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Disturbed by the wind and 
shadows, Half turned 10 the SeoUl: 

a whisper. <Amw be kmd; we are surruundl!df" 

1.0 GUIDELINES 
Fanta~y role playing is akin 10 a living novel 'Where the players are 

the main charactef~. Everyone combines to 'Write a ~l()fy which i~ 

·never short of adventure. Players help to \:reale a new land and wcave 
strange new tale,. 

Thi~ ~erie<, i'i de~iglled as a 1001 for gamema~ters who wish to run 
~(,;enarios or campaigns SCI in .f.R.R. Tolkien's Middle-earth. The 
adventure modules arc nnnplete and ready-to-run ,lUdic> of very 
specific areas, and are intended to be used wIth a minimum of addi
tional work. Each has statistical information based on the /Uiddle
earth Role Playing (MERP) and Rolemaster (RM) fantasy systems. 
The modules are, however, adaptable for use wIth most major role 
playing games. Creath·e guidelines. not absolutes, ale emphasized. 

Proressor Tolkien's Legac}' 
Each module i~ ba.,ed on extensive research and attempts to meet 

the high standards associated with the Tolkien legacy. Rational 
linguistic, cultural, and geological data are employed. Interpretive 
material has been included with great care, and fib into defined pat
terns and schemes. ICE does not intend It to be the sole or proper 
view; instead, we hope to provide the reader the thrust of the creative 
legal"), and the tharatter or the given area. 

Remember that the ultimate source of information afe the works 
of Professor lR.R. Tolkien. Posthumous publications edited by his 
son Christopher shed additional light on the world of Middle-earth. 
These modules are derived from Tile Hobbit and The Lord of tile 
Rings, although lhey have been developed <;0 that no conflict eXIsts 
wah any of the other SOUKb. 

1.1 DEFINITIONS AND TERMS 
rhe following abbrevilltlOnS and terms are used throughout the 

~eries. 

Erech / (juidelinel 

1.11 ABBREVL\TIQNS 
Abbreviations are listed alphabetically ...... jthin ~l1b-catcgo1ie~ 

G~rnf !iystcm, 
.. Mlddle-earlh Role PluJing 

Cba1"llcicrSlab 
... g.. Ag,li.) (/(1\1 "nu MERP) 
Co Con'lI1ut'mo (R>,land 

MFRp) Qu 
I:mpathy (RII1) Re .. 

Ig ... Imelhgence (l1-fERp) Sf} 
It lIn) Inwi[lon (UM am! MERI') St.. 

De 
UW" 

DefemlYe Bo"u, 
PelCennte Dke (01-100 
re,ulb) 
~~n,a,y Role Playing 

Middle ... arth lorm, 
A 

Clf 

U" 

D" , 
Daenael (Old f}unaet) 
DllndCl{DunlenJmg) 
Edam 

Es E,,,'crhn~ 

'.A 

uvel (e.W<:"Cricc 'l< ,penlev~1) 

Marti"1 Am 
Ylod,flCror Mod,lie"lioJl 

mp m'lhlll plece(,) 
"Jl'C ....... 'Jon·pbyerCh,.mcler 

... Offen,,,. Bonus 
PI. PlayerCharaClcr 
Pl'. Power f'oml' 

Rad,u; 
Rnd or Rd. Round (lO,ec,,,,d p"nod) 
RR ........ Res.stance Roll 

Q , .. 

.. 1InplCCc{') 

.Khuldul (D"clfYlShl 
Tile hmi of the RIIIK' 

Quen,." 
Rohmic 

Rh Rho,anl(ln 
S... . Smdarm 

leng 

Sccnnd,\gc 

Th"J Age 
Teng"ar 

VdIlanl)V Vallag 

H"r Harada" (H"rddnm) W 
/lob . ... .. 1"l1t Hobbit Wose(D,ueda.n) 

KJ Kuduk (ancien' Hohhit"h) 

1.12 DEFINITIO~S 
A few crucial concepts are desuibed belo ....... The majority or unique 

telms and translations from The 1I0bbit and The Lord of the Rings 
are found in the text proper. 

Uelfalas: (S "eoa,{ orlil<: f'oWCrl")Prmcelyllefln,ollth-ccn{ralGondor. Ruled hI' 
{he Pnn("", of Ool Amrolb, It IDdudco the area be'I'"een {h<" Gilr~lIl ~"d R,nglo 

J)aon ("<)enl;' (Dn "Peopk of ~~dl") Ance,{o" of {he Dunlcndmgs "nJ (mdlfc<:lI») 

the Drue<!am ("'"0'",) of the Whne M<Julll;il", rlll' forgotten mee i, the m 



/:'rech I /)efinitiQnI 

[)un~d"in: (S "Edam oflhe We;I;' ,in~, Dunud,m) The,. High Men ale dc\~cndanl\ 
oftheEdaLtll'ho'Ntledlhel'es!e!ll island continent of Numenor around SA 
U The 

I here they tounded the "Realm; m i:xIIC;' th" kmgdom; of Amor ~nJ GOlld", 
The term DunedaLn refe" to [he Numenmeam and thelT de,cendam, m Mlddle

eanh, groups wh,ch possess con"d~rable phy"~<Il and m"ntal Mrmll'lh, Jongc",lI), 
and a loch Elven-mfluencedculture AdunlllclS their nallwlanguage 

[dons: (I{. "Jhc Courts:') Capital of Rohan, Edoras l~ bu,lt on an anCIent h]ll me 

Lcbennin:(S "Place of FIve v,aters:') A, well-settled regIon of Gondor Iymg "."of 
the Andum and southeast of the Willte Mountallls. The greal pOlE of FHa/gil 

Murthund: (S "Black-root:') River in central Gondor which forms the border bet"een 

TarJang" N""k. A WIde, 1o,", pa'<s through the long m(lIlnTaln ndgecalled Tarlang Thi, 
rugged ridge tS a southern spur of the Whirc Mountains and cuts throu ghccntral 
Lamedon The road through Tarl,,,,g\ Ned. cOnnect; Erech with Calembd 

rowdale(onthenorth)alldErcch(tothc,outI\J.Alpillcincharact~r. the WhIle 
MQuntaIns rise to heIghts of .... ell ()\'cr ll,OOOfeet. 

1,13 CO~VERTING STATISTICS FOR AN\, MAJOR FRP 
SYSTEM 

All the statistics and numerical information used in this module 
are expressed on a dosed or open-ended scale with a 1-100 base. They 
are designed for use with percenule dice (0100). Use the chan below 
to derive appropriate bonuses or to convert the 1-100 numbers to 
figures suitable for non-percentile systems. 

1·100 moo 020 3·18 2·12 
Stat Bonus Bonus Stat Stat 

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 
85-89 +5 +1 14 10 
75-84 +5 +1 13 
60-74 0 0 12 
40-59 10-11 

25-39 9 
15-24 -5 
10-14 -5 
5-9 -10 -2 
3-4 -15 -3 
2 -20 -4 

-25 -4 

1,14 CONVERTI]\;G HITS AND BOJ\USES 
~ When convertlng percentile values to a 1-20 system a simple 

rule is: rOT every + 5 on a Dloo ~I:ale you gel a + 1 on a 020. 
- The eoneus~ion hit numbers found in this module represent 

geneial pain and system shock. They cover bruises and small cuts 
rather than wounds. Critical strike damage is used to describe serious 
wounds and fatal blows. The hit figures shown here are less impor
tant than those used in game systems where death occurs as a result 
or e:>!.ceeding one's available hits. Should you use a game system that 
employs no specific critical strike results, such as TSR Incs Dungeons 
and Dragons"', simply double the number of hit~ your ehardCter~ take 
or halve the hit values found in this module. 

1.2 BASIC COLOR AREA MAP KEY 
(1) 1 inch - 20 miles 
(2) Mountains =~ 
(3) Hills = .c:¢>. 

(4) Mixed for~~ts = ~ 
(5) Pine forests =. 
(6) Hedgerows, brush, and thickets = .,/"" 

(7) Primary rivers = ,-

(8) Secondary rher~ = /" 

(9) Stream~ = / -"" 
(10) Intermittent watercourses = ___ 

(11) Glacier and iceflows =~ 
(12) Mountain snowfields and ~nowy regions have no coloring 
(13) Primary roads = / 
(14) Secondary roads = ~~~~-

(15) Trails/tracks = .", 

(16) Bridges =~ 
(17)Ford~ = ~ 
(l8)Ciries = ~ 
(19) Towns = r'h 
(20) Manor houses, inns, small villages = .... ~ 
(21) Citadels and huge ca~tle complexes = Mt 
(22) Small castb/holds/tOl,l-ers/keeps, etc. ~ 



(23) Monasteries = tI"'n 

(24) Observatories = " 
(25) Barrows, cairn fields, and burial caves = ~ 
(26) Caverns and cave entries = ~ 
(27) Buttes and plateaus = ~ 
(28) Lakes = £;3. 
(29) Dunes = ~ 
(30) Extremely rough terrain = f.::t.;;.. 

g~ ~~~:s = !~~. 
(33) Reefs = ____ 

g~~ =p; ~d marshlands = .~Z: 
(36) Jungles =(/fif{fi1!iI 
(37) Dry or periodic lakes = ~:{J 

(38) Steep ridge faces and downs = ~ 

(39) Marsh villages =. 
(40) Watchtowers = { .. 

2.0 INTRODUCTION 
"She is the Queen of life and light, so give to Her your praise: 
Praise to Her the corn that grows Praise to Her the wind that 
blows For they have more strength than death and dark And 
last through all our days." 

- Grannen Torbet, High Priestess 
of Yavanna: "Harvest Hymn" 
ca. S.A. 28jO 

"[ am the Lord oj nark and Death, so give to Me your praise: 
Praise to Me My icy throne 
Praise to Me My skull windblown 
Praise to Me My crown of bone 
for they will las! beyond 011 life 
Unto the end of days." 

- King Morthec Gruan the Doomed 
lampooning the Harvest Hymn 
jive days before his death 
in T.A. 3 

Below the towering heights of the Ered Nimrais, the White Moun
tains, lies the Morthond (Black-root) Vale, a rich land of roIling, fertile 
fields and rushing alpine streams. This was, long ago, the land of 
the Daen Coentis (Dn. "People of Skill"), the folk who later became 
known as the Dunlendings. Their tribes ranged these rich valley lands 
and farmed these fields, hunted the mountain forests, herded in the 
meadows, and mined the cliffs and gorges. The Daen Coentis were 
never very many, but they were skilled workers in stone and keen 
observers of the seasons and the night skies. They erected hundreds 
of massive stone observatories that served as both caJendars and as 
temples to the Valar, whom they worshipped as gods. 

Their peaceful existence came to an end in the middle of the Sec
ond Age, during the Dark Years of Sauron. The devout but primitive 
religion of the Daen Coentis made it relatively easy for the Dark Lord 
to subvert the worship of these people. With the passing of years 
the Evil One preyed upon their superstitions. 

The Bonding of the OUnedain and Baen Coentis 
At the same time, DUnedain settlers came across the sea from 

Numenor in ever-increasing numbers. The High Men of Westernesse 
were more efficient fanners and miners than the Daen Coentis., and 
their numbers grew rapidly. After the Downfall of NUmenor, when 
Elendil and his heirs founded Gondor (S.A. 3320), the Dunedain in 
the Morthond Valley already outnumbered the Daen Coentis. 

fuch / Introdur:twn 

However, relations between these two peoples remained peaceful. The 
King of the Daen Coentis., MerlO Glastanan, swore an oath of friend
ship with Elendil and his heirs, declaring that the Daen Coentis and 
their great fortress Daen Hoarn (later called Dunharg or Dunhar_ 
row) would ever be at the disposal of Gondor. Yet aJready there were 
mutterings of discontent among the Daen Coentis; some said that 
the Dunedain were taking the land of the earlier race, taking oaths 
of fealty, and giving nothing in return. 

In those days the Paths of the Dead (On. "Muir Forth Maronin" 
or "Great Road of the Dead") were nothing but the tombs of the 
deceased Kings. Princes, and Nobles of the Daen Coentis. For ages 
their stone masons had worked at embellishing and improving this 
immense natural path under the mountain later called the 
Dwimorberg, but which they themselves called the Haven of the Lost 
Lorn, 

According to old custom, the dead were laid to rest in a sealed 
stone chamber for three years, after which time the bare bones were 
dismembered. Then the skull was bound about with an elaborate 
filigreed crown and placed in its own speciaJ niche in the wall of one 
of the tombs. Other bones were sorted by type and placed with the 
others of their kind from that person's ancestors: all the leg bones 
together, all the vertebrae together, and so on. Only modest grave 
offerings were made: a symbolic sword, when the King's own en
chanted sword was given to his heir; a staff of plain wood, when 
the High Priestess' staff was given to her successor. The spirits of 
the dead must have approved of this treatment, for they never haunted 
their descendants but instead went on to their appointed resting place. 
So it was when King Merro swore his oath to Elendil. 

The Oatbbreaking 
Then the influence of Sauron began to be more strongly felt. 

Discontent grew. The Daen Coentis looked upon their new neighbors 
- some said their conquerors - with distrust and jealousy. The 
DUnedain lived longer. They were taller and stronger. They could grow 
more grain. They found more iron in the mountains, and brought 
in Dwarves - Dwarves! - to help them mine. The land through 
which the Daen Coentis could freely roam was increasingly bound 
with roads, fortresses, towns. The old religion, the star-watching and 
the worship of the Earth Mistress (Yavanna), Araw (Drome), and 
the otber Valar, brought no help. A great Power was arising in the 
East, and the Dunedain opposed it. They said it was evil. Was it? 
Or was it just contrary to the DUnedain? Offers were made by the 
Power to some of the Daen Coentis. The Dark One preached that 
Daen Coentis could throw off their yoke and become a great people 
once again. They could have all the land near the Ered Nimrais. north 
and south, not just the mountain valleys that they now held. So the 
Daen Coentis thought to regain their former sovereignty, and so they 
sowed the seeds of their own destruction. 



Erech I The Oarhbreakilljf 

The Last Alliance of Men and Elves formed in S.A. 3430, to over
throw the Oark Lord of Mordor. As they marched southward in 3434 
an envoy, Celcfarn of Imloth Melui, was sem to summon the Oaen 
Coentis to the aid of the Alliance. When he came unto King Mor
thee Gruan and reminded him of his oath, sworn upon his ascent 
to the throne, to aid the ruler<; of Gondor, King Morthec laughed 
and said: 

''Return, jool, to your foolish master, and tell him thallhough 
he risk his own life and those oj his own jolk in a hopeless 
battle, I see no need for me to do the same. For the Dunedain 
have never done anything for us that we need risk our very 
existence jar their sake." 

Celefarn of Imloth Mclui then replied, and his voice carried the 
strength of more than a mere Man, since he also spoke for every 
member of the Alliance, and the Power of Arda knew it: 

''Although you refuse to acknowledge your oath and answer 
the summuns oj the King now, yel still you will answer that 
summons; when the True King calls you agam, yuu shaff 
answer him, and you shall WOlf until he calls you. Although 
il be until the Time of Doom. you shaff awail that call, and 
you shall have no rest until that time. And though the 
Kingdoms oj the Alliance may live through this confllcl or 
may instead die, yet there shall be no change at all in the 
fate of the Doen Cuentis, for from {his day they shall ever 
wane, and no skill Of yours or theirs, Kmg oj the SkillfUl 
People, shalf a~'eft this jate." 

The Princess of the Oaen Cocntis cried for the envoy's death, but 
King Morthec was already disturbed by the import of the Oath
brcaking, and had no wish to further sully matters by shedding the 
blood of an envoy. He dismissed Celefarn, ~ending him away with 
an armed guard. 

The Curse of the Oath-breakers 
Morthec lived until T.A. 3, long enough to witness the Last 

Alliance's victory over the Dark Lord and to see the effects of 
Celefarn's curse take root. Princes who died were sccn walking the 
roads of the Morthond Valley and riding ghostly horses through the 
forests. The iron mines of the Daell Coentis became inexplicably un· 
productive, although they seemingly had enough are for ~car~ to 
come. Great craftsmen died, and their apprentices could not recall 
ma~tef'>' ~kills. More and more women became barren. The gentle 
worship of the old days died out almost entirely, being replaced by 
a worship of fearsome demonic beings thirsting for blood sacrifices. 

The noble folk of the Daen Coentis became obsessed with death, 
adding greatly to the hoards in the Paths of the Oead, giving the 
dead valuables and magical artifacts. It became a policy never to make 
an oath unles~ life itself or even more was at stake, since the alter· 
native, if the oath were broken, was to wandcr after death fore .... er. 
Morthec called himself "the Doomed;' and died cur~ing the Di:lrk 
Lord and the Dunedain with equal vigor. 

After his death, the dedine of the Oi:len Coentis continued. No 
one ever worshipped at the greater observatories anymore, and ~everal 
of the lesser ones became debased shrines to the new "gods~' Those 
of the Daen Coenti~ who disapprovcd ""ere hounded out of their 
tribes. Some fled northward; others went among the Dunedain and 
adopted their ways. By thc time that the last true king of the Daen 
Coentis, Cober the Fey, died in T.A. 679, there were perhaps 300 fu11-
blooded Oaen Coentis left in the Morthond Valley. None were of 
noble blood. 

The Rxpam.ion of Lamedon 
In TA. 569 Turambar, Ninth King of Gondor, granted to Gun

dor, younger son of a lesser Dunedain household, the Morthond 
Va[[ey of Lamedon Province to hold as Crown Fief. Gundor, styled 

Prince of Morthond, began the construction of what wa~ to become 
Morthondost ("Blackroot Fortress"j, seat of the Princes of Mor
thond. Hi~ son Thorondor and grandson Eradan also worked on the 
fortress, but it was not completed and named until T.A. 714. The 
title of Fortress·builder fell to Gildor, the fourth Prinee. 

Soon a town sprang up at the foot of the fortress. It was named 
Sarn Erech (S. "Stone of Erech"), for the ancient and mysterious 
sphcrical rock set atop neighbonng Erech Hill. Other towns, Cabed 
Angren (S. "Iron Gorge") and Ossarnen (S. "Seven Stones") near 
the mines in the hills, and Mornen (S. "Black Water") in the yalley, 
helped increa~e the pro~perity of the region. Over the farms, towns, 
and roads brooded the towering White Mountains and the mourn
ful standing stones that are all that is left: of those who called 
themselves the Skillful people. 

The Great Plague, in 1636·1637, was not as serious here as in mo~t 
other places. Perhaps 5-7Ufo of the population died. Among the vic· 
tims wcre Thorondor Ill, Prince of Morthond, Lady Glorien, his 
wife, and Lady Aranwen, his chosen heir. Arador, twin brother of 
Aranwen, is now Prince. Some empty buildings ~till remain in Sam 
Erech, but prosperity is returning to the land. Yet order proves elusive. 
Bandits and Ghost> roam in the mountains, old threat, who seem 
increasingly active. Perhaps these are after-effech of the Plague; 
perhaps not. 

StaNblNG StON~ 



3.0 THE LAND AROUND 
ERECH 

The lands of the Fief of Morthond are not extensIve, but they are 
varied. In the south, gentle hilh and fertile vales provide a wealth 
of rich farmland and plenty of pastoral pasture~. To the north rise 
the steep slopes and craggy peaks of the White Mountains. Gleam
ing snow-caps surmount this great massif year round. Beneath it~ 
grey granite flanks it is riddled ..... ith caverns and clefts, a wonderland 
of sprawling mazes and limeMone chambers. The snows of this 
massive range give birth to countless streams and rivulets, amply 
watering the land below in all but the driest of yean. Some of thc~c 
tumults flow over the rocks and slopes, cuning steep-sided val1ey~; 
others flow through the mountain caverns, emerging unexpectedly 
from cliffs or gorges. One such stream is the Morthond River, which 
emerges cold and swift from the southern gate to the Paths of the 
Dead. Some ~ay that it i'i this grim entrance into the \\oorld of light 
that gives the river its name, but others point to the dark stones that 
line its bed. 

3.1 THE WHITE MOUNTAIN CAVERNS 
The Paths of the Dead are the most spectacular of the many cm .. -ern 

systems beneath the Ered Nimrais. This grand, forbidding roadway 
beneath the mountains began as a crack in the stone that forms the 
backbone of the range. Water, that mildest yet most powerful of li
quids, flowed through the fissurc, cnlarging and ornamenting it with 
natural pillars and filigree~ of Iime~tone. The ancient Daen Coenti, 
and their ancestors added side passages and chamber~, but the largest 
part of the structure is entirely natural- the work, the Skilled folk 
used to say, of Gobha (Aute). 

Other reasons were found for exploring the caverns of the White 
Mountains. These cool depths quickly yielded bountiful deposit'i of 
tin and copper, the staples of the Daen Coentis. Iron was disco~ered 
so long ago that no one can recall when Men or Dwarves began delv
ings there. Today the largest and most productive mine'i are south 
of the Paths of the Dead, in the deft of Cabed Angrcn and near 
the town called Ossarnen (named for the seven standing stones of 
the ancient Daen Coentis complex nearby), above the valley of the 
River Ciril to the ea~t. Other mineral re~ources of the White Vloun
tains include salt, small amounts of zinc (u!>ed in making bras~), ,mall 
but good red garnets, blue aquamarines, green beryl (valued by the 
Elves especially), and the clear blue rock crystal that is locally call
ed glasmain (On. "blue-stone"). 

3.2 THE FOOTHILLS AND VALES OF MORTHOND 
Just south of these rich mountain mines lie the rolling hills and 

high pa~ture that dominate eastern and northeastern Morthond. Ex
cellent for sheep and goats, most of these foothill reaches nestle 
beneath the rocky heighb of the White Mountains or the highland 
spur called TarlanR (S. "High Iron"). Thick foresb cover rocky or 
remote areas and extend up into the lower reaches of the mountains, 
providing the shade, nuts, and roots that Wild Pigs thrive on. 
Spreading to the west and south, the hills flatten out into broad, fertile 
valleys as they near the rivers. Prosperous crops of wheat and barley 
carpet fields separated by stretches of wild or fallow bottomland, 
the lattcr pro"iding excellent pasture-grass for cattle. Towns, villages, 
and farmsteads dot these placid vab. 

Yet Morthond Vale is not a southern, Mannish version of the Shire, 
that peaceful and bucolic paradise where the legendary Halflings 
loiter and loaf and grow fat on six meals a day. Most of these rich 
fields have in their midst a standing ~tone or a cluster of standing 
stones, on which birds, even the rowdy and fearless jackdaw, will not 
alight. The descendants of the Daen Coentis are not the only folk 
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who put out offerings on the Feast of the Dead (the night of dark 
of thc moon just after the autumn equlllox), for many others have 
'ieen the Ghosts of the Oath-breakers and the shadows of those slain 
by these cursed spirit'i. People have been killed by the Dead: it does 
not occur often, but it happens far too frequently. 

Manhond's lush forests are home to all sorts of beasts, not all 
of them "natural:' Miners have broken through to huge underground 
chambers and disappeared; no one cared to go after them, and the 
new passagcs were sealed. Worse, smce the Plague, the rich blanket 
of tilled fields and healthy forests seem thinner, and whatever may 
lurk beneath the tree boughs and rocky heights feels ever closer and 
more chilling. Morthond, the land around Erech, remains a haunted 
place. 

3.3 THE CLIMATE 
The valley climate of the Morthond region is one of the most plea

sant in Middle-earth. Winters occasionally feature snow, but the 
temperature seldom reaches much below freezing. Sununers are warm 
yet not too hot; it is rare for the temperature to climb to 90 degrees. 
Rain falls throughout the year, although the summer season is wet
test. Thunderstorms, common in the evening after a hot day, cool 
the muddy fields and lend the homes the aroma of wet thatch. Often 
quite violent, these squalls typically bring lightning and sometimes 
produce hail. Over the years a few such summer hailstorms have 
wreaked considerable crop damage and caused llljuries. Still, these 
calamities are rare. The advent of two in the first year of the Great 
Plague was considered an odd, ominous misfortune.. 

The White Mountains present a less moderate case.. Higher eleva
tions, of course, feature constant gales and year-round cold, with 
most precipitation falling as ~now. At lower altitudes, the air 
temperature is still cool, but can be nearly as warm as that in the 
vale~ and foothills. Highland herders are quick to remove their doah 
in the midday, even while the snow still clings to the slopes beneath 
the summer ~un. 

3.4 THE FLORA 
As has been mentioned, these regions are for the most part lush 

with vegetation. Even the mountain heights above the treeline feature 
tough, small herbs, flower~, and shrubs. The high meadows and hang
ing \-alleys of the White Mountains are a lovely sight in the summer, 
filled wilh clusters and patche~ of Anemones, called by the Elves 
and ~annish scholars "Sulilot" (S. "Windflower") and Mountain 
Clover, Primrose, Valerian, Asters, Buttercups, Mountain Rose, 
Rowan, and White Mountain Thistle. In these meadows are found 
the valuable herbs Boneset, Fleabane. Dwarves' Eyebright, the 
mystical White Mountain Poppy and Wight Orchid, and the 
poisonoUS Madwort. Frostheal, the marvelous salvation of many a 
stranded and frozen herder, lives at the edge of the everlasting snow, 
'" here the onl} other growing thing is the hardy Rock Lichen. 
(Frostheal is also called by the ancient name Jojojopo, for the far
away, semi-mythical tribe of the same name.) 

The highest growing trees on the White Mountains are the evergreen 
conifers: Pines, Spruces, and Yews. Here the Spruces grow so tall 
and straight (about 125') that shipbuilders in need of mast-wood think 
nothing of the long journey up the Morthond from the baycoast. 
Farther down the slopes, the conifers become mixed with deciduous 
trees: the Oak, Maple, Sycamore, Alder, and the Wild Cherry and 
Wild Plum. In clearings sprout Woodruff (used for flavoring wine 
and ale), Sweet Sorrel, Wintergreen, Campion, Ivy, Athelas, and 
fragrant Lily of the Valley. 

As the woodlands give way to fields and meadows, low grasses 
mix with Wild Crocus in the spring. With the passing of the last frost 
in Gwirith (April), the grasslands delight in a carnival of color. Wild 
Mustard, Poppies, White Lupins, Wild Barley and Rye, Healer's 
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Chamomile, and Woad (used by the Daen Coentis to decorate 
themselves for battle) dot the verdant open country, while an occa
sional elump of Walnut trees offers shade and food after shedding 
the burdens of winter. 

The river banks in the valleys harbor an abundance of Willow trees. 
Among their roots nestle Reeds, aromatic Angelica, Pennyroyal, 
Water :vtint, Lady's Violet, and Golden Cress and Suranie. Tall stands 
of Cattails and scented Rushes rise from the ft:w calm poob formed 
by rare bends in the quick-flowmg snow-fed streams and river,. 

3.41 E~CHANTED HERBS 
The Morthond region contains a wealth of speCial herb, noted for 

their medicinal or mystical qualitic~. Ad~cnturcrs and travclcr~ often 
seek them out, for they can be of invaluable aid. Details of the 
habitats and uses of some of the more intere>;ting and useful varictic~ 
can be found below. 

Boneset 
This is a low-growing, bushy plant of the mountains, usually found 

growing among rocky scree. If the root, either fresh or dried, IS eaten, 
the rate of healing of fractures will triple. (The broken bones must 
be in the proper pmition, of course.) Multiple do~es will not increase 
the rate of healing. 

Dwarves' Eyebright 
Growing in mountain meadows, both above and below the treeline, 

this small plant with it>; white-and-violet, trumpet-shaped flowers is 
valued by all the Free Peoples. When brewed into a tea and imbibed, 
Dwarves' Eyebright improves vision in dim and dark conditions (+ 50 
sighting bonus; up to 50' infravision for Men). It will not help in 
total darkne~s, but miners and others who work in dim light find 
any improvement invaluable. Habitual users develop a distinct violet 
cast to the white of their eyes. 

Heabane 
This tall, hairy plant with arrowhead-shaped leaves is found in the 

mountains at relatively modest elevations, never above the treeline. 
When crushed, it has a pungent but not altogether unpleasant scent. 
It may be used in two ways: either by squeezing and applying the 
juice, or by drying and powdering the plant and applying the powder. 
In either case, it repel~ any bloodsucking insects and related pests, 
including fleas, lice, and ticks. The fresh juice is somewhat more ef
fective (950/0 versus 80% for the powdered form). 

Frostheal (Jojojopo) 
A diminuti~'e creeping plant with small, grayish fuzzy leaves, 

Frostheal is found at higher elevations than any other plant. It grows 
at the very edge of the eversnow, the snow that never melts. Legends 
speak of Frostheal as an ancient gift from a traveling tribal killg who 
was once stranded in the high snows of the Ered Nimrais before being 
saved by one of the Daen Coentis, although such tales are common
ly scoffed at by educated folk. 

Golden Cress 
This fernlike stream- or riverside-d",eller turns a bright reddish 

gold when it dries; hence the name. When made into an ointment 
by heating the fresh or dried herb in purified tallow for an hour, 
it closes and heals bleeding flesh wounds (from 1-5 hits) in 1 to 5 
rounds. The wound, once closed, will not reopen. 

Healer's Chamomile 
This meadow plant has lacy lea ... es and clusters of small, dais)

like flowers, each with a very large center and very few, small petals. 
W!len brewed in hot water and swallowed, it causes a deep sleep for 
2 to 12 hours. During this sleep, all healing is tripled in rate. The 
patient awakens ravenously hungry and often very irritable. More 
than two doses in 3 days will result in blurred vision, trembling, and 

vIOlent mood changes, a condition which will last for I to 4 days 
(resulting in -50 to all anions). This impaired status runs a 251170 
chance of becoming permanent each time another dose is ingested 
during the same three day period. 

Sweet Sorrel 
An attractive little woodland plant with rrefoilleaves and white, 

bell-like flowers, Sweet Sorrel is a specific cure for all distresses of 
the lungs, throat, and connective air pas~ages. It i~ used by heating 
the leaves in boiling water for a few moments and then inhaling the 
qeam. Sweet Sorrel acts as an antidote to most poisonous gase~ and 
will relieve Jung-sp~m~ brought on by other causes (for example, 
by the poison Kennesank). 

White Mountain Poppy 
This handsome mountain plant makcs a lovely show in high 

meadow~ in the spring. The juice of the unripe seedpods is dried 
and powdered to make an nnusual drug, which when burned and 
the fume~ inhaled, cau~cs a light trance. During the trance, the sub
ject is at -100 for all actIOns, but his detection spells and information
gathering ,pells arc doubled in range and effectiveness. This state 
will last from 5 to 50 rounds. It should be noted that attempts to 
ca~t a second spell while under tile intlucncc will be subject to the 
-100 penalty (i.e., spell~ should be cast during the 3 to 9 rounds that 
it takes for the drug to take effect.) A doubled dose will cause a deeper 
trance, like a light sleep, during which the subject is aware of all in
trusive events (loud noises, pain, sharp temperature changes, being 
moved, etc.) but cannot move and cannot be a\\oakened except by pro
longed shaking and ~houting (1-4 minute~). He is then still groggy 
(at -50) for 16-35 (15 .,.. 1D20) minutes. A triple dose causes a deep 
sleep for 6-12 hours. The subject cannot be awakened before the drug 
wears off. 

Sweet Sorrel will break any of these trances or sleeps in 4 to 10 
rounds. Unfortunately, thb drug i~ abo highly addictive; with each 
use, one must make a RR versus a 1st Ivl attack or become addicted 
(the RR modified by the Self-discipline stat). An addict is irrationally 
irritable and has blinding headaches (-60) whenever he doc~ not have 
the drug at least once a week. 

Wight Orchid 
This rare, useful, and yet potentially dangerous herb is found in 

mountain meado"". The Wight Orchid is an innocent-looking stalk 
of small white blossoms which is sought after for its weird and 
mystical properties. It was instrumental in certain Daen Coentis rituals 
and IS rumored to be used by the primitive Druedain (Woses) of 
neighboring regions. 

When the Wight Orchid root is eaten, the subject falls into a trance. 
His mind and soul can then "leave" his body (which appears to be 
1ll a coma) and journey where he wills it (range 10 miles/lvl). The 
"spirit" can pass non-magical physical barriers such as walls and 
doors and has its full range of senses, although it cannot affect or 
be affected by an~thing physically (e.g., it could ~ee and feel a fur 
rug but could not pick it up). While in this form, the spirit is subject 
to any spells that would detect a presence but not to those that detect 
invisible things. 

As the spirit travels away from the body, it must make a RR (add 
any Intuition bonus) versus a 1st level attack with the passage of each 
mile. With a RR failure of 01-25, the spirit can go no further. A failure 
of 26-50 results in the spirit returning immediately to its body, wl:Jile 
a failure of 51 + means that the spirit becomes "lost" and possibly 
di~sipated. (A body whose spirit is lost will die in 2 to 12 days,) 

The ~pirit may be found, contacted and recovered by various Men
tlliist spells, but restoration can occur only so long as the body still 
lives. If the body dies while the spirit is still separated, the spirit will 
pass away. 



3.42 POISONS 
Dangers lurk amidst the wealth of pleasant plantlife in the White 

Mountains and the upper Morthond valley. The uneducated or un
fortunate traveler may succwnb to any number of foul poisons, many 
cloaked in innocuous or fair-seeming trappings. Craeg-cerflun (On. 
"Rock-form") is the most vile of these pretenders. However some, 
like the Madwort and Wolfstooth, betray their nature. 

Cmeg-cerflun 
Craeg-cerflun is a laurel-like bush that grows in nooks and cracks 

on steep, rocky inclines. Its silvery bark and blue-green leaves shine 
year-round, while in spring and fall it bears beautiful golden flowers. 
Wonderful to behold, it conceals its evil ways. Its poisonous juices 
can be extracted by boiling its roots or leaves, although the flowers 
will spray the juice as a (5' rad.) mist whenever squeezed. Craeg
cerflun poison has accounted for many a climbing accident, since 
the plant peaks from cliffs all over the region. The effects vary: a 
RR failure of 01-25 cause the victim to fall into an unwaking sleep 
for 1-10 rds, while a failure of 26-50 casts the abused soul into a coma 
for 1-10 minutes. Should the RR failure be 51-100, 1-4 appendages 
Oegs and arms) turn to a bluish stone in 1-10 rds. Any RR failure 
of 100 + results in the victim turning entirely to stone, although most 
such statuary is shattered after a long fall. 

Mlldwort 
An ugly, spiky plant with yellowish flowers, Madwort is found low 

in the mountains, often on broken, stony ground. The juice of its 
leaves can be boiled down into a sticky, poisonous paste that causes 
its victims to go mad for 11-2O rounds: running about aimlessly, bab
bling, attacking friend and foe alike (at -30), attempting to literally 
climb the walls, etc. Should one fail their RR by 26-50 this cruel 
poison will also inflict 1-10 rounds of sensory disturbance, leaving 
the victim at -SO. If the victim proves especially susceptible to the 
poison (RR failure of 51 +), the resulting brain damage will produce 
much more severe effects: 10 to 20 points will be lost from the vic
tim's potential Reasoning stat. 

Wolfstooth 
A sinister-looking plant with limp greenish-white blossoms, thorns, 

and large, crinkled tooth-shaped leaves, Wolfstooth is found in 
deciduous woodlands. The root, when pounded into a pulp, produces 
a pasty poison. It causes the heart to beat irregularly, incapacitating 
the victim for 10 to 20 rounds. Even if only moderately affected by 
the poison (RR failure of 26-50), the heart is damaged, causing a 
drop of 15-20 points from the (temporary) Constitution. In some 
cases (RR failure of 51 +), death will result from heart failure. 

3.5 THE FAUNA 
As might be expected of such a lush area, animals are plentiful. 

Only the loftiest mountain peaks of the White Mountains remain 
uninhabited. Not far below, the slopes and meadows teem with Rock 
Ptarmigan, Blue Hares (actually a greyish-blue), Alpine Marmots 
(like a fat mouse with no tail), Roe Deer, Wild Sheep and Goats, 
Lynx, and Brown Bears. Countless cliffs and caves are home to Bats. 
Golden Eagles. Swallows, Swifts, and Ravens. Brush along the moun
tain streams provides a nesting place for small birds such as Water 
Pipits and Wagtails. The forests are rich with Rabbits. Red Squir
rels, Badgers, Stoats (like large Weasels), Pine Martens (even larger, 
and able to climb trees), Wildcats, and the ill-tempered Wild Boar. 
Goshawks, Sparrowhawks, and many kinds of Owls harry the branch
es for small prey, including Wood Pigeons, Stockdoves, Jays, Wood
peckers, Wrens, and other small birds. Forest slopes may conceal the 
pits of the huge King Spider, while Wolves roam everywhere. 

The fields are home to many kinds of birds, including the Peregrine 
Falcon, Merlin, Kestrel, and other birds of prey, and their victims: 
Black Grouse, Partridge, Pheasants, Quail, Thrtle Doves, Larks, and 
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so on. Here, four-footed beasts, such as Rabbits, Hares, Red Foxes, 
and Deer, dart between the hedgerows that criss-cross the green open
country. 

Throughout the well-watered wilds of the White Mountains and 
Morthond Fief run crisp mountain streams and fast-Hawing rivers. 
These are stocked with fish, from fat Minnows to Great Pike. The 
fish are natural food of the playful Otter, the Kingfisher bird, and 
the myriad types of Duck. 

Some creatures of the area are worthy of more than a casual glance. 

Blue Bear 
Named for their fur, which is of a strange, silvery blue-grey shade, 

these unnatural creatures possess the mark of some age-old evil, the 
touch of some foul conjurer. Still, they are apparently indigenous, 
for there have been reports of them in the White Mountains for 
thousands of years. Usually solitary, but occasionally hunting in fami
ly groups (oddly enough, the males will help care for the cubs until 
they are nearly mature - 3 years or more), they are alert and clever 
carnivores. Blue Bears seem to enjoy an inborn sense enabling them 
to perceive all sentient things within SO' (analogous to a continually 
operating limited ''presence" spell). They do not fear Men unless there 
is a large group involved, and they will sometimes attack without 
apparent provocation. These Bears stake out territories and may con
sider other large, predatory creatures, such as Men, to be intruders 
who must be killed or driven off. 

Cliff Buzzard 
This large, black-feathered bird builds its nest on mountain cliffs. 

There are generally several pairs nesting in any given area, unusual 
for generally solitary birds of prey. Cliff Buzzards own more in
telJigence than most avian hunters and cooperate when stalking vic
tims. Superb tacticians, they often drive large, lone animals over cliffs 
and eat the shattered body. Any wounded creature, no matter how 
large, may be subject to their massed auack. 

Cliff Hornet 
Huge nests of Cliff Hornets abound in crevices and caves 

throughout the White Mountains, especially in the high reaches of 
Tarlang. They are not normally hazardous unless one blunders directly 
into the nest, which consists of many cells for eggs and young, built 
of mud that has hardened to the point where it is like fIred pottery. 
The nest defense consists of scores of fiercely protective worker
hornets which, unlike bees, have a smooth stinger and do not die 
by tearing themselves apart when they try to leave a victim with a 
stinger embedded in his flesh. Victims suffer swelling and stiffness 
(-25 to all actions for 11-30 hours) from the stings, but there is a 35% 
chance (adjusted by Constitution stat bonus) that the unfortunate 
fool is allergic to the venom. Allergic reactions create an incapacitating 
fever and respiratory distress for 1-4 days, and 5 or more stings may 
cause death (RR vs each 1st Ivl attack) in 1 to 10 hours. 

GeeatEagle 
Although the Great Eagles are not considered one of the Free 

Peoples, these birds are as intelligent as any Man or Dwarf and em
body a wisdom equal to that of many Elves. Noble and freedom
loving, they despise all creatures of evil. Great Eagles are not to be 
trifled with, however, even by otherwise good-hearted folk, since they 
are reserved and have a great deal of pride. Privately, they com
municate in their own language (Eryr-aryth), but they have been heard 
to speak Westron and Sindarin. Some notable individuals speak 
dozens of Elvish or Mannish tongues. 

GIant Marten 
This fierce and irrational creature lives in thick evergreen forests. 

It looks like an enormous Weasel and moves very rapidly almost all 
the time - running through the woods, up trees and down through 
nooks and short tunnels. As with most beasts of its kind, the Giant 
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Marten needs a great deal of food to maintain this enersy level, and 
fearlessly attacks vhtually anything that appears at -a disadvantage 
(even creatures larger than itself). Thles relate cases of Giant Martens 
successfully felling Bears and Wild Boars. Fortunately, they are 
solitary animals, except during early spring, when they are courting 
and mating. 

Hunting Bat 
Hunting Bats are cave-dWelling creatures. Large for bats (a body 

length of up to 1 foot with a wingspan of a 3-6 feet), these noctur
nal predators eat small animals or birds instead of the insects that 
form the usual fare of their brethren. They are attracted by the smell 
of blood and pounce on a bleeding victim en masse, tearing flesh 
from the bone with small, razor-sharp teeth. Hardly cute, they are 
notorious carriers of disease. 

KIng Spider 
The giant King Spider is one of the strangest and d,?-dliest perils 

of the Morthond forests. These creatures, with bodies up to 2 feet 
in diameter and lelis up to 6 feet in length, are no doubt related to 
the Giant Spiders of Mirkwood. Rather than building webs, however, 
they build pit traps. These pits are usually on slopes in fortsts, be
tween trees, and measure 8 to 10 feet deep and about 2 or 3 fett wide. 
King Spiders dig directly down according -to the pull of gravity, rather 
than slanting perPendicular to the surface, so any falI is quick and 
unforgiving. A lid of spider silk interwoVen with dead ve~t1on ffOm 
the forest floor (very difficult to spot, -30) cOVers the trap. Even alert 
adventurers searching a likely looking slope, find it ~ard (-10) to 
discern these dangerous pitfalls. 

When a victim weighing 40 lbs or more steps on the lid, it will 
burst like tough parchment, causing the victim to drop into the pit. 
The King Spider walts in a side passage, and immediately .Ieaps upon 
its victim and bites it, injecting the reduction poison Kennesank. An 
RR failure of 01-50 results in paralysis, while one of 51 + proves fatal; 
the victim's inner organs dissolve into a delectable fluid. Should the 
victim die, the King Spider begins consuming It within a day. It may 
take a week to eat a victim the size of a grown man. 

If the victim is merely paralyzed, the King Spider will save it. 
Mature females may lay 6 to 12 eggs on top of the victim and leave 
the hole, sealing it more sturdily behind her. The eggs will hatch in 
2 days and the young spiders will spend 3 weeks living on the food 
left behind by their thoughtful mother. Kenbesank ven~~ n;tay be 
extracted (rom a recently dead Spider and preserved for bse by mix
ing It with 011. 

Rock Viper 
This small spake is quite inconspicuous as it sunbathes on the rocks. 

Diminutive, it is nonetheless quite poisonous. Rock Vipers will not 
attack unless threatened, but anyone climbing the cliffs of the Wbi~e 
Mountains below the treeline is well advised to watch where 1!e puts 
his hands. Their (9th Ivl) respiratory venom causes rapid swelling, 
massive. bruising, dis~loration around the IQCu$ of the wound. Then 
the victim's heart begins to palpitate, his breathing becomes difficult. 
his endocrine system fail~, and he dies of total system shock in 6 
to 10 minutes. No way has l'd: been fO\lnd to extract the poison f~r use. 

4.0 THE INHABITANTS 
Morthond Fief is a mystical. enchanted land. sacred to the old 

Donnish and Daen Coentis cultures. Its modest but changing popula
tion includes peaceful but rugged locals; occasional travelers along 
the Thrlang Road, various evil intruders. and a host of Undead. 

4.1 TH E LOCAL FOLK 
The local people of Morthond are a varying lot. Those in more 

settled locales are mostly of mixed Thinadan and Dunlending blood, 
althOUgh the aristocracy is primarily comprised of pure Dunedain. 
The rare concentrations of people y.ith unsullied Dunlending heritage 
are conf'med to the less accessible highlands. 

4.11 DAEN COENTIS (On. "PEOPLE OF SKILL") 
The Duniendings are the oldest folk of the regioD, their ancestors 

(the Datn) having arrived from somewhere to the south of Gondor 
in the First Age. These ancestral people were known by the Elves 
as the Southmen (S. "Harn«/ain"), and their descendants include 
several groups other than the Daen Coentis. All their descendants 
are collectively known to the DUnedain as "Dunlendings", a corrup
tion of their own Daen (Dn. "People") name. This label remains a 
part of the true name for each of these successor peoples. Accord
ingly. the common Donlendings of the White Mountains calI 
themselves Doell Llnt/s, the "Learned People:' Their predecessors 
in Morthond went by the name Daen Coentis. 

The Daen Coentis favored mountainous areas for their settlements. 
Clans of several extended families, U511a1ly totaling ~O-HIO people, 
maintained a territory for hunting and so on. Unlike some of the 
other tribes, the Daen Coentis practiced agricultural. They hunted 
and herded cattle, sheep, and goats. but they relied most on their 
plantings of wheat and barley. Excellent smiths, ·the Daen Coentis 
clans acquired a reputation in the early Second Age for their goldwork 
and their excellent hunting and war spears. Their weavers created 
woolen cloth in bright and often clashing colors, favoring stripes and 
plaids, while accomplished leatherworkers worked marvels with tough 
Ox and Wild Pig hides. Unfortunately, they lacked political 
sophistication. Oans often feuded, but by the middle of the Second 
Age, these disputes were subject to the arbitration of a High King 
eJected from the aristocracy. 

At the noon of their days, before Sauron's influence was much 
felt and before the founding of Gondor, the Daen Coends embraced 
a superstitious but wonderous religion based on Nature-spirits. The 
DUnedain scoffed a.t this primitive worship, but the Daen Coentis 
found it suitable to their circumstances, e,mphasil.lng as it did the 
pattern of the $1;:8S0nS and a respect for the ways of the land and 
sky. Yavanna, who was revered as the Earth-goddess and mistress 
of agriculture (Particularly of grain) stood at the top of their pan
theon. In ~hose days, the powerful Priestesses of her cult wielded 
power ana:logous to that of the greatest Clan-chiefs. and a man 
proudly recounted both the Chiefs and the Priestesses in his ancestry. 

As the Daen Coentis lost their ·prlzed territory, they regressed, 
becoming less agricultural and once more depending largely herding 
on h~nting. The large seasonal festivals be<:ame less significant, and 
tbey beg~ abandoning the huge standing stones and earthworks used 
to note the corning of the .festivais. 

Thus th~ import~ce of the old. Cults and Prie~esses faded. Under 
the in~asing influence of SaurolJ.. the gods of the Daen Coentis 
ceased. to resemble the Valar who inSpired them and took on the trap:. 
pings o( foul and callous Demons. Instead of offerings of song and 
ftrst fruits, the Gods demanded blood sacrifice, and the old ways 
were looked upon as silly. ineffectual, and unmanly. Now these folk, 
whose bloodlines are diluted and who hardly remember the skills 
of their an~~tors, may no longer be considered Daen 'Coentis, for 
only racially do they resemble that once-noble folk. Nowadays. even 
they call themselves Dunlendings. 
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4.12 DUNLENDINGS (On. "DARN LINTIS'~ 
Few Duniending clans remain in the region, and those arc largciy 

dispersed among the settlements of Gondar in the region. Most Dun
nish folk now have at least a smattering of Dunadan blood, although 
some of the old Daeu Cocntis-style stone-and-thatch houses may still 
be found in Jess-accessible farm country. Morthond's Dunlendings 
tend to live in Dunedain-stylc structures -- low, but still taller than 
the old houses. These residences also have windows, something which 
only clan chiefs had in the old days. 

Dunlendings still have a taste for milk products which far exceeds 
the norm for other Gondorian citizens. The old skills in goldwork 
are long forgotten, but Dunlendings are still considered good, basic 
smiths and their doth is respected as being unusualiy tough and thick 
(although somewhat gaudy according to Dunadan standards). A~ide 
from their shorter, stockier build and swarthy skin, !illie but a com
plement of odd superstitions sets the modern Dunlendings apart from 
their neighbors, These Dunmen rarely swear oaths, nor wilt they call 
Ghosts by that name, preferring circumlocutions such as "old 
cousins" or "night visitors;" neither will they travel at night without 
at least one amulet against eviL At the dark of the moon, they follow 
the age-old practice of setting out curds, salt, and bread for the 
deceased. 

Some pure-blooded groups reside in remote mountain vales, in
teracting with virtually no one. These are old-style clans, living not 
in the high fashion of the Daen Coentis of mid-Second Age, but ac
cording to the Dunlending customs of the early Third Age. They are 
superstitious, suspicious, xenophobic hunters. Some herd, though 
none like to betray their presence. Their signs are few. Occasionally, 
adventurers happen upon an abandoned cave village of the rude varie
ty with signs of recent habitation, but hardly anyone knows the 
whereabouts of active Dunlending settlements. A few suspect their 
presence, however, for it is not always the Ghosts of departed ancestors 
who take the food offerings from the wayside shrines of the more 
modern but equally superstitious lowland Dunmen. 

4.13 THE DlJNEDAIN 
The Dunedain (sing. Dunadan) are the predominant folk of Mor

thond, but they are relative newcomers. They did not settle here in 
great numbers until the early Third Age. Their ancestors were the 
Faithful, those Dunedain obedient to the Valar and Eru who sur
vived the Downfall of Numenor in SA. 3319. Many eame north to 
lamedon from Pelargir in the ~ast century of the Second Age and 
in the early years of the Third, driving the Dunlendings northward 
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through the White Mountains. Settling the fertile farmlands, they 
built a new society. Over the years many married the indigenous 
Dunlendings who chose to remain, while the blood lines of others 
were diluted because of intermarriage with settlers from the North 
(Northmen) or East (Fasterlings). 

Still, these folk are generally tall (men 6' 2"; women 5' 7"), fair
skinned, light-eyed, and dark-haired. Blond hair does occur, but is 
rare, and red-heads are almost unknown. Any fair-skinned redheads 
in the area are probably of Northmen extraction, while a darker, swar
thy auburn-haired individual is probably a Dunlending. 

The Dunedain of the Morthond region are full citizens of Gon
dor, and as sueh they are subject to the orders and laws of the Crown. 
(King Tarondor is currently moving the official royal residence from 
Osgiliath to Minas Anor.) More immediate anthority is held by the 
Prince of Morthond, a lesser Prince who is subject to the Lord of 
Lamedon in Calembel. Arador now serves as master of Morthond, 
for his father, Thorondor III, died in the Great Plague of 1636-37. 

The Prince is responsible for judging civil disputes and keeping 
order in the area and enforcing the laws of Gondor, He keeps a small 
troop of soldiers to keep the peace and protect against infrequent 
incursions of Dunlendings or those of the bvil Races. Since the 
disruption of the Plague, their chores have increased, but more am
bitious young warriors still prefer to enter the army of Gondor. The 
highest position in Morthond is the Prince's Master of Arms, which 
only involves command of, at most, 50 men (currently, there are only 
20 in the troop). 

Morthond's Prince is also in charge of guarding and overseeing 
trade. Although allowed to mint copper coinage, he primarily 
regulates the flow of coin produced in Dol Amroth or Minas Tirith, 
making sure of its quality and acting as the arbiter of exchange. 

The Prince, his family, and their retainers live in Morthondost (S. 
"Fortres~ of Black-root"), a modest citadel to which he has recently 
(T.A. 1550) added a fine, modern Great-house. Subject Dtinedain 
live in les~ opulent dwellings. Those of the towns live in anything 
ranging from the handsome townhouses of the land owners and 
healers to living quarters above or behind small shops. Dtinedain 
farmers live in large, sprawling farmhouses on estates, most of which 
incorporate a center courtyard. 

The Dtinedain are a practical yet cultured people who engage in 
a great deal of trade and create fine handiworks. Not par!icularly 
religious or superstitious, they practice little ritual worship aside from 
elaborate funerals and restrained personal prayer. Although they 
respect the Valar as good and powerful beings, they do not seek to 
appease or flatter them; instead they direct their petitions and medita~ 
tions directly to Eru, Thus, they need no clergy. 

4.2 FOREIGN FOLK 
Nortbmen 

A small number of these tall, fair-haired folk have immigrated to 
the region. mainly as trappers and traders. Most are renowned for 
their baking, brewing, and horse-breaking skills, although recent de
mand has led many to take jobs as smiths, farriers, inn.keepers, or 
bouncers in taverns (because of their size and their wrestling skill). 

Easterling!! 
These relatively small, swarthy folk are rare in the area, but a few 

pass through in the course of trade. Regarded a~ exotic and possibly 
dangerous, Easterlings remain the only source of silk and of certain 
precious herbs, essences, and oils. 

Ehes 
The Firstborn are hardly ever seen in Morthond, but there have 

been some rumors of small bands of Silvan Elves in the mountain 
forests. Certain wandering Animists and herbalists of Dunlending 
ancestry claim to have received help from Elves in finding care herbs 
in exchange for Elfstones (beryls), which are mined locally. 
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Dwanes 
As it becomes increasingly obvious that little precious metal. and 

certainly no mitbril. can be found in this region. the Dwarves travel 
less frequently in the central White Mountains. However, they still 
maintain their need for trade in high quality iron and gems. and some 
remain in Morthond's mining towns. Most of the Dwarves keep to 
themselves, but a few unusually gregarious ones frequent the larger 
towns, doing metalwork and maintaining trade connections for their 
brethren. 

4.3 DARK RACES 
Although Morthond Fief is a part of lamedon Province and lies 

in the western heartland of Gondor. it is in many ways a wild land. 
Evil Peoples lurk in its untamed reaches, forever threatening the solace 
of the simple farmers and townfolk. 

HOI-trolls (S. "1m!gemyn" 
These large. shambling creatures possess only a semblance of in

telligence. Morgoth's mocking perversion and imitation of the Ents. 
1fo1ls are as sturdy and graceless as the rock from which they came. 

Of all the varieties. Hill-trolls are hardly the largest, but they are 
relatively resistant to the effects of sunlight, which quickly turns other 
sorts of contmon 1iolls to stone. Nevertheless, they ~Iy come out 
by day, for even if they survive the sun they are impaired (i.e., they 
operate at -25). 

Hill-trolls live in small family groups in caves. They are fond of 
shiny trinkets, not because they think that these are valuable (the 
only things that they value are food, thil)gs for obtaining food, or 
mating), but for the same reason that magpies and jackdaws like shiny 
things; they dazzle the eye. Unparticl,llar about what they eat, Hill
trolls still prefer fresh meat (from any source) and, although given 
to cannibalism. only occasionally dine on their own species. 

Cave-trolls (s. "GrytMlg',) 
Cave-trolls are among the ugliest of their kind. These subterra

nean creatures are tall, spindly, elongated travesties of form, with 
dangling, skinny arms like pale. rubbery cables and hUge, splayed 
feet. Almost blind, Cave-trolls hunt very efficiently by scent and 
sound, moving in virtual silence. They never venture out of their caves 
except at night, for they have no resistance to sunlight, which im
mediately transforms (returns) them to stone. Enamored of toys and 
heavy objects, Cave-trolls play with large weapons. especially those 
meant by Men to be used two-handed. They are somewhat more 
solitary than HiD-trolls. and more cannibalistic, and tend to frequently 
feud amongst themselves. 

4.4 UNDEAD RACES 
The Undead are an unfortunate fact of life in the Morthond region, 

especially in the wilds in and near the mountains. around old Daen 
Coentis stoneworks. and of course. along the Paths of the Dead. No 
other province of Gondor suffers so great a plight from these ac
cursed creatures. But then again, no land was so holy to its ancient 
lords, and no other realm was burdened with SO great a cUrse as that 
of the Oath-breakers. 

Undead are the remnants of mortal beings whose spirits are trapped 
in Arda despite the passing of their bodies. All are Shadow-men. 
for although it is possible for Halflings or Dwarves to be Undead. 
it has never been reported. 'Itapped in Arda by their own or another 
binding Will (consciously or unconsciously), these pitiful, pitiless 
beings are always dying and yet never dead. They are bound until 
the desires of the Will are fulfilled. be it a need for revenge (as in 
the case of a murder victim, for instance), a cause of duty (e.g .• a 
sentry killed on duty before he could be relieved by his replacement. 
for instance), or a quest set upon them (e.g .• by a stronger, aJready 
Undead being). In this way, Ghosts can indeed produce more Ghosts. 
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By their very nature, Undead are very hostile to the living. Their 
state breeds a jealous hatred, for even the most unintelligent Undead 
long for life or death. gifts of living mortals. So, they enjoy exacting 
revenge. They cannot derive energy to exist in any normal fashion. 
so they take it directly from live beings. 

Tbere are many different sorts of Undead, with many different 
degrees of intelligence and strength: On the basis of how much of 
their material component remains, they can be divided into four basic 
categories: Ghouls, Skeletons, Wraiths. and Gbosts. 

Ghouls 
Ghouls are relatively unintelligent animated corpses, in either 

greater or lesser stages of disintegration. They may be mouldering, 
relatively intact bodies or bare, grinning skeletons. Because they re
tain much of their bodily substance. they can gain strength by eating 
their victims. Ghouls cannot, bowever, take energy from creatures 
not of their own original kind, nor can they strike these unless first 
assailed. They attack witb their nails. teeth. hands, or (rarely) with 
weapons. 

Ghouls of the most basic sort are recently Undead. Supremely 
stupid, they know little of subtlety or strategy, being mainly con
cerned with acquiring energy. There is a 25% chance of an infection 
taking root in any wound delivered by their filthy, rotting claws or 
teeth. 

Greater Ghouls have been Undead a longer time than their lesser 
cohorts, and are more deteriorated. Still, they are somewhat preserved. 
due to wind-drying or the tanning action of some vegetation. Their 
appearance is so ghastly that all living creatures facing them must 
make a RR against (3rd Ivl) Fear or be stunned one round. Worse, 
they inflict wounds that have a 50% chance of becoming infected 
and produce a 5% chance of death due to blood poisoning (i.e.. on 
an roll of 01-05, the victim must roll an RR). 

Skeletons 
Skeletons are somewhat less grotesque than Ghouls because they 

have no rotting flesh; in fact, their bodies are nothing more than 
bone. Still, they are overall more fearsome, and all within 10 feet must 
make a RR versus (7th Ivl) Fear or be stunned for a round. Skeletons 
also often utilize weapons, being slightly more intelligent than Ghouls. 
Should they remain within 10 feet of a person for 3 or more rounds, 
they drain his life energy (at a rate of 3 Co ptsJrd), until the victim 
dies. escapes, or destroys the Skeleton. 

Skeleton Lords are the remains of a being of some physical power 
and strength of Will (i.e.. a Lord). Although dangerously intelligent, 
they cannot cast spells. Their presence, however, is such that all within 
10 feet must make a RR against (10th Ivl) Fear or flee. After 4 rounds 
within 10 feet of a victim, a Skeleton Lord begins draining the vic
tim's energy at a rate of 4 Constitution points a round. 

Wm~s ~ 
Wraiths are the most powerful of Morthond's Undead. Intelligent 

and often"brilliant. they are purposeful and often magical creations. 
(Sauron's Ring-wraiths are an example.) 

These creatures straddle the line between life and death, and 
although they seem to have physical bodies. they are little more than 
elusive Shadow-forms, partially born of energy and rarely subject 
to the natural laws that govern the bodies of tbe living. Wraiths sur
vive by draining energy from their victims. although magicaUy created 
Wraitbs can derive their power from a focus. an alternate source of 
energy (e.g., the Nine NazgGI.rings). They cannot use entirely nor· 
mal things, but can employ enchanted items such as magic weapons 
which have a strong enough nonmaterial component. The simplest 
sort of Wraiths have the actual appealJlOce of a dark bodily shape 
with glinting lights for eyes, but they can briefly shift into other, sim
ple forms. Often fair-seeming (albeit awkwardly), they sometil1les 
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assume such guises to fool their victims. All but the dumbest folk, 
though, discover these ruses rather quickly. 

Wraiths often reside in or around sites of spiritual activity. Many, 
in fact. draw their power from the essential strength of such places. 
As such, they are tied to their adopted home until they acquire 
another means of power. There are many Dunlending Wraiths amidst 
the old Daen Coentls stoneworks. especially around places that in 
later years were used for blood sacrifices. Some of the older Undead 
witnessed these slayings as spectators, executioners, or unfOrtunate 
offerings. 

When within 10 feet and facing a victim. a Wraith can mesmerize 
Its prey. If successful (the victim must make a RR vs a Sth Ivl at
tack), the Undead attack can force the victim to comply with his 
Will. This is typically a desire to proceed to some dark corner where 
the Wraith drains the victim's power (at 2 Co pts/rd until the victim 
perishes). If the Wraith is interrupted before the poor fool dies, the 
victim will remember nothing except the initial feeling of vertigo as 
the spell took hold. 

Barrow-wights arc Wraith-lords who haunt the ancient passage
graves (barrows) of the Daen Coentis and DunJendings. They arc 
similar in actual appearence to the lesser Wraiths, although they are 
better at disguising themselves. They seldom bother, relying instead 
on their far more powerful mind manipulations (i.e., their attack is 
at lSth Ivl). Barrow-wights make use of spells and of such items as 
they could use when alive. Still, they have little in the way of per
sonality, instead remembeIing things as if through a mist. (For in
stance, a Wraith might remember that he was a magician named 
Angrist, but probably not remember where he was born or whom 
he 10000, unless they had killed him.) 

Gbosts 
Although generally less dangerous than Wraiths, Ghosts are in 

many ways the worst of the Undead, for they have no physical body 
of any sort and constantly search for energy to maintain their hungry 
incorporeal form. Actually, Lesser Ghosts cannot exist unless a liv
ing being is near enough for them to draw energy, for these beings 
have no reserves of any sort. They lie donnant and invisible to the 
eye or to any common detection spell. Once a Ghost manifests itself 
(that is, when it has enough energy to do so), one can detect it using 
any spell that discerns presence, good, evil (as applicable). etc. Strong 
spells that are capable of discovering particulars (e.g., race and pro
fession) may show these creatures for what they are. 

Ghosts are genera1ly quite intelligent and retain the same sentiments 
that they had as living beings. But many, especially those of the lesser 
sort, seem unaware that they are no longer living. Some good. power
ful' and wise Ghosts. however, may be persuaded to enter the next 
world voluntarily. Other Ghosts merely await the passage of an event 
or the fulfillment of an obligation; such is the travail of the Ghosts 
of the Dunlending Oath-breakers, soldiers readied for their tina1 sum· 
mons to serve the true King of the Reunited Kingdoms (Arnor and 
Gondor). 

Ghosts bound to a physiCll.l object rather than to a place or through 
a Will may be killed by destroying the given item (e.g., the Ghost 
of a murder victim who is "tied" to the knife that killed him). Yet 
any such attempt causes the Ghost to assail its attacker with a 
vengeance. In any case, Ghosts are complex and very hazardous to 
deal with, for.even if you negotiate with a relatively civilized Ghost, 
it will unconsciously drain your life energy. 

Lesser Ghosts are rather pinful beings who are almost always con
vinced that they are still alive. Common murder victims are typical
ly this sort. Unaware of the gravity of their own tragedy, they seek 
vengeance against the one who "hurt" them. Although they resem
ble their former. living appearance, they fail to realize their curse and 
often forget to maintain their guise. For instance, they obviously stay 
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dry in the pouring rain. and may travel about lightly dressed and 
unshivering despite the brutal cold, all without recognizing the con
tradictions, or any need to appear otherwize. (Still. snow might re
mind them to "put on" a facade incorporating some outerwear.) It 
is all too easy to sympathize with these often stupid creatures. and 
all too foolish to forget their dangerous nature. After all, they can 
drain the very life (at a rate of 1 pt of Conlrd) from those within 
10 feet. 

1YJlicai Ghosts are similar to their lesser cousins, but are somewhat 
more cognizant of their condition; they are also much better at main
taining an appropriate image. Hardly harmless. they drain 3 Con· 
stitution points from their victims every round. 

Greater Ghosts an: beings of immense power who are usually aware 
of their condition and who generally loath or despise living beings. 
Spiteful and ever-hungry, some of the most powerful and arrogant 
of these heinous creatures regard all living things as prey. Greater 
Ghosts a1so possess the ability to. given access to magical items or 
weaponry •. wield the magical component as if it were the real thing 
(e.g., a Ghost-king who was buried with his flaming sword can, miles 
from his tomb, summon the magical component of the sword and 
wield it as ifit were the actual weapon). This terrible power is fueled 
by the magic of the item and the Will of the Ghost. Many of the 
noble Daen Coentis cursed to wander for breaking their oaths are 
Ghosts of this sort. 

5.0 POLITICS 
Politically, Morthond (in T.A. 1640) appears to be a quiet and in

significant Fief, one safely tucked away from the currents of world 
events. Little seems to be happening In this region. All ofMorthond's 
towns stand insulated from grander Gondorian affairs, apparently 
content to avoid the trials of more bustling places. 

Recently, this parochial attitude has deepened. Young Prince 
Arador's disinterest in the life of his small realm has accentuated 
local disunity and spawned unsettling suspicions and apathy. 
Although the villages are supposed to bring their civil cases to the 
Prince of Morthond. the Prince shuns his duty, SO most of the prac
tical judicial burden rests in the bands of the various town councils 
and Build boards. These settlements also hold responsibility for 
patrolling against bandits, since the Prince's Men only police the area 
within 10 miles of Morthondost. 

Since the Plague, however, even the local authorities are bard
pressed to effectively organii:e large groups. Most governmental ac
tivities are suspended; trials are few and informal, and rogues infest 
the quiet lands near the trade roads. Evil folk inhabit the neighbor
ing wilds; herders and fanners have abandoned use of most of their 
faraway holdings. People worry and many lobby for aid in the Courts 
of Lamedon at Calembel. If the problems continue, the King will 
eventually take a hand, but MiDaS Anor is far away, and King 'Illron
dar struggles with problems of his own. Having only recently ascend· 
ed the throne of the South·kingdom, he is not yet suited to manag
ing a coUIltry ravaged by plague and troubled by raids on its eastern 
borders. 

Actually, the local folk are not surprised that Prince Arador is in
competant. A vain, arrogant young man, he was never his father's 
first choice as heir (House Morthondost does not have a tradition 
of primogeniture). That honor and burden lay with his twin sister, 
Arawen. but she died in the Great Plague shortly after the passing 
of thcir father and mother. 

Now Arador rules - but some say that the real power is wielded 
by his Master-at-arms, Ragnor, a skilled warrior of mixed and un· 
distinguished lines. Arador spends most of his time hunting in the 
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mountains or biding hours with his attractive but feather-brained 
wife. Malfinwe. The recent birth of his son TUrgon III has done 
nothing to make him any less irresponsible. 

Fortunately for Arador, no great enemies assail him or his fief. 
The long-dead Daen Coentis manifest themselves only in rumor, or 
as Ghosts who hannt the hills, caves, and springs dnring the black 
of night. Centuries have passed since the Dunlendings migrated north
ward, assimilated, or took to hiding in the mountains. No foreigners 
reside anywhere nearby, and the piracy of the Corsairs of Umbar 
has yet to reach up the River Morthond. All of the surrounding ter
ritories belong to Gondor which, despite being stung by the Plague 
that claimed its Royal House only four years ago, remains the 
mightiest power in western Middle-earth. Although the Morthond 
Fief is rich, neighboring Lord~ dare not usurp Arador's grant without 
petitioning the King. So, until King Tarondor tares notice of his 
wayward subject Lord, Arador seems safe. 

This state of affairs may not last, however. Many suspect that 
Arador ended up as heir only beeause his three living siblings were 
abroad in other provinces when the Plague struck. Too young to op
pose his initial claim, the eldest two are now of age. It is likely that 
the now-dead Thorondor had intended one of them as heir if 
Aranwen died, but no one has dared asked to see the will. The higher
ranking folk of the area -- large land-owners and craft-masters (such 
a~ healers and seers) -- are increasingly upset with the incidence of 
robbery in the countryside. Worse yet, Arador's drunken guards (near
ly bandits themselves) regularly tear up taverns and inns, and even 
enjoy a habit of manhandling respectable women. 

NOTE: Many a teetering sot finds himself deposited in a heap 
after a well-placed kick or jab, compliments of a local lass. 
After surviving the Plague and its associated hardships, few 
in Sam Erech lack a streak of fundamental grit. 

6.0 SITES OF INTEREST 
Morthond is blessed with plentiful fresh water, good grass, and 

dozens of enchanted holy sites. Surrounded by mountains on the 
north and east and by rivers to the west and south, it is a strategic 
bastion that guards both Tarlan~s Neck and the great passes of thc 
central White Mountains. No land is morc sacred in the myths and 
rhymes of the Daen Coentis and their Dunlending descendants, and 
few fiefs are as valuable to the well-being of western Gondor. Mor
thond comprises all of northwestern Larnedon Province. 

Sarn Erech 
The largest town in Morthond is Sam Erech. Named for the Erech 

Stone _. the holiest of Daen Coentis sites and high symbol of Dunlen· 
ding worship -- it contains some 250 mostly Mannish souls. Sarn 
Ereeh lies on the eastern bank' of the River Morthond, west of the 
HiII of Erech and on the western edge of the Vale of Ereeh. It is 
the center of commerce and culture for Morthond, and indeed all 
of western Lamedon. Here farmers, miners, herders, and traders come 
to sell their goods, heal their illnesses and wounds, and buy those 
things that they cannot make themselves. Located on a major river, 
and astride the Thrlang Road, Sarn Erech features five inns, four 
taverns, over twenty varied shops, three Healers, an Astrologer, a Seer, 
an Alchemist, and a Magician. 

Morthondost 
Looming over Sam Erech is the fortress of Morthondost, the oldest 

DUnedain construction in the area. Gundor, first Prince of Morthond, 
began the castle in T.A. 570, although it was not completed until 
T.A. 714. In that year, Gundor's great-granQson, GUdor Fortress
Builder finished the Outer Ward and a sophisticated entry complex. 
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The New House was added less than a century ago. Morthondost's 
impressive moated structure has 10 towers; one must pass through 
four gates before reaching the House Ward. This is the home of 
Arador, the current Prince of Morthond, who. if local gossip can 
be beLieved, is the worst Prince ever to live in the fortress. 

The Hill of Erech 
A great grassy hill rises from the empty rolling fields three miles 

southeast of Sarn Erech. This is the Hill of Erech, the most com
manding point in the vaLe of the same name. Revered by the Daen 
Coentis and Dunlendings, it is now a haunted height; thus its name, 
the "Frightful Place:' Atop the Hill is the half-buried Stone of Ereeh, 
a black glassine globe commonly believed to be one of the Holy 
Stones used by the Dacn Coentis. Locals believe that the Stone fell 
from the sky as a sign that this spot wa~ the center of the world, 
but the learned know better; for the Ereeh Stone is a laen orb borne 
from Numenor and erected by Isildur in SA. 3320. By this Stone, 
the Daen swore allegiance to Gondor, and it is here that the Army 
of the Dead shail gather when summoned to right their Oath
breaking. For now, however, Ghosts come to the Hill every night, 
guarding its spiral path and the secret of the Erech Stone. 

ruE HlLL OP ERECH 

Minas Anghtn 
Up in the foothills to the north of Sam Erech -- above the road 

that winds up the Morthond Valley to the Paths and near the little 
mining town of Cabed Angren -- is the complex called Minas Anghen 
(S. "Long-Eye Tower"). This ancient stone water-towcr once formed 
part of a chain of signal stations running east toward Gondor's 
capital. Minas Anghen was abandoned after the mysterious disap
pearance of its garrison in T.A. 1448. Later, it was the home of the 
eccentric old Seer Niniel and, for all one can tell, she may still live 
there. Of pure Dunadan blood, she passed many years without con
tact with the outside world. As old as she was, the Dunedain have 
been known to live longer. 
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Ossarnen 
The town of Ossarnen (S. "Seven Stones") sits near the eastern 

bQrdch of the Fief, on the mountain that is the source of the River 
CiTi!. 10 its south is the Daen Coentis religious -,~enter for which it 
wa5 named. Ossarnen's older Duniending name is Setmainin, which 
means the same thing, but the Dunnish term is now applied only 
to the place of worship. 

Setmainin is an eerie complex tucked in a mountain meadow, with 
a low, artificially constructed mound at its center. Faced with large 
blocks of stone and thousands of cobbles, this man-made hillock 
is an imposing work. The way into the mound is a doorway of stone, 
open, through which no one has passed for many years. Around the 
mound are the Seven Stones, standing monoliths six times the height 
of a man. Although scrub and small trees grow elsewhere throughout 
the meadow, only grass grows within the circle of stones. 

The Paths of the Dead 
few places incite as much fear or spawn a~ many legends as the 

Paths of the Dead. This ancient subterranean road joins the hallowed 
Vale of Erech to the high refuge and burial grounds of the Daen Coen
tis. No one knows what the interior looks like, but there are rumors 
of Ghosts, pillars of fire and ice, and Eving stones. 

Its southern entrance peeks from a deep cleft north of Cabed 
Angren, in the shadow of the spire called the Dwimorherg. The gate 
is difficult to find, even though all know that it serves as a spring 
for the River Monhond. Here the Black-root flows out of the White 
Mountains as a small, brisk, it) cold Slream. The South-gate seems 
not so much an entrance as a bleeding gash in the rock. 

The Path's northern gate is much easier to find, and more im
pressive, though no less gloomy and foreboding. Located in the high, 
fortified meadow of Dunharrow in Harro ..... dale, it open~ out from 
the north side of the Dwimorberg. As one travels eastward through 
Dunharrow, a double row of irregular nxk pillars leads through the 
wood called the Dimholt. The black pillars are so far apart and the 
trees of the wood have grown so thick that it seems the tall stones 
are irregularly placed and far fewer than their actual numbers. The 
wood-choked road. once a broad avenue to carry the funeral biers 
of Daen Kings, ends in a single huge stone pillar, moss grown and 
black between the green garb. The Dark Door looms several hun
dred yards beyond, bracketed by thick, rough stone columns. The 
Door is always open, but no one enters, and no one is ever seen to 
leave. 

Adventures I Guidelines 

7.0 ADVENTURE GUIDELINES 
This section provides some helpful Gamemaster notes which relate 

to running adventures in the Morthond area, particularly around 
Erech and the Paths of the Dead. The OM should read over these 
guidelines before studying and selecting one of the adventures in Sec
tions 8.0 through 9.0. 

7.1 SELECTING AN ADVENTURE 
Sections 8.0-9.0 are devoted to specific adventure sites and organ

ized according to locale. The principal floorplans and NPCs are 
described, as are a number of sample plot lines. All are accompanied 
by a story and suggested adventure, although a OM might opt for 
a different course of action. In order to provide flexibility, a list of 
adventure alternatives is provided at the end of each section. A dif
ficulty ractor has been assigned to cach plot. 

Ganging An Ad"entnre's Dangers 
The OM ~hould take a look at the strength and experience of the 

PCs involved in the game and choose an adventure which provides 
a challenge, but is not too difficult. As a simple note, the adventures 
generally get harder as the text progresses (i.e., Section 8.0's are, on 
the whole, easier than Section 9.0's). 

Starting Ad"entures 
Actually, Section 8.0 covers safer, more settled areas from which 

to start an adventure or campaign. In these areas, PCs can buy and 
sell goods and solicit aid and information. The players might wish 
to begin their travels from one of the points describcd in Section 8.0. 

7.2 CHOOSING A TIME PERIOD 
The provided adventures are arranged in chronological order. They 

permit a ready-to-usc sampling of sites, cultures, plots, and characters. 
Alter them if you desire. look at these adventures as stories which 
characterize the place and illustrate the region, no more. Always 
remember, there is no rule against changing the course of history. 

Those OM's desiring a simple adventure may not be concerned 
with the particular pcriod of thc temporal setting. They can, however, 
enjoy more flexibility and add more of their own designs by choos
ing a time outside of the scope of those mentioned here. 

If you are running a campaign set during a specific era, anyadven
tures around Morthond Fief will naturally take place at that time. 
This module is designed to accomodate this need and, though the 
individuals and plots may change with time, the physical layouts 
evoLve slowly. Simply note when a structure was built and occupied, 
making appropriate modifications for the subsequent alteration or 
ruination of the place. Should )OU run a campaign set in a time 
preceding the ereCtion of a given structure, account for any changes 
made to the natural lay of the site, and record any earlier structures 
set at that location. 

7.3 SUGGESTIONS ON RUNNING ADVENTURES 
Once you're acquainted with the general background material 

found in Sections 2.0 through 6.0, look over the statistical summaries 
oulined on the tables in Section 10.0. Section 10.1 (Master Beast Table) 
digests information on dangerous animals and Section 10.3 covers 
local military operations and capabilities. 

Then, get to know the nonplayer characters (NPC's). Read what 
Sections 8.0-9.0 and the Master NPC Thble (Section 10.2) have to 
say about the principal NPC's in an area, and try to think as that 
sort of person would. 

Look over the layouts of the complexes and note where traps, guard 
points, ~nd weak points are located. Even if a room does not have 
an occupant indicated, consider the possibility that someone may 
be there when player characters break in. 
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7.4 ENCOUNTERS 
The Morthond region is rich in fauna and inhabitants, and intrigue 

awaits anyone wandering through the area for any significant period. 
It is hard to tell when or where the PCs might encounter locals, ban
dits, beasts, or even invaders. 

We suggest the OM determine the possibility of an encounter 
regularly. 

Specific Random Encounters 
Section 10.4 contains a Master Encounter Thble which outlines 

rendezvous specific to certain areas or sites in the Morthond region. 
The Gamemaster can determine the pes' location, find the ap
propriate column, and roll for possible encounters once during each 
period specified in that column. The period is either the time given 
on the chart or the time it takes for the PCs to cover the specified 
distance, whichever is shorter. 

If an encounter roll is less than or equal to the given Clfo chance 
of encounter, a second roli is made to ascertain the nature of the 
rendezvous. Once this is determined, refer to either the Master Beast 
Thble (Section 10.1) or the Master Military Thble (Section 10.3). 

Other Random Encounters 
Unless otherwise specified (e.g., you need or wish to use the Master 

Encounter Thble), this procedure should be employed once every 4 
hours if the PCs are moving, and once every 12 hours if the group 
is resting. If you use MERP, use the encounter guidelines in Section 
5.24 (p. 50) alid on Thble ST·W (p. 51). Roiemmter encounter rules 
are provided in Campaign Law in Section 3.34. 

7.5 USING TRAPS, WEAPONS, AND SPELLS 
The layout sections include frequent references to trap~ and locks. 

To speed play, the following cross-references are provided for GMs 
using MERP or Roiemaster: 

In order to compute the success or failure of attempts to disarm 
or unlock these mechanisms, simply have the acting PC roll, add 
his appropriate bonuses, and subtract the difficulty factor assigned 
to the lock or trap. Then refer to the MERP table MT.2, p. 79 (or 
RM: Character Law, Sec. 15.32). 

Results of Fall/Crush attacks and animal attacks can be determined 
using MERP tables CST-2 and AT-5 or AT-6, all at p. 70 (or RM: 
Claw Law). 

Weapon attacks can be computed using MERPtable CST-I, p. 72 
and AT~I through AT-4 at p. 71 (or RM.- Anns Law). 

The nature of spells and spell attacks can be determined using 
MERP Sec. 7.1, p. 58-69 (or RM: Spell Law). 

8.0 ADVENTURES IN THE 
VALE OF ERECH 

The Vale of Erech runs east from the upper Morthond Valley, be
tween the Morthond and the stream caHed Nin F{rn (s. "Waters of 
the Dead"). The vale is the heartland of Morthond Fief; the majori
ty of the Prince's subjects make their home here. Within its bounds 
lie the town of Sam Erech, the fortress of Morthondost, and the 
great holy-hill which gave the vale its name. 

Adventurers typically begin their local journeys in the Vale of 
Erech. Sam Erech provides relatively safe lodgings and access to trade 
and information and the great fortress serves as a pacifying symbol 
of OoI!-dor's power, Civilized and linked to virtually all the area's 
roads aild waterways, the town serves as an ideal embarkation point 
for those who dare to urtlock the mysteries of Morthond. 

IS 

8.1 JOURNEYING INTO THE VALE 
Travelling the trade road from Linhir, westward through the pass 

called Thrlang's Neck, the traveller sees the rounded hill called Erech 
rise before him. Treeless and wild, it dominates the surrounding vale 
and commands nearby routes into the White Mountains. No castle 
crowns its flanks and no Men watch from its summit for the Hill 
is - as its name says - the "Frightful Place~' Topped with a black 
stone sphere greater in diameter than the height of a man but half 
sunk into the springy turf, Erech is an eerie holy landmark. The 
traveller will shy away from the Hill and its Stone, for as he ap
proaches it, bis skin will chill and his hair will stand on end. A few 
have actually touched the Erech Stone, but they claimed to have been 
burned and scarred by its enchanted surface. But enough of such 
rumors; it is late afternoon, and the traveller must hurry, for local 
gossip says that Prince Arador of Morthond no longer keeps up his 
patrols. Many travellers have been robbed along this very stretch of 
road. 

As he rounds the Hill of Erech, the traveller sees a farmstead to 
the south. Soon the waters of the River Morthond can be seen to 
the west in the valley below, and the fortress of Morthondo~t above 
it on its low, man-made hill. Although the citadel is not set in a par
ticularly defensible spot, it guards an ancient ford across the Mor
thond. In addition, old Gundor had no enemies to fear when he built 
it. (Some say he was simply attracted by the idea of being so near 
the notorious Stone.) Westward, the fortress blocks sight of the town 
of Sam Erech, but as the traveller circles Morthondost the riverside 
town springs into view. Here the road passes alongside Morthondost's 
old burial ground, a cemetery marked by the new white stone 
sepulchres for the old Prince, his wife, and eldest daughter. 

Sam Erech looks lively as evening approaches, with rivermen, 
traders, and townsfolk heading for the taverns and farmer~ gather
ing their carts for the trip home. Nestled on the gentle hillside be
tween Morthondost and the Rivcr Morthond, the somewhat rude 
town appears to straggle down from the fortress to the river's edge, 
where a mill with a water wheel is located. A guard at the toll gate 
across the road takes a copper from the solitary traveller, but had 
he had a wagon, the charge would have trebled_ 

8.2 THE TALE 
Gundor, First Prince of Morthond, was a dreamer and a scholar. 

He planned the fortress of Morthondost as both a home and a 
defense, according to his own whims. It is well known that the for
tress has not one, but two sally ports from which a besieged gar
rison eQuid escape or outflank their attackers. It is also rumored that 
the structure hail numerous secret passages and rooms, but few know 
the truth, and they-refuse to unveil the secrets. 

When the Great Plague struck the area, Morthondost was a bustl
ing. friendly place, brisk and efficient. Prince Thorondor IIlloved 
to entertain. Visiting nobles were assured of a good feed and plen
tiful entertainment, for Tlrronondor was always willing to indulge 
musicians, jugglers, tumblers, and players. He was also kind to the 
common folk. generously supporting the Travellers' and Founding 
Homes in town and providing 50 gp every year to the Harvest Festival. 

At that time MorthOndost had its own Bard, Seer, and Healer, the 
latter a cousin of the famous physician Thlfannan who now operates 
in Sarn Erech. Peace reigned, since Thorondor conscientiously 
ordered soldiers to patrol the area for bandits and ne'er-do-wens. 
Justice was the rule for those jailed in the citadel; the Prince's ron
siderable sense of fun demanded lenient punishments for those who 
had not seriously harmed others. 

The one thing that bothered ThOlondor was the thought of who 
would succeed him as Prince of Morthond. His eldest son, Arador, 
was as frivolous as his father, but the boy was also selfish, stupid, 
and arrogant. Thorondor preferred his daughter Aranwen, twin sister 
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of Arador, although she was a little too serious for his taste. She 
was studying to he a Seer and was a keen student of local lore, 
especially the history and legends of the Daen Coentis. Aranwen's 
old nurse, Sudha, was of relatively pure Daen Coentis blood and used 
to help teach her charge legends in the Duniending tongue. Aeghan, 
the fortress' Seer and Aranwen's more formal tutor, considered her 
quite promising. He taught her mathematics, helped hone her keen 
management skills, and developed an abiding hatred for her twin. 
So too did Aranwen, and the feeling proved mutual. Fiercely jealous 
of his father's favor, Arador considered Aranwen a spoiled priss. 

Thorandor produced three other children, but they were so much 
younger that they were no competition to the twins. Besides, shortly 
before the Plague struck, their parents sent them to the homes of 
other nobles for their education. Two other young nobles, a boy and 
a girl, came to Morthondost in exchange. 

Then came the Plague. Thorondor and his wife Glorien accepted 
local victims into the Great Hall of Morthondost, which temporari
ly became a hospital. Unfortunately, the princely couple caught the 
illness and died. Aranwcn followed in her parents' footsteps, help
ing to nurse the sick. It was no surprise to anyone that she also con
tracted the Plague. Her twin typically held himself aloof from all 
this, unable to understand why anyone would risk his life nursing 
sick peasants and merchants, and so escaped the plight of his sister. 
When Aranwen became ill, however, Arador suddenly became very 
concerned with her health. Some said that this shO'oved that all the 
previous dislike was only natural sibling rivalry. Others, such as 
Aeghen and Egalmoth the Healer, were not so sure. 

Then Egalmoth himself became ill. The hospital operation was 
thrown into disarray. Other Healers in town, already overworked with 
victim~, could not spare anyone for full-time duty at the hospital. 
Arador seemed to have turned over a new leaf, working with the 
nurses on some of the victims, albeit cautiously. His special concerns 
surrounded his sister and her aides: Egalmoth, Aeghen (who became 
ill soon thereafter), and the old nurse, Sudha. 

Then Egalmoth died. Talfannan, the town's chief Healer and 
Egalmoth's cousin, was mystified, for just a few hours before his 
kinsman was rallying. Circumstances continucd to get wor~e. Aeghen 
and Sudha were both gravely ill and, although they recovered, 
Aeghen's constitution inrreparably suffered. (Even now he is a bedrid
den invalid at the town-home of his brother Celefarn.) Sudha, on 
the other hand, seems to have advanced to an early senility, mutter
ing to herself about visions from afar (which, since she is not a Seer, 
is considered shockingly weird behavior). 

Aranwen never recovered. According to her brother, the news of 
her old nurse's collap~e killed her. She wa~ buried quietiy the next 
evening in the fortress burial ground, with only her brother, Ragnor 
(Morthondost's Master-at-Arms), and a couple of guards present. 

Arador, the new Prince, was devastated for a suitable time. Then 
he married the young noblewoman who had come to live with his 
family before the Plague. (Her brother died in TA. 1636.) A graceful 
girl, Malfinwe is a beautiful blonde who can play the lute, sing, do 
fancy embroidery, and ride like a Northman. Despite these con
siderable skills, she remains exceptionally empty-headed and proved 
an easy dupe for Arador's plot lings. Malfinwe was fond of Aranwen 
and Arador's apparent grief over his deceased twin's provoked the 
visiting Lady to fall in love with him. Now they have a son, 2-year
old Turgon and there is, of course, a new nurse; old Sudha is now 
incompetent and has retired to her sister Derra's tavern (thc Golden 
Tankard). 

Arador, as all in the region know, is careless and self-centered. His 
contributions to the Travellers' Home and the Foundling Home are 
minimal and princely gifts no longer enrich the Harvest Festival. Few 
travelling entertainers find work at the Morthondost and little merri
ment graces the fortress halls. Arador maintains that he is still too 
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disordered with grief to entertain properly, so few nobles come to 
visit. Even his in-laws from the House of the Blue Swan have only 
visited once since the wedding. However, the townsfolk doubt tllat 
grief is his problem. Certainly he looks cheerful enough when riding 
out to hunt, his major passion. Already, the fortress servants gossip 
about his lost interest in Malfmwe and claim he is pursuing barmaids. 

Rumors also speak of his disdain for governmental duties. His 
Master-at-Arms, Ragnor, seems to actually run the fortress. It is most 
peculiar, say the townsfolk, that though the Prince has presided over 
the festivals in the usual state robes, he was only wearing t!te Lesser 
Coronet, and he was not carrying Angian, the Sword of the Princes 
of Morthond. Few believe that a young man who has ignored the 
acts of generosity that his father held most dear is holding back from 
assuming these symbols of authority because of respeCt for the dead. 
Also, it is doubtful that a man as flamboyant as Arador i~ avoiding 
these trappings out of modesty. Some whisper that it is far more likely 
that the Prince has lost (or sold) them. After ail, how could someone 
lose a longsword with a Crystal pommel as big as a crabapple and 
Mithril runes on the blade? Who could mislay a crown of Gold and 
Mithril studded with Glasmain and Diamonds, or a Silver and Ivory 
scepue? What sort of man could negligently part with the gold Ring 
of Flame, a spectacular heirloom (and symbol of trade alliances with 
the Dwarves) set with red Rubies and orange Padmarashah? 

Then there is the constant insistence of Sudha, Aranwen's old nu~e, 
that she receives visions that her "little girl" is not dead, but is trapped 
underground. Many hold that Sudha's wits are obviously quite cloud
ed, that she is perhaps simply insane. But those who frequent the 
Golden Thnkard remark that she is still quick enough to make change 
accurately, detect a false copper from a real one, or catch a trooper 
who 'has surreptitiously filching the mcager lip~ from the tapman's 
bowl on the bar. 

Another question surrounds Thlfannan's deSCription of the case 
of Egalmoth's illness. Talfannan is the finest Healer within 100 miles 
and she rarely makes a mistaken diagnosis, even when tired or grief
stricken. To this day she still claims that her cousin was well on the 
road 10 recovery when he died. 

What does it all mean? Could Aranwen's passing, the death of 
Egalmoth, and the collapse of Aeghen (who would have detected any 
foul play) all have been arranged? Why, with his father dead four 
years, has Arador not assumed the symbols of the Prince of Mor
thond's authority? Many folk in Sam Erech embrace peculiar suspi
cions, but no one seem, to have either the time or the ability to prove, 
or di~prove, anything. Yet certainly there are those who would pay 
handsomely to see the mysteries solved and Arador hrought down 
- could the proper investigators be found to do the job. 

8.3 THE TOWN OF SARN ERECH 
Sarn Erech is not a walled town. By the time that the rirst mer

chants and shopkeepers had settled in the shadow of the fortress Mor
thondost (ca. T.A. 700), an occasional renegade bear or backwoods 
bandit were the only 1ikely threats to settlers in the area. At this time, 
the toll gate. installed mainly to pay for upkeep of the road, is the 
only barrier to be seen. A stone bridge brings a cross road, known 
locally as Castle Road, across the Morthond River. This road crosses 
the trade road (locally called the River Road) and runs more or less 
straight up the slope to the fortress gates. Thi~ is the oldest road of 
the town. Near the fortress is an open marketplace, the Market 
Square, a desirable location for shops. On the other side of Castle 
Road from Market square is the one enclave of wealth in the town 
itself, a section of private homes and professionals' homes and of
Fices arranged around a paved square planted with flowers around 
a central fountain. This area is called Garden Square, and a com
mon expression in town for anyone who is overly particular is "as 



picky as a Garden Square swank~' Most-ofthe town, however, is given 
over to small, slightly untidy shops. inns, and taverns along narrow 
lanes that are dusty when it's dry and muddy when it's not. Still, 
there is plenty of mercbandise for salt; for the surrounding land is 
rich and prosperous. Any traveller should find a stop in town worth 
his while. 

NOI'E: See the color town map/or the location ofbiiildings 
in Sam Brech. The quality of the inns.. taverns, businesses. 
and jJl'Q{essionals described below is ratIU/ as follows: ... Poor; 
*'" FI1;,,' ... Good; •••• Jlery Good. @ Cheap; @@ 
Moderate; @@@ Expensive; @@@@ Jlery Expensive). 

8.31 TAVERNS AND INNS 
I. erow. _lid Calide IIIL •• '@' Thb OK inn is fairly clean and rea$Oll8.b1y pri(:ed. the 
owntris pompous about its proximity to the fortress. ActuaUy, this Is a liability, for 
Arallor'i troopers come hen: 10 drink and cause trouble. 

2.)1Ye 1"0011 'hvIn: **";@@. This somewhat pricey place has the best wine and beer 
in town. Corl;thc bouncer, is rouah 00 rouahn«k5, even Arador'li. 

3.GoIden1llnkanlTl\ftIl.··,@@AlIQodplaceforllD.5sip. 

4.WklteRoselnn,··,@@. 

5.!imlnStanlnll.···,@@@.1lw:bcst.ruJcicanclllpilU!Cintown. 

6. Barley Sheaf Inn. .,@@. An owr-priced dive. 

1. ThlnlJ Toad Tawra •• ,@ An honest dive, with spectacular brawls almOlit a rcaular 
feature. The owners, two Dunlcndiq brothen, break up thc fi$hls themselves. 

I. Danda!I Dracon 1lMm. ··,@.Enterthisflcabagatyourownrisk,butitsureischcilp. 

8.3% SHOPS 
I. taunm's: Jewder ad Goldsmith ••• '@@' 

1. EnIdIm'5I DI)' Goods. "",@@@.CIoth,rope,lanterns,canvas,tents,lIrip-offprioe&. 

3. Bereaolld'r, HRbdsL ",@@.Hehlllinlitpekthefollowina;:6Bom:set,UFmstheal, 
l8 Healer', Chamomile, I Athelu (which be will be reluctant to 8ell), 20 Golden Cress, 
IS Sweet Sorrel, 2 FleabIUle, 18 DwaTVe!l' Eyebriaht, 32 Mimtoa. 21}>r Fira (in a lpeked 
chcst,-lOIOOpen),14Suran\e,19BurlheIM,88Thurl,IOArpsu51r,andthefDllowing 
i~porledherbs(foilowcdbypriceperaoiCandi:ffect):3Sirkna(80IP;PJClICI'Vation 
of Orpllicmaterlal up 10 lbe s1u of a body fot up to i week): 2 Klagul (30gp: allows 
siaht like an £If's for 6 houts); 2Kelventarl.{2Sgp; healsflrst and seeonlklegree burns 
and 1_10 h!ts rcsultlng from heat): 10 Febfendu (IOOgp: rcSlQreshearing): and I DegIIk 
(110gp: I day's lifekecping). He also has Ihe following poisons: S Kenneaank, 2 
wolfllOOih, 4 Whlle Mountain Poppy, and 3 Karfar (180 ill: kilb in 2-12 rouJIW, IvL 
1). Tltose are in tbe locked cheil and be wi1l not sell them to anyone be does not know 

""'. 
4. BIll .. nod AlaI: COIIfeellonr am Baker •• ",@@@. thls hUsband and wife team 
produce delectablepas!ries and sweeu. 
$. DlIIJIef'sfGroeet, "'@' Flour, oatmeal, dry fruit, oondimenUl, etc. 

6. Guador: J_1er and AIclI~ml&t. "',@.Oundorlsbetteratmakingmqlcill:msthan 
you might think to fmll in such a remote town. In stock he has a tunk:: (Men's 12. mediwn) 
that allOWl !he-.warer to cut "a proteetlon 'pell on hilmelf once a day, three rlnlllS of 
landinl (once per dayl,adoakpinthatcastsaihield spcll once a day,'ahcadband 
that camprojectedliahlouceaday(rrom a crystal Sel over the forchead). Hel:anmake 
smaUltemslikelhistoorder,aJso;If the CUltonlereaoprovide the spell-eutlng.The 
betti' liited COil 20 JP. Cunom items COSt 2S W. 

7. Undor-': P(llletlGlMsblower ••• ,@@. He's better al pottery than at ala". 

I. TIIebo and Isb: Welwer and Dyer, "'@@' 

9.Frumpr'a:Guld-llln>'l:fljBIitII. u ,@@. 
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10. Hurln'" .'@@' He in not very dependable, and chargellioo much. However. from 
lime to time he had good supplies of Items that BerqoDd rarely haL Fiame that his 
priccs for kx:aIly lrown herbs are SIfI lOOhi$h. In SlO(:k: 6 Bonesetl, 3 Frostheal. S 
Healen Chamomile. Z AlIIelas, 7 Golden Cress, S Fleabanr, 2 Dwarve:!l' Eyebright, 11 
Mlnmna, I ~I;ra, 4 Suranir, 3 Burstheiu, 94 Tburl, 1 Ar~r, 3 W"lfht O~hid, 
S'Kmlnesank,4Wolfstooth,2Kllmakur(IOOsp:PfOtedfromnaturalheatalldflame 
for 1·10b(lurs), 9 Arkll!lU (20gp: beals ZoI2 hits, double:s rau ofbeali.., for major 
woun.o.bi): 6 $iran (95 11': Rstoration of 1 otgall, with Jide effect of a loathsome skiD 
disease; pretence is reduced to 101fo of normal). 6 llImas (2'0 IPi repairs damage to 
oneorgan):9Gef1!.ul(120rnheaIIIOOhits);2Klyt.un(lvLSpoisoo:causesHOday 
toma;6Sgp);I Ji!l;u(SOgp:Ivl5 poISOD:causes 1-$0 hils). Hutindoes not worryaboul 
sellil)l!poison. 

lL Doron: ClfPI!QIe1"" CabiMtmalrer ••• '@@' Thoron il also a pretty good auitar 
andlutemaket. 

lZ .. Duros:CoIJbler.· .. ,@. 

13. WIll' ud Gulnlld: Brewen Ind Vlnlnmw. ""@' Beer and wine wholesale. 

14.ArdotTallor.·.0. 

15. BeJea=MlsonABlllldn-. ·,0. 
16. An"""na: Armorer. ·,@.HehasforsalethefoUowlnS:lwolonsswoMS, ISlip eaclt; 
one momiosstlU", 16sp> two baulealllCS, 141p eaclt; eillht ilqgen. 2 speach; one leather 
blustplatc,,,qe Mannish (male) size, 4 lip; onenonnalshield, 5 sp; one +5 nonmaglcal 
Iol\isword, 9gp; IWO +Snonmagical shields, J lPeadJ;two + 10 nonmqicaldauen, 
IOlPeach. He call allO repait items for 2O"1t oftheCOJlofaoewlten\. 

17. Glitur md (¥IIrwen: IIabn. ·',0 •. Bread, rolli, journetbread.. honeyca~. 

II. "&al'Oll: SDIIth and Farrillr. "'@' He ntrely lunes any horses, but t\uIt's about all 
youcau nysood for him. 

I'. Fmin: Armonr au ~1IIIIl1k. ."'@@@' He i$ a Dwarf, and knows his work 
well. For $ale are four broadswords at 12 ~P eacb; one comPOSIte bow 41 IS $pj 1m! dq
getS at 4 sp eacb: two hand aXCI at 6ap each; two 10000ilwonb 11.120 sp each; three throw
inl dagen, wiU mum if they do not $trlb anything, 60 IP the set; one + 10 nonmaglcal 
IollgS\VOrd at 90 gp: one + 5 nonmagicalloneswon;l with a turquolse pommel-knob and 
mllhrll filigree on the blade, lOOSP>lwofullheln'ls, 10 sp each; Ihree normal shields. 
six IIpeach: oneta!lelsbield,4sp; OIleset thaln mail fot medium sized Mannish malr, 
4rn two chain ihlru for mcdiuD and smaU Mannlsh males. I ill each. He will only 
iIo plate annor 10 orde£, ~tIud it won't fit properiyOlherwise. HewiUl"ep8lrweapOJ\$ 
at lS"l the cost or replacemellt and will mae weapons 10 order. He knows bow to work 
leather,includiniDraaon·skin. 

2O.HlthrU .. dRoAwm:Hanlwan,··,@@.1bo1s,nails,rope,locb,etc. 

11, Gulk and Cell: Dairy. .. ··,@@.Absolutelyfreshcow'Ii,8oat'l,orsheep'sn'lilk.fine 
cheeses, butter aa1tedor sweet, cunis,whey,eg&I. 

22. Malthon ud Krulll: IkIkherlSlallpte«r. "·,@@@.Deo:entbutoverpricedbeef, 
mutton,porir.,saII$!JeS. 

1:1. Gnm aod 1\t1A: Stables. •• '@@' Board or buy horses. saddlery. harness, fe<n 
:!4.Fbldu:Smlthlhtrier .... @@.Betterthanllturon. 

15. 'IbNc: liIaaeriLcatberaood&. ·,@.Pretiyshoddywork. 

26. IIIIOid: MJIIer ••• '@@' Flour, meal, cracks grain. 
11. Burlo: Carter aad Wlleelwrtgbt/Cooptl" ••• '@' 

8.33 PROFESSIONAL ESTABLISHMENTS 
1. Gillen and HiflO8t ArtrGloler Ind ScrIbr. ",@@; •• '@' Predictions made, letlers 
written. documents ropled (and, ran:ly, oianature. forged). 

1. Ba,a-or. Mlpcllln and chaler In M'I~ Goock. ""@@' SpeUs can, ruoes wrillen, 
runepaperforsalr,malicitemlibOUflht.ndlold.ln~tock:rinlofruebolts.600Sp 

or trade; Watld of Mqic Lock, 12 gp; necklace, 1~0fI chance ofresistilJS n~ek erits, 
200IP or tradc; 1"Od of water bolt (u iftbrown by I SIh-lvl caster); SOgp; bracelets 
Ih.t increase staticmanipu1ativemaneuvers by + 10; 400gp or trade. Ringoflm>lslbili_ 
tyl. once per day: 2-'sp. 

3.KerI:Heaklr.·,@.NotveryJoodbucaffordable. 

4. Cdell ..... : Sect •• '@@' Overcharges. 

5.Malbetll:LayHeain-.··,@. 

6. "DIIhn ..... and Anvlr. Healer aadBud. ···.@@,··,@@.Thebe$tHealerinlOlYD. 
Herbusband,however,lsonly.moderate1YSoodbard.Hc'so.hett.erLoremastertban 
hels.muslclan. 

7_ Crolpa: AldlemldlMq~ Good,,", @.Mq;iciu:msmade, boUJIht, a.nd lOki. In 
stock:. +ISmagiclollJSword,llOOlPortrade:rodofstunclotld,ncw,Mlytharse(\, 
3S SP> Wind of Jolts I. new, fuRyeharged, IS gp; blue leather Boou of Landinsfor 
ane:ttra larse Mannishmalr, 600 IP or lradc; lamp. nee(\s IlO oil tolitht, 2OOgpor 
trade; nami.., +lSlonesworo. lOOOgp or tnlde: ring, goI.d with 2<:aTBtdiamond,Jiows 
wltltlnIOOOfeetofevll,700gporlradc.. 

8.34 arHER NOIABLE STRUCfURES 
L JCMlcr, GoW ........ Ind Gem SIlUUI Guildllall. 

2. Mer£llntaGuUdbail. 

" 

l. Trnellen' IIoae. .'@' Clean hul bard beds, dull hUi safe food, quiet. Founded by 
a grant from Findullas of the Ooldeo Hand, PrincessofMorIhond(I226-128O) and con· 
tinuedbythePrincestothi,~ 

4. Fonndhl Home. Home to 10 orphans, ase5 I to 14, Ind their two 1;3Rtaen. Founded 
by a ,rani In the will of Carthoron, Prince of Morthond (1081-1176) and ltill maint
ained by Ihe PrillCCll tothis day. At ase 14, the orphans are hired out to emplO)lerS who 
wf.ot lhem. Tbey mll)' be apprmtlced earlier, at the age of 12, If the potential mUter 
has an unblemisbed reputation. 

5. Armorm and SmIths GoUd IhIl 

6. SJlen SUpper BrodHI. •• ,@@. nazeo ilIlhe madam's name. The !Joum:er. Hasso,i$ 
mean as a snakelnd twice as like/y to Itriir.e. 

7.1bIn GrllHty. 

835 PRIVATE HOMES 
1. GoIlIDI. He is I food and pD merchant. He suPP!ies food. for many of the Inna 
IIIIIi taverns, as weD as to the other private homes and lOme of the food for MorthondosL 

2. Bmlh\r; He handles sale of all the wool from local farmeJli and shepherds. as well 
asthesaleofimporteddolhand~lothil\i. 

J. BrelG. He handltli iron. I\ee~ mlllinJ In seneral (equipment and labor). 

4. forloa .. He is the hiS local landowner. He 0W11S the Oolden litnkard 'I1werIl, the 
Five Fools Tavern, the S~ Stars Inn, two outlying flU"ms, and three empty huildilllll 
In town. 

1.36 BUILDINGS FOR SALE 
ThaveUers hoping to purchase a p'!ace in Sam Brech may wish to 

look into buying one of the three buildings offered for sale by 
Porlong. 

NOI'E: If the adventurers.seem to at any point have more 
money than they know what to do with. they may wish to 
buy a private base oj operations in town. Such a refuge may 
be sqfer and more convenient than rented lodgings. particular
ly if traps or other dtifenses are added. 

The Town House 
This lovely, fully-furnished residence features a walled garden in 

back and a secure vault for valuables on the lower level. It is available 
for a mere 300 gp (or maybe 200 liP, if one insists!) 
I.EII1t)'ball. FIas$lonedfloor. mlill tabies in corners. 

1. GMt HaIL Marble floor with woollVllS, red leather settee5. and carved "lairs. A 
door lcads 10 the garden co1ortnade. 

J. DlnlllllOOm, Marblefloor,solden oak table thar sca:u 8,red wool C)lsh!ons OIl chairs. 

4. Pantry. 1Wo full setli of dish.:!;. utensib. platters, etc. 

S.Kllcb!1II. CounletS,OV<:II,hcarth,uten5i15,poIli. etc. 

6. Upper uQ. Wooden floor. 

1-9. Bcckb_ben. Each has a bed, TUIS, oaken clt.:!;t with lock (medium, .(I), and 
lU"mchair. 

10. Offke,Desk.chair,1x>okcases.Desk has secfetcompartment(veryhan!,-20tofind) 
ill back of ontdnlwcr: ForIOllg does not know about it. 

11-12. Mister S1Iite. The outer room is furnlshed as a sitting room with settees e61tercd 
in green Iellther IU1d • rodi:inJI; ~hlir. The ioner room has a double bed Ind two locked 
(hard, -10) ches!s (empty). 

U.HIU.Woodennoor. 

14. Aeceu to attic. The IttiC hili a floor area. as blS a9 the entire house floor area. but 
averylowceilin,g.Hiddenbehindajolstisa+15falcbion.Otherwise,justlotsofdust. 

15-19. Theile were meant IS servants' Quarters, so the furnilUR (beds and chests) is very 
plain andl)illieghabby, bUi Wllh some work Iheycould bc pretty nice.. 

:zo. s,elllhry/Ston!room. Wooden sinks, firetJ\aee with w.tle for heating watn, 5OII.p tubs, 
etc. Shelves for stores. Stairs COllie fl"OlD kitchen. 

:U. VRult or wine ceU .... Door is very hard (_20) to uniock and could be improved with 
atrap,lfdelirtd. 

22. Seuet 1"00II.. FurIoDSdoes nOi know aboutthia. Door ill extremely hard (-30) to 
spot and my hard (·20)10 opcn. lteontainslwoche&!s('I\:l"Yhard,-20toudlaek) filled 
with 200 ill wonb ofrou.s:h. uncut beryls and lIQuamarines. 
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.... 
Tbe I:an 

This pleasant and homey inn used to be called the Miner's Rest. 
located advantageously on Castle Way near the River Road, it is 
sure to be well-patronized if the right owner can be found. It features 
a large fenced yard with a well, stables for 9 horses (4 loose boxes, 
5 narrow stalls) with hayloft and ostler's room over, henhouse and 
vegetable patches. Virtually anyone's to rename and run for only 
150-200 gPo 

t. Taproolll. Hu2 tableliScating S each and a bar wilh ample room forbonies and 
smaUcasks. 

1. IiteM •. Hearth and stain 10 cellar. 

4. Priwle room. Hu table for 2 (4. if you pwb it). hearth. and shuUered window. 

6-7. Semlprhate roomll. Has beds for 3 ea<:h. 

•. eo"lIloarooa. HUoollifor 8. 

9-tO-Pr .... leroo .... 

11. Upper hi..,.. 

ll-t6.Ro_.fGrlookeeper'lqurtenandofficeli. 

1'7. Ceil .... Cimro and racks for borreIs and bolliei. 

ne Shop 
This modest yet pleasing establishment is conveniently located one 

block from Market Square. It features a small yard with a well in 
the back and is available for 175-225 gp. 

1. Shop roo ... Features a glllllS-lQppw counter and shelves for goodJ. Could be redone 
lIS 11 bar, if desired. 
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2. Kildten. Hearth. ~laifS to uwer level, hatch 10 ladder 10 lower 11M'1. 

3. Upper hIIIl. 

4-6. Rootu for use as bedrooms or Gffkes. 

7. Generoos celbU'. Forlong does 001 know aboul the secret vallI!. It is extremely hard 
(·30)10 delect, and ils door is very hard (·20) 10 open. TbevallltCOlltainscontains lWO 
smallgoldingots(SOgpeacb)andapouchrilled ... ith~utbutunsetgemSlonc!(alallle 
statrubyat7-'gp,Ssapphiresal20gpeach.IOsmalldiamondsat3gpeacIL,2beryls 
allOgpeacb). 

8.4 NPCs IN THE VALE OF ERECH 
Although somewhat parochial and conservative in outlook, the 

people of Eeech are exposed to outsiders and unusual ways. After 
all, they are citizens of Gondor, and they happen to reside along the 
main trade route through lamedon Province. 

B.41 PROMINENT TOWNFOLK 
Everyone in town knows that the most important folk are the 

members of the Council of Elders. The Council settles all minor 
disputes within the town itself and refers the more important cases 
to the Prince. Lately, these folk have become even more prominent, 
for Prince Arador does not care about his duties as a civil judge and 
invariably sends these cases back to the Council. The Council always 
consists of an odd number of members, in order to avoid ties when 
voting. There were nine before the Plague but now there are only 
seven. 
'l\dfannan the Healer 

'Thlfannan is head qf the Council by right of age and reputation. 
She is an impressively tall woman of pure Dunadan blood and late 
middle age (78 years old), with hair that has only recently turned 
iron-grey. Her family was one of the first to settle in the area, and 
has always served as the Heaters of the Prince and his family. It is 
still traditional for the Prince's Heater to come from this family . 
(Thus, Thlfannan's second cousin and childhood friepd Egalmoth 
returned from Ethring to serve in that capacity,) 

'Thlfannan despises Prince Aradar and would instigate p~ings 
against him if she had enOUgh backing, l:Ier I~I suppOrt is rather 
weak, however, for Thlfannan has a reputation for being cold and 
imperious, although everyone agrees that she is brilliant and 
scrupulously falr. She and her cheerful, absent-mind~d husband, 
Arawlr, make an odd couple. He is a scholar of history, a Bard who 
is far more interested in the details of the work of the Daen Coentis 
master jeweller Shego Mar (who.died in 8.A. 2872) than in tunes 
suited to the lute. 'Thlfannan and Arawir Jive with two old servants 
and one of their grandchildren, Eldien. Eldien is studying to be a 
Healer and works with his arandmother in a modest house on Garden 
Square. 

Baranor t),e Mage 
Baranor is a pompous and vain man who likes to collect unusual 

hems, be they enchanted or simply commo~place. His collection of 
old Daen Coentis cloisonne work is rumored to be spectacular. 
However, no one ever sees any of it, except for a presumably magical 
belt buckle which he always wears. He is rather hasty and easily 
swayed by flattery. His subdued sympathies for Arador are natural; 
Baranor, after all, has a similar personality. A tall, handsome Man 
with bright green eyes, his black hair is greying at the temples. Banmor 
betrays his preoccupation with aging, yet he remains devoted to his 
wife and their two sons, one of whom is studying magic with his 
father. The family lives in a modest house on Castle Road, directly 
below the fortress. 

GorUm tile Merchant 
Oorlim is the second-richest man in Sam Erech. He lives with his 

wife and four children in a fine house on Garden Square. Supplying 
food for the many inns and taverns of the town, as well as to the 
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wealthier folk who can order food-goods in bulk rather than buying 
it at market, he runs a steady and lucrative business. GorUm is a 
stalwart and jovial fellow, stout and middle· aged and given to a good 
drink in a noisy tavern. Many a lesser townsman can count him a~ 
a friend. He is something of a gambler, being fond of dice, hut he 
knows when to quit and never plays when drunk. Much as his wife 
deplores it, Gorlim favors the Dancing Dragon for his drinking bouts, 
shunning the more reputable Five Fools because it is owned by his 
principal economic rival Forlong. His judgment is considcred sound 
and his business sense shrewd, but he has a long memory for slights 
and holds many grudges, such as that against Forlong. He finds 
Arador obnoxious and irresponsible. 

Forlong the Land·Owner 
:Forlong is the wealthiest man in Sam Erech. Most of his fortune 

is derived from shrewd land and busines~ investments. As mentioned, 
he owns two taverns, an inn, two farms, and three town buildings 
whose owners died in the Plague. He has managed to sell the other 
buildings he acquired during the horrible, death-bringing years of 
1636-37. The three remaining vacant buildings are all for sale (see 
8.36); a townhouse, an inn, and a shop complete with second story 
living.quarters. Foriong always seeks a good profit, drives a hard 
bargain, charges his tenants rather high rates, and is unsympathetic 
to hard-luck stories. Annoyed by Arador's sloppy management of 
the patrols (which is causing prices in town to rise as certain imported 
goods become more scarce), he is predictably angry about the young 
Prince's proclamations of grief and excuses that his emotional state 
have led to the disorder. Foriong, his timid wife Ninaer, three children, 
and several servants live in the most elaborate house in town, a man
sion on Garden Square. 

Damrod the Innkeeper 
Owner of the White Rose, Damrod is the largest independent inn· 

keeper in Sam Erech. (The Seven Slars is as large, but it is not owned 
by its innkeeper.) His wife and two children reside in and run the 
inn, which is on Market Square. Damrod is a timid hut intelligent 
man, a cautious investor who bought the White Rose (then the 
Bluestone) when its owner's widow sold out and moved back to Dol 
Amroth after the Plague killed her husband and eldest son. A member 
of the Council only 2 years, he tends to cautiously vote with the rna· 
jority whenever possible; otherwise, he votes with Porlong. Damrod's 
awe of nobility, however, makes it hard for him blame Prince Arador 
for neglecting his duties; after all, considering how hard it is to run 
an inn, it must be awfully hard to keep track of an entire Fief. 
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Cea the Dairywoman 
Cea and her husband Guik own and operate the dairy that is one 

of the most prosperous concerns in Sarn Erech. Both are Dunlen
dings, devout in their own way. Guik is a taciturn man who handles 
most of the physical chores: oversecing and helping with the milk
ing and butter-churning, checking the milk and eggs offered by the 
local farmers for freshness and quality, and making the tasty cheese 
(using his own recipe). Cea manages the books and does the bargain
ing and selling. 

Cea recently had a baby, but that hardly slows her down. She is 
an incurable gossip and rather nosey. On the days that the dairy is 
shut, as well as on the late afternoons, she often takes the baby on 
her hip and heads off for the Golden Tankard. This inn is a local 
hub of gossip run by her husband's third cousin Derra (l)unlendings 
keep good track of their family ties, even in these sad days). There 
she buys a pint, talks, and listens, relying on her keen intuition and 
a nose for trouble. 

Cea maintain~ that old Sudha is no more senile than Arador and 
,that "yonder rock-brained, stone· hearted swank" (as she calls the 
Prince after a pint or two) probably did away with his si~ter, aye, 
and maybe his parents too! (All Duruendings think that the Dunedain 
have no sense of family.) Foriong and Damrod frequently curse her 
as a big-mouthed cat; but she notices double-dealing merchants from 
out of town more often than any other Council person and, being 
clever with money, she remains a member of that "august" body. 
Ragnor, the Prince's Master-at-Arms, calls her "that young Dunlen
ding Witch" and dislikes her intently. 

Tauron tbe Jeweller 
Tauron may actually be (so rumor runs) one of the town's richest 

men, but you would not know it to look at him or al his house. With 
his wife and child, he resides above his simple shop on Garden Street, 
just out of Garden Square. His talents are modest, and so is his style 
of living. Some say, however, that he is also of noble blood, the 
bastard son of some Lord of Linhir. He certainly seems to have an 
accurate idea of the noble point of view, and his insights and predic· 
tions about Arador's actions prove useful to the Council. Otherwise, 
Tauron generally behaves in a mild and unassuming fashion. He rarely 
puts forth ideas or argues with the more flamboyant Baranor and 
Cea, and he neVer contradicts l<brlong or Talfannan. 

8.41 OTHER INU:RESTING roWNFOLK 

Imkel tile Animist 
Imkel, a wandcring Dunlending Animist of thc old sort, often 

comes into Sarn Erech for a mug of beer and some human com· 
pany. A good hand at healing and at locating healing herbs, she is 
welcomed by all the local Healers, and Herbalists are always glad 
to see her. She also knows a good deal about happenings in the coun
tryside. Her favored hangout is the Golden Tankard, whose hostess, 
Derra, is her distant cousin. 

Tbe Dwarven Annorers 
Frerin the Armorer and his apprentice Za/or are the only Dwarves 

living in the town, although Dwarvish merchants and miners occa· 
sionally come to town to trade and shop (the wealthy favor the Seven 
Stars; the others frequent the Crown and Castle). Knowledgeable in 
their trade, they respect masters of any honest and hard profession 
and scorn anyone trying to get through Jife on borrowed prestige, 
particularly those who ascribe to the status of "Craft5man~' Both 
Frerin and Zafor drink at the Seven Stars, where they might cross 
paths with others of their kind, although they aTe at case with Men. 

Dena and Sudha, Hostesses 
Derra, hostess at the Golden Tankard, hears a good deal of gossip 

at her popular tavern. She knows that Talfannan has a personal stake 
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(revenge for her cousin Egalmoth's death) in seeing Arador put down. 
Sudha, her sister, who now lives with her at the tavern, will be able 
to give the floorpian of the fortress to any trusting soul who genuinely 
wants to rescue her charge. This fioorplan will include the escape 
passageway (see 8.44 at lis 4,5). 

Aeghan the Seer 
Aeghen, the disabled Seer from the fortress, could possibly be con· 

vinced to throw a few spells if he had any reliable evidence that 
something fishy was going on. However, if pushed to expend more 
than half his power (PPs), he will collapse (for 24 days). Unfortunate
ly, he is aware of this plight, a~ he ha~ only tried to throw the simplest 
of spells since his illness. -Aeghan lives with his brother Cele/arn. 

Pe" 
Pesc is only 14 years old, but he is already wiser to the ways of 

the town than some twice his age. An orphan at the Foundling Home, 
his caretakers have been unable to place him ."dlh an employer because 
his major talents seem to be getting into places where he does not 
belong and acquiring things that are not his to take. Given thc nature 
of Sam Erech, he is bored most of the time. (Pesc may be considered 
a 2nd Ivl Scout/thief.) 

8.43 PROMINENT }"ORTRJ<:SS FOLK 

Arador, Prince of Morthond 
rail and Strong, dark-haired and fair of skin, grey-cyed and graceful, 

Morthond's Prince is cunning but not particularly bright. He lead, 
a cloistered and o\l!wardly grief-stricken life, one colored by the con
troversie~ surrounding his rise to power. 

Only Arador knows the whole truth. His parents died of the Plague, 
but he killed Egalmoth and tried to murder Sudha and Aeshen with 
small doses of Kenne,ank. Arador did not kill his sister; instead, he 
drugged her, substituted a dummy in her shroud, and imprisoned 
his dear twin in a secret room below the Great House of Morthond. 

Ragnor know, of the fate of Princess Aranwen, but he does not 
know where she is imprisoned. The only person who has been into 
the secret room (see 8.54, #4) besides the false Prince is Egwar, the 
half-wit scullion who brings her food at 2 a.m. each day. 

Some unsolved mysteries, however, even haunt Prince Arador. 
Never intended as heir, he was kept from many of the fortress' secrets, 
such as the two vaults hidden beneath the citadel. These vaults house 
the legacy of the House of Morthond, so the sword, crown, scepter, 
and ring of his line are still missing. Arador hopes to extract the 
answers from his sister, but Aranwen is very stubborn. Reluctant to 
let anyone else see the true Heir, Arador has only recently resolved 
to hire some enchanter to probe Aranwen's mind. 

Unfortunately for Arador, the only Seers in town are hostile to 
his cause. Aranwen's old tutor Aeghen (who was pOisoned and dis
abled by the Prince himself), and Aeghen's brother CeJefarn remain 
his enemies. Although Arador and RagnoT intend to do away with 
whomever they hire for this task, some unwitting outsider would be 
preferable; after all, his absence would not be noticed. 

Tauron the Jeweller serves as Arador's ear in town. He has stand
ing orders to keep an eye out for any likely practitioners of mind
sifting who might like to work for a fat fee (which the Prince never 
intends to fork over). A sneaking coward with a fanatical fear of 
the Undead, Arador is everything that people say he is; but make 
no mistake, he can be a deadly opponent. 

Princess Aranwen, True Heir of Morthond 
If Aranwen's willpower and her hatred of her brother were not 

so strong, she would have gone mad long ago. For -four years, she 
has seen nothing but the inside of a small stone cell, eaten nothing 
but table scraps, and seen no one but her dear brother and the poor 
half-wit Egwar who brings hcr her food. Dark and attractive. she 
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is not quite beautiful; rather she is alluring, and possessed of a spirit 
and figure undaunted by the long days in captivity. 

Aranwen is a Seer. Never a very powerful Seer before the Plague, 
she spent most of her considerable spare time (when her brother is 
not trying to intimidate her) exercising her body and practicing with 
the shortsword. Her mental exercises revolved around reading and 
trying to tap the minds of those closest to her, her old nurse Sudha 
and her tutor Aeghen. Even in her confinement, Aranwen rem!;lins 
bound to both still reaches out to these two friends, Due to her low 
level of experience !;Ind depressed position, this plea only works on 
occasion, !;Ind then only as a manifestation of Aranwen's visions and 
dreams. Sudha believes that they are real visions born from her liv
ing (albeit missing) Princess, but Aeghen thinks that it is a side-effect 
of his own delirium. 

Although shackled and ill-fed, Aranwen is in good physical shape 
and still remembers the entire layout of the fortress - including its 
hidden passages and chambers. Arador's suspicions are correct, for 
she knows how to get into Lower Morthondost's secret vaults. 

Ragnor, the Master-at-Arms 
Tough, cool, and seasoned, Ragnor is Arador's closest companion 

and confidant, as well as Morthondos!'s Master-at-Arms. Despite 
a strong body, quick mind, and keen common sense, he is a homely, 
middle-aged fellow who has never sought to rule. Still, he leads where 
others would bring harm. Arador thinks that Ragnor is his good 
friend, but actually Ragnor despises his Prince. He perceives Arador 
as a marshmallow and a ferret-brain, but since there is no way that 
a mongrel commoner could be Prince, Ragnor does not challenge 
his liege. The best he can hope for is already his, since he is the true 
master of the fortress. He is \ovel! aware of how much the townspeople 
hate the men of Morthondost, but he rationalizes his standing. 
Ragnor sees the folk of Sam Erech as cowardly fools. He scoffs at 
their grumblings and presumes that they will not try to contest 
Arador's lordship. 

Ragnor possesses the keys to the Lesser Vault (see 8.54, #7) which 
still contains a modest fortune. Knowing the principal secret way out 
of the fortress, he has insured himself an escape route and a means 
of support, should the King's Law reach out to sanction Arador. In 
such a case, Ragnor will simply take the money and run. 

Imlach and Ebbo 
Imlach and Ebbo are part-Dunnish thugs who happen tn be 

Sergeants of Arador's unsavory guard. Unrestrained and undisci
plined, they consistently fail to keep a rein on their soldiers, or 
anything assigned to their care. Both are as likely as any of their Men 
to be found dead drunk in a tavern, particularly the Dancing Dragon. 
Ragnor despises these two rogues almost as much as he dislikes the 
Prince, but he can take comfort knowing that neither has the stand
ing or _ the wits to usurp his position. 
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8.5 THE FORTRESS OF MORTHONDOST 
Morthondost's walls are 25 feet tall, and they average 15 feet thick. 

The octagonal East and West Towers are 45 feet tall, while the other 
six towers are 35 feet in height. Its moat is 25 feet deep at the deepest 
point and, since the privie~ do not drain into it, the water is relative
ly clean. Trout from the River Morthond once died in the moat 
because its water is rather stagnant, but now it is well-stocked with 
imported Carp, Perch, and Pike,. which are reproducing quite nicely 
and provide the Prince of Morthond and his family with plenty of 
fresh fish. 

8.51 THE EXTERIOR PLAN 
The following buildings aTe keyed to the accompanying exterior 

scheme. Detailed descriptions of the structure and interior layout of 
each fortress feature are included in Sections 8,52 and 8.53, 
I, Brldl!fGa~house 

1. Outer (iatfhoIiSe. 

3. Timber Tower. 

5. GmnAQo To,,"cr. 

~. Smilb's lower. 

7. Buttery tower. 
8. [.d)', Tower. 
Il.WcsITo .. cr. 

16. Milk Tower. 
11. Inner Gfttehouse. 

U.C.rtHouse. 

13.Stablc!.. 

14. Mew •. 

IS. Mill. 

1~. Ok! B31ley. 

8.52 TilE INTERIOR LAYOUT 01<' MORTHONDOST 
The parenthetical numbers (#) refer to locations found in Section 

8.51 and displayed on the exterior scheme. 

(1) THE BRIDGE GATEHOUSE 
Levell. The wesrern.lection accom(ldates the entrance 10 the structur~, a sturdy lroll
felnforoeddoof of oak (extremolyhard, ·3010 open) facing the moat and the castle 
proper. Thecelllral portion i,a gateu,'aY that can be blocked by a smgleportculli,( -40 
10 open). A ladder leads upward to the ,econd Ic~cl. lhe eastern area, reached only 
by a ladder from the Sec<)nd level, contains a cistern and some dried food ~upplies (1II 
oase the guard on duty is trapped here fDr a while) 

woelll. ThIS level serves as pwtectiou against intruderl passing below. Here the guards 
maintain a cauldron full DfhDt ... ater and a brn,ier w heat il. The fiDor is permeated 
wilh "murder hotes" and machicDlatlDn~ w anDw the boiling water 10 be poured dDWn 
upon anyone attempting w break Ihrough the gate. It also CDntain, the mcch anisms 
for Ihe omermo.t drawbridge and fDr the portcuJli,. Windows IDok n Drth and south. 
A privy chamber is ~ut intD the wall: its woDden wilet seat covers the "''aste shaft. Lad· 
der$jead down w the firSllevel and up to the roof. One guard IS nearly alw~ys (9001,) 
Dn duty in the main WDm. 

Ronf. One reaches the roofvia a halch at thc!Dp Dfa laddcr from level II. The walkway 

is surrounded by a crenellated wall. Fwm tbese aperture;. six (40 lb.) + 25, stand·monnt«! 
heavy cwssbow; command the drawbridges, as well as the gmund below the gatehDulc 

(2) TH": OUTER GATEHOUSE 
LeveII.lron·bo\!ndDakendoorl(veryhard,.20toopcrt)separ~tetheea$temand"'estem 

sectiDIISDflheoutergalehDusefromtheouter}ardDfthefortres$.Tbe ceulralportiDn 
serves as the gateway into the fDrtre.s. A drawbndge double, a~ the gate and lowers 
to rest on a stDne pIer llalfway between the Outer Oatehouse and the Bndge OatehQuse. 
Arm,," ,lit, Dpcn from the outer pclrtion$ into this satev.'aY, whi~h can be blocked by 
a pDrtculhs at either ~nd (extremely hard, ·30 to open). A spiral stairway in the eastern 
seclion leads 10 U:vel II 

w~1 II, A bra~ier and kettle arran,t:emellt, with murder holes (as In the Bridge 
OatehDuse) dominate the rODm, aiong wllh the mechanisms fDr tbe porlculli and tbe 
Olherhalfof\hedrawbridge.Asmallchamberwilhabed,lireplace,andpdvychambef 
allDws this structure to be used as a porter's IDd.ge, ahhough it is Dot used ~,$uchthese 
days. There is usually (0110) Dne guard on dutybere. All Dpen stairway lead SlOahatch 
in the mof 

_____ E~,,~'h~A~d_l'fmtures / Morthofldost 

Roof. Thi. level 1< surwundcd by a crenellated wall Fmm here, guards ha~e access to 
the front walls and can walk tD the tWD fronttDWers (the Timber and Milk TDWeTS; /Is 
3and W).Four{40Ib) +25 •• 1and·mounted croslhows a", set in the outcr crcncllatioDS 
and CDVer the drawbridge and adjOlOiing walls. 

Lev~11lI 

[ 
•• ~ -'!I"'-~ 

...... -...... ~ 
(.evellI 

BRIDGE GATEHOUSE 

~:9·'·~·"11 -D o· o 0 0 

h •• ,,, .Ii .. 

ourEll: GATEHOUSE 

(3) THE TIMBER TOWER 
I.e""l!. The wmd"",lesl ground level serves al a woodltDn:, cDntainillg bDth building 
timber and fire"'DDd. A spiral stairway leads upward 

i.evflll. 1 hIS low·cellingcd lcvcllwlds an apartment. currently empl~, "'hkh u,ed ID 

beuscdforgl.lem. 

Le""IIIl, The two gardenel/ground,keepe1S live in this apartment 

Ronf. Acces"ble via a hatch and surrounded bya crenellated wall. lhe roof offers a 
vlewDftheareaaroundthetDwcr. A guard nDrmally (75"10) 51ands vigil here 

LevellI LevelJH Level IV 

ROUND TOWERS (Smndard Plan) 
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Lnd'V 
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(4) mE EAST lOWER 
Level L The ground floor conwns the mechanisms and ~truclure (ot the-taslle's aux· 
i1iary drawbridp. The drawbridge permlts8C(CjIS to a narrow, well-prOteCted sally porc. 
The bridge, once unfolded and extended, can beat 01iC mounted honeman or three ar.. 
mcm:d walTiors. A spiral staiTway leads upward to Levcl II and down to the fortress' 
maIn well (see S's4at 114). 

I.e¥eI IL The outer sections contain fuinllllaUerieswithlU'J(lW$litsfoTlhedefl:llseof 
the fort_II. The Inner chamber can be used in more peaceful limes 8Il a guest room. 
Curren!ly,itisempt)'. 

Jne]DI(IIIIIlIctIQuIll1eri).Thi!WIIltheHeaJer'sQuartenandworiaoom.lthasbeen 
stripped almost bare, e!lCept for a bed and a larllC oaMn table on which EpImoth used 
to compound healing potiom and carve spllnts. There Is a $IIIall secret compartment 
under one of the 3'x3' carved liles surrounding the bcdroomhearth. It contains 
Eaalmoth'sdiar)"inciudiDglheinfonnationthatsomeKennesankwasmiSllingfrotn 
his locked chest sllortly before he became ill. ItalllO ooldi amithril ring, inset with 
a small sapphire, that allows a Healer to use 10 extnI PP per d~ (but onl), for healing 
spells). 

Level IV (Patloa ella.ber). Here the Healer dried herbs and had di.!lillation apparatus 
forpotionL It is now emJ?l), of cverything but drying rac:ks on wall and ceilin'g. 

Roof.,AsonlheTimbcrTowcr, a guard is ll&umll), (7SCVt) $Ialioncd here as a lookout. 

(5) THE GRANARY TOWER 
lDell. The ground I1oorhoulles sacks and wheelbarrows for the grain. A spira\stair
way lead5 Ilpward to level II. 

Lewl II. Grain bins. 

Level DL Orain bins. 

Root Akln 10 Ihal of the Timber 1bwer .. 

..... m LonIIV 

•• 0 
GR..\NAKYTOWER 

(6) THE SMlm's roWER 
Lnfl L Smithy and JlQrse. The room at the back has supplies and materials. A spiral 
staircase leads upward. 

1.eftI1I. Quarten for the Smith and his famil),. 

LndID.Smith'sQUaJ'U:n. 

Roof. As tbat of the TImber Thwer. 

(7) THE BUITERY TOWER 
I.eftII (ne B'tlerY). Hen: the butter Is made every other day and ch_ and ew; 
are stored. This level also serves as the servants' entrance to Morthond Oreat House. 
A lipiral Slairway leads Ilpward. 

Level II. The head cook's qllarler$. 

Level ilL Quarters of the three lesscr eooks. 

Ro,l. As that of the Timber Tower. 

(8) mE LADY'S roWER 
LevelL Oarden too15 and 5upplies are Slored in the back room. A spiralslairway leads 
upward. 

Level II (1'rinR1~ Q'ar"'n). This level used to house lhe quarters of Ihc Prineeand 
his Lady, but now It is anOlher(albeit well-appointed) unused &UC5lroom .. 

Level ilL Here lay the '1UlU'ters of the house ICIwnts, includinlArador'lwlet. 

Roof. As Ihat of the TImber Tower. 

(9) WEST lOWER 
Levell (Gum's Gteat Ball). Thj, level holds the Gllards' Mess HalVGrcat Hall. The 
garrison eats and n:laxes ~ Graffiti roven the huac oaken tables and stUrdy &Cools 
and benches. the scrawled work of those guards who can write or have a passion 10 
draw.AspiralstairW3)'leadsupwan:l.Aerosslheroomliesalocked(~hard,-20) 

and lron·bound doorway, which leads to a I;Ilt'VC(\downward slairway. 

Level 11 (COmmandm QuarleU): Here RapOl' resides. The outer mom contains tWO 
Jeather-coven:d settecll and his jre&t carvcd chair with tasseJed CWihionl ofhluc wool. 
A bllle t>e.Tskin adorns Ihe floor. The inner 100m holds his bcd, which is covered with 
a down quilt and has one pillow. His desk andlwo locked 3'x3'x4' chests arc also in 
this room. The desk drawers are full of lisli of troopers, their PiI)'. $IIppl), orden for 
the rOnIell5,andsoon. Theoffl(:ial Ileal rlng of the Prince ofMQl'thond,a massive 
item of gold set with a carved. seal in alabaster, is in a red wlvet baS in an unlocked 
drawer-along with spare quills, a pentnlfe (silver, worth 8 sp),sticks ofwaJI,a bag 
ofslI/ld foreraslngerrorsonpardlment. and so on. In the bollom dnlwer. behind some 
record books, Is alm)all secret oompartntent, hard (.!O) to open. It contains the keys 
to lhe I~ked doorwa)' in the Guat'(I'5 Grelt Hall below and to lhe lesSC\' Vault. 

-Chest I: hard (-10) to open,il contains his clotlies Indtwo llcavysil\lel' 
bra<:e\ets $el ~ilh turquoises (worth ~ gp each). A false bottom u; very hard 
(-20} 10 detect and extremely batd (-30) to remove (althmqh oncmightiakt 
ap;lrt the cntirelron-bound oal:en chest). A small needle lipped witb Ken
nesank1lh00lJj oUlwhen the secret compartment is opcned (VCI),hard,·20, 
to detect and remove). The secret comparlment contoins 300gp. S doses of 
Kennesank,adl'llleof~.fira,and&llllleforgedcredl:lltialsfromtbeoldPrino:e, 

Thorondor, and from a Lord In Dol Amroth. 
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-Chesl2: vcry bani (-20) to open, it holds a heavy bille silken c1o.k lined 
wilh black miDk fur and embroidered with silvcr thread (wwlb 30gp) and 
4Dgp. 

Uvd ID (Officen' Cbmben),' Officm;' Quarters and Office. 
Imlach has the nonhern room. A brown betil'llkin rug hi OD the floor. His bell is un· 

maclelllldemptywinebotlleslieunderiLInhislocUd(hard,-IO)clJestaresomec1othes, 
a hlatk leatber hdt wilh a silver and carnelian buckle (worth J liP). a small bag COD
taiwngfOl.lrJoadeddiceani;llwoMirennaberries, anciapouchho\dins:7Sap. 

Ebbo has the southern room. The walls of this coinparatinly Ileal chamber 5UWO" 
12sulpended amulets, wanis againavariou88om of CIIrseS and bad iuck.1i:n of these 
amuietllarenomnagicalandineffeclil'e,ahhoughtheirmaterialworthisaboutlspapiece 
(5emiprecious StOr\eS and silver). Theelevmlhoneis +IOforRRs\l$.diseases,andtbe 
tweIth one is + 10 for all moving maneuvers. Ebbo is unaware of Ihdr true purpose. 
In his locud (hard, -10) chest are el<lra clOlheS, a gold cloisonne tollar wonh 40 gp, 
and 89 SP in a small pouch. The central room Is meant as an office, but illiterate Ebbo 
andS<:lJli-illiteratelmlacl!neveruseh. 

I..HeIIV.Guellquartel1lforofficialenVOYS(c.j.,theKing'scouriers).Arltdor'sln.law9 
stay hcrewhen viiitiDJI. 

Roof. Constructed like that of the Timber Tower. A guard is usuaRy (~) Slalioned 
here as a lookout. 

Lowerl.e¥el. The~urvil1i slIIirwayoonnectin& the«reato Level I Jeads to a Iocked-(ex
trernelyhard,-30)doorfaetdentirelywlthil'Ol'lO\lel"oak.ltlsrrappedwithamechanism 
(hani,-IOtodetcctandmnOlll:)thatwillsubmitanyooestandin&intheS'x7'landing 
area at the bottom of the stairs (i.e.. before the door) toone to ten +20 Icbatta~ks 
(bolts shoot from the walls). (For details of the room beyond, sec the IUbiiection "Lowcr 
Morthondo.It" in 8.54.) 

(10) THE MILK TOWER 
LevelL Supplieliforthefortress,includlllimOk,aredroppedoffhere.ltuscdtobe 
an aclual dairy. A spiral Slairway leads upward. 

Level II. Aeghen's old quartell. Now empey. 

LeveIDl.TheBard,Maeglin,usedtolivcinthellDrthernroom.Helefttoreturnto 
Dol Amroth wben the Plague struck. Now It and the adjoining Il?om are both empty, 

Roof. As thaI oflhe TimberThwtr, 

(11) THE INNER GA'rEHOUSE 
hveI L The inner gateway can be blocktd at two points by portetll]i ,(very hard, ·20 
10 open). The floor slopcli' sharply down from both endi, making itlmpo:ssible for. 
horsc to go throuSh at faSler thao a slow w;l.lk; cven I man must slow to no more than 
a brisk tml or subje/:t himself to an e:m-tmely hard (-30) man~vcr In order to avoid 
a fall or bash attack. A drain II the low point pnmnl$ the fOlmatien of puddles. An 
Iron-bound oaken doorway ban«!. by I hard (-10) lock leads from lhe inlier yard to 
a stairway to Level II. 

Level D. The usual arrangement of kettle. brazier, and murder hole, (8« I, the Bridge 
Gatehose), with mechanisms for the portculli. Another.stalrcase leads 10 Ihe roof. A 
guardisusua1ly(90%)Slationedhere. 

Roof. A trenellated wall surrounds the roof, with access to the inner wall walks. Thro 
(SOlb) +30, stand-mounledheavycrD5~bowscomllUlndthelnnerandouteryards. 

INNER GATt:IIOQS;Ii 

(12) THE CART HOUSE 
This low, wood-frame 5Iructure bls eisht berths (five occupied) and provides housin& 
for two carriagel and three cam. It is !'llfeiy locked; if it is. the mcehanism is easy ( + 20) 

(13) THE STABLES 
The stables contain stalls. feed bins, harness housing. and I saddlery. Tho War·horsel, 
IWO Palfreys (fine riding horses). two Cobs (all-purpose homs). two Mill-Illules, and 
one Pony reside here. Grain for the horses Is brought dally from th~ Granatl'Thwer. 

The 5IIddlery IIIld hatneu stores are kepI in the room at the end (1la). Twelve stalls 
(nine oeeupied) fill tke main room (Ub). A hayloft and $CI"Yants' quarters are located 
011 the upper level (130::). This area provides rude acoomDdatious fDr IWO groOJllll, two 
stableboys,and two kilChell scullions (the latter two from the maiD bousc). 
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(14) THE MEWS 
ThIsb!rd-stablecDntainsPl;re~forthernncc'slen\llll'iDushAwksllIldfak:DDs,aswell 

118 aworkbcncbfor the austringer. The aWitrillJcr tnlins and CIIICS for the binli; Bnd 

makes thcir hoods, jesses (lcgllraps). andlcashes. His.pertment(l4a)adjoinsthemain 
room (l4b). 

(15) TIlE MILL 
This compact stone structure Is built a~p an andent ruin and has a granite floor and 
aro~k.hollowstoragebasement (aoxessible by a 14'Jadder). Herellour aoo meal are 
ground from grain stored in the Granary Tower (5). The mill-wheel is turned by two 
mulel, who are otherwise how;ed in thestlblcs (13). 

.... .. 

(16) THE OLD BAILEY 
Levell. A spiral stalrway leads down from Level II (where the mtrance is located). Behind 
alocked(hard,-IO)oakendoorisanarmorl'.Itholds~ext ... chain8h1lU(AT 13),2. 
extrafulihelmetIi,3extnlIoDB5WOrds,4oompOliitchows,HIIcxtra(4S1b) +2.S,stand
mouufed heavy crossbow for the rooftops; 100 crossbow bolts, 200 anows, and equip
menl for cieaning,nd mairi"tajnlngannor and weapons. 

The mechanisms and Itructun: of another collapsible drawbridje for thill, the inner 
sally pori, are in the thick OUler wall This bridge can aceomodate IWO armored men 
Ila time. Bebind a locked (very hard, -20) door, anotber Ilairwayleads downward. (For 
dctails of this lower levcI,see "lower Morthondost" In 8.54.) 

le¥elILHerealocked(haTd,-lOtoopen)doorwayleadstoanmclosedstairway.(Ac
tually, it is left open abDllt 60~ of the time these days.) Arrowslits 10 the enclosure 
tommandthelnneryard.Thedooratopthestaircanaisobelock.ed(hard,-I_O~open) 

andbarred(ertremelyhard,-30toopen)frorntheinside. ItJeadS into a haliway with 
a wJncioW/arrows1lt and another lockable. barabledoot (medlum..oto open). 

The iJJlter hKllVo1lY has doofWllYs leu.dingto Ihetroopers' quarters. Eru:b IO-mallunit 
has its own dormitory, with the beds and chcm (medium, -0 loxb) arranged in an orderly 
manner. A unit serves nightshift Dr daysbift for amomh at a time. Each troopers' ehest 
contains spare~lothing and between 5 and 2S IP III any given time, plus Issorted dice 
Ooaded and honcst),cards,Jackllraws, and cheap trlnkets (I Dr 2. Items such U cheap 
clollk pioll orhracelets made ofhronze or copper and worth 1_2 liP). 

Roof. The roof hu the ulUal ereneIlated walls and atCess to the back wall walks. Here 
seven (SO Jb) + 30, stand·mounted heavy (3'(II!lsbows command the inner yard and the 
rear oftbefonresl. 

(17) mE KENNELS 
The main area of the kennels (17-> barbDI1I the Prince's HWlting-dop: IWO Boarhounds, 
two WolfhoUlld8, four GMyhound'l, and six Bracbcts(1lk1n 10 Ikqlel). His four Mastiffs 
are used for nlaht pauols. MorthQndost'li Master ofHoundlllives in allmall room (17b) 
at the end oflhe building, while the Dog.boy _ who takes charge of mOIl of Ihe daily 
niIlY-ariltydetailsofcll1l1linj:thekennels(c\eanina:,feedinJ,breaJtina;updo,fiahts,rtc.) 
-lives with the Houndl. 

(8) MORTHOND HOUSE 
Sce Section 8.53. 
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8.53 MORmONDOST GREAT HOUSE 
The Great House serves as a residence and refuge for the Prince. 

his family, and his closest retainers. 
1. MIIIn duur. The fronl steps are of white marble, transpOrted from the Miloty Moun
tains. The front door ~an be barred with an iron-clad beam (; inches thiek (extremely 
hard,·30todisiodie;·30vs. bTeakilll it with a hattering rllm). 

1. The Gnat H,n. Floored with the liIIIIIe white marble as'the front stepS. the Great 
HaD also contains l4 ornamenlili. black marble plllm. all polished to an almost mir
rorlike shine. Th~ are sill huge black oak tables here, finely made and originally well 
kept, but now thick with dust. There are altO 48 black oak chairs, cushioned in red 
wool, in II similar dusty Slute. The fireplaces have not seen name since weeks before 
Thonlndor died. 

3. MfI5bllWIQI. F1qstoned. A spIral slllirway leads up to the Mlcond levet. 

4. PreRnee Hall. ThIs Is where the Prince should re<:eive official vlsltor~. A dail! 
dominates the southern wall; upon it silS a carved WOQIlen throne cushioned in gift'll 
wool and gold llilk. The floor is of white marble, andth~are4oakenehalrswithgreen 
c:ushiODll for visitors of high rank to sit on afr.er making their offu:ial slllutationto the 
Prince. Arador hu never ulled the room. 

.Ii. Little H.n. Floored In flagtone with brightly ooJoted eastel'll rugs to warm them, 
this is the dining room DOW uMid by AnIdor for all w;:asIOllS. The table is golden oak 
andseal510. 

6. Pantry. The dishes and pla.tteu are stored bere, III is the day's bread. The servanu 
also arrange Mirving platters h~re. 

'7. Kitchel. Contains one lar~ hearth, one small hearth, and. hread~. III well as 
countcn,~abincts,bowls,knives,ladlcs,cllll1dron!l,kettlcs,cte.AdoorkKdsoutlothe 
buttery. A spiral stairway leads up 10 me.seconci Icveland down to the lower level (see 
8.54 at #1). 

.. Gallery.. Small wIndows provide &OllIe light, and two fueplaces provide l.anmh. Hand
some tapestrlesarul rIllS insulate the room. CluUn 5I1lTOUnd the flIt'Piaces. The corner 
stairway leads on up to aloolrout area on the roof. 

II, Prilee and Lady'll SJUlna; RoolD. Golden oak tables. settees with light blue leather 
covers. and ehalrs rushloned with light blue wool fill the room. Malftnwf i$ present 
~O'ro of the time W tbe early morniD£ or evening. 

10. PrInce and Lady'&WrooILThe huge bc:dill rurtaincdwith golden silk and eovered 
withbleachedbearskiD5.Thete~threelarge3'x3'xS'loekedchests. 

- CheslS 1 & 2: filled with Arwlor and Malfinwe's ~lothini. they are bard 
(-10) to unlock. 

-CMsIJ:veryhanJ(-20)"lounlock.iteonlai053S0gp,asetofsi~gold 
braceletssetwlthopals~gpcachor330theset),agoklandmithriltiara 

setwithtopazesandruhic8(400/lp),BginJleofsilkenthreadsinrainbc.wcol_ 
on wlth crystal arulgoidbeads (20 sp),aman'l; goldentotque with rnbyknobs 
at each end (200gp),and aman's gold and mithrilheadband set wjth topazes 
and rubies, to match the tiara (4S0 a,p). 

Arador'l +IObmadswordinil5re1l]eatherandloldshclltil studdedwithgamets 
(ISO liP) usually hao.&s on the wall when be'SlIt home. On the dreS$ing table of golden 
oak are two small9''J:(j''xl2" locked caskets. 

- CrIsJu!t I: hard (-10) to open. it Is ruled with tiny jarsin cmOMd IlIaSS. There 
are 12 of them. SMD COIItaln cosmetics.. The other five conlilin (1)lill Miren
na berries, (2) a 1)rr-fira, (3) two Anserke, (4) two Oe/nui, and (5) the tiny 
kcythatopensalloftheche$l5inlheLesservault(g.44at~). 

-CllskeI2: very h.ard (-20) 10 open, it contaill$ a pair ofaold and ruby ear
rina;s (75 ap),a huge rope of pearls (400 gp). and a mithril mdltar sapphire 
ring (300 gp). 
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A Sel of shelVCli lines t~ wall against the firepw:~ contains a few books (illustrated 
histories and leaends), some VlIllCli, and flasks (none worth more than a silver piece or 
two). as well as one rut glills flagon filled with wine aDd tWO maldting gialsCli (2 IP 
for the set). Thewholeset ofshelllCS swmas aside toreoeal a secret doorway (very hard. 
-20 to discover) wbich iJ hard (-10) to open and leads down 10 the se.:ret ~t f'rom. the 
fortress(seeg.44.t#S4,j). 

11. LlbrIII'y. Contains a pretty fabulou5 scbolarly collection. Aradorand Malfinwe, 
~dlesstosay,rareJycomchere.MoSiofthebooksarejusthandsometomesonbistory, 

legends, mathematics, architecture, healing, and so on. One. Herbs of the White Moun
tains,willacid+lSloanyone'scbanceoffindlngtheilerbsnativetothltarea;another. 
Poisons of the Ancient Daen Coentis, will reveal, in a footnote near the end, the long
lost secret of extracting Rock Viper venom for use. 

When an innocuous YQlume ("Five Princes In Angmar") is rcmOYed from the bottom 
Ihelfoflhebookcitsetothekftofthefireplace,theentirelll!lelllblywlllswinsaside 
IoreYeai a IiCCRt pllSsage (-40io fiod). This passage is a vertical shaft dowmvard,with 
a ladder. (See 1I.S4 at #4.) 

U. PdllffSllQ' Cbaaber. This used to be Aran<\'CD's room and her possessions are still 
scattered about in the ltate ~he left them, althouiJh a fine layer nfdust betrays tbeir 
abandonmenl. Her bed retains HS dark red silken quik. Herdesk,bcrbookcaseofbooks 
(mostonseelngal\dtheloreoftheDaen~tis).andherdresllinglilbleremainun
disturbed. Her jewel case is unlocked. and ~,!Dlains her x2 PP multipliu amulet, her 
sapphlreearring(20gp),andsixillverbangles(~spCllch).Her,homwordinilsblue 

leather scabbard bas heen rehUO! in its pw:e on the walL Her case of sill: +5throwiD! 
dllQ:ers with blue enamel grips lleson a wall shelf. An unlocked 3'x:!'x4' clu:st still con· 
tains her clothing. There is lillie sign of how Arad.or ranllllCUd the room three times 
during the ~ar of her ''death'' trying to find some indication of how 10 reach the secret 
Oreater Vault (sec 8.S4 at #10). He ru:ver found tbe little compartment in the sword scab
bardthalcnntainsth~ kcyto tbcGreater Vault's inner door(Ewn if the scobbard is 
examined,iti5hard,-iOtofind.) 

J1. Pdnttl!' chamber. This was Arador'i room. but now it only contaIns !lOme dusty 
furniture: ailed. shelves, desk. and a locked (banJ,-IO) but cm.ptyche8t. 

14. Serw.nb' hall. Contains smal1 1'111' windows and a fireplace. SOme worn mal adorn 
the wooden floor. The $lItaU dining table (seats six). Adjolnina Is tiny room (Iu) for 
two ki«:hen maids. The ctlrner stairway1ewiJon up to a lookout area nnthe roof(l4b). 

._15. Stolt RoOllL Contains, e!othins, bed linen, CIlIra blankets and quilts. and fabric. 
All rest on shdves spr!nkled with berbs (10 uep out the moths). 

. , 16. Mak!lIerVIIDI8' room. 'tWo maids live hen: (and occupy the room 3S'1o of the time). 
It eontairu; two beds, a ~ssing tablr,. and two unlocked 3'x.3'~4' chests. The cltClltli bold 
c:xtra Clothing, some 1IOap, aod a fewtrinb:ts such as glass beIlds and brass banglcs. 

17. HoulftlUllds' fOlID!. Same as IS, but for the two housemaids. Their possessions are 



" 
18. NuneJ'f. The nurse, Ni.lolh, and lwa.~ar old Lon! 'IIIrgoa III live helt!. There 
isabcdrorNimloth.aCIibforTursOll,aseecondbed(for1\lrson~heaetllarserr, 
a $!Nil table with two chaIrs. 11 rocking chair by the fire, and t~ unlocked 3'x3'x6' 
clifsis. Thecbeits hold the nurse'~cJothes and the passeliSiOllS ofher chiltve; a.hlgbc:hair, 
aswcllassimpietoySsuchasblocks,aball,andarockiughor$e. 

8.54 LOWER MOImlONDOST 
1. S£U1ery. The spiral stairway descends from the kitchen (8.53 al #7). The room COII
rainsawellfortbehOllse,3largevroodcnsinksl'xl'd',llfireplacewilhaeauldron 
for heating water. a small barrel of soap. a second barrd of wood ashes, and a third 
ofsand(forllCrubbinakl:uksam,lpots).Racksfordishcsanddlshe1othshangfrom 
IbewaIls. 

1. Store Room. Contaillli barrels of ult fll!h, beer, pickled port, buns, all for cooking 
and for lamps, vittepr, dried meat.and flSh,pickles, root vesetables in bins, applea. on 
shelves, dried fruit, lilt. 

J,Wine CeO.r. Thedoor is Jocked and very hard (-2O)toopen. Imide areeasks ofcbeap 
wine III1d a few botties ofmDMeKpensivevarleties. The ten bottles Dr So year old Red 
Belfata, (from near Dol Amroth) an: worth IOgp apiece. 

4. Seeret LIbrary. Arador is unawan:: of its existence. A ladder Jeads up Ihrough a sI;1aft 
inlhecellingwbichconneo:l$withthc:n::jUiarlibraryabove(!leCB.S3ulll).l'lftyof 
lhe bookl have no titles. Most an:: amme books of trivia (ea., the nllllWi or all the descen
dants of Oundor and when:: they now live). The foRowing an:: panicularly ~aluable. 

- G~ book: contains the complete Plans for lbe bouse. 

- 0riJ~ book: gives. cOIllplete inventory of ail the ~ and furniture 
in the house and fortre&$, \D(:luding tb~ magical Items (il is , )'NfS behind, 
ofcollrse) and a book oncvil Maiarwho associated wilh Sallron that would 
b~ wonh 200 8JI to a Bard or Magician. 

- Book: with Cf'IlCked blue Ietl/hercover: contains magician's runes _ Circle 
A/ltuM, F/teball. IHIII oj Fire. Iiflll of ire, StOlle/Earth, SIOtIeIVr1U. Lighlning 
Boll. SlIm Clolld 20; Iifltel"Wtlll, IIIld Wtz~rWlllIl 'lhle. 

FJKh AdvmrtuI'U I Morthondost 

A Se(ret door (e:un:mely hard.·30, to find from either Ilide)se:rvelI IIlI tbe entrance 
from an escape passage. The passage exits the fortress and emerses 2 miles to the eaa, 
in • clump of rodes and trees near the base of the Hill of E=b (within sight of the 
En::chS~ne).~S'furtherdDWllthcpassqc,thertisanolher&eCretdoorwhichopcns 
into the SecRt Prlson (IS). 

5, Secnt Prlaon. Bulk in 1342 by llIuron the Lci!ier, now widely known tQ have been 
insane. This ill now Ihe home of An_n. The enchanted walls IUbtraet 10 from the 
effectiveneSli of any detection IpcUscaSt wilhin~or focused on the cell. 

The cell is '0' underground lind 3" from the ~cm entrance connecting the escape 
passqctotheleCrd:undergroundlibrary(.sceI4).A,radorilllWllreoftheescapepallSllJC 
and cell, but nOl the nearby secret library. The door into the cell from lbe main 
passagewayisiockedandextremelyhard(-lO)loopen.llillinc:dwithafinenelwork 
ofKregora, sOlhat detection spells aimed Ibrough It wUl not work. 

Arawen is chained by one ankle to a floOl-rlDg wtthin the ccll. SbecannOI reach tbe 
doorway and her crtatLire comforts'COosilll of a pal1et on the floor and chamberpol, 
She can move JuS! enough ta'do lome exerci!le$ (a1thouah if Arador was clever enouah 
to suspect this, he would shorten the chitin). The chain, tina. and Ihe manaele around 
her ankle are all of +S Siecl. The lock on the manacle is Vf;r'J hard (.20) 10 unlock and 
thechalnwllliaeaboutanhourtofilethrough(iftbetoolisgoo!lenoughlof'lle 

-through+Ssteel). 

Ii. nap' The cdl entry illirappcd with a me(hanism that drops rotks out of the cellins. 
It ill very hard (.20) to d~ct or disarm, When released, rocks tumbledown across from 
thc doorway and roll SO',to the hase oflhe small fiighl of stairs in IheSCl:Ond bend 
of tbe &eCret passageway. Anyone caught in the corridor must wilh$tand four to daht 
(IDS+3) +30bashallacks. 

7. LelllSer \QIL This is one of the last thlOV Gundor completed. before bl~ dealh, and 
some s&y Ibat it proVetI his senility. Thevauit is round,with a domed celling I(laDIlcd 

wilh Cl}'ual stars Ihal D1II8ically Clow 10 provide lighl. The floor is paved with 16 mar
blewedps. alleroatelyblackand white, radiating frorn a center ofrare blugcry marbJe. 
On each of Ihe white sections is a 3':d'x3' iron-bound oaken cmm. Each chest II \11[. 

tremely han:! (-30110 unlock, but they are untrapPed. The keyhole!; are quite tiny. The 
chenllCOl\tain (clockwise from the doorway): 
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-c/testJ:'OOOsP. 

-c/test2: lOOmpand4000~p. 

- Chest J: a set of three ma«:hed crowns, for the Prince, Jtls Lady and his 
Heir; silver wllbtopaz star pIllets; lhese are the lesser crowns. 

- Cltest 4: IIliet of +20 milhril chain mail (RM AT 17 +lO). 

- ChUl 5: the Helm of Morthond: 2.0110 chance of resisting head and neck 
criticals, IIUOWS 180 dellfCc vision, +UloRR\lVL EssencespeUs. 

-Cltest6: state robes for the Prince and his lady: gamet-red velvet wilh 
enninetrilll,lhe velffiembroideJed with milhrilthread, pink pearls, and 
wateropals (white to pale bluewilh a faint play ofiridescenl color}; 

- Cltest 7: SOOO spworth of cut bIIt unset beryls,lamel!, aquamarines, and 
alasmain. 

- Chest 8: hracen of purple leather, studded with mithril and pink toUr
mallnes(36,p);alarce cla!ipforclook,mwieofsilvcr,withlapislazuli(decp 
opaque blue) (IOsP); achikl'. gold and silver headband,sct with topazes 360 
IP); a sct of4 matching braclets, ,oid and sjlvcr,setwithtigersteyes (IOgp 
each,4Stheset), boouofblackdraa:onskin,gi~ingl'l1ochanceofresi.linll 
fOOl and ankle criu (100 gp): a man's ornamental collar of Ialte plates of 
llpis lazuli linked with silvcr (300 jp). 

LSecre1door.Therelsasceretdoorandp;.&S8gewayfromtheLesserVauklotheOreater 
Vault, but it can only be detcctcd by magical means or via an lbsutd{-70) maneuver. 
Openingthedoot(shortoftunneIioS.throuslillierock)requircsthefollowinastcps: 
(I) startins at Ihe doorway, one penon of at least 75 Ibsweight mustwalk.longlhat 
blackIlCJIIlCnltothcc:enler;(2}~ingonitforatleastS$eConds;(3}steppingback 

outo the orlainal black $l!pneDt; and (4) walkinll clockwilleand only !!epping on black 
segments(countilljltbeooeatthedooratthefirst),tbcpersonmuststandatieastflve 
liCCoods. 

TIle entire seament will tilt ilowly dowJlWllrd, with the end at the center remaining 
at the orIgl:nal heilhtand the outer edse sinkilli sharply. An entrance to a Jl8Ssapway 
will be revealed in tile space now uncoveted by the sunken outer cd,.: of the Ilab. The 
slab will stay down iii long .III tbere is a least 7~ Ibs weitht on it. It wilt quickly rllie 
up wbenlhcrequislleweitilti5removed. 

!l.RlIIIl¥a1toGrealtrlll.It.Thedoorwaylienremelyh.rd{-30)lounlockandlrappcd 
(extremelybard,-30todetectormnove).Ifthetrapisse\off,sluicesneartheeeiling 
will quickly let in a torrent of water (oneto tWO +30unbalartdngauacks) from a spring
fed reservoir above (refills in IWO weeks). The chamber will lillin 6 roun,ds, drownill8 
all trapped wilhin. It will drain in 3Omjnutes, possibly carrying away !IIIla11 valuables 
sucb .III rings (11)% chance). The door at Ihe Greater Vault end cannot be openei1 if 
lhe slab CDtty (18) is IIIilI open, nor will the trap go off. 

10. Quler Vanll. The secret door out leads 10 a long hall that ~Dtually winds to the 
escapepl\SSIIge. Frolll the esc.pe pa"ase, theseeretdoor is foolhardy {-'Ol to detect. 
The vault oontains lhelegacy of Mortbond's PrinccL 

-SwordO/thePrinClsojMol1ltr;md: hang$on the wall in a black leatber 
sheath stlKlded witb mithril and diamonds in Angiun {S.: "Gift of Iron''). 
IIIli +20, wllha pommel of crystal. which tlows with a dark blue light within 
1000' ofcreatllml of Morgoth. 

- Crown of tlJe PrllIce oj MOl1lJond: lays on a nearby bliu:k mllrbk table, 
an elaborate helmet-like ilem of gold and mltMI filigree set with glumain 
and diamonds. 

- Scepter of MorrlJ01Id: a 3' staff of ivory and sliver with a sphere of onyx 
on Its top, rests in the palm ofa featureless and powcrlclIIstatue. 

- RIiIg qf Flame: a small 3"1l4''x3'' ebony bo::It sits on a black marble stand. 
The boll: Is lined with blue velvet and contains the rlnj - gold with red rubies 
and orange padmarashah - which allows the wearer to throw up to "PPS 
of Magician fire spells per day. 

- Horn qf Dirht1('i: also rests on a black marble stand. It is. huge, many
curvedgoat'shorpboundwithsilve:randberyls.Blown,ltsummonsl-Ssup
porter$ of the user from IIpto S miles l'WK)' and heartens aUie:s withlnearshot 
for 1-' rounds (+10 to allies orientation and perceptiOll roll~l. 

- BI/sin ojCool Sleep: rises from the dais at tbe center of the vault. 4' in 
diamecer, il is of silver and inset with Jade ieaves, peari,and flowerofcitrinc 
(pale yellow ancl transparent). Water pLaced into it 10 acts as Healer's 
Chamomile, but with no UllillimuUl dOSlage and no side effeeu. 

11- PrIson Aaterqom. The doorway from the stairs is blocbd by a locked {very hard, 
-2010 open) portcullis. Tbis barrier may be also raised by a 1ever bebind thccounter 
at tbeothercnd of tile fOODl. Aguatd is usually stationed here, wltll a horn to summon 
aid. 

12. PrlIlOll Cellblock. The cells used to be lilled with bandits, ne'er-to-do-wcIls, and 
drunken, rowdy &UBrds awaiting trial. Now the only prisoner is Gror, the bouncer from 
the DlII1Cillll DfIIOn who was once a little too determined. to make Ebbo kave before 
tbe latter was n:ady. Helsinctlillc. 

,. 
13. Torhm! Chamber. Conl\truC!ed by tile same craty Thuron the Lesser who conll!:uctcd 
the cell (I'l that is now Aranwen's home. Its fliCk, torIfS, pinchcrs, etc. are mostly rusty 
with disuse, but ils special feature has seen recent u~ It is an iron Cqe on chains lhat 
can be lowered inlo a natural fissure lhat features an icy. rushinl Slrc.m. II leavei no 
mark on its victims as long as they don't drown. 

14. Mmwe1lforll\eforlre5&lt is below theEasI Tower (8.S2 at #4) and is reached 
bywayofthelower~nsi!lnoftllelowcr'sm.ln$piralstalrcase. 

8.6 PRICES AND TRADE 
Most of the Morthond's coinage in the area comes from the King's 

Mint, which has recently beeD moved to Minas Anor, but coinage 
from other Royal Mints. especially· that in Dol Amroth. may also 
be used. 

PRICE AND EXCHANGE TABLE 

Exchange Rates. 
Oondoruscsasilverstandanl,bascdonaonequarteJouncesilverpie(:e. 

The lesser denominations of bron~ (.~ o~) and COpPer (.S oz) are the typical 
coins of the marketplace, whIle tile rare half OUIIU g<lld pieee Is ustd only 
for the most etlpensive of trall$lctionL The excha~ rate foJlOWI. 

Igoldpiece(gp)=2.Osp 
Ililvcrpiecc(sp}-IObp 
Ibron~piec1:{bp) .. Scp 
1 eopper piece (cp) '" Ihe price of a meal or a pinl of bccr (for 
eJCample). 

Prices in tbe Vale of Erech 

Good/Senke COd 

FOOD AND LODGING 
Becr/ale lcp 
Brandylwine Icp 
Cider/mead Icp 

Stabling Icp 
Poorlodging lcp 

Averaselodgins: Icp 

Goodlodgin, 2cp 

~k'!rations 3cp 
1taiIrations Scp 
Oreatbread 33sp 

ACCESSORIES 
Arrows(lO} 48ep 
Ba\:kpack 18cp 

Bedrol, 14cp 

BooU 7 bp 
Coat II cp 

Clothing 9bp 

Crossbow bolts (lO) lsp 
lanier!) llcp 
Lockpickkit Isp 
Rope 41cp 

17bp 
Water5Jo;i. 1 cp 

TRANSPORI' 
LiCbthorse 4S&p 
Medium hone 50 $P 
HeavybOrtie 70,p 
Mule 40sp 

No. 

I quart 
lhalfpinl 
I pint 

I week for I mount,includingfodder. 
Communal Ileeping for 7 days 
(minimum). 
Allows foraeparate bedorpallet. Includes 
1ishtmeai ofbread,checst, soup, and beer. 
All~ for separate room. Includes good 
meal orson!), meat pie, bread, beer or 
clder,Mdwlne. 

l81bs. Usualspoila,e. 
14Ibs.lweek's.Prestrvcd. 
4Ibs.lweek'L~rvcd. 

3.Slbs. 
1.,lbL 1 cu: capacity (maJtimum of 30 
Ibs}. 
S.SlbLW<lolblan~&oiledcanvas 

Sroundcloth 
3.5 Jbs. 
7 Ibs. Wool 

9 Ibs. Cotton panls and shirt, wool eloak 
and hood. 
31bs. 
1.SIhli.IOftra.diu5Iiaht.6hnoroil. 
.:zSlbs.+IOtopkkinslockLHatdtohuy. 
61h1i. SOft. lOIlj; bmlks 00 01-02 roll (no 
modifICation). 
8 Ibs.SieePSlwo. 
.Slb. Holds I qllllft. 

MOYes 5-30 mph; carrje!l up to 200 Ibs. 
Moves 5-lS mph; carrJes up to 300 Ibs. 
MoYcs5-20mph;carrtesupI0400lbs. 
MoYcs 5-2j mph; carrie!l up to 300lbs. 
Stubborn,taup. 
8 X S ft~ 2-10 mph. Carrle5 up to ISOO Ibs. 
Requiresa heavy horse or two \isht bones. 
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8.7 THE RESCUE OF ARANWEN 
(AN ADVENTURE) 

8.71 THE TASK 
Obviously, the foremost adventure set in the Vale of Erech call, 

for the discovery of the truth about Prince Arador's dastardly deeds 
and the rescue of Princess Aranwen from captivity in the underparts 
of her own house. Thrifty adventurers might dwell on the treasures 
in the vaults of Lower Morthondost. 

Clues 
Plenty of clues are available in the town. Rumors abound, and 

old Sudha, now a hostess at the Golden Thnkard, quietly speaks of 
her visions of the imprisoned Princess. Thlfannan the Healer su~pect~ 
that Arador had a hand in her cousin Egalmoth's death. The dis
abled Aeghan and his brother Celefaro have more than one story 
to tell, although they believe Aranwen to be dead. Drunken soldiers 
are the norm among the Prince's garrison and, although gcnerally 
stupid, a few might relay clues in the course of their nightly ravings. 
Kea, the local gossip, and the wily Pesk both listen to these yarns, 
and know much of the subtle ways of Sam Erech and the ciradel 
of Morthondost. 

Aids 
Keep in mind that a dummy was buried in Aranwen's sepulcher; 

perhaps a midnight trip to the fortress burial ground might be in 
order, to prove (or disprove) Sudha's claim that Aranwen is still alive 
(and this could lead to an encounter with some low-level undead). 
The search might be magical, empLoying the careful aid of Aeghen's 
diminished powers (his brother Celefarn is a conservative, cautious 
type who would be unlikely to help unless heavily bribed). Alter
natively, a physical search based on information from Sudha might 
offer adventurers an entry into the fortres~, say via the escape passage. 

Rewards 
The compensation for such an undertaking includes loot extracted 

from the fortress, magic items taken from the vaults of Lower Mor
thondost, or an appointment of service under the rescued and 
reestablished Princess. Aranwen will surely reward those who help 
her, whilc the King of Gondor will rejoice in the restoration of peace 
in western Lamedon. 

Strategically, the town is a good adventure base, but not as safe 
as it could be. With Arador's drunken troopers tearing the place up 
regularly, adventurers can place little security or truSt in Sarn brech. 
These problems, coupled with the prospect of possible future help 
from Aranwen or Thlfannan (who would be a handy lady for often
injured adventurers to know), make the fall of Prince Arador a rich 
reward in itself. 

Hazards 
Hazards atong the way arc legion. Adventurers might be roughed 

up by Arador's troopers, especially if they have not been subtle in 
questioning the townsfoLk. Arador learns of much through lauron, 
his flunky in town; some places (e.g., the Dancing Dragon) are 
notoriously unreliable venues. (It also helps to avoid being in the 
Dancing Dragon at the wrong time, say when a bar fight breaks out.) 

Careless adventurers might he subjecL to arrest for "inciting unrest" 
if Arador or Ragnor teams of their interest in the Prince's affairs. 
In that case, they will be fined lOgp and imprisoned in the fortress 
prison and possibly sentenced to hang on the gibbet that is set up 
as needed in the outer yard of the fortress. (As everyone knows, the 
pieces are stored in the cart house when not in use.) 

8.72 STARTING THE PLAYERS 
Added impetus for finding Aranwen can be supplied by having 

one adventurer be one of the younger children of Thorondor, those 
who were sent away to be educated. All of these offspring liked their 

older sister (Aranwen) more than her nasty twin brother. Besides, 
if Arador did kiJI her, one of these younger siblings is actually the 
true heir! (Which one? A rough draft of the real will can be found 
in one of the books in the secret library.) Remember, however, an 
adventurer with a Fief to rule doesn't have much time to adventure, 
and many a greedy contender might still opt to let Aranwen have 
the office. 

Various Starting Backgrounds 
Other possible background, could include Thlfannan's grandchild, 

a youngster who is studying to be a Healer. After all, Thlfannan is 
right in believing that old Egalmoth was done in. Another character 
might be Baranor's apprentice magician son, or an apprentice of 
Gillen, Malbeth, or Kroggan. A young Dwarf from the mines might 
come to work for Frerin, perhaps as a guard for some valuable 
materials that the Armorer is making (e.g., a spectacular weapon on 
order for some noble Dwarf in the Misty Mountains). A young 
Animist from a Dunlending hill tribe might come into town with 
Imkel and become interested in the lively life of the "big city". A 
young Warrior or Scout embroiled in some minor legal trouble in 
one of Gondor's larger towns (Minas Anor, Pelargir, Linhir, Dol 
Amroth, Calembel, etc.) might take a job as a caravan guard. Mer
chants constantly bring in finished goods to exchange here for raw 
materials, and such a soul might decide to stay in this out-of-the
way spot to "cool off". These are but a few suggestions. 

9.0 ADVENTURE IN THE 
PATHS OF THE DEAD 

Setting: The subterranean reaches of the Paths of the Dead, the 
haunted delving beneath the White Mountains. 

Requirements: An experienced or medium level party possessed of 
skill in working with traps and secret doors, particularly in dark, 
confined places. Some knowledge of the Undead, especially Ghosts, 
is suggested. 

Aids: The folk of Sam Erech, although afraid of the Ghosts of the 
Oath-breakers and the curse of the Paths, nonetheless know of the 
route to the South Gate. Tales of Dunharrow and the North Gate 
(Dark Door) are common among learned Dunlendings everwhere. 
As for maps, they are rare (if they exist at all). Still, the wandering 
Imkel the Animist and the eccentric Seer Niniel kilOW much of the 
Paths and can relate stories of their nature. (Imkel frequents the 
Golden Tankard when in Sam Brech, while Niniel is confined to the 
lone tower of Minas Anghen; ~ee 8.42 and 6.0 respectively.) 

9.1 THE TALE OF THE TOMBS 
As told, the Paths of the lJead were once the site of relatively sim

ple burials of the Kings, Princes, and other Nobles of the Daen Cocn
tis. Priestesses and their servants placed the stone funerary urns and 
(later) sarcophagi within rock rooms, set in the walls off the hal
lowed underground corridor. During the Dark Yeats of the late Sec
ond Age, however, the rites changed and concern for the safety of 
the burial chambers grew. A.~ the fear of death and undeath - ex
istence as thing Dead - began to eat at the ntinds of the Oaen Coen
tis leadership, they persuaded their remaining master craftsmen to 
turn their still considerable talents to the protection of the ancient 
tombs. 
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The skill of building Mendaen and Mensharag - Men and beasts 
of living stone - was already ageless. Soon, these master craftsmen 
forged new wardens, creating Humcennec; Hurnspire, and Hurndaen: 
Spiders, Gargoyles, and Men of animate iron. It is unknown whether 
they also made the powerfuJ Colhran. or whether they somehow sum
moned these Spirits of enchanted light from somewhere outside of 
Arda, but all these magical creatures became known as Thmb Guar
dians. The Daen also constructed elaborate traps, so the spirits of 
the dead Kings (and their hoards) could rest in peace. 

9.2 THE TASK 
Despite the terrors associated with Curse of the Oath-breakers and 

the doom ofthose who seek to enter the Paths. Prince Arador wishes 
to know more of the place. In particular, he hopes to acquire a map 
of the Paths of the Dead and locate the treasures buried with the 
ancient Daen Lords. The Kings of Gondor, however. frown upon 
vassals who would dare disturb the sacred Thmbs. Royal Seers point 
to the ancient prophecy of Malbeth, as related by the envoy Celefarn 
in 8.A. 3434 (see 2.0), noting that only the 1hIe King can enter the 
Dark Corridors. 

Still, Arador hopes to despoil the Thmbs. He seeks dupes for the 
mission to explore it, offering 200 gp for an accurate map. This reward 
is no mean sum, and those who recover treasure from the Thmbs 
will reputely receive half of. all the coin and gems (not heirlooms. 
of course). Whether the Prince intends to honor his word is another 
matter. 

Thuron of Sarn Erech is aware of the offer and has been told to 
watch out for adventurers likely to suit the Prince's needs. Strength, 
skill. a stout heart, a quiet mouth, and a bit of foolhardiness are 
all that he seeks. 

9.3 REACHING THE TOMBS 
Although almost all in Morthond know of the Paths of the Dead 

- those ill-omened tombs of long-dead (and Undead) Daen Coen
tis Kings and nobles ~ few ever venture anywhere near them. 

The northern approach. with its avenue of stones and grim door
way, is perhaps the better known, especially since it is set in the for
tified highland valley called Dunharrow (Dn. '7Jaen Harno" .., "Peo
ple's Protection''). It can only be reached by treading up the canyon 
of Harrowdale in the northern White Mountains, where the waters 
of the River Snowbome rise. Dunharrow looks down on Harrowdale 
from the eastern cliffs. Now, Dunharrow is little more than a collee
tion of standing stones, barrows, and ancient foundations; everything 
of value and much of the loose stone was stripped away by the 
degenerate descendants of its noble builders. Amidst the ruins grows 
the Dimholt, a thick, gloomy pine-wood that covers the western see
tion of vale. The approach to the northern gate cuts through the trees. 
(See 6.4 and 9.4.) 

The southern entrance is in the deep cleft of the young M~lthond 
River above the iron mines of Cabed Angren. It seems to be a in
nocuous natural gash in the rock, carved by the rushing stream, but 
folk accustomed to the ways of stone and water in caverns (such as 
Dwarves or miners) realize that its extremely sharp-edges allude to 
other handiwork. A chill wind always seems to whisper in this cleft. 

9.4 TOMB GUARDIANS (POKEL.CREATURES) 
The stone PUkel-men of the White Mountains are but one form 

of enchanted stone guardians, the only noticeable legacy of a skill 
prized by the Oaen Coentis. Weathered or spiritless, IlUUlY no longer 
function, and those that do leave little or no si$n of their rare activi
ty. So, the citizens of Gondor ignore their t~at. citing the tales of 
''moving stones" as figments of rumor and superstition. 
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The animate Pfikel-men remain as objects of curiosity, while within 
the Paths rest other manifestations of the same bizarre and fascinating 
craft. These creatures, enchanted wardens, are dormant until activated 
by trespassers. Only the Daen folk - Oaen Coentis and Dunlen
dings seeking to worship their buried ancestors - may pass their 
bailiwick unhindered, but these simple people are now too scared 
to enter the Paths. (Of course the True King, those with him, and 
the ghostly Oath-breakers will not stir their ire.) 

While at rest, these Piikel-creatures remain innocent lumps of stone 
or iron, featureless except for vague form. Their nature is very hard 
(-20) to detect even in well-lit places. Their power, like that of the 
Ghosts who also guard this place, is formidable. Those bold enough 
,to shirk the warnings about the fate of trespassers (especially. tomb
robbing intruders) do not live to tell of their being; or, if they do. 
thej are branded as insane or as peculiar story-tellers. After all. the 
prophecies of Malbeth the Seer rarely prove false. 

NOTE: POke/-creatures are unoffected by bleeding or 
temperuture critica/s. a/though their bodies bear the scars of 
"cuts" and "burns." All other critical strikes are treated as 
one severity level/ower than usual (e.g., an E result ..: D crit). 
Otherwise, they fight as living beasts. Tied to a specific pku:e, 
they usually cannot leave a set radius from their point oj vigil 
(rod. = 200' x [vI), but some have been known totkpartfrom 
their appointed territory while tracking an enemy (maximum 
of 12 hrs). Pflkel-creatures aTe active only jor brief periods 
(I hr/lvl), returning to their place oj rest when sleep calls. 
As they assume repose once agaill, they may form a differ
ing position. 

9.41 P(jKEL-MEN 
PQkel-men guard most exalted Daen Coentis sites. They can be 

found throughout the White Mountains and are the most numerous 
and well-knoWn of animated stones. (This is, of course. relative.) 
Basically animated 2~5' high stone statues. they appear to be crouched 
Mell, like twisted Woses. PQkel-men are often armed (usually with 
a club or hand-axe) and will awaken to defend their territory whenever 
it is harnied. Cunning and stealthy (+ 75 1h1cking, Stalking, and 
Hiding). they enjoy a good ambush and take' great pains to remain 
unseen and undiscovered. Pilkel-men are affected by erosion and the 
force of bands, like all theit kind; they can weather away. Whenever 
they lose recognizable features, their spirits depart. (Other POkel
creatures retain their spirits until 'they completely lose form.) 

9,41 MENSHARAG 
Until an intruder enters their sanctified area, Mcnsharag appear 

to be large boulders or blocks. Then they uncoil, becoming beasts 
roughly like large, heavyset lizards. They are about 5' long, with 
prehensile tails of nearly the same length. long as their bodies. 
Capable of rapid movement and adroit when climbing walls, they 
attack with sharp claws, teeth, and their grappling tails. If "killed:' 
they faIl intO piles of rubble, which, if left undisturbed and 
unseparated for 20 years or so, will gradually reform into their 
original, functional shape. 

9.43 MENDAEN 
Mendaen look like rough pillars of stone. Activated in the same 

manner as the Mensharag, they then take the form of 10' tali, heavyset 
men. They attack with their hammerlike fists and their crushing grasp. 
Like the Mensharag, they will rise again if destroyed but left lying 
undisturbed. 
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9.44 HURNCENNEC 
Hurncennec look like lUlllP~ of iron ore. When aroused, they they 

become large Spiders, with 2' bodies and 7' long icgs. Adept at climb
ing wells and ceilings, they strike with their pincerlike mouths and 
the sharp, slashing spines on their legs. They commonly drop upon 
their victims (add + IO to this attack for each 10' of height from 
which the hurnccnncc dropped), as missiles hurled by machines. 
When destroyed, they break into pieces that will take 50 years to 
reconstitute. 

9.45 HURNSPIRE 
Like stalactites hanging from the ceiling, Hurnspire arc insidious 

and deadly. Capable of strangling passersby, they reach out to grab 
intruders. When struck, they relea~e from their mooring and fly down 
in the form of a lizard-like bird, slashing with their talons and the 
claws set into their wing-elbows. Some rely on their beaks or fly direct
ly into their foes, like living ballista bolts. When destroyed, they 
reform in the manner of Hurncennee. 

9.46 HURKDAEN 
Hurdaen appear a~ iron pillars until awakened. They then become 

heavyset iron men 12' tall. Essentially golems (like Mendae~), they 
attack with their awesome fists and crushing arms. They reform in 
50 years after being vanquished, as do all the creatures of living iron. 

9.47 COI.BRA~ 
Called by their makers "living lightning:' Colbran are unseen un

til they ",,lake. While dormant, they inhabit stone or metal, making 
it glow with a light which bespeaks of their spirit. When active, they 
transform their housing into 10' tall attenuated Men, who wear a 
blue-white color so bright that it is difficult to gaze upon (hence their 
high DB). 

Co!bran are the strongest of the "Piike!-creatures" and possess 
many weapons. Some choose to melee with their mighty fists, which 
deliver electrical criticals with every regular critical. Others stand 
aloof, casting balls of lightning (as fireball~, but with electrical 
criticals) or lightning bolts. Darkness spells have no effect on the 
light of a Colbran, although the natural Utterdarkness of other en
chanted beings (e.g .• Shadow-creatures) can quash their brightness. 

There is a 25% chance (modified by weapon bonus) that any 
unenhanced weapon (enhancell1~nt can be either magical or non
magical) will shatter when striking a Colbran (thus causing one to 
ten +0 sling attacks within 30' radius). 

9.5 THE LAYOUT OF THE PATHS 
The Paths of the Dead run for twenty·one miles beneath the great 

peak of the Dwimorberg in the White Mountains. They stretch be
tween Dunharrow in the north and the source of the River Morthond 
to the south. Essentially a single 30' wide, 14' high passageway, the 
main route follows a relatively level course connecting a series of an· 
cient natural fissures. Various tombs and ceremonial chambers in
terrupt or connect with this granite tunnel. 

The descriptions below are ordered from north to south. 

Art'S I (Dun harrow) 
I. The Block PillaT. A double row of irregularly shaped slOnepiJIars lead slOth.Gate 
of the Dead called the Dark D<>or (5fe 12). hut they are so wldely spa,eQ anQ 10 choked 
by tree~{.lpruceand pine of the Dlmhoh 'hood) that one can hardly tell thaI the~ are 
laid out in a regular pattern. The single Black Pillar, marking the end of the avenue 
but still 400 yard, before the door. marks the beginning of the Re~lm of the Dead Kmgs. 
A (5th lvl) Symbol of I-ear is etched intn the Black PiliaranQ ,ervc, a ward and a "arn 
mg (Its l200'radextends only in an arc between the pIllar and the door.) Thos ewho 
fall their RR by 01·25 feel unea,y (and operateat·25); fallurt of 26· 50 means that one 
will not pass beyond thcP,llar; those failing by 5l·7S fiee for #rds ~ failure#;those 
failing by 76.100 are petrified for 1·100 rouncls and then flee; failurcof lOO+resul" 

~-=-==---=t 
o· ~~o' ;00' )000' 

in dealh (RR bonuse~ based on Presence and/or Self Dlsciphne). This pillar i~ so 
overgrown that no one may nnte it. but ito effect are slill felt b) those who pass by it 

Area n (North) 
2. The DIlrk Door. nUl serves as the north g~te into the Paths of the Dead. Lymg on 
the northern stde of the White Mountains. In the rmlified High·'ale of Dunharrow. 
the Dark Door is set into the sheer face of the p.,.'imor~r8 

3. The l\orthern EDlry Corridor. Beyond lhe Dark Door slre\ches a long .rclativelycvcn 
,0rridor.Strongdrafiscirc1ethehallandonceanimruderisSOO'be)lOadlhcdoor,he 
finds that any expo~ed 11ght source hemg used ls operating lI.t only half its usual effec· 
tiveness Mist clonds the darkness and tho.e WIth night·vision and other means 0 f&cc· 
Ingln dim conditions (cg .. alanteru) flOd their visoalrange halve d. At thts point, lhe 
Cndead in the area may become aware of an~ intruders. although Undead wanderiug 
abroaQ (i.e., outside the m~in corridor) will nor be ~llOlmoned yet 

Area III 
4. Tbe Iomb~ Ilf tht Eldest. Three mile, into northern Dwimorberg, the Paths WIden 
from thirty to ninct~·feel.lhercthceorndor passes through a five hundred fOOllpng 
chamber. Before the doorwa~, there are t"'o "hite pillars Unless rhe True Kmg of the 
Rcumtcd Kingdom (i.e., Aragorn II) leads the way. thele two gla,~y laen pillar, will begin 
to glow brightly as intruders corne within 9(1' and will hum bngbler as oue come, doser, 
unlll the light i,blioQing{JO' rad). Within 10' of the doorway, theyg ive off an unearth 
Iy, paralYZltlll Cold. accompamcd by a4th Ivl Fear Spell (see #1 for RR resull.' VS F~ar) 

Those failing to resi,t the Cold receive a critical strike (as a Col dllallent): RRfailurc 
of 1·10 ~ A nit; 11.20 '" 8 ceit, 21·~0 • C em; 51·75 = E; 76·100 '" E + A crill.; 
101 ~ '" E + C crit<). Should one shroud the Symbols of Cold set into the pillars 
at thei' height, no further Cold attacks occur, but touching llteS~mbols results in a 
10th Ivl auack 
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S. Follr Elder Tombs. Then: aTe tWO lbtttbs on each side of the (hamber. In each of 
the Tombs, th_ are no ''native'' Ghosts. asthesc aRllIe oldest burial pJaas and those 
left here depaned for the Otherworld mlllenllia agn. tJowever, other Oho!ils of levels 
7 and 15 may appear to IMmp Ihis affront to their ancestors. There art also 8 Men
marag and 6 Mendaen in lhis area. 

The 7'xJ' hlack basalt donrs of the tombs Ihemselves are inscribed with a, pattern 
ofintuwoven"rope-art"andaregu.ardedbyasingle4'high$lOI\ePUtel_man.Nosym· 
bois or writing betrays their occupants or mab:n. Shololld ODe tOlolch a door, liS PUkel
prdian will awaken. The donrs lhemselves swing up on counterwciihts, bl.llare 
nonethelesse>ltremely hard (-30) 10 open. 

Within each tODlb is a counterweighted II"IIJI which is lied to the door and very hard 
(-20) to detect. Asonepasscsthrougha3'deepapertureandstepsonthe3'x3'fIonr 
area beyond,the floor rapidly depn:sses 3',lhedoorswings sbut,anda3'x3'collolmn 
of stone IIlides down out of the 7' high ceiling. The column drops to meet with the de
pressed floor panel, and anyone left on the panel re.:ei'lell a -+100 Large Fall/Crush 
attack. l.eBping off'tbe panel before helng(T\lshed Is avery hard (-2O)maneuver(iholl8h 
any II'lI maneuver result Is subtracted. from the attack). Openillll the trap and door from 
theinlidellieKIranelyhard(_30). 

The tombs are bluish basall cbllIllben hewn out of a single rock, with standard in
teriordlmeruioDlCTwide.14'deep,and7'inheiiht). Thl:)'eachconUlinthreelaen 
burial urns. Thelarge&l(4'highand200lbs)onlyhnldslbewrappedbnnesoflheKing, 
seilorated by type. The second larp um (J')oontainsthe tecregated bones ofrheKing's 
'anuly, while the third urn protecU various symbolic offerin.llJs, as per the old way or 
burial. Thet(:is no treasure per se. 

fi. Laen 'lUa"" On Ihe south side of Ihe chamber, two IIlOR: lacn pillan (see 14) stand. 
Theyworklikethepaironlllenorthslde,bulwillonlyoj)trateonihoseenterin&lheir 
range from Ihesoutb. SimiJarly, thnlie on the nOrlh end only luard agalnst intrudeo 
coming from that direction. The corridor beyond narrows 10 30' once qain, but Is 
otherwise ordinary (Blbcitunpleasaru). 

Area III 
7. Chamber of the MO(In. This rough 360' lI. 360', tear-shaped (hamber once housed 
aHnlynee. 

NOTE: These tr!f!s, Q/ whkh tlw"e well' few, were ahIlped oj YirNIe aIIfi 
flnimoted through enchontments. As such, rMY gtl'''l Hire (ryslo/S forming 
in the pottem ond monner of 0 ft!Ol tree. '1e.slomell/Ji to the &,'h Goddess 
ond Irtr(Vakl).refl'O'Ils, IMYWM!C01lSldererJ most.!«rod. A living Holy T.-ee 
stU/,I"OWS ill 1M Doen Coentls stlnclll{lrf rzt OnvmM, III ustml M()rthond 
nortlrwestofCtllembei. 

This tree was dedicated to Nienna, the VBla who weeps for aU sorrow in the world; 
itli purpose WIIS 10 help mourners get over their grief ancl learnwilldom from il. It is 
DOW dead and withered. Ah<IYe it, there used to be 0 glowing. magical, moonlike glassine 
lighlln thecelUng, hut It Is ahodead.. There ill nothlIq eiliein Ihis chamber. 

"""IV 
8. To .. bs of the Oalhbrellkers. PiIlariiauanl the north and south enlriesto thi5700' 
1000000, 60' wide chamber. Uke those siandina walch over the Tombs of the Eldest. (sec 
/Is 4,6), they are of glass, but !bese glow all dull red when l(live and burst into flame 
upontouch(deliverinaa-+SOFirebailattaek).Otlu:rwiselhc:yoperateaslheotherpillars 
(ihoulhtheydeliver Heat t:riticals in lieu oleold eriu). 

TheapproachofintnldenimOlhisehambernonnallycailsforthtbemo$lunpiea-
santand oldest of the Uudead. 

NOIEI See 1l.1 Jor II/is! qf Undetld individlttJIs.. A{~rnotivefJl, IDOIt: to fl.3 
orMERP~wnS"F2, (p. 89)jcrgenericUndetld. Tlreaecreoturesrwrmolly 
""il'f!in6-15rourvh,tlth"OIIeotllt~,oringroupsqfthteeorfour.O/ 
wurst, '1O morr thlln o/ew normtilly gother toytlrtr, except 01f Iroly nights 
upon tlrt Hill qf Erech (see StctW'l 9.0). 

TWenly Hurncennec. fifteen HUInsplre, len Humdacn, and five Cllbtan inhabit this 
area. Most are centered around tile six communal Tombs of the Oathbn:akers. 

The Thmb dool"5 aR extremely hard. (·30) to open. Behlnd Ih~1i1 Ue 200' JODi 3'x7' 
5lopingpa~s.ThesepassagesconnectthemainchllIllbertolhe1bmbhans,IOO' 

diameter beehive-shaped roollls {70' in helght). The entry to tbe lomb rooms thcmselves 
is barred by lO'wWe, JOO'deepdtasms whkh are concealed by stoneswbich will bear 
only SO Ibs of weighl. The nature of the IItonel is l'efy hard C-lO) to di!JCun. 

Each tomb holds ~ngular SlOne sarcophagi similar in function 10 lheurns found 
in lIS. 'freasum; an: too varied Bnd rich 10 lUI and unlitelylO ever be seen hylivlng 
eyes.General~however,eachCIICheennlainschC8ll1ofsilver{lo..IOOO8P)andgold 

(20-2000gp)trinkets,jewels(1(}.1000IlP),onetoten-+1Sweapons,andonetofiVl:+20 
items (of any type). There is a 50% chance Ihat one 10 Ihree p(lWerful SjleU items or 
bonus items will abo be found. 
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Area \' 

Area VI 

AreaVIJ 
II. Tomb, of the Glorious. Silver pIll,,,, (re;~mbling those at lis 4,6,8) guard the north 
and soulh entnes Durmg an electrical storm in {he mountams above, they glo" a, if 
fed "ith hghlmng. Should oncpas,w'thtn 30' of them 
'hould One touch them at any lIme, tbey,,;U be 'truck wIth a lingle 
Bolt auack (treat as.'pel! on Lighrlow lislj. 

This area IS a popular havcn forlheUndead, for these are the wmb> oflho>e "ho 
d'ed during the "Golden Age" of Daen eoent!, cuilUre (mid-Second Age). No native 
Ghusl,rcsictchere, bUlapajrofPUkeJ-men£uard.~chofthefour20'dJarneter!omb,. 

Path; of (he nead I Layouts 

].1 when used underground 

Area VIII 

AI't'IIIX 

breakmg 

Area X 
14. Chamber of Twrs. Thl, 400' diameter, domed chamber ,s the SOurce of the Mm· 
lhond RIVer and contams ~ wealth. of beautiful stOIlC fOllllatiom. Echoes abound, for 
thenoo' cove,~thc~oursco! !ourleen spnng-fedr,vulets. On lh.eeaSt side ofth.e room, 
near lhe sOI,thelllrv, thc;lr.am thai ""ll bcthc Morthond ri,est o flow along a ch.annel 

Area XI (South) 

[hi, pornt i[ [s 30 m,les to rhe Hill of Erech 
jus\oulSidelhcdooranalmalc1usterotbluishrocksloomovertheroadtothewe!t. 
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PRODUCT LISTING 
Look for these I.e.E. and Hero product lines at your favorite retail outlet! Each of the role playing 
systems is supplemented with a variety of support material. 

ROLEMASTER 
LC.E.'s classic FRP system. A complete set of advanced, 
realistic. & sophisticated rules. T he components of the 
Rolemaster system can be used separately with most major 
FRPsystcms 

SPACE MASTER 
The ultimate adventure fro nrier is brought to life with 
l.C. E.'s Science-fiction Role Playing system. A complete 
game in one box, Space Master provides everything 
necessary to run a realistic, rich ly detailed science fictio n 
campaign 

MIDDLE·EARTH ROLE PLAYING 
Middle-earth Role Playing (MERP) is perfect for t he novice 
as well as experienced garners. Designed with faithful 
attention to T olkien's world, MERP provides rules covering 
combat, magic, professions, and everything necessary for 
adventuring in Middle-earth. MERP is the perfect lead in to 

the more complex Rolemaster syStem. 

MIDDLE-EARTH BOARDGAMES 
Exciting fantasy boardgamcs based on J.R.R. Tolkien's 
THE HOBBIT'M and THE LO RD OF T HE RINGS"'. 

CHAMPIONS the Super Role Playing Game~ 
Don't just read comic books! Recreate your favorite hero or 
design your own the way you want! 

JUSTICE INC. 
From the frozen H imalayas to the steamy Amazon, the pulps 
and serials of the 20's and 30's live again! 

DANGER INTERNATIONAL 
Jump into modern adventure with fast cars, viral secrets and 
h igh-tech hardware. Play Soldiers of Forrune, Secret Agents, 
Detectives or Investigative Reportersl 

FANTASY HERO 
Fashion your own fantasy universe of Epic Adventure! Bring 
to life your favorite character from fiction or create your 
own exciting hero. 

ADVENTURER'S CLUB MAGAZINE 
The new expanded AC will begin coverage of the popular 
l.C.E. lines while retaining all of the regular Hero columns 
and features. The: new Adventurer's Club is a must for 
I.C. E. devotees as well as Hero fans! 

These fine products are sold at better retail outlets wo rldwide. Ask for them at your favorite store ... or o rder directly from us. 
VISA & MASTERCARD orders call (800) 325-0479. VA residem s, Ca nadians and overseas customers call (804) 295·3917 . 
Please make phon~ orJ~r~ during business hours; 9AM -5PM, EaSlt~rn Standard Tim~, Mon.- Fri. Allow 4-6weeks fo r delivery. 





Role playing is a type of game which allows a person to 
assumc thc role of a character in a "living" novel. The 
MIDDLE-EARTH ROLE PLAYING lines provide the 
structure and framework for role playing in the greatest 
fantas),scttingofalltime. 
J.R.R. TOLKJEN'S MIDDLE-EARTH. 

I.C.E. has de\'eloped a line of Middle-earth role play
ing guideline.) and ~tlinp. 

- The MIDDLE-EARTH ROLE PLAYING (M.E.R.P.) 
game system contains all the information necessary for 
fantasy role playing in Middle-earth, including a start
ing adventure. 

- The MIDDLE-EARTH GUIDEBOOK and POSTER! 
MAP providesextcnsivc historical and geographical in
formation and inchldcs a 3'x4' colormapshowingall of 
Middle-earth. 

-The CAMPAIGN MODULES give a sweeping over
view of large regions and come complete with cam
paign notes and color maps. 

- Thc ADVENTURE MODULES providc a setting in 
one locality and a variety of specific ready-to-run ad
ventures based on that arca. 

ERECH and the Paths of the Dead is an Advcnture 
Module for the MIDDLE-EARTH ROLE PLAYING 
game system. Like all I.e .E.'s Middle-earth products, it 
is adaptable to 1II0st role playing games. 

A great grassy hill rises from the empty rolling fields 
three miles from Erc.:ch. Atop the Hill is the half-buried 
Stone of Erech. By this Stone, the Daeo Cocntis swore 
allcgiance to Gondor, and it is here that the Anny of the 
Dead shall gather when summoned to right their Oath. 
breaking. For now, however, Ghosts come to the hill 
every night, guarding its spiral path and the secret of the 
Erech Stone. 

IRO:\' CROWN Ei'lTERPRlSES holds the exclu
sive world'Hde license for FANTASY ROLE PLAY· 
ING and ADULT BOARD GA'\lES based on THE 
LORD Of TH.E RINGS and 'lH.E HOBBIT. 
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