coming assault. 
however, and both he and Khamul abandon Dol 
Guldur. Gathering most of the garrison, they flee 
stealthily. Dol GuIdur falls after a hrief skirmish, 
and Saruman and Gandalf find the Dark Lord gone. 



':'4:·1950 Dol Guldur remains mostly deserted. 
='-:-':'.'- a few ofSauron's servants linger in the hill's 

:--::- :[~d:ed recesses. Even though the fortress is 
..::;~tlally abandoned, the evil nature of the citadel 
.:~~:-s the Elven incursions into southern 
\~::-kwood. 

':",",,: Sauron secretly re-enters Mordor and resumes 
-'5: ;::ence at Barad-dur. Still waiting to declare 
-....::-..sdf, SaUIOn and all his Ulairi prepare towage 
: :-~:- war. 

':'~ The Northmen rebuild the Kingdom of Dale. A 
-:-.~: peace settles on northern Mirkwood. 

::'ZI"5 I Sauron openly declares himself as King of 
',~ ':21e-earth. He gathers most of his forces in 
'.;.~dor, and begins the rebuilding of Barad-dur. 
:--:~ hit One appoints Khamul as Lord of Dol 
.=.-';';dur and sends the Easterling (Hair north to 
~"':::-en the Hill of Sorcery. 

:'.:151-3018 The Nazgtil Ovatha becomes the 
::-.;>S5enger between the Dark Tower, Dol Guldur 
i...-.2 Minas Morgul. He makes frequent 
::-::s between the three citadels before 
.::~~:.nning the search for the One Ring. 

300 1-: Aragorn takes Go11om captive and 
;::o-:lWTS the fallen Stoor to Thranduil's 
:-"';':;5 In northern Mirkwood. KhamUl 
::'::er5 his spies to search the BIven 
i=.gdom for any signs of Go11um . 

.;.{iIS Gune 20) Three Nazgiil-Khamtil, 
A":tinaphel, and Ovatha-lead a force 
.;,gall5t ThranduiI's realm in an attempt to 
':esrroy the Elven kingdom and to capture 
Gollum. The Quendi defeat their evil host, 
~t Gollum escapes. 

July) KhamUL Adiinaphel, and Ovatha 
.:i.:pan Dol Guldur. Rendezvousing with 
,;,.: other six Ringwraiths, they begin the 
'>Carch for the One Ring. The 
Gnmburgoth is left in command of the 
HIll of Sorcery. During the absence of 
Khamtil, the forces of Dol Guldur remain 
quiet. 

(December) KhamUl and Adiinaphel return 
to Do! Guldur with the task of destroying 
the Elven kingdom in northern Mirkwood 
and L6rien. Ovatha (now mounted on a 
fell beast) resumes his role as messenger. 

3019 (March 8) The Host of Dol Guldur 
marches to war. Khamulleads the larger of 
the two forces against LOrien, while 
Adtinaphelleads the other anny north to 
assai! Thranduil's kingdom. Uvatha 
departs Dol Guldur for the last time. 

(March II) Khamtil's anny makes its first attack on 
Lorten. Repelled by the Elves, Khamtil withdraws 
and regroups . 

(March IS) Khamtilleads the second assault against 
L6rien. The Elves prevail after a bitter struggle. 
Meanwhile, Thranduil's EIven warriors vanquish 
Adiinaphel's force outside the Aradhrynd in 
northern Mirkwood. Sending the remnants of her 
army back to Dol Guldur, Adunaphel flies to join 
Khamul. 

(March 22) Khamtil and Adiinaphellead the third 
and final attack on L6rien. Defeated and scattered, 
much of their force retreats to the southwest. As 
mey struggle around the Wold, they are ambushed 
and slain by Ents. 

(March 23) Khamtil and Adiinaphel return for the 
last time to Dol Guldur. Khamtil establishes his 
remaining troops in the citadel's well-prepared 
fortifications. Then, that night, the two Nazgtil 
depart for Mordor. 

9 
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Sauron'r 
Bl4~k Troll 
boJyl""ra 

(March 25) The destruction of the Ring and the 
Downfall of Sauron and the Nine NazgUl. 

(March 28) Celebotn leads an attack that defeats the 
last forces of the Hill ofSorccl'Y. 

(April 4) Celebom's forces raze the citadel of Do! 
Guldur. Once again, Elves and Wood-men begin 
calling the hill Amon Lane. 

2.2 DWARVES OF TUMON-GABIL 
The Father of the Sixth House of Dwarves was DnIin 

the Proud. He and his people lived in the eastern vales of 
the Misty Mountains throughout the First Age, but in the 
early years of the Second Age DrUin resolved to found a 
new kingdom. To better decide on a destination, he sent 
several Dwarf-lords to search the surrounding lands. 
Narin Goodfoot (a forefather of Balli the Rash) was the 
most storied of these noble adventurers. 

THE FOUNDING OF TUMON-GABlL 

In S.A. 7 Narin crossed Andu!n and explored the 
ancient heights of Amon Lane. As he wandered through 
the Nan Lall(, the ever-watchful Dwarf-lord discovered a 
wondrous thing. for hidden in some of the stones of the 
valley were small traces of a red crystalline mineral. Narin 
had seen this substance only once before, when he first 
visited Khazad-dum with his son Borin. He knew Durin's 
Folk prized the hard, blood-colored, volcanic glass, allud
ing to its magical qualities. Narin righdy suspected that 
Amon Lane gave birth to the enchanted glass. The bare
sided mountain, he felt, would make a suitable home for 
his people. So Narin returned to his King and told him of 
his discovery. 



In SA. 20 DrUin the Proud led his people across 
Anduin and founded a Dwarven stronghold under Arnon 
Lane. He named his new home Tumo.n-gahil (Kh. "The 
Great Hollow"), and claimed all of Nan Lane for his 
people. In these days Oropher had not yet taken up his 
Lordship of the Elves of Greenwood, and without a 
strong leader the Wood-elves offered no resistance to the 
Dwarves' immigration. But even as he established his new 
home, DrUin knew in his heart that this place would not 
be the permanent homeland of his people. He foresaw 
that one day he would desire to move on to a more 
hospitable land, a place where the peaks were high and the 
subterranean reaches less confined. 

NARIN's SoNS 
The sons of the Dwarf-lord Narin, Norin and Borin, 

became influential members of DrUin's Folk. Norin, the 
e1derson, was a renowned warrior and explorer. He spent 
little time in Arnon Lane, preferring to seek out new lands 
where his people could build a great mansion to rival the 
grand halls ofKhazad-dfun. Venturing far to the east and 
south ofRhovanion,Norinand his sonNori werethe first 
ofDruin's Folk to travel into the Chey Lands. When they 
returned to TumUn-gabil, the two sojourners told tales of 
great, gilded mountains that would make a more suitable 
home for the Sixth House of the N augrirn.In time, Norin 
and Nori convinced DrUin to move his people, and 
following their counsel the proud Dwarf-lord led his folk 
out Amon Lanc and into the faraway highlands of the 
Ered Hannal Cheyar. 

Unlike his elder brother, Borin, the second son of 
Narin, became enamored of Amon Lanc. He looked upon 
the voiceless volcano as a perfect craft-hall. An accom
plished jewel-smith and annorer, Borin believed Amon 
LUll (u be a ~lIpM'h h6tne. 

Even before DrUin moved his people to the Naked Hill, 
Borin established a great friendship with the Craft-lords 
of Khazad-dfun. He would stay for long respites in the 
great Dwarf-mansion, learning the secret skills of cold
forging and other smith-craft. After DrUin's Folkfounded 
T umo.n-gabil, Borin mined night and day searching for 
red laen, Baraz-khelud, and in S.A. 27 he discovered a 
great strain of the rare crystal. StilL without Helvorn, the 
magical wood that burns with cold flame, the anxious 
jewel-smith was powerless to work with his new discov

'']'-
Borin subsequently convinced DrUin that the Sixth 

House should trade some of the red laen to the Dwarves 
of Khazad-dfun irf exchange for Helvotn. This trade 
spawned a profitable friendship between the craftsmen of 
the neighboring Dwarf-homes. While ever-vigilant about 
relative profits, Durin's Folk and Druin's Folk enriched 
one another. 

After Borin constructed his Cold Forge in TumUn
gabil he became a renowned Craft-lord. Though he never 
achieved the fame of his kinsmen across the Great River, 
Borin was known in his day as the greatest jewel-smith in 
the Sixth House. His unrivalled ability to work with 
Baraz-khelud became Dwarf-lore. 

InSA. 39 Tarin, the son of Borin, was bomin TumUn
gabil. Tarin, like his father, became a great Craft-lord, and 
in time his skills even surpassed Borin's formidable tal
ents. In keeping with his line, T orin was also a very proud 
Dwarf. He strove to create ever-greater Zakil-khezed, 
light-stones that could maintain their brilliance for many 
years. His true desire was to craft alight-stone that would 
endure far beyond his own lifetime, like the more famous 
stones created by the Elven Jewel-smiths ofOst-in-Edhil. 
Though Tarin never achieved his goal, he passed this 
de5ire on to his descmdants. 

Long before Tarin reached the height of his power, 
though, DrUin the Proud moved his people southeast
ward into the Chey Mountains. Remaining beside his 
father Borin--who did not wish to leave T umo.n-gabil 
with the rest of the Sixth Line-T orin remained at Amon 
Lanc in hopes of honing his skills in crafting Baraz
khelud. He supported his father's decision to stay in the 
NakedHill and lead the Dwarves who still wished to mine 
T umt1n-gabil. So, when DrUin's Folk setout toward their 
new home, Borin took command of the large ("'700) 
group of remaining Naugrim. 

TORIN'S CLAN 
Borin resided in Tumt1n-gabil for the next 110 years. 

Then, having grown quite old and longing to reunite with 
his people, Borin made ready to depart T umt1n-gabil. It 
Wal; SA. 207 and T orin, now at the height of his skill, 
refused to leave while the n:d laen lasted. S~veral uther 
[)....·arf-smiths had grown extremely loyal to T orin over 
the years and they also refused to leave. They resolved to 
remain with their mentor .So, Borin set forth with most of 
the remaining Dwarves in Arnon Lane. About six hundred 
Naugrim traveled to the Chey Lands to reunite with 
DrUin's Folk. Tarin then declared himseifLordoffumt1n
gabi!, and lived out his life in the near empty halls within 
the Naked Hill. 

T orin's Clan, though only about five-score in number, 
continued to live and mine in TumUn-gabil for many 
generations. In fact, in S.A. II65 some of DrUin's Folk 
returned to swell the group's modest ranks. Having fled 
from the ruined Kingdom ofRuuriik, about thirtyrugged 
warriors and their kin-some fifty in all-took refuge in 
Amon Lane. Their arrival breathed life into the lonely 
halls of T UlTIt1n-gabil, although most of the stronghold 
stayed vacant throughout the Dwarven occupation. 

II 
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CELED~GS CHAI..LENGE 
Many years later Annatar(Sauron ) seduced Cdebrimbor 

and several other members of the Blda Gwaith.-i-Mirdain 
ofEregion into making the Rings of Power. One member 
of the group was a master Jewel-smith named Celedhring. 
In the early days of Annatar's stay in Ost-in-Edhil, 
Eregion's capital, Celedhring became captivated with the 
Lord of Gifts and slowly turned toward evil. Though he 
did not participate in the forging of the Rings of Power, 
Celedhring did take part in the making of many of the 
lesser rings and learned much from his evil mentor. 
Eventually, Celedhring proved to be a most valuable 
servant to Annatar. 

After the One Ring was forged in Mordor and Sauron 
declared war on the Elves, Celedhring left Eregion and 
traveled to Mordor to begin his long service for the Dark 
Lord. During these early years in service to Sauron, the 
fallen Naldo jewel-smith grew more skiI1ed and prideful, 
and hungered for his own craft-hall. Desirous of power 
and hoping to emulate his Master's corruption of the 
Elves of Eregion, Celedhring received the Dark Lord's 
blessing and traveled to Amon Lanc to win over the 
Dwarven-smiths ofTumun-gabil. 

Dwotin, a descendant of T orin and then Lord of 
Tumun~gabil, was greatly intrigued by the knowledge of 
gem-craft that Celedhring offered. He was quickly se
duced b ythe evil N oldo. Dworin saw Celedhring' s knowl
edge as the key to fulfilling the age-old dream of his 
forefather Tarin. As master ofT orin's Clan, he longed to 
create lasting light-stones, just as the Elves ofEregion had 
done for centuries. 

Mter many years of teaching his skill to Dwotin, 
Celedhring was ready to achieve his ultimate goal In S.A. 
1703 Dworin began to forge his greatest work, a light
stone of pure red laen whose radiance and power would 
endure throughout the ages. Celedhring directed the 
Dwarf-lord in all of his labors, secretly corrupting the 
enchantments of the gem. In SA. 1807 the light-stone 
was completed, and Celedhring called the gem Carafanan 
(S, "Red Veil))), but Dworin gave his greatest work a 
hidden name in Khuzdul, calling it Khazad-khezed (Kh. 
"The Dwarf-stone"). 

Soon after the completion of the Carafanan Celedhring 
departed from T umun-gabil and returned to :'viordor. 
Once back in his Lord's domain, Celedhring informed 
Sauron of all that he had accomplished. SallIon subse
quently sent spies to watch the NakedHill for signs of the 
Dwarves' demise. 

THE CURSE OF THE DWARF-sTONE 

Notlong after Celedhring's departure, Dworin became 
consumed with Khazad-khezed. The enchantments set 
within the crystal caused the Dwarf-lord to value the 
light-stone above all other things, and his desire to create 
more or greater works quickly diminished. He would sit 
for hours at a time gazing into the red beams ofKhazad
khezed, unable to hear the voices of those around him. 

Other Dwarves ofTumun-gabil were also affected by 
the power of the accursed Dwarf-stone. Man yoIDworin' s 
fellow Craft-lords secretly desired the Khazad-khezed for 
themselves. Still, Dworin was a powerful and strong
willed leader and none would openly challenge him. 
Instead, the Craft-lords set to work to equal the achieve
ments of their master. They began mining the remaining 
red laen at an ever-increasing rare. Many created many 
light-stones of remarkable beauty, but none could rival 
Khazad-khezed, and most endured for only a few years. 

These events increased the greed fomented by the 
presence of the Khazad-khezed. The Craft-lords contin
ued in their fruitless quest to create lasting light-stones 
until S.A. 1847 when the red laen ofTumun-gabil was 
depleted. Many of the prominent Craft-lords began to 
openly denounce Dworin, saying that he withheld his 
knowledgeofgem-eraftanddeprived his people of greater 
wealth. As the turmoil grew over the next few years, many 
Dwarves abandoned the evil tainted mines of Tumtm
gabil, leaving the quarrelsome Craft-lords to their own 
mad fate. 

In S.A. I857-when Celedhting's plan at last came to 
fruition-less than seventy Dwarves remained at Amon 
Lane. It was then that fighting broke out among Tarin's 
Clan, and those who were still loyal to Dworin clashed 
with the Craft-lords who desired to take Khazad-khezed 
for their own. A bloody battIe ensued in which many 
Dwarves on both sides of the fray perished. In the end only 
Dworin and six of his kinsmen survived. They remained 
in T umt1n-gabil for many years, for the crazed Dworin 
refused to leave his cursed stronghold, the home of the evil 
(and persuasive) Dwarf-stone. 

In time, the power of the Khazad-khezed completely 
possessed the Dwarf-lord, who began to suspect that his 
six kinsmen desired to claim his beloved Dwarf-stone. 
One dark night Dworin slew the last of his followers in 
their sleep. T akingthe Khazad-khezed, he wandered deep 
into the mines. 

Dworin continued his lonely and embittered existence 
for seven years, until at last he could no longer cling to life. 
In S.A. 1896 Dworin died, lost in the mines of Tum un
gabiL clutching Khazad-khezed till the end. Neither 
Dwarf nor Elf would tread near Amon Lane in the years 
following Dworin's death, because it was said that the 
spirit of the fallen Dwarf-lord still haunted Tumun
gabi!' s dark halls. 

Celedhring fought no such fear, though, and in SA 
344I-when Sauron was overthrown by the DUnedain 
and the Eldar-Celedhring fled from Mordor and trav
eled to Amon Lane. He then took the abandoned Dwarven 
home as his own, and h\'ed hidden In the depths of the 
Naked Hill for manl" :ong yeats. His treachery amd 
triumph still ?;llfiS t~-<" ~Fle of [he Sixth House. 
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2.3 THE NECROMANCER'S 
HOLD 

.:'.1.uron, the mightiest of the Maiar, came into being 
:'!":-;)u the making of Arda. His name means "the Ab
",~:-:-ed," and he was surpassed in evil only by Morgoth 
- _-:-:self. In the Va/aquenta it is written: 

"In his beginning be was oj tbe Mawr oj Aule; and be 
~tmajned mighty in the lo-re oj that people. In all tbe deeds oj 
_\f..:/kor upon Arda, in hi1 wut works and in the deceits oj his 
;unning, Sauron had a part, and was only less evil than his master 
In that Jor leng be served another and not himself. But in later 
Jam be rose b'ke a shadow oj Morgoth and agbost oj his malice, 
.Jnd walked behind him on the same ruinous path down into the 
Void," 

-Si~p. 26 

In the ancient days of the First Age. Sauron served 
~1orgoth and became the Black Enemy's chieflieutenant. 
He performed his master's bidding until, at last, the Host 
of V alinor overthrew Morgoth and brought the First Age 
to an end. Fleeing the wrath of the Valar, Sauron took 
refuge deep in Middle-earth, far from ruined Angband. 
The Abhorred One then lay hidden for five centuries. 
'When he finally came forth, he took the land ofMordor 
for his own and declared himself the King of Men. 

Throughout the Second Age, Sauron was the source of 
countless evil plots and ruthless acts. Three particularly 
devastating deeds had great bearing on Amon Lane, for 
Sauron resided there for much of his later life. 

THE RINGS OF POWER 

The first of this trio of acts--done in the guise of the 
Annatar, the Lord of Gifts-was the seduction of 
Cdebrimbor and many Noldor of the Gwaith-i-Mirdain. 
Using his unmatched persuasiveness and offering great 
knowledge in the making of precious, magical things, 
Sauron beguilded these Elda craftsmen into forging the 
Rings of Power. Though Sauron's plot to enslave all those 
who bore the Rings never fully succeeded, the talismans 
proved to be great banes to the Free Peoples of Middle
earth. Arda was forever changed with their creation. 

Of all the Rings of Power only the Three had no ill 
effects, except that they were tied to the One and would 
lose their power with its destruction. And SaUton had no 
hand in their creation. After the One Ring was lost the 
bearers of the Three were free to use them without fear of 
detection by the Dark Lord. The Elves kept these rings 
hidden, but their powers were used to combat Sauron's 
evil influences throughout the ThirdAge. 'While he dwelt 
in Dol GuIdur, the Three Rings and those who bore them 
were the greatest threat to Sauron's grand designs. 

THE RUUNG RING 

The second of these three evil deeds was the forging of 
the One Ring itself. After the completion of the Nine and 
the Seven, and while the Three were being made, Sauron 
departed Ost-in-Edhil and returned in secret to Mordor. 
In the fiery furnace ofOrodruin Sauron slowly fashioned 
his greatest creation. Because the Ruling Ring was made 
to control all others, it required immense power. Sauron, 
therefore, imbued the One with much of his own strength 
and will, and in the end, of alI the great works of Ardaonly 
theSilmarils themselves surpassed the might and power of 
the One Ring. 

Vv'ith the One the Dark Lord became greater than ever 
before, and with its loss to Isildur at the end of the Second 
Age Sauron was bereft of much of his own power and 
majesty. And throughout his years in Dol Guldur Sauron' s 
unending search for his lost prize was his darkest obses
sion. 

THE DOWNFALL OF ANOOR. 

The last of the three deeds was the corruption and 
eventual Downfall of Andor (Nthnenor). In S.A. 3262 
Sauron faced his greatest challenge. Ar-Pharazon, the 
haughty King ofNUmenor and rival claimant to the title 
of Lord of Endor, sent a vast host across the Sundering 
Sea. They landed at Umbar in western Middle-earth and 
offered the Endoreans an intimidating show of over
whelming military might. Rather than fight a doomed 
struggle against the Numenoreans, Sauron surrendered 
himself to the Golden King and was taken back to 
Numenor as a prisoner. 

Once in Andor, Sauron used his unequalled powers of 
persuasion to manipulate Ar-Pharazon and many of his 
people. Through the Dark Lord's subtle counsel, the 
Numenoreans grew to hate the Eldar and the Valar, who 
they mistakenly believed had denied Men immortality. In 
the end, Ar-Pharazon led a huge and terrible armada 
against the Lords of the West, believing that the occupa
tion of Arnan was the key to unending life. Of course, as 
Sauron well knew, this assault was destined to fail, for the 
NUmenoreans had broken the Ban of the Valar. 

Ihivatar inteceded. having been called upon by the 
AinU! to exact his punishment. The invading warriors 
who set foot on the Undying Lands perished beneath a 
tremendous avalanche, while a bottomless chasm opened 
in the sea and swallowed up the NUmen6rean fleet. 
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A great flood swept over the island continent of Andor, 
forever destroying the blessed Ntimenorean homeland. 
Sauton single-handedly performed what none of his 
armies could ever do: achieve the complete and utter 
devastation of the greatest civilization ever conceived by 
the mortal Secondbom. 

Nonetheless, Sauron paid dearly for this destruction; 
for, although he foresaw the ruin of Numenor, the Evil 
One had long been absent from the Blessed Realm and 
had forgotten the awesome might of the Valar and Eru. So 
great was the tumult of rending land and churning sea that 
the Dark Lord found himself stripped of his adopted fana 
(form) and cast into a boundless abyss. His power to 

appear in a fair-seeming veil was lost forever. He returned 
to Middle-earth to reclaim his throne in Mordor as an 
abhorrent black fana. Though his ability to manipulate 
others endured to the endofhis days, he would never again 
use his age-old powers of persuasion to seduce the Free 
Peoples. 

THE LAsT AwANCE OF 
EI. YES AND MEN 

Sauton returned to Mordor in S.A. 
3320, the same year the surviving "Faith
ful" of Ntimenor founded Arnor and 
Gondor, the DUnadan "Realms in Ex
ile." Duringthe subsequent century, both 
the DUnedain and the Dark Lord re
grouped. It was during this time that the 
Men of the West erected the tower of 
Angrenost (Orthanc) and built the great 
cities of Osgiliath, Minas Anor, and 
AnnUminas. Amon Lane remained a quiet 
backwater, for both the Free Peoples and 
the Evil One focused their energies on 
their ongoing rivalry. 

Sauton's rebuilt army swarmed into 
Ithilien in S.A. 3429, sweeping the 
Gondorian army back over the Anduin. 
Isildur, co-monarch of the South King
dom., hurried north to Arnor. Mean
while, his younger brother Anarion, de
fended Osgiliath, Gondor's beleagured 
capita1. Isildut sought and found aid 
fromhisfather,Elendil the Tall, who the 
next year fonned the Last Alliance of 
Elves and Men. 

Gil-galad, the Naldo King of Lindon, 
joined his Elda fotces with Elendil's 
Dunadan warriors and the combined 
army marched on Mordor by way of 
Rivendell and the High Pass. As the 
Host of the Last AUiance swept south
ward through the Anduin Valley in S.A. 
3434, Sauton's spies used Amon Lane as 
their primary watch and refuge. Mes
sages from the Naked Hill enabled the 

Lord of the Rings to prepare for the coming onslaught. 
They observed as Oropher, Elf-king of Greenwood the 
Great, moved his forces out of Cor Angilaladh and his 
capital at Galadbrynd. Although they avoided discovery, 
the Dark Lord's sentries quickly found themselves in risk 
of being cut offfrom Mordor, and most retired to Barad
dfu in the face of the Free Peoples' vanguard. 

The Alliance's anny drove across over the Anduin later 
the same year and met the Mordorim and their allies on 
the windswept field of Dagorlad (S. "Battle-plain"). 
There, justnorrh of the main gates intoMordor, the First
and Secondborn crushed the Lord of the Rings' main field 
army and pursued the routing Shadow-forces into Mordor. 
Their pursuit ended outside Barad-dfu. During the ensu
ing seven-year siege, both Oropher and Anarion died, and 
Thranduil (Oropher's eldest son) became KingofGreen
wood the Great. 



~-....:-,;.:::r fell in S.A. 3441. Although Sauron slew 
~c.:Ll and Gil-gaIad in the melee atop the Dark 

J::2ur succeeded in cutting the One Ring from 
= &n;. Lord's hand. This brave act spelled the doom of 
.::,.....: One who, along with his Nine Ringwraiths, 

_"1[,) the Shadows. 

THE RETuRN OF THE SHADow 
~_.,.~ :::s dO'NTIfall at the hands ofIsiidur at the end of 
",,",::,:,_.:, :\ge, Sauron remained fonnless and outside 

:·::6 of Arda for ten centuries. When at last he 
~!ough of his spirit, the Dark Lord again took 

:::- \I!ddle-earth; but without the One Ring he was 
.; ;,-.~':': of his fanner self, and he regained his power 
'., : .... :'.-. For this reason, he remained hidden for fifty 
:'.o:::~::ltly awaiting his gradually returning strength. 

::=- :-:~ 7~ar T.A. 1050, the NazgUl reemerged from the 
.5 ... ""., 3.."1d seven of the Nine dispersed themselves to 
6tr- ~~'=1e":" homes throughoutMiddle-eartb. The Witch

I ,lame .... -...:;: K..~amUl remained at Sauron's side, and aided 
~Im' :: :-:-~aring a secret stronghold; for in that same year 
, __ ~- ::-:.ade Amon Lanc and the abandoned mines of 
tr='-:,"""abJ his new sanctuary, and took on the guise of 
'°ciw '~~=mancer," so that none would suspect his true 
'11Ilie=.r.- ~efore he was prepared to reveal himself. In time, 
lee ;:-... -:~t Dwarf-home was renamed Dol Guldur, and a '.:.c_ :~ll on Greenwood the Great, which men thereaf
ItI!:t :::..:::.~.: :\1irkwood. 

THE URUK- AND OLOG-HAI 

:~= ~-?; the earliest years of Sauron' s repose in Amon 
IUrrc -'!" resolved to breed a new and-superior race of 
:!nl7 ...... --..'~ors. His defeat at the end of the Second Age 
Jl:n:-""".:-...:ed him of the necessity to improve upon Morgoth's 
:h.~': legacies. The Orcs and Trolls proved to be no 
:mz-= '·or the glorious NUmen6reans, and failed again 
:mw:-_-~ the Battle of the Last Alliance. 

S: ".If>On establishing his new stronghold, Sauron 
:m:a=-~.i:ately began to devise a way to cteate a truly 
I~~or army. Using all his cunning and the dark crafts 
:tt!!'.:;..:t!'athed by Morgoth, he created the breeding pits of 
::.:'< :.:::Juldur. There, the first Uruk-hai (Great-orcs) and 
,:\~:~-hai (Black-trolls) were spawned. His experiments 
.:I[I!':" ~ve birth to the cruel Pertereg, the Half-trolls that 
ir::=ed the core ofSauron's fiercest cadres. 

~,fany years of failure preceded the birth of these new 
~~:!:5. whose creation was harsh and terrible. Breeders slew 
~ weak and tortures served as the measure of success. 
:-... ,,~usands died before they ever left the spawning-pits. In 
-=e. though, Sauron perfected his methods, and the first 
:c-~.lS new warriors marched from the wicked halls of Dol 
,:n1dur. 

,-\[ first, Sauron allowed only a few of these prized 
:::J:11ions to openly circulate, but eventually they became 
:-:::5 most formidable military tool. As with so many of the 
J-Mk Lord's evil plots, though, he proved content to wait 
~[H~nt1y for the proper time to fi.tlly unleash these new 
:lorrors. 

THE SHADow F AUS ON GREENWOOD 

Beginning in the year T.A. Hoo, the Dark Lord 
ordered his underlings to begin terrorizing the inhabitants 
of southern Mirkwood, and Dol Guldur became known 
as a place of evil. Soon, both the Istari and their Elda allies 
realized that a powerful conjurer had occupied and 
refortified the stronghold within Amon Lanc. Still, for 
many long years no one--not even the Wise--suspected 
that the mysterious power dwelling in the Hill of Sorcery 
was in fact Sauron. No debate or chronicle suggested that 
the Lord of the Rings had arisen from the ashes of the 
Second Age. In truth, they grew to suspect t;hat the 
Necromancer was actually one of the Nine Ulairi
perhaps the Nazgill-lord or KhamUl-but they did not 
act upon their suspicions. 

THE FOUNDING OF ANGMAR 

Throughout the next two hundred. years Sauron' s dark 
thoughts focused on more than just the breeding of his 
new creatures. Among other less important chores, he 
embarked on two great endeavors. The first, and perhaps 
most im]X>rtant, was the ruin of Arnor's three DUnadan 
successor states (Arthedain, Cardolan, and Rhudaur). 
With the destruction of Numenor, Sauron had hoped 
that the DUnedain would be lost to the world forever. 
Upon returning to Middle-earth, however, he saw that 
this was not so, and that Elendil had led the Faithful out 
of the devastation to found the Realms in Exile. Later, the 
combined might of the Eldar and these two Dunadan 
kingdoms enabled the Free Peoples to crush him even 
though he possessed the Ruling Ring. 

The memory of these events burned in Dark Lord's 
mind, and he now greatly desired to complete his long
sought destruction of the DUnedain. Thus Sauron, aided 
by the counsel of the Witch-king. plotted out how to first 
destroy the remnants of Arnor where the line of the High 
King still endured. In the year T.A. 1300, the Dark Lord 
completed his well-laid plans and sent the Witch-king 
north to the found the evil kingdom of Angmar. From 
there, the NazgUl-lord assailed the heirs of Isildur for 
some six hundred and seventy-five years. 

THE GREAT EXPANSION OF DOL GUWUR 

The second of Sauron' s designs was of an entirely 
different sort. He foresaw that as his power grew so would 
his forces occupyIng Dol Guldur, but the caves and 
delvings within the Hill of Sorcery were as yet too 
confined for his desires. He therefore set about planning 
to enlarge his stronghold to better serve his needs. By T.A. 
1258 he completed these designs, and "the Great Expan
sion" of Dol Guldur began. For I24years the Dark Lord's 
servants labored at this task, making the fortress far larger 
and deeper than the original Dwarf-hold. 

IS 



16 

The sweat and blood ofOtes and Trolls served as only 
part of the force used to construct the Hill of Sorcery. 
Throughout the long years of mining out the dark halls, 
imposing chambers, and foul dungeons, Sauton worked 
his vile magic into every stone and carving. When, at last, 
in T.A. 1382 the great expansion was completed, it was a 
stronghold possessed with the black arts of the Abhorred 
One. As a citadel, only Barad-dur surpassed its strength 
and evil. 

THE SHADOW SPREADS 

During these early years in Dol Guldur, Saman also 
paid heed to events far from his new abode. The Witch
king was not the only NazgUl charged with subduing a 
kingdom of Men. The other eight Ulairi were also 
instructed in rheirdarkendeavors by their Master far away 
in the Hill of Sorcery. Many servants of the Dark Lord 
traveled the lands of Middle-earth, relaying his evil in~ 
structions to his prized minions, and the NazgUl carried 
out Sauron's bidding without question. 

The years wore on in Dol Guldur, as the Dark Lord 
extended his shadowy hand across Middle-earth, grasping 
the kingdoms of Men in his fingers, the Ringwraiths. 
Some of the NazgCtl were more successful than others, but 
aU played a leading role in spreading evil outward fromthe 
Hill of Sorcery. Sauron, of course, mamrained great 
restraint, so that his plans to teturn to Marder and finally 
defeat the DUnedain could come to fruition. He dared not 
alert the Free Peoples to his presence. As the numbers of 
his troops in Dol Guldur increased, the Dark Lord sene 
many Orcs and Trolls south mto Mordor to begin to 

repopulate his ancient kingdom. 

PLAGUE, WAR, AND OTHER TRAVAILS 

In keeping with this dark strategy to reclaim the Black 
Land, Sauton unleashed a silent horror in T.A. 1635. 
From deep in Dol Guldur the Dark Lord sent out his 
sorcerous power to assail the Free Pt'oples of Middle
earth. He used his black arts to call forth a dark wtnd out 
of the east, which hurled his corruption at th people of 
Gondor and Rhovanion. This dire deed spawned the 
Great Plague, which devastated the reabs of the 
Secondbom and crippled the might of the the DUnedain. 
Countless folk perished before the storm subslded in TA. 
1636. 

With the passing of the Great Plague, Gondor rebuilt, 
although the South Kingdom never fully recovered from 
its terrible effects. After suffering through this wicked
ness, the Gondorians withdrew their Watch on Mordor 
and moved the King's seat from Osgiliath to Minas Anor. 
This was the sign for which the DarkLord had waited. He 
now turned focused his ire on Eriador, where the depleted 
Dunedain of the Norrh srmggl"cI to m:tintain their three 
vulnerable kingdoms. The Witch-king's hordes stormed 
out of Angmar and quickly overran both Rhudaut and 
Cardolan. The Nameless One proclaimed that Arthedain 
would soon fall as well, and that Gondor would soon be 
the lone Realm in Exile. 

While the Witch-king remained in Angmar, complet
ing the destruction of Arnor, Sauron sent the other eight 
NazgUl back to the Black Land to begin the long and cruel 
preparations for his inevitable return. As the Nazglil went 
about their tasks, the Dark Lord carefully watched his 
enemies to the south. Although he enjoyed their weakened 
state, he saw that Gondor still held sway over a vast 
kingdom. Their nwnbers were reduced, but the strength 
and reach of the DUnedain of the South remained too 
great to allow for Sauron's safe return' to Mordo!. 

The Evil One then sent his spies and other minions to 
stir up hatred for the Gondorians among the various tribes 
of Easterlings. In time, these people formed a loose 
confederation and by T A. 1851 they began to assault the 
easternmost ofGondot' s far-flung territories. War erupted 
in Rhovanion. The Easterling invaders-who the 
Gondorians called the "Wainriders" (because their tribes 
moved about in wagons and chariots )--fought the 
DUnedain of the South for nearly one hundred years. The 
war escalated after Sauron's agents arranged an evil alli
ance between the Wainriders, the Variags ofKhand, and 
the Haradrim of Near Harad. The accord meant that 
Gondor had to defenditselfin both the south and east, but 
the Du.nedain still prevailed. Led by Earnil II, they 
crushed the two-pronged invasion in T.A. 1944, but only 
after King Ondoher and his sons perished during the 
penultimate fray. In the sorrowful aftermath, the Land of 
Stone, its line of Kings diminished, held less than half of 
its former territory, Sauron was now one step closer to 
completing his designs to retake Mordor and erradicate 
his DUnadan rivals. 

Thirty years later (TA 1974), the forces of Angmarat 
last overwhelmed the remaining armies of Arthedain. The 
following year the Witch-king was himself defeated in the 
Battle of Fornos!. A combined force of Elves and Men 
routed, rode down, and utterly destroyed the Ulair's host. 
They then swept through Angmar; but the Witch-king, 
having succeeded in his goal of destroying Arnor, fled 
back to Dol Guldu!. There, Sauton gave him the final 
instructions for rhe attack on Minas Ithil and the last 
preparations for the Dark Lord's return to Mordor. The 
Witch-king quickly departed Dol Guldur and returned to 
Black Land, where he gathered the other NazgUl for the 
forthcoming battle. 

lNTRJGUES WITH THE NAUGRIM 

Five years later (T.A. 1980) Sauron's scheme received 
an additional and unexpected boost. Delving too deep for 
their preciollS mithril ore, the stalwart Dwarves ofKhazad
dum released a Balrog from his eternal prison. One year 
later the defeated Naugrim abandoned Moria. The Dark 
Lord was free of a nearby foe. and the Elves of r .AriE'n 
found themselves fUrther isolated. 



Sauron's schemes against the House of Durin seemed 
:;} progress according to plan; however, in T.A. 1999 
::>Urin's Folk founded a new kingdom in Erebor, the 
-Lonely Mountain" near Dale. This new Dwarf-home 
;:eatly displeased the Lord of the Rings, for it further 
:0ffiplicated his plot to subjugate northern Rhovanion. 
:;"Ul, nearly 800 years passed before he struck against the 
J.',arven stronghold (which by that time had been as
;~d and captured by Smaug). 

THE FALL OF MINAS ITHIL 

In T.A. 2000 the greater part of the Host ofMordor 
;"'-'1't through the Cirith Morgul and laid siege to Minas 
~::-_d, the beautiful Tower of the Moon. For two years the 
'azgt11 oversaw the ceaseless attack, convincing many of 
-:..-_~ Free Peoples that the Witch-king was indeed the 
\hster of the Shadow. When Minas Ithil fell to the 
~ azgt11-1urd in T.A. 2002, the Gondorians watched in 
-,xror as Isildur's refuge became the home of the Nine. 
?_-;-named Minas Morgu!, the citadel served as the Witch
.-.:.:::g's seat of power, the situs of his black throne and the 
·-~.:::.Js of his wardship ofMordor. All that remained of 
~ -a".lron' s intricate plot to conquer Endor was to strengthen 
-.5 troops and regain enough of his former power to 
.::-:--dare himself and openly wage war. As always, the Dark 
~-:.-rd bided his time until all was as he wished it. 

The key to Sauron's certain success remained the 
::;,:.timg Ring. With it, he could quickly assume his lost 
7:"OullnenCe and master the Free Peoples of Middle-earth. 
~o one could successfully assail him. Much of the Dark 
~,)rd' s concentration, then, focused on the search for his 
-,t treasure, although many years would pass before he 

"-o'.lld learn of its fate. 
The Evil One struck another cruel blow against the 

~ ... )ndotians in T.A. 2050, when Earnur, the last King of 
~:,~ line of Aml.rion, answered the challenge of the Witch
"-JIg. He rode alone to meet his dreaded foe before the 
~at~ of Minas MorguL Whether the (Jlair smote or 
:.aptured the DUnadan monarch, Earnur was never seen 
~a.m in Gondor. The Steward Mardi! found himself 
:.aretaker of the South Kingdom, which would not crown 
-'.'1other king until the end of the Third Age. 

MrrHRANDIR.'S SECRET VISIT 

Ten years after Mardil became Ruling Steward, the 
~ark Lord unhatched his next scheme. Feeling ever-more 
;c.:ure in his sanctuary in Dol Guldur, Sauron ordered his 
..:..-derlings to begin raiding the lands of southern 
~hovanion with increased intensity. While successful, 
::11S plan revealed that the power in Dol Guldur rivalled
~r even surpassed-that of the Witch-king(who was then 
:n Minas Morgul). At last, Gandalf and other Istari began 
:0 su~pect that the Necromancer was in fact Sauron. 

Three years later, in T.A. 2063, Gandalf resolved to 
. ourney into Dol Guldur and determine the identity of the 
>I-:crQman~er. He took it upon himself to discover the 
truth. U~ing his ancient wizardry and his formidable 
wisdom, the Grey-wanderer (S. "Mithrandir") secretly 
~ntered the halls of the Hill of Sorcery. 

Ever vigilant to the dangers presented by spies and 
intruders, Sauron became aware of the !star before Gandalf 
uncovered the Necromancer's true nature. With great 
reluctance the Dark Lord withdrew from the Hill of 
Sorcery and vanished into the East, where he hid formany 
years. Sauron in all his wicked cunning had underesti
mated his rival kinsman, and not for the last time. 

THE WHITE COUNCIL 
During the years ofSauron's absence, which the Elves 

called "the Watchful Peace," the Evil One commanded 
the forces of Dol Guldur to disperse throughout 
Rhovanion. Only a smail garrison stayed behind to hold 
the Hill of Sorcery for the time ofSauron's return. In this 
way, the Dark Lord hoped to fool the Wise into believing 
that Dol Guldur was no longer a real threat. 

Even scattered, Sauron's servants grew in number, for 
he bent them to his wilI from afar and compelled them to 
breed. By T.A. 2460 Sauron felt that his strength and his 
army were now powerful enough to allow his return, and 
he secretly reentered Dol Guldur. Recalling many of his 
forces to his side, he once again became the Necromancer. 

In response to Necromancer's return, !stari and the 
chiefEldarformed the WhiteCouncil.Hopingto combat 
the renewed threat from the Hili of Sorcery, this exalted 
group became Sauron's greatest foe. The union, which 
was led by Saruman the White, struggled mightily against 
the ever-increasing threat in Dol Guldur. 

THE SHADOW IN THE HITHAEGUR 

Twenty years after his return Sauron initiated the next 
stage of his age-long plot. Thousands of Orcs and Trolls 
quietly moved west &om Dol Guldur and established new 
strongholds in the Misty Mountains (S. "Hithaeglir")' 
Blocking nearly all the passes across the great range, they 
focused at key points like Gundabad and Goblin-town. 
The main force concentrated in Moria, where Sauron 
maintained an uneasy alliance with the awful Balrog. 
Besides blocking the Dwarf-road and threatening the E1f
road through the Cirith Caradhras (S. ""Redhom Pass"), 
their presence reassured the Evil One that Durin's Folk 
could never reclaim their lost home. 

In T.A. 2772t--over 300years after the termination of 
the Watchful Peace---the power and influence ofSauron 
in Dol Guldur reached its height. At this time Arnor was 
no more and Gondor was ashadowofits former greatness. 
The Dwarves of Erebor and the Men of Dale had been 
driven out by Smaug. The Misty Mountains and Moria 
were finnly in the Dark Lord's grip, and the southern two 
thirds ofMirkwood crawled with his evil servants. 

This state of affairs lasted until the commencement of 
the Great War Betweep the Dwarves and Orcs, a seven
year struggle that concluded with the Battle ofNanduhirion 
in T.A. 2799. The Dwarves proved victorious, thus 
reopening most of the Hithaeglir's passes. Still, they did 
not attempt to retake Khazad-dum. The Yrch retained 
their hold in Moria, although many years would pass 
before the Orcs of the Misty Mountains would regain 
their lost numbers. 
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THRAIN's IMPRISONMENT 
In T.A. 2845 Sauron's minions succeeded in capturing 

TImlin IT and the last of the Seven Rings of Power. But 
Khamul, who was placed in charge of the pflzcd prisoner, 
did not discover the key to Erebor. This mistake later 
proved to bear grievous consequences for the designs of 
Sauron, because five years later Gandalf again entered the 
confines of Dol Guldur and found the doomed Owarf
lord just before be died. 

There the Wizard was given thekeyandamapshowing 
the hidden entrance to Erebor. But Gandalf dared far 
more this time; he was detennined to discover the true 
identity of the Necromancer. Leaving the body ofThdin 
II he went deeper into the fortress where he found what 
he sought. (For a more detailed account ofGandalfs two 
entrances into Dol Guldur see Section 8.0.) 

THE NECROMANCER AND THE WHITE COUNCll. 

Gandalfmetwith the White Council thefollowingyear 
and disclosed the truth about the Necromancer. He urged 
that they attack Dol Guldur and drive out the enemy. But 
Saruman had begun to desire the One Ring for himsdf. 
and he forced the Council to wait. By this time Saruman 
had learned of the fate of the Ring, and he began to search 
the Gladden Fields. 

With his identity discovered Sauron's desperation to 
find the One grew to a feverish pitch. All his weIllaid plans 
were now at risk, if his hand was forced to soon. Finally, 
eighty-five years later in T.A. 2939-afteryears of search
ing--the Dark Lord learned oflsildur's death and the loss 
of the Ring. And, like Saruman before him, he sent his 
servants to search the Gladden Fields. 

Soon after these events Saruman learned of Sauron's 
activities. He began to fear that the Dark Lord would find 

the Ring, and all would be lost. When next they met 
two years later, in T.A. 2941, his mood was greatly 
changed. At his behest, the Council resolved to attack 
Dol Guldur without delay. 

But Sauron had not focused solely on the search 
for the Ring over the last ninety years. He had also 
made sure that the final preparations for his return to 
Mordor were complete. ¥!hen the ¥!hite Council 
struck, Sauron did little to resist them. He ordered a 
small force to stand against his enemies, while he 
secretly depaned with most of his army. 

The White Council easily defeated those that 
opposed them, and found that the Dark Lord had 
fled. For several years the Wise believed that Sauron 
had retreated eastward, as in the days of the Watchful 
Peace, and they pondered the repercussions of his 
flight. Their ignorance afforded Sauron a precious 
respite. It enabled the Evil One to slip southward and 
re-establish himself in the Land of Shadow. Within 
a year,Sauronsecrecly entered Mordor and reclaimed 
his ancient throne in Barad-dfu. 

The plan to retake Mordor had endured for more 
than a thousand years. At last, it reached completion. 
Nine years later the Dark Lord openly declared 
himself as King of Middle-earth. The ¥!hite Council 
knew they had failed. 

In that same year, Sauron sent three NazgCtI
Khalilul, AdOnaphd, and Uvatha--back to Dol 
GuIdur to refortify the fortress that had served the 
Dark Lord so well for nearly two thousand years. 

From rhis time until the end of the Third Age 
_..... Sauronsearched for news of the One, srrength

ened his ever-growing forces in Mordor, and 
made war on Gondar. AU his efforts to find the 

Ring. however, proved to be in vain. And in the end 
when the One Ring was unmade in the Crack of 
Doom, Sauron foIlowed Morgoth, his one time 
master, into the Void forever. 



IN DOL GULDUR 
::k Us[e!"hng. the Second of the Nine, was 

a:ttC ~e-J ofMUl T anUi, the Hionvor (Wm. 
lii:±Je Womaw, in S.A. 1744. After the 

w..:~:::"D:~:: the throne of the Hionvor and 
~ Drus for over two centuries. His power 
~~m of the East was unmatched. Still, 
,~ great Hildo lords, he lamented his 

, :--1!Or.II:'"-: the end of his reign. as control over his 
.,~ he accepted a Ring of Power from 

.;c E:i-que:eIl in the service of the Dark Lord. 
~n promised Khamtil ever~lasting life. 

f=d himself imprisoned in the deathless 
;. ~>!' of [he Lord of the Rings; and soon after 
-;~~ he abdicated his throne and departed 
:F-..rs. He arrived in Mordor in SA. 2OCK)' 

:r!le until the end of the Third Age, he served 
_ oe of his most powerfUl vassals. 

:"'::!:Je people ofW omawas Drus were masters of 

:;::~.:~<.~;::;ttheir magical arts and their skill 
was no exception. Beginning in his 

_ ~:o....;ed much of the ways of the forest, and when 
P':''':: to be a man he was known as the mightiest 

... '''~ ::r.OS[ skilled tracker of his people. 
'~.iIS !at~r, after KhamUi enter~d into Sauron's 

:11' .:sed his prowess as a ranger to aid the Dark 
:::...:.:::J.~'fOUS ways. Becaus~ his skills were unique 

,,:::,~azgtil, Sauton chose him to be the Warder of 
I and rh~ Lieutenant of Dol Guldur. The Evil 
~ .. :.:ut the second Ringwraith's talents could be 

"Ie g:'::<-=J use in the dark, arboreal wilds of southern 

THE GREAT-UEUTENANT OF DOL GUlDUR 

lie7" a:.~ :.:'e cnding of the Second Age and the first 
of Sauton, KhamUi passed into the shadows 

~ :-e;]ow Ringwraiths. But in the year 1050 of the 
I T= A:5e the Nazgtil were summoned back to Midd.le~ 

,1!IIE'!:t::~ ~_.-l Khamw and the Witch-king joined their 
~~ :...--: th~ abandoned mines beneath Amon Lane. 

Z: =e ~arliest days of 001 GuIdur, th~ First and Second 
!tt'--=-~ :"'me aidedSauronin preparing his new stronghold. 
~ 6e Witch-king and the Mouth of Sauron (who 
oiii:S2 =~ to Amon Lanc at this time) assisted the Dark 
_~: :n planning how to best organize and expand the 
'lrV :ruJel. Khamw's role, which he carried out with cruel 
~2e:0" was to gather and organize a suitable garrison. 
_ .,:::-~ his fearsome presence andkinglyauthority, hetook 
:-:~d of several Ore tribes from the Misty Mountains 
or,": brought them to the Hill of Sorcery to fill its dark 
:.a:.-s. He also traveled east and gathered many evil Asdriags 
4""': Sagarhs to his side, as well as several wicked Variags. 
T-:.ese too he brought back to serve his Master in 001 
:.:.::Idur. In time, Khamw persuaded several Trolls to join 
:.!~ forces of the Necromancer as well. But in all of these 
!":ldeavors he was aided by the irresistible will ofSauron, 
· ... hose ominous shadow could be felt by these evil crea
:utes &om afar, and they were unknowingly drawn to him. 
Khamtil's task was completed in a few short years. 

A:; a reward for building an anny so quickly, Khamtil 
was given the title of the Gonon-u-KazgUmhoth (BS. 
"Great Conunander of the Horde of the Silent Shadow"). 
He conunanded the garrison of Dol GuIdur for the next 
250 years (see Sections 3.0 and 4.0). During his tenure, 
Kham:til oversaw the training of the KazgCimhoth and 
greatly assisted the Dark Lord in choosing those Orcs and 
Trolls that were best suited for the breeding of the 
Sauron's new races: the Uruk-hai and the Olog-hai. He 
also proved adept at spreading darkness and evil through • 
out southern Mirkwood. Though Sauton wished to 
conceal his true identity and not call great attention to his 
new stronghold, he was not content to live within the 
eaves of a pleasant forest that many Elves and Men called 
their home. Khamul was ordered to perfonn such acts that 
would make southern Mirkwood a place to be feared by 
the Free Peoples. 

KHAMOI. AND THE MOUTH OF $AURON 

Throughout these early years in Dol Guldur tension 
arose between Khamfrland the Mouth ofSauron. Though 
the Black Nillnen6rean had existed for countless centu· 
ties, he remained a Man, who continued to cling to the 
selfish desires and greed, which the NazgCil had lost with 
the acceptance of their Rings. Due to his avarice, the 
Mouth ofSauron continually grasped for more power and 
favorfrom the Dark Lord, even when itmeantcontending 
with the likes of Khamtil. Of all of the Abhorred One's 
servants.- the Mouth ofSauron would only acknowledge 
the Witch-king as his superior. So, when Khamul was 
given command of the forces of Dol Guldur, the Mouth 
ofSauron was secretly enraged at this slight. And his anger 
only increased, when the Great Expansion of Dol Guldur 
allowed KhamUl to greatly strengthen the size of his 
garrison, as well as his own personal influence throughout 
the citadel. (For more infonnation on the continuing 
conflict between the Mouth of Sauton and Khamw see 
Section 2.5.) 

The breeding of the first Uruk-hai, Olog.hai, and 
Pertereg enhanced Khamtil's power. Not only did these 
new races increase the might of the anny that he com· 
manded, they were also more intelligent and able to follow 
orders more efficiently. And in time one arose from these 
ranks that proved to be a great warrior and leader. He was 
a Pertereg named Gothmog, and he was soon made the 
second-in-command of the Kazgfunhoth and was a loyal 
servant of Khamt'il and Sauron. These factors caus~d the 
Mouth of Sauton' s plotting to grow far more difficult, 
and again helped to place Khamul in higher standing in the 
eyes of the Dark Lord. 
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The feud endured until the day approached when 
Khamul and the Witch-king were to depart from Dol 
Guldur. When the Mouth of Sauron leaned of this 
change, he felt that at last he would be given command of 
the army and be the sole authotity in Dol Guldur after the 
Necromancer himself. But throughout the long years of 
this power struggle, the Lord of the Rings had been aware 
of the Mouth of Sauron's designs. And the Dark Lord 
quickly realized that he would have to keep the power of 
the Mouth ofSauron in check, lest he grow too strong to 
trust. So when the time came for KhamUl to depart, 
Gothmog, not the Mouth ofSauron, was given the tide of 
Gonon-u-Kazgilmhoth. 

THE KEEPER OF DOL GUWUR 

During his absence (T.A. 1300-1635), Khamulfought 
to subdue the Shay people of southeastern Endor. He 
dwelled in two citadels in the Mountains of Wind, 
fighting numerous campaigns in the service of the Lord of 
the Rings. After subjugating his foes, he Wa.5 summoned 
back to Dol Guldur to resume hiS command. 

By this time Sauron could foresee that one day ~.e \'. ':''':''': 
leave Dol Guldur and re-enter Mordor: t~er: sc::- ~' - ~ 

would be needed to take control of _-\:r:1O:-. :"0.:-.':. ~:, --,'

Khamul's return he was given the :'~::-::-:.:_":'::'".: :.::.-- :-

Keeper of Dol Guldur," as well as his former rank of 
Gonon-u-Kazgilmhoth. Though Khamul would soon 
depart again and not return for nearly two centuries, he 
would always keep this title and place of cOr.'.manJ. Until 
the time ofSauron's return to MordaL hQ\,\'eHL the title 
of Keeper of Dol Guldut was largd~' hor:on.::-.-, The true 
significance of the title was that w:-:'e:- L~e --:~,: ":Jme for 
Sauron to return to Mordo~. K..~L--:-.·:::' ''''''''':;.:1 .:e given 
command of the HillofSc~.::OT.-~"-:';':: (J:- r:-~ J-,,-~k Lord's 
forces across Rhovamcn. 

Khamul was also awrc ::-. ...-:: ~:~,:::-_,~.;:: """::':;,: ,;oon be 
sent to Mordor, so :-.~ "'-:'>:-.:'::~ :' .. -:..::. l S"..:..0:<'" replace
ment for t.'-le ,,:ue': ~'~~~f :-:.~ "--~-.~ [~~ :-'1ol1th of 
5,",00 woc:c "'~- C-.'" ;~ '''=,: ,'ex Knginnhoth, 
so ':~ :-.~~':'~.::~ ~~.:I:.:JL~ ~ ~:r::ac: ,~~.::-:-:,::'::-.-command 
bo:-;~~ -:" :,,:"_ =~...;r~ =~~ -::':I~ :;,en :-lV'e years he 
:2.::C:·~:: ~: ~l.~ :.:.:.l. ~ t! ::::til:" ~ ~,! ::.J>.i recruited and 
:::-~.-:'': L -:::-~":; ~ ~ :C:n:::lw..~·"e:-->. 
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These new servants were all accomplished rangers and 
were turned toward evil by promises of power &om the 
Black Easterling. Once recruited they were trained by 
Khamfil hiIl15clf, and each became exceedingly ski1led in 
the arts of hunting and tracking, as well as knowledgeable 
in the tactics of forest warfare. In time they all proved to 

be unswerving and valuable servants of the Dark Lord. 
There were five in all, and they were called the Grimburz 

-:8.5. "Dark Rangers"; S. "Faroth-dur")" Daon, the chief 
of their order, served as the Grimburgoth (B.S. "Lord of 
me Dark Rangers")' He was the first and most formidable 
of the group. Due to Khamul's efforts, their enhanced 
skills, and strong loyalty, the Grimbtirz quickly rose to 
positions of favor in the eyes of the Dark Lord. 

Soon the Mouth of Sauton realized that these new 
followers were a threat to his chance of obtaining com
mand of the army, and he grew angry. But after the Dark 
Rangers proved their value, Sauron followed Khamul's 
counsel to grant the Grimburz long life, and the Dark 
Lord ordered the Mouth of Sauron to use his 
powers of sorcery to prolong their existence 
in the same manner that he had done for 
hlluself. The Mouth of Samon was 
enraged, but dared not defy the word of 
his Master, so he performed this task 
with all his skill. Thereafter the 
Grimburz could live many times longer 
than normal men, though they did not 
gain the longevity of the Mouth ofSau
ron, for the Grimburz possessed no 
:.;/umen6rean blood. 

Now Khamul was satisfied that 
Daon. the Grimburgoth, could not 
only lead the Dark Rangers, but Dol 
Guldur's garrison as well. So in the 
last days of TA 1640 the Black 
Easterling set out for Mordor and 
placed his forces in the Grimburgoth's 
capable hands, who now assumed the 
rank of Gonon-u-KazgCunhoth until 
Khamul's return. 

COMINGS AND GOINGS 

Once in Mordor, Khamul led the 
othet NazgCil and Gothmog in the 
preparations for Sauron' s return. Later, 
he was akeyfigure in the siege of Minas 
Ithil, and afterwards dwelt in that city 
for many years, as well as spending 
much time conquering his former 
homeland ofWomawas Oms. 

But beginning in the year T A 2480 
Khamul resided in two locations, 
Minas Morgul and Dol Guldur. 
From this year until 294 I 

Khamul traveled between the _~!!II 
two evil citadels and remained 

in each fortress for several years at a time. While atthe Hill 
of Sorcery he held his position as the Keeper of Dol 
GuIdur and Gonon-u-KazgCimhoth, and when he was 
away in Minas Morgul the Grimburgoth acted as his 
steward. 

In the year T.A. 2475, the forces of Minas Morgul 
finally succeeded in destroying the remnants ofOsgiliath, 
and five years later when it became clear to Sauron that the 
Gondorians would not attempt to rebuild their fallen city, 
the Dark Lord summoned Khamul back to Dol Guldur. 
During the years T.A. 2480 to 2519, Khamtil remained 
in the Hill of Sorcery. He oversaw troop movements into 
the Misty Mountains and other areas around Wilderland, 
and ordered frequent raids throughout Rhovanion. After 
thirty-nine years of quiet plotting and campaigning, Sau
ron felt that his grand designs were proceeding smoothly. 
The Dark Lord ordered the Black Easterling back to 
Minas Morgul, where the Second Dlair remained for the 
next seventy-three years. 
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KHAMOL AND THR6R 

Sauron learned afThrar's retum to the Lonely Moun
tain in T.A 2592. The event concerned the Dark Lord, 
who feared that the House afOunn could again threaten 
his dark domain in Mirkwood. SauIon thus called the 
Second of the Nine back to his side and ordered that a 
watch be placed over Etehor. Although Thror did not 
contest the realm of the Necromancer, KhamUl directed 
his spies against the Dwarven kingdom for the following 
twenty-eight years. Then, convinced Dol Duldur re
mained unthreatened, the Evil One order KhamUl back to 
Minas Morgul. 

The Easterling left Rhovanion in T.A. 2620, and 
during the next 150 years he made his primary residence 
in the Tower of Black-sorcery. Although he did make two 
sojourns to Dol Guldur during this period. both visits 
involved little more than an audience before Sauron. Each 
occasion entailed the Lord of the Rings giving instruc
tions to Khamul, who was then responsible for imparting 
the missives to the Witch-king. While Khamul sought to 
reinforce his authority in Dol Guldur, he had tittle time to 
interact with either the Grimburgoth or the rest of the 
=y. 

In T.A. 2772, just two years after Smaug laid waste to 
Erebor, Khamt1l was called back to Dol Guldur to begin 
a new series of skirmishes in Mirkwood. This campaign 
proved to be largely successful, and the southern two 
thirds of the dark forest were now under Sauron' s control. 
Khamul remained in Dol Guldur until TA 2799, when 
the War of the Dwarves and Orcs concluded, and Sauron 
felt secure in sending him back to Minas Morgul. 

Forty years later Khamt1l was summoned back to Dol 
Guldur to perform a critical task, the acquisition of the 
last of the Seven Rings of Power. Within two years his 
spies reported that ThriinIIhadset forth !Tom Ered Luin 
with his Dwarf-ring. Afterthe Naugrim crossed the Misty 
Mountains, KhamUl set a trap. Using the Grimbiirz and 
other soldiers, he took Thrain was taken captive, and 
imprisoned the Dwarf-lord in Dol GuIdur. Khamtll took 
the last of the Seven Rings from Thrain's hand, and 
tortured his prisoner without mercy for five long years. 
Despite his cruelty, though, the Black Easterling failed to 
discover that Thrain held the key to Erebor's secret 
entrance, as well as the map that told how [0 use it. This 
mistake later proved to be quite costly. 

The error paled in comparison to KhamUl's next mis
hap. For in TA 2850 Gandalf managed for the second 
time to defY the defenses of Dol Guldur, wbich Khamul 
oversaw. The Wizard entered into the dark halls and 
found the Dwarf-lord just before he died. But even more 
importantly Gandalf discovered the true identity of the 
Necromancer, and escaped with the information. 

Sauron was incensed, and scorned KhamUl for his 
failure to capture one of the Dark Lord's most hated foes. 
Hepunished the Ringwraith with the decreethatuntil the 
Lord of the Rings returned to Mordor, KhamUi would 
serve under the authority of the Mouth of Sauron while 
in Dol GuIdur. 

At last, the Mouth of Sauron had gained through 
KhamUl's mishaps what he could not through his own 
devious plotting: command of all of Dol GuIdur with the 
only exception being the Dark Lord himself. KhamUl was 
disheartened, but remained steady in his unquenchable 
desire to promote the power and influence of his Lord. 

In T.A. 2877 Sauron sent KhamUl to Minas Morgul 
with orders for the Witch-king to secure Ithilien. The 
Black Easterling played an important role in that largely 
successful campaign and won back some of his lost 
stature. At the conclusion of these battles, KhamUl re
turned to Dol GuIdur for the last forty years of the Dark 
Lord's occupation. 

During these years Sauron at last learned of the fate of 
the One Ring and ordered Khamul to direct the Grimbiirz 
and others in the search of the Gladden Fields. But this 
search was, of course, many years too late, and it revealed 
no news of the Ring. 

Soon after this KhamUl was ordered to make the final 
preparations for the Dark Lord's departure from Dol 
Guldur. And in T.A.294I, just before the White Council 
struck, Sauron, the Mouth, and KhamUl along with most 
of Dol Guldur's garrison secretly fled from Amon Lane 
and journeyed to Mordor. The following year they en
tered the Black Land, where KhamUl assisted in the last 
arrangements before the Dark Lord would openly declare 
himself. 

Ten years later, Khamul, Adfinaphel. and Uvatha re
turned to the Hill of Sorcery. Once again, Dol Guldur 
became a formidable stronghold. Khamul finally assumed 
his position as the Warder of Rhovanion. 

For the next sixty-eighr years the Black Easterling 
commanded the northern ann of Sauron's forces, and 
many Orcs and Black-trolls were again mustered beneath 
the Naked Hill. Now the identity of Sauron no longer 
needed to be hidden, and Khamul could act without the 
age long worries of overexposure. In a few years Dol 
Guldurwasagain a place of great dread to the Free Peoples 
of Middle-earth, and Khamul won back the praise of his 
Master. 

In T.A. JOr8 Khamulled the first large attack coming 
from Dol Guldur. The forces attacked Thranduil's Realm 
in an attempt to crush the Elven Kingdom and capture 
Gollum. But the army proved inferior to the Elven 
bowmen, and too few to accomplish their task. They were 
struck down in great numbers by the retreating Elves and 
Gollum escaped into the trees, fleeing both the Orcs and 
the Elves. 

Soon after the failed assault Sauron ordered the NazgUl 
to set forth in search of the Ring. But after their defrat near 
Rivenddl the Ringwraiths returned to Mordor, and 
KhamUl and Adfinaphel were sent back to Dol GuIdur to 
begin the northern campaign of the \\' at of the Ring. 



During the war, the anny of Dol Guldur engaged in 
three full scale attacks on Lorien, as well as one against 
Thranduil's Kingdom to the north. But, as with the rest of 
the battles in the war, these assaults ended in failure for 
Samoil s underlings. After the last battle KhamUl and 
Adunaphelleft Dol Guldur for the final time, and 
flew to Mordor on Fell Beasts to take part in the 
Battle of Morannon. When Sauron was de~ 
stroyed with the unmaking of the Ring, 
KhamOl the Easterling's long existence came 
to an end. 

2.5 THE HISTORY OF 
DOL GULDUR 

The history of Dol Guldur is to a 
large degree the history ofSauron in the 
Third Age; it became weII known 
throughout much of Middle~earth af~ 
ter the Dark Lord's final defeat. Still, 
the Hill ofSorcIT}' was also acitadel of 
great mystery-and little known events, 
being the Necromancer's sanctuary 
while he slowly regained his power. 
Because of this hidden nature, many 
things occurred deep within these dark 
halls about which almost nothing was 
ever learned. 

Though from the outside Sauron's 
intricate plans seemed to come together 
like the pieces of a black and dreadful 
puzzle, From the inside of Do I Guldur 
things did not always proceed so 
smoothly. While the Dark Lord 
gradually recovered his lost strength, 
his minions and vassals vied for po
sitions of power and fonned con
spiracies among themselves to bet
ter serve their own advancement. 
Treachery and deceit were com
monplace, and within the lower 
ranks assassination typically went 
unpunished. Each individual among 
the higher ranks maintained spies 
throughout the fortress. They reported the plans of his 
peers. Despite the disloyalty and surreptitious dealing, no 
one ever directly acted against Sauron's will, though often 
times this disunity worked to thwart the Dark Lord's 
grand designs. 

Sauron remained aware of these inner power struggles, 
and occasionally needed to subdue his servants. But even 
amidst the worst events, the Evil One remained somewhat 
aloof. Most of his concentration was spent on far more 
important and overarching concerns, such as locating the 
One Ring and destroying the Realms in Exile. The Dark 

Lord knew that few, if any, of his servants possessed the 
power or strength of will to directly challenge his su
premacy, so he let conflicts continue on as they would. 

Of all the power struggles within Dol Guldur, the most 
significant was that between KhamUl and the Mouth of 
Sauron. They each controlled different factions within 
the fortress, and all others in positions of power were 
forced to take one side or the other. Nearly every treach
erous plot was connected, at least indirectly, to this 
conflict at the highest level of power. 

., 
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THE BLACK GATHERING 

Once every one bunJnJ ytaTS throughout Dol Gu/Jur's 
history a particularly bomfic conclave came together within the 
balls?f the Hill oJSorcery. At the halfway pcint oJtaeb century, 
the secret council ma deep in the c0'!fints oj Dol GuUUf'. It 
incluJcd Sauron and aU Nine NazgUl. This cmlenniai event was 

called the Black Gathering, but little \ws known about t1'Ut 

nature oj theJ;e EVil doings among the lesser inhabitants ?f tlu: 
strtmghoU 

At the appointd time, each oj the Ringwraiths quietry slipped 
through the country side and made his way into the Hill oj 
S(J1"cery. Onu there, the NazgUl and tbrir Master gatbmd 
together for a corrupt and evil convocation which 1a..ted nine days 
and nights. Here, theDark Lord listened to all that flit Uu.iri had 
to tell if TUen! events, and then issued his directives for tilt IJtXt 

century. 

Bifore the dam/ing oj the tenth day after Meb Black Cathmng, 
the Nazgitl all secretly departed Dol CuiJUT, and the fortress 
continued on as if notbing r:veniful bad occurred. 

2.S.1 DOL GULDUR BEFORE T.A 1300 
As told in "The History of the Dwarves of T umUn

gahir," Cdedhring was in truth the first of Sauron's 
servants to reside inDol GuIdur. Atthe end of the Second 
Age, when Sauron was overthrown, Celedhring was in 
need of a serure retreat safe from the DUnedain and Eldar. 
The Naked Hill met his needs because the Free Peoples 
feared to go there due to the belief that Dworm's spirit still 
haunted the abandoned mines. For many centuries 
Celedhring remained hidden beneath Amon Lanc await
ing a change in the world without. 

Now, few indeed knew the true nature of the Dark 
Lord, and only the Wise guessed that he would return if 
the One Ring was not destroyed. So Celedhring was not 
certain that Sauron would ever come again to Endor. But 
some were far closer in counsel to the Dark Lord than 
Celedhring, and one still remained in Middle-earth that 
knew indeed that the Abhorred One would come again. 
That person was the Mouth ofSauron. 

While Cdedhring lived secretly in Amon Lane, the 
Mouth of Sauron was hidden in southern Middle-earth, 
awaiting the return of his Master. When he felt the time 
ofSauron's reemergence had come, theBlackNUmen6rean 
journeyed north to discover any rumor of the Lord of the 
Rings. Knowing that the Gondorians watched Motdor 
closely, the Mouth Sauron avoided that realm and trav
eled into Rhovanion to seek for news. Once there he 
learned ofCeledhring's residence and went to consult his 
old cohort. Together they waited out the few remaining 
years, and formed an alliance that would endure for many 
long centuries. 

In T.A. 1050 Sauron, the Witch-king, and Khamul 
emerged from the shadows of Greenwood and entered the 
ancient volcano. The Dark Lord now founded his new 
stronghold of Dol Guldur, and remained there for nearh· 
the entire Third Age. 

In its earliest years, Dol GuIdur was a somewhat small 
stronghold. The structure only suggested the changes to 
come. And all the levels were, at first, of Dwarven make. 
But Sauton immediately began adding new rooms and 
halls, chief of which was his throne room found on the 
Seventh Level. The majority of the citadel, however, 
remained essentially Dwarven throughout the fust 157 
years of the Sauton's occupation. 

Note: For thou GMs ,Iult make USt cJ ICE's ''Mirkwood'' 
module the layout pmmteJ thm should now be ronsidereJ how 
Dol GuLiur woked in the earliest Jays cJ Sauron', occupation. 
For those who do not use this module onry the rocms clcsest to 
MSrlat (the ctntral sh~ oj Amon Lane) shoulJ. be considered 
present in these early years. In addition, only Levels One tbm 
Seven and the First Stratum exist at this time. 

As told in "Khamul in Dol GuIdur," contention be
tween the Mouth ofSauron and the Black Easterling arose 
at this time. The Mouth felt slighted when KhamUl was 
given the rank of Gonon-u-Kazgumhoth (B.S. "Great 
Commander of the Horde of Silent Shadow"), which 
included command of the entire garrison, and those 
outposts which were in close proximity to Dol GuIdur. So 
the Mouth ofSauron quickly maneuvered into a position 
of power for himsel( He was granted the rank of 
KhaunUlor-u-ThrO.ng Burlauga (B.S. "Chancellor of Dol 
Guldur") and gained control of the Conclave and the 
Slave-masters, the two Orders not under the command of 
Khamul (see Section 3.0 for details of these Orders)' 

The Mouth ofSauron, not only gained more influence 
within the fortress through his control of the Conclave, he 
also played an essential role in communicating Sauron's 
desires to his servants all across Rhovanion. During the 
long hisrory of Dol Guldur many small keeps and lesser 
strongholds occupied by the Dark Lord's minions sprang 
up throughout the region. The outposts that were close to 
Dol Guldur were considered under the direct command 
of the Gonon-u-Kazgfunhoth. The outposts further from 
the Hill of Sorcery, however, were less closely controlled, 
but all answered to the will of the Necromancer. The 
Mouth ofSauron acted as the Dark Lord's liaison to the 
leaders of these more distant outposts. 

Because these activities fell outside his authority as 
KhaunUlor, the Mouth ofSauron assumed the additional 
title of 6mauk.-u-Burlaugash (B.5. "The Voice of the 
Necromancer")' Included with this post was the respon
sibility for the collection of the ~ecromancds tithe, a 
payment in gold and goods made reguhd~' to the Dark 
Lord. Failure to pay thIS trIbute usually resulted in swift 
and deadly punishment, anc me :'-.1outh of Sauton en
forced his Master's will met".:::.lessiY. 

Besides the leaders of t.1.:esc outPosts, countless num
bers of spIes and se:"\'a ... """:ts :n.a.:ie their homes among the 
Dark Lord's enerr.Jcs. T-:.<'"".· [Coo :ect'"l,ed theIr instructions 
e-irhe-r dlre.:tlr 0: :n'±!-e.:tl·, :Tom "the- Voice of the 
]\;ecrc:cu::-..::~ 



During the struggle for power between the two great 
Lords, Cdedhring, who was now officially under the 
authorityofKhamUl, otten tookcounsd with his personal 
ally, the Mouth of Sauron, urging him to take whatever 
control he could. Cdedhring was able to find out much of 
the inner workings of the army, due to his subordinate 
relationship to KhamUl, and acted as the Mouth of 
Sauron's most valuable spy throughout his years in Dol 
Guldur. In this way the Elf hoped to gain increased 
influence throughout the fortress, due to his covert ties 
with the Black N6men6rean. But this plotting produced 
Iirtle gain, and the Mouth of Sauron and Celedhring 
slowly grew more envious of the NazgCil. 

Another important figurefell 
into the Mouth of Sauron's 
camp at this time. This 
creature's name was Andal6nil 
~Q. "Friend of Long-dark
ness"). Sinda chroniclers called 
him "Durand" (aka 
"Andal6nil"). A Raug (S. "De
mon"), he served the Dark Lord 
throughout the Second Age in 
Mordor. The Mouth of Sau
ron had need of a powerful 
mdividual to command his 
Slave-masters, and Andal6nil 
was well suited to the task. Af
ter receiving the rank of 
Snagagoth (B.S. "Slave-mas
rer"),Andal6nil quickly learned 
that he had to placate his supe
nor in order to gain more power 
himself. Andal6nil was not 
pleased with this situation. see
mg himself as greater than any 
Man, but he also knew that the 
Mouth of Sauron was a par
ticular favorite of the Necro
mancer. Andal6nil dared not 
openly defy him. 

Like the Mouth of Sauron, 
Khamul had many followers 
who were especially loyal to 
him and worked to promote 
his influence. The most impor
tant of these in the early years 
was Gothmog, one of the first 
and most powerful of the 
Pertereg. Gothmog's first taste 
of authority came early in his 
life as he quickly rose through 
the ranks of the Kazgfunhoth. 
Before many years had passed 
he had become the Imga 
Urdanuk (B.S. "First High 
Commander") of the Army, 

second only to KhamUl, and one ofSauron's most gifted 
servants. Throughout his years in Dol Guldur Gothmog 
remained faithful to KhamUl, who was the first to notice 
the Pertorog's great potential. 

In the beginning this division of power remained fairly 
balanced, but soon the Mouth of Sauron attempted to 
gain more influence throughout the fortress. He placed 
more spies within the Kazgfunhoth to report any informa
tion that couId be used to discredit KhamUl. In addition. 
he directed the Conclave to attempt to exert their influ
enceover others with accusations of heresy and disloyalty. 
Occasionally, these plots met with success, but, regardless 
who suffered, Khamul typically remained unscathed. 
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KhamUl also had spies among the Mouth ofSauron's 
followers, and he used them to keep watch on his rival. 
But, because the strength of Dol Guldur's army was truly 
vital to the Dark Lord's plans, Khamfil felt quite secure in 
his position of commanding the garrison. (See above, 
"Khamul in Dol Guldur.") 

The balance of power began to change, however, in 
T.A. 1258, when "the Great Expansion" of Dol Guldur 
commenced. This extensive construction involved the 
addition of the three Precipices as well as the five Strata. 
Besides the new levels, Sauron ordered each of the original 
levels to be greatly expanded and a network of Ore dens 
to be delved beneath Nan Lane to house his now numer
ous troops. The result of this increase was that the army 
could now be far larger, and KhamuJ's intluence far 
greater. The Mouth of Sauron had no recourse except to 
increase the size of the Conclave, and continue to look for 
a chance to show himself superior to the BlackEasterling. 

In T.A. 1300, forty-two years after "the Great Expan
ston" had begun, the Mouth ofSauron thought he finally 
had his opportunity to gain more power. The Witch-king 
was sent to the north, and Khamul was ordered east. At 
last the Black Numenorean could better his standing 
within hierarchy of Dol Guldur. But this outcome was not 
to be, for Sauron had seen the Sorcerer's greed and wished 
to subdue his lust for power. The Dark Lord placed 
Gothmog in command of the garrison, and the Mouth of 
Sauron remained in his former position. 

This act marked Gothmog's ascension into the ranks of 
Sauron's most elite vassals, a position from which he 
would never fall. The Mouth of Sauron was secretly 
enraged. His desire for power only grew greater. 

2.52 DOL GULDUR 
FROM TA 1301 TO T.A. 1634 

After the deparrure of the two NazgUl, "the Great 
Expansion" continued for the next eighty-two years. The 
KazgUmhoth grew in numbers to fill the ever expanding 
fortress, and the Dark Lord finally began to feel secure in 
his secret dwelling. The fires of the great forges beneath 
the Hill of Sorcery burned hotly, sending black clouds of 
smoke swirling out of the ancient volcano to hang omi
nously in the darkening skies over southern Mirkwood. 
The true fear and dread of Dol GuIdur was now felt 
throughout the vastness of Rhovanion. 

Sauron then started sending many Orcs and T roUs 
south into Mordor, but these migrations were broken up 
into many small bands. who took indirect routes to the 
Black Land. Some first traveled east and then south and 
entered Mordor far from the borders ofGondor. Others 
took more direct routes, sneaking their way south through 
eastern Gondor and across Ered Lithu. 

Great strife arose between the two factions within Dol 
Guldur. Following the urgings ofCeledhring, the Mouth 
of Sauton attempted to unseat Gothmog ftom his posi
tion of Gonon-u-Kazgfimhoth. He used Celedhring to 
gather information against many high ranking officers. 
then ordered the Fhalaugash( see Section 3.3) to officially 
accuse them of heresy against the Nectoll1ancer. In some 
cases, the individuals accused were able to prove their 
loyalty, but most were put to a slow and painful death. 
These results were due to the fact that the Mouth of 
Sauron or the Fhalaugash typically sat in judgement. 

Gothmog retaliated by staging several "accidents." 
Many Laugashi mysteriously lost their lives. This covert 
conflict threatened to endanger the security of the for
tress. 

The Mouth ofSauron at last struck final blow, accusIng 
Gothmogof selfish intrigues. Scrolls with scribed conver
sations between the Gonon and his officers were altered 
and exaggerated, and depicted Gothmog as a traitor. The 
Fhalaugash of Dol Guldur officially accused Gothmog of 
heresy and disloyalty to the Necromancer, and the Gonon 
was put on trial before the Dark Lord himself. 

Befote the dreaded trial even concluded, Sauron de
clared himself weary of this foolish bickering. The Evil 
One ordered the proceedings to a swift and deadly halt. 
He well knew that the Mouth of Sauron and Gothmog 
wete behind all the conflicts. but he did not wish to lose 
such valuable servants. In order to silence all his under
lings, Sauron ordered the execution of the Fhalaugash and 
the Imga Urdanuk (B.S. "First High Commander"). The 
court was silent as the two were put to death in midst of 
the trial. Thereafter all conflicts between the two factions 
ceased for many years, and the Dark Lord was free to 
concentrate on more important matters once again. 

2.5.3 DOL GUWUR 
FROM T.A. 1635 TO T.A. 2063 

The beginning of this period marked the return of 
Khamul to the Hill of Sorcery, and his award of the title 
"Keeper of Dol Guldur," as well as his redaimation of the 
position of Gonon-u-Kazgfimhoth. Gothmog had no 
objection to losing his position. because in a few short 
years he was to travel to Mordor and again assume the 
rank of Go non within the ever growing Mordorean army. 
His time in Dol Guldur prepared him well for his 
upcoming task, and during the followmg years Gothmog 
readied the troops he was to take with him, and received 
his intricate orders from Sauron. Late m T.A. 1639 
Gothmog set forth from Dol Guldur and secretly entered 
Mordor the following year. 

Khamul had completed the traming of the Grimburz, 
and Daon (the Grimburgoth) assumed the rank of Imga 
Urdanuk and second-m-command of the Kazgfunhoth. 
When Khamullefr Dol Guldur late m T.A. 1640, the 
Grimburgoth took the exalted role of Gonon, and again 
the Mouth ofSauron was demed command of the army. 



Despite his excessive ambition, the Mouth of Sauron 
-..ad proved to be a valuable servant to his Master. He was 
- .)rthy of the lofty rank which he sought. Shortly after 
~~til was given the title of Keeper of Dol Guldur, 
~.l.~on spoke with the Mouth alone. The Dark Lord told 
--..-.e Black NUrnenorean that when he rentrned to Mordor, 
--"-.~ Mouth of Sauton would be given the position of 
~~!enant of Barad-dur and, if he proved worthy, per
--,-?S an even greater command one day. The Mouth of 
~.o.::.::on, however, was only consoled by this promise of 
:-.: · ... -er for a short while onIy, for he knew the time of 
~..<:Zon's return to Mordor was yet far off. 

O"er the next century, the Grimburgoth proved his 
:-":-..;e as an agent and military leader. Sauron used the 
:_-::1burgoth to direct many skirmishes and troop move

::::,:::-;ts throughout Mirkwood, and deployed him on 
7"':";';tOns of terror where he went out from the fortress 
i-::-:e to enact his Master's designs. From the beginning 
«-..amul and Sauron had noted how strongly loyal the 
-=_-:iliurgoth was to the Dark Lord. During his years of 
: ~=and he always tried to stay above the petty conflicts 
.'::,,>Un the citadeL 

The Dark Lord foresaw that the Grimburgoth could 
::'C.J"e to be very useful one day, and Sauron deemed him 
"'.Jrthy of greater strength. So in T.A. 1705 Daon was 
~.m a Lesser Ring of Power (see Section 5.0 "People of 
'':vu''), and from that time onward the Grimburgoth was 
_-:exorably tied to the will of his Master just as the 
::<.:ngwraiths before him. This act would later save Samon 
:-::Jrn suffering a great set back in his age long plans to 
':.Jrnmate Middle-earth. 

During these years, Andalonil, the Snagagoth (B.S. 
-Sla~-e Master"), began to grow weary of the Mouth of 
~.o::.1rOn'S seeming inability to advance in standing. His 
_,: ';alty to the Black Numenorean weakened as his lust for 
~wergrew, andhe began to form asecret alliance with the 
.:.unburgoth against the evil Sorcerer. The Grimburgoth 
: ::ould see that Andalonil only wished to better his own 
~ding and merely feigned participation in the con
;?lracy. In time Andal6nil grew frustrated at the lack of 
:::'ange and began to loath both the Mouth ofSauron and 
:!-Jt" Grimburgoth, though for the time being he kept these 
:eelings hidden. 

Throughout thp npu- sl'"vPral hundr,,"d y,,"ars AndaI6niI 
,mempted to stir up conflicts between the two rival 
:-actions by turning various individuals against one an
Jther through cunning lies and twisted truths. Many of 
Sauron's minions betrayed and killed each other as the 
'.eats wore on. Tht"se contentions reached a peak in T.A. 
r 976 when the Mouth of Sauron left Dol Guldm for a 
rime and traveled to Mordor to assist in the attack. on 
Minas Ithi!. 

Ar:dal6nil assumed the Mouth ofSauron's position of 
Khaun61or-u-ThrUng Burlauga and continued in his role 
as Snagagoth. Celedhring, however, had grown to distrust 
Andal6niloflate, and felt that he, and not the Snagagoth, 
should have been given the Mouth of Sauron's position. 
The Elf was filled with longing to revenge himself, but he 
did not act on this desire for many years. 

Andal6nil relished his new position and began to 

envision the possibility of becoming the sole authority in 
the Hill of Sorcery. This hope was dashed twenty-six 
years later when the Mouth of Sauton returned to the 
Dark Lord's side. Andal6nil was now more angry and 
envious than ever, and secretly hoped for the Mouth of 
Samon's ruin. He even dared to consider open revolt 
againstSauron, but decided against such a perilous action. 

GANDALF's VISIT 
An unexpected visit occurred in T.A 2063, which had 

an overwhelming effect on the history of the Hill of 
Sorcery. Gandalf the Grey secretly entered Dol Guldur to 
atterr.ptro discover the true identity of the Necromancer. 
Whe:J Sauron learned of the Wizard's presence, he could 
see that all could be lost, if his true nature were revealed 
too soon. Before Gandalf descended far into the fortress, 
the Dark Lord fled Amon Lane with the Mouth of 
Samon, a smaIl contingency ofUruk-hai, and his personal 
guard, Together they traveled east and hid for many long 
years far from the prying eyes of the Eldar and Istari. 

THE GRlMBURGOTIlS WARDSHIP 

But before he left, Sauron gave his last instructioru to 
his underlings. Because the Grimburgoth now possessed 
a Lesser Ring of Power, and was forever enslaved to the 
Dark Lord's will, Sauron placed him in command of Dol 
Guldur. The Dark Lord's final orders were to disperse the 
Kazgfunhoth throughout Rhovanion and hold Dol Guldur 
until his return. The Grimburgoth was also told to keep 
his forces in check throughout this time, to avoid drawing 
draw any attention from their enemies. 

The Mouth of SauIon also gave final instructions to 
AndaI6nil and Ccledhring. He commanded AndaI6nil, 
who was again givt"n the Mouth ofSauron's position, to 
follow the Dark Lord's orders and keep his servants in 
line. And Ccledhring was instructed to watch over 
Andalonil. lest his craving for power grow too strong. 
Unbeknownst to the Mouth of Samon, Celedhring had 
plansofhis own, and now saw his opportunity to exact his 
revenge on the cursed Raug. 
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2.5.4 THE WATCHFUL PEACE 
Outwardly, this stage afDol Guldur's history marked 

the quietest period of the Third Age in southern Mirkwood. 
Almost no military offensives were carried out, and the 
KazgCimhoth was reduced to its smallest size since the first 
days beneath the Hill of Sorcery. Very little mining or 
smith-craft occured at this time, so the skies over Dol 
Guldur grew somewhat dearer. 

Within theHiIl of Sorcery, however, things were nOIsa 
calm. Soon after Sauron's departure Anda16nil began to 
contest the Grimburgoth's authority, and many disputes 
erupted between the two. Andal6nil wanted to make use 
of the anny while the Dark Lord wa.~ away, and exert his 
own will across Mirkwood and Rhovanion. For several 
years Andal6nil was content to show the Grimhurgoth 
disrespect and question his judgement, but in time the 
Snagagoth's longing for power overcame his restraint. He 
conceived a dark plot to kill the Grimburgoth and take 
command of Dol Guldur himself. 

Meanwhile, Celedhring patiently waited as his spies 
reported Andal6niI's schemes. When the time was right 
the Noldo proposed to the Raug that they should work 
together to destroy the Grimburgoth. Afterwards, 
Andal6nil could take control and Cdedhring would act as 
his steward and second in command. This plan was alI the 
enticement Andal6nil needed, and he quickly accepted. 

Celedluing met secretly with the Grimburgoth and told 
him of the plot on his life. In return for this information 
the evil Noldo wanted Andal6nil's position after he had 
been removed. With great suspicion and some reluctance 
the Grimburgoth agreed to the terms. 

That night the Grimburgoth gathered the other 
Grimburz to hi~ side and gave out hIS instructions. Later, 
he summoned all the leaders of the fortress together and 
openly acrused Andal6nil of treason agams[ the Necro
mancer and challenged him to combat. 

Stunned by this unexpected charge, Andal6nil hesi
tated before replying. A knowing glance from Celedhring 
(who stood close by) reassured him, however, and 
AndaJ6nil felt sure of victory. He knew the Elven Mage 
was a powerfUl ally and slowly moved to confront the 
Grimburgoth. The other four Grimburz, who hid in the 
shadows of the huge room, attacked ITom all sides and the 
Grimburgoth drove his sword deep into Andal6nil's 
chest. As the Raug's life slowly fadded Celedhring stepped 
forward and looked into his dying eyes with a wicked and 
heartless smile. The Noldo could now take the position 
which he had so long desired. 

Afterwards. the Grimburgoth's authority inDol Guldur 
went unquestioned. Disputes within the fortress lessened 
for a time. Celedhring seemed content, having exacted 
revenge against Andal6nil, and having obtained greater 
authority for himself. 

One final event happened in T.A. 2205 that defini
tively established the Grimburgoth's authority. Daon had 
possessed his Lesser Ring for over five hundred years. 
Now, he slowly began to transform into a Ring-wight (see 
Section 5.0). The terror felt in his presence and his now 
undead naNre made him nearly unassailable to his follow
ers. The Orcs learned to fear him nearly as much as one of 
the NazgUi, and most would die for him without question. 
Throughout the remaining years of" the Watchful Peace," 
as Sauron's minions across Rhovanion greatly increased in 
numbers, Dol Guldur's inhabitants kept quiet in the dark 
halls and anxiously awaited the reNm of their true Master. 

2.5.5 DOL GULDUR 
FROM T.A. 2460 TO T.A. 295 I 

In the year T.A. 2460 Sauron returned from the east 
and resumed his guise of the Necromancer, marking the 
end of "the Watchful Peace." The forges beneath the 
Naked Hill again blazed with white heat, and the skies 
over southern Mirkwood once more grew dark and 
foreboding. Soon after his arrival, the Dark Lord sent out 
messengers from Dol Guldur to gather his forces to his 
side and prepare for war. For Sauron' s minions had grown 
great in numbers during h is absence, and he was now ready 
to refortify Moria and the Misty Mountains and enforce 
his will across Rhovanion. 

Twenty years after the Dark Lord's return, many Orcs 
and Trolls were sent west into the mountains, and all the 
passes across the Hithaeglir became guarded by secret Ore 
strongholds. The greatest number of troops were sent to 
Moria where the Balrog held sway, and the Demon's 
control over Khazad-d6m became complete. Sauron re
newed his campaign tluoughout Mirkwood, and skir
mishes and small battles grew ever more common as the 
days wore on. 

During the years T.A. 2480 to 2941, Kham61 returned 
to Dol Guldur for long periods at a time. \\!hile there the 
Black Easterling resumed his rank as Gonon-u
Kazgilinhoth, as well as his official title of Keeper of Dol 
Guldur. The Mouth was also present, and the age old 
rivalry between the Black Numen6rean and Khamw the 
Easterling was renewed with fUror. 

Once again, the two leaders and those loyal to them 
placed spies among each other's followers, and soon many 
small conspiracies emerged with plots against their peers, 
and designs on greater power for themselves. But Khamt1l's 
authority had now grown great with the vastly increased 
garrison, and the Conclave's influence throughout the 
keep was lessened while he was present. Durmg the times 
when Kham61 resided m Minas Morgol, however, the 
Mouth of Sauron was able to take advantage of his 
absence. The Grimburgoth held strong sway over the 
army, but he lacked the ommous presence of the Nazg6l, 
and could not contend directly with the Mouth ofSauron. 
In the ensuing years the inner power struggle of Dol 
Guldur flowed back and forth, as the Black Easterling 
came and went on his journeys to Minas Morgul. 
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Military activity in the 
:he Hill of Sorcery reached 
ts apogee. Khamtil and the 
.Jnmburgoth were able to 
':;rect the Kazgfunhoth ina 
.. ~de range of attacks across 
::1.:'ovanion. The might of 
:=tol Guldur spread out 
::-.rough Mirkwood like a 
-_~\"'Y ever-growing storm 
:~l[ threatened to consume 
"""IT1.1:hing in its shadow. 
StJl Sauron would not al
: ... ' his full strength to be 
_-Jeashed, and all out war 
-c.>:nained forbidden. The 
Jark Lord's true objective 
: ~~tinued to he the reopen
_-:~ of Mordor, and at his 
:~::1mand the Orcs of Dol 
~~.1;dur renewed their mi
~]tion to the Black Land. 

Sauron reached the 
-~ght of his power in Dol 
~.lldur late in T.A.2772, 
-_:st as KhamUi directed 
::-e Kazgilrnhoth dur
-,!! Its most ambitious 
-:7ensives. At this time, 
--I' Lord of the Rings 
; ~:1trolled nearly all of the Misty Mountains and the 
'~'Jthern two thirds of Mirkwood. His servants also 
-a'Jnted much of the rest of Rho van ion, and his unwitting 
u:es held sway over both Erebor and Moria. The Evil 
~ne now knew the time was drawing close for his return 
-) Mordor. 

Yet eighteen years later the power of Dol Guldur began 
:0 wane. War broke out between the Dwarves and the 
Orcs of the Misty Mountains, lasting for seven bloody 
·.-ears. Aft<'T the final conflict, the Battle ofNanduhirion, 
.:1 which the Orcs suffered brutal defeat, the Dwarves 
:~ased their struggle and returned to their homes. But the 
Orcs of the Hithaeglir now had only a fraction of their 
:-ormer strength, and Sauron sent reinforcements only 
0"adually. Most of his troops continued south. Nothing 
would thwart this plan. 

In 2850, Gandalf once again infiltrated the halls of Dol 
Guldur. This dating act enabled the !star to discover the 
:--.ature of the Necromancer. The revelation proved both 
:tightening and critical. 

Khamfil, who was responsible for the defenses of the 
fortress, then felt the full wrath ofSauron. The Evil One 
scorned the Nazgtilfor letting Gandalf escape and, for the 
next ninety years, KhamUi stood demoted. The Easterling 
now labored under the Mouth within a revised hierarchy 
in the Hill of Sorcery. Against his finnest passions, he 
found forced to take counsel from the BlackNumen6rean 

whenever he took action. Lest he suffer further humilia
tion (or even perish), Khamfil sought the Mouth's ap
proval regarding any major decision. In tum, the Mouth 
ofSauron wielded the power he felt he always deserved, 
and he savored his authority over the Black Easterling with 
haughty satisfaction. 

Toward the end of this period, attacks by the 
KazgCimhoth lessened. When Sauron learned of the fate 
ofIsildur, all his attention was turned toward the search 
of the Gladden Fields. This desperate hunt, however, was 
all in vain, and Saruman soon learned of this activity. 
Shortly thereafter, the White Council agreed to attack: 
Dol Guldur. Bur the Dark Lord was now fUlly prepared 
for this assault and escaped with much of his anny before 
the \Vhite Council could strike. 

Of those that remained behind, only a small force 
survived the White Council's attack. and these creatures 
fled deep into the darkest confines of the fortress. The 
Grimburgoth had been placed in charge of the defense, 
but quickly realized that he was far outmatched by his 
foes. Taking the best of his warriors and his fellow 
Gtimb&z, he escaped the battle and fled into the shadows 
of Mirkwood. Long after the struggle was over, the 
Grimburgoth silently slipped back into his ancient home. 

Dol GuldUT 
awakens 
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Dol GvIJur is 
ruind by 
GaUulrnl 

Again within Dol Guldur, the Grimburgoth gathered 
the few troops that remained and set up what limited 
defenses he could muster. He ordered that no sign of life 
should be allowed to he seen from without, and all 
remained perfectly quiet. The Elves sent to watch Dol 
Guldur in the following years truly bdievedthe fortress to 
he abandoned. 

In fact, the attack of the White Council had worked 
according to SauIon's designs. After the battIe, many of 
the Wise believed that the Dark Lord had been driven out 
once again, as in the days of"rhe Watchful Peace." While 
the Free Peoples rejoiced in their victory, Sauron secretly 
reentered Mordar and made ready to openly declare 
himself 

Throughout the next ten years, the Grimburgoth and 
his followers remained hidden in Dol Guldur. awaiting 
the return of Khamftl. 

2.5.6 DOL GULDUR AFTER T.A. 2951 
After the Dark Lord reclaimed his throne in Mordor in 

T.A. 2951, KhamUl, AdCinaphel, and Ovatha returned to 
Amon Lane with a formidable army to reopen Sauron's 
former seatofpower. With his return, Khamul was, at last, 
the sole authority in Dol Guldur, free from the presence 
of the Mouth of Sauron and the necessity of remaining 
quiet and subdued to keep the Dark Lord hidden. Finally, 
KhamUl's title of the Keeper of Dol Guldurbecame more 
than just an honorary position, and the Black Easterling 
could show his Master the great ability he possessed to 
lead the northern arm of the Dark Lord's forces. He 
quickly gathered many Orcs and other servants to his side 
&om across southern Rhovanion, and Dol Guldur was 
a£!ain a mighty stronghold feared by the Free Peoples. 

The Black Easterling now held complete control over 
his followers, and Adfutaphel acted as his second~in
command, helping to enforce his will throughout the dark 
citadel. Unlike Sauron, KhamUl was free to expend all of 
his concentration on the directing of his minions. so the 
former inner power struggles were now extremely limited. 
Of course, as with all of Sauron's hordes, murder and 
treachery remained common among the lower ranks, but 
now the Jeaders of Dol Guldur all knew their place, and 
the hierarchy stayed constant throughout these years. 

Skirmishes and raids again became commonplace. The 
Guldurim haunted and ravaged Mirkwood and the sur
rounding region. His foes in disarray, KhamUl now began 
to prepare for a full-scale war. 

The orders from Barad-dtir to commence the frrst 
significant battle, however, would not come for many 
years. As Mirkwood's evil nature grew strong, KhamUl 
and Adunaphel waited patiendy for a signal from the 
Dark Lord to strike. In T.A. 3017 Gollum was captured 
by Aragorn and held prisoner by the Elves ofMirkwood. 
Sauron grew frightened that the Wise would obtain 
information from Smeagol concerning the One Ring, and 
he used this occasion to test the strength of Dol Guldur. 

KhamUl was ordered to attack Thranduil's realm with 
alargeforce of Ores. Theobjective was to crush the Elven 
Kingdom and take Gollum captive. The battalion set 
forth in T.A. 301 Sled by the Grimburgoth and struck the 
Elv ... ~ ~t a time when Gollum was outside the Halls of 
Elven King. In the tumultuous disturbance that followed 
Gollum escaped, butKharm1l' sforces did not successfully 
take the pitiful creature. He escaped both Elves and Orcs 
and was free to search for his lost treasure again. 

The battle, as well, did not 
conclude as planned, because the 
Elves of Mirkwood, though far 
fewer in number, proved too dif
ficult to confront amidstthe dark 
forest. With each advance made 
by the forces led by the 
Grimburgoth, the Elves would 
fall back further into the trees 
and continua11y rain arrows on 
their assailants. The attackers lost 
nearly half their force, and their 
commanders could no longer 
hold their troops in formation. 
Many Orcs began to flee the 
battle, and the Grimburgoth was 
soon forced to order a retreat. 

, 



Only afew short days after this battle, Ovatha returned 
ro Dol Guldur with orders that the three NazgUl were to 
:neet the other (nairi and begin the search for the Ruling 
Rmg, While Khamtll was absentrrom the Hill of Sorcery, 
::"le Grimburgoth took command of the fortress, All 
lttacks by the Kazgfunhoth, however, were prohibited 
.;..,til the Ringwraith's return. 

After the Nazg6I's defeat near Rivendell, and their 
,'·-.:bsequent return to Mordor, Khamtll and Adt1naphel 
:::-aveled back to Dol Guldurlate in T A 3018 with orders 
::. begin the northern campaign of the War of the Ring. 

At long last the KazgUtnhoth was fully unleashed in all 
.::5 terrible power. The army was divided into three large 
:" ~:ces, The smallest of these three divisions remained 
::-ehind to defend Dol Guldur. But the two large armies, 
: ::-mprised of ninety percent of the KazgOmhoth, set out 
:,) attack the Dark Lord's enemies. The largest force was 
. ~..-i by Khamt1l, and this anny headed west to assault the 
::::':"<:5 of L6nen, while AdUnaphelled the other anny 
-:-rth against Elves ofMirkwood. 

Khamul struck first only three days after setting out 
·;';lm Dol Guldur, His army was repelled by the Elven 
;.:: -:hers of Uri en and the unassailable power ofGaladrid. 
--:-:"ley were driven back from the eaves of the forest and 
~,oss the Great River. F ourdayslater, the Black. Easterling 
'~p"ouped his anny, and they again attacked L6rien. This 
:_::le the assault proved far more costly to the Elves, and 
::-:any valiant warriors were killed that day. But again the 
'-:~ces from Dol Guldur could not contest the might of 
.;lladriel, and they were driven back once more. For this 
"~eat, however, Khamt1l did not lead his army back 
~~oss Anduin. Instead, he took them south into Parth 
~ ~lebrant where they prepared for their third attack. 

'\-1eanwhile, as the second assault on L6rien was being 
·-~:..:ght, Adftnaphel pitted her army against Thranduil's 
~:1gdom. There along and terrible battle ensued in which 
~ -.:ge rracts of forest were burned, and many Elven homes 
.:o:stroyed. The KazgUmhoth, however, even with its 
;'_"?rior numbers, was no match for the Elves within the 
-" J:est. By the end of the day most of the army nom Dol 
~J!dur had been destroyed. The few Orcs and Trolls that 
- C'":Tlained retreated back to the Hill of Sorcery. Adlinaphel 
::-.ounted a Fell Beast and flew to join KhamUI. 

The Grimburgoth and his two NazgUl masters led the 
-'_:rd and final attack on L6rien. Despite their presence, 
-'.ough, the Kazgftmhoth squandered the last chance to 
=-:-.)"c its worth to the Dark Lord. They nearly over· 
~ ~e1med their BIven foes in a fierce battle, but they could 
- ·~t overcome the power of Galadriel' s Elven Ring, W idd
:-_g Nenya, the Elf-queen strengthened the magical girdle 

.;:vund her kingdom. L6rien would rqnained unbroken. 
.-\5 the Guldurim stormed the edge' of the enchanted 

.. Jod, Celebornled anheroic sortie through the attacking 
:-:~ces and shattered the assault. There, in the midst of the 
= me, Celeborn came face to face with the Grimburgoth. 
~e fighting raged around them as the two great warriors 

came together in a violent clash of arms. The Elf-lord 
felled the Ring-wight after a long and brutal struggle, 
felling the Grimburgoth with a mighty sword-cleave. His 
coup emboldened the Elves, who drove the dark army out 
ofL6rien. The routed Kazgfunhoth retreated southward. 
scattering into and around the desolate Wold. It was then 
that the Ents from Fangorn attacked and cut down the 
fleeingGuldurirn. Their forces utterly destroyed, Khamt1l 
and Adlinaphel fled the scene of battle. They returned, 
alone, to Dol Guldur. 

The Ringwraiths did not remain in the Hill of Sorcery 
for long. Promising to return, Khamt1l ordered the re
maining trOops to defend Dol Guldur, Later that night, 
the BlackEasterling and Adunaphel departed Amon Lanc 
for the last time. The two Ulairi flew to Mordor, where 
they fought in the Battle of the Morannon and met their 
doom . 

2.5.7 THE DESTRUCTION OF DOL 
GUWUR AND THE FOURTH AGE 

When the One Ring was destroyed in the Crack of 
Doom, the Orcs and Trolls in Dol Guldur wailed in terror 
at the loss of the great will that had driven them through
out their lives. They cowered within their dark fottress 
and feared the light of day. For two long horrifying days 
and nights they waited, looking for a leader strong enough 
to rally them to defense. 

The warriors still surviving within the fortress weath
eredtheir awful travail. Theymanned the battlements and 
looked for some sign of supportfromMordor. Theirvain 
hope waned, though, as their confusion grew and thoughts 
of doom spread through the dark halls of Dol Guldur. 

On the third day after the downfall ofSauron, Celeborn 
led the host ofL6rien under the eaves ofMirkwood and 
attacked Dol Guldur. The siege was brief but fierce, and 
many Elves lostrheirlives in the attack. Before the day was 
outthe last of the defenders were slain or captured, and the 
Orcs were all destroyed . 

For the next eight days Galadrie1 used her Elda powers 
to smote the walls of Dol Guldur and destroy the ancient 
stronghold. Her enchantments broke the citadel's ram
parts and crushed the accursed foundations. Blasting away 
the central shaft of the citadel,she laid the black halls open 
to the sun. The hidden Orc dens beneath Nan Lane 
became gaping pits, whilerhe lowest levels of Dol Guldur 
collapsed. Elven magic cleansed the surrounding forest of 
evil and corruption, and rid theShadowfromMirkwood. 

Southern Mirkwood became part ofCeleborn's realm. 
In time, many Elves from LOrien came there to dwell. 
Some settled in the ancient Elven hornesires within sight 
of the ruins of Dol Guldur. Amon Lane remained a dark 
place, and the Quendi rarely tread near its heights, al
though their ever-vigilant watch guards against the return 
of evil. 

, 
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3.0 POLITICS AND 
POWER 

Though Dol Guldur is a vast den of cruelty and 
wickedness-where the strong and cunning subjugate the 
weak, and brutal and perfidious deeds are the quickest 
means for gaining power-the citadel is far from being 
entirely chaotic. The hierarchy in the Hill of Sorcery is 
actually an intricately structured order that overshadows 
life within the dark stronghold, and punishment for 
misdeeds is swift and often lethal. This structure perme
ates the fortress from the most powerful of the Evil One's 
lieutenants to lowliest band of Orcs. \Vhi1e the Free 
Peoples' ideals of propriety and justice are no where 
present, none of the citadel's inhabitants harbor any doubt 
as to who ultimately holds sway over thcir lives. If the 
mmions of the Necromancer know nothing else, they are 
certain to know their place withm his rigid lattice of 
authority. 

But while the hierarchy is unquestionmgly clear, the 
actual laws are not. Written codes remain in the hands of 
Sauron or his appointed Warlord, and are amended or 
ignored according to official captice. Rules are typically 
enforced according to whim of the presiding authority, 
who could be anyone of a number of individuals. Deeds 
that might win praise from one Lord bringexecutionfrom 
another. Typically, the greatesr threat the slaves ofSauron 
face comes from their own people. 

Although treacherous feuding among Sauton's under
lings continually broils beneath the stonn clouds over 
Nan Lanc, the Necromancer tolerates no rivals. Trea..~on, 
and even serious discord, is swiftly rooted our, the perpe
trators punished with astounding brutality. \Vhile being 
content to have his servants vie for power, pondering his 
schemes in the huge volcanic cavity deep beneath Amon 
Lane, the Dark Lord tolerates no breach i:1 his defenses. 
His minions understand that any challenge to his author
ity is simply unthinkable. 

THE EVER-REACHING SHADOW 

The power and influence of Dol Guldur, however, 
reaches far beyond the shrouded realm in southern 
Mirkwood. Not only is the Hill of Sorcery a great 
stronghold, ir is the pre-eminent (albeit surreptitious) seat 
ofSauronic authority-at times for all the varied Shadow
servants across the vast reaches ofM..iddle-earth. In addi
tion to holding sway over many minor outposts through
out Rhovanion, secret directives are sent out from Dol 
Guldur to such distant and varied strongholds as Carn 
Dum in the realm of Angmar and Ny Chennacatt in the 
Farthest South beyond Harad. Many other bastions of 
evil such as Mt. Gundabad and Goblin-Town, are watched 
and furtively influenced by agents and spies of the Nec
romancer. In addition, otherpcoples (such as theAsdriags, 
Sagath, and Logath) are unwittingly coerced into follow
mg the designs of the Dark Lord. But the most important 
ofSauron's holdings is without question Mordor, which 
he watches intently as it is prepared for his inevitable 
return. 

Note; The injcrmatirm givrn bJ.,w descriks the hierarc/ry 
during the middle years if the I1Jird Age (I636-2850; 
excluding the Watclful Peace); however, as noted on the 
Hierarchy Table, the exact structure varies at d!ffrrmt time~ 
particularly when Sauron is absmt or no «mger residing in Dol 
Guldur. The GM should rifer to tbe table and note the changes 
if the campaign is set during an earlier or lattr period. 

3.1 OVERLORDS 
Although the many duties and imperatives in Dol 

Guldur are dispersed down through the Lords and their 
Orders, all true authority rests with the Overlords, the 
three most eminent individuals within the stronghold. Of 
course the ultimate, absolute figure of power since the 
founding of Dol Guldur is ;5"auron-the Necromancer 
(B.S. "Burlaugash")---who long ago titled himself the 
"Durbaz-u-Thrtmg Burlauga" (B.S. "Supreme Ruler of 
the Hill of Sorcery"). His second in commarttl is ~ 
Second of the Ninr. KhamUl the .IEasterling." Dol Guldur' s 
third Overlord is the Mouth of SatMlin. 

KhamUl the NazgO.! holds the rank of the Gonon-u¥ 
Kazgfunhoth (B.S. "Great Commander of the Horde of 
the Silent Shadow"). He is also the Warlord ofRhovanion, 
the Warlord of Dol Guldur, and the Lieutenant (aka 
Keeper or Warden) of Dol Guldur. Answering only to 
Sauton Ot the Witch-king, KhamUl is the second most 
powerful figure in the Hill of Sorcery. 

The Mouth ofSauron is the greatest of theDark Lord's 
mortal servants. Nearly always at his master's side, he 
holds the position of the Khaunulor-u-Thriing Burlauga 
(B.S. "Chancellor of the Hill of Sorcery")' His unique 
status as Sauron's spokesman makes him answerable to no 
one, save the Lord of the Rings. \Vhile he publica11ydefers 
to KhamCtI, he only obeys the Evil One. He acts on the 
Easterling's word only when it is dear that the Lieutenant 
of the Tower holds Sauron's specific mandate or conveys 
the Dark Lord's specific edict. 

While the authority of the (Tlair Easterling and the 
Black Numen6rean Mouth both pale nextto the ominous 
majesty of the Dark Lord, they enjoy the special privilege 
of giving counsel to their Master. (Only the other NazgUl 
share this right.) Their most important role, though, is to 

administer all the dark affairs of the citadel with which the 
Necromancer has no desire to concern himself. For above 
all else the Dark Lord is consumed by age-long plots and 
the endless search for the One Ring. 

The two lesser Overlords maintain distinct spheres of 
command, each of which is well-suited to their character. 
Khamilt;the Gonon (=--Warlord), commands both the 
Kazgfunhoth (Horde) and the Smiths. Meanwhile, the 
Mouth of Sauron. the KhaunUlor, oversees the Conclave 
and the Slave-masters. Though the Mouth does not 
command as great a host as Khamul, his power over two 
critical factions makes his position nearly as influential. 
And although this structure appears to be clearly defined, 
both KhamUl and the Mouth of Sauron continually 
struggle against one another to win greater favor from 
rheit Lord. (See Section 2.5 for a detailed account of this 
conflict.) 



:...-: addition to their ranks, both KhamUl and the Mouth 
:- :::\auron also hold titles, much the same way in which a 
:~-::-born Gondorian might enjoy a title as both a noble, 
:;....:.:' as the "Lord of Osgiliath," and a rank among 
::'::ldor's leadership, such as the "King's Conunander." 
,--..;mill's title is "the Keeper of Dol Guldur," which is a 
.=~dy honorary position. This title means that, when 
~=on reclaims his throne in Mordor, KhamUl will be 
:c.io.:~d in command of Dol Guldur. 

:-:'le Mouth ofSauron's title, and the name by which he 
oJ ~ .:alled throughout his years in Dol Guldur, is the 
~ '-="...i:tk-u-Burlaugash (B.S. "the Voice of the Necroman
~ .. This title, as the name implies, gives the Mouth of 
~'=0n [he power to act as the Necromancer's liaison to 
.:-~ :nany fortresses and strongholds under the Dark 
_..:-r'::'; influence. Besides the necessity of keeping these 
~-':'_?s in line, the 6mauk. is responsible for overseeing 
.:-~ :ollection of the Necromancer's Tithe. 

3.1 THE LORDS 
The Lords (B.S. "Gothu") of Dol Guldur 

~=J~(e directives handed down by the Over
,_ -.::.s. This principal group includes the leaders 
me the three Orders and,the Imga UrdantOO(B.s. 
-nm High Commander") of the army. As a 
.-,,::;:e. [he Lords are responsible for the day to 

.:..;, -.- oversight and management of nearly every 
00'::-<'.:1 oflifewithin the citadel. Whensomething 
;':.:-s amiss it is often the Lords who experience 
--::- ~ "nth of their superiors. 

:.esides the Imga Urdanuk., the titles of the 
_.::ds include the GothtatGL (B.5. "Master 
rith"), the Fhalaugash (BS. "High Sorcerer" 
::"1:' "High Priest"; lit., "Great-one-who-uses
::-...igic"), lind the Snagagoth (B.S. "Slave Lord"). 
--=:-:e Imga Urdanuk. and the Gothtuttil operate 
_--:der the command of Khamul, while the 
;=-:-.alaugash and the Snagagoth answer to the 
o::..:z:hority of the Mouth of Sauron. 

The Grim~ currently holds the rank of 
:.mga UrdanuE', Ce1edhring serves as the 
GothtfrtCi£. Gorovod commands the Conclave as 
& Fhalaug~hl while Andal6nil acts as the 
~agoth. (See Section 5.0 "People of Note" 
:-'::-f details concerning these individuals.) 

3.3 THE ORDERS 
Excluding the Necromancer's army, which 

=-.akes up the vast majority of rh .. inh~hitants 
~; the citadel. the population within Amon 
~c is divided into three groups. the Orders 
~:- Dol Guldur. The Orders formed in the 
~arly years of the Hill of Sorcery to fulfill 
:~ose needs beyond the scope or reach of the Kazgfrmhoth. 
For as the numbers ofSauron's minions swelled, the tasks 
7equired to maintain the organization of the citadel also 
::l1.11tipled, and the Orders grew in number and impor
:,}flce. 

THE SMITHs 
The Order of Smiths is the smallest and least powerful 

group within the hierarchy of Dol Guldur. In the years 
since the Great Plague, however-due the efforts and 
wisdom of Celedhring, the Gothtutt11 (B.S. "Master 
Smith"}-the Smiths have increased their influence. Now 
that Gondor and the Northmen of Rho van ion seem less 
able to guard themselves. the Kazgilmhoth launch ever
increasing numbers of raids and skirmishes. These attacks 
help address Sauron's army's seemingly-endless demand 
for armor and weaponry. The flow of booty supplements 
the work product of Dol Guldur's numerous smithies. 
Thus, Celedhring manages through his cunning counsel 
to lobby for his Order by subtly emphasizing the essential 
part they play in warcraft. 
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A secret pact between Celedhring and the Mouth of 
Sauron also works to the benefit of the Smiths. The two 

often take counsel together, during which Celedhring 
divulges what he knows about the plans of Khamtil and 
the Kazgfunhoth.ln return, the Mouth ofSauron subtly 
promotes the Smiths' position within the citadel. 

The Smiths of Amon Lane are responsible for more 
than the manufacture of armor and weaponry; they also 
make almost all the equipment and tools used in the 
stronghold. This Order produces everything from pick 
axes and shovels for mining to enchanted items used by 
Dol Guldur's elite masters. Basic blacksmiths comprise 
only part of this group. Also included are armorers and 
weaponsmiths, bowyers and fletchers, alchemists and 
gem-smiths, locksmiths and goldsmiths, masons and 

wheelwrights. and apprentices for all these positions, as 
well as other artisans. And, as Celedhring quietly points 
out, without these craftsmen the leaders of 001 GuIdur 
would quickly find their followers ill equipped, while the 
citadel itself would begin to falI into disrepair. 

Though the GothrutUI does not himself engage in any 
of these menial tasks, he is responsible for all that his 
underlings are'required to produce. Even more impor
tantly, he is solely in charge of the creation of enchanted 
items. Since only the MaktUtUI (B.S. "Second Smith") 
and a select few others are permitted to aid him in his 
endeavors, he is a key figure in the Hill of Sorcery. 

The Maktlitfrl is the assistant to the Gothttitftl. He 
always acts on his master's authority, even when directing 
the lesser members of the Order of Smiths. This position 

is presently held by a Northman, Froedhir. 
Celedhringrarely lowers himself to the task 
of overseeing thi' work of his minions, so 
Froedhir typically handles the day-to-day 
management of the Order. 

The TutUli (B.S. sing. TutUl), or 
"Smiths," function below the Makrutfrl. As 
noted, they practice various professions. 
All the races present within Dol GuIdur are 
represented within this Order, though Trolls 
are quite rare, and Celedhring (a haughty 
Noldo) wishes to keep the number of Ores 
to a minimum. The Smiths now number 
nearly three hundred, but the GothrutUI is 
currently pressing for more artisans to ful
fill the growing demands of the 
Kazgt1rnhoth. 

Note: At tbe bright of Dol Guldur's pOWN", this 
Order numbers .:wer 500. 

THE CONCLAVE 

The Conclave first formed at the behest 
of the Necromancer soon after the estab
lishment of Dol Guldur. It functions under 
the guidance and direction of the Mouth of 
Sauton. The Black NUmenorean gathered 
gifted but corrupt individuals from the 
many kingdoms of Men across western 
Endor, uniting their talents with those of a 
few exceptionally crafty and sinister Ores 
and Trolls. These "Advocates" (B.S, 
"Kishothf'), all of whom became learned in 
sorcery or other magic, comprise an evil 
assembly whose central tenet is the worship 
of the Necromancer. Now, the Conclave 
exercises great power within the hierarchy 
of Dol Guldur, second only to that wielded 
by the KazgCtrnhoth. Their primary role is 
to ensure that the underlings of the Necro
mancerremain unswervingly loyal and obe-
dient to their Lord. 



oL~l:1g with their dark design, the Conclave uses 
.. ~"~ tools of control and fear to administer their 
"",'~",. and disobedience means more than just failing 

. ;:Jut orders; far worse, it is an heretical act against 
"~~=mancer himself. It is no surprise, then, that in 

:2 maintain their terrorizing grip on the lesser 
the Conclave enforces strict and often deadly 

"",c~"m on dissenters. In fact, the mere presence of 
,",CO" Advocate instills an ever-growing unease and 
... "'~"~" in all but the strongest of the Necromancer's 
or"r,"e,w dare challenge the Conclave, much less defy 

-:--,: Conclave's great influence also serves to counter

.~L' "" KazgCirnhoth's power. The two ruthless orga
""~ .,.~ constantly vie for greater influence in all the 

. ~i the stronghold. Should any high ranking officer 
-::>,J proud orindependent, he faces an inevitable trial 

... ~ a tribunal of intolerant and impatient Advocates. 
-. ~ Conclave serves additional purposes. After all, 

They labor unceas-:Z~~~~:~~~::~~.;iO~f~u~n~,~:o~vering the fate and 
... : this task, no guesses the true 

Storing their studies deep on 
--:--.:rd Stratum of Dol Guldur, they have accumulated 

,~'= 51:ore of tomes and scrolls containing a wealth of 
.",.:,d,~, nearly unequalled in anals of Middle-earth. 

-,2'w. though, they remain no closer to learning the 

...:oce: In T.A. 2936 the Conclave finally discovers an account 
- IsdJur's death on the ClaJdm FitlJs from an ancient scroll 
-.-...-.1 amirbt countUss forgotten documents within Minas 
"{;-vu/, 

o 

',\:uie the original members of the Conclave hailed 
:m'J::". many realms, most are now recruited directly from 
J:l:lr!" _-.habitants of Dol GuIdur (who are far more numer
me:: :,,1.an they once were). Still, the present leader of the 
I :.~ - . .:lave-the holder of the rank of Fhalaugash (B.S. 
'"~ Sorcerer" or "High Priest"; i.e. "Great-one-who
IIIRS-magic")--:.-isamanoNariagdescentnamedGJrovod. 
:"'iJ:~ so many of his predecessors, Gorovod presides over 
De Conclave: with an iron hand. Acting as his assistants are *" Laugashl (B.S. "Sorcerers" or "Priests"; lit. "Ones
-OO--use-truigic"). They comprise the majority of the 
'=.~;""ldave' s Kishothl, and are responsible for implement-
1~,€ the orders of the Fhalaugash. 

. -\ Laugash might come trom any number of different 
:T"~fessioru;. but all are accomplished spell-casters. They 
~ac~ put their sorcerous powers to a uniquely sinister use 
:::: defense of the citadel. The typical duties of the 
:""'ugashi are simple, and include regularly patrolling the 
=del and enforcing the will of their superiors. They also 
-;"I:"~ide over various religious ceremonies, responsibilities 
:.:..at usually involve battle consecration, sacrificial cer
=onies to the Necromancer, and other gruesome rites. 
:....st, the Laugashl serve as advisors to the Fhalaugash, and 
::occasionally deliver messages to other dark orders else
.·here in Rhovanion. 

Assisting the Laugashi are the Smalaugashl (B.S. Ap
prtntice, Acolyte, or "Lesser~ones-who-use-magic"; s. 
Smalaugash). This rank holds little authority within the 
fortress and, though the Laugashl conunand respect and 
awe, no one fears the Smalaugashr s presence. Their 
central role is to assist the Laugash in religious ceremo
nies, and act as spies among the Kazgfunhoth and the 
other orders of Dol Guldur. The Smalaugashi are also the 
scribes and messengers for their superiors . 

THE SLAVE-MASTERS 

Dol Guldur, being a citadel of huge proportions, 
requires countless and unending tasks ofIabor. In order to 
release the army from this multitude of work the Order of 
the Slave-masters was fonned. The Lord of this Order is 
known as the Snagagoth (B.S. "Slave Lord") . 

Andal6nil, a powerful Raug (S. "Demon"), serves as 
the Snagagoth of Dol Guldur. He is the original Slave 
Lord, and the only figure to ever hold the ticle.Andal6nil 
commands a formidable gTOUp of crud and heartless 
minions called the Hrizgthraki (B.S. "Pain-bringers"; lit. 
"Overseers"), who oversee the citadel's seemingly count
less slaves. The Hrizgthraki come from all the races within 
Dol Guldur, though Uruk-hai and Olog-hai predomi
nate. 

In theearliestdays of the Order the laborers were nearly 
all common Orcs (B.S. "Snag!"; sing. "Snaga"), for they 
are least fit to be warriors. But as the years wore on and the 
tasks increased, more workers were needed to fulfill the 
demands of the Overlords. It was then that the Slave
masters, at the behest of their superior the 6mauk, began 
to use the less important prisoners held within Dol 
GuIdurto supplement their numbers. These captives were 
given themoststrenuous and foul duties within the citadel 
and they soon became known as the Thralls. 

The labor performed by the Snag! includes working in 
the mines, constructing any new additions to the fortress. 
and repairing rooms and tunnels that fall into decay, as 
wellas all types of maintenance and cooking. Theyare also 
responsible for the manufacture of clothing, furniture, 
and other goods needed throughout the fortress. Manu
facturing work is less frequent, formanyof the goods used 
in the citadel are actually booty claimed by the KazgUmhoth 
trom caravans and settlements. Each Hrizgthrak choses 
his band according to his own right of seniority and his 
own limits of power. and a typical group ofSnag'i numbers 
between ten and twenty . 

THE WHEEL 

Thralls perform the most laborious jobs, and the 
Hrizgthraki delight in watching them suffer through their 
toil. Their typical tasks include the excavation of debris 
from the mines or new construction, the transportation of 
supplies from one part of the fortress to another, and all 
the cleaning throughout the citadel. The most feared and 
deadly of these tasks, involves working on "the Wheel." 

3S 
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Just above the First Level is a room that the Thralls have 
come to dread worse than death. Within that chamber is 
"the Wheel," which is an immense pulley system designed 
to carry water to the upper levels of the fortress. A huge 
crank with many long and well worn handles drives this 
giant mechanism. No less than fifty Thralls must tum the 
crank in order to lift the great water buckets--ceaseless, 
back breaking, and often lethal labor requiring the Thralls 
to work day and night with rarely occasions to take water 
or rest. (See Section 6.4.1 ) 

3.4 THE LESSER INHABITANTS 
The least influential servants of the Necromancer 

suffer a wretched existence at the bottom of Dol GuIdur's 
rigid hierarchy. Consisting of the common Orcs and Men 
of the citadel, these people comprise the lowest members 
of the citadel's three Orders. They also include the vast 
hordes of the KazgUmhoth. 

THE ORC-cLANS OF THE WEB 

While the Necromancer's Orcs have over the centuries 
formed into a single tribe with a common language and 
customs, they are by no means a monolithic force. Most 
make their warrens in the huge labyrintr. known as the 
Web, where the living spaces are separated by long 
stretches of tunnel; and they have divided into many 
different clans, each with its own territory and leader. 
(These clans are not dutinctfrom themib'tary divisions described in the 
following section.) These loose organizations continually 
change. Both their composition and their location remain 
in flux. When a large portion of one clan departs to go 
forth into Mirkwood on some wlCked miSSIOn that will 
keep them away &om Dol Guldur, other clans invariahly 
dash over control of the nearly vacated warren. The 
campaigning clan's remnants merge with other groups or 
break up ro depart the fortress. Since the Web remains a 
place of heated turmoil and endless petty warfare, the 
locations of each clan's warren also shifts. Different Orcs 
come and go, while others battle over the best territory .. 

THE GULDURIM 

The Men of Dol Guldur, or "Guldurim," are far more 
respected and organized than theSnagi of the Web. These 
people, like the Uruk-hai and Olog-hai, dwell within Dol 
Guldur. But, like the Orcs, the original Secondhom 
inhabitants hailed £tom a variery of backgrolUlds. And 
though now most Men of the Hill of Sorcery are hom and 
raised in the dark halls, many claim a particular ancestry 
and few have intermixed to the extent of the Orcs. 

The Guldurim are a varied lot and include groups from 
dozens of peoples. They include Logath, Sagath, Asdriags, 
Variags, some few Northmen and Dorwinrim, as well as 
a small number of DUnedain and Black NUmen6reans. 
Easterlings dominate the ranks of the Guldurim of the 
Kazglimhoth, while representatives of other races tend to 
serve the Conclave or the Smiths. Though these various 
peoples remain somewhat separated, most dwell together 
on the relatively peaceful Second Level of the fortress. 

A 

4.0 THE KAZGUMHOTH 
Of all the groups within the hierarchy of Dol Guldur 

the Necromancer's army is without question the most 
powerfuI. In the earliest days of the stronghold the Dark 
Lord named his new garrison the Kazgilmhoth, which in 
the Black Tongue means the "Horde of the Silent Shadow." 
He chose this name because throughout the early Third 
Age Sauron saw himself as just that, a Silent Shadow who 
had returned from the darkness beyond Arda. The Ab
horred One envisions his army as a manifestation of that 
shadow, firrti vely spreading across Mirkwood as his power 
grows within Dol Guldur. 

The KazgCimhbth continually swells in size and power. 
Even though many of the Orcs and Trolls bred beneath 
the Hill of Sorcery eventually migrate the Hithaeglir, 
Mordor, and other places, Sauron always keeps a large 
force present in Dol GuIdur. There, they protect his 
sanctuary and true identiry. 

Since the Kazgfunhoth is primarily a defense garrison, 
the Dark Lord keeps its actual size well hidden from the 
Free Peoples of Middle-earth. Even now, as the Wise 
grow to suspect the true nature of the Necromancer, no 
one guesses the great number of troops that actually reside 
within the evil fortress. Breeding and campaigning create 
wide fluctuations in the composition of the citadel' 5 army, 
of course, for Dol GuIdur is also a staging area for evil 
activity throughout Rhovanion. 

Note: To simplify the determination if the size ?ftheKozgUmhoth 
the troop numbers are dividtd into five distinct cbrolWlogical 
stagts. The first stagt is TA. 1050-1150, when the arnry 
totals /,687 troops. The second stagt is T.A. 1151-1350, 
whm the army totals 5, I 71 troops. The third stagt is r:A. 
1351-2063, during which time the troops total 18,50 1. The 

fourth stagt, T.A. 2064-2459, known as "the Watcljul 
Pt4Ce, JJ has the same troop total as the second stage, 5, I 71 And 
the fifth stage is TA. 2460-3019, when the anrry totals 
24,665 troops. TIe general brntkdown if these numbers can be 
found on the tables in tbis section, and a more detailed listing is 
giw:n in Section II, O. 

The Kazglimhoth's hierarchy resembles those found in 
the armies ofMordor. Nonetheless, both the tactics used 
by the Kazglimhoth and the roles of its leaders are 
somewhat unique. It remains a very distinct organization. 

The KazgCimhoth is divided into three basic divisions, 
called Ur-hoth (B.S. "Great Hosr"). These battalions are 
named the Imga, Mak and Kim (B.S. "First," "Second" 
and "Third") Ur-hoth. Each Ur-hoth is commanded by 
an Urdanuk (B.s. "High Commander") with the Imga 
Urdanuk leading the Imga Ur-hoth, rh .. M~k Urdil011k 
directing the Mak Ur-hoth, etc. The three Ur-hoth each 
serve separate roles. 



THE IMGA VR-HOTH 
--=--~ :mga Vr-hoth, which consists of all . . 

this it 

~ ~ in keeping with Sauron's desire to portray Dol 
as a modest Orcish stronghold, for he -tends to 

:!Ie Imga Ur-both somewhat hidd~ll. 
o:7:ors of the First Host rarely venture far from 

Lanc, and they all have quarters within the fortress 
The Secondbom usually man the watch towers 

:he day, while the Olog-hai, typically patrol the 
--me to keep the lesser Orcs in line. On very rare 

I"="c~ Sauron or KhamUl will send out a small group 
:. _.=~-hai to subjugate a particularly unruly outpost in 

illll"·r,,,o,,. The Great-orcs also ensure that the approach 
:::: ':: Guldur remains free of 

MAx UR-HOTH 

Mak Vr-hoth, which 
"'_",of " is used as 
l1li ~':":e fighting force. They W1-

~~ difficult campaigns, such 
... - Elvish settlement. Their 

somem
::f this Vr-hoth usually op

,rC;C~ a few days march from Dol 
111~.:-.:r. 

-:--.~ Mak Ur-hoth, like the 
Lm!~.i. Vr-hoth, also plays an 
':n:::~::tant role in the defense of 
r.tt:l,~ --::nress. They comprise the 
.;;r:r~~ Jf the Necromancer's mili
r:cr: reserve. Several thousand 
,_ - '-:<-hai are always present in 
be ;:ronghold, and all themem
:!J~ of this group have perma-
311::"'': quarters within Dol Guldur. 

THE KmN VR-HOTH 

~e Kim Vr-hoth is com
X'~d of all the Necromancer's 
.~nOrcs,Wargs,andWar
&'lIves. It serves as the Dark 
:"':'·~d's primary.tool of oilliury 
IlbI:rTOr. Sauron regards these 
~X)PS as highly expendable and 
~-::.iIdequate as a defense force, so 
:::::e members of the Kim Vr
'::orh are used to patrol all of 
5O'.:them Mirkwood, as well as 

to raid other areas of Rho van ion. Therefore, at any given 
time over half of the Kim Ur-hoth will typically be absent 
from Dol Guldur. Unlike the lmga and Mak Vr-hoth, the 
troops of the Kim Ur-hoth are not quartered within Dol 
Guldur. Instead these lesser Orcs live within the Web, a 
large system of twisting tunnels and dens that wind out 
beneath Amon Lane. (See Section 6.5.) 

4.1 COMMAND STRUCTURE 
.j Each Vr-hoth is separated into two divisions, both 

controlled by an AfUkaush. In turn, each AfUkaush com
mands three to five Agar-hoth (BS. "Blood Host"). The 
Agar-hoth are lead by a Kritar, whose orders are imple
mented by ten Drarttilu. The lowest ranking officers are 
the UjJk. who each lead ten warriors. The following is a 
detailed description of the duties of each type of officer. 
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GoNON-U-KAzGOMHOTH 

The Gonon, or Warlord. is the supreme commander of 
the Kazgu.mhoth. He enjoys complete authority over the 
entire army. Only SaUTon can overrule the Gonon's 
orders, and all others risk punishment of death if they 
disobey any directive. 

The Gonon, however, has many responsibilities besides 
the anny. He must oversee the Order of Smiths, as well as 
direct the continuous emigration of Ores and Trolls from 
Dol Guldur. In addition, he monitors the activities ¥ 
those outpostS in close proximity to Amon Lanc. Due to 
these other duties the Gonon often leaves much of the 
details of directing the Kazgfunhoth to the three Urdanuk 
and their assistants. 

-----------

The Gonon has a personal guard, consisting of thirty 
highly trained OIog-hai. In addition, twenty of the most 
intelligent Uruk-hai are at the Gonon's disposal. They 
deliver messages to all his underlings. 

Note: The numbers rj guards and messltlgffl on!J applits to this 
rank when someone other than Khamul (Gltbmog or the 
Grimburgotb) holJs this position. Kbamli./ has a much larger 
personal cadre. 

URDANuK 
Three Urdanuki(B.S. "High Commanders"), thelmga

, Mak.- and Kirn-urdlnuk, preside over the Great Hosts. 
Each have control over an entire Ur-hoth, which consists 
of 4,000 to 10,000 troops. The Urdanuld work closely 

with the Gonon, advising him on mili
tary decisions and working out the de
tails of the Gonon's general orders. Infact, 
the lmga Urdanuk is considered second
in-command of the KazgOmhoth, and 
often acts in place of the Gonon when he 
is disposed with other matters. The 
Urdrinuki occasionally personally lead 
raids, hoping to show their value to the 
Gonon and the Necromancer (although 
these actions are uncommon). Most of 
the time, though, the Urdrinuki perfonn 
the duties of administrators and tacti
cians, and remain within Dol Guldur. 

Each Urdrinuk is accorded tremen
dous respect and wields considerable 
power, and only the most trusted and 
accomplished of Sauron's servants ever 
attain this exalted rank. Not surpris
ingly, all are either Olog-hai, Pertereg, or 
Hildor (Men). Their personal guatd in
cludes ten Olog-hai, and five Utuk. mes
sengers. 

Each Urdh1uk also perfonns another 
role within the army's organization. The 
Imga Urdanuk, as already mentioned, is 
the primary assistanttotheGonon, while 
the Mak Urdaouk is in charge of the 
oversight of the outposts within Nan 
Lane and Emyn GuIdur. And the Kim 
Urdrinuk fulfills the role ofQuartermas
ter (logistics officer) for all the patrols 
and raiding parties across southern 
Mirkwood. 
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AF'CKAUSH 
The chief duty of the Afftkaush (B.S. "Commander") 

.,. [0 assist the Urdfutuk in the implementation of their 
::-auglcs and the overseeing of the Vr-hoth. Like the 
_ :danukl, the AfUkaush are primarily administrators and 
--XO:ld agreatdealoftime within the citadel. The MUkaush 
;:::~ also responsible for dispatching all the directives of 
-.-_e~r superiors to the lesser officers beneath them. StilL 
~:~ev arc not above leading an occasional attack to prove 
~_-_e:r worth. 

KRtrAR 
Smce the Kn"tat is the lowest significant position of 

: c~mand within the Olog-hoth, members of all races 
;dYe common Orcs) can hold this rank. After all, unlike 

:...-:~ Kritar (B.5. "High Captain") in the Mordorean hosts, 
:... -:~e captains rarely see a great deal of battlefield activity. 
;:-.ey need not be accomplished armsmen. 

Each Kritar commands an Agar-hoth (B.S. "Blood 
:--!ost") consisting of about LOOO troOps. But due to the 
,---my's generally limited campaigns, an entireAgar-hoth is 
-c.::el;. used as a complete unit. After all, Sauron is too 
:neful to send groups of a thousand or more soldiers 
~:-gularly storming out of Dol Guldur.lnstead, the Krltar 
.. -ark closely with their Drartfil (B.S. "Captains") to 
~sure that each Dagor-dirn or Strig-rogtar knows its 
:: articular mission. They also occasionally make personal 
;ispections of their underlings' performances, or partici

::ate in attacks themselves. 

DRARTIlL 

In the Kazgilmhoth the Dtartitl are in some ways the 
::-lost important officers. Each Orartitl (BS. "Captain") 
~ommands a Dagor-dirn, made up of humans, or a Strig-
7Jgtar, consisting of Orcs. Because the anny typically 
J~erates in these smaller units, a DrartUl is often the 
:~lghest ranking member of an attack force or patrol. 
Thus, the DrartUlu are critical to the overall success of the 
Kazgfnnhoth. Theywotk somewhat independently, though 
they must follow the general directives of their Kritar. 
Each individual of this rank commands one hundred 
[fOOPS, but often times they will make use of fewer than 
half their unit at one time. DrartUl is the highest rank a 
cornmon Ore can acquire, and the lowest rank within an 
Orog-hoth. 

UJA-K 
The Ujak (B.S. "Sergeants") serve as the assistants to 

the Drartfil, and each is responsible for ten soldiers. Like 
me Drartiil, the Ujak's importance within the Kazgilmhoth 
IS greater than in many other more offensive militia. 
Beneath the dense covering ofMirkwood great discipline 
is required to keep a unit under control and each Uj~ 
must fulfill this role or be replaced. In addition, a Ujak 
often commands a patrol squad and is responsible for 
reporting the presence of any intruders to their superiors. 
Failure in this regard could have serious consequences for 
Dol Guldur, so this duty is also quite important. 

WARRIOR OR DOG 
This rank includes all the soldiers within the 

KazgUmhoth who do not (at least) hold the rank ofUjak 
or higher. Elite Warriors to Young Warriors, allfall into 
this group. Some members of this rank who prove them
selves worthy of higher standing are often promoted and 
sent elsewhere, such as Mordoror Khazad-dfun, butmany 
of these individuals live out their entire lives within Dol 
Guldur. 

4.2 SPECIAL FORCES 
A broad array of small, specialized forces utilize the 

great variety of the Necromancer's minions. Most of these 
groups fall under the authority of the Gonon-u
KazgUmhoth and fulfill unique roles within the army. 

Note: During the years oJ the Watclful Peace (TA. 2063-
2460) use of these troops is highly limited, due to the desire to 
keep the activities of Dol GulJur hidden from the Wise and others. 

THE OUTER DEFENSE-HuQRNS AND SPIDERS 

Though most of the Evil Huorns and (Lesser) Giant 
Spiders of Mirkwood are strengthened by and drawn to 
the Shadow of Dol Guldur, they are forthe most part&ee 
to act as they choose, fulfilling Sauron's design by making 
Mirkwood a dark and evil place. Over the years, though, 
some of these creatures have been brought directly into 
rhe service of the Necromancer and now make up an 
important part of Nan Lanc's defense. 

Three powerful and black-hearted Huorns guard dif
ferent points around the perimeter of the Naked Valley. 
Together these evil Huoms, called the GUllyrn (S. "Trees 
of Sorcery" ; s. Gilllom), use their power to prevent entry 
into Nan Lane by anyone save (he millIons of the Necro
mancer. Located several hundred feet into the forest, they 
occupy three key sites. The first is just north of where Men 
Utuk. enters Nan Lanc. The second is southeast of Dol 
Guldur near the break in the hills, while the third is east 
of Nan Lanc amidsr the hills. 

In order to spread the GU1.Iyrn's influence around the 
entire region, many lesser Huoms stand in an irregular line 
surrounding the hills that border the Necromancer's 
realm. In most locations these animated plants afe sepa
rated by forty to one hundred yards. And the power of the 
GUIlyrn is such that they use their magic to reach through 
the lesser Huorns and thereby draw any intruders into 
their VIcinity. 

The power of the Gfrllym is simple but very deadly. 
Whenever an enemy crosses the line of Huorns and is 
perceived by one of them (base 75% chance), one of the 
GUl1yrn will also become" aware" of the intruder. When 
this occurs the GU1.1om extends its power of confusion 
through one of their minions and the victim may (if he 
fails a RR) unknowingly shift direction toward the 
GUHom. Remember that this power is somewhat hyp
notic and that any Vlctim will be unable to reason clearly 
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while under this effect. (There is a 70% chance that the 
victims will fail to notice the trap before being sur
rounded.) As the intruder draws near, theGUIlorn and the 
other (6-10) Huorns dose by will slowly surround the 
poor fool. Once the enemy is trapped the Huorns attack. 

Note: A particularly adept woodsman, who is aware Ij tIM 
dangtr, cou!J. possibly pass through unnoticed and unhindered. A 
Llrger group, however, would be hard pressed to mltr Nan Lmc 
undetected. 

At the two points where Men Uruk (S. "Ore Way") 
enters Nan Lane, several (10-15) lesser Huorns are 
gathered together to guard the road. In these areas the 
Huorns are almost certain to notice anyone attempting to 
enter Nan Lane (base 90% chance). 

The Gt1llyrn also have the power to sense in a very 
general way the intentions of anyone within close proxim
ity to them. In this way they can distinguish between 
friends and foes, though occasionally the Huams will 
ensnare astray Ore or other follower of the Necromancer. 
Knowing this danger, most patrols only pass through this 
line of defense by way of the Men Utuk. where they tend 
to be safer. Any intruders who appear much like followers 
of Sauron and have some way to mask theit thoughts 
could conceivably pass through unhindered. 

The one disadvantage to th is defense is that the Huorns 
are very slow communicators. It is difficult for them to 
quickly sound an alarm or alert the inhabitants of Dol 
GuIdur of intruders. For this reason a group of adventur
ers could conceivably escape or defeat the GU11ym and 
continue on without calling a great deal of attention to 
themselves. 

In addition to the Evil Huorns. Nan Lane is also 
protected by many (Lesser) Giant Spiders. These arach
nids spin their webs in the wooded areas within surround
ing hills and the valley. Anyone who attempts to make use 
of these places for concealment from the prowlingpatrols 
of Orcs will fmd themselves set upon by several (4-7) of 
these hideous creatures. From 10 to 20 Giant Spiders live 
in each of the wooded areas. Every one of these groups 
maintains a huge collective lair in the middle of the small 
forests. 

Note: Unlike the Hucrns, the Spiders de net care woo tkir 
victims are and tbe jeUcwers of tbe Ntcrcmancer know to awid 
these arras. 

THE WINGED WATCH-GIANT BATS, CREBAlN, AND 

FELL BEASTS 

Like the Huorns and Giant Spiders, the majority of 
winged creatures in Mirkwood are largely independent 
from the Shadow of Dol GuIdur. But over the years several 
of these airborne beasts have become part of the expand
ing garrison within Amon Lane. Unlike the other special 
forces, however, the Winged Watch is used for locating 
and scouting the enemies of the Necromancer and they 
rarely engage in combat. 

The Crebain watch all parts ofMirkwood and southern 
Rhovanion. Their dark flocks roam these lands spying on 
the Free Peoples and reporting back to their Master inDoI 
Guldur. In fact, much of the intelligence used by the 
Kazglimhoth is gathered by these evil crows, making their 
role within the anny essential to its success. 

The Giant Bats of the Hill of Sorcery fulfill a very 
different role. Unlike the Crebain, they do not stray far 
from Nan Lane, and their primary duty is to report 
anything unusual within the vicinity of Dol GuIdur. 
These creatures, however, only go forth at night when 
their powers of observation are unequalled among the 
Kazglimhoth. 

The Fell Beasts of Dol GuIdur are without question the 
most dreaded of the Necromancer's flying creatures. They 
fulfill a role much like a combination of the Crebain and 
Giant Bats. As with the Crebain, the Fell Beasts are used 
to spy on the inhabitants of Rhovanion, watching trom 
great heights as the people travel from place to place. And 
like the Giant Bats they also keep a close watch Nan Lanc 
and the surrounding lands. 

Unlike either of the fonner groups, the Fell Beasts are 
often used for much more important and specialized 
duties. These tasks usually require extreme skill and care. 
A Fell Beast (occasionally mounted) might be sent to 
watch the movements of a particWar Gondorian force in 
Dor Rhtinen or to spy on the activities of Thranduil in 
northern Mirkwood. They are also used as Dol Guldur's 
most prized steeds for the few individuals that Sauron 
considers worthy enough for this privilege. 

SECONDARY PATROI.,S--WAR-WOLVFS AND WARGS 

Though the primary role of the War-wolves and 
Wargs of Dol GuIdur is to supplement the the ranks of the 
KazgCimhoth (hoth as steeds and fighters), they also assist 
in the guarding of Nan Lane. Every evening, as darkness 
settles over the Hill of Sorcery, several small packs of S-
10 War-wolves led by 1-3 Wargs issue from the fortress 
to patrol the vale and nearby hills with orders to slay any 
intruders. These beasts are used during the nocturnal 
watch due to their great sense of smell. Their ability to 

detect enemics under the cover of darkness surpa5ses that 
of the Orcs or Trolls. 

THE NECROMANCER'S GUARD 

Byfarthe most elite warriors within Dol Guldut are the 
Olog-hai of the Necromancer's Guard (B.S. "Hoerk"), 
The Captain of this vile force is a Black Troll called 
OlogUl. (For details of this individual see Section 5.0 
"People of Note.") He commands approximately 200 
highly experienced and unswervingly loyal Black Trolls, a 
group charged with guarding both the Throne Room of 
the Necromancer and the entrance into the Fifth Stratum. 
About half of these troops are quartered in each of these 
locations. (See Sections 6.4.8 and 6.6.5.) In addition, 
several members of the Guard accompany the Necroman
cer wherever he goes within 001 GuIdur. 
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On both occasions when Sauron departs from the Hill 
JfSorcery (in T.A. 2063 and 2941) his personal guard 
accompanies him. Therefore. during the Dark Lord's 
IDsences the Necromancer's Guard will not be present 
"'lch1o the fortress. 

THE GRlMBURZ 
The Grimburz (B.S. "Dark Rangers"; S. Faroth-dfu; 

;::l.g. "Grimbur") are a special group offive Hildor in the 
;.!'!Vice of KhamaI the Easterling. Recruited from the 
,"L -lOW peoples in Rhovanion, they were luted into service 
":m promises of power and fame. Each is a traitor to his 
.-..:...,d. Despite their greed, they are all absolutely loyal to 
-_-.e Black Easterling and the Necromancer. The leader of 
-:..- _s order is called the Grimburgoth (B.S. "Lord of the 
'J-rk Rangers"), who directs all their cruel activities 
-:..-:oughQut the Third Age. 

::ach of these men were accomplished rangers befOre 
- :::Jing to Dol GuIdu!. After being exhaustively trained 
:,,- Khamt1l in the finer arts of tracking, hunting, andforest 
'" i....~·are, they rose to prominent positions. Khamt1l now 
: :'':''"'1t5 them among his strongest allies, and they are 
""~:1;h}' of his trust. 

3ecause of the GrimbUrz' exceptional accomplish
~.:::t5, the Dark Lord directs the Mouth ofSauron to use 
: •. i mcient skills of sorcery to prolong their life spans, 
-::'_.:.:-. as he has done with himself. But. unlike the Mouth 

. ~ ... uron, the Grimb6rzpossess little or no N6menorean 
: _,:.Jd, so this magical lengthening of years has a much less 
:---: ;;-ounced effect on them. Nevertheless, the Grimb6rz 
.. :~ :-ar beyond theyears attained bynormalmen( approxi
rz~::' 400 years). 

:.-: t.'e rariyyears of their service the Dark Rangers were 
,'-:,: Instrumental in the spread of evil into central 
\. :"~" .. ood. They terrorize and slay many inhabitants and 
-::-;:'T~:ers and scout the activities of Sauron's enemies. 
=: '..::-_~.g the years of "the Watchful Peace" the Grimbtirz 
:: r:"7:--:l5e the few significant individuals left in Dol Guldur. 
~ -1.-'; a small garrison occupies the fortress during these 
'~;:::-- however, this period is quite important, for Dol 
~-=-..:r must be secretly maintained in preparation for 
=:.r:;-::l'S return. 

-&tu, KhamilI uses the Grimbfuz for many important 
:::::;"i~ ,~:lS, lllduding the capture ofThdin II and the search 
'::-::-:~ One Ring by the Gladden Fields. The Grimburz 
,~~ ...... <.::l valuable leaders in th .. War of the Ring. They 
"""L:-:""Jed to serve Khamw until hIS final departure in 
:- . ~_ :-01 9, and the last of the foul quintet is slain in the 
'::-:;&1. ':-o-feat of Dol Guldur. 

THE G!uM:sURt 
Trained for military activities within the vastness of 

Mirkwood, the Grimburi----or "Servants of the Datk 
Rangers"-areaspecializedcorpsofwoodsmen. Through
out the Third Age the number of Grimburl remains 
relatively constant (at approximately 200). They are 
always Jed by one or more of the Grimburz who, should 
he perish, is replaced by a member of this force, 

The Grimburl are the elite forest troops used in attacks 
on important or heavily armed parties traveling through 
Mirkwood. They also conduct raids on forest communi
ties, though these duties are quite limited. In addition, 
small groups of Grimbun often act as scouts for other 
forces within the Kazgfunhoth, 

4.3 TACTICS 
Un1ikemany other evil armies across Middle-earth, the 

Kazgfunhoth rarely engages in open warfare. In keeping 
with his guise as the Necromancer, Sauron wishes to 
rem~in somewhat subdued in his evil enterprises. For this 
reason he does not want the Kazgfunhoth to be known as 
a fonnidable invasion force, and, thereby, draw even more 
attention to the Hi11 of Sorcery ,Rather, small skinnishing 
units and patrols squads carry out the primary offensive 
tactics of the army. The true size of the garrison remains' 
largely unknown to the outside world. 

Higb Captain 
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This covert strategy creates an important contrast 
between the KazgCimhoth and other large forces serving 
theD~rk Lord. Normally, militia which consist primarily 
of Ores make use of their superior numbers to overwhelm 
their foes, and prefer a open battle to small skirmishes. 
These armies typically operate in large forces where the 
rank ofKritar is often the most critical levd of command 

Within the Kazt1mhoth, the role of the Kritar is greatly 
reduced, because an entire Agar-hoth rarely functions as 
a unified force. Instead, Dagor-dirn or Strig-rogtar, usu
ally numbering between fifty and one hundred soldiers, 
are the typical offensive units which set forth from Dol 
Guldur. 

Though the Kazglimhoth enables Sauran to gain con
trol of a great deal of territory. they never assail a 
substantial stronghold until late in the Third Age. Instead, 
the army increases their sphere of control by making much 
of southern Mirkwood an unbearable place to live for 
most people. This strategy IS carried out with several 
different methods, some of which are described below. 

REPEATED RAmlNG 
This strategy is used in lieu of a full scale invasion or 

frontal attack, though like a seige it still relies on attrition 
for success. Instead of sending a huge force to destroy a 
village of Woodmen, the Necromancer may command a 
Strig-rogtar (about lOO soldiers) to raid the town on 
several occasions. The primary objective IS to loot their 
goods and set frre to homes, but not necessarily to kill all 
the defenders Invariably, many more Orcs perish than 
Men, but after each attack the Drart:lil usuallv receives 
reinforcements. Once his numbers are reple~ished he 
attacks again. As these strikes continue the village slowly 
falls into ruin, and the people sink into dC':;.:Jair. In the enJ 
the survivors are forced to flee the area, and the Shadow 
over Mirkwoodcontinues to spread. Thus, the Dark Lord 
accomplishes his objective without revealing too much of 
his power. 

AMBUSH 
Another frequently used attack strategy IS simply to 

watch the roads and trails that run through Mirkwood. 
Once a trading caravan or other group is spotted, an 
ambush is set up and the victims are captured or de
stroyed. The Necromancer acquires wealth and slaves, all 
the while making Mirkwood a more perilous place. This 
method of attack is the most common strategem used by 
the Kazgilmhoth, and all of the Guldurim's officers know 
many locales that are suitable for an ambush. 

ENSNAR£MENT 

This particularly effective tactic is employed whenever 
a formidable military force comes within the bounds of 
the Necromancer's influence. 111ese siwations are, of 
course, quite rare. Since this attack IS revealing and 
requires the useof alarge numberoftroops, it is neverused 
unless the Gonon is very stlre of total victory. 

Nonetheless, should a sizeable contingency of Elven 
warriors or a force of Northmen ('orne into the general 
area of Dol GuldllI, an Agar-hath (or smaller force) might 
drive the intruding enemy through the forest toward the 
Hill of Sorcery. The forces from Dol GuIdur must out 
maneuver (or greatly outnwnber) their foes, preventing 
any retreat except in the direction of Amon Lane. Then, 
another Agar-hath attacks and the enemy is caught be
tween the two forces. Well executed, this enveloping 
assault results in the complete annihilation of the vic
tims--with no word of the tragedy ever reaching the ears 
of the Wise. 

4.4 ARMY EVOLUTION 
Much of the description given above (as well as the 

information found in Section 6.0) applies to the 
Kazgfunhoth during the two primary chronological s t3ges, 
T.A 1351 -2063 and2460-3018.Ifyourcampaignisset 
during another time period, then some differences should 
be noted. 

THE KAzGOMHoTH CIRCA T.A. 1050-1150 
During this period, as can be seen on "The Hierarchy 

of the Kazglimhoth" table, the numbers of troops are 
relatively small, and many rankings are not yet required. 
At this stage, SallIon is still quite reserved in his actions. 
He conducts very little military activity. Even more 
importantly, however, is the fact that no Uruk-hai or 
Olog-hai yet exist. Without these elite warriors the 
Kazgfimhoth lacks much of the strong leadership that it 
will later acquire. If this time frame is used, then Orcs 
shouId be far less common throughout Mirkwood. 

THE KAz"tJMHOTH CIRC.A T.A. 1151-1350 
At this stage the Kazgilmhoth is much larger, but itstill 

pales in comparison to the numbers in later years. Only 
two Dr-hath make up the entire army, instead of three, 
and the munbers within each rank are far fewer. By now, 
however, some skitmishes and raids have begun, and Orcs 
are well known to inhabit Mirkwood and Dol GuIdur. 

THE KAzGDMHOTIi CIRCA T.A 2064-2459 
This stage is better known as "the Watchful Peace" 

when Sauron is absent from Amon Lanc and all is much 
more peaceful throughout Mirkwood. At this time the 
numbers and composition of the army resembles the force 
in residence around T A. I 151-1350. Now, however, the 
principle mission of the Kazgilmhoth is to hold Dol 
Guldur until the Dark Lord's return. Almost no military 
activity of any significance occurs during this period. 

If this time period is used, the GM should note that the 
numbers of troops described in Section 6.0 ("The Cita
del") will have to be scaled down to match the population 
of this period. Furthennore, the Watchful Peace is a time 
in which advent1.lrers could lllfritrate Dol GuIdur with a 
far greater cnance of success. 



o.,n 
=I 
¢'t 
th, 
OUt 

mg 

h, 
b, 

Ott 

Id 

L 

< 

" • , 
, 

5.0 PEOPLE OF NOTE 
SAURON 

SautOD, being one of the Maiar, was a spirit created 
~.o::ore the making of Ea. But.. like all the Ainm, he was 
·'~ired to take a physical form upon entering Arda. 
:<-ore the destruction of Nillnenor Sauron was able to 
~:~ his appearance and become fair and beautiful to 
",::-:old. But mer that time he lost this power, and 
. '=.amed a horror in the eyes of the Free Peoples. He was 

-c('d to wear an utterly dark and dreadful form, difficult 
.1dlne, forever changing and elusive. Only the Red Eye 

-=:amed,constant, peering forth with unbridled power. 
\\'hen Samon forged the One Ring, he placed much of 

. :-:-.,;elf into his dark creation. With it he became an 
, ~ oome force, but without it he was greatly weakened, 
_-.:: only slowly gained more strength. If Sauran ever 
-'~0vered the Ring while the Third Age lasted, he would 

- ~<: again have had the tremendous power he possessed 
- ::'e days of the Last Alliance, and no kingdom <'xisted 

.. " l: could stand against him. 
:r·. however, Sauron was slain. but the One remained 

-:dct. then only the Dark Lord's physical form would be 
~~troyed. In time hewould emerge in Middle-earth again 
'----.J. gradually regain power as he did throughout the 
-:--lrd Age. 

"THE NECROMANCER" 

This name is, of course, the title Sauron adopts 
:hroughout his years in Dol GuIdur, but a little 
~xplanation can be usefUl, concerning who knew the 
[roth about the Dark Lord and why. 
First of all, only the most trusted and powerful of 
Sauton's servants were aware of the actual identity of 
[he Necromancer from the beginning. This select 
group included: all nine NazgUl, the Mouth of Sau
~on, and Celedhring, who only knew the truth be
.:aus<' he was present in Dol Guldur when the Dark 
Lord first arrived. But in time Sauton revealed him
self to a few others, upon whom he wished to impress 
his unassailable authority and irresistible will. These 
others consisted of the Grimburgoth, Andal6nil, 
Gothmog, Ologill and his personal guard, as well as 
my substantial individuals that were taken prisoner 
by his servants. Besides these people no one, not even 
those who served as the Fhalaugash of Dol Guldur, 
knew the truth about the Necromancer, until Gandalf 
discovered Sauton's identity in T.A. 2850. 
The Lord of the Rings wished to let all those in 
positions of authority among his minions know the 
truth, and give them even more reason to feel rhe 
terror of his power, but he feared that they could be 
captured and their minds laid open to his enemies. 
Without the Ring he dared not risk revealing the 
truth too soon. 

SAURON 

1." 120. (240.) in Dol GuIdut; 180. (240) oft" T.A. 
2941: 360 with the One Ring. 

Race: Maia (Fallen)' 

Home: Angband; Barad-dur: Dol GuIdur; and later 
Barad-dur again. 

Names: Thauron (Q. "the Abhorred"); Gorthaur (S. 
"the Cruel"); Aonatar (Q. "Lord ofGifu"); Anano 
(Q. "High Smith"); Aulendil (Q. "Servant of 
Aule"); the Deceiver; the Abominable; the Lord of 
Mordor; the Lord of the Dark Tower; the Dark 
Lord; the Black One; the Black Master; the Black 
Hand; the Shadow; the Unnamed; the Eye; the Red 
Eye; the Evil Eye; the Eye of Barad-dfir; the Lidless 
Eye; the Nameless Eye; the Nameless One; the Evil 
One; the Ring-lord; the Ring-maker; Lord of the 
Rings; etc. 

KEy 
"'Sauroncprior to making the One Ring (before SA 1600) . 

**Sauron in hiding without the One Ring (T.A 1-2941). 

#Sauron revealed without the One Ring (T.A. 2941 -30I9). 

@sauronwhenwe<ttingtheOneRing(SA I6CJO..344I). 

$AURON IN MERP 

HiD: 500 Melee OB: 200 Missile OB: 180 
AT: Plate (-150)* 

HiD: 600 Melee OB: 250 Missile OB: 200 
AT: Plate (-200)** 

Hits: 600 Melee OB: 250 Missile OB: 200 
AT, Pb" (-200)# 

Hits: 600 Melee OB: 3 IO Missile OB: 260 
AT, Pb" (-200)@ 

MERP Profession: Mage. 

MERP Stats: ST IIO, AG 101, CO TIO, IG 102, IT 
100, PR 120. 

MERP Skills: Acting 125; Animal Handling 250; 
Caving 250; Music 400; Perception 250; Public 
Speaking 250; Smithing 500; Trap-building 250; 
T rickety 500. 

MERP Spelli' T.A. 1-2459, 1200 PP; T.A. 2460 
onward 4800 PP. Sauron can use all spell lists up to his 
level. In addition, he can Simultaneously concentrate on 
a number of targets or spells equal to his level. 

SAURON IN ROLEMASTER 

Hits: 500 Melee OB: 200 Missile OB: 180 
AT,2D(I50r 

Hits: 600 Melee OB: 250 Missile OB: 200 
AT, 20 (200.)" 

Hits: 600 Melee OB: 250 Missile OB: 200 
AT, 20 (200.)# 

Hits: 600 Melee OB: 3 I 0 Missile OB: 260 
AT, 20. (20D)@ 
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RM Profession: Sorcerer/Alchemist. 

RMSta.ts;St 100, Qu 100, Em 90, In 100. Pr200, 
Ag WI. Co 110, Me 102, Re 101, SD 99. 

RM Skills: Acting 240, Administration 240, Ambush 
30, Architecntre 240, Channding 240, Chemistry 
120, Climbing 120, Cookery 90, Crafting 180, 
Diplomacy 180. Directed Spells 240, Disarm Traps 
120. Falsification 180, Leadership 250, Linguistics 
50, Martial Arts Strikes 90, Martial Arts Sweeps & 
Throws 90, Math 250, Music 250, Navigation 250, 
Perception 120, Pick Locks 120, Public Speaking 
250, Riding 90, Runes 240, Seduction 240, 
Signaling 90, Singing 90, Skiing 90, Smithing 240, 
Spell-mastery 180, Stalking & Hiding 240, Staves & 
Wands 240, Stone-carving 250, Strategy & Tactics 
180, Subduing 180, Trickery 240, Weather
watching 120, Wood-carving 120. 

RM Spells: T.A. 1-2459: 1200 PP; r.A. 2460 onward 
4800 PP. Sauron can use all spel11ists up to his 
levd. In addition, he can simultane-ously concentrate 
on a number of targets or spells equal to his level. 

Appearance: 02. 

$AURON IN LoR 
loR Profession: Bard. 

loR Stats: Strength I I, Agility 10, Intelligence 16, 
Movement 7, Defense 13, Melee OB 16, Missile 
0813, General II, Subterfuge 13, Perception 18, 
Magical 19, Endurance 600. 

loR Powers: Sauron receives a +4 bonus when 
performing any action within Angband or Mordor. 
If outside these areas, he receives +2 bonus when 
performing any action under cover of darkness. 

LoR Spd]" All. 

loR Experience Points: 2,4OQ,(X)0. 

SAURot~'S PRINCIPAL ITEMS 

The One Ring-Aka "the Ruling Ring": the "One"; 
the "Ring." A seemingly normal gold band, the One 
Ring Ring will adjust to the wearer's ring size or, if 
it so desires, it will expand to fall &om the wearer's 
finger whenever the ring feels the wearer is unsuit
able ( see below). The One's hidden inscription 
glows when the Ring is placed in a fire. In Black 
Speech it reads: 

''Ash nazg durbatulUk, ash nazg gimbatu~ 
Ash na.tg thrakatulUk agh burzum ishi krimpatul. JJ 

The translation reads: 

"Om Ring tv rnle them all, One Ring 10 find them, 
One Ring to bring them all and in the darkness bind them." 
Unless the wcan:r exerts control uver the One, the 

Ruling Ring will act according to its own bid
ding---for it views a weaker wearer as unsuitable. 
Only Sauron, its maker, has absolute control. Since 
it is a part of Sauron' s essence, it is irrevocably and 
irresistibly Evil. It enhances any desire the wearer 
might have-particularly the want for power. In 
time, anyone will succumb to their own inner 
feelings. 

A Ring-wearer is invisible, although Sauron can 
be visible at will. The One also allows the wearer to 
control or resist any device made with the Ring's aid 
(e.g., the traps ofBarad-dur), with mere concentra
tion on the wearer's part. The Ring controls all 
wearers of the Nine Rings of Power regardless of 
range, etc., although this power requires complete 
mastery of the One. The Ring permits wearer to 
cast spells at three times normal range or against any 
target wearer can see (even when the sighting is 
aided by some device), whichever is greater. Ring
wearer's spells, physical attacks, and maneuvers 
cannot fail. 

The Rwing Ring cannot be destroyed except in 
the fires of Orodruin (S. "Mount Doom"), where it 
was made. 

MERP/RM: The One is a xI8 PP spell multiplier 
which requires training equal to 600 days 
minus wearer's level, lest the effects of its use 
be random or at the whim of the Ring (which 
resists others as if it were 60th ievel). 



Th~ Shadow Mace--Black, ithilnaur mac~ which 
glows red when within 300' of an Elf, and becomes 
:nvisible when willed to do so. 

MERE/RM: +60 (+30 if used by someone other 
than Sauron). 

:-he Black Sword (5. "MormegiI")-Black, ithilnaur, 
'::If-slaying broadsword. The sword is unbreakable, 
~J::cep( by eog, and cannot be fumbled . 

• \fERP/RM: +45 Elf-slaying broadsword. If a 
critical strike is yielded and wielder so desires, 
it also delivers a Heat or Cold critical strike of 
equal severity. 

:=.e Gtuntlet of Slaying. Aka "Narsil's Bane"-A 
: ~ck steel and dragon skin glove. 

J'JERP/RM: Treat as a + IS mace or as a + 10 
shield. Should Sauron successfully parry a 
foe's weapon (i.e. the foe delivers no damage), 
the Dark Lord may attempt to grab the 
weapon. In such cases, the weapon must resist 
versus a 50th level attack or it is destroyed. 
Weapons resist at the level of their wielder 
(+ I Ivl/+5 bonus); however, magical 
weapons resist at a level equal to 20th Ivl plus 
their wielder's IvL 

:-~ Black Scale--Unencumbering black dragon skin 
i..-:d black ithilnaur scale armor. 

.\fERP/RM:Treat as AT PI/lO, +80 DB. 

SAURON'S SPECIAL POWERS 

::::.o.nmation-Sauron, through the power of his One 
=-~e, can dominate anyone within sight, including 
:..:"ose seen through a Palanclr. The collective levels 
~:-his victims cannot, however, exceed his own level. 

MERP/RM: All who he effectively gazes upon 
must make a RR versus a I20th level attack, 
lest they fall under the Dark Lord's absolute 
control. Whenever Sauron breaks his concen
tration, targets get another RR, but this 
domination, however, lasts until the target 
makes a successful RR, and so the effect may 
be indefinite. 

loR: Target must roll (add Magical skill) 21 + to 
avoid being under Sauron's complete control. 

~ce--All those in the actual presence of Sauron 
:-all under the effects of a Fear spell. 

}.1ERP /RM: +60 (+30 if used by someone other 
than Sauron)' 

loR: Victims make a RR versus a 60th lvl Fear 
spell. With a RR failure of 01-50, the victim 
flees in fear for 1-10 minutes. If the RR 
failure is 51-100, the victim is frozen in place 
(stunned and unable to move or parry) for 
OI-IO rounds. Should they fail by 101 +, they 
die of fright. (Note victims use their Presence 
stat bonus and get a position bonus like that 
given in melee combat e.g., +35 from 
behind.) 

Form-Sauron is invulnerable to normal weaponry. 
MERE/RM: Treat him as a "Large" creature for 

purposes of critical strikes. Attacks against 
him which yield a critical strike roll require 
use of the Large Creature Critical Strike 
Table. 

LJR: Subtract 6 from Damage if attacker uses a 
nonnal weapon. 

Spirit-Unless the One Ring is destroyed, Sauron's 
spirit-his soul or essence-remains in Eil even 
upon the death of his body. In other words, as long 
as the One Ring exists, only his form can be slain. 
With the death of his body, however, Sauron cannot 
take another form for an undetennined number of 
years. 

MERP /RM: Sauron will reform in 2-2000 years: 
roll two sets of three percentile dice (I -1000) 
and add the two results together. 

loR: Roll four D6 and add total (4-24). Then 
subtract 2 to get result (2-22), the # of 
centuries Sauton is without form. 

Languages--Sauron knows all languages. His mother 
tongue is Melkorin, but he typically speaks Black 
Speech. 

KHAMUL 
In the days before his acceptance of one of the Nine 

Rings Khamftl possessed the physical characteristics com
mon to one of high lineage from Womawas Drus. He 
stood 6'3" tall and weighed about 195 pounds. His skin 
was fair and his hair was long and black. Due to his line's 
partial Elven ancestry, Khamul, like the other high born 
Womaw, had a beardless face and,keen grey-blue eyes. 

After his transformation into a Ulairi, Khamftl became 
invisible to thr world. Only someone wearing another 
Ring of Power or aided by some formidable enchantment 
could actually see the Black Easterling. Like all the 
Nazgftl, tetror became his greatest weapon. 

Khamftl also shared the other Ringwraith's fear of 
water and weakness in daylight. The Second of the Nine 
was, however, more adversely affected by these natural 
phenomena than his fellow Nazgftl. Fortunately for 
Khamul his sense of smell and hearing was far more acute 
than most men's, and these attributes helped to compen
sate for his other weaknesses. 

KHAMOL 
Lvi: 40; 50 after T.A. 2460. 

Race: Womaw (Avaradan). 

Home: the four capitals of Womawas Drus; Dol 
Guldur; Minas Morgul; Barad-dur. 

Names: Komul; Shadow of the East; the Black 
Easterling; Komul I, Hionvor of Worn Shryac; Mftl 
Komftl; the Dragon-lord; the Second. 

4S 
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KHAMOL n.J MERP 
Hits: 240 Melee OB: ZIO Missile OB: 180 

AT: PI,,, (-90) 

MERP Profession: Ranger. 
MERP S"",: ST 90, AG 91, CO 99, IG 82, IT 100, 

PR 100. 

MERP Skills: Acrobatics 15; Acting 75: Ambush 19; 
Animal Handling 90; Boat Handling 60; Caving 30; 
Climb 107; Contortions 35; Dance 45; Disarm 
Traps 40; First Aid 45; Foraging 90; Meditation 
70; Music 40; Perception 107; Pick Locks 75; 
Public Speaking 55; Ride 85; Rope Mastery 40; 
Read Rune 40; Signaling 90; Sky-watching 55; 
Stalk/Hide 85; Track. 109; Trap-building 55; 
Trickery 70; Use Item 60; Wood-carving 25. 

MERP Spells: 120 PPj 150 PP after T.A. 2460. Base 
Spell OB 40 (later 50). Directed Spell OB 40 (later 
50). All Ranger lists up to his level, plus 4 Open 
Channeling lists. 

KHAMOL IN ROl..EMASTER 

Hits: 240 Mdee OB: 210 Missile OBi 180 
AT: 20 (90) 

RM Profession: Ranger. 

RM Stats: St 90, Qu 99, Em 87, In 100, Pr 100, Ag 
91, Co 99, Me 63, Re 101, SD 88. 

RM Skills: Acrobatics IS; Acting 75; Administration 
85; Adrenal Defense 60; Adrenal Moves 70; 
Ambush 19; Animal Training 90; Caving 30; 
Channeling 80; Climbing 107; Contortions 35; 
Dance 45; Diplomacy 134; Disarm Traps 40; First 
Aid 45; Foraging 90; Linguistics 9; Martial Arts 
Strikes 30; Martial Arts Sweeps & Throws 30; 
Math 55; Meditation 70; Music 40; Navigation 85; 
Perception 107; Pick Locks 75; Public Speaking 55; 
Riding 85; Rope Mastery 40; Runes 40; Sailing 60; 
Seduction 60; Signaling 90; Spell Mastery 35; 
Stalking & Hiding 85; Star-gazing 55; Staves & 
Wands 60; Strategy & Tactics 130; Subduing 35; 
Tracking 109; Trap-building 55; Trickery 70; 
Weather-watching 85; Wood-carving 25. 

RM Spells: 120 PP; ISO PP after T.A. 2460. Base 
Spell OB 40 (later 50). Directed Spell OB 40 (later 
50). Path Mastery list to 30th (50th) level; Moving 
Ways list to 25th level; All other Ranger lists to 

20th level; four Open Channeling lists to 10th level; 
five Closed Channeling lists to 10th level; and three 
Open Channeling lists to 5th level. 

Appearance: (93). 

KHAMoLIN loR 
LoR Profession: Ranger. 
LoR Stats: Strength 2, Agility I, Intelligence 2, 

Movement I, Defense 2, Melee OB 10, Missile OB 
9, GeneralS, Subterfuge 4, Perception 5, Magical 3, 
Endurance 200. 

LoR Powers: Khamill receives a +2 OB to all melee 
and missile attacks at night. 

LoR Spells: All 

LoR Experience Points: 35,400. 

KHAMfn.'s PRINCIPAL ITEMS 
Bola ("Water-skimmer"}--Elf-slaying bola 

("Ge") made of Cuivac wood. 
MEKP/RM: +25 Elf-slaying bola. Any 
Unbalancing critical of type "B" or greater 
is followed by a Crush critical of one less 
degree. When thrown over water range 
penalties are ignored it becomes +40, and 
can hit targets around a 45 degree corner. 
Blowgun-Mallorn-inlaid composite 
blowgun. 
MERP/RM: +15 blowgun. When used 
with poisoned darts it always delivers 
a critical if the dart hits (RR versus 
user's level + poison's level). 
Dragonhelnr--Blue helm crafted in the 
likeness of the head of a Fire Drake. 
MERP/RM: + 10 to all RRs, and user casts 
spells at 60th level. 
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'"--mor-Half-hide Dragon skin plate annot. 
'.!ERP/RM: 1his armor is lU1encumbering and 

acts as full plate armor. 

'"~orgu1 Knif~ne of a sct of nine enchanted 
.:aggers, each carried by one of the NazgUl. 

MERP/RM: +20 dagger that strikes as a short 
sword capable of killing and changing its 
victim into an undead servant. Any critical hit 
requires a RR versus the level of the user. 
Failure indicates that a shard has broken off 
inside the victim. The change is completed 
when the shard reaches the victim's heart. 

KHAMoL's SPECIAL POWERS 

~-Having extremely acute senses of smell and 
-:~'lring. Khamul can locate the source of any odor 
~~ noise within 100'. 

.VIERP/RM: For any attempt of these abilities a 
RR versus 25th level must be rolled by the 
target. Failure indicates that KhamUl knows 
the location of the source of the odor or 
nOise. 

THE MOUTH OF SAURON 
i:H~ Mouth of Sauton was a member of the race of 

: -,-.:k Nillncn6reans, who lived in Umbar during the years 
.. s.,ur,?n's domination of Endor. Originally he was 

.. ~.~.:! UrLahil, but over the course of his long and 

.::-_"":.J.wrallife this name, as well as many other trivial 
: ~..1t!s of his early years, was left behind as his mind was 
.' ._d with far more important matters. 
~e Mouth entered the service ofSauron in S.A. 3320 

_-=:~ the destruction ofNUmenor and the Dark Lord's 
- -:-.:m to Middle-eanh.He quickly rose through the ranks 
- )..auron's minions and in time became a great sorcerer. 
--~n, using his Black Arts, the Mouth prolonged his life 
;-;:;: ... '1. unnaturally slowing his aging, and lived far longer 
·~-.i.:: ev('n the ancient Kings ofNumenor. 

-\frer the Battle of the Last Alliance the Mouth fled 
';''::'~ from Mordor and hid for many long years awaiting 
-,_, :\-1aster's return. Of all the former servants ofSauron 
"-:-.0 remained in Middle-earth only the Mouth knew with 
-';:.J.inty that the Lord of the Rings would come again. 

."'-ner waiting over a millennium the Mouth finally felt 
_~" ?Ower that signaled Sauron's return. In the following 
~-L-S he quietly worked his way northward, but avoided 

··::;rdor and traveled instead into Rhovanion. There he 
"~-,-:d news of Celedhring, who now dwelt secretly be
"~ ... th Amon Lane. The Mouth joined the evil Noldo in 
- _1.. 1035, and together they awaited for some Slgn from 
-.<:.:ron. 

Fifteen years laterSauron and the first two of the Nine 
arrived at the Naked Hill, and Dol Guldur was soon 
established. (See Section 2.5, "The History oj Dol GulJur"jor 
further Mt4iis on the Mouth's role in tbt dt4del.) In time the Mouth 
ofSauron acquired both a rank and title, each with its own 
sphere of control. With the rank ofKhaumiior-u-ThrUng 
Burlauga (B.S. "Chancellor of Dol Guldur") the Mouth 
commanded two prominent factions within the citadel: 
the Conclave and the Slave Masters. 

But he also had another important role to fill. As the 
power of Dol Guldur spread out across Rhovanion many 
minor strongholds and other places of evil were estab~ 
lished. The Dark Lord with his vast and intricate plans 
had little time to spare on overseeing these underlings, so 
he charged the Mouth with this task. Acting as Sauton's 
liaison, the Mouth was given the title of the Voice of the 
Necromancer or 6mauk-u-Burlaugash in the Black 
Tongue. In this guise he became well known among the 
leaders of these outposts and was feared by all. 

Furthennore, as the 6mauk, the Mouth ofSauron was 
the only resident of Dol Guldur, save KhamCiI, who spoke 
dire:tly with the Dark Lord on a regular basis. Due to this 
role the Mouth was responsible for delivering the 
Necromancer's demands throughout the fortress. 

The Mouth's advancement to become second only to 
the Witch-king amons: Sauron's servants was due largely 
to his success as the Omauk-u-Burlaugash. As the Dark 
Lord saw how the Mouth effectively controlled the varied 
outposts. he began to realize the great potential of the 
Black Ntimen6rean. Long before Sauron returned" to 
Mordor he had detennined that the Mouth would be 
giveil the position of Lieutenant of Barad-dur. 

THE MOUTH OF SAuRON 

LvI: 50. .... " 1 
Race: Black NUmen6rean. 

Home: Umbar; Barad-dur; Dol Guldur; Barad-dur. 

Names: Lieutenant of the Tower of Barad-dCir; 
6mauk-u-Butlaugash (B.S. "the Voice of the 
Necromancer"). -- "'.c~'--'-~v' .• / St'Lbrt!71. 

THE MOUTH OF SAURON IN MERP 

Hits: 120 Melee OB: 70 Missile OB: 50 
AT; No (-4D) 

MERP Profession: Mage.': 5~!'c', ,\ / A Irk;; ... ;T
MERP Stat<; ST 76, AG 98, CO 84, IG 101, IT 99, 

PR 96, 

MERP Skills: Acting 87; Ambush I I; Appraisal 79; 
Math 45; Meditation 75; Perception 140; Public 
Speaking 175; Read RlUle 90; Ride 1 IOj Signaling 
84; Sky-watching 89j Stalk/Hide 135j Trickery 95; 
Use Item 102. 

MERP Spells: 200 PP. Base Spell OB 70. Directed 
Spell OB 85. All base Mage, Bard, Open Channel
ing, and Open Essence lists to 10th level. 
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THE MOUTH OF SAURON JN ROLEMASTER 
- 'f~ ,11' -"0.' 

Hits: 120 Mdee OB: 70 Missile 08: 50 
AT: 2 (40) i,~ ,r, 

RM Profession: Sorcerer., "" 

RM Stats: St 71, Qu 91, Ern 101, In 99, Pr 96, Ag 
98, Co 84, Me 93, Re 87, SD 72. 

RM Skills: Acting 87; Administration 105; Ambush 
11; Appraisal 79; Diplomacy 120; Channeling 45; 
Falsification 60; Linguistics 21; Math 45; Mafita
tion 75; Perception 140; Public Speaking 175; 
Riding 110; Runes 90; Signaling 84; Spell Mastery 
124; Stalking & Hiding 135; Star-gazing 89; Staves 
& Wands 102; Strategy & Tactics 80; Trickery 95; 
Weather-watch ing 60. 

RM Spells: I2CKJPP. Base Spell OB 70~birected Spell 
OB 85:AIl base Mage, Bard, Open Channeling. and 
Open Essence lists to 10th level. All base Sorcerer 
lists to 50th leveL four Closed Essence lists and five 
Closed Channeling lists to 20th level, and three base 
Mentalism lists and Closed Mentalism lists to 5th 
level. 

Appea.rance: 36. 
~ lAd _ J _-<i~' Y_i-!'. 

THE MOUTH OF SAURON IN LoR 

loR Profession : Bard. 

loR Stats: Strength 2, Agility 2, Intelligence 4, 
Movement I, Defense 2, Melee OB 4, Missile OB 
3, General 6, Subterfuge 7, Perception 7, Magical 5 
Endurance 105. 

LoR Spells: All 
loR Experience Points: 24,600. 

THE Mourn: OF SAURoN's PRINOPAL ITEMS 

Robes ("Cloak of the Abyss")--Enchanted black 
robes made to absorb light. 

MElU?/RM: These robes are +30 to DB, +80 to 
nocturnal hiding maneuvers and -50 to all 
light related attacks. Anyone within 50' and 
viewing the robes becomes dizzy and ill (-25 
RR versus level of wearer).. 

Necklace ("Voice of the Dark Tower")- mithtal and 
black laen amulet, able to greatly amplify the 
wearer's voice, allowing him to be heard over great 
distances. 

Ring--Enchanted ring made of black steel. 
MERP/RM: This ring acts as a x6 PP multiplier 

for Mages or Sorcerers, and stores six spells of 
30th Ivl orlower. 

Helm-Black helm trimmed with bright scales and 
black gems. Made to resemble the helms of 
N1.imenor. 

MERP/RM; This helm enables the wearer to add 
30 lvls when resisting alI mental attacks, and 
25% of all head critica1s have no effect. 

ADUNAPHEL THE QUIET 
Adfinaphel, the Seventh of the Nine Nazgti:l, was born 

of a noble Nfunen6rean line and learned early in her lif~ 
to distrust the Eldar and desire greater power for herse 
and her people. Like several other Lords ofWesternesst" 
Adilnaphel desired for the Nfunen6reans to hold domi
nance over all the Secondbom of Middle-earth. So in SA 
1939 she traveled to Endor and established a realm ofhC'l"' 
own in Near Harad. 

As the years wore on and Adunaphel's power grew sM 
began to envision her kingdom as independent from clx
Land of the Star. But not until SA. 200 I, when she 
accepted one of the Nine Rings of Power and fell under 
Sauron's influence, did Adunaphe1 completely break with 
her homeland. 

When Sauron was captured by Ar-PharazOn in SA. 
326 I Adilnaphel retreated into Mordor until the Down
fall of NUmenor and the return of the Dark Lord. 
Throughout the remainder of the Third Age Adunaphc:l 
commanded many battles in Harondor and Near Harad.. 
but she passed into the Shadows with the defeat of dE 
Lord of the Rings at the end of the Second Age. 
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_ ':.10" =-_d years of the Third Age Adfinaphel returned 
:-iarad and slowly regained dominion in that 

.. ~ a five hundred and ninety year span. But in 
:,,,,;,,~, .rlter the Great Plague had devastated Gondar 
~!"::t Adunaphel to Mordor to assist in the prepa-
.'.: the Witch-Icing's arrival and the attack on 

:- ~ successful two year siege Adtinaphel contin
-'!:i_":::e in Minas Morgul until the Dark Lord's 

l. ".~::::dorin T.A.294I. TenyearslaterAdfin3phel 
" .. .-:th KhamUl and Ovatha to reoCaJpy Dol 

, _-.: .:ommand the northern branch of the Dark 
-:~. 

~ Jo1 Guldur Adunaphel assumed the role of 
_,,-.c.-Co=mu,d of the fortress hierarchy, and her 

.:uty was overseeing the many outposts across 
___ :l occupied by Sauron's minions, much as the 

"-'.j dOll!;'! in earlier years. But now the need for 
,.;s far less than in the days of the Necromancer, 

".::t:"'--_aphel was free to let her charges know full well 
~:ll~' ,~rved the Dark Lord ofMordor. 

r,~.: swept out before Adunaphellike afoul wind as 
:r~~,.~d little used trails across Rhovanion, keeping 
::....,x.;.' 5 followers in line. In a very short while most all 

_, ~',,, and evil minded Men of theregion Wlswervingly 
" ~er directives. 

,C~I::"""_- ~ the War of the Ring Adlinaphel commanded 
110.-, ,.~. of the KazgO.mhoth that went north to assault 

~ -=_"'!"i ofMirkwood. But, as told in Section 2.5 "The 
.,.,,-, om'ol '~uldo"', these atta.ckseventuallyfell short 

of destroying Thranduil's realm and 
... ~,~-."j was forced to retreat to Dol Guldur. Soon 

" . .:clnaphel joined KhamUl in the final assault on 
[~at also ended in defeat for the forces ofSauron. 

~.-:~ this last failure the two Ulairi, mounted on Fell 
.', :lew south to join the Battle of the Morannon 

:.:"ey met their fmal downfall with the destruction 
'Joe Ring . 

. .: :.-.~ years before her acceptance of a Ring of Power 
'~.l?hel was fair, yet beguiling to behold and strong of 
kL.!:. :~ough still graceful and agile. She was 6'0" tall and 

• "'':T'~ ~::-:hanted, black scale annor. Aftertakingoneof the 
! ,;,~~ ::\mgs Adunaphel wore a visored helm fashioned in 

tel" _o:.eness of the head of a Fell Turtle, and few people 
,~ ;~w her true visage. 

AoONAPHEL THE QUIET 

~: Niimenor; Umbar; Barad-dfu; Dol Guldur. 

~: Lady of the West; Umbaratari; Hararari; the 
:::'lrt Avenger; Ard Once Vain; the Seventh. 

AoONAPHEL IN MERP 
Hits: 160 Melee OB: 160 Missile OB: 125 

AT, PI", (-75) 
MERP Profession: Bard. 

MERP Stab, ST 62, AG 96, CO 35, IG 80, IT 100, 
PR 100, 

MERP Skills: Acrobatics 30; Acting 120; Ambush 13; 
Animal Handling 30; Boat Handling 70; Climb 45; 
Contortions 100; Cookery 30; Dance 90; Disarm 
Traps 65; Diving SO; First Aid 60; Foraging 90; 
Gambling 60; Leather-working 30; Meditation 60; 
Music 120; Perception 132; Pick Locks 85; Public 
Speaking 80; Read RWle 65; Ride 120: Signaling 
80; Skiing 30; Sky-watching 70; Smithing SO; 
Stalk/Hide 85; Track 90; Trap-building 35; 
Trickery 120; Tumbling 50; Use Item 100; Wood
(;Irving 20. 

MERP Spells: 96 PP. Base Spell OB 32. Directed 
Spell OB 30. All base Bard lists to her level, three 
Open Channeling lists to 5th level. 
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AD'ONAPHEL IN ROlEMASTER 

Hits: 160 Melee 08: 160 Missile OB: 125 
AT, 19 (-75) 

RM Profession: Bard. 

RM St.a, St 62, Qu 99, Em 99, In 100, Pc 100, Ag 
96, Co 99, Me 91, Re 71, SO 77. 

RM Skills: Acrobatics 30; Acting 120; Administration 
90; Adrenal Moves 80; Adrenal Defense 40; 
Ambush 13; Animal Training 30; Channeling 30; 
Climbing 45; Contortions 100; Crafting 80; 
Cookery 30; Dance 90; Disarm Traps 65; Diplo
macy 120: Diving 50: Falsification 75: First Aid 60; 
Foraging 90; Frenzy 40; Gambling 60; Herding 30; 
Leather-working 30; Linguistics 7; Martial Arts 
Strikes 35; Martial Arts Sweeps & Throws 35; 
Math 40; Meditation 60; Music 120; Navigation 
85; Perception 132; Pick Locks 85; Public Speaking 
80; Riding 120; Row 30; Runes 6S; Sail 90; 
Seduction 165; Signaling 80; Singmg 125; Skiing 
30; Smithing SO; Spell Mastery 65; Stalking & 
Hiding 85; Star-gazing 70; Staves & Wands 100; 
Strategy & Tactics 105; Subduing 35; Tracking 90; 
Trading 100; Trap-building 35; Tnckery 120; 
Tumbling 50: Weather-watching 80; Wood-carving 
20. 

RM Spells: 96 PP. Base Spell OB 32. Directed Spell 
OB 30. Sound Control list to 30th level, Controlling Song 
list to 25th level, all other base Bard lists to 20th 
level, three Open Channeling lists to 5th level. 

App,a"""" (101). 

AnONAPHEL IN LoR 
loR Profession; Bard. 

loR Sao: Strength I, Agility I, Intelligence 3, 
Movement 1, De-fense 1, Melee OB 8, Missile OB 
6, General 6, Subterfuge 4, Perception 7, MagicalS, 
Endurance 130. 

LoR Powers; Adunaphel receives a +2 OB to all melee 
and missile attacks at night. 

loR Spdk All. 
loR Experience Points; 2S,800. 

AnONAPHEL's PluNOPAL ITEMS 

Sword ("Fire's Edge")-Black ithilnaur, Elf-slaying 
broadsword inlaid with gold. 

MERP IRM .. This +30 Elf-slaying broadsword 
gives the user a +30 bonus to RR vs fire 
attacks, and the pommel houses an enchanted 
ruby, enabling the sword to deliver an 
additional Heat critical of equal de-gree to any 
normal critical scored. 

Bow ("Night-piercer")-- NUmenorean steel composite 
bow. 

MERPIRM: +25 composite bow. When struck 
by an arrow from this bow at night the victim 
will begin to glow with a bright yellow light 
eRR vs users level; duration is one round for 
each point by which RR is missed). Theteaf
ter the user gains a +50 to strike the victim, 
and attacks by others on victim are made 
without penalty for darkness. 

Lute ("Memory Strings")-Magical stringed instru
me-nr. 

MERPIRM: This lute is able to store any song 
played on it for one day flvl of user. The lute 
can then play back the song itself upon 
command from the owner (user must be 
within S'llvl of the lute). It also acts as a +6 
spell adder for Channeling/Mentalism spells. 

Morgul Knife--One of a set of nine enchanted 
daggers, each carried by one of the Nazgul. 

MF.RPIRM: +20 dagger that strikes as a shott 
sword capable of killing and changing its 
victim into an undead servant. Any critical hit 
requires a RR versus the level of the user. 
Failure indicates that a shard has broken off 
inside the victim. The change is completed 
when the shard reaches the victim's heart. 

ADONAPHEL'S SPECIAL POWERS 

Hearing--Adunaphel has exceptional hearing and can 
locate the source of any sound made within 100'. 

OVATHA THE HORSEMAN 
Ovatha, the Ninth of the NazgUl, was born the son of 

a deposed Variag Prince in SA 1970. Throughout his 
early existence Ovatha worked toward uniting the people 
ofKhand under one ruler. And in S.A. 2000 after several 
years and many ruthless battles the Horseman had achieved 
his goal and became the first Ruler of all Khand. 

Two years after Uvatha's victory he accepted one of 
Nine Rings of Power and became forever tied to the will 
ofSauron. Forthe remainder of the Second Age and most 
of the Third Age Uvatha ruled the Variags ofKhand and 
many of the peoples of the surrounding lands with brutal 
efficiency. In fact, Uvatha's military campaigns were 
primarily responsible for creating the migrations of 
Wainriders into eastern Rhovanion, which proved to be 
a vital part of the decline of Gonda!. 

As with all the Ringwraiths save the Witch-king Ovatha 
was sent to Mordor in T.A. 1640 to prepare for the 
invasion of Minas Ithil and the eventual return of the 
Dark Lord. But in T.A. 2002 after Minas Morgul was 
established, Ovatha returned to his throne in Khand and 
began his last reign as the King of the Variags. 



'i~-.~ returned to Mordor in TA. 2941 to join 
i.Il.:! assist in the rebuilding ofBarad-dOr. But ten 

..z:~r after the Dark Lord had openly declared 
.'~' vatha was sent with KharnCil and AdOnaphel to 
:)01 Guldur. 

~ "oc.:".a, however, did notmake Amon Lanc his perma
"~:'::mce as did the other two Ulairi. Instead he was 

his master to act as the messenger between Dol 
. Morgul and Barad-dfu, and Ovatha never 

,:1 any of these citadels for very long. So for the 
O=~c'" ofSauron's reign in Mordor, Ovatha traveled 

. the three dark strongholds relaying the wishes of 
-=- ~K. Lord to his prized minions. 

-. ~ :--Iorseman's role within the Hill of Sorcery was 
, ... -~<; mmor when compared with his fonner station 
:- ': ~:..tier ofKhand. But, being one of the Nine NazgUl, 

~ommanded great respect and fear throughout the 

-- ::-..:gn the shortest of Ringwraiths, standing only 
• :all. Ovatha was large fora Variag and exceptionally 

- ~ .L'ld agile. Typical of his race Ovatha had reddish 
. .,.- co .... es, grey skin and black hair, and tended to wear 

colored clothing. His most notable item of 
• ,c', .. however, was his ornate helm, which was shaped 

"'~=ble a large bat with outstretched wings. 

OVATHA THE HORSEMAN 

\'ariag . 

. Khand; Barad-dfu; Minas Morgul; Barad-dfu; 
:.',:>; Guldur, 

'11'-=,,, King ofKhand; Lord of the Variags; the 
'_~\'er; the Long Rider; the Ninth. 

OVATIIA IN MERP 

Eo: : 80 Melee OB: 180 Missile OB: 240 
'" T: Soft Leather (-100) 

'~ioITRP Stats: ST 100, AG 100, CO 98, IG 93, IT 94, 
'cz 97. 

'I~~ Skills: Acrobatics 45; Ambush 20: Caving IS; 
=:!.ITlb 127: Contortions 85; Cookery 25; Dance 20: 
Jesarm Traps 30 Diving 15; First Aid 15; Fletching 
':0; Foraging 100; Gambling 75: Leather-working 
:0; Perception 90; Pick Locks 35; Public Speaking 
~ Read Rune 5; Ride 133: Rope-mastery 30: 
Signaling 100; Sky-watching 75; Stalk/Hide 112; 
Track 127: Trap-building 55: Trickery 55; Tum
:ljing 65; Usc Item 10. 

~·'lERP Spells: 31 PP. Two Open Channeling lists to 
5th level. 

OVATHA:IN ROIEMASTER 

Hits: 180 Melee OBi 180 Missile OB: 240 
AT'4(IOO) 

RM Profession: Fighter. 

RM Stats: St 86, Qu 99, Em 101, In 94, Pr 97, Ag 
100, Co 87, Me 96, Re 95, SO 64. 

RM Skills: Acrobatics 45; Administration 139: 
Adrenal Moves 75; Adrenal Defense 25; Ambush 
20: Caving 15; Climbing 127; Contortions 85; 
Cookery 25; Dance 20; Diplomacy I IS; Disann 
Traps 30 Diving 15; Falsification 10; First Aid 15; 
Fletching 20; Foraging 100; Frenzy 80; Gambling 
75; Herding 90: Leather-working 30; Linguistics 3; 
Navigation 100; Perception 90; Pick Locks 35; 
Public Speaking 5; Riding 133; Rope-mastery 30: 
Runes 5: Signaling 100; Stalking & Hiding 112; 
Star-gazing 75; Staves & Wands 10; Strategy & 
Tactics 130; Subduing 90; Tracking 127; Trading 
70; Trap-building 55; Trickery 55; Tumbling 65; 
Weather-watching 65. 

RM Spells: 31 PP. Two Open Channeling lists to 5th 
level. 

Appearance: (99) . 
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OVATHA IN LoR 
LoR Profession: Warrior. 

LoR Stats: Strength 3, Agility I, Intelligence 0, 
Movement I, Defense 3, Melee 08 9, Missile OB 
10, General?, Subterfuge 5, Perception 5, Magical 
I, Endurance 153. 

LoR Powers: Ovatha receives a +2 OB to all melee and 
missile attacks at night. 

LoR Spells: Strength. 
LoR Experience Points: 26,100. 

OVATHA'S PRINCIPAL ITEMS 

Lance ("Horse-tamer"}-Horse-slaying, Narig-wood 
lance. 

MERP IRM· +40 Horse-slaying lance. If the tip 
of this lance is embedded in tracks, then the 
user gains a +40 tracking bonus against the 
making of the tracks. These tracks must not 
be older than one day/Iv! of user. 

Row ("Stormless Bow")- Gold-inlaid short bow. 
MERP/RM: +20 short bow which fires as a heavy 

crossbow. Arrows are unaffected by wind, and 
poor weather will not effect the aim of the 

"'''. 
Helm ("Listening Helm")-- Gold-inlaid helmet, 

fashioned in the likeness of a giant bat. 
MERP/RM: +15 hehn which imbues the wearer 

with senses of a bat. including the ability to 
locate unseen or obscured objects, and 
doubling normal sense of smell. 

Morgul Knife----One of a set of nine enchanted 
daggers, each carried by one of the NazgUl. 

MERP/RM: +20 dagger that strikes as a short 
sword capable of killing and changing its 
victim into an undead servant. Any critical hit 
requires a RR versus the level of the user. 
Failure indicates that a shard has broken off 
inside the victim. The change is completed 
when the shard reaches the victim's heart. 

OVATHA'S SPECIAL POWERS 

Horsemanship--Ovatha, being an exceptional horse
man, can fire a bow from a galloping mount with an 
additional + 10 OB. He can also throw any dagger 
twice the normal range. 

CELEDHRlNG 
Celedhring (S. "Chilling Silver"), the son ofMithlor, 

a Master Smith of Gondolin, was born in the latter years 
of the First Age. Early in his life this gifted Eldar began to 
learn the am of shaping gemstones and other works and 
soon possessed knowledge and skill beyond all but the 
most learned Jewel-smiths. Before the fall of Gondolin 
Mithlor and his family escaped and fled to Ered Luin, 
where they dwelt until the end of the First Age. 

Though his father and mother both departed Middle
earth at that time, Celedhring desired to remain in Endor 
and further his skills. He soon journeyed to Ost-in-Edhil 
and joined the Gwaith-i-Mfrdain, becoming an influen
tial member of the order. 

Note: For a detailed atcount 0/ Celedbring's early years oj 
serving the Dark Lord and his role in the history rif the Dol 
CulJur see Section 2.2 and 2.5. 

For his deeds perfonned in the Second Age Sauton 
awarded Celedhring a Lesser Ring of Power that further 
tied the Eldar's will to that of the Dark Lord. 

When Sauron departed Dol Guldur in T.A. 2941 
Celedhring accompanied his master into Mordor and 
remained in Barad-dfu as the Master Smith. But when 
Sauron was destroyed along with the One Ring Celedhring 
perishes beneath the ruins of the Dark Tower. 

Celedhring was taU even for a Noldo, standing seven 
feet with long silvery hair. And he also had a strong build 
and wore grey, silver and black.robes fashioned in the style 
of Eregion. Celedhring had wisdom beyond most of the 
Dark Lord's servants and rarely acted rashly, only taking 
action after all aspects of a situation were considered. 

LvI: 40. 
Race: Noldo. 

CELEDHRING 

Home: Gondolin in Beleriand, then Numeriador, then 
Ost-in-Edhil, then Barad-dur, then Dol Guldur, and 
finally Barad-dur again. 

Names: Cdedhring (S. "Chilling Silver"), the Black Elf, 
the Black Smith, the Master Smith, the Smith of 
Dol Guldur, the Master Smith ofMordor. 

CELEDHJUNG IN MERP 

Hits: 120 Melee OB: 75 Missile OB:
AT, RL (SO). 
MERP Profession: Mage. 

MERP S"'" ST 86, AG 100, CO 87, IG rol, 

IT 94, PR 97. 
MERP Skills: Administration (Influence) 84, Climb 

25, Ride 42, Perception 92, Use Item 99, Runes 
91, Smithing (Craft) 82. 

MERP Spells: 120 PP (x6 PP multiplier). Base Spell 
OB is + 15. Knows all Open Essence lists. 
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CEI.EoHRING IN ROLEMASTER 

Hits: 120 Melee DB: 75 Missile OB:
AT, 12 (50). 

RM Profession: Alchemist. 

RM Stats: St 86, Qu 99, Em 101, In 94, Pr 97, 
Ag 100. Co 87, Me 96, Re 95, SD 64. 

RM Skills: Climb 50, Swim 80, Ride 45, Detect 
Traps 120. Pick Lock. 80, Stalk/Hide 100, 
Perception 132, Read Runes 120, Staves & 
W",,J, 1 60, Channding 30, Amb",h B, 
Adrenal Moves ZO, Adrenal Defense, Martial 
Arts Strikes 20. Martial Arts Sweeps 25, 
Acting 80, Administration 120, Animal 
Training 40, Appraisal 140, Architecture 100, 
Caving 20, Cooking 60, Crafting 160, 
Diplomacy 80, Diving 40, Falsification 100, 
First Aid 50, Fletching 140, Gambling 10, 
Leadership 60, Leather-working 110, Math
ematics 80, Meditation 40, Music 40, Public 
Speaking 30, Rope-mastery 40, Sailing 20, 
Seduction 40, Smithing 168, Spell Mastery 80, 
Stone--working 120, Tracking 60, Trading 40, 
Trickery 60, Weather-watching 30, W ood
working 120. 

RM Spells: 120 PP (x6 PP multiplier). Base Spell 
OB is + 15. Celedhring knows all Alchemist 
lists and Open Essence lists. 

Appearance: 9I. 

CELEDHRING IN LoR 
LoR Profession: Bard. 

LoR Stats: Strength 3, Agility 5, Intelligence 5, 
Movement 3, Defense 4, Melee OB 6, Missile 
OB 0, General 6, Subterfuge 7, Perception 9, 
Magical 4, Endurance 172. 

LoR Spells: Item Analysis, Luck, Concentration, 
Protection from Magic, Clairvoyance, Suste~ 
nance, Strength, Speed. 

LoR Experience Points: 37,200. 

CELEDHRlNG's PRINCIPAL ITEMS 

T auruin-(S. "Wood of Red Flame") Forged of 
Dirwood, the staff is inscribed with myriad tengwar 
nmes. It can be wielded to strike as a mace. 

MERP/RM: +40 Man-slaying weapon. Flames on 
command. When afIre. T auruin delivers an 
additional Heat critical of equal severity. 

Mithwath--Robes woven from spun mithril and grey 
linen. 

MERP/RM: +20 DB; do not interfere with spell 
casting; unencumbering; wearer has free use of 
the MERE Mage Lofty Bridge spell list to 

10th level or the RM Closed Essence Lofty 
Bridge spell list to 20th level. 

Maranya-A lesser Ring of Power forged by 
Celebrimbor himself under the tutelage of Annatar 
in the Halls of the Jewel~smiths. The ring's wearer 
ages at one-tenth his normal rate. Upon achieveing 
the age of his normal death, he is transformed into a 
wraith. (Celedhring, being an Elf, is immune to this 
effect.) 

MERP/RM: PPx6 (Essence/Mentalism); free use 
of the Light Law list to 10th/30th level; + IO 
DB; + IO to wearer's RRs. 

Forging T ools--Attuned to Celedhring. they cannot 
be used by others. 

See ICE's Gorgoroth 51-52. 
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RING-WIGHTS 

Just as the NazgCiI were slowly transformed into 
Ringwraiths centuries after their acceptance of the 
Nine Rings of Power, many of those who wefe given 
Lesser Rings of Power also fell under the sway of the 
Dark Lord and slowly became beings both a part of the 
real world and the realm of shadow, undead creatures 
who unswervingly followed the will ofSauron. Though 
these unfortunate souls did not possess the powers of 
the Nazgtil. many became terrible servants of Dark
ness, and in time these beings came to be called, "Ring
wights", 
Like the Ringwraiths. Ring-wights possess a phYSLCa! 
body which is little more than shadow-fo:m, empow
ered by the realm of darkne5s and rarely subject to 
natural laws. Due to this unusual nature Ring-wights 
cannot be harmed by nonnal weaponry or other items, 
nor can they make use of such things. But enchanted 
weaponry is able to harm these beings and nearly all 
will possess at least one magical item other than their 
nngs. 
Though not immortal, Ring-wights will endure for 
many centuties before finally fading completely into 
the realm of shadow. 

THE GRlMGURGOTH 
The Grimburgoth (B.S. "Lord of the Dark Rangers") 

was born in T.A. 1590 in Womawas Drus and his true 
name was Daon. He was the second son of a Hionvor 
(Wm. "Lord") of the Womaw and from an early age was 
embittered by the fact that he would never inherit his 
father's title. As one of the elite of the Womaw Daon was 
taught the skills of a ranger, and from the beginning of his 
training he excelled at both hunting and tracking all types 
of wild game. But the young ranger was particularly skilled 
at tracking human quarries, and few could escape him even 
in the thickest of forests. 

As Daon grew to manhood his bitterness toward his 
elder brother developed into open hatred and envy. And 
in time these feelings overCame his better judgement and 
Daon began quietly plotting to murder his sibling in a 
"hunting accident". But his plans went awry when Daon 
failed to slay his brother, and he was seen committing the 
deed by one of their retainers. 

Being one of noble blood Daon was not executed, but 
he was stripped of his high born lineage and exiled from 
Womawas Oms till the end of his days. Solemn and alone, 
Daon departed, but his former ilJ-wdl toward his brother 
had now grown into a loathing for all his people and a 
desire to revenge himself against the world that had 
allotted him such a unfair existence. 

After being expelled from his homeland in TA 1616 
Daon wandered south for several years through the 
easternmost lands of Middle-earth until at last he reached 
the Shay lands. There he heard tales of a great Lord who 
commanded the terrible hordes that assailed the Shay 
from their fortresses in the Mountains of Wind. This 
"great Lord" was, in truth, Khamill, and in a short time 
Daon had joined the Black Easterling's forces. 

Ftom the beginning Daon was favoted by the Nazgill, 
who was a distant kinsmen of the Womaw ranger. During 
the next several years Daon and others were instructed by 
Khamw himself in forest warfare. And in time DaBn had 
proved himself a ruthless and cruel leader, who was more 
skilled than any other of Khamill's followers. 

So when the Black Easterling was summoned back to 
Dol Guldur in TA 1635 he took his prized followerwith 
him. Once in Dol Guldur Khamw recruited the remaining 
four men who would become his Gtimburz and began 
training them to be unmatched in their skills in the forest. 

Afterthe training was complete in T.A. 1640 Daon was 
named as the Grimburgoth, and he directed the Dark 
Rangers' cruel activities for many years. But Daon's role 
in Dol Guidur, quickly grew, and in time he received the 
rank oflmga Urdanuk. And later, when Khamw departed 
Dol Guldur he assumed therankofGonon-u-KazgUmhoth. 
(See Section 3.2.) Holding these positions, as well as being 
Khamw's most trusted servant, made the Grimburgoth 
one of the most powerful individuals within the Hill of 
Sorcery. 

During his early years of serving the Dark Lord Daon's 
greatest accomplishment was the recovery of one of the 
Dwarven Rings of Power. Forthis deedSaurongaveDaon 
a Lesser Ring of Power, which was one of the Nazg-u
Krimp (B.S. "Rings of Binding", see ICE's Perils on the Sea 
of Rlmn). This Ring, made by Samon in the Second Age, 
enhanced the Grimburgoth's skills and spell power, and 
greatly lengthened his life. But, like all the Nazg-u-Krimp, 
this Ring, called Cham-en-Faroth (S. "The Hand of the 
Hunter") would enslave its owner and eventually turn him 
into a Ring-wight. In time Daon became one ofSauron's 
most favored minions, and in T A. 2205 he began his slow 
transformation, becoming much like his mentor Khamw. 

The Grimburgoth is in sole command of Dol Guldur 
on two different occasions. The most important time was 
during the Watchful Peace, when Daon was responsible 
for keeping the citadel under the Dark Lord's control, and 
not allowing any activity that would draw the attention of 
the White Council. Later the Grimburgoth was again left 
in command when the Nazgill departed to search for the 
One Ring. 
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Daon's long existence finally 
:.une to an end in the midst of the 
',v ar of the Ring. During the three 
'-:tacks on Lorieo the Grimburgoth 
-... '].S Khamul's field conunander, and 
-_ ~ led each assault with unbridled 
-:~" But during the final attack 
=deborn himself led a sortie out 

'::;)m the bows ofL6rien that drove 
: ~ck the Kazglimhoth. Daon ral
_ ~d what was left of his troops and 
,:.:>od strong against the Elven 
~:;rd' s charge. As the fighting raged 
. -: the two leaders came together in 
~'":~ midst of the battle. After along 
;...--:.:i bloody struggle Celehorn at 
---"St struck down the Grimburgoth 
<..-.d the Ring-wight's life came to 

~-: end. 
:For a more detailed account of 

~~,e Grimburgoth's role in Dol 
:';-.I1dur see Section 2.5, "The His
::,ry ofDa! Guldur.") 

THE GRlMBURGOTII 

: . .\'l: 28. 
~ce: Womaw. 

Home: Womawas Drus; Dol 
Guldur. 

Sames; Daoo; Lord of the Dark 
Rangers. 

THE GRlMBURGOTII IN MERP 
Mits: 130 Melee OB: 

140 Missile OB: 156 
AT: Chain (-50) 

\fERP Profession: Ranger. 

\fERP Stat.s: sr 97, AG 90, 
CO 97. IG 74, IT 98. PR 98, 

\fERP Skills: Acrobatics IS; Ambush 8; Animal 
Handling 55; Caving 10; Climb 174; Disann Trap 
70; First Aid 10; Meditation 35; Perception 136; 
Pick Lock 50; Public Speaking 30; Read Rune 10; 
Ride 164; Rope-mastery IS; Signaling IS; Stalk! 
Hide 161; Track 189; Trap-building 35; Use Item 
45, 

\fERP Spdls: 56 PP. Directed Spell OB IS. The 
Grimburgoth kno~s all Ranger lists and four Open 
Channeling lists all to 10th level. 

THE GRIMRURGOTH IN ROLEMASfER 

Hits: 130 Melee OB: 140 Missile OB: 156 
AT, 16 (50) 

RM Profession: Ranger. 

RM Stats: St 97, Qu 85, Em 72, In 98, Pr 93, Ag 90, 
Co 97, Me 73, Re 75, SO 88. 

RM Skill5: Acrobatics IS; Administration 45; Ambush 
8; Animal Training 55; Caving 10; Channeling 20; 
Climbing 174; Diplomacy 30; Disarm Trap 70; 
First Aid 10; Leadership 55; Meditation 35; 
Perception 136; Pick Lock 50; Public Speaking 30; 
Runes 10; Riding 164; Rope-mastery IS; Signaling 
15; Stalkmg & Hiding 161; Staves & Wands 45; 
Strategy & Tactics 40; Tracking 189; Trap-building 
35, 

RM Spells: 56 PP. The Gtimburgoth knows all 
Ranger lists to 20th level and four Open Channel
ing lists to 10th level. 

Appearance: 67. 
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THE GRlMBURGOTH IN LoR 
loR Profession: Ranger. 

loR Stats: Strength I, Agility I, Intelligence I, 
Movement 0, Defense 2, Melee OB 7, Missile OB 
6, General 8, Subterfuge 7, Perception 6, Magical 2, 
Endurance 110. 

loR Spells: Strength, Shield, Speed, Camouflage, 
Concentration, Luck, Protection &om Magic. 
Sustenance, Calm, Charm Animal, Ftre Bolt. 

LoR Experience Points: 21,000. 

THE GRlMBURGOTH'S PRINCIPAL ITEMS 

Cham-en-Faroth (S. "The Hand of the Hunter"}-a 
Lesser Ring aEPower made by Sauran in Ost-in
Edhil. 

MERP /RM: This ring functions as a x3 PP 
multiplier, and gives the wearer +25 bonus to 
Stalk/Hide, Ambush and Tracking skills. If 
the ring is worn continuously for more than 
two months, it will enslave the owner (-30 
RR versus 15th level attack). An enslaved 
wearer will gain the benefits of a long life, but 
after 500 years he will begin the slow trans
formation into a Ring-wight. In addition, the 
owner will always wish to have the ring with 
him. This ring is a simple mithral band with a 
small emerald imbedded in the enchanted 
m",". 

Long Row of Darkness--Enchanted long bow crafted 
in Dol Guldur and given a.'i gift to the Grimburgoth 
by Khamul. 

MERP/RM· +20 long bow. Any critical causes 
the victim to go blind (-IS RR vs level of 
user) for 1-10 rounds. 

ANDAL6NIL 
Andal6nil, a powerful Raug (S. "Demon") or lesser 

Fallen Maia, was a follower ofMorgoth m the First Age. 
AndaI6nil was an Ice Spirit and his role in Endor's earliest 
struggles was largely unknown, though he did serve his 
Black Master within the halls of Thangorodrim and 
Angband. After the defeat of Morgoth, Anda16nil, like 
many other servants of the first Dark Lord, fled eastward 
into Middle-earth and hid for many long centuries. But a.'i 
Sauron's power grew toward the end of the Second Age 
Anda16nil Wa.'i drawn out of hiding by the lure of the 
presence of the Lord of the Rings. 

Andal6nil served Sauron In Barad-dur until his first 
downfall at the end of Second Age. Afterwards the Ice 
Spirit again went into hiding in the dark caves beneath 
Ered Lithui. 

Not until T.A. I 100, aftet Sauron had returned to 
Endor and Anda16nil hearJ rumurs of a new power 
known as the Necromancer, did he leave his dark sanctu
ary and journey north into southern Mirkwood. There he 
rejoined his fonner Master, but many years passed before 
Andal6nillearned the true identity of his Lord. 

Andal6nil's rank within the hierarchy of Dol GuIdur 
was that of Snagagoth (B.S. "Slave Master"), and he 
ruthlessly lorded over the Thralls and slaves of the Hill of 
Sorcery, fulfilling the Necromancer's bidding. 

Andal6nil's downfall was his lust for greater power. 
Duringthe Watchful Peace while Sauron, the Mouth and 
KhamUi were all absent from Dol GuIdur and only the 
Grimburgoth stood in his path, Andal6nil attempted to 
take control of the fortress. But in the end he was betrayed 
by Celedhring and slain by all the Grirnbutz acting 
together. 

Andal6nil's downfall was a bold reminder to all of Dol 
GuIdur's residents of what happens to those who oppose 
the will of the Necromancer. 

(For more details on Andal6nil's activities in Dol 
GuIdur see Sections 2.5 and 3.0) 

Andal6nil stood eight feet tall with a broad, muscular 
build. His skin and large demonic wings were an icy white 
hue, and his eyes burned with black fire. As a Spirit of Ice 
Andal6nil is immune to all forms of ice based attacks. 

LvI: 40. 

Race: Maia (fallen)' 
Home: Angband; Sarad-dur; Dol Guidur. 
Names: Friend of Long-darkness; Duranil or Duran; 

the Snagagoth. 

ANDAL6Nn. IN MERP 
Hits: 200 Mdee OS: 185 Missile OB: 120 

AT: Rigid Leather (-80) 
MERP Profession: Warrior. 

MERP Stat" ST !oZ. AG 100. CO 101. IG 65. IT 
80. PR 100. 

1\.1ERP Skills: Ambush 6; Climb 50; Disarm Traps 30; 
Meditation 75; Perception 110; Pick Lock 60; 
Read Rune 55; Stalk/Hide 45; Tracking 35; T rap
building 35; T rickety 55; Use Item 90. 

MERP Spells: 120 PP. Andal6nil has a Directed Spell 
OB of 25, a Sa.'ie Spell OB of 10, and knows the lie 
Law list and all Open Essence lists. 

ANDALONn. IN ROLEMASTER 
Hits: 200 Melee OB: I8S Missile OB: 120 

AT, IZ (SO) 

RM Profession: Fighter. 

RM Stats: St 102, Qu 100, Em 40, In 80, Pr IOO,Ag 
100, Co 101, Me 50, Re 80, SD 80. 

RM Skills: Administration 25; Ambush 6; Channeling 
30; Climbing SO; Disarm Traps 30; Falsification 
IS; Leadership 60; Meditation 75; Perception lIO: 
Pick r .ocb 60; Runes 55; Seduction 60; Spell 
Mastery 20; Stalking & Hiding 45; Staves & Wands 
90; Tracking 35; Trap-building 35; Trickery 55. 
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R....\1 Spells: 120 PP. Andal6nil has a Directed Spell 
OB of 25, a Base Spell OB of 10, and knows the Iu 
Law list to 30th level, all Open Essence lists to 20th 
level, and three Closed Essence lists to 10th level. 

.\ppearance: 39. 

ANoALONIL IN LoR 
loR Profession: Bard. 

loR Stars: Strength 3, Agility 1, Intelligence I, 
Movement 1, Defense 3, Melee OB 10, Missile OB 
7, General 2, Subterfuge 3, Perception 5, Magical 4, 
Endurance 160. 

loR Spdl., AIL 
LoR Experience Points: 30,300. 

ANoAL6NIL's PR.m'CIPAL ITEMS 
Thrallsbane-Whip made from cords of enchanted 

lthilnaur. 
MERP/RM: +50 whip. Anyone receiving a 

critical strike from this weapon must make a 
-30RR versus the level of the attacker. Failure 
indicates that the victim must obey any 
conunands given by the attacker for 2-5 
minutes, during which time the attacker can 
choose to strike the victim again to continue 
his hold. Commands given to the victim 
cannot involve certain death, such as ordering 
the victim to jump into a hundred foot pit or 
to impale himself on his sword. 

~1.ace------Magical mace made of enchanted durango 
MERP/RM: +30 weapon. 

ANoM.6Nll.'S SPEGAL POWERS 

Flight--Andal6nil, being a winged Raug, is able to fly. 
MERP/RM: Flying movement rate ofF (fast). 

Two rounds are required before Anda16nil 
reaches full speed, and he cannot fly for more 
than 6 consecutive rounds. 

OLOGtlL 
010gUl (B.S. "Troll-wraith") was one of the first 010g

-.J.l ever spawned within the cruel breeding pits of Dol 
Juldur, and hewas without question the fiercest and most 
::"ITible of all the first Black Trolls. His name, however, 
-.. -as originally Rugrath and not until he had lived many 
-.-ears did he earn his more ominous appellation. 

When Sauron had deemed that his new race of Olog
~ai would be suitable to form his personal guard he wished 
to chose the most worthy as the Captain of these troops. 
So the Dark Lord took the five strongest and most 
.:unning of the Black Trolls and ordered them to fight one 
motherinmortal combat. Thevictor would be named the 
Captain of the Necromancer's Guard and receive a Lesser 
Ring of Power in token of his position. Mter long hours 
of bloody clashing Rugrath emerged beaten and half
slain, yet victorious. And he received his new position and 
talisman with horrid satisfaction in his eyes. 

In the following years Rugrath, who was now inexora
bly tied to the will ofSauron. fulfilled his duties with cruel 
efficiency. But after centuries of wearing the Lesser Ring 
of Power the brutal 010g slowly transformed into an 
undead being much like the Grimburgoth, who became a 
Ring-wight. Atthis time the inhabitants began to call him 
Ologtil, that is Troll-wraith in Black Speech, and his 
horrifYing visage was feared throughout the fortress. 

OlogUl continued to serve Sauron throughout the 
Third Age and was one of the few individuals to learn the 
Necromancer's true identity long before it was revealed to 
the world. In T.A. 2941 when the Dark Lord fled Dol 
GuIdur and returned to Mordor OlogUl and the rest of 
Sauron's personal guard accompanied him. Once in the 
Black Land OlogCil retained his position as the Captain of 
Sauron's Guard until the downfall of the Abhorred One 
when OlogCil perished in the destruction ofSarad-dilr and 
followed his master into the Void. 

Ologftl stood eleven feet tall with massive shoulders 
and thick, powerful limbs, and his evil-hearted nature was 
matched only by his unswerving loyalty to his master. 
Several centuries after OlogW took the Lesser Ring of 
Power his physical fonn became invisible as he trans
formed into a Ring-wight (see inset). In all his years in Dol 
Guldur OlogUl rarely set foot outside the dark fortress, 
and though he felt no ill effects from sunlight, he despised 
it with passion. 

Lvi: 23. 

Race: Olog, 

OwGtlL 

Home: Dol Guldur; Sarad-dur. 

Names: Rugrath; Captain of the Necromancer's Guard. 

OLOGDL IN MERP 

Hits: 180 Mdee OS: 195 Missile OS: 125 
AT, PI", (-55) 

MERP Profession: Warrior. 

MERP Stan, ST 103, AG 75, CO 101, IG 71, IT 52, 
PR89. 

MERP Skills: Ambush 15; Caving 10; Climb 50: 
Disarm Traps 25; Meditation 30; Perception 60; 
Pick Lock 25; Read Rune IS; Ride 55j Signaling 
IS: Stalk/Hide 50; Strategy & Tactics 20j Track 
50: Trap-building 10; Use Item 25. 

MERP Spells: None. 
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OLooilL IN ROLEMASTER 
Hits: 180 Melee OB: 195 Missile OB: 125 

AT, 19 (55) 
RM Profession: Fighter. 

RM Stats: St 103, Qu 89, Em 21, In 82, Pr 89, Ag 
75, Co 101, Me 52, Re 90, SD 100. 

RM Skills: Adrenal Moves 15; Adrenal Defense 20: 
Ambush IS; Caving 10; Channeling 20; Climbing 
SO; Disann Traps 25; Frenzy 15; Leadership 20; 
Meditation 30; Pick Locks 25; Perception 60; 
Riding 55; Runes IS: Signaling IS; Stalking & 
Hiding 50; Staves and Wands 25; Strategy & 
T aeties 15; Tracking SO; Trap-building 10. 

RM Spells: None. 
Appearance: I 9. 

OLOO(]L IN LoR 
LoR Profession : Warrior. 

loR Stats: Strength 3, Agility 0, Intelligence O. 
Movement -1, Defense 3, Melee OS 10, Missile OB 
6, General 3, Subterfuge 2, Perception 3, Magical 0, 
Endurance 145. 

LoR Spells: None. 

LoR Experience Points: 20,400. 

Ot.oGOL's PRINCIPAL ITEMS 

W ar Mattock-This enchanted mattock made of 
adarcer is five feet long and used with two hands. 

MERP/RM: +40 Elf-slaying war mattock. Any 
critical strike from this weapon is accompa
nied by a Cold Critical of equal severity. 

Spear-This magical spear was made by Celedhring as 
a gift to OlogCil and a tribute to Sauron. 

MERP/RM; +25 Man-slaying spear, designed to 
be thrown, and which has double the nonnal 
range with no additional penalties. 

Nullatir (Q. "Secret Guard")--This item is a Lesser 
Ring of Power given to Ologfil after he won the 
captainship of the Necromancer's Guard. 

MERP/RM: This ring, unlike many other Lesser 
Rings, does not enhance the wearers spell 
casting ability. Rather, this ring increases the 
wearer's prowess in physical combat. When 
worn Nullatir grants a 10% increase to the 
wearer's Strength and Constitution stats 
(round up), a 10% increase to the wearer's 
Hits, and a (+ 1/ every 2 levels of the wearer) 
OB for any weapon use-d in combat (i.e. + I 
for 2nd and 3rd level characters, +2 for 4th 
and 5th level characters, +3 for 6th and 7th 
level characters, etc.). These characteristics 
make this ring far more beneficial to a 
Warrior/Fighter of higher level than any 
other individual. Additionally, the wt:arer can 
become Invisible at wilL 

If this ring is worn continuously for more 
than two months, it will enslave the owner (-
30 RR versus 15th level attack). An enslaved 
wearer will gain the benefits of a long life, but 
after 500 years he will begin the slow trans
fonnation into a Ring-wight. And the wearer 
will then be inexorably tied to the Lotd of the 
Rings. 

THUIRlC 
Thuiric, the second of the Grimbt'irz, had a most 

unusual heritage. His mother was an Easterling, who was 
a member of one of the first clans of Wainriders to 
attempt to invade the Notthmen of Rhovanion. This 
group was ill prepared for the strong resistance they met 
and were quickly cut off from an eastward retreat and 
driven into Mirkwood. Once within the great forest the 
Easterlings soon dwindled, until only one survived. This 
half-starved woman, named Ullis, was eventually rescued 
by a hunting party from Woodmen-Town. In time 
Odagia, the leader of the hunting party, took her as his 
wife, but she was never fully embraced by his people. And 
in T.A. 1608 Ullis died giving birth to her son. 

Thuiric took after his father in stature and in his skills 
at hunting and tracking. But his hair and eyes were dark 
like his mother, and the villagers always regarded him as 
an outsider. For rhis reason he was a lonely and bitter 
youth who felt little love for his kinsmen. 

As Thuiric grew to manhood he was trained as a ranger 
by his father, and became an outstanding woodsmen. But 
the other rangers of Woodmen-Town only resented 
Thuiric more for his obvious talents, and would never 
praise his success. But out of respect for Odagia no one 
spoke ill of Thuiric openly. 

This quiet dislike changed, however, in T.A. 1625, 
when Odagia was killed while hunting a wild boar. From 
rhis time forward Thuiric was scorned by the people of 
Woodmen-Town, and he quickly became withdrawn 
from his kinsmen. 

Early in 1635 Thuiric was hunting alone deep in 
Mirk~ood, when he was unexpectedly met by KhamUl. 
The Ulair then seduced the young ranger into his service, 
promising that one day he could avenge himself against 
the people who made him an outcast. Soon after this 
meeting Thuiric took up residence in Dol Guldur and 
began his tutelage under the Black Easterling. In a few 
short years he had been made the second of the Grimburz. 

Thuiric's principle role within the Hill of Sorcery was 
to lead small groups of the Grimhurai (Set' S!';crion 4. 1 ) on 
raiding parties throughout Mirkwood to terrorize and 
murder anyone foolish or daring enough to stray far from 
the more se=e parts of the forest. Sometimes these 
excursions would have a specific target, but often Thuiric 
was free to take his followers where he wished. 

Thuiric was very close in counsel with the Grimburgoth 
and the two often spent long hours together plotting the 
Dark Rangers wicked strategies. 
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THUllUC 

LvI: 25. 

R.1ce: Woodman/Easterling (Sagath). 

Home: Woodmen-Town: Dol Guldur. 

Sames: The Second of the Grimburz. 

THUIRIC IN MERP 
:-lits:II9 MeleeOB:IIO MissileOB:I25 

AT: Chain (-55) 

\fEU Profession: Ranger. 
\lERP Stats: ST 91, AG 84, CO 90, IG 75, IT 89, 

PR 98. 

'.lERP Skills: Acrobatics 30; Ambush 7; Animal 
Handling 70; Caving 35: Climb ISO; Disarm Trap 
55; First Aid 30; Foraging 40; Meditation 35; 
Perception 90; Pick Lock 3D; Read Rune 20; Ride 
130; Rope-mastery 25; Signaling 3D: Stalk/Hide 
130; Track ISO; Trap-building 55; Use Item 30. 

"{ERP Spells: 25 PP. Thuiric knows all Ranger lists 
and three Open Channeling lists. 

THUlRIc IN ROLEMASTER 

:-:its: I 19 Melee OBi I 10 Missile OBi 125 
.u, 16 (55) 

~\.1 Profession: Ranger. 

~\.1 Stats: St 91, Qu 82, Em 75, In 89, Pr 93, Ag 84, 
Co 90, Me 71, Re 77, SD 88. 

iL\! Skills: Acrobatics 30; Adrenal Moves IS; Adrenal 
Defense 10; Ambush 7; Animal Training 70; 
Caving 35; dimbing 150; Disann Traps 55; First 
Aid 30; Foraging 40; Leadership 35; Meditation 35; 
Perception 90; Pick Locks 30; Riding 130; Rope
:nastery 25; Runes 20; Signaling 30; Stalking & 
Hiding 130; Staves & Wands 30; Tracking 150; 
Trap-building 55; Weather-watching 25. 

~\.1 Spells: 25 PP. Thuiric knows all Rangers lists to 
20th level and three Open Channeling lists to 10th 
level. 

-\ppearance: 73. 

THUIRIC IN LoR 
:...oR Profession, Ranger. 

:....oR Stats: Strength 2, Agility 0, Intelligence L 
;'v1ovem.ent -1, Defense 2, Melee OB 5, Missile OB 
6, General 7, Subterfuge 6, Perception 4, Magical I, 
Endurance 93. 

:...oR Spells: Strength, Shield, Speed, Balance, Camou
flage, Concentration, Luck, Protection from Magic, 
Calm, Charm Animal. 

:...oR E~erience Points: 16,800. 

THUIRIc'S PRINCIPAL ITEMS 

Short Bow---Enchanted short bow made by the 
artisans of Dol GuIdur. 

MERP/RM: + IS short bow that performs as a 
long bow for purposes of range and damage. 

Broadsword---Magical broadsword. 
MERP/RM: + 15 broadsword whose blade emits 

a blood-red fire at the command of the user. 
In trus fonn the sword delivers a addition 
Heat critical of equal severity to any other 
critical scored. 

SAKAL 
Sakal, who is called "the Assassin of the Voice" (or 

often simply "the Assassin"), was a Black Numenorean 
who was born in Umbar in T.A. 1580. And around T.A. 
1600, when the Mouth of Sauron paid a visit to his 
ancient homeland, he recruited the young scout into his 
service. His early life was largely unknown even to the 
inhabitants of Dol Guldur, but it was believed that SakaI 
was a distant kinsmen of the Mouth of Sauron, though 
this rumor was, in fact, begun by Sakal himself to further 
his own standing. 

Throughout his years in Dol GuIdur Sakal served the 
Mouth ("the Voice of the Necromancer") as his personal 
assassin, who was dispatched to "take care of' any disloyal 
individuals either within the stronghold or in any of the 
many outposts across Rhovanion. And as the years wore 
on Sakal became brutally efficient in his duties with most 
of the Necromancer's followers fearing even the rumor of 
his presence. 

Srrangely enough SakaI had one important weakness of 
whIch few if any ever learned. This vulnerability was an 
innate fear of anyone of pure Dunedain descent. Sakal 
acquired this lU1USUal aspect early III his life in Umbar, 
when he was told by a aged Seer that one day he would die 
at the hands of a Dunadan. Arrer that time he was forced 
to fight offhis Illner doubts each time he faced one of the 
Faithful, and often went to some length to avoid a direct 
confrontation. This fear, however, was always kept well 
hidden behind Sakal's arrogant, yet unsettlingly quiet 
demeanor. 

Sakal was tall and sinewy with raven black hair, pale 
skin and dark ebon eyes that rarely revealed the cold 
cunning hidden behind them. He always wore black 
clothing or armor (see below), spoke little to anyone 
without great need, and his only great desires in life were 
to better serve his master bydesttoying anyone the Mouth 
named and to one day see the downfall of the Kingdoms 
in Exile. By the time of his death in T.A. 1811, Sakal was 
one of the most feared of Sauron's minions. 

SAKAL 
LvI: 20. 

Race: Black. Ntirnenorean. 

Home: Umbar; Dol Guldur. 

Names: the Assassin; the Assassin of the Voice. 

S9 
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5AJw.1N MERP 
Hits: IIS Melee OB: 105 Missile OS: 135 

AT, C!uin (-65) 

MERP Profession: Scout. 

MERP S""" ST 91, AG 105, CO 85, IG 79, IT 71, 
PR85. 

MERP Skills: Acrobatics 65; Acting 25; Ambush 20; 
Caving 20; Climb I IS; Contortions 60; Disarm 
Trap 110; Pick Lock. I ISj Perception 110; Read 
Rune 20; Ride 50; Rope-mastery 25; Signaling 25; 
Stalk/Hide 120; Swim 70; Track. 95; Trap
building 60; Tumbling 65: Use Item 15. 

MERP Spells: None. 

SAKAL IN ROLEMASTER 

Hits: IIS Melee OS: 105 Missile OS: 135 
AT, 15 (65) 

RM Profession: Rogue. 

RM Stats: St 91, Qu 101, Em 69, In 71, PI 85, Ag 
105, Co 85, Me 72, Re 86, SD 90, 

RM Skills: Acrobatics 65; Acting 25; Adrenal Moves 
20; Adrenal Defense 10; Ambush 20; Caving 20: 
Climbing 115; Contortions 60; Disarm Traps 110; 
Falsification 25: Pick. Locks 115; Perception 110; 
Riding 50; Rope-mastery 25; Runes 20; Signaling 
25; Stalking & Hiding 120; Staves & Wands 15; 
Swimming 70; Tracking 95; Trap-building 60; 
Tumbling 65. 

RM Spells: None. 

Appearance: 9 I. 

SAKAL IN' LoR 
loR Profession: Scout. 

LoR Stats: Strength I, Agility 2, Intelligence 0, 
Movement I, Defense 2, Melee OB 5, Missile OB 
7, General 5, Subterfuge 6, Perception 5, Magical 
-I, Endurance 87. 

loR Spells: None. 

loR Experience Points: 15,000. 

SAKAL'S PRlNCIPAL ITEMS 

Sangurth (S. "Poisoned Death"}--Magical Hand 
Crossbow made of blackened adarcer. Sangurth is 
Sakal's primary means of assassination and is kept 
hidden in his cloak when not in use. 

MERP/RM: +30 hand crossbow that should be 
treated as a light crossbow for purposes of 
combat. This weapon will automatically reset 
itself after being fired, but each quarrel must 
be loaded in the normal manner. Sakal often 
makes use of poison, especially in conjunction 
with this weapon. This poison is typically 
from -20 to -40 for RRs and causes instant 
death, and the poison is made by the Mouth 
of Sauron himself from spider venom. 

Broadsword-Enchanted broadsword made of 
ithilnaur. 

MERP /RM: +20 broadsword. 

Leather Armor--This armor is an magical suit of 
black leather armor, including boots, gloves and a 
leather headband, and the entire suit must be worn 
for the power of the armor to take effect. 

MERP/RM: The leather armor bestows the 
wearer with an AT of IS (Chain) and a -30 
DB. In addition, the suit encumbers the 
wearer like normal soft leather. Note that this 
item is similar to Angol (set Mirlt.wood, p. 111), 
though no ill effects occur when used. 

FROEDHIR 
Froedhir was born in T A. 1605 in the dilapidated and 

mostly deserted Nortbman townofLondaroth, which sat 
on the banks of the Celduin just south of the falls of 
Lindal, Beginning early in his life Froedhir, whose father 
was an Armorer, became devoted to the craft of fashioning 
items. But later after he had learned all that his father could 
teach him Froedhir began to desire to create greater works, 
and he became fascinated by spell craft and enchanted 
items. 

Soon after these feelings matured Froedhir was lured 
into the ranks of the Necromancer and went to learn 
greater skill from the Master Smith of Dol Guldur, 
Celedhring. From TA. 1630untilhis death in TA. 1701 
Froedhir was a leading servant of the evil Noldo, in time 
achieving the rank of MaktO.t111 (B.S. "Second Smith"). 
During this penod Froedhir won the trust of his master 
and had a small hand in many of Celedhring's greatest 
works. 

Froedhir's primary duty, however, was to oversee the 
daily labors of the Order of Smiths. For this reason much 
of his time was spent administrating the activities of the 
smiths of Dol Guldur, as well as presiding over many of 
the meetings of that Order. Due to the vital role of the 
Smiths and his position in the Order, Froedhir was, in 
fact, one of the Hill of Sorcery' s most important individu
als. (Set Section 3.2, "The Order if Smitbs"}or more i1ifonnation.) 

Froedhir was known for his quiet and studious de
meanor and his unswerving devotion to Celedhring and 
the Necromancer. He seldom spoke with anyone save 
Celedhring on matters other than his duties, and spent 
much of his personal time locked away in his chambers 
studying his craft. He was, however, somewhat feared by 
the Smiths for his rate explosions offury thathe displayed. 
when work was done improperly or too slowly. Often 
these short but terrible tirades would end with a merciless 
order of execution. 

Froedhir was short and heavy set for one of the 
Northman race, standing only 5'8" tall with rounded 
shoulders and a thick waist. He was bald with only a bit 
of his light brown hair remaining. and always kept himself 
clean shaven. 



:"v-I: 15. 
~e: Northman. 

:-lome: Dol Guldur. 

FROEDHIR 

S.ames: the MaktUtUl; Second Smith. 

FROEDHIR IN MERP 
:-ms: 85 Melee 08: 50 Missile 08:

AT: Rigid Leather (-40) 

"fERP Professio~ Mage. 
'·:::RP Stats: ST 87, AG 100, CO 79, IG 96, IT 89, 

?R85. 

"fERP Skills: Appraisal 35; Caving 30; Climb 40; 
:::-irsr Aid 35; Meditation 45; Public Speaking 55; 
?Zead Rune 105; Ride 45; Signaling 35; Smithing 
SO; Swim 25; Track 30; Use Item 105. 

"'!ERP Spells: 120 PP. Directed Spell OS 95. Base 
Spell OB 30. Froedhir knows all base Mage lists and 
~ Open Essence lists. 

FROEDHIR. IN ROLEMASTER 

:-<.J:tS: 85 Melee OS: 50 Missile 08:
AT'II(40) 

i.,"\{ Profession: Alchemist. 

i.,"\{ Scats: St 87, Qu 92, Em 99, In 89, Pr 85, Ag 
:00, Co 79, Me 96, Re 96, SD 87. 

i.,"\{ Skills: Administration 35; Appraisal 35; Caving 
'::'0; Climbing 40; First Aid 35; Leadership 30; 
\leditation 45; Public Speaking 55; Riding 45j 
Rum:! 105; Signaling 3.5: Smithing 80: Staves & 
',1/ ands 105; Spell-mastery 20; Swimming 25; 
Tracking 30. 

i..."\{ Spells: 12 PP. Directed Spell OB 95. Base Spell 
OB 30. Froedhir knows all base Mage lists to 10th 
_~vel all base Alchemist lists to 15th level, all Open 
~S5ence lists to 10th level and two Closed Essence 
.1Sts to 5th level. 

'?Pearance: 61. 

FROEDHIR IN LoR 
:"";'R Profession: Bard. 
:"':"R 5tAts: Strength 0, Agility 0, Intelligence 2, 

:'.1ovement -I, Defense I, Melee OB 3, Missile OB 
0, General 2, Subterfuge 0, Perception 2, Magical 5, 
Endurance 60. 

:..oR Spells: All. 
.:...oR Experience Points: 9,000. 

FROEDHIR.'S PRINCIPAL ITEMS 

5ufF--Enchanted quarter staff used to enhance 
combat, rather than magical abilities. 

MERP/RM +20 staff engraved with tengwar 
runes which can become inflamed and deliver 
an additional Heat critical of equal degree to 
any normal critical scored. 

Robes----Enchanted black robes made by Celedhring 
for his assistant. 

MERP/RM: These robes act as AT II (RL) and 
give a + IS DB. 

Ring-This mithral band is engraved with runes of 
power and was made in the earliest days of the 
Gwaith-i-Mtrdain. 

MERP/RM: This ring is a x4 PP multiplier. 

GOROVOD 
Gorovod, who in time became Dol Guldur's eleventh 

Fhalaugash (B.S. "High Sorcerer" or "High Priest"; i.e. 
"Great--one-who-uses-magic"), was born in Amon Lanc 
in T.A. 1570. HisAparents were two of the many Variags 
sent to Sauron by Uvatha the Horseman to strengthen the 
numbers within the Hill of Sorcery, and they both served 
the Dark Lord till the end of their days. 

Because his entire life was spent beneath the shadow of 
Sauron, Gorovod, like all those bred in Dol Guldur, began 
to worship and follow the ways of the Necromancer early 
in his life. But even ar a young age he showed remarkable 
devotion to the Dark Lord and akeen and insightful mind 
that was easily turned toward cruelty. So by his fifteenth 
year Gorovod was chosen to be trained as a Laugash (B.5. 
"Sorcerer" or "Priest", i.e. "One-who-uses-magic".) 

During his years as a Laugash Gorovod came to the 
attentlon of the Mouth ofSauron through the active role 
he took in the inner power struggle between between the 
Kazgfunhoth and the Conclave (sec Sections 2. 4ana 2.5). On 
many occasions Gorovod was the Laugash chosen to 
openly accu~e OmCt;r~ u[ lhe army of heresy against the 
Necromancer. And often times Gorovod's efforts brought 
down influential individuals and strengthened the fear 
others had of the Conclave and the Mouth of Sauron. 

In T.A. 1613 after Gorovod had succeeded in destroy
ing an Afilkaush of the Kazgt1mhoth by producing a 
(forged) document connecting him to a conspiracy against 
the Necromancer, Khamul made a rare but deadly gesrure 
in retaliation. He ordered one of his underlings to assas
sinate the Fhalaugash, who was found soon after brutally 
murdered in his own chambers. To attempt to show a air 
of indifference toward this slaying the Mouth made 
Gorovod, who was a well known enemy of the 
Kazgfunhoth, the new Fhalaugash. 

From that time until his death in T.A. 1661 Gorovod 
served as the Mouth's principle minion and the cruel 
leader of the Conclave of Dol Guldur. 

LvI: 20. 
Race: Variag. 
Home: Dol Guldur. 

GOROVOD 

Names: Fhalaugash of the Conclave. 
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FTlJeair /Uta 
c.-,d 

GOROVOD IN MERP 
Hits: 100 Mdee OB: 65 Missile OB: 70 

AT: None (-55) 

:MERP Profession: Mage. 
MERP Stili, sr 77, AG 100, CO 76, IG 96, IT 85, 

PR95. 
MERP Skills: Acting 35; Contortions 40; First Aid 

30; Meditation 65; Music IS; Perception 65; Public 
Speaking 65; Read Rune 125; Ride 25; Stalk/Hide 
20; Trickery 35; Use Item 115. 

:MERP Spells: 360 PP. Directed Spell OB ISS. Base 
Spell OB 40. All base Mage lists and four Open 
Essence lists. 

GoROVOD IN ROLEMASTER 

Hits: 100 Melee OB: 65 Missile OB: 70 
AT, I (55) 

RM Profession: Sorcerer. 

RM Stats: St 77, Qu 99, Em 90, In 80, Pr 95, Ag 
100, Co 76, Me 96, Re 95, SD 96. 

RM Skills: Acting 35; Administration 20: Contortions 
40; Channeling 30; First Aid 30; Leadership 20; 
Meditation 65; Music 15; Perception 65; Public 
Speaking 65; Riding lSj Runes 125: Spell-mastery 
25; Stalking & Hiding 20; Staves & Wands 115: 
Trickery 35. 

RM Spells: 360 PP. Directed Spell OB 155. Base Spell 
OB 40. All base Mage lists to 
15th level, all base Sorcerer'lists 
to 20th level, four Open Essence 
lists to 20th level and two Closed 
Essence lists to 10th level. 

Appearance: 6I. 

GoROVOD IN LoR 
LoR Profession: Bard. 

LoR Stats: Strength 0, Agility 0, 
Intelligence 3, Movement-1, 
Defense I, Melee OB 3, Missile 
OB 3, General 1, Subterfuge l, 
Perception 3, Magical 7, Endur
ance 70. 

LoR Spdk All. 
LoR fuperience Points: 15,000, 

GOROVOD'S PRINCIPAL ITEMS 

The Scepter of the 
Fhalaugash-Made by Sauron 
himself, this bejeweled, mace-like 
scepter, forged of eog and 
crowned with a light-stone of 
pure red laen, is the symbol of 
rank of the Fhalaugash of Dol 
Guldur, 
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MERP/RM:This item is 2' in length and when 
wielded as a melee weapon (which is rarely 
done). the scepter acts as a +40 mace with 
each critical strike delivering an additional 
Electricity Critical of equal severity. More 
importantly the Scepter is a x6 pp multiplier 
for both Essence and Channeling spell casters 
and grants the user the ability to cast the spell 
list "Sounds Way" to 20th level. 

:1:.e Dagger of Night-This enchanted ceremonial 
2agger made of ithilnaur and engraved with evil 
::unes, is used by the Fhalaugash during sacrificial 
:-:res in the Great Temple. 

MERP/RM: +25 dagger which radiates a strong 
aura of evil. 

:-ClC Robes of the Fhalaugash-These enchanted 
~Iack and crimson robes, like the Scepter, are a 
>:TIlbol of rank of the Fhalaugash of Dol Guldur. 

MERP/RM: These robes bestow the wearer with a 
-30 DB. 

ENNA SAN SARAB 
'::nna San Sarab was a (Greater) Giant Spider and the 

.:...:rghter of the infamous Shdob. She entered Dol GuIdur 

.: )".ll]d T.A. 1500 while still small and unremarkable and 
:-..J.Je her lair deep in the hidden confines of the fortress. 
:'''=[ as Enna San Sarab grew in size and appetite she 
: ~..:ame known throughout the stronghold and feared by 
-=--_~ iesser inhabitants. Sauton, however, was found of his 
:-::. as he thought of her, and forbade anyone ITom 
---"--"TIling the fearsome arachnid. 

3y the time Enna San Sarab had grow to her full girth 
:.- ;;eventeen feet she had, at the bidding ofSauron, moved 
~~ lair deeper in the citadel and began the spinnmgofthe 
:=eat Web (Sf!(: Section 6.62). After this time she and her 
',;; eb served as the principle form of execution in Dol 
-=:-..:ldur, as well as a nearly impassable barrier in MorIat 

::-.,It prevented any intrusion into the deepest levels of the 
=: :add through the central shaft of the volcano. 

The offspring ofEnna San Sarab go forth from Amon 
~c to populate the dark depths of Mirkwood and 
:-.J.trectly serve the Necromancer by making the forest a 
:::ore dangerous place. 

ENNA SAN SARAH 
:"vl: 25. 

~e: Giant Spider (Greater). 

Home: Dol GuIdur. 

Sames: the Lady of the Great Web. 

ENNA SAN SARAH IN MERP 
Hits: 375 Melee OB: 120HPi Missile OB:

AT: Rigid Leather (-60) 

MERP Profession: Wartior. 

MERP Skills: Ambush 30; Caving 50; Climb 130; 
Perception 100; Stalk/Hide 130; Subduing 90; 
Track 50; Trap-building ZOO. 

MERP Spells: None. 

ENNA SAN SARAH IN ROLEMASTER 
Hits: 375 Meke OB: I20HPi Missile OB:

AT, 12 (60) 

RM Profession: Fighter. 

RM: Skills: Ambush 30; Caving 50; Climbing 130; 
Perception 100; Stalking & Hiding 130; Subduing 
90; Tracking 50; Trap-building ZOO. 

RM: Spells: None. 

Appearance: 05. 

ENNA SAN SARAH IN loR 
LoR Profession: Warrior. 

LoR Stan: Strength 4, Agility I, Intelligence 0, 
Movement I, Defense 4, Melee OB 6, Missile OB 
O. General 6, Subterfuge 6, Perception 5, Magical 0, 
Endurance 300. 

LoR Spells: None. 

LoR Experience Points: 43,800. 

ENNA SAN SARAH'S SPECIAL POWERS 
Poison--Anyone bitten by Enna San Sarah will be 

injected with venom. 
MERP/RM: In addition to the attack listed above, 

Enna San Sarab has a 95LHo attack and a 
90HBi attack which subjects the victim to the 
spider's poison if a critical is scored. This 
poison reguires the victim to make a -25RR 
versus 25th level. Failure means the victim 
becomes woozy, dizzy and disoriented for 10-
20 hours, being unable to attack during this 
period, and, if bound by the spider's webbing. 
the victim will be unable to move. If not 
bound, movement is 1/3 nonnal. 
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CARAN CARACH 
Caran Carach (5. "Red Fang"), a descendent of 

Draugluin, the Greatest of Werewolves, was born in the 
early Third Age somewhere in the vast wilderness of 
RhUn. He wandered the countryside for many years 
terrorizing villagers and slaying those who opposed him. 
But when he reached the horders of Rho van ion and heard 
tales of the Necromancer, Caran Carach went to Dol 
Guidur and became a minion of the Dark Lord. 

He proved his worth through his savage cruelty, and 
soon he was given title of the Keeper of the Dungeons, 
becoming the principle guardian of the citadel prison. 
Caran Carach was fond of torturing his charges, and often 
worked alongside the Lords of Dol Guldur during inter
rogations. All the prisoners beneath the Hill of Sorcery 
quickly learned to fear the horrid stench of his approach. 

Caran Carach is seven feet from head to tail and prefers 
to remain in his upright form most of the time, though he 
occasionally prowls the prison halls in wolf fonn to 
further terrorize the captives. He carries no weapons. 

LvI: 16. 

Race: Werewolf. 

Home: Dol GuIdur. 

Names: Keeper of the Dungeons. 

CARAN CARACH IN MERP 
Hits: 200 Mdee os: I30LBi Missile OB:

AT, Ch"n (-30) 
MERP Profession: Warrior. 

MERP Stat" ST 102, AG 98, CO 96, IG 82, IT 80, 
PR89. 

MERP Skills: Ambush 10; Caving 40; Climb 85; 
Disarm Trap 30; Foraging 35; Perception 75; 
Stalk/Hide 65; Swim 60j Track 70; Trickery 50. 

MERP Spells: None. 

CARAN CARACH IN ROl.EMASTER 

Hits: 200 Melee OB: 130LBi Missile OB:
AT, 16 (30) 

RM Profession: Fighter. 

RM Stats: St 102, Qu 100, Em 73, In 86, Pr 89, Ag 
98, Co 96, Me 74, Re 90, SO 62. 

RM Skills: Ambush 10; Caving 40j Climbing 85; 
Disarm Traps 30; Foraging 35; Leadership 30j 
Perception 75; Stalking & Hiding 65: Swimming 
60; Tracking 70; Trickery 50. 

RM Spells: None. 

Appearance: 23. 

CARAN CARACH IN LoR 

LoR Profession: Warrior. 

LoR Stats: Strength 2, Agility L Intelligence 0, 
Movement -I, Defense 3, Melee OB 6, Missile OB 
0, General 4, Subterfuge 3, Perception 4, Magical 
-I, Endurance 180. 

LoR Spells: None. 

LoR Experience Points: 18,300. 

CARAN CARACH'S SPECIAL POWERS 

Fonn--Caran Carach, being a Werewolf, can take one 
of two forms: a large wolf form for which he stands 
on all four legs as a normal wolf; or a Man-wolf 
form which enables Caran Carach to walk about as a 
bipedal creature, though he retains his wolfish 
appearance. 

MERP/RM: This transformation takes three 
rounds. In both forms he can use his second 
attack of I 10 Mel. 
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6.0 THE CITADEL 
Deep in the shadows of southern Mirkwood, at the 

.~::-.lthwestern end of the Emyn Guldur, lies the barren 
-..Jey ofN an Lane. From the west end of the desolate vale, 
:qetually cloaked in thunder-riven storm clouds and 
~'..Kkfogs, the ancient volcano. called Amon Lane, towers 
"-er the nearby hills. Delved within its shrouded heights 

- the vast and terrible stronghold of Dol Guldur, the 
,.:...-:.:tuary of the Necromancer, 

:\mon Lane is the highest point in Mirkwood. It 
-!" ... ;:-hes an elevation of 5,579 feet (roughly 4,500 feet 
O-:0VC the surrounding terrain), dwarfing the nearby hills 
::- Emyn Guldur and even surpassing the tallest peaks of 
::-,~ Emyn-nu-Fuln, the Mountains of Mirkwood. Dol 
J..Jdur is by any standard a huge citadel, stretching from 

-::-,~ heights of the volcano to its darkest roots-far below 
-,- ~ floor of the Nan Lane. The central and primary 
<:;00 of the stronghold ("the Middle Halls") consists 

7- 5~ven "Levels." The highest portion of the fortress 
-:::.~ Upper Halls") is comprised of three "Precipices." 

'~ __ ~ lowest and most heinous areas of Dol Guldur. or "the 
__ ~wer Halls," consist of five "Strata." Together the 

..., 

.... -
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"'" ... 
"'" 
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fifteen tiers of the citadel hold hundreds of tunnels and 
corridors and well over a thousand chambers. Very few 
individuals, even among the underlings of the Necroman~ 
cer, are familiar with the entire stronghold. 

The interior of Dol Guldur is a startling mixture of 
extremes. Noisome smells and mounds offilth character~ 
ize its dungeons and rude Orc warrens, while polished 
marble floors and majestic columns adorn the great halls 
and residences of the citadel's Lords. Ingenious steam
driven devices aid messengers and victualers, hinting at the 
awe-inspiring depths of the Fifth Stratum, where geysers 
dance in the darkness. The Hill of Sorcery holds some of 
Middle-earth's most magnificent and horrifying locales. 

MOUAT 

Amon Lane's central lava vent, empty of molten rock 
formostofits history, measures nearly 8,000 feet from its 
upper lip to its watery depths in the FifthStratum. On the 
tongues of the inhabitants of the Naked Hill, this circular 
chasm is known as Marlat (Or. "Black Pit"). At the top 
of the mountain, surrounded by the three Precipices, the 
Marlat forms a large steep-sided basin which quickly 
narrows in its lower reaches. The sides grow sheer as the 
shaft plunges into the darkness of the volcano. 

• - -
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At the First Level, a long and irregular staircase origi
nates--cut into the sides of the Marlat-and winds 
down through the many tiers of the citadel. The Black: 
Stair (Or. "Morshakal") suffers a break between the First 
and Second Strata. Its final flight reaches the Fourth 
Stratum, and few know the means of descending farther. 

One of the main routes between the various levels of 
Dol Guldur, the Morlat also serves as an exhaust vent for 
the fires and torches burning within the fortress. Addi
tionally, the boiling sulfur spring on the Fifth Stratum 
releases its heat and fumes through the Black: Chasm. The 
Necromancer's minions have developed resistance to 
noxious gases due to their passage through soot-filled 
smoke, sulfur-laden fumes, and poisonous steam when 
treading the Morshakal. 
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The reasons behind the existence of multipleporta1s are 
several. The Front Gate, though highly defensible, is 
neither a convenient nor an efficient route by which to 
bring supplies and other goods into the fortress. Moving 
commodities into the stronghold through the lower en
trances considerably lessens the burden of hauling sup
plies up the side of the volcano. Furthermore, the popu
lation of the citadel at its peak is such that the stronghold 
can not be adequately supplied through one channel 
only--the laden wains would clog the Men Uruk year 
round, while the goods spoiled before they could be 
wlloaded. 

Additionally, the Necromancer desires to keep the 
numbers of his minions hidden, making it necessary to 
conceal the huge quantity of supplies which regularly 
enter the fortress. The Front Gate is open to the view of 
any spies brave enough to venture dose to the mountain. 
Dispersing incoming goods through several less promi
nent entrances conceals the true amounts proarred. Simi
lar caution is required in troop movement. When large 
contingents set forth from Dol Guldur, only a small 
number, if any, emerge from the Front Gate. Most travel 
along the tunnels connecting the stronghold to its subsid
iaryexits and depart surreptitiously. In addition to avoid
ing scrutiny, they obtain the benefit of escaping the 
hazards of terrain and weather. 

Finally, the multiplicity of exits provides multiple 
retreat and escape options. Throughout the Third Age, 
Sauron is fearful that his true identity might be revealed 
before he regains his fonner potency and his plans reach 
maturity. He requires the means to depart Dol Guldur 
swiftly and secretly should the security of the stronghold 
be breached prematurely (as it was by Gandalf). 

Note: FM detail on tbe Front GUe, see Section 6.2. FM 
description oj tbe five Imer entrances, see Section 6.5 (Ibe Web) 
and Section 7.0 (Nan Imu and Emyn GulJut). And for 

\!Q coverage 0/ Sauron's hidden lXit, see Section 6.6. 6 (Ibe Fifth ::"' __ "':~ _______ .L_":::.J Straturry. 

ENTRANCES 

Although the Front Gate, situated high on the flank of 
Amon Lane, is designated the soleportallr.to Dol Guldur, 
seven entry ways can be used to enter and exit the fortress. 
Of the six other entrances, five branch offfrom the Web, 
a vast network of tunnels and caverns which surrounds the 
Seventh Level. These entry ways exit the subterranean 
labyrinth at outposts located thousands offeet beyond the 
base of the volcano and serve as more discreet routes into 
and out of Dol Guldur. (The fact that these fortified 
entrances actually give access to the interior of the citadel 
remains entirely unknown to the Free Peoples.) The 
seventh entrance is situated many miles to the south where 
Mirkwood gives way to the grasslands of the TaJath 
Harroch. Its existence is known only to the Necromancer: 
a tunnel deep beneath the ground connects the concealed 
portal to his throne room. 

BARRACKS, QuARTERS, AND PoPULATION 

From the founding of Dol Guldur to the end of the 
Third Age, the population beneath the Hill of Sorcery 
continues to grow. The only exception to this trend 
occurs during the Watchful Peace, when most of the 
inhabitants are dispersed throughout southern Rhovanion. 
During much of its history, the citadel possesses many 
more chambers than are required by its residents. Our 
description of Dol Guldur, however, details living quar
ters and barracks as though all are in use. GMs should 
adjust their presentation of the citadel to reflect the 
population of the time period of their campaigns. Re
member, too, that many of the troops dwelling within the 
citadel wilI be temporarily stationed in one of the outposts 
or detailed away from the stronghold on patrol. (For 
infonnation aboutthe different populations of Dol Guldur, 
see Section 4.4 Anny Evolution.) 
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,·,"stems supply Dol Guldur's inhabitants with 
"~ "aer. The primary system channels rain falling 

: '-muin's slopes into its interior. Mitkwood has 
?Tecipitation of twenty to forty inches. Due to 
_:l.!-luence, Amon Lane is nearly continuously 
_~ stann douds, and the rainfall in the vicinity 

~,;l.:;.ed Hill is significantly higher than in the rest 
~::~t. Numerous catch basins carved from the 
, :,asalt flanks funnel rain into small shafts pierc

, ::':0ffiontory. These conduits connect to cisterns 
_~"c, the Precipices and Levels of the citadel. in 

;,~ ~o filling the Great Cistern on the Fifth Level. 
:0 ~rom the Great Cistern supply the subsidiary 
~_-.roughout the Strata. 

-:- ... : :;~.:ondarysystems supplement the watersupplied 
• ~~,'c·~·. On the Fifth Level, overflow from the Great 

,-:-1115 into the Morkannaz(Or. "Black Lake"), an 
:-.lI1d fed by a cool water aquifer separate 

into the Fifth Stratum far below. 
to cisterns in theStratamay be 

whenever precipitation cannot fulfill demand. To 
. t::e upper portions of the citadel, a massive mecha
-:.L'"TIed "The Wheel" or the Dhaumabrukul (Or. 

constructed to transport water against 
, . ':~e of gravity to the Upper Cistern. (See Section 

~,)r more about the Wheel.) The contents of the 
::.. '= Cistern are dispersed through small channels to 
::...... ...... 6 One through Four. 

~: The Pncipices do not haw any dinet access to this supply, 
... 'T..t ~ny waltr nadd, beyond that supplied by rai'!fall and tlx 
... · . ..;;~r~ must be carried by thralls. Likewise, the Web is not 
>e:lud with water frcm this ryste:m-however, wells have Iwn 
~ m all oj the Ore warmlS. (See Section 6.5) 

\{on~ ingenious than the Dhaumabrukul are the A vUlgoj 
= -:- "Steam-gullets"), vertical fissures which channel 

;":.o!"<:r\ and water vapor &om the bubbling cauldron of the 
::;-;:, Stratum up to condensation cells in the Third 
~ -~ .-:rpice. Slanted flanges affixed to the fissure waIls direct 
.::;:=ediate condensation into troughs which feed the 
-.l.... -l'watcr ci5tnl1S, but th~ lllJ.jurily u[ the vapors reach the 
-=-. ..::med steel plate located above a narrow vent hole in 
~;;h condensation cell. Wind &om outside the volcano is 
-=-:ected over the topside of the plate, cooling it and 
::";';.J.Sing the water vapor in the steam to condense on its 
:0ttomsurface. Channels in the floor of the condensation 
:~il carry the droplets away to catch basins. Access hatches 
_-: the corridors of the Third Precipice permit Orcs to 
:":lter the cells occasionally ,to remove mineral deposits 
::om the condensation plates. 

Note: Steam is used jor other purposes in Del Guldur beyond 
the culling?f its moisture. A separatt network oj AvUlkJir (Or. 
"Steam-clefts'), narrow ehimrnrys which mainmin the steam's 
presmre, proviJe the impetus to lift drawbridges and power traps. 
See 6. 1,6, Tmps and Other Mer:banisms,jor mo-re information 
on the A vUlkar. 

6.1.2 HEAT 
The fury of the Markazan (Or. "Black Cauldron"}

the volcano's old magma chamber, long emptyoflava. but 
brimming with boiling water, bubbling mud, and super
heated steam-is fierce enough to cook unprotected 
visitors within minutes and to make the Fourth Stratum 
(immediately above) uncomfortably hot. The First through 
Third Strata also partake of the M8rkazan' s fever, ranging 
in climate from muggy to pleasantly warm. The Levels 
and Precipices of Dol GuIdur are cooler than the Strata, 
deriving their heat from the AvUlgoj and AvUlkar that 
channel searing steam through the mountain's basalt 
mass. 

Note: The MOrkamn fills most oj tlx Fifth Stratum (see Section 
6.6.6). 

6.1.3 VENTILATION 
Kitchen fires, temple braziers, hallway torches, smithy 

forges, and thousands of rank-breathed Orcs foul the air 
within Dol Guldur, yet death by suffocation is a rare event 
here. A vast web ofHundagam (Or. "Breath-shafts") pull 
fresh air from the flanks of the volcano into the strong
hold, through its chambers and corridors, and out an 
equally extensive network of MlgUlagam (Or. "Vapor
shafts") into the Marlat. The heat rising from the 
Morkazan at the nether end of this natural chimney carries 
the fouled air rapidly upward, dispersing it harmlessly 
into the douds shrouding the mountain. This rising 
action also creates the suction that draws fresh air into the 
Hundagam. 

The Hundagam supplying the Strata are the longest of 
the airshafu, measuring up to 3,500 feet from mouth to 
terminus. Those of the Levels and Precipices are more 
modest, ranging from 100 to 800 feet in length. The 
oldest of the shafts, built by Dwarves, are square in cross
sect:on, measuring 14 inches on a side. Many more were 
drilled by the Necromancer's minions as they labored to 
expand the citadel. These shafts are round with adiameter 
of9 inches. Both types possess outer grills carved of basalt 
and fused with the stone of the volcano's flanks. 

Note: Detmnined invakrs could break one oj tbm exterior 
grates and send a very slight individual (or indiViduals) down 
through a Dwarven shaft to /.reach tk stronghoU However, rutb 
an adventurer wouU nml E;Meptional r:/imbing and crawling 
Skills, rime the iruline oj the shafts varies ronsiJerably along their 
length. 

6.I.4UGHT 
Throughout Dol Guldur flaming torches provide the 

primary lighting. In all the tunnels and passageways, as 
well as most rooms, sconces line the walls. The more 
luxurious quarters within the stronghold boast candle
light; other important chambers, such as the temples, 
possess braziers to supplement the torchlight. The old 
light-wells, originating with the ancient Dwarven inhab
itants, have been plugged. Many of the Necromancer's 
minions shun the sun. 
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,"1.5 WASTES 
T ;:ms of refuse and unnumbered gallons offoulecl water 

;;:-~ ?roduced in Dol Guldur by its inhabitants. Spoiled 
:·:4 table scraps, sludge from the smithies. scrap metal, 

::--: j.;;en tools, rusted weapons, hole-ridden garments, shat
":.=-d furnishings, drainage from the kitchens, corpses, 
-".,:=:-t &om the Bagronk(Or. "Dung-pits" or "Privies")-
....:: ::hese wastes and more must be cleated from the citadel. 

\lany of the privies and sinks located in the upper 
",:-:-tions of the stronghold possess drainage chutes lead
:":~ to the Bagalaukan (Or. "Dung-pool"), the basin 
:'~.·)W the spillway for overflow from the Morkarmaz on 
~~~ Fifth Level. The Bagalaukan is emptied by a stream 
'-~..;;:[ rejoins the aquifer supplying the Black Lake, some 
:-:;:~ south-ensuring that the tainted liquids move 
;;:-_~.wily away from Dol Guldur. The stream never SUI

:;.:;~; its channel merely grows smaller until it disappears 
..:::=~ether. 

The filth from the privies and sinks of the lower 
:',::Tions of Dol Guldur, as well as that from the facilities 
...o..::-<>lng drainage chutes in the upper citadel also reaches 
:':~ Bagalaukan, but it must be extracted from limited 
_-~pools and carried by bucket to the Fifth Level. 

The thralls of the stronghold man this bucket brigade 
:' lddition ro handling the collection of tefuse from all 
';::-. .lll1bers and hallways excepting the Orc warrens. The 
-=oval of wastes from Orcish quarters occurs only 
-'~radically, generally when an Uruk captain wishes to 

;.:;..;:gn an erring underling to a particularly loathsome task 
. ~ when a lowly soldier can no longer find his sleeping 
::-oiJet due to the piles of debris. 

Once refuse has been collected, it is taken into the Web 
i:'"_J dumped in one of the many pits or dead-end passages. 
:3[5 and other scavengers feed off any edible leavings, 
II'-:":lie the rest accumulates and rots. The resulting stench 
=-=eating the Web is virtually unbearable to any but the 
• =in dwelling there. 

6"L6 TRAPS AND OTHER 
MECHANISMS 
Now go~bns are crue~ wicked, and bad-hearted. They make 

no beautiful things, Imt they make many clewt- ontS 
Hammers, axes, swonls, Jaggers, pickaxes, tongs, and also 
irutruments if tortun, they make very wel~ 01" get other people to 
make to their design, priSOfll1"S and slaves that have to work till 
they .Ire for want if air and light. It is not unlikely that they have 
invented $OTTIt oj the machilUS that have since troubled the world, 
(speda~ tl:e ingenious devices for killing largt numbenifpecple 
at once,Jor wheels and engines and explosions always debghted 
them, and also not working with their own hands mort than they 
could help . .. " 
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Spurred on by their masters, the Orcs of Dol Guldur 
have devised numerous contraptions to bring a quick 
demise to foes who breach the citadel, as well as many 
clever mechanisms to make their own labors easier. The 
more significant of these inventions and those that are 
scattered most thickly throughout Dol Guldur are cov
ered below . 

Note: The occurrence oj traps and other devices in Dol Gu/Jur 
is too jrqwnt to permit the labeling oj their locations on 

Mum-type diagrams. GMs should place these nucbanisms 
witb some discretion. Too many traps 01" devices requiring 
deciphering slow the pace oj an adventure, and the GM courts 
boredom in his 01" her- players. Too frw sueh items may promote 
complacency. 

The devices of Dol Guldur operate with much clanging 
and clanking of iron, hissing of released steam, and heavy 
vibration. Their makers, the Orcs, place little value on 
sleek elegance or smooth perfonnance And their creations 
do not function smoothly or silently. Subtlety does not 
indicate superiority and dominance among their kind . 
Indeed, noise and rough handling are the hallmarks of 
virility and leadership. The load riding a stair lift will be 
jostled; the swivel bridge swung aside will jerk and squeal 
as metal grates agaimt metal. 

Nor do the citadel's traps and mechanisms operate 
without tending. A team of Orcish sappets continuously 
travels the byways of Dol Guldur tepairing chute traps, 
chamber traps, bridges, tugs, and lifts as necessary. They 
have the authority to draft any thralls or off-duty soldiers 
in the vicinity of the malfunctioning device. The sappers 
may also appropriate the tools and equipment needed to 
complete the repair. Barricades diverting messengers and 
patrols to alternate routes while the sappers and their 
helpers tinker with a jammed pulley or stripped gear can 
be found ill half a dozen spots in the stronghold on any 
given day . 

TRAPS 

Drai,.-&h1lte Traps 
The drain-chute trap is a variation on a popular design: 

the C:lute trap. It is usually located in a corridor, some
times on a ramp or even a stairway, relatively near a privy. 
The unwary trigger the trap by stepping onto a section of 
floor which pivots to dump the victim into a slick tube 
connecting to the drain chute of the adjacent privy. The 
poor fool ends in the Bagalaukan (on the Fifth Level), 
where the noisome water poisons him, if the lingering 
sorcery permits him to live so long. 

Locking tods, which can be engaged using foot pedals 
located low on one wall, enter the free edge of the pivot 
stone, thus freezing the mechanism and preserving the 
passerby from a revolting slide into the depths of Dol 
Guldur. Sometimes these pedals are concealed in a nook 
behind a panel. More often they simply lurk inconspicu
ously near the floor, in full view, but often overlooked by 
the uninitiated. 
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Ftmte-tbambtr T~aps 
Usually located in a modest room or closet, the ftnne

chamber perfonns its function when the victim steps on 
a trigger plate in the floor, often located just across the 
threshold. Depressingthe plate opens a valve in one of the 
AvUlkar, releasing pressurized steam which operates a 
mechanism that slides a metal door out of a slot in "the 
doorway. The door 8eab the opening (whethcrthc normal 
portal there IS open or dosed) and releases another valve 
to dispense a mixture of the poisonous gasses (sulfur 
fumes, copper vapor, carbon monoxide, to name a few) 
roiling in the Morkazan. After 18 minutes pass, the valve 
shuts and the sealing door recedes. 

A variant of this trap occurs in corridors. Weight 
applied to the triggering floor plate causes stone slabs to 

fall (much like solid portculli) from the ceiling, bracket
ing the victim between them. The noxious gasses are then 
released into this temporary chamber. After 18 minutes. 
the trap re-arms iC'lel£ 

Fume-chamber traps of both varieties also possess 
locking rods which prevent the depression of the trigger 
plate. Those in corridors boast the foot pedals described 
above (under drain-chute traps). Those located in rooms 
display levers in the wall (ouC'lide the room) 
adjacent to the entry way. 

MEriRt~&bute T mps 
A variant on the chute trap. the Morlat-chute 

trap functions similarly to the drain-chute trap, 
with the difference that iC'l victim descends a 
nearly vertical shaft that opens onto the central 
vent of the volcano. He receives a magnificent 
view of the Black Stair and the many loop holes 
piercing the walls of the Morlat for the duration 
of his fall. The plunge ends in the searing steams 
and scalding waters of the Morkazan. 

MuJ-pit Traps 
The most significant concentration of ther

mal activity in Dol Guldur occurs in the 
Morkazan. but the Black Cauldron is by no 
means the sole focus of the citadel's sulfur 
springs. geysers, and mud pOC'l. Many smaller 
pockeC'l of boiling water, roiling mud. and nox
ious vapors are sprinkled throughout the Strata 
and the lower Levels. 

Mud-pit traps are located near such pockets 
of thenna! activity. When the locking rods are 
withdrawn (accomplished by manipulating the 
nearby floor pedals) and 99 pounds or more 
placed on the counterweighted stone covering 
the mud pit. the block swings down and into a 
housing, tumbling the victim into the awaiting 
shaft. (Once his or her weight is removed from 
the stone, it returns to its normal position,) 
When the victim reaches the bottom, an aper-

ture there opens to allow a slurry of boiling mud to fill the 
pit. A second aperture can be operated manually by a 
wheel placed near the foot pedals controlling the locking 
rods. The second aperture drains the pit. 0' ariations on 
this trap--boiling-pit traps and steam-pit traps-intro
duce boiling water or scalding steam into the pit.) 

SttanKbute Traps 
Anothel' val'ianron cht' dlULt' lrap. Lite ~team-chute Lrap 

shares the mechanisms employed by the drain-chute trap 
(pivoting floor-section, locking rods operated by floor 
pedals. slick tube, etc.). The victim is deposited into one 
of the AvUlkar, where he or she falls through searing 
steam. Usually the poor fool is dead long before reaching 
the Morkazan which receives the corpse. 

Steam-jtt T1'aps 
The steam-jet trap is triggered by a pressure plate, 

usually set into the floor, sometimes placed on a wall by 
a door or in a balustrade guarding a stairway. Pressure on 
the plate opens from one to nine valves in adjacent 
AvUlkar. Each valves releases a burst of hot steam, inflict
ing severe burns on anyone touched by the jet of vapor. 
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OTHER MECHANISMS 

l),owbriJgu & 5wtwl BriJgu 
Although the Morlar is the most fonnidable of the 

vertical fissures traversing Dol Guldur, it is not the only 
such rift. Any number of corridors. tunnels. and chambers 
bOMt lesser rh:l,~tn.-~ which are bridged so as notto impede 
the passage of the citadel's troops. Most such spans are 
lDlDlutable fixtures, but in areas critical to defense of the 
stronghold drawbridges or swivel bridges make their 
appearance. 

Both are constructed of wood and reinforced by steel 
~eams. Drawbridges are lifted by chains which rise to 
winches located either in towers or an adjacent wall. The 
""inches are turned by geared fans driven by jets of steam 
:rom an AvUlkar. Swivel bridges turn on a pivot placed at 
:me end, the other free cod swinging around until the 
::-ridge is situated parallel to one lip of the chasm. The 
='Ivot rests in a housing below the span. It is geared and 
:annected by a series of gears and pulleys to a steam
.:riven fan. The gears must be engaged to swing the bridge 
.l..Side. 

Rail-cart Tugs 
The Dwarves who first inhabited the volcano depleted 

::luch of its mineral resources, especially the more pre
:lOUS ores and the sapphire plug located in the mines of 
:...;e Fifth Level. A modicum of gold remains, as do more 
'--.:bstantial veins of silver, but the colored varieties oflaen 
~re entirely absent. Iron, copper, tin, and bauxite are 
::-:entifully available, and these lodes occupy the majority 
: 7" Dol Guldur's miners. 

The fruits of the miners' labors are collected in small 
:arts that run on rails laid on the tunnel floors. The more 
~~oductive portions of the mines boast a steam-driven 
?:opulsion system or "tug." Between the parallel rails on 
, .. hich the ore carts roll is located a chain loop bearing 
':00ks. The loop wraps around a sprocketed and geared 
?~I11ey at each end. The gears mesh with steam-driven, 
~ear~d fans. As the pulleys tum, the entire chain loop 
::1oves, and the attached hooks, which catch a bar on the 
;onom of the are carts, move the carts forward. When a 
:.m reaches the end of the tug, an Orcish anendantpushes 
.: the few inches necessary for the next tug to catch the bar 
):1 the underside of the conveyance. 

Stair Lifts 
Stairs fonn the majority of the vertical connections 

;etween themany layers oIDol Guldur. Inan unaugmented 
jute, they generate serious barriers to the distribution of 
5:1pplies throughout the citadel. To ameliorate this diffi
~Ity, most are augmented by stair lifts. Along one side of 
l straight staircase or around the outer edge of a spiral stair 
:uns a rail travased by a modest platfonn. A horizontal 
lJ'Tll projects nom the platfonn to grip a chain, located 
· ... ·ithin a channel in the wall and wrapped around a geared 
?ulley at either end. Steam turns the pulleys. (See the rail
.:art tugs, above, for details on the interface between the 

pulleys and steam.) The resulting movement of the chain 
hoists the platfonn upward along its raiL A differing set 
of gears are engaged to pennit the platfonn to make a 
controlled descent. Most stair lifts can accommodate a 
900-pound load. 

Steam Catapults 
The steam catapult harnesses steam to hurl its projec

tile. It is composed of a thick tube of iron, nine feet in 
ler.gth, with an interior bore of nine inches, connected by 
a slightly smaller tube at its nether end to one of the 
Av61kar. Vlhen the valve in the connector is flicked open 
using alever, steam from theA vUlkar bursts into the steam 
catapult and propels a metal slug along its length and out 
its mouth at great speed. The weapon's range is approxi
mately 600 feet. 

The catapult rests at a slight angle to enable the round 
slugs used in the weapon to be loaded by placing them in 
its mouth. From there they roll downward into position. 
When hurled from the catapult, a slug's trajectory curves 
upward for some distance before succumbing to the 
downward tug of gravity. Only a dozen steam catapults 
are present in the citadel: tWO trained upon the road 
approaching the Front Gate, the remaining ten guarding 
the Morlat. 

V fftical Lifts 
Vertical lifts are comprised of a platform (usually quite 

large) suspended in a shaft. A hole at the center of the 
platform enables a chain loop to move neely. The bottom 
end of the loop runs arounda free spool. The top is guided 
around a geared pulley driven by steam. The platfonn is 
securely affixed to one point of the chain loop and thus 
rises or descends as the loop moves. No vertical lift 
connects more than two layers of Dol Guldur. That IS to 
say: if the topmost position of a platfonn is the Fourth 
Level, its lowest position is the Fifth Level, Vertical lifts 
can support loads up to 9,000 pounds. 

6.1.7 MOVEMENT WITHIN THE 
CITADEL 

Traveling between different locations in Dol Guldur 
Cal'. involve an extended trek. From the lowest depths of 
the Fifth Strarum to the lofty reaches of the Third 
Precipice measures nearly one and a half miles as the crow 
(or fell beast) flies! Rarely is anyone required to make this 
long climb. Even the thralls of the citadel use a relay 
system when conveying wastes from the Precipices to the 
Fifth Level. Shorter journeys, however, are often neces
sary, particularly for messengers of the high-ranking 
officers of the Kazgfunhoth. 

Directives sent via an Urukmessenger, perhaps nom an 
Urdanuk housed on the Third Stratum to an officer 
stationed on the First Level, are commonplace. Their 
delivery requires an Ore to ascend 4,000 feet. Specially 
trained Uruk-hai are assigned to the duty, but completion 
of the journey nonetheless takes time and several rests 
along the way. 
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Most messengers can ascend at a rate of about 1,000 
feet every thirty minutes (including rest stops); during 
shorter stints, the rate of travel is increased to 1,000 feet 
in twenty minutes. Of course, descent is considerably 
faster: 1,333 feet every thirty minutes on long hikes, and 
1,333 feet every twenty minutes on short ones. A faster 
pace (up or down) can be obtained in times of emergency 
with the risk of death by exhaustion to the messenger. 

Other inhabitants of Dol GuIdur move far more slowly. 
The average pace is 1,000 feet upward in one hour or 
1,333 feet downward in one hour. Attempts to quicken 
the pace court a much higher risk of exhaustion than that 
faced by the trained messengers. 

6.2 THE FRONT GATE 
Located high on the side of the Naked Hill, the Front 

Gate looms over the Nan Lane. The valley floor lies nearly 
4,OOOfeetbelow. The stone-paved road built long ago by 
the Dwarves to reach the cauldera rim now leads to this 
impressive portal. Re~named the Men Uruk (S. "Ore 
Way"), the road winds up the northern flank of the 
volcano. 

The strategic placement of the Front Gate makes 
besieging Dol Guldur a daunting task. Any attacking army 
would be forced to string its forces out along the road to 
ascend the mountain, and then to assault the Front Gate 
with little space in which to organize the attacking troops 
or to make use of siege engines. 

The Front Gate marks the primary entrance into Dol 
Guldur and remains heavily guarded at all rimes. Each 
warrior stationed in its confines carries a bugle or a 
bullroaIt':r (a slat carved of bone and attached to a ligilt 
chain that makes a roaring noise when whirled) with 
which to sound the alarm if any intruders are sighted. 

The Orcish inhabitants of Dol Guldur have their own 
name for the Front Gate: the MadhCim (Or. "Looming
portal"). Like several other of their terms for portions of 
the citadel, it is a popular moniker, used by the mannish 
warriors as well. 

6.2.1 THE FRONT GATE: FIRST LEVEL 
1. Men Uruk. The Orc Way winds down Amon Lanc 
&om the Madho.m, extending across the Nan Lane into 
Mirkwood. Due to the steepness of the volcano. the road 
has been cut deep into the side of the mountain, forming 
a long, undulating shelf that citcles up to the summit. The 
way gains elevation at a moderate rate allowing horses and 
wagons to ascend the dark slope. It is wide enough fortwo 
horses to walk abreast; one wagon may not pass another. 
No railing or wall is presenr to prevent an unwary person 
from tumbling over the edge. 

The Men Uruk passes within bow range of the two 
Kragor-lug (Or. "Fang Towers") found on the Second 
Level. Any unwelcome traveler who dares to ascend the 
volcano via the road islikelyto be spotted (on aroll ofIO-
90) long before he reaches the Front Gate, even under 
cover of darkness. 
2. Entrance Corridor. The corridor is sealed at both ends 
by huge black gates of solid galvorn. Both gates can be 
barred with a thick rod of the same ore, and powerful 
enchantments ward off any damage from nonnal siege 
weapons, such as battering rams. The gates remain closed 
and barred except when someone is entering or exiting. 
and no one is admitted without specific orders. Both gates 
are never open at the same time, 

The corridor is further defended by a series of six 
portculli, three of which are typically raised at any given 
time. The controls for manipulating the porcculli are 
located in the adjacent guard rooms (#7). Arrow slits line 
the corridor's walls, and murder holes dot its ceiling. 
3. Defense Chamber. The chamber serves as a collecting 
point where attackers may be fired upon if the first two 
gates are breached, Its ceiling is forty feet high and the two 
portals opening into adjacent guard rooms (#4) are 
identical to those guarding the entrance corridor (#2). 
The far wall, opposite the doors. is pierced by arrow slits 
placed for warriors stationed in the adjacent guard room 
(#8). All the walls possess arrow slits located thirty feet 
above the floor and manned by warriors with short hows 
in elevated shooting galleries. (See 6.2.2, The Front Gate: 
Second Level, #1 and #2.) Goods brought into Dol 
Guldur via the Front Gate are inspected here. 

Ten soldiets are stationed in the defense chamber at all 
times. 
4. Guard Rooms. Three warriors monitor the traffic 
through these chambers. A portcullis blocks each entrance 
to the corridors leading farther into the fortress. The 
portculli can only be opened from the guard room at the 
other end of the corridors (#8). 
5. Stable & Wagon Storage. Wagons are loaded, un
loaded, and stored in these chambers. Stalls for horse are 
also present. Notmanyof these beasts reside in thecitadel. 
Most are pack horses, but a few fiery war horses kick at 
their stalls. Three stable hands handle the horses and 
wagons, but the guards in the adjacent chambers (# 4, # 
7) are responsible for any goods. 
6. Horse Stalls. 
7. Guard Room. Ten warriors man the arrow slits onto 
the entrance corridor (#2). The controls for the portculli 
are present, as are bales of fodder for the horses. 
8. Guard Room. A spiral stair ascends to the second level 
of the Madhfun. The corridor at the hack of the chamber 
passes through a series of guard chambers and check~ 
points before reaching a spiral stair that descends to the 
citadel's First Level. 
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9. Defense Tower. Loopholes overlook the steep bailey 
outside the Front Gate and the slopes above the portal. 
Stairs within the tower ascend to its second tier and to its 
rooftop. as well as descending to a round chamber that is 
part of the First Level of 001 Guldu! (see Section 6.4.1, 
The First Level, #22). The defense tower becomes extra 
storage space or temporary barracks in times of a siege. 
10. Bailey & Wall Towers. The bailey of the Madhfun 
is asteep, rocky slope surrounded by aforty-footwall with 
battlements atop it. Two wall towers and a gate complete 
the outer defenses. 

The gate is comprised of huge iron doors that can be 
barred in rimes of attack. but often remain open when no 
enemy threatens. The wall towers are simple three-story 
structures with narrow circular staircases. On the second 
floor of each tower, a door opens into the bailey. On the 
third, doors open onto the battlements atop the wall and 
those over the gate. 

Note that no connecting portal is present betwe~n the 
wall and the Front Gate fortress: the only way to reach the 
battlements atop the wall is to ascend the one of tbe wall 
towers. Furthennore, thewall is solidstone blocks and has 
no corridor within it. 

The entire outer defense structure, including the wall, 
the wall towers, and the gate, are guarded by approxi
matdy thirty soldiers. They patrol the battlements and 
man the towers. When an attacking force is sighted, more 
warriors are moved to defend the area. 

6.2.2 THE FRONT GATE: 
SECOND LEVEL 

I. Guard Room. Eight soldiers guard the stairway from 
the first levd of the Madhfun. Arrow slits overlook the 
defense chamber bdow (#3 in Seerion 6.2.1). 

2. Guard Rooms. Eight warriors are stationed in each of 
these chambers to man the arrow slits overlooking the 
defense chamber below (#3 in Section 62.1). 

3. Barracks. These temporary barracks can house up to 
ten soldiers each, but are only used in times of siege. 

4. Guard Hall. The corridor boasts murder holes in its 
floor. The apertures defend the entrance corridor (#2 in 
Section 6.2.1) on the first)evel of the Front Gate. Large 
cauldrons line the walls. The vessels may be filled with oil 
to be ignited and poured through the holes. 

5. Defense Chambers. Posted with twenty-five warriors. 
Theywatch for intruders and defend the main gate below 
with missile fire. Two steam catapults are located here. 
The weapons are trained on the Men Uruk beyond the 
bailey. 

Spiral stairs ascend to the upper levds of the towers of 
the Madhum. 
6. Causeway. A raised walkway emerges from the 
mountainside to give access to the defense tower (#9 in 
Section 6.2.1) of the Madhfun. Heavy iron doors (locked 
and barred at all times) stand at each end of the walkway. 
A pair of soldiers stand guard behind both. 

7. Defense Tower. Eight to ten warriors are stationed 
here. The stairs lead both up and 
down. 

6.2.3 THE FRONT GATE: 
UPPER LEVELS AND 
TOWERS 

Note: All the rooms and battlemmtsfrom 
this point and higher are essential!y 
g;w.rd rooms or other difmsiveposilions. 
The chambers are unadorned, and the 
itiforntationgivm below will primarily 
be the numbtr1 soldiers peStllt in each 
location. 

I. GuardRooms. Ten warriors stand 
guard. 
2. Guard Room. This room is the 
highesr chamber in the defense tower 
(#9 in Section 6.2.1). A ladder leads 
to the battlement atop the tower. A 
heavy iron-bound oak trap door opens 
above the ladder. Stairs descend to the 
lower level. Five soldiers are stationed 
here. 
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3. Guard Rooms. Ten guards are posted here. 
4. Defense Tower Roo£ The battlement serves as a 
watchpost. Four warriors stand guard. 
5. Guard ROOtn5. Off-duty soldiers are pennitted to 
gamble and gossip in these rooms. The large circular 
stairway in each tower ends at this level. A smaller spiral 
:;tair in an outside turret continues upward. The batcle
::nents outside the guard rooms boast six guards each. 
6. Guard Room. Three soldiers are posted here. A 
.-:renellated bridge connects the guard room to the breezy 
lefie (#7) in the adjacent tower. A heavy iron-bound oak 
":oor opens from the guard room onto the bridge which 
:s patrolled regularly. 
i. Aerie. Crenellation rings the aerie, much like a rooftop 
:latclement, permitting defenders to direct missile fire at 

my angle. The tower steps inward to a smaller diameter 
md continues upward. Six warriors guard the aerie, 

B. &tt1ement. Three warriors stand watch. The spiral 
stair serving the battlement ascends another level to a 
;:nall roofed watchpost on its top landing. 
9. Guard Room. Two warriors are posted here. A bridge 
>lmilar to the one below it (between #6 and #7 above) 
~onnects the guard room to the battlement (#8) of the 
ldjacent tower. 

10. Guard Room. Two guards are present. 
I I. Battlements. This is the topmost battlement of the 
\1adhfun. Two warriors stand guard. The spiral stair 
serving the battlement ascends another level to a small 
roofed watchpost on its top landing. 

6.3 THE UPPER HALLS 
The Upper Halls begin with the First Precipice, located 

·ust above the Front Gate and named by the Orcs 
Afarkllghash (Or. "Nearing-the-Sun"). Two more tiers 
:est atop the First Precipice: the Second Precipice 
,MubUllshumdtl or "T oo-c1ose-to-the-Sun") and the 
Third Precipice (Gurzkllghash or "Buming-in-the-Sun")' 
Together the three tiers comprise the highest portion of 
Dol Guldur. They serve primarily as a constellation of 
watchposts guarding the upper lip of the volcano and its 
-::entral vent. 

TheMorlat is considerably wider where overlooked by 
the Precipices than it is at deeper elevations--existing 
more as a cup or bowl than as a shaft. Nor does the 
~orshakal--the stair ubiquitous in the darker reaches of 
the well--<:ontinue above the Front Gate. Instead. five 
circular staircases ascend from the First Level to the 
Afarkilghash. 

In addition to watchposrs and temporary barracks, two 
other significant locations reside in the Upper Halls: the 
Fell Beast's Eyrie and the Clouded Bridge. The former is 
located on the Third Precipice and provides asafe landing 
for Sauton's most prized steads. Dark and powerful 
individuals in the service of the Necromancer arrive atthis 
dreaded shelf and from there make the long descent into 
the citadel 

The Clouded Bridge is Dol Guldur's largesr exterior 
structure. It spans a great V -shaped fissure in the lip of the 
Marlar, defending the gap against invaders who might 
attempt an ascent &om the Men Uruk where it passes the 
breach a mere thousand feet below. The Clouded Bridge 
is a layered fortification possessing two tiers patrolled by 
warriors. Access to its battlements may be achieved &om 
both the Second and Third Precipices. 

The Precipice barracks are dedicated to short-term 
occupancy. The garrison of the Upper Halls is rotated 
every six days, and the troops all have permanent quarters 
deeper in the stronghold. The warriors stand six-hour 
watches, with six hours off-duty before they must patrol 
orman a post again. TheOrcs on the rotation dislike the 
Precipices, grumbling of cramped quarters, chilling drafts, 
and above all the uncomfortable proximity of the sun. 

The rotating garrison of the Upper Halls numbers 
approXImately 500 warriors (including Ujaks).ln addi
tion, five DrartCilu and one Krltar oversee these soldiers 
and direct the defense of the volcano's summit. Half of the 
troops are on duty at any given time. The barracks 
accommodate only 250 hunks: each bed must be shared 
by two warriors on opposite watches. 

No kitchens are located in the Precipices, and each 
warrior on rotation must pack rations sufficient for six 
days. Officers alone are served by thralls who lug meals up 
from the mess halls below. 

The walls. floors, and arching vaults of the Upper Halls 
are faced in cutsrone. Ceilings are fi&een feet high. Doors, 
unless otherwise noted. are fashIoned of iron. 

6.3.1 THE FIRST PRECIPICE 
By far the largest of the three tiers, the First Precipice 

(Or. "Afarkilghash") contains all the temporary barracks 
for those warriors stationed in the Upper Halls. Due to 
the high elevation and relative openness of this level, a cold 
breeze whisks through its main passageways. 

I. Morlat. At the First Precipice, Amon Lane's central 
vent begins to widen, forming the base of a shallow bowl 
atop the vertical shaft. No stairs are present. (See Section 
6.4.1, #1, for more information.) 

2. Circular Stairs. The steps ascend &om the south 
gathering hall on the First Level. 
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.: Guard Rooms. Six warriors stand guard in each 
:-.l.:nber. The circular stairs both ascend to the Second 
?:a:ipice and descend to the First Level. 
4- Guard RooDl.5. Six warriors are posted in these cham
:~. Every twelve minutes, three march out to the 
~ ..:.:hposts ("Eyes") overlooking the flanks of the vol
'.~-O and relieve the trio stationed there. 

~ Storage. Rations, tools, equipment, and gear are stored 
~.i..:nst the eventuality of a siege. 
, :\feeting Room. Officers stationed in the Upper Halls 
··-:~ve their orders in this chamber. A large oak table 
G..-:Js alone in the starkspace. Five warriors are on guard. 
- Kriuc's Sitting Room. The commanding officer of a 
- ··::.anon dines in solitude and takes his leisure in a private 
,::lIlg room. The chamber is spartan, its furnishings dull 
.:-.": scuffed.. The door is always locked, and its only key 
-.~_':' by the Kritar in residence. 
~ Kritar's Bedchamber. A worn bedstead, bureau, wash
::r..:L.-:d, and chair occupy the room. No personal effects are 
;'7~ent; thc Kn"tar oo;;,upie~ thesc quarters too briefly to 
....: :-.nnulate gear, 
~ Servants' Quarters, Six thralls serve the Kritaf. 

: .~ .. Guards' Quarters. ~Three of the Kn"tar's personal 
~ are quartered here. 
: I .. Dra.rtU.lu's Quarters. The five DrartUlu on rotation 
,.-.are quarters. 

: 2. Gathering Hall Training exercises occur twice daily. 
::.:=ls andsmall tables are shoved against the wall to make 
,;:-ace for the requisite sparring matches and other maneu
,.=;. At other times, ~ff-duty soldiers congregate in the 
:.i.J to gamble and relax. From thirty to fifty may be 

""""t. 
:3. Antedtamber •. ~wo warriors guard the doors. 
: 4. Greater Guard Room. Regarded as the main defen
'_ ye point for the three Precipices, one DrartCil is always 
:-~esent to coordinate any orders coming from the Kritar 
_-: .:ornmand. In addition, fifteen warriors stand watch in 
:..:"'e chamber. 
IS. Small Armory. A subsidiary arms depot, it contains 
::lough weaponry and annor for thirty soldiets, although 
:":'I1S equipmenr goes largely unused. No exceptional or 
~:1chanted arms are present. Five guards are stationed near 
:..:"e door. 
I 6. Barracks. Each room accommodates ten bunks. Two 
· .. ·arriors, on opposite watches, share each mattress. 

Due to the cramped conditions, disputes erupt fre
-i,uently. 
17. Mess Hall 

18. Storage. These rooms can serve as barracks during a 
siege, but they are primarily used for storage. Several are 
empty, and all are typically unlocked. 
19. Eyes of Dol Guldur. These watchposts are small 
platforms, cut from the side of the mountain. Each 
possesses a rounded edge with a three-foot parapet run

ning along its perimeter. The Eyes are almost invisible 
from the surrounding valley. Nor are they easily ap
proached from outside. Located in the uppennost reaches 
of Amon Lane's steep cinder cone, the platforms are 
inaccessible to any but the most accomplished mountain 
climbers, and these potential invaders would need to 
avoid being seen during their ascent. Three warriors are 
stationed at each Eye, and regularly relieved. At the first 
sign of trouble, one is quickly dispatched to alert his 
superIOrs. 

6.3.2 THE SECOND PRECIPICE 
With many more openings to the sky, the Second 

Precipice is considerably chillier than the First and more 
hatd by Orcs (who name it M~.bt'illshumdll-"T 00-

dose-to-the-Sun"). Its design is purely defensive. No 
quarters or storage rooms are present. 

L Guard Rooms. These large, empty chambers are 
guarded by six warriors at all times. No unauthorized 
individuals are permitted to pass, The circular stairs lead 
both up and down, save one flight (located to the north
west of the Marlat) which descend only. 
2. Watchposts. Platforms similar to the Eyes, the 
watchposts are smaller and manned by only OIK warrior. 
3. Eyes of Dol Guldur. See Section 6.3.1, # 19. 
4. Bridge Guard Room. The soldiers stationed here, in 
addition to monitoring the stairs, also control passage 
onto the Clouded Bridge. The stairs in the room on the 
right (as one looks northwest) lead down to the Greater 
Guard Room (#14 in Section 6.3.1) on the First Preci
pice and up to a guard room (#2 in Section 6.3.3)00 the 
Third Precipice. The stairs in the room on the left lead up 
to a guard room on the Third Precipice, but do not 
descend ftom this level. 
5, The Clouded Bridge (Lower Level). The Clouded 
Bridge, as noted above, is the largest exteriot fortification 
of Dol Guldur. Its name was derived ftom the dark storm 
dot:ds and smog that hang about the upper reaches of the 
volcano. Oftentimes the two-layered span is engulfed in 
vapor, but the Necromancer permits no breach in his 
defenses, so both levels are continually manned. Unlike 
the Eyes of Dol Guldur, the Clouded Bridge is occasion
ally visible from the valley, but only on the brightest of 
mornmgs. 

The lower level of the bridge is nearly 200 feet long and 
30 feet wide. Fifty warriors are stationed here. 
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6.3.3 THE THIRD PRECIPICE 
The Third Precipice, Gurzkllghash to the Orcs, boasts 

numerous "Eyes," the Fell Beasts' Eyrie. and the 
Necromancer's Vantage. 

1. Guard ROOlllS. Six warriors stand guard. The circular 
stairs descend from this level. 

2. Bridge Guard Rooms. The twelve soldiers stationed 
here, in addition to monitoring the stairs, also control 
passage onto the Clouded Bridge. The stairs in both 
rooms lead down to the guard rooms (#4 in Section 
6.3.2) on the Second Rrecipice. 

3. Eye ofDal Guldur. See Section 6.3.1, # I9. 

4. The Clouded Bridge (Upper Level). The span's upper 
level measures approximately 345 feet long and 30 feet 
wide.!f:;ixty soldiers are posted along its battlements. See 
:x-cti~~ 6.3.2, # 5. 

5. Fell Beasts' Eyrie. A semi~cjrcuIar platfonn protrudes 
.:1to the Morlat from the interior of the volcano cone 
::luch like a colossal lichen formation. It provides a large 
~e-off and landing surface for the Fell Beasts of Dol 
:ruldur. Huge pillars, each carved in the likeness of a giant 
')log warrior, support a gaping archway into the Eyrie. 
-:!-Je exterior edge of theplatfonnhas no rail or balustrade 
-) prevent those admiring the view from falling into 
:~e Morlat. On the underside of the platform, the rock 
;:-adually tapers back to join the natural wall some forty 
-'~~t below. 

Inside the Olog pillars is a large open space where riders 
-.~rness, mount, or dismount their winged steeds. used to 
- illless, mount, and dismount the Fell Beasts. The hangar 
-, ,lUlced dean every morning and every evening, to please 
-=--~ gaze of Dol Guldur's Lords and Overlords. 

~ Fell Beasts' Stable. These stone stalls house· the Fell 
~~..l.s(s of Dol GuIdur. Each can accommodate up to five 
:.:- the dreaded creatures_ Note that the chamber furthest 
,':-..1th holds Khamul's mount. 

- Fell Beast Master's Quarters. The suite serves as the 
o::]g and slet>ping quarters of the Fell Beast Master. He 
-;-~rsees the thralls who tend the flying creatures and 

:-q>are them for use by the Lords of Dol Guldur. 

~ The Necromancer's Vantage. A flight of forty-five 
;:';'lrs leads up to the Necromancer's Vantage from each 
,~~ of the throne where Dol GuIdur's Overlords may 

,,---'Vel' the surrounding lands. The Vantage is situated 
.r~? the tallest spur of basalt fringing the volcano's 
::J.:.:;dera. An iris-shaped portal of galvom, forming the 
:- -".ID.ber's ceiling, may be withdrawn to leave the Vantage 
.=-_joaked as a platform with a dear view in all directions. 
--:----~ throne spins, permitted the one seated in it to tum his 
.:-,;.ze at will. 

The iris portal need not be opened to pennit the 
Vantage to serve its function. When seated in the throne, 
an Overlord may direct his gaze between the two nearest 
siJl;-foot pillars surrounding the nine-pointed star oppo
site. An image of the lands outside appears there. At the 
Overlord's desire, the star spins, causing the image to 
scroll through all 360 degrees of a circle with Amon Lanc 
as its center. 

The iris portal, the throne, and the star are magically 
keyed to a pendant worn by the citadel's Overlords. They 
will not function for anyone without one of these amulets 
on his or her person. Raiding 
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6.4 THE MIDDLE HALLS 
The Middle Halls-the First through Seventh Lev

~Is-comprise the largest portion of Dol Guldur. All its 
·.lIarriots save the Common Orcs are housed here, as well 
15 most of the other inhabitants of the citadel. 

The seven Levels are finished in cut stone, and most 
:~ilings are eighteen feet high. All doors unless otherwise 
::oted are fashioned of iron. 

6.4.1 THE FIRST LEVEL 
The First Level, sOlpetimes called the Upper Keep. 

:::mtains the barracks for two Agar-hoth of Uruk-hai. 
These troops are charged with manning the Front Gate 
.... ,d ensuring the security of its portals. 

I. Mortat. Thecentralshafi: of Amon Lane, calledM8rlat 
0r. "The Black Pit"), is the most prominent natural 
'-~ature of the volcano and remains essentially unchanged 
:.-.roughoutthe history of the Dol Guldur. Itextends from 
:_1<' top of the promontory to the dark depths of the Fifth 
~.:ratum. A great staircase, the Morshakal, winds down the 
... ills of the shaft, Its uppermost and longest flight begins 
;.: the Fitst Level and ends at the First Stratum. The 
\:6rshakal's treads are rough and irregular; a heavy iron 
:~am, suspended between gargoyle-adorned pillars, guards 
~.le edge. A second and lesser flight of the Black Stair 
::1ginates at the Second Stratum and descends to the 
:=0urth Stratum where it makes its final termination. The 
\{arlat penetrates farther, reaching the old magma cham
=~r that once fired the volcano, but no stairs exist to ease 
.<..:.::ess into the depths. 

Little direct sunlight reaches the Black Stair. Smoke 
--~ntilated into the shaft &om kitchens, forges, and torch
_ : halls mingles with the vapor released from the M6rkazan 
::; form a thick haze. Stonn douds gatheted round the 
:: romontory further increase the gloom. Rarely is the Ore 
::-aveling the M6rshakal discomfited by a surfeit of sun. 
\!ore frequent are the stumbles of Hildo warriors who 
~m't see in the soupy fog. 

:. Kitchens. 

3. Mess Hall. The mess hall sees almost constant use, as 
:.~e troops file in and out at their appointed times. Long 
:Db and heavy wooden chairs fill the room. Rotten 
; ..... TapS and other debris accumulate throughout the day. 
--:-hralls sweep the chamber every nine hours. 

4. Officers' Mess Hall. The hall is swept after every meal. 

5. Council Chamber. The officers stationed on the First 
~eYei gather here to receive their orders. A large square 
:ilile occupies the center of the room. 

6. DrartUlu's Quarters4'Two DrartUlu occupy each 
~:x)m. 

:"'. Ujaks' Quarters. Each chamber houses twenty-five 
Uj;k,. 
5. Guard Room. Nine soldiers monitor traffic through 
:.~~e chambers. The spiral stairs lead up to the First 
;':-ecipice and down to the Second Level. 

~. Stairs to the Wheel See below for details. 

10. Guard Room. Nine soldiers stand guard. A bas relief 
depicting a giant spider is carved into each angled walL 

I I. Gathering Halls. Warriot'S off duty congregate to 
participate in games of chance, contests of strength, and 
heated exchanges of personality. The tables and chairs are 
few and battered. From twenty to one hundred and twenty 
soldiers are present at any given time. 

In the south gathering hall, ten warriors are posted to 
guard the stairs, but they often neglect their responsibility. 
The staits ascend to the First Precipice and descend to the 
Second Level. 
12. Barracks. Each of the barracks sleeps two hundred 
Uruk-hai. All boast more filth and neglect than Hilda 
quarters. The stench is strong. Triple oak bunks are 
stacked two deep in the chamber. Equipment for all three 
soldiers is stored in compartments beneath the bottom 
bunk. 

A separate room in one corner of the barracks contains 
a bench privy for nine along one wall and a shallow pool 
along another. A constant supply of &esh water pours in 
from aspollt in the wall. A slow drain atthe bottom of the 
pool remains continuously open. 

Note that all the barracks on the First Level, as well as 
those on the Second and Seventh Level, share the same 
Oaorplan. 

13. Armories. The small front room is manned by five 
soldiers and one Ujak responsible for ovetseeing the 
distribution of arms and gear. The larger chamber con
tains either enough weaponry and armor to equip one 
htmdred soldiers, or gear such as boots, clothing. ropes, 
torches, oil, rraveling rations, etc .. No enchanted or 
exceptional weaponry is present. 
14. Eye of Dol Guldur. See Section 6.3.1, # 19. 

IS. Servants' Quarters. Ten thralls reside in each of these 
chambers. 

16. Food Storage. 
17. Kritar's Quarters. See below for details. 

18. Assembly Hall. An austere chamber where the two 
Agar-hoth of the First Level assemble to receive orders. 
Worship services, in which the warriots pay tribute to the 
Necromancer, are also conducted in the halL 

The floor of the chamber slants downward &om the 
east, and a raised dais occupies the western end. The walls 
are adorned with stone carvings depicting scenes of 
Orcish battle. 

A vestry behind the dais is used for preparation by 
officrrs or Laugash1 before they address those assembled 
in the hall. 
19. Training Hall. From '(ifty to one hundred warrioJi' 
engage in training exercises-'at intervals through the day. 

20. Gear Storage. 
21. Auxiliary Barracks. In the event of a siege. these 
rooms can house additional troops &om deeper in the 
fortress. Usually they stand empty. 
22. Defense Tower. This circular chamber is the lowest 
level of the tower which stands next to the Front Gate (see 
Section 6.2). 
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KRtrAR's QuARTERS 
Two Kritar reside on the First Level. Three occupy 

quarters on the Second Level With slight variations, their 
quarters all employ the same floorplan. 

I. Entry Way. One warrior stands guard. 
2. Antechamber. Divans, occasional tables, and a set of 
shelves along one wall comprise the furnishings. Depend~ 
ing on the origins of the Kcltar, the style and materials of 
the appointments vary: from smooth polished steel, to 
lacquered tamarind, to brocaded upholstery, to rustic twig 
creations, to worn unfinished oak. 
3. Orders Room. A desk and chair along with two or three 
seats for visitors stand at one end of the room. Enclosed 
cabinets hold documentation accumulated by the officer. 
The other end of the chamber features an oblong table 
with another complement of chairs. 

The Krl'tar presides over meetings with his subordinate 
officers here. (On this level. both orders rooms have a 
secret exit.) 

THE WHEEL 

• 

4. IleJclwnber. 
5. Training Room. 
6, Bath. A private bathing pool, supplied by the citadel's 
cisterns, remains at the disposal of the Kritar. A spigot 
pennits the bather to open a valve in a nearby Avillkar, 
directing a flow of hot steam onto the underside of the 
pooL In a matter of minutes, the bathing water grows hot 
enough for a relaxing soak. The spigot is then turned off. 
least the water grow too wann. 

THE WHEEl. 
The Wheel is situated ninety-nine feet above the First 

Level. When turning. it hoists water from the Black Lake 
on the Fifth Level to the adjacent Upper Cistern. Specifics 
regarding the mechanism and its functioning are covered 
below. 

A shaft 36 feet in diameter connects the suite in which 
the Wheel resides to the BlackLake( see Section 6.4.5) far 
below. A colossal pulley system is housed in the shaft. 

N 
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It consists of huge steel-toothed gears-three at the top 
and three at the bottom-and three massive chains which 
extend down to the lake, around the bottom set of gears, 
and back up around the topmost gears. Large metal 
troughs are attached to the triple-stranded loop. As the 
containers travel downward, their open side faces down. 
Approaching the lower gears, they plunge below the 
surface of the lake and fill with water as they are inverted 
by the change in direction. While the troughs ascend. their 
open end is upward, and the water is carried to the top. 

The troughs are attached to the triple chains with a 
heavy set of springs near their top edge and hinges at the 
bottom. These springs are strong enough to hold tight 
even under the weight of the water. When each trough 
reaches the top of the shaft, its outer lip catches on an iron 
protrusion, causing the top of the container to be tipped 
away from the chains and spilling its water into a shallow 
basin. As the container continues to ascend, its lip passes 
the iron protrusion and springs back into place. The 
trough then passes over the top set of gears and begins its 
long descent. Water poured into the side basin flows 
down a small spillway to fill the Upper Cistern. 

A long adarcer pole runs through the center of the 
upper gears and into the adjacent room. The pole is 
suspended between two steel casings that lubricate the 
rod. It ends in a large gear connected to another gear 
mounted atop the Wheel itself. 

The Whee! is fashioned of solid stone with eight long 
metal handles. It turns counterclockwise. The thick spindle 
on which it spins rests in a housing in the flooring below 
the ponderous device. The spindle connects to a series of 
gears powered by a fan turned by several AvUlkar. Steam 
alone is adequate to spin the Wheel, although the mecha
nism slows if many other AvUlkar-powered devices are 
triggered simultaneously. 

Nonetheless, among the thralls of Dol GuIdur this 
location is the most hated of all the areas in the fortress 
(save perhaps the torture chambers). The Hrizgthraki 
supervismg the Opetation of the Wheel often disengage 
the steam-powered gears for the joy of watching forty 
slaves (five per handle) turn the device with muscle power 
alone. Many have died of the exercise. The thralls name 
the Wheel Dhaumabrukul (Or. "Pain-wheel"). 

I. Entry Stairs. The stairs connect the Wheel suite to the 
First Level. 

2. The Wheel Room. The chamber contains the Wheel 
itself and a raised platfonn from which the Hrizgthraki 
can mock. and whip their charges. Three Hrizgthrakl 
supervise a.pproximately fifty thralls. Although only forty 
thralls are needed to operate the Wheel, the rest are used 
to replace any who fall. The room reeks from years of 
sweat and death, and the grinding and turning of the 
Mdnery IS endless. 

3. Water Shaft Room. The Orcish sappers who patrol 
the fortress at large station a special contingent beside the 
water shaft. Seven to ten lubricate the ~and check each 
trough as it emerges from the deeps for leaks and weak
enmg spnngs. 

Three benches on the north wall provide the sappers a 
spot to rest. A set of cabinets on the northwest wall hold 
tools and equipment required for repairs. A ladder located 
on the wall of the water shaft pennits descents for 
emergency repairs between the First and Fifth Levels. 
4. Access TwmeL The tunnel provides access to the 
Upper Cistern. 
5. Upper Cistern. The cistern dispenses water through
out the upper levels of the fortress. A small walkway 
supported by stone pilings runs around the edge of the 
room. The water is from nine to eighteen feet deep. 

6.4.2 THE SECOND LEVEL 
The Second Level houses all the Hildo inhabitants of 

Dol Guldur, including the three Hildo Agar-hoth of the 

"'"y-
1. Morlat. (See Section 6.4.1, # 1.) The hall surrounding 
the shaft is often full of activity. ten Hilda guards are 
stationed here at all times. 

2. Kitchen. 

3. Food Storage. 

4. Training Hall During the day, the hall is occupied by 
fifty to one hundred soldiers engaged in training exercises. 

5. Council Chamber. Richly adorned, the council cham
ber accommodates Hildo officers when orders are issued 
and plans debated. Its antechamber is always posted with 
ten elite Hildo guards, when council is in session. 

A long and elegantly carved table runs along the north 
wall. Four imposing chairs rest behind it: one for each 
Kritar and one for the AfUkaush. Facing the table are a 
number of lesser chairs for subordinate officers. A large 
tapestry depicting Khamt1l at the head of vast army of 
Men marching against Elves hangs on the wall behind the 
table. 

6. Meeting Room. The small chamber serves 3.5 a private 
meeting room for the Hildo officers. 

7. Guard Room. Eight to ten Hildoltuards are stationed 
here. 
8. Guard Room. Ten to twelve soldiers stand watch. 
Spiral stairs lead up to the First Level and down to the 
Third Level. 
9. Great Gathering Hall. The Hildo inhabitants ofDal 
Guldur who perfonn tasks other than fighting-cooking, 
smithing, crafting, etc.-congregate in the gathering hall 
in their leisure moments. From to ten to fifty suth 
individuals (of all ages) may be encountered here during 
Lilt.: Jay. Stone benches line the wills, and a few tables and 
chairs sit in the comers. Paired columns march down the 
center of the hall; each pillar is carved in the likeness of a 
giant Hildo warrior. 
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10. Hildo Quarten. The dormitories house from fifty to 
one hundred Hl1do individuals. Most are servants and 
laborers. Thei! quarters are dean and well ordered; intru
sions from Orcs or Trolls are most unwelcome. 

The central chambers provide used for living space and 
dining accommodations, while the surrounding spaces 
comprise bedchambers. All are plainly furnished with 
little or no adornment. 
11. HildoQuarters. These rooms are used when the main 
quarters are fiill. 
12. Storage. 

13, Circular Stairs. Three Hilda soldiers stand guard. 
The stairs ascend to the First Level and descend to the 
Third Level. 
14. Water Shaft. See Section 6.4.1, "The Wheel," for 
details. 
15. DrartUlu' s Quarters. Each chamber is shared by three 
to five officers. The quarters are neat and clean) though 
spartan. There is a chance (01-70) that 1-3 Dram1lu are 
present at any given time. 
16. Armory. The armory is guarded by seven soldiers and 
one Ujak (who is responsible for overseeing the distribu
tion of armor and weaponry). The repository holds 
enough weaponry to equip three hundred soldiers. 
17. Officers' Mess. 
IS. Vestry. The four ornately adorned rooms are used by 
the officers and Laugashi preparing to go before a gath
ering in the temple. Large tables line some of the walls, and 
expensive tapestries illustrating evil scenes cover tbe plain 
stonework. Gilded chairs and end tables complete the 
furnishings. Candles gripped bysilver candelabra light the 
chambers. 
19. Antechamber. The room serves as the entry hall to the 
temple. Its side walls are decorated with bas relief sculp
tures depicting the rise of the Necromancer in sequential 
scenes. Ten Hildo guards stand watch. 
20. Temple. Thf' tf'fYIple is ;!. place of worship, a3 well as 
a military assembly hall for the Hildo inhabitants of Dol 
Guldur. (Religion and war are often paired under the 
Necromancer's regime.) Here the citadel's servants pay 
homage to the Necromancer and participate in dark 
ceremonies involve gruesome sacrifice. The chamber is 
also filled when the three Hildo Agar-hath require inspi
ration and direction. 

Columns adorned with winged gargoyles separate the 
central nave from side aisles. The ceiling arches up sixty 
feet above the rows of benches that fill the temple. The 
northwest end of the temple boasts a dais with two small 
staircases at either side. A massive stone altar, stained 
many times over with blood, occupies the dais. Before the 
altar, a fit pit three feet in diameter flickers with eerie, 
blood-red flames. A huge statue of a Balrog looms behind 
the altar. Ornate, golden sconces line the walls around the 
dais. 

The side aisles outside the columns possess lower 
ceilings which slant down and away from the central nave. 
Smaller, private ceremonies are perfonned here. Small 
shrines dedicated to various evil entities line the walls. 
Those to whom homage may be paid include Morgoth, 
the NineNazgUl, Ungoliant, and( the original) Gothmog. 

From one to three Laugashi are always present in the 
temple. 
21. Kritar's Quarters. These suites are essentially the same 
as those found on the First Level (6.4.1). 
22. Guard Room. Ten to twdve Hilda soldiers stand 
guard. The stairs go up to the First Level and down to the 
Third Level. Access to the door on the northwest wall is 
strictly prohibited to all save Laugash'i and high ranking 
officers. 
23. Mess Hall. Long wooden tables and benches fill the 
space. During the day, soldiers continually file in and out 
of the hall. 

Soldiers off duty congregate in the mess hall. From fifty 
to two hundred may be present at any given time. Eight 
guards are always stationed beside the stairs, which lead up 
to the First Level and down to the Third Level. 

It is common for any Orcs ascending or descendingthe 
stairs to take the opportunity to insult the men present. 
Small scuffles often arise on these occasions. 
24. Barracks. Similar to the Uruk barracks on the First 
Level, though far deaner, these large rooms can house a 
maximum of two hundred soldiers each. 
25. Ujlls' Quarters. These quarters accommodate fif
teen Hildo UjSk each; all tend to be neat and dean. From 
three to ten Ujak are present at all times. 
26. Storage. 
27. AfUkaush's Residence. See below for details. 
28. The Maze. The maze is employed to torture and kill 
soldiers who have committed a serious offense. Any 
warrior unfortunate enough to be sent into the labyrinth 
is hnnt",-{ by sever;u' specially trained fighters, who know 
the ways of the maze by heart. The victim must flee 
through the complex of tunnels, attempting to elude his 
pursuers who seek to slaughter their prey. The hunters 
greatly relish their duties, and all are elite warriors. 

After the victim lS released into the maze, a portcullis 
slams down, blocking the entrance. In the unlikely event 
that the victim slays his pursuers and returns to the 
entrance, he is considered to have proved himself worthy 
of a second chance at life and is given his former position. 
29. Krager-lug. See below for details. 

AFoKAUsH S REsIDENCE 

L Entry Hall. Hand-carved pine benches, a fewoversruffed 
chairs, and several rugs &om Far Harad appoint the 
chamber. Three of the Aftlkaush's per$Onal" guard are 
present at all times. 
2. Corridor. Warriors posted in the guard room (#3) 
watch this hallway. 
3. Guard Room. Two of the AfUkaush's personal guard 
stand watch. 



-!, Servants' Quarters. Modestly furnished rooms house 
:.-~ Afiikaush's servants. Three reside in one, two in the 
: :.-:er. 

5 Guards' Quarters. Spartan chambers serve as the 
;, ~mg quarters for the Afiikaush's personal guard, ten 
Ir~Ilors in all. Five are off duty at any given time. 
t., Bath. 

Storage. 
~, Kitchen. 

" Training Room. Used exclusively by the ARikaush, 
i.e-,.:i not by his guards. . 

: J. Dining Hall. A long oak table and chairs fill most of 
=---'~ room. A large tapestry depicting the downfall of Ost
_--Edhil covers the west wall. 

= 1. Privy. 
= 1. Office. The AfUkaush attends to his administrative 
,:'..:nes here. A large walnut desk faces the rest of the room 
:=:-.:ml the west, and a small sitting area with plush accom
::-_~,dations is present in the southeast corner. 
: 3. Bed Chamber. 
:-l.Bath. 

KRAGOR-LUG 

Note: Two oj these towers are present on the Second Leve~ both 
·.\I1th the same basic design. 

The Kragor-Iug (Or. "Fang Towers") keep watch on 
: __ ~e Men Uruk and the lands surrounding Amon Lane. 
:Dth appear to be natural features of the volcano when 
:-,ewed from the valley. Observation from any point 
"-;rhin 300 yards will discover the windows. Within 200 
-'~t, the viewer may discern small seams in the rock face 
~ :l1ch reveal that the towers are the product of artifice. 

Both Kragor-Iug are posted with thirty Hildo soldiers, 
'----,J a Hildo DrartO.! commands them. 

l. Entry Chamber. two guards monitor all who come 
,---,d go. The stairs give access to the upper levels of the 
-::lwer. 

:. Storage. Extra weaponry sufficient to ann six is present. 
3. Watch Gallery. Five narrow windows are manned by 
::ve soldiers who keep watch on the Men Uruk and Nan 

~. Guard Room. Two soldiers are present. 
5, Mess Hall Off duty soldiers rest and eat in the mess 
-ill. Typically five men are present at any given time. 
6. Latrine. 
-. Storage. Food for the mess hall is stored on shelves. 
Servants keep the room well supplied. 
8. Office. The Drarttil on duty presides from this office, 
~egulating the soldiers under rus command. 

9. Guard Room. four soldiers stand guard. They rotate 
·~ .. ith those soldiers in the adjacent watch gallery (#10). 
10. Watch Gallery.~Six soldi~rs k~ep watch on the Men 
:":ruk and Nan Lanc. 
I I. Watch Room. Five 5Oldiers-.are posted here. 
12. Watch Room. 11tree soldiers'stand guard. 

6.4.3 THE THIRD LEVEL 
The Third Level, one of the more perilous tiers of Dol 

Guldur, houses the Olog-hai of the KazgCimhoth. Due of 
the size of the inhabitants, the dimensions of the rooms 
and doorways are larger than those elsewhere in the 
Middle Halls. Unless otherwise noted, ceilings are 27' 
high. Doors measure 4~ fCet wide by 18 feet high and are 
fashioned from thick iron plates. 

I. MOriat. See Section 6.4.1, # L The Third Level 
landing is guarded by four Olog-hai. 
2. Mustering Hall. The Olog-hai train in this colossal 
vault and gather here before setting out from the strong
hold. T wentyto fiftyOlog~hai are present at all times, and 
are likely(0I-80) to be in the midst of training exercises. 
3. Guard Rooms. Three Olog-hai are stationed within. 
The stairs found in two of the rooms lead up to the 
Second Level and down to the Fourth Level. 
4. Olog Barracks. Each barracks houses eleven Olog-hai: 
ten warriors and one Kritaf. Huge stone bunks provide 
sleeping platforms. The scent of sweat lingers on the air, 
and old spills stain the floors. 
S. Gathering Hall Fights and brawls are common, and 
much of rhe furniture lies in pieces. From ten to thirty 
Olog-hai are present at any given time. 
6. Minor Gathering Halls. Similar to the main gathering 
hall (#5), these chambers accommodate off-duty Olog 
warnors. 
7. Temple Guard Room. Ten Olog warriors guard the 
entrance to the temple. Unless a ceremony is scheduled, 
no one is admitted. A huge set of black, steel doors block 
the archway to the entry hall. The doors are locked, except 
during ceremonies. The lock is Very Hard (-20) to pick, 
but is not trapped. The guards do not have a key to the 
lock. Only two keys exist: they are held by the AfUkaush 
of the Olog-hai (see #14) and the Fhalaugash. 
8. Entry Hall. The floor of the entry hall is five feet lower 
than the rest of the level, and the depression is fJled with 
bubbling mud. The mud flows into the chamber through 
apertures in the northwest wall and out through similar 
openings in the southeast wall. A solid granite walkway 
supported by pillars of black laen extends down the center 
of the hall. The walkway has no railing. The doors on the 
southwest end of the walkway are identical to those on the 
northeast wall. They are always locked unless a ceremony 
is scheduled. 

The boiling mud gives off clouds of scalding steam. 
The heat is unbearable to any creature with less fortitude 
than a Troll. Even the Olog-hai experience great pain 
traversing the walkway. MostMen and Orcs would perish 
in the attempt. 
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The Olog-hai view walking through this room as a 
~digious rite which shows their strength and endurance to 
~:,eir Lord, the Necromancer. Often in a show of prowess 
'-"1 Olog will traverse the walkway as slowly as possible. 
-=!. T em.pleAntechamber. Ten Olog-bai stand guard. The 
"''"1techamher walls are decorated with the weaponry of 
~eat Olog warriors who fell in battle. Many ate excep
-:onal or enchanted, but none are true artifacts (no more 
:..~an +20 OB». Double doors (like those describes in 
=:-) provide entry into the temple. 
r O. Temple. The temple walls are darkest black adorned 
• ~rh large, red crystalline bas relief depicting demonic 
,.sages that glow with a bloody light. Their eyes seem to 
-'~Ilow the beholder as he moves through the room. Due 
. ~ the impenetrable gloom, the terrible, glaring faces 
<::'pear to hang in the air. The only other source of light 
;, emitted by the brazier burning on the dais at the 
.<'uthwest end of the room. Behind the brazier stands a 
=ge, black altar carved in the likeness of a giant Olog 
...!:::ill. 

The vaulted ceiling looms nearly one hundred feet 
.... --ove the temple floor; it is invisible to those within this 
.::-.a.mber. 

Two rows oflong, stone benches run the length of the 
-.ill, and at the southwest comer is the dais where the 
... mgashi address the throng. 

Two lesser doorways exit the temple, one on each side 
,.- ill. They are prohibited to all save the Laugashi, the 
~~-'Ukaush, and their personal guards. Each door is locked 
Extremely Hard, -30, to pick) and guarded by two Olog

lui. The only keys to the locks are held by the Olog 
l_~aush and the Fhalaugash (or his underlings). 

= I. Vestry. TheLaugashiprepare themselves inthe vestry 
:efore addtessing a gathering in the temple. Large stone 
-.DIes hold silver candelabra. Tapestries adorn the walls. 
: 2. GuardRoom.il'iveOlog-hai standguard.Noone save 
......lugashi are permitted to enter. The door into the vestry 
=:I I) is locked (Very Hard, -20, to pick). 

: J. Vestry. This vestry harbors the Olog AfUkaush while 
-'! prepares himself for ceremonies in the temple. A door 
: ~nnects it directly to the Affikaush's quarters. The door 
.; :ocked (Very Hard, -20, to pick). 
14. Affrkaush's Quarters. See below for details. 
I S. Armory. Well stocked, the armory holds weapons 
o::d armor ,t:ttouaIt for four hundred Olog-hai. Some 
~.::eptional weaponry (+10 maximwn) is present. The 
~--:U1pment is sorted by type and stored different cham
:--:TS. Five Olog warriors and one Olog Kn"'tar stand guard 
~ the central chamber. 
I6. Water Shaft. See Section 6.4.1 The Wheel for 
~ils. 

17. Kitchens. The kitchens provide sustenance for the 
:-_,abitants of the entire Third LeveL Work npvPr ['-<1S,-"S 

.:-: their preserves. Common Orcs do the cooking, and 
.::om ten to thirty will present at any given time .. 

18. Servants' Quarters. Connnon Orcs reside in these 
rooms. They are ftlthy and foul. The furnishings show 
marked signs of abuse. 
19. Meeting Gamber. Olog officers meet here. A large, 
square stone table with ten chairs sits in the center of the 
chamber. 
20. Storage. 
21. Mess Hall. 
22. Officers' Mess. 
23. Council Chamber. The Affikaush for assembles his 
officers to assign them directives in the council chamber . 
A long, granite table runs along the southeast wall. Several 
throne-like chairs behind it face the room. No other 
furnishings are present. 
24. Circular Stairs. The stairs are unguarded at this level. 
Th~y lead up to the Second Level and down to the Fourth 
Level. 

AFDKAusH's RFsmENCE 
The Olog AfUkaush has direct command over all the 

Olog-hai of the KazgCimhoth. The furnishings in his 
quarters are largely carved from granite or basalt and 
polished to a high sheen. His guard is comprised 'Of ten 
Uruk.-haii his staff of servants consists of five common 
0,,,. 

I. Entry Corridor. One warrior stops any uninvited 
guests, save those of a rank superiot to his master. 
2. Foyer. Four soldiers stand guard. 
3. Servants' Corridor. Permits the guards and servants to 
move unobtrusively while they do their master's will. 
4. Guards' Quarters. Each room accommodates five of 
the Afakaush's guard. Half are off duty at any given time. 
5. Bathroom. 

6. Servants' Quarters. Each room houses ~ common 
Ore servants. 
7. Kitchen . 
8. Meeting Hall. The AfUkaush summons his offices to 
the chamber to issue his orders. A long granite table rests 
opposite the main entrance. Heavy basalt chairs fonn a 
row behind it. 
9. AfUkaush's Corridor. The hallway is reserved for the 
ARikaush's use only. 
10. Dining Hall. The AfUkaush utilizes this chamber for 
training exercises and eats his meals in the meeting hall 
(#8). 
11. Bedchamber. A large pile of furs lie on a granite 
platform in the narrow corner of the room. A huge iron 
chest, which holds the MUkaush's few personal belong
ings, sits in another corner. 
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6.4.4 THE FOURTH LEVEL 
The Fourth Level is the domain of Celedhring. the 

Gothruttll. Smithing. forging, and smelting under his eye 
The Necromancer ascends to the Fourth Level at inter
vals, butrardy inspects the higher tiers of the volcano (see 
#21 below). 

I. Mlrlar. See Section 6.4.1, # I. 
2. GuardRooms;Sixto nine Hildo warriors stand guard. 
3. Gathering Hall. The inhabitants of the Fourth Level 
congregate .here during their leisure moments. Divans, 
chairs, and ornately woven rugs comprise the appoint
ments. From'nve to twenty persons are present. 
4. Smiths' Quarters. Simply furnished rooms house the 
lesser smiths and other laborers in the Order of Smiths. 
Some of the members of this Order live on the Second 
Level within the Hildo quarters there. (See Section 6.4.2, 
#10). 
5, Finishing Room. Here weapons and annot are pol
ished, blades sharpened, scabbards fashioned, etc. During 
the day, ten to twenty smiths and other craftsmen are 
present. 

6, Celedhring's Quarters. See below for details. 

7. Froedhir's Quarters. These two rooms comprise the 
living and sleeping quarters of Froedhir, the Maktfttfi1, 
and are furnished in the style of the N orthmen. Rustic and 
heavy oak furniture, as well as bearskin rugs and hand 
woven wall hangings adorn the rooms. The front room is 
used as a living and dining area; the back room serves as 
Froedhir's bed chamber and study. The door to the 
hallway is always locked (Extremely Hard, -30, to pick). 
The only key is held by Froedhir. 
8. Kitchen. 

9. Food Storage. 
10. Smiths' Dining Hall. 

I 1. Workrooms. All the manufacturing not involving 
smith work is perfonned here. Bowyers, fletchers, lock
smiths, alchemists, etc. are present. See Section 3.2, "The 
Order of Smiths," for more details. 

12. Antechamber. Informal gatherings often uu .. ur here, 
although the antechamber's official purpose is the accom
modation of guards who monitor the entrance to the 
meeting hall (#13). During meetings of the Order of 
Smiths, fIVe warriors are present. 
13. Meeting Hall The Order of Smiths is assembles here. 
Long mahogany tables and beautifully hand-carved chairs 
comprise the furnishings. Tapestries depict great works 
being forged. A huge painting of Annatar beguiling 
Celebrimbor in Ost-in-EdhiJ dominates the southeast 
wall. Golden candelabra embellished with bright gem
stones adorn the tables. Elegant rugs from Dorwinion 
cover the stone floor. The entire chamber has an air of 
extravagance. 

Men the room is not is use, both doors are locked 
(Hard, -20, to pick). 

14. Private Meeting Chamber. Celedhring summons his 
followers to this chamber for private conferral. It is richly 
furnished. The door leading to Celedhring's quarters is 
always locked (Extremely Hard. -30, to pick). The door 
also trapped (Sheer Folly, -50, to detect. and Extremely 
Hard, -30, to disarm). If spnmg. the trap emits poisonous 
gas into the room, affecting all present with equal severity, 
because the gas is released trom several points. If the 
victim( s) fails a -40 RR. he will die in 3-5 rounds, unless 
a way is found to neutralize the poison. If the resistance 
roll is successful, the victim must flee the chamber. 
coughing and hacking, unable to perfonn any special 
maneuvers for 5-10 minutes. The trap does not reset 
itself. 

IS. Distribution Room. Ore and other minerals ex
tracted tram the mines are gathered here and then sent to 

the proper forge. Four guards are on duty here to oversee 
the distribution. At night, the room is likely to be empty. 
16. Storage. The items made by the Order of Smiths rest 
here before being sent to other locations in the fortress. 
No enchanted or exceptional items are present. 
17-18. Mines. Narrowing foyers mark the entrances to 
the Fourth Level mines. Thralls and Hrizgthrak traverse 
these rooms on their way to and from the mines. 

The mines were once farmore extensive than at present, 
but most of the original Dwarven delvings have been 
sealed off or destroyed. The mines are worked by the Orcs 
and thralls of 001 Guldur. Theprinciple orefoundon this 
level is iron, though some other metals, such as alcam and 
paer are mined here as well. 

One tunnel in the mines spirals gently downward to 

join the Fifth Level mines (see Section 6.4.5). 
19. The Smithies. These chambers, all located close to 
the outer edge of the volcano, contain the forges of the 
Order of Smiths. Each is dedicated to a different function, 
but all are used for smith craft of one sort or another. 
During the day five to ten smiths and apprentices are 
present in each chamber, excepting Celedhring's Forge 
and the Cold Forge (#19b, #19c, below). 

The smithies are located near the surface of the volcano's 
flank in order to facilitate the flow of fresh air through 
numerous Hu~dagam. Each forge is equipped with sev
eral of these. Anequal number ofM,gUlagam vent exhaust 
gasses to the distant Morlat. 

19a. Smelting Chamber. Located conveniently close to 
the mines. the smelters often function day and night. A 
great deal of smoke is vented through the MlgUlagam 
from this chamber. 

19b. Celedhring's Forge. This smithy is the personal 
workroom of Ce1edhring. It is equipped to create all 
manner of items from jewelry to gleaming swords. 
Ce1edhring has a set of enchanted forging tools (which 
grant a + 15 bonus to rolls involving the manufacture of 
items). No one save Froedhir is ever admitted to his forge. 
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19c. Cold Forge. Crystallaen must be worked by utter 
cold. Cdedhring and Froedhir havethemostskill with the 
proper technique. A small supply of the rare wood helvorn 
can be found here. As with Celedhring'iS Forge. no one 
save designated smiths is allowed within the chamber. 

19d. Armorers' Smithy. ~ annat and shields are the 
main output of the smithy. 
Ige. Blacksmiths' Smithy. These forges are used for the 
manufacture of all the Basic metal equipment and gear arc 
manufacnlt<;.d hete. Ofhm. large quantities aro'; required, 
these forges burn through the night. 
19£ Blacksmiths' Smithy. 
199. Weaponsmiths' Smithy. Edged weapons, such as 
swords, scimitars, and daggers, as well as spear and arrow 
heads are fashioned here. 

I 9h. Weaponsmiths' Smithy. Non-edged weapons, such 
as maceS;. flails. war hammers. and morning stars emerge 
from this smithy. 
20. Guardroom. Five elite Hilda warriors prevent all 
except Celedhring and Froedhir from passing through to 
the chambers beyond. 
21. Sauron's Viewing Chamber. See below for details. 
22. Water Shaft.. See Section 6.4.1, "The Wheel," for 
details. 

CELEDHRING'S R.EsrnENCE 

Celedhring, the GothtCttUl, one of the Lords of Dol 
Guldur, is the only Elf within Dol Guldur who is not a 
prisoner. He lives in splendor and richrs, thr ornamrnta
tion of his residence enhanced by his passion for artistry. 
Rare and priceless works make his dwelling a veritable 
museum. Celedhring appeased his superiors by dedicating 
his central gallery (see #1 I below) to the Nine NazgUl. 
Thus he gives the appearance of honoring Sauron's maj
esty through the entire collection. 

Celedhring's sixteen personal guards (elite soldiers) 
and ten servants are HIldo; he does not pennit Orcs to 
pass his portals. 

1. Foyer. The front doors are carved of mallyrn stolen 
from the edges of L6tien. Mithril tracery on their outer 
surface forms Feanorian script that says in Quenya: 
"Three Rings for Elven Kings." (Celedhring favors this 
phrase, because he has been promised one of the Elven 
Rings after the Dark Lord has conquered Middle-earth.) 

The inner doors are identical to the outer doors except 
that they lack the mithri! script. 

Tapestries hang on both side walls, each depicting 
Celedhring working at his forge. Golden sconces line the 
walls. 

The room is occupied by fOurofCeledhring' s personal 
guard at all times. 
2. Foyer. The chamber guards a secondary entrance to 
Celedhring's residence. The doors posses a core of iron, 
but are faced with ash. They are locked (Extremely Hard, 
-30, to pick), but not trapped. Four guards are present at 
all times. 

3. Entry HalL Chairs, tables, and cabinets carved of 
golden marble in intricate filigree appoint the hall. The 
floor is fashioned of ivory tiles. The walls are white 
marble. Mithril sconces and mithglin candelabra provide 
light. Small statuary and other trinkets occupy strategi
cally placed pedestals. 

This chamber is immaculately clean. 
4. Servants' Quarters. Five servants live in each room. 
5. Servants' Bathroom. 
6. Kitchen. Some of the finest food in fortress is prep:u-ed 
here. Celedhring has recruited an excellent cook who has 
mastered the fmer aspects of many cuisines. 

7. Food Storage. 
8. Guard Room. The guard room is adjacent to 
Celedhring's workroom (#9). Two guards are on duty 
when their master visits his workroom. At other times, the 
room is empty, but locked (the locks on both doors are 
Extremely Hard, -30, to pick). The inner doors are 
trapped (Hard, -10, to detect and Extremely Hard, -30, 
to disarm). If the knob is tttmed without ftrst disarming 
the trap, two poison~ dam shoot from the side walls at 
the legs of the victim (7th level attack). The poison will 
kill the victim instantly (if a 40RR is failed). 
9. Workroom. Celedhringcreates potions, scrolls, wands, 
and other enchanted items in his workroom and tests 
newly researched spells. Long tables filled with alchemical 
paraphernalia dominate the chamber. A large set of cabi
nets which contain the rare and valuable substances 
necessary to the making of potions. Black scorch marks 
and other signs of magical explosions mat the walls and 
floor. 

Celedhring often spends long hours working within 
this chamber. His servants dare not disturb him during 
these times. 

Note: Rooms #10 tbrcugh #l8 make up CeleJhrlng's art 
gallery. Each room is dedicated to a different artjlm1l, and all the 
puttsJound hen are outstanding examples oj one style or another. 
The least valUdble amwrk is worth at least 1 0,000 golJ pims, 
while the most exquisite pieces art: price/iSS. 

The 1'OOms are richly appointed with red crystal chankliers, 
plush divans, and beautiful marble foOTS. 

10. Gallery. Hildo paintings hang on the walls. Several of 
the works were stolen from Gondorian nobles, but can
vases from far away are present as well. 
11. Gallery. The only works present here are nine statues, 
each carved in the likeness of one of the Ulairi. Thestatues 
depict the N~j:W as they appeared at the height of their 
glory in life. They are carved from blocks of solid black 
marble. The statues are slightly larger than life size. In the 
center of the gallery stands the statue of the Witch-king. 
which is somewhat larger than all the others. The fallen 
Nllinen6rean glares majestically across the vaulted cham
ber. 



:.: Gallery. Sadpatte, paintings, tapestries. and jewelry 
~;c:. Ost-in-Edhil are on display in this gallery. Not long 
zr.:~ the rum of the Elven kingdom, Celedhring sent his 
T%:t:l..":::.;)DS to search the region for abandoned treasures. 

IL3 Gallery. ~ is the primary exhibit here. 

~"" Gallery. Ornamental weaponry £tom nearly every race 
~IIJ:" 1.~:ddle-earth is displayed in this gallery. Some of the 
... were once awned by Kings 9r other powerful lords. 
:..5 Gallery. Elven paintings hang on the walls or are 
:~d on elaborate easels. 

[".t, Gallery. Large glaSs. display cases exhibit valuable 
;"0<1", of every description. 
:- Gallery. T~ fonn the collection in this gallery. 
:,:1. Gallery. r>w.tvenutwork fills this gallery. Celedhring 

1.lIh:~ not much care for these pieces, but delights in 
, ~\;ng the Khazad of their master works. 

:.li _ Dining Hall.An excessively long and ornately carved 
-=:e occupies the center of the room. The hall can seat 
:-.... -::-' people, but Celedhring prefers to dine alone amidst 
'~-~ splendor. 
,:::~,_ Guards' Mess I-WI. 
.:: _ Guards' Quarters. Each room houses eight of 
,:6edhring's personal guard. 
=-:. G=d..' Both. 
:...:.. Sitting Room. 
.:~. Bed Chamber. This royal chamber would befit even 
.. :-:~ most pompous of Kings. A huge, canopied bed 
':";'=11nates one wall. 
.:5. Bath. 
:b. Study. Celedhring spends many long hours pouring 
,:'",~ ancient tomes and scrolls, studying the arts of 
~,::,:ny. A massive desk made of mallorn-wood faces the 
::J.:.;r. and bookshelves line the walls. 

;. -. Secret Corridor. The hallway leads to Celedhring's 
:r-:nte meeting chamber (#14); it is traversed exclusively 
':J"": Cdedhring. 

SAURON'S VIEWING CHAMBER 

SJuron wearies at times of his dark domain on the Fifth 
,~rum and yearns to gaze out over thelands surrounding 
::.:: Guldur. When these impulses grow strong, the Dark 
_,:~J. ascends to this chamber to fulfill his desire. He sits 
lIT ~ hidden window for long hours looking on southern 
. '~': .. :kwood and beyond and ponders his designs to con
'i:I_~ Middle-earth. 

The viewing chamber is more secure than the platfonn 
oc..: \'e the Third Precipice by virtue of its buried position. 
,~on visits this lower window on the world more 
:r~-1t1encly than the platfonn because of its invulnerabil
,f.:T . 

~ote that the viewing chamber is situated at the flanks 
J.[- the volcano. 

I. ViewingChamher. Two rows of massive columns run 
down the middle of the chamber. A raised fire pit, lit by 
enchanted flames, requiring no fud, is located between 
them. Each column is nine feet in diameter and pitch 
black. 

The doors to the viewing chamber are fashioned of 
black adarcer. They are always locked, butno key exists to 
tum the mechanism and no key hole is present through 
which the lock could be picked. Rather, the lock is 
operated by Sauron' s thought. When in the vicinity of the 
this room (wirhin 99 feet), the Dark Lord can will the 
doors to lock or unlock whenever desired. 

2. GuardRooms. "When Sauron is present in the Viewing 
Chamber"ten Olog guards occupy each of these rooms. 
3. Thron~. At the far end of the viewing room, a black 
granite throne sits upon a semi-circular dais. The throne 
has no magical properties save that anyone sitting in it can 
mentilly command theseatto swivel to face any direction. 
Nonnally the throne faces the away from the rest of the 
rOOIn. 

Beyond the throne is a large window cut in the side of 
Amon Lane. The window faces southwest. It is simply a 
hole through stone. It window is, however, concealed by 
very powerful magic. From without, the opening is not 
visible, seeming to be a part of the volcano's basalt flank. 
Most individuals observing this illusion will be unable to 

see through the magic (no RR allowed, unless the indi
vidual is 20th level or higher and of one of the spell-using 
professions,ro circumvent the spell). Only someone who 
knows of the existence of the window and possesses great 
magical powers mighr have a chance of perceiving the 
opening. In fact, the illusion is so complete that someone 
climbingthe volcano, who. by shear coincidence, encoun
tered the window, would climb right up and over the 
opemng without ever realizing it existed. 

6.4.5 THE FIFTH LEVEL 
The Fifth Levd contains one of Dol Guldur's impor

tant water sources, as well as the barracks of the Grimbtiri 
and the residences of the five Grimburz. Guest quarters 
and entrances into the mines complete the tier. 

L Morlat.See Section 6.4.1, # 1. The traffic is somewhat 
less in the corridor around Morlat on this tier than on 
those previous . 
2. The Black Lake. The Morkannaz is supplied primarily 
by a cool water aquifer flowing through the earth. The 
reservoir is supplemented by the Great Cistern, th e reposi
tory for rainwater gathered from the slopes of the moun
tain above. Asloping spillway channds overflow from the 
cistern to the Black Lake. At the southwest end of the 
reservoir, a vertical spillway controls the level of the 
Morkannaz. Excess water flows over the curved edge and 
into a ?,ol, the BagaIaukan, below. Stone walkways with 
iron railings encircle the Black Lake and provide access to 
the Great Cistern. Protruding over the spillway is a smalL 
round p:atfonn where Sauron and his followers stand to 
foul the water flowing from the fortress with evil sorcery. 
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_The Black Lake is nine feet deep, and, although the taste 
)t the wate: is ~cidic and unpleasantto outsiders, drinking 
. [ does the Imb[berno harm. Thevaulted ceiling is twenty
fon"en feet high over the center of the water and gradually 
:urves down to nine feet where it meets the walls. All the 
!ltonewor~ is black, causing the water to appear dark and 
L"'1I1atural. 

The immense pulley system that carries water to the 
-:-'pper Cistern touches down near the Black Lake's plat
·,~rm (see Section 6.4.1, "The Wheel," for details). Three 
-:-~oth chains emerge from.a circular opening in the 
:nI~ng and are connected to three gears jwt below the 
=tace of the water. Metal troughs attached to the chains 
:.;:oop water from the reservoir and ascend with it to the 
~r reaches of the fortress. The pulley system is in 
-::mtant motion, and the sounds of the machinery echo 
..... '"Wss the lake. 

The pool below the spillway collects both water fIow
~ out of the Black Lake and wastes drained from the 
~ levels. Numerous smal1 channels pour a nasty 
"udge throu~h apertures in the walls above the Bagalaukan. 
--.;'1' fouled hqUlds flow away through a larger waterway. 

::1' underground stream never surfaces. Its channels 
C w ~ver smaller until they merge with the local aquifer. 
~e dIrty water, much diluted, does pollute the creeks and 

-..,...tiets supplied by the aquifer. 

; .. The Great Cistern. Rainwater flows down from 
~Jection points on the volcano's flanks insmall channels 

~,t-..ich merge and terminate in the Great Cistern. The 
-,,~~ding basin is nine feet deep. The arched ceiling rises 
-preen feet above the surface of the water, Two walk-
.. -.:~ run on either side of the channel leading to the Black 
~,. 

+. Ore Storage. Unsmdted ore is temporarily stored in 
'I-:e:se rough caverns. The ores are taken to the Fourth 
_,.!'OCl for further processing. T W(l entram::es to the south

.. ~. mines debouch into the storage area. 
The principle ore extracted from the southern mines is 

~~:nng, although some rarer metals, such as mal and 
-:-:::!thglin, occur as well. 

Nine hundre4 feet from the mine entrances, a junction 
:-.amber where six passages intersect serves as another 
--[= storage vault.~ Orcs and thralls are usually 
~(OI-40). The clanking of the ore cart tugs and the 
I,,'-'..::lds of picks on rock echoes in the space. 

. junction cham-
access the Fourth 

mines (see #17, #18). 

-: GrimbUrl Barracks. Plainly furnished rooms house the 
:r-..::nbt'iri (see Section 4.1, "Special Forces"). Each cham

:.-.: Jccommodates fifblen aoldiers. Because the Grimbt'iri 
.,.",~k outside the fortress, all the beds are rarely filled. 
1:, Mess Hall. 

Storage, 
Kitchen, 

Food Storage. 

roo Citust Quarters. See below for details. 
11. Elite Guest Quarters. See below for details . 
12. GuardRoom. Six to eight human warriors monitor all 
the traffic throughout this level. 

13. Guest Salon. Cushioned benches and chairs accom
modate guests in the citadel. Stairs lead up to the Fourth 
Level; they do not descend. 

14. The Gritnburgoth's Residence. See below for detai1s. 
15. Guest Dining HalL The hall is richly appointed. A 
long oak table with hand-carved chairs is illuminated by 
a red crystal chandelier. 

16. T rainingHall The Grimburi and the GrimbUrztrain 
sporadically in this hall, although these forces tend to drill 
themselves outside the fortress. 

17. GrimbUrz Gathering Hall. The eight-sided hall 
boasts ~ ring of columns carved in the likeness of large 
trees: SIX shallow steps divide the raised passageway 
outsIde ~e columns from the area within. The passage
way proVides access to the residences of the Grimbt'irz. 

Sconces on the outer walls shine dim, flickering light 
through the "branches" of the tree-columns. Their long 
shadows make the sunken central space appear much like 
a deep hollow somewhere in Mirkwood. Five heavy 
wooden chairs sit in a circle in the center of the room. Here 
the five Grimblirz discuss dark deeds and evil plots. Two 
Oiog-hal stand guard by the entrance to the hall. 
18, GrimbUrz Quarters. See below for details. 
19. Guard Room. The entrance to the eastern mines and 
th~ secretentry to the Grimburgoth's residence open onto 
thiS guard room. Five Olog warrio'[s from the 
Grimburgoth's personal guard are present at all times . 
Access to the mines is strictly prohibited to all but a few. 
The eastern mines are nearly played out. The rare crystal 
laen remains in sufficient quantities to jwtify continued 
delving. but only the black variety is pre:s .. nt. Small nodes 
of ruby or sapphire tum up occasionally . 

Only the Grimburgoth is permitted to we the secret 
?oor to his residence. Unauthorized individuals trespass
mg here are severely punished. 

The secret door is Sheer Folly (-50)to find. It is locked 
and trafP~ The door will open only if the locking 
mechamsm IS tutned. The lock, hidden by a small stone 
covering which slides to one side to reveal the key hole, is 
Extremely Hard (-30) to pick. The trap is Sheer Folly (_ 
50) to detect and Absurd (-70) to disann. Any distur
b~c.e of the lock or covering without disarming the trap 
will mstantly open a trap door (8'x8') under those stand
ing in front of the secret entrance. The trap door covers 
a twenty-foot pit with poisoned spikes at the bottom. 
Victims falling into the pit receive 1-3 type "C" Puncture 
criticals. The poison on the spikes is "Slota" which is 
distilled from spider venom. It attacks at 7th level and 
causes instant paralysis if a -40 RR is failed. The victim 
dies in twenty-four hours, Note that a separate RR must 
be made for each critical wound received. 

When the trap is sprung, an alarm sounds in the 
Grimburgoth's quarters. 
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Grimlnwgotb's 
Rtri.un.t 

GUEST QUARTERS 

Simple furnishings of pale ash appoint the guest quar
ters. The doors cannot be locked, and all the chambers 
north of the salon (#13) can he secretly observed from a 
hidden passage connected to the Grimburgoth's resi
dence. Any guests for whom a lack of trust is felt arc 
lodged in these rooms. 

1. Bedchamber. A generous bedstead, a writing desk. and 
table and chairs outfit the chamber. The secret viewing 
hole is hidden by a wall hanging. 
2. Bath. . 

EuTE GUEST QuARTERS 
Dol Guldur's most important visitors are lodged in the 

elite guest quarters. Each suite is meant to accommodate 
one person and six retainers. Ornately carved mahogany 
furnishings and filigreed bronze appoint the chambers. 

1. Sitting Room. 
2. Servants' or Guards' Quarters. 

3. Servants' or Guards' Bath. 
4. Bed Chamber. 
S.8ath. 

REsIDENCE OF THE GiuMBirRz 

Rustically furnished suites house four of the five 
Grimburz. Each has three servants and three guards, all 
Hildo. Because the Grimbt'irz pursue tasks far from Dol 
Guldur, each is likely to be absent (01 -70) at any time. All 
four of these residences possess the same layout. 

• , , , 

, GJ , 
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I. Entry HaIl. Sturdy oak benches, thick bearskin rugs, 
and bronze plated sconces appoint the hall. Painted 
murals of dark forest scenes adorn the walls. A wooden 
table displays a small marble statuette carved in the 
likeness ofKhamUl. It is a miniature replica of the statue 
of located in Celedhring's gallery (see Section 6.4.4, 
"Celedhring's Residence"). 

The front door is 104ed at most times, and the lock is 
Moderate (0) to pick. -
2. Guards' Quarters. The Grimbt'ir's three guards are 
quartered here. 
3. Servants' Quarters. The Grimbt'ir's ~ee servants are 
housed here. 
4. Dining Room.. 
5. Sitting Room. Oak and pine chairs, benches, and small 
tables appoint the room. Furs pad the seats. Painted 
murals depicting forest glades adorn the walls. 
6. Bed Chamber. 
7. Bath. 

8. Study. 
9. Secret Room. Any valuables possessed by the Grimbt'ir 
are stored in this small room. Its door is Very Hard (-20) 
to find and is locked. The lock is Hard (-10) to pick, but 
the door is not trapped. The door is normally opened by 
turning the key in the lock. Picking the lock will have the 
same effect. 
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THE GRIMBURGOTH'S REsIDENCE 

Daon, the Grimburgoth, is leader of the Grimburz and 
one of the Lords of Dol GuIdur. He holds other impor
tant positions within the KazgUmhoth at different times. 
Duringthe years when Khamt'll is present, the Grimburgoth 
IS narned lmga Urdanuk (second-in-command). While 
the Black Easterling is absent from the fortress, Daon 
assumes of the rank of Gonon-u-KazgUmhoth, governing 
the entire garrison (see Sections 3.2 and 4.0). The 
Grimburgoth's residence is centrally positioned to allow 
orders to be sent to ~y place in the fortress without great 
delay. 

Before T.A. I 639, the residence is occupiedbyGothmog. 
After T.A. 2205, when the Grimburgoth begins his slow 
transformation into a Ring-wight, his halls grow gloomy 
and fall into decay. The undead commander seldom uses 
the dining chamber (#27) or the bedroom (#28). 

Thirty-one Olog-hai comprise the Grimburgoth's per
sonal guard (one serves as Captain of the Guard). Ten 
Uruk messengers relay the commander's orders. Twenty 
Hildo se:l:Vants and one steward tend his home. All of 
rhese underlings live within the residence. 

I. Entry Hall Divans, occasional tables, and chairs carved 
of cherry and upholstered in velvet appoint the hall. The 
furnishings are elegant, but do not match the lavishness of 
Celedhring's halls or the Mouth of Sauron's domicile. 
Individuals awaiting audience with the Grimburgoth re
pose in the entry hall. 

The front doors are guarded by three Olog-hai of the 
Grimburgoth's personal guard. They can be barred from 
within. 
2. Guard Room. Three: Olog-hai stand guard in these: 
rooms. 
3. Storage. 
4. Uruk Barracks. The barracks quarter the ten Uruk 
mt~s~' who serve directly under the Grimburgoth. 
Half of the Orcs are on duty at any given time. 

The chamber is much cleaner than other Uruk bar
racks, due to its close proximity to the Grimburgoth. 
5. Olog Barracks. Each room houses ten of the 
Grimburgoth's personal guard. Half of the Glog-hai are 
on duty at all times. 

The quarters are tidier than other Glog barracks, due to 
their proximity to the Grimburgoth. 

Note that the entrance to the passageway used to spy on 
some of the guest quarters is located here. 
6. Guards' T raiuing Hall 
7. Guards' Mess Hall 

8. Guard.<' Bath. 
9. Hildo Quarters. Each room house-!l,five:Hildo servants. 
10. Hildo Mess Hall 
1 I. Lesser Kitchen. The lesser kitchen provides meals for 
the commander's servants and guards. 
12. Food Storage. 

13. HUdo B.th. 

14. Guard Room.'fhree Glog-hai guard the grand parlor 
(#17) from these adjacent rooms. 
IS. Captain of the Guard's Quarters. ThechiefOlog of 
the Grimburgoth's personal guard lodges here. 
16. Steward's Quarters. The steward supervises the 
servants tending the Grimburgoth and his domicile. 
17. Grand Parlor. The chamber is richly furnished. 

18. Guest Quarters. On rare occasions, the Grimburgoth 
hosts personal guests (usually military leaders from outposts 
in Rhovanion) who are bestowed within his residence. 
19. Training Room. Reserved for the Grimburgoth's 
personal use. 
20. Lesser Dining Room. The lesser dining room is used 
far more often than the greater (#27), because the 
Grimburgoth prefers to take his meals in less grandiose 
surroundings. 
21. Sitting Room. 
22. B.th. 
23. Kitchen. This kitchen is used exclusively for the 
preparation of the Grimburgoth's meals. 

24. Food Storage. 
25. Archery Room. The Grimburgoth is a master archer; 
he practices here. Targets are located at the far end of the 
room away from the door. 
26. Meeting Room. An octagonal marble table and four 
beautifully carved chairs appoint the chamber. The 
Grimburgoth meets here informally with his officers. 
27. Greater Dining Hall Feasts and other gatherings of 
the KazgCimhoth's elite members take place in the greatIT 
dining hall. It is rarely in use. 
28. Bed Chamber. 
29. Office. The Grimburgoth plots how best to enact th~ 
directives of the Necromancer and Khamul in his office. 
A large oak desk, bookshelves, cabinets, and bureaus 
(filled with all the records and plans of the army) appomt 
the room. A large table permits the spreading OUt of maps 
for plotting military tactics. 

A secret door gives access to a secret passage (#30} 
The portal is Extremely Hard (-30) to find. It is locked 
and can be opened with a key kept on the person of the 
Grimburgoth. The lock is Extremely Hard (-30) to pick 
and is trapped. The trap is Sheer Folly (-50) to detect and 
disarm. The trap can, however, be turned off by rotating 
one of the sconces on the wall or by pressing a particular 
stone in the secret passage. Bothofthese controls are Sheer 
Folly (-50) to find. If the lock or door is tampered with 
(from either side) before disarming or turning off the trap, 
an alarm sounds throughout the tesidence and steel bars 
drop from the ceiling, closing off all the exists from the 
room. A small portcullis seals off escape through the 
secret passage. Six Olog guards will arrive in 3-5 rounds 
with standing orders to take any captives alive. Anyone 
caught in this manner is sure to face years of agonizing 
torture and inevitable death. 
30. Secret Passage. The tunnel leads to area a guard room 
(#19 on the Fifth Level layout). See the office (#29 
above) for details concerning the secret door. 
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6.4.6 THE SIXTH LEVEL • 
The Sixth Level afDoI Guldur holds both the Thrall's 

dungeons and the quarters of the Slave-masters. Note-that 
the only access to this level, both from above and below. 
is by the stairs in Morlar. This design makes escape by any 
Thralls highly difficult. 

1. Marlat. See Section 6.4.1, #1. On the Sixth Level the 
corridor surrounding the central shaft is guarded by ten 

common Ore soldiers. These guards are under the authority 
of the Snagagoth, and monitor traffic to and &om Morlat. 
2. Guard R'OOtn. Each of these chambers is guarded by 
eight common Ore Sbldiers, who are responsible for 
keeping the thralls within their dungeons when not at 
work. One of the guards in the guard room nearest the 
prisoner cell block will hold the key to the cells (see #5). 
3, Thralls' Dtmgeon. These large three tiered rooms 
housethe thralls cfDa! Guldur. Notethat no noteworthy 
prisoners are ever kept here. These chambers are pits of 
filth and refuse, and they are almost never cleaned. 
Sickness and decease are quite common among the pris
oners, and even the Orcs try not to enter these rooms 
unnecessarily. 
4. Prisoner Block. This area is patrolled by three guardt 
at twelve-minute intervals night and day. These guards do 
not have keys to the cells. 
S. Cell These small one person cells are where prisoners 
are kept who are no longer important enough to remain 
on the Second Stratum (see Section 6.6.2). That is, any 
infonnation they might possess has brrn gleaned £rom 
them, and no one desires to torture them further. These 
prisoners are sent here for several days while they are 
"conditioned" to become thralls. The conditioning in
volves torturing the individuals into giving up all hope for 
escape and a wearing down of their self-identity. Once 
deemed properly conditioned the prisoners are moved to 
the thrall's dungeons to live out what little life they may 
'have left, toiling away their last bit of strength and serving 
the Necromancer until they die. 

6. Kitchen. This kitchen is where food is prepared for all 
the thralls and the captives in the prisoner block (#4). 
7. Food Storage. 
S. Storage. 
9. Torture Chamber, These rooms are used for the 
conditioning of prisoners to become thralls (see #5), as 
well as places to exact ptmishment on those thralls who 
have disobeyed their Hrizgthrak. 
10. Kitchen. Provides food for the Slave-masters, 
11. Food Storage. 
12. Quarters of the Hrizgthraki. These quarters house 

,dtRle,t0,,6'R Hrizgthraki and vary in cleanliness and 
upkeep depending upon the race of the resident. 
13. ruite Hrizgthrak's Quarters, These quarters each 
belong to a ,single Hrizgthrak. and together these indi
viduals make up the most trusted followers of the 
Snagagoth. Like the lesser Hrizgthrak's quarters these 
rooms vary according to the race of the resident. 

14. Slave-masters' Dining Hill. A large tapestry hangs 
on the northeast wall depicting the Snagagoth standing 
proudly over a horde of awe-struck thralls. 
IS, The Snagagoth's Residence, See below for details. 

THE SNAGAGOTHS REsIDENCE 

This dark and gloomy place, more like a tomb than a 
residence, is the abode of the Andal6nil the Raug (S. 
"Demon"), holder of the position of Snagagoth. 

Andal6nil has ten elite Uruk warriors who make up his 
personal guard. These Orcs also act as the Snagagoth's 
servants. 

I. Entry Hall. This austere chamber stands dark and 
empty save for two black: iron sconces and the torches they 
hold, 
2. Guards' Quarters. 

3. Meeting Room. This room is furnished as though it 
were a minor throne room or audience chamber. Along 
the southeast wall is a small dais, and a large, throne-like 
seat carved from solid black marble and adorned with 
mithral runes sits atop the platfonn. Gold-plated sconces 
and blood red walls complete the setting. Here the 
Snagagoth gives his orders to the Hrizgthraki, and de
clares the punishment for thralls who have performed 
some offense. 
4. Meditation Chamber. This dark and foreboding room 
has a large, rectangular, solid block of enchanted ice 
sitting perpendicular to the southeast wall. The block 
measures 10' x 4' x 4' and serves as the resting place for 
Andal6niL The Ice Spirit needs no sleep, but once every 
day he requires at least three hours of rest and meditation 
and the ice block has the power to quickly restore 
Andal6nil's strength. The other magical effect of the ice 
is to cause the entire chamber to have a temperature well 
below freezing. and the walls are covered in frost and 
sheets of ice. This room is otherwise entirely devoid any 
other furniture or trappings. 

5. Shrine to Morgoth. This worship chamber is by far 
the most lavish room in the residence. Each wall displays 
a tapestry of very high quality, and all illustrate scenes of 
triumph for Morgoth in the First Age. The floor is set 
with ancient runes, which spiral outward from the center 
of the room, and glow with a pale white light while 
Andal6nil is present. A solid mithgHn sconce is fastened 
to the wall in each comer, and the feeling of dark presence 
permeates the room. 

In the center of the chamber is a bizarre sculpture made 
of clear laen and having the appearance of a jagged peak 
of Ice, Many pointed and twisted protrusions project 
outward from the sculpture and the whole thing stretches 
to a height of five feet. As with thl". hrgp irf". hlock in the 
meditation chamber (#4), this sculpture radiates frigid 
cold, making the chamber an icy shrine. 

Here the Snagagoth pays tribute to Morgoth, his one 
time master; he often sacrifices slaves to the Fallen Vala. 
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6.4.7 THE SEVENTH LEVEL 
The Seventh Level, often called the Central Keep, 

:'ouses the largest concentration of soldiers in the entire 
~ltadd. At the army's height over 4,000 Uruk~hai (four 
_-\gar-hoth, including officers) are quartered here, The 
::Jain role of this level is threefold, The first function is to 
€Uard the eight access tunnels to the Web and prevent 
~authorized entry. The second role of the Central Keep 
's to prevent intruders from descending into the five Strata 
=-elow. But the third and perhaps most important role is 
:0 unswervingly guard thl." entrance to the Necromancer's 
:--lalls, which contains the dreaded Throne Room. 

L Mortat. See Section 6.4.1, #1. The stairs continue 
iown to the First Stratum; and they ate the only way in 
1..,d out of that level of the fortress. 
2. The Great Entry Hall. The Great Entry Hall is 
:omprosed of six interconnected halls, each guarded by 
:Itty Uruk-hai. These soldiers stand at attention along the 
-,~ .. a11s at the call of their superiors, who question all who 
~ass through this area. 

In the northernmost section, a staircase winds down to 
:"le Necromancer's Halls and into a guard room stationed 
:;:v Sauron's personal guard. In the southernmost section, 
;. large black iron platform lies level with the floor. 
~tepping onto this platform will cause it to sink slowly 
_~to the floor and continue downward into the Waiting 
:JJamber in the Necromancer's Halls. This platfonn is 
::"e official egress to the Throne Room of the Necroman
:er, and no one is permitted to use this entrance without 
:~ders from Sauron himself. 

3. Gathering Halls. These hexagonal rooms provide 
'?ace for the Uruk warriors to gather and participate in 
.. arious Orcish social activities, including many games of 
::-:ance, contests of strength and heated exchanges of 
:-,.sults and profanity. A few tables and chairs are scattered 
~Ottt, but most of the furniwre lies in pieces across the 
- :.-om. From twenty to one hundred and twenty Uruk-hai 
:-m be found here at any given time. 

From these rooms stairs wind down past the 
'"-.:ecromancer's Halls and the First StraWm all rhe way to 
-:-.~ Second Stratum, where they have their first landing. 
-:-en of the Uruk-hai in these rooms will be guarding the 
,::aIrs. 

4-. Barracks. 
~ _ Armory/Equipment Storage. These areas consist of 
-''-0 rooms each. Thesmallerfrontroom ismanned byfive 
L-:uk soldi" and one Uj~, who is responsible for 
-,~rseeing the distribution of goods. The second larger 
- :-om is either an annory with frll?ugh weaponry and 
-,--:TIor to ~9tle hu:ndted_101dkrs, -or a storage area 
.. ~th various goods such as boots, clothing. ropes, torches, 
.~. traveling rations, etc .. No enchanted or exceptional 
.. ~aponry is kept here. 

~ _ Uj~s' Quarters. Each of these rooms houses 10-11 
_-·jks. All the chambers smell foul and much of the 
~ ..:.miture shows signs of abuse. Debris and refuse is usually 
-: ssed in the corners. 

7. DrartUlu's Quarters. These areas, which each house 
two Uruk DrartUlu, are divided into several smaller 
chambers, including a bedroom for each officer, a sitting 
room, hath and meeting chamber, and are furnished in a 
similar manner to the Kntar's quarters on the First Level 
(see Section 6.4.1, #17). 
8. Kritar's Quarters. These small apartments house the 
Kritar of the four Agar-hoth quartered here. (Note that 
these officers are all Olog-hai; see Section 3.2.) All the 
furniture is carved from solid rock. Few adornments 
decorate these rooms, though some Kritar are fond of 
hanging their slain enemy's weaponry on the walls of their 
abode. Like the Drartfilu's quarters described above, these 
areas are divided into several smaller chambers, much like 
the residences of Dol Guldur's more prominent inhabit
ants. 
9. AfUkaush's Residence. See bdow for details. 

10. War COlUlcil Chamber. This large meeting room is 
where the officers of the Kazgfimhoth receive their orders 
and discuss strategies and tactics. A long and heavy oak 
table carved with runes and other symbols runs along the 
northeast wall, and several elaborately decorated chairs 
face the room from behind the table. The chair at the 
center of the table is larger and more regal than the rest and 
is reserved for the Gonon-u-KazgCimhoth. 

Just behind the central chair is a doorway leading to a 
staircase that ascends up to the Grimburgoth's residence 
and down to the Urdanuk's residences, and eventually 
terminates at KhamUl's residence on the Fourth Stratum. 

The rest of the chamber is filled with wooden benches 
that face the long table, and the only other features of the 
room are the gaudy, golden sconces which line the walls. 

This room is guarded at all times by twenty elite Urnk
hai, and no one is permitted to use the stairs save the 
Gonon, the three Urdanuk. and their personal guards. 
I I. Meeting Rooms. These chambers ate used for smaller 
meetings among the higher ranking officers. 
12, Guard Rooms. These rooms serve as a final check 
point between the Seventh Level and the Web. r en Untk 
soldiers guard these rooms at all times. 

13. Officers' Mess. 

14. Mess Hall. This gigantic chamber is filled with long. 
wooden tables and benches where the soldiers housed on 
this level eat. Though this hall services thousands of Orcs, 
it is surprisingly clean when compared with the barracks 
and other quarters found on this level. By Hildo stan
dards, the Mess Hall remains a fairly vile place, but the 
thralls arc forced to keep the chambet somewhat free of 
accumulated refuse. 

15. Kitchen . 
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16. Assembly Hall. This multi-tiered chamber is used as 
a meeting hall for the soldiers of this level The outer edge 
of the room is the highest portion, and the floor descends 
in stages toward the center of the chamber, where stands 
alarge staging area for officers to address the throng. Over 
half the population of soldiers quartered on this level can 
be held in the Assembly Hall, and the largest and most 
frequent gatherings involve powerful orations which serve 
to strengthen the morale of the Orcs. When these assem
blies are held, the sounds of booming drums and fierce 
chants echo throughout the Seventh Level. 

AFoKAuSH's REsIDENCE 
The two AfUkaushi have direct command over the 

Agar-hoth housed on this and the First Levd. Due to the 
fact that these officers are Trolls, little attention has been 
paid to the furnishings and other adornments of their 
domiciles, and cleanliness is a low priority to the officers 
living here. 

EachAfUkaush's guard is made up often Uruk-hai, and 
his staff of servants consists of five common Orcs. 

Note that this layout can be used for both residences, 
one being the mmor image of the other. 

I.Entry Hall This chamber is devoid offumish
jngs and is used to guard the entrance into the 
residence. Three soldiers are always present, who 
stop any unmvited guests, save those of superior 
rank. 

2. Gathering Hall. This large chamber is used to 
hold less important meetings with the officers 
under the AfUkaush's command. A long granite 
table sits several feet out £rom the wall opposite 
the main entrance, and heavy stone chairs line the 
wall behind the table. Several other pieces of stone 
furniture could once be found here as well, but 
most now lie in pieces scattered throughout the 
room. 

3. Dining HaIL 
4. Training Room. 
5. Bed Chamber. A large pile of furs lies in the 
corner furthest from the door. A huge iron chest, 
which holds the AfUkaush's few personal belong
lOgS, sits In another corner. The room reeks &om 
years of little or no cleaning. 
6. Back Entrance. This small, unadorned foyer is 
guarded by two soldiers. 

7. Kitchen. 
S. Storage. 
9. Servants' Quarters. This room is used to house 
the five common Ore servants of the Afiikaush, 
and reeks from years of neglect by the occupants. 
10. Guards' Quarters. This room is used to house 
the ten Uruk guards of the ARikaush, and is in a 
similar condition to rhe servants' quarters (ft9). 
Half of the guards will be typically be off duty. 
I I. Bathroom. 
12. Servants'/Guards' Mess Hall. 

6.4.8 THE NECROMANCER'S 
HALLS 

This area of the citadel lies just beneath the 
Seventh Level (and well above the First Stratum) 
and houses the Throne Room of the Necroman
cer. In addition, barracks for half of SauIon's 
personal guard are located here. No one enters 
this sub~level without the permission of the Dark 
Lord, save for KhamCiI and the Mouth ofSauron. 
Note that there is no access to the Marlat. 



L Guard Room.,:T went;' Olog-hai, w~ors ofSauron's 
guard, stand watch. The guards have orders to slay any 
~authorized individuals entering the chamber. 

On the southern wall, two secret doors give access to 
the rest of the sub-level. The doors are Sheer Folly (-50) 
to find and are trapped. The traps are Absurd (-70) to 
detect and disann. When spnmg, the traps release five 
?Oisoned darts from the ceiling which will attack (at 10th 
Le-vel) any target standing before the doors. If a -70 RR 
:.5 failed the poison will instantlykill the victim. Both traps 
are deactivated by pressing"a specially triggered stone in 
the north wall. The opening mechanism for these doors is 
activated by pressing on a similar stone in the wall next to 
~ach door. If one of these stones is pressed without first 
.:hsanning or deactivating the traps, the darts will be 
.:hscharged. Note that separate RRs are required for each 
dart which strikes the victim. 
2. Antechambers/Guard Rooms. These rooms are 
~arded by five Olog-hai of Sauron's guard. From this 
;;ide, the secret doors can be easily seen and pulled open 
WIthout danger. 
3. Waiting Chamber. This huge room is where all who 
lwait an audience with the Necromancer must remain 
:.:ntil called upon. (Note that few people other than 
~specially noteworthy prisoners are summoned to go 
:-dore Sauron.) The walls aIe richly adorned with tapes
:Ties and paintings depicting scenes ofhoITor and domi
":ation. The most notable of these is ahugepainting which 
:overs the entire south wall, showing Morgoth and 
:_. ngoliant destroying the Two Trees of V alinor. Beauti
~l hand woven rugs laced with strands of mithril cover 
::1uch of the stone floor, and mithglin sconces illuminate 
~~e fell artistry. No chairs or other comforts are present 
~<;'te; those brought to this room must stand and wait. The 
""hole chamber gives off an aura of evil extravagance. 

In the center of the room are four gold-plated, steel rails 
J.':'ich run from ceiling to floor. These rails hold the 
~ :atfonn as it descends from the Seventh Level (see 
S~c[ion 6.4.7, #2). An eerie tone sounds within this room 
.L ~en someone steps on the platform above. The platform 
:an be lowered from here by pulling on a silver chain 
... ~ich hangs by the rails. 
1k room" g=dOO ~Ologlmi of&wron, gu=i 

4. llitITsl[·k~. Tho:so: barracks tach hou.se flVC ur ~tx u( the 
~':ecromancer'.s guardM,OOtotal). All are Olog-hai. Huge 
'::-,1ne bunks take up mucb room, but these quarters are 
-::':0re spacious and relatively dean when compared to the 
-c"$t of the barracks on other levels. 
5. The 'Ihronc: Room. Perhaps the most dreaded place in 
;....: of Dol Guldur (primarily because few people ever 
:~cend to the Fifth Stratum) is the Throne Room of the 
'" eCIomancer. The chamber is shaped in the likeness of a 
~:.:ge eye, and the walls ate pitch black, reflecting no light. 
Tle ceiling is sharply domed, being forty-five feet high at 
"_- e center and eighteen feet high at the walls. Other than 
-: ~ throne and its surroundings, the room is unadorned. 
~::J light source is present here, save that given off from 
-_- ~ Harne around the throne (see below). 

In the center of the the chamber rests a large disk made 
of blackened durang sitting a few inches above the floor. 
In the middle of the disk is an oblong, crystalline slab of 
immeasurable value. This slab is made from pure red laen 
and measures a full foot thick. The laen glows with a 
sorcerous red luminescence, and wisps of blood-red fire 
flare up &om the surface. 

Rising up from the slab of red laen is a huge column of 
pure black laen. Sitting atop the column, eighteen feet 
above the floor, is the throne of the Necromancer. The 
cylinder of black laen is hollow. and the throne sits on a 
metallic disk made of mithrarian that is suspended at the 
top of the column with powerful enchantments. At a 
thought from Sauron, the disk and throne descend through 
the cylinder and down a long and narrow shaft to the Fifth 
Stratum. When the Dark Lord wishes to enter the Throne 
Room, he seats himselfin the throne on the Fifth Stratum 
and slowly levitates to take his place before his followers 
(see Section 6.6.5). 

The throne is made of galvorn. and it is a huge, high
backed seat that flares outward at the top. While seated on 
the throne, Sauron can mentally control the direction the 
throne fates. The seat emits and amagical aura is given off 
preventing everyone but the Dark Lord from casting 
spells or using magic items while in this chamber. 

Anyone other than the Dark Lord who touches the 
throne will be paralyzed for one day, and thereafter will 
become an unswerving slave ofSauron's (-70 RR vs. 20th 
level spell). Other mental powers available to Sauron 
while seated on the throne include: the ability to read the 
thoughts of all those within the room of 15th level or less 
(no RR); the ability to mentally envision any part of Dol 
Guldur and what activities are taking place therein (not 
including the Web); the ability to mentally call any of the 
Lords of Dol Guldurto the Throne Room(provided they 
are within [he fortress): the ability to teleport any or all of 
[he occupants of the throne room (save Sauron) to the 
dungeons on the Second Stratum (no RR); the ability to 
cause the fires around the throne to rise up creating a wall 
of flame for protection or to give off a huge burst of fire 
that delivers a type "E" Heat Critical to all in the room (~ 
50 RR vs. 15th level spell); and lastly the ability to cause 
anyone questioned by Sauron to be unable to tell a 
fal5ehood. (NoLe rhu rhi~ la:>t power does not prev~nt 
someone from withholding the troth. They simplycannot 
tell a lie.) 
6. Guard Rooms. These rooms are each guarde4 by ten 

Olog-h.U ofSauron's guard. T ypicallyfive of these guards 
are dispatched to bring people in from the Waiting 
Chamber. 

7. Ceremonial Chambers. These smaller rooms leading 
off from the Throne Room are used by the elite of Dol 
Guldur for various rites and small ceremonies. Each is 
lavishly adorned with gold and other finery, and most 
appear to be shrines. 
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6.5 THE WEB 
The Web is vast network of roughly hewn passageways 

that stretch out from the Seventh Level ofDal Guldur; it 
is not considered part of the citadel proper. Here the 
common Orcs, the Wargs, and the Warwolves make their 
lairs, and giant bats, spiders and other dark creatures can 
be found as well. Of all the areas beneath Amon Lane, the 
Web is the most likely place for a party of adventurers to 
enter and escape alive, though anyprofltto be gained from 
such a venture would, most likely, be very limited. 

The passages of this area vary from ten to twenty feet 
wide and from eight to fifteen feet high. All are crudely 
constructed when compared with the rest afOol Guldu[, 
though the floors tend to be well worn from years of use. 
Furthennore, the tunnels in the Web are not illuminated 
by torchlight, and the Orcs which live here are forbidden 
to use any light source outside of their warrens. Only high~ 
ranking officers and other important individuals are 
permitted to carry torches or lanterns when traversing this 
area. Therefore, when Orcs in the Web see someone 
carrying some fonn of light, they know that this indi
vidual is either one of their superiors or an e::lemy. 

The scale of the layout of the Web is much larger than 
that used for the levels, and this area stretches far out 
beneath Amon Lanc. Note that all the tunnels leading 
from the Web into the Seventh Level and all the tunnels 
leading out of the Web to the outposts are guarded by the 
Entry Fortresses described below. 

Note: All the irregular shaped areas shewn on the Llycut rif the 
Web that do not have numbers by them shoulJ be {o'lsirierrd to 
be Ore Warrens (sa #3). 

1. The Seventh LeveL 

2. Enny Fortress. See below for details. 

3. Ore Warrens. These cave-like dwellings have been cut 
from the surrounding rock over the long years of Dol 
GuIdur's existence and many resemble natural caverns, 
though most are not. The Orcs residing here fight for the 
best areas with the largest and strongest tendmg to have 
the best quarters. 

Each of these warrens is a maze of twisting runnels and 
interconnecting rooms, and only the Orcs living within 
them know all the tunnels well. 

Disputes occasionally erupt among the different groups 
inhabiting the Web over territory or other less substantial 
things, and these fights can sometimes involve more than 
one hundred Orcs on each side. Sauron usually sees these 
conflicts as a source of amusement, bur if they ever 
threaten the security of Dol Guldur the leaders of the 
disputes are quickly put to death and replaced. 

Also inhabiting these warrens arethe Wargs and wolves 
of Dol Guldur. The Wargs tend to live m small bands that 
ally themselves with a particular group of Orcs. and lIve 
alongside them. But the wolves (not the W args) arc 
considered by the Orcs to be their possessions, and they 
are corralled and fed much like domesticated animals. 

Each watren has a well to provide the inhabitants with 
water, and access to each well tends to be controlled by the 
local Orc leader. 

4. Temple. This large, crudely carved chamber is used by 
the Orcs of the Web as a place of gathering to worship the 
Necromancer. One common Orc Laugash is in charge of 
the temple and resides within. 

5. Entrance T unnd. Each of these five passageways leads 
to an entrance/exit of Dol GuIdur.' And all of the five 
entrances are guarded by one the outposts in the Nan 
Lane. (See Section 7.0, ''Nan Lane and Emyn Guldur".) 

5a. This tunnel connects with the Smalug (B.S. "Small 
Tower") outpost that lies north of Dol Guldur. The 
passageway runs for I 1/2 miles before reaching the 
circular staircase, which ascends to the tower. 

5b. This tunnel connects with Lughash (B.S. "Tower of 
Fire"), which sits on arocky knoll at the northern entrance 
into Nan Lane. The passageway runs for 9 miles before 
reaching the circular staircase, which ascends to the tower. 

5c. This tunnel connects with the Grotto, a cave system 
which lies along the southern edge of the hills guardingthe 
Necromancer's demesne. Unlike the other entrance/exit 
tunnels, this passage connects directly with the lowest 
level of the Grotto, and no stairs are present at the end. A 
secret door marks the entrance into the caverns. 

This passageway nms for I I miles before reaching the 
Grotto. 

5d. This little-used tunnel leads to the outpost known as 
Lugdfun. Unlike the other entrance/ exit passageways, the 
Entry Fortress guarding this tunnel is left unmanned and 
the stone blocks which close off the corridor are nearly 
always left lowered. Furthermore, the barrier can only be 
raised from the Web side of the blockade (see "Entry 
Fortress" below). This tunnel is kept closed because the 
Necromancer does not wish for most of his minions to 
know where it leads. Keeping this passage restricted 
allows Sauron to have a secret exit from Dol Guldur in 
case of a full-scale invasion of the citadel, and this tunnel 
is almosr never used 

This passageway runs for 18 miles and curves slightly 
northward before reaching the circular staircase which 
ascends to Lugdfun. 

5e. This tunnel connects with the Smalug outpost which 
lies south and east of Dol Guldur. The passageway runs 
for 4 1/2 miles before reaching"the circular staircase, 
which ascends to the tower. 

ENTRY FORTRESS 

In total, thirteen of these smaIl fortresses can be found 
in the W eh. Five guard the entrance tunnels leading to the 
Web from the outposts, and the other eight guard the 
access tunnels leading from the Web into the Seventh 
Level. Each fortress is manned by"<Wenty conunon Or~ 
soldiers and one UrukDrartt1l, who commands thegrou~. 
Ten Orcs will he on guard duty at any given time. 
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The standing orders for these troops is to monitor all 
traffic going into and outofthe Web, stop any suspicious 
individuals and repel any attacks. The ultimate defense for 
these fortresses, used only in the event of a large scale 
assault, is to seal off the tunnel just beyond where the 
fortress sits, and thereby prevent any intrusion deeper into 
the fortress (see area #7 below for details). 

Note: Th: right side if tbis layout should alw.tys be amsidertJ 
to be facing away from the Seventh livt~ rrgardless of which 
Entry Fortress is being representEd, nat is, the mllnellabeled # I 
leads away.from the 5evmthlevt~ and tlx tunnel with the traps 
(#8) nms toward the Seventh lLvei. 

1. T wmel. In the immediate area of the fortress the 
nonnally rough and crooked tunnel becomes straight and 
even, and torches are present on the walls to make enemy 
intrusions more difficult. Directly between the two halves 
of the fortress are two portculli, and in between these is 
large pit trap, which can only be released from the Control 
Room (#7). 

The pit is fifteen feet deep with steel spikes at the 
bottom, and avoiding the plunge for anyone standing on 
the trap doors when they are released requires an Ex
tremely Hard (-30) maneuver. Anyone falling into the pit 
will receive onctype" A" Krush Critical, and2-5 type "e" 
Puncture Criticals. The pit spans the entire width of the 
tunnd. 

Along the walls between the portculli are several arrow 
slits used by the soldiers in the guardrooms (#3) to attack 
any intruders in the tunnel. The arrow slits also allow 
guards in the tunnel to communicate with the Orcs in the 
fortress. 

Nonnally the second portcullis is left lowered andJtwo 
Orcs stand watch in the tunnel behind the grating. 
Anyone entering the area mwt state their purpose to these 
Orcs. If the individuals have proper authorization to pass, 
the Orcs will order the portcullis to be raised, and the 
wayfarers can go on unhindered. 
2. Secret Door. These doors, one on either side of the 
tunnel, are made to look exactly like part of the passage 
wall. The doors are Very Hard (-20) to detect and are 
locked, but not trapped. The locking mechanism is 
automatic, so the doors can never be left unlocked. In 
addition, the locks can only he operated from inside the 
fortress, because no key hole or other device is present in 
the tunnel. Therefore, anyone in the tunnel must be "let 
in" by someone already inside the fortress. 

The only exception to this is the Entry Fortress which 
guards the tunnel between the Web and Lugdfun (see 
Section 6.5, #5d), Because this fortress is normally left 
unguarded, a key hole and opening mechanism have been 
fashioned on the exterior that can be used to open the 
secret doors. There are two keys to this lock. One is held 
by the LieutenantofLugdum and the other by the Gonon. 



3. Guard Room. These rooms are guarded by four Orcs 
who will attack intruders through the arrow slits when 
necessary. Because enemies are extremely rare these Orcs 
will typically be lounging on the benches along the wall 
opposite the arrow slits or amusing themselves in some 
Orash fashion. 

In the event of an attack the off duty Orcs will be called 
quickly into action. Of the ten additional Orcs four will 
stay in each of these rooms (making a total of eight), and 
two will go to the second level of the fortress (see area #9). 
4. Guards' Quarters. Eachof these rooms houses five Ore 
guards. Theserooms tend to be very dirty and full of trash 
and other refuse. 
S.lattine. 
6. Drarttil's Quarters. This small room houses the 
Captain of the fortress. 
7. Control Room. This room contains all the controls 
which operate the defenses of the fortress. 

Along one wall are four large, steel levers. The func-
tiom of these levers are: 

Lever I -lowers first portcullis; 

Lever 2 -lowers second portcullis; 

Lever 3 - releases the pit trap; 
Lever 4 - releases the large stone blocks, which 

seal off the tunnel (see #8). 
In addition to the levers. there are three multi-handled 

cranks, two smaller ones and a single large one. The 
:unctions of these controls are: 

First Small Crank - raises first portcullis; 

Second Small Crank - raises second portcullis; 

Large Crank - resets pit trap. 
Note that no controls are present here which can raise 

the large stone blocks which seal off the tunnel (see #8). 
8. Stone Blocks. The dotted lines shown on the layout 
mdicate the location of massive blocks of solid granite 
that are suspended in the ceiling of the tunnel. In the event 
of a full scale attack, the Drartlil will order the release of 
these huge stones, which will lower into the tunnel and 
:ornpletely seal off any possible entry. 

The only control for resetting the granite blocks is 
located in a small secret room just off the side of the tunnel 
l.pproxirnate1y 100 feet past the blocks. The door to this 
~oom is Hard (-10) to fmd, but is not locked or trapped. 
The secret door can be opened simply by pushing inward. 
:"Jote that this room is not shown on the layout. 

Due to the location of the reset controls, the Orcs who 
:elease the stone blocks will be sealing themselves off from 
:he Seventh Level as well as their foes, so this defense is 
unly used as last resort. 
9. Guard Room. This room is primarily used in defense 
Jf the fortress and remains unmanned most of the time, 
:'ut it is also a convenient way of going from one side of 
:.~e fortress to the other without having to go through the 
secret doors. 

In the middle of the room is asmall basin cut outof the 
floor with several murder holes bored through to the 
tunnel below. On the sides of the basin are four steel 
brackets which hold large kettles filled with oil. In the 
event of an attack the oil is ignited and the kettles are 
dumped into the basin, sending the burning oil down on 
the attackers. 

Several barrels of oil are stored here. 
The murder holes are situated just above the pit trap in 

the tunnel below. 

Note: Tbe basic plan for the Jifenre 0/ the fcrtress is as follows. 
A smallfo1w?f invaders are spotted coming down tbe tunneL Tbe 
Om in the mnnelquukly get let in to tbe ffJ11rtSS and s(}Und the 
alann. W'ber! a su.fJidmt portion oj the attackers an in between 
the p<mculli, the fir-st {JiJrtculJis is Ioweml and most oj tbe 
atUuktrs an mtppeJ inside tbe bars. The Orcs in ana #3 begin 
firing arrow! at the attackm and the pit trap is released. Many 
oj the attsukers JaU victim to tbe pit trap, while others are S/1'"U(k 
with arrows. MLanwhile, burning oil is pcured through the 
criling, killin,g there lift still alive in the pit trap and a'!Y others 

foolish mougb to be laU£ht beneath the murder holes. At this point 
the remaining attacktt-s (}Utside the portcullis willlJqpifully.foe, 
and any suniwrs will be taken captive. 

6.6 THE LOWER HALLS 
The Lower Halls, consisting of the First through Fifth 

Strata, are the most grim and foreboding locales in Dol 
Guldur. Within these tiers are found the breeding pits of 
the Uruk-hai and Olog-hai, the Great Temple, as well as 
the residences of 001 Guldur's most important individu
als. The Fifth Stratum is solely the domain of Sauton. 

Because the largest number of inhabitants of these 
levels are Trolls, the dimensions of the rooms and door
ways in rhe Lower Halls are somewhat larger than in the 
rest of the fortress. Unless otherwise noted the ceilings are 
18' high and the doors are allslighdywider and taller than 
nonna! and are made from thick iron plates. 

6.6.1 THE FIRST STRATUM 
The First Stratum is one of the most important loca

tions within Dol Guldur, for here the three improved 
races ofUruk-hai. Olog-hai and Pertettg were spawned. 
In keeping with this design, the First stratum houses 
nearly all of the females of these three races. 

Morlat provides the only means for entering and 
exiting the level. 

Note: By theytar- TA. 2700 the populations oj Sauron's new 
1"(/(ts aft sufficiently large en(}Ugh .fin' their numbers to support 
themselves witbout the central scum if Dol GulJur. At this time 
the Dark Lcd begins to lessen his use if the Breeding Pits, and 
in time they art lift nearly empty. 

1. M6rlar. See Section 6.4.1, #1. Here the stairs which 
wind down much of the depth of Marl at come to an end, 
and provide the only entrance to this level. Anyone 
wishing to go down from this level must first go back up 
to the Seventh Level and use one of the staircases which 
descend past this level (see Section 6.4.7, #3). 
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The tunnel surrounding Morlat on this level is likely 
(0I~70) to be devoid o:hctivity. Any present will be a 
small patrol ofUruk-hai (OI-SO) or young Olog-hai or 
Perttteg. 
2. Access T unnds. These four tunnels together comprise 
the only ways into and out of the Breeding Pits. Heavy 
iron doors block the ends of all of these passages, and all 
the doors are kept locked, except when food is brought in 
or when young warriors are taken out to join the other 
inhabitants of the citadel. The locks on these doors are all 
Medium (0) to pick and are not trapped. 

Note: ATlas #3, #4 and #5 make up the vast Breeding Pits 
if Dol Guidur. AU the chambrrs and tunnels have been kiwi 
out in II rough, tave-like manner and many if the tunnels Wt!Te 

onu pari of tbe old Dwarven mirus Jnrm the Second Age. Now 
all the chambErS are dens if jilth,jilltd with tffal and stench. 

3. Olog Breeding Pit. 
4. Uruk Breeding Pit. 
S. Pertorog Breeding Pit. 
6. Circular Stairs. Note that these staits do not open on 
this level. 
7. Throne Room Shaft. This shaft leads from the Throne 
Room in the Necromancer's Halls to the Fifth Stratum, 
and does not open on trus level. 

6.6.2 THE SECOND STRATUM 
The Second Stratum can be divided into two distinct 

sections. The first consists of the primary storage rooms 
of the stronghold, as well as the great treasure vaults of 
Dol Guldur. The second area is the main prison of the 
citadel where all prisoners are taken when they are first 
brought into the Hill of Sorcery. 

1. Morlar. See Section 6.4.1, #1. Though the stairs 
within Morlat end at the First Stratum and do not give 
access to the Second Stratum, on the this level the stairs 
begin again and wind down to the ThirdStratum. Thatis, 
Morlat has no stairs between the First and Second Strata. 
2. Guard Room/Circular Stairs. This guard room. 
described identically as the two guard rooms under #3, 
also contains two secret doors. The fust door leads to the 
treasure vaults, while the second door leads to the lair of 
Enna San Sarab. Both doors are Sheer Folly (-50) to fmd. 

The door leading to the treasure vaults is also locked, 
but the keyhole to this lock IS not found on the door itself 
Rather, the keyhole IS located on the southern wall and is 
Extremely Hard( -30) to find. The key to this door is held 
by one of the Kritars housed on the Seventh Level, who 
arrives to unlock the door for the changing of the guard 
once every six hours. The lock is Sheer Folly (-50) to pick, 
and any manipulation of the lock other than with the key 
will setoff the trap. The trap is Absurd (-70) to detect and 
disarm, and when sprung releases gas into the room which 
paralyses everyone present who fails a-50 RR vs. poison 
(10th level). The paralysis lasts for 2-5 days. If the door 
is successfully opened it will swing silently into the tunnel 
from the left. 

The door leadingtothe lairofEnnaSanSarab is neither 
locked, nor trapped, but the opening mechanism is Ex
tremely Hard (-30) to find. The door is opened by 
pressing a particular stone in the northern wall just to the 
left of the entry way and seven feet off the floor. When 
opened the secret door reveals the narrow passage beyond. 
Note that this passage is almost never used, and few 
soldiers even know of its existence. Opening this door 
from the other side is done by simply pulling on the 
handle provided. 
3. Guard Rooms/Circular Stairs. These large, mostly 
empty chambers are guarded by six Uruk-hai at all times. 
No unauthorized individuals are penrutted to pass through 
these rooms. The stairs go both up and down. Note that 
any prisoners attempting to escape via one of these 
staircases would have to either descend to the Third 
Stratum (a truly futile gesture), or ascend to the Seventh 
Level right in the midst of the Central Keep (an almost 
equally hopeless move). Due to this design, escape is 
nearly impossible. 
4. Storage. These large chambers hold the vast food and 
equipment supplies required by the huge population of 
the fortress. Access to these rooms is strictly regulated, 
and nothing can be removed without the proper authori
zation. Thralls often can be found here gathering goods 
to haul to other places in the citadel. 
5. Guard Room. This chamber is stationed by tbl Urnk.
hai, who guard the entrances to the treasure vaults. All the 
doors here are locked and the key to these doors is held by 
the same Krhar that holds the key to the secret door (see 
#3 above); The locks are Sheer Folly (-50) to pick, but are 
not trapped. The doors are only unlocked once every six 
hours for the changing of the guard. In addition to these 
features this room also has six release controls which 
temporarily disann the the traps found in the six ante
chambers (see #6). These controls are all Sheer Folly 
(-50) to find and are all tiny portions of stone that can be 
pressed inward much like a crude button. Pressing these 
spots a second time will reset the trap. Note that the 
guards stationed here do not know the location of these 
controls. 
6. Antechamber. These rooms are the last guard cham
bers before one enters the treasure vaults. Each of these 
rooms is manned by two Olog-hai. 

The doors within these rooms which lead into the 
treasure vaults are made of white eog, which prevents 
anyone not aligned with Sauron from casting spells within 
these chambers. All the doors are locked and are Absurd 
(-70) to pick. All the doors are trapped, and the traps are 
Absurd (-70) to detect and disann. Release controls for 
these traps can be found in area #5. Each of these traps 
releases gas mto the room which causes paralysiS, if a -60 
RR vs. poison (15th level) is failed. Theparalysis lasts for 
2--5 days. 
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7. Treasure Vault. The seven Treasure Vaults of Dol 
Guldur hOU'ie some of the citadel's most valuable posses
sions, as well as a vast quantity of wealth, which the 
Necromancer has accumulated over the centuries of his 
reign in southern Mirkwood. Each of the vaults holds 
thousands of gold and mithriI coins and hundreds of gem 
stones valued between roo to 10,000 gp, as well as 
precious jewelry and other adornments. These treasures 
are all displayed on lavish Iaen pedestals or in mithral 
plated coffers. The sight of these chambers is awe inspir
ing. and only witnessed by the most powerfUl residents of 
001 GuIdur. 

But the Treasure Vaults also contain other items of 
even greater value: 

7a. Here. in the first Treasure Vault, lies a broadsword 
and chain mail once belonging to Cdebrimbor. 
They were first taken from the Elda when he was 
captured by SautOD in the Second Age. The items 
were held in the Dark Tower. After Sauron's 
reemergence in the Third Age, they were recovered 
rrom beneath the ruins of Barad-ddr and brought to 
Dol Guldur to be kept safe trom the hands of the 
enemy. The broadsword, called SUlhelka (Q. ''Icy 
Wind"), is a powerful weapon made of clear laen, 
and the chain mail is forged from ithilnaur. The 
exact powers of these items are described in Section 
6.7. 

7h. This chamber, sometimes called the Vault of 
Kings, holds items more valued for their history 
than fot any powers they contain. Within this room 
are several crowns, scepters, and rods, as well as 
other symbols of authority, taken from the many 
kingdoms and principalities across Middle-earth 
that have been conquered in one form or another by 
the Dark Lord. Sauron now longs to place the 
heirlooms of Arnor and Gondor here, but for now 
they remain out of his grasp. 

7c. This vault contains the once infamous Khazad
baraz, the Dwarf-stone ofTwniln-gabil (see Section 
2.2). The GM should note that this item is cursed 
and will not benefit anyone who manages to retrieve 
ic 

7 d. One of the many Lesser Rings of Power is the 
principle item stored in this vault. Sauton has yet to 
find someone among his followers who is worthy of 
this treasure. (The GM should create the details of 
this item, if it comes into play.) 

7 e. This T reasUte Vault contains an enchanted staff of 
considerable power. Once possessed by a Sinda 
Mage, who was a Lord of the court of Oropher in 
the now abandoned halls of Caras Amarth, this staff 
is named "Krisfuin" (S. "Cleaver of Darkness"), and 
was obtained by the servants of the Neqomancer 

early in his reign in Dol GuIdur. Due to Krisfum's 
E1ven nature, the staff is a bane to the forces of 
Darkness, and no one within the citadel has any 
desire to attempt to utilize this item. The exact 
powers of this staff are described in Section 6.7. 

7£ The principle item stored in this vault is called the 
Feather of the Great Eagle. Made by Radagast the 
Brown as a gift for Thranduil, the enchanted item 
was taken from the E1ven escort who were to deliver 
it to the Halls of the Elven-king. While traversing 
central Mirkwood, the Elves were overcome by a 
large contingent of Orcs nom Dol GuIdur, who 
slew the Elves and took the talisman back to their 
Lord. The exact powers of this item are described in 
Section 6.7. 

7g. The last of the Treasure Vaults contains a ancient 
set of books of tremendous value, called the Tomes 
of the West. or ParmatnUmen in Quenya. Written 
during the Second Age in Ntimenor, these books 
were taken from the doomed isle before its destruc
tion by the Faithful and have somehow managed to 
survive across the centuries. The minions of the 
Dark Lord acquired the Tomes after their first 
conquest of Minas Ithil in SA 3429, and the books 
were brought to Dol GuIdur after Sauron's reemer
gence. The exact powers and contents of the Tomes 
of the West are described in Section 6.7. 

Note: The GM should juljra to add any items to the contents 
of theu vaults that he feels are appropriate. 

S. Guard Room. These chambers serve as the guard 
stations for the prison, and each will have from fourto.six 
Urukguards. Theguards often play games of chance atthe 
small tables in these rooms during their long hours of 
duty. The central guard room also holds the records of all 
the prisoners currently housed here, both who they are 
and what cell they are being held in, as well as the possible 
nature and extent of any torture to be applied. Any more 
important infonnation is kept by the Gonon-u
KazgUmhoth. 
9. Guards' ~s. From five to ten Uruk-ruu are 
housed in each of these rooms. Like the other Ore 
quarters, these rooms are filthy and much of the furniture 
is broken down and abused. 
10. Caran Ca.rach's Lair. Here the dreaded Werewolf, 
Caran Carach, makes his den. He is in charge of overseeing 
the prison and torture of the prisoners, and makes regular 
rounds throughout the prison area. This chamber appears 
much like the lair of some wild beast, with few items one 
would call furniture. Caran Carach sleeps at one end of 
this room on a pile of hides taken &om slain prisoners. 
This bedding is many layers thick and truly hideous to 
behold. 



I I. Torture Chambers. The rooms are filled with many 
different torture devices, and no prisoner is exempt from 
long hours within these chambers. Often times when a 
particularly important prisoner is being tortured, one of 
the Lords of Dol GuIdur will be present to supervise. 
12. Guards' Mess Hall 
13. Kitchen. 
14. Food Storage. 

15. Cells. These small square cells are well maintained, 
giving the prisoners little or no chance of escape without 
outside aid. The locks on the iron doors are Hard (_ 10) 
to pick. The less important captives are held in these 
rooms. Note that typically less than half of these cells are 
in use at anyone time. 

16. Dungeon. These cells are used to hold the more 
important prisoners, such as enemy leaders, powerful 
warriors, etc. Each of these circular chambers has a round 
pit in the center which is covered by a heavy iron grate. 
The grates are hinged at their midpoints and can be swung 
upward to open the pit. The grates are locked, and the 
locks are Verr Hard( -20) to pick. Thepits are fifteen feet 
deep, and the walls are perfectly smooth and unclimbable. 
No light is present in these rooms except when prisoners 
are being put in or taken out. Two thirds of these 
dungeons are in use at any given time. 
17. Dungeon. These dungeons are identical to those 
described in #1 6, except that they are all lined with white 
rog, which prevents all types of spell casting by the 
prisoners. In addition, the locks on the grates are Ex
tremely Hard (-30) to pick. Only the most dangerous of 
prisoners are kept here, and these individuals are always 
thoroughly tortured before being placed in their pit. 
18. Stairs. These circular stairs do not open on this leveL 
19. Throne Room Shatt. This shaft leads from the 
Throne Room in the Necromancer's Halls to the Fifth 
Stratum, and does not open on this level. 

20. The Lair of Enna San Sarah. See below for details. 

THE SPIDER'S LAm. 
The spider's lair is the home of Shelob's descendant, 

Enna San Sarab. It is greatly feared by the lesser inhabit
ants of Dol Guldur. 

Note that no stairs are present in MorIat at this 
elevation. 

I. The Great Web. Half-way between the First and the 
Second Stratum is amonstrous spider web, which fiUs the 
breadth of MorIat. Spun over the long centuries of Dol 
Guldur's history, the Great Web, as the Orcs call it, has 
grown to be many feet thick and impossibly strong. 

.... _-------------, 

Just above the Great Web in the wall of the shaft is a 
large opening. which leads to a down-sloping passage and 
on to the spider's lair. 

The web's primary purpose is to capture prey for Enna 
SanSarah. Infact, the principle means of execution in Dol 
GuIdur is to throw the offender over the side ofMorIat 
where he will plununet into the Great Web and become 
food for the giant arachnid. Furthermore, because the 
staircase which winds its way down Morlat has no railing. 
many is the time when a weary Thrall or cardess Orc 
stumbles over the side to join the rest of the spider's prey. 

To break free of the web's binding requires a strength 
maneuver which is Extremely Hard (-30), and each 
successive attempt will be further penalized by (-10). If 
the victim manages to break free, the only escape possible 
is through the spider's lair, a feat which few could hope to 
accomplish. 

The secondary purpose of the Great Web is to seal off 
the lowest levds of the fortress. Anyone attempting to 
reach the lower levels by descending Morlat via levitation 
or flying will have to find a way past this nasty trap. 
2. The Lair of Enna San Sarab. A horrible, darkened 
chamber is the homeofEnnaSan Sarab. After binding her 
victims in thick webbing, the giant spider drags the bodies 
down into her web-filled den to devour them at her 
leisure. The annor and weaponry of many of the spider's 
past victims remains bound in the spider's web. 

Leading into this octagonal chamber is a narrow and 
steeply sloped (45 degrees) passage which has several 
thick strands of webbing running down its length from 
the Great Web all the way into the lair of the giant spider. 
These strands serve two purposes. First, they provide the 
means by which Enna San Sarah climbs up to the Great 
Web, and, secondly, they act as tension cords which 
vibrate when something lands in the huge snare. In this 
way Enna San Sarah always knows when she has caught 
another victim, and she can reach the Great Web in ten 
rounds. If these strands are somehow cut, the great spider 
can still ascend the passage, but the trip will take twice the 
nonnal amount of time (twenty rounds). 

Besides the opening leading to the Great Web, this 
chamber also has another exit, though this door is almost 
never used, and EnnaSan Sarab has all but forgotten about 
it. The portal is asecretdoor and is Very Hard(-20) find, 
but is neither locked nor trapped. The door can be opened 
by pushing finnly against its surface. 

The passage beyond the door slopes steeply (35 de
grees) downward from the lair and smells stale with 
disuse. (For information about the termination of this 
passage see #2 above.) 

III 
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6.6.3 THE THIRD STRATUM 
The Third Stratum contains four distinct sectJons. All 

vitally important quarters, they comprise: (I) the Great 
Temple, (2) the chambers of the Conclave, (3) the 
chambers of three UrdanUkl, and (4) the residence of the 
Mouth of SaUIon. Common soldiers rarely descend be
yond this Stratum. 

1. The Morlat. See Section 6.4.1, # I. Here, the heat 
rising from below becomes noticeble. Nearly all the 
people making use of the stairs in the Modat exit the 
central shaft at this level. All hut the most important of 
Dol GuIdur's inhabitants and their servants are barred 
from descending any fUrther into the depths of the 
fortress. 
2. The Hall of Fallen Heros. This huge gathering hall 
marks the entrance to the Great Temple, and serves as a 
tribute to mighty heroes who have fallen in the cause of 
"justice" (by Dol Guldur's standards). 

The floors are black marble, and the walls give off an 
eerie, reddish luminescence, which serves as this chamber's 
only light source. The ceiling is forty feet high, and the 
entire room is immaculate. 

Adorning this hall are many huge statues depicting 
~egendru:r individuals. Some are actually large sculptures 
tllustratmg scenes of renowned infamy. Several statues 
portray individuals about which the Free Peoples know 
almost nothing. Other sculptures are easily recognizable 
to any viewer. The subjects of these latter statues include 
Morgoth and Ungoliant destroying the Two Trees in 
Valinor, Morgoth on his throne wearing his Iron Crown, 
Glaurnng after the destruction ofN argothrond, Gothmog 
standing over the slam body of Han or, a huge depiction 
of Ancalagon the Black, seven Dwarven warriors slaying 
Thingol, andStorlaga( one of the first Orcs ever spawned). 
Standing before the central entrance of the Great Temple 
is a tall. black statue of Ar-PharazOn, the "Great Betrayer 
of the Edain." Any partirularly knowledgeable viewer 
may notice the strange absence of any depiction ofSauron 
(who is, of course, supposedly "fallen" at this t:me). 

A huge, enchanted gong stands in the center of the 
room. When sounded, this gongsends deep-toned signals 
echoing throughout the Pive Strata-all the way to the 
Seventh Level. The gong summons the hordes to the 
Great Temple. It strikes fear in the hearts of all who hear 
it. 

This chamber IS usually unoccupied. Anyone encoun
tered here is typically passing through on his way to some 
other part of the fortress. Before and after ceremomes and 
other gatherings, however, the hall is crowded with Orcs, 
Trolls, and Men. They slowly file into or out of the Great 
Temple, passing a large, ceremonial guard of Uruk-hai 
(who form two lines along the walls). 
3. The Great Temple. This large chamber is u.sed as both 
a place to worship the Necromancer and a gathering hall 
for the Kazgfunhoth.lt is akin to the other temples of Dol 
Guldur found on Levels One, Two and Three. Here, the 

Fhalaugash presides over all religious ceremonies. The 
UrdanUki or the Gonon preside over the military assem
blies, making this chamber the central place of authority 
for many of the les'ser inhabitants of Dol Guldur. 

The Great Temple is a truly huge room. Three long 
aisles run down its length. Two massive colonnades fill 
the center of the outer aisles. The columns are made from 
polished, black marble. Each is inlaid with blood-red 
Fenen and swirls of ithildin, which has been specially 
forged to shine btightly during the ceremonies held here. 
The floor, like the columns, is made of polished, black 
marble, and the long pews are carved from huge blocks of 
speckled grey granite. Mithril sconces hang on the col
umns and walls, and two lavishly adorned braziers burn 
hotly at rhe base of the dais at far end of the room. 

The ceiling arches a full one hundred feet above the 
floor, and an unbelievably huge mural covers the surface 
in between the colonnades. It illustrates in horrid detail 
the Battle of Unnumbered Tears. Along each side wall is 
a frieze with relief srulptures of Balrogs and other de
monic bdngs. 

Two large paintings framed in solid gold hang from the 
walls in between the entrances. The first painting depicts 
a scene of Hurin seated in a chait of stone in the high 
reaches of Thangorodrim. The ancient Adan Lord is 
magically bound by the power ofMorgoth and displays 
a visage of unmasked horror. Beneath this painting is a 
mithril plaque engraved with a Black Speech inscription 
that, translates as: "Sit now there, and look upon the lands when 
lVii and despair shall come upon thoSE whom you have deliverEd to TIIf. 

For you have darrd to mock me, and have questioned the power ~ 
Mt!J:.or, Master ~ the fatES ~ Arda.!! (See UT, p. 68.) 

The second painting portrays the death ofT min, as he 
lay impaled on the then-broken Gurthang. Beneath the 
second painting, as with the first, is a mithril plaque 
engraved with the words: "A Turin T urambar turun ambartanen" 
(,TUrin, the Master~Doom by doommastertd'). (See Silp. 223.) 

The floor of the Great Temple slants slightly down
ward as one nears the dais, giving those assembled a clearer 
view of the platfonn. The dais itself is raised five feet 
above the temple floor. A huge red eye is engraved on its 
surface. Projecting from the center of the eye is a circular 
altar made of solid black.laen and framed with a mithril 
border along the top. The front of the altar is adorned 
with a crystalline symbol of a large black. spider on a 
blood-red field (the symbol of the Necromancer). The 
altar gleams in the flickering light of the nearby braziers. 

On the wall behind the dais, standing nearly thirty f~et 
tall, is huge relief srulpture of a once glorious tree now 
dead and rotted. Above the tree appear to be seven shining 
stars. A close examination will reveal that these are silver
plated dragon skulls. They glare down on the throng. The 
inhabitants of Dol Guldur know this sculpture symbol
izes the downfall of Gondor. 



Besides the three main entry ways into the temple, two 
5lde entrances are the only other means of entering or 
;~aving this chamber. These two doorways are reserved for 
the exclusi-ve use qilfht: Laugashi and officers who preside 
,)'ver the gatherings. Each portal is always guarded by two 
010g~hai. who strictly monitor all use of these entrances. 
-When not in we, the Great Temple is guarded by ten 
Olog~hai. 

Ceremonies performed in this temple are without 
.:;uestion the most gruesome and evil rituals found any~ 
-" .. here in Midd1e~earth. Every liturgical gathering must 
=,~in and end with death, and most ceremonies involve a 
~ong litany in Black Speech of the Necromancer's great 
Kcomplishments, and the foretelling of what will come. 
~ .. fanyother hideous and immoral acts makeup these rites, 
but those details need not be described here. 

The Necromancer himself appears before his minions 
)n rare occasions. 

Note: Though the symbol rif the Red Eye is a prominmtjeature 
oj the Creat Temple, no riferrnce to it is ever made during 
rrligitm.> ceremonies, which all jocus on the prmninelUe oj the 
Necromancer, and never mention Sauron by name or otherwise. 
&cause this symbol was used by Sauron in the Second Age, it is 
depicted in only a jew locatiom throughout the jortrtss. Those 
places include the Creat Temple, the Throne Room, and Khamal's 
Worship Room. Few if any oj the inhabitants oj Dol GulJur 
realize the implications rif this symboL 

4. Guard Rooms/Circular Stairs. Eight soldiers stand 
-... ·arch in each of the three unadorned chambers. The stairs 
.:1 the two rooms adjoining the Laugashl's area and the 
___ -rdanuk' s area only provide access to the levels above. 
--:he stairs in the room near the Mouth of Sauron's 
~esidencegoup as well as down. They afford access to the 
:::ourthStratum below. Eight Uruk~hai occupy the guard 
~oom closest to the Conclave's quarters. Eight Olog~hai 
nand watch in the guard room closest to the Urdanuk's 
:p:tarters.~Eight men occupy the guard room near the 
-'1outh of SaUtOU's rC$idence. 
5. Quarters of the Smalaugasht These eight rooms house 
:he Smalaugashi, or Acolytes, of the Conclave. Each room 
:,ouses three to frve Smalaugashi. All the chambers are 
o:mply furnished and generally bare of any adornments. 
The Conclave is made up of all the races within [he 
:'ortress, and these quarters tend to be segregated accord
_:lgly. Tho_se rooms occupied by Orcs are somewhat 
dirtier than the rest. 

to. Gathering Hall This spacious, wedge-shaped lounge 
5 used by the Conclave as a place of socializing and 
~!creation. The chamber is nicely furnished with comfort~ 
.bIe divans and over~stuffed chairs, as well as finely~ 

:-rafted wooden benches and tables. Normally, from five 
to,) fifteell,~ .. f the Conclave gather here in quiet 
:onversation. The Orcs of the Conclave tend to dislike 
;pending time here. They prefer to socialize on other 
:~Ye1s or in their quarters. 

7. Dining Hall This chamber is rich1y~furnished with 
two long oak tables and chairs, silver sconces, and a huge 
crystal chandelier. 
8. Kitchen. Food of all sorts is prepared here. Much of it 
is smoked or salt~cured meat. The triangular room at the 
rear of the kitchen is used to smoke and store food. 
9. Library.Here, over the long centuries, the Conclave has 
collected many tomes and scrolls. Other written mate~ 
rial-including maps, floor plans, and even weather 
charts-is also stored in this well-stocked repository. 

The library is filled with many rows of shelves and 
drawers, which are to house this substantial collection. 
The expert1y~crafted oaken shelving reaches the twenty
foot ceiling, and several folding wooden ladders are 
present to access the upper shelves. The Laugashl study 
the accumulated writings in the small cubicles situated at 
the rear of the chamber. 

While many of the works were written by servants of 
Sauron, by far the largest portion of material was stolen 
from the Free Peoples and broughr here by the agents of 
the Dark Lord. The majority of the stolen works come 
from Arnor and Gondor. Any information, however 
remote, concerning Isildur or One Ring is prized. 

This collection includes (among other subjects): histo
ries of all types; journals both personal and official; 
detailed maps of nearly every region of Midd1e~earth; 
floor plans of many prominent structures; spell books; 
recipes for poisons, potions and other enchantments; 
records of past intelligence on the Necromancer' s en~ 
emies; biographies; geographical information; records 
and studies of flora and fauna; and many accounts of past 
military campaigns. 

Dering the day from eight to ten Laugashi or 
Smalaugashi will be present here, though half will be shut 
away in the cubicles. 

10. Workroom. This room is furnished with many long 
tables and cushioned wooden chairs. Cabinets line one 
wall. They contain an ample supply of writing materials. 
Here, the Laugashilabor over new works to add to their 
collection. One to five Laugashl will be present at any 
given time. 
I I. Laboratory. The room is equipped with all the 
furniture and materials necessary to manufacture most 
typesof potions, poisons, and other concoctions of an evil 
nature. Two to eight Laugashi: labor here, producing 
poter.t mixtures for use by the servants of the Necroman
cer. 
12. COlUlCil Chamber. This rectangular, formally~fur~ 
nished chamber is used by the Conclave to hold meetings 
of their Order. The Fhalaugash always presides over the 
group. 

A long table nms along the north walL Several large 
wooden chairs adorned with runes and symbols sit behind 
the table and face the rest of the chamber. Many long 
cushioned benches, all facing the main table, fill most of 
the remaining spact. 
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In the northeast corner of the room is a door to the 
access tunnel leading to the Great Temple. Only the 
Fhalaugash, or those working directly for him, are pennit
ted to use this passage. 
13. Bath. 

14. Quarters of the Laugashi These finely furnished 
chambers,~ house four Laugashl. Like the quarters of 
the Smala;gashl, these are segregated according to race. 
15. Fhalaugash's Residence. See below fot details. 
16. The Mouth's Residence. See below for details. 
17. Messengers' Barracks. The fifteen Uruk messengers 
of the Urdoinilki uc-quarteredhere. While slightly cleaner 
than typical Ore quarters, these barracks are filthy. 
18. Guards' Barracks. These chambers each house five 
01og~hai, who serve as the personal guards of the three 
Urdoinilkl. Huge stone bunks dominate the poorly-kept 
rooms. 

19. Servants' Quarters. These rooms each house six 
Secondborn or Orcservants, who directly serve the three 
Urdoinfikl. 

20. J-Wl. This hall is often used as an infonnal gathering 
place for the guards and servants of the three Urdoin~. 
Much of the time it remains unused. T raffle here IS 

typicallyvery heavy, with messengers hurrying off to orher 
parts of the fortress, servants tending to their duties, and 
guards filing through on their way to and from their posts. 
2 I. Bathroom. 
22. Kitchen. 

23. Imga Urdanuk's Residence. See below for details. 
24.l\.1ak Urdanuk's Residence. See below for details. 
25. Kim Urdanuk's Residence. See below for details. 
26. Dining HalL This seldom-used chamber is a richly
furnished, formal dining room employed by the UrdiinUki 
for large feasts with their underlings. 
27. Urdinukr sTraining Hall. 

28. Council Chamber. This chamber is used for large 
meetings of the all the officers of the Kazgfunhoth. 
General strategies and specific directives are given out here 
by the leaders of the anny. Often, these meetings are 
presided over by Khamftl or the Grimburgoth. 

The stairs in this room lead up to the Grimburgoth's 
residence with the only landing in between being on the 
Seventh Level. ,The stairs also go down to Khamul's 
residence, but absolutely no one is permitted to descend 
without the specific ord .. r.< of the NOlZgUJ, Two Olog-hai 
ofKhMnCtl's personal guard are stationed here to prevent 
any intrusions. 

29. Throne Room Shaft. This shaft leads from the 
Throne Room in the Necromancer's Halls ro the Fifth 
Stratum. and does not open on this level. 

FHALAUGASH'S REsrnENCE 

This area of the stronghold serves as the home of the 
Fhalaugash of the Conclave. The Fhalaugash possesses a 
personal guard of ten (Hildo or Uruk) elite warriors, as 
well as ten servants (Hilda or Ore), 

Note: &cause tbe holkr if tbis position changes many timtS 
throughout the bistory if Dol Guldur, tbe detai/..; oj tbis residence 
will bt slightly altered at different times. Tbe description beTew 
should be modified if the Fhalaugasb is an Urnk <Jr OTego 

I. Entry HalL This room is richly furnished. It is adorned 
with hand-carved, rushioned benches, plush divans, a few 
overstu:fed chairs, and several rugs nom Far Harad. The 
guards III area #2 monitor the traffic in this room. 
2. Guard Rooms. Two guards are stationed in each of 
these rooms at all times. 

3, Sitting Room. This chamber is furnished in much the 
same mannelas area #I. . 
4. Dining Room. A long, finely-crafted, oak table domi
nates the center of this chamber, Chairs surround the 
table. A large, wooden hutch of matching design fills most 
of the south wall. The Fhalaugash occasionally has some 
of the Laugashl join him for the evening meal, 
5, Kitchen. 

6. Food Storage. 

7, Foyer. This hallway is guarded by one warrior. 
8. Bed Chamber, This room is furnished in the same 
manner as the rest of the residence, and is one of the more 
regal bedrooms in the fortress. 
9. Bathroom. 
10, Secret Room. Any valuables possessed by the 
Fhalaugash are kept in this small room. The door to thiS 
room is Extremely Hard (-30) to find and is locked and 
trapped. The lock IS Very Hard (-20) to pick, and the trap 
IS Extremely Hard (-30) to find and to disann, The trap 
discharges if the lock is mampulated (i.e" by picking or 
spell casring) without the use of the key o~ without first 
disarming the trap. If sprung, the trap emits a powerful 
(10th Level) sleeping gas that puts the victims to sleep for 
one to two days (unless they make a successful-40RR). 
The door is nonnally opened by turning the key in the 
lock, which will not activate the trap. 

I I. Shrine, This chamber is the private worship room of 
the Fhalaugash, Ir is ornately decorated with golden 
sconces and a black marble altar. The symbol on the wall 
behind the altar is a large black ~pidel' UIl a red field. 
12. Office/Study, Here, the Fhalaugash plots how best 
to enact the directives of the Necromancer and the Mouth 
of Sauron. A large oak desk faces the fronr door. Book
shelves, cabinets, and drawers-fdled with all the records 
and plans of the Conclave-line the walls. 

13. Meeting Room. This chamber is furnished with an 
octagonal marble table and four beautifully carved chairs, 
The Fhalaugash uses this room for less important meet
ings with his underlings. 
14, Storage. 
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15. Guest Room. On rare occasions, the Fhalaugashhosts 
personal guests (usually religious leaders from outposts 
and other places in Rhovanion), who will be allowed to 
make use of these bed chambers. 
16. Guards' Quarters. Each of these rooms houses1f1veof 
the Fhalaugash's personal guard. 
17. Savants' Quarters. Each of these rooms houses five 
of the Fhalaugash's servants. 
IS. Bathroom. 

IMGA URDANuK's REsIDENCE 
This are; is the residence of the individual who holds 

the rank ofImga Urdanuk in the Kazgfunhoth. 

Note: Because this rank is sometimes held by an Olog, the 
rondltions and furnishings oj thm quartm will vary in quab'ly 
and cleanliness. When this position is held lry a Hilk, !best: 
quarters art richly adorned and well-kept. 

The Urdanuk's guard is comprised of ttn Olog sol
diers, an additional Olog who serves as the Captain of the 
Guard, and five Uruk messengers. His staff of servants 
consists of ten common Orcs. These followers are housed 
in areas #17-19 of the Third Stratum. 

Note: Ibis residmu is?ftm uninhabited during theyearswhen 
Khamui is present in n..l Guldur and the Gn'mburgotb bold; the 
rank of Imga Urdanuk. This situation is dut to the faa that the 
Gn'mburgotb mnains in bis residence on the Fiftb leveL During 
the )lars when KhamM is absmtfrom the jortress, bowever, the 
Grimhurgotb assumes the role of Conon and another rffiar is 
promoted to the rank of Imga Urdanuk. At thesr times Ibis 
r!sidmce is occupied by the /atter individual. 5ee Sec/ron 2,0 for 
details of when Kbamal is presmt in Dol Guldur. 

L Entry Corridor. This short hallway marks the entrance 
into the residence. It is sealed off by large double doors 
made ofhlackened iron. This area is guarded hy oneOlog 
soldier, who acts as the door warden. Arrow slits are 
present in hoth of the side walls of the hallway. 

2. Entry Hall This diamond-shaped hall is sparsely 
furnisht>d ~nd st't'.~ ht'~vytr;.ff,<: hy m<'ss<'ngers and guards. 
Whenever the UrdfulUk is sleeping, this arca is watcbed hy 
guards in area #5. 

In addition to thctwo corridors and thc four doors, this 
chamber also features two secret doors. They are only 
known to the Urdanuk. One of thcse doors opens onto a 
hallway that leads to the Bed Chamber of the Urdanuk, 
and the other door gives access to a passage leading to the 
Urdanuk's office. Both of these doors are Extremely Hard 
(-30)to find and are trapped but not locked. Thetraps are 
Extremely Hard (-30) to derect and disarm, and will be 
discharged if the doors ate forced in any way. The traps 
each release a bolt oflightning directly in front of the door 
which strikes (at 15th Level) whoever is nearest the 
aperture, delivering a type "0" Electricity Critical (no 
RR). Each of the doors are opened by turning one of the 
sconces of the walls of this room. 

3. Guard Rooms.q"wo Olog guards stand watch here 
during the hours when the Urdanuk is awake and traffic 
through the residence is heavy. (If necessary, they assist the 
Olog in area #1.) At other times these rooms will be 
empty. 
4. Storage. 
5. Guard Room. Three Olog-hai monitor traffic through 
the area (as well as #2) while the Urdanukis sleeping. At 
other times the chamber will be empty. 
6. Captain of the Guard's Quarters. 

7. Kitchen. 
8. Pantry. 
9. Foyer. :One Olog soldier- stands guard in this room 
whenever the Urdanuk is present in his bed chamber. 
10. Bed Chamber. The fUrnishings in this room vary 
according to the race of the inhabitant. 

In the southwest corner of this chamber is asecret door 
which leads to a corridor that serves as a secondary exit for 
the Urdanuk in case of an attack. This door is Extremely 
Hard (-30) to find and is locked, but not trapped. The 
lock is Very Hard (-20) to pick. The door opens by itself 
when the lock is turned. 
I I. Bathroom. 
12. Secret Storeroom. Any valuable items belonging to 
the Urdanuk are kept in this chamber. The door to this 
room is Extremely Hard (-30) to detect, but is neither 
locked nor trapped. The door can be opened simply by 
pushing inward. 
13. Meeting Chamber. This richly-adorned chamber is 
llsed by the Urdanuk for meetings with his subordinates. 
A large tapestry ofKhamul standing before the hordes of 
the KazgCtmhoth hangs on wall opposite the double 
doors. 

14. Dining Ha1L 
15. Sitting Room, 
16. Foyer. While the Urdanuk is present in the office, one 
Olog soldier will be standing guard in this room. 
17. OfHce. 11115 chamber feature:; a :;ecret door, which i5 
identical to one found in area #10. 
18. Secret Storeroom. This room is the same as area #12. 

19.1nterrogation Room. Here, the Urdanuk puts par
ticularly noteworthy prisoners through long hours of 
torturous questioning. 
20. Guest Quarters. Although these rooms see little use, 
visitors are occasionally quartered here. These individuals 
are invariably trusted servants of the Necromancer. 

MAl;: URDANuK'S REsIDENCE 

This residence serves as the quarters of the Mak 
Urdanuk. He commands the Mak Ur-hoth, which con
sists of all the Utuk-hai of the Kazglimhoth. Due to the 
fact that this rank is usually held by an Olog. little 
attention is paid to the furnishings and other adornments 
of this area. Cleanliness is a low priority to the officer 
living here. 



The Urdanuk'sguard is composed often Ologsoldiers, 
an additional Olog who serves as the Captain of the 
Guard, and five Uruk messengers. His staff of servants 
consists of ten common Orcs. These followers are housed 
ill areas #17-19 of the Third Stratum. 

Note: I1Jis layout sboulJ be used for both the Mak Urdanuk's 
residence (#24) and theKim Urdam&'sresidence (#25), the 
!dltff being the mirror image of the former. TIe onry change to the 
i'iformation above is tbat the Kim Urdanuk commands the aU 
the common Orcs housed in the Web. The Kim Urdanuk is also 
typicaUyan Olog. 

I. Entry Hall. This chamber marks the entrance into the 
residence. It is sealed offby large double doors made of 
blackened iron. The entrance is guarded by one Olog 
soldier, who acts as the door warden. Three Olog-hai also 
stand guard nearby (in area #2). 
2. Guard Room. See area #1 above. 
3. Captain of the Guard's Quarters. 
4. Kitchen. 
5. Pantry. 
6. Bed Chamber. 
7. Bathroom. 
8. Foyer. ()ne Olog soldier always patrols this room. 

9. Office. This chamber is rarely used by the Olog living 
here. It features a secret door, which leads to a corridor 
that serves as a secondary exit for the Urdanuk. The door 
IS Very Hard (-20) to find and is locked but not trapped. 
The lock is Very Hard (-20) to pick. 
10. Secret Storeroom. Any valuable items belonging to 
the Urdhiuk are kept in this chamber. The door to the 
room is Hard (-10) to detect, but is neither locked nor 
trapped. The door can be opened simply by pushing 
illward. 

I I. Dining Room. 
12. Sitting Room. 
13. Storage. 
14. Guest Quarters. Distinguished vistors are quartered 
here on rare occasions. 
15. Meeting Chamber. This lavishly adorned chamber is 
used by the Urdanuk for meetings with his subordinates. 

I 6.SmallMeetingRootr. This small room is used by the 
Urdanuk formore private meetings with one or two of his 
underlings. 

THE MOUTH OF SAURONS REsrnENCE 

Undoubtedly the most regally adorned drt'd iIi all of 
Dol Guldur-save the Throne Room of the Necroman
cer-these quarters serve as the residence for the Mouth 
ofSauron. He is known throughout the stronghold as the 
6mauk-u-Burlaugash (B.S. "Voice of the Necroman
cer"). Here, the age-old, BlackNumenoreanSorcererputs 
forth his Master's will, and fulfills his duties as the 
Khaun61or-u-ThrCing Burlauga. 

The Mouth of Sauron commands a personal guard 
consisting often Olog-hai and forty elite Hilda warriors. 
His staff of servants includes thirtynon-combatant Hildor. 
He will always have eight of his Olog-hai guard and at 
least five servants with him anywhere within the residence 
(except in his office or bed chamber). This group accom
panies him throughout the citadel. 

Note: The main entrance to this rtJidence is designed much like 
a smaU keep. The twofold purpose of this bastion is to both protect 
the cccupants and intimidate guestx. 

I. Entry Corridor. The arched, double doors at the front 
end of this hallway are made of oak. They are encased in 
mithril plating and adorned with inlays of diamonds and 
rubies. The doors stand twelve feet high and each is six feet 
wide. They arch toward the center of the portal. These 
doors can be sealed with a heavy Adarcer bar. 

At the opposite end of this corridor is a portcullis, 
which can be used as a further defense for the residence 
(though at most times it remains raised). Controls for this 
portcullis can be found in both sides of area #3. 

The corridor itself is lined with arrow slits along both 
walls. It is lit by torches mounted in golden sconces at five 
foot intervals. A plush, blood red rug nms the length of 
the hallway. 

Two Olog-hai are always present here to act as door 
wardens, and Hildo guardS are nearby in area #3. 
2. Chamber of Beasts. This large chamber has been made 
into a museum of sorts. It contains stuffed and mounted 
members of nearly every intelligent species found through
out Middle-earth. Hildor of all races, Orcs, Trails, Uruk
haj, Olog-hai, Elves of all types save Vanyar, Pertereg, 
Ents, Dwarves, Great Eagles, Giants, Huorns, Wargs, 
Fell-spiders, and even a small specimen of Fire-drake are 
present in this eerie hall. The torchlight here is kept to a 
minimum, and shadows darken the frozen visages that 
stare through the gloom. A strange aura of evil pervades 
this chamber.Few are those who can remain here for long 
without feeling uneasy. 

On the wall opposite the portrullis is a set of double 
doors. They match those at the entrance to this residence. 

3. Fighting Corridors. These hallways are each guarded 
byfive Hildo warriors, who help to watch the entrance to 
this residence. Controls for the ponrullis in area #1 are 
present here. 
4. Training Rooms. These rooms are used by the Mouth 
ofSauron's personal gll:lrd. 
5. Storage. 
6. The Great Hall. This magnificent hall is decorated in 
the style of ancient Numenor. It would not have looked 
out of place within the halls of Armenelos-save for a few 
telltale signs of evil, and the fact that no sunlight ever 
brightens this place. The room is filled with beautiful 
furniture, which is arrayed in small groupings around the 
room. Paintings and tapestries line the walls. Mithril 
candelabra are perched elegantly on the walls, and small 
statuary and other sculptures adorn mahogany end tables. 
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In the center of the chamber lies a shallow pool sunken 
into the floor. In the midst of this basin stands a gleaming 
silver fountain, fashioned in the likeness of what seems at 
first to be an Elven maiden. A closer examination of the 
Elda reveals her demonic visage and horrible stare. 

The double doors leading to area #2 are described 
under that entry. The doors opposite them lead into area 
#22, and are identical the first doors. The side doors to 
this chamber are large oak portals decorated with red 
painted runes. They are used by the guards and servants. 

The Great Hall is used for socializing. as well as for 
awaiting ari audience with the Mouth of Sauran. 
7. Olog Barracks. This room houses the tcn Olog-hai of 
the Mouth ofSauron's personal guard. It is furnished like 
other Olog barracks throughout the fortress. 
8, Bathroom. 

Note: Areas #9 through # l2 make up the quarters if 5aka~ 
tbe Assassin if tbe Ml)1Ith if .Muron. Set Section 5.0 "Prop/z if 
Note"Jor details. All the rooms are furnisbed in much the same 
manner as tlit Kdlar's Quarters fouwl on the First Level. 

9. Sitting Room. 

10. Dining Room. 

I I. Bedroom. 

12. Bathroom. 

13. Guards' Quarters. Each of these rooms house ten 
Hilda warriors of the Mouth's personal guard. 
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14. Bathroom. 
15. Guest Quarters. These richly adorned chambers, like 
much of the rest of the residence, are furnished and 
decorated in the style of ancient Numenor. The front 
rooms serve as living areas, while the back rooms are bed 
chambers. 

Occasionally, important individuals will come to Dol 
Guldur as special guests of the Mouth of Sauton. These 
most trusted minions often receive the privilege of staying 
in these fine rooms. 

16. Guests' Bath. 

17. Mess Hall 
18. Kitchen. This kitchen is used to prepare food for the 
servants and guards. 

19. Food Storage. 
20. Servants' Bathroom. 

21. Servants' Quarters. Each of these rooms.'house ten 
Hilda servants (30 total) who perform all the domestic 
duties necessary within the residence. 

22. The Mouth of Sauron's Audience Chamber. This 
grand chamber is decorated in the same manner as area 
#6, except that few pieces of furniture are present, and 
absolutdy no expense has been spared on the adornments. 
The ceiling arches forty feet above the marble floor, and 
the room itself is over ISO feet in length. The grandiose 
extravagance of this hall is breathtaking to those unfamil
iar with its splendor. 
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Running down each side wall is a large colonnade of 
expertly carved marble. A long carpet woven with inter
mittent strands of mithril and gold runs down the center 
of the chamber. Just inside each column is an ornately 
crafted brazier, .inlaid with sparkling gems. 

At the far end of the room, is a semi-circular dais raised 
several feet off the floor. In the middle of the platfonn sits 
a large throne-like chair made of pure obsidian. A gold
fringed banner hangs on thewall behind the chair. It bears 
a huge symbol of a black spider on a red field. 

The three sets of double doors are all identical. Their 
description can be found under area #1. Another portal, 
a secret door, lies hidden behind the banner in back of the 
dais. This door is employed by the Mouth of Sauron in 
case of an emergency. It is Extremely Hard (-30) to find, 
but is neither locked nor trapped. The door can be opened 
simply by pushing inwar~. It should be noted that this 
doo~ cannot be opened from area #23. 

When this chamber is in use, the Mouth of Sauron is 
seated on thethr~;me and an Olog guard stands at attention 
in front of eadtof the eight columns. In addition, at least 
fdi:een of the Mouth of Sauron's Hildo guards and ten 
servants will be present; From one to five Laugashi (and 
even the Fhalaugash himself) are often in attendance. If 
present, the Laugashi will stand to each side of the Mouth 
of Sauron along the bottom step of the dais. 
23. Grand Dining Hall As with areas #6 and #22, this 
hall is decorated in the grand style of ancient Numenor. 
Along both of the curved walls are marble columns 
adorned with mithril candelabra. The floors are covered 
with exquisite carpets made by expert Black Numenorean 
.:raftsmen in Umbar. The ceiling arches thirty feet over
head, displaying a mural of the mountain ofMeneltarma 
crumbling into the Sea. An enonnous chandelier hangs in 
(he center of the room. It is made of diamonds and rubies 
clasped together with shining bands of mithril. The 
enchanted chandelier holds no candles. Instead, it is 
fueled by natural gas and emits its own radiant beams of 
white and red light. 

Several long and beautifully carved tables adorn this 
hall. Each is curved to match the shape of the room. The 
largest stands at the head of the chamber facing the rest. 

This glorious room is often used as no more than a 
thoroughfare to other parts of the residence. On rare 
occasions, though, the Mouth of Sauron conducts grand 
feasts here. These celebrations honor the Necromancer, 
and all the important inhabitants of Dol Guldur attend 
: save Sauron himself and Khamill). 
24. Salon. This room is furnished and decorated in the 
same manner as area #6, except no fountain is in this 
chamber. Before and after feasts, the guests will gather and 
socialize in this luxurious hall. 

25. Kitchen. This kitchen is used exclusively to prepare 
the meals for the Mouth ofSauron and any of his guests. 
26 .. Food Storage. 
27. Meeting Chamber. Here, the Mouth ofSauron holds 
meetings with the members of the Conclave and the Slave
masters. The furnishings and decor are similar to the rest 
of the residence. 

28. Laboratory. This large chamber serves as the work
room and laboratory for the Mouth ofSauron's sorcerous. 
practices. Furnishings and supplies to create most po
tions, elixir's, scrolls and other things of a magical nature 
are present in this room. Both doors leading to this 
chamber are kept locked. The locks are Sheer Folly (-50) 
to pick and the only key is held by the Mouth ofSauron. 
The inner door is also trapped, and the trap is Sheer Folly 
(-50) to detect and disann. If sprung, the trap sounds an 
alarm throughout the residence. It also releases two 
portculli from the ceiling. which lock into the floor 
enclosing the victim. A powerful gas (20th Level) is then 
released in the passage which paralyzes the victim for I to 
2 days if a -50RR is failed. If the RR is successful the 
victim will be su,wed (movement 1/2) for 2 to 5 hours. 
Several guards will arrive on the scene within three rounds. 
29. Private Salon. This room is furnished and decorated 
like area #6. It serves as the Mouth of S:turon's sitting 

room. 
30. Scribe's Office. This room serves as the office and 
quarters of the Mouth of Sauron's personal scribe. Piti
fully furnished when compared with the rest of the 
residence, the chamber sees long hours of toil by the 
scribe. 

31. Dining Hall. Far more modest than the Grand Dining 
Hall (though still richly decorated), this room is used by 
the Mouth of Sauron for taking most of his meals. 

32. The Mouth of Sauron's Office. A large mallorn
wood desk dominates this chamber. It is ornately carved, 
sporting runes and other evil symbols. A plush velvet 
upholstered chair sits behind the desk. Shelves and cabi
nets line the walls. The Mouth of Sauron rarely sees 
anyone here, and the door is always kept locked. The lock 
is Extremely Hard (-30) to pick. 
33. Foyer. This semi-circular room is guarded by five 
Hildo warriors of the Mouth ofSauron's personal guard. 
34. Bed Chamber. Lying at the apex of this chamber is a 
huge canopied bed, carved with exquisite designs and 
covered in silk linen. Two mahogany nightstands rest on 
either side of the bed. A large wardrobe sits to one side. 
Standing along the straight wall on the opposite side from 
the bathroom door is a large mirror in a mithril-plated 
frame. 

Next to the bathroom door is a secret door. It is Sheer 
Folly( -50) to locate, and is locked. The lock is Extremely 
Hard (-30) to pick. and the door cannot be unlocked 
from the other side by any means. No magic will operate 
on the door or locking mechanism due to the door's core 
being made from white eog. An alarm will sound if 
someone attempts to force the door open. 
35. Bathroom. 

36. Secret Passage. This secret passage leads to the 
residence of the Fhalaugash. Only the Fhalaugash and the 
Mouth ofSauron make use of the long, curving hallway. 
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6.6.4 THE FOlJR.TH STRATUM 
The Fourth Stratum of Dol Guldur. like the Third 

Stratum, contains four distinct sections. AU function ~ 
important areas of the fortress. These areas include: (1) 
the guest quarters ofche Nine NazgUl, (2) the quarters for 
the second half of the Necromancer's guard, (3) theforges 
ofSauron, and (4) the residence ofKhamill. Admittance 
to this level is strictly forbidden to any save Dol Guldur's 
most prominent inhabitants and their vassals. 

1. The Modat. See Section 6.4.1, # 1. Here, at last, the 
stairs that, wind their way down the M8r1at come to an 
end. The heat from the Fifth Stratum is great in this 
location and wafts by in strong updrafts. At the bottom 
of the staircase is a large semi-circular landing that 
projects out oYer the chasm and has no railing. This 
platfonn marks the entry way to the Fifth Strattnn, but 
few of Dol Guldur's population know howto accomplish 
this feat. 

Anyone standing here cannot help feel an overwhelm
ingly dominant presence, which emanates from far below. 

Entrance to the Fifth Stratum is restricted to the 
Mouth of Sauron and Khamul. In order to negotiate an 
entry, one must stand at the outer edge of the landing and 
look down into the steaming depths below. Then, con
templating on one's faith in Sauron (not the Necroman
cer), one must take a bold step off the platform and into 
the pit. As one begins plummeting toward death, your 
foot lands on a seemingly solid surface and one can walk 
out over rhe chasm. Then, standing in the center of the 
Marlat with nothing but emptiness all around, one must 
state this phrase in perfect Black Speech, "The lord if lhe 
Rings is King if Millie-earth and Mast" of myjate. "Witn these 
words, the speaker will begin a slow descent down into 
bowels of the ancient volcano. 

Note that anyone attempting to descend to the Fifth 
Stratum in this manner must know the ttue identity of the 
Necromancer and have faith in the Dark Lord. Anyone who 
follows this procedure but does not have faith in Sauron will 
certainly fall to his death. No enemy ofSauron can enter his 
domain by this route, unless taken there by one of his servants 
(e.g., the Mouth of Sauron or KhamUl might lead a prized 
prisoner to the Fifth Stratum). 

This location is monitored by the Olog-hai in area #2; 
any unauthorized intruders will be instantly seized. 

Note: !f an individual attempts to tlescend into the Fiftb 
Stratum Iry magical means, such as levitation, the spell or other 
powtrwillbe cancelled upon enteringtbat level. SeE Section 6.6.5 
"ThE Fiftb Stratum. JJ 

2. Foyer. This austere area is one of three entrances into 
the Fourth Stratum. It is guarded by fifty Olog-hai of the 
Necromancer's personal guard. The primary duty of these 
warriors is not to protect this level. but to guard against 
intrusion into the Fifth Stratum. When Sauron is in the 
Fifth Stratum, Ologlil, the Captain of the Necromancer's 
Guard, is 80% likely to be present here. 

3. Gathering Hall. This area 1.5 used by the Olog-hai of 
the Necromancer's guard as a gathering hall, during the 
times when they are not on duty. Fights and brawls are 
cornmon, and much of the furniture in this large.l;:hamber 
lies in pieces. Fromten to thirty Olog-hatwill be present 
at any given time. 

4. Guard Room/Circular Stairs. Four Olog-hIli guard 
this room at all times. They monitor the use of the stairs 
and access to this level. TheonIy individual who uses this 
staircase regularly is the Mouth of Sauron, whose resi
dence lies one landing above. 

S. Barracks. These chambers each house seven or eight 
Olog-hai of the Necromancer's Guard. Huge stone bunks 
fill most of the rooms, and the cleanliness is only slightly 
better than in the Urukbarracks in other places within the 
fortress. 

6. Ologill's Quarters. These three rooms make up the 
quarters of Ologtil, the Captain of the Necromancer's 
Guard. Because OlogCtl is an undead being, free from the 
needs of the living, all the chambers here have few pieces 
offumiture and little or no adornments. This residence is 
discreetly shaped in the likeness of the Red Eye. 

The central room is empty and austere, and an aura of 
great evil permeates the air. The two portals leading into 
the other rooms have no doors and are merely arched 
openings in the walls. 

The eastern room is used as a rest and meditation 
chamber by Ologlil. A large granite slab sits at the apex of 
the room. Iron hooks are attached to the walls where 
Ologtil hangs his weaponry when resting. 

The western room serves as a small shrine to Sauron. 
The Necromancer's symbol is engraved in each side wall 
and a black iron brazier burns in centet of the chamber. 

7. Training Hall. Here, both the Necromancer's guards 
and KharnUl's guards sharpen their skills. A great rivalry 
between the two groups has slowly grown over years, and 
is displayed through I;:ontests of strength and occasional 
duels betweet1jtwc OiGg-hai. These duels are always to the 
death. 

Note: This w!xJ1e area of the Fourth Stratum, including areas 
#8 and #9, was once the midence rf the Witch-king. When be 
departtd in TA. lJOO this area was rnnaJe into its present 
,"rig'" 

8. NazgUl's Guest Quarters. These extravagantly deco
rated chambers are used by the NazgCtl during their rare 
visits to Dol GuJdur. Each is furnished in the style of the 
Ringwraith's original homeland. and all are of a quality to 
match or surpass the quarters of a King from those lands. 
These rooms see little use and are only cleaned before a 
Ringwraith is due to arrive. The rest of the time these 
chambers stand dark and dusty, and the air is stale. They 
always invoke a feeling of unmistakable evil. 

Note: Alt~ the layout depicts these artas as consisting oj one 
room, eacb residence is actually made up of ma'!)' djfferent 
chambers. 
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9. The Witch-Icing's Guest Quarters. These chambers 
are decorated in a very similar fashion to the residence oJ 
the Mouth ofSauron. Like the other guest quarters of the 
Nazgtll, these rooms see little use. 

10. The Great Council Chamber. This large and fore
boding chamber is used only once every century for the 
Black Gathering, when the Nine Nazgtll all come to Dol 
Guldur to meet with their Master and receive instructions 
for their up coming conquests (see Section 2.5). 

Once here, the Nazgfrl gather in this hall for nine days 
and nights, caking council withSauron, as well as receiving 
instructions for the next century. No one save these ten 
individuals ever takes part in these truly evil events, and 
the exact nature of what occurs here remains a mystery to 
everyone else, save the Mouth of Sauron. 

The curving corridor which leads to this chamber is 
wide and spacious. Relief sculptures have been carved into 
the walls all along the hallway. They depict in sequential 
order the many conquests of the Nine NazgUl, as well as 
Sauron's exploits in the Second Age. N, the last one 
hundred feet of tunnel is traversed a dreadful, booming 
vOIce recites the Vetse of the Rings III Black Speech. 
1 I. Guard Room. This area is guarded by five Olog-hai 
of the Necromancer's guard, who prevent all but Samon 
from going beyond this point. 

---- -----------

12. Sauron's Forge. This chamber contains the finest of 
enchanted fotgingtools and equipment, including amagi
cal forge heated by pressurized steam rising from the Fifth 
Stratum. Here, the Dark Lord occasionally fashions 
weapons and other items for his own use, or to be given 
to the Necromancer's most prized minions. The weap
onry of Ologiil is one example ofSauton's creations (see 
Section 5.0, "People of Note"). 

Note that when in use this chamber is far too hot for 
nonnal people to survive. 
13. Sauron's Cold Forge. Similar to Sauton's Forge, this 
chamber also contains a set of enchanted forging tools and 
other equipment ofunsurpassable quality. The forge here 
is cooled by burning helvorn-wood, taken from the high 
vales of the Misty Mountains. 
14. Guard Room. This large room is guarded by four 
Olog-hai guards ofKhamUl's personal guard. Theymoni
tor all the traffic through this area. 
15. Captain ofKhanull's Guard's Quarters. These quar
ters are crudely furnished with stone furniture, but are 
usually kept much cleaner that the nearby barracks. This 
position is always held by an elite Olog. having the same 
rank as a Kritar. 
16. Kitchen. This kitchen is used to prepare the food for 

both the Nrctomancer's guard as well as 
Khamo.l's guard. The room south of the 
kitchen is used for food storage. 

". 

17. Mess Hall. Like the kitchen, this cham
bu is used by both the Necromancer's guard 
and Kharno.J's guard, and sees almost con
~tant usc. 

18. Barracks. These twelve barracks consist 
of three different types. 

Seven of these chambers each house seven 
or eight Olog-hai of KhamUl's guard (100 
total). Huge stone bunks fill most of the 
rather filthy rooms. 

Three of these chambers each house ten 
elite Uruk soldiers of Khamo.l's guard (30 
total), and the cleanliness here is the same as 
Uruk barracks elsewhere in the fortress. The 
remaining two barracks each }louse ten elite 
Hildo soldiers ofKhamt1\'s guard. 
19. KhamUl's Residence. See below. 
20. Throne Room Shaft. This shaft leads 
fromthe Throne Room in the Necromancer's 
Halls torhe Fifth Stratum, and does not open 
on this level. 

ICHAMOL'S REsIDENCE 

This dark and foreboding area of the cita
del is second onlyin its evil nature to the Fifth 
Stratum itself. Here lies the residence of 
Khamo.l, the Keeper of Dol Guldut and the 
Gonon~u-Kazgt1mhoth. No one is allowed 
access to this residence without leave from 
the NazgUl. 



------ --- -------------------------

Compared with many of the other regal residences 
found in Dol Guldur, this area seems gloomy and lifeless. 
Its. air is thi~ ~ith ~ppressive horror and dread. Many 
pnsonets arnve In thiS place as stalwart warriors, only to 
depart a5 terrified and broken shells of their former selves. 

Note: When Khamul is absent from Dol GulJur this area 
remains guarded, but no one besides the guards thtmselws rver 
enters tbis pLue. 

I. Khamiil's Audience Chamber. This massive room is 
nearly free of adornments.1)te only immediately notice
able furnishings are the dais and a throne-like, black iron 
chair which sits atop the platform. Lying to either side of 
the chair are two mithril braziers. They burn with an 
enchanted blood red blaze, and provide the room with its 
only source ofIight. When standing in the center of this 
~uge and .austere chamber, the walls and the 40' ceiling 
seem lost In the darkness. Only the Nazglil, glaring down 
~om the dais, can be dearly ~ .... n, These surroundings 
:lave the despairing affect of making those present feel 
small and insignificant. 

In the entry way to this hall stands a set of huge metal 
doors made of white eog and encased in blackened durang. 
:\ heavy beam of adarcer is used to bar the doors from 
w~thin. The presence of the white eog makes casting spells 
wrthm fifty feet of the door impossible. Note that this 
lffect does not encompass the dais, but it does affect those 
standing in the center of the room. 

Heavy iron doors lead out of the room into area #2. 
They are always kept locked. The only keys to these doors 
~re held by KhamUl and the Captain of his guard. The 
.odes are Sheer Folly (-50) to pick, but the doors are not 
::apped. 

In addition to these portals, asecret door lies at the rear 
of the dais for use in times of emergency. The door is 
_-\bsurd (-70) to locate from either side, but is not trapped. 
?owerful enchantments seal the door which can only be 
:eleased by KhamUl himself, so this door is essentially 
'~dess to anyone but the Black Easterling. 

This chamber isaguoirded by ten Olog-hai and ten 
lhuk-hai, all part ofKhamfrl's personal guard. 
2. The Dark Forest. Of all the dark places within Dol 
Juldur, this massive chamber is perhaps the most inexpli
:.lble and mysterious. Like his mentor Sauron-who 
::eeds the races ofOlog-hai and Uruk-hai-KhamUl has 
~gaged himself in an evil breeding scheme ofh is own over 
-:."-:e long centuries. Though not to compare with the Dark 
:"ord's accomplishments, Khamfrl's twisted creations SITve 
:.::. make a suitable dwelling for the black Ranger. 

Over the years, Khamul has taken young Huoms from 
::-.e surrounding forest and brought them into his abode. 
::-:,mg his powers of sorcery, he has produced a vaneey of 
:, .... ck Huom that survives on moonlight or enchanted 
..;._~:"t. These new Huorns have pitch black leaves and dark 
py bark, and all are unswervingly loyal to the Second of 
-:-~ :--Jine. 

In order to accommodate the Black Huorns, this 
chamber features an earthen floor into which the evil trees 
can sink their roots. An eerie green light dimly radiates 
from the ceiling far over head, giving life to the strange 
creatures, and wisps of enchanted, foggy mist hang in the 
air and dampen the ground. 

The Black Huorns typically stand motionless and 
appear as ( almost) nonnal trees. If an intruder enters this 
chamber, however, the evil trees will slowly change their 
placement and encircle the unwanted guest in a deadly 
trap. (Black Huoms should be treated as regular Huoms 
for purposes of combat.) 

The BlackHuoms also provide the Ringwraith with an 
ideal setting for practicing his arts of forest warfare. 
Because Khamul does not often leave the confines of the 
fortress, the Black Forest serves to help sharpen his skills 
during his absences from Mirkwood. 

3. Worship Room. This chamber serves as KhamUl's 
personal room of worship. It is dedicated to the Lord of 
the Rings. The floor of the chamber is made to appear like 
a giant red eye, and a huge sacrificial brazier rages in the 
center. The walls and ceiling are all covered in mithrillea[, 
which flashes and flickers from the light of the fire, but no 
other adornments are present. Exactly what occurs within 
this unholy room, and exactly how Khamul pays tribute to 
Sauton, remains entirely unknown. 

The doors leading into this chamber are identical to the 
double doors described in area #1. 
4. Guard Room/Circular Stairs. This room is guarded 
by four Olog-hai ofKhamUl's personal guard. No one is 
pennitted to pass through this room without direct orders 
from Khamul. 

The door found here is locked, and the nearby guards 
lack any key. The lock is Absurd (-70) to pick, and the 
door is trapped. The trap can be deactivated by pressing 
a particular stone in the south wall, but is otherwise 
Absurd (-70) to detect and disarm. If the door is tampered 
with Lll any way without disarming or deactivating the 
trap, an dectrical charge will blast forth ftom the door, 
affecting everyone in the room. Each victim will receive a 

~two type "E" Electricity Criticals, with no chance to 
defend against this attack. 

5. Entry Hall. This large oval-shaped chamber is free of 
adornments. Both sets of doors stand fifteen feet high and 
are made of black durang. The doors have no locks, but 
both sets can be barred from within. 

Fiv:e Olog-hai are stationed here at all times. 

6. Meetin~ Chamber. This large chamber has a long, 
curved oak table and plush, velvet upholstered chairs. 
Mithril sconces line the walls and a golden brazier bums 
in the center of the room. 

This chamber is occasionally used for meetings of the 
highest ranking officers of the KazgCimhoth, though only 
at particularly critical times. 
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7. Gallery of Slain Enemies. This CUIVed chamber is 
decorated with many items taken from the fallen foes of 
KhamCil. Weapons and annor, jewelry and other adorn
ments, as well as notable items of clothing hang on the 
walls and sit in glass displays. 

No powerfully enchanted items are kept here, though 
some of the things do possess magical properties. 
8. Gallery of Living Enemies. Similar to the Gallery of 
Slain Enemies, this room is decorated with portraits or 
other symbols of individuals that the Nazglil sees as his 
most hated foes. 

9. Guard Rooms. Each of these rooms is guarded by four 
elite Hildo warriors of Khamtil's personal guard. The 
doors to these rooms are usually kept open. 

10, Office. This room is used by Khamul for producing 
any written orders to be sent to other parts of the fortress 
or to the outposts in southern MirkwoQd. A black iron 
desk and chair are the room's only furnishings. 

A secret door is present on the southern wall which is 
Absurd (-70) to find, but is not trapped or locked. The 
door opens simply by pushing it, but can only be opened 
from this side. 

11. Gallery of Morgoth. This curved room is adorned 
with (non-magical) relics from the First Age when Mor
goth ruled much of Middle-earth. A small shrine to the 
fallen Vala can be found here as well, though Khamul, in 
truth, has no loyalty to anyone save SauTon. 
12. Gallery of the Womaw.Similarto the other Galleries, 
this room displays items and artifacts from Womawas 
Drus, Khamw's original homeland. The Ringwraith uses 
this chamber to remind himself ofhow he longs to rerum 
and conquer his fonner kingdom. 
13. Meditation Chamber. This dark room is used by 
Khamul for the brief periods of rest that he requires. A 
large black marble slab, adorned with evil runes serves as 
the Ringwraith's resting place. 

A secret door lies in the southern wall that is identical 
to the- one found in area #10. 

6.6.5 THE FIFTH STRATUM 
The Fifth Stratum serves as the heart of Dol Guldur. It 

is the true core of the Shadow that haunts southern 
Mirkwood. This vast and infernal chamber is the sale 
domain of Sauron. No one enters without his leave. 

The entire level (not including areas #3 and #7) is 
actually one huge, domed cavern. Dominated by a deep, 
bubbling spring that covers most of the chamber's floor, 
it is filled with noxious steam. Hot, sulfurous spray 
periodically spews from the roiling geysers that punctuate 
the mete's multi-colored surface. Boiling acids glow here 
and there providing this level with its only source oflight. 
Though Amon Lane has long been dormant, the Necro
mancer has reawakened the bowels of the neIghboring 
Underdeeps. The tremendous heat generated by 6e sul
fur springs is unbearable to a normal person. Any magic, 
save Sauron's own, will fail to function here. 

The ceiling of this vast cavern is fully 300' above the 
rurbulent spring and gradually slants down to join the 
walls about 100' feet above the steaming surface. 

The areas on the sides of this cavern are steep and 
jagged, being separated by deep channels of bubbling 
mud. In addition, many huge and ancient stalagmites 
protrude from the infernal lake creating small, rocky 
islands amidst the blistering pool. Joining these various 
locations are several arched causeways that span the 
sulfur-laden waters. The contour lines shown on the 
layout mark twenty feet of elevation gain. 

Though this vast chamber has been altered somewhat 
by the Dark Lord, it was once part of a larger natural 
cavern that in ancient times was filled with molten rock 
which periodically erupted from Amon Lane. 

Here, Sauron bides his time and awaits the fiuition of 
his age-long plans. 

See Section 6.6.4, #1 for details on how to enterthis levd. 

1. The Islet of Doom. This steep and rocky protrusion 
sits directly under the center of the Marlat and is the place 
to which those individuals entering this Stratum descend. 

Note that anyone coming here via the nonnal means 
will be initially protected from the great heat by magical 
shidding. This shielding will last only as long as the Dark 
Lord wishes. In addition, Sauron will always know when 
someone has entered his private domain in this mannet. 

This islet appears to possess no means of exit, but, in 
truth, two invisible stone bridges, identical to the others, 
connect (his island to the rest of the level. 

When Khamw or the Mouth ofSauron are summoned 
here, they always remain on this islet, and no one but 
Sauron has ever seen all of the cavern. 

When Sauton is fmished with his servants, he simply 
dismisses them, and they rise back the way they came. 
2. Throne of Meditation. Perched high on the side of the 
cavern is a huge throne of black granite in which Sauron 
spends many long hours contemplating his evil designs. 
When seated in this throne, the Dark Lord's voice can be 
heard throughout the cavern, and from here he speaks 
with his prized servants, standing on the Islet of Doom. 

Another power of the throne enables Sauron to sum
mon any ofhis minions within Dol Guldur to come to this 
chamber. Furthermore, anyone touching the throne (ex
cepting Sauron) will die instantly unless a -70RR is made. 
If the roll is made, then the victim is stunned for one hour 
and his memory is completely erased. 

Opening to one side of the throne is secret door which 
leadstotheRoomofthe Rings (#3). This door is Absurd 
(-70)to find, and is trapped. The door is nonnallyopened 
by pressing a button on the left armrest of the throne. The 
trap on the door is Absurd (-70) to find and disarm, and 
if the door is forced in anyway, the trap will be set off. The 
trap is purely magical and causes a huge spout of pressur
ized steam to shoot forth from the lake and blast the 
victim. The noxious steam delivers three type "E" Heat 
Criticals with no chance for resistance. Note thatthe blast 
will not damage the door or surrounding rock in any way. 



3. The Room of the Rings. After Sauron lost the One 
Ring at the end of the Second Age, he took the Nine Rings 
from the NazgUl upon returning to Middle-earth. Here, 
hidden away deep beneath Dol Guldur, the Dark Lord 
keeps these prized talismans, as well as those of the Seven 
[hat he has managed to regain. 

The secret door leading to this room is described in the 
previous area. 

Behind the secret door is a curving tunnel which leads 
to the chamber. At the end of the passage is a large door 
made of galvorn, which is always locked. Sauron himself 
holds the only key. The lock is Absurd (-70) to pick, and 
the door is trapped. Anyone bur the Dark Lord who 
:-ouches the door will die instantly unless a -70RR IS 
made. Those making the roll will be stunned for one hour 
and all their stars will be reduced to twenty. 

Behind the galvom door is a nonagonal (nine-sided) 
chamber. Carved into the floor of this room is a nine pointed 
star inlaid with mithriL At each point of the star lies a small 
circular stand made of black lam, and on top of every stand 
lS a golden receptacle which holds one of the Nine Rings. 

In the center of the chamber is a small, seven-sided 
platform also made of black. laen. And sitting atop this 
platform is a triangulat stand made of red laen. Along the 
edges of the top of the seven-sided platform are seven 
golden teceptacles, each made to hold one of the Seven 
Rings. And on top of the triangular stand are three mithril 
receptacles made for each of the Three Biven Rings. 

Four of the Seven Dwarven Rings have been recovered 
by Sauron. though the receptacles of the Three remain 
forever empty. 
4. Sauron's Laboratory. This area of the Fifth Stratum, 
hidden by a rocky ridge. has been leveled and furnished 
with Iron tabl~s, caldrons, glassware and other equipment 
used 1D Sauron's alchemical practices and sorcerous con
juring. All the items found here have been specially 
enchanted to resist the tremendous heat of this cavern, and 
many rare and valuable substances and materials are kept 
in this area. 
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5. Throne Room Entry Hall This area lies directly 
beneath the Throne Room in the Necromancer's Halls 
and marks the bottom of the shaft that runs from the 
throne base to this level (see Section 6.4.8). When the 
throne descends, it passes through a opening in the ceiling 
and floats down to acircular. raised platform found on the 
floor in this area. During the times when Sauron is on the 
Fifth Stratum, the throne will be here. 

Notc that when the throne is on this level many strong. 
metal grates made of adarcer close off the shaft from 
possible iptrusion. When the throne is raised, the grates 
automatically open. 

Lying just beyond the raised platform is a secret door 
which leads to the Dark Lord's hidden exit from the 
fortress. This tunnel winds south deep beneath theground 
of southern Mirkwood. Near the border of the forest lies 
the hidden exit from this passage; existence of this tunnel 
is known only to Sauton. 

The door itself is Absurd (-70) to find and is locked, 
but not trapped. The lock is Absurd (-70) to pick, and 
Sauron holds the only key. The only way to open the door 
IS by turning the locking mechanism. 

6. Secret Door. This secret door is identical to the secret 
door described in area #2. 

7. Sauron's Treasure Vault. This octagonal chamber 
holds the most prized treasures of the Dark Lord, save the 
Rings the Power, themselves. The GM should feel free to 
create the items housed in this chamber, if ever the need 
should arise. 

8. Temple ofMelkor. This area of the Fifth Stratum is 
dedicated to Sauron's mentor and master, Morgoth. 
Although the Dark Lord envisions himself as the preemi
nent figure in Endor, he continues to pay tribute to the 
fallen Vala. He still draws on Melkor's ancient teachings. 

This area, which is partially hidden behind a rocky 
protrusion topped by irregular pillars, has been leveled 
and all the rock faces have been smoothed and blackened. 
Though otherwise entirely devoid of trappings, in the 
center of this dark arena stands a pitch black altar made of 
pure gaIvorn. Upon the Dark Lord's command, an en
chanted blaze leaps from altar and consumes anything in 
its midst. 

Unbeknownst to anyone save Sauron, Melkor's Altar 
conceals a long shaft that descends many hundreds offeet 
to the Under-deeps beneath Amon Lane. The smooth, 
obsidian-lined shaft requires countless Absurb (-70) 
maneuvers to negotiate. It terminates in a round chamber 
on the "Black Road" of the Under-deeps, far within the 
bowels of Endor. Since the lid to the Melkor's Altar is 
fUsed with a melted galvom bead, however, no one need 
worry about exploring this unnatural domain. 

The unimaginable rites and ceremonies that are per
formed in the Temple of Melkor remain entirely un
known to all save Sauron. 

6.7 ITEMS OF POWER 
All of the following items can be found in the treasure 

vaults dOoI Guldur on the Second Stratum of the citadel 
(see Section 6.6.3, # 7). 

CElEIIRIMBOR'S BROADSWORD 

Stilhelka (Q. "Icy Wind") was once the swotd of 
Celebrimbor and was forged by the famous Elven Smith 
himself. This +45 Holy broadsword r!f Cold is made of 
dear laen with an edge ofEog, and is highly intelligent as 
well as empathic. The owner of this item may use the spell 
Long DoOT and bring the sword into the possessor's hand 
from as far away as 100 miles. SUlhelka exudes a chilling 
mist and anyone receiving a critical strike will suffer an 
addition Cold Critical of equal severity. Furthermore, 
beings who have strong ties to the element of fire receive 
x3 damage when struck by this weapon, and the wielder 
becomes immune to all cold-based attacks. 

The greatest power of this sword, however, is called 
"Uttercold," and can be used three times per day, taking 
the form of a stream of blue-white energy firing from the 
end of the blade. Even those individuals who are protected 
from cold are not immune to this effect (which should be 
considered a Channeling power). The Uttercold has three 
possible forms: 

(I) T ransfonns up to 10,000 cubic feet of water to ice 
in one round. 

(2) Delivers a 100' r. Cold Ball, centered up to 3()()' away 
with no range subtraction, a base +30, andx6 concussion hits. 

(3) Shoots forth the Icy Wind, which is a concentrated 
power aimed at a single target up to 600' away. Damage 
is determined on the Ice Bolt table, and the effect has no 
range subtraction, a base +90, and delivers x9 damage. 

(See Section 6.6.2, #7a for the location of this item.) 

CELEBRlMBOR'S CHAIN MAn. 
This suit of chain mail is made ofithilnaur and protects 

as full plate annor (AT 20, +30 DB), but allows the 
wearer to move as though wearing AT 13. 

(See Section 6.6.2, #7 a for the location of this item.) 

K!usFtrrN 
Krisfuin (S. "Cleaver of Darkness") is an enchanted 

staff of considerable power. When used as a melee 
weapon, this staff acts as a + 20 mace and delivers an 
Electricity Critical in addition to and equal in severity to 
any normal critical indicated. KrisfUin is also a x3 pp 
multiplier for the realm of Essence, and allows the owner 
to cast any spell from the Ligbt Law list, but the total 
number of spell levels cast per day (i.e., one for 1sr level 
spells, two for 2nd level spells, ete.) from this list cannot 
exceed sixty. Additionally, Krisfuin contains an unlimited 
number of charges and, thus, never needs to be recharged. 

Any basically evil person or creature engaged in combat 
within 100' of this staff will suffer a - IS penalty to all 
attack rolls, as well as any rolls for directed spells. 
Furthermore, all basically good people or creatures within 
100' of the staff will receive a + 10 bonus to all attack and 
directed spell rolls. 



Krisfuin will only function for a good individual, and 
anyone evil who touches the staff of his own volition will 
receive a type "E" Electricity Critical. 

(See Section 6.6.2, #7e for the location of this item.) 

THE FEATHER OF THE GREAT EAGLE 

This most unusual item was made by Radagast the 
Brown as a token of friendship for Thranduil, but never 
reached the hands of the Elven King. The Feather was 
stolen by the servants of the Necromancer and has been in 
Dol Guldur for most of its existence. 

Though over one foot in length, this item appears as an 
otherwise normal eagle's feather. But if worn openly on 
some part of the clothing. such as in a hat, helm, or 
dsewhere, the Feather will imbue the wearer with signifi
cant powers. First, the Feather grants the wearer the power 
of sight equivalent to a Great Eagle (see MERE 2nd 
Edition, p. 182). Second, the Feather gives the wearer the 
ability to communicate fluently with any bird for as long 
as the Feather is worn, and all such creatures will view the 
wearer as though a "Befriending" spell had heen cast. And 
thirdly, the wearer can cast any spell from thelist Wind.L:!w 
up to three times per day, and the wearer is immune to the 
effects of spells from this list cast on him by others. 

In addition to these powers, the Feather of the Great 
Eagle grants a + 15 DB and is a +4 spell adder for 
Essence magic. 

Anyone other than an Elf, who is seen in the 
possession of this item by a Great Eagle, will, 
at the very least, be captured for questioning 
or simply slain (especially if the holder is an 
Ore or other evil creature). 

(See Section 6.6.2, #7f for the loca
tion of this item.) 

ToMFS OF THE WEST 
These ancient books, five in all, are 

quite large (3'x2'x4") and heavy, with 
glistening blue laen covers adorned with 
mithril runes. Each has hundreds of 
pages of parchment and all are meticu
lously scribed in Quenya, though the 
writers of these books were all 
Numen6rean. These Dunadan mages 
wished to ensure that the Tomes could 
never he use for evil purposes, so all have 
been inscribed with runes that will burst 
into flames and consume the pages, if the 
books are opened by anyone with an evil 
nature. Having learned of this trap by 
long hours of examining the Tomes, Sau
ron has ordered that the books are not to 
be disturbed. He hopes to one day find a 
way to circumvent the fiery runes and 
learn what the hooks hold, but for 
now the Dark Lord spends little 
thought on these treasures. 

Contained within the Tomes are all the Essence Spells 
in existence, complete in every detail, including all the 
Numen6reans knew of the magic's origins and source of 
power, as well as otherwise unknown variations on exist
ing spells. And each spdI is written in such a way so that 
someone very familiar with the books could cast any spell 
contained therein, regardless ofIevel, without destroying 
the spell itself. 

In addition to this information, the Tomes of the West 
also hold many pages describing various processes for 
creating several different types of enchanted items and 
other substances, such as potions, elixirs, etc. 

Though much of the information contained in the 
T orne can be found in other locations, this is one of the 
few manuscripts that possesses all of this knowledge, and 
some of the information can be found almost no where 
else. 

The value of the Tomes of the West would be truly 
high indeed, if returned to the King of Gondor. 

(See Section 6.6.2, #7g for the location of this item.) 
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7.0 THE NAN LANe AND 
EMYNGULDUR 

The Nan Lane (5. "Naked Valley") and the Emyn 
GuIdur (S. "Hills of Sorcery") mark the very core of the 
Shadow over Mirkwood. Here, the Necromancer's reach 
is strongest, for his curse is deeply sewn into the soul of 
the surrounding Rhovanion landscape. It is the darkest 
quarter of Mirkwood. 

The Naked Valley is situated near the southern end of 
the Hills of Sorcery. From the feet afDol Guldur the vale 
runs eastward for many miles, fenced in by rocky crags, It 
has always been a stark, treeless glen. Even thoug!I many 
other plants and animals flourished here before th com
ing of the Shadow, this stone-strewn region naturally 
resisted the advance of the forest. Now, as the Dark Lord' s 
evil spawns black storm clouds over Amon Lane and 
pervades the surrounding lowlands, the native species are 
in retreat, Even the trees of southern Mirkwood are 
recoiling from the horrible presence beneath Dol Guldur. 
The naked grounds expand with each passing year. The 
birds and beasts of the forest-save those that serve the 
Necromancer-no longer visit the valley, and few reside 
anywhere within the nearby woodlands. 
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Here in this shadowy domain, the brightest sunlight 
acquires little more than a dull grey luminescence and die 
air hangs heavy and thick with evil oppression. The 
minions of Sauron prowl the lands, while his winged 
servants ride the swirling stann douds and watch the 
region from on high. For anyone unfortunate enough (0 

find themselves in this horrid place, even the jagged hills 
seem to stare down with a threatening scowl, and those 
who do not serve the Lord of the Rings should be loath 
to stay here any longer than necessary. 

7.1 PATROLS 
Prowling beasts present one of the greatest threats to 

any adventurers brave enough to enter this acatrsed 
domain. Numerous patrols of Orcs, War-wolves and 
Wargs guard the Nan Lane and the southern Emya 
Guldor. They are watched, in tum, by the winged servants 
of the Necromancer, creatures assigned to skyborne vigil 
that stretches as far north as the Men-i-Naugrim (s. 
"Way of Dwarves"). 

Note: As in other sections oj Mirkwood, use Table 11,4 10 

dcftrmine whether an mmunter occurs in the Nan Lane, Qt 
coune in certain spots, these rendezvous migbt be virtually 
automatic. It is a very dangerous locale. The eM shou/J 

rmwnber, thougb, that these encounters will 
not necessarily result in combat, particularly 
if the pes are watclful and hide bifore the 
patrol sees tbern. 

Because the comings and goings of 
the Necromancer's minions are many. 
adventurers who disguise themselves 
to appear as followers of Sauron may 
be able to pass thesepatrols and watches 
unhindered. This is no mean feat, how
ever, for the nature of the daytime and 
nighttime watches is very different. 
and a disguise that fools Orcs or Men 
might fail to dupe Wargs or Crebain. 
More than one guise may be in order. 

ENCOUNTERS ON THE ORc WAY 

ETc. 
Should a party of adventurers be 

traveling on the Men Uruk or one of 
the other trails that cross the area, they 
will see a patrol of Orcs, Wargs. and/ 
at War-wolves about once every two 
hours. Encounters with Orcs often 
occur during the day. for the shaded 
sunlight hardly hinder the Y rch (espe
cially Uruk-hai)' Ore-bands of 6-12 
warriors led by a Ujak blanket the 



Wargs and War~wolves patrol 
the same region after sunset. Some 
bear Ore-riders, but most consist of 
small packs of hungry and tireless 
beasts. Using their accute sense of 
smell and attuned to the darkness, 
they are peerless nocturnal trackers. 

OFF-ROAD ENCOUNTERS 

IN THE NAN LANc 

Should a group of adventurers. 
travel overland through the Nan 
Lane, they might encounterthesame 
sort of patrols that watch the area's 
trails. It is unlikely, though, that any 
patrol will pass a given off-road area 
more than once every four hours, 
.md it is rare to see group pass closer 
than at a distance of 100-300 yds. 

Should a party of sojourners cross 
the barren lands within three miles 
of Dol Guldur, they risk discovery 
by the Necromancer's prized 
Winged Watch (See Section 4.1). 
These airborne guardians sweep the 
area once every hour. Their patrols 
augment the usual complement of 
roving warders, making the area es
pecially hazardous for unwanted 
guests. 

Note: The GM sheuM make an extra 
mcounttrroll on Table I 1.4 wlxruwra 

N 

group ventures into this aTtd. The base chance oj being sighted is 
50%, but tbe GM should make modifications depending upon 
what precautions employed by the party. Feelfree to detennine 
whatever adjustments are applicable. For instance, if tlx PCs 
walk boldly up to tlx volcano--am'ving in plan Sight-fix 
chance oj being spotted should probably be at least 90%. Should 
tlx psirty sntak tbrough fix shadlJWs and rot/ry urrain, slowly 
working their way forward, tht chance oj being sftn should be 
greatly reduced-tspedally if tlx PCs are talmud at concealing 
themselves. 

7.2 THE FIVE OUTPOSTS 
The Web within Dol Guldur offers access to the 

surrounding lands through five different tunnels. Small, 
fortified outposts serving both to conceal and to guard the 
quintet of passages. These outposts also keep watch on 
the perimeter of the Necromancer's demesne. In the event 
that any of these outposts are attacked in force, warning 
is sentto Dol Guldur and the passage which leads from the 
Web to the outpost under attack is sealed off. 

• 

Note: In order to determine which tunnels luidingfrom the Web 
join with wbich ~utposts, Set Section 6,5 ('The Web'). 

\\Thile all of the tunm,l outposts provide a means to 
enter and exit Dol Guldur, few groups numbering more 
than twenrymake use of these routes. After all, none of the 
fortifications are large enough to house a great host. 
Larger contingencies f'11rt>ring or leaving Dol Guldur 
Invariably break up mto smaller groups and use several 
different routes, bypassing the Front Gate. (See Section 
6.0 "Entrances") 

Two modest towers calledSmalug(B.S. "Small Tower") 
stand watch over the two entrances on the hills closest to 
Dol Guldur. They house warning beacons, each of which 
is in easy view or Amon Lane. 

A third, much larger sentinel stands to the north of Dol 
Guldur, ncar the Men Uruk. Called Lughish, the "Tower 
of Fire," thiS fortification warches over the main entrance 
into the Nan Lane. As m the Smalug, a signal fire 
occasionally blazes from atop Lughish, providing the 
garrison in Dol Guldur with a variety of sometimes 
detailed information. 
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The fourth entrance into the Web protects 
the tunnel least used by the Dark Lord's 
minions. It is guarded by a small fortress 
called Lugdfun (B.S. "Tower of Shadows"), 
which keeps watch on the eastern flank of the 
Necromancer's realm. 

The fifth and last entrance to the Web is 
guarded by a cave system. Simply caIled "the 
Grono," it is well-peopled with Sauron's 
minIons. 

7.2.1 SMALUG 
Note: Unlike tht other three outposts dtsmbed in 
this section, tbm art two jOYtTesses that rorrnponJ to 
this layout ana Jescripticm, ana tbty an identical tv 
one iIIlother. 

Perched atop the rocky crags that surround 
Amon Lane are the two SmaIug. Much of the 
surrounding land is clearly visible from the 
watch posts set high in these towers. Narrow 
and twisting paths that wind up the stoney 
slopes afford external access to each these 
towers. Any approach by way of these routes 
invites almost certain notice. 

Due to their proximity to Dol Guldur the 
Smalug serve a dual purpose. First. like the 
other outposts, these towers conceal entrances 
into the Web. Second and more importantly. 
they act as warning beacons when enemies are 
spotted. To fulfill this latter role, signal fire 
chambers stand atop each of the Small T ow
ers. Their lights can be clearly seen from the 
heights of Dol Guldur. 

The first Smalug lies to the northwest of 
Dol Guldur. It keeps watch on the stretch of 
the Men Urukthatleadsnorth to Dol Guldur. 
Meanwhile. the second Smalug stands to the 
southeast of the volcano, providing a vigil 
along the southern flanks of the 
Necromancer's realm. 

Each of these outposts houses ten com
mon Orcs and one Drart:Ul. These soldiers 
remain stationed here for two months, then 
another contingent takes their place. 

LAyOUT OF THE SMALL TOWERS 

1. Barracks. These cramped and foul smell
ing quarters house the ten Ore soldiers sta
tioned in the tower. At any given time five 
soldiers will be off duty and in this room. 
2. Latrine. 



3. Kitchen/Well. Thissmall kitchen contains a very deep 
well which provides the tower's ihhabitants with their 
only supply of water. 
4. DrartUl's Quarters. Thissma11, ill-kept chamber is the 
sleeping quarters of the captain of the tower, who is 50% 
likely to be in this room at any given time. 
5. Secret Door/Stairs. This secret door conceals the 
corridor and stairs that give access to the tunnel leading to 
the Web. The secret door is Extremely Hard (-30) to find 
and is locked, but not trapped. The lock is Very Hard (-
20) to pick and the only key is held by the OrartUl in 
command of the tower. Note that from the stairs' side 
:inside) of the secret door the portal is not concealed. The 
key is not needed to open the door from the inside. 

The stairs descend several hundred feet before ending 
at the entrance to the tunnel leading to the Web. (See 
Section 6.5, "The Web.") 
6. Guard Room. Two guards are stationed here at all 
times. They protect the entrance to the tower. The stairs 
here lead up to the second floor. The lock on the front 
door to the tower is Hard (-10) to pick. 
7. Corridor. This narrow hall leads to the stairs that 
descend to the cellar. 
8. Storage, Fuel for the signal fire is kept here, along with 
food supplies and extra weaponry (e.g., arrows). The 
stairs go both up and down from here. 
9. LandingJBattlement. Two guards patrol this area and 
keep watch on the surrounding lands. 
10. Landing. Stairs go both up and down, 
I I. Landing, The stairs lead down from here. A ladder 
ascends to a trap door in the ceiling, 
12, Signal Chamber. A trap door opens through one 
corner of this small chamber. It can be bolted from inside 
tbe room, 

A raised platform rises from the center of the room. It 
supports a signal fire, which is lit whenever it is necessary 
to communicate with Dol Guldur, Note that the signal 
fire is only ablaze when an attack of other disturbance 
occurs. 

7.2.2 LUGHAsH 
Situated a narrow spur of the EmynGulduf and over

looking the Men Uruk, Lughash looms over the northern 
entrance into the Nan Lane. Like the Smalug, this great 
fortress is equipped with a signal fire that can be used to 
warn Dol Guldur of an attack. But unlike the Small 
Towers, this stronghold is relatively self-sufficient and 
highly defensible against a major assault. Defenders here 
can beat back a large scale attack for hours, days, or even 
months. 

This outpost houses twenty-four common Ore sol
diers, five servants, and one DrartOl. These inhabitants 
remain stationed here for three months. Then, another 
contingent rakes their place. Patrols of Uruk-hai often 
pass through the Tower of Fire on their way into and out 
of Dol Guldur, but larger groups rarely make use of this 
entrance, because this would draw unwanted attention to 
the tower (see above). 

UYOUT OF THE TOWER OF FIRE 
1. Storage. 
2. Secret Door. This door is Extremely Hard (-30) to 
find and is locked but not trapped. The lock is Verr Hard 
(-20) to pick and the only key is held by the DrarttU in 
command of the tower, 
3. Stairs. These stairs descend several hundred feet before 
ending at the entrance to the tunnel leading to the Web, 
(See Section 6,5 "The Web.") 
4. Well. This very deep well provides the tower with its 
only water supply. 
5. Entry Corridor. This short hallway is blocked off ar 
each end by a large, iron-bound oak door. The locks are 
both Hard (- IO)to pick, but are neither are trapped. In the 
walls of this corridor, however, are arrow slits which can 
be used by the guards in area #7. 
6, Entry Hall. This circular chamber serves several pur
poses, First, it is used to guard the entrance into the rower. 
Second, due to the confined space of the keep, it is also 
used as a mess hall for the soldiers, Third, it serves as a 
gathering place for those guards not on watch, In keeping 
with the habits of its Orcish inhabitants, this room is 
usually in disarray and and full of refuse and debris. 
7, Guard Nook. One soldier is srationed in each of these 
places to help guard the entry corridor. 
8. Kitchen. 
9. Latrine. 
ro. Foyer. 
r 1. Barracks. Each of these rooms houses twelve Ore 
soldiers. Eight (four from each room) will be off duty at 
any given time, 
12. Foyer. This room accommodates a wide staircase, 
which leads down to the second floor, as well as a narrow 
circular stairway leading to the fourth floor, 
13, Servants' Quarters. Five servants are housed here. 
14. DrartUl's Quarters. The commandet' ur!.he tuweruses 
this room as both his sleeping quarters and as a meeting 
chamber, At any given time, he is 50010 likely to present. 
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IS. Guard Room. Five guards stand watch here at all 
times. This room also holds the fuel supply for the signal 
fire above. The stairs go both up and down. 
16. Watchpost. Four guards stand watch here at all times, 
The stairs only go down from here, but a ladder is present 
to ascend to the roof of the tower. 
17. Roo£ This area is guarded by two soldiers at all times. 
A large iron cage, used to hold the signal fire, sits atop a 
small citcular platfonn in the center of the roof. 

7.2.3 LUGDOM 
Perched on a rocky shelfin the crook of a twisted ridge, 

Lugdfun (B.S. "Tower of Shadows") stares down the 
length of a narrow gulch near the eastern end of the Nan 
Lane. A low stone wall spans the opening of the hollow. 
Battlements run along the top of the wall, and round 
watchtowers rise at both ends. A large oaken gate blocks 
the entry way, From here, a narrow road winds down the 
ridge to the valley below. Beyond the wall lies the Keep, a 
black stone tower standing over seventy-five feet tall. 

Lugdum is by far the most fonnidable of the five 
outposts, It is the only one such bastion properly referred 
to as a stronghold. The tower is also notable because is 
almost never used as an entry or exit point from Dol 
Guldur. 

The primary purpose of this outpost is 
twofold. Its first role is to guard the eastern 
end of the Nan Lanc and serve as a com
mand post for forces farther from Dol 
Guldur. Its second putpose is to ensure that 
at least one secret entrance/exit remains 
open in the event of a full scale attack on 
Dol GuIdur. Should such an assaultthreaten 
the Necromancer's lair, the tower serves as 
the primary conduit of attack and escape 
for the defenders of the main citadel. 

Throughout his years in the Hill of 
Sorcery, Sauron is in constant danger of 
having his true identity revealed. He, there
fore, always maintains the means to aban
don his sanctuary if the need arises. Lugdfun 
was constructed to ensure that an escape 
route out of Dol GuIdur would always be 
available. In order to maintain the secrecy 
of the neighboring exit tunnel, it is never 
used as nonnal route into or out of the 
Arnon Lane. Few Orcs, in fact, even know 
of its existence. 

Note: In keeping with this plan, the tunnel 
leading to LugdUm from the Web u always kept 
stald?if So, mIry into tlu Web from Lugdum is 
normalry imponible without assistana from in
sib. (See Section 6.5) 

Lugdfun houses eighty Uruk-hai and eight common 
Ore servants. These inhabitants remain stationed here for 
six months, at which time another contingent takes their 
place. The commander of Lugdfun holds the rank of 
Krtta! but, unlike those who serve him, this position is 
permanent. 

THE WALL 
The wall surrounding Lugdfun's bailey is punctuated 

by two defense towers and two stair towers. The bailey 
itself is a steep, rocky slope. Its basalt has been fused to 
form smooth paths to the defense towers and between the 
wall gate and the keep. 

The stair towers provide access to the lower battlement 
over the wall gate and the higher battlements atop the wall 
itself. The defense towers possess guard rooms at the level 
of the wall walkway. Stairs connect all levels of rowers, 
from the ground floor to the uppermost crenellared 
fighting top. 

No specific locations within or upon the wall are 
manned by soldiers, save the battlements of the two 
defense towers. Instead, twelve Orcs (three groups offour 
soldiers) patrol the walls at all times and can be found in 
any location. 

All doors are locked (Medium., O. to pick). The guards 
on duty carry the keys. 
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THE KEEp 
I. Entry Corridor. This short hallway is blocked offbr. 
two large. iron-bound oak doors. Theyare situated at each 
end of the corridor. While untrapped, the doors are 
locked and the locks are both V cry Hard (-20) to pick. 
The hallway walls are perforated by arrow sllt.'l, which 
enable the guards (in area #3) to fire on intruders. 
2. Central Hall. This chamber is guarded by three Orcs 
at all times. They act as door wardens for the keep. The 
stairs here lead. both up and down. 

3. Guard RooIn:. These small rooms are each guarded by 
two soldiers. They assist the Orcs is area # 2, who stand 
warch over the entrance to the keep. 

4. GuardRoom. One soldier is stationed here to monitor 
traffic into the subterranean section of the keep. 

5, Servants' Quarters. Here, eight servants are housed. 
They tend to the needs of the tower's soldiers. 
6. Kitchen. 

7. Mess Hall/Well. In addition to being the mess hall for 
the soldiers. this room is also used as a gathering hall by 
off-duty Orcs, From ten to thirty Y reh relax here at an)' 
given time. 
S. Barracks. Each of these rooms houses twenty Orcs. 

9, False Treasure Room. This chamber is designed to 
deceive anyone who seatches the keep for a treasure room. 
Several small chests, each containing hundreds of coins, 
are arrayed in the room, While little of the money is gold,. 
the sheer bulk of the booty suggests that this is a major 
hoard. 

The presence of the treasure belies the fact that this 
room contains a secret door 
which conceals the entrance 
into the Web. This door IS 

Extremely Hard (-30) to find 
and, while locked, is never 
trapped. The lock is Very Hard 
(-20) to pick. and the only key 
is held by the Kdtar in com
mand of Lugdfun. 
10. Stairs. These stairs de
scend several hundred feet be
fore ending at the entrance to 
the tunnel leading to the Web. 
(See Section 6.5 "The Web.") 
I I. Foyer. 
12. Storage. 
13. Kitchen. This kitchen IS 

wed to prepare the meals of 
the Kn:tar, who commands the 
keep. 

14. Dining Room. Though 
rarely used and poorly kepr, 
this room is intended as the 
commander's dining hall. 
15. Fighting Corridor. Three 
soldiers are stationed here as a 
small reserve. If necessary, they 
assist in the defense of the 
keep. 



16. Battlements. Three soldiers are stationed here at all 
times. They assist in the defense of the keep and stand 
watch over the surrounding area. Note that a guard 
standing here could conceivably fire an arrow over the wall 
at an approaching enemy. 

17. Landing. A ladder ascends to the battlements above. 
The stairs here lead down. 

18. Guard Room. One guard is stationed here at all times. 
He monitors the traffic in this area and also relays 
messages between the Orcs on the battlements and those 
deeper in the keep. 

19. Meeting Room. This small chamber is used by the 
commanding Kriur. Here, he meets with his subordinates 
and issues orders. 

20. Battlements. Two Orcs are stationed here at all times. 
Their primary duty is to watch the surrounding cliffs for 
any sign of intruders. 

21. Kriar's Quarters. This small chamber serves as the 
Kritar's sleeping quarters. A door leads to asmall balcony 
that the commander uses to review his underlings and 
make sure allis well. 

7.2.4 THE GROTTO 
The Grotto is actually a small cave system. It runs 

beneath the hills north of the Nan Lane and stretches 
several miles east of Dol GuIdur. The site acts to guard the 
barren vale. Though this cave is completely natural in 
origin, their beauty has long since withered under the foul 
hands of thousands of Orcs. Forever marred. the Grotto 
is now a nothing but an ugly, savage pit. It is hardly 
suitable for Sauron's lowliest slaves. 

The mouth of the Grotto is a gaping hole. Set high on 
the side of a sheer cliff, the aperture opens into a cave 
system containing three distinct levels. The upper two 
levels consist oflifeless chambers and tunnels. Due to the 
relatively dry conditions, Orcs make extensive use of area. 
It is littered with waste and debris. 

The lowest level of the Grotto serves as aliving cave. As 
such, is far wetter and more uninhabitable than the upper 
levels. The Orcs prefer to avoid the area unless compelled 
to rest or breed. 

As an outpost, the main fimction of the Grotto is to 
guard one of the entrances into the Web. Additionally, the 
Grotto serves as a main entry and exit point for larger 
parrols ofYrch. It is the chief conduit for forces moving 
into or out ofMirkwood. 

The population of the Grotto varies wildly at times, but 
the normal number of inhabitants fluctuates between 75 
to 100. The population includes a small number of 
females and young. All of the residents are common Orcs, 
save the commander, who is an Uruk. The Y rch live here 
on a permanent basis; they are not a rotating garrison like 
those found at the other four outposts. 

Nott: A "living" cave or portion of a cave is a cavern 
that is still growing (on a geologic time scale). That 
is, the water moving through the stone that created 
the cave is still present and the cave continues to 
expand. These types of caves or areas within a cave 
are usually very wet and muddy. Some actually have 
small trickles of water running across the floor or 
even down the walls. A "dead" cave is no longer 
growing. Dead caves are usually dry and dusty. Any 
earth present will tend to be hard dirt. 

LAYOUT OF THE GROTIO 

I. Entrance. The mouth of this cavern is situated in the 
side of a sheer cliff. It opens about thirty-five feet above 
the valley floor. The entrance is approximately twenty feet 
wide and fifteen feet high, and is unbarred by any gate or 
harrier. In order to provide easy access to the cave, the 
Orcs have constructed wooden scaffolding fitted with 
stairs. The steps rise from the base of the cliff up to the 
cave entrance. A short rope bridge with wooden slats 
connects the scaffolding with the entrance. The Y rch 
retract or bum this suspended walkway in times of 
trouble. 
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2. Pit. This area, considered the first room of the cave, is 
nearly filled with a huge gaping pit. The abyss plungq 
125' straight down through the rock. In ardetta regularly 
negotiate the descent, the Orcs use a crude elevator. The 
mechanism allows them to lower themselves to the second 
leveL Large iron bars support the mechanism, which 
consists of a system of pulleys and chains. The device is 
attached to trame that arches over the pit. One end 
connects to a 10' x 10' wooden platform, and the other 
end connects to a sturdy spool and crank. The crank 
operates the spool, which moves the chains that lower and 
raise the platform. The wooden platform supports four 
individuals or an equivalent weight-about 800 Ibs. (Any 
large group entering and existing this cave face a lengthy 
wait.) 

In the event of a large scale attack on the cave, the Orcs 
will not attempt to hold the entrance. Rather, they will 
retreat to the second level and force their assailants to use 
the elevator to attack deeper in the cave. Any small groups 
descending into the pit are then set upon by many Orcs 
below (su # 3). In this way, any invaders would be hard 
pressed to advance further than this point. 

3. Central Chamber. This massive chamber, which lies at 
the bottom of the pit found on the first level, mm the 
entrance to the Orc warrens. It is the largest room in the 
entire cave. The floor of this huge earthen cavity slopes 
upw;rrJ around the perimeter to meet the walls more than 
ten feet above the center of the room. The walls them
selves gently arch inward as they ascend, creating a vaulted 
ceiling. A gaping hole opens through the center of the 
forty feet high ceiling (see the intermittent line on the 
layout). The hole permits the Orcs to lower the platform 
elevator (su #2) into and out of the chamber. 

Though once beautifUlly adorned with stalagmites and 
glistening flow stone, the chamber is now little more than 
an earthen sty. Orcs marred or destroyed any natural 
formations long ago. Like the first level and the other 
rooms and passages of the second level, this chamber is 
simply dead. Much of the floor is covered with dry and 
dusty dirt. 

This chamber is always guarded by ten to fifteen Orcs. 
Their numbers swell (by many fold) whenever the alarm 
is raised. 

4. Orc Warren. Foul beyond description, these chambers 
house the Orcs who inhabit these caverns. 

5. Kritar's Quarters. The arc-chieftain resides here. He 
is the only Uruk residing in the cavern. Two soldiers 
always stand guard at the entrance to his quarters. 

6. Gathering H:alt. This large chamber is used by the Orcs 
as a pla~e of assembly. H~e, diTerTiV('~ ~r,... giwn by the 
Kdtar to his undr_rlings. 

7. Guard Chamber/Stairs. This small room once held a 
deep, circular pit that descended sixty feet to the third 
level. During the Great Expansion, this pit was converted 
into a winding staircase. It now provides easy access to the 
lowest level of the cavern. Two Orcs stand guard here. 

8. Guard Room. This chamber's most notable feature is 
the circular. stone staircase which descends from the 
ceiling in the midst of the chamber. Three passages exit 
this room, two sloping down and one sloping upwards. 
Two Orcs guard this chamber at all times. 

Note: This room marh tbe beginning oj the living porlicn oj this 
caw system, and the.foors hnr are damp and muJ,ry. StalMtitts 
C()i)(T much oj the ceiling, but any other formations haw bern 
destroyed. 

9. Bi-level Chamber. This unusual set of rooms actually 
spans two different levels. As one enters this area nom the 
north the passage forks. One side slopes upward to the 
upper level, while the other descends rather steeply to the 
lower level. The upper level (shown on the layout) is 
marked by two large pits, which are approximately fifteen 
feet deep. (These pits are open between the upper and 
lower levels.) Due to the loose rock, traversing the perim
eter of these pits can be dangerous. The lower level, which 
is slightly narrower than the upper level, curves along the 
same route as the chambers above. 

Th" two diffumt Iuds join d[ th~ ~UUt11 ~!lJ or lhi~ 
area with the upper level sloping steeply downward and 
the lower level ending at a wide opening. 
10. Cave. These two chambers mark the beginning of the 
most wet and muddy portion of the small cave system. 
Tiny trickles of water run through all the chambers and 
passages beyond this point. Mud and day cover most of 
the floors. 

II. Spring. This chamber is home to a small, spring-fed 
pool. The mere is four feet deep in the center, and is used 
by the Orcs as their main water supply. 

I2. Guard Room/Secret Door. This tiny chamber 
houses the secret door that permits access to the tunnel 
leading to the Web. The door is Extremely Hard (-30) to 
find, but is neither locked nor trapped. It can be opened 
by pushing finnly inwatd. Four well-trained arc soldiers 
stand guard here at all times. They are drawn from the 
only unit with general orders permitting them to use the 
door. 

Note: Ibe tunnel beyond the secret deer is not a natural part 
oj caw. (See Saricn 6.5, ''The Web. ') 



8.0 GANDALF'S TALES 
Two events dominate the history of Do} GuIdur. Both 

involved visits by the Wizard Glorin, Gandalf the Grey. 
Twice he entered the dark halls of the Necromancer, and 
each time his risked his life on behalf of the Free Peoples 
o[Middle-earth, 

The first of Gandalf s sojourns occurred in T.A. 2063 
and resulted in the Watchful Peace, when Sauron with
drew from his stronghold to hide his true identity and 
gather his strength. clorin's second and more famous 
mission transpired in T.A. Z85I.1t resulted in the recov
ery of the lost key md map ofErebor. More importantly, 
Gandalf uncovered the truth about the mysterious Nec
romancer-that he was indeed the Lord of the Rings. 

Note: Familiarize yourself with Section 6.0 ("The 
Gtadd") before continuing further. Refer to the 
layout.<; as these accounts unfold. They will help you 
understand the details of the stories. 

REiCAU.lNG GANDALF's TALES 

The following accounts shed light on the nature of 
both visits. They reflect the dangers facing anyone bold 
enough to embark on the secret penetration of the 
Necromancer's daunting lair. Recorded by Dwoin II, the 
son ofDwalin, they appear in the Iron Hill Sagas. The exact 
date of their transcription is unclear. 

We provide each tale as a series of 
chapters, enabling a bard or storyteller 
to entertain listeners during a number 
of gatherings. By recalling a story as 
two or more episodes, its message 
might prove more compelling and 
illuminating. Also remember that the 
chronicler may have embellished his 
history, and thatthelegend may change 
a bit with every retelling. 

8.1 GANDALF'S 
FIRST VISIT 

Dw6inII entitled this story "IbarkUn 
Expiow T~n-;gabiL" It comprises a 
portion of the Dwarf's second 
chronicle about Olorin's journeys in 
Rhovanion. Documenting Gandalf's 
eKh. "Tharkun") first sojourn to Dol 
GuIdur, the story takes place in T.A. 
2063 and- appears in Book Seven of 
the Iron Hill Sagas. The tale begins at 
Rhosgobel, the home of Olorin's 
friend and fellow Wizard, Radagast 
the Brown. 

(CHAPTER I) SUMMER AT RHOSGOBEL 
After years of endless pondering and speculation, 

Gandalf the Grey determined that the only way to dis
coverthe true identity of the Necromancer was to venture 
into the perilous halls of Dol Guldur. For the entire 
summer of 2063, using Rhosgobel as his temporary 
abode, the Istar gathered knowledge concerning the Nec
romancer and his servants. Radagast's winged friends 
proved quite helpful, explaining the movements of Dol 
GuIdur's garrison. Gandalf also made several sojourns 
into southern Mirkwood, where he learned much about 
the outer defenses of the dark stronghold. 

Of all the things that GandalfIeamed during the long 
summer, the most precious and helpful information came 
from ar. Elf named Narindel. The Elda scout spent many 
years spying on the minions of the Necromancer, and 
labored tirelessly to asSLSt 016rin. Narindel recently trailed 
an are patrol deep in the forest and, by piecing together 
snatches of their conversation and the movements, the Elf 
surmised an invaluable fact about the evil fortress. Late 
that summer he traveled to Rhosgobd and informed the 
Grey Pilgrim of all he had learned. Upon his arrival, 
Narindel told the Wizard the startling information that 
the northernmost outpost within the Nan Lane provided 
access to a labyrinth of tunnels. In tum, these passages led 
into Dol Guldur itself. Given this knowledge Gandalf 
finally felt prepared to travel south. 
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Both Narindel and Radagast offered aid and compan
ionship to the Wizard, but Gandalf refused to allo~ 
anyone to share in this perilous quest. 

"At least, Ibm take tbis," said Radagast, producing a small 
glass vial. "F(JT you are a mastrr offire, and tbough you may be able 
to stand bifore many Om, you have no tnla/lS to bide youtseY from 
the watclful Irm that guard the borders oj the Nan Lane. Unlike you, 
I employ mare subtlt powm, bring a master if shapes and cbangts 0/ 
hue. When you drink this you will be ablt to appear as you wish for a 
short wbik. And this may allowyou to entrr that diirk domaiN witbcut 
drawing unnettleJ attention," 

Gandalf set out alone several days later. Armed with his 
new knowledge and Radagast's elixir, he seemedsttangely 
sanguine. Nonetheless, the Brown Wizard sensed the dire 
nature of his compatriot's journey and bade 016tin an 
emotional farewell. 

(CHAPTER 2) PASSAGE THROUGH MIRKWOOD 

Gandalf spent many days avoiding Orcs and spiders 
and traveling through the densest parts of the forest so as 
to remain unseen by the soaring Fell-beasts and flocking 
Crebain. Eventually, he reached the southern end of the 
Emyn GuIdur and strove toward the black, ever-present 
stonn douds hanging over the Nan Lanc. Finding the 
Men Uruk, the Orc Road that traversed the Naked 
Valley, Gandalf concealed himself in a copse of flI trees. 
There he awaited his quarry. 

Later, as the grayish light of day began to fade into utter 
darkness, an Orc patrol came marching down the road 
from the north. They arrived as they did every day at that 
time, just as Gandalf sU5pected. Heedless of danger so 
dose to their Master's stronghold. the Orcs grtmted and 
barked. Their harsh vOICes conveyed their peculiar sense 
of joy. They seemed glad to near their destination. 
Gandalf nowput his plan into action. He gently withdrew 
a pine cone from his robes and spoke soft: words of 
incantation. Then he drank the elixir provided by Radagast 
and prepared to confront his enemies. 

As the Orcs passed by, hacking at nearby saplings with 
their scimitars, Gandalf stepped onto road just behind 
them. In a commanding voice, he said in flawless Black 
Speech, "So,you wortbbs snaga are lateagain!"His exclamation 
instantly halted the Orcs, who wheeled about in fear, 

What the Orc-captain saw as he turned was not a 
wizened old man in grey robes, but a huge "Olog-chief' 
glaring back at him, Though the Captain did not recog
nize this "Black Troll," the "Olog's" armaments clearly 
denoted his rank, and the Drart1ll seemed reluctant to 
press his inquiry. The "Troll-chief' made it plain in a 
harsh, insulting fashion that he was not pleased with the 
Orc-captain's performance and that his actions would 
have w he reported, 

In a few short moments, the Orcs resumed their march 
with their newly-acquired leader. Soon, they passed through 
the line of Evil Trees that guarded the Necromancer's 
reaImand entered the barren desolation of the Nan Lane.. 
Dol GuIdur loomed over the vale like a giant spire of 
gloom and hatred. A dark and evil presence hung in the air 
like an eerie fog. 

Just as Gandalfhad hoped, the Orcs' destination wa I 

not Amon Lane. Rather, they were bound for the smaD 
tower which guarded the northern· entrance into the 
valley. It served as a gate for many of the patrols returning 
to Dol GuIdur from the north or northwest. The Orc
party turned west as they left: the Men Uruk. Following 
the dark. pummice-covered trail. they slowly ascended the 
rocky slope to the tower on the nearby hill, AI; the Orcs 
drew near the gate the "Troll-chief' lagged a few paces 
behind and casually dropped a pine cone in a scrawny 
bunch of bushes growing by the roadside, None of weary 
Orcs noticed as the pine cone began to quietly spark and 
sputter, As they reached the tower the gates were opened 
and the patrol lumbered into the outpost, nearly forger+ 
ting the presence of the "Troll-chief." 

Once inside, Gandalf grew worried that his fonn would 
start to fade. Fortunately, though, the next stage of the 
Wizard's scheme was about to begin, Just as the Chieftain 
of the Tower confronted the "T roll-cruef' as to who he 
was, a shout came from above. All the Orcs turned their 
attention toward the staircase leading to the second floor 
of the tower, An excited Ore then leaped into view yelling 
to the Chieftain that a fire was blazing in the nearby 
underbrush. In the brief but frenzied confusion that 
followed, as Orcs raced tip the tower to positions of 
defense, no one noticed the "Troll-chief' quietly descend 
the stairs to the lower chambers. 

While the soldiers looked out on the small fire and 
watched for an enemy that would never appear, Gandalf 
began a calm but hurried search, In only a few moments, 
the Wizard found what he sought. a hidden door. Then 
with words of power and a flash of light the portal flew 
open and the Istar slipped into the dark passage beyond. 

(CHAPTER 3) AN AWKWARD ENTRy 
After following the short corridor, Gandalf descended 

a spiraling staircase deep under the earth. The steps came 
to a stop at the end of a long and crooked tunnel. This 
passage, if the Wizard's reckoning was correct, ran in the 
direction of Dol Guldur, A foul stench drifted out of the 
darkness, confinning his suspicions. Gandalf summoned 
a dim glow from the end of his staff and headed down 
tunnel. 



The Wizard foIlowed the crooked passage for a long 
==ce. He surmised that he had passed beneath the 
-q,Jey and must now be dose to edge of Amon Lane. What 
::.mdalf did not know, however, was that he would 
~otiate many more turns and intersections before reach
.;tg the fortress. The Grey Wanderer was about to enter 
:he horrid maze known to the inhabitants of Dol Guldur 
itS "the Web," and only the Orcs who made their dens 
:here knew all its twisted routes. 

Before the Wizard could penetrate this foul labyrinth, 
Y was confronted by his fiIlit impasse. As he warily 
";:2Yersed the worn tunnel, Gandalf saw torchlight in the 
.:J:Stance. He quickly extinguished the light of his staff, 
:1om slowly walked forward. As he drew nearer, he could 
,I~ :wo Uruk-hai in the passage. They stood guard just 

I i:I'~,.:1d a lowered portcullis. Both of the Gteat-orcs stared 
=wn t'nt tunnt\, unaWMe. 0\ the. \~\at ~ pt\$tllC-e.. 

Gandalf watched the Ore-guards, wondering if a pairof 
warriors and an iron grate was all that stood in his path. 
It seemed unlikely. Then, he caught a glimpse of a row of 
dark slots cut into the wall of the passage. He saw asimilar 
row on the opposite wall. The Wizard knew this place was 
some intricate trap, a nicety devised by the Necromancer 
for any uninvited guests. He dared not proceed without 
careful preparation. 

Gandalf pondered the situation. The Wizard searched 
for a solution that would not alert every Ore for miles. As 
he readied himself to risk detection, he heard the dreadful 
sound of many heavy footfalls hammering down the 
passage behind him. Tharkun felt trapped. .. for a brief 
moment. 

Ever wise, Gandalf quickly found a way put his new 
adversaries to good use. The Wizard quietly crept closer 
to the torchlight, then pressed himself againstthewall and 
waited for the approaching soldiers. As the sound of the 
boots grew louder, the leader of the on-coming Orcs 
called out to the Uruk.-hai standing guard beyond the 
porrcullis. Before the guards could respond, though, a 
blinding flash filled the hall. In the next instant all the 
torches were extinguished. 

The approaching Orcs fell into disarray and confusion. 
Some halted, while others blundered forward in their 
momentary blindness. The soldiers shouted and shoved at 
.:me another. Chaos filled the passage. A dark grey figure 
bumped his way through the disorganized mob while the 
Ore-captain struggled to reorder his troops. Unnoticed 
~y the dazed soldiers, Tharkun stopped several paces 
:::>ehind the last Ore. 

After many shouted orders and the re-lightmg of the 
wrches, the troops regrouped in front of the portcullis. 
Gandalf remained just beyond the edge of the torchlight. 
111e Wizard prepared his final stroke while the Orc
.:aptain argued with the Uruk. guards. 

In time, the Captain convinced the Great-orcs to raise 
'Che gate. His unit resumed their march. As the first half of 
:he Orc-party passed beneath the portcullis, another 
~losive flash extinguished the torches. Once again, 
,houts and curses filled the passage. 

Thark11n quickly pushed his way through the tumult, 
soon finding himselfbeyond both the gate and the Y rch. 
He turned and ran ahead into the gloom, while his still
startled foes regained their senses. Once rallied, the Orcs 
searched in vain for their assailant. 

(CHAPTER 4) THE W .. 
Gandalf now found himselfinside the Web, buthe still 

had no idea as to how to proceed. He also knew that his 
recent tricks had alerted the Orcs to some sort of mischief. 
Greater cace was in order. 

TharkUn headed down rhe tunnel, passing by another 
opening Ieadingto his right. After several hundred feet, he 
came [0 wide fork. As he pondered which route to rake, 
he heard Yreh coming from the right-hand tunnel. 

Gandalf retreated a short distance and awaited the 
Orcs' ap"\?roach. Rather than tum into the passage in 

which the Wizard now lay hidden, the Orcs continued. on 
down the left-hand tunnel, leaving Tharkun behind. He 
quickly followed his new, unwitting guides. The sounds 
of the Orcs were easy enough to follow, even in the darkest 
of places. Luckily, these Orcs headed toward their warren, 
which happened to be near to one of the entrances into 
Dol Guldur. 
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After traveling several minutes amidst a maze of tun
nels, the Orcs turned down the passage that led to their 
lair. Gandalf hesitated as he smelled an unbearably foul 
stench issuing from their hall. He deemed the time had 
come to let his guides go their own way. 

GandaIfbypassed the entrance to the Ore warren, and 
worked his way forward lUltil he finally found a passage 
which seemed to lead in the proper direction. Walking a 
short distance, he saw more torchlight ahead. As he slowly 
approached, he found himself in a familiar setting. Two 
Uruk-hai stood guard behind a heavy iron portcullis. This 
time, however, he dared not rely on good fortune or tired 
tactics. He needed a better plan. 

(CHAPTER 5) THE CITADEL AWAKENS 
As Gandalf surveyed his wisdom and power in an 

attempt to subvert the defenses, the Necromancer stirred 
in his sulfur-laden sanctuary. There, deep on the Fifth 
Stratum of Dol Guldu[, something had disturbed the 
Dark Lord's contemplation. He turned his attention to 
his vast citadel and, with sudden alarm, the Necromancer 
sensed a power recalling images from eons past, from a 
time when he had dwelt in Aman as one of Aule's People. 
While he could not identity with certainty the source of 
his misgivings, he sensed the hand of the Ainur. 

The Dark Lord was far from ready to reveal himself and 
all of his evil designs hung in a delicate balance. So, taking 
every precaution, he sent orders to his personal guard to 
make ready for departure. '\Vhile uncertain that he must 
leave his sanctuary. Sauron refused to be caught unpre
pared. 

After spending several moments working out !us plan, 
Gandalfheard a great alarm sound throughout the Web. 
Strange drums and shrill horns echoed along the tunnels 
and th .. ~nt1nds of charging Orcs filled the fetid air. The 
thundermg wail forced Thark<m to think that powerful 
wizardry was his only option of getting through the small 
fortress. 

The alarm aroused the Urukguards. who snapped into 
readiness as troops raced toward the Entry Fortress from 
both directions. Y rch spilled down the tunnel behind the 
Wizard. Ten Uruk-hai leaped from a nearby guard room 
on the Seventh Leva and rushed beyond the portrullis. 
Left with no choice but to unleash his power. the Wizard 
erected a wall of enchanted Hre and blocked the passage 
to the Web. He then sent a firebolttoward the two guards 
that stood behind the gate. The Uruk-hai perished in the 
Wizard's flame, while the Orc-warriors mingled in panic 
before Gandalf s firewall. 

Bellows sounded from the arrow slits until Gandalf cast 
another pair of firebolts searing down each of the adjoin
ingpassages. The way clear of bowmen, the Wizard raced 
down the tunnel toward the portcullis. As the Wizard 
hurried past, ashoutwentup within [he small fortress, one 
simple word in Black Speech: 

''New!'' 

Although Gandalf did not know what was about to 
befall. he feared the worst. Without hesitating, he lunged 
toward the portcullis, sprawling across the passage floor 
as a huge trap door snapped open beneath his outstretched 
legs. The Grey Wizard clung to the stone as his legs 
dangled over the side of the pit; and then, with fierce 
detennination, he swung the lower half of his body up 
onto the floor. He rose to his feet just before thin. fiery 
columns of oil rained down in and around the pit, 
narrowly missing his worn grey robes. 

Tharko.n staggered toward the portcullis and prepared 
to lift the gate. The small troop of Orcs beyond iron grate 
glared and cursed at their lone adversary but their numbers 
were too few to stand before the Istar. With a word of 
command. the portcullis rose into the ceiling and the Orcs 
fled. 

Before Gandalf could fonow his touted foes, an arrow 
flew from the wall and grazed his shoulder, sending him 
reeling to his knees. Though the wound was slight, 
Gandalf could feel the sting of poison, and he knew he had 
no time to spare. Getting to his feet, he ran down the 
passage toward the Central Keep of Dol Guldur. 

As he dashed from the Entry Fortress. Tharkfm heard 
a deep grating sound. He looked up in time to see portions 
of the ceiling shift. The stones began sliding downward. 
Knowing he would be crushed or else sealed off from his 
goal, the Grey Wizard unleashed a great surge of magical 
force from the end of his great staff. The blast strained the 
noble Ainu, who held the great blocks aloft. He ran 
beneath the quivering mass and slipped away. Released, 
the huge stones fell into place with a booming crash. 
Gandalf was now trapped inside the stronghold with little 
hope of escape. 

(CHAPTER 6) TRAPPED 
With TharkCin's unusual show of might, the Dark Lord 

realized that one of his greatest enemies had indeed 
invaded his stronghold-and far sooner than he had 
anticipated. All of Sauron's age-old plots and designs 
suddenly seemed in peril, ifby some chance this intruder, 
who Sauton now knew to be someone with great power, 
should learn the truth about the dark ruler of Dol Guldur. 
Though he longed to confront this sneak that dared to 
enter his domain, no one was worthy of such amonumen
tal risk, and the Dark Lord knew all too well that complete 
victory could not be guaranteed. He cursed himself for 
having none ofhis Nazglil at his side to act in his stead and 
saw no choice but to retreat before it was too late. 

With excruciating reluctance, Sauron began his depar
ture. He instructed those left in command to disperse 
most of the remaining garrison throughout Rhovanion in 
the following years. Through his retreat SautoD hoped to 
fool the intruder and his allies into believing they had won 
temporary victory. In this way the intruder might depart 
Dol GuIdur before learning too much. The Dark Lord 
remained hopeful that his minions would capture this 
bold enemy before he could escape. 



So as Gandalfkneeled in the dark tunnel, tending his 
wound, a deep and dreadful tone echoed throughout the 
keep. alerting the entire garrison. The echoes of hundreds 
of Orcs moving and leaders shouting orders reverberated 
down the corridors. Left with little choice, Gandalf 
prepared to go on. 

As he walked cautiously forward, the Wizard could see 
that the corridors before him were alight with torches, and 
many Orcs hurried through the intersection ahead. Gandalf 
remained in the darkness awaiting a lull in the activity. 
When the junctionmomentarilydeared he crept forward. 
As he passed by an open door on his right, he glanced 
through the portal and saw a room that he surmised to be 
a guard station. In fact, the Uruk-hai that the Wizard had 
recently routed had been stationed here. In their retreat, 
they had gone to gather more troops, so the room now lay 
empty. Gandalf instantly saw a way to make use of this 
vacant chamber. 

Hearing the approach of soldiers, the Wizard walked 
ahead into the midst of the intersection and scanned his 
surroundings. Orcs matched toward him from three 
directions and more could be seen in the distance down 
the fourth hall. The only route open lay behind him and 
that way, he knew, was sealed off. 

Gandalf then rose amidst the approaching Orcs. Like 
hounds sighting their prey, the Uruk warriors charged the 
Wizard from every direction, brandishing their swords in 
the torchlight. Before any Y reb drew near enough to make 
use of their blades, the Wizard's outstretched anns sent a 
wind into their ranks. The foremost Orcs froze in their 
tracks, while those behind crashed forward in confusion. 

A huge conflagration exploded at the center of the 
Junction. Clouds of black smoke blasted down the corri
dors in every direction. Those Orcs who moments before 
srood motionless were blown back into those who stood 
behind them and many others fled in terror. When the 
smoke cleared, the Wizard was gone. 

After recovering from the blast, the Utuk-hai searched 
the junction for signs of their foe. From all appearances, 
he seemed to have been consumed in his own flame, but 
the Great-orcs perused every passage-just in case the 
Wizard managed to slip past them. The largest contin
gent went down the tunnel leading to the Web. 

As this latter group pa3Kd the nearby guard room, they 
looked inside the chamber. They saw nothing aside from 
scattered furniture. It looked as if a small struggle had 
taken place. There were no signs of the Wizard. Assuming 
the guards stationed there had engaged the intruder, the 
Orcs quickly continued down the passage. They never 
entered the chamber. 

The Yrch gOlle, a grey-bearded face emerged from 
behind an overturned table in one corner of the guard 
room. After the sounds from outside died down, Gandalf 
slowly crossed the chamber and quietly closed the door. 
Having moved the furniture. he took quick pride in his 
hiding place before deciding how to proceed. His options 
appeared increasingly limited. 
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As he plotted his next move, Tharkfrn noticed a change 
in the air. Only an Ainu would have felt the subtle shift in 
the flavor of the place, the odd rupture in the underlying 
curse that for so long gripped Amon Lane. Although he 
could not explain the reason, Gandalf felt certain that 
some great weight of oppression had been lifted from the 
stronghold. The dark and broodin g presence thathaunted 
him throughout his trek seemed greatly diminished. He 
wondered jEthe overwhehning source of omnipresent evil 
he sensed when he entered Dol Guldur was still nearby. 

A lo\!-d voice spoke outside the door: "GooJ--then ,fun', 
opm the tunnel Get to the other passages and tell the dogs to close 'em 
off If he's still alive he'll he caught inside like a rat in a trap." The 
sounds of hobnailed Ore boots thudded against the stone 
walkway as Y reh marched off to fulfill their orders. 

TharkUn locked on one brief phrase: (~ .. Jc~'t open tbe 
tunnel. J) The Istar reasoned that the opening mechanism 
might be on his side, and he quickly formed a plan of 
action. 

(CHAPTER 7) THE WlZARD'S EscAPE 
The Wizard realized that the route he chose was 

anything but an "easy" course. Mter seeing where it led
into the very heart of the stronghold-Tharkiln knew 
that his preferred path was no longer tenable. He had to 
seek a better route ... and quickly. Gandalfbegan feding 
the effects of the poison slowly coursing through his ann. 
Time was not on the Wizard's side. 

The Dark Lord was unaware of this truth, but Tharkun 
forsook any designs of discovering more about the Nec
romancer. Instead, he turned his full attention toward 
figuring a way to escape Dol Guldur. He hoped that the 
information unwittingly provided by the Orcs would 
provide a way out. 

Waiting till all grew quiet outside, the Wi2ard cau
tiously opened the door and peered out into the hallway. 
Though he could hear the sounds of many footfalls and 
voices in the distance, no one passed or stood nearby. 
Weary, Gandalf hurried down rhe tunnd roward the 
Web, and the huge stone blocks which sealed off his 
escape. 

Findingno obvious means of raisingthe barrier, Gandalf 
began searching the walls for anything he might have 
missed. Knowing that at any moment Orcs could come 
marching down upon him, the Wizard hurriedly gleaned 
the stone surface. There, Gandalf saw the dull outline of 
what looked to be a door. He openrd the secret portal and 
cautiously peered inside. The hidden door led to a small 
chamber, which was complerrly empty save for a large, 
wooden-handled crank that rose from the center of the 
floor Gandalf quickly slipped inside and closed the door 
behind him. 

Now wounded and very weary. Tharkun struggled to 
tum the crank. He moved ir slowly until it locked into 
place and could go no further. Finished with thr device. 
the pain in his shoulder throbbing. he slumped to the floor 
in a grey heap. 

Gandalf rested in the cold little chamber for many long 
moments slowly regaining his strength. He only arose 
when the sound of voices echoed out of the tunnel. While 
unable to discern what was said through the heavy stone 
door, it was clear that several Orcs were in the midst of a 
heated dispute. The weary Wizard heaved his frame 
upward and readied himself for whatever might follow. 

The arguing stopped moments before the door to the 
small chamber opened. TharkUn saw a broad and fear
some Black. Troll surge into the room. The Olog bran
dished a heavy mace and glanced about for prey. Before 
the Olog could see his foe or guess his peril, the Grey 
Pilgrim loosed a bolt of fire from his staff. The flamebolt 
sent the Troll-captain flying back into the passage. He 
crashed, ablaze with flames, against the far wall of the 
tunnel and was soon consumed by the deadly inferno. 

Then Gandalf released another scorching blast from 
the end of his staff out into the tunnel. Ore bodies 
scattered like broken twigs, as Gandalf strode into the 
passage holding his blazing staff before him. Without 
their leader to hold them, the Orcs fell back in terror. and 
those dose by clamored to get away like trapped beasts 
that feared for their lives. 

Gandalf now stood between two groups of soldiers. By 
far the the larger number of Orcs were between Gandalf 
and the passage back to Dol Guldur, while the smaller 
group lay between the Wizard and his freedom. 

Gandalf sent another surge of fire toward the larger 
group to keep them at bay. then turned to confront the 
Orcs that barred his escape. After the fiery display. the 
remaining Orcs had no desire to stand before trus deadly 
foe. They stampeded away. stumbling down the tunnel to 
escape the Wizard's onslaught. 

Gandalfknew he had no time to waste slaying panic
stricken Orcs. The Wizard ran down the passage after his 
retreating foes, not to kill them, but to get by the Entry 
Fortress before it was again sealed off. He stayed closr on 
their heels as they passed the raised portcullis and over the 
trap door. Before the Orcs who guarded the Entry For
tress could act, he was by them. He watched as the fleeing 
Orcs entered the Web and scattered. Gandalf slowed for 
a bit to recover his breath and reorient himsel£ so as not 
to become lost in the maze of tunnels. 

(CHAPTER 8) .AN AWFUL FIRE 
Gandalf walked through the crooked passages, retrac

ing his entry path. No pursuit sounded as he traversed the 
tunnels. Allowing only a very dim light to escape from the 
end of his staff, the Wizard moved quickly. He knew well 
that the Orcs would soon resume their hunt. Tharkun 
hurried onward. 

Little time passed before Gandalf again heard heavy 
footfalls. Many Orcs marched in the darkness behind 
him. Extinguishing the light of his staff, he trudged along, 
trying to stay ahead of his pursuers. Soon, however, the 
sounds grew louder. The Orcs neared, dosing in on their 
prey. Just when he thought he could go no further, 
Gandalf saw the now almost familiar torchlight of the 
Entry Fortress ahead. 



Long before he entered the light. he called out to the 
Uruk-hai that guarded the tunnel ahead. In the guttural 
voice of an Orc the Wizard cried: "ClcJse iff the tunnel! Tht 
mnny is upon u.s!" The guards hesitated. and Gandalf 
:epeated his call with more urgency. A shout went up from 
:nside the fortress, and Tharkful heard the sounds ofhuge 
stones sliding into place somewhere behind him. Now, at 
~east. his pursuers appeared cut off. Still, Gandalf feared 
mat he lacked the strength to get past the bastion. 

The guards called for the arc who had warned them to 
show himselfbut, before 0i6rin could ace. the blocks that 
sealed off the tunnel began rising. The Ores on the other 
side slowly lifted the stone barrier. Given little time, 
Gandalf acted in desperation. He cast a spell that smoth
ered the torches. TharkUn then sent a powerful flame 
down the tunnel, knocking over the guards and laying ruin 
to the portcullis. He staggered forward just as the Ores 
behind him opened the tunnel and charged down the 
passage. 

Lumbering through the darkness to the broken gate, 
Gandalf called out to the Orcs inside the fortress: "The 
mtruders have many soldiers. Wait until thty an witbin the gates to 
release tbe tmp." Having no time to wait for a response, 
Gandalf trusted his luck. He made his way through the 
darkened defenses of the Entry Fortress. 

Unsure of what was happening, the Ores inside the 
bastion stopped. Many had been dazed by the flashing 
fire, and their Captain no longer knew who he was 
fighting, Before the Yrch could sort out matters, Gandalf 
had made his way past the fortress. His pursuers contin
ued their charge, only to find themselves engaged in a 
melee with the fortress' defenders. At least initially, 
neither side knew that they now attacked their own allies. 
The second portcullis slid down with a clang. A trap door 
was released and arrows sailed from the walls. Cries of 
agony pierced through the darkness. Gandalf grimaced as 
he heard the fading sounds of Ores slaughtering their own 
kind 

Exhausted, Gandalf managed to drag himself down the 
passage. There, he finally reached the bottom of the stairs 
that led up to the tower. The Wizard listened intently for 
several minutes to be sure the stairs were empty, and then 
cautiously ascended the winding staircase. 

Finding no one in the cellar of the tower, Gandalf 
searched the lower chambers for a place to hide. He 
needed to regather his lost strength. Discovering a large 
storage room stacked with many barrels and crates of 
supplies, Tharkun hid himself behind the goods. He 
relaxed as best he could in that horrid place. 

As he rested. Gandalfheard many companies of Orcs. 
The sounds of heavy boots echoed through the doorway 
every few minutes as the Yrch passed back and forth 
between the tower and the Web. No one searched the 
storage chamber, though, and the Wizardslowly regained 
his strength and nursed his wound. 

Whenatlast he felt strong enough to continue, Gandalf's 
arm was numb and cold. Heknew that he must escape this 
place before the poison spread any further. The Grey 
Wanderer searched the storage chamber for something to 
aid in bis progress, but most of the things seemed utterly 
useless. He opened one of the smaller crates and emptied 
its contents onto the floor. 

T akingthe empty crate, Gandalf went to the footofthe 
stairs and waited a moment to make sure no one ap
proached. Convinced he was unnoticed. he climbed to a 
point several feet below the upper landing. Using his good 
arm, Gandalf heaved the crate up onto the landing. He 
then spoke enchanted words, issuing a command that 
boomed throughout the tower. Suddenly, the flimsy crate 
exploded into flames, sending bits of fiery wood in every 
direction. arc cries filled the air as Gandalf leapt to the 
top of the stairs. 

Fire was everywhere. Furniture and other items burned 
out of control, and the Wizard was in danger of being 
caught in his own flames. Fortunately, the Ores scattered, 
either fleeing through the tront gate or racing higher in the 
tower to escape the inferno. Pulling his grey robes dose, 
Gandalf plunged through the fiery room and ran for the 
gate. 

As be burst out into the dull light of day, Gandalffelt 
a burning heat on the back of his legs. He felt as ifhe had 
not left the flaming tower. Instantly, he realized thar his 
leggings had caught fire as he ran through the blaze. 
Diving to the ground the Wizard rolled across the rocky 
surface. He extinguished the flames, but suffered searing 
burns, wounds that caused him great pain. 

Struggling to his feet, Gandalf forced himself into a 
slow lumbering run down the trail. His legs ached and his 
wounded ann hung numb and useless at his side. None
theless, the Istar persevered. Some of the Ores higher in 
the rower were not yet threatened by the fire and, as the 
Wizard ran for safety, arrows rained about the hillside. 
None hit borne. Tharkful disappeared into the low
hanging smoke. 

(CHAPTER 9) THE NAKED VAllEY 
TharkUn was hardly tree. Several small bands of Orcs 

prowled the Naked Valley hunting for the intruder, and 
the Grey Wizard had yet to cross the line of Evil Trees 
that fanned a fence around the Nan Lane. Beleagured, 
Gandalffelt he was no match for the Trees, but knew he 
had to push himself onward. 

His hope waned as he reached the curtain of evil 
Huorns. The black-hearted Trees blocked the road, as if 
the worn trail came to a sudden end. Forced to summon 
his reserves, the Grey Pilgrim again unleashed his magic 
fire. Flames cast from his staff engulfed the Huoms 
astride the pathway. As flames crackled, his vision blurted. 
The world spun about him. He tried to take a feeble step 
but fell to the ground as blackness closed around. 

Tharklin never saw the Huoms retreat from the road, 
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nor did he did see the green-clad woodsmen dart &om the 
forest to his side, nor did he feel himself being carried 
down the trail. Not until he awoke several hours later: 
hidden in some unknown woodland nook, did Gandalf 
discover that he had escaped Dol Guldur. Kneeling over 
the Wizard and tending his wounds was Narindel. the 
Elven ranger. The Erda explained that he had watched for 
some sign of the Wizard's escape, and when he saw 
billowing douds of smoke pouring into the sky from the 
tower, he crept as dose as he dared to watch for the Grey 
Wanderer. After the Istar's collapse, Narindel watched 
the Evil Tree::; pull back in fear of the deadly fire. He 
reckoned that they would soon return SQ, acting quickly, 
the Elf rushed to save Gandalf. Narindel recounted how 
he then eluded the Y reh and brought Gandalf to a safe 
hollow known as "Oropher's Rest." 

Gandalf ate and drank and recovered enough to move 
on. Then he and Narindel cautiously began the long 
journey back to Rhosgobel. They moved slowly, making 
their way through Mirkwood without encountering any 
foes. A few days later, the two adventurers reached the 
western eaves of the great forest. Greeting Radagast, 
Tharktin was at last safe. 

8.2 GANDALF'S SECOND VISIT 
Dw6in II entitled this second tale "Thafk:Un and the 

ShadO\\l." Again, it appears in Book Seven of the Iron Hill 
Sagas. The story fonns part of rhe Dwarven scribe's third 
chronicle about the history of the Grey Wanderer in 
Wilderland. It refers to Gandalf's second journey into 
Dol Guldur. The events transpire In T.A. 2850-51. 

(CHAPTER I) Ow SUSPIOONS 

Many long centuries after Gandalf s first journey into 
the confines of Dol Guldur-nearly four hundred years 
after the return of the Necromancer to Mirkwood
Gandalf again felt the need to relieve his suspicions and 
worries about the identity of the sorcerer in Amon Lane. 
The ever-watchfUl White Council concurred, for some of 
the Wise now feared that the Necromancer was, in truth, 
the Lord of the Rings. So, early in the spring ofT A.2850, 
Gandalf embarked on his second epic sojourn to Dol 
GuIdur. 

This venture proved very different from the Wizard's 
first trek into the Hill of Sorcery. Not only had Gandalf 
learned much about the Necromancer and his abode, he 
enjoyed the counsel of Elrond and Galadriei. The two 
Eldalords of L6rien suggested a better way for Tharkun 
to subvert the defenses of Dol Guldur. 

Gandalfknew that he had been overly bold on his first 
journey, and that his wizardry had prematurdyalerted the 
Necromancer. By upsetting the Balance of Things, the 
Grey Pilgrim aided his own foe. Even Radagast's en
chanted elixir invited trouble, for as always, Sauton was 
attuned to "magical ripples." Unbridled sorcery, no mat
ter how modest or subtle, never escaped the watch of the 
Evil One. Tharktin realized that he had played the 
impatient fool. He resolved to rely on cunning and stealth 
rather than magic. 

Although Gandalf accepted a tiny leather flask of 
miruvor, the cordial of Imladris, he knew that his inner 
strength served as his only reliable tool. His good cause 
and great will offered his best hope. Elrond agreed, 
although he noted that the precious Elven drink might 
offer timely relief and rejuvenation should Gandalf find 
himself wounded or trapped. 

Now what the Wizard required was a way to mask his 
appearance without the use of enchantments. Galadriel 
provided the appropriate means. Over the years, some of 
the Elves in her service had learned of the existence of the 
Conclave of Dol GuIdut. Members of the dark Order had 
been discovered from time to time traveling the dark 
pathways of southern Rhovanion. Given the feedback 
from her brave spies, Galadriel ordered robes and a cloak 
fashioned.. garb that bore astrong likeness to that worn by 
the evil Laugashi. Only close examination would reveal 
their true origin. She gave the clothing to TharkUn, who 
stayed in L6rien before crossing the Anduin on his 
journey to southern Mirkwood. 

Galadriel also provided Gandalf with black dye, which 
the Wizard used to darken his freshly-trimmed hair and 
beard. Donning his dark costume and standing at his full 
height, the Istar acquired a truly menacing character. He 
looked worthy ofhis adopted. guise. Resembling a Laugash, 
he appeared much like one of the Necromancer's high
ranking lUlderlings. His two fears were that illumination 
or his staff might betray his true identity. 

Tharktinhad yet to determine how to entertheforttess. 
As he had learned years earlier, the Web, while providing 
access to the stronghold, was far more like a huge subter
ranean trap. The maze invited its victims into ever-greater 
dangers. The Grey Wizard needed a different approach. 

After days of contemplation, Gandalf finally deter
mined that the best course was to rake the most direct and 
unexpected route. He resolved to enter Dol Guldur 
through the virtually-unassailable Front Gate. The Nec
romancer, whoever he- was, would never anticipate such a 
bold and foolish move-. The Wizard thus set forth once 
again to confront his greate-st foe. 



(CHAPTER 2) THE ORe WAY 
Mtermanydays ofttavel beneath the blackened boughs 

ofMirkwood, TharkCin found himselfhidden by the side 
of the Men Uruk, the Ore Way, several miles south of Dol 
GuIdur. He chose to approach Amon Lane from the 
south, for he felt that this direction was the more danger
ous and less obvious of his options. For two days he 
watched the road for a patrol heading to the mouth of the 
stronghold. 

His patience rewarded, Gandalffixed on party of some 
thirty Uruk.hai. They marched north toward the Nan 
Lane, accompanied by three heavily-laden wagons that 
creaked and bumped down the rough traiL The Grey 
Wizard knew the movements of the Necromancer's slaves 
well enough to determine that this troop was bound 
directly for Dol GuIdur. 

Summoning all of his bnvery, 
Gandalf stepped onto the road behind 
the Orcs and cautiously caught up to 
the last soldiers. When the rear guards 
turned to con&ont their pursuer, they 
halted. They gazed warily at the ap
proaching figure, who appeared to 
be one of the more prominent 
members of the Conclave. 

The dark and hooded man 
strode into the midst of the Orcs 
and seemed to grow to a menac
ing height. In Black Speech and 
with a commanding voice the tall 
figure said: "Is there oneamongyou with 
wits enough to speak with the likes ofme) Or 
art you going to stand here witb your maws 
banging open like a pack rj whelps." 

The Orc-captain-a broad shoul
dered Uruk with glaring red eyes 
named Grushnog-stepped forward 
to meet the gaze of the Wizard. He 
scowled and said: "What do yo-u want 
witb us, Laugashi' I've got no business with 
you." 

Gandalf swept the Orcs with a 
stare: ''You bdJ no businw with me, I think 
you mean to say. The fools I brought along had 
not the strength tomake the crossing rjDagorMd, 
so you will take their pklce. Now lead on, you 
dogs. The Burlaugasb awaits my am·val." 

Hearing the "Laugash" mention 
their Lord-the almighty Necroman
cer-silence enveloped the Orcs. 
Grushnog, however, was not so easily 
deterred. Though the "Laugash" ap
peared to be who he claimed, the 
Drart::GI had heard something disturb-

ing in his words. "Ibt: Burlaugash awaits my arrivaL" Perhaps 
this man was merely a braggart, trying to intimidate the 
Orcs. Grushnog knew one thing with certainty: no one but 
the Omaukand the Gonon himselfwere ever" awaited" by 
the LordofDol GuIdur. The "Laugash" was no Overlord. 

Grushnog broke the quiet with his harsh voice. "I want 
no Cflrsed Laugasb to tend to! Find your own way to 'IbrUng BurMuga. 
I've got trry erders, same as you, I'll wager." 

Gandalf s eyes flared with feigned outrage as he stepped 
toward the Drawl. In a voice seething with anger he said: 
"I've not journeyed lnmdnds rj leagues to Minas Morgul and back as 
an emissary from the Burlaugasb, onry to bear some wretched snaga 
speak to me as tbough his life meant mere than all the sniveling 
Gondorians I've sMin on my way. And I 'Will not arrive in Ibrnng 
Burlauga unattendtd, like some wandcn·ngfool without station. You 
will he my escort, unless your cbolu is to faa death. Here and now!" 
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Grushnog stared into the Wizard's eyes for a moment, 
gauging the figure that stood before him. He could not 
endure Gandalf's gaze and cried out as though he had heen 
smitten. Any resistance that might of remained vanished. 
The Orcs quickly resumed their march toward Dol 
Guldur. now leading the Wizard without question. 
Grushnog glared hatefully around him as he plodded 
along, but he had learned enough of the "Laugash" to 
know to remain silent. The Drarttii, however, was not yet 
fully convinced by this man's words, He determined to 
keep a do,e eye on the Laugash. 

(CHAPTER 3) THE FRONT GATE 
The dim grey light of day began to fade from the sky, 

and the party crossed the ridge just north afDol Guldur 
and entered the Nan Lane. As the Orcs and the Wizard 
turned south to begin their long assent to the Front Gate, 
Gandalf stood face to face with the ancient and dreaded 
height, which stood wreathed in blackness and horror. 

The party wound its way up the menacing volcano. 
Gandalf caught brief glimpses of shadowy, winged crea
tures soaring in and out of the stonn clouds. Briefly 
illuminated by the light of the moon, the Fell-beasts of 
Dol Guldur flew over the western horizon and soared 
beneath the canopy of darkness that hung over the 
mountain. The Grey Pilgrim knew the flying monsters 
now watched their approach. The Wizard briefly pon
dered his escape but, as the Front Gate drew neat, he 
returned his thoughts toward preparation for the next 
stage of his journey. 

The company, now weary from the long climb, at last 
began the fmal ascent to the Front Gate. The cartsslowed 
to a crawl, and time seemed to slow to their pace. Only the 
black-cloaked figure who walked with the Orcs seemed 
unaffected by the strl':ntlml~ jnnrn'7' 

T111~ iWIH:hlu maw loomed :l.bove the company like an 
unspoken warning. TharkUn gazed upward toward the 
towers, concealing the anticipation he felt behind his stern 
and powerfUl stare. Though the windows of the fortress 
were dark. Gandalf could feel them gazing down upon 
him as surely as if the towers themselves were alive and 
prepared to seize the Wizard in their stoney grasp. 

As the party drew near the gate, Gandalf saw the huge 
portal open. Torchlight streamed forth from the passage 
beyond. A large company ofUruk-hai, far outnumbering 
the Wizard's party, came marching forth into the night. 
Confusion reigned momentarily. and both groups slowed, 
as the Orcs issuing from the citadel were forced to 
citcumvent the wagons. The larger company broke for
mation, even as the last of their munbers were still exiting 
the gate, and the two parties intermixed. Insults flew 
between Grushnog and the other DrarUil. Each cutsed the 
other for getting in the way. 

The Orcs who had accompanied Gandalf were forced 
to halt while the last of the Uruk.-hai came forth from the 
gate. Gandalf exploited the confusion and took the op
portunity to break with his escort. The Y reb had served 
their purpose: they brought the Wizard to the mouth of 
the citadel without alerting the watch. Tharkt1n, the 
"Laugash," boldly strode through the Orcs with an 
authoritative look. No one questioned him as he entered 
into the torchlit corridor that marked the entrance of Dol 
GuIdur. 

Amidst a few parting threats between the leaders, the 
Orcs gradually reorganized themselves and marched off. 
Gandalf found himself alone with the guards stationed at 
the gate. Several Orcs stood around the entrance, where a 
huge Olog barred the way. The Troll quietly stared down 
at the Wizard, his red eyes shrouded behind a masked 
helm. Gandalfhesitated for just a moment, and then said: 
"Stand aside. 1 haw 110 time for more delays." 

The Black Troll stood as still as stone and continued to 
gaze at the Wizard, as if gauging his strength. At last, in 
a harsh and rumbling voice the towering guard replied: 
''No word was sent up jrr>m tbe Fhalaugasb your cr>ming. H'by are you 
hert?" 

Gandalf was well prepared, and the Olog had just given 
him what he required for passage, though the Troll was 
ignorant of his mistake. The Grey 1star had never heard 
tell of the one the Troll called the "Fhalaugash." but with 
his knowledge of the Laugashl and the Conclave, TharkUn 
was quick to guess who this individual might be. 

"0 course no word was sent,jool. 1 was not due Jor many days. 
But tbe Fhalaugasb is certain to send word rif another scrt, if tbe IItWS 

1 bringfrom Minas Mcrgul is delayed atry longer. New stand aside 
bifcre 1 amjorced to call bim bither by our metbods. "Gandalf raised 
his staff as though he prepared to use his power-all the 
while staring Into the eyes of his adversary. 

The Olog regarded the black-hooded figure a moment 
longer. He sensed that this man offered no idle threat of 
power. Worse, he felt a strange aura. a feeling he had only 
experienced before m the presence other Laugashi... or the 
Fhalaugash himself. The Olog dared not risk confronta
tion, so he slowly withdrew to the side of the corridor. 
With a look of haughty satisfaction, the dark-bearded 
man strode into the citadel. just as Grushnog's company 
entered the gate. 

(CHAPTER 4) LONG, DANK CORRIDORS 

Because the guards in the entryway to the Front Gate 
took charge of stopping any unauthorized entrance, 
Tharkun proceeded past the next several guard posts 
without incident. The attendants harbored neither the 
authority nor the desite to question a Laugash. The Grey 
Wanderer's ruse ~erved him perfectly. 



Although Gandalf was not entirdy certain about the 
route through the Front Gate, the way was not too 
difficult to discern as he proceeded on. He only needed a 
moment in each chamber to decide on which way go. He 
quickly left the Front Gate behind and headed down a 
long corridor that led straight into the mountain. 

Thatktm eventually found himself at the edge of a vast 
pit, a wide abyss that plunged into the unfathomable 
darkness below. A crooked, stone stairway wound down 
around the perimeter of the chasm. Only the intermittent 
torchlight that lit the stairway suggested the amazing 
depth of the shaft. 

The odor of ash and sulfur filled the rank air, but the 
Wizard distilled another, unexpected smdL faint though 
it was. Gandalf caught the slightest whiff of fresh air. It 
flowed down through the foul stench like a ray of hope. 
TharkCin looked up and searched for the source, but he 
saw only darkness. Then, for a brief moment, the Wizard 
glimpsed light. Stirred by agustof wind from thewest, the 
shadowy fog parted to reveal a comforting sight. He knew 
in an instant that what he regarded was the moon high 
above the volcano, peeking momentarily through the dark 
clouds. A winged silhouette crossed the silvery crescent. 
Just as quickly as it came, the moonlight disappeared 
again, enveloped by the clouds. 

Gandalf now knew with certainty that he stood at the 
edge of the central shaftof the volcano, and that the chasm 
opened to the sky above. The maw at the summit offered 
freedom, but the winged shape reminded him of another 
peril. The Wizard realized that, should a chase ensue 
while he wound down the stairs, the Fell-beasts could 
reach him. His resolve was unshakable, though, and 
Gandalf turned his attention back to his surroundings and 
began the long descent. 

Meanwhile, Grushnog led his charges past the gate 
guard., where he left his second to oversee the unloading 
of the wagons and the Orcs' return to their barracks. The 
Ore-captain then departed the Front Gate fortress and 
traveled the way which led to the Morlat, the central shaft 
of the volcano. As soon as he found himself alone, he 
withdrew along object. Wrapped in cloth, ir was a prize 
he had kept hidden throughout his long day's journey. 

Removing the covering, Grushnog gazed at the shining 
dagger that he had taken from the fallen Gondorian 
Captain he had slain atthe edge of the forest only two days 
ago. This moment was the first opportunity he had to 
examine his newly acquired weapon free from the eyes of 
his underlings. For all items that appeared to possess any 
enchantments that were taken by the Orcs were ordered to 
be handed over to their superiors. "When he had firstspied 
the dagger two days ago, he knew he must have it for his 
own. Before he was seen by his troops he hid the weapon 
away, and at last he could now gaze upon his prize. 

He withdrew the dagger from its sheath, and his eyes 
filled with greed as he saw runes of power engraved upon 
the blade. He quickly slid the weapon back in place and 
pondered what he saw. "Magic and no mistakE," he thought, 
"and 1 might bE ablE to find a tt:l1Iler tbroat to put it to, and soon." 
Grushnog again hid the dagger away, but he did not 
replace the doth wrappin&> for, if the need arose, he 
wanted to be able to make use of the weapon as quickly as 
possible. 

Hethenheaded to a nearby guard post where he knew 
a former Ujak (B.S. "Sergeant") of his company, named 
Shagrun, was stationed at this hour. 

A;; Grushnog entered the chamber, Shagrun gave a nod 
of recognition to his former Captain, who took rum aside 
to have a quiet word. 

"Did tht cursed Laugash come by this way?"" asked Grushnog 
in quiet voice. 

"What's that? Laugash? Ah yes, lz slinked through bere a bit lxuk. 
1 try not to look too cloSt at those types. Some if 'Em are pretty touchy. 
What's the worry with him?" 

"Ntveryou mind just now. But teU tnf this; how did he stEm to you?" 
asked Grushnog with wily look in his eye. 

"Wel~ 19uess he was just like the rest, coU and hard as a tkJd fish. 
Didn't say a word," 

"Think, jQU lubber. Did you notice anything strangt about him? His 
ryes perhaps?" 

"I toU you, I didn't watch too cfuse. And I didn't notice no ryes." 
Shagrun thought for a moment, then said, "But now that you 
say something, hi. did look about the room a bit, like be hadn't bem here 
bifort. Thought nothing about it, bifore you mentionEd it just now. And 
I'd a never remembered, if you hadn't asked." 

Grushnog seemed to ponder Shagrun's words for a 
moment, but the Ujak's curiosity had now been aroused, 
and he said., "Crushnog, what's this about? You can't come around 
asking questions like that, and think I'm not gonna want in on your littlE 
secret. TIis guard post is enough to turn me to stone with quiEt. !f 
sOlntthing's up, I want in. like old linus, eh?" 

"You always were hungry for a fight, Shagrun. But notbing is up, 
yet. And allI can tell you is that hi. met us outsiJe, seeming all high up 
and [/ever, demandin' to haw an escort back to the Hill, so 1 lEt bim come 
along with its. But just whtn Wi' reach the gate, he up and heads in 
without us, like he had no wantfor us at all. A bit strange, don't you 
thinP" 

"Nolforone oj them, "replied Shagrun, "Laugdigot their own 
ways, and 1 .len't question 'em, But if you need another hand, you know 
you ran count on me. 11e Conon would pay us some mind, if Wi' could 
bring down onE 0/ them, who was up to miscbiif." 

"Not yet; I n«li to know jor sure. lkt lEt's keep this between you 
and tnf for 'low. I'm gonna see if I can follow him down below and 
find out what hi.'s up to. Ibm's a Mustering tonight, deep down. Meet 
me there vhn you're through bert, and I tell you wbat flit seen." 

Having spoken, Grushnog left the guard room and 
headed toward the Morlat. He figured the stairs would 
take him to the strange Laugash. 
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(CHAPIn 5) MORE STAIRS 
For the past few hours Gandalf had been descending 

the winding staircase ever deeper into the evil citadel, and' 
the air grew steadily wanner and more filled with foul 
fumes. Many times he had passed groups of the 
Necromancer's servants, but he soon found that his 
disguise was perhaps the best he could have chosen. For 
with each meeting rhose that he encountered made way for 
him without question. and aU seemed to wish to have 
nothing to do with his affairs. He was revolted by the fear 
he caused in those he met, and soon came to realize that 
the Conclave of Dol Guldur must be a truly wicked and 
vile assembly. His desire to discover the truth about the 
Necromancer was only strengthened by these pitiful 
people. 

As he strode ever deeper into the citadel, Gandalf 
passed by several landings, which matked the entrances to 
the various levels of the fortress. Knowing that the power 
and ominous presence within the Hill of Sorcery lay 
somewhere far below, the Wizard decided to continue his 
descent on the stair for as long as possible. Thus far he had 
counted five landings, and now as he looked below he 
could see the light of the sixth landing a short distance 
ahead. Gandalf deemed that he must have been near the 
elevation of the valley by this time, and, in truth, he now 
approached the Morlat's entrance into the Seventh Level 
of the citadel. 

As Gandalf drew near the opening in the chasm's wall, 
he could see many Orcs stationed within the chamber 
beyond. Before he could make his way past the portal 
and continue down the stairs, a deep and dreadful tone 
arose from what seemed like the core of the volcano, 
fJling the air with its eerie reverberations. The very 
stone seemed to echo in answer and the entire mountain 
felt as though it groaned with terrible enchantment. 

The sound was so overpowering that even Gandalf 
momentarily froze in his tracks, but the tone was 
quickly replaced by the sound of much movement 
coming from the nearby opening. Glancing ill, Gandalf 
saw many of the Orcs within the room leaving by other 
passages, and the echoes of many soldiers could be 
heard beyond the chamber. For a moment Gandalf 
thought that he had been discovered, but the Orcs did 
not head off as though they were called to defend the 
citadeL Rather, they seemed to be answering a sum
mons, marching off in an almost orderly fashion. 

Gandalf took this moment to pass the doorway and 
quickly continue his descent. Whatever was happening 
far below, the Wizard hoped that it would provide the 
distraction he needed to complete his task. What 
Gandalf did not know was that the echoing sounds of 
movement masked the footfalls of his pursuer, who 
took this moment to draw closer to the Wizard and 
watch his actions. 

Groshnog had been following the strange Laugash for 
what seemed like endless hours. He needed to know when 
the black-bearded man exited the Morlat,so asnotlose his 
quarry in the multitude of passages throughout the cita
del. The cunning Orc stayed well behind the cloaked 
figure and only ventured close enough to see the Laugash 
when the man drew near a landing. 

As he continued his pursuit Groshnog's suspicions 
were reinforced by the further unusual behavior of the 
man. For, unbeknownst to Gandalf, the Laugash'i rarely 
made use of the stairs in the Morlat for more than a short 
distance. This route was frequented only by the lesser 
inhabitants of the citadel, due to foul air and the danger
ous nature of the ever-present, gaping pit. 

But the worst of Groshnog's fears were confirmed. 
when the call to Mustering was sounded deep in the 
mountain. Atthatmomentthe Laugash was near the entry 
to the Seventh Level. Rather than exiting the central shaft 
to make his way to the GreatT emple-as all the Laugashi 
did when a Mustering was called-this man continued on 
down the stairs to the First Stratum, where the Breeding 
Pits lay. As any officer of the Kazg8mhoth knew well, no 
route from the First Stratum led deeper into the citadel. 
If one wished to descend to the Second Stratum or lower, 
it had to be done by exiting the Morlat at the Seventh 
Level and descending down a different staircase. This 
hooded man, Groshnog thought, clearly had no knowl
edge of the fortress. 



Tn Gnlshnog little doubt remained thar hil>' quarryW<L~ 
:nd('{'d a spy, He comidcred charging into dll: .seventh 
L~vd to gather troops to as~ail his foe, but he quickly 
realized hi.~ own peril. if by sonu: un~xpcctcd chan!""~, 
however ~light it nught be, this ffi"ll w~ who he daimrd 
(0 be. falsely accusing a Laugash would mean certain 
death or worse, and Grushnog suddenly felt his unce!
trunty swclL recalling nescriptions of the terrible Throne 
Room of Necromancer froUl which none returned. He 
had to be absolutely sure before undertaking such an 
'Irreversible deed. . 

Before continuing down the stairs Grushnog deter
mined that if the man descended to the First Stratum and 
found no way to go further, he would have to come back 
by the same route. If this occurred, thought the Ore, then 
he would know with certainty that the hooded man was 
an enemy. For what other possible cause could lead him 
to the Breeding Pits, particularly just after he entered the 
citadel and a Mustering was called. With this idea in mind 
Grushnog cautiously continued his pursuit. 

A short while later, the Uruk DrartUl crouched in the 
shadows of anarrow crevice in the wall just above the First 
Stratum landing, where the stairs at last came to an end. 
He watched the false Laugash quick1y examine the area, 
then leave the stairway through the opening which led to 
the First Stratum. Grushnog noticed that the man was 
hesitant, as though he was disturbed by his surroundings. 

After the cloaked figure disappeared through the door
way, Grushnog waited for several long moments, feeling 
sure thatthe man would soon return, and he began to plot 
out his next actions. 

The DrartUl knew the proper thing to do was to alert 
the guards above, and waylay the man with overpowering 
force. As he rehearsed the plan, Grushnog grappled with 
an unsettling thought, "Tk Orcs who snag the prey arc them tbat 
win the praise. "He envisioned the troops being honored by 
the Gonon, honored for what he had done, warriors 
basking in his glory. It was his coup, not their's! He 
un.agined himself standing before the Gonon alone, with 
any rival who might to steal his victory. Perhaps he would 
be granted the rank. ofKn"tar or, even better, a position in 
the Black Easterling's personal guard. Avarice gripped his 
mind. Never before had a spy penetrated so deep into Dol 
Guldur. He realized that he alone would be responsible 
for the capture. No prize would be too great to bestow on 
him. 

He drew himself as far back as he could into the crevict'" 
that now served as his concealment:. and his greed-filled 
mind swirled with possibilities. Then, withdrawing his 
newly acquired dagger, he readied the nme-engraved 
blade in his gnarled palm and awaited the sound of 
footsteps that he felt certain would soon come. 

After =;unining the circularpM-Sage that contained tht'" 
four cntranc~s to the Pirst Stratum, Gandalfpondcrcd his 
lm~sent situation. The thick iron doors werc alllm::krd, 
which [lJle{ the Wizard fh~t this 3.t'ea tnmt be much It:s~ 
traveled than those hI!' had traversed already. V,That di~
turhed Gandaff far more was the overwhelnring feeling of 
corruption and evil he sensed. beyond the: heavy portals. 
Though ht: I:uuld tell that the true power of Dol Guldur 
still lay far deeper than this place, something truly sinister 
was hir/r/I."n behind those dour:;. He had no time to 
confront all the evils of the Hill of Sorcery, and his true 
mission was to discover the identity of the Necromancer. 
So the Wizard decided to risk returning to a point higher 
in the citadel to find another way past this place. He went 
back to the winding staircase that led him here and began 
his ascent. 

After climbing only a short distance Gandalf sensed 
some disturbance ahead. He paused for a moment, peer
ing up the dim torchlit stairway. Someone or something 
was there, but who or wherehe could not tell. With swift 
resolve Gandalf drew himself to his full height and said, 
"Show yoursc!f! Lest I let nry fin seek you cuI." 

To the Wizard's surprize he heard faint movement 
dangerously near. Then, only a few steps above where he 
now stood, an Ore suddenly leaped out onto the stairs 
from a crevIce in the wall, brandishing a gleaming dagger 
and barring the Wizard's path. The dim torchlight of the 
chasm shadowed the Ore's face, but his eyes glimmered 
red with loathing. 

Gandalf, however, did not yet wish to expose himself to 
the Necromancer, so he dared not risk. unleashing hiS 
power to dispose of one Otc. The Wizard also knew that 
his adversary was unaware of this fact. 

Gandalf raised his staff in a threatening manner and 
glared into t'lle eyes of his foe. "Drop your blak, then tum and 

walk bifore m.t:; unless you are prepand to m«t your doom." 
The Ore growled and hissed in response, but for a 

moment he did not move. Then. as if seeing his peril for 
the first moment, the Ore's gaze seemed to shift from 
hatred to despair. He lowered his dagger in defeat and 
bowed his head. Just as he began to rurn his shoulders, 
complying with the Wizard's demands, he suddenly 
shifted his weight, raised his weapon, and lunged down 
upon his enemy. 

TharkUn barely had time to swing his staff and block 
the oncoming attack. As the blade plunged toward his 
chest, he knocked it aside. Grushnog had put his full 
weight behind his assault and, though the dagger missed 
its mark, the Ore cashed into Gandalf. The pair tumbled 
down tht'" stoney stairs. Before either combatant could stay 
his fall, both rolled over the side of the chasm. They 
plummeted into the darkness below. 
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(CHAPTER 6) A LoNG FALL 
As he sailed through blackness to certain death, Gandalf 

caught one last gleam of light &om the Ore's dagger, 
which had been knocked free of Grushnog's grasp and 
now fell along with the two doomed individuals. 

They fell through darkness for what seemed an eternity 
as Gandalf envisioned the fervid death which awaited him 
somewhere below. Suddenly, and far sooner than he 
anticipated, the pair struck bottom, Or so the Wizard 

thought when he felt the first jolt ofimpact. His body was 
not smashed upon jagged stones, nor seared by burning 
steam. Rather, he felt as though he was snagged by a huge 
net-like canopy. The strange substance stretched with the 
force of his fall, and he tore through the upper layers. 
Then suddenly his momentum was completely absorbed, 
and the net sprang back into place with quivering vibra-
tions. 

Gandalf was dazed by the impact. He could not 
imagine what had saved him. Before he felt any relief. he 
realized that his anus and legs were held fast, as though he 
had been bound in an instant. Darkness engulfed the 
Wizard, like impenetrable night. 

Gandalf quickly regained his senseS and discovered that 
his entire body was bound to the sticky strands on which 
he now lay. For several moments he tried to free himself, 
but found that his binding was incredibly strong. Even his 
staff, which he still grasped tightly in one hand, WiLl held 
fast. He then felt the vibrations of frantic struggling 
nearby, and he knew that his assailant must also have been 
caught. 

Aware of his desperate position, Tharkun risked sum~ 
moning a dim light from the end of his staff. The 
enchanted glow enabled him to see his precarious predica
ment. He found himself in the middle of an impossibly 
huge spider web, a sticky net spanning the entire chasm. 

The Wizard felt inclined to summon fire to burn away 
his binding, but he elected to wait. He dared not panic. 
Still, Gandalfknew that the web had a weaver, and he had 
no desire to be trapped like ahelpless fly when the creature 
arrived. 

As he weighed hIS choices, the Grey Pilgrim heard faint 
sounds, noise that were all too easy to identify. A massive 
body was pulling itself across rough stone. An eerie hiss 
echoed into the chasm. The entity grew steadily closer. 

Just when Gandalf was prepared to use his power and 
discard his last hope of staying hidden from the I'ecro
mancer, he caught a gliO[ of steel out of the corner ofhi~ 
eyr. Turning his head as far as possible with the sticky 
binding, Gandalf saw the Orc's dagger just beyond his 
outstretched arm. Seemg the blade clearly for the first 
time, the Wizard's hope was suddenly renewed, for this 
was no Orcish weapon, but an enchanted dagger forged by 
DUnedain. Ifhe could somehow manage to grasp it, then 
he might be able to break free without usmg his magic. 

The sounds of movement grew ever closer as he strained 
to reach the dagger. His binding held, and Gandalf shope 
again began to fade. Then suddenly his former enemy the 
Ore gave a terrified shriek, and Gandalf felt the huge web 
shift as though a tremendous weight pressed upon it 
somewhere out of his vision 

The Wizard knew that this moment was his final 
chance to salvage his mission. and he called forth all of his 
inner strength, as he pulIed with every last bit of will he 
possessed. The stench of the spider filled his senses with 
its approach, and the Orc's pitiful cries echoed in his 
mind. Gandalf at last tore one arm free of the web. 
Extending his hand and stretching his binding as far as he 
could, the Wizard made an lunging grasp at the dagger. 
With an explosion of renewed hope, he ripped the blade 
from the web, and desperately began to cut himself free. 

The Dtinadan blade proved equal to the task, and in 
moments Gandalf was released. Struggling to a wobbly 
stance, the Wizard found that the thick strands of web
bing that formed the foundation of the massive trap did 
not adhere to him as the thousands of thinner ones had 
done. He placed his feet as securely as possible on the 
heavier cords and turned to face his new adversary. 

EnnaSan Sarab, for so the spider was called, was a truly 
huge and horrid beast, with many faceted eyes that 
reflected the glow of the Wizard's staff. No such light had 
ever found its way to this dark place, and the hulking 
shadow stood poised, yet hesitant, at edge of her web. 

Gandalf stood many paces from the face of the chasm, 
staring at the center of web. A short distance to his right. 
between the Wizard and his foe, the Orc struggled in 
desperation. TharkUn gave no thought to the doomed 
Uruk. for Enna San Sarab now slowly advanced toward 
her prey. By the dim light of his staff, Gandalf saw from 
whence the beast had come; as she made her way forward, 
she revealed the opening to her lair. The Wizard under
stood the passage as his only means of escape. For unless 
he used his power, he had no hope of slaying the horrible 
creature. 

Gandalf took two uncertain steps away from the beast, 
watching her intently. He planned to move while spider 
subdued the Ore. As the monster approached her victim, 
the Wizard worked his way around the web in the 
opposite direction-always keeping a good distance be
tween himself and his foe. He reached the passage but, 
before moving any further, he stopped to watch the 
hissing beast. Enna San Sarab crouched and sprang on the 
Ore with astonishing speed. Sinking her fangs into the 
thrashing figure, she drained his fluids with a single draw 
of her sharp. powerful proboscis. 

One last spasm signalled the Ore's last breath. Gandalf 
caught sight of his tortured face, and instantly recognized 
the Uruk DrartCtI. He was the same Orc who led him to 
the citadel hours earlier. Gandalflocked the image away. 



After Enna San Sarab's fearful display, the Wizard 
discarded all thoughts of maneuvering around the spider. 
She was dearly the Queen of her domain. Worse, the 
ominous beast was less than five paces away, leering 
forward with her dreadful eyes, threatening with her 
venomous fangs. 

Unlike the DrartUl, however, Thark6n was no helpless 
Orc. The spider now faced Gandalf the Grey, an Istar who 
had confronted far greater enemies than Enna San Sarab. 
The Wizard stood strong and unshaken. 

Lifting his staff aloft and holding forth the dagger, 
Gandalfunleased a flash of piercing light. The blast dazed 
the spider, for she was unused to such brightness. Great 
light was all but unknown in her dark chasm. Glancing at 
the web that lay between himself and his enemy, Tharktin 
made two lunging strides across the gap. The Grey Pilgrim 
landed his feet on two of the thick cords of dry webbing 
and leaped over the lifeless Orc. Gandalf plunged the 
dagger into one of the eyes of the huge spider, who 
recoiled violently with a seething hiss. 

Never before had Enna San Sarab been wounded so 
severely. While hardly defeated, she was stunned by the 
assault. She saw nothing around her. As she crouched in 
defense, fearful of another strike, Gandalf made his way 
across the web. Before sight returned to her unwounded 
eye, the Wizard fled the chasm. 

(CHAPTER 7) THE SProER'S LAIR 
Gandalf descended the curving tunnel that led away 

from the MorIat and the huge web. Thick, rope-like cords 
of wehbing ran along the floor of the tunnel, and the 
farther he went, the greater the downward slope of the 
passage became, soon growing treacherous. Gandalf real
ized that these long strands must be used by the spider to 
climb and descend the slanting corridor, and, like the 
larger webbing above, these cords did not stick so strongly 
when touched. 

Thinking quickly, Gandalf began to sever the strands 
with his dagger. The cords were thick and hard, like 
massive ropes, and he had to hack and saw at each before 
it would break. As he worked at his task, he heard the 
sounds he had been expecting since he entered the tunnel. 
Somewhere above Enna San Sarab was approaching. 

As the sounds grew louder Gandalf worked at feverish 
pitch, until, at last, all but one of the webs was cut. Then 
using the last cord like a rope he resumed his descent down 
the sloping tunnel. 

Just before he reached the bottom Gandalfheard 'the 
sounds of maddened hissing as Enna San Sarab found that 
he had destroyed her self-made ladder. Her anger more 
fierce than ever before, she would not be deterred In her 
pursuit. She slowly began working her way down the 
tunnel. using her massive legs to brace herself against 
narrow walls. The sound of her claws scraping against the 
stone echoed down the tunnel. 

At last Gandalf reached the end of the slanting tunnel, 
and now found himself at the mouth of the spider's lair, 
an octagonal chamber, half-filled with webbing. A putrid 
odor hung in the air. Casting the light of his staff about 
the room, Gandalffelt his hopes dim: he saw no other way 
out of this horrid pit. 

Feeling that he must act quickly or be forced to use his 
wizardry, Gandalf called more light from the end of his 
staff and began to cut his way through the chamber with 
the enchanted dagger. Searching for some unseen exit, he 
heard the sounds of the spidet's approach grow closer. As 
he turned to face his foe, he saw a faint groove, like the 
outline of a door, on the opposite wall trom the tunnel 
entrance. Having no time for caution, Gandalf thrust his 
weight against the stone portal. 

With great reluctance, as though ithad not been moved 
in countless years, the door swung slightly inward, reveal
ing an opening that was far too small for the spider to 

follow. Gandalf gave another shove and again the door 
moved a bit. Before he could open the portal enough to 
pass through it, Enna San Sarab reached the mouth of her 
lair. T uming on his heel, Gandalf gazed at the wounded 
beast, who now crouched, ready to spring on her prey. 
Actingswiftly, he held his dagger up to the light ofhis staff 
and a brilliant reflection shot forth through the room. The 
splder paused for a momentrememberingthe stingofthat 
blade. I 'hen (Jandalf threw the dagger across the room at 
the huge beast. 
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Though the blade missed its mark and clattered against 
the wall, Enna San Sarah drew back in fear. Her retreat 
afforded Gandalfthetime he needed to heave the doarth; 
rest of the way open, and the Grey Wizard disappeared 
into the passage beyond. 

(CHAPTER 8) A FAMIUAR CAPTIVE 

A short while later Gandalf found himself at the end of 
the narrow tunnel in front of another stone portal. From 
this side the door was not hidden and had a heavy iron 
handle. He removed the webbing from his black robes and 
extinguished the lightofhis staff. Then he pulled the door 
open to see what lay beyond. 

There, stating at the Wizard with dumbfounded won
der, were several Orcs who guarded the chamber. Because 
few inhabitants of Dol Guldur knew of the tunnel that 
Gandalfhad used, the soldiers were amazed at his appear
ance. Again his disguise proved its worth as the Orcs went 
silent at the sight of a Laugash. He strode through the 
room with a haughty air, almost daring the guards to 
question him, then left via one of the doorways and 
continued down a long corridor. 

Gandalf, who was now uncertain of his location, slowed 
to gather his bearings; he could sense that the power of 
Dol Guldur still lay deeper in the citadel. Continuing 
ahead Gandalf passed by another corridor that led to his 
right. He guessed the tunnel's destination, when the odor 
of sulfur filled his nose. Hurrying down the passage. the 
Wizard again found himself atthe edge of the Morlat, and 
to his surprise the stairway began again at this level and 
continued downward. 

Then another feeling, strange in this gloomy place, 
disturbed his thoughts: not the hatred and loathing that 
seemed to cry out from every corner, but mourning and 
sorrow, so pitiful and helpless that the Wizard haIted in 
his path. The source of these emotions was somewhere 
nearby. His sympathies overcame him, and he turned 
around and headed back the way he had come. Perhaps he 
could bring some hope to the despair that he sensed. 

GandaIf made his way to the prisons of Dol Guldur, 
which lay only ashort distance away. Though he knew not 
where he was, as he entered the prison guard room, the 
Orcs stationed there were dearly used to having a Laugash 
present. Passing into the prison area after giving a curt nod 

to the guards, Gandalf gazed about in 
silent horror. Many cells opened onto the 
long corridors, and cries of pain and terror 
filled the dark air. He longed to unleash 
his power and bring these wrongs to an 
end, but his greater mission still burned in 
his mind. Moving far from the guard 
room GandaIf began to search the foul 
halls. 

\\That happened next became a re
nowned part of the history of Middle
earth, for in his searching GandaIf came 
upon the Dwarf-lord, Thrain II, who had 
been imprisoned in Dol Guldur for many 
years. Long after his journey GandaIf re
counted the tail.' to Frodo in Minas Tirith, 
just after the coronation of King Elessar: 

" .. .I mtered Dol GulJur in disguise, and haJ 
found therr an unham Thwif dying in the pits. I 
bad no idea who he was. He had a map that haJ 
belonged to Durin's folk in Moria, and a key that 
sermcd to go with it, though he was too for gone to 
expkin it. And he said that he haJ possessed II grefl1 
Ring. 

"Nearly all his ravings 'Wf're 0/ that. "The last if 
the Seven," he said over and over again. But all tbm 
things he might have come by in many ways. He 
might have been a messmger caught as he fled, or even 
a thiif trapped by a greater thief But he gave the map 
and the key to me. "For nry son," he said; and tbm 
he died." CUT, p. 324) 

Following this encounter, Gandalf de
parted the prison, returned to the Morlat, 
and continued down to depths of the 
citadel. 



Gandalf drew near the landing that marked the en
trance to the Third Stratum of Dol Guldur. He saw that 
the stairs continued down past the entryway, and again 
detennined to remain on this descending route. As he 
drew closer to the landing. a deep and ominous sound 
drifted out of the doorway filling his senses. Like many 
voices chanting as one, the sonorous tone repeated its 
powerful rhythm again and again, slowly gaining strength. 
Something in the droning chorus seemed ro callout to the 
Wizard. Hearingthe answers he sought hidden within the 
terrible sound, he entered the Third Stratum to find the 
source. 

Traversing the spacious corridor that led into the area, 
Gandalf found himself in a room nearly as large as the 
Marlat itself, adorned with massive statuary that loomed 
over the Wizard in a shadowy display. No torchlight 
illuminated this place, for the waIls gave off an eerie red 
glow. To Gandalf's surprise no one was present in the 
huge chamber, though the chanting now echoed loudly 
throughout the hall. 

As he crossed the black marble floor, Gandalftooknote 
of the figures depicted about the room, most of whom he 
could easily identity. There Morgoth stood taIl and 
terrible beside Ungoliant after she devoured the Two 
Trees; in another place Gothmog towered over the broken 
body of what must have been Feanor; and still another 
showed Glaurung, the Father of Dragons, after the de
struction ofNargothrond. Oddly enough, Gandalf noted, 
he saw no depiction of Sauron or any of the NazgOl 
While others of lesser stature were prominently dis
played, any image of the Necromancer-whoever he 
might be-was also curiously absent. 

GandaIf s suspicions grew as he followed the chanting 
across the chamber. There, standing before the entrance 
to the room that must have held the source of the droning 
sounds, was a statue that caused the Wizard to stop and 
stare in wonder. The figure was a Man, proud and tall, 
who looked like a DUnadan Lord of old. He bore the 
symbols of the King ofNthnenor. A golden plaque at the 
base of the statue read: "AT~PharazanJ the Great BttTQytT of the 
Edain." 

To someone less learned in the histories of MiddIe
earth, this title may have meant nothing. To Gandalf. who 
knew wdl that Sauron's beguilement of Ar-PharazOn led 
to the Downfall ofNt1menor, the statue told much. One 
thought then dominated the Wizard's mind: who but 
Sauron would display such a grotesque mockery? 

But Gandalfhad to be certain. He strode bravely into 
the chamber beyond to resolve the last of his doubts. 

(CHAPTER 9) THE GREAT TEMPLE 
Gandalf stood at the back of one of the largest rooms 

in all of Dol Guldur, the Great Temple. Row upon row 
of thousands of Orcs, Trolls, and men were seated 
throughout the sloping chamber, all taking part in the evil 
chant that now filled the Wizard's head with its power. 
Firelight blazed in mithril braziers, lying before the dais, 
which lay at the front of the room, far below where 
Gandalf now stood. 

But the horrid adornments of the Great Temple could 
not hold the Istar's attention. Amidst the droning multi
tude a tall figure, robed much like Gandal£ yet slightly 
different, walked to the center of the dais, carrying a 
bejeweled scepter. The tempo of the chant increased, and 
the tone rose with growing tension. At last the man raised 
the scepter and silence engulfed the chamber. Then in a 
deep, yet clear and powerful voice he began an ancient 
litany of reverence to the Necromancer. 

The Fhalaugash himself, thought the Wizard, as he 
stood at the rear of the crowd. 

Then suddenly something struck Gandalfs mind, like 
a brisk wind that relieves the oppressive heatof a summer's 
day. Carved upon the surface of the dais, spanning nearly 
the entire length of the platform. was the unmistakable 
symbol of the Red Eye, Sauron' s sign throughout his reign 
in the Second Age. 

Had. this symbol been placed in some less prominent 
locale, Gandalf might have dismissed it as chance. Seeing 
the Lidless Eye in such a conspicuously distinct chamber, 
TharkUn found his worst suspicions confinned. The 
Necromancer was indeed Sauron, the Dark Lord of 
Mordor, the Lord of the Rings. 

As he stared at the symbol with concealed horror, 
Gandalf s lingering doubts vanished. and his greatest fears 
grew to undeniable truths. At long last he had unraveled 
the secret that had plagued him for centuries. With the 
echoes of the Fhalaugash's vile voice still sounding in his 
ears, the Wizard quietly left the chamber to make his 
escape. 

Afterturning his attention toward exiting the evil halls, 
Gandalf recalled his last sight of Grushnog, the DrartCil 
who had led him here and nearly cost him his life. How 
had the Ore known that he was an enemy, thought the 
Wizard, or did he merely seek to defeat a Laugash for his 
own desires? Vlhatever the truth might be, the garrison 
did not seem to be alerted to his presence. Tharkun found 
no clear way to reason through the problem. He decided 
to ascend the fortress by a different route, thus avoiding 
anyone who might be secretly awaiting him within the 
treacherous chasm. 
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Traversing the hall filled with statuary, Gandalf fol~ 
lowed a wide corridor leading south. He soon found 
himself in a triangular chamber, stationed with guards. A 
circular stairway led both up and down. 

But these soldiers were men, not Orcs, and they bowed 
in reverence as Gandalf entered the room. Theymade way 
for the Wizard, as thought they expected him to continue 
on past this place. Having his curiosity stirred as to what 
might lay beyond this chamber, Gandalf followed the 
soldier's lead and walked by them and into the next 
corridor. 

Gandalf soon discovered that he was now in the area of 
the citadd that housed the Laugashi. All the residents 
were in the Great Temple or elsewhere, so the Wizard was 
free to look about undisturbed. Searching the lavish 
chambers, Gandalf came upon a most unexpected room. 
Row upon row of oak shelving lined the spacious floor, 
and countless tomes, scrolls and other writings filled the 
shelves. Finding a long table with several books lying 
open, as though someone had left in the midst of their 
work, Gandalf began to examine what he found. 

The writings, most of which had been scribed in 
Gondor, covered many subjects that seemed, at first, to 
have little to do with each other. Examining the words, 
Tharkun discovered one element common to all of the 
works. Each mentioned. at least in some small way, 
Isildur-the last known person to possess the One Ring. 
Gandalf easilysunnised what lay at the core of this matter . 
Not only was the Necromancer, in truth, Sauron, but his 
minions now combed the cOUJ1tless tomes of Middle
earth for news of Isildur and the One. 

The shock of realization struck Gandalf s mind like a 
flash of light, as he leaned over the table in the ce:1ter of 
the chamber, contemplating this awful discovery. Feeling 
a strange disturbance in the air, TharkCin lifted his eyes 
from the table to look across the room. His gaze imme
diately froze on a tall, black-robed figure, who now stood 
by a side door, glaring at the Wizard. The man held a 
dazzling scepter. 

(CHAPTER 10) THE FHALAUGASH 
The pair stared at one anothet for a long, silent 

moment. The Sorcerer's visage gradually turned from 
simple disapproval at finding one of his underlings absent 
from the Great Temple, to wicked loathing, as he realized 
he had never before seen this man. Ganda1fknew this was 
no shallow-minded Ore which he might fool witb clever 
words. 

The Fhalaugash, now fUlly enraged, raised his scepter. 
Blood-red flames sheathed its length, and the Sorcerer 
cried in a deafening vOICe: "Now you shall die, Intnulcr!"The 
flames streamed forth from [he scepter, lashing toward 
the Wizard. 

But Gandalf proved the swifter. Sending an unseen 
force across the wide chamber, the Sorcerer's fire was 
turned back, fizzling away hannlessly in the air. Then 
Gandalf raised his staff, as if to strike back with his own 
power. Unquenchable white flames hurst across the room, 
but did not assail the Sorcerer. Instead, Gandalf s fire 
engulfed one of the massive shelves, and ancient scrolls 
and other dry parchment began to crackle with flames. 

The Fhalaugash gave out a horrific cry that seemed to 
shake the walls of the chamber. Turning his power on the 
precious records, the Sorcerer strove to extinguish the 
flames, as billowing smoke filled the air. For a moment he 
knew nothing but the desire to save the irreplaceable 
tomes. Soon his sorcery snuffed out the blaze, the smoke 
began to clear. When he looked across the chamber to find 
his unknown assailant, the Wizard was gone. 

Deep on the Fifth Stratum of Dol Guldur Sauron 
stirred from his mediation. Something had broken his 
thoughts, disrupted his endless pondering: a source of 
power within his 0'Wll sanctuary that he could not imme
diately define. It seemed as if a half forgotten dream tose 
from the depths of his thought. Once before, centuries 
ago, he had felt that power, and over the years had learned 
its name: 016rin! Gandalf the Grey! 

Fury gripped the Evil One. This time would be differ
ent; the Grey Fool would not escape. Unlike before, the 
Dark Lord now had one of his NazgUl present. 

Using his dade powers, Sauron issued silent directives 
to his Ringwraith, KhamUl, the Black Easterling, Second 
of the Nine and Keeper of Dol Guldur. Within moments, 
Khamul swiftly left his chambers to fulfill his Master's 
command. 

Aftet hours of climbing the seemingly ceaseless stair
ways, Gandalf stopped to rest. He reposed somewhere in 
the shadowy gloom of the Morlat, just above the Sixth 
Level of the citadd. TharkCin drew forth the flask of 
miruvor-the cordial ofImladris given to him by Elrond
and took a long quaff of the reviving fluid. His strength 
and stamina quickly returning, the Wizard refleered on 
the latest tum of events. 

Soon after he had left the halls of the Laugashi the blare 
and boom of horns and drums thundered throughout the 
fortress, sounding the alann. Though the garrison was 
instantly alerted to the intruder's presence, they had, at 
first, no knowledge that their enemy appeared as one of 
the Laugashi. So Gandalf was able to continue to make use 
of his disguise to pass by the countless soldiers he met on 
his way. Since that time the fortress had grown quiet once 
again, but Gandalf could feel a looming tension in the ait, 
like a terrible beast coiling its muscles before it struck. 

After he had reached the top of the stairway that 
ascended from the halls of the Laugashi:, he had resumed 
his climb in the central chasm of the volcano, having no 
desire to get lost in the myriad of corridors. As he passed 
by the entrance to the Sixth Level, he overheard a com
mander giving out new directives: 



"IDat's right, you scum. Stop aU Laugaxh~ and tau 'em to the 
Conon. Ibat's your orders, now move!}} 

Hidden a short distance above the landing. Gandalf 
then saw a group ofUruk-hai charge out of the opening 
and down the stairs. Not waiting to see what happened 
next, the Wizard ran up the staus well out of sight of the 
landing to the place where he now sat. 

Having been revived by the miruvor, Gandalf contin
uedhis climb afteronlyamoment's test. The Grey Pilgrim 
now wished to find a different way to ascend, for he felt 
too exposed in vastness of the M§r1at after hearing those 
ominous words. At the next landing, he cautiously left the 
stairway and entered the Fifth Level of Dol Guldurto find 
another route. 

As Gandalf stepped into the curving hall that encircled 
the M6rlat at the Fifth Level, he heard voices to his left. 
He slipped quietly into a long passage that led away from 
the circular corridor and hurried away from the sounds. 
He took only a few steps before he heard a harsh 
command: "You, Laugash, stay where you a1'e!" 

The air exploded in flames. Warriors charged the 
Wizard. Commands blared as soldiers converged on the 
battle from all about. Men and Orcs scattered, but many 
more took their place, and the Wizard was driven back to 
the huge chamber which now lay behind him. Erecting a 
searing firewall across the passage, Gandalf momentarily 
halted his pursuers. He quickly gazed about. 

Although the ceiling was no more than three times the 
height of the Wizard, the room was vast. It stretched 
hundreds of paces in every direction. In fact, it was not a 
room at all; it was actually a mere called the Black Lake, 
reservoir of the citadel. The Wizard stood on a stone 
causeway elevated a few feet over the water that forked in 
two directions, curving across rhesurface of the dark fluid. 
And Gandalf could see two other entrances into thIS 

chamber far to either side of wherc he now stood. 
Somewhcre in the distance the sound.~ of groaning and 
creaking metal churned on without pause. 

As thc light of his fiery barrier dicd away, GandaIf fled 
down the causeway. In moments Orcs poured into the 
room. At the other entrances huge Olog-hai surged forth 
like an oncoming storm. Reaching a junction in the 
causeway with foes behind and to his left, Gandalf turned 
to make his stand. 

(CHAPTER I I) THE BLACK EASTERLING 
The water flashed with reflccted fire, as the charging 

troops were dtiven back. For a momentGandalflooked as 
though he could win his way to one of the doors, but the 
minions ofSauron charged with renewed strength. A dark 
and dreadful Captain arose in their midst, sending them 
on., heedless of their peril. The Wizard's use of fire had 
called to Khamfillike a mute summons, and the NazgUl 
had come as swift as a black wind in the night air. The 
Ringwraith now took charge of the attack, ravenous for 
victory. 

Though countless numbers fell to the flames, the lines 
of maddened Orcs and Trolls forced Gandalfback, driven 
ever fUrther from his escape, and closer to the sounds of 
grinding and clanging machinery. As their numbers began 
to dwindle, however, those who remained slowed their 
approach and parted, making way for the black figure that 
strode to confront the Wizard, 

Gandalf now stood next to the source of the strange 
noises. A short reach from the edge of the causeway three 
immense chains made long loops from a hole in the 
ceiling. down underneath the water, then back up through 
the opening above. The chains ground along in unending 
rhythm: down from the ceiling, into the water, then up 
once again. Fastened to the chains were large, trough-like 
scoops, whic!' filled with water as they passed beneath the 
surface of the pool. Then the water was slowly carried 
aloft by the grinding system. 

TharkUn glanced briefly at the strange machine and the 
surrounding water, then faced his new foe with an 
unfaltering stance. KhamUi came forth with fiery eyes, 
intent on the Wizard's destruction, Gandalfknew that he 
now faced one of the Nine. Had these adversaries met in 
another place, Khamfil, alone and unaided, might not have 
possessed the will to stand before the Wizard. There, 
amidst his shadowy element, nigh on Sauton himself, the 
NazgOl stood strong. 

He approached along the curving causeway, and seemed 
to grow greater with every step. Before he could close on 
the Wizard, though, Gandalfheld forth his staff, sending 
streams of crackling power down its length and out across 
the black pool. At once the water began to churn and 
splash, sending waves crashing against the causeway, 
washing over the stone. The Ringwraith halted, cut off 
from his prey by the dreaded element. 

GandaIf s staff surged with power, and the turbulent 
waters became a cacophony of crests and sprays. The 
minlOns of the Nazgfil drew back in horror, and KhamUi 
screamed, as if in terrible pain, as shimmering droplets 
showered down upon him. The Wizard was lost to their 
sight amidst the ever-rismg tumult. 

Then with a fmal blast of magic the waves swelled to the 
ceiling, then fell asunder, raining down on the causeway 
and the surface of the pool. Gandalf leaped quickly to 
heavy chains that ground upward near to where he stood, 
and submerged himselfin one of the troughs. AI; the water 
slowly rerumed to a quiet state, the huge chains gradually 
carried Gandalf aloft through the opening in the ceiling, 
hidden from the gaze of his enemies. 

Moments later Khamul regrouped his underlings and 
began to search the chamber. Many torches were quickly 
brought to light the pool, and Orcs and Trolls stabbed 
beneath the surface with their spears, hoping to discover 
their foe. The Black Easterling believed that the Wizard 
had dived into the water to conceal himself, and soon the 
causeways were amassed with soldiers seeking the elusive 
spy. 
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In time, when no sign of Gandalf could be found, the 
NazgGl, at last, turned his attention to ever-moving 
chains, and water they carried aloft Then, all at once, 
Khamul saw the truth, He gave out a terrible cry that froze 
the hearts of hiS followers. Somehow the Wizard had 
deceived him. 

With little chOice remaining, the Ringwraith ordered 
all his forces to converge on the First Level. His last hope 
was to catch GandaIf as he tried to make his escape. 
KhamUl considered the fact that the Wizard had some
how gotten into Dol Guldur; that meant that he might 
have some unlooked-for way of getting out. If that 
dreadful event occurred, all would be lost. Or would it? 
Leaving the citadel was not the samt' as getting free from 
his grasp. Besides, he had more than one weapon at his 
disposal. 

With deadlyresolve Khamftl sent 
a messenger to the highest reaches 
of the fortress to have his Fell-beast 
harnessed and prepared to go aloft. 
Then he returned his attention to 
snaring his hated enemy, as he left 
the Black Lake and began his ascent. 

Many long minutes had passed 
since GandaIf s narrow escape from 
the Nazgfrl. He rode ever higher 
through the dark shaft that now 
encompassed the chains, seated in 
the watery container. Chilled to his 
core by the frigid water, the Wizard 
took another draft from the flask of 
nllruvor, and felt its power wash 
through him, relieving the cold. His 
last outpouring of power had drained 
him of much of his strength, and the 
reviving cordial chased the weari
ness from his mind. 

Seeing a light high above, which 
grew steadily brighter, Gandalf pre
pared himself for his final escape. 

(CHAPTER 12) DAYllGHT 
As he reached the top of the shaft. 

the Wizard was dumped from the 
container into a shallow basin. He 
jumped to his feet with a splash and 
raised his staff. No Orcish warriors 
or other foes stood there, just four 
men, there to tend to the huge ma
chine. They gaped at the dripping 
figure, as he flew through a nearby 
:foor and down a short flight of 
stairs to the First Level. 

Standing in the midst of a long 
corridor, GandaJf was uncertain 
which direction to take. He paused 
until a shout came down the hall, 

and Orcs rushed into view in the distance. Gathering, the 
Y rch charged toward the Wizard. Sending his fire blazing 
into their midst, Gandalf decimated the foremost ranks. 
Those behind then held their places, jeering and barking 
at their enemy, but not daring to approach. Suddenly, 
from behind the Orcs several Black Trolls lumbered forth, 
bringing with them many more Uruk-hai and Men as well. 
Before they began their attack, Tharkun turned and fled 
down corridor, leaving a trail of wet footprints as he ran. 

With the Olog-hai dose on his heels, the Wizard 
entered a nearby chamber. To his relief, the room held a 
circular staircase that led both up and down. He won
dered: "Which way to go?" Gandalf was uncertain, not 
knowing how high he might be in the vast citadel. As he 
pondered his options, sounds of heavy boots echoed from 
the stairwell below. Olog-hai surged into the room behind 
the Wizard, and Gandalf took flight up the stairs . 



TharkUn climbed high on the winding staircase, but he 
could not evade the sounds of pursuit, orthe growing fear 
that he was going too high. At last the Wizard came to a 
landing, though the stairs continued upward. He cau
tiously stepped into the room beyond, once again pre
pared to use his power. Five Orcs stood guard. Gandalf, 
however, had now outpaced the new directives sent out 
from deep in the fortress, and these Orcs had not yet been 
told that the intruder appeared as one of the Laugash'i. 
They gawked in surprise at the appearance of the water
soaked figure. 

"Hey! »'batk you Join' up here? WE Jon't nuJ your kind about," 
snorted the leader of the small band. The sounds of 
drumming footsteps coming from rhe stairwell echoed 
into the room. "Ami who's f};g,t comin' wifh you?" 

Gandalf quickly surmised the cause of the Ore's strange 
reaction. Taking a bold chance, he asked in an angryvoice: 
''The Front Gatc, you Jog, which way is the swiftest from htre?" 

The Ore had puzzled look on his face, but for a 
moment said nothing. The footfalls grew ever closer. 

Gandalf took one stride toward the Orc, glaring with 
Wizard's ire and said: 'Th Front Gate, you fool! Tell me." 

The Orc gestured at one of the passages leading from 
the chamber and said, "That way, then down, JJ but he contin
ued to watch the stairs as he spoke. Gandalf dashed for the 
corridor, as a fearsome Black Troll burst into the room 
from below. With his pursuers close behind, Gandalf 
traversed the length of the corridor and entered another 
guard room. It housed a second flight of stairs. 

The soldiers stationed there were not looking at the 
Wizard as he emerged in the chamber, for their attention 
had been seized by a different disturbance. Gandalfbegan 
to make his way toward the stairs, when he saw the leering 
faceof an Uruk comechatgingup from below, many more 
on his heels. Too late, thought the Gtey Wanderer, as he 
continued his flight out another corridor. 

More enemies joined heated chase as Gandalf ran down 
the torchlit passage. Reaching a fork in the tunnel, he 
turned right and found himself again in another guard 
room with stairs leading both up and down. The guards 
stood ready, weapons drawn, for the sounds of the chase 
now echoed throughout the area. 

Without a moment to spare, Gandalf let loose his fire 
and scattered the guards. Then he raced for the stairs to 
make his descent. After taking only few steps down, he 
heard the dreadedsoundofboots hammering on the stone 
below. Yet another contingent of foes made their ascent. 

Atlast, Gandalf was forced to make his stand, for going 
higher seemed sheer folly. Black T roI1s emerged from the 
first passage, and hundreds of Orcs could be seen charging 
toward the Wizard down a second corridor. The sounds 
from the stairs below increased with each passing mo
ment. 

_._--

As the three groups converged on the guard room and 
their foe, Gandalf put forth his power without restraint. 
Blazing fITe and crackling lightning seemed to flare up all 
at once. Orcs and Trolls charged with maddened fury and 
fell to the Wizard's wrath. Though many died, their 
numbers seemed endless, and with each renewed surge he 
was driven further from victory. Then finally, after a long, 
desperate battle, Gandalf felt a dark and powerful pres
ence ascending from below; he knew that Khamul had 
caught him atIastand now came forth to claim his trophy. 
Though he struggled bravely, the Wizard could keep his 
foes at bay no longer, for the coming of the Ringwraith 
could be felt by them as well, and they fought on with 
strengthened ire. Gandalf was left with no choice but to 
fly up the stairs. 

The dark forces followed him, and Gandalfhad to turn 
and fend offhis foes several rimes in his ascent. At last he 
captured the :lext landing. His respite lasted only a few 
moments, though, as the sounds of more Orcs filled the 
stairwell. The Black Trolls, who led the assault from 
below, charged into the room. Long lines ofUruk-hai 
burst in from both corridors. Again, the Wizard found 
himself amidst countless foes, and his magic fire flared 
without interruption. 

Greater now, the power of NazgUl's approach again 
swelled into the chamber. In alastacrof utter desperation, 
Gandalf sent a thundering blast into the Olog-hai and 
won his way back to the stairs. The rumor of Khamul's 
coming was like ominous storm doud, black as night. 

Gandalf. ever sanguine, was not yet beaten. Leaping up 
a few steps, the Wizard turned back to face the chamber. 
He struck the ground with his staff, creating a tremendous 
boom. Power surged through the stone. The stairs vi
brated, crackt'd and crumbled. Those just below the 
Wizard collapsed. Ever wary, Gandalf jumped up to 
safety, and then ascended out of sight. Howls of agony 
and terror went up from the Orcs crushed beneath the 
avalanche of rock that now blocked the way. 

As he ran up the stairs he thought: "Perhaps I cannot go 
down, but you will have to find another way up,foul Slave oj Sauron. " 

Following another lengthy climb, Tharktin reached the 
next landing. Gandalf was again confronted by Uruk 
guards. His power and fury still strong after the battle 
below, he wore a frightful visage as he stepped into the 
chamber. The Orcs stated in fear. Being only a few 
soldiers, they lackrd the will to stand before the Wizard. 
The Yrch fled in terror. 

Now, with no immediate foes before him, Gandalf 
paused. He heard a croaking cry and noticed a change in 
the air, as a draft whistled into the room from somewhere 
nearby. Looking down a corridor, Gandalf saw a faint grey 
light. He strained his eyes as the breeze shifted and a 
putrid stench came wafting into the room. 

Hearing no approach from his enemies, Gandalf crept 
out of the room. He moved cautiously down the passage 
toward the strange noise. 
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(CHAPTER 13) A STRANGE FUGHT 
After traveling a short distance, Gandalf peered into a 

large chamber. A pair of big, wooden doors fitted witR 
heavy, iron-barred windows opened through one wall. 
The doors stood opposite a wide, dimly-htopening in the 
mountainside. The pale light shone into the room and 
illuminated a curved platfonn. Exposed to the grey sky 
above, the huge stone shelf stretched through the gaping 
opening. A long colonnade of granite pillars ran the length 
of the stoney maw. 

None of these features caught the Wizard's eye. In
stead. Tharkun focused on the huge figure standing in the 
midst of the chamber. He recognized it as Fell Beast of 
Dol GuIdur. The hideous creature stretched its featherless 
wmgs and uttered a cry. It pulled at its reins, which were 
held by a thick-shouldered man who seemed at ease beside 
the beast. An Ore stood nearby, at a safe distance. 

Then the man spoke in Black Speech: ''Easy tbm, my pet. 
It won't be long now. J! 

"Can't you control that cursed thing? Makes me think it's gonna tear 
flu}Ush rffme," said the Ore, who gazed fearfully at the Fell 
Beast. 

"Quiet. We shoulJ Iu hearing something soon. J! 

"Tell that to your damned beasl. II was nice and tpliff bifore. W"bat's 
got it all sti7'Ted up?" asked the Ore. 

"She gelS this way, when hff Masttr's near. By tlu looks oj hff, Iu 
must be very clOSE. J! 

The weight of these words sunk into Gandalf s thoughts, 
who seized on a most unexpected idea. Less concerned 
about the NazgilI's approach, the Grey Pilgrim leaped 
into the room. TharkUn held his staff aloft. A dazzling 
light filled the chamber. As the two, stunned figures gazed 
fearfully toward the newcomer, the walls shook with the 
Wizard's powerful voice: "Fly, you wretches! Unltss to you life 
means nothing" 

The Fell Beast screamed at Gandalf and beat its huge 
wings. A foul wind filled the air. The Ore ran in utter 
terror, bur the man only drew back a step. still defying 
Gandalf s command. 

Striding boldly forward, Tharkun stared at the man, 
who froze. The Fell Beast let out a terrible cry, thrashing 
to break free. As the creature flailed, a wing struck its 
keeper on his head, knocking him senseless and onto the 
floor. 

Gandalf wheeled md bore the light of his staff upward 
at the Fell Beast. The Istar stared into the bucking 
creature's eyes, exerting an overwhelming power. Cap
tured by the irreSistible will of the Wizard, the winged 
monster halted its struggle. 

TharkUn approached. never breaking his gaze, and 
spoke soft words to the hideous beast. "Tbereis no need toJear 
me,for no barm shall come to you by my band. See the light 0/ my sttiff 
and know the truth." 

Subdued and quier, the creature stared into the en
chanted glow while the Wizard stepped forward and 
grabbed hold of its reins. 

"Now, nry new friend, do as I sayfor a bit, Ilnd lhen I will release 

you " 
Gandalf paused for just a moment. as if testing his 

control, then led the creature past the pillars and out onto 
the wide ledge. Suddenly, before the Wizard could act 
further, he heard a terrible, piercing cry. The chilling 
shriek stirred the Grey Pilgrim's blood. TharkCin turned 
in time to see Khamul appear in the rear of the chamber, 
a gleaming blade poised in his hand. A host of Orcs and 
Trolls poured into the room behind the Nazgt'll, who 
rushed toward the harried Wizard like a hungry hunter. 

Without a moment to consider his plight, Gandalf 
lightly leapt up onto Fell Beast's back and lashed the reins 
across its nape. The creantre uttered a resistant cry, but 
extended its wings as commanded. The mighty thrust 
lifted the Fell Beast md his unwelcome rider into the air. 
As Khamul streaked through the columns with savage 
fury. his prey soared out into the air. 

The NazgUl stared in disbelief. He watched with 
bitterness as the light of Gandalf s staff faded into the 
black douds above. Khamul knew that he had little hope 
of overtakingthe Wizard. Whaehe called for another Fell 
Beast, the Easterling realized that the brief delay afforded 
the Istar sufficient room to escape. 

Thatkiln wasted no time leaving the Necromancer's 
demesne. The Grey Wanderer flew high over the clouds. 
streaking westward in the bright sun as swift as the wind. 
Having spent more than an entire night in the 
Necrommcer's befouled halls. he basked in the daylight. 
The sunshine soothed his darkened spirit. 

Tharkun's hold over the Fell Beast wmed, for it 
required great concentration and the Wizard needed his 
strength to guide his flight. As the pair sailed northward, 
he felt the winged creature begin resisting his commands. 
Gandalf drew his steed downward. They landed in asmall 
glade somewhere deep in Mirkwood. There, Tharh1n 
released the creature from his spell, md bade it to go 
wherever it wished. The Grey Wizard then stole into the 
dark forest and made his final escape. 



9.0 INTO THE 
DARKNESS 

"Into the Darkness" is an adventure set in and arouna 
Dol Guldur. Although it follows a single plot, it has been 
divided into three parts found in Sections 9.1 to 9.3. 
Occuring around T.A. 1640, the adventure begins in the 
Northman town of Buhr Widu in the East Bight of 
Mirkwood and leads deep into the forest to the village of 
Buhr Dera. From that point the story takes the PCS south 
into the heart of the realm of -the Necromancer and 
culminates with a journey into Dol Guldur itself. 

Because of the powerful foes and other obstacles pre
sented in this dangerous quest, "Into the Darkness" is 
designed for experienced players with high level pes 
(10th level or above). The party should have at least one 
member who is well suited for adventuring in a forest 
setting, such as a Ranger or an Elf, as well as a character 
who can speak Orkish or Black Speech fluently. 

For those GMs who are running a campaign with less 
experienced PCS, an alternate time setting is outlined in 
Section 9.4, which greatly reduces the dangers of entering 
the Hill of Sorcery. This second time period is T.A. 2069, 
just six years after the beginning of the Watchful Peace. 
At this time, the most notable changes within Dol Guldur 
are that Sauron is absent from the citadel and that the 
army has been greatly reduced and subdued, awaiting the 
Necromancer's return, This state of affairs makes adven
turing in Dol Guldur far more feasible ( and believable) for 
pes who are not among the most prominent of Middle
earth's heroes. 

When running this adventure around the time ofT.A. 
1640, keep in mind thar entering Dol Guldur while 
Sauron is present should be a truly daunting task even for 
the most experienced and well-equtpped pes. 

9.I PART I: THE SEARCH FOR 
ALDORIC 

This section begins the adventure of "Into the Dark
ness," and introduces the pes to the story, as wel1as some 
of the primary characters. This part of the adventure will 
also acquaint the pes with traveling under the watchful 
eyes of the Necromancer's minions in southern Mirkwood. 

Note: ''TIe Tale oJ Brcnv.yn and AUoric" given in the 
following section is the background storyfor the entire adventure. 
As the adventure urifolk, pittrs oJ tbis srory will be learned by 
the PO, until near!J all is known. The tale itself will k brougbt 
to a conclusion as the adventure is played out to the end. 

9.1.I THE TALE OF BRONWYN 
AND AWORIC 

Before the years of the Great Plague the Northmen of 
Rhovanion were a numerous people. In that time, the 
Prince of the Waildung clan of the East Bight and his 
family were an honorable and gracious house, exemplifY
ing the qualities most cherished by those people. Prince 
Atagavia and his wife Haithwyn held their love and 
devotion to one another above all things, save perhaps 
their fondness for their two children, Bronwyn, the elder 
daughter, and Aldoric, their younger son. The Prince and 
Lady complemented each other in skill and temperament, 
and between them ruled their kingdom with skill and care. 

The Prince, who was also titled the Thyn of Buhr 
Widu, was a renowned and valiant warrior, as well as an 
astute tactician. AI; a commander, Atagavia was reknowned 
for his self-discipline andlevel head, but he often had little 
tolerance for statesmanship. He was a man who desired to 
quickly outmaneuver his opponents, and often grew 
frustrated when dealing with the slow moving ways of 
diplomacy. His strategies with the other Lords of the 
Northmen might have suffered from short-sightedness 
had it not been for the tempering hand of ills wife. 

WhereAtagaviaswiftly determined his mind, Haithwyn 
frequently pondered the particulars of a matter for long 
hours. Her manner prevailed in lengthy discussions and 
subtle diplomacy, and she often saw potential outcomes 
that were less dear to the Prince. By lending counsel to her 
husband in matters of statecraft, Haithwyn imparted 
unequalled aid toward the governance of their people. 

Like the Prince, however, Haithwyn also had her 
shortcomings. Though Haithwyn was very insightful and 
wise, she was known on rare occasions to have great 
outbursts of fiery anger over events that seemed hardly to 
disturb the Prince. And of all of Atagavia' s household he 
was the only one seemingly capable of quelling his wife's 
wrath. 

So together the Prince and Lady made a fonnidable 
pair, where the weaknesses of one were the strengths of the 
other. And they admired one another all the more for 
these invaluable qualities. 

The children of this high-born marriage, Bronwyn and 
Aldoric, shared the qualities of their parents. But unlike 
the Prince and Lady the qualities of the two siblings were 
not so fairly divided. Aldoric, the younger of the two and 
heir to the title ofThyn, had inherited the less-loved traits 
of both his parents. Like his father, Aldoric was a bold 
warrior, but he lacked Atagavia's clever insight into battle 
tactics, and was instead often given to fits of rage during 
warfare that reminded his people of the Lady Haithwyn 
in the worst of moods. And when it came to learning the 
arts of diplomacy Aldoric had no patience at all. He could 
never seem to grasp the reasons behindstatesmanship, and 
often wondered why his father did not simply demand 
what he wished from the lesser Lords of the East Bight. 

I59 



I60 

Aat>mhtrt Map: 
Owrvlew of 

SoutUrn 
Mirkwooa 

Y (Of for all his faults Aldoric remained steadfastly loyal to 
the Prince, and he was devoted to his mother even into the 
days ofhts manhood. And the people afBuhr Widu loved 
him as they would any future Thyn. 

But where Aldoric fell short, Bronwyn was beyond 
compare. She was as beautiful and wise as her mother and 
bore the self-discipline and honor of her father. And 
though it was not the custom among the Northmen for 
women to go into battIe. Bronwyn at her own insistence 
learned how to ride a war horse and wield a sword at a 
young age along with her brother. When she had grown 
to be a woman it was said among the villagers of Burn 
Widu that Bronwyn was as valiant a warrior as any. save 
perhaps her father the Prince. 

Though Aldoric and Bronwyn were very different, 
there was never any rivalry between them. For their 
parents loved both equalIy well, and the siblings were 
always the closest of companions. As children rarely were 
they seen apart, and the two seemed to delight in nothing 
so much as to race across the countryside of the East Bight 
on their prized steeds, joyous in one another's company. 
In truth, it was Aldoric who had convinced his father that 
Bronwyn should be taught the arts of soldiering. and he 
never showed envy at his elder sister's obvious talents with 
both steed and sword. Later, as they reached maturity, this 
bond cominued to grow, and, save Aldoric's love for his 
mother, the siblings knew no stronger devotion than what 
they felt for each other. 

Such was the state of affairs in Buhr Widu until T.A. 
1635 and the onset of the Great Plague. For beginning in 
that year the proud House of Atagavia fell under the curse 
of the Shadow in Dol GuIdur, and all that followed 
brought untold sorrow to those people. 

During the fmt year of the Great Plague many of 
Atagavia's closest kinsmen fell to the dark malady, and in 
time no one survived of the direct descendants ofVidugavia, 
the one time King of Rhovanion, save the Prince's own 
family. Then, late in the winter of 1636, that which 
Atagavia feared most came to pass: the Lady Haithwyn 
took sick and fell victim to the deadly illness. Though the 
Prince was sorely smitten and sorrowful beyond measure, 
and Bronwyn wept for several long days, no one was more 
deeply struck than Haithwyn's son, now a man of twenty
three winters. 

Aldoric, who had sat by his mother's side formanydays 
and nights until her death, fell into dark despair. He 
languished for hours at a time alone in his bed chamber or 
walked about the Hall of rhe PIlnce with a sober visage. 
He spoke to no one, and not even Bronwyn's presence 
could stir him from hIS gloomy state. 

Now, the Northmen of Rho van ion had no knowledge 
of the true cause of the Great Plague, but it was their 
custom in those years to lay blame for alI the evils of the 
world on the Shadow over Mirkwood. For as long as 
anyone could remember the Necromancer, though far 
more subtle than the brash Easterlings, had been their 
worst and most feared enemy, and all the black results of 
the Gteat Plague seemed to serve his ends. 

So, when atlast after many months Aldoric again begin 
to speak, though his despair was no less severe, he would 
look to the southwest and curse the Sorcerer of Dol 
Guldur for the death of his mother, but nothing more 
would he say. 

For the next year Aldoric's hopeless mood did not 
change, except that his outcries against the Necromancer 
were heard more often. For as the days of despair had 
worn on Aldoric, his mind had slowly been consumed 
with thoughts of revenge for his mother's death. But with 
no real enemy standing before him he was left with only 
the Necromancer to blame. Then at last in the spring of 
1638 the young warrior could bear his pain no longet, and 
he secretly left his home and family to avenge himself 
against the Shadow in the south. 

Though the Prince sent men across his lands and 
further no word of Aldoric was ever discovered, and in 
time Atagavia, who had lost much of his renowned spirit 
since the passing of his wife, believed his son was dead. 
Only Bronwyn refused to accept this horrible conclusion 
and never gave up hope of one day finding her brother. 

No one dared to think that Aldoric had actually gone 
to fulfill his mad desires in the perilous darkness of 
southern Mirkwood. 

In the eerie twilight of the forest Aldoric headed 
westward down the trail known as Rad Angalaladh. As he 
traveled on, Aldoric fought off the denizens ofMirkwood 
with his burning desire for revenge, and after many days 
he found himself deep within the forest with the last of his 
food gone. Foraging, he continued on for several days in 
his weak and maddened condition. When he came upon 
Men Uruk, the Orc Road that led south to Dol Guldur, 
he knew he must go that way to meet his doom and avenge 
the death of his mother. 

Just rhen Aldoric was set upon by a band ofUruk~hai. 
And though he fought bravely, the Orcs were too many for 
one warrior. Soon they overcame him and Aldoric, like so 
many others before, was taken away to the dark strong~ 
hold of Dol Guldut. 

Deep within the ancient volcano once known as Amon 
Lanc, the Mouth of Sauron pondered his latest meeting 
with his Master. 

He had taken a newly acquired ptisoner, who appeared 
to be of some importance, before the Dark Lord. Though 
rhis man's clothes were stained and tattered, they were 
made from fine material, and his shield bore the emblem 
of the Prince of the Waildungs, a Golden Sheaf of Gtain 
on a blue field. 
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The Black Nfunen6rean had peen surprised at his 
Lord's interest in the man. Seldom did Sauron give much~ 
heed to the captives brought before him. But on this 
occasion the Dark Lord had gazed for a long and terrible 
time at the shackled figure in front of him. At last he said, 
"Qf STTUIll consequence is tim ffJO~' but tugb on his thoughts Ijal somecne 
oj greateT ml!tnmt ... someone dear f{) him; yes, a sister. In tbat one I h4.ve 
a trifling interest. Break this wntched miscreant, and use him /IS you 
woulJ. But the sister, seek her out and bring her biforc me, quietly.}} 

Note: Sauron in truth foresaw some unckrmnined, yet Jarl: 
~t5 in his future while gazing upon AlJoric. These prnnoni
tUm.! arosejrom the Nortbman's dose tits f{) his sister, Bron,",,", 
who has an important, albeit little known, pan to pL.y in the 
history ofMjddle-tartb. Sauron wished to see the 'WOman hem!! 
in (mler to find the cause oj his milgivings. Th "dJirk events" 
wbicb Sauron fonsaw, thrmgh even he was unawa1l" oj the =1 

truth, waJ" lha/from fix descendants of Branwyn will he born the 
HOtISe oJ furl and all the Kings oj Rohan in many grnerations 
ytt to come. g Bron'"Yn is inJud In-ought bifore Saurotl, he will 
then fomee that her descendants will he great enemies to him and 
bt will certainly put her to death. s.zuron will distOVff, however, 
no more detail than these few facts. It sboulJ alro be noted that 
this situation is not one oj prittUlry concern to Sauron. Though 
he has some internt in Bron'"Yn, the Dark Lora has other Jar 
men impwtant matters on bis mind. 

The Mouth ofSauron recalled his Master's words with 
dark curiosity. Then, using all the cunning cruelty he had 
learned over his centuries of servitude, the Mouth of 
Sauron began to plot the taking of the Northman's sister. 
Knowing the Necromancer's desire for subtlety, the 
wizened Sorcerer dared not risk exposing his hand in a 
brash attempt at capturing the woman. So he pondered for 
long months, until at last he devised a way to use Aldoric 
to draw Bronwyn to rum. 

The Black Numen6rean spent long hours extracting 
the knowledge he required from the Northman, then 
placed upon him a black spell of power that stole from 
Aldoric all he knew of what transpired in Dol Guldur, as 
well as his memory of his kinsmen and home in Bubr 
Widu. Then he was cast into a dark, uneasy slumber. The 
more ominous aspect of this spell, however, was yet to be 
seen. 

Using his most trusted minions, the Mouth ofSauron 
then sent Aldoric north lOro Mirkwood more than a full 
year after the time of his capture. Near a town of 
Woodmen, called Buhr Dera, Aldoric was laid down in a 
place where he would be quickly found by the unwitting 
pawns of the village. In the following days Crebain were 
sent from Dol GuIdur to watch the town and report back 
all that occurred. 

The Mouth of Sauron, however, being one of the 
Overlords of Dol Guldur, had countless other concerns 
on his mind at this time. So, rather than oversee this 
lengthy and intricate plan to capture Bronwyn himself, the 
Black Numenorean rook Gorovod, the Fhalaugash of the 
Conclave (see Section 5.0), into his confidence and 
instructed him to take charge of implementing this plot. 

The village ofBuhr Dera was a small community, lying 
at the southeast comer of the realm of the Woodmen of 
Mirkwood. Though they were plagued by the prowling 
Orcs of the Necromancer and other beasts of the dark 
forest, the people ofBuhr Den were a hardy and honor
able dan, who had not forgotten their ancient ties to their 
kinsmen of the East Bight. So in the spring ofTA 1639 
when they discovered a man of obvious Northman de
scent lying on a trail close by their home, they took him 
in and nursed him as well as their skills permitted. 

After many days the mysterious Northman at last 
awoke. But much to the villagers' dismay, he had no 
knowledgeofwho hewasor how he had gotten there. The 
Healers of the village asked the man ifhe knew the name 
of"Bronwyn," which he had uttered oft times during his 
troubled slumber. Though the Northman's heart was 
lifted at the sound of this name, he could not say why this 
was, and he had no knowledge of who this woman might 
be. The Woodmen, who had few dealings with the 
Northmen of the East Bight, knew nothing of the names 
of those people. 

For several weeks the man rested and slowly regained 
his strength, but, though in time he was again strong and 
seemingly fit, his memory did not rerum. Discovering a 
remedy for the man's ailment surpassed the Woodmen's 
knowledge, and they were left with no wayofhelping him, 
save to accept him into their clan. 

Late in theswnmerofI639, when news of these events 
reached Gorovod in Dol GuIdur, he was at last prepared 
to begin the next stage of the plot. He sent a trusted 
messenger north to Burn Widu to plant the seed that 
would, he hoped, draw Bronwyn into the dark eaves of 
Mirkwood. Then Gorovod would send one of his most 
prominent followers north to enact the remainder of the 
plan. 

As the years since Aldoric's disappearance passed by in 
Bubr Widu Prince Atagavia had nearly given up hope of 
ever finding his lost son. Then a startling event occurred 
in the first days of I 640. One of the Prince's soldiers had 
been met by a man clothed all in black near the edge of 
forest, who told the warrior some remarkable news, 

The man claimed he had been in a villageofW oodmen, 
called Burn Oera, that lay deep in the forest in the western 
half ofMirkwood, nigh on Rad Angahladh. He said that 
a Norrhman had been found there who had lost all 
knowledge of his past. And the only link to his former life 
was the name "Bronwyn," though even the Nortlunanhad 
no knowledge of who this might be. 

Butthemostsurprisingwords were yetto come. Forthe 
black cloaked man next stated that he believed this strange 
Northman in Burn Dera was, in fact, Aldoric, the son of 
Prince Atagavia. But when the soldier demanded that this 
man come to the Hall of the Prince to tell his tale, he was 
suddenly gone, vanished into the eaves of Mirkwood. 
After looking in vain forthestrangemessenger, the soldier 
returned to Burn Widu to report to his Lord. 



The Prince, whose heart was lifted by the unusual tale, 
immediately set about acting on the information. Quickly 
a small party ofBuhr Widu's most formidable warriors 
were sent into Mirkwood to search for the town ofBuhr 
Dera. But as thedays slowly passed no sign from ourof the 
forest was seen, and many feared thatthe warriors had met 
their doom. 

In the following months three other parties were sent 
into Mirkwood, but all of these, like the first, did not 
return, and the men were never seen thereafter. Soon 
Prince Atagavia began to believt! that the story of Aldoric 
had been a lie. But Bronwyn, who had been convinced the 
tale was true when she heard the Northman in Buhr Dera 
had said her name, could not give up hope. 

She pleaded with her father to send more men mta 

Mirkwood, and even asked if she herself might go to find 
her brother. But the Prince feared losing more of his 
already weakened garrison to the evils of the forest, and he 
flatly refused to allow his daughter to take such a perilous 
ruk. 

In time the pain of inaction swelled in Bronwyn's hean. 
and she felt that she had to discover the truth about the 
mysterious man in Buhr Dera. Though het loyalty to her 
father was strong, in the end Bronwyn's love and devotion 
for her brother proved even greater. But Bronwyn was not 
the impulsive person that Aldoric was and she was not 
foolish enough to set out into the forestalone. Instead, she 
placed all her concentration on devising a way to journey 
into Mirkwood with some assistance and without imme
diately alerting her father. 

So Bronwyn, using the skills of intricate planning she 
had inherited hom her mother, decided to go on a tour of 
the towns of the East Bight, as many high-bomNorthmen 
often did. In this way she could depart Buht Widu with 
her father's leave, then secretly go into Mirkwood. But for 
such a plot she required some assistance. 

Taking her two most trusted handmaidens, Leodwyn 
and Beadrith, into her confidence, Bronwyn made the 
final preparations for her plan. Beadrith would secretly 
accompany her in her carriage on the journey across the 
East Bight. And when the party was a day's ride from Buhr 
Widu, Bronwyn would furtively depart the group, while 
Beadrith took her place. Of course, the handmaiden 
would only be able to maintain this masquerade for at the 
most two days, hut this delay would allow Bronwyn time 
to enter Mirkwood and remove herself from her father's 
grasp befo.re he could surmise what had happened. 

Meanwhile, Leodwyn would stay in Buhr Widu and 
recruit a party to escort the Lady into the forest. When 
Bronwyn returned the night following her departure, she
could meet with the party outside the town and be off to 
find her lost brother. And if all went well she would be 
several days into Mirkwood before her father discovered 
the deception. But her whole plan now seemed to hinge on 
finding a formidable group to accompany her, for they 
had to succeed where many other valiant warriors had 
failed. 

9.I.2 THE NPCS 

BRONWYN 
Bronwyn stands at 6'2" tall with golden, braided hair 

and deep blue eyes. She has the look of her father, Prince 
Atagavia, and is considered fair of face and very wise. 
Though Bronwyn is a brave warrior, she is far from 
impulsive and prefers to have a detailed strategy when 
going into battle. 

When the adventure begins Bronwyn is in the disguise 
of "Master Fengild," a merchant &om Buhr Waldmarh 
(see Section 9.1.4 below). And though she is wearing 
armor and bearing weaponry, her clothing is of a common 
variety typical of a merchant, and she has hidden her long 
braids under the hood of her forest-green cloak.. 

At the time of the adventure Bronwyn is 29 years of age. 

Note: FM 11WtZ i'ifonnation on Bron'-ryn sa Section 9. 1.1. 

LvI: IS. 

Race: Nor6man. 

Home: Bohr Widu, 

BRONWYN 

BRONWYN IN MERP 
Hits: 122 Melee OB: 135 Missile OB: 140 

AT: Chain (-40) 
MERP Profession: Wartior. 

MERP S""" ST 98. AG 100. CO 91, IG 94, IT 96. 
PR97. 

MERP Skills: Ambush 5; Animal Handling 80; Boat 
Handling 55; Climb 75; Dance 50; Disano Trap 
40; First Aid 60; Music 50; Perception 75; Ride 
100; Rope-mastery 60; Stalk/Hide 65; Swim 60; 
Track 60; Use Item 30. 

MERP Spells,: None. 

BRONWYN IN ROLEMASTER 
Hits: 122 Melee OB: 135 Missile OB: 140 

AT, 16 (40) 

RM Profession: Fighter. 

RM Stats: St 98, Qu 91, Em 98, In 93, Pr 97, Ag 
100, Co 91, Me 93, Re 95, SD 95. 

RM Skills: Ambush 5; Animal Handling 80; Boat 
Handling 55; Climb 75; Dance 50; DiSanTI Trap 
40; First Aid 60; Leadership 45; Music 50; Percep
tion 75; Ride 100; Rope-mastery 60; Stalk/Hide 
65; Strategy & T aeries 60; Swim 60; Track 60; Use 
Item 30. 

RM Spells: ~one. 

Appearance: 98. 
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Bnm'lryll 
(M1IsIer FmgilJ) 

BRONWYN IN LoR 
LoR Profession: Warrior. 

loR Stars: Strength 2, Agility I, Intelligence 0, 
Movement -I, Defense 3, Melee OB 7, Missile OB 
7, GeneralS, Subterfuge 2, Perception 3, Magical-
5, Endurance 92. 

loR Spells: None. 

loR Experience Points: 9,()(X). 

BRONWYNS PIuNCIPAL ITEMs 

BroadswQrd - This weapon is an enchanted broad
sword forged in the days of Prince Vidugavia. 

MERP/RM' +20 Orc-slaying broadsword. 

AnnOt - This suit of adarcer chain mail was made by 
the Dwarves of Khazad-dum and was a gift to 
Prince Vidugavia in the days of his reign. ' 

MERP/RM: +20 chain mail, encumbers as Rigid 
Leather. 

AillORIC 
Aldoric, the son and heir of Prince Aragavia, stands at 

a height of 6'5" tall with reddish-blond hair and light 
brown eyes. He is a powerfully built man who bears a 
somewhat grim visage since his imprisonment in Dol 
Guldut, and the curse of the Mouth of Sauron lies heavy 
upon him. Atthe time of the adventure Aldoric is 27 yeats 
of age. Note that when Aldoric regains his memory (see 
Section 9.1.5), he will not remember anyofthe events that 
occurred in Dol Guldur, or even that he was taken 
pnsoner. 

Note: For more il'!formation on AlJoric see Section 9.1.1. 

AwORIC 

Lvi: 13. 

Race: Northman. 

Home: Buhr Widu. 

Names: Heir-thyn ofBuhr Widu. 

AwORIC IN MERP 
Hits: 98 Mdee OB: 129 

Missile OB: II9 
AT, Choin (-25); Non, (-5) 

MERP Profession: Warrior. 

MERP Stat" ST 99, AG 91, CO 
94, IG 70, IT 68, PR 89. 

MERP Skills: Acting 15; Ambush 
5; Animal Handling 45; Boat 
Handling 25; Climb 53; Disarm 
Trap 25; Diving 25; First Aid 
25; Perception 50; Ride 83; 
Rope-mastery 25; Stalk/Hide 
55; Swim 38; Track 43. 

MERP Spells: None. 

AwoRIC IN ROl.EMASTER 

Hits: 98 Mdee OB: 129 
Missile OB: 119 
AT, 16(25); I (5). 

RM Profession: Fighter. 

RM Stars: Sr 99, Qu 85, Em 70, In 
65, Pr 89, Ag 91, Co 94, Me 72, 
Re 69, SO 52. 

RM Skills: Acting 15; Ambush 5; 
Animal Training 45; Boat 
Handling 25; Climbing 53; 
Disano Traps 25; Diving 25; 
First Aid 25; Perception 50; 
Riding 83; Rope-mastery 25; 
Stalking & Hiding 55; Swimming 
38; Tracking 43. 

RM Spells: None. 

Appearance: 85. 



AwoRIC IN LoR 
LoR Profession: Warrior. 

LoR Stats: Strength 2, Agility I, Intelli
gence 0, Movement - I, Defense 3, 
Mdee OS 7, Missile OS 6, General 4, 
Subterfuge 2, Perception 3, Magical-5, 
Endurance 81. 

LoR Spells: None. 

LoR Experience Points: 7,200. 

AwoRICSPruNQp&IT~ 
For nearly the entire adventure Aldoric has 

no norable possessions, so none are described 
here. 

LEODWYN 
Leodwyn, the trusted handmaiden of 

Bronwyn, has been given the duty of fmding 
an escort into Mirkwood for her Lady. 
Though she is fearful of defYing the Prince, 
Uodwyn will do almost anything to assist 
Bronwyn in discovering her lost brother. 
Therefore, for the purposes of secredy re
cruiting a party, Uodwyn is dressed in the 
guise of the maidservant of Master Fengild 
when the adventure begins (see Section 9.1.4 
below). This deception is done primarily to 
conceal her activities from the townspeople 
ofBuhr Widu, and not necessarily to fool the 
pes. In this role Uodwyn will behave as a 
stem, but soft spoken woman, who appears 
to be about 30 years old and rather plump. 

In truth, Uodwyn is a willowy youth of 
nineteen winters. who has served as a 
handmaiden to the Lady Bronwyn for the 
past fout years. She is an outgOIng young 
woman, who is fiercely loyal to Bronwyn, as 
wdl as being a dose friend. She finds the 
whole situation in which she is presently involved to be 
quite exciting and plays the role of the maidservant from 
Bubr Waldmarh well. 

Leodwyn stands 5'4" tall and, though rare among 
Northman, she has flowing auburn hair and dark brown 

'Y~' 

Note; Because Liodwyn does nol mler into any combat 
situations within the adwnfttff, no statistics are gi\ltn here. 

THEAMOND 
Theamond, the sister-son of Hfrbrand, the Thyn of 

Buhr Dera, leads the hunters and warriors of his tiny 
village on many of their forays into the surrounding forest. 
Because the aged chieftain ofBuhr Dera lost his wife and 
only son to the Great Plague, Theamond also holds the 
title ofHeir-thyn, and will one day sit at the head of his 
clan. But for now his primary duties are to make sure that 
his men provide enough meat for the village to sustain 
them and to keep outsiders and enemies at a safe distance 
from Buhr Dera. 

AlJ.mc, kir of 
Prince Atagavia 



ThlammJ, 
lUif'_tbyn oj 

fM,-Dn, 

In keeping with his position Thearnond is a stem and 
self-disciplined leader, hardened by his years of battling 
the denizens of Mirkwood. Though fair-minded and 
compassionate to those in need, Theamond holds true to 
his promise of keeping the location ofBuhr Dera hidden. 

This Woodman Ranger stands 5' 10" tall with thick, 
sandy~blond hair and broad shoulders. Like the rest of the 
hunters ofBuhr Dera. Theamond wears clothing colored 
in forest greens and browns. He- is an excellent bowman 
and is said by his people to move through the forest in an 
almost "Elf-like" fashion. 

LvI: 10. 

Race: Woodman. 

Home: Buhr Dera. 

THF..AMOND 

THEAMOND IN MERP 
Hits: IIO Melee OB: 90 

Missile OB: 1 I 5 
AT: Soft Leather (-45) 

MERP Profession: Ranger. 

MERP Stat" ST 98, AG 99, CO 95, IG 
85, IT 85, PR 85, 

MERP Skills: Ambush 8; Climb 100; 
Cookery 20; Disarm Trap 30; First 
Aid 30; Fletching 45; Foraging 30; 
Leather-working 40: Perception 65; 
Signaling 20; Stalk/Hide 75; Swim 
75; Track 95; Trap-building 45. 

MERP Spells: 10 PP. Theamond knows 
all Rangers lisrs to 10th level. 

THEAMOND IN ROLEMASTER 

Hits; I 10 Melee OB; 90 Missile OB: 
lIS 
AT,S (45) 

RM Profession: Ranger. 

RM Stats: St 98, Qu 95, Em 90, In 85, 
Pr 85, Ag 99, Co 95, Me 91, Re 80, 
SD9S. 

RM Skills: Ambush 8; Climbing 100; 
Cookery 20; Disarm Traps 30; First 
Aid 30; Fletching 45: Foraging 30; 
Leadership 50; Leather-working 40; 
Perception 65; Signaling 20; Stalking 
& Hiding 75; Swimming 75; Tracking 
95; Trap-building 45. 

RM Spells: 10 PP. Theamond knows all 
Rangers lists to 10th level. 

Appearance: 82. 

THEAMOND IN LoR 
loR Profession: Ranger. 

LoR Stats: Strength I, Agility 0, Intelligence I, 
Movement -1, Defense 1, Melee OB 4, Missile OB 
5, General 4, Subterfuge 2, Perception 2, Magical _ 
2, Endurance 62. 

LoR Spells: Strength and Camouflage. 

loR Experience Points: 4,500. 

THEAMOND'S PRINoPAL ITEMS 
Long Bow - This finely crafted long bow is typical of 

the Woodmen's skill at making such items and is 
Thcamond's prize possession. 

MERP/RM: +15 long bow. 



HiRBRAND 
Hirbrand has been the Thyn of Buhr Dera since the 

founding the tiny Woodmen village. He led several 
families of Woodmen away from their fonner home, 
during the onset of the Great Plague and after the death 
of his wife and son. Shortly thereafter Hlrbrand estab
lished the new settlement at the southeastern comer of the 
Woodmen Realm. 

Hirbrand, at the age of 52, is now past his prime as a 
warrior, but still provides strong and wise leadership for 
his dan. At the Thyn's bidding the location ofBuhr Oeta 
remains a secret, and Hfrbrand allows no one to come to 
his village that is not a known friend of the Woodmen. 
although he has conunanded his men [0 give aid to 

travelers when they are in need. 

Though in his youth Hlrbrand was a outgoing and 
friendly man, the years ofliving so close to [he Shadow In 

southern Mirkwood have made him more brooding and 
distrustfitl of strangers. But the Thyn still retains much of 
the pride and honor of his younger days, and he is greatly 
loved by his people, 

Though he has no greater enemy than the Necromancer 
and longs to sec the evil Sorcerer destroyed, Hirbrand is 
loath to send any followers very far south into the forest, 
and he does not wish to challenge the minions of Dol 
GuIdur in any way. For he is wise enough to know that any 
attempt in this regard is doomed to fail and retribution 
would be the end of his clan. 

Hirbrand stands 5'11" with blond hair and stout 
shoulders. His blue eyes project a thoughtful gaze, though 
the long years of struggling within Mirkwood show 
dearly in his lined visage. 

LvI: 13. 

Race: Woodman. 

Home: Buhr Dera. 

HlRBRAND 

Names: the Thyn ofBuhr Dera. 

HfitBRAND IN MERP 
Hits: 130 Melee OB: I II Missile OB: 108 

AT: Soft Leather (-50) 

MERP Profession: Ranger. 

MERP Stats: ST 100, AG 90, CO 95, IG 90, IT 91, 
PR96. 

MERP Skills: Ambush 8; Climb 89; Cookery 25; 
DisanTI Trap 50; First Aid 40; Fletching 45; 
Foraging 35; Leather-working 35; Perception 81; 
Signaling 30; Stalk/Hide 99; Swim 79; Track 119; 
Trap-building 45. 

MERP Spells: 13 PP. Hirbrand knows all Ranger lists 
to 10th level. 

HfitBRAND IN ROLEMASTER 
Hits: 130 Melee OB: III Missile OB: 108 

AT,S (50) 
RM Profession: Ranger. 

RM Stats: St 100, Qu 85, Em 92, In 91, Pr 96, Ag 
90, Co 95, Me 85, Re 95, SO 94. 

RM Skills: Ambush 8; Climbing 89; Cookery 25; 
Disarm Traps 50; First Aid 40: Fletching 45; 
Foraging 35; Leadership 40; Leather-working 35: 
Perception 81; Signaling 30; Stalking & Hiding 99; 
Strategy & T aeries 25; Swimming 79; Tracking 
119; Trap-building 45. 

RM Spells: 13 PP. Hirbrand knows all Ranger lists to 
rOth level. 

Appearance: 8 I. 

HiR.&RAND IN LoR 
loR Profession: Ranger. 

loR Stats: Strength 1, Agility 0, Intelligence I, 
Movement -T, Defense 2, Melee OB 5, Missile OB 
S, General 6, Subterfuge 4, Perception 3, Magical-
2, Endurance 69. 

LoR Spells: Strength and Camouflage. 

loR Experience Points: 7,200. 

HiRBRAND's PRINCIPAL ITEMS 

Short Sword - This enchanted short sword was made 
by the Dwarves ofKhazad-dfun and recovered by 
Hirbrand's father from a Troll lair in Emyn Guldur. 
This sword and the Helm described below have 
been made the heirlooms of the all future Thyn' 5 of 
Bubr Dera. 

MERP/RM: + IS Troll-slaymg short sword. 

Helm - This adarcer helm was recovered with the 
short sword described above and is also of Dwarven 
make. 

MERP/RM: This helm grants a +20 DB. 

SOLWlNE THE WUITAN 

SU!wine, the aged Seer ofBuhr Dera, is the Wuitan (N. 
"Knowing One") of the village. She is also the sister of the 
now deceased mother of Hfrbrand, and is the most 
important member of the dan after the Thyn himself. 
SUlwine is very old, and walks about the village with the 
aid of a cane. Her back is bent with age. Despite her 
decrepit appearance Suiwine remains surprisingly strong 
and able for one of 72 winters, and her powers are 
fonnidable for a Woodman of Mirkwood. 

167 



168 

Hirbrand and 
SUlwi"e ronsult 

The Wuitan is responsible for the spiritual welfare of 
the people ofBuhr Dera, as well as tending to those whQ 
are injured or sick. SUiwine, however, has another power 
more mysterious and sometimes very beneficial to her 
people. Upon occasion, particularly when some moment 
of note has occurred, she can see vague images of the future 
of one of those around her, though she has no control over 
the nature of these visions and the details are often quite 
obscure. 

SUiwine stands 5'2" tall (when erect) and has long grey 
hair and misty blue eyes. Though very old, she is still alert 
to all around her. 

LvI: ro. 
Race: Woodman. 

Home: Buhr Dera. 

SULWINE 

Names: the Wuitan ofBuhr Dera. 

SULWINE IN MERP 
Hits: 90 Melee OBi 54 Missile OB;

AT: Soft Leather (-25) 
MERP Profession: Animist. 

MERP 5"", ST 70, AG 65, CO 95, IG 95, IT 100, 
PR 99. 

MERP Skills: Disarm Trap SO; First Aid 65; Foraging 
45; Leather-working 10; Meditation 50; Perception 
60; Public Speaking 30; Read Rune SO; Stalk/Hide 
45; Sky-watching 45; Track 75; Use Item 60. 

MERP Spells: 30 PP. Directed Spell OB 45. Base 
Spell OB 20, Suiwine knows five Animist lists to 
10th level and three Open Channeling lists to 10th 
level. 

SOLWINE IN ROLEMASTER 

Hits: 90 Melee OBi 54 Missile OB:
AT, 4 (25) 

RM Profession: Seer. 

RM Stats: St 70, Qu 58, Em 97, In 100, 
Pr 99, Ag 65, Co 95, Me 95, Re 95, 
SD 100. 

RM Skills: Channeling 35; Disarm Trap 
SO; First Aid 65; Foraging 45; 
Leather-working 10: Meditation 50; 
Perception 60; Public Speaking 30; 
Runes 50; Spell-mastery 30; Stalking 
& Hiding 45; Star-gazing 45: Staves & 
Wands 60; Tracking 75. 

RM Spdk 30 PP. Di""OO SpdI OB 45. 
Base Spell OB 20. SUlwme knows five 
Animist lists to 10th level and three 
Open Channeling lists to 10th level 

Appearance: 77. 

SOLWINE IN LoR 

LoR Profes5ion: Bard. 

LoR Stars: Strength, Agility, Intelligence 
, Movement. Defense, Melee OB , 
Missile OB , General, Subterfuge, 
Perception, Magical, Endurance. 

LoR Spells: Strength, Shield, Camou
flage, Item Analysis, Clairvoyance, 
Healing, Protection from Magic, 
Sustenance, Calm, Charm Animal. 

LoR Experience Points: 4,500. 

SOLWINE'S PRINOPAL ITEMS 

Robes of the Wuitan - Enchanted 
robes made in now forgotten times in 
the Woodmen's past. These outer 
garments are colored deep forest green. 

MERP/RM, +25 DB. 
Brooch - This small pin adorned with a 

brilliant emerald has been enchanted 
to enhance the powers of spell casting. 

MERP/RM: +2 Spell Adder for Animists. 



SOLWINE's SPECIAL POWERS 

Vision - SUlwine has the power (upon occasion) to 
see glimpses of the future of some particular 
individual. Though the Wuitan cannot control 
whose future is seen, the person will always be 
someone who is present. 

MERP/RM: See section 9.I.S. 

ORC RAIDING PARTY 
In the early days ofT.A. 1640, after Gorovod had sent 

his messenger north to Buhr Widu to tell of Aldoric's 
whereabouts, he was at last prepared to send one of his 
minions to lay the trap for Bronwyn. But the plan required 
the use of many soldiers, and though Gorovod was acting 
on behalf of the Mouth ofSauron, who was a member of 
the Overlords (see Section 3.0), Khamill was in command 
of the army. So when Gorovod was granted leave by the 
Necromancer to take temporary charge of certain select 
troops to carry out the plot, Khamill was made aware of 
the designs to capture Bronwyn. And the Black Easterling 
was loath to allow his rival, the Mouth of Sauron, an 
opportunity to win his Master's praise. 

Acting as subtly as possible, Khamill managed to place 
one of his most trusted minions as second-in-command 
of the small force. And this individual, who was an Olog 
named Kull, was given his own strategy to take the success 
of the mission away from the Conclave and the Mouth of 
Sauron, and allow Khamill to receive the honors of 
capturing Bronwyn. 

Khamill, however, like the Mouth ofSauron, had many 
critical matters to which he had to attend. So after he set 
his minions in place, the Black Easterling directed the 
Grimburgoth (see Section S.O) to oversee the implemen
tation of his designs. Therefore, from this point onward 
neither the Mouth of Sauron nor Khamul are directly 
involved in the story, though the two main factions under 
their command, the Conclave and the KazgCunhoth, play 
crucial roles throughout the adventure. 

The force which was sent north, which numbered over 
two hundred in all (see Note below), including Uruk-hai, 
Olog-hai, Wargs, and a few of the Grimburi, were lead by 
a Laugash of the Conclave named Mhorlen ( see below), 
who was one of the more fonnidable followers ofGorovod. 
Mhorlen was placed in charge of the troops in order to 
ensure that the Mouth's instructions were carried out 
according to his wishes, and so that the Conclave could 
take full responsibility ( and credit) for the mission. In 
addition to these individuals, many Crebain were sent 
along as spies to assist Mhorlen in watching the move
ments of Bronwyn and the people of Buhr Dera. 

The objective of this force is to watch Rad Ang:ilaladh, 
but not with the intention of capturing Bronwyn. For 
Gorovod does not believe that he can win his prey so 
easily, and he wants to ensure that news of her capture 
does not reach the ears of the Prince in Buhr Widu. 
Rather, the Orcs are told to waylay anyone coming from 
Buhr Widu into the forest and prevent them from 

reaching Buhr Dera and Aldoric. These troops destroyed 
the four parties originally sent from Buhr Widu. 

But another important directive was also given by 
Gorovod. When the Crebain sight a party with a tall, 
golden-haired woman dad in mail, who bears a resem
blance to Aldoric, the entire force is to withdraw from the 
regions around Rad AngaIaladh and gather in an encamp
mentmanymiles south ofBuhr Dera. Through this action 
Bronwyn can reach her brother and remove herself far 
from the safety of her home, both of which are crucial 
parts of the Mouth of Sauron's plan. 

Note: Tht Ore Raiding Party btromes divided into several 
$I1ldller groups throughout the coune of Parts I and II of "Into 
the DaTkTlt5s." In OTkr to simplify keeping track of the exact 
numbm 1lToCPS in all lhe various diviSions, tbe foU,wing 
summary is provided. The GM sbculJ noft that several of tbese 
groups wil/not mftT the story until Part II. 

ORC RAIDING PARTY TOTAlS (AT THE BEGINNING) 

lvlli6rlen - Leader 
Kull- Second-in-Command 
Olog Warriors - 8 
Grimbu,i-S 
Uruk Orarttilu - 2 (Muggrath is one) 
Uruk Ujill- IS 
Uruk Elite Warriors - I SO 
Wargs-60 
Crebain - SO (non-combatant spies; aid all groups) 

AssAULT ON BUHR DERA 

Muggrath (Drartill) - Leader 
Uruk Ujill- 5 
Uruk Elite Warriors - SO 

THEAMRuSH 
Olog Warriors - 8 
Grimburi-2 

SMAll.. PATROLS (TOTAL TROOPS R>NOLVED) 

Uruk Ujill- 6 
Uruk-hai Elite Warriors - 65 
Wargs-SS 

(EACH OF THE 13 GROUPS) 

Uruk. Elite Warriors - 5 (10% are Ujaki:) 
Wargs-40rS 

THE RUSE 
Uruk D",tUl- I (Leod,,) 
Uruk Ujilki - 3 
Uruk: Elite Warriors - 2S 
Grimburi-2 
Wargs-S 

MH6RLENs PARTY (NOT ENCOUNTERED) 

Mhorlen - Leader 
Kull- Second-in-Command 
Uruk Ujilk - I 
Uruk: Elite Warriors - 10 
Grimbur- I 

Note: The statutics for these groups are given on Table 11. 1. 
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MHORLEN 
J\.1horlen, an extremely amning aIld wicked man of 

Asdriag descent, was born within the Hill of Sorcery in 
T.A. 1601. Many years later he became a member of the 
Conclave of Dol Guldur and a tru'lted follower of the 
Mouth of Sauron. And he soon became a formidable 
Laugash, second only to the Fhalaugash himsel£ So when 
Gorovod required someone to direct the forces that were 
to capture Bronwyn, Mh&rlen was the obvious choice. 

Mhorlen's mission now consumes his thoughts, and he 
will stop at nothing to accomplish his goals, including the 
sacrifice of any or all of the troops under his temporary 
command. 

Mh&rlen is 5'8" tall with pitch black hair and dark, 
deep set eyes. He is of average build, and rarely engages in 
physical combat. Liketheothermembers of the Conclave, 
Mh8rlen wears the black robes of aLaugash with the hood 
often shadowing his hardened visage. 

The GM should note that Mh8rlen will probably not 
enter directly into any encounters in this adventure, 
though he does playa crucial role in the story throughout 
Parts I and U. 

LvI: 16. 

Race: Easterling (Asdriag). 

Home: Dol Guldur. 

MHORLEN IN MERP 
Hits: 105 Melee OB: 45 Missile OB: -

AT: Soft Leather (-45) 

MERP Profession: Mage. 

MERP Stat.<, ST 70, AG 75, CO 84, IG 100, IT 90, 
PR 90. 

MERP Skills: Appraisal 40; Caving 35; Climb 30; 
Contortions 15; Disarm Trap 15; First Aid 40; 
Gambling 35; Meditation 60; Perception 60; Pick 
Lock 30; Public Speaking 60: Read Rune 107; Ride 
60; Stalk/Hide IS; Track 75; Trickery 45; Use 
Item 92. 

MERP Spells: 96 PP. Directed Spell OB 103. Base 
Spell OB 32. Mh6r1en knows all Mage lists to 10th 
level and four Open Essence lists to 10th level. 

MHORLEN IN ROLEMASrER 

Hits: 105 Melee OB: 45 Missile OB:
AT,5(45) 

RM Profession: Mage. 

RM SUts: St 70, Qu, Em 89, In 91, Pr 90, Ag 75, Co 
84, Me 99, Re 100, SD 81. 

RM Skills: Appraisal 40; Caving 35; Channeling 30; 
Climb 30; Contortions 15; Disarm Trap IS; First 
Aid 40: Gambling 35; Leadership 20; Meditation 
60; Perception 60; Pick Lock 30; Public Speaking 
60; Read Rune 107; Ride 60; Spell-mastery 40; 
Stalk/Hide IS; Track 75; Trickery 45; Use Item 
92. 

RM Spells: 96 PP. Directed Spell OR 103. Base Spell 
OB 32. MhOrlen knows three Mage lists to 15th 
level, all other Mage lists to 10th level and four 
Open Essence lists to 10th level 

Appearance: 56. 

MHORl.EN IN loR 
LoR Profession: Bard. 

LoR Stats: Strength 0, Agility 0, Intelligence 2, 
Movement -I, Defense I, Melee OB 3, Missile OB
I, General 4, Subterfuge 2, Perception 3, Magical 5, 
Endurance 93. 

loR Spell., All. 

LoR Experience Points: 10,200. 

MHoRLEN's PRmoPAL ITEMS 
Staff-This enchanted staff gives added power to 

Mh6rlen's magical abilities and is not used in melee. 
MERP/RM: x2 PP multiplier for Essence spell 

users. 

KULL 
As noted previously, Khamul secretly placed one of his 

most trusted minions as second-in-command of the forces 
who were to capture Bronwyn. And KuII, who is an Olog 
holding the rankofKrttar in the Kazgfunhoth. was chosen 
by the Black Easterling for this task. 

Though not the largest nor most physically threatening 
ofTrol1s, Kull is a shrewd and particularly vicious indi
vidual, who is fiercely loyal to Khamul and the 
Grimburgoth. And when the time comes he is fully 
prepared to dispose ofMh6rlen, according to his mastet's 
will. 

LvI: 12. 

Race: Olog. 

Home: Dol Guldur. 

Kuu. 

KUUINMERP 
Hits: 195 Melee OB: ISO Missile OB: 90 

AT: Chain (-30) 

MERP Profession: Wartior. 

MERP Stats: ST 97, AG 89, CO 99, IG 84, IT 70, 
PR93. 

MERP Skills: Ambush 10; Caving 25: Climb 67; First 
Aid 20; Gambling 30: Perception 35; Rope-mastery 
30; Signaling 35; Stalk/Hide 68: Track 75; 

Trap-building 35. 
MERP Spells: None. 

Kuu IN ROLEMASTER 
Hits: 195 Melee OB: 150 Missile OB: 90 

AT, 16 (30) 

RM Profession: Fighter. 

RM Stars: St 97. Qu 95, Em 77, In 64, Pr 93, Ag 89, 
Co 99, Me 72, Re 95, SD 69. 



RM Skills: Ambush 10; Caving 25; 
Climbing 67; First Aid 20; Gam
bling 30; Leadership 25; Perception 
35: Rope-mastery 30; Signaling 35; 
Stalking & Hiding 68; Tracking 
75; Trap-building 35. 

RM Spells: None, 

Appearance: 64. 

KULLIN LoR 
loR Profession: Wacrior. 
LoR Stats: Strength 3, Agility 0, 

Intelligence 0, Movement -1, 
Defense 3, Melee OB 7. Missile 
OS 4. General 4, Subterfuge 2, 
Perception I, Magical-S, Endur
ance 110. 

loR Spells: None. 

loR Experience Points: 6,400. 

Kou's PruNOPAL ITEMS 
Sword - This weapon is an en

chanted two-handed sword made 
by Celedhring himself at the behest 
of Khamul. 

MERP/RM: +20 Two-handed 
Sword of Elf-slaying. 

MUGGRATH 
Muggrath is a typical Uruk Captain, 

who commands with an iron hand and 
brutal discipline, and he is particu
larly experienced at forest warfare, 
having learned many tactics through-
out his years of serving in the 

Necromancer's army. Muggrath is .. '~"'''''illllaii;;::: 
chosen by Mh6r1en to take charge _ 
of the attack on Buhr Oera and he 
will directly enter the adventure at 
that point in the story. 

LvI: 8. 

Race: Uruk. 
Home: Dol Guldur. 

MUGGRATH 

MUGGRATH IN MERP 
Hits: 100 Melee 08: 100 Missile 08: 80 

AT, Ch,in (-30) 

MERP Profession: Warrior. 

MERP Stili, ST 96, AG 89, CO 89, IG 73, IT 71, 
PR69. 

MERP Skills: Ambush 7; Caving 20: Climb 33; 
Cookery 20; Foraging 4Dj Perception 25; Ride 13; 
Signaling 40; Stalk/Hide 50; Track 48. 

MERP Spells: None. 

MUGGRATH IN ROLEMASTER 

Hits: 100 Melee 08: 100 Missile 08: 80 
AT'I6(30) 

RM Profes~ion: Fighter. 

RM Stars: St 96, Qu 91, Em 72, In 69, Pr 69, Ag 89, 
Co 89, Me 71, Re 75, SO 72. 

RM Skills: Ambush 7; Caving 20; Climbing 33; 
Cookery 20; Foraging 4D; Perception 25; Riding 
13; Signaling 40; Stalking & Hiding 50; 
Tracking 48. 

RM Spells: None. 

Appearance: 56. 



In 

MUGGRATH ll'I LoR 
loR Profession: Wardor. 
loR Stats: Strength 2, Agility 0, Intelligence-1, 

Movement -I, Defense I, Melee OB 5, Missile OB 
4. General 2, Subterfuge 2, Perception I, Magical-
4, Endurance 80. 

loR Spells: None. 

loR Experience Points: 3,300. 

MUGGRATH's PR:rNcn>AL hEMS 

Muggrath has no unusual items and uses a broadsword 
and short bow in combat. 

9.1.3 LAYOUTS 

BUHR WIDU 

Note: The Lryout and description if Bubr Widu art presented 
ill a very genernl manner, due to tlu limited role the town plays 
in the story. Additional detail can bt added by the eM, if so 
desired. 

Being the home and seat of power of the Waildung 
Princes since the time of Vidugavia, Buhr Widu (N. 
"Forest Hold") is one of the most influential Northman 
settlements throughout Rhovanion. Though Prince 
Atagavia does not have the authority of his forefathers, 
who held sway over all the Northmen, the community still 
retains some of the splendor &om the time of its glory. 

Standing by the side of the small lake known as 
Woodmere, and defended by earthen ramparts and sev
eral stout wooden towers, Buhr Widu is a pleasant, yet 
well-protected site. Like many Northman settlements, 
Buhr Widu consists of several wood and thatch longhouses, 
each accommodating around twentypeople. And the Hall 
of the Princes is a fine example of the Northmen's rustic 
yet skillful eye for architecture. 

The population of Buhr Widu is around 520, though 
the Waildung clan is far more numerous, and Prince 
Atagavia reigns over several thousand of his kinsmen. 

Men-in-Araw, the road which runs between Buhr 
Widu and Buhr Waldmarh, begins at the eastem gate of 
the town. On the western side of the village is the ancient 
trail known as Rad Ang:l.laladh, which was once a major 
thoroughfare across Mirkwood. Since the coming of the 
Necromancer thIs trail has become an increasingly dan
gerous path, though the laborers of Buhr Widu still use 
the route to bring trees they have felled in Mirkwood to 
the town. A third major path leads northward from Buhr 
Widu, called Mere Walk, and runs deep into the forest. 

The primary location in the Northman town that will 
come into play in this adventure is the Whispering 
Hearth, the only inn in Buhr Widu. The establishment is 
an average accommodation with a spacious common 
room for dining, drinking and exchanging tales and a large 
common sleeping chamber for guests, as well as a few 
private rooms for the more wealthy of the inn's patrons. 
The Whispering Hearth is known for its good food and 
ale, though only a limited number oflocal folk come here 
regularly. 

RAn ANGALAlAnH 
Beginning in Buhr Widu and winding its way westward 

through the Narrows ofMirkwood is the age old trail of 
Rad AngaIaladh. This route, which is little more than a 
footpath in most places, leads through the treacherous 
highlands of Emyn GuIdur, then on across the forested 
plain of AngaIaladh. 

This trail is the primary route that will be used in Part 
I of the "Into the Darkness," though the patty will be 
many miles &om the western edge of the forest when they 
depart from the trail to seek the location of Buhr Dera. 
This Woodmen village is approximately 140 miles &om 
Buhr Widu and will take the pes several days of traveling 
to reach. In running this part of the adventure the GM 
should make use of the map on page 161. 

The following descriptions in trus adventure assume 
that the pes will not take horses, because traveling 
through Mirkwood on Rad Ang:l.laladh with mounts 
would be difficult, particularly when the party leaves the 
trail later in the story. If. however, the pes insist on taking 
steeds, this should noc pose any real problems for the 
adventure, though the pes could live to regret their 
choice. If the party has horses previous to the start of this 
story, they can be housed in Bohr Widu for the duration 
of the adventure at a cost of 2 cp/week. 

THE FEll BEASTS' LAIR 
As westward travelers on Rad Angalaladh reach the 

highlands of central Mirkwood, known as Emyn Guldur, 
their first sight of the dreaded hills is a large knoll just 
south of the trail. This tree-covered height is called GuIch 
Hill (S. "Amon Lad") by the Northmen, due to the 
narrow ravine which lies along its eastern side. and the 
hillock has long been rumored to be a place of evil. 
Looming over the shadowy vale, perched high on the side 
of Gulch Hill, is a yawning cave mouth which marks the 
entrance to the lair of this area's most ominous denizens, 
a pairof cunning Fell Beasts. (See Section 9. 1.5 below and 
# 3 on the adventure map.) 



The cavern itself is well suited as a den for the Fell 
Beasts, being far off the ground and spacious enough to 
accommodate the giant, winged creatures. But these un
witting allies of Sauron are not the first evil residents of 
the cave, and the Fell Beasts have lived here for only the last 
six months. Beforethattime a small band ofOIog-hai who 
served the Necromancer inhabited the cavern and took 
advantage of the cave's proximity to Rad Ang:ilaladh by 
ambushing any travelers they encountered on the trail. 

The Trolls' stint at Gulch Hill ended suddenly one day 
when the Fell Beasts descended on them while they 
returned to their home. Only one Olog survived the 
assault, and he fled deep into the cave where the tunnels 
were too small for the huge creatures to follow. This 
Troll, however, had been mortally wounded ill the battle 
with the Fell Beasts and slowly died in the dark pit. 

In times past, a tribe of Daen in the Second Age 
inhabited this cave for five generations, practicing the 
dark rituals of their foul religion in the deepest reaches of 
the cave. Their worship ofMorgoth drew the attention 
and presence of spirits of evil, and these dark presences 
remained even after the Daen finally moved on. So when 
the last Olog perished deev in the cave his spirit was seized 
and conupted by the evil place and in time he became a 
Skeleton Lord. The now Undead creature, however, has 
no memory of its past life and is trapped within the rear 
chambers of the cavern (having no knowledge of the secret 
exit; see below). After the defeat of the Olog-hai the Fell 
Beasts took the cave as their new lair and blocked off the 
narrow rear tunnel with a large pile of rocks. Now the 
winged creatures live in the front sections of the cavern 
and the Skeleton Lord is trapped in the deepest portions, 
growing ever more ravenous for evil deeds. 

Besides the main trail of Rad Angilaladh, a small 
footpath once used by the Olog-hai can still be found, 
winding its way south toward Gulch Hill. Though this 
trail is somewhat overgrown in many places, daring 
individuals who pay dose attention can still follow the 
path down through the ravine and up to the cave itself. 
This route, however, may prove quite dangerous, because 
the Fell Beasts have a clear view of the trail from the mouth 
of their lair and watch closely for intruders when not out 
hunting. 

Like all the lairs of these hideous creatures, this cavern 
reeks of foul death and decay, and anyone other than an 
Ore who enters this place will wish to leave these confines 
as soon as possible. 

Note: TIe map depicting this area should be considmd mtiTl'/y 
tm-covereJ except in the jollcwing locations: the two highest 
portions if Gulch Hill; the very steE[! rlffon the wtSt side if the 
ravine; and the aTl'll within twenty jeet if the caw mouth. 

1. Cave Entrance. The cave mouth sits at an elevation of 
1,250 feet(250' above the bottom of theravine) and is 45 
feet wide and 25 feet high. The area immediately sur
rounding this gaping hole is bare of trees, and the cave 
mouth provides a good landing and take off point for the 
winged creatures. 

When present in the cave, one of the Fell Beasts will 
always be standing watch here or circling the skies of the 
nearby area. The trail leading here from Rad Angalaladh 
is clearly visible from this point. 

Note that the tunnel leading into the cave slopes 
downward for many feet before leveling off. 

2. Central Cavern. This spacious chamber is where the 
Fell Beasts sleep and spend most of their time when not 
out seeking their prey. Many large stalactites hang from 
the ceiling. but any other cave formations have been 
destroyed over the years of habitation. Because the Fell 
Beasts tend not to consume their catch here, this room is 
relatively free of debris and remains. The Olog-hai, 
however, used this chamber as a gathering hall, and some 
signs of their formet presence, such as pieces of rusted 
armor and broken weaponry, can be found lying about. 
Note that this roomslopes genclydownward as one enters 
further into the cave. 
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At the rear of this chamber is a much 
smaller tunnel leading to the deepest part of 
the cave, but because the Fell Beasts are too 
large to make use of these areas, they have 

.;""'~~ ............. "" .. 

sealed off the tunnel with a large pile of rocks 
and boulders. (It will taketwentyminures for 
one person to dear a space large enough to 
pass over the top of the rocks, and two people 
will take ten minutes, but space does not 
allow for more to assist in this endeavor. 
Note that it will not be immediately obvious 
that a passage leads on beyond the pile of 
rocks.) 

...... .-
.' 

" 

so· contour. 

1" '" 1/3 mile 

3. Chasm. This deep and jagged crevice is a n atural feature 
of me cave, And, being 13' wide atits narrowest point and 
40' deep, the chasm presents a convenient barrier for the 
Fell Beasts. In the past a small stone bridge spanned the 
opening. but the Fell Beasts have destroyed the structure 
and now simply jump across the pit with the aid of a 
powerful thrust of their wings. 

Because the Fell Beasts prefer to allow their prey to die 
slowly deep in the cave, this chasm prevents the unlikely 
escapcof one of their wounded victims. (See Section 9.1.5 
for more infonnation on the Fell Beasts themselves.) 

The remains of the stone foundations of the bridge can 
still be found on either side of the chasm, and could be 
used to secure ropes. 
4. Feeding Den. Here the Fell Beasts bring their prey to 
die and rot before they find it palatable. And when that 
time arrives they return here to devour their meals. Due to 
this horrifying trait, this chamber is littered with dead and 
dying bodies in various states of decay, and skeletal 
remains are scattered about the room. 

, 
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5. Cavern. This area once served as a guard 
room for the 010g~hai that lived here. The 
chamber is littered with debris and refuse left 
by the Trolls, but the air is stale after months 
of no circulation. 
6. Old Olog Lair. This room, once a natural 
cave, has been cutout by the Olog-hai to form 
a more normal chamber, complete with a 
stout, iron bound oak door. The door has a 
lock, and the key lies on the floor in one 
comer, but the door has been left standing 
open for several months. Note that this key 
also unlocks the secret doors described under 
# 7 and #8 below. 

This chamber is the former living quarters 
of the Olog-hai wh() inhabited the cave be
fore the Fell Beasts. But now this room is the 
lair of the Skeleton Lord, who broods in this 
dark pit, awaiting the arrivalofintruders. The 
Skeleton Lord will instantly attack anyone 
entering this room or area #5, and will 

continue fighting until he is destroyed. 
The room itself once contained several pieces of furni

ture, including beds and a table and chairs of Troll 
proportions, but most of these items have been broken 
and scattered around the floor. The only thing in theroom 
still fully intact from the days of the Olog-hal's residency 
is a large iron chest which siCs in one comer. 

The chest is locked, and the Skeleton Lord holds the 
only key. The lock is Extremely Hard (-30) to pick, and 
the opening mechanism is trapped. The trap is Very Hard 
(-20) to detect and disano, and its discharge will release 
poisonous gas inside the chest, which wiIl billow out when 
the chest is opened. The gas will cause instant death to 
anyone who fails a -IORR (vs a rOth level attack), but 
making this roll will still result in a brief period of nausea 
and coughing. The trap must be disarmed, even if the key 
is used. 



The chest contains th~ following items: So,gp: 200 sp; 
500 bp; 700 cp; 4OOtp; 2nonnal broadswords; I normal 
small shield; and a 60% Light suit of Chain Mail (man
sized). This last item is of Gondorian make and was 
owned by a warrior from Dar Rhtinen, who was slain by 
the 0 log-hai as he and his party attempted to cross 
Mirkwood on Rad Angalaladh. 

7. Secret T unnd. This roughly hewn, winding passage is 
the only portion of the cave system that is entirely 
unnatural in origin. Built by the fanner Olog inhabitants 
this tunnel slopes downward as one goes toward the 
exterior entrance to the cave. The ceiling here is only ten 
feet high. 

The secret door from area #6 leading into this passage 
is of poor make and is Medium (0) to find. The door has 
no lock on this side, and one must press a particular 
portion of stone on the wall to cause it to open, which 15 

Hard (-10) to Hnd. Also the door IS trapped, and If 

someone pushes the opening switch without first disarm
ing the trap it will be discharged. The trap is Very Hard 
(-20) to disarm. and when released, it will send two 
poisoned darts (10th lvl attack) from the side wall into 
whoever has operated the opening mechanism. The poi
son will cause death in 10-20 minutes for any victim who 
fails a -20RR. 

From thetunnelside of the door the portal can be easily 
seen, but it requires a key to open. Without a key the lock 
is Very Hard (-20) to pick. But, as with opening the door 
from within area #6, if the trap is not disarmed prior to 
picking the lock, darts will be released inside the tunnel 
with the same effects described above. That is, the trap 
will affect someone inside the room and someone within 
the passage. 

8. Secret Entrance. In addition to the main entrance the 
cave has a second secret door, which gives access to the 
system. This entrance was constructed by the Olog-hai, 
who wished to have a second exit from the cave in case of 
attack, butsince their defeat by the Fell Beasts the entrance 
and tunnel have gone unused. Though no path leads to the 
secret door on the exterior of the hill, askillful woodsmen, 
such as an Elf or Ranger, might be able to discover some 
signs of disturbance very near the entrance (-20). The 
secret door itself is not one of particularly good crafts
manship and is. therefore. Easy (+20) to find. The door 
is, however. locked and the only key lies within area #6. 
The lock is Mediwn (0) to pick and is not trapped. 

BUHRDERA 
The tiny hamlet ofBuhr Dera(N. "Hidden Hold") lies 

some three miles north ofRad Angalaladh and five miles 
east of Men Urnk. the trail that leads north from Dol 
Guldur. It is an isolated community, even for a Woodmen 
settlement, and lies at the southeastemmost point of the 
territory inhabited by those people. 

Buhr Dera is afairly new community, being established 
during the firstyearoftheGreatPlague(I 63S) by agroup 
of Woodmen who attempted to escape the waves of 
illness that spread across the land at that time. The 
inhabitants ofBuhr Dera had been part of a much larger 
community of W ooclmen who lived farther west and 
north of the new town. When that village began to fall 
victim to the Plague, many of its inhabitants. who now 
feared for their lives, started departing for other settle
ments, and the town quickly dwindled. A small group of 
these Woodmen broke off from the community and went 
deep into Mirkwood where they hoped to remove them
selves fromthe deadly sickness. There they established the 
town of Buhr Dera,. and for three years they had little 
contact with outsiders. 

But now that the Great Plague is clearly passed. the folk 
of Buhr Dera are far more hospitable. Though they still 
have few meetings with anyone other than their own 
kinsmen ofMirkwood. they are not hostile toward any of 
the Free Peoples, and will often lend aid to travelers. And 
of,all outsiders. save other Woodmen, the people ofBuhr 
Dera favor the Northman of Rhovanion the most, for 
they VIew these people as distant kinsmen and not so 
foreign as Gondorians or Dwarves and Elves. Butrarely do 
the people ofBuhr Dera allow anyone actually to see their 
home, because, living so near the Shadow in the south. 
they are in constant fear of spies and servants of the 
Necromancer. It is unusual for them to completely trust 
anyone that they do not know well. 

Buhr Dera is now a very peaceful and pleasant commu
nity, and no one who comes here could fail to take in the 
stoutheartedness and kindness of its people. Only the 
darkness of southern Mirkwood keeps' this village from 
being a truly happy place. 

Including the three characters, Theamond, Hirbrand 
and SUlwine, described in Section 9.1.2, Buhr Dera has a 
total population of 48. The statistics for the inhabitants 
that participate in combat are given in Section ILl and 
include 18 men (The Thyn. Theamond, 4 other Rangers, 
8 warrion, and 4 young warriors), and 18 women, 
although the women will only participate in combat if the 
village is threatened. The non-combatant villagers consist 
of3 elderly men, 2 elderly women(including the W uitan)' 
and 7 children. (Though the Wuitan will not "fight" she 
will use hM: spells to supplement the warriors.) Altogether 
Buhr Derais home to nine families who makeup the small 
clan of this village. 
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Bub,. Derll 

I. Longhouse. These four buildings are the primary living 
quarters for those dwelling in Buhr Dera. They are simple. 
one-story, two room wooden structures with stone foun
dations. Inside each !ooghouse is a large rectangular 
fireplace, which has a stone and mortar chimney ascend
ing through the ceoter of the roof. The dividing wall 
between the two rooms lies at the mid-section of the 
fireplace with doors leading between th~ rooms lying to 
either side. Each of the two rooms also have a separate 
entrance. And though the fireplace is used for some 
cooking. its true purpose is to heat the longhouses. 

Each of the two rooms has a large open area running 
down the center of the building with several alcoves along 
the walls, partitioned off with hanging furs and other 
cloth. The central portion serves as the social area and 
work place of the home. and the small sections are the 
sleeping quarters of the Woodmen. Each half of these 
buildings houses one family. 
2. Fire Pits. In all but the coldest months of the year the 
Woodmen do most of their cooking outside over the 
three fire pits shown here, each with an iron spit used for 
roasting game. One fire is used for cooking the largest 
animals, such as deer and boar, and the two smaller fire 
pits are used for smaller catches, such as rabbits, wild fowl 
and other small game. 

3. Stream This tiny stream, which winds through the 
midstofBuhr Dera, serves as the Woodmen's only source 
of water. Though the stream can be crossed using two 
wooden walkways built by the villagers, the water is only 
one to two feet deep in most places and can be easily 
traversed at any point. In fact. with the stream being no 
more than five feet wide in many places, most individuals 
could jump across if the need arises. 
4. Gathering Hall This building, somewhat similar to 
the longhouses in construction, serves as the meeting hall 
of the Thyn and his people, as well as a place of worship. 
The interior of the structure is one large room, being 
narrow at the north end and wider at the south end. Two 
fireplaces can be found here, similar to those described in 
the longhouses, and most of the floor space is filled with 
wooden benches. When the Thyn presides over his clan, 
a large, ornately carved oak chair is placed at the head of 
the gathering at the center of the south wall. Often times 
this building stands empty when not in use. 
5. Smokehouse. This small wooden hut is used by the 
villagers for smoking meat to be preserved for the colder 
months when game is less plentiful. 
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6. The Flet. Though the villagers originally cleared this 
entire area of forest growth, a massive oak tree, which 
stands near the bank of the stream was left standing. And 
the Woodmen have made this huge tree the center of their 
hamlet. A raised platfonn was constructed amidst the 
branches of the tree forty feet off the ground and serves as 
the primary point of defense for Buhr Oem. The flet is 
forty feet square with a three foot high wooden rail 
running along the perimeter, and a rope and wood ladder 
that can be lowered to the ground. A large basket tied to 
ropes is also available to bring up supplies or to lift people 
who are too old or too young to climb. 

In the event of an attack most of the villagers take refuge 
here and many archers cail. defend Buhr Oem from this 
superior vantage point. Ouring nonnal times three 
Woodmen watch the surrounding forest from here. 
6. The House of the Thyn. This home, only shown on 
the inset, is built in the same oak tree in which the Flet is 
placed. Partially obscured by the branches and leaves of 
the tree is the residence of Hfrbrand the Thyn and his 
family, including Theamond and the Wuitan. Like the 
Flet, this building can only be reached by ascending a rope 
ladder or by being raised in the large basket. 

The house itselfis thirty feet on each side and has three 
rooms inside. Unlike the other buildings, however, this 
house has no flIeplace. Small braziers are used for heating 
in the colder months. Typically, no one other than the 
Thyn and his family enter this structure, though Ul the 
event of an attack any non-combatant villagers will be 
placed here for safety. 

9.1.4 THE TASK 
The task, as the pes are first told, is simply to escort 

"Master Fengild" (aka. Bronwyn), a merchant from Buhr 
Waldmarh, through Mirkwood on Rad Angilaladh to 
the Northman settlement of Maethelburg in the Anduin 
Vale. But the real quest, which the PCs will not learn until 
Master Fengild's true identity is revealed, is to find the 
Woodmen village ofBuhr Dera and Aldoric, the lost son 
of Prince Atagavia. Although finding the village may 
prove time-consuming, the greatest difficulties of this 
adventure will be traversing Mirkwood itself and helping 
to defend Buhr Oera from an assault by the minions of the 
Necromancer. 

STARTING THE PLAYERS 

Note: TIe following scent may be played out (Jf' simply taU to 
the pes, and it will serve to introduce the story behind fbi 
adventure, as well as give tk party a glimpse 0/ Bronwyn, which 
will add greater impact whtn she is again revealed to the PO laler 
in lhe adventure. After this opening stent a m01{ standard 
beginning is outlintd that will actually commence the adventure. 

In the brilliant light of morning, across the East Bight 
ofMirkwood, the adventurers approached the Northman 
town ofBuhr Widu. As they entered the fortified settle
ment a crowd was gathering near the Eastern Gate, and 

much excitement was in the air. After questioning a nearby 
villager the parry learned that the Lady Bronwyn was 
about to depart Buhr Widu to visit many of the Northman 
towns of the East Bight, and she would be gone for many 
days. The townsfolk were gathering to see her off and 
Prince Atagavia himself was said to be coming to bid a 
fmal farewell to his daughter. 

Just arrer the adventurers learned this news, a large 
group of mounted warriors and many others came into 
View, ridi.'1g toward the gate. The townsfolk drew back 
from the road, and the visitors were told to do the same. 
As the horsemen reached the gate, a man who bore the 
emblem of the Pnnce of the Waildungs raised his hand 
and the group came to a halt. Then from behind the 
horsemen came a carnage drawn by four massive steeds, 
which slowly came to a stop amidst the warriors. 

Climbing out of the carnage was a beautiful woman, 
dressed to white, with long, golden braids of hair. The 
villagers cheered for the Lady and Prince, who now 
embraced and spoke unheard words to one another. Soon 
the woman gave a gesture of farewell to the people, then 
climbed back into the carriage. Calls from the crowd were 
raised again as the carriage headed out the gate with several 
of the riders. 

In a few moments the street began to clear and all soon 
returned to nonna!. 

After anightofrest 10 the WhisperingHearrh (rheonly 
inn in Buhr Widu) the party meets a woman who claims 
to be the maidservant of a Master Fengild. This man, as 
the woman explains, is a wealthy merchant originally from 
the western side of Mirkwood, who now lives in the 
nearby town of Bohr Waldmarh. Fengild has recently 
received news that his mother, who lives in Maethelburg 
in the Anduin Vale, has taken sick and is thought to be 
near her death. He WIshes to see his ailing mother before 
she dies and has decided to risk crossing Mirkwood at the 
Narrows to save going far to the east and north to reach 
the Old Forest Road. Fengild, who is supposed to arrive 
in Buhr Widu the following day, has sent this woman on 
ahead to hire an escort for her master. The maidservant 
states that Fengild knows the great risk of the journey and 
is willing to pay handsomely and in advance for the party' s 
services. She tells the party that each member will be paid 
200 sp in advance to escort her master. 

One other condition is also seton the hiring of the pcs. 
They must swear not to discuss their plans with anyone in 
Buhr Widu,. because Master Fengild believes that spies of 
the Necromancer may be nearby, and he wishes to take no 
chances. 

If the PCs accept the offer they will be told to meet 
Master Fengild on the following night outside of Buhr 
Widu at edge of the forest. Again to ensure that spies do 
not learn of their journey Master Fengild does not wish to 
be seen meeting in the town. 
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If the PCS grow suspicious at all the need for secrecy, 
the maidservant will explain that her master, living now 
amidst the Northmen in Buhr Waldmarh, does not 
wholly trust his Waildung cousins ofBuhr Widu. And 
rumors abound in his home of the spies of the Necroman
cer residing in this town. (This story is, of course, false, 
and spies of the Necromancer are not common in Buhr 
Widu.) 

In truth, this woman is Uodwyn. the servant ofBronwyn, 
who has disguised herself to look much older than her 
nineteen years. And the story that she tells has been 
devised by Bronwyn in order to recruit an escort without 
alerting the Prince or any of his men. Though the two 
women do not like the deceitfUl roles they are playing, 
Bronwyn feels it is necessary to ensure their secrecy. 

The role of Master FengiId wilL of course, be taken by 
Bronwyn. She (in disguise) will meet with the pes just as 
her servant has said, and the group will begin their journey 
on the eastern edge ofMirkwood. 

Note that Bronwyn will only maintain her disguise 
until the party reaches the Northman burial ground of 
Cor Ang.i1aladh. At that time she will reveal herself and 
the true quest on which they will then be embarked. (See 
Section 9.1.5.) 

AIDs 
Though assistance for the PCs is largely absent through

out this part of the adventure, the group will be greatly 
strengthened by the addition ofBronwyn to the party. She 
will show, throughout the course of the journey, that she
is a fierce warrior, who will risk her own life unhesitatingly 
to save a comrade. And though the PCS are hired to be an 
escort, Bronwyn may prove to be one of the more valuable 
members of the party. 

In addition to Bronwyn's presence, the PCs will be 
greatly aided in the final encounter of this part of the 
adventure by the villagers ofBuhr Dera. (SeeSeetion 9. 1.5 
"The Assault on Buhr Dera.") 

OBSTACLES 

The primary impediment in the fust stage of the 
adventure is, without question, crossing Mirkwood so 
near the borders of the Necromancer's realm. The deni
zens of the forestaremany andRad Angalaladh is far &om 
being a safe road. Furthennore, the journey will lead 
through the hills known as Emyn GuIdur, where many 
dreadful creatures make the-ir lairs. But when the trek 
across the Narrows of Mirkwood is concluded, the PCS 
will face their greatest opposition: a raiding party of 
Uruk-hai &om Dol GuIdur, who must be repelled to save 
the Woodman village of Buhr Oera. 

REwARDS 
The rewards for this quest, excluding the original 

payment by "Master Fengild," are tied to the outcome of 
the entire three part adventure and are detailed in Section 
9.3.4. In addition to these rewards the pes have an 
opportunity to acquire some treasure in the lair of the Fell 
Beasts in Emyn Guldur. 

9.1.5 ENCOUNTERS 
The encounters detailed here are in addition to any 

random encounters generated from Table 1104, which 
should be used throughout this adventure. Furthennore, 
the following events are designed to occur in the order in 
which they are presented, though the exact locations of 
most have been left up to GM. Also note that five of these 
seven encounters are non-combative events, and the bulk 
of the fighting within this part of the adventure is made 
up of the random encounters from the table. 

MAsTER FENGllD 
After the PCs have agreed to escort Master Fengild 

(Bronwyn)through Mirkwood to Maethelburg, they will 
meet with him at the edge of the forest close to Buhr 
Widu. Once the party joins FengilcL he will make the 
payment that has been agreed to and the journey will 
begin. 

But the PCS might wish to question their new employer 
before heading into the forest. After all, the arrangements 
for this expedition have been somewhat out of the ordi
nary. Bronwyn, however, is fully prepared for this possi
bility and is well rehearsed in her story. Nearly any query 
the PCs might have will be met by Master Fengild with a 
plausible and well conceived response. In addition, seeing 
through her disguise will be Extremely Hard (-30) to 
accomplish and can only be done by a PC who specifically 
tries to determine if Master Fengild is disguised. 

Though Fengild is obviously armed and annored, he 
will claim that rhis is only for protection and that he is not 
a warrior himself. 

If, however, the PCs realize something is amiss or they 
see through Bronwyn's disguise, she will reveal the truth 
to the party and events will proceed as explained in the 
next encounter, though the setting will be different. 

Note: During the time prior to Bron'\.\)'1l 's unmaski~ she will 
forego a~ romb.tt unkss absolutely ntces5ary, in crdtr to better 
play the rok ~ a merchant. But if the party is in any serious 
danger she will fight with all her skill and tbe PCS will cmainly 
know that Master FmgilJ is, at kasl, no ordinary mtrtbant. If 
sud! an tvent arises Bron;,.ryn may bt jorred to rewal the trnth 
about who sbe is and what she hopes to acromplish. 

COR ANGALALADH AND THE UNMASKING OF BRONWYN 

If the PCs begin the journey after accepting the story of 
Mastet Fengild, Bronwyn will maintain her disguise until 
the party reaches a small trail leading to the ancient burial 
grounds of the Waildung Princes, known as Cor 
Angilaladh, which is approximately twenty miles west 
from Buhr Widu (see # 2 on the adventure map). There 
Bronwyn will tum aside &om the main path and follow 
the small trail for a mile and a half to the north, arriving 
at the venerated site. She will tell the PCs that no Ore or 
other servant of Sauron would dare to come here, and it 
will make a safe campsite for the night. 



Cor AngaJaladh is a simple, yet awe-inspiring place, 
being the burial site of Vidugavia, the one time King of 
Rhovanion, and all his successors. A nng of ancient and 
massive oaks surrounds the hallowed ground, and a circle 
of granite mounds, each one bearing the name of a 
different Prince, completes the scene. Several of the 
barrows, however, have no name upon them. A powerful, 
yet strangely peaceful quiet hangs about the site, and 
inside the shaded ting of trees one feels as if one were in 
a huge arboreal cathedral. No one can enter this place 
without sensing the sacred nature of the site. 

Walking into the midst of of the circle, Bronwyn casts 
off her disguise and speaks the following words: 

"Now has rome the time.for the truth to be known. For I am no 
traksmen if BuM WalJmarh, but Bronuyn, daughter if Prince 
Atagavia, and we stand now in the bun'a/ grounds if my 
forifathers. 

''Look to the stone before which I stand and see that it bears no 
name, and the ont ne.x:t to it as well. There one day my Jather will 
mt, but who shall lie beside him? For n-ry brother, AIJrrric, has 
nowbeenlost.formany months and the Pn'tJCe is without an heir. 
Shall the line if Vidugavia end at last? Is there no hope if one day 
joining together all n-ry peopk as in times past? 

''Tbis notion I utterly reject,Jor word has reached the ear if the 
Prince that deep within the eaves oj Mirkwood Aldoric yelliws! 
And in my heart lfol il must be so, thoughJrmr limes n-ryJather 
has sentmen into the forest tofind my brother and none haw ever 
nturned. Now the Prince JlaTS losing more if his soldiers, and 
he believes the tak to be a lie. And though I haw begged Jar kaw 
to seanbJor Aldoric myself, tbi Prince has rifused. But while I 
live I will not giw up hope. 

"FOT this journey on which I have brought you is not to reach the 
town oj Maethelburg, buJ to discover the village oj Buhr Dem in 
which, it is rumored,AlJrrric can be found, And though Ihis qursl 

has begun in dmit, I ask not.forJorgiveness, but neither do I hold 
over you any obligation. For such are these times under the 
Shadow oj Mirk:v;ood, when Men are turned to devious ways to 

struggle against the willoJ the Necromancer that hangs heavy upon 
us. But I will lead no Olle unwilling inlo tbi evils that may lit 
abtad. 

''ij you so choose, you may turn back at once, but wbither awne 
or with your strength to aid me,!, at least, will go on." 

Bronwyn will now tell the PCs the story of her lost 
brother, and the strange man who has said where Aldoric 
can be found (see Section 9.I.1). The proud words 
Bronwyn speaks and the sacred nature of Cor Angalaladh 
should be sufficient to convince the PCs that this quest IS 
for a truly noble cause despite its shady beginnings. 

Note: This (\lent is intended to provide playm with a good 
oppcrtunityJor acting cut the personalities oj their chartUtm, and 
il shoulJ not be automatically assumed that thry will ~uickly 
accept tbi circumstances. It is up /0 the GM 10 allow the PCs the 

chance tofind theircwn reasons Jor going on this quest. AJterall, 
01/( oj thtnwst cutstarnling thenus oJThe Lord oj tbi Rings is that 
truly virtuous dteJs must he performed oj one's own volition. 
Tbough GanJa!t and Elrond ccutl5ekd Prado as to what ought 
to be dotJt with tbi Ring, it was kJt up to tht Ring/,earrr to 
voluntur.for the journry. 

The GM should also note that the setting for this event, 
the burial ground for the past Kings of the Northmen, is 
a foreshadowing of what the PCs will later learn about 
Bronwyn. (See "The Village of Buhr Dera" below.) 

THE NECROMANCER'S SPIES 

On the third day (or a little over thirty miles) out from 
Buhr Widu the party reaches the point where the Crebain 
watch Rad AngaJaiadh. In all likelihood the winged beasts 
will spy the party first and news will be sent ahead and 
across :Mi.rkwood for the Orcs to withdraw from the rrail. 
After this point in the journey the Orcs who are directly 
serving Mh6rlen will not be met by the PCs until the final 
encounter in this part of the advenrure. Furthermore, 
word will De sent to Mh6rlen of Bronwyn's movements, 
and he will begin the next stage ofks plot after her arrival 
in Bohr Dera. (See "The Assault on Buhr Dera" below.) 

Note: TPeitiformation above applies only to those Ons who are 
acting on behalf oj tbi Mcuth oj Sauron in tbi capture if 
Bronwyn. But these troops art not part of the normal patrols if 
the forest, and other Orcsjrom Dol GuIJur, who are Ignorant 
oj Bronwyn's importance, can still be enccunteml. Arry Ore 
tncountm generated on Tabk 13.4 should be consibred this 
latter type oj group anJ not part oj the larger story. 

THE FEll BEASTS 

These crearures are a particularly cunning pair of Fell 
Beasts that make their lair in the region of Emyn Guldur 
overlooking Rad Angalaladh, and this area has become a 
truly dangerous place to tread. The thing which distin
guishes these Fell Beasts is the wily manner in which they 
hunt their prey. Once a quarry has been spotted one of the 
flying creatures will circle about two hundred feet above 
the ground well in front of the prey. This flight grabs the 
attention of the victim( s), who will often watch the Fell 
Beast closely for signs of attack. Then the second crearure 
swoops in from behind just above the trees and snatches 
the prey off the ground before it is aware of the peril. The 
two then fly off to their lair in the nearby hills. 

But, as with all Fell Beasts, these creatures prefer to 
devour theif prey several days after it dies, and they have 
the perultar habit of severely wounding their catch rather 
than Imme2iately killing it. In this waythepreyslowly and 
cruelly expIres within their lair, and begins to rot, and only 
then will these horrid creatures eat. For this reason several 
recent catches of the Fell Beasts, some near death and 
others long since dead, are found in their cave, and the lair 
15 a foul and evil place. 

179 



180 

The party will encounter these Fell Beasts somewhere 
along the section of Rad Angalaladh that passes near, 
Gulch Hill (see # 3 on the adventure map). and the GM 
can use the close-up map of this area (found in Section 
9.1.3) for this encounter. And if one of the pes is 
captured in the fashion explained above, or if the party 
attempts to follow the Fell Beasts to their lair for some 
other reason, the layout of this cave, also fOlUld in Section 
9.1.3, can be used for this part of the adventure. Noterhat 
a victim that has been captured has a moderate chance of 
surviving. if the party comes to the rescue without too 
much dday. 

Defeating the Fell Beasts will be a significant challenge 
to the pes. But if they reach the lair and overcome the 
creatures, the party will have an opportunity to acquire 
some treasure, and material rewards are otherwise largdy 
absent from this part of the adventure. If successful this 
encounter can serve to greatly bolster the spirits of the 
PCs, and they can begin to become more admiring of 
Bronwyn, who will likely play alargepart in the success of 
thIS encounter. For if oneofthe PCs is captured by the Fell 
Beasts, Bronwyn will insist on trying to save him. 

If, however, the PCs do go to the Fell Beasts' lair, the 
GM should note that the winged creatures are not the onl y 
evil inhabitants. An Olog. who perished deep in the 
cavern. has become an undead Skeleton Lord due to the 
black nature of the site. And this creature will have to be 
dealt with if the PCs wish to discover the treasure in the 
cave (see Section 9. 1.3 "The FeIlBeasts' Lair" for details). 

THE WOODMEN 

This encounter should occur after the party has reached 
the area where they believe Buhr Oera lies and have left 
Rad Angilaladh to search for the settlement. After the 
PCs have hunted for it and traveled within a few miles of 
the village this meeting will take place. 

While probing through the thick forest the PCs en
counter a party of six Woodmen, who are somewhat wary 
of the adventurers. These men are hunters from Buhr 
Dera, and the leader of the group is a stout-hearted Ranger 
named Theamond. The outcome of this encounter will 
dependlargdy on the actions taken by the PCS, who must 
show that they pose no threat to the Woodmen. If this 
meeting goes well, the hunters will offer aid to the party 
in the fonn of food and supplies, but they will refuse to 
teU where they live. saying that the spies of the Necroman
cer are many and their home must remain a secret. 

In the beginning of this encounter Bronwyn will not 
identify herself by name, and will say only that she is a 
warrior from Buhr Widu. The PCs must realize that only 
by speaking her name and revealing their quest will the 
Woodmen be convinced to take the party to their home. 
For, like the rest of the villagers ofBuhr Dera, these men 
have heard the name "Bronwyn" and know that this 
person is in some way tied to the strange Northman now 
living in their hamlet(see Section 9.1.1). The pes should 
(in time) be able to sunnise this idea from the story that 
Bronwyn has told them concerning Aldone. 

Once the Woodmen have been convinced of the party's 
authenticity they will agree to lead the pes and Bronwyn 
to Buhr Oera. But Theamond will insist that the party's 
weaponry be confiscated and that they be blindfolded. 
This situation will provide a good moment of roleplaying 
forthe PCS, who likely will not be overly willing to subject 
themselves to the Woodmen's demands. But in the end, 
perhaps after much heated debate, the group will in all 
likelihood set out for Bohr Oera. 

THE Vn.tAGE OF BUHR DERA 
The layout of Bohr Dera provides the setting for this 

part of the adventure, and the village corresponds to #4 
on the adventure map. 

The party along with the Woodmen reach Buhr Dera 
where their blindfolds are removed, but their weaponry is 
not immediately returned. Upon their arrival the pes and 
Bronwyn are taken to the Gathering Hall. There Hirbrand. 
the ThynofBuhr Dera, questions them at length as to who 
they are and what has brought them here. And after seeing 
the resemblance ofBronwyn to the Northman that now 
resides in the village, as well as hearing the sad tale thatshe 
teUs, Hitbrand is convinced that the party is not a threat. 
He calls for Aldoric to be brought before him, 

Once the Northman enters the chamber and meets the 
gaze of his sister, the spell which has stolen Aldoric's 
memory begins to lift. He now recalls who he is and from 
whence he came, though his time inDol Guldur remains 
an impenetrable shadow in his past, and he has no 
recollection of his cruel capture and imprisonment. The 
siblings are elated in their reunion, and the villagers of 
Buhr Dera rejoice over Aldoric's healing. But unbe
knownstto all, the spell of the Mouth ofSauron still has 
one last role to fulfill. 

Mtet these events the party is completdy accepted by 
the villagers, their weaponry is returned, and lodging is 
provided. The Thyn calls for a feast to be held in honor 
of the noble siblings that evening. and the atmosphere of 
Buhr Dera becomes uplifted as the news of the Bronwyn 
and Aldoric spreads throughout the village. 

Note; Tht GM should attempt to create an aiT rif njoidng and 
rel.ixation, SimiiaT to the conclUsion rif many adventuTfS. This 
irita will help to enhance the surprise rif the pes (and the piayffS) 
wbm the attack comes iatfT the same night (set' subsequent 
mrountfT)' 

As the suns sets and the surrounding forest grows dark 
the villagers join for the celebration in the Gathering Hall, 
and the pes enjoy a long and happy evening in the 
peaceful town. After the feast is concluded the people are 
treated to a rare event. The Wuitan (N. "Knowing One"), 
an aged woman named SUiwine, who is the Seer and 
spiritual leader of the village, comes before the gathering 
to tell the future of one present this night. All the lights 
are extinguished, save the two fires, and the villagers all 
take their seats and grow quiet. The PCs are told that no 
one ever knows who will be chosen until the event takes 
place. 



Leaning on her croaked cane, the old woman walks 
slowly among the now silent gathering with her gaze fixed 
on the floor. She hobbles by nearly everyone in the crowd 
as though searching for something that no one else can 
perceive, and the Wuitan never looks up until she stands 
before Bronwyn and Aldoric. There Stilwine stops and 
peers into the face ofBronwyn for many long moments 
with the old woman's eyes gradually growing wider with 
fascination. 

At last Stilwine breaks her gaze and walks to the head 
of the crowd. All eyes are turned toward the aged Seer as 
she speaks the following words: 

"She is not rif our FOP1£, yet a kinswoman from 'ifar s& truly 
is. And same know stiU the andmt ties tbat bind our clans . .D:.>wn 
tbe line oj Vidugavia sbe bas dtscmdtd, and JOT many long liws 
wiU her HouSf endure. 

''But beyond tbisdayl sUpowN"and majtsty. CbaT,gingdcwn 
upon our JotS from a GolJm Hall art thousands rif gloricus 
riders. And not a Prince, but a King leads them, and be is prouJ 
and taU. And following bis ""nner are all 1& gmu clans if 
Nortbmm." 

As though speaking these words had taken much of her 
strength, the old woman pauses for a moment, and slowly 
lifts her gaze to rest on Bronwyn. Then, raising her arm 
and pointing at the Northwoman, SUlwine continues m a 
strangely ominous voice. 

''You, Bron-.ryn, daughter oj Atd~1Jia,from your linuball came 
tbis King and all otbers after bim, and at long last the dream if 
your forifathers will be JuJfil1d. 

"1 can say no more." 

With that the Wuitan withdraws from the crowd, 
which is left quietly pondering the astounding words. 
Later, as Bronwyn speaks with the pes and Aldoric, she 
says that Sillwine must have been mistaken, because she 
strongly believes that the line of Kings must surely 
descend from Aldoric and not from herself. And Aldoric 
seems troubled by the words of the old woman. BU[ the 
pes should now begin to see the importance of this Lady, 
who has become their friend and companion over their 
journey, and the respect the party holds for her should (in 
all likelihood) increase. 

After the Wuitan departs, the gathering gradually 
breaks up and the PCs are shown to their quarters (one of 
the longhouses). But Bronwyn and Aldoric, who are now 
seen as honored guests, are quartered in the Gathering 
Hall after the villagers have departed, and Theamond is 
assigned to guard them. 

THE AssAULT ON BUHR DERA 

Later that same night after the feast honoring Bronwyn 
and Aldoric is concluded the next part of the Mouth of 
Sauron's plot at last begins. When word (via Crebain 
spies) reaches Mh8rlen, who is encamped with his troops 
many miles south ofBuhr Dera, that Bronwyn has arrived 
in the village, they begin theu march northward and 
prepare to carry out the capture of Bronwyn and the 

destruction ofBuhr Dera. Late that night the Orcs arrive 
in the vicinity of the village and separate into three groups. 
The first and by far the largest of these divisions is led by 
Mh8rlen himself. and these troops do not take part in the 
attack. Their role is to take Bronwyn and Aldoric away 
while the others assault the village. The other two groups 
(described below) will set themselves for the attack, with 
one taking their position about % of a mile to the west of 
Buhr Dera and the other a similar distance to the east. 

Unbeknownst to the PCs, Aldoric finds that he is very 
restless that night and something seems to nag at the back 
of his mind like a forgotten command that he somehow 
needs to fulfill, though he says nothing of his misgivings 
to Bronwyn. In fact, this feeling is brought on by the spell 
of the Mouth of Sauron, and Aldoric has no way to 
combat his uneasiness. So, discovering that he has no 
desire to ~leep, Aldoric asks his sister to accompany him 
while he takes a walk in the evening air. Together they 
leave the:r quarters with Theamond, who insists on 
accompanying them, and stroll beneath the nearby trees. 

A shorr while after the trio has left. Theamond comes 
runrung back toward Buhr Dera, yelling for the watch to 
raise the alann. A hom is sounded in response to the 
Ranger's cries as he charges into the midst of the village. 
He calls out to the Woodmen that Orcs are attacking, and 
in a few short moments the town is swarming with 
movement as the villagers rush to defend themselves. But 
in the confusion nothing is said about Bronwyn and 
Aldoric, who are now nowhere to be seen. (For details as 
to what occurred during the trio's absence see Section 
9.2.4.) 

Thosepeople who are unable to help defend Buhr Dera, 
such as the elderly and the children, run to the Flet for 
safety. and several archers also take their positions on the 
elevated platfonn. 

As the call to arms is raised throughout the village the 
PCS are awakened from their sleep. And they now havethe 
choice of whether or not to assist in the defence ofBuhr 
Dera, but if they choose to flee, the town will almost 
certainly be destroyed. 

If the pes decide to help battle the Orcs, review the 
second version of the layout ofBuhr Dera, which shows 
the locations of all the attackers and defenders at the 
beginning of the battle and can be used to set the stage for 
the start of the raid. Note that the villagers and the PCS 
will have about fifteen minutes from the time the alann is 
sounded to the beginning of the battle. 

The Uruk-hai who are attacking, as mentioned above, 
total 56. includingtheleaders.Muggrath, an UrukDrartUl 
(B.S. "Captain") (see Section 9.1.2 for details), com
mands these troops with the assistance of five Ujaki (B.S. 
"Sergeants"). The remaining fifty Uruk-hai are all Elite 
Warriors, who have been specially chosen forthis task due 
to their superior fighting skills and exceptional discipline. 

Note; The fI'lIsoning bthind sending a relatively small force to 
assault Bubr Dtra is txplo.ined in Section 9.2. I. 

lSI 



Assault on 
BUM Thra Muggrath, who is highly experienced in combat within 

the shadows ofMirkwood, has been charged with the task 
of destroying Buhr Dera after Bronwyn and Aldorie have 
been taken captive. And he looks forward to the assault 
with great anticipation. 

Now this attacking force is divided into 
two groups. with one group of2S (consisting 
of Muggrath. two Ujaki and 25 warriors) 
attacking from the west. and the second group 
of 28 (consisting of three Ujaki and 25 war~ 
riors) coming from the east. The plan is for 
both factions to begin the assault at approxi~ 
mately the same time, dividing the defense of 
the village and allowing for the Orcs to charge 
with less fear of bow fire. Half of each group 
takes up positions at the edge of the dearing 
and sends burning arrows into the various 
buildings of the village. as well as any 
W oodmennearby, whilethe other half charges 
into the midst of Buhr Dera to confront any 
defenders on the ground. The basic strategy 
behind this attack is to destroy the structures 
of the town and slay as many Woodmen as 
possible. And after most of the buildings are 
burning, the Ore archers will either start to 
target the villagers or charge into the midst of 
the fray. If all goes well for the Orcs, the 
survivors, if any, will flee their devastated 
village and no word will everreachBuhr Widu 
of Bronwyn's capture. 

Note that the pes will be free to do as they 
wish throughout this battle, so the details of 
the fight will vary dramatically depending on 
the actions of the pes. In fact. those pes with 
strong leadership skills might attempt to take 
charge of some portion of the defenders and 
direct their actions as well. If done with some 
flare and obvious confidence the Woodmen 
will be likely to follow the PCs' ditectives. 
Another possible option available to the party 
is to enter the forest and attempt to flank the 
attackers, and thereby kill off the leaders of the 
assault. This tactic could have serious conse
quences for the Orcs, who will likely fall into 
disarray and confusion with the absence of 
directives from their superiors. Of course, 
countless options are open the PCs and the 
GM must detennine the effects of any actions 
not covered here. 

If the Orcs are reduced to half their num
bers during the batcie, and the defenders are 
not in a similar state, the morale of the attack~ 
ers will fall dramatically and many will be 
likely to retreat from the fray. And if their 
losses continue beyond this point the survi
vors will certainly flee into the forest. If. 

however, the Woodmen and their homes suffer signifi~ 
cant casualties and damage, the Orcs will be bolstered and 
will continue the attack heedless of their losses. 



To begin the battle, the positions marked on the second 
layout of the village should be used by the GM to 

determine the location of all the participants, and the pes 
are free to take what positions they wish. 

One last point that should be mentioned is the Orcs' 
use of fire. Because all the structures of Buhr Dera are 
made of wood, the buildings are particularly susceptible 
to this fonn of attack. But during the fight the villagers 
will not attempt to put out the fires, because they will be 
too involved in defending themselves. If the Flet or the 
Thyn's House is set ablaze, however, the non-combatant 
Woodmen (and perhaps a few others) will do what the~· 
can to put out the fire. The GM is left to deternune tht' 
details of any of these situations, but it is quite likely th,u 
many of the buildings will be fully ablaze by the conclu
sion of the attack. As a general rule each building can be 
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considered to have a 5% chance of catching fire for each 
burning arrow shot into it (i.e. 10% for two arrows, 15% 
for three arrows, etc.). The GM can check at regular 
intervals (such as once every other round) to see if the 
structure is alight. The GM must detennine the severity 
of the damage, depending upon the amount of time each 
building burns, thenumber offlaming arrows shot into it, 
whether anyone fights the fire, and any other factors that 
might be applicable. 

Depending upon the outcome of the battle, Buhr Dera 
and its Inhabitants will be in any number of conditions. If 
the OrC5 are truly successfiJ the town will lie in smolder
Ing nins, and most of the Woodmen will be slain or will 
han fld mto the forest. Bur if the pes manage to assist 
t.l,.e W ooJ~en In repdling the assault, much of the village 
and many of t:"e townsfolk will survive. The specifics of 
t.l,e cirC'.t.~..stances ~,ll be left up to the GM to detennine. 
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If the pes are successful in helping to save Bulu Dera 
the people will be forever grateful to the party. who will 
be seen as great heroes worthy of a lasting &iendship, But 
the PCS must now turn to more perilous matters, fo~ after 
the battle they learn the fate ofBronwyn and Aldoric. 

Note; !f the GM does not wish to roll for each oj the many 
attacks that will take place throughout this fight, an abbrtviaud 
mdhoJ to "til tbe battle can be used to save tinu. 

First, any parI (or area) rf tbe co7!flict in which the PCs w.1re 
a direct role should be bandied normally, making separate rollsjor 
each comMtarlt. 

Second, any attach made by groups oj Woodmen M Orrs tbat 
are fighting basically the sanu jots, smh as a group oj W oodmm 
who an mgaged on the ground with a group oj Uffjk~bai, can 
be takm togethrr with one percentile roLL Rilther tban rollingfor 
attacks ewry round, the GM can make these rolls once ewry dJird 
round. One roll can be made for each oj tbe combatant groups, 
ana these rolls rtpresent the attacks made by the warriors. 

If the result oj Ihm rolls is between 0 l-25, tk attackers can 
be considered to have ban largely iniffectual.1j tht roll is betwlm 
26-50 the attackers will inflict it small amount oj damage, and 
a result between 5l-75 indicates that the difenders rtceiw it 

moderate amount oj da'll1l1.,gt. And lastly, if the roll is between 
76-00 one or trnJ1"I' oj tbe tlifenders have ban m·tically W01tl1dd 
or killeJ. Witbin taCh oj these categories tht GM should modify 
tk damage toftt the exactl1umber rolkd (i.e. a roll oj 74 should 
inflict more damage than a roll oj 53, though both numbers fall 
within the same general category). 

Furthermore, tk GM may cboose to modify these rolls ixma 
on tbe relative strength r1 tht attaclurs versus the difmders. For 
exampk, if a group oj ten Orcs is fighting a group r1 five 
Woodmen, then the GM could assign a + 15 bonus to the Ons' 
attack ron ana a -l5 to the Wooamen's attack roU In addition 
the GM cangive bonuses ana ptnalties to groups ~ho get /w;) o~ 
more very high or very lew rolls in HlcclSSion. In all oj tbeSCCJl.ffS 
the GM is fiu to aaa as much or as liuk detail as desirea. 
. ~a every three rounds the GM can roll for each group 

fightmg a common contingent oj Joes, ana the rolls fer oppoling 
groups should beconsiaered to occur simultanrously.1j, howtver, 
inaividual Orcs or Woodmen separateJrom the others ana lUI for 
a time on their own, the GM tmiy wish to treat them like pes 
ana handk tlm:r combat normally. 

As the batik progresses the GM can eliminate any fallm 
wamers from the battle, and hanale movrmmt in the normal 
manner. 

9.2 PART II: THE ROAD TO 
DOLGULDUR 

. The. second section of "Into the Darkness" begins 
Immediately upon the conclusion of the Ore raid, and 
primarily consists of the pes' journey south into the core 
of the Necromancer's realm. The party must use careful 
planning and brave initiatives to survive this trek and have 
a chance to rescue Bronwyn and Aldoric. 

9.2.1 BACKGROUND 
. Beginning on the day of the Bronwyn's arrival in Buhr 
Dera and after the Crebain reported this event, the Orcs 
under the temporary charge ofMhOrlen traveled north to 
the vicinity of the Woodman Village. But (as was told in 
Part I) only 56 troops participated in the assault on Bubr 
Dera. The remaining force took Bronwyn and Aldoric 
and departed for Dol Guldur. 

This force, who numbered nearly 200 in all, was led by 
Mh8rlen, who now wished to guarantee his successful 
return to Dol Guldur. Therefore. he had the Olog contin
gent of his troops (excluding Kull) and two Grimburi 
remain behind on Men Utuk to ambush any pursuers who 
might be bold enough to follow, and many Crebain were 
sent to assist the Trolls in locating any foes. In addition 
to this force, 13 small bands of 0 res and Wargs were sent 
out to prowl the forest along Rad Angilaladh and Men 
Utuk near Buhr Dera to further to deter any pursuit. 

The reasons behind this strategy were numerous. but 
Mh8rlen wished above all else to arrive back in Dol 
Guldur with his captive, so he concentrated much of his 
strength on achieving this goal. The attack on Buhr Dera 
was delayed until after Bronwyn's capture, because the 
spell placed on Aldoric was crafted to bring about the 
events told in Part I. and Mh8rlen wished to ensure that 
Bronwyn was not inadvertently slain in the raid. The 
entire force was not used in the assault, because Mh8rlen 
wanted to have a large group left to defend the prisoners 
on the long journey back to Dol Guldur. The fmal 
division of the troops, when many lagged behind to block 
any pursuit, was done to guarantee that no one would 
interfere with the last leg of the mission. 

But what Mh8rlen did not count on was that all this 
unusual activity had alerted the Usanya (5. "the Disobe
dient"), a group of four fonnidable individuals who had 
dedicated their lives to opposing the Necromancer and his 
minions (see Section 9.22), and who lived in this region 
ofMirkwood. After the assault on Buhr Dera the Usanya 
combed the area south of the village to discover what they 
could of the Orcs' movements as well as what the Uruk
hai might be up to. 



9.2.2 THE NPCS 

USANYA 
In the year T.A. 1638 a series of unexpected events 

occurred in southern Mirkwood that might be called 
"mere chance" by many. But, when seen from a distance, 
coincidence seems to be an ill-fitting explanation. Through 
unloaked-for meetings and common enemies four very 
distinct individuals came together to fonn a most unusual 
union. But rather than some bond or trust drawing them 
together, these people formed an alliance out of their 
opposition to the Necromancer, and because they pos
sessed a peculiar conunonality between them: each one 
was acting against the will of his Lord. 

Before coming into southern Mirkwood. all of these 
four individuals had counseled his or her liege to stand 
strongly against the power in Dol Guldu!, but in tum all 
were denied. Seeing no other option, each left his or her 
homes to do what they could to thwart the designs of the 
Necromancer. Due to this trait they named their small 
fellowship Usanya, the Disobedient, for they believed in 
their cause so strongly that they were willing to risk being 
outcasts from their own people. 

The Usanya were four in all: Glosnar, a Sinda Elf from 
Lorien; Amala, a woman of W oodmen-to'WTl; Naric, a 
Dwarven Watrior from Khazad-dum; and Lorthand an 
Easterlingof the Sagath peoples from the lands bordering 
T alath Hatroch. Each had his or her own reasons for 
opposing the Necromancer, but all worked together as a 
fonnidable group. 

The tales of how this small band came together are 
lengthy accounts, but all that need be told ~ere. i~ that 
during the year T.A. 1638 each one of these mdlVlduals 
was in southern Mirkwood struggling against the Necro
mancer. Over the course of that year they met one another 
until, at last, the group was fonned. Somehow amidst the 
suspicions and age old hatreds between some of their 
peoples, the four found a common bond on which to b.ase 
their union. Though no oaths were sworn or promises 
made, the group agreed to unite their strengths against the 
Shadow for so long as it suited each member. No leader 
was chosen among them, and they held no great love for 
one another. But in time they all learned to value the skills 
of the others and they came to depend on each other for 
survival within the perilous realm of the Necromancer. 

GLOSNAR 
Glosnar(S; "White Flame"), perhaps the most unusual 

looking Eldainall of Middle-earth, is an albino, an almost 
unkno'WTl trait among the Firstborn. His skin is pale, his 
hair is gleaming white, and his eyes shine with amisty grey 
hue. He is a tall (6'9") and sinewy figure, who can move 
swiftly even through the densest of forests. 

Born in L6rienofSinda parents in the mid-SecondAge, 
Glosnar, like so many others at that time, believed that the 
great evil of the world was forever destroyed after the 
downfall ofSauron at the hands ofIsildur. But with the 
appearance of the Necromancer and the rise of the Realm 
of Angmar, the Elves knew that powerful corruption stil~ 
lingered in Endor, and Glosnar soon felt that the Quendl 
should not be content to remain safe and hidden in their 
sanctuaries across Middle-earth. For many years he 
struggled to help defend the Golden Wood, but as the 
Shadow over southern Mirkwood lengthened Glosnar 
counseledKingAmroth to openly oppose the Necroman.
cer. Glosnar believed that only by standing againstthe evIl 
threat could the Free Peoples hope to find a lasting peace. 

In time, as his advice was rejected continually and his 
desire for action forbidden by his Lord, Glosnar defiantly 
lett his kinsmen and home in L6rien and traveled east into 
Mirkwood to hinder the Necromancer in whatever small 
ways he could manage. As the years wore on, Glosnar, who 
was already a fonnidable Ranger before he departed 
L6rien, became a truly gifted woodsman and forest war
rior, who knew the region of southern Mirkwood like no 
other member of the Free Peoples since the early Third 
Age. 

The underlings of the Necromancer who prowled the 
dark wood came to recognize his pale visage, and soon all 
feared the "White Elf' who oft times turned the hunters 
into the hunted. Soon the rumor of his coming was feared 
by all but the fiercest ofSauron's minions. But somehow, 
whenever a trap was laid for the ctmning Elf, he always 
managed to avoid capture, and small patrols of Orcs 
learned the folly of standing before him in his element. 

In the following years Glosnar became a member of the 
Usanya and he performed whatever tracking and forestry 
required by the group, m addition to being a powerful 
warrior. And as the Usanya raided and ambushed small 
parties of the Necromancer's army, the reputation of the 
"White Elf' grew. 

Though Glosnar is an amicable and self-confident 
individual, he is a strong believer in the idea that every 
person mrut choose his or her own destiny. So Glosn~ 
will rarely try to impose his will on others, although he IS 

firmly committed to opposing the Necromancer. Fur
thermore, Glosnar has never come to completely trust 
Naric, due to ancient hatreds between the Sindar and the 
Dwarves, which reach back even into the First Age. 
Though Glosnar does not fear that Naric will betray the 
group, he has never felt fully at ease in the Dwarfs 
presence, and the two often disagree on various plans of 
action. 
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US.IIIYa, 
I1x Dis(lbeJimt 

LvI: 17. 

Race: Sinda. 

GLOSNAR 

Home: Lorten; Dolentir. 
Names: the White Elf. 

GLOSNAR IN MERP 

Hits: 135 Melee OS: 139 
Missile OBi 164 
AT: Rigid Leather (-65) 

MERP Profession: Ranger. 

MERP S""', ST 99, AG !O3, CO 98, IG 
97, IT 100, PR 99. 

MER.P Skills: Ambush 12; Animal 
Handling 30: Boat Handling 35: 
Caving 25; Climb 148: Cookery 35: 
Disarm Trap 75; Fit'lit Aid 35: 
Foraging 40; Leather-working 45; 
Perception 84; Read Rune 40; Ride 
138; Rope-mastery 30; Signaling 25; 
Stalk/Hide 114; Swim 136; Track 
136: Trap-building 40; Use Item 50. 

MERP Spells: 5 I PP. Glosnar knows all 
Ranger lists and five Open Channel
ing lists. 

GLOSNAR IN ROl.EMASTER 

Hits: 135 Mdee OS: 139 
Missile OS: 164 
AT, 12 (65) 

RM Profession: Ranger. 

RM Stats: St 99, Qu 101, Em 99, In 
100, Pr 99, Ag 105, Co 98, Me 96, 
Re97, SO 89. 

RM Skills: Ambush 12; Animal Training 
30; Caving 25; Channeling 40; 
Climbing 148; Cookery 35; Disarm 
Traps 75; First Aid 35; Foraging 40; 
Leadership 35; Leather-working 45; 
Perception 84; Ride 138; Rope
mastery 30; Rowing 25; Runes 40; 
Sailing 30; Signaling 25; Stalking & 
Hiding 114; Staves & Wands 50; 
Swimming 136; Tracking 136; Trap
building 40. 

RM Spells: 51 PP. Glosnar knows all 
Ranger lists to 15th level, three Open 
Channeling lists to 15th level and and 
two Open Channeling list to 10th 
level. ' 

Appearance: 90. 

GLOSNAR IN LoR 

LoR Profession: Ranger. 

LoR Stats: Strength 0, Agility I, Intelli-
gence 1, Movement 1, Defense 2, 
Melee OS 5, Missile OS 7, GeneralS, 
Subterfuge 4, Perception 3, Magical 
I, Endurance 83. 

LoR Spells: Strength, Shield, Speed, Camouflage, 
Concentration, Healing, Luck, Sustenance, Qarro 
Animal. 

LoR Experience Points: 11,700. 



GLOSNAR's PRINOPAL hEMS 
LuvasUl (Q. "Bow of the Wind) - Enchanted long 

bow made in L6rien. 
MERP / RM: +20 long bow of Ore-slaying. 

Short Sword - Magical short sword forged from 
Adarcer. 

MERP/RM: +15 short sword. 

Lasseturma (Q. "Leaf of Shielding") - This emerald 
brooch is fashioned in the likeness of a tiny malloIn 
leaf. 

MERE / RM: Imbues the wearer with protection 
from scrying magic, Only the most powerful 
items, such as the Palantiri or the Mirror of 
GaladrieL can penetrate this protection. 

AMALA 
Beginning at an early age Amala was trained by the 

W uitan ofW oodmen-town to one day take the role of the 
village's spiritual leader. In this way she became one of 
Woodmen-town's most prominent members, But from 
the start of her apprenticeship, Amala was intrigued by 
stories of the days before the coming of the Shadow over 
Mirkwood. In those times, she was told, rarely did her 
people see an are or Spider, and Greenwood was a place 
of safety. Soon her fascination for those lost days became 
alonging ro bring peace to the forest once again, And, like 
Glosnar, she began to counsel the Althyn of Woodmen
town to strike back at the forces of the Necromancer and 
attempt to keep them confined to the far south, But after 
500 years ofli ving under fear of the Shadow, her Lord and 
kinsmen had no wish risk the wrath of the Sorcerer of Dol 
Guldur. Continually her advice was put off or even 
scoffed at by the other leaders, and she soon gave up her 
attempts, 

Then one day without receiving leave from the Althyn, 
Amala qUietly departed Woodmen-town to seek her fate 
in southern Mirkwood. For she had heard rumors of the 
"White Elf' who was said to fight a lone struggle against 
the Necromancer, Amala joined members of rhe Usanya, 
Her role within the group was that of the healer and 
defender, and many times the Usanya would have per
ished without her aid. 

Amala is, without question, the most outgoing and 
openly friendly member of the group, and she, more so 
than the others, can see the good qualities of each indi
viduaL Without her presence to smooth over the subtle 
conflicts within the group, the Usanya would, in all 
likelihood, split up over time. 

LvI: 9, 

Race: Woodman. 

Home: Woodmen-town; Dolentir. 

AMALA IN MERP 
Hits: 80 Melee DB: 60 Missile DB: 30 

AT: Rigid Leather (-20) 
MERP Profession: Animist. 

MERP S"", ST 90, AG 85, CO 90, IG 91, IT 99, 
PR89. 

MERP Skills: Ambush 4; Climb 44; Cookery 25; First 
Aid 35; Foraging 35; Meditation 10; Perception 54; 
Read Rune 49; Signaling 20; Swim 24; Stalk/Hide 
45; Track 59; Use Item 59. 

MERP Spells: 36 PP. Directed Spell OB 53, Base 
Spell OB 18. Amala knows all Animist lists and 
three Open Channeling lists. 

AMALA IN ROLEMASTER 

Hits: 80 Melee OB: 60 Missile DB: 30 
AT, II (20) 

RM Profession: Animist. 

RM Stats: St 90, Qu 88, Em 98, In 99, Pr 89, Ag 85, 
Co 90, Me 91, Re 92, SO 95. 

RM Skats: Ambush 4; Climbing 44; Cookery 25; 
Diplomacy 15; First Aid 35; Foraging 35; Medita
tion IO; Perception 54; Runes 49; Signaling 20; 
Staves & Wands 59; Swimming 24; Stalking & 
Hiding 45; Tracking 59, 

RM Spells: 36 PP. Directed Spell OB 53. Base Spell 
OB 18. Amala knows all Animist lists and three 
Open Channeling lists all to her level. 

Appearance: 87. 

AMAu.IN LoR 
LoR Profession: Bard. 

LoR Stats: Strength 0, Agility 0, Intelligence 2, 
Movement -I, Defense I, Melee OB 2, Missile OB-
1, General 2, Subterfuge 0, Perception 3, Magical 3, 
Endurance 61. 

LoR Spells: Strength, Shield, Speed, Camouflage, 
Concentration, Item Analysis, Healing, Protection 
from Magic, Sl1stenance, Calm, Chann Animal, Fire 
Bolt. 

LoR Experience Points: 3,900, 
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AMALA's PRlNOPAL ITEMS 
Staff of the Woods - This item is an enchanted oak 

staff. engraved with runes. 
MEKP/RM: This staff is a + IS melee weapon 

which acts as a mace in combat. In addition, 
this staff is a x2 PP multiplier for Channeling. 

Robes - These are enchanted forest-green robes 
typical of a Wuitan of the Woodmen. 

MERP/RM: +15 DB and +15 bonus to all 
Stalk/Hide maneuvers performed within a 
forest setting. 

NARIC 
Naric was a Dwarffrom the House ofDruin theProud 

and a descendent of ODC ofCtan-lords ofTumftn-gabil, 
who fled Amon Lane in the days ofDworin (see Section 
2.2) and went to reside with his distant kinsmen in 
Khazad-dfun. In time Naric's forefathers became a part of 
Durin's folk, but they never forgot the legends ofKhazad
khezed, the Dwarf-stone. that was said to lie 10 the 
treasure holds afDol Guldur. And these Dwarves, includ
ing Naric, always held a secret hope that one day the 
precious stone could be recovered. 

Early in his life, as he grew to become a stout warrior, 
Naric's inner desire for Khazad-khezed transferred into 
become an overwhelming hatred for the Necromancer. 
And he was enraged that Durin VI did not stand strongly 
against the ever-growing threat from Mirkwood. His 
counsel to his Lord always stressed action, but the Dwarf
lords ofKhazad-d6m were content to remain safe in their 
vast city. 

At last Naric could bear waiting no longer, and he left 
the Misty Mountains and journeyed into Mirkwood, 
where he could, at least, begin to quench his desire for 
revenge. And in a short while Naric became a member of 
the Usanya. 

He served as the group's tactician. Being a warrior, 
Nark would often take the role of planning outche details 
of the group's assaults, and in time the others learned that 
no one among them was more suited to this task. 

Though Naric has never spoken of the Dwarf-stone to 

the others, he still maintains his hidden desire to one day 
enter the dark halls of Dol Guldur and recover the lost 
relic.ln addition, Naric has a slight distrust of his Elven 
comrade, Glosnar. 

Naric stands 4'11" with a typically stocky Dwarven 
build. His hair and beard are long and black, and his eyes 
deep brown. Unusual for a Dwarf. Naric is sometimes 
rarhertalkative, buthis mood is often very serious, and he 
occasionally appears to be thinking of something far off. 

LvI: 12. 

Race: Dwarf. 

Nwc 

Home: Khazad-d6rn; Dolentir. 

NARlc IN MERP 

Hits: 147 Melee OB: 151 Missile OB: III 
AT, Cha;n (-SO) 

MERP Profession: Watrior. 

MERP Stats: ST 100, AG 77, CO 100, IG 94, IT 78, 
PR 79, 

MERP Skills: Ambush 6; Appraisal 35; Caving 55; 
Climb 63; Cookery 20; Disarm Trap 50; First Aid 
30; Perception 45; Pick Lock 55; Rope-mastery 30; 
Signaling IS; Stalk/Hide 40; Swim 42; Track 72; 
Trap-building 55. 

MERP Spells: None. 

NARlc IN ROLEMASTER 

Hits: 147 MeleeOB:I5I MissileOB:III 
AT, 16 (SO) 

RM Profession: Fighter. 

RM Stars: St 100, Qu 81, Em 79, In 76, Pr 79, Ag 
77, Co 100, Me 96, Re 92, SD 90. 

RM Skills; Ambush 6; Appraisal 35; Caving 55; 
Climbing 63; Cookery 20: Disarm Traps 50; First 
Aid 30: Perception 45: Pick Locks 55: Rope
mastery 30; Signaling IS; Stalking & Hiding 40; 
Strategy & T achcs 70; Swimming 42; Tracking 72; 
Trap-building 55. 

RM Spells: None. 

Appearance: 66. 

NARlC IN LoR 
LoR Profession: Warrior, 

LoR Stats: Strength 2, Agility - I, Intelligence 0, 
Movement -2, Defense +2, Melee OB 7, Missile 
OS 5, General 3, Subterfuge 2, Perception 2, 
Magical-5, Endurance 105. 

LoR Spells: None. 

LoR Experience Points: 6,400. 

NARIC'S PRINCIPAL ITEMS 

Battle Axe - Enchanted Battle Axe made in Khazad
dfun, 

MERP/RM: +25 melee OB. 



LORTHAND 
Lorthand was bom the son of an Easterling-scout, who 

was a member a Sagath tribe that roamed the eastern 
reaches ofT alath Harroch. As he grew into manhood he 
was trained by his father in the arts of subterfuge and 
scouting, and Lorthand soon became a valuable member 
of the tribe. But one day a dispute erupted between his 
father and another advisor to the tribal Chieftain. And this 
advisor, who had only joined the tribe of late , was, in fact. 
a spy from Dol Guldur. That night Lorthand's father was 
slain in his sleep by the Necromancer's agent, but Lorthand 
saw the man departing his father's tent. When the voun\Z 
scout went to confront the spy, however, he was no 'wher; 
to be found. 

But Lorthand now yearned for revenge and set out to 
track his father's killer. And much (0 the young Sagath· s 
surprise the trail took him northwest inro the dark foresr 
of Mirkwood. At last he broke off his pursuit when he 
came within sight of Dol Guldur, but now he knew the 
truth about the man who killed his father, and he vowed 
to one day get his revenge on the Necromancer. 

Returning to his people, Lorthand reported all thar he 
had learned. But the Chieftain, who now feared for his 
own life, knowing that a servant of the Necromancer 
watched him. pretended not to believe the young man's 

story. Scorning him in front of the entire clan, the 
Chieftain cast Lortband out of the tribe. and told hlDl 
never to return. 

Having no where else to go, Lorthand traveled into the 
Nortbman region of eastern Rhovanion. There he sur
vived as best he could, and soon taught himself how to 
disguise his appearance to look just like one of North man 
descent.ln time rhis skill broadened as Lorthand learned 
to appear like almost any race he chose. At last he felt the 
time had come to seek his vengeance in Mirkwood. 

But his days beneath the dark wood were hard and 
perilous, and Lorthand soon realized he stood little 
chance of surviving on his own. At this time he joined with 
Glosnar, Amala, and Naric, and the Dsanya was fonned, 

His role within the strange quartet is to see to disguising 
the group when necessary for some particular plot. for 
which he has acquired many unifonns from slain foes. 
L>rthand also perfonns acts of subterfuge to further the 
group's designs. More so than the others, Lorthand 
4isrrusts the rest of the group. But his time with the 
Usanya has shown him that he could find no berter 
companions to help him carry out his vengeance. 

Lorthand is very quiet and rarely speaks his mind 
openly, but, in fact, he usually has strong opinions on 
most matters. Unless one is used to his ways, he appears 
to be in an almost constant sullen mood, but, in truth. he 
is forever hopeful of furthering his cause. 

Lorthandstands 5'8" tall and has a wiry build and dark 
brown hair. 

LoRlHAND 

Lv!.: I I. 
Race: Easterling (Sagath), 

Home: Eastern Talath Harroch: Dolentir. 

LoRTIlAND IN MERP 
Hits: 79 Melee OB: 90 Missile GB: I I I 

AT: Soft Leather (-45) 
MERP Profession: Scout. 

MERP Stat<, ST 85, AG 99, CO 82, IG 93, IT 81, 
PR90. 

MERP Skills: Acrobatics 40; Acting 50; Ambush 10; 
Climb 81; Cookery IS; Disatm Trap 62; First Aid 
20; Fletching 35; Foraging IS; Perception 72; Pick 
L>ck 67: Ride 56; Rope-mastery; Stalk/Hide 102; 
Swim 56: Track 8 J; Trap-building 45. 

~tERP Spells: None. 

LoRll-IAND IN ROl.EMASfER 

Hirr.:-9 Mdee OB: 90 Missile OB: III 
AT: 5 :45:: 

R.M: Profession: Rogue, 

RM St:ats: St 85, Qu 93, Em 78, In 84, Pr 90, Ag 99, 
Co 82, Me 92, Re 94. SO 84, 

R.\.1 Skills: Acrobatics 40; Acting 50; Ambush J 0; 
Climbing 81; Cookery IS; Disann Traps 62; First 
Aid 20; Fletching 35: Foraging IS; Perception 72; 
Pick Locks 67; Riding 56; Rope-mastery; Stalking 
& Hiding 102; Swimming 56: Tracking 81; Trap
building 45. 

RM Spells: None. 

Appearance: 70. 

LoRll-IAND IN LoR 

loR Profession: Scout. 

LoR Stats: Strength 1, Agility I, Intelligence O. 
Movement 1, Defense 2, Melee OB 4, Missile OB 
5, General 4. Subterfuge 5, Perception 4, Magical-
3, Endurance 52. 

loR Spells: None, 

loR Experience Points: 5,400. 

LoRll-IAND'S PRlNCIPAL ITEMS 

Sword - Enchanted Short Sword. 
MERP/RM: +20 melee OB. 

Daggers - These weapons are a set of three magical 
daggers, each with a ruby set in the pommel. 

MERP/RM; Each dagger has a + IS melee OB. 
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9.2.3 lJ\,(()lJlrS 
Besides the layout of Dolentir (given below), the GM 

should continue to make use of the map of southern ' 
Mirkwood found in Section 9.1.3. 

DOLENTlR 

Lying hidden at the edge ofEmyn Guldur. Dolentir (S. 
"Hidden Watch") is the sanctuary of the Usanya, who 
discovered this unusual subterranean hold by chance 
several years ago. While the group traveled throughEmyn 
Guidut, Naric stumbled upon the opening mechanism to 
the small dwelling, and the fout companions soon deemed 
that this place would make a suitable outpost from which 
they could make their forays to assault the minions of the 
Necromancer. And Glosnar gave their new home a name 
in Sindarin, calling the hold Dolentir. (See #S on the 
adventure map.) 

Though the Usanya could tell after brief examination, 
that Dolentir, was delved out and once inhabited by 
Dwarves, no sign was found as to who these Khazadmight 
have been. In truth, this small sanctuary was made in the 
Second Age by a smaIl group of Dwarves of Durin' s Folk, 
who constructed this place to be an outpost of Khazad
dum, as well as a resting place for Dwarves who came to 
Greenwood to trade with the Elves. But less than a 
generation after its completion, this tiny keep was aban-

doned by its makers for unknown reasons. Until its 
discovery by the Usanya, Dolentir stood vacant, but the 
intricate opening mechanism remained in perfect working 
order, for such was the skill of Durin's Folk at the height 
of their powet. 

The entrance of this keep lies at the bottom of a 
forested ridge, just at the foot of a twenty foot cliff. 
Running from the higher ground and spilling over the 
edge of the cliff is a small river and waterfall, whose 
showering sprays hide the entrance to Dolentir. At the top 
of the cliff. several feet before the waterfall, the river 
travels through a shallow basin, which is, in fact, part of 
the opening mechanism. Though the basin was con
structed by the Dwarves, it has been made to appear 
completely natural. 

If a particular stone protrusion is pressed (Extremely 
Hard, -30, to find), a small stone wall will rise up in the 
midst of the river in between the basin and the waterfall, 
blocking the water's path and causing the basin to begin 
to fill. After the waterfall has been temporarily stopped, 
the entrance is easily appro~..::hable. Pressing asecond spot 
nearby the entrance (also Extremely Hard,-30, to find) 
will open the secret door. After entering the keep both of 
tnese devices can be reset, closing the door, lowering the 
wall. and restoring the river to its proper course. 

Note that the stone wall cannot keep the 
water at bay indefinitely, because the basin will 
fill after several minutes and the river will over 
flow its banks. 

In addition to this opening mechanism, the 
builders ofDolentir also constructed a channel 
to take some of the water from the river and 
bring it down into the keep for use by the 
Dwarves. Unlike the entrance, which must be 
operated to function, the water system runs 
constantly and without maintenance. 

Note: Because the trip to Dolrntir dots not involw 
difeating any jots, tht layout description is S(l1l1eWhat 
abbreviated. The GM should feel free to add atry 
furtherrletail that seems appropriate. Keep in mind the 
furnishings and other daOT are nearly all?! IMarvm 
make. 

r. Entrance. The entrance to Dolentir, as 
explained above, is normally hidden behind a 
waterfall. When the opening mechanism is 
operated the pool at the base of the waterfall 
quickly gets more shallow as the water that 
drains out is not replaced. When this happens, 
one can traverse the edge of the pool up to the 
entrance. The door itself is, however, still Hard 
(-20) to find. See above for how this door is 
opened. 



2. Entry Hall. The most notable feature of this spacious 
chamber is the cascading water which falls from the ceiling 
into the round pool in the center of the room. From the 
pool the water runs down narrow channels to the rest of 
the keep. The third channel is to ensure that the water level 
never gets too high, draining off any unwanted water out 
of the keep. 

In the two corridors leading from this room one must 
walk to either side of the water channels, but when the 
stairs (which lead down) are reached the water channels 
descend at a much more gradual rate, beconung elevated 
over the floor m the next chamber. After the stairs one can 
walk underneath the channel before reaching the second 
pool (see # 4). 
3. Guard Room. These two small chambers were used bv 
the Dwarves to guard the entrance. Three arrow slit'> a~e 
ptesent in each chamber for firing on intruders. 

The Usanya have little use for these rooms and the:-' 
have been undisturbed for years. 
4. Hall of Dancing Waters. The large chamber has tv.·o 
elevated water channels entering from the entry corridors. 
which stop over a second pool many feet above the floor. 
The water spills out of the channels, raining Into the pool 
in a constant, sparkling stream. From the pool the water 
runs out another channel (again in the floor) to the rear of 
the keep. 

The walls of this chamber are adorned With rehef 
sculpture, and several long stone benches line the walls. 
5. Storage. Though used often by the Dwarves who 
brought goods from Khazad-dum to trade with the Elves. 
these chambers now stand empty. 
6. Gathering Hall This hall is comfortably furnished 
with many places to sit and relax. Two small stone 
walkways cross the water channel into the Dining Hall. 
7. Dining Hall. A long oak table dommates this chamber. 
8. Red Chamber. These rooms were once used by the 
Dwarves who lived here and thelf guests from Khazad
dum, but they are now rarely used, except when the 
Usanya have a rare visitor. 
9. Bath. 
10. Amala's Quarters. 
I I. Nark's Quarters. 
12. Lorthond's Quarters. 
13. Kitchen. 
14. Food Storage. 
IS. Glosnar's Quarters. 
16. Secret Exit. A secret door can be found in area #6 
which leads to a secret entrance/exit from the Dolentir. 
The tunnel runs for several hundred feet before ending at 
another secret door which leads outside. 

9.2.4 THE TASK 
The task for this part of the adventure is simply to track 

down the Orcs who have captured Bronwyn and Aldoric, 
and attempt to rescue the siblings before they reach Dol 
Guldur. 

STARTING THE PLAYERS 

After the conclusion to the battle with the Orcs in the 
previous part of this adventure. the pes wil11earn of what 
transpired just before the attack. Theamond, who had 
(,een charged with guardingBronwyn andAldoric, will (in 
all outcomes of the battle) have survived. and he tells the 
~art\' and the remaining townsfolk what occurred. 
. The three were walking just beyond the edge of the 
nll.age, when Aldone, who had been quiet and somber 
until that moment, suddenly raised his head and looked 
.l.c~ut with a wild stare in his eye. He turned to his sister 
an': said. "}-U calls /0 us! Cat! yom beaT?"The Northman ran 
ahe~ of BroOIV\TI a few paces, then looked back with a 
:r:addened grin,:md hissed, "CotIU. Wemustgoto nim."With 
t:-. .n :1<" pl~ged into the trees and ran forward into the 
..:iariu1~. LeA with no choice Bronwyn and Theamond 
.:-~art:N after Aldaric calling his name. 

n.e La..]\,. who had struggled for so long to rescue her 
::'ro6e:. I'o"o'wdnotallow himto be lost again so easily, and 
:f. 2 few :nome-nts she had outpaced her guard. fearing 
dear Nth his charges would be lost to thee-viIs of the forest 
Th~amond raced to catch Bronwyn, but a few minutes 
:atcr. when he surged into a small dearing, Theamand 
:roze In bs tracks. 

Orcs were all about, and Bron.....-yn and Aldonc had been 
captured by the cruel creatures. But Theamond's appear
ance was clearly unexpected by the Orcs, and before he fell 
victim to the same trap. he turned and fled through the 
forest, calling to the watch to sound the alarm. In his flight 
Theamor.d could hear his foes in dose pursuit, and many 
more Orcs seem('d [0 be moving toward Buhr Dera from 
all about the area. 

After the battle this story is told, and the Wuitan, who 
has been severely wounded in the struggle and now lies 
dying. calls to the PCs to come to her side. Sulwine says 
in a low and hoarse voice, ''Bron-v,ryn ... must be saved . .JM the tbe 

future oj 1& Nartbmro is at stake." She takes a slow and painful 
breath. "Go now ... before six is lost fo the Shadow forewr." With 
that the W uitan falls into an uneasy slumber, and the PCS 
are left to decide what they will do. 

Besides learning this story the PCs might also be ableto 
gather some additional information from any Orcs who 
have been captured and not slain in the assault on the 
village. Any Ore prisoner knows only the attack plans and 
that the primary goal was to capture Bronwyn. Why she 
is important to those in Dol Guldur is entirely unknown 
to the common soldiers. Butthey also know thatBronwyn 
and Aldoric are now, indeed, bound for Dol GuIdur. This 
information should not be easily given up by any Ore 
prisoner. 
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If the party decides to attempt rescuing Bronwyn and 
Aldoric, the townsfolk will agree to hdp in any way, 
possible, but the Thyn will refuse to allow any men to go 
along with party, because ofthenow weakened state of the 
village. And he does not feel the concern for the future of 
the Northmen in the way that the far wiser Wuitan does. 
As with Part I of this adventure, the pes are left to 
determine for themselves whether ornotto undertake this 
task. 

Ams 
In the beginning of this part of the adventure the pes 

can acquire any supplies they might need from the 
townsfolk of Buhr Dera without any payment, though 
nothing out of the ordinary will be available. (This idea, 
of course, assumes that the pes assisted in the defense of 
the village.) But by far the greatest assistance to the pes 
in this section of the adventure will be Glosnar and his 
companions, who can greatly strengthen the party, as well 
as give the PCS information and assistance vital to the 
success of the quest. 

OBSTACUS 

As with Partl, theprimaryobstade in this section of the 
story is traveling through Mirkwood itself. Butthe danger 
now increases dramatically as the PCs head south into the 
most perilous regions of the forest. The greatest confron
tation within this partofthe adventure will come when the 
PCs first attempt to rescue Bronwyn and Aldoric, an act 
for which Mh8rlen is fUlly prepared. 

REWARDS 

The rewards for this part of the adventure, excluding 
any treasure acquired along the way, are tied [0 the 
outcome of the entire three-part adventure and are de
tailed in Section 9.3.4. 

9.2.5 ENCOUNTERS 
The encounters detailed here are in addition to any 

random encounters generated from Table 13.4, which 
should be used throughout this adventure. Furthermore, 
the following events are designed to occur in the order in 
which they are presented, though the exact locations of 
most have been left up to GM. 

THE AMBUSH 

While marching to Dol Guldur, Mh8r1en orders many 
ofhis troops to stay behind, ensuring no one pursues them 
on tht'ir w:urn. Most of these troops art' divided into 13 
small groups, each consisting of five Untk-hai and four 
Wargs. These patrols comb the area south ofBuhr Dera, 
looking for survivors from the' assault, as well as anyone 
who might try to follow the main group. In total the 
troops comprising these patrols number 126 (71 Untk
hai, and SS W args) in all. 

The 8 Olog-hai warriors and the 2 Grimburi are 
stationed near the crossing ofRad Ang:ilaladh and Men 
Untk, and ordered to ambush any pursuers. This group is 
assisted in their endeavors by Crebain, who watch the 
whole area. When the Pes are spotted heading south, the 
Crebain will report their movements and the ambush 
party will move to intercept them. 

In all probability the ambush partywill be too powerful 
for the PCs to overcome alone, and the adventurers will 
most likely find themselves in a diffit1ft spot. But just 
when the PCs look to be done for, the Usanya. who have 
been searching the area, will charge through the trees to 
the party's rescue. This event will occur five melee rounds 
into the fight. Together the Usanya and the pes will 
probably be able to defeat their attackers. 

One factor that will work toward the pes' advantage is 
the presence ofGlosnar, who will be immediately noticed 
by the Trolls. Due to the "White Elfs" fearful reputation 
among the Necromancer's minions, they will be likely to 
breakoff the attack and flee, if the Olog-hai are not dearly 
winning the battle. If this retreat occurs, the fleeing Trolls 
will attempt to gathersome of the s~lIerpatrols together 
and attack again with larger numbers, though this re
grouping will take some time. 

If the pes and the Usanya manage to drive off or defeat 
the Olog-hai and the Grimburi, Glosnar and his compan
ions will be very worried that another attack will come 
soon, because the Usanya already knew that many Orcs 
were in the area. In addition, Glosnar has sighted the 
Crebain and fears the Orcs will gather to hunt down the 
party. For these reasons Glosnar will insist that the pes 
flee with the Usanya before they are caught again. If, 
however, the PCS still wish to continue directly after the 
prisoners, Naric will say that with all the Orcs watching 
that route, the PCs will be hard pressed to succeed. And 
if they wish to go south after Bronwyn and Aldonc, 
accompanying the Usanya will help get them by the 
patrols undetected. 

If the PCs agree to go with their strange saviors, they 
will be led south through Mirkwood several miles to the 
east of Men Untk.. The group will have no time,to find out 
where Glosnar is leading them. If asked, the Usanya will 
say that they ate taking the PCS to a safe haven, but time 
will pennit no greater explanation. 

Through Glosnar's skillful leadership the party will be 
able to greatly reduce the chance Of being discovered by 
the Orc patrols, and in a few hours they will be largely out 
of danger. Note that this does not preclude the group 
having other encounters along their journey. 

The Usanya are taking the PCs to Dolentir, their 
hidden sanctuary in Emyn Guldur, though they follow no 
trail orparh as they traverse south through the forest. (See 
next encounter and the layout in Section 9.2.3.) 

Of course, the PCs may decide not to accompany the 
Usanya for any number of reasons, but this decision many 
prove very costiy, if the party then encounters another 
large group of Orcs. 



Regardless of the PCs actions, three days after the 
ambush, all of the Ore and Warg patrols, as well as any 
survivors from the attack on Buhr Dera will gather at the 
crossing of Rad AngaIaladh and Men Uruk and head 
south to Dol Guldur.1n all likelihood these Orcs will not 
be encountered again, though, if the PCs travel at a 
particularly slow pace, these troops might overtake the 
party. 

Note: Men the Crebainlaterreport toMb8-rlen thattht 'White 
Elf" is about, he will push his troops at tht greatest speed possible 
and onry stop for /mgflSts, fnahng no camp for srveral days in 
Imier to gain more Jistance betwttn him and his pursuers. 
MhOrJen will also be informtd 0/ tht outcome 0/ the ambush. 

DOLENTIR 
If thePCs accompany the Usanya, they will be ledsouth 

through Mirkwood well to the east of Men Uruk and 
toward the edge of Emyn Guldur. After nearly twenty 
miles of working their way through the forest and not 
following any trail (probably requiring at least one camp), 
the Usanya and the PCs reach a low ridge of hills that 
looms across their path. But rather than steering away 
from the dreaded heights, Glosnar leads the party straight 
toward the knolls. The PCs are told that this place holds 
the home of the Usanya, and they are led to the hidden 
sanctuary of Dolentir (see Section 9.2.3 and #5 on the 
adventure map). 

Here the PCS will be able to rest safely, as well as obtain 
an opportunity to get more assistance from their new 
acquaintances, who now will be introduced to the party. 
But exactly how much help the Usanya will provide IS left 
up in large part to the actions of the pes. The GM should 
be familiar with the basic characteristics of each member 
of the Usanya, and act out their roles accordingly. 

Note: Of [oum, what the advmturfTJ say and do during Ihls 
encounter ran take a multitude rifjorms, but a jew basic txJJmp&s 
of what the PCS might do are outlined below 10 giw the GM sonu 
guideliT/e5 jor how 10 proud In almost all rases adjustments will 
haw 10 be made. 

The pes might not wish to reveal anything of what they 
are about, merely accepting what assistance is offered and 
going on their way when ready. This course will probably 
be the least beneficial to the party, but Amala will tend to 
the pes' wounds, and they will be given any supplies, such 
as food, that they might need. 

Another possible course could be that the pes tell their 
hosts about Bronwyn and Aldonc and the attack on Buhr 
Dera, hoping for advice or aid from the Usanya. Depend
ing upon how much is revealed, Glosnar and his compan
ions will give varying degrees of counsel concerning the 
area around Dol Guldur and how the pes might wish to 
proceed. In addition to the healing and supplies men
tioned in the first example, the party will be shown a map 
of Nan Lanc and briefly told about the outposts in the 
area. 

And the third tactic could be that the party tells all (or 
nearly all) of what they know, and asks for help from the 
Usanya, saying that the future of the Northmen is at stake. 
This last possibility, if carried out with sincerity (and 
good role playing), could result in the Usanya agreeing to 
accompany the pes in their rescue attempt. 

But perhaps the most important assistance the Usanya 
can provide are disguises. Regardless of what else the pes 
say, if they inform the Usanya that they are headed south, 
Glosnar will explain that going into the heart of the 
Necromancer's realm in normal garb is highly dangerous. 
Lorthand will offer to give the party disguises, and he has 
many different sets of clothing and armaments perfect for 
the task. as well as other supplies, such as make-up and 
hair dye. 

Though the pes will not be able to alter their race, they 
will be free to choose to wear the uniform of any member 
of the Necromancer's army (of the rank. of Kritar or 
lower:- or even the robes of a Laugash. The GM can also 
add other options at his or her discretion. 

The following morning the PCs (and possibly the 
Usanya) will set out from the secret dwelling to resume 
their chase of the Orcs who have captured Bronwyn and 
Aldonc. If they travel to Men Uruk, the tracks left by the 
Orcs will be discovered quickly and easily. But Mh6rlen 
and his troops have been marching almost non-stop while 
the PCS went to Dolentir, and the evil group now has a 
SIZeable lead. 

Note: If the Vsanya agrte to asS!!;t in the rescue, Ibry will nol 
takt the rok of luuling the party. So Ibt pc, will still determint 
bow thegroup should proud, tbough lhar ntW companiol15-rwy 
occasionally offer sortU ad\'ut at the GM's discretion 

THE RUSE 

As noted abo\'e, Mh6r1en learns of the "\\Thite Elfs" 
presence after the attempted ambush of the pes, and he 
grOW5 worned that his mission is now in jeopardy. So 
Mh6rlen orders his trOops to pick up their pace and travel 
along Men Uruk with only brief rests both night and day. 
But as time goes on and no word reaches him concerning 
the "White Elf s" whereabouts, he begins to fear an attack 
on his party. At this time, which will be approximately 
when the pes set out from Dolentir, Mh6r1en orders one 
last deception, which he hopes will provide him enough 
time to reach his destination. Wishing to create a delay for 
any pursuers, 1\.1h6r1en divides his force one last time, 
having the largest group travel slower on Men Uruk, while 
the small group continues as swiftly as possible on ahead 
with the prisoners. 

The larger group who lag behind, rather than being 
another ambush, are set to appear as though they still have 
the prisoners. Mhorlen orders the execution of two of his 
Ore followers, whose bodies are then placed in large sacks 
and strung on crude litters. These "false" prisoners are 
then hauled and guarded by the larger group as though 
they were in fact Bronwyn and Aldoric. 
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The smaller group, who actually have the prisoners, 
consists of Mhorien, Kull, I Vjak, 10 Untk-hai and I 
Grimbur to act as a scout, as well as 5 Wargs who guard 
Bronwyn and Aldoric. 

The larger group with the false prisoners consists of a 
Orarrnl leader, 3 Ujaki, 2S Uruk-hai, 2 Grimburi, and 5 
Wargs. The litters holding the two dead Orcs in sacks are 
each catTied by two Uruk-hal. A diagram is provided 
above to show the formation of this group while traveling 
down Men Uruk, and another showing the layout of how 
they camp. This force will travel only during the day (and 
then at a somewhat slow pace) and will make camp each 
night. 

After the pes have resumed their chase, the larger 
group will besoon discovered, and the time thepartytakes 
to deal with the false prisoner train will give Mhorien an 
opportunity to increase his lead. Note that this encounter 
is marked by #6 on the adventure map, but the exact 
location of the meeting may vary somewhat. 

@ 

@ 

The GM should note that the tracks 
left by the smaller group can be found by 
the pes farther south on Men Uruk. 

THE DEATH OF MH6RLEN 

Once within twenty miles of Nan 
Lanc, Mhorlen sends a Crebain to Dol 
Guldur to infonn his superiors of his 
position. In response to this message a 
large contingent ofLaugashi and others 
loyal to the Mouth of Sauron are sent 
north to Lughish to meet Mhorlen be
fore he returns to 001 Guldur, and to 
ensure that the Conclave receives recog
nition for the capture. But Kull, unbe
knownstto Mhorlen, also sends word to 
001 Guldur of the party's approach, and 
a group of Olog-hai secretly issue forth 
from the Hill of Sorcery to foil the 
Conclave's plans. 

When Mhorlen's party comes within 
ten miles of where Men Uruk .. nters Nan 
Lanc (# 7 on the adventure map), they 
are ambushed by the party of Olog-hai. 
And, though Mhorlen is a fonnidable 
individual, who may have been able to 
fend off the Trolls, he does not antici

pate Kull's betrayal and is slain before he has the chance 
to act. 

Kull was ordered to make Mhorlen's murder appear as 
though it was done by enemies of the Necromancer. So he 
places many EIven arrows, brought by th.e ~log-hai for 
this purpose, in and around the corpse, whIch IS lett for all 
to see on the trail. 

In addition, and perhaps more important to the PCs, 
Bronwyn uses the distraction of the attack .to tea~ off a 
small piece of cloth from the hem of her runiC, whIch has 
a very distinctpattem woven within it. Bronwyn drops the 
tom fabric to the ground. and when the group later 
departs no one notices this sign which now lies by the side 
of the trail. 

After these events Kull and his troops leave Men Vruk 
and head east, rather than directly south where they would 
have to pass Lughash and the Mourh ofSauron's follow
ers. They circumvent the hills surrounding Nan Lane to 
the north and travel to the outpost known as Lugdum. In 



this way Kuli can claim that they were set on by Elves and 
were forced to flee to the east to keep the prisoners out of 
enemy hands. In truth, KhamUl wishes to have the prison~ 
ers in Lugdiun, because it is the most secure of the 
outposts and he can then receive the credit for his troops 
bringing in the prisoners, where the Mouth ofSauron's 
minion failed. 

When the PCs reach the point where :Mh&rlen's body 
lies, they will have to determine what has occurred. Atfirst 
the truth is not very obvious, but if the body is examined 
closely, the PCs might discover that the arrows struck the 
Laugash only after he was dead, and little or no blood is 
present around these wounds. This fact can lead the pes 
to realize that Mh&rlen only looks like he was slain by 
Elves. Furthermore, the party should have little difficulty 
discovering that the tracks do not continue on Men Uruk, 
though signs of a group coming north on the trail will be 
evident, and the Olog-hai's tracks leading east after the 
fight will also be Routine (+ 10) to discover. 

Also, the pes are very likely to discover the piece of 
cloth left by Bronwyn, which, if recognized by the PCs. 
will, at least, show that those that they follow have the 
Norrhwoman with them. All of these clues will, of course, 
have to be found and put together by the PCs. 

The tracks of the Olog-hai run east for several miles, 
then south toward Lugdfun, and by this time the Usanya, 
if they are present, will be quick to guess the destination. 
because they know that nearly all of the Necromancer's 
underlings that travel in this area go to Lugdum on thetr 
way to Dol Guldur. 

THEGOUYRN 
This encounter will occur whenever the PCs attemptto 

enter the core of the Necromancer's realm, and anv details 
necessary can be found in Section 4.1. The GM should 
note that if the pes are disguised, they might be able to 
pass this obstruction unhindered. 

NAN LANe AND TIlE REscuE OF AwoRIC 

The details of how the PCs enter and travel through 
Nan Lane will, of course, vary, but eventually they will 
find that the tracks of the Olog-hal do indeed lead to 
Lugdiun. At some point when the party is surveying the 
small fortress, they will see a wagon and several Orcs 
issuing out of the gate in the wall and heading down the 
road toward Dol Guldur. If the pes view this scene from 
a great distance, they will know no more than is described 
above. But if they approach to within a few hundred yards, 
they will seethattheback of the wagon is actually asturdy, 
wooden cage, and someone is being transported inside. 
Furthermore, they will see that the guards, who are Untk
hai, number fifteen and a Man, clothed in forest green, 
leads the small group. 

This partyofOrcs is takingAldoric to Dol Guldur, and 
the Northman is bound and locked in the wagon's cage. 
The Hildo leader is Thuiric (see Section 5.0), one of the 
five Grimb&z and a truly formidable foe, and he has been 
given the task of bringing Aldoric from Lugdiun to Dol 

Guldur. If one of the PCs views the wagon from less than 
seventy yards away (or further if the character is an Elf), 
he will be able to identify Aldoric as the prisoner. 

TheGMshouid note that if the PCs watch Lugdfun for 
a prolonged period of time, they are likely to see several 
groups entering the fortress, but these parties are merely 
part of the normal traffic of Nan Lanc. What will 
distinguish this party, however, is the presence of the 
wagon and the prisoner. 

How the PCs proceed and what they discover will be 
determined entirely by their actions, and they may dismiss 
the sight as unimportant and let the Orcs go on their way 
without knowing of Aldoric's presence. But if the pes 
choose to attack and manage to overcome their adversar
ies, they can release Aldonc and learn all that he has to tell. 
For this attack a diagram of the Ore party's marching 
order IS provided. 

After his rescue Aldoncwill plead with the party to save 
his sister, who, he says, was srill in Lugdiun when he was 
taken away. But Aldoric also states that he and Bronwyn 
were told what was to become of them. For Kull had 
gloatingly said to the siblings that the Necromancer had 
special plans for Bronwyn, who was to be raken to Dol 
Guldur by some secret route later that same night safe 
from the eyes of the Conclave. Aldoric says that, though 
he IS not certain, something seemed to worry his captors, 
and they appeared to have some need for secrecy concem
mg Bronwyn's movement to the Hillof50rcery. Although 
Aldoric is not sure, he feels this uneasilless must be tied to 
the murder ofMh&rlen (of which he can also inform the 
PG). 

Though he does not remember entering LugdOm, 
Aldoric was able to get a general idea of where he and 
Bronwyn were being held when he was taken out of the 
fortress to go ro Dol Guldur. He tells the PCS that the 
door to the chamber in which he and his sister were held 
lS at one end of a large room which had a well sitting in the 
center of it. After leaving this big chamber Aldoric recalls 
going down a long corridor, then through a few rooms and 
out the front gate of the keep. He also remembers passing 
stairs that lead both up and down, but his guards did not 
follow either flight. Bronwyn and Aldoric were locked in 
room # 9, so that Bronwyn would be dose to the secret 
exit from Lugdum in case of an attack. 

Now Aldonc, who has been forced to march for 
seemingly endless hours while traveling south, as well as 
being severely beaten once within Lugdum, is in no 
condition to continue on with the PCs. So at this point at 
least one (but probably two) of the Usanya will leave with 
Aldonc and take him north back to Dolentir, or, at the 
GM's discretion, they may decide to accompany Aldoric 
all the way back to Buhr Widu. Glosnar will be the most 
likely individual to undertake this task. because he is the 
best suited for escaping Nan Lane with Aldoric. Addi
tionally, Glosnar will be reluctantto enter Dol Guldur for 
fear of being recognized. 
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The PCS and the remaining Usanya must tum their 
attention to their next problem: how to enter Lugdfun and. 
rescue Bronwyn before she is lost forever, 

9.3 PART III: THE RESCUE 
OFBRONWYN 

This section is the final and culminating part of the 
adventure, where the pes must venture into Dol GuIdur 
itself. 

9.3.1 BACKGROUND 
When Gorovod learned that Bronwyn and AIdarie 

were taken to Lugdfun, he was incensed, and refused to 
allow the KazgUmhoth to take his prize prisoners from his 
grasp. So, heedless of the consequences, the Fhalaugash 
ordered the Laugashi who were then at Lughash to travel 
quietly to Lugdum and retrieve the prisoners. So, even 
before Aldoric is rescued, the LaugashL have set out to 
retake Bronwyn by force. 

The Laugashi will strike the night after Aldoric's 
rescue. But, unbeknownst to the Laugasht, the Lieutenant 
of Lugdfun has already made plans for how to get 
Bronwyn to Dol Guldur securely in the hands of 
KazgCimhoth. That night, Kull will take her to the ciudel 
through the little known passage leading to the Web. 

9.3.2 THE NPCS 

TORAK 
T orak was born in the Breeding Pits of Dol Guldur and 

was one of the first Pertereg to be spawned in Middle
earth. Though sotrtewhatsmall for aHalf-troli (6'8"; 270 
lbs.), Torak learned at an early age to use his wits to 
compensate for his lack of physical prowess. He soon 
began to desire to become a Laugash of the Conclave, for 
he saw in them the power he required to dominate those 
around him. His wishes. however, were spumed by the 
Fhalaugash, and he was forced to train as a warrior, like so 
many of his brethren. But T orak would not accept his fate 
and determined that he would discover a way to attain 
what he desired. 

By furtively gathering bits of knowledge and other 
scraps of information during his early life T orak slowly 
learned the arts of Sorcery. He would bribe Smalaugashi 
for scrolls and other writings and steal what he could when 
the opportunity presented itself T orak even resorted to 
assassination on a few occasions to acquire some bit of 
lore trom a Laugash. 

In time, when his abilities became known among his 
superiors in the Kazgfunhoth, word reached Khamftl of 
the Pertorog's power. and T orak was summoned to come 
before the Black Easterling. Khamul, who looked favor
ably on T orak's ambition, gave the Half-rroll access to all 
the knowledge he needed, and T orak soon became a 
learnedSorcerer, though he still remamedloyal to Khamul 
and never entered the ranks of the Conclave. 

Winning the praise of the Nazgfil and becoming one of 
the most cruel ofKhamftl's followers, T orak quickly rose 
through the ranks of the army, until he attained the 
position ofKritar and was given command of the outpost 
called Lugdt1m. Khamftl wished to have someone who 
possessed enough wisdom and cunning to effectively 
oversee this important stronghold, and Tom was there
after entitled the Lieutenant of Lug dum. 

TORAK 

LvI: 13. 

Race: Pertorog. 

Home: Dol GuIdur (Lugdt1m). 

Names: Lieutenant of Lugdum. 

TORAK IN MERP 

Hits: 103 Melee OB: 50 Missile OB: 4D 
AT: Rigid Leather (-30) 

MERP Profession: Mage. 

MERP Stili, ST 94, AG 91, CO 93. IG 98, IT 82. 
PR 90. 

MERP Skills: Caving 35; Climb 30; Cookery 30; 
Gambling 25; Perception 35; Public Speaking 45; 
Read Rune 106; Ride 25; Signaling 50; Track 45; 
Use Item 91. 

MERP Spells: 234 PP. Directed Spell OB 109. Base 
Spell OB 26. Torak knows all Mage lists and five 
Open Essence lists. 

TORA!( IN ROl.EMASTER 

Hits: 103 Melee OB: SO Missile OB: 40 
AT, 9 (30) 

RM Profession: Mage. 

RM Stats: St 94, Qu 77, Em 79, In 84, Pr 90, Ag 91, 
Co 93, Me 99, Re 97, SD 85. 

RM Skills: Caving 35; Climbing 30; Cookery 30; 
Gambling 25; Leadership 4D; Perception 35; Public 
Speaking 45; Riding 25; Runes 106; Signaling SO; 
Spell Mastery SO; Staves & Wands 9 I ; Tracking 45. 

RM Spells: 234 PP. Directed Spell OB 109. Base Spell 
OB 26. T orak knows all Mage lists to 10th level 
and five Open Essence lists to 10th level. 

Appearance: 23. 

TORA!(IN loR 

LoR Profession: Bard. 

LoR Stats~ Strength I, Agility -I, Intelligence 2, 
Movement - T, Defense l, Melee OB 2, Missile OB 
2, General 2, Subterfuge 0, Perception 2, Magical 5, 
Endurance 7 I . 

LoR Spdk All. 
LoR Experience Points: 7,200. 
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TORAK's PiuNOPAL ITEMS 
Staff of Shadows - This item enhances the owner's 

melee and spell casting capabilities. 
MERP/RM: + 15 melee OB; strikes as a mace; 

each critical delivers an additional Crush 
Critical. x3 PP multiplier for evil spell casters 
who use the realm of Essence. 

9.3.3 LJl)f()lJllS 
The layouts used in this part of the advenrure, bemg 

part of Dol Guldur, can be found in other sections of this 
module. Lugdfun is detailed in Section 7.2.3, and vmous 
parts of Section 6.0 will be needed, depending on the 
actions taken by the PCs. 

9.3.4 llHE llASK 
The task for this part of the adventure is a continuatIOn 

of the previous section and involves the rescue ofBron"'".lTL 
The party will have to penetrate the formidable ouqx>sr 
ofLugdfun and find their way into the very hean of Dol 
Guldur. From there the pes must find their way to t.~e 
dungeons of the citadel, which lie on the Second Stratu::n 
of the stronghold. 

STARTING THE PrAYERS 

The precise starting point of this part of the adventur~ 
will depend largely on theoutcomeofevents In Pan II. But 
the GM can consider that PartlII begins when the Pes re 
about to enter Lugdfun. 

AIDs 
As with Part II of the adventure, the UsanYa Will, 

mostly likely, continue to assist the PCs in this p~ of the 
story, Furthermore, the adventuters will have an opportu
nity to enter the citadel through one of the least used 
routes, which could make the task of entering Dol Guldur 
far easiet. The greatest aid, however, will be the disguises 
provided by the Usanya in Partll, for entering far into Dol 
Guldur as the pes normaHy appear would make the task 
of rescuing Bronwyn extremely difficult. Note this last 
form of assistance assumes that the pes received the 
disguises ftom the Usanya in Part II. 

OBSTAUES 

There are a number of obstacles in the final part of 
adventure, but without question, the single biggest hin
drance will be entering Dol Guldur without taising the 
alarm throughout the citadel. Of course, the pes will have 
to overcome many adversaries and still manage to escape 
the dreaded stronghold with their lives. But even with that 
accomplished the party will then have to make their way 
all the way back to Buhr Widu. 

REWARDS 

If the pes tescue Bronwyn and/or AJdoric and return 
to Buhr Widu, Prince Aragavia will be overwhelmed with 
gratitude toward the adventurers. Besides receiving the 
everlasting friendship of the Thyn of Wail dungs, as well 
as leave to stay in Bohr Widu for as long and as often as 
they Wish without need for payment, the PCs will be 
generously rewarded for their efforts. Each member of the 
parry will be gJven 200 silver pieces, as well as the offer of 
permanent, high-ranking positions within the Thyn's 
garnson. (This latter offer m~y very well be declined by 
Pes who do not wish to become tied to one particular 
place, and this action will not offend the Prince.) 

But. more Imponantly, the PCs will each be given a 
pnzed Mearas war horse from the Prince's own stahle, a 
po5SCS!;lOn nornully reserved for the most noble of 
Sorrhman lords. And no greater honor could be be
stowea upon the PCs by Pnnce Atagavia. 

Funhennore, each parry member will receive one mod
estl.· powerfUl magIc weapon Ot item, though these gifts 
sh~d be m accordance with the Northmen's means. 

Bur, besides the generosity of the Prince, the pes will 
become knOv.Tl as great heroes throughout the East Bight, 
and the ~onhmen of this region will come to know their 
=es md rhe deeds they have accomplished, welcoming 
6.e .Pes wherever they go. The exact long tenn effects of 
t:J.1S outcome can vary greatly, depending upon the nature 
of yow campaign. 

9.3.5 ENCOlJNTERS 
The encounters outlined below, unlike those earlier In 

the adventure, are only generally described, because the 
PCS' actions can vary to a great degree throughout thiS 
section, which will Significantly effect who the party 
encounters and where. The GM will have to adjust the 
circumstances, depending upon exactly how the pes 
proceed. In addition, the GM can still make use ofT able 
I 1.4 while the pes remain on the outside Lugdfun. Once 
the parry enters the Web and further into the citadel, 
Table 11,5 should be used. 

Furthennore, the GM will have to determine the 
effectiveness of the pes' disguises and their actions, if they 
make use of this type of deception, The GM should 
tequire clever role playing from the players, if they are to 
succeed. 

LUGDOM 
The night following Aldoric's departure from Lugdum 

(when he is possibly rescued by the Pes), the LaugasM 
attack the small stronghold with designs on reclaiming 
Bronwyn. This attack will begin after Aldoric's departure 
from Lugdo.m, and the pes will be able to see the Laugashl 
coming toward the keep as the sun begins to set that 
evening. If the pes place themselves in a position to watch 
Lugdum from a distance, they will know the struggle has 
begun before they set out for the fortress, and this 
knowledge will likely alter their plans to some degree. 
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The contingent ofLaugashi are made up of the follow
ing individuals: 20 Laugashi; 15 SmaLaugash'i; and 20, 
Hilda Warriors (who normally act as guards for the 
Laugash, but will serve as foot soldiers [or this battle)' The 
make-up of the defense forces of Lugdum is given in 
Section 7.2.3, and the statistics for all of these people can 
be found in Section I I .0. The GM should note that this 
battle is not intended to be played out. 

Regardless of the pes' actions, two things will occur. 
First, as soon as the Laugashi strike, Kull and the other 
Olog-hai_with him will take Bronwyn and secretly depart 
Lugdum through the hidden entrance into the Web (see 
Section 7.2.3, # 10). Neither the Laugashi nor the pes 
will be able to get to her before she is taken away. Kull will 
take Bronwyn directly to the Second Stratum of Dol 
Gulduf, where she will be locked in a dungeon to await a 
summons from the Necromancer himself. TheGMshould 
note that few of LugdUm's or Dol Guldur's inhabitants 
know of this tunnel (see Section 7.2.3). 

Secondly. the Laugashi will lose the battle. Though as 
individuals. each Laugash (who is either a Mage or an 
Animist) rends to be farmore fonnidablt' that tht'soldiers 
of Lug dum, they are outnumbered by thr Orcs. and have 
few soldiers to take the brunt of any counterattack. In 
addition, the Orcs also have the added benefit of the 
fortress itself. But the Laugashi will inflict gnevolls dam
age on the troops of the tower, and less than half of the 
defense force will survive the assault. 

TIle basic srqurnct' of rvrnts that make-up the battle 
are as follows: 

(I) The Laugashi strike with a faIr degree of 
surprise and overwhelm the guards on thr 
Wall in the first several rounds of the struggle. 
They use their power to drstroy thr gate In 
the wall and enter the bailey, as the defenders 
rmpty out from the underground portions of 
the Krep and man the battlements, windows, 
and arrow slits. During the first momrnts of 
th", battle, Kull departs with Bronwyn through 
the secret tunnel. T orak takes five of his 
soldiers and waits at the top of the stairs in 
area # 10 to waylay any Laugash who might 
discover the tunnel and try to pursue Kull. 

(2) Srvrral Laugashi assault the entrance of the 
Keep. while the rest of their forces combat the 
defrndrrs on the battlements. Both sides 
receive srveral casualties during this stage of 
tht' attack. 

(3) The Laugashi succeed in destroYlOg the two 
front doors 10 the rnay way of the Keep, and 
manage to take thr Ground Floor of tne 
tower. But the attackrrs suffer many losses in 
accomplishing this advancr. 111e bailey is 
cleared of attackrrs, as they all enter the Keep. 
The defenders are now confined to the 2nd 
Floor and higher 10 the Krrp. 

(4) After searching the Cellar and areas #7-9 for 
Bronwyn to no avail, the Laugashl attempt to 

press their advance higher in the tower. but 
the defenders manage to hold their positions. 
This stage lasts for 20-30 minutes with few 
casualties on either side. 

(5) In one last concentrated push, the Laugashi 
attack the defenders on the 2nd Floor of the 
Keep, but they lose many of their numbers in 
the advance. After this point neither side has a 
finn hold on any portion of the Keep and 
small groups battle each other throughout the 
various floors of Lugdilm, as some Laugash 
push higher, while small groups ofUruk-hai 
work to regain the lower levels. 

(6) The attackers, who are now greatly weakened, 
regroup and retreat back to the Ground Floor, 
driving out any Orcs present. The defenders 
are bolstered by the turn of events and send 
their remaining soldiers down on the Laugash. 
Both sides reCelve several more casualties. 

(7) The surviving attackers take their fallen 
comrades and flee from Lugdum. 

Some of the surviving defenders tend to the wounded 
Orcs in the four barracks (#8), while the others take up 
p05itions in areas # 1 -3 and # 17. The defenders now total 
25 Adult Uruk warriors and 5 Ujak\', plus T orak and five 
soldiers (2 Ujakl, 3 warriors), who remain at the top of the 
stairs in area #1 0 for one hour after the conclusion of the 
battle. So 8 Uruk-hai (all normal warriors) are tending the 
wounded and 22 (17 warriors and 5 Ujaki) arr defending 
the Keep. Each survivor IS 60% likely to lightly wounded 
(subtract 20% of hits). 

At the beginning of the battle the party will have two 
basic choices of how to procerd. They may choose to 

approach Lugdilm while the attack of the Laugashi is 
under way, or they can wait until the fighting subsides 
before making their attempt. 

If the PCs go to Lugdum during the fight, the GM will 
havr to determine the exact circumstances of the scene. 
And the principle factors which should be taken into 
account are at what point in thr struggle the PCs enter and 
what actions they attempt to make (i.e .• does the party use 
theu disguises to take one side or the other in the conflict). 
If the PCs enter the Keep while the two sides are inter
mixed throughout thr forness. they will undoubtedly 
have to become involvrd in thr conflict, at least, tempo
rarily. In this case the GM should create the details for 
whatever room the PCs enter, most of which will contain 
small groups fighting one another. 

furthermore. at all points during the hattie some Orcs 
will remain on the battlemrnts, who might spy the PCs 
approach. Again, if the PCs make use of disguises, they 
might be able to convince the Orcs that they arr there to 
help and, thereby. avoid taking bow fire while they 
approach the Keep. The drtails of these possibilities must, 
of course, be determined as events unfold. 



I£ however, the party waits until the battle is concluded, 
the situation will be entirely different. At this point, the 
surviving Uruk-hai will not be expecting another attack. 
a fact which can work significantly to the pes' advantage. 
But the GM should remember that, regardless of the pes' 
actions, Torak will be waiting in area #10 (for one hour 
after the fight) to ensure that no one pursues Kul!. Note 
that because of his hidden position T orak will be ignorant 
of the outcome of the battle. 

Perhaps the best approach open to the pes will be to 
place themselves very n~ar the Keep (maybe hidden 
somewhere in bailey) and wait for the conclusion to the 
fight. Then, if they ny to enter the tower just afi:er the 
Laugashl depart, the defenders will be scattered through
out the Keep and unprepared for another confrontation. 
This situation will, however, only last a few mmutes. 

Once within the Keep, the parrY will have to dnennine 
not only where Bronwyn is, but also what ha.~ happened 
to her. Finding the secret door leading [0 area #10 may 
be quite difficult and time consuming. The infonnation 
provided by Aldoric (ifhe is rescued by the pes: mIght 
prove to be crucial to succeeding. 

THE FIRST ENTRY FORTRESS 

Note: The Entry Fortress which guards the hUllUl ktiingjrom 
Lugdum to Ik Web, unlike tlx other Entry Fortmm, IS 

normally lift empty oj troops, because the stone blot-h whu:b wn 
seal off this passage are almost always kept ~ to tap tfx 

nature oj the tunnel a secret. (Set Section 6.5, # 2 and # 5,. ~ 

Before Kull secretly departed Lugdum and followed 
the tunnel leading toward the Web, he arranged to haw 
the stone blocks which sealed off the tunnel raised, 
because they cannot be lifted from the Lugdfun s1de of the 
barrier. The disadvantage to this plan IS that the blocks 
cannot be lowered trom the Web side of the barrier. 
Therefore, Kull had to leave the blocks raised, because he 
feared gIving up even one of his soldiers in case he was 
attacked by the Conclave while on his way through the 
Web. 

So when the PCs reach the Entry Fortress, not only WIll 
the place be unmanned, but the stone blocks wilJ also be 
raised. Kull did, however, lower the two portculli to slow 
any pursuit. 

The GM should nore that only after the pes go past 
this point will rhey begin to be subject to random 
encounters generated from Table 11.5. So, after their 
confrontation with T orak and before they go past the 
Entry Fortress, the pes will have no encounters. (This last 
point assumes that the party is not being pursued by Orcs 
from Lugdfun., which might occur, depending on the exact 
outcome of events in the tower.) 

THE SECOND E~"TRY FORTRESS 

After getting past the first Entry Fortress the PCs will 
have to find their way throu£h the Web to the Seventh 
Level of the citadel. E~entuali~·. the party will reach one of 
the Entry Fortresses whid: gurd each runnel leading to 
the Seventh Level, and wiI.: :'a.e to determine how they 
will get past this obstacle. 

Making use of their disguises and attempting to talk. 
their way past the guards is, of course, one option. But the 
GM should note that without the proper authorization 
(which the pes do not have), the soldiers are not permit
ted to allow anyone to pass. The PCs can try to make the 
case that their superiors will be angered if they are delaying 
or some other similar tactic, which might be successful, 
depending on how convincing (and threatening) the party 
behaves. 

Another possible course could be that the PCs try to 
bribe the guards into letting them pass. This approach 
might also be effective, depending upon the amount 
offered. But if the parry appears to act intimidated by the 
guard" the soldiers may decide to take the bribe and deny 
passage anyway. 

In both of these examples or similar situations the GM 
will have to deternune the reaction of the soldiers and the 
outcome of the PCs actions. 

Of course, the pes may attempt to fight their way past 
rhe guards. This approach will be quite difficult, but the 
PG ..:auld get by the Enny Fortress in this manner. Note 
that if combat is chosen, the guards and other inhabitants 
of the Seventh Level wi!! be very unlikely to hear the noise 
of the fight from their posts. If the PCS do not defeat all 
the so:diers stationed m the Enny Fortress and go on their 
way, the survivors will eventually send word to their 
superiors of what occurred.The guards may not realize 
that the PCS are intruders, if the party is disguised, so the 
50ldje~s may simply think that other tesidents of Dol 
GuIdur have attacked them. This fact will also have to be 
determined by the GM. 

Of course, an attack could result in the release of the 
stone blocks (see Section 6.5, # 2), which would mean the 
pes would have to find another way into Dol Guldur. 

ENCOUNITRS IN DOL GULDUR 

Though all the possible encounters that may occur 
within the \Veb or Dol Guldur itself will be far too 
munerous and varied to be detail here, some general 
guideEnes can assist the GM in running this part of the 
adventure. 

First of all, the GM should take into account that 
intruders in Dol Guldur are essentially unheard of by the 
inhabitants and guards of the citadel, and these individu
als are likely to be surprised by an attack. This effect will, 
of course, be negated if the pes are discovered and a 
general alert is sotulded. But if the PCs make use of 
disguises and good role playing, they can conceivably go 
far in the citadel without drawing too much attention to 
themselves. 

Note: The GM shculJ kl!Cf' in mind that tht popuwtion oj Dol 
Guldwr is qwitt id"ge. Therefore, gwrJs encountering someone 
they do not recognize is a somtwhat common occurrence and wiU 
not r.t:u.lsariry .,azse suspicion. 
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Another important point concerning the pes' disguises 
is that without this deception the party will almost 
certainly be unable to penetrate any further than the outer ' 
edges of the Seventh Level before being set on by more 
Orcs than they eouId possibly defeat. Additionally, the 
PCS will have to he able to speak like the folk they are 
imitating. so knowledge of some Black Speech and/or 
Orkish could prove to be essential. 

Furthennore, the pes will have to find a way to 
discover where Bronwyn has been taken. This can be done 
in any Dumper of ways, but perhaps the easiest method 
would be to get the infonnation from T orak, when he is 
encountered in Lugdfun. Another possibility would be for 
the pes to capture and question almost anyone in the 
citadel as to where prisoners are held within the strong
hold, which nearly everyone will know. None of this 
infonnation, however, should be easily gained from any 
captives. who will be loath to reveal information to the 
enemy. 

This manner of information gathering might also be 
used by the PCS to learn what route to take to get to the 
SecondStrarum, but common Orcs in the Web will know 
little of the fortress layout below the Seventh Level. All 
Utuk-hat quartered on the Seventh Level, however, will 
know the way to the Second Stratum well. And this route 
is, in fact, quite simple, only requiring the fmding of one 
of the three staircases that descend directly to the Second 
Stratum (see Section 6.4.7 and 6.6.3). Note, however, 
that the stairs in Marlat stop at the First Stratum and 
cannot be used to descend to the Second Stratum. 

The principle factor that will determine the success of 
the PCs will be how they deal with the soldiers encoun
tered at the many guard rooms throughout the citadel. If 
the party has a plausible explanation for their presence, 
most guards will not put up much resistance to allowing 
them to pass. But the further down in Dol Guldur the 
party goes, the more restrictive the guards will become, 
and entrance into the prison area of the Second Stratum 
will not be allowed without a particularly clever scheme by 
the PCs (see "The Dungeons" below). 

Of course, at some points the PCs may choose to fight, 
rather than talk their way through a difficult spot. This 
approach, though somewhat risky, is quite viable if done 
only in places where few inhabitants are near by. For 
example, fighting soldiers in a guard room on the Seventh 
Level will probably be equivalent to suicide, but this 
action might be quite beneficial in a more isolated guard 
room on the Second Stratum or anywhere within the 
Web. where conflicts are very common. Of course, the 
details of any situations will have to be determined by the 
GM 

If at any time during their journey through Dol Guldur 
the PCs are defeated, but not slain, they will be bound and 
taken to the dungeons. In this event the GM may wish to 
give the PCs a slight chance to escape at some point after 
their capture, but this possibility should be made very 
difficult. 

The last factor that should be mentioned here is the 
PCS' use of magic. If any of the PCs make use of magic 
within or in the immediate vicinity of Dol Guldur, the 
GM should make use of the risk factors for spell casting 
found on page 7I of MERP 2nd Editkm. if these rules are 
normally part of your campaign. 

THE DuNGEONS 

If the PCS manage to reach the Second Stratum and the 
prison area of Dol Guldur (see Section 6.6.3 # 3 and #s 
8-17). they will then have the task of actually freeing 
Bronwyn. And getting access to the cells and dungeons 
and departing with Bronwyn, whether done by force, 
deception or any other means, will be the primary diffi
culty of this stage of the adventure. 

One approach might be that the party could claim they 
are guards, who have been sent to get Bronwyn to take her 
before the Necromancer. This story might be believed, if 
done convincingly, and if the disguises of the PCs corre
spond to the story. 

If the PCs attempt to use force to overcome the prison 
guards, they will have to be quick and very successful, in 
order to prevent word of the attack being sent throughout 
the citadel. 

Of course, countless potential options and outcomes 
exist for this situation, and the GM will have to determine 
the exact reactions and results to anything the PCs might 
attempt. The GM is also free to place Bronwyn in any of 
the dungeons (#16) desired. 

Note that the party may even have to confront Caran 
Carach, the Keeper of the Dungeons (see Section 5.0 and 
6.6.3. # 10), during this stage of the adventure, who will 
be alerted if a significant confrontation arises. 

THE EscAPE 
Perhaps the greatest difficulty of Part III of this 

adventure will be getting out of Dol Guldur after Bronwyn 
has been rescued. From this point onward, the PCs will 
have to have a story as to why they are taking a prisoner 
through the citadel, unless they somehow manage to 
disguise Bronwyn as well. The riskiest moment will come 
when the PCs atremptto exit the Seventh Level toward the 
Web (assuming they take this route). Without a good 
plan. this situation might result in utter failure for the 
pmy. 

But once back within the Web, the going will again be 
easier. Now, however. the PCs will have to find their way 
back to the tunnel leading to Lugdum (or maybe one of 
the other outposts), and manage to get through to the 
outside. 

l 



Note that thirty-six hours after the battle at Lugdfim 
reinforcements will arrivefrom Dol Guldur( above ground) 
to make up for those troops lost in the fray. But these 
troops only number 30total, and the full garrison will not 
be replaced for several more days. If the pes manage to 
rescue Bronwyn and get back to Lugdum before this 
thirty-six hour period is up, the fortress will be much as 
they left it. But after this time the Uruk reinforcements 
will be present, lead by a DrartUl. 

If any other outpost is used to exit the Web, the GM 
should use the infonnation in Section 7.0. 

THE RETURN JOURNEY 

Once &ee of the citadel and the outpost, the pes will 
have to finish their escape by getting away from the core 
of the Necromancer's realm. The GM will have to 
detennine the actions taken by the residents of Dol 
Guldur, if the PCS are being purs~ed. And if word rea.::hes 
the Grimburgoth or Gorovod that Bronwyn has e5caped. 
they will put forth great effort to regain their lost captIve. 

If the party gets away from Nan Lanc, they will thm 
face the daunting journey back through Mirkwood all the 
way to Buhr Widu. They may choose to return by more 
or less the way they came, via Dolentir and Buhr Dera., 
seeking protection in these two havens, or they may try" to 
go by a more direct route to the lands of the Northmen. 
Another possibility is that the pes will try to reach safe 
lands as quickly as possible and head directly south mto 
Dar Rhunen to seek a sanctuary among the DUnedain 10 

that region. The party could then take a far safer route 
back to Buhr Widu, circumventing Mirkwood enmely. 

Whatever the choice, the return journey will be likely 
to be fraught with dangers, especially if the parry IS 
pursued by minions of the Necromancer. But ifBronwyn 
is able to regain her stamina and health (as well as some 
armor and weaponry), she will again assist the pes in their 
endeavors. 

Note: Depending upon tk exact circumstances, A/Jo.ric's 
arrival back in Bubr- Wid" may pmeJe the party's return. This 
idea assumes that ht was TtScwd. 

THE CONCLUSION 

The party's arrival back in Buhr Widu creates quite a 
stir in the Northman town. The inhabitants, who believe 
Bronwyn was lost to evils ofMirkwood forever, welcome 
her home with amazement and wonder in their eyes. And 
the PCs are honored as great heroes. Overwhelmed with 
joy, Prince Atagavia orders a grand feast and celebration 
to be held that night (or soon thereafter, if the party needs 
rest and healing), and news quickly spreads ofBronwyn's 
return. 

As part of the ceremony before the feast the pes are 
given the rewards described In Section 9.3.4. 

The GM should attempt to make this event a memo
rable one for the PCs. who have just managed to enter the 
halls of the Necromancer and escape with their lives, a feat 
which no one in Middle-earth has ever before accom
plished. 

9.4 ADVENTURE OPTIONS 

9.4.1 ALTERNATE ENDINGS 
If the pes participating in this adventure are fonni

dable enough to accomplish all the tasks within "Into the 
Darkness," except perhaps entering Dol Guidur itself. the 
story can be easily modified to make this adventure 
playable for less powerfi.tl PCs. 

The easiest way of changing the story is to alter where 
the pes find Bronwyn. She could be rescued while still in 
Lugdum, or en route to Dol Guldur within the tunnel 
leading from Lugdfim to the Web, or even within the 
Web itself. In these examples Kull and 5 Olog-hai, plus 5 
\Vargs will be guarding Bronwyn and will have to be 
defeated to achieve her rescue. This change will make 
success far easier and plausible for much less experienced 
PCS. while remaming a significant challenge. 

Furthermore, if the opposition is still too formidable. 
the G~ can reduce the numbers of foes in all the 
encour.ters throughout Parts I and II. 

9.4.2 ALTERNATE TIME SETTING 
Many GMs and players. regardless of the level of the 

PCS. will wish to run this adventure in its entirety, 
including entering far into Dol Guldur itself. But in the 
~·ear T.A. 1640, this action is simply impossible for less 
experienced PCs. So, In order to make chis adventure 
feasible for these parties, the GM can alter the time setting 
of the story, having it take place during the years of the 
Watchful Peace, specifically in T.A. 2069. Because Sau
ron is absent from the citadel during at this time, and the 
army has only a fraction of its fanner strength, pes who 
would normally not stand a chance of success might be 
able to enter Dol GuJdur and escape with their 11ves. 

Butthe GM will have to make some significant changes 
to the story m order to accommodare the altered time 
setting. 

Fits( of all, if one wishes to remain true to the exact 
history of Middle-earth, in T.A. 2069 the Northmen no 
longer live in tile East Bight of Mirkwood or on the 
easteIT. side of the forest at all, save Esgaroth. So the 
starting point of the adventure should be altered to 
perhaps Maethelburg in the Anduin Vale. In addition, the 
GM may wish to change some the names and/or titles of 
the principle NPCs to fit the new setting, And the role of 
the Great Plague in "The Tale ofBronwyn and Aldonc" 
will have to be switched to something more appropriate, 
as well as several other minor changes. 

Furthermore, the involvement of the Necromancer, 
KhamUl, and the Mouth of Sa.uron, none of whom are 
present in Dol Guldur at this time, must be changed to 
(pethaps) the Gnmburgoth, the Imga Urdanuk, and 
Duran, respectively, but the GM will have to make any 
final deCisions concerning these alterations. 

In order to determine the changes in population of the 
citadel, the GM should use the information in Section 4.0 
and 11.2, as well as the general descriptions given in 
Section 2.5.4. 
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10.0 APPENDICES 
Space does not permit us to spell out every thought or 

include statistics for every major role playing game sys
tem, so we include the following abbreviations, defini
tions, citation guidelines, etc. 

Section 10.1 covers abbreviations. Section IO.2enahles 
readers to translate citation references. Definitions of 
frequently employed terms are set out in Section 10.3. 
Sections 10.4 and 10.5 contain conversion guidelines for 
people dealing with MERP and the LOR statistics (respec
tively). 

10.1 ABBREVIATIONS 
The most commonly used abbreviations are listed here 

alphabetically according to sub-categories. 

LANGUAGES 

A. ...................................... Avarin (East-e1vish or Bethteur) 

Ad ................................................................................ Adunaic 

B.S ....................................................................... Black Speech 

E ............................................................ Eldarin (Old~elvish) 

Kh ......................................................... Khuzdul (Dwarvish) 

K .............................................. Kuduk (Ancient Hobbitish) 

M .................................... Melkorin (Ancient Dark-speech) 

Q ......................................................... Quenya (High-elvish) 

s ......................................................... Sindarin (Grey-elvish) 

V ................................................................................... valarin 

W ........................................... Westron (Common Speech) 

GAME SYSTEMS 

LOR .......................... Lord 0/ tin Rings AdvtJItut"t Came CICE) 

MERP ...................................... Middk-earth Rok Playing (ICE) 

RM .. ........................ ............................................ Rokmaster (ICE) 

CHARACTER STATS 

Ag ................................................................................... Agility 

Ap .......................................................................... Appearance 

Co ........................................................................ Constittltion 

Em .............................................................................. Empathy 

Ig ............................................................................ Intelligence 

It .................................................................................. Intution 

Me .··· .......................................................................... Memory 

Pt ................................................................................. Presence 

Qu ............................................................................ Quickness 

Re ............................................................................ Reasoning 

SO .................................................................... SelfDiscipline 

St ................................................................................. Strength 

GAME TERMS 
AT ....................................................................... Annor Type 

DB ................................................................ Defensive Bonus 

MB ............................................................... Maneuver Bonus 

OB ................................................................ Offensive Bonus 

PP ....................................................................... Power Points 

RR ................................................................. Resistance Roll 

SoURCES 

Hob ...... .. .......................... The Hobbit (Ballantine ed.) 

LotR .............................. The Lord rf the Rings (Ballantine cd.) 

LctRI.. .. ............. The Fellowship rf the Ring (Ballantine ed.) 

LctRII .. ............................... The Two Towers (Ballantine ed.) 

LotP.I1l. 

Sil ....... 

UL 

.. .............. The Return oj the Kiljg (Ballantine ed.) 

.. .. The Siimarillion (Houghton Mifflin cd.) 

............. Unfinished Tales (Houghton Mifflin ed.) 

AUTHORIZED PuBllSHERS 

A&U .................................. Al1en & Unwin, Ltd (London) 

Bal ........................................ Ballantine Books (New Y otk) 

GA&U ................ George Allen & Unwin, Ltd (London) 

GB ................................................ Grafton Books (London) 

HC ............................................... Harper Collins (London) 

HM ...................... Houghton Mifflin Company (Boston) 

UH .............................................. Unwin Hyman (London) 

10.2 CITATIONS 
Since this is a game supplement, the desctiptions in the 

character glossaries have been confined to material perti
nent to fantasy role playing. In order to provide the reader 
wirh access to more information, we provide citations to 

selected sections of the works; however, generally only 
one significant section is tndicated. 

All citations arc italicized. Bold italic print citations 
denote the a reference to one ofT olkien' s works or. when 
specified, to one or more ICE products. ICE's publica
tions contain extrapolated material and do not contain 
text attributable to JRR. T olkien. 

Example: A ritatilm states" Read LotR1l422. See ICE's 
MERP 111. JJ Ibis means you can find more infonnation in 
The Lord ~ the Rings Part II, De Two Tawt"f"S. De material 
is at page 422 in the BalWntine (U.s. paperback) version. More 
data is in ICE's Mjddk-eartb Role PlayitJg at pagt Ill. 

I 
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10.3 GWSSARY 
The following glossary provides translations and ex

planations of (mostly 5indarin) tenTIS sprinkled through 
this supplement. You should refer (Q the sources, espe
cially The Hobbit and The Lora ~ tbi Rings, for more detailed 
information about these and other Endorian names and 
concepts. 

Angmar: (S. "Iron Home")' Angmar is founded around 
T.A. I 300 by the Witch-king, the LordoftheNazgfil.An 
evil realm, it lays nestled in and along the icy flanks of the 
northern Misty MOlUltains (S. "Hithaeglir"), in the high 
plateau of northeastern Eriador. The Gundalok shdf 
above the northwestern Anduin vales and a network of 
underground strongholds (notably Mount Gundabad) 
cut beneath theMisty Mountains fonn the eastern bound
ary of Angmar. Armies mustered along this line of defensr 
constantly threaten the peoples ofRhovaruon to the ea.H. 

Amon Lane: (5. "The Naked Hill"). Extinct .:actually 
dormant) volcano located in the southern bounds of 
Greenwood the Great. See "Dol Guldur." 

Amor: (S. "Land of the King" or "Royal Land")' En.:om
passing most ofEriador, Arnor is the northernmost of the 
two "Realms in Exile." It constitutes the North Kingdom. 
while Gondor-its sister land-is the South Kingdom. 
FOWlded by Elendil the Tall inS.A. 3320, Arnor is settled 
by the Faithful NUtnenoreans who fled the Downfall of 
Numenor. These Dunedain dominate the rndigenous 
Eriadoran groups until the collapse of the realm. ~ T.A. 
861. Arnor splits into three successor states: Anhedain. 
Cardolan, and Rhudaur. 

Avari: (Q. "Refusers"). See "Silvan Elves." 

Beijabar. Beornings. A dispersed collection ofNorthman 
bands associated with the ancient Bear-cultofEnador and 
western Rhovanion. Related to the Woodmen and (to a 
lesser degree) the other Northmen of Wilderland. they 
became a distinct, mysterious. and highly revered group in 
elder rimes. They reside in the Anduin Vales, the western 
eaves ofMirkwood, and along the eastern flanks of thr 
Misty Mountains. Some, like Bcorn, enjoy the power of 
shape-changing. 

Beornings: (W. "Beorn's Folk"; lit. "Children ofBrorn"). 
See "Beijabar." 

Dalemen: The Northmen of Dale. 

Dike: An artificial embankment such as a man-made 
earthen wall; also an excavation. 

DUnedain: (S. "Edain of the West:" sing. "DUnadan n). 
These High Men are descendants of the Edain who 
settled the western island continent ofNumenor around 
S.A. 32. The DUnedain returned to explore, trade with, 
colonize. and later conquer many areas along the western. 
southern, and eastern coasts of End or during the Second 
Age. Unfortunately. their hubris and desire for power led 
them to attempt an invasion of the V alar's Undying 
Lands. As a result. Eru (the One) destroyed their home 
island in S.A. 33 1 9. Those called the "Faithful" opposed 
the policies and jealous 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 sparsely populated. Arthedain (in 
Aruor) contams the highest proportion of the Faithful 
and the most purely DUnadan culture in all of Endor. 
Many "unfaithful" (or "Black Nllinenorean") groups 
sun'H'(, as well. living in colonies and independent states 
su.:h 15 Cmbar. Adtinaic is their native language. 

Dol Guldur: (S. "Hill of Sorcery"). A treeless height in 
the south-west ofMirkwood, fastness of the Necroman
.:rr <kfore he was revealed as Sauron returned) in the 
Third Age. See also Amon Lane. 

East Bight The great indentation in the eastern border of 
r-.lirkwood. 

Ea.sterlings: Generic Westron label for the nomadic or 
semi-nomadic Hildo confederacies and tribes residing m 
eastern Rhovanion, Rht1n, etc. 

Eldar. (Q. "Elves": "People of thr Stars;" sing. "EIda"> 
The Calaquendi (Q. "High Elves") who made the Great 
Journey to the Undying Lands. The Vanyar. Noldor, and 
T eleri kindreds compnse the Eldar. 

Eothtod: (R. "Hone-folk"). The descendants of the 
Northman refugees who migrated out of RhovanlOn 
between TA 1856 and T.A. 1899. Heirs of the horse
loving Eothraim. they first settled in the western vales of 
the Anduin (near the Gladden Fields) after being forced 
out of their homeland by the Wainridm. In T.A. 1977. 
they migrated northward. this time to the upper vales of 
the Anduin. There. they became known as the Eotheod. 
Later. in TA 25 I O. they moved south to Calenardhon in 
Gondor, where they founded the Kingdom of Rohan and 
became known as the Rohirrim. 

Eothraim: (Rh. app. "Glorious Horsemen")' The six 
tribes of North man horsemen who occupy the southern 
Rhovanion plains until T.A. 1856-99. Actually called the 
Gimliteothraim. or "Gathering of the Glorious Horses." 
they are the ancesrral culture of the Eotheod and the 
Rohirrim. 
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Esgaroth: (S. "Veiled Foam"?). Lake-town. A great com
mercial town and freshwater port, Esgaroth is located in, 
the midst of Long Lake. It is the chief ceorerof trade for 
goods passing between the Wood-elves ofMitkwood and 
the Northmen of Wilderland. 

Erebor: The Lonely Mountain. An isolated peak, Erebor 
is located in north central Rhovanion. It is just east of 
Mirkwood and due north of Long Lake. The River 
Running (S. "Celduin") begins beneath the mountain, 
spilling out onto the plains of northern Wilderland by 
way of a waterfall issuing out of Erebor's southern flank. 

Gondor: (S. "Stone-land"). Also known as the South 
Kingdom, Gondor is the great DUnadan realm that lies 
west of Mardar and north of the Bay of BelfaIas. It 
includes a number of regions--{ clockwise from the north) 
Calenardhon (Rohan after T.A. 25 10); An6rien; Ithilien; 
Lossarnach, Lebennin; Belfalas; Lamedon; Anfalas (in
cluding Pinnath Gelin); and Andrast. Osgiliath on the 
Anduin serves as the Gondorian capital until T.A. 1640, 
when the throne is moved to Minas Anor (Minas Tirith). 

Gramuz: (Rh. "Plainsmen"). The sedentary Northman 
fanners and herders of the Rhovanion prairie. 

Great Plague: Awful plague that struck Rhovanion in 
T.A. 1635 and swept through Gondor in T.A. 1636-37. 

Guldurim: (S. "Sorcery-host"). Theminions of the "Nec
romancer" (Sauron)' 

Harad: (S. "South"). The vast region located below the 
river Harnen, south of Gondor and Mordor. Although 
(periodically) autonomous, Umbar IS in Harad. (See 
Umbar bdow.) 

Hildor: (S. "Followers"; sing. "Hildo"). Sinda name for 
the Secondborn (Men)' 

Huorns: The "trees" that came to the Bame of the 
Hornburg and entrapped the Orcs. The name is doubtless 
Sindarian, containing Qm "tree." Cf. Meriadoc's words in 
!.DtRII: ''They still haVt! voices, al1d fall speak with the Entr-that 
is why they are called HUC1'7lS, TTfebeard says." 

Istari: (Q. ''Wizards''; S. "Ithryn"). The five Wizards-
Alatar, Saruman, Gandalf, Pallando, Radagast, and 
Saruman-mernbers of the Heren Istarion ("Order of 
Wizards"). Maiar, they were sent from Arnan in the Third 
Age to resist Sauron. 

Kazgfunhoth: (B.S. "Horde of the Silent Shadow"). The 
army of the Necromancer of Dol Guldur. Sauron chose 
this name because he envisioned himself as a Silent 
Shadow who had returned from the darkness beyond 
Arda. 

Kh.u:ad-dihn: (Kh. Dwarf-mansion"; S. "Hadhodrond"; 
W. "Dwarrowdelf').It is also known as Moria (5. "Black 
Chasm"), the Black Pit, and the Mines of Moria. Khazad
dCimstands as a citadel, mansion, and city-hold of Durin' s 
Folk. the noblest of the Seven Tribes of the Dwarves. 
Founded in the early First Age in caves benearh the r..1isty 
Mountains, it overlooks and incorporates the holy vale 

called Azanulbizar, and extends beneath the three moun
tains Fanuidhol, Caradhras. and Celebdil. Early in the 
Second Age, the Dwarves discovered mithril here, and 
many from the Blue Mountains migrated to Durin's 
home. Khazad-dOm was abandoned in T.A. 1982, two 
years after the release of the Balrog. 

Longlake: (S." Annen").A long, deep lake located on the 
River Running, Long Lake is situated just to the east of 
Mirkwood and south of the Lonely Mountain. The 
T aurduin, or "Forest River," meets the River Running at 
Long Lake. Lake-town rises out of the lakewaters near this 
confluence. 

Lonen: (S. "-Dream"). Also known at various times as 
Lothlorien (S. "Dreamflower"), Laurelindorenan (5. 
"Land of the Valley of Singing Gold"). Lorinand, 
Lindorinand (N. "Land of the Singers"), and Dwimordene 
(R.. "Haunted Valley' .)TheGolden Wood was founally 
established by Galadriel in T .A. 137 S, although a number 
of Nandor Elves preceded her there. 

Mirkwood: The great stretch of forest called by the Elves 
Taur-e-Ndaedlos (5. "Forest of Great Fear")' Like the 
"Old Forest" and "Fangorn," it is a remnant of the great 
forest which once covered most of northwestern Endor. 
Located east of the Misty Mountains, it was earlier called 
Greenwood the Great.Afterthe W arofthe Ring. its name 
was changed to Eryn Lasgalen(S. "w oodofGreenleaves"). 

Misty Mountains: (5. "Hithaeglir"). Snow- and mist
capped mountains which run southward from the upper 
Anduin Vales ro the Isen Gap (Gap of Rohan). The 
daunting Misty Mountains form the western boundaryof 
both the Anduin Valley (S. Nan Anduin") and (according 
to some) Rhovanion. 

Moat A defensive ditch. 

Moria.: (5. "Dark Chasm"). See "Khazad-dCim." 

Mount Gundahad: The greatest massif in the northeast
ern Misty Mountains, Mount Gundabad commands the 
narrow gap between the Misty and Grey Mountain 
ranges. Thus, it is the most strategic height overlooking 
the northern Anduin Vales. A huge Ore-hold is situated 
beneath the mountain, an Orc-kingdom that pays tribute 
to the Witch-king of Angmar. Orcs issued forth from this 
stronghold to assail Erebor in the Battle of Five Annies. 
Azog and, later, his son Bolg are the two most famous 
Lords of Gundabad. 

NazgUl: (B.S. "Ring Servants," "Ringwraiths")' Also 
called simply "The Nme," these were nine great lords of 
Men enslaved by Sauton in the Second Age. Each had 
apparently coveted great power and accepted one of the 
Nine Rings of Men wrought by Sauron. Since the rings 
were ruled by the One Ring and keyed to the Dark Lord, 
the NazgGJ became slaves. As time passed they became 
immortal m a sense, undead, and no longer possessed 
bodies associated with the living. Essentially, they became 
"shadows" of great power, and acted as Sauron's most 
trusted lieutenants. The Witch-king of Angmar, also 



called the lord ofMorgul, was their chief; he was the Lord 
of the NazgCil and possessed the greatest power of inde
pendent action. The NazgUl were afraid of water, some 
fires, and the name "Elbereth." They were virtually blind 
by usual standards, but possessed amazing senses of smell, 
etc. which helped offset this weakness and gave them 
tremendous advantages in darkness. Their power was 
lessened during the day, and KhamUl, the second to the 
Chief, had considerable fear of the light. Some of the 
others may have shared all or part of this flaw. Nonethe
less, these wraiths generally overcame their weaknesses, 
and were rarely stayed for more than brief intervals. Also 
called "Black Riders," and the Ulairi. 

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

Niimenor:(S. "West-land" or "Westernesse"). The large, 
fertile island continent located in the middle of the Great 
Sea (S. "Belegaer") from its creation at the beginning of 
the Second Age until its destruction in S.A. 3319. From 
SA 32 until its Downfall (A. "AkalIabhh"), Numenor 
was occupied by the High Men (Edain) of the West, who 
became known as the Dunedain (Numen6reans). These 
proud Men were the ancestors of the DUnadan race that 
later dominated western Endor. 

Osgiliath:(S. "Fortress [or Citadel] of the Stars")' Orlgl
nally founded as the capital of Gondor, Osgiliath lS 
situated on both sides of the Anduin, just nonh of the 
confluence of the Great River and the Ithildulll and a 
short distance northeast of Minas Tirith. 

Ost-in-Edhil: (5. "rortress of the Eldar")' Capitol city 
and citadel of the Elf-kingdom of Eregion.1t wa<> inhab
ited until S.A. 1697, when it was overrun and sacked by 
Sauron's armies. Oropher and Thranduil briefly resided 
there during thl' Second Age. 

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

Rhovanion: (5. "Wilderland;" lit. "Wild Place"). T radi
tionally, a vast region encompassing all the land south of 
the Grey Mountains (5. "EredMithrin"),north ofMotdor, 
east of the Misty Mountains, and west of the river 
Redwater (5. "Carnen"). This area includes Mitkwood 
and the northern Anduin river vaHey. Some scribes count 
the whole of the area between Mirkwood and the Sea of 
Rho.n, save Dorwinion, as part of Rhovanion. 

Sauron - ("Thl' Abhorred"). The Nenomancet, Evil 
One, Dark Lord, the Shadow, the Lord of the Rings. His 
other names include AI'.l'.arar, Artano, and AuJendil. A 
Maia of Aule who sen'e-i :'-.lorgoth in the First Age, 
Sauron surVIved and we::r '-O:Ir~ :rum the elder lands of 
darkness. During the S<-.:o:-.i .\.?e-. he convmced the 
Noldor of Eregion to ~C"'...r~ ~.:-~~ :'or the rree Peoples; 
later, in secret, he forged rr . .e ~e- R:r.g. This nng embod
ied much of his power ani .... ~ ~J."?a::':e of uniting and 
controlling the other RI::~s c:- ;;,0· ... r. t.~e Three Rings of 
the Elves, the Seven of the- ::>-"--... ~ :.2-:".::.s. =d the ~ine 

Rings of mankind. Both the Dwarves and Elves resisted 
his ttap: the former took off their rings, while the latter 
race entrusted theirs to three of the Wise. Men, however, 
were not so quick to realize the danger, and the Nine rings 
remained in the hands of nine proud lords who sought 
power and found undying darkness-they became the 
NazgUl. Sauron removed himself to the fortress land of 
Mordor in the Second Age and there built Barad-do.r. 
Mount Doom (Orodruin) was already used as his per
sonal forge, and within the new realm he began to cast a 
new Shadow upon the continent. 

Sauron was overthrown twice in the Second Age, first 
by the Ntimen6reans under Ar-Pharazon, and later by the 
Last Alliance of Men and Elves. Each time he rerurned to 
power. His "body," however, wa<> destroyed in the Down
fall of Nt'unenor (from which he escaped), and he was 
never again able to assume fair form. 

The Evil One entered Amon Lanc in southern Green~ 
wood in T.A. 1050. (Unbeknownst to him, the lost 
Ruling Ring rested nearby.) There, he rebuilt his strength 
and presided as the Necromancer and presided over the 
gradual expansion of evil in Rhovanion. Amon Lanc 
became Dol Guidur, the "Hill of Sorcery," while Green
wood became "Mirkwood." He remained in the 
\~hlderland citadel until T.A. 2941, when he returned to 
Mordor and began rebuilding Barad-do.r. 
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Sauron's symbol was the lidless eye (nonnallyred upon 
black). He was responsible for creating two superior. 
variants of creatures spawned by Morgoth: the Uruk.hai, 
or "Great-orcs," and the Olog-hai, or "Black Trolls." 
Both were formidable fighting forces. 

Secondbom: Men. See "Hildar." 

Silvan Elves: Silvan Elves: All of the Quendi who are not 
Eldar. Also called Woodland Elves, the Silvan Elves are 
more properly Avari. The Eldar otten equated them with 
the Nando~, Elves who journeyed westward but never 
passed over of the Misty Mountains (The Nandor re
mained in the vale of Anduin and in Greenwood the 
Great.) Generally speaking, the Silvan Elves include all of 
the Quendi who are not Eldar. They are also called 
Tawarwaith ("The Forest People") or Avari (Q. 
"Refusers")' 

5indar: (5. "Grey Elves;" all. "Elves of Twilight")' The 
name was applied to all the Elves ofT elerin origin whom 
the returning Noldor found in Beleriand, save for the 
Green-elves of Ossiriand. The Noldor may have devised 
this name because the first Elves of this origin whom they 
met with were in the north, under the grey skies and mists 
about Lake Mithrim (see Mithrim); or perhaps because 
the (':lfey-elves were not of the Light (of Valin or) nor yet 
of the Dark (Avari), but were Elves of the Twilight, rnd 
Si156. But it was held to refer to Elwe's name Thingol (S. 
"Grey-cloak"; Q. "Sindacollo" or "SingoIlo"), since he 
was acknowledged high king of all the land and its 
peoples. TheSindarcallthemselves "Edhil" (pI. "Edhel"). 

Utairi:(Q. "Without Shadows")' The Nine Ringwraiths. 
S, "N -"" e azo ....... 
Wild.erland: (W. "The Wilds" or "Wilderness"). See 
"Rhovanion." 

Woodland Realm: The Elven kingdom in Greenwood 
the Great. Founded by King Oropher, the father of 
Thranduil, it is ruled by Sinda Lords who left Eregion or 
Lorien and settled amongst the Silvan (Avar) Elves in thr 
forest east of the Anduin. The majotity of the realm's 
people, howevrr, ate Avari or Silvan Elves, and it is their 
cuJture that predominates. 

The Forest-folk of the Woodland Realm retreated 
northward soon after the founding of theif domain. Even 
though Sauron was overthrown at the end of the Second 
Age and they enjoyed over a millenium of peace, the 
Wood-elves failed to reclaim the southern part of the 
forest. After T.A. 1050 and the arrival of the Necroman
cer in Dol Guldur, their realm shrank further. By T.A. 
2900, the Woodland Realm was confined to northwest
ern Mirkwood. 

Woodmen: A distinct group of Northman dans who 
reside in the depths ofMirkwood. They are a loose tribe 
of hunter/gatherers who live in or below the trees as 
extended families. Their chief settlement is at W oodmen
town in southwestern Mirkwood. 

lOA ADAPTING THIS MODULE 
This module is adaptable to most major FRP games. 

Statistics are expressed on a closed or open-ended scale, 
using a 1-100 base and percentile dice (0 100). No other 
dice are required. 

IOA.I HITS AND BONUSES 
When converting percentile values to a I -20 system, a 

simple rule is: for every +5 on aDIOO scale you get a + 1 
on a one-twenty (D20) or three to eighteen (018) scale. 

The concussion hit numbers listed in this module only 
represent general pain and system shock.. They cover 
bruises and small cuts rather than wounds. Critical strike 
attacks and damage are used to describe serious blows and 
wounds ( respectively). Should you use a FRP system that 
employs no critical strike results (e.g., TSR Inc.'s Adval1ced 
Thm~ons al1aDragons® game), simply double the number of 
hits the PCs take or halve the hit values found in this 
module. 

IO.4.2 CONVERSION CHART 
If you play an FRP game other than MERP or Rolenuutt1" 

and you do not use a percentile system, use the following 
chart to convert I - I 00 numbers to figures suited to your 
game. 

1-100 DIDO 020 3-18 2-12 
S .. , Bonus Bonm Stat S .. , 

102+ +35 +7 20+ 17+ 
101 +30 +6 19 15-16 
100 +25 +5 18 13-14 

98-99 +20 +4 17 12 
95-97 +15 +3 16 -
90-94 +10 +2 15 II 
85-89 +5 +1 14 10 
75-84 +5 +1 13 9 
60-74 0 0 12 8 
40-59 0 0 10-11 7 
25-39 0 0 9 6 
15-24 -5 -I 8 5 
10-14 -5 -I 7 4 
5-9 -10 -2 6 3 
3-4 -15 -3 5 -

2 -20 -4 4 2 
I -25 -4 3 2 

I 



10.5 LOR CONVERSION NOTES 
The loR tables from Section I 1.0 provide you with all 

the statistical info you need on the characters described in 
Del Culdur. However, the magical items possessed by them 
also contain stats for weapons, armor, wands, staves, 
amulets, etc. The conversion instructions below will 
enable you to translate MERP items into loR. items. 

10.5.1 SPEllS 
Weapons, armor, garments, jewelry, wands, and staves 

often permit their bearer or wearer to castspdls. If an item 
bestows such spell casting ability, then this supplement 
lists the relevant MERP and Rokmaster spell lists and 
MERP and RoltmasteT spell names. To convert the spells 
into LoR. spdls,-look up the MERP spell list on the chart 
below which gives the corresponding LoR spelL (Rarely, 
n item grants a custom spell that exists in neither MERP 
nor Roktnasternor loR; in such cases, aspecific description 
of its effects, independent of any system, is given in the 
text to provide all you need to know to GM the pla~'. " 

OPEN EssENCE SPEU£ 
MERP List LeR S~:.; 
Physical Enhancement .............................................. Bal~.:e 
Essences Ways .............................................. Concentratior: 
Unbarring Ways ........................................................... Speed 
Essence Hand ............................................................... Sh:dc 
Spell Ways ..................................... Protection frorr. \1a.::K 
Essence Perceptions ...................................... COnCentrlll~n 
Illusions ............................................................ _. Camuc.::~J..le 
Spirit Mastery ..................................................... _ ........ c.u~ 

MAGE SPEU£ 
MERP List LllC ~li 
Fire Law ................................................................... Fire Bolt 
Ice Law ...................................................................... Fire Bolt 
Earth Law ........................................................ Item AnalYSIS 
Light Law ................................................................. Fire Bolt 
Wind Law ...................................... Protection from Magic 
Water Law ...................................................................... Luck 
Lofty Bridge .................................................................. Speed 
Living Change .......................................................... Strength 

BARD SPEus 
MERP List LoR Sp<1I 
Lore .................................................................. Concentration 
Controlling Songs ...................................................... ". Calm 
Sound Control ................................................................ Luck 
Item Lore ......................................................... lteTI Anah'sis 

OPEN CHANNEUNG 5PEu..s 
MERP List LelC 5~L' 
Nature's Lore ................................................. Concrnr:-.l::·_·~ 
Nature's Movement ......................................... _. __ :)~.:. 
Spell Defense ................................. Protection from .\~:: 
Surface Ways ............................................................. H~.a,;:;-~ 
Protections ..... ,., ............................................................ 5h:~:.:: 
Detection Mastery ........................................ Concentr.lDo:". 
Sound/Light Ways ................................................ Fire Bolt 
Calm Spirits .................................................................... Cal:;'! 

ANrMIsr SPEU£ 
MERP list LeR Spell 
Direct Channeling ........................................... Clairvoyance 
Blood Ways ............................................................... Healing 
Bone/Muscle \Vays ................................................. Healing 
Organ Wars ............................................................... Healing 
Animal Mastery _ .......................................... Chann Animal 
Plant Mastery ............. _ ..... _ .............................. Camouflage 
Purifications . __ ................ _._ ......................................... Luck 
Creations .............. _ ...... _._ ................................... Sustenance 

R--\!'<lGER 5PE.u.s 
MEV Illt LeR Spell 
Path Masten' ... _. ___ . __ .................................. Concentration 
MO\'ing \\'<1.-.-5 _. ________ .. _ ............................................ Speed 
Nature' s ~e:s ___ ._ ..................................... Camouflage 
Nature's \\';n"'l __ ~_ .. _ ............................... Chann Animal 

10.5.2 MAGIC ITEMS 
~tC'sr 0: tr.-e DUglcal articles found in Middle-earth fall 

1m;:;· L~re.! t.road catagories: weapons, annor, or spell 
,:astu:g =h.m.::ement. MERP describes the capabilities of 
sua,. ita:n.s WIth terms having specific game system defini
:lo-:-~ Bdo ............. e present these tenns with definitions 
~pt~ for the LeR system. 

WEAPONS 

Addiciona1 Critica1s: In MERP combat, serious wounds 
are represented by critical damage. Nonnal weapons 
w1dded skillfully can deliver critical damage. 
MagIcal weapons sometimes deliver an additional 
critical: a cold critical, an dectrical critical. a 
gtJPpling critical, a heat critical, an impact critical, a 
sla,;hing critical. or an unbalancing critical. 

In loR, nonnal criticals are represented by the U 
and K results on the LeR Combat Table. The GM 
need only refrree normal LIB combat. 

Addittonal criticals---excepting grappling, 
slashing. and unbalancing-are handled thusly in 
loR. combat: upon a U or K result, for each addi
tional critical a weapon is capable of ddivering. roll 
one D6 die and apply the result to the damage 
delivered to the target. If the additional critical is 
labeled as being "equal in severity," roll one die-
the result is the number of dice that are rolled to 
detennine the extra damage delivered. 

Grappling criticals: Upon a U or K result, when 
hit by a weapon that does grappling criticals, 
the target must roll the dice (2D6) and add 
his Agility bonus; if the result is equal to or 
higher than the total attack roll, the target is 
not entangled and may act normally; if the 
result is lower than the total attack roll, the 
target is entangled and may take no action for 
tre number of rounds equal to the difference 
~ween the attacker's total attack roll and the 
:ri'~t'5 Agility maneuver. 
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For =mpk, Jos Hauff the EasftTling throws his 
enchanted Mia at U!filas tbe Norlbman who is foring. 
Haurl's Missiit DB is +3. His hola bas an DB oj +2 
and dtlivtrs grappling mlicak Haufl's player rolls fbe 
diu fOT a mult oJ 6. His total attack roll is 3 + 2 + 
6 = /I 

U!filas' difmse bcnus is +2. Additionally, be wears 
a helmet (Sf/! below), which means tbat U results en the 
Combat Table do not knock him out. 

Checking the Table, we ste that Haurl bas achined 
a U mult. Ibis means we must also check the result oj 
the grappling ability if the bola. 

Uffilas' player rolls the dice and gets a 9. The 
N()flbman bas an Agility bonus oj + I) so hIS lotui is 
10, which is less than Haul'l's 11. TIm, UYilas is 
ffltangltd and has taken 11 points oj damo.ge, but is no/ 
unconscious. 

Unbalancing criticals: Upon a U or K result, 
when hit by a weapon that does unbalancing 
criticals, the target must roll the dice (2D6) 
and add his Agility bonus; if the result is equal 
to or higher than the total attack roll, the 
target remains on his or her feet and may act 
normally; if the result is lower than the total 
attack wlI, the target is knocked to thl? ground 
and takes damage equal to one die roll. 

Slashing criticals: Upon a U or K result, when 
hit by a weapon that does slashmg criticals, 
the target must roll one die (ID6); the usult 
is the number of points of damage the target 
receives at the end of each round due to 
bleeding. 

Of Slaying creatures: Some weapons are described as 
being C!f Slaying Orcs or C!f Slaying Dragons or Qf 
Slaying Trolls, etc. \Vhenever such a weapon is used 
to attack the creature designated by this description, 
add +2 to the attack roll on the Combat Table. This 
bonus IS cumulative with any bonus present due to 
Holy virturs (ser below). The maximum tesult is 
12. 

Of Slaying items: Somr weapons ate described as 
being Of Slaying swords or Of Slaying weapons or Qf 
Slaying armor or Qf Slaying shH~lds, etc. Such weapons 
perform this destruction under conditions such as 
"targeting an opponent's weapon" or "if opponent 
parries" or some other parameters which are 
explicitly presented. Whenever such a weapon is 
used to attack the item designated by its description, 
the attacker should roll on the +6 column of the 
Combat Table. The GM should move the column used 
to the right for every + lOB/DB possessed by the 
target item. If the result of thr roll is a U or a K, the 
target item is destroyed immediately. Any number 
results are ignored. 

Holy jUnholy weapons: These are weapons possessing 
the special favor of a Vala Ot a Maia (pure or 
fallen). Most have a reputation and are known on 
sight by their wielders' enemies. Holy weapons act 
as weapons Qt Slaying versus all beings aligned with 
Sauron or Morgoth. Unholy weapons act as 
weapons Qt Slaying versus all beings in emnity to 
Sauron or his evil master. (This bonus is cumulative 
with any more specific slaying abilities, such as Qt 
Slaying undead.) 

ARMOR 
MERP armor is usually described as possessing a spe

cific defensive bonus. To convert this MERP DB into a 
LcR defense bonus, simply divide it by S. Sometimes 
armor has special capabilities, such as protecting its wearer 
from specific criticals. Such abilities are usually detailed in 
words rather than numbers and can be readily applied to 
any game system. 

Helmets: In LcR, combatants who wear helms have an 
advantage over those who don't. Roll the dice 
(2D6) when a character wearing a helm receives a U 
result on the Combat Table. If the roll is 8 or higher, 
the character receIves damage equal to the attack 
roll, but rrmams conscious, unless the damage puts 
his or her damage total higher than Endurance. Any 
bonus from a magICal helm should be added to the 
determining dice roll. 

SPELL CASTING ENHANCEMENT 

Many items that enhance spell casting do so bygranring 
rheir user specific spells. To convert the spells of such 
items &om MERP sprlls to LcR spells, use the procedure 
outlined under Trap, above. Two special types of spell 
enhancing items are presented below. 

Spell adders: Spell adders are normally described as + T 
adders or +2 adders or +3 adders. Characters with 
an adder may cast anyone learned spell once a day 
for every + I possessed by the adder. (A +2 adder 
bestows 2 spells; a +3 adder 3 spells.) The caster 
takes no damage for spells cast using an adder. The 
caster may not carry more than one adder on his or 
her person. 

Spell multipliers: SpeIl multipliers are normally 
described as x2, x3, x4, etc. Characters with a 
multiplier may reduce the damage takrn due to 
casting a spell as fo!lows: divide rhe damage taken 
by the multiplier value. (A character must always 
take at least I pomt of damage when casting a 
spell.) 

Por example, Fire Bolt results normally in 6 
points of damage taken. Eun the Donnish Bard has 
a x3 multiplier. When she casts a Fire Bolt, she 
takes only 2 points of damage (6 + 3 = 2). 

1 
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210 I I.I MERP jRM NPC TABLE @ 

N=, L.I Hiu AT DB Sh '" M.J.eeOB Miss. DB MM Notes 

Into the Darkness: Lugdiim. 
Torak 13 103 RL/9 30 N N 50m 4Od, 0 Pertorog Mage. Lieutenant of Lugdfun. 

Ujaki/7 7 90 0,/16 20 Y AIL 9Om, 65cb 5 Utuk Warriors. 

Adult Warriors/70 4 70 RL/IO 15 Y AIL 60bs 30sb 0 Utuk Warriors. 

Into the Dar'knns: Others 

MhOrlen I6 105 SL/S 45 N N 45da - 5 Asdriag Mage. Laugash. 

Kwl 12 195 . OJ/I6 30 Y AIL 150m 90<, 5 010g Warrior. Agent ofKharnm. 

11.2 MERP jRM MILITARY TABLE 
Name/# Rm LvI Hits AT DB Sh '" Mdu Missile MM Notes 

T.A. 1050-1150/1,685 
Urdanuk Variag 18 150 Ch/I6 40 Y5 AIL J65hs I4Ssb 10 + I 5 equipment. 

OrcsII.4II 
Krit;u/I Variag 12 125 Ch/I6 40 Y5 AIL 125b.., roosb 0 +10 equipment. 

Drartitlu/IO Orch 8 100 Ch/I6 25 Y AIL rOObs BOsb 5 
Ujaki!IOO Orch 7 9G Ch/I6 20 Y AIL 90ms 65cb 5 
Adult Warriors/300 Orch 3 60 RL/ro 10 Y AIL 5Ssc 20gb 0 _ .... ,_._. __ . ... ._-.-
Young W anior./ SOO o"h 2 40 RL/9 10 N AI· 35sc 15gb 5 
Wolfriders/200 Orch 3 55 RL/9 25 N AI· 45ml 20gb 10 
War Wolves/300 Wolf 4 110 No/4 30 N N 70MBi 65MO 10 

-----_. -- .-
Men/223 
Krit:u/I Variag )2 )25 0./16 40 Y5 AIL 12Sbs 100sb 0 + 10 equipment. 

Orartiilu/2 Mixed 8 110 0./16 35 Y AIL IIOhs 80lcb 0 
Ujlki/20 Mixed 6 90 Ch/16 25 Y AI· 9Shs 7Scb 5 
Adult Warriors/lOO Mixed 3 55 RL/9 IS N AI· 6Op' 3Ssb 0 
Young Warrtors/Too Mixed I 45 RL/9 15 N AI· 4Op, ISsb 0 

,._- .--.. ~-~-, 
Trolls/51 
Kritar/l Torog I2 200 RL/l1 30 N N 140LBa 8Sro 0 + I a equipment. 

Warriors/SO Torog 10 180 RL/II 20 N N l10LBa 70w 0 
--- --- ----

T.A. 1151-1350; 2064-2459/5,168 

Urdanuki/2 Vari<>us InJ""eiuais +20 equipment. 

Orcs/IAII 
AfUkaush/1 Olog )6 220 Ch/16 40 N AIL l8SA 80<" lO + I 5 equipment. 

Kritar/2 Uruk 12 135 P!jI8 35 Y5 AIL 12Sbs 90hcb 5 + 10 equipment. 

Drartillu/20 Orch 8 95 0./16 20 Y AIL roob, 80sb 5 
Ujiki/200 Orch 7 85 Cb/16 )5 Y AIL ,Om, 6Scb 5 

Adult Warriors/600 o"h 3 60 RL/1O lO Y AIL 55" 20sb 0 
Young Warriors/I,OOO Orch 2 40 RL/9 10 N A/- 35" ISsb 5 
Wolfriders/400 Orch 3 55 RL/9 25 N AI· 45ml 20sb 10 

War Wolves/500 Wolf 4 110 No/4 30 N N 70MBi 65MCI 10 

Urnk_hai/I,II2 

Afukaush/l Olog 16 220 Ch/I6 40 N AIL I85A 80m JO + I 5 equipment. 

Krirar/I Olog 12 200 Ch/16 30 N AIL ISOA 7Sro 10 + I 0 equipment. 

Drartulu/1O Uruk 8 100 Ch/16 25 Y AIL IOObs SOsb 5 

Ujaki/lOO Uruk 7 90 Ch/I6 20 Y A/L 90m, 65cb 5 
Elite Warriors/!,ooo Uruk 5 75 Ch/16 15 Y AI- 65bs 4Ssb 0 
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"1 

Namej# R~, L,I Hits AT DB Sh '" Mdtt Missile MM Note 

Men/I.IIl 
AfUkaush/1 Variag 18 150 Ot/I6 40 Y5 AIL 165ml 145sb IO + 15 equipment. 

Kritar/I Variag 12 125 Ch/I6 40 Y5 AIL 12Sbs IOOsb 0 + 10 equipment. 

Dramllu/IO Mixed 8 TIO Ch/I6 35 Y AIL lIOhs SOlch 0 

Uj;1k!/IOO Mixed 6 90 Ch/I6 25 Y A/~ 95h$ 75cb 5 

Elite Warriors/ZOO Mixed 5 70 Ch/IS 20 N A/~ 90b, 4O,b 0 

Adult Warriors/300 Mixed 3 55 RL/9 IS N A/~ 6Op, 35,b 0 

Y ~ung W arriars/ 500 Mixed I 45 RL/9 IS N A/~ 4{1" 15,b 0 
~ 

Trolls/2l1 
AfUkaush/I Olog 16 220 0,/16 40 ~ .-I..:L 185f1 80w 10 + I 5 equipment. 

Kritar/2 Olog 14 210 0,/16 35 ~ AiL r60lT 75.0 10 + IO equipment. 

Warriors/lOO Olog 12 200 Ch/16 30 " . ~. 1... :50.:, • 75ro 0 
-----_. ---

T.A. 1351_2063/18,501; (2460-3018/24,665) 
Urdmuki/3 Various inJiv;Ju"ls +20 equipment. 

~~ 

OrcsjIO,390 (14.112) , 
AfUbush/2 Olog 16 220 Ch/I6 4-:' " .'. L 185£1 80w IO +15 equipment. (2; 

Kritar/8 Urok 12 135 PI :8 ~" Y5' ..... ; l 125b. 90hcb 5 + IO equipment (10'-- ~ 

Drartulu/80 Orch 8 95 Ch/:6 -~ y ..... /1. loobs BOsb 5 (100) 
i --

Uj.1ki/800 Orch 7 85 Ch/16 15 Y All ,Om, 65cb 5 (1.000) 
, 

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

Adult Warriors/3,OOO Orch 3 60 RL'10 E! Y All 55sc 20sb 0 (3.000) , 

Young Warriors/4.ooo Orch 2 4O RL, "I ]} N A/~ 35sc 15sb 5 (5.000) 

Wolfriders/I.OOO Orch 3 55 RLi"l 2S N A/~ 45ml 20sb 10 (2,000) 

War Wolves/L500 Wolf • 110 Ko/4 30 N N 70MBi 65MO 10 (3.000) 
-

Uruk-haij 4,446 (6.668) 
AfUbush/2 Olog 16 220 Ch/16 40 N AIL f85t] 80" 10 + IS «JUipm~:lL ,.:., I 
Kritar/4 Olog 12 ZOO Ch/16 30 N All 150fT -Sro 10 + I 0 Cqu'Pmt.."1L :6' I , 

Drartulu/40 Urok 8 100 Ch/16 25 Y All 100'" 8o.b 5 (60) 

Ujaki/400 Uruk 7 90 Ch/16 20 Y AiL 'Om> 65<b 5 (600) 
._.-

Elite Warriors/I.ooo Urok 5 75 Ch/16 IS Y A/I. 6.:.bs 4Ssb 0 (3,000) 

Adulr Warriors/2,OOO Urok • 70 RL/IO IS Y A/l 6Ob, 4O,b 0 (2,000) 

Young Warriors/I,OOO Uruk 3 m RL/IO 10 Y A/~ 45bs 2Ssb 0 (1,000) 

Menj3,334 (3,334) 
Afi1bwh/I V,mag 18 150 Ch/16 40 Y5 A/I. 165ml 145sb 10 +15 equipment. (I) 

Kntar/3 Variag 12 125 Ch/16 40 Y5 All I25bs lOOsb 0 + 10 equipment. (3) 

Drartillu/30 Mixed 8 110 Ch/16 35 Y A/l 1 lOb. 801cb 0 (30) 

Ujaki/300 Mix"d 6 90 Ch/16 25 Y A/~ 95bs 75cb 5 (300) 
-._ ... -

Elite Warriors/J,O(X) Mixed 5 70 0,/15 20 ~ A/- 90b. 4O,b 0 ( I.OOO) 

Adult Waniors/],ooo Mixed 3 55 RL/9 15 ~ A/· 6Op, 35sb 0 ( I.OOO) 

Young Warriors/I ,ooo!YI,ud I 45 RL/9 IS N A/~ 4Op, 15sb 0 (I.OOO) 
--~ - .---. 

Trollsj33! (5SI) 
AfUkarnh/I 0:~-g 16 220 Ch/16 40 N All 185fl 80ro 10 + IS equipment. <I) 

Kntar/30 0::~ I. 210 Ch/16 35 N All IliOfl 75ro 10 + TO equipment. (50) 

Warriors/300 0:~~ 12 200 Ch/16 30 N All 150b~ 75ro 0 (500) 
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Namej# ""'. C.I Hits AT DB Sh G. Mdee Mis.ile MM No« 

ANY PERIOD AFTER T.A. 1350 - SPECIAL FORCES AND OTHERS 

The Grimburi 

Elite R:mgcrs/200 Mixed 7-990-II5 RL/IO 45 N A/- IlOhs 120.h 10 +5 equipm""t l 
The Necromancer's Guard 

Captain of the Guard/! Set Ologa~ Sudon 5,0 dnJ Tobit 13./. 
, 

Elite Warriors/ZOO Dlog 14 210 PI/I8 3S N AIL 17"" IlOsp 15 +15 equipment (50) 
I. 

TheCond .. "" 
Laugashl/ Mixed 7-1250-110 No/2 5-40 N N ,oanes vanes 5-15 Mage or Animist. 

Smalaugashi/ Mixed 1-6 8-45 Noll 0-10 N N vane.> varIes 0-5 Mage or Animist. 
, 

-
The Outer Defense 

GUllyrn/3 Huorn 25 400 Pl/20 0 N N80Hfu/70HGrjlOOHCr Sot Table 11.3 b,/cw. 

Lesser Huoms Set Tabu 11.3 below JilT oldr. , 
Giant Spiders See Tabk 11.3 below jOTS/IifS. 

The Winged Watch 
Giant Bars St. Tabu 11.3 below for slats. 

Cuba;n St. Table 11.3 belcw for slats. 

FeU Beasts St. Table 11.3 below f'" 'IIIIS. 

" ~ 

Secondary Patrol. 
W,,<, 8 ISO No/4 60 N N 75LBi 60La 15 St. Table 11.3 below. 
War Wolves Wolf 4 110 No/4 30 N N 70MB; 65MCI 10 Led by Wargs. 

11.3 MERP jRM BEAST TABLE 
Type C,I #En, Siz~ Spud Hits AT DB Attack(s) No~ 

"'" 0 1-100 S VF/YF 4 I 0 25Ti/-/-

Black Bears 4 1-5 M MF/M 150 8 30 6OLGr/70LC!/30MBi Aggressive. 

Boars 3 2-20 M FA/M 120 4 30 50~o/50MBa/40STs 

Coircal. 2 1-2 S SL/YF 30 I 40 555&:/ poison Passive. Lvi 10 Nerve poison. 

Crebain 3 3-30 S FA/FA 25 3 50 2OSPi/ 20SC!/- Evil. Excellent spies. 

Eagles 3 1-4 S FIF 30 I 30 4SMO/3SSPi/-

Fell Beasts 20 1-4 L FA/FA 240 I2 50 9OHC!/90LGr/90LBa/60LBi Small, Dragon-related. 

Forest Tro!ls 6 1-6 L MF/MD ISO 11 IO 7OLCl/ 60LBi/ 4Owe/ 50ro;80' Hostile. ro au. is MCr. 

Giant Spiders 8 1-10 M MF/P 160 4 40 70LPi/7SLSt/ poison Use webs as !::raps. 

Great Bats 5 1-20 M VF/YF 60 3 60 75MBi/60MCl/ Aggressive, nocturnal. 

Great Eagle 30 1-10 H VF/YF 300 II 90 120HO/IOOLPi/IOOLBa Good, intelligent. 

Great Falcons IO 1_2 L YF/YF 100 4 60 90LCl/ 6OMPi/ 50MBa 

Hill Trolls 10 1-5 L sLIM 175 I I 20 9SLBa/ 85Ld/ SOwe/ 6Oto; I 20' Hostile. ro att. is a LCt. 

Huorns, lesser 6 2-12 L VS/VS 120 15 10 50LBa/40LGr/60LCr IfLGr grabs prey, LCt next round. 

Huorns, greater 25 1-2 H VS/VS 400 20 0 80HBa/70HGr/IOOHCr IfHGr grabs prey, HCr next round. 

Nimfiar 4 1-10 C FA/FA IIO 3 25 5SMHo/65MTs/- Wily. 

Short Eared Owls 4 1-4 S FA/FA 20 I 50 SOSC!/25MCl/ -

Skeleton Lord Stt Tdhlt 11.1 JOT ik/.;/s. 

Spiders 0 1-20 S MD/MD 5 I 5 25Spi/poison/-

Wargs 8 4-20 C YF/VF 180 4 60 7SLBi/60LQ/- Hostile. Affected by stuns and hits/rd. 

Wolves 3 2-12 M FA/FA 110 3 30 5SLBi/30MCl/ Hunt in packs. 

1 , 
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South"l"n Emyn IUd 
Eo<~~ Mirkwood Guldm M<n Uruk NanLwc An...,..., 
Chance 20 20 25 45 20 
Distance (mi.; day/night) 5/3 6/. 5/3 1/5 5/3 
Time (hrs.; day/night) 5/4 6/' 4/3 1/1 5/' 
INANIMATE 
Trnp 01 - 01 01 -
Lair 02 01-02 - - -
Nat!.=l Di,asu,r " 03 03 02 02 01 
Ruins O. 04 03 - 02 
Settlement/Camp 05 05 04416 - 03-04 
Stream/Creek 06-09 06.<]9 07-IO - 05-08 

PEOPLE 
Mm 

Caravan - - - - 09-10 

Hunting Party 10-12 - - - I1-I3 

Raiding Party 13-14- 10 II-B - -
Travellers - - - - 14-17 
Woodmen Patrol 15-17 ." 15 - 18.22 "" 

Om &- Trolh 
Large Patrol 18-20 :2 16-18 03-12 23 
Nonna! Parrol 19-25 :3·:- 19-28 13-32 24--28 

Raiding Party 26-27 ;6 29-31 33-36 29-3 I 

T rihut. Caravan - - 32<B - 32-3::-
Uruk-hai Patrol 28-30 !, 34-35 37-4-6 34 
Olog-hai Patrol 31-32 20 36-37 47-50 J5 

EI_ 

Scouts 33 1! - - 36-37 
Small Patrol 3' 22 - - 38 

Travellers - - - - 39 

Dw.~ 

Trading Party. - - - - 40 

Travdlers - - - - .! 

ANlMALSfMONSTERS 
Bats (N) 35-40 23-28 38.42 51-60 .1.44 
Black Bears (N) 41-44- 29-30 43-44 - 4-5-47 

Boars 45-49 Jr-JZ 45-47 - 48.51 
Coireal, 50 - 48 - 52 
Crebain 51-60 33-37 49-60 61-7~ 53-57 

Eagle 6! 38 61 58 
Fell Beasts 62 39-43 62-63 71-77" 59 

Forest Trolls (N) 63-64- 44-45 64-65 - 60-62 
Giant Spiders 65-69 46-50 66-69 - 63-67 

Great Rat< (N) - 51-55 70 78-82· -
Great Eagle. 70 56 71 68 
Great Falcorn - 57-59 - - -
Hill Trolls (N) -:- -2 60-64- 72 - 69-71 

Ht\orn, lesser '" 65·67 73-76 - 72-74 
Huorn, greater -:--!( 68-70 77-78 - 75-77 

Nimfiar ~>~:: 71-72 79-81 78-81 

Short Emd Owls CK: .~j 73 82-83 - 82-83 

Spider ~-~: -+"79 84-86 83-85 84-88 

• 
Wargs (N) 1;: -.l..f. ~ '-90 87-93 86-90 89-93 

Wolves '~' • : .. «) 94-00 91.oo@ 94-00 

* These creatur"S are m c", Ilia.:;!t ....... _.~ .,,'" ;r: ~I'" -.ctdl. reporting the presence of intruders rather than attacking. 

*" Giant Spiders are ~ ... s.. L..:;"I_ ,..,. II = ~~ *,X-'><i"c areas, where encounters are automatic. 
@ These are war ~ ld. __ n-1-...... _ ~ :Il1E;t1:..l' r, >--..... -u:,-"al. 



214 11.5 ENCOUNTERS IN DOL GULDUR * 
Th, Ist-6th Ist-3rd 4" 

Ellcounter Precipices ""'" Mines 7th Level The Web S=~ S=_ 
Chance 60 (50) 80 (70) 25 (20) 90 (90) 35 (IS) 40 (25) 35 (25) 
Trap OJ-05 01-02 01-02 - 01-05 01 or 

"'" 06-14 03-07 03-20 - 06-25 - -
Cave Wonns - - ZI-25 - 26-28 - -
Giant Spiders - 08_10 26-35 - 29-38 - -
Great Bats 15-19 11_13 3<>40 3948 
Guards~ 20-70. 14-55 - 01-50 49-63 02-55 02-69 
Large Patrol·· - 5<>60 - 51-60 64-68 - -
Messcnger"** 71-75 61_70 - 61-70 69-71 56-71 70-84 

Servants@ - 71-81 - iI-3D - 72-8! 85-89 

Spiders 76-80 82-84 46-65 72 81 82-84 90-92 
Thralls# 81-90 85-93 66-85 81-9! - 85-89 -

Wargs 91-97 94-98 8<>00 92-95 82-99 90-94 -

Special 98-00 99-00 - 96-00 lX) 95-00 93-00 

Encounters Will in most Cases OCCur once every two hour period when the party is moving and once every fOL:r hour period when the party is stationary. 

All the encounters genented from this table are in addition to any groups met within Dol Guldur th", "re "~SLtrf-,.'d in Section 6.0, such as in guard 

rooms, barracks and re.idences, as well as several other locations. 

The two entries given under "Chance" should be used for dIfferent time periods. The first percentage should l,c ",,,j :,,- :-<,m T.A. r 35I-2063 and 2460-

3018 when the population is high. The second munber in parenthesis should be wed for ytarS T.A. 10,5<.1--: _,51." "nd 2064-2459 when the population 

is much lower . 

• These encounters will be with a normal patrol of2-5 guards. The race of the soldiers matches the nc.res! m,,,htr.,,,;,,, !he Pr~cipic~s, the First, Sixth, 

and Seventh Levels, as well,.. the First and Second Strata all hav~ Uruk guard,; the Second and Founh LeHI, hoW m.mn"h guards; the Third L~vel 

and the FourthStratumhave Ologguards; the Webh,.. common Ore guards; the Fifth Level has both mannISh o"c: l ',-uk gu.uds; and the Third Sttatum 

has all types of guards except common Orcs. 

~. These groups will always be on their way out of rhe fortress. 

- Uruk-hai or Hildo messenger rdaying orders between officers. 

@ Common Orcs (65%) Or Men (35%). 

MERPjRMKEY 

Codes: A more detailed description of the more important NPCs can be obtained from the text. Some codes are self-exlpanatory: 
LvI (level). Hits, Sh (shield) and MovM (movement and manemer bonus). More complex codes are described below. A 
parenthetical reference indicates the possession of an equivalent device or spdl. A parenthetical level is used fot Resistance 
Rolls. 

AT (armor type): Two letter code gives MERP armor type (No: No Armor. SL: Soft Leather. RL: Rigid Leather, Ch: Chain, 
PI: Plate); number is the equivalent Rolmuutff armor type. DB: Note defensive bonuses include stats and shield. Shield 
references include quality bonus (e.g., "Y5" means "yes, a +5 shield"). 

Gr (greaves): "A" and "L" are used to mdicate arm and leg greaves respectively. All armored NPCs are assumed to wear helms of 
some sort. 

08 (offensive bonus): Weapon abbreviations follow OBs: bas: bastard sword, f1: flail. ra: rapier. fa: falchion. ss: short sword. 
bs: broadsword, sc: scimitar. th: two-handed sword, rna; mace, ha: hand axe, wh: wat hammer. ba: battle axe, wm: war mat
tock. cl: dub, qs: quarterstaff, da: dagger, sp: spear, ml: mounted lance, ja: javelin, pa: pole ann, sl; sling, cp: composite bow, 
sb: short or horse bow, Ib: long bow. lcb: light cross bow, hcb: heavy cross bow, bo: bola, wp: whIp, ts: throwing star, 
hb: halberd. ro: rock (large crush), bl: blow gun. Animal and unarmed attacks are abbreVlare-d using tile codes from the 
Master Beast Table in section 16.3. Combatants untrained in a type of weaponry (e,g., Or.:s untrained in missile combat) 
suffer a penalty of -25 when attacking. Melee and missile offensive bonuses include the bonus of the combatant's best 
weapon in that category. 

Stats: Ag; Agility, Co: Constitution, SO; Self Discipline, Me: Memory, Re: Reasomng. St: Srre:1gth. Qu: Quickness, Pr: Presence, 
Em: Empathy. In: Intuition. 

Skills: Most skill abbreviations are self-explanatory. S/H: Stalking/Hiding, Perc: Perc~?::or:. Amb: Ambush, S/W: Staves/ 
Wands, Chan: Channeling, AMove: Adrenal Move, MA: Martial Arts (St: Strikes . .:)">1- 50" eeps/Throws). 
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11.6 LOR NPC TABLE 215 

# # 
N~ EP End Str Ag lot Mov Def <»fOB Gen Sub Perc Mag Lang Spells Nota 

Sauron 
Khamfrl 

169,350 600 II 
35,650 200 2 

tifttr TA. 2460 36,660 

10 16 
I 2 

7 
I 

13 16 IJ I: 
2 IO 9 5 " 4 

18 
5 

19 
3 

50 
9 

,11 
,11 

Human Bard 
Human Ranger 

The Mouth ofSauron 25,150 IOS 2 2 4 I 2 4- 3 ~ - -; 5 21 all Human Bard 
Adunaphel the Quiet 26,3 TO BO I I 3 I I 8 6 ~ ..; 7' 5 7 all Human Bard 
Ovatha the Horsemal1 26,960 153 3 r 0 I 3 9 10 - _ 5 I 3 I Nazgul Wanior 
I-~~~---'--~~~~~~~ ~~~~- -- .. ---~~~~---"~~---l 

Ceiedhring 22,450 92 I 3 4 I 2 4- 0 ..:. f 7 8 $$ all Elf Bard 
The Grimburgoth 19,960 lID I 1 I 0 2 7 6 5 - 6 2 4 II Human Warrior 
Duran 30,450 160 3 1 I I 1 10 "! .: 3 5 4 5 ail Maia Bard 

OlogUl 20,000 145 3 0 0 -1 :. 10 6 ~, 1 3 a 2 0 Troll \\o'amor 
Thuiric 17,050 93 2 0 I - I .: 5 6 - 6 4 I 3 10 Human Rang("'l'" 

Sakal 
Froedhir 

Gotovod 

C-------cC--C----c------------ --- --. 
14,400 87 I 2 0 1 .: 5 J .5 6 5 -1 4 a Huma:-.:X.=:: 
9,000 60 0 0 2 -! - ] 0 .2 0 2 5 8 all Hu:T' ...... -:3.rc 
15,150 70 0 0 -. - J 3 r I 3 7 10 all HU.-rL.:'l..r::: 

Enm San 5.1rab 

Caran-Carach 
5" Table 11.8 below F" ,:,,:; 

18,900 180 2 • 6 0 4 3 4 -] 2 o 
- .. ---

Into the Darkness: Buhr Widu 
---- ... ~------------------j 

Bronwyn 9,(X)() 92 2 - -';' 7 7- 5 2 

Aldoric 7,200 81 2: ·1 3 7 tic 4 2 
3 
3 

-4 3 
-4 3 

o 
o 

---- ----c~~- .. -.~--------__j 
Into the Darkness: Rad Angilaladh ' ,:{L ' 
Fclllkasts/2 See Tablr II 8 bei.,." t~~ _,!~, 

Skeleton Lord See Tablr II 8 bei.r .. tC" _ ~, 
c:----:----:----.~ 

Into the Darkness: Buhr Dera 
H!rbrand -7,200 

Sui wine 5,OCXJ 
Thfamond 4,500 
Ranger/4 2,250 
Warriors/8 1,400 
Young W.lrriot!</4 825 
Females/I8 250 

69 
52 
62 
50 
64 
50 
25 

Into the Darkness: The Raiding Band 
Muggrach 3,300 80 
Ujaki/5 2,850 70 
Elite Warriors/50 1,470 60 

] 

o 
] 

] 

2 
2 
o 

2 
2 
2 

o 
o 
o 
o 
] 

] 

o 

o 
o 
o 

] 

2 
] 

] 

o 
o 
o 

-] 

-I 
-I 

-I 
o 0 
-] ] 

-] ] 

-] 2 
-] 2 

o 0 

-z- J 
4 5 
3 3 
5 4 
4 3 
o 0 

4 
4 

4 

] 

o 
] 

-] I :- ;5;' ,/~h 2 
-] 

-] 

4 
3 
2 
] 

2 
] 

] 

2 
] 

] 

3 
3 
2 

2 
] 

] 

] 

-2 3 
6 
-2 
-2 
-3 
-3 
-2 

-3 
-4 
-3 

7 

1 
2 
I 

2 
!O 

] 

o 
o 
o 

o 
o 
o 

Hurr ..... -Fi.~ 

I----h= ..... - e..r:t. 
1---iurT",",-- I'.~ 

~-t\.~ 

~-'.,,"'.:m~ 

I--h=--"---- ',,,"'..rn~ 

~..L-

OrcWamor 
Ore \V;unm 
Ore \\T ;unO! : ... ~ •. ~l; 7 

... ----~-+_++_+~.------------_l ,0-- ',,',',_ 

Into the Darkness: 
Olog-h;li/ 6 
Grimburi/2 

Into the Darkness: 
Glo.<;nar 
Amala 

Nane 
Lorthand 

The Ambush Party , ' -, -; ~;, 

8,300 T TO 3 0 0 -I 3 i>K!f~;i 2 

usa 45 I 0 I 0 _._ I >fi~~~~i; 3 
.---

Usanya 
:1.:-00 
.'-9CO 
~ .;..,'0) 

~ ..:..:0' 

8301 I 12S75 
61 0 0 2 -I I ,::-~ _-1 2 
105 2 -I 0 -2 2 ,"t::; 3 

__ 52 __ 1 __ 1. __ 0 __ 1 _2 __ 4: ,5,' 4 1----... ----
Into the Darknn:s:: T /)t R =e ~:' , ~: ; -'\-
Drarrul : ,,:.-.- -5 2 0 -I -I I' 2 

Ujaki/3 >,,- ~.'; ... ' "2' 00 -_]1 -_I] ]] ~:: :l-n: ih 2] 
Elite Warrion ::.:- .<. - , ;:, f';~; 
Wargs/5 -- --"" . -' ~Iowfor>fah L,0 :;,:,;_m 
Grimburi/2 : .:: ..:.. I () I 0 I ," fl;;; 3 

] 

2 

4 
o 
2 
5 

2 
2 
I 

2 

2 
2 

3 
3 
2 
4 

2 

-] 

] 

I 

3 
-5 
-3 

-3 
-3 
-3 

I 
3 

4 
7 
3 
3 

3 

o 
4 

9 
12 
I 
o 

o 
o 
o 

3 

Troll Warnor 
Human Ranger 

Elf Ranger 

Human Bard 

DwarfWaITlor 
Human Scout 

Ore Warrior 
Ore Warrior 
Ore Warrior 

Human Ranger 

., 
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# # 

N=, EP End SDo In' Mov Def' G,n Sub Ptt, No'" 

Into the Darkness: Lugdiim 
Torak 7.= 71 - I 2 - I 2 0 2 5 8 ,1J Half~troll Bard 

Ujaki/7 2,850 70 2 0 - I - I 2 I I -4 I 0 Orc Warrior 
Adult Warriors/70 1,100 50 2 0 - I - I 0 I -3 0 Orc Warrior 

Into the Darkness: Oth«s 

Mh8r!en 10,209 93 0 0 2 -I 4 2 3 5 8 ,1J Human Bard 
Kull 6,400 110 3 0 0 -I 3 4 2 I -4 2 0 Troll Warrior 

11.7 LOR MIUTARY TABLE 
Md:MJ. # # 

N=, EP End SDo Ag In' Mov Def ,.PlJIP:B: Gen Sub Perc M'g Lang Spells Notes 

T.A.I050-1150/1,685 ';u; i Urdanuk 12,100 110 2 I 0 -I 3 
" 

5 3 3 -4 3 0 Human Warrior 
. _.-

"i:~' OrcsjI,41 I 
Kritar/I 6,540 75 2 I 0 -I 3 3 2 3 -4 3 0 Human Warnot 
Drarrulu/IO 3,300 75 2 0 -I - I I {;,: 2 2 I -3 , 0 Orc Warrior 
Uj5kl/lOO 2,850 70 2 0 -, - I I 4,;:4', 2 2 I -3 I 0 Orc Warrior 
Adult W.lrriors/300 760 45 2 0 -I - I I ,_,.4,. ,':~ 0 I I -3 , 0 Ore Warrior 
Y Dung W amors/ 500 510 40 2 0 -I , -I I 3 ." 0 I I -3 I 0 Ore Warrior 
WoJ&idcrs/ZOO 750 43 2 0 - I - I I 3 3' 0 I I -3 I 0 Ore Warrior 
War Wolws/300 See Table 11,8 below for ,1M. 

.'. Menj223 '.','., 
Kritar/I 6~4{) 75 2 I 0 - I 3 -. 6 3 2 3 -4 3 0 Human Warrior 
Drartfdu/2 3.= 70 2 0 0 -I 2 :$ • 2 2 I -3 I 0 Human Warrior 
Uj5.Ki!ZO 2,340 65 2 0 0 -I 2 4' d. 2 2 I -3 I 0 Human Warrior 

Adult Warriors/TOO 700 4{) 2 0 0 -I 2 3 ',oj 0 I I -3 I 0 Human Warrior 
Young Warriors/loo 450 35 2 0 0 -I 2 S Z 0 I I -3 I 0 Human Wartior 

--._- -
Trolls/51 
Kritnr/! 8,300 110 3 0 0 - I 3 -1: <$ 2 I 2 -I I 0 Troll Warnor 
Wanlors/50 6,140 100 , 0 0 - I 3 T '~" I I , -I I 0 Troll Warnor 

--- '----- - '.' --
T.A. 1151-1350; 2064-2459/5,168 
Urd~nuks/2 VariOU5 individuals 

,'., 
-- - --~ .. 

Orcs/IAII 
Ambush/T T 1,350 130 4 -I 0 - I 3 '!H " 2 2 2 -I 2 0 Troll Warrior 
Kritar/2 7,100 80 3 0 - I - I S ~. 6 3 2 3 -4 3 0 Orc Warrior c"",c,, __ , 

Drartu[u/20 3,300 75 2 0 - I - I I $ 'F 2 2 I -3 I 0 Orc Warrior 
Uj5.ki/200 2,850 70 2 0 - I - I I + : :-f 2 2 I -3 I 0 Orc Warrior 
Adult Warriors/600 760 45 2 0 - I - I I '., 3;- - 0 I I -, I 0 Orc Warrior 
Young Warriors/I ,000 510 40 2 0 - I - I I 3 ::zi'-"- 0 I I -3 I 0 Orc Warrior 
Wolfridcrs/400 750 43 2 0 - I - I I 'i;:',~':'; 0 I I -3 I 0 Orc Warrior 
War Wolves/SOO Set Tabk [ Us bd"w for .la/5 -

•••••••••••• 
. 
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# # 
EP End Str Gen Suh Perc 

Uruk~hai/I,II2 

AfOkaush/I 11,350 130 4 
Krltar/I 8,300 110 3 
DrartCilu/IO 3,300 75 2 
Vjlli/lOO 2,850 70 2 
Elite Warriors/I,QOO 1,470 60 2 

Men/I,II2 
Afllk.wh/I 
Kritat:/I 
DrartUlu/1O 
Vjlli/lOO 
Elite Warriors/ZOO 
Adult Warriors/300 
Young Warriors/SOO 

12,100 
6,540 
3,200 
2,340 
1,270 

700 
450 

110 
75 
70 
65 
55 
40 
35 

2 
2 
2 
2 
2 
2 
2 

o 
o 
o 
o 
o 

o 
o 
o 
o 
o 
o 
o 

-1 

-1 

-1 

OJ 
-1 

-1 

3 
3 

2 
2 
2 
2 
2 

$ 7 
6 6 
5 • 
4 • 
• 3 
3 3 
3 2 

2 
2 
2 
2 

5 
3 
2 
2 
1 
o 
o 

Trolls/22! 
AfUkaush/I 
Kritar/2 
Warriors/ZOO 

II,350 130 4 -I 0 -I 3 2 
3 
o 

9,770 80 3 0 -I 3 
8,300 IIO 3 0 J -I 2 

T.A. 1351-2063/18,501; (2460-3018/24,665) 
Urdanuld/3 Variws Individual. 

Orcs/IO,390 (I4,U2) 
Affikaush/2 11,350 130 4 -I 0 
Kritar/8 7,100 80 3 o -I 
DrartUlu/80 3,300 75 2 o -I 
Ujaki/800 2,850 70 2 o -I 
Adult Warriors/3,00Q 760 45 2 o -I 
Young Warriors/4,OOQSIO 40 2 o -I 
WoIfriders/I,OOO 750 43 2 o -I 
WarWolves/I,500 5 .. Table [l.8 

Urnk-IW/ 4,446 (6,668) 
ARikaush/2 11,350 130 4 -I 0 
Kritar/4 8,300 110 3 0 0 
Drartillu/40 3,300 75 2 0 -I 
Ujaki/400 2,850 70 2 0 -I 
Elite Warriors/I,OOO 1,470 60 2 0 -I 
AduitWarriors/2,OOOI,OOO 50 2 0 -I 

,000700 45 2 0 -1 

Men/3,334 (3,334) 
ARikaush/1 12.100 110 2 0 
Kritar/3 6.540 75 2 I 0 
DrartCtlu/30 3..200 70 2 0 0 
Ujaki/300 -=_"".!·C' 65 2 0 0 
Elite Warriors/Loc( . ~-', 55 2 0 0 
Adult Warriors/IJ..."l(C -:( 40 2 0 0 

-1 
-1 
-I 
-I 
-I 
-I 
-I 

3 
3 
1 
1 
1 
1 

-I 3 
-I 3 
-1 1 
-1 1 
-I 
-I 4: 
-I 3 

2 
3 
2 
2 
o 
o 
o 

2 
2 
2 
2 
1 
o 
o 

-I 3 .g: 1 5 
-I 3 6 6 3 
-I 2 S 4- 2 
-I 2 4 2 
-I 2 
-I 2 0 

35 2 0 0 -I 2 o 

2 
1 

2 
2 

3 
2 
2 
2 

2 
2 
1 

2 

2 
2 
2 
1 
1 
1 

2 
1 

2 
2 
1 
1 
1 

3 
2 
2 
2 
1 
1 

2 -I 2 
2 -I I 

-3 1 
-3 1 

I -3 I 

3 
3 

1 

1 

-4 
-4 

-3 
-3 
-3 

-3 
-3 

3 

3 

1 
1 

1 

2 -I 2 
3 -4 3 
1 -3 

2 

3 

2 
2 
1 
1 
1 
1 
1 

3 
3 
1 
1 
1 
1 

-1 
-4 
-3 
-3 
-3 
-3 
-3 

-I 
-I 
-3 
-3 
-3 
-3 
-3 

-4 
-4 
-3 
-3 
-3 
-3 
-3 

2 
3 
1 
1 
1 

2 
1 
1 
1 
1 
1 
1 

3 
3 
1 
1 
1 

1 

o 
o 
o 
o 
o 

o 
o 
o 
o 
o 
o 
o 

o 
o 
o 

o 
o 
o 
o 
o 
o 
o 

o 
o 
o 
o 
o 
o 
o 

o 
o 
o 
o 
o 
o 
o 

TN[ \\'=:x

Tro[W=x 
Ore \\-z:::I~ 

Ore Wz='l".~ 
Orcw~ 

Hurr...a.."1 \\' z:m.~ 

H~ ...... -:: ',\'zn..'T 

H1.......~-.~·zmar 

Ht="..u:: lilo'ZlIIIQr 
J-h=.mW __ 

l-h=.ar.: "ijj'a--

T~i\' .... 
T~W_ 

T~W ... 

TroJ: -;.-_ 

Ort:Wm::.w 
0:-<: ~.\'.E:tIIIt 
Q-c\\·~ 

C>.-C ',\-;;e';IOf 

Ore -.\-.::'lQII' 

O!-c'.\-~ 

T roil \\'.Ii::!lJ;:T 

Troll W.mnoI: 
Ore \V.unoc 
Ore \V;unO'!: 

Ore Warnoor 
Ore WarnOf 

Orc WaITlor 

Human Warnot 
HumanWamot 
Human WarriOt 
Human Warrior 
Human Warrior 
Human Warrior 
Human Warrior 

1 
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"So'lle here will relllelllber that lIIa,ry years ago 1 IIryseif dared to pass the doors of the Necrolllancer in Dol CHldur, and 
secretly explored h,s ways, and found thus that our fears were true: he was none other than Sail ron, OHr Enfllry of old, at lmgth 
taklllg shape and power again. SOllie, too, will relllelllber also that Sarulllan dissuaded us frolll opw deeds against hil1l, and for 
long we watched hilll only. Yet at last, as his shadow grew, Sarulllan yielded, and the Council put forth its strmgth and drove the 
evil out of Mirkwood-and that was in the very year of the finding of this Ring: a strange chance, if chance it was.)) 

Dol Luidltr documents the history, design, layollt, garrison, 
and inhabitants of the Hill of Sorcery, the volcanic 
stronghold In Mirkwood. The cinder cone looms over a vale 
strangely quiet and barren amidst the forest. No birds fly 
aero» th" Nan Lanc, th" Naked VaUey, and thIstles and 
briars comp,oise Its vegetation, Within the mountain, 
intricate pits and chambers tunnel deep into the earth, 
and a miasma of evil coils amidst the shadows. ThIS 
all-new volume of the elladels of Middle-earth series 
presents over .~O pages of maps and floorplans 
detailing the Necromancer's awful lair. It includes 
complete stat' 1<)1 j',If.Rl~'" the 1.od of the Rings 
Ad\'t!fture Game,IM and Rolemtlster.T'.! 

D ol Guldur includes: 
o CROSS SECTION OF THE CITADEL

showing the Precipices, Levels, and 
Strata of Dol Guldur. and where they 
fall within the volcano Amon Lane. ' 

o KEY LOCATIONS--the Front Gate 
(called Madhum by the Orcs), the 
strategic Web enclosing the Seventh 
Level, the Bagalaukan that collects the fetid 
slurry of the stronghold's privies, the severely beautiful 
Necromancer's Halls, and the deadly Fifth Stratum where 
the Overlord of Dol Guldur reposes in searing, sulfur
laden steam. 

-The Fellowship of the Ring~ 

o FLOORPLANS----of Celedhring's domicile, the Slave
master's tesidence, the halls of the Mouth of Sauron, the 
Necromancer's Vantage. and many morC'. 

o LORDS AND OVERLORDS--Khamul the Nazglll, the 
Mouth ofSaumn, Dol Guldur's High 
commanders, and the Necromancer 
himself. 

o ORCISH DEVJCES-rail-carr tugs, 
stair lifts. and the Dhaumabrukul 
(the Wheel of Pain) arc but a few of 
the mechanisms employed by the Orcs 
of Dol Guldur. 

o ORCISH TRAPS--drain-chutes. 
fume-chambers, mud-pies, ste;tm-;cts, 
and numerous other traps threaten the 
survival of intruders. 

o HISTORY-tales like that of the fitst 
inhabitants of Amon Lanc, the Dwarves 
of Druin's Tribe, and their subrle 
eviccion bv rhe Dark Lord's minion, 
Celedhring. 

o INTO THE DARKNESS--a three-part 
mini-campaign involving a tricky rescue 

attempt to pluck an important prisoner from the 
Necromancer's grasp before her captors leave Dol 
Guldur's outposts and reach the IIlnermost dungeons of 
the citadel. 

Made in USA #2014 A Citadel for Produced and distributed by 
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1-55806-224-6 ICE2S00 And most other major Fantasy Role Playing Games. 

IRON CROWN ENTERPRISES 
holds [he exdusi\'e worldwidr lice~ 

for FANTASY ROLEPLAYING 
GAMES and ADULT BOARD 

GAMES based on J.RR. T o!kim's 
THE LORD OF THE RINGS' 

, and THE HOBBIT. 

IRON CROWN ENTERPRJSES holds ,he uclusiv('; worldwide license for FANTASY ROLE PLAYI!':G G.,,-'IIS.-I ... O Ul T BOARD GAM[S b2Sed on J-R.R.. Tolkitu's 
THE LORD 01: THE lUNGS™ and THE HOBBI~. 
C'pTl~ht 0 [l)~5 by T olbelt Enterprim. MIDDLE-EARTH and THE HOBBIT ,Ire rtglstered rndnnuJr ofT ~. a d l\' lsion of the Saul Zlentz Comp,tny. Berkel..:} 
CA. L'SA. All characters and placcs dCrI\'cd from the works of J.R.R. rolkit'n ;u"(' ~omlllon law (udroams ard -Ja Iittnw (rom Grafton Books (HJr~'er Co!1m~). publtshm!?; 
~U(ccuors to Unwin I lyman Ltd. and CXorge Ailen & Un ..... m. Ltd .. London. UK. 
-T1K FrlkwJ,p I1flb! RII~ . Cop}right c: 1955. 1965 by J.R.R. Tolkle- n. Copyright C rene ..... ed 1982 by ~ T MI(lud H.R. Tolkien, John ER. Tolkien. md Priscilb 
MAR. T olku.'n. 


