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"Hey, I'm serious; J saw somerhillg move in lhe wuter.'J 
The Dl1'or/ Warrior lurned 10 lire frightened Elf, frowned, and 

soid: ''-Dimcu, how did you survive childhood?" BeDrg inlervened: 
"The you!h~s righf; move 10 the cliff.' Wharever ir is, we don't have 
time 10 play aboUl, H 

Khain the Dwarf reluctantly readied his axe and stepped bock 
behind fhe Ihe trembling Elf. Only the Beaming Ranger seemed 
relaxed; heand the !>.lage Din1'OJriroj Fantast, who was busy frying 
(0 soll'e {he mystery of rhe inscription on lire now-illuminated 
flhi/dill/ace. The ,"'1age whispered 1-he words: 

"The Doors of Durin, Lord oj Alaria. Speak, friend, and 
enter. " ... 

His wife Mirien spoke with desperation: "You con', figure il DUn" 
Slowly, Dinrohir looked up thecJif/side, as if asking Ihe three gUm
meringpeaksjor the answer. "No." He sighed in/mstration: "They 
left uscluetess. so tJreyW hal'e to fend for themselves." 

Miles inside {he mountain. the other parry quietly nlshed {oword 
Ore East-gate, unwittingly leo""ing one of fheir own behind. Teve 
was already well dowII flie dark corridor and out oj sight. Shoneell 
prayed fhat he had heard 'he grinding of the trap mechanism. The 
others were probably hundreds oj yards al/ead. running jor the 
twisting stair. A .call broughillo reply. She looked down at her legs 
alUi a (ear Came 10 her eye. With the aid ofafew faitlt rays oj light 
cast from a high slit in (lseslJaft abo\.'e, she could make out the two 
sharp-edged iron bars thOI held her firmly, biting into her thighs. 
Her SCou(-experrise with trap-Iote pt'oved no match jor the clever 
Dworvell construction; she had never noticed the receding stone. 
Any uffempt 10 move only tightened the metal spring. Then. she/elt 
fhe fe/axing flow of her OWI/ blood and realized that POisOIl was 
coursing through he,. veins. Lookingaboul at the beaut/jul, arching 
Slone chamber, Shaneen muttered to herself: nWhat a wondrous 
place to sleep.» TorChlights began moving aCfOSS the slolle bridge 
tltat spanned the chasm she hod just traversed, The young Scoul 
sensed jeur for (he first time: Grolg~s Orcs had finally caught 
up . ... Suddenly, sllej'elr aflrm hand 011 hel'sJroulderond heoJ'd Ihe 
calming words 0/ lhe A nimisl Jerik: "Need any help?" 

""lItN, I, p. 198. 

1.0 GUIDELINES 
Fantasy role playing is akin to a living novel where the players are 

the main characters. Everyone combines to write a story which is 
never short of adventure. They help creale .... new land and strange 
new tales. 

This series is designed as a tool for gamemasters who wish to run 
scenarios or campaigns set in J .R.R. Tolkicn's Middle-earth . The 
ad\'enture modules are complete and readY-fo-run swdies of \'cry 
specific areas, and are intended to be used wilh a minimum of add i
lional work. Each has statistical informatiol1 based 011 tlle Midd/e
earlli Role l'la)'ilig (MERP) and Rolemaster (/lfI,l) faJlla<y systems, 
The modules are, however, adaptable for use '''''ittl most major role 
playing games. Creat ive guidelines, not absolutes, are emphasized. 

Professor Tolkien's Legac)' 
Each module is based on extensive research and a ttempts to meet 

the high standards associated with the Tolkien legaq·. Rat.ionaJ 
linguistic, cultural, and geological data are employed. Interpre(ive 
material tlas been included with great care, and fits into defined pat · 
terns and sc~emcs. ICE does not intend it to be the sole or proper 
vicw; instead, we hope co give [he reader the thrust of [he creative 
process.es and the character of the given area, 
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1.1 DEFINITIONS AND TERMS 
The following abbreviations and terms are used Ilu'ou'gholllllh,; 

series. 

1.11 ABBREVIATIONS 
Abbreviations are listed alphabetically within subcategories. 

Game S}Sfem .~ 

MERP _ _ _ _ _ _ _ _ _ _ _ Middll!'earlh Role Ptayillg 
RM ______ ______ Roll!mo.f/~r 

C llaraclrr Siwhi 
Ag _ __ __ _ _ _ ___ __ Agilily(RM ilnd MERP'J 
Co _ _ _ _ _ _ _ _ _ _ _ _ _ O'lnslirution (RM and MEllI') 
Em __ ~ __ __ ______ Empalh~'(RM) 

Ig _____________ Inte11ig.:nce,(MfiJW) 

It (in) _ _ _ _ _ _ _ _ _ _ _ _ Intuition (RM and MERP) 
Me _____________ MernoryVlM) 

Pr ~ __ _ _ _ _______ Presence{RMandM£RPj 
Qu __ ____ _______ Qllid:m:ss(RM) 
Re ___ __ ____ _ ___ Reasoning(Rll1) 
&I _____ ________ SelrDisci])line (RM) 

St ___ _ _____ _ _ __ Strength (RlI1 aodMERp) 

Gllml,':Terms 
AT __ __ __ _ ____ _ _ ArmllrT>'pe 

bp _____________ brollzepiece(s) 
el'l ___ ________ __ copperpiece(s) 
Cril ____________ Crilical ,51rike 
D __ __ _________ DieorDi~ 

DB _ _ _ __ _ _ __ _ _ __ Deren~h'e Donus 
FRP ___ _____ ____ Fanlasy Ro le Pla)'inr. 
GM ____________ Gamem311er 
gp __ __ _ _ __ _ __ __ gold PI~ce(S) 
ip _____________ iroll[1icce(~) 

jp _ __ _ _ _ _ _ _____ jadepiece{s) 

LvI _ _ _ _ _ _ _ _ _ _ _ _ _ Le".'eI (c,.;perience 0 1' S]lrll b'el) 
MA ______ ____ _ _ MarlialArts 
Mod ____________ Modil'ierorModil'iC3lioil 
mp ______ _ __ _ ___ milhriipitcc{s) 
NPC _ _ _ _ _ _ _ _ _ _ _ _ NOI\.playtl C bar3cler 
on ______ __ _____ Offensi".-e Bonus 
PC _____________ Player C haraclcr 
pr' _ __ ____ ___ ___ Power Points 
RorRad _____ _____ Radius 

RndorRd _ _ ____ ___ _ ROund (lOsecontl period) 
RR _ _____ _______ Rcsi~tallcC Roll 
Stat ___ _ _______ _ $1;'lIislic OJ Chltraclc:cislic 
tp __ ___________ tin piece(!!') 

Midd'~ltrth TerIJllo 
A ___ _ _ _ __ _____ Adunaic 
BS ______ _____ __ BJackSpeech 

Cir _ _ ~ ___ _ ____ __ Cinh or Cerlar 
Du _ ____________ Dunlelldins 
E ___ __ __ ____ _ _ Edain 
[;'1 __ _ _ ___ ______ Eldarin 

E~ ____ __ ___ _ __ _ 
I .A . _ _ ~ __ ______ _ 
F.A. _____ _ _ ____ _ 
Hi _____ _ __ ____ _ 
H ____ _ _____ __ _ 

Har _ __________ _ 
Hoh __ ___ _ _ ___ _ _ 

Kd _ __ __ _ _ _ ____ _ 
Kh ____ _ ____ _ _ _ _ 
L(l/R _______ ___ _ _ 

Or ______ _ _____ _ 

() ---- - ------ - -R _ ___________ _ 
Rh ____ _ ___ __ _ _ _ 
S ___ __________ _ 

S. A. _____ ____ _ _ _ 
S; __________ _ _ _ 

T.A. 
TellS _____ __ _ ___ _ 

v v.' ____________ _ 
Wo ___ _ ___ __ ___ _ 

EllSlerJin@ 

Fir~t Age 
Fourth Age 
Hillman 
Hobbithh (Wes'ron vari:lnt) 
Haradrim 
The H(lbbfl 
Kuduk (ancielll H Obbili~ll) 

Khuzdul (Dwa1\'ish) 
Thl! Lflrd flf 1M Rlllgs 
Orkish 

Queny& 
Rohirric 
Rho\'anion 
Silldarin 
S~ond Age 
Sih'an Eh'ish 
T hird Age 
Teng~'ar 

Varias 
,Veslron (Cummon Speech) 
Wos.e (Drucdain) 



1.12 DEFINITIONS 
A few crucial concepts are detailed below. The majority of un~ 

ique terms and t.ranslations from The Hobbit and The Lord of the 
Ri,'.Ks are (0 be found lIt the text proper. 

AzBnulbll.lolr: (Kh. "lIalley of flw Dim Njl/~"~ IV. ''Dimrili Dale";.s. ·~1>,,'alldulliriQ1j ".) 

"l1Jis vak Ji ~ s 0 11 the e.as( s.ide of the Misty Mountains, at the head ..... aters of Lhe 
River CelebraJ/l (W . "Sil\'cJlodc."), and is tucked bel ,~een (lIe I hree ~real p~aks of 
Falluiuhol, QmI(Jlfr"~·. and Celebdil . The Great-gates (East-gate) o f Moria face 
011 Azanulbizl'lr And a Dwarvtn-stair lead~ o ul of Ihe entry, j oins Ihe DimriU 
SI air. and ~ altJng~ide a ~eries of short waterfalLs - de~cnd~ through the vaLe. 11 
b~comc~ 1\ wad whicll rUllS down LO'\\-I\rd L6riM. An elll,:hanled lake called the 
Mirrormere (Kit. "Klle/ed-lfiram") li e:; at the valc's IX:lltCL In T . .'\ . 2799 a cli
mactic bait Ie was fought here: it ended willlllle Orl;-lord AwgsJain and Dw(l.r.-·cs 

vicLOriou ~ , thus puttin!l to rest the Great War IkIWCCll the Dwarvcs and Qrc. • . 

Cliradhrils: (S. "Redhom '~' Kh. "lJuro;:ilJvor" .) The LaUest of the three great peah 
which ri 5e abov'C Moria. Unlike the neighboring moul'ltain~, Cal'adhrllS is 11 (1l a 
tamc grcy: I·;;t[llcr it is compOsed o f an uplift l'Ifpink ign('.ou s: rock. :'\'ormally, it 
rd1et:ts the". rays of the sun each at dawn and sunset and , whenever the sky per
mits, tal:c~ on.ll ficry color. 

Ct;1~bLlil : (S. "Si/~erline"; Kh. uZimk_zigi/N
.) Southernmost of thc tinCt! mountains 

aoo\'~ Moria . Heavily sllo~'-boulld, it is Ihe " while:; t" uf lhe (riad . On a ledge 

near its peak li ~.s DUJill'5 Tower; b~neath iLdcscends the Endless ~tairwhich co n
Il CC.tS lhe heights . tlle Dwan'en-ciIY, Ilnd th~' Untle-rpassage~ deep wilhin the 
C'dTlh. 

Cclebranl: (5. "Siil'cr/vde'''; Kh. "Kibil-nrilu" .) The river runninr, castward oul of thoe 
Misty MQuntaills 8tthc Kheled~d.rall1 . [t is joincd downstr~am b~ the.,",'imrodfd 
(W. "Whjl eCa\'~-lady"), cul s through L6rien, and e\'entuall)' joins the A I/dufn. 

Cirlth Caradhras: (S. "Rerl/r()/"f! Puss"; all. "'/((ff}hom Gute~; Kh, "Lflgil BUnizinoor") 
Tile l!igh IlaSs cros~in& the Misty Mountains between the mOlilltains Caradhras 
and Celc:btlil . ltconncca Eregirm to LOrien. On the eaM side the ronll drops by 
wa}' o f a UWo1r f·S lltir which runs alongside the falls fe~ding (h~ Khded-11lram. 

Eregion: ( W . '·Ualli/f'·.Jihe bighhultl regiun of Eriador between the Rivcrs Glanrluin 
and Bruillen i~ colnposed mostl )' ofroothill~ ollthe w~tern Oank o r lbe MiSI~' 

Mo~ml;lins. Easlern Eregiun Tun s up 10 Ihe mountains' edge, while the WC~tC"T1l 

rcaehoe~ IIrc rolling hill ~ !)C('lsrated by strealll~ and bogs. A 1011t!. e<1~t-wesl mouo
lain spine, Ihe Hollin Ridge, runs through (he center of the area. Ercgion ha; 
becn C5scnl ialLy doepopuJated sillee S. i\ . 1697 a,nd is no ",· kno wn for jtS numerous 
Ilo lI~· Ire!:!!, 11 al.so ;;:O,ntains Ihe We51-gtue of Moria, which faces the River Siran
nOll, the chlef trihutar)' of the Glanduin . At il 5 heighl, l!region was an Elf
kingdom of the GlVflrth-j-MIrdain or "People of the Jewel-smiths. " Led by 
Celebrimbor, IhcseNoldor Elvl!.~ created great worh, including LheThroe. Rings 
of Po.wC!r: Vilya, Nerl},fI, .md :"'uryo. The chief Eh·en seUlemenl was at Os/-ill

EdlJil, east o f the mar~h ealli!d Nfn-In-Eflp/t (W. "Swa nfleet ",), al tile I,;onfl \l ~nce 

of the Sirannoll and lhe Gll;I.ntltlin. 

Erillll4)r: AI11he territoryuorlh orlhe Ri\·er lsen(S. "Sir Angr~n") and betwecn the Blue 
Mountains (S "EI'l:d Luin") and tho:: Mi51 )" Mounlain!! (S. 'Uithaeg/ir'-'). Its 
lIorlhefil bOlludflry Lies ulong the highland ridge that runs nOl1hWe~lward from 
Cam Dum and reaches tn lhe Ice Bay of Foro,hel. SOme". ilCCOtUits place the 
·$olllhern border a long lhe line boundoo by.the rivers Grcyflood (S "G ..... "/hio'') 
and SWllnf1ect rs "Glaf/duin''}. (Sec LotR, HI, A, ii i, p. 396.) MOsl hold il to bl: 
1.l1aT arca nQllh of Ciondor'~ lr<ldilional weslern bordCI . Enado r looscly 
tlallsl atc~ as the "Empt)· Lands" and includes the regioll ~ of Minhiriulh, Ercgion, 
Cordo/ult, IUmduur, A,the</(lin 'lnll, by some,. DUll/and and Enedhwailh. 

FSlltildhol: IS "Cltmdyilef1'rl"; Kh . "'BundushrllhUr".} !3.aslernmO!!l and greye51 urth!! 
three spires abo .. ·e Moria . lts heights are mosl often ~hroudcd in mist. 

-Greal Gutes; EaSI-gal e ofKhIlz.ad-<him; alsu called the Dimrill Gat~.lt op~ns ca~tward 
onto Azallulbizar. 

Kflal.ori·diim: (K/r. "Dw(lrj-mansion':- S. "Hadhodrond':' W. "Dwarrowdelf'.) It is 
also known as Moria (S. ;'Black Chasm"'! , the Black Pit, and th~ Min~ uf :'-1uria. 
Khazad-dulIl stands as ciladel, mansion, llntl cit)·-hold of Durin's Folk, (he 
nobl~sl of the Seven Tribe~ of the DWllnoCS . Founded in the earl)' fiirs.! Age in 
ca\'e~ beneath the Misty Ml)lllltaillS, it overlouks anti incorporates Ihe holy vale 
called Azanlllbi~ar. KhalCld-dl1m ha~sincc b~tl CXflanded /oillciude sewn prin
cipalle-vel~ which ,5,t ret.ch lhe wid[ll Dr 1 he mountain lange and el(lend under the 

thre(! moullt<lins Caratlhras. Fanuidhol, and Cclcbdil. Early in tilr:SeC()nd Age, 
the Dwarvc:~ discovered AfUhril (5. "GTey~nam~"; W. «rrue-silver') here, and 
mall)' from the Blue Mountains migrated to Durin's home. Khazad-dum was 
abandoned in T.A. 198~ , two years after IhereJeaseoftheBolro8 . A~ a realm, it 
i llclude~ Ihe Aron ulbizur aod all the passage'S and chambers within Ihe m()un
wins. 
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Kheled-zaram: [K Il. "Gla.~s-Itlke"': W. ".Hirrormere'·.} Dark and ~mool h as gla~, t hi ~ 
~mall tillt deep hlke is r:\·eretl itS a holy pillce by lhe Dwarves. 11 was atttlis pl(lce 
that Durin the Deathlc !>s(Durin l)saw a vision whicll confirmed him asKing3nd 
Je:.:ltu Lhe rounding o f Khazad-dt"un (MoriEL), Legend !..1y~ that during the First 
Age. Durin gazed il1lo the w::l.Ier~ and ~R-v.. the rencc lion of ~cven 5t31$. E\'eI1 

1 hough it ..... o. ~ daylig,hl, Lhey formed ,I ·'(;ro ..... n·· <lbo~·e hi~ he-uti. Tutla~' an obeli ~ J.; 

lies where Durin siood. Il.nd thesLarseall always bc~cn in Lhewatcr, regardless of 
t he li~hl i ng; Ilow~ ... er, no une'~ fat;e i ~ e\·er renoctetl in the waters of the Mir
rormerc. The lake lies in the ... al~ called Alanulbizar. Shaped likoe a spear-head 
whose pOinl CUl5 norlhwe:;tward into lhe- mountain~, Khel~d-41mm i~ fed by it 
..... aterfall which is lhe lowe51 of a series of small cataraCTS bom in Ihc Cirilh 
Caradhra.o; . In IlIm, it gives birTh 10 Iht! killer Cel~branl. 

Moria: (S. "Black ChamJ".) Scc Khazod·dum abo\·e. 

SimRn!)n : (S. "GrII~5Iream ".) Stream running west out of lhe Misly Moull,t"ain s JUSt 
above Mnria':;' \\,ie;L-gate_ II jOills lhe Riwl Glandllin near Iheandellt Eh'f'JI Si lt 
ufOsl-in-Edhil. A pO,:l1 in the Sir<lnnon guards the entry to Khazad-dum, fo r it 
lie., clo.'e to Ihc donI and is inhabited by the e\'i l freshwaler Kraken called lhe 
"\\if;ltcher in the Water." [[ has been said Ihat lhe Walcher dammed Ihe rh·cr. 

Wt!~t-i!:ale: Thewe;; tern enlry il1l o Klluad-dum: also called DUlin's C ale, tile I)oors o f 
Durin, the Wesl-tloor, and Ihe Elven Door. Composed of lhe milhril-based 
/rlJildin (S. "Moon-slar"). il i~ only visiblc il1 s t31lighl or 11Ioonliglll and, tven 
lhen, muSI b~ tou<.: hcd br one wtlC> lIl1~rs lhe proper phrilse. In order to guill 
pas!.a::;c, thcOpcllillg- ..... ord mellon (S. "jfiend"') mll~lltc spoken. The We~!-galc 

I¢ OKS OUI upon a small pool in theRi\'er Sjranlwn ("l[]d faces Eregioll . Ahhollgh 
built by the Dwal·f.Io,,'arvi , the Elf· ~ll1ith Celehrimhnr, Kins, ofEregioll, drew Ihe 
w(.1rds of ih vate-inscription. It reads: 

£nnYII Dr.trirJ A roll ,\frJria: [ledo mellml a minflrJ. 

Below lher e IS a faiTllmes!>age; 

f'm .'Van'l lIoln eciJanr: Celehrimboro £region fei r/Ju'lf i lhiw hil/. 

The: Silldarill translate~ a~: Tn €' Doors o.f l)uri rJ, / ,ord oj M oria. (Say) Speuk, 

friend. ond emer; <Illd : t, NflrI'i. made them. Ce/f.'brimbor of Hollin drew thes!! 
sigl/s. 

1.2 ADAPTING THIS MODULE 
TO YOUR CAMPAIGN 

This module is designed for use with most major fantasy role play
ing systems. Since the various FRP rules have their own particular 
approaches to cOl11hat, spell s, and character generation and 
development, certain commo n descriptive lerms have been 
selecled for the individual oULlines of places, people, creatures, 
and things_ Unfortunately, slatistical data such as bonuses and 
character "stats" differ widely between systems: after all, they are 
keyed to specific game mechanics_ ICE has choselllo use percentile 
(DIOO) terms as a base, .since conversion to D20, 018, and 010 can 
be acbieved with relative ease (note Sec. 1.32 below for a handy 
conversion chart). Player character and NPC charactcris1ics/stals 

are also delailed in ont parLicular manner; again, simplicity and 
cC,msistenc), have been emphasized, and conversion to your game 
system should be relatively painless. 

Keep in mind that fantasy role playing is by narure a creative ex
perience, and the individual OM Or player should feel free to incorR 

porale his/her own ideas into their game. 
the following steps may be helpful when beginning LO explore 

the region here described: 

(/) Read the entire module to get a fla~torful idea oj the region; 

(2) Reread the sec/ions devofed fa notes/or (he gamemaster. and 
c01ll'erting statistic5 for your game system; 

(3) Choose the timesettil1gforyour campaign. Should you choose 
10 run a game at Ihe beginning or end of tire Third Age, or 
early in the Fourfh Age, pay particular allention to the section 
devoted £0 this region "at other times_ .. In fOCI. this sectiou will 
give the GM an idea of the considerations ha'ollled wifh selling 
a campaign at any date other Ihan Ola( chosen here_ ICE ch()se 
fhe mid Third Age as 0 pal'ticulorly exciting era, but you may 
enjoy another rime even more; 

(4) Assemble any source materials (note suggested reading) you 
find necessary; 
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(5) Research the periud you have chosen and compose any out
. lines 'you need in addition 10 Ihe malerial provided here; 

(6) Convert the NPC, trap, ",eapofl~ spell. and item slatisfi,'j' to 
terms suitable 10 )'our gume. NOle changes in the system you 
al'e using which musl be made in order to keep your campaign 
in fine with the. flow of /{fe in Middle-earth; 

(7) Create a tOlal setting, using lots of maps (0 derail patterns and 
provide a creafive framework. I" this way you will have a rich 
and consistenl world. and thefoulldanon data will give you the 
flexibility 10 delail random areas alld evellls. 

1.3 CONVERTING STATISTICS 
When using this module with your FRP campaign, be careful to 
note all t he non-player character statistics before beginning play. 
Should any adjustments need to be made, you may wish to 
consider the following guidelines. The material provided is in 
terms of percentages and is intended to give the reader a relatively 
clear picture of the strengths and weaknesses of the individuals and 
creatures· discussed. Mos( FRP systems will relate to the data, and 
conversion should be simple; remember. however. that there are 
dozens of roJe playing rules and the change-oyer from the statistics 
given here may be troublesomei you may wish to design your own 
NPCs using (his module as no more (han a framework . 

1.31 CONVERTING HITS AND BONUS~:S 
When converting percentile ".alues 10 a 1·20 system a simple 
rule is: for every + 5 on a 0100 scale you gel. a + J on a D20. 
The concussion hit numbers found in (his module represent 
general pain and system shock. They cover bruises and small 
curs rather than wounds. Crilical st rike damage is used to 
describe serious wounds and fatal blows. The hit figures 
shown here arc less imporLant than those used in game ~ys
tcms where dcath occurs as a result of exceed ing one's avail
ab le hils. Should you use a game system that employs no spe
cific critical strike results. such 3..1i TSR Inc. 's Dungeons alld 
Dragolls~. simply double t.he number of nits your characters 
take or halve the hil values found in this module. 

I .n CONVERTING STATISTICS FOR ANY MAJOR 
FRPSYSTEM 

All the stati stic.1I and numerical information used in this module 
are expressed Oil a closed or open-ended scale with a I ~ J OO basco 
They are designed for use with percentile dice (DlOO). Use the 
chart below to derive appropriate bonllses or to convert the 1-100 
numbers to figures suitable for non-percentile systems. 

1-100 UODuson Bonus on 3·18 2· )2 
Sial. DIOO' D20 S.al. Stal. 

102+ + 35 +7 20+ 17+ 
101 +30 +6 19 \5-16 
100 +25 +5 18 13-14 
98-99 + 20 +4 17 12 
95-97 + 15 +3 16 
90-94 +10 +2 15 II 
85-89 +5 + 1 14 10 
75-84 +5 +1 13 9 
60-74 a a 12 8 
40-59 0 a 10-11 7 
25-39 0 0 9 6 
15 -24 -5 -I 8 5 
10-14 - 5 -I 7 4 
5-9 - 10 - 2 6 3 
3-4 -15 -3 5 
2 -20 - 4 4 2 
1 -25 -4 4 2 
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1.33 CONVERTING STATS 
Ten stats are used to describe each character detailed in the 
module. Should you use a character development system with dif
ferent characlcdstics and lor an alternative number of scats. simp
ly follow these steps: 

1) .I\.ssign the appropriafe stat from your FRP system [0 lhe value 
given bes ide the analogous characteristic listed in the module. If 
your rules use fewer stats, you may wish to a\'erage the values 
for those combinations of factors which contribut.e LO a charac
teristic found in your system (e.g. dexterity = an average of 
qu ickness + agil ity). Should your guidelines utilize more slats 
10 de~cribe part o f a character. you may wish 10 use the value 
provided for more than one "corresponding" characterislic 
(e.g. yO u might use the value assigned 10 constitution for bOLh 
endurance and durabilily). The following is a chart lis1ing some 
examples of equ ivalent star terms: 

STRENGTH: pUlver, might. force, slamina, endurance, condi
tioning, physique~ etc. No~e that the vast majority 
of s~'sLems include slrength as an attribmc. 

AGILITY: dexterity, deftness, manual skill, oc/roifness, maneu
verabilit)'. stealth, dodging ability. litheness. etc. 

QUIC KNESS: dexterit)', speed, reaction abilily. readiness~ ele. 

CONSTITUTION: health. stamina, endurance, physical resis' 
lance, physique. damage resistance. etc. 

SELF DISClPLlNE: will, alignmell1, faWl, mental slreng ,h or 
power, colteen/ra/ion, self control, defer
mination, zeal. elc. 

EMPATHY: emotional capacity. judgement. alignment, wis
dom~ mana. magical prowess. bardic l'oicf!, etc. 

REASONING: inielligence. learning ability. study ability. onaly
sis rating. mental quickness. logic, deductive 
capacify, wiI,judgement, 1.Q. , etc. 

MEMORY: in{e/ligence. wisdom .. in/ormation capacity. mental 
capacity. recall, fetention, recognifion, etc. 

INTUITION: wisdom, luck, talent, ,·eactive ability (mental), 
guessing, ability. ps),('hic ability. insight, clairl'oy
once, inspiration. perception. pre-sentiment, etc. 

PRESENCE: appearance. le\'el-headedness, panic resistance, 
m orale, p sychic ubility , self conl rol. vanity, 
perceived power, mental discipline, bardic voice, 
charismu, etc. 

2) Com·err the statisticaJ value of the ass igned characteristics 10 
numbers appropriale for your game. If your FRP system uses 
percentage values , no change should be neces~ary. If not, use 
the conversion table below. 

1.34 CONVERTING COl\ffiAT ABILITIES 
All combat valucs are based on MERP OJ' Arms Law;Claw Law. 
The fo Uo\,,·ing guidelines will also a id conversion. 

1) Strength and quickness bonuses have been determined accord
ing 10 Table J .32 above. Note the stats you are using and COUl
pute these bonuses using the rules under ),our system; 

2) Combat adds based on 1 .. ,,1 included lIere are.' + 311 •• ,<, for 
fighters and rogues, + 21/evel for thieves and warrior monks, 
and + J l ie vel jor bards) monks and rangel'S. Simply take the 
level 0/ tire ""PC. lIote his character class (or equivalent .under 
your system). and ('ompwe any offensive bonus (due to level) ap
proprialejor youI' game. Note that the bonuses other thaftthose 
mentioned under orlllor type are "offensive" adds. 

3) If your .!J.).-stem is based on Skill Levels (or other skill il1- . 
cremems), use the offensive bonus as gil·en. You may flu l'e [Q 

COllverl the add to a l1oll-percemile value. Alternatively. you 
may wish 10 note Section 1.37 below. 



4) Armor Types given are based Olp the following breakdown: 
ArlnQJ' type Covering Description 

1 Skin (or light/ normal clothing) 
2 Robes 
3 Light Hide (as parl oJ body, 1/01 armor) 
4 Heavy Hide (as port 0/ bod),. not armor) 
5 Leather Jerkin (pliable lealher) 
6 L eallter Coal 
7 

8 
9 

10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 

Reilljof'('ed Leather Coat 
Reinjorced Full-Length Lealher Coal 
Leather Breastplate 
Leather Breastplate and Grea~'es 
Half-Hide Plale (as pari oJ body, 1/01 armor) 
Full·flide Plate (as part oj body, lIot armor) 
Chain Shirt 
Chain Shirl and Greu\'es 
Full Chain 
Chain Hauberk 
Mefal Breas/plate 
.~etal Breastplate and Greaves 
Ha(f Plale 
Full Plale 

S;mply look at the ~rmor description alld substitute the ap
propriate armor type/class from your FRP system; 

5) De/eflsi,'e bonuses are based on the NPC's quickness bonus as 
computed Oil Table 1.12. Where the defensive bonus is in paren
theses. the value also includes the added capability of a shield (att 
exIra 20for non-magic normal shields, plus any value/or mugical 
enhancement). In such a case, simply note tha/there is or is not a 
shieldl and if t/rere is, what fype. 

1.35 CONn;RTlNG SPELLS AND SPELL LISTS 
Spell references provided here arc in the form of ulis's," groupings 
of related spells . Each list has a common theme and normally will 
have a different but related spell at each level. For instance, 
knowledge of "Fire Law" to tenth level would result in the acquisi. 
tion of 10 similar firc-based spells, one of each level from one to 
ten. Whether the spell user could effectively caslthese spells would 
be up 1.0 [he OM, the system. and the caster's level o r degree of 
skill. FRP systems using rules which provide for 1he learning and 
development of spells through "colleges" or along spe<:ialized lines 
employ concepts similar to those used In this module , Many 
systems, however. dictal"e that player characters or NPCs under· 
take to le~ni. but one spell at a t.ime, oftenwithno requiremenr that 
its subject matter/ effect relate to a particular background or pat· 
tern. Converting the NPC spell lists [0 individual spell counter
pans will be more difficult, bur can be achieved with relative ease 
u"ing the following guidelines: 

1) Look at 'he l\/PC'sspell/istsQnd note the various names/or the 
groupings. Each name will indicate wltat type 0/ spell 
specialization IlleNPC hasfollowed (e,g. the "Fire Law"Jist in· 
dicotes a preference for fire-oriented spells),; 

2) Note the NPC's level and determine tIJe number o[ spetis or 
spell groupings he/ she would have under your game system. 
Also consider (h~ level Of power Of accessible spells the NPC 
would ha~'e (e.g . a 51h level magician Undf!T your rules mighl 
/rave a maximum 0/8 spells - two3rd level spells. (hree 2nd level 
spells , and Ihree lsI level spells). 

3) Select spetis/rom your system appropriatejor a spell usero/fhe 
NPC's level and profession, keeping in mind that fhe pre.f~ 
enmces indicated in the module should be followed where 
possible. 
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1.36 A NOTE ON LEVELS 
\Vhen using certain " level-systems," a OM may find that the levels 
provided make characters too powerful for his world system . If 
this is the case, multiply the levels given by .7S or ,6 depending 
upon your situation. T his would reduce a 20th level character to a 
15(h level or 12th level character respectivel}' . Remember to reduce 
appropriale bonuses accordingly. 

1.37 SKILL BONUSES 
General skill bonuses can be obtained by taking the level of the 
character and calculating the appropriate bonus under the system 
being used. An NPC's add, as noted above, will be based on a com· 
pilation of level, his weapon and/or other items, the relevant stats, 
and skill levels. The normal bonus derived from skill development 
has been computed as fo llows: (a) where lire skiU level is zero the 
bonus is - 25, a reflection oj basic unfamiliarity; (b) a bonus oj 
+ 5 is awarded Jor skill level one (a + 30 .iump); (el Jar each skill 
level be/ween one and ten an additional +5 bonus is applied (e.g. 
skill level seven yields + 35); (d) Jor skill levels elel'en Ihrough 
twenty the addiliofIaI bonus Is + 2 (e.g. skiff le\'el nineteen yields 
+ 68); (e) for skill/evels Iwent)'~olle through thirty an additio"al 
bonus Of + 1 per level is Q'warded (e.g . skill {evel twenty eight yields 
+ 781; and (J) rt bonus oJ + V, is given jor each skillle.el above 
thirtiet/J level. 

1.38 LOCKS Ar;D TRAPS 

The locks and traps found in thls module are described in terms of 
difficult}· to unlock or disarm . Subtractions are from the rolls 
representing a person's attempl lO lind or overcome these devices. 
The difficul ty factor may represenL a specific column ~m an ac
tion/ maneuver chart (e.g. Ro/ema.sler) or an additional subtrac· 
tion or modificalion to the attempt roll. in any case, the lerms are 
descriptive and will help the OM determine whether the trap is of 
above a,,'erage difficulty, and how much. The descriptive term is a 
relative co-nstant based on the following order of modification: 
Routine (+ 30), Easy (+ 20), Light.'c + 10). Medium (0), Hard 
(- 10), Very Hard (- 20), Extremely Hard (- 30). Sheer Folly 
( - 50)~ Absurd (-70). Poor light ing, one's physical condition, 
Ilearby activity, etc. may affect (he lock / trap modification 
number, bm not the difficulty calegory, Thus, a trap might read 
u very hard ( - 50)," indicating it is normally a .. - 20" construct, 
bUI olher factors (e.g, dark) make it harder to disarm. These addi· 
tional problems arc easier 10 overcome than the intrinsic complexi· 
ty of the mechanism; this explains why it difrers from a wellMlit pit 
which reads "sheer folly (- 50)" (Q disarm . The" -50" associated 
with the "very hard" Irap can, with thought, easily be reduced CO 
" _ 20, " but no more advantage is normall y attainable, shorl of 
disassembling the mechanism. We suggesl that a modified (DIOO) 
roll exceeding 100 results in success; skills, slats, etc. should beap· 
plied versus lhe difficulty subtraction and lhe roll LO yield a result. 

2.0 INTRODUCTION TO 
MORIA 

Deep in Ihe bowels of the central Misty Mountains lies Moria, 
the "Black Chasm!' Huge and grand, forbidding and mysterious, 
shrouded by its very nature and wilh the passage of time, this an
cient underground Dwarf-city remains one of the noblest creations 
in Middle·earth . It serves as a testimony to both h~nor and greed, 
an ever-eerie symbol of the struggle with Darkness t.hat has so long 
plagued Endor. Those who seek to walk its paths and exploi[ its 
untold riches feel the power orits plight and legacy, and .must en
dure visions and terrors beyond comprehension . Moria is both 
beauty and death incarnate. 

Here stood KhazadMdum (Kh. "Dwarf·mansion"). t ile Kingdom 
of the noblest Lord of lhe Seven Tribes of Dwarves, a city sculpted 
from rock and embellished by the finest hall-builders of (heir day. 
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Within its recesses, Durin 's Folk mined prcciOllS jewels and melals. 
and discovered mirhril, tile 'Ctrue-silvcr." They built stairways to 
peaks touching the stars. and to depths unknown and_terrible. They 
erected spnns 'across bottomless pits and enchanting canyon s. and 
fashioned vaults in caves Jarger Lhan many citadels. 

Now its chambers are dark and its builders are gone. The great 
levels of old remain, but ,hey are cursed by the presence of Orcs, 
Trolls , Wolves. and Olher heinous denizens. Beasts guard the 
passages and prey upon whatever fools that challenge them, while 
undefined demons prowl the deeps below. Tales speak of a Bairog, 
a "Demon of Might" which once served the Black Enemy Morgoth. 
The hideous beast was inadvertently released by Dwarves obsessed 
with wealth, only to slay two Dwarf-kings and rule over their realm 
with abhorren t horror and unforgiving flIe . Thus. Khazad·dOm 
has now 'come to be called Moria. 

2.1 THE LAND 
Moria is a gigantic complex, caned o ut of myriad caves tying 

beneath t.be three· greatest peah ofthecentralMisly Mountains. its 
vast halls and passages stretch across the width of the range and. 
likethe Redhorn Passon the surface above. serve ro link the ancient 
regions of Eregion and Lorien. 

Oimrill Dale and lA,rien 

011 the eastern side, whcret he mountain faces are st.eepest, Moria 
look, OUL o"er the , mall holy valley of DimriU Dale. A deep lake 
called the M.irrormere covers much of tbe vaJe. Fed by a mountain 
stream which flows from the highlands over a series of small fa lls, 
and dammed by a rocky moraine~ the Mirrormere spawns tbe 
SI)ring which servc.s as the source or the Rh'er Celebrant. The 
Celebranf is one of the Anduin 's largest tributaries and bears water 
from the-melting snows east'''''ard, down through (he neighboring 
Elf-kingdom of Larien. 

fo:region 

Moria's West-gate opens out beside the headwaters of the River 
Sironl/on a nd commands a view of t.he Misty Mountains' 'western 
foothill s. All the lands aroLind the west entry are part of the now
wild region called Eregion, or "Hotlin" in the Wesi ron tongue. Red 
sandstones and quarLz a rc commonplace t.hroughout these tor
tured, tumbling, holly-covered hills. These slopes are broken by 
Il"umerous st reams and fens, many of which take on the rocks' red
dish color . It IS a wild. depopulated land . 

The Misty Mountains 

The central Misty Mountains extend over. and run north and 
south of, Moria. These are jagged heights. formed by the ire of 
Morgoth and 'hewn by countless years of volcanic activity and 
g1a.ciation. Most are young and sharply cut , their faces so sheer thaI 
they remain bare despite the heavy winter snows. U-shaped valleys 
provide outlets for thei r many glaciers. These va les rise quickly and 
are flanked by .Ioose scree. Their streams. thundering rivulets. 
c~scade over rapids and fa lls which fill the air with refreshing spray . 
LimestOne, sandstone, granite. and baialt give these mountains 
their generally grey-brown hue, while occasional inlrusions of 
black obsidian and red potphyry provide lustre and variety to the 
peaks. 

The chain's eastern side drops suddenly to the Ant1uin Valley. 
While the western incline, although rugged, drops over the series of 
foothills and escarpments that form the boundary of Eriador. 
Roads along Ihe w:cst flank meander , while routes fro m the east cut 
up steep switchbacks. As one heads west from Lorien, tbe trail con~ 
slanHy bends back upon itself and often employs stairways to 
("raverse the rapid rise and quickly reach the three spires called the 
Redhorn, Clouuyhead, and the Silveri inc. It is this t riad that stands 
astride Moria; they are the tallest and most ominous mountains in 
the region . Ri si ng o"'er 15 ,000 feet, tlley are snow-capped year 
round and dominate Lhe view for many- leagues. 

6 

Those peak~ 10 the north fonn a nearly unbroken \.,iall as far as 
the High Pass , a cleft northeast of Rivcndcll. They are colder and 
loftier than tllOse south of t.he Dwarven city. Still. although the 
south-cent.ral and southern peaks are lower, rhey permit no 
reasonable passage, and there are no mountain crossings between 
fhe Redhorn Pass and the Gap o f Roban. Moria's position below 
(he Redhorn makes it a ll the more strategically significant. 

2.2 THE CLIMATE AND ECOLOGY 
Moria's gates lie tucked beneath rock wall s, in ravines that knife 

into the face of the Si lvertine. Within these doors, the city rest.s , 
protected from the ravages of the politics, climate, and ecology of 
the outer world . Most of the Dwarven city is cool and temperate 
year round and, being stable and Jacking much natural light , 
supports its own unique ecosyst.em. 

2.2 1 CLIMATE 
The tunnels and rooms thaI wind beneath the moumains are 

naturally dark depths which constitute a nearly closed environ
ment. Temperatures rarely deviate from a norm of 49-56 (> and the 
humidity is comfortable, albeit slightly damp. Of course, the occa
sional subterranean streams and burning fissures produce steam, 
mists. ri\'ulets, and fire, but most of the c ity retains the character of 
a slightly chilly womb. 

This is in stark conlrast to the climate found on the flanks of the 
central Misty Mounta ins. Moria's \Vcs.t-door is set 4900 feet above 
the sea, and the Easl -gale sits at about the same heigh I.. Although 
both face secluded gorges cut well below the tree line. they look out 
on vales which .arc subject to harsh mountain climes. The higb land 
oLitside is at the tnercy of sudden shifts in temperature, wind, and 
precipitation; cleM visibility can be shrouded by mists within 
minutes . Here the wcather is capricious, and even the mildest of 
days can turn on a traveler, leaving him bewildcred and often ill 
danger. The four seasons also bring distinct changes: spring begins 
with an onslaught o f water from' the highlands, and a blooming 
explosion of colorful wildflowers; summers bdng scorching heat 
which sI0",'1y dries the Slreams and browns Ule coars.c grass. This is 
foll owed by a mild autumn, an interlude before the storms, for 
winters summon heavy snowS and frigid, bli~te.ring winds. 

The lower foothiUs enjoy calmer, more predictable weather. Of 
the neighboring land~ , Eregion, west of Moria, is known for a 
subdued c1Lmate and gentle seasons. Humid and cool, it is 
nonethele!ls mild, with light but frequenl rains and gradual 
accumulations of snow. This holds true in Loden as well, but the 
a rea fu rther easr j ~ drier and has cold winters and hOl summers. 

2.22 PLANT LIFE 
Indigenous plantlife in Mo ria is rather scarce and lacks variety. 

Mosses grow on lhc walL'\ wherever there is light. and they are per· 
mitred (0 remain, and make up (he bulk ofgrecn growth. Lichens 
and fungus constitute tbe rest of the natural flora. mostly in {be 
form of edible mushrooms which the Dwarves consider nutritious 
delicacies. The numerous mushroom varian ts, together with mea.ts 
and cultivated crops, provided for the basic D\van'en diet. 

In the Long \Vinter of T .A. 2758-9 - when the swirling frosts 
struck Eriador a nd plunged the West into a deep. unbending cold 
- an Elf of L6rien made a journey in lO [he letheo-deserted" delv
ings of Moria. His name was [mris/ir, t.he "Deep-ciea .. 'er," and his 
notes st ill speak of the strange flora which etched the stone ·walls ' 
and hid in almost utter darkness in Khazad-Dum. 

.. , crossed tlte ab)'ss not long after passing through the 
Great Gates. If it has a bol/om, it must be in allolher {and, 
for the light o/my stave reached deep and Ihepil (1ppr!Ql'ed 
lIe\'er-endin~. It is hard to explain Iheje(!/ing; while stan
ding on the narrow, graCile arch 0/ King Durill'S Bridge, I 
fe/lUke / ",asf/ying. 
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The whole chamber seemed as u huge tomb. My map 
lold me 11101 illVas Ihe Second Hall oj the Old City. The 
room hod to be nearly 500~ long and maybe a third as 
wide, w;I/l/w·O rows o/greal columns running its length. 
These were hewn oul a/slone and shaped like trees; (heir 
'boughs' held Ihe IIigh roof. However, although graceful 
and true to Jorm, (hey were not real trees~ and I began (() 
reaUl.e (he cold lifelessness that grips 1\loria. The abon· 
donmenl appeared complete, and without the light of the 
Dwan'es all 'hal had resided here seemed gone. 

BUl J was wrong. Even in the blackness of the hall's "eU· 
ing there was '(fe. What af first seemed to be mottled pur. 
pIe limestone was actually a collection 0/ mosses and 
mushrooms which thrive in (he cool mineral walers thaI 
seep (hrolJgh the deflse I'Ock oflhe Silvertine. Strangely, 1 
no longer/ell alone,' (here was com/art in the realizalion 
flwt much of Moria was merely asleep. My sean'lI (ook 011 

renewed vigor and / plul1ged 011 wes'".'ard. " 

Imrislir's journey lasted three weeks. The~' were fruitful days, 
and he brought back numerous skelches and a sllperb collection of 
obs~rvatjons . His diar)' contains paliisages on a few unusual species 
which are of particular interest to adventurers: 

Gorfang: (pl. "Gyr/tting''l (KII. "Adisakheg'). "Dread-beard" is a 
red or purple moss which nests in dimly lit crannies lhroughout 
Moria. Usually ie is found in high byplaces and is out of rcach. 
although it emits a reddish mist which often betrays its niche. This 
fdltalc spray also causes sleep, so one must cake care when ap· 
proaching the moss. Even if you evade thc misl's effects, however. a 
more loath some fate may seize you, for the Dread-beard's juices 
can be fal.l. 

Lemsang: (pl. "Limseng") (KiI, "Alas(or '~. The Elves call the 
"Great-meal" mushroom "Way-throne," for it gro\-,.·s [0 height.s of 
two feet and sports a crown one to three feet in diameter. Although 
most of its surface is hard, its top is covered with asoft purple "fur" 
which i~ renowned for its food ,,·alue; a pound of Lemsangcan feed 
aman foJ' a week . Given its nourishing nature, tales associate it with 
the enchant.ed Lembas or "Way-bread." . 

LOlhfel.g: (pl. "Lytlifilaig'~ (Kh . "Bllliimadllbur'? The "Cave· 
flower'> is a small white plant which blooms year round. it can be 
found wherever there is light, even torch or moonlight , and can live 
for cent uries in dormancy. \\lhenever (here is darkness, its seven 3" 
long petals fold up to form a false "bud"; the petals' brown under
sides,like the stem, are coated with a res.in which protects the flo\ver 
and preserves it iJldefinitely. 

Ca\·e·Oowers grow to a height of about. seven inches and are 
found in groups of three or seven . They are exceptionally rare. This 
i~ unfortunate, since they have remarkable healing qualities. Once 
the resin is cleaned off, the flower can be eaten or ingested with 
startling results, for the precious Lythfilaig presen·'es living ti ssue 
."d'absolves pain. They c.neven give back a losl li fe. Of tell called 
"Durin's Tears, '>the Ca\'e~flowers arc exalted by Dwarves and ronn 
th e heart of man)~ legends. The most notable tale is told in verse; 

Fears were no' his Bane~' he walked defianlly into the "lists, 
And brought Light alld Life to the ShalJolI's. 
Still, there were Times in (he Long Years thai brought 

~orro""" 
But even his Tears gave birth 10 fhe Land~ 
For where They fel/, 
Flowers bloomed and flOW lay as saving Gifts, 
To slir Ihe Spirits Of his Folk. 

Lolbgalen (Lolh Nenond): (pl. "Lythgelin") (Kh. "Barag-buIOm'?, 
The "Green·flower" or "Flower ofthe Water~stonc" is idcall)' suiLed 
for the caves of Moria. Although diminutive and scarce, it i~ rugged 
and, because it gJ'Ows on glowing limestone, is easy to locate. 
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LYlhg,elin are small grcy vines which rarely exceed 3 feet in length 
and flower every four months. Their roots are long. thin, and 
twisting, enabling them to sprout from the cracks in wet limestone 
ceilings. Remarkably, lhey secrelea peculiar ~ubslance which com~ 

hines with [he rock's minerals to form Nen e(llgolen (S. «Green ~ 

lamp WaLer") and give off a faint green aura; in fum , the lighl 
periodically brightens, whenever the limc·colorcd flowers bloom . 
Vines reside in lots of ' ~ lOO. while their flowers grow in groups of 
three. each with three pelals. 

The beamiful Nen Calgalen is a thick. pasly. and deadly liquid : 
Once it ellEers the bloodstream, it spreads a searing fire and di!oabl
ing torment. The vict im glows green and is often unable 10 move; 
some simply die, as their minds are tom apart by awful pain. 
Because of the hideous nature of its effect. Dwarves usually scorn 
its use, even in battle. 

Although its fluids are bale.1'ul, rhe Lothgalen has less sinister 
use~. The vines can be pulled down intaci and used to form tremel1~ 
dous!y strong ropes (twice Ihe norm). Their pliable roots can be 
twisted around one anot.herwith ease to produce assuring lines. The 
roots can also be woven to form links fol' rope.-chains or ladders. 

Madarch : (pl. «A1ederc"") (Kh. "Ziirumu'''j. Purple, wilh white 
undersides and orange speckling, this gaudy mushroom cannot be 
mistaken . It also grows to considerable sizes; most mat.ureMederch 
!itand 4-5 feet high and have crowns which are 3-4 feel across. Their 
hard flbrom. trunks arc only about a foot in diameter, but they pro
vide tremendous support. Indeed. a SIOU} axeman might have trou ~ 

ble fe lling one within 10 minu[cs time. The !v1adarch grows in dark, 
damp nooks, usually in large clusters (Sl~lOO) . 

Thin, succulent ridges run olltward from the trunk, on the under
side of the Madarch'& crown. The juice within t.hem is called 
Pelenaur (S. "Encircling Fi re") and serves as Ii powerful healing 
agent . Each mushroom yields a pint of juice, which is equal to one 
precious dose. When mixed wilh an equal part of water, it forms a 
purplish porion which warms the body and, within less Ihan two 
hours , heals all the imbiber's cuts and blood vessels and restores 
normal blood flow. 

If one drinks undiluted Pelenaur, howe .... er. his blood will churn 
within ilS channels and swell with frighcening fury . Unhealed 
wounds reopen and cuts widen. In some cascs, a viclim's veins 
simply explode. Greed can breed a rather disagreeable fate. 

M2Id;.rch 

2.23 ANIMAl. LIFE 
Insects, small mammals, and fish abound in Moria. Most arc un

colored and appear white or I'clear"~ and the majority rely 110t on 
their sigh[ , but on refined touch, smell, or hearing. Some, like the 
plentiful bats, depend on even more unusual means to find thei r 
way. \Vilh li ttle light to thrive on, !\.o10da's beasts tcnd to be blind. 

Large animals, particularly predalors, rarely reside in [he cityor 
Ihe mines·, although visitors lake refuge in J\·toria during times of 
bad weather or famine. Those that ~omchow adapt lO underground 
life are usually bunled down by more cunning bea~ts : Orcs, Trolls, 
Men, or the unspeakable beings thal occasio.nally come out of the 
Under-deeps. Slill, a few Cavc Bears and Dire Wolves scrape out 
lives in the passages and chambers clo~est to the surface. 



, 

.J 

I ~ 

THINGS THAT HEAL AND HARM' 

_ .. -
_.-, _ ..... , .. ,--

NAME 

Pol!iOnJ 

Oo'rfang 

"""Cada rea..o Jeacr fof die dIiIu&t' I'" die ... ear pgbaa) lllltOfm1U, faIPId .. , ... Icuw for 1JIetp'0I ........ 1M: .... tr..-.,. toad fII,"' • 
......... rotllle-elil'Awhl' or n.uaa.dcllCoI AlCka.... .. 

• - Idd; c - CIIIIIt. •• ~cdd: r ..... c.-.(fripr); ... lIOI_hulnWt. _ .,. S ...... ~ r • aMal ........ 
Ira •. AIpIOI;." ~ C • ~~(onII;D _ Dr " r, ptana;.f. PrcIIIbwWf __ t.b;G _ OI-*r~ 

M - tt.IIaI~J .. JIaIWIaI. ro..i;'" ........... 0. oe.alab .......... ;S. Doft ..... T _ T .. .-; IJ - Uad ........ ~_J,; 
y _V~;W. W~D_DIMct 

1- ..... (+lOt"'t. B.QC.:zatol -1JiPI(+10):" - ...... "'."" , - IWdC-IG):1 .V.., ...... t.at7 - :ewe..ly1llr4{-]0;I. a.rfoBJ{·""; 
'·"""C4CII 
........ __ .... _tldlt .. ~ .... hd __ ~. ____ ~ ...... IIIIIhoeMt..,.......... *'* 
... - ,.... .......... _II .......... ".., ... *'-'*. .... __ be ................. w.w: ........... QIII'CIIJriM& AtpIr - Td:_I·te 
..... 1O ...... ", .... is ............... _otilUuz). ... - .... ,, __ ~ ........ ·.., ............. ,.... ...... hd,... 
efkUM:fGr1lPto I ".aradl_~ .. .,... lfacriliral h ..... tbc~_-'* .......... Of ..... _."... U.-*or_1UldI 
.. __ dwDOi*rbfQM.lJ-.y .......... roodar ..... ....,.-,. .......... _ ........... 1arI~. ~-,.. __ 1IJIIIItd1O 
.......,.. • .., ..... tII, ........ . 
....... CQIllr ...... . 

A ...... DI' I dow .. __ ... _.dIInICIIr .... ~ 'Be d._ ..... OD.~ ......... \It_. 

"Q . .., .... 1D..ae ... -.addIcdft. Ie .............. fII ....... ......,. ..................... " ........ opnte. tuU 
~_MlDia __ STATNOOIFlUS ... .....,. 

CODES fORM / PREP COST 

IZIP 

I-U-8NW Moss/liquid 210gp 

EFFECT 

_~I_o/ ..... "'_. 
~wIII_ .... _ • ........wDwuf(Of' •• 
to tnal monilia in. ·Uft~ .. pel wiD Jh'c' life (II 
"IJI'qi...., 100 Dwuf wbo .... dled _ .... .....,.tina 
_ ....... OdIcnwllo ...... __ .w 
ia tie..,.,. bt IIDIIcvId of., effecu from cone: aiD" htb or 
.. __ .~~....-._ .. o/ ... i< 

---~. _..- wIl~ ......... _ ar_ ... , ...... porpIiob ....... whkh_tbc.....,._, _ ......... lh .. U·IOO "'"'-1._011 .. _._ .... __ .... _ 
__ IIow _ 

_ in hot ........ dtombcn. _ (+ SOl_I UId 

-.,.'arillr. 
-

I -----Owm-wm-·-R-~---I.-U4·N-W----.. -~-q-Wd-----~----

([;v) 3) Moss' moist surface embodies a third kve! ntrve poison: 

\'ictims railin,a RR by Ol-SO lose (ecli"& in, and use of, 1-4 
eXlrc:mjllo (hands and feet); those: r"iling by Sl Of more die 
when their ntrvt'$ Slmpl)' dis.solv(' inlO a hal pink liquid. 

(LYl l)~ rrom , ___ 01 Vault Sluike s.erva. acn. -

t-ll-7W --1-
Nen Calgalen I-U-7NW ROOllpaste 

Pelenaur '-U-6NW Mushroom /paslt 

I----Ul --.--------------------

E~ t~ 

1- - L 

8 

pobo4. WbDA. ~ CXlmttIty. nccun mUll makt RR or be ......,.... .. .....,. .... .-..... .......,..--
,J-._ .. _,.-...... _--
_ ............... I. __ lUI toll .... , OI.SO_ 
in ............... , .. 01-100 dop; IUlIallurc 0/ SI + ........ 
&m- RUe ..... dae Ie acne diIruptioa.. 

(l" I, v_ foIIia& ..,01-:10 IOU toto .. "~oIccp (01 

I·JOhowr. "R. fIIltftOf ,. + rmaIb fa. ('DIU for '·71'D01Ubs. 

(L-vI2) Victim f.lling RR will gl,,'11 green for 1-100 rds. One 
raihn8 by OI -2j i5 slowed, cannot rno\'e flUter than a walk, and 
is al ·SO rOt 1-100 rds; fallure: 0(26-50 reliults in 1-100 hils and a 
debilil81jng pain which lasts for 1-10 brs. An RR failure of 51 + 
results ill a pamful bumln, of Ihe mmd, with tht: vjcllm lotina 
1-100 stat points from his Constilufion and menlalsta1$ 
"MERP: Ig, h, Pr; RM: Em. In. Me. Pro Re)_ Should the 
vidim's Constiwtlon drop 10 zero or less, he diC!S_ 

(LvI 2) Undiluted Madareh which must. be injected or ingesled 
for efrect, Vktlms failing by OI -SO !lave Iheir unheated wounds 
reopened and bl~ 2x normal rate. VicflrnS (ailing by more 
apire when all1helr blood vesscls Vlpiode. 

(Lvi., No. tqioua. T ...... Ued by bile of ne.b .... 
lUI_arOI.JO-. ........ _or_c-zo 
Iro .. ___ ~,.... I ... ~.r 
_,(_.,_ • .-or .. .IJ5 ............. -Z5 
..urityoml! fItlb _ed). ItR _ of II + ......... _ 
</1''''''''' UI ..... _ ... ., ..... _, onodtcr...w.of 
OI4S ____ .... IdI' I •• , ...... 

• ,... ... ce ... ~ ..... IeIawe.,icdalwidI...., 
Con L1rp- bIb);,ad (l,) IIIecdtna dttou&tI nose pel an: ('*" 
........ IIIIrtIfme:._arOl.05 ___ UI-IO 

-

-

.... ~Io20_ .......... .,. _ ., 

I ~ 



Diminuljve varieties of life th.rive in the Deeps. Moria is an ideal 
home for mice, worms, frogs and, in particular, scavengers such as 
moles and shrews. Most consume anything from decaying plants to 
fresh Oesh and are always in search of food. Their conSlant hunger 
makes them almost as dangerous as the more familiar hunters. In 
fact, tmrislir devoted mu.ch of his text to these beasts in his Moria 
Diaries. a ponioo of which is digested here. 

Chamber Birds 
The Chamber Bird (S. ':Aew Sammon"; pl. Aiw Semmain") is a 

white culler Ihal feeds on Ihe gold Zur fungus. Essentially mute and 
sightless.. they use inaudible sound waves and their acute sense of 
smelllO find the low, sheltered, clay crannies where Zur nestles. 
Chamber BiJds sweep down from high, crowded limestone perches 
and hover over their food using the quick. almost frenzied beat of 
nimble wings. Witbout pausing more tban a few seconds, they 
strike with precision and Leat the Lough forage with their long. 
while. serrated beaks or cruelly clawed, blue talons. These avian 
skills are remarkable, particularly since they tend to be large, with 
wingspans or up 10 Ihree feel and a body half Ihallength. 

This combination of size and maneuverability makes the 
Chamber Bird a polent foe, and it is fortunate Ihatthey are shy and 
contemptuous of meat. They will nOl attack another animal unless 
surprised or starving. Encounters with them are few, but one must 
beware, nonetheless, for t.he usual Chamber Bird colony ac
comodales twenty 10 lhirly residents. 

eave Bear 

Moria's Cave Bears (S. "Ardas Grod"; pl. t'Erdais Gryd"Jare 
relatives of the bJack BQrg~moigh, or "Great Bear," of the northern 
highlands of Eriador. They are huge beasls Ihal stand two or three 
feet taller lhan a six foot man and weigh up to 1400 pounds. This 
awesome frame is covered with a black coat, one Dormally accented 
by brown stripes on their paws, ears, and faces. 

The Cave Bear's gentle lines often disguise the massive 
musculature that enables them to lear out stout roots or break 
bulky branches with quiet ease. One backhand swipe can snap a 
man's neck as effectively as a child cracks a twig. Their five to six 
inch non-retractable claws can rip through leather or light metal ar
mor and innict deep, gouging wounds. 

Fortunately, displays of their frightening power are rare, for 
Cave Bears favoradielOftubers, fruit, nuts. berries, and fish. Most 
are passive unless disturbed, ill. or in need of sustenance. Their 
usual rouline revolves around their small (1-5), closely knit 
families. They are monogamous and extremely protective of their 
brood. Foragingsorties involve the whole grouP. for mothers rarely 
leave the cubs alone at the den. 

-riie Cavern Wing 

While bears are scarce. bats compose a huge portion of Moria's 
inhabitants. Generally, they are small, harmless herbivores; but a 
few, notably the fierce Cavern Wings (S. "Ramman Aga,"'; pl. 
"Rem main Egoi",), pose an active threat. Masters of the open 
darlcness. they live in black spaces where light rarely intrudes. 
There, they sleep in peaceful isolation, hanging from rooftop clefts 
on hooked claws unlillhe daily call for Ihe hunt is passed along Ihe 
line. 

Cavern Wings gather in groups of two to a hundred and are 
organized under a single dominaotleader. When he awakes, the 
other bats-slir to follow him; when he signals an attack, they pounce 
with fury_ Then they descend in a swirling pattern and capture or 
tear at their victim with razor-sharp talons. Large prey is downed in 
a series ofat13ck waves (hat recur so quicldy as to seem continuous. 
A Dwarf-lord once described lheir assaulL as a "twisted cloud of 
knives." 
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Individually, the Cavern Wing is not so formidable, although 
they are considerably larger than other bats. Their one to two fOOl 

wingspans restrict their movements, but they arenimble. given their 
size. They are fearless and trust in the an of ambusb to offset their 
lack of bulk. 

Young Cavern Wings are grey, with darker speckling on their 
undersides, while mature adults are often blaCK. Each set of their 
four elongated fingers support their dull black wings, night mem
branes which stretch back and attac.h to the ankle just above a 
wicked five toed claw. Large noppy ears give them a dismaying ap· 
pearan.ce, although they are virtually invisible when shadowed. 
Since they rrequently glide and flap their wings efficiently, they are 
usually betrayed by Ihe piercing cries they use 10 locate objects. 
Naturally, any warning is important, for these ferocious carnivores 
feed on any meat theyean find: rodents, insecls, fish. or even man
sized morsels. 'The best defense against the Cavern Wings requires a 
good ear, a strong position, and a carefullarget selection: onelucky 
strike which claims their leader will send the others home. Ndin / 
once wrote: 

"Wi' whirled aI/he sound, 
And Ororin grabbed his Horn. 
Wilh Shields held high above, 
My Guard circled round Me. 
Like Misl, Ihe Bats came, bUI Do; leI an arrow fly, 
And felled Iheir black Lead. 
So off Ihe Dark Wings flew, 10 choose anolher MOSIer, 
And stn'ke some later Day." 



Dealh Shrew 
Unlike Ihe Cavern Wing, Ihe Death Shrew (S, "Cecren GUnJth"; 

pl. "Citrin Ger)'{h~~ appears harmless. They rarely exceed three in
ches in length and are often solitary. Their white coals and blue 
under-fur are prized among the Dunlendings or Dunland, to Lhe 
soulh. Still, there is meaning to their name, fo r the bite of a Death 
Shrew carries the disease cal led The Blue Hand (S. "E Luincom'J. 

The Blue Hand is not contagious or fatal. but it shortens lives. 
Dunlendings who contract it kill themselves. This is due to the 
disease's dreadful effects: blue discolorations of the skin; large 
boils on the hands, (eel. and under the eyes; bleeding through the 
cars and nose. Those who contract it are often immobilized orcrip
pled, and frequently outcasts. 

Death Shrews are immune to Ihescourge they bear. and even rely 
on other means to dissuade attacks. They secrete a foul-smelling 
spray which protects them from most larger predators and have 
developed a reinforced spine which withstands crushing blows. 
Fortified and strengthened by a mesh of interlocking bony nanges 
and rods, the shrew's backbone can supportlhe weight of a large 
Man. 

This arsenal of defenses may be due 10 the varied needs of the 
Death Shrew. Enormous appetites force them 1.0 consume nearly 
live times ils own bodyweighl every day. Thus, Ihey feed on nearly 
anything and will go almost anywhere to satisfy their food-lust. 
Allhough they rely on insects and rOlling plam matter, they will 
take a bite Out of whatever appears at hand, including the exposed 
skin of a large animal. Dwarves used 10 caution adventurers in the 
region accordingly. and one Lraveling in Moria should take care 
where they sleep, or even where they lean for rest. After a1l, Death 
Shrews are superb climbers. One can only thank the Valar that they 
are found nowhere outside the caves of the central Misty Moun
tains. 

Duth Shrew 

Di .. Wolf 
Dire Wolves (S. "Hud,r1n Thou'''; pl. "Hed,yn They,,,;, 

however, are found throughout northern Middle-earth. They are 
powerful, muscular animals, with thick, bushy t.ails and a rich black 
coal. Their fur is prized among both Ihe Dunlendings and NOrlh
men of Rhovanion . The wolve's purple or red eyes sit like jeweled 
islands inlaid upon a sable sea. 

Dire Wolves are intelligent social animals which live in family 
groups of two to eleven, or packs of one LO five family units and 'a 
few loners. Pack members hunt tog.ether. cooperating to hunt 
down large game, although Wolves are content Lo feast on rodents 
and fish. Within the pack, there is a societal hierarchy based on a 
leading male and his mate. All pairs remain together for life, so the 
fall of a male results in the decline of his family. Disputes are often 
settled by duels, but few are fatal to either combatant. lnstead, 
results are often shown by the posturing, growling, and barking 
that is so crucial to communicalion among Wolves. The stronger 
Ihe WoWs position, the higher he will carry his tail. 

The Dire Wolrgrows to five OI six feel in length, with a tail nearly 
IwO feel long. They weigh as much as 150 pounds. Swifl and agile, 
(heyean quickly reach s~edsof thiny miles per hourand maneuver 
through Darrow rocky defiles with amazing ease. Theirstoried leap· 
ingability is Lrue: offa run, they can hurl Lhemselves six or more feet 
in the air, landing with claws and jaws extended on all fours. 
Although rare and confined to caverns near the srnface. Dire 
Wolves strike fear into those that live in the region. Unlike other 
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Wolves, they are unafraid of Free Peoples. Their threat is par· 
ticularly severe. since they are exclusively nocturnal predators and 
can see well with virtually no tight . 

Echo Hawk 
Because it is a loner and is generally confined 10 a subterranean 

domain. Ihe Echo Hawk (S. "Soraew Lotnin'~' pl. ·'Sereiw Lem(n"j 
lacks the Dire Wolrs alarming reputation. In many ways, however, 
the Hawks are more dangerous. 

Echo Hawks combine incredible infra·vision with a locating 
sound retrieval organ similar (0 the radar bats employ. This enables 
them to spoll heir prey with unparalleled precision, and gives them 
a means to avoid colliding with rock faces and abutments. Without 
these adap13tioDs. the Echo Hawk could DOt employ a two to lhree 
foot wingspan, or fly at speeds of up to ninety miles per hour, 
abilities which make it a lethal hunter. 

One can identify the Echo Hawk by its lack. of pigmentation. for 
it growS: while feathers and has colorless skin and a c1earish beak. A 
neshy c~re allhe base of the beak holds their large, eXlemai nostrils. 
In addition, the Echo Hawk has the slrong musculature of a large 
eagle and is less gracile than more common Rawk varieties. Borh its 
talons and its downwardly curved beak are unusually long, hard. 
and sharp. Because of its strength and speed, these Hawks can 
penetrate armor. 

Echo Hawks prey on rodcms, fish, and wbatever larger sources 
of meal they can slay. Few willium down the opportunity to feast 
on fresh or rOlled carrion and, in a sense, they will tear into 
anyt.hing that remotely suits their carnivorous thirsts. Like the 
Chamber Bird, Ihey live in high roOSlS; however, the Echo Hawk 
lines his nook with a deep bedding of dead vines, dried mushrooms. 
and hair. Since they are long-lived and reach maturity verysJowly, 
they are few; their clutches contain but one or two eggs. These are 
guarded by the female Echo HaWK, who are larger and more fear· 
some than her mate. 

R.dJaw 
Allhough Ihe Echo Hawk appears peculiarly adapted for life in 

the cavernous Deeps, the bizarre Red Jaw (S. "CorQch Coran"; pl. 
··Cerech Ceren'~ has evolved even stranger features. Four to six feet 
long, tbey are scaleless fish with large, nat heads and eyes inset on 
LOp, rather than on the side. orlheir faces. Their bugeredjawscon· 
lain up to seven rows of sharp teeth. Aside from the jaw. they are 
colorless. The Red Jaw does, however. provide a visual display: its 
several hundred small, light-producing fin·growlhs can lIIuminale 
a large area. 

Essentially. they are bonom-dwelling scavengers who feed on 
virtually anything that suits them. Quick and voraciOUS, they are 
capable of swallowing a small Dog or devouring a Man's leg in 
seconds. 

Vaull Shrike 
Whil~ Ihe Red Jaw lacks pigment, Ihe Vaull Shrike (S. "Noloew 

Rond':' pl. "Neleiw Rynd', is without subllely. Named for theirdi>
quieting shrieks. they are o.ot birds, bur bright red bats that live in 
high nesting perches. Most are six to twelve inches across and have 
loog noses and tongues adapled for reaching into small holes. Their 
tongues secrete a. highly toxic nerve poison r'Gwinwin Nalaew, 
which will act to paralyze or, if ingested, kill its prey. Then. the 
Vault Shrike will dismember its meal with sharp, sciss~:)f-likc, io
cisor teeth. 



"" "Ya\ilt:SIWlk~ ai'. ~sually solitary, bUI groups of as many as five 
,.·:ihaVeb"~eniqtiQd.- Their diet is composed of insects and frogs, par
:, ti¢iii;iI:!i,.th~· #ilaULime Frog. Ironically; they often pluck frogs in 

· .. i~id:ti.ight/usm:g:tilei~ tongues .as prehensile whips. Since the :v au It 
:;.shiik¥.pqp~liiiioJ.l:l!· small and' cOnfined to M~ria and a few other 

;· ~·:~v:~;n·~e6nipl~xes,J)warves .have. always prized the bats for their 
::~- poiixinFarid ~o~ff~n 'use frogs as lures. The hunt can be dangerous •. 

',': ji\!lu.~~dor :th.eVault Shrike;s both elusive and aggressive. Durin 
.. . Iv.: oJi,oe.,wrOlet ," . . ", : .. '~. '. ' , .- ~ 

" . :'iYo~ng Klidin Was too proud 
:: ~>t~;.S(qy iJ~'Hirid~ lhe Fool. 
;,c'HiJ.ip(ijn81orth and leaped 

," .. . ~lit{o ~lii.~1'ray{ like. a Fiend. 
,7/;" blood-rid Shrike circled, 

" · AI{Iii~: ~iid'.pfain 
.' . ·;,···;'A'nd ~v~~y:iim~ ';{ruck home, 

", ·L~Q~iik·tm -uh'I, or leg 
··pa""'gl./ttg;Ukil a limp vine. 

.' .Khu(nfel/; 'ejes open, 
'Ana wlitcMd ijl1mobile~ 
' As his you,ng Life piissed. 

,". -,~ '7;1l~~''ViIge E'y'e'was stayed, 
>tnd titiiBais were/ed." 

'/. '.' 

, 2.;J,ABRIEF,t.lISTORY 
<.~ '·· P6Jlo.!"lrtg· ~lie 'rn'atiOli of Arda and its cont.inents, Eru (the 

•. " '!Olie") rewlved to populate Middle-earth with his Children, He 
". ctiose"'lne·E.Jves as~.irslborn and told his sen/ants, the Valar, of his 
· .. ~ Plan ~ In t~~. ~hey went aboul preparing the world in ~he long years 

... : before'tlleComing. . 
. ·<.B~(Aul?, Smith -Of Ihe Valar, grew impatient. He desired the 

:: a:\\'akening of-ErjJ}s Children in order to teach them his lore and 
":"rafl',. arid 'Slo.wly this passion consumed his Ihough ... Finally, 
· ~~Atll~cOuld ·tarrY. no-"longer, so hesecrelly made Children of his own. 

. ~:He.~;i9JJ.ghJ.the Seven Fathers ofthe Dwarves fr9m earth and stone 
, : .:" i"md';nolded.tliem into the vague image Em had described .. lnlhis, 

"J.esi;';yf.;t rfoii!1;.rll;'; plan, for.lhe.Childrens' forms were unclear to 
'.:': . A'lile\ ·®Vd .lbeDw~ves were born as they are now: short and stout, 
·-:·.~:_:-SftdPS ;~:"~ ~n')~eldiD'~', fier.ce and proud. 
, :'\ 'Tb': 'Ope is. never fooled, and Aul. could not long hide his 

':i\a ndiwot k .. AS Ihe. bwarven Fathers awoke and the Smith began 
";'~~i-i1:8-t iii~'ffi,spe~h' :'Eru spoke to Aule and reminded him that' lhe 

' . . :Vaja'T"\Y~.fe'~o~ t'o '~~iate. Those' things a Vala make.s'"are part of that 
,. vi\I.:'S jjci~'gaii~Cl\iiilQI act or think ou .. ide Ibe Ibough .. of their 
·~iD1akef:;ttl1.uS:iiie, llivai-v.es :were bo~nd to Aulc. The Smith never 
'di:1itetf'&lidit l6r'f~liip, nor did he wish ,to displease Eru, and be 

.:'iiliJ<.;jowiiill¢dhli fOlly and repented. ' 
, :~' :,i':A:~:,pl1ri'H5t~ii ' r~Pentartce" Auie offered 10 destroy his own 
, .. : :,::~~'q.~:~f.gm.L:~~cel?led .. the, Dwarves in the fonn they were 

made; Mill. (jjj,ilCliildren. The'One g",'e them a life and a wiU, and 
, . . " .,' :" ." ~ ''''''''; " .<: ""'."!" ",.: :~:< . . . ' ,- . 

, . . then citsttn~.Sl!Ye"'\1":theJ:s into a deep sleep in the chambets where. 
,,:' . 'il\"y.:b~d\i~~ri'i;jUi¢,~ . There they lay, deep benealh tbe mountains 
. ' biM(diIle~i.i(U; .$hlting their time. Though Ihe Elves came later, , . '" -. , . . , I .; .... : :::.' . , 

tj\ey w" i'l',S!illFi(S~horn. 

" 2:3tjB$ml{~inNG OF KHAZAD-DOM ' . , 
S!i.:. ji'e,nrs' ilftef'the birtti of the Elves, Ihe Seven Fathers of the 

,: ·qwarve§·awi;""and came forth inlo the wotld with th.ir seven Kin-
· A lred;: -T .... ey;l)e8lln· to explme (heir riew land, ' finding Jhingsof 
.~. "b:eau'ry .:.:·P.~r·ini lbe~ 'wanderings, some TriQes chose 10 'settle :in 
. "wiii\(lro\l~liomes beneath the heights of Middle-earlh, w)iile others 
. -:tray¢l~~Q'p in"sear,cli of. greater gifts. -Although "tliey are a race 
:\vi~h.'6utj)hysi~~.'graCe, the Dwarves -have always -had an eye for 

:··t·h&~'tbmgs.:s:plen(lip··and magnificent. and this passion drives theJ;ll 
.• . t~~k riewriche" . . . 
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Thus, the Kmdreds wCnt~thei.r own ways . The Seven DWarf-'kmgs 
quarreled over ter:ritory and the 'paths they should' take in quest of 
fairer places to reside. Oflhe three tribes thafmarehed in,olbe Nor~ 
Ihwest of End or, that of Durin I (fhe Deathless) left the trail in the 
Misty Mountains; the others strove on into t.he Blue MQuntains 
beyond Eriador. 

Durin I was the First Father of the Dwarves and his Houseisthc:". 
oldest of the Seven. Accordingly, he was first ~.mong equals when 
the Kindreds were together. The three tribes that reached the 
easlern edge of Ihe Misly MounUlins in Ihee';"ly First Age foil.owe:\! 
his"bidding and advan""d up the valley of the River CelebrUnl 
toward the Redhorn Pass in order to cross the range. CljJiIbi.rigth~ 
steep ravine, they,came to the cool springs of Kibil-n{jla~ which feed 
the river; and they campe.d·in the vale that surrounded the water~ , 

·source. 
qne morning, Durin rose and scouted Ihe upper valley where, QD 

a shelfprote<:ted by-a lip of stone, lay a small, narrow.lake. Des.pi~:e 
his hardiness - and the fact that the pool was only a few hundred 
yards above the springs - Durin felt need for refreshment and bent 
down to drink from lhelake. Thepool'ssurface was as glass and,the 
shine bec~oned him . As he lowered his hands, however, he stopped 
in wonderment: the reflection cast in the watery sheen was of 
'Durin, bur a ~~Crown ' of S.even Stars" was around his head. 

Durin deemed the vision 8 sign that Ihe valley was the place from 
which he would rule his kingdom. He returned to thecamp and pro'~ 
claimed that he would stay. His host-gathered round, and scou4i 
wete sent"into the heights 'above Ihe vale. Th(!y found "a ca'ie mouth 
in the' mou'ntainside, behind which lay a vast complex of richly:~ 
endowed natural chambers. Durin-chose the site· for 'his home an~ 
named it Khazad-dOm, the "Dwarf-mansion." 

Durin's Kindred rallied around their King, but the other tribes 
decided (0 move onward . They knew that the wealth of Khazad
dum would not be divided evenly. fOfit waS not the Dwarven w~i; 
nor was it comfortable for Kindreds to live among one another. All 
but Durhl'S Folk crossed over me Redhorn Pass, leaving thclf
brelhren behind ill the sacred vale. 

The 'Building of-the Durin's Mansion 

Durincalled'ihe enchanled pool-Klreled'ziimm, Ihe·,,(}lass,lake;" 
thus the Westron (Common) term Mirrormere. A stone olielisk was 
erected on the spot where he first gazed upon "Du'rin's Crown" and, 
10 this .day, no matier what bour or what form the 'lighlmight wke, 
one can see the Seven Stars' in ihewater. Yet"no one's ·f~e is ~ver 
reflecled in the Mirrormere. 

Sint;< the valley surrounding tile Glass-lake was shadowed by the 
three high peaks of Cloudy head, the Redhorn, and Ihe Silverline, it' 
was given the· name Azanulbizar. which f!leans .the "Valley orthe 
Dim Rills" (Dimrill Dale). Durin counted both Ihe vale and its lake 
as the entryway 10, and the eastern~ost part. of, his new Kingdom . ' 
Durin's Dwarves then carved Iwisting stair·s-along.the face of the 
Silvertine to connect riimriU Dale \\jlh Khazad.:iuin.. An east~W'.d 
facing porch was buill at the top of the stairway: and a pair of hu'ge 
steel doors were erected to protect the GreatGates·(E.ast~&at;e),:the~ 
the only entta~ce to th,e Dwarv~n. h;ills. , 

With the passing 'years, 'Khazad-dUni was ' exlended ' ever" 
westward beneath the Silvertine. Natural supports of Iimes1Qne, . _ 
granite, and alahastci were sculpted· ulloo marv~lous column~; 
chambers and grottos. became grand haUs; some tumbling, sOJ!l.e 
sym~elric. The Dwa~es smoothed \\~nd'ing P'3SSaieS and ' line~ 
them with finely~cQt stone. Majestic .sta.iiways inlethiced t1~e ·com. 
plex, uncoiling into the depth.s or reaching toward the spires above .. 
Durin~s craftsmen' provided rugs~. tapestries. 'oanner:s, ahd .. Stld-ed: 
screens to warm the rooms. Jewels and' semi",piecious sto~Q~)c~ . 
cented reliefs and were Waid into h~ge, embos"sed :foWt~·8i9s ~~,n4_ 
imposing statuary. Dwaiv:en engineers t~cit ,wild . st)'~ms"~!14 ' 
fails, crafting beautiful stone channel, tocar,y ',waf¢T to',the ,drie#t , '· 
subterranean reaches. Fantastic tQwers and deeply:he.wn. wiria.9W!i·~ -, 

" ' " ~ 

'.': 
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·w6.ole:.m,;nsion was filled with the dancing lisht of 
. a.thou!,iiiid 

·i.~,··jj,.m~ ·~t &legos! iuid Nogrod 

":3 W!n1~:Dw(n's Foik labored to create lChazad-dfun, tbe two tribes 
. ,tJi~~'~-aaef?ne OD~~O ac;;ross the Misty M;~u'ntains trave:sed the ex· 

''; ',_ p~~8·~C)tE~I.~.o.t.n.d founded their own dwelling, among the 
. Pi"~)cs'or the ea,lernEredLuin (S. ''Blue Mount.inS"). Their delv

.' . ~ - .~iii~ ,b-~c8:iO.e ~i,~tCr c'ities, 'for both were near, O'rod Dolmed. To 1he 
' .- - IJ~(I~ ·oft)ie.!il.Q~ntairi, Be/egost (S. "Mighty Fortress") was built, 
... '. ·. ;m-tl : t1i~ "Di\>arV~ cailed it Gabllgalhol. Nogrod (S. "Dwarf-

. ~.~~llili$:j;' 1?,["J!,!mynzahor, was constructed some' distance' to the 

:10;;t!!;: , " .. ' . _. .. '. 
~ ·,·.· ~~9~ ,~9n~~~er the~ arrival, the,Dwarves ofBeleg~st encollotered 
tlie;Sih<>:~~.jn .J;l .... . of the ,egion. This first meeting ofDwOIves and 

:'t11.e Firs(i)oriHv9.s c",utious, but created a bond between those of 
· .Belbg;;~t~ and ;lqjig Thingol's Gr~y-elves.Trade between the two , 
ra~¢s ito.U:('!~h~.~i;.d the Dwarves (~horit t~e Elves called Ntiugrim. 

. . :~)i ~;~tlirit~I;i::¥eople'? b~ame renowned for their stone and 
metaleraTt. B~ego.st's forgesg~ve l)ie world the first chainllUlil, and 
hetCiaf.tSDU:il i..I'~fj! ThinJl;ol's 'refuge at Menegroth. . 

.....• J'!.~;;~·~~!!th.e Elv~s and IheDwarves of Nogrod were not 
-so friendly, however .. and their commerce wl!slimited: Although 

". t"e·~mithBofN<i~rOd sUl'passed thO§" to the nortl) (inciudinglheex-

ii1Y' . 
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aIted Te/char), their ,kill, could not offset their coolness. No,~ri,drs 
Dwarves demanded t.oo m~ch ,for their ~uperb steeiwork 
coveted too many oLthe prizes owned by the Elves:. 

But the dUferences between ElVes and Dwarves did not. inlerf:etei 
with their alliance ~inst the Black EnemyMorgplh. Dv,arl'ell 
mies and weaponry proved ~instrU.mental in the .<tr·u2Itle 

darknes,; Naugrim blood'spined onto many battl"fjelds.,.,tip 
presence often proved decisive. At t.he Battle' of UIlnulml,er'~ 
Tears, King AzagM/ of Belegost led hi, warriors into .. the ua'lDe"t" 

. Morgoth's Dragon-bost.. Hardened bY t11e.fires of the,earth 
heat of their own great forges - and weating fuU-helms " . . DIrr'.'od 
with wicked face masks - the Dwarves withstood tbe Drak'~·~ 
onslaught. ~ghal faced Giaurung, and .wo~nded · jhe Fa.ther . 
Diagons, but the be.st slew lbe Ii.:ing. His valor; ho,wev'.A,ispir# 
the unyielding Dwarves, ·who. then drove the iriju;ed GJ'~urun8 
homeward with his brood. . 

The Origin of Strife Bel .. .-.n the J)warves· and .lIIe Sindax 
Still, -the. Dwarves did not escape Morgoth~s Evjl. i~W.e: 

eumbed to malice ,and greed. Qf these, lhe worst haiJ!ld 
Nogrod, Dwarven~.~riors all~ smiths wl~,?~paw~ed m~~h 
everlasting ire between the Sindar -and th~ Naugr'im .. ~ ": 

BeCause oft-h~ir ab.solute mastery o,steeJ,-stpne, a~d g!'llll-';.rl.1J 
Ihe smiths. of NOgfod prodUCed occasional wor~ . 
Lords .. The neckUiceNaug/amir was the great .. t sUI"',;r"'~ti(!n .. Jli 
;;"asheld by ~. '~<lC!'Ssion of N ol~prin -Elf -Idngs. Duri..g 
First Age, however, it passed to King Tbingol · oL!h.e. 

' . 



-: ~ "C'""::.·~.~:~--'~ ' ::.:~S'"0 . · ;.,- '~:::r""'~·""""'-·- ~.--- .. , . . . 

'Thi!lgol 'poss~ed~ne of the three almighty SUmaciis (Jewels oC 
.: Power)··,....:'·9Ue. til.t had been recovered from Morgoth - and he 
~,fa:fi~~ · th~ J.e\v.etsel ,~ U.e necklace. Thus, he commissioned some 

·'pfi\f<>grQd's'ctafci.men; hoping they could amend their own grand 
::desi8l\~.for,'j,n.tbo~e.days, some or these smiJhs worked and resided 
'-in~ separ.~ -.qWU'ters: within Thingol's mansi(,)n at Menegroth. 

'.: C¢*.~tW:g:i.he :hiih Jewel, the Dwarves murdered Thingoi and stole 
· ' th~ I'~i~. ;<rhey were pursued, and all but two were killed. The 
aveJ1gi~g_:$indar .reclaimed [be Silmaril and bore it back to 

: MeqegH!th : 
.... m.os~ pwai\(esihat escaped went borne LO Nogrod and told their 

: lQn'J!1~.n'tti~t ·tl!eir.companio·os had been put to death at Thingol's 
.··. 0~4ers .. ·Witliout knowledge of the truth and against the cautioning 

· :'pleas 'of' the .owar.';es of Belegost, the ho,t of Nogrod armed 
~ thr;inse(~es ·:and marched on Menegroth. They sacked the Elven 
:hold.·a,ild:Captur..J the Siltnaril. 

. :NogrQd~s. .Dwarves Quickly turned homeward. but word of their 
deedspassed·more.wiftly, and an army ofElve" Men, and Ents fell 

' ~PQn thern·~t · the ford cailed Sam Athrad. The Dwarven axes were 
· ., po matc_~ for '~~fr p~rsuers' wrathful vengeance, and the Naugrim 
· , w!'l"'.slaught,tred. lli .the end, the Lord ofNogrod lay dead and.,he 

":;,,,.~,,"'" . ·~ cUr~.,' S:ilmaril ~as-- cast i.nto the River Ascar . An uneasy peace 
· pteval~ed but; from this time on, the Dwarves and (he Sindar have 
always b.oen at odds. 

' th~ Fnghtto KluwJd-diim 
." v.cars)'a,ier;· MO'rgoth was overthrown by tt:te Hosl of the Valar 

· aiiilnortliwcstern Middle'eanh was wrecked. Disaster befell its 
peopleS as the clttaclyptic Great Battle claimed much of the land. 
Most of Belenatid sank into the sea; quakes and fire deSlroyed 
N"ogr'od and '· Belegost. The surviving Dwarves fled westward into 

.. Etia~';r and besan 16 wander. Eventually, they joined Durin's Folk 
. ' ib Kiiiliad,dOm, cringing botb mesmerizing knowledge and thOir 
.' -frD$\~ay;n8: 'batred or the Sindar. Tbeir arrival crowded Durin'$ 

'. fi6iQ·t:an~ ~sted the mettle of its inhabitants. It spawned an age of 
bui'l!iiriiiand ulining withour equal in the annals of Dwarvenkind. 

· ~.32-niE GOLDEN YEARS Ot' THE SECOND AGE 
K~ilzad.-dOin's boundaries moved steadily no;th and westward 

'" ,'d)Jrijlg theTlfst seven. hundred and fifty years of the Seeond Age. 
· : ..... With.:hammer··s:rid .mattock, with ferocity ·and fire. the Dwarves 

;··::~;;~·ai back every obstacle and unearthed seemingly endless mineral 
.. ",ealth: AHh~'centuries passed mo,forthestone beneath the upper 
.'SiJve[1.ioe was touched somehow, Everywhere, tile Naugrim delved 
telenil ... ly: rock';; .. carved ,and modeled for support; caverns and 

'. 'ffssUJ;es ·became hans and passages; the ores bound beneath the 
·.eatth ' !irreoc!ered metals, both precious and practical. The greatest 
.. DwarvOti h<iid beearne stin grander. 

Elve.§:i!l~o :prospered during tltese untroubled thnes, for those 
' . ·.' whosui,~lved ·ille · Pall of Morgoth built new Kingdoms in Lindon 

;'A~~.! -i;tiJi!~et.bfBeleriand) and western Eriador. Noldor settl.,.. 
: ., njenis oe8~b)i}ifngraw materials from Durin's Folk soon after 'he 
. e~cfof~e -First 'Age; and trade routes sprang up , Caravans bearing 
· .' .~~arvefl ,~at~s lertt,he Great Gates of Khazad·dilin and ascended 
· . tlie stairway road that ran out of Dirnrill Dale and ovenhc Redhorn 

,pass. After desc~diD,g tlie foothills of Eregion, tliey made their 
) V8Y: -w~t''h:~!d across the wild open country. of Eriador, finally 
reac~(ng, des.tinaci90s in the Tower Hills, or Grey Havens. Tqe 
E\ves :pai4,for these shipments with precious jewels and finished 

:' gopds.. , '" . . 
<)vec Ume;many of the Noldor (Deep ... lves) moved east to the 

· _ western eqges .. ofll!e Misty Mountains, and some setUed along the 
: tr;l!leroutes of Eregion. These· Elves lived amicably beside Durin's 

.. KilJ.dred, sin(:e QO animosity existed between Noldor and Naugrim. 
·~~m,erQe. exp~ed, prompting stili more Dwarven mining. 

: The Diseover)' or Mjtbril 
·,.Ar,Pund 'S,A . .700~ Dwarf engineers extended their iron and silver 

. rrii~es,-~-the northem~dge oflhe Silvertine and uncovered a vein of 
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an entirely new metal. It could produce alloys harder. lighter, ,and 
stronger than steel. yet it was as malleable as copper. They called it 
~'True-silver." or 'ImifhrW' (S, "Grey Brilliance") in -the Elven
totlgue. because it gleamed and did not tarnish or weaken when 
worked. No metal possessed its· combined properties of strength 
and beaut)', and none inspired so much demand. Tbe already af
fluent Dwarves of Khazad-dQrn became even wealthier. 

The discovery of mithril prompted a Noldor migration into 
Eregion, Comins in search of new material for their wondrous 
crafts t t hese E:lves settled in smaller Elven lowns and built a great 
city at the junction of the Rivers Sirannon and Glanduin. MiLbril 
excited the ever-c.urious Noldor t Elves who rivalled ....., and Gften. 
surpassed - the Dwarves in the arts of smithcraft. Noldor jewelry 
was preciO,U8 and required tbe finest. materials. Mithril was· a prize 
they could not ignore. 

Within decades of finding mitllril, Durin's Folk had completed a 
subterranean road beneath the Silvertine thaL connected their city 
and mines to the EJven realm of Eregion, The \Vest-gate ofKhazadw 
dum was opened. and goods bound fOJ the. Noldor stores al\d 
forges no longer had to travel the'long routeovcr the Redhorn Pass. 
Khazad,dilm spanned the Mi.t y Mountains. Elf,crafts and 
Dwarven things flowed freely and tht: Dwarf-city became' known 
for its increasingly opulent splendor. ft was truly a golden time. 

1.33 THE ORIGIN OF THE NAME "MORJA" 
Beginning in the year 800 of the Second Age, a threat to the 

friendship between Durin's Kindred and the folk of Eregion ape 
peared. Sindar Elves from King Thranduil's Kingdom in Lindon 
migrated into the Noldor lands and took residence among "the 
Deep-elves. Coming out of western Eriador in ·search of a new 
realm, they brought the old memories of the Sorrow of the 
Nauglamir, the Sack of Menegroth, and the Battle of Sarn AtIi,ad . 
Like all Dwarves, Durin's f'olk never forgot a right or wrong, nor 
did they ... i1y relinquish a well,nurtured grudge, and the eight cen· · 
tUlies since the passing oftbe Firs~ Age did not erase the suspicion 
and hatred betwe~n Dwarf and Sinda. 

The proud Noldor politely accepted Thranduil', people,but the 
arrival of Sindar simply aliellated tbe Dwarves. The Naugrim 
. Iowed their trade with Eregion and r.C-used to deal with the Grey· 
elves. For the first time, disputes with tbe Noldor became a pro· 
blem, and strife spread. 

Eregion's leaders - notably Celebrimbor, Galadriel, and the 
Sinda Otleborn (Galadriel'sl!usband) - realized that ha.mony was 
gone and that the threat to peace increased daily. They pr0S8ured 
Thranduil to·remove his people from Eregiori. and seek a ne..;V-bome, 
Their words rang true, and Thranduil sought council amon"&,the 
Sindar. Since Grey-elven folk felt subjugat-ed among the nugblier 
Deep·elves, they agreed to depart and, around S .A; 850, the Sinda' 
crossed tlie Redhorn Pa .. in search of territory tliey could call their 
own. (They' cventuaUy settled in northern Mirkwood.) 

With Thranduil'& Grey",lves gone, relations between Khazad· 
dum and.Eregion improved, but they never again rea,hed a state of 
amity. The Dwarves maintained distance and, altliougli o.uiright 
hostility vanished, suspicion and uncertainty rem~ined. Naugr.im· 
ways did not normally embrace cooperation and ~ncordt and 
Durin's Folk felt betrayed bytheirowD w~nes~. From thisd·ay.on; 
Thranduirs arrival was remembered as a sign of NoldoraUegiance. 
The Dwarves d id not forget the ,cdark limes." 

The "Lord of Gifts" and the Ringfi of ·Power 
In the tliree hundred and fifty years following the time ofThran

duil's exodus from Eregion, both the Elves and Dwarves continued . 
building their kingdoms and trading carefully when need arose: An 
uneasy balance pre .... ailed; peace reigned. Then, Annafar. tlie 
bewildering "Lord of Gifts," appeared in Eregion. fair'seeming: 
and wise t Annatar preached Ihat, with his aid, the Noldor copld 
build a land as fair as any, anywhere. His,words seduced tbe Deep" 
elves, for they loved their realm and' Middle ..... rtl>, but longed.fo.r.· 
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.~Jl+j .. ::.' , ~1l" 
_f't;,~: ' -tV"'" (he beauty of the Undying la.nds of the UltermoSI West. Lilte the 
t .. ' .. ~);, ~ '.'. pV/arves. they 101100 Aule and rejoiced in the creation of things of 
~,!;{ J '~'" : 
,. "d_ power alid elegan",; 
'in1~t r· .: Ann~tar .w~ versed' in high lore and gaveatna.l.ing presents to the 

It!.,:.' ... ;,:~.[i.'.;, .. : ..• ~ .. '.' .• ' .. ~:~:;~;::~~~' ~~:,il~~~~~~~:,-~I~~;:;~c::~n:::,:~~ r'X. . ' (rom the ixird of Gifts. Followers of Galadriel and Celeborn ad-
~" p ~~ VQ~t~ r..estraiol, but did "not alia), the desires of their brethren. A 

·,.IlHm ,esulted and' Galadriel's folk decided to leave Eregion and 
'jou,n.<y to Ldrinand (later called Ldrien), easl of the Misty Moun

-, taini 'O'alad,iel a.slted for safe passage through Khazod-dllm; and 
·tIieFalrl.~Y w~ •• permilted to lead her people out via the'Dwarven 
'R04dl M~';;hile, Celebrimbor's smilhs continued to work closely 
· bc~id~. ihelr: :new teacher and Eregion's fortuneS blossomed. The 
di,seolerj ' had left with Galadrieland all was well , <xc-eptthal An-

,~"''!:- I r riataJ:.was ac.1.oall)r Sa!{ron, the Dark Lord and loftiest servant of the 
T~_n;-j-o~, ' E\ril:tliat ;was Morgoth. 
-~~h.--: Eyentually, Sauron persuaded Eregion's Noldor to create Rings 

:~.i .. · ... ~.:,~'.r::. ~!~.·'.o:! - of Pow.er. and ~fie smiths labored maoy years under his guidance. 
it: " .-~ 'Th.ey forged Nine Rings, and then S~ven more. Ten years laler, 
! l:t: J ~ i ~ CelebriIl1:bor completed the Three Elven Rings, works of his own t\ qt?! -
f~h.l ! -,: o.rqakiilgothat possessed stiU greater power. 

mt'~.;' " ~~~!~~:: ~~::~Se~~ese events carefully and dwelled on 
'1"1\', , . '. {Jaliiarilll's , rears. Never weak, they disliked and feared things 

t#m~; , . ~~.,~~;~Og~~~gt:kpoli~:~~~I~~gsrt ~:~=!:i!gre;;;r7~1~~~~! 
rt~(i! I .' 
'~: fr l -~ 1 sei1t,ef!"'-9YS tp Celebrimbor. The Elf-lord appreciated the needs of 

Ifl:lt~.:\.-;. : \lis neighbor-and desired 10 maintain friendship with IheNaugrim. 
.f~hl " · " Thu",he g~ve Durin III the first and greatest of the Seven Rings. 
~' :;r;'J' . ' . 'I'hegiftpleased Sauron,.for the Dark One planned to control all 
{·to·;l -r· t.nose.~ho ·held the Rings of Power and, in so doing, dominate the 
;ml;-;- : Fi~eteoples pf Middle-carth. Durin III was King of the Khazad-
,. ' . . _ du'I!I~:tbe 1J1ighli~t Dwarf alive, and Sauron thirsted for the wealth 

f"';~l;-'~;~:'~'o,~,:,'., '. '. . of the: Uwarf-lord's realm. Tlle Dark Lord retired to Mordor to 
;f ,... ·."'!:Itlplete the .I",~ of mastering the great Rings. 

tlj~:! '~ 0' 0';' • Nearly a decade after his return to the Black Land, Sauron sec
'~:rif 'F'; , [Otly flirjled , he One Ring in the fires of Orodruin (Moun! Doom). 

:~.'.,,;,.' .. ,.:, ...... l,'.';~' 'It",",:160 Ruling Ring, born of the sanle knowiedge 'lhat made the 
!;'; ;' ol!\ers.and, with it, the Dark One became the Lord oflheRings. But 
'j;,~ ." t· ' .t!S,ne pl.aCed·iton his finger, Celebrimbor realized the plighl of the 
~~in~ -1

0
: oworld ~d,ordoered the Three Rings removed from use. Sauron was 

{;t .f,.o' furloui; since)iis tools. could not hold sway over those who did not 
cA'l ) , 0 • 

$.";,.\---: .. ,\II:'ear,titem;' Worse yet, he found that he was unable to conlrol the lH'LJ' "Qwilii'-~,ng: who still wore one of Ibe Seven. Durin [[I, like all 
~-~'1f j 'Naugfi~, o was difficult to comprenend and did not submit to 
(l itT-;- do~:linalion. 

o;:M.; ~ 0 0 Ttie °War· and ,JIt~ ;N8ming of "'Moris" 

;.:,:.~ .• ·._l,~.l .. O',\!,;:!""" :,:."" , ,, '~n~i;t~:::~:,"!~~~~,t~~ ~h~~~~~~o:m,:e~~~~\~u~O~~ 
,.~ I 0:_ ~ ,M:oi-d.oiand· crossed the Anduin, driving westward. Celebrimbor 

Tea-cted'by'sending the Three Elven Rings to safety in Lindon, where 
'::"<4;:1'1- lGn~,' '(jil':gilad °maintained a vigil. SauroD's servants invaded jm,;'" . ' 'Er¢giph: fOilr years laler. BOlh Ihe Noldor of Ercgion and the 

~,i'."";'.~""'·':!!"'.,' ',. D,viitvesofKhazad-dllm braced themselve., bUllheterror and fury 
~ I o,~ . oof t.he'(~sauff :$eemed unstoppable. Dwarvcn warriors refused to 
~~~ l~' " t.e~ve· the 'p~otective confines of tbeir city, while the Deep-elves bal.-
l:!F·.l ,-' lied IheDark Due's hoslthrough Iheravinesand holly-covered hills 

I.;.,:;~,·~~.~., •. ~;",'.: .. ',;: .•. : .• ·~:·,;.::!:.·· ... · 0 ~f:~,~~~~I:~!:~~;!~~~;~l:~'!o':~~~~~:~~::i~~iJ~~ 
. ;. ~ ,- Samon's horde b,roke Ihrough and stormed the Elf-city of Os/-in-

Ediri/: S!i.ki~g refuge for hi. beleaguered people, Celebrimbor sent 
. "'Ivoy • .'to Dqtin IlL frf:) t-

,1., 'j , ' ~ '. 'fhe'Dwarf-king refused to open the West-gale to the Elves, just 
rl'i.11k' :' .' as.he had denied warriors for Ihe defense of Eregion, The escape 
d l' route·,,'as closed, and·lhe Noldorslaughtered. Celebrimbot.fought 
t~ ... : ~ i. ., 

't;V-,: 

. .... 
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totheend, but Sauronand his Orcs captured, tortured, and then ' 
ecuted the Master-smith. After sacking the treasuries' and 
halls of the House of Ihe Jewel-smilhs, the Evil One took 
maining six of the Seven, and allihe Nine'Rings of-PoweL 1'."'.;"""1 
lay in waste, Ihe Elf·kingdom forever gooe. Its fe'w,m'.iv'Ors 
north ward to Rhudaur, where their leader - Elrond SOil of.Eiil"'n~lI 
dil - founded Ihe haven called Im/adris (Rivendell}. 
the Three Elven Rings went with them, andoSauron was denied 
greatest prize, 

After a futile pursuit of ~lrond's company. the Dark 
forces turned on an army of Durin's Dwarves and

o 

Elves . 
Lorien. The Evil Horde prevailed and reached Ihe West-door 
Khazad-dum but, once again, the gates were mut. Sauro,n"s tlucln. , 
wheeled and overran all of Eriador. A year: later, the Lord 
Rings' worst fear came true. After a rivc year delay, a N.im,.""reaii 
a rmy landed at the Grey Havens and supporled a::~~:~~:~'~:i~:~;~ ' 
or Lindon. Then, the Numenoreans sailed southward and 
anchor at Lond Daer by the mouth of the River GwalhlrJ. A 
of baltles followed, and the High Men of Numenor - allied'wilh , 
Gil-gilad's from Lindon and Galadriel's warriors of LOricn -
Sauron's servants out of Eriador. Middle-earth enjoyed peace 
fourteen hundred years thereafter. 

Legends say IhatDurin III was somehow affected by his 
Power when he .rejected Celebrimbor's pleas. Unreal fears 
ing to divide Ihe wealth of Khazad-dilm may have surfaced, 
without Sauron's prodding. Dwarven tales~ however. hold that 
Dwarf.king acted out of concern for his people, knowing that 
defense of Ercgion was fruitless and that the Dwarven -city w,,. 1.,""
gravely endangered 10 risk opening the gates , A citl.iltic rnis;r'liop 
of neeing Elves might have brought doom. III any case, 
withheld aid whenit wassorely needed, and IheElves ",,'",fOl· •• ·;. 
him or,hiskindred. From Ihatday forth,l1IIIlIlyofllheEl"en 
s~stained an enduring hate for Durin's Folk. (Only the 
L6rien, Oatadriel's followers~ maintained friendship with 
Dwarves.) The others now called Khazad-<lum "Moria, "Itie "Bh,cli 
Chasm." 

2.34 THE FLIGHT OF THE DWARVES 
AlulOugh Iheend of the War Between Ihe Elves and Sauron 

eluded an era of turmoi l. the Dwarves counted th,:re:mllinde,r o lrlJiJ 
Second Age as "A~ursed Years." Sauron' retired to Mordor 
slowly nursed his wouods, Quiet ruled, but the Dark Lord's mlaJi,ce 
still lurked. 

Despite his repose, the Evil One lou<;:hed the Dwarves soon 
his retreat from Enador. Direct force had f?-iled, so he 
apply other means of control. Agents bearing Ihe ren,"LAin.g·six'''J 
the Seven Rings of Power approached Durin's fe.Uow Dwarf· 
Sauron hoped that the Rings would enable him to swai 
Dwarves, but Ihe Dwarven Lords, like Durin 1lI. did nol sut)mi~ll>, 
Ibe Abhorred One's will. Once ~ain, Ihe Khazad foiled the 
~ryanl's plans. So did all Dwarves earn the undying hatred 
Lord of the Rings. Sauron fumed and cursed .11 D.,a· .(veonkiinil,; 
resolving thai a special fate would befall the Naugrim. 

Tbe Fale of tbe Seren Dwonen RIngs 
The malediction proved slow, insidious. and effective. D'varve~ 

resolve prevented Sauron from taming t.he Seven Tribes, 
Rings of Power still inflamed the worsl desires of Ihe D,,'arl-·kiiilS 
Over lime, their fascination with crafts and precious things 
an unslakable obsession that grew into a greed for gold_, ,m,"", •• , 
jewels. [terns of wealth and power became the focus of 
life, and Ihose thai denied Ihe Naugrim such riches became 
enemies. Some Kindreds delved deeper into .. he earth, while 
abandoned their homes in-search of grander ' 
the Dwarves warred with otheir neighbors and 
themselves. During these times,lhe Dwarf-Ioros held ule',K""1 
t il dealh; wanting them.above all things, fOI' wilt/";ut,tb,,.n'all;! 
ed pale and valuele~; 



. rhe._p~a~ves.~ rer.n'ained preoccupied throughout the remaining 
~ .... ~!icllrS:ei:i" Yeats ' ~nd, ' in this, Sauron's purpose was served , While 
'. : the ELyes' and.:Men·~ti;uggled against Sauron~s Dar.kness. Dwarven 

~ .:",". ,_ : ~ arn:iies _:inarChed :·iiihrfemote lands in· quest of new hoards. The 
. ~,~, ···,),ven'ts.o ( th.:world' PtlSsed them by. Numenor coloniZed and con
: ,~t,,, . ,-qu!!fed yasl land' in Middle-earth, only to fall prey to the Dark 
~ ~~ ',\ h One!S ,ntacbirlations. The High Men's continent perished. betrayed 
, :i" :, ; .j,)'i>nde~nds"";ailowed by Bro's Greal Sea. Yel her·Fail.hful sons 

:. ~ .: .. :'~u'fvivCd 'and 'huil't (h'e,Kingdoms of Arnor and Gondor in Middle· 
, 7.', . "' Mtll,:In lunl;'the~ailied with the Elves .and crushed 'ihe Lord of the 

I""·;'··' . rurig., lliuseiujing tlie Second Age. Greal numbers of Free Peoples 

.: '.~ ... '.~'.:;:"': .. lQfr:t~~~ ~'~mes :~~. llvr.S, but through it all the proud, fierce 
··,Il'",,,,v.e,. ac¢umUl~ted wealth and remained secluded in shielded . 

, . . hOllfi, "~: . . ~ 

It.:::'" .: ;' W;lh.-ine dawn " nile Third Age, Endor was again at peace, Un

I·~· _ -:··>~ .(6~~~~~el*~ : ~owevet', ~warven f0,rtunes ~eversed, and a ~'ave of 
'I' . ::", ' .~ calaImtlcs ' st.uck -.the nch Naugnm. Wild beasts, particularly 
~ ~~:/-.- bra£oiis ;~ st-i ~'red ,al'l~lraide~ many of the Dwarf-hoards. Greed led 
:. ,,' :_ : to further lii;,'-strife;,arid the Tribes lurned against one another fre
~ }~:., . -: .. . querithr~~OqC-byohe·. t he Dwar'les of the Seven Houses were robbed 

~ ~~~~t~~::::~:~n~~ '~~:~~I:~~ :;¥-~tii· · th~Y teok leave of their ,refuges and began 
': .,. .. -, - ~' ",_ wandenng.~pven the Rmgs-ofPower came to mIsfortune fOf, by the 
: - rnl4dle ol,ilie third' Age, many were lost. Dragon-flame consumed 

· ._·· ~-ijlerothers· ~pry disappeared. 

The Coming oflhe Balrog 
' ".::.,. OW. 'Qudn~~ Folk -.escaped the .afflictions and deprivations of 

"" ,',_, Ihektirethren., ProteCted by the impregnable gates of Moria~ they 
~" ::::.,. " .I~bor¢Jor 'three. miileniat.digging. sculpting, and fortifyi.ng their 

". . a",,",onie hold.Bllilders added and strengthened slately stairs and 

'I:' " ";-:~~~.':~ ' Jpfty, to~ers;'ar(jsans ~ewed sumptuous ha1~; miners cut shafts far· 
tber nprtp aqq.,west: ~d ever deeper into the eanli under the Three 

~ /~~' ': ' P~k~ . The:~it.tembo~ied seven Le\'els and seven Deeps; its mines 

~.'~.~' ~ SPri:~i~.:t~~::.l::;sed wealth beyond comprehension during 
.. thlie loiig daY'; lil!ii.fiy because they held the only known source of 
! ')i-:::;. mjthril 'in-i\1idg)e;,;ai>h. Demand for the exquisite metal ran high 
~, . and,.. due::,'to. the 'mithriL 'vein, Moria reached far beneath the 

Rcdllon:'l .. 'With-c~t'Jl .passm.g year, mithril became harder lo.claim 
>~)md tl!ere:.rote ;:r:p.9t~\i~1'Jable. The delving progressed unceasingly 
. ,undl the ':D~var'Ves: :unleasht;d a terror that drove them from .the 

, , tn,~e~. " .,' M "". . , 

. ... ~ It· ~a.s 'in t-b,~;~,~;e:9J Durin VI that the Dwarf-miners struck a 
.. ""Iural. !issUti; a ·d~p'pit which seemed without end, Wilhin it lay 
(he 'liideOU~ '(:x:biiu~~1liat' \Vas the Doom of Moria and Durin's Bane. 

·The .i1iing/ilf6uti.9t;~ a Ba/rog, a "Demon of Might" which had 
; eScaped;l(i~;(4,ioi-ib{makter Morgoth. at the end the First Age and 

, ITown'tQ '.J~fY. Ji\ding deep Wllhin an abyss, it was removed from 
~ ' . IIteWorJa ·f\it.ove'i'fiftY-f<>ur centuries. 

~. ~ ,~:~;'~/~Yitf¢b¢i#i:~i~;~h~1JakOg v.,as.ted litHe time. It rose up, bearing 
~':f~;;~~ ,:~: ~:~~;r~~m.e~~b~~~j~)W~, a . f1aming, sword as large as a man. :rhe 
f '", DwarVen:l)ii~ef,§)I(fmt stood in abject awe; bul as lhe firey demon 

'. .' ap.pi(m.c,hc;d.\:- ·t~·~y-~ra4: in fright. only lo be butchered like Srilall 
_, ; , ,- 'beasts . dri~'\W,iO;il~uj!hter. Those that sunived warned King Durin 
~ ,~ :" , ' V);aM:aif~.liiij!uiird· sallied forth against the intruder, Thi' brave 

.{,'~.:i":,~; '. Srouti Qfwai:'rfors.'p·~eY~nted the Balrogftom entering lheinner city, 
. ' b'ut.- .the :sia~ir'do.S(f~ein their lives: The Dwarves' foe burst upon 

~I' ;.,~.~"', .. :.' :.'.-. ' ~tieiijine-,:stt~;~IA:lo,,~,R tbe King, and dispatched the noble retainers 
. . 'am,id.st : ~ .fu,f19,~ ':~nf1agration. As the fire recedeq, Dwarven ' 

'. ~" " . ' : b'oaies"· I~y. Slte\i,,.i al!out-t.he BarazHaU, .· . . 

l
:;f;·' ,' : ; :Nilin I.Je.ci:~!le~\hj, father as King ofMo~ia, and iinmedialely 

c ':.:.:' :~'~'.'~ • s.et, about ' d~ferid.in:g~!! city; The Dwarv~ were detenriined to 
'''. .aveng. theol"s, imd i id:the Kingdom oHlle wicked creature, Their 

~ : ~~ .. ~ . sturdy"raih~~'a~is 'an:d"stal~artcharacterpro~'ed no match ~gainst the 
o?::; 'Bairo-g, ho\V.cyer ,.Jot.t he beast was an evil Maia, a spirit born before Ii" " tbne aod .possessed '<if the gifts of the Undying Lands. When- the I): ~'Den\on of MigJit slormed· the Dwarven hold early the next :year 
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(LA, 1981), it massacred Nain and his househoid guard·.and over
whelmed the defenders. Durin's Folk fled out of the East-gate of 
Moria. surrendering the city to the cruel legacy of:Mo.rgoih . . 

The Settlement of the Lonely Mountain 
Led by King Thrdin I, the displaced Dwarveswandered,!hrough 

the Anduin valley and Rhovanion (Wilderland) for~ighte~years 
before finding a new ,home. They- ended their leng journey at 
Erebor ~ the "Lonely Mounlain," the source of the River-9eldu;d; In 
caverns reminiscent of those. in Moria, the Dwarves 'carvcd out a 
new settlement and mine complex. Erebor prov~d an ideal site, for 
it was a nat ural fortress and served as a source of iron a'mf gems. tn 
addit.ion, Durin's Kindred quickly established trade relaLions ~lh 
the nearby Northman settlements of Dale and ESgaroth Upon the 
Long Lake. The Tribe survived and flourished, although the ,city in 
Erebor never approached the beauty or splendor of that found ill 
Moria. 

2,35 THE GREAT WAR BETWEEN DWARVES AND ORCS ' 
While the hold at Erebor was built, many 'of Durin's. '· Folk 

wandered onward to the north and eas1. MostoftheseadveI}turous 
Dwarves s.ought riches akin to those of Khazad'-dfim and despaired 
of the lodes. found in the Lonely·Mountain. Instead, they oi:!gan 
mining in the Ered Milhrin (S , "Grey Mountains"). a region rich in 
silver. Dwarf·colonies followed soon afterwards and. by T.A. 
2210. King Thorin I moved his' home from Erebor t.o a site jn the' 
Grey Moulltains. 

Other Dwarves buill mines to the east. panicularly in the Iron 
Hills (S. "'Emyn Engrinn) . There they worked in pc'ace for nearly 
four hundred years. Then jn T.A. 2589, a great lragedy struck the 
DwarfMtowns of thc Ered Mi1hrin~ Stirred by lbe constan. excava
tion of the mountains, Dragons came soutnward 'out of the Grey , 
Mountain's \Vithered Heath and devastated everything in 'thcll' 
path. They kiUed King DOin and ,drove the Dwarve,· ·from their 
cavern holds. The t'laugrim withdrew from all their niou"!1tain set
tlements by the end of the next year. King Thrdr took most of t.hem 
back to Erebor. but some migrated to .the safety of th~ 'Iron mus. 
One hundred and eighty years later,!.he Dragon Smaugthe Golden 
new south 10 the Lonely Mounlain, :rhe great Dra~et.u'med D.le 
into a pile of smoldering rubbl'!! and annihilated a Dwa.rven army ~ 

Erebor's Dwarves fled, and alLJ:?urin's Folk reunited intbe Emyn 
Engrin, . 

The Tale of Thnlr 
. Weary; of tbe \\'or.ld and hoping. for a new'and permanen,t home, 

King Thror refusea to stay in the Iron Hilis for more than a few 
months, He look a small host of followers and s.etouton 'a twenty 
year expedit.ion that fruitless.ly carried him down nearly every trail 
1n Rhovaruon. The empty-h3.nded wanderers' turned 'southward 
and reached Dun/and in southwestern Eriado.r' in'T .A . . 2790.' 

By !.his time, Thr6r realized that Durin's Ring had urged, him on
ward on a maddening venture, and that his every t.hought.~as con
sumed by the Ring's suggestions. The King was concerned for his 
people's ,safety and turned tbe Dwarven Ring over, to his mf?re 
vigorous son, Thrdin II. As he passed the gift ,he spoke fi~e one 
beaten by time and cin::umstance.:· 

"This may prOlle"fne foundation oj new fortune/or you 
yet~ though (hal seelJ1S unlikely. But it needs gold to breed 
gold,» LotR, IQ, A, p. 441. 

Soon afterwards" Thr6r departed fr9m his "Company, laking hi~ 
aged" servant Nor as his. only companion, 

Thr6r's second journey took him' north, and then east over the 
Redhorn Pass to Dimriir pale, His object w.as Moria. o"ld;, 
desperate. and somewhat crazed, the King hoped 10 explore or1-~ 
(ound the lost city. At the very least, he 'desired Lo enjoy "itS:" 
wonders, 

. ;, 
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\Vha' evcr his motives, Thr6r met his end, Nar saw folly and 
abandon in the mission , and cautioned his friend, bul the King 
persevered and entered the open doors of fhe East-gate. ft was the 
last time Thror was seen alive. 

Old Nal" remained behind and waited for days. un lil the blare of 
. horns and a wild shout roused him. Crawling from his hiding place, 

he saw a headless body flung upon thestairs. Facedown beside it lay 
a head . The frightened Dwarf climbed up and discovered thati t was 

. Thr6r's corpse, and lhal the head had been defiled by a runic brand 
fhat read UAlOg. "Suddenly, out of the gate's darkness he heard the 
voice of lhe Ore-lord Lhat slew his King. Nar ran . 

The 'War Against Azog and (he Orcs 
Theold Dwarf brougln the news to Thrain 11 and, for seven days, 

the new King brooded in silence , Then, the Dwarf~lord stood and 
called for a war to avenge his fa ther's death. Thrain's word passed 
throughout (he land. yet it look three years to muster the united 
Host of the Dwarves. When Ihearmies came together in T,A. 2793, 
it was th~ greatest gathering of Dwarves since the Elder Days. 

The Great War Between [he Dwarves and "Orcs, a strange and 
blood)f struggle, raged throughoul the Misty Mountains for six long 
yea rs. To this day, Dwarves weep and Orcs cringe at its mere men
,I.ion . Wilh {he war-cry "AlOg!," the Dwarven armies sacked every 
Or~-hold they could find, driving ever-southward from the pass of 
Cirifh Gundabad. A de termined .hatred spurred the Dwarves 
t oward Moria, the home of the one they sought so bitterly. Still, 
progress was slow. since mosL of the battles were fought deep 
beneath the earth, (Although the Naugriin pursued the Orcs 
wherever they could find them.) Whole Ore Trib'es were obliterated 
Ln pitched melee, while [he Dwarves hunlcd others like animals 
acrOss the rugged mountain landscape. 
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Finally , on a sunless day in the dark of winler ~ the Dwarves , 
reached Dimrill Dale and marched up the vatetoward the East-gate·: 
of Moria. As they approached, they saw the Orc-horde of Azogar· ~ 

rayed on the slopes and stairway above. but Ihe Naugrim pres.sed ~~ 
onward with singular zeal. They endured the chants and mi,ssilesi 
cast down upon cbem with scorn and carefully swung past the 
rormere. Then, Thn\ in's army caught sight of Khazad-dum 
ouf a thunderous shout. Outnumbered. they plunged into 
with audacious ferocit}'. The Dwarves spared no one; with 
mattock , hammer and flail , the}' harvested Orcs like wheal 
drove up the slopes toward the gates. liours passed a nd 
slaughter conlhmed unabated until . at the height of the 
rout, a young Dwarf named Daifl (Ironfoot) sliced off AzoS's 
WiLh a red axe. What was left ohhe Orcarrny scattered, and th,,,nH 
passioned Naugrim trac,ked most of them down within hours.. 
Battle o f Az.nu/biza, had ended , Barely half the D\lracl'essulrvi'led, 
but the Oreal \Var was over and Thror's score was settled. 

2.36 MORIA IN LATER YEARS 
The war~losses convinced King Thrain n that he had too few 

riOTS to hold Moria. With Durin 's Bane alive and waiting 
feared another bat tie, so he decided not to enter the city. ~II" ,ce ln~1 

many bodies precluded proper burial , the Dwarves took lh.,i"",,,l11 
10 the woods and hacked down the trees for funeral pyres . 
burned the dead, gathered their gear, and went their own way, 
ing Dirnr ill Da le forever bare of forest. . 

Dain led many of the Dwarves back to the Iron Hills. but ' 
others scattered once again . Thn1in could not quell his wand,,,luI<t,;1 
and returned with a company to Dunland. Soon afterwards. 
crossed Eriador and built a new home in the eastern Blue M(lU~"1 
lains. not fa r from the places where Nogrod and BelegoSl 
stood . There t he Dwarves mined iron and slowly multi plied , 



The Lossur Durin's Ring 
Unfortunately, there was little wealth in the Ered Luio j and 

thOllghtsofTh.r¢r's words concerning tJle Ringand its need for gold 
to ,breed gold ·haunted the K,ing. Alt~ough he remained in exile in 
rhc-Ered Luiq until T.A. 2841, Thrain II grew vexed and restless.. 
His thoughts turned to a need for gold, and he decided to return to 

,the haHs'of Erebar. Gathering a party .. the King ventured eastward. 
No sooner had the advenlllrers set oul .han they met misfortune. 

Wolvc~ boundc;d their Lrail, and ~vil Crebain shadowed their 
movements. Still, _the adventurers made good time, crossing 

· Eriador and the Misey Mountaills by fall, and passing over the River 
Anduin as the leaves fell. Once in Rhovanion, however, their luck 
ran out : Orcs countered all their altempts to turn northward, and 
mish~ps mult,iplied. They meandered about for almost four years 
lInt.il, one black, rainyu1gh., they took s.helter at the edge of 
Mirkw~od . At dawn, Thnhn's companions dis.covered that lheir 
King was gone. 

Sauron's agents took Thrain to their Dark Lord, who was then in 
Dol Gu~dur. The Evil One promptly cast the King into a dank 
prison where, five years later, he died. Just before his death, the 
Dwarf-lord re~elved a secret visit from the Wizard Gandalj (the 
Grey) but, by then, Sauron had reclaimed Ihe Ring of Durin. Thus 
ended the long and noble reign of Thniin II, the last victim of the 
Ring-curse. His son Thorin Il (Oakenshield) was crowned King of 
DUI'in~s - Folk that same year. 

'Thorin ii's Quest 10 Erebor 
Thorin U ascended the throne as a Dwarfin exile, without a pro

per home for his Kindred or the Ring that was his birthright. He 
:continued the worh of his father, and the Dwarves of the Blue 
· Mountains prospered, buthe never forgot Thrain's quest fa return 
Erebor to Durin's Line. Thorin longed to slay Smallg and reclaim 
the weallh taken from his House. 

Yeats pass..cd, and there came a time when King Thorin returned 
from ajourney to the East and happened upon Gandalfatan illn in 
Bree. A union followed and, in T.A. 2941, Thorin led a company 
composed of Dwarves, Gandalf, and the Hobbit~ Bilbo Baggins 
back to the Lonely Mountain. There, they entered Erebor and stir
Ted Smaug the Dragon from his slumber. The enraged beast rav
aged lhe surroundin-g countryside, but was felled by an arrow when 
he a1Lac~ed nearby Lake-Lown. Unfortunately, Thorin's Company 
was allowed no respite after Smaug's demise, for a force of Elves 
marched on Erebor with claims on the Dragon's board. Bard the 
Dragon-slayer led yet another army. one of Men from Lake-town, 
with a similar goal. Thorin was besieged in the Lonely Mountain 
and awaited aid· from the Dwarves of the Iron Hills. 

In turn, an a-nny of Orcs, Wolves, and ""args arrived on the 
scene. Led by the Orc-Iord 80lg of Gundabad (son of Azog), tlte)' 

· fought , the combined armies of Free Peoples: Ihe Elves, Bard's 
Mcm, ·Thorin's· Company, and Dmn II's Dwarves from the Iron 

-Hills. So, at the Battle of Five Armies. the allied forces vanquished 
Bois's host wilh Ihe aid of Giant Eagles and the Northman Shape
cbanger Be(Jrn. Thorin died before Erebor's gate, bul his dream 
prevailed. Dam 11 was crowned King and the home of Durin'~ Folk 
was once agrun Centered in [he Lonely Mountain. 

'BaUq and the Rettirn to Moria 
Thodn's Company included Balin, a Dwarven warrior who ac

companied Thrrun o.n h1s. last mission. Like all the Dwarves who 
surviv~d the ·battle against BoIS, Balin was excited about Erebor's 
refounding, but h1s enthusia~m eventually bred a desire to pursue 

· .the rebuilding of Durin's Houseto its ultimate end. Balin wished to 
wrest 'Morja from the Bairog. 

He got his chance in T.A. 2989, when the new Kingdom had set
tled and a large number of its Dwarves agreed to follow him to 
Khazad-dOm and build a colony in the ancient halls. That same 
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year, Balin's group marched south to Dimrill Dale and entered Lhe 
East-gate unopposed. AU was quiet within Moria, so the well- pro
visioned Naugrim set about resloring the city. They crowned Balin 
King of Khazad-dum - the first who was nOL also Lord of Durln's 
Folk - and established a permanent, vigilant home. 

Nat long after the founding of Balin's Kingdom, Orcs, Trolls, 
and other beasts gathered in the depths of Moria and assailed the 
Dwarven colony. The Dwarves threw the assault back, but it was 
only the beginning: for tbe next five years, the evil throng harassed 
the Naugrim and picked away at their strength. Insidiously, the 
noose tightened around the. settlement as. more and more Dark 
creatures res.ponded to the challenge. A great Kraken, the "\\' atcher 
in the Water,' came up the River Sirannon and dammed its flow, 
thereby creating a pool which closed Moria's West-gat.e. With each 
month's passing, Balin's Folk retreated until, at, last, they were 
nearly surrounded. 

Their perilous position became absolutely untenable soon 
thereafter. Whlle alone and gazing 1n t.he Mirrormere, King Balin 
was ambushed and killed by an Ore. All'hough his death was aveng
ed, the slaying left the Dwarves disheartened and leaderless. The 
harried Dwarves eventually saw no recourse but to fight their way 
Out . Striking eastward, Lhey strove toward the East-gate, bul they 
never reached their goal. A vast assemblage of Orcs met them just 
inside the entry and turned the Naugrim back after a bloody brawl. 
The Dwarves retreat.ed northward to the hallawed Chamber of 
Records (rhe Hall of Mazarbul). As the batt.ered Naugrim 
prepared the final defense the Ore-host struck. No Dwarfsurvived. 
Moria had once again become a province of Darkness. 

The End or the Third ;\ge 
Twenty-five years after Balin's last stand, during t.he last manths. 

of the War of the Ring (T.A. 3019), the Fellow,hip entered Moria. 
Bearing the One Ring, they intended to cross beneath the l\.1isty 
Mauntains in secret".; Ihus, they chose the time honored Dwarf
road. Their coming signalled the beginning of a new era in Khazad
dOm. 

The tale is well known, for it is recorded by Frodo in the Red 
Book of \Vestmarch. From EregioJ1, the party passed through the 
city's West-gate. It was winter, and Lhelack of runoff, coupled with 
long years without much moisture meant that the Watcher's pool 
was low enough to allow them to sneak by virtually unmolested. 
The Watcher stTuck to nu avail. and the Fellowship slipped in via 
Durin's Doors. 

Although dark and forbidding, Moria was quiet throughout the 
first day and a half of the Fellowship's journey. Its guardians did 
not awaken to the intrusion until a foolish Hobbit (Peregrin Took) 
cast a SLone into a shaft. Twa rests and many hours after the alarm 
sounded deep below, Moria's Orcs came forth, led by a great Troll. 
The Fellowship realized their plight as they stood in the Chamber of 
Records, reviewing the fate of Balin. Orkish drums prompted t.hem 
to flee south, and then east ward, toward [he East-gate. While cross
ing Durin's Bridge they encountered the Balrog, and there Gandalf 
staod before him while the others escaped out the Great Gates and 
down inlo Dimrill Dale. The Wizard struggled with Durin's Bane, 
and the Bridge broke beneath them. They fell1nto the lowes. 
Under-deeps and battled through Moria for ten days before the 
spirit of the Balrog - and the body of Gandalf - perished . 

With Lhe Batrog dead, Moria's evil defenders were vulnerable. 
Yet even after the fall ofSauron, Durin's Folk made no immediate 
plans for the refounding of the Dwarf-mansion. Ociin II died al the 
bands ofEasleriings before the gates ofErebor. Although rhe Kin
dred prevailed in baltle, the House was again diminished. The new 
King, Thorin Ill, decided to rest his people. He realized that Moria 
remained an elusive prize, one to be won when Durin's Folk: were 
slronger. The Dwarf-lord swore that, once restored, Khazad-dOm 
would never again be abandoned. 



2.37 A TlMELlNE 
This timeli)]. traces the history of both Khazad·dOm and the line 

of Durin's Folk. 

The .·ir.1 Age 

Year..s of tile Trees 

In longing for pupils of his lore, the Vala A ulHails 
10 await the coming of the Elves, those chosen by 
En,. to be Firstborn. Using earth and stone, Aule 
secretly cremes the Dwarves in a subterranean 
chamb<;r beneath Middle-earlll. The first to be 
wrought arc the Seven Fathers. Since [he Smith is 
unclear with respect to the int.ended form of Eru's 
Children, the Dwarves differ from the scheme that. 
gi~fes birth to Elves and Men . Eru discovers [he 
creation and inl.ercedes ; although the Khazad are 

~ not destroyed, they are cast into a deep sleep unlii 
afier the Coming of the Elves. 

The Dwarves awaken and are sundered. The Seven 
tdbes of the Fathers go their separate ways. 

Years of Jhe Stars 
Durin I ("The Deathless'') establishes the fust 
Dwarven Hold, a Folk·home caJled Khazad-dum 

. (Kh. "Dwarf·mansion") . Built in the caves 
overlooking the Dimrill Dale, on the eastern side of 
lhe central Misty Mountains, it is iniHally a holy 
refuge, but it is destined to be foremost among 
Dwarven cities. 
Two Dwarf-kingdoms are founded in the Blue 
Mountains. Sister cities , they are called Belegos( 

(Kh. ''Gobi/galhol"i and Nogrod (Kh. "Tumun· 
zahar''), 
Dwarves move west ward and cross the Blue Moun
tains (S. "Ered Luin'7 into Beleriand. There they 
encounter the-Grey~elves (S. f~SifldarU)ofThingol. 
The Elves call the Dwarves Naugrim. or "Stunted 
People" (lil. "Stunted-host"). 

Years of the Sun and the Moon 
The Dwarves of BclcgoSl tIade with [he Sindar of 
Belcriand extensively. They invent chllinmail and 
c~rve the underground halls of Mencgroth for King 
Thingol. 
Nogrod's Dwarves reach great heights in the arts of 
weapon-craft, maslering tempered steel in ways 
even Lhe Noldor cannot rival. 
Khazad-dOm is strengthened and expanded by 
Durin 's Folk. 
The Dwarves assist the Elves in the wars against 
Morgolh, "The Black Enemy." King Azaghlil of 
Belesost and his army stop the advance of the 
Dragon-hosl at the BaUle of Unnumbered Tears. 
Azaghiil is slain, but the fire-hardened bodies and 
face-covering helms of the Dwarves prove a match 
for the flames of Morgoth's Drakes. 

. Part of the strong of Nogrod are corrupted by lust, 
kill King Thingol, and sack Menegroth. They are, 
in ' ,urn , slain by an allied army of Elves, Men, and 
Ents. 
Morgoth is overthrown by the Host of the Valar. 
,but a cataclysm rocks Middle..earth. Nogred and 

, ,Belegost are ruined in the Great Battle that ends the 
_ :First Age. 'Most. survivors flee eastwar.d from the 
, :Siue,Mountains. 
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The Second Age 
ca. 3-40 Dwarves from Nogrod and Belegost ,well the 

population of Khazad-dOm. The city extends 
westward as new halls are delved beneath the cen
tral and western pordons of the Silvertinc.lts mines 
are cut further to the wesl and north. 

ca. 3·700 

750 

ca. 752 

800-850 

1200 

ca . 135(H375 

1375 

ca. 1500-1580 

ca. 1590 

ca. 1600 

1693·1701 
1697 . 

The prosperous craftsmen of the lost siSler-cities 
bring great skills lO Khazad-dfim. The Dwarves 
build great forges and cut new mines. Trade with 
the Elves of Lindon and western Eriador increases 
rapidly. As Kha1.8d-dum's northerly mine tunnels 
reach beneaU, the Redhom, a vein of mithrif is 
discovered and many of these Elves begin settling in 
Eregion. 
A Noldor Kingdom is founded in Ereg;olf and is 
centered at Os/~in-Edhil. near the junction of the 
Glanduin and the Sirannon. Celebrimbor (S. 
"Silver Hand',) the Smith is Ihe master; Celeborn 
and Galadriel are the preeminent. residents. 
The Dwarven engineer Narvtbuilds the West-gate 
of Khazad-dum and the Dwarves name il "The 
Doors of Durin ." Celebrimbor inscribes the Gate
inscription. With the opening of the west-entry, 
trade with Eregion explodes and a road crossing 
beneath Ihe Misty Mountains is finally complete. 
The Sindar under Thranduilleave wC!stern Eriador 
and sertle in Eregion . Friction between the Sindar 
and Dwarves develops and Thranduil takes his peo
ple eastward across the Misty Mountains. 
Disguised as 11,. "Lord of Gins," the Dark Lord 
Sauron begins the seduction of the smiths of 
Eregion. 

Sauron persuades Eregion's Elven-smiths to ex
periment. Galadriel preaches restraint but her 
kinsmen rebel. Hoping to rival the great craftsman 
Feanor, Celebrimbor supports Sauron's effons 
and is proclaimed Master of Eregion. Oaladriel 
leaves and journeys Ihrough Khazad-diim on her 
way eastward to L6rinand. M"any Noldor follow, 
but Celeborn remains in Eregion. 

Galadriel establishes the Kingdom of L6rien. 
Trade be.ween Ihe new realm and Eregioo moves 
through the Dwarven city. 
Sauron's teachings and suggestions takesublle hold 
in Eregion . With the Dark Lord's aid and the lore 
learned rrom the Dwarves, the Elven-smiths reach 
the peak oftncir skil!. They begin making the Rings 
of Power. The Nine Rings for Men are cast; the 
Seven Rings for Dwarves are forged. 

Celebrimbor completes the Three Elven Rings. The 
Elves present Durin /11, KingofKhazad-dOm. with 
the first and greatest of the Seven Rings. 
Placing a significant portion of his power into its 
creation, Sauron secretly forges the One Ring in 
Mordor~ Orodruin (S. "Mount Doom"). Cele.
brimbor realizes Ihe peril and the Elves take off the 
Three Rings in time to e.'iicape the Dark Lord's hold . 

War between the Elves and Sauron. 
Celebrimbor is killed and the Dark Lord's armies 
overrun Eregion. Sauron captures th,e .. Nine Rings 
of Men and.six of the Seven Dwarven Rings: (Durin 
111 relains the first oftbe Seven.) The Dwarves of 
Khazad-dOm close the' West·gate in defense againsl 
the onslaught and, in so doing, shut out Eregioil's 
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1699 

1700-1701 

1701-3441 

3319 
3430-3441 

The Third Age 
1-198J 

ca. i LO) 

1980 

198) 

1999 

2000 

Elven refugees. Fron:- this point on, the Elves often 
refer to Khazad-dOm as "Moria." the "Black 
Chasm." 
SauTon takes control of all of Eriador. but. his. 
westward thrust is stopped at the Blue Mountains 
by the Eh'es of Lindon. In an at tempt to controllhe 
oUler Free Peoples, he distributes the captured 
Rings of Power. The Nine are given to Men, who 
quickly succumb to the Dark Lord's power. The six 
Dwarven Rings are passed to Dwarven Lords, bul 
they fail to affect the Khazad as planned . Sauron 
swears vengeance on all Dwarven-kind. 
The Men of N!lmenorand the Elves of Lindon and 
Lorien defeat Sauron, but the Doors of Khazad~ 
d am rem ain closed, 

During the remaining centuries of the Dark Years 
(Second Age). the Dwarves Slay somewhat cloi
stered . Although trade continues between Dwarves 
and the oLher Free Peoples, relations are cool. The 
Seven Rings worn by the Dwarf-k.ings take their 
toll, for they inflame the Dwarven sense of greed. 
Many shroud (heir folk from Men and Elves and 
search for gold and treasure. Malice and wralh , 
Quarrels, and strife frequent the times. 
. Downfall of Numenor. 
The Last. Alliance of Elves and Men defeats 
Sauron's forces and the Dark Lord is overthrown. 
He does not stir again for a lhousand years. 

~ 
~, 

The Seven Tribes of D",,'arves continue to remain 
hidden, guarding their ,,,'ea1th. Those who hold the 
the Seven Dwarven Rings use their power to 
multiply their riches, k.eeping the Rings close and 
relinquishing them only 'when near death. The 
Dwarves' prizes accumulate, but stir the lust of 
long·dormant creatures; Dragons reappear. One 
by one, the Dwarven hoards are plundered and lhe 
Dwa.rf-cities are crushed or ruined. Four of the 
Seven ·Rings arc consumed by the passion and 
flame of the great Drakes, and the Tribes begin 
wandering . 

The Wizard (Istar) Oanda/jvi,its Khazad-<lilm for 
the first time. He befriends Durin V. The Dwarves 
name the Grey \\'anderer "Tharkun". 

In the time of Durin VI, the Dwarves mining for 
mithril beneath the Redhorn uncover and unleash a 
Ba{rog who had lain imprisoned since (he First Age. 
The great Demon sJays King Durin and assails the 
city. 
Durin VI's successor • Nafn I. is killed by the Balrog 
and the Dwarves abandon Khazad-dum. Evil 
creatures begin gathering in service to the Demon. 
After years of wandering, the remnants of Durin's 
Folk enter Erebor (the "Lonely Mountain'? There 
they found a settlement. 
The Arkenstone is discovered beneath the Lonel), 
Mountain. 

ca. 2000-2200 Dwarves from Erebor begin mining and sett ling in 
the Grey Mounlains (S. "Ered Milhrin") . 

2210 

2589 

2590 

2770 

2790 

2793-2799 

2799 

2841-2845 

2850 

2879 

2941 

2989 

2989-2994 
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King Thorin I establishes his home in the Grey 
Mountains and makes it the center of the Kingdom 
of Durin's Folk . 
The Dragons of the Grey Mounlain, slir and slay 
many Dwarve~. King Ddin I is slain. 
Durin'sFolk are driven outoftheGreyMountains; 
those led by King Thrdr nee back l.O Erebor. while 
others (under Grdr) head eastward into the [ron 
Hills (S. "Emyn Ellgrin''l. 
Smaug the Dragon flies southward out of lhe 
Withered Heath of the Grey Mountains and lays 
waste t.o Erebor and the mannish t.own of Dale. 
Many of Erebor's survivors take refuge among 
their brethren in the Iron Hill" but King Thr6r 
chooses to lead others in search of a new home. 
These Dwarves become wandering companies. 

Thr6r's lot arrive-s in DUllland. With great sorrow, 
he gives his son Thrdil1 the Ring of Durin, last of the 
Seven Dwarven Rings. Crazed, and acoompanied 
by only one companion (Ndr). the King strikes out 
northward. crosses the Redhorn P ass. a nd wanders 
back LO Khazad~Cun . There, he is murdered by the 
Orc-Iord Azog_ Thrnr's body is defiled . 
The Great War Between the Dwarves and Orcs. 
The Dwarves unit e in search of Azog and sack every 
Ore-hold they can locate. 

The surviving Orcs gather in the Dimrill Dale, 
where they are defeated by the Dwarves in the Bat
tle of AZGllulbizar. _Few Orcs escape, and the Misty 
Moulltains are made safe for rhe next ceoLury and a 
half. 

Thrdin II, King of Durin's Folk, decides LO return to 
Ercbor and reclaim his hoard. He is attacked and 
pursued into Mirkwood. where he is captured by 
Sauron's agents. Sauron imprisons him in Dol 
Gu/dur. 
Thniin II dies and Sauron acquires the last known 
Dwarven Ring. 
Gim/i (Elf-friend), son of Oloill, is born . He is 
destined to be part of the Company of the Ring . 
King Thori" /I (Oakenshield), his parry, Gandalf 
the Grey, and Bilbo Baggins venture into Erebor 
and disturb Smaug. Smaug is enraged, but is killed 
by Bard when he attempts to burn nearby Lake
town. Thorin's Company is besieged in Ercbor by 
Men and Elves who claim Smaug's weallh. In tum, 
all of the claimants arc attacked by an Ore and 
Wolf army led by the Orc-Iord Boig (,on of Azog). 
The evil hostjs vanquished in the Battle oJ FiveAr
mies by a combined force of Men, Elves, Dwan'cs, 
and Greal Eagles. Thotin II is killed and Dar" 1/ 
(lronfoot) becomes King. He refounds the King
dom of EreboT. 
Balin leads a force of Dwarves out of Erebor in a 
qu~t to reestablish Dwarven dominion in Khazad
dum. They successfully enter Moria and set up. a 
Kingdom. Balin be<:omes the fi rsl (and only) King 
of Khazad-dOm thaf is not also Lord of Durin~s 
Folk. 
Balin's Kingdom is attacked by Orcs. The Watcher 
in the Water appears in the Gale Stream by the 
\Vcst-gale and dams the river, thus sealing Moria 
from the West. Balin's folk fighr hard, but are even
tually driven back by the forces of Evil; the 
Dwarves make a final stand and are slaughtered. 



3018·3019 
3019 

3021 

The War of 'he Ring. 
The Company of 'he Ring (foliowed by Golium) 
travel through Moria on their way eastward LO 
L6rien. They discover the fate of Balin and recover 
portions of the Book of Mazarbul. but are PUI to 
nigh I. Gandalf 'he Grey slays 'he Balrog in a pro· 
longed bailie that resuhs in the destruction of 
Durin's Bridge. The Wizard reappears as Gandalf 
the While. Meanwhile, at Dale below ETeber, King 
Dain II is killed by EaSlerlings. Thorin III 
(StOnehelm) becomes Kinger Durin's Folk . Ereher 
is besieged, but the defenders prevail after the 
destruction of the One Ring, and Sauron's fall 
dishearten the attackers. 
The Third Age ends. Thorin III rules inlo Lhe 
Fourth Age. 

3.0 TH E DWARVES 
OF MORIA 

Because the tale of Moria is so interwoven with the history of the 
Dwarves, one must comprehend the Naugrim before atlempting [0 

understand the city or its mines. Dwarf·lords conceived Khazad
dum. and Dwarf·tools carved il. 

A 
3.1 THE KHAZAD 

All Dwarves are descendants of the Seven Fathers, the o riginal 
lords crafted from the earth by the Vala Aule. Born of Aule's 
thoughts, they forever carry much of the Smith's own loves and 
hates. Elves and Men attribute their nature 10 Eru's grand scheme 
and are shaped to conform with the "Balance of Things." 
Dwarves, on the other hand, only liken their ways to the Smith of 
the Valar. for Eru leI the lhoughts of his servam stand when he 
allowed them a life and a will. Thus, the Naugrim caU Aule Mahol 
(Kh. "Maker"): the giver of life, sculpter ofmoumains, and master 
of crafts. 

Aule conceived the Khaz§d at a time when Morgoth was in 
rebellion, declaring himself Lord of Middle·eanh. With fear in his 
mind, the Smith crafted his Children LO resisllhe Evil of the Black 
Enemy. The Dwarves awoke a strong and vigorous race. They are 
vulnerable to greed and yet rock·hard. stubborn and yet practical. 
slow 10 love and yet fast in friendship. No other race is as rugged, 
nor as resistant to hunger, hUrl, or toil. Naugrim can endure the 
longest of journeys without words, and withstand fire and cold 
without moching. 

Dwarves are also dear in heart to one another. Allhough the 
Seven Tribes sundered soon after their awakening and have long 
since spread across Middle·eanh, they have remained close . A 
Dwarf treatS his kind as brothers and non·Dwarves as lesse r beings 
who, one way or another, are a constant th reat. Their blood is 
thick and their bonds are deep. They enter into agreements with 
extreme care but, once made, honor them 10 the letter. The old 
adage is true: ';no friend ever did a Dwarf 0 favor, no enemy a 
wrong, withOLU being repaid injulr'. While the Naugrim are quick 
to quarrel - even among their own Houses - and suffer from 
jealousy like other Speaking Peoples, they will protect their 
brethren from outside enemies with unswerving fury. They will 
answer any call to war on behalf of their race. 

The Khaz§d enjoy a universal reputation for ruggedness, prac· 
ticality, brula! frankness, and honor. Outwardly cold, they love 
things and devices crafted under hand much more than things lhal 
breathe with life. Most groups favor lhe rocky highlands and deep 
caverns of the mountains, for the Dwarves. perhaps more lhan any 
race, recollect and invoke their origins and heritage. 
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P hysica l C harl1l'ter 
D\\'arves are generally short. stocky. and st rong. They are 4 to 5 

feet tall and have sturdy. thick arms and legs. Their build enables 
them to carry great burdens and withstand tremendous hardships 
and punishment, and it is nm unusual for Dwarves to travel vast 
distances over short periods with lillie or no rest. Only Orcs rival 
their ability to endure work and remain steadfast in the face of an 
ordeal. 

Like Orcs. they fear open water and the Vala Ulmo, and nor· 
mally do not swim. Yel, Au Ie saw to it thal they are virt ually im· 
mune 10 name and ice, for from the lime of their coming they have 
been subjeclto t he fierce mountain weather and to the fires deep in 
the earth. Although this resista nce has diminished over time, it reo 
mains a part of the Dwarven character. Dwarves are also renowned 
for their 200·400 yea r lifespans and their remarkable resistance to 
pain and disease. 

A ppearance 
The Naugrim have dark hair, deep·set eyes, and ruddy complex· 

ions. Because of their myriad enemies and constant exposure to the 
elements, they favor heavy clothing and make frequent use of stout 
metal armor. Dwarf·men nearly always sport long beards. unlike 
the slightly smaller Dwarf-women. Any apparent lack ofvariclY isa 
contrivance. Dwarves quickly adopted a uniform, fierce, and grim 
outward appearance as a useful, protective facade, and still main· 
lain a st rong distinction between their public and private styles. 
When traveling, Dwarves wear hooded cloaks, often with scarves 
or masks, thereby crcaling confusion among other races, Even on 
the road, however, each House has asubtly unique look. Theircol· 
orful garb varies considerably from tribe to tribe, and even their 
hoods are tinted to indicate an individual's origin and allegiance, 



Manner 
Dwarves 3re sober, Quiet. possessive, suspicious, pugnacious, in

trospective, and of len very greedy. This character has led them to 
seclude themselves in strongholds centered around rich veins of 
iron and precious metals. There they mine and create works of 
superb craftsmanship, al the same time guarding their hoards with 
a wariness that approaches paranoia. Like their Maker. they 3re 
fabuJous smiths and unsurpassed workers of stone. Dwarven items 
are often stunningly beautiful, but practicality underlies all their ar
tifke. This attitude also affects their views on magic: Dwarves 
know of spells and enchantments, but generally scoff at the ways of 
Elves or other conjurers, preferring instead LO use such power in the 
making of permanent physical items. Dwarven mages are unheard 
of. 

The Khazad are also known for their military prowess. Superbly 
equipped and unyielding in purpose, they fight without thought of 
retreat orquarler. They favor overpowering weapons as rugged and 
brutal as the Dwarves themselves: heavy crossbows, axes, ham
mers, and war mattocks. Wearing heavy armor and cruel looking 
helms with cowls (face visors or masks) resembling terrifying horn
ed beasts, a force of Dwarven warriors presents a formidable and 
disturbing profile. 

Dwarf-women 
Relatively un fertile and lacking women, Dwarves rarely sire 

children - or even take wives. Barely a third of the race is compos
ed of Dwarf-women and many of them desire mates they cannot 
have. Fewer than one in three Dwarf-men marry, for the Naugrim 
mate for life and will not join with one they do not desire above all 
others. Like most rare jewels, female Dwarves are coveted and 
obsessively protected in ways unlike those of any other race. 

Fortunately, the Naugrim are enamored of crafts. Many never 
crave to love another. so they need no marital union . This in
trospective fascination with the arts and creation encourages 
stability among a race easily torn by envy and umbrage. 

Dwarf-women are a proud 10l. Fiercely protective of their rights, 
they stand as eq uals in all affairs but those of war . Dwarves place no 
restrictions on their status or their mobili ty, although they travel 
less than Dwarf-men. They requi re securedweUings for the birthing 
of their offspring, so most remain sheltered from the rest of the 
world. In fact, Dwarf-women are so remmeand rarely recognized, 
that some believe they do not exist. Since their voice and visage are 
akin to those of the males. these false legends are strengthened. 
Even now, many Men presume that Dwarves "grow from stone." 

DURIN'S LINE 

Durin I 
(The De.alhkss") 

First Ale 

Durin III
S.A. 1470-1102 

1 
Durin VI' 

1131-1980--
1 

N4in I-
1832-1981 

1 
Thrain ,-
19)4.2190 

1 
ThOOn ,-
203S-2289 , 

Gl6tn-
2136-2385 

61.· 
2238-2488 

Nwh II-
2338-2585 

O4/n.
~2589 

11~r~6r~·~--------------?~r~.~r----------------~G~6r 

lS42·2790 25S2·2589 2563·2805 
1 1 

Thniin II- Nain 
2644-28SO 2665·2799 

Tholrin II' Frhin DIs D'i~ II-
(Oakenshteld) 2751-2199 2760-" (Ironf~) 

2746-294,)' (' 2767j3019 

.------------i Thorin III-
Flli Ki · (Stonehdm) 

28S9.294/ 2864-294~ 2866-F.A.? 

Duri~ VII
(Laslking) 

-Kings of Durin's Kindred. 
--Unles$spcdrred. all dates tef,"," to the Third ABe. 

1980 
1981 
1999 
2589 
2S90 
2770 
2790 
mO-J 

- BaJrog unleashed. 
- Moria abandoned. 
- Founding of Erebor. 
- Draaon slays Diin I. 
- Return 10 Ercbor. 
- Smaua sacks Etebor. 
- nror murdered. 
- DwaJWn musterina. 

NOTE .. Abo",," IINIl~,1D1 dlgGl«llrom LDtR, III, A, p. 450. 
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So'rin 
l4sQ.2712 

F~n 
2~2803 

FuAdin 
2662·2799 , 

Gr~in 
2671 -2923 

Dw~lin 
2772-3112 

Ol~in 
2783·F.A. IS 

279)-9 
2799 
28SQ 
2941 
2989 
1994 
)018·9 
301. 

- War oflhc Dwarves and Orcs. 
- Baule of Amnulbizar. 

I 
Giroli 

(Elf-friend) 
2879·F.A.100 

- [kath ofThriin. Durin's Rina losl . 
- Smaug b:.slain. Baule of Five Armies. 
- Balin found$ Kingdom in Moria. 
- Balin and his host are slain. 
- Warof lhe Ring 
- Gandalf $1&)'.1 8alroa. 



T he Khuzdul Language 
When in publicor about in [he wild, Dwarves speak Westron, the 

"Common Tongue." In this they are fluent, for it is their second 
language and serves as their principal means of communication 
with others. Need forces them to absorb the speech of others and 
has made the Naugrim superb linguists. Some are accomplished 
speakers of Mannish dialects, while others are proficient users of 
Elvish . 

Among themselves, Dwarves speak KJwzdul, a cloistered longue 
known to virtually no one bUl themselves. This language is well 
suited 10 the throaty Dwarven voice, since it has a deep tonal qual· 
ity. It is marked by harsh consonants and uses two or three· 
consonant patterns to denote common concepts. For example, 
"K(h)·Z-D" structures refer 10 word roOls equivalent that describe 
Dwarves or things essential 10 the Dwarven ident ity (e.g . "Khazad" 
= "Dwarves"; "Khazad" = "Dwarr'; "Khuzdul" = Dwarvish',. 

The Naugrim inscribe using the Angerthas Moria, an un· 
systematic variant of the angular ru nic script Cirth. Because runes 
persevere and are by nature public, the Dwarves adopt wriuen in
nuences much more frequently than spoken alterations. Khuzdul 
changes little with time, being a sacred, spoken language of lore and 
not a cradle·speech. 

Worship and Ritual 
T his emphasis on conserving old ways also affects Dwarven 

religion. Generally superst itious, thei r rituals remain the same as 
those set down just after their awakening. The dead are always 
buried in SLOne, be it in crypt or underacairn. They are never put to 
rest beside dirt or anything other than the substance from which the 
race was founded. When lime or circumstance prevents proper in· 
ternment. fallen Naugrim are placed on a pyre and burned. 

Dwarves worship Aule (Mahal) and turn to him when troubled or 
in need. Every fundamental belief they hold revolves around his 
character and his creation of the Seven Fathers . Accordingly. 
Dwarves revere the number '"7 1f as essential and even sacrosanct. 
Their origin·lale ho lds that Au le wrought seven Lords and. in turn, 
seven Houses comprise the race. 

This concept breeds the tenet that each House is a lineage with a 
common spirit which permeates the kindred and ties them together . 
In a sense, the Naugrim look upon themselves as parts of seven 
greater souls. They venerate their ancestors above all other things 
except Aule their maker. and believe thaI the living core of their kin· 
dred spirit resides in each Dwarf-king. 

THE ANGERTHAS 

1 ~ 11 ~ 21 ~ 31 .f 41 r1 51A\M P dh gh I hy* ii 

2 It 12 -t 22 'I' 32 1- 42 
~ 52AA b n-I n-n Ih u ii •• •• •• 

3 <l 13 k, 23 ~ 33 

* 
43 ~ 53 Y f ch kw ng-nd Ii n* •• 

4 jf 14 ~ 24 ~ 34 > 44 
~ 

54 A v j gw s-h w h-s 

5 i> 15 A 25 '1 35 < 45 

~* 
55 ~~ hw sh khw s-

, ii * 

6 ~ 16 ~ 26 ~ ghw,w 
36 X 46 H 56 ~,. m zh z-n e * •• 

7 ~(mh)mb 17 A-.. 27 1 37 ~ 47 11 57 ~ nj-z ngw ng* e pS* •• 
8 t- 18 P 28 r;: 38NMnd_n' 

48 h 58 ~ t k nw a ts * 
•• 

9 ~ 19 f' 29 ~ 39 I 49 h d g I-j i(y) a 1 + h 

10 1 20 ~ 30 Ii rh- zh 
40 ~ 50 J\ ~1- & th kh y* 0 

Note: Thematerial on the A ngcrllrasisdigcsted from LolR III, Apptndix E. p. 501-SQ4. The letters are based on theoriginallyuns)'Stcmalic runic CiTlh (sing. Certh)devised by 
the Sindar. Angular, they arc ideal for carved relicr. The Cirlh numbtrcd 39, 42, 46, and SO rcprcsem vowels. Those in the series 13· 17 and 23-28 appeared when Ert'gion's 
Noldor created the current system, while those numbered 37. 40. 41,53. !is, and 56 are additions made by Moria's Dwarves . Ercbor's OW8nle5 added 57 and 58. The laler 
Dwarvcn elrth. the Angerthos MOriD, includes the new (omu and uses sound changes rcpresenled here after the various slashes. 
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3.2 DURIN'S FOLK 
No House of the Khazad slands above thai of Durin's Folk. They 

arc the oldest and noblest lineage, for they trace their Hne back 10 

the firsl of the Seven Fathers. Their ancient spirit, coupled with the 
Kindred's role in history. makes Durin's House the most 
experienced tribe, the first among jealous equals. 

Physically. Durin's Folk afe no diffe rent than other Dwarves. 
Slanted tales citing their superior stature and strength are confined 
to the biased libraries of Erebar and Khazad-dOm. It is true that 
they carry themselves with assurance and bearing, bUllhis is not a 
function of grealer size. 

Hair a nd Dress 
Instead, the Naugrim of the First House differ from their 

brethren in less obvious ways. T hose of Durin's Tribe allow their 
beards to grow freely throughout their lives, and wear them forked 
and braided. Then they tuck the whiskers into their belts, allowing 
slack for sudden movement. Many plait their nowing hair as well 
and, in each case, they utilize elaborate knot patterns particular to 
their family. 

Durin's Folk also employ a distinctive colored hood, in lieu of a 
cowled cloak. Most lack adornment; rather, they rely on bright, 
solid hues to embellish otherwise graceless lines . Flaps or a mask are 
oflcn sewn into the hood, so that the face can be covered or 
protected. (Dwarf-women make widespread use of these 
coverings.) Durin's Dwarves wear lheir hoods over traditional 
Dwarven garb: a leather jerkin or wool tunic, a wool or linen shin, 
light-fitting trousers, and one piece shoes or inner-boots. When 
active or about in rhe world, these Naugrim don heavy leather boots 
and a cloak or shawl fastened with a decorated brooch. Given their 
fondness for crafts, a ll of their clothing is well made and generously 
accented with refined borders and crenelated trimwork. Dwarf
lords wear even finer garments, and of len add gold or silver tassels 
to the peaks of their hoods. 

Lifestyle 
Durin's Line is also famous for vibrant music. While all Dwarves 

love a tune and relate their secret stories only through lyrical aban
don, Durin's Folk embrace their songs with unusual fervor. This 
emphasiS comes from long exposure to the Elves, particularly the 
Sindar of Beleriand, the Noldor of Eregion, and the varied in
habitants of Lorien. Rarely do Durin's Folk work or march without 
spilling a yarn set to tune. Since the words are often in Westron or 
an Elvish tongue. their music frequently carries a cadence that is 
peculiar to Olhers, but the message is almost always Dwarvish. 

It is scarcely surprising that the Naugrim of the First House are 
also makers of fine musical instruments. They favor nutes and 
horns, for their short fingers do not adapt well to stringed con
trivances. Drums and Olher percussion pieces provide some variety, 

but the Khazad are not concerned with such diversity. Instead. they 
rejoice in variations of simple, economical tones, be they voices or 
notes wafting from the heart of a noble musical device. 

Just as they are quick to take to song, Durin's Folk are always ac
tive in other ways. Even when they relax, they eat, or drink, or 
smoke a pipe. When they arc not crafting objects, they play with 
them. It is this passion that gave birth to the awesome reaches of 
Moria, the same impatient drive that makes the Naugrim wander 
when they have no more halls to hew. Thus. one rarely encounters 
one of the First House on the trail without a walkingstick in hand, a 
Dwarf eager for a lest of strength or skill or lore. 

Rever-mee fo r the "Death less" One 
Nonetheless, Durin's Folk are occasionally lost in thought and sil 

back to renect the trials and wounds of their Kindred. Tales of 
Moria are often the focal point of these ponderings, bu t most dwell 
on the spirit of the Tribe. No Dwarf-lord is as respected oras feared 
as Durin I, "The Deathless." The First Father, maker of the Kin-
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dred, founder of Khazad-dum. Durin is a venerated symbol whose 
blood nows through both the veins and the thoughts of his ancient 
brood. 

Durin I lived many years past the span allotted other Dwarves 
and, after a time, his folk claimed he was immortal; thus his name. 
The truth, however, rests in another account. This tale speaks of 
Durin's spirit. A version drawn from the "Dun land Tablet" follows: 

"To You it is told rhat Durin shall live seven times, and 
each Time shall rule His Lille in his own Name. And with 
each Coming oj the King, a great Evelll wil/transpire, so 
fhat the History of the Folk will never again be lhesame. 
A lid each such Event shall cause a Trial 10 happen, and an 
always greater Doom will fol/ow. But the Kindred will 
prevail, and make l iS Way above all Darkness. Ullli/the 
Last Coming, whe" the Lastkingshall Rulethe House in a 
Glory beyond Ihe Heigl/l of all before II, in Ihe shilling 
Mansions oj Khol.ad.dllm. II 

So it is written that there will be seven Durins, and that Durin VII 
will be the "Laslking." It is a story as old as Durin's Folk, and has 
always colored their outlook. In many ways, it explains the strange 
sense of destiny that has allowed the Kindred to p revail against in
credible adversity. No tribe of the KhazAd has faced so many 
obstacles, nor overwhelmed as many barriers. Unlike manyoftheir 
brethren, Durin's Line has steadfastly clung to the future of their 
line - despite the Ring-curse and the Dwarven weakness forweahh 
and possessions. Farsighted sacrifice has of len marked their choice 
of paths. and seems to linger in their bones. Of all the Naugrim, 
then, those of the First House are most special. 

3.3 DWARVEN TECHNOLOGY 
With the aid of the Valar ,the Elven society of the Undying Lands 

(A man) created the greatest works ever achieved by the Children of 
Eru. Within Middle-earth, however, only the Dwarves can claim 
supremacy as pure builders. Dwarven construction, particularly 
underground, is unrivalled in its strength and scale; and of all the 
legacies of the Naugrim, none surpass Moria. 

The Owarven fascination for inanimate things born of craft· 
work permeates every level oftheir thought and their society. Ever 
active, they are always laboring, either improving or repairing an 
o ld work, or building something new. Their unique devotion 10 toil 
traditionally channels most of their physical and mental energies 
into malerial tasks. Thus, the Dwarves' utter preoccupation with 
technology. Dwarf culture embraces its engineers, masons, smiths, 
scientists, workers, and warriors with a vigor found nowhere else. It 
is hardly surprising, then, that the Naugrim are lhe most 
technologically advanced race in Middle-earth. Moria, their 
crowning achievement. is also the greatest example of Dwarven 
technology. 

3.3 1 THE SMITHS 
Dwarf~smilhs arc the most prorninem Dwarven craftsmen, for 

the products of their labor are circulated throughout Middle- eanh. 
Dwarven tools, armor, and weaponry command high value and are 
prized by artisans, warr iors, and noblemen alike. 

Implements produced in Moria bring the highest prices, for the 
Dwarf-smiths of Khazad-dum are considered the best of their race. 
The legacy of those descended from the Line of Nogrod, combined 
with long years of cultural exchange with the Noldor Elves of 
Eregion, provide the smiths of Moria with a wealth of experience 
and knowledge concerning both metallurgy and magic. Con
tinuously secure dwellings add an important atmosphere of stabil
ity and continuity, since the Naugrim require protected confines for 
their painstaking yield . Among the Dwarves, time and temperment 
are critical ingredients, as important as ore and fire. Based on items 
renowned for beauty and power, the Moria-school is Endor's most 
intriguing and productive group of smithies. 



Tools and techniq ues 
Dwarf skills breed Middle-earth's finest tools, implements 

which, in turn. make it easier for the artisan LO [Urn out his next 
piece. The Naugrim produce and utilize a wide selection of 
specialized lools, but they rely most o n a small complement of all
purpose instruments. The best description of this assortment comes 
from the letters of Manegi! Curucam, Arthedain 's envoy to Moria 
from 1541 through 1566, Third Age. Himself a Smith, Morvegil 
spent much of his time in Moria strolling through hot Smith-halls. 
His letter of 26 Narwain, 1555 follows: 

"I am constantly astounded by these Craftsmen. They 
never seem to sleep, and are always about singing and 
hammering in sweltering Quarters where the only lighl is 
that which leaps/rom the/orges. Even the blistering cold 
0/ this Narwain can be pre/erable to the searing heal 0/ 
their King's Smelting-halls. BUIlhe Dwarves relish Ihese 
climes, and [ cannot dispute fheir Art. 

The Smiths employ hundreds of little Tools - Awls, 
Chisels, Clamps, Molds, slretching Chains, Adzes, 
Meiol-shears, and Ihe like - but above all, they javor 
those we know from Home. Forges, Anvils, Tongs, and 
Hammers bear the brunt of their toi!. Strangely enough, 
they mainly do the things our Folk (ry, although they 
(inkero lot and ply their Trade without thought o/strain. 
Rest comes in theform of huge Meals and Bucketsojsour 
Beer. Dwarves count work and war as fun and frolic. 

As one might think, Dwarven Tools lend to be smaller 
Ihan Ihose of Men, although they commonly use large, 
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two-hand Hammers and Adzes. ['vealso nOlicedsteelAn
viis 0/ all sizes. some seven /eellong and molded withfull 
weapon Rests. The average Block spans three/eet, which 
is (wice the norm of those from Eriador. [t's Ihe variety 
that intrigues me, though, because Moria certainly enjoys 
at least one type of An\lilto match any found Elsewhere. II 

The mosl Iloticeabledlfferences between Ollr Tools and 
those of Moria relate to their size and composition. 
Dwarf-tools use an immensely strong Steel. as hard as any 
I've seen in Fornosl, and capable oj CUlling good Iron like 
Lard. Some oj Iheir better Smithies are even stocked with 
Equipment/aced or edged with the Mithril Alloy the Sin
dar call'l thiinaur'. Enchanters and A Ichemists run these 
Shaping~halls and turn out the incredible Treasures 
bound for the Coffers of Dwarf-lords and High Kings. 

Smelting 
As Morvegil notes, Dwarf-LOo ls are superb, but it is Iheir 

niques that enable them to excel above all others. Forge- nu"oll" .' 
smelting, and metal-forging are fine arts in Moria. 

A good fire enables the smith 10 smelt and forge hard metals, 
is crucial for making quality alloys like Moria-steel and unuatn·1 
Moria's Smelting-halls depend on two primary sources of 
fire, both exceedingly hoI. Coal-rires fuel most of Kha"td·,jOrn'sl 
forges, while ea rth -fires (volcanic magma) are used when extrerne, 
heat is required . The wood-rires familiar elsewhe-re are rarely found 
in Moria, and are only used when certain enchantments or incanta
tions require them. 



Dwarf-forges afe built to accommodate their rire source and pro· 
vide various grades of heat. Almost aU are multi-chamber units that 
allow [he smith to select the temperature appropriate for his 
smelting needs. These furnaces have three lO seven areas which sur
round any inner sections and compound the heat. Each is fed by a 
slanted air in tak.e vent that relies on natural draft to maintain flow . 
Steady heat brings a constant airstream and this, in turn, works lik.e 
a bellows. It gives life to names stoked by hard, black coal or bubbl
ing volcanic lava. nourishing fires which are never extinquished or 
allowed to falter. Over time, the super-healed furnace walls and 
heating shelves glow with a constant, fiery radiance that evenly 
warms or melts, depending on exposure time. Outer furnace 
chambers are relatively cool and can handle delicate work, but are 
nonetheless hot. Mid-forge sections equal the hottest found in 
Arthedain and are ideal for smelting difficult iron ores and Galnim 
(S. "Shining-white"; i.e., aluminum). Only white heat permeates 
the innermost furnace. 

Smelting in the inner forge sections requires the utmost skill , 
since their amazing temperatures will melt the hardiest of ores in 
but a handful of seconds. Again, however, the Dwarves have 
adapted tools to meet the task. Moria's smiths use stone or loe" 
(hard volcanic glass) ladles, molds, smel ting pots, and firing boards 
to control the liquid are without fear of losing their utensils. When 
working with earth·fires for long periods, they find laen absolutely 
essential. Even stone implements might soften or prove unpredic
table when exposed to such extremes, particularly for the long 
periods necessary for the proper smelling of milhril are. 

Forging 
Forging, like smelting, is a refined craft in Moria. Nearly every 

technique used by Men and Elves is utilized here, together with a 
few specialized processes. After the smelting of the are, the 
separated liquid metal is extracted as an ingot or sheet. Then, the 
metal is either combined with other materials to create an alloy, or it 
is stored in pure form. Using pulley-ways, sledges, and wheeled 
carts, the Naugrim move the cooled Slacks of metal along tracks to 
rough· hewn Store· halls, where it is kept until required for forging. 

When the Dwarves forge an item, they caft the raw metal to one 
of a number of individualized areas. These Shaping-halls contain 
smaller versions of the larger furnaces found in Moria's many 
Smelting-halls. Depending on the metal and the type of item 
desired, the Naugrim seleci an area which is stocked with the proper 

fire and the ideal tools. Most of these Shaping-halls fall into one of 
four categories: bar-works, Wire-works, sheet-works, or Mold· 
works. 

Mold-works 
Of these, the Mold-work.s accommodate most of the routine 

jobs. Vast rooms, they contain seven to forty-nine coal-fire forges 
which are arranged in banks. Ingots are wheeled into these halls, 
and then melted down in great crucibles in the inner furnace 
chambers. While still in the central fire, the liquid metal is poured 
inlo a precarved, clay-lined, stone mold, which is then rapidly 
transferred to the next forge chamber for a brief period. From there 
it is moved to succeeding furnace sections, each time taking a bath 
in a somewhat cooler fire . In this way, temperatures diminish 
gradually and the object retains strength. Finally, the item is remov· 
ed from the forge and allowed to cool in a series of segregated 
water-pits, each cooler than its predecessor. Smiths then remove 
the cool molds, unlock the clamps, and withdraw the object. Using 
fine tools like chisels and rasps, they clean the surface of the item . 
This occasionally requires a light firing or an acid bath, but such 
measures are rare. Once cleansed, the object is sent to a Craft-hall 
for final work. 
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Sheet-works 
Shaping in the Sheet-works involves a different procedure, start

ing with metal sheets, rather than ingots. These Forging- halls have 
a few wide furnaces which hold clay-coated, steel racks. The thin 
sheets are piled onto shelves, and then the racks slide into the forge 
for a very brief moment, just.long enough to soften the metal. Once 
removed, the racks tilt and the hot sheets glide off the shelves, one· 
by-one, onto movable carts titled with Round·anvils. Dwarf
smiths move their anvils to side nooks. Each niche is a craftsman's 
work area, and contains a small, three-chamber furnace. 

As the helpers move the anvils along, thesmiths begin their work. 
Standing on the moving carts, these skilled artisans rapidly shape 
the malleable sheets over the curves of the rounded, steel blocks. 
Theycut the sheets with steel shears, and then gently prod them into 
the desired shape using a battery of bizarre hammers. When the 
smith's cart reaches his work area, he has a rough product. From 
this point, the helpers roll his can into his private forge for a short 
period, thereby resoftening the metal. Each thin sheet heats 
quickly, while the heavier cart is merely warmed. The smilh then 
continues to pound and sculpt , possibly adding other sheets with 
rivets. He will repeat the process until he has a finished form. Then 
the object will go to storage, or off to a craft-hall for finishing 
detail. 

Wire-works 
The Wire·works produce Moria's famous chain mail and 

fabulous filligree. Here the tasks of shaping of the metal and craft· 
ing the final item are joined, so each wire-smith is also a fine artisan. 
These Dwarves take raw metal sheets and convert them to arrays of 
thick wire filaments. It is a tedious process, but the resultingslrands 
are worth the time. Dwarf·mail is. on the whole, Endor's best heavy 
armor. 

Wire-smiths are assisted by teams of skilled helpers who begin the 
process by placing the sheets in large, low furnaces akin to those 
found in the Sheet-works. Wire-forges stand apart in one way, 
however; they are honeycombed with rectangular baffles. Unlike 
sheet crafting. no racks are involved, for the metal slips into in
dividual openings, narrow ports into solid, super-heated SlOne. 

Once inside, the metal melts and drips into long, narrow channels 
on a clay-lined calch tray. Helpers remove the trays according to a 
staggered schedule. Oiled draw-plates are quickly lowered into the 
liquid metal; the trays are a.llowed to cool just longenough for what 
are now metal rods to solidify, yerremain soft and glowing. At this 
stage, the laborers set the trays into polished stone forms and begin 
drawing the draw-plates apart. This st retches the metal rods out, 
creating long wires. 

When the wires cool, they go ontO new clay-covered trays for 
reheating. The resoftened st rands are then CUI into lengths suitable 
for the object desired, and the smiths take over. Like the sheet· 
smith, each wire-smith has his own craft area, although these 
workshops are better equipped. Many of the wire·smiths are ail

morers, while others are deft masters of appliques or artistic trim. 
With a plethora of fine anvils, they alternately heat, beat. and twist 
their strands until a gloriOUS good is produced. 

Bar-works 
Just as most of Moria's armor originates in the Wire-works, mOst 

the the city's weaponry comes from the Bar-works. Here long, flat 
7-21 pound ingots are transformed into Dwarf·blades. 

Moria's most skilled smiths work in the Bar-works. Each has his 
own craft-chamber, which is staffed by three apprentices. The ap
prentices vary in age and expertise, and it is assumed that they form 
a hierarchy. As lhe master passes on, the eldest takes over. 



The youngest two apprentices bear the brunt of the heavy labor. 
They lake the ingots off incoming carts and place them in crucibles 
which are inserted imo the larger of two small, specialized forges. 
This, a closed melting forge, like those found in the Smelting-halls, 
is used to melt the raw metal. Once it reaches a liquid slale, the liq
uid metal is poured into a bar-mold and allowed to slowly cool and 
solidify using a series of outer furnace chambers and water pits. 

The warm bars are then inserted into the open-sided softening 
furnace. lls heal brings Ihe melalto a glowing scarlet hue, at which 
point it is withdrawn. Then, the oldest apprentice lakes over. 
Working on a large anvil with a bar rest inset, he hammers the hot 
bar into shape, pounding it in order to compress the basic fabric of 
the metal . As the bar cools and reaches thedesired compressed and 
enlongated shape, it is reheated. The resoftened bar is then rolled 
over into a series of layers and pounded back into its elongated 
shape. 

This process is repeated seven times. In the end, the smith takes 
command and a blade is crafted from the ultra-compressed bar. Its 
shape and degree of completion depends on the weapon involved. 
Swords, for instance, have a dull edge, rough drain-channel , and a 
long tang (handle core). Axe heads are closer to being finished, but 
sti ll lack a sharpened edge, and all weapons are without embellish
ment. The Bar-smith carries on and completes the task with the aid 
of frequent resoftening and genLle hammering. Using a group of 
mallets and hammers he will smooth the object, adding metal rein· 
forcement and sharper cutlingedges. Then the blade will taken to a 
moving round-stone, a sharpening and polishing wheel which is 
turned by pumping a pedal mechanism . Wilh this LOol, the blade 
reaches a ready sta te, and only the carving, inlaying, and hilt
crafting awair. Since the Bar-smith is a craftsman who finishes his 
own work, he performs these chores as well. Silver wire inlays and 
runic imprints adorn the final producl. as does a hilt of fabric and 
coiled wire. The result is aeither a masterpiece wonhyof Moria, or 
a piece which returns for recrafting. 

Cold Forging 
Khazad·dum is home for yet another forging technique. one 

unique and full of enchantment. Morvegil was privy to this process 
and mentioned his visit to Moria's Cold-smiths in a letter dated 14 
Gwaeron, 1560: 

"My guide Buri is blind in one Eye, but hod no {rouble 
descending the narrow Spirals of the granite Stairway that 
leads down ro rhe Cold-works. I, for one, am always 
scared on Moria~ access Sreps, because rhey have no Rails 
and occasionally drop through huge open Caves. Even 
Ihe breezes through the velllilaring Shafts feel like Gales 
when you balance on these precarious Stairs. 

The seventh Flighr of Dwarf-steps ends sevellly odd 
Feet above the Floor of arr exceedingly frigid Ice-cave. 
Here the Path gives way and becomes a curving Ramp 
that winds 10 the Surface below. I couldn't explain the 
Cold, and expected an Opening to the harsh Winter out
side, but I was Quickly reeducated. The sloping Floor Of 
the Cave is actually the Top Of a huge subterranean 
Glacier that sweeps through the northern Deeps of the 
Silverline. 

An elevated Causeway spans the Glacier and lakes the 
Pafh illlo an Opening in the Wall. about a IOO'frol11 the 
lower Edge of the Ramp and 200' beyond the Base of the 
spiral Stoirway. Dancing Lights set omong (he gigantic 
Icicles and stunning ice Columns add an Elven air ro the 
Chamber; however. the Scene Quickly reverts to One 
familiar 10 Moria. After passing Ihe Portcullis and Gate 
(hat guards the Aperture, we entered a dimly lit Tunnel 
with smooth, glowing limestone Walls. The Passage ran 
slraighl like an Arrow into another (this time smaller) Ice
cavern. 
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Moria's Cold-works lie in the second Ice-hall, amidst 
wild Stalaclitesand Stalagmites. and thousandsoJ Ledges 
which are like enchal1/ed glass Bowls filled with frozen 
Pools. Gold Lanterns and steel·cased crystal Lamps 
adorn the Walls and illuminate a Collection of work 
Areas, all separated by deep. ice-filled Canyons. 

What wonders Moria holds! Here choruses of DwarJ
smiths craft their magic wares, while the drone of huge 
naturalj/utesand drums echoes off the walls. Working in 
glass/orges sprinkled about the Cold-works, they creale 
items of power using the charmed 'lrozen Flames"from 
the mystical Helvorn wood. 

Helvorn comes from secret Vales in (he high Moun
tains, and I have no inkling as to how If reached these 
Depths. The bluish-grey Wood is brought;n on ice-lined 
Troughs and slides down out of Srore·halls set around 
and above the Cold-works. Laborers take the Wood/rom 
the Chutes and feed It into Slots high on the Sides Of the 
Cold-forges. The Helvorn then falls and the Bark cracks 
away on impact, exposing the magical Core of the lower 
Tree to Air. Blisteringly cold Flames explode oul of Ihe 
Core, giving Life 10 afresh Cold-fire. 

Moria's COld-fires reside in the innermost Vaults of 
multi-chamber Furnaces (just like Those that breathe hot 
Fire in SmeJring-holls above). These Cold-forges are 
crucial {a lhe crafling oj the enchanted, glassine Laen. 
since Laen only gets stronger with increasing Tempera
lures. It is utler Cold Ihal softens the wondrous Sub
stance, enabling the Laen-smiths 10 sculpt fabulously 
strong and beautiful Artifacts. 

My Lord, I saw this process at work, and I write abow 
II; yet, I must say Ihat what You read cannot describe lhe 
haullling Techniques or the splendid Results born of Ihe 
Cold-works . ., 

3.32 THE MACHINES 
Moria's elaborate and extensive Smith-halls churn out tools and 

parts required for the production of clever machines. With a host of 
high-quality steels and specialty metals, and a fondness for 
mechanical things, Dwarven engineers assemble phenomenal 
devices which lessen toil and accomplish feats undreamed of 
elsewhere. Simple machines like pulleys, levers, counterbalances, 
coiled tension-springs, wheeled carts, sledges, gears, and screws are 
commonplace in Moria. Combinations of these mechanisms, often 
very complex and sophisticated engines, are deployed where re
quired. Most are located in the Mines. Smithies, Craft-halls, and 
Lords-halls, or in areas critical 10 Khazad-dum's defense. 

Certain themes frequem the engineering plans of the Naugrim, as 
do specific types of machines. A few of the most common designs 
are quite natural ly worthy of discussion, since they are fundamen
tal to Moria's workings. 



Pulleys (Kh. "Slelikhur") 

~ 
~ 

Moria's sprawling Levels and Deeps cover a number of subterra
nean tiers. In order to move goods up and down through its nu
merous vertical shafts and across the myriad cavernous voids, the 
Khazad employ pulleys. Generally. Ihese are many-wheeled "eel 
devices that track stout rope or coiled wire cables. Some are fixed to 
lift or lower great loads through the roughly hewn lava tubes that 
unite the seven Levels and Deeps; others are mobile block-and
tackle machines that slide along floor tracks or upon carlS. 

In addition, certain passages - notably the two halls that parallel 
the main Dwarven Road through Moria - contain horizontal 
pulley-ways. These are groups of pulleys, sel in long lines and af
fixed to the ceilings of the corridors. Their connecting cables are 
suspended by sleel L~bars, which also act to guide goods shuttling 
by. The tip of the bars hold small wheels over which Ihe cable runs. 
When a load is moved, it is crated or placed on a platform and this, 
in turn, is attached to a hook joined to the guideline. As the cable 
moves, so does the burden it bears. 

Eievalors (Kh. "Zurik-lagil'? 
Pulleys ace also crucial 10 Moria's fourteen major elevators. 

These are 21' x 21' x 14' cages with outward-facing wheels set into 
their side panels. The wheels lock into iron tracks which run 
through smooth, rectangular shafts and connect the fourteen tiers 
ofKhazad-diim. Huge, steel cables support the cages as they rise or 
descend in opposition to gigantic detachable counterweights. 
Parallel wells hold the rock weights, each of which is fitted with an 
iron ring that accommodale hooks intertwined in the cables or set in 
the bottom of other weight-stones. Since these rocks have set 

27 

DWARVEN RAM ·DRlll . Theawerlnglsr«nO\led 10 show Inner work· 
Ings. Drive bell atlaches 10 waferwheel. which draws power from waler 
Ir~ Scale: W' - 1' 

masses, they can be gauged and used to counter the burdens in the 
cages. Laborers simply aaach the appropriate weights, so that the 
elevator load exceeds the countermass by 2 I 0 pounds. Then they 
use a windlass and guide pulley to raise or lower the cage. 

Fire-wagons (Kil. "Nilllogad") 
Aside from the Ore-borer, the Fire-wagon is the miners' favorite 

...machine. These are actually movable iron coal·stoves fitted with 
name pons and bellows inserts. Miners roll Fire-wagons up to solid 
rock walls and fan the coals with one or more special bellows. The 
names spew from the ports and lap the stone surface, thereby 
healing the rock. Once hot, the stone is doused with cold water, and 
the sudden temperature change cracks the wall. This eases the chore 
of loosening the laugh eanh in Moria's mines. Then, Ore-borers 
and laborers with mattocks carefully pick the ore-laden SLOne away. 

A variant of the Fire-wagon serves as a mobile forging SLOve. 

Water-wheels (Kh. "Thronllsrul-Ihroda"j 
Like fire, water is a great source of nat ural power, and the 

Naugrim draw much from its strength. Dwarven Water-wheels 
power Rock-drills, Ore-borers, Grist-mills, Trap-mechanisms, 
Swivel-bridges. and a large assemblage of smaller machines. Tap
ping local water sources, they bring power to the remotest regions 
of Khazad-dOm. 

Copper or rock water channels run throughout Moria. Most 
divert underground streams to control both the fait and direction of 
the water. Permanent copper and tin Water~wheels, some as large 
as 70' in diameter I straddle larger chutes and channels. Smaller con
duits have standard fittings which permit portable wheel-and-gear 
to draw power under more isolated or confined conditions. 
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3.33 THE WORKS OF POWER 
Even withoullhe wealth of mechanical marvels, Moria is graced 

with a legion of enchanted or magical works, things of Power. 
Moria's Naugrim produce no pure Mages, but many are endowed 
with a command of speUs and incantations utilizing channeling 
power. Masters of Alchemy or the Power of manipulating in
animate things, these Dwarves are often engineers or smiths who 
are capable of crafring prized objects with peculiar or mystical pro· 
perties. Such items perform miraculous chores or have exalted 
qualtities. They 3rc therefore revered, and their makers are accord
ed high status in Moria's craft·oriented society. Some of the most 
prevalent or preeminent works follow. 

Lighl·stones 
E.ven the rugged Naugrim require light at times, if for no other 

reason to lift the spirits and illuminate the wide expanses of their 
majestic chambers. Lamps and lanterns provide most of Moria's ra· 
diance, but Dwarves prefer less typical lighting in hallowed halls 
and passages. In temples, monument halls. tombs, the Lords·halls, 
and defense corridors, glowing gems mark the way or shatter the 
darkness. 

Light-slones are magical, transparent jewels which have an en
chanted inner "fire." This "burning glow"lies in the core of the gem 
and is colored by the hue of its receptacle. Crossed rays of differing 
colors mix to form other shades. so that, by choosing the proper 
light-stone combinations and arranging them carefully. the 
Dwarves can achieve virtually any effect desired. In addition,larger 
jewels generally give off stronger light and can offset or dominate 
their smaller companions. 

The life of a light"slone is keyed to the skills and power of its 
maker. Some Craft·lords are able to enchant gems that glow for 
decades, even lifetimes, although most dim and gradually expire 
after a few years. 
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Watchers-in-stone 
Another, much smaller collection of magic rocks are affixed in 

select si les throughout Moria, particularly at special entryways or 
stairways, or within restricted tunnels. Called "Watchers-m-slone" 
(or simply"Watchers").these are beautifully carved statues with in
laid glassine eyes. Each is an individualized creation based on a ter· 
rible or hjdeous beast drawn from history or lore. As such, they 
possess a startling. and often frightening, countenance, yet they re
main pieces of exquisite artistry, legacies of deft and gentle Dwarf
chisels. 

Most \Vatchers are sculpted of alabaster, marble, porphyry, or 
onyx, but a few are cut from heavier Slone, such as granite or basalt. 
Sometimes their size or shape determines the medium used by the 
stone-carver, since they vary between a handful of pounds and a 
number of rons and may involve very delicate protrusions. Gen
erally, all are of a uniform material ; only their eyes are the excep· 
tion. Laen or smoOlh, polished gems compose the eye inlays. 

Of course, it is the eyes that perceive things, and those set in the 
Watchers have exactly that purpose. Wherever they sit , they heed 
all who cross their gaze. A Watcher's "gaze" combines incredible in
fravision with a locating sound system similar to the radar bats and 
echo hawks employ. Then they act according to their purpose. 
Some have eyes that glow brightly to warn Moria'sg~rison or blind 
transgressors; others gather air and emit sounds like deep horns or 
wicked flute-calls: still oLhers move to bar passage or ward away the 
unwary . 

This taller form of Watcher does not crawl about or move as an 
animal; rather , it slides in a track, or rises or descends as a part ofa 
counterweighted column . Often. the column or pillar below the 
statue contains the door opening or entryway, and the movement of 
the Watcher conceals or removes access through the aperture. 

Watchers are, quite naturally, enchanted. Dwarven incantations 
charm both the stone and the eye·gems, much like the magic that 
produces Light·stones. Above all, however, the speUs that enchant 
these carven creatures are keyed to the eyes. To remove the eye
gems is to blind a Watcher and freeze its Spirit. 

This magical Spirit resembles the spell-sewn Power that inhabits 
the "Two Watchers" that shield the Tower of Cirilh Ungot. Of 
course, Moria's Watchers are weaker, but their Spirits manifest 
themselves in different ways. Even the movable Watchers, 
however, are limited to a precise function. They do not resemble the 
truly anjmate stone PGkel·men of the Woses. 

Dwar .. n Symbols 
Dwarven Symbols are actually speDs implanted in items 

(usually shields). These spells are activated (cast) by 
reading a KhuzduI lnscription on the surface of the item. 
Such spells are usually castable 7 times per day. Each of 
the Mystic-warders and their leaders have at least one 
Dwarven Symbol on the inside of their shields. Standard 
Symbols include: "Sudden Light" with the effect on the 
fronl of the shield. "Stun Relief Ul" for all within. 14' 
radius. "Bless" with a 14' radius (similarily, "'Prayer" and 
"'Resistance,,). and many other similar spells from the 
ChanDe~Dg Realm. 

Rune-keys 
Occasionally, the magic Watchers guard doors. These Dwarf

gates are, in turn. frequently enchanted themselves and open only 
in special ways. Words or phases guard some, while others yield 
only to specific folk. The majority, however, require keys and. of 
these, Rune·keys are the most fascinating and unique. 

Rune-keys are almost always metal slabs made of mithril alloys 
or fine steel. Key.makets usually design them as flat· faced finger 
rings or plates fined with knobs or handles, but a few resemble 



branding irons. Magic symbols - spell-laden runes from the 
Angerthas Moria - grace the face of the Rune-key, as a bas relief or 
sculpted brand. The symbol is a reverse version of its counterpart, 
which isa carving in some wall or Dwarf-gate. When the Rune relief 
or brand fits snugly into the carved cut, it unmakes or unravels the 
magicaJ lock that holds the Dwarf-gate against intrusion. 

3.4 DWARVEN WAR·CRAFT 
The Naugrim's fondness for physical things is deeper than a 

simple predisposition for machines and enchanted objects. 
Dwarves like activity, which is the rool of their commitment ro toil, 
and of all their pastimes, fighting is one of their favorites. 

This is not to say that the Naugrim like killing; rather, they enjoy 
the contest or sport of battle. A mock combat or wrestling match 
suilS their needs, so such tests are frequent, particularly at feasts 
and fests. In addition, military training requires rigorous pseudo
melees and exhausting brawls. Dwarves take challenges, even 
playful ones, very seriously. 

With the advent of a war, then, the Khazad simply change the 
rules of the contest and resolutely face their foes. Coaly, efficiently, 
they withhold nothing and go about settling the dispute quickly and 
methodically, without sorrow, pity, or Quarter. Although Dwarves 
are emotional, in the heat of battle they channel their passions. 
Every ounce of energy is directed at their enemy, until no 
opposition is left. The Naugrim mourn only after the struggle. 

Armor 
While a Dwarf prepares himsel f mentally and physically forcom

bat, Moria's smiths labor to assure he is well-equipped. In this they 
excel, for the armories of Khazad-dum are superbly stocked, and 
trade in the tools of war adds considerable wealth 10 the coffers of 
the Dwarf-kings. More importantly, the smiths produce high-grade 
steel and mithril alloy armaments which are fitted to the warriors 
size and needs. 

Dwarves favor three principal forms of armor. Mail , scale, and 
lamellar varieties predominate in Moria. Each of these types is used 
to make loose corselets, hauberks, fitted shirts, and leggings. What 
a warrior chooses or receives is often a maller of preference; 
however his accoutermem depends on his status and responsibility. 
This is particularly true when availability becomes a function of 
commercial need, a common occurrence in Moria. 

Lamellar armor consists of small, rectangular steel plates called 
lamellae. These are laced tOgether in rows by threading wire or 
leather thongs through punched holes. The rows are then laced 
together as overlapping units. This pattern is like scale, but employs 
upward, rather than downward. facing overlays. It is strong and 
prOlective, yet somewhat specialized. Scale is preferrable for a foot 
melee, since lamellar is ideal defense against upswings and strikes 
from below. So the Naugrim sell most of their lamellar to allies who 
employ cavalry. In Moria, its use is confined to the relatively static 
sentries who occupy elevated guardposts. These warriors wear 
sleeveless, knee-length corselets which permit ease of arm move
ment and allow for bow fire. 

Scale coverings see more widespread use but are still relegated to 
particularized needs. Most comprise a downward oriented pallem 
of oval or rounded square scales. These are arranged in rows, akin 
to the lamellar I except that the rows are staggered instead of having 
vertical alignment. Units of Moria's heavy infantry are equipped 
with sleeveless Dwarf-scaJe shirts. which they wear over light chain 
hauberks, and a few Lords own lined coats which have two layers of 
smaller, Ughter scale. However, most Dwarven warriors prefer 
chain mail. 

The average Dwarf fighter wears mail, either as a long hauberk or 
a filled suit. These are thorough coverings with sleeves, attached 
steel splint-greaves, chain hoods or helmet aventails, and chain-
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covered gauntlets. Startlingly uncumbersome, these designs re
quire exquisite and exacting steel-work and. in the case of the 
Dwarf-lords, occasional use of uncompromising mithril alloys. In 
fact, the alloy / (hi/flour produces mail which is as wieldy as wool. 

Helms and Greaves 
The Dwarven propensi ty for extensive battle-dress translates into 

a love for full helms and st rong greaves. They hardly have a choice; 
in light of their love for close combat, these trappings are an ab
solute necessi ty. Nearly every warrior wears a true helm, and most 
use some form of greaves. As a result, a collection of Naugrim is 
almost completely covered when embroiled in an engagement. 

This unbroken protection obscures the individual Dwarf and 
presents a problem for the fiercely independent and prideful 
Naugrim. In order to identify themselves, then , they rely on mean
ingful decor, particularly on the prominent surfaces of their 
shields, greaves, and helms. Dwarves make frequent use of 
brightly-colored leather dyes and crest plumes and adorn 
themselves with engraved greave-plates. The Khazad also wear 
sculpted helmets which are shaped like the heads of cruel and fan
tastic beasts. With coiled horns and exaggerated features, these 
helms present a disturbing, almost frightening presence. In fact, a 
host of helmeted Dwarves can be a terrifying sight. 

Dwarf-helmets have purposes beyond simply scaring meek or 
demoraliz.ed [oes. They provide unequaled resistance to 
penetratingslrikes, and each has a fire-resistant inner mask. Unlike 
the standard forms found in Eriador or Rhovanion, those of 
Durin's Folk are designed after the ancient helms of Nogrod. They 
are made with reinforced, tempered steel ridges and a molded sku.L1 
cap, not simply a series of curved iron plates with interlocking 
bollS. 

Dwarven greaves, famous for strength and utility, are based on 
splint construction. Basically, they are a group of long, thin, 
decorated plates sewn onto a heavy fabric lining. Both the arm and 
leg varielies use the same pattern and allow a fair degree of free 
movement. Many Dwarves, however , balk at greaves, being con
temptuous of garb which is not suited to their short, compact 
frames. 

Shields 
To supplement their armor, Dwarves frequently carry shields. A 

few involve square, rectangular, septangular, oval, or kile shapes, 
but the vast majority are round. Whatever their shape, they are 
sturdy and com paratively large. Moria's shields perform well in the 
hands of an Elf or Man because they are two and a half to three feet 
in diameter. A four to five fOOL Dwarf bears one like a mobile wall. 

Aside from missile weapons, shields consume most of the wood 
bound for Moria's Weapon-smiths. Some Lords own Dwarf·steel 
or Ithilnaur roundels, but these are exceedingly rare and expensive. 
Most are enchanted. For standard issue wood is the norm. Stout 
oaks and ironwoods are seasoned, treated, and laquered. They are 
then cut, fitted, and shaped. Another laquering ensues, just before 
the parts are glued and nailed tOgether. Since three thin layers of 
wood are needed, this is a demanding process. Once complete, a 
tanned and colored leather covering is stretched over the finished 
wood and metal strips are boited around the edges. 

As a means of providing beauty and reinforcement, metal plates 
or designs are then placed on the shield face. Weird animal depic
lions and runic friezes are Dwarven favorites. Regardless of the pat
tern, though, the work surrounds or intersects a metal shield boss, 
which juts from the center and covers a hole for the principal han
dle. The circular boss is sometimes sculpted into an animate form, 
but most are simply spikes or enruned domes. 

Behind the boss, there is a padded handgrip, actually a covered 
crosspiece which spans the concave rear of the boss itself. Thisgrip 
is used by the warrior when flexibility or mobility is crucial. When 
strength is paramount, the wielder simply slips his arm through a 
series of criss-crossed leather slings and grasps another fixed grip. 



DWARVEN MILITARY ORGANIZATION 

Unil , Warrion IUhiliold CoIIIDlUcter Puu,UIliI 

Mansion Walch 392 2 Lord \Yarder None 
M),slic·warders 49 , High Mystic Mansion Watch 
Roam -watch , I Old Mystic Mystic-warders 
lane Guard 343 , Warden ManSlon Watch 

Dttp Guard 49 , Ot'ep-warden lane Guard 
Guard , , Guard-wllrden Deep Guard 
WC<lpon-hosl 720) 3 Weapon.lord None 
Unit 240' 

, Unit-lord Weapon-host 

Attack 343 , Attack-lord Unit 
Lo' 49 , LOI-herd Allack 

, . 
Barlk-guard " 3 Guard-herd Lo. 

Axemen " Axe-herd Lo. 

Archers , Bow-herd LOi 

Weaponry 
Due to their fine armor and overall lack of subtlety, Dwarves 

utilize "belligerent" raLher than defensive weaponry. In a melee, 
Naugrim rely on heavy coverings and shields LO deflect st rikes or 
allay the impact of blows. A Dwarf rarely parries with his weapon; 
instead, he likes to bull through and carry the offensive. Their 
assortment of heavy crossbows and shafted weapons - axes, mat
LOcks, hammers, and maces - renccts this prejudice and em
phasizes their aggressive posture. Many of these arms are twO
handcrs which betray the Dwarven boldness and suggest the dual
purpose and I he mining origins of their war-LOols. 

Moria's Weapon-smiths, like her builders and engineers, create 
lasting objects, items whose strength exceeds usual needs. For both 
armor and weapons, they ordinari ly employ specialized steel. Light 
steels replace the wooden shafts found in Mannish axes and maces, 
and heavy steels supplant iron blades and mace-heads. Only missile 
weapons retain wood as a significam element, for they must be light 
or pliable. 

Dwarven mining implements differ little from their manial 
counlerparts. Aside from daily care, ornamentation, and occa
sional incantations, they appear and perform much like the wares 
of a warrior. Excellent materials and craftsmanship make them 
powerful and durable and enable the owner to turn from toil to bat
tle without need of another tool. 

Formations and Organizalion 
The Dwarves' size , straightforward manner. and magnificent 

ballie·trappings dictale a fondness for melee and a reluctance to 
retreat. Given the absence of Dwarf-cavalry and the weight of their 
armor, they cannot rely on quickness. Thus, they depend on com
pact formations, steady movement, unwavering determination, 
and outright force of arms. 

Every able-bodied Dwarf in Moria can mount a fight, and most 
possess at least one lethal tool or hand arm. In troublesome hours, 
the entircty of Durin's Folk will answer the call. Still, this does nOl 
obviate the need for a standing force. Moria's heralded army js ever 
vigilant. and provides the backbone for any defense of the Tribe. 

The Dwarven army consists of two warrior groups. The Dum
gorul (Kh . "Mansion Watch"), or ,cWarders," is entrusted with the 
defense of the Mines and City, the subterranean halls . Its larger 
counterpart, the Vabntidhur (Kh. "Weapon-host"), is a true field 
army which garrisons the Peaks, Gates. and Dimrill Dale. These 
fighters are also referred to as the "Host," and arc stationed in key 
barracks locations throughout the central City. 

Most (343) of 'he 392 Warders comprise 'he Gehil-virdhur (Kh_ 
"Lane Guard"). These are troops drawn from the ex.perienced ranks 
of the Host, generally those cited for valor or meritorious service, 
who are given the task of guarding the peace in vast underground 
halls. Seven groups of seven palrol Moria's fourteen tiers. They 
keep the time, settle simple disputes, and provide aid for those in 
need . 
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A ..... W ..... " 
VariC$. Open Helm Varies 
Scale, Shield Hand-axe or Hammer, Mace, Dagger 

Chain. Some Shields Bailie-axe or War Mallock, Hand·axl!or -
Hammtr. Thro'll>in&-axc 

Varies Varies 
Varies Varie.~ 

Varies Varies 
Varies Varies 
Chain or Scale.. Shield Hammel'$ or Mauocks. Hand-axes or Mact'S, -

Throwing-axes. Dagers 
Chain. Some Shields 8alfle-ax~ Of Hand.axes, 

Throwinl-axes. OU&le1"S 
Chain or Lamellar Heavy Crossbows. Pole-axe~ or Baule..sxcs or 

Spears. Maus 

The rest of the Warders are part of the 49-man Tharkarul (Kh. 
"Mystic-warders"). These warriors guard the Dwarf-king, his fam
ily. and anyone of prominence who is afforded protection . Seas
oned veterans, the Mystic-warders are reputed to be both wily and 
cruel and have a disquieting way of knowing secrets. Since each 
member of the Tharkarul served in the Lane Guard, they are ac
quainted with every level of Moria's defense and are familiar with 
obscure halls and traps. In addition, they are trained to use magic 
Symbols and bear enchanted weapons. 

The Host is actually three huge Menig, or "Units" of fighters. 
only one of which is on constant guard during a given year. Two 
thirds of the force work in the mines. so the groups rOlate their ser
vice. Each Menig contains 2401 warriors, broken into seven 
343-man arrays called Azashokull (Kh. "Attacks"). In turn, the At 
tacks consist of seven groups of 49 which. based on armament and 
experience, are proportioned in lots formed of7 Bogaztid(Kh. "Ar
chers') , 21 BarukOd (Kh_ "Axemen"), and 21 Huval-virdhur (Kh. 
"Battle Guard"). 

Tactics 
Moria's rather sophisticated military organization belies the 

Naugrim's rather simple tactical philosophy. Basically, the 
Dwarves believe in concentrating their strong heavy infantry in 
tight units. Then, unless the odds are overwhelmingly unfavorable , 
they attack with furious frontal assault. 

Crossbowmen open fire and protect the rear with spears or long 
baltie·axes. Theelite BattleGuard silently advances with shields up 
and weapons readied, their maces, hammers, and mattocks gleam
ing with vengefu l fire. Axemen bearing one and two-hand war·axes 
move alongside Lhem. protecting the nanks and warding off 
troublesome cavalry or encircling infantry with short counter
charges or barrages of throwing axes. As the Dwarven throngc1oses 
with the opposing line, they break into song or let out a cry, and 
then charge with unmatched ferocity. Fighting in open order, and 
swinging with an eerie, precise abandon. they tear through their foe 
until he drops or flees . Any opening is exploited; every obstac1e is 
crushed, until the battlefield is theirs. 

This methodical charge is traditionally directed at the heart of the 
enemy force, be it the Lord and his guard of some peculiar prize. In 
this way, the Khazad quickly break the opposition's morale, 
regardless of the situation. Such a tactic usually succeeds because 
the superbly-armored, well·trained Naugrim are capable of hack· 
ing through nearly any battle formation. Unparalleled in melee and 
resistant to missiles, they slaughter the best of opponents when the 
odds are even. This. of course, is also due to the unninching 
Dwarven commitment to combat. Should the Naugrim engage in a 
st ruggle, they neither retreat nor give quarter. Either they die, or 
their enemy is vanquished. 
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3.5 DWARVEN TRADE 
Despite their pugnacity, the Naugrim prefer to deal on more civil 

terms. Dwarven envoys travel to the eouns of FornoSl in Arthedajn 
and Minas Anor in Gondar, and couriers frequently pass between 
the Easl-gateand Lorien. Emissaries to the other Dwarf-halls assert 
the needs of the First House. 

Most of this diplomacy revolves around trade. for Moria's 
Dwarves sign no treaties and war only on behalf of their tribe or 
their race. Khazad-dOm is both self-suffic ient and jealously 
guarded. With their hunger for still-greater wealth a nd their many 
unique resources, however, Durin's Folk enjoy healthy exchange. 
They're hard bargainers who revel in any debate that involves 
money or precious goods, and their steady flow of craft work 
requires strong markets. 

Exporls and Imports 

Moria exports cut·SLOne and salt and a host of smelted metals, 
notably iron, steel , and a lillie copper and bronze. Singular gems 
and anything of mithril bring high prices because of both quality 
and monopoly. Refined weapons and armor command revenue, as 
do finished lools and steel implements. Specialized items and 
enchanted things also provide the Naugrim with a considerable 
income. Like all Dwarf-works, these products are made to last and l 

a1though utilitarian, possess a sense of pride and grace. 

pmCEANDEXCHANGETABLE 
Bcfow is a breakdown of common conversion rates and prices, based on Durin's 

Coin. One's standing or local circumstances may caU5e a nuctualion and. where baner 
is invol\'ed. a simplt valut comparison may ~ required. 

Also note that Moria is on agold standard, ont quite unlike the usual silver-based 
S)'$tetm. It Is also unusual because of the unsullied but variable mctal COntent. which 
accounts for Ihe .urangedisparil)1 in interchange between the In and !.1 ounce coins. 

Rates of Exchange 
Durin's Coin Coin Weight Arthedain's Coin- Gondor's Coin" 
Milhril (mp) Inoz 20 gp··· 10 gp ••• 

High-gold (hg) Ih Ol 2gp I gp 
Gold (sp) I170z I g. IO sp 
High-sih'cr (hs) v.. 01- 2 , p 2,p 
Silver (sp) Inoz I ,p I", 

-coms or Artbtdain: Anhedain mints only IA ounet standard coins, although they 
bave tightcrpieces ror small copper denominations: 1 gp = IOsp: I sp = lOOcp; I cp "" 
two ~ cpi one 'II: cp = two 'A cpo A half"Copperweighsonly 1/8 ounce, and aquarter
coppcrisbull / 16 ounce. 

-CoW orGondor. The South Kingdom produces a ~ ounce gold. :1 \/, ounce silver, 
a ~ ounce bronze, anda \1: ounce copper pieee. TheralC~S: I 8P c 205P; I sp = IObp; I 
bp '" 5 cpo Gondor's siJ.,·er pi«:c is equivalent to one from Anhedain. 

-MIdlriI: Mlthril is a light metal. so the mil hoi piece is as large as a silver. and three 
timc&as truck. 8ecauseofilSrarity following tneabandonment ofKhazad-dilm in T .A. 
1981. the price orMithril increases with each passing year. By the end of the age. the of· 
fitialccdtanae.l1lIe in Gondor is 7511', whilein the North it brin~ lOO ar morequaner 
ounot' lohf pitttS. During this Ialer era, it is often unavailable on the common market. 
Some oonsider it priceless. 

Dwarven Coins 
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Khazad·dCim imports a number of foodstuffs, especially grains, 
red meats, dairy·goods , honey, and strong drink . Dwarves are fond 
of coarse wheat and barley-bread from Eriador, sweets and spirits 
from Rhovanion , and delicacies from L6rien . These supplement 
the usual Dwarf diet of spring-water, fish. fowl, mountain-lentils, 
and mushrooms. Beer and mead, parlicularly varieties from the 
Beornings (Beijabar) of the Anduin Valley, arc in great demand. 
Durin's Folk fight hard , work hard , and play hard . They also love 
to eat. A Dwarven feast is a thing to behold, since only the Hobbits 
(Kuduk) rival their Lable·vigor. or eat more meals. 

Coin and Exchange 
Moria's miniS are the best in Endor. Loca[cd in the Fourth Deep. 

(hey produce coins of unexcelled va lue and nObility which are 
honored in virtually every place of nOle. Usually. Durin 's Coin is 
equiva lent or superior LO local versions because of the craftsman· 
ship and puril.y ofcon lem , bUllhis problem is parliallyoffse( by the 
disproportion ale exchange rate. Barter is necessary in Olher cases 
and ac!Ually accounlS for the bulk of Moria's trade. 

Prices in Moria 
Go&!./Servke CoS! Note 

FOOD AND LODGING 

A verage Lodging F". Requires permission of Warden or Lord. 
Includes meals. 

Good Lodging F,,,, Afforded only to friendly emissaries or guests. 
Includes meals. 

Refuge I ,p Allowed for non"Criminals. Includes meals. 

Trail rations I sp 141bs. I week. Preserved. 

Greatbread 2sp 4lbs. I week. Pre$Cf\'ed. 
Waybread 10sp 4lbs. I month, Pre5e-n·ed. 

ARMOR AND WEAPONS 

Target shield 6 , p Jibs. -+20 vs melee; + 10 vs missile. 

Shield Igp lO Ibt. T 25 vs melee or rnwlle. 
Wall shield I SSp 25 Ibs. + 30 vs melee; + 40 vs missile. 
Pot helm 4 sp 2 Ibs. Steel. 
Full h~lm I gp 2.5 Ibs. Steel. 
Soft leather 4 , p 8 lbs. Finely made jerk'in. 
Rigid leather 17 sp 10 Ibs. Reinfor~ breastplate. 
Lamellar armor .gp t6lbs. Treat as chain (AT 16); -5 melee; 

+5v:s m~lIe. 

Standard mail , gp ISlbs. Treal as chain (AT 15), 

Scale armor IOgp 20100. T real.as plate or hair-plate (AT 19). 
Fine mail "'g. 20 lbs. Wears as chain (AT 15); protects as 

hlllf-plate{AT 19). 
l eather greaves 2,p 1.5 Ibs. Varnished splinLS. 
Metal ireav~ , 'P 2.5 Ibs. Steel ~plint5. 
Hand-axe 6 sp 3 Ibs. Steel head. 
Bailie-axe '4 sp Sibs. 2·hand. Steel head. 
Throwing-axe , ' P 2.S Ibs. As hand·axe; - 10 melee; +25 missile.; 

range 50 n. 
Mace 4 sp 3.S Ibs. Wholly steel. 
War-hammer 16 sp 4 Ibs. Steel head, 
War-mallock 17 sp 4.5 Ibs. 2·hand. Steel head. 
Heavy crossbow 6gp 7 Ibs. Mostly steel. 
Dagger 2 sp .5 Ibs. Ste-el. 
8 roadsword I gp 4lbs. Steel, 

ACCESSORIES 

BoolS I,p 3lbs. 
Clothing I ,p 9lbs. PanlS. shirt.. cloak. hood. 
Crossbow bolts I ,p 2.5 Ibs. Twenty. Stccl.lipped. 

Backpack I sp 6lbs. 'ndudes bedroll; I cu' pack. 
Lantern I,p 1.5 Ibs plus 2 Ibs oil (48 hrt). 
Superior rope 2 sp 3 Ibs. 70'; breaks on unmod 01 roll . 



4.0 THE STRUCTURE OF 
TH E DWARVEN CITY 

Moria comprises a virtually self-sufficient city and mining com
plex, both hewn over considerable time and on an unparalleled 
scale. Created by inspired planners, wily engineers, dedicated 
miners, and skilled masons, it is (he largest fortress every con
structed by a Free People. It is also one of the most inspiring set
tings in Middle-earth, for Moria is a marriage of singular natural 
and Dwarf-made wonders. 

4.1 NATURE'S GIFTS 
The rough caves that Durin the Deathless discovered above the 

Mirrormere bore deep into the heart of the Misty Mountains. Here 
lay the core of the jagged uplift raised by Morgoth. and here was 
the junction of Endor and its Underworld. In unsullied caverns 
that reached to heights swept by clouds, and astride chasms that 
fell forever into the unknown and unspeakable void, Durin felt the 
power of the eanh in all its glory. Dest iny spoke and, within these 
sprawling chambers and winding tunnels, he founded Khazad· 
dum. 

Moria inspired awe long before the fi rst chisel bit into its stone. 
The Dwarves moved in and carved their own precious jewel from 
Nature's crude but fantastic gift. Delvers and builders, the 
Naugrim recognized Khazad·ctum as a bequest from Aule, a 
challenge already rich with all their needs. They lirelessly labored 
for the next live and and half millenia to improve and expand upon 
the natural chasms, lava tubes, dry subterranean riverbeds, 
limestone caverns, fault vaults, and ancient gas·born chambers. 
Dwarven miners drew wealth from the farthest reaches beneath the 
mountains. Dwarf·engineers tapped the light and water. 
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4.11 LIGHT AND WATER 
The Khazad are master builders capable of cutling through vir· 

tuaJly any rock in any land. Where they reach, few obstacles slow 
their course. Nevertheless, Dwarves also recognize the value of the 
earth and its deeps, and know when to preserve and cultivate its 
bounty. Dwarf·structures use the strength of the land . 

Although buried beneath great mountains, Moria is blessed with 
sprinklings of light and an abundance of good fresh water. Rays 
from the Sun and the Moon peak through narrow crevasses, casting 
natural light imochambers located near the surface. Quaim spring· 
pools nestle in remOie gronos, and thundering torrents spew 
through wild recesses. Harnessed by the Naugrim, the light shafts 
foster ventilation and ambience, while the water sources provide 
power and slake Dwarven thirst. 

The Windows 
Moria's "windows" are rectangular openings scu lpted from 

natural clefts. Twenty·one feet tall and three feel wide, they bring 
light and surface air to the northernmost , westernmost, or eastern
most rooms of each of the Seven Levels. Each consists of a polished 
stone shaft, which is filled with up to seven steel grates and one to 
three traps. In time of storms or war, the defenders can slide three 
reinforced steel doors across the apertures, effectively sealing off 
the city. Such crises are rare, however, for the sheer length of the 
window·wells guards against most dangers. (Some cut hundreds of 
feet into the mountain flanks.) ACLUalIy. periodic window·door 
closings are required in order to keep the gear mechanisms from 
freezing or otherwise deteriorating due to non-use. 



(See Sec. 4.1 1) Scale: liS" _ 5' 

-

EXIT CISTERN 

Moria's keepers lend the window wells via 14" x 14" interior 
work-holes that open above each grale and below any nearby trap. 
These interior openings connect the light shafts to seven fOOl long 
corridors which lead to sloping 7' x:3' access passages . Ironclimbing 
rungs bolted into the rough stone of the access ways permit Dwarves 
(0 descend 10 side halls in the neighboring Level. 

The Wa .... 

As with the light wells, most of Moria's natural pools and waler· 
ways have been altered to conform with Dwarven needs. Those that 
have escaped the craflsman's hand are valued for their enchanted or 
spectacular charms. Other waters have been channeled through 
copper or stone-lined troughs, the laller having smooth faces of 
ground obsidian and marble dust. 

Each of the Levels and Deeps has three primary aqueducts which 
the Naugrim call "Water·passages" (Kh. "Zirim-ligirJ. Seven feet 
in diameter, these stone·sheathed conduits slam away from the 
watershed divide. Most run either northeast or northwest, carrying 
their nows to the Exit-cisterns that feed the Silverlodeand Sirannon 
(respectively). Whatever their direction, they begin alone of three 
sources, huge Spring-halls (Kh. "Zurim-dim'lj that lie high in Silver
tine's belly. 

The Spring-haJis are tall, circular, marble chambers with vaulted 
ceilings and inset wall-gullers. Each sports a grand reservoir that 
fills a vast well offen hundreds of feet deep. Fed by dozens of falling 
streamlets which cascade down the gutters like silver ribbons, these 
Spring-holes store most ofMoria'sgatherablemoisture. Water fun
neled from hundreds of smaller springs and rivulets gathers here 
before being directed into the city's Water-passages. 

Within each Spring-hole there are seven steel Flow-gales. These 
3re connected to chains that run through pipes and up into the 
Spring-hall . By using wheel-mounted windlasses, the Dwarven 
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Water-keepers can control the gates and release water into the 
aqueducts as needed . This also allows the Spring-hole to drain, lhus 
balancing the innow. NormaUy, the doors are set ajar at standard 
positions, but the changing seasons alter the volumes that fall from 
above and invariably force the Dwarves to adjust. 

Once water enters one of the Water-passages it descends gradu
ally to one of twenty-one Exit-cisterns. Along the journey, which 
can be as much as thiny-five miles. it is tapped by needy Naugrim . 
Spigolssel into thesideoftheaqueduct or located al theendofcop
per pipe sidings allow Dwarves all over Moria to draw on the watery 
resources. Local catch-basins and pools are almost always full. 

The loss is replenished, however, as the Water-passage captures 
the flow from smaller Streams which are channeled from the moun
tain 'souter areas. Copper Creek-troughs bear these cool rills down 
tunnels and through Moria's many secondary halls. In this way, 
Dwarf-engineers harness nearly every trickling runnel, and give it 
over only after it has served the House of Durin. 

4.12 MINERALS 
Moria is a repository for other forms of natural wealth as well, 

notably gems and metals . The most fabulous gift is the mithril vein 
that runs nonhward under the Redhorn, but other assets provide 
self-sufficiency and lasting strength. Silver and iron bearing ores 
abound, as do massive quartz deposits which yield agate, amethyst. 
chalcedony, carnelian, flint, jasper, and opal. Copper, tin, and 
bauxite lodes are scauered throughout the mines. Gold abides in 
quantity, and a diamond plug fills a volcanic fissure deep below the 
Si!vertine's southwestern wing. This collection of prizes is beyond 
parallel in Endor and proves the foresight of Durin the Deathless: 
Khazad-dum is truly the heart of the earth. Of all the places in Ihe 
Middle-land, it holds Aule's greatest blessing. 

Metals 
Moria's miners excavate sources of virtually every working metaJ 

used by the Naugrim. Some stores, like tin and copper, are ade
quate for local needs. Others, such as silver and iron. supply the 
basis of trade. Precious gold and ultra-precious mithril form the 
core of Khazad-dOm's treasury and heirloom stores . Enchanted 
alloys - Adorcer, £og# Ilhi/din. Ithilnaur, Ogamur and Tasarang 
- allow the Dwarves to create specialized works of phenomenal 
quality and incredible utility. 

Descriptions of Moria's metal-horde are common, although o ne 
penned by Eldacil Camtllalioll of A ndrath is probably the most 
pointed. A princely refugee from the Witch-king's war against Car
dolall, he arrived in Khazad·dum around T.A. 1410. He was a pas
sionate warrior who had a good eye for weaponry and knew a line 
steel with the touch of his hand. Eldacil's diaries, now in Imladris 
(Rivendell), recount his experience touring Moria's mines and ar
mories. Perhaps the most enlightening is an excerpt from the last 
week of Cervelh, 1410. 

ftLord Flilin's arsenal astounds me. No~ it excites my mar
tial spirit. The armories 0/ Arthedain and Cardolan are 
pale assemblages. Moria's shine. Her arms twinkle like 
jewels. I sawall kinds o/weapons. all engraved and inlaid 
with silver or gold or magic Ogamur. Fire springs from 
these blades alld even against a long-knife, my ancient 
two-hand sword fared poorly. 

I've seen/inearms in Forl/ost. Stout steel is not unheard 
oj. nor is Ithilnaur. But these are commonplace among 
Ihe Lords of Moria. They have weapons of even harder 
stuff. notably Eog and a host of odd Mithril alloys. I also 
saw some eXlremely pliable, but very strong metals which 
the Dwarves use for their peculiar 10ys. My brush can't 
betray alliheir properties. but here are afew: 



SPECIAL MINERALS TABLE -
CustomWol1t 

Maltri.! Bonus VaJue Costrflme. Ot$riplton 

Adarct'r + IS . 71 5 Alloy (lron/ Carbonmlanium) . 
Alcam - 20 .0001 .001 /.3 Tin . 
An, 0 . 0000I .002 / .5 Iron . 
Borang +5 .005 ,05 / I Alloy (Iron/ Carbon). low sttt!' 

+ 10 .05 . IS t U Alloy (Iron/ Carbon/ Varies). high sled, makes +5 bo\lo·s . 
Celeb - 20 .7 .01 /.S Dwarven Silver. 

-20 .4 .01/ .5 Mannish Silver. 

EOg +30 10jJ()()' SO l 100 Enchantw alloy (Milhrilrrilaoium/Spccial). 
E\-Ylh - 10 .... . 01 /.5 Allo)" (Tin/ Copper), Bronze • 
Galnin - IS 2 . 05 / 1 AJuminum. cerlain alloys can make + to bows . 
IIhildin - 20 500' 20 / 32 Enchanted alloy (Milhril / Special). 

hhitnaur +20 300' 20 / 32 Enchanted alloy (MilhriIlSpttial). 
La<n +" 1000' JO 1 20 Enchanl~ glass. 
Mal - 25 7 .0) 1 .5 Dwarven Gold. 

4 .01 1 .5 Mannish Gold. 
Mithril +20 ,''- 51 ' Enchanted metal, Ttue..silver. makes + 10 bows. 

Ogamur -20 !.SO· 5/16 Enchanted a1loy, 2 oz. can malo;cs a + 5 boW$lrin&. 
Pacr - 20 .004 .O(U 1.3 Copper. 
Tasarung -5 50 1.5 / 8 Enchanted metal. Shalk, mllktti + IS bows. 

Bonus: This is the nonnal bonus for melee weapons made o f this materml. 

Valur: This is the price of I ounce o rille material in standard Arthedain gold pieces. PricC!S marked with · 's aft approl'imalt ... alues since Ihe Dwarves do nOI normall), sdl 
those matcrials. 

Custom Work -
COSt: (in standard Arthedain gold Pieces) The Price and E.tchangeTable aj...·es cos18 (or ilmlS and equlpmt'nc normally 8\'allabk for purchase in Moria, Tht-COSI ror these 
items are usuaUy lower than normal becau~ I he items are ma:.s produced locally and u5uauy made arlo ... · stet!' The items would reIch higher priCt'5 in mannish kingdOms. 
For items nOI olilhe Price lhit. custom wor'" is required . To obtain &lIl!'Slimlltt (or thetOSI of such an ilc:m (in addition 10 the material cost). just de-Ierminetht amount (in 
oum~t"S) of malerial required and multiply by the factor &I\.en in this table. For the usual materials whose pritts are marktd with ·'s, money is nol always ~nough; the 
Dwarvcs muaJly must have other reaiOns for doing Ih~ ","ork.. 

n_: An ~Iimau~ for the lIme required 10 make Ihe Item is given in hours,," ounce (ba~ on an 8 hr. work day). 

Notr: Co~~und IlmCli art of course hi&her for unusual. fallc),. or ornamental work . 

Adareer: This is a white alloy. a fusion 0/ Ang (iron). 
016il1 ("True~coal"), and Durang ("Dark-iron" or 
titanium). II 's extremely strong, but somewhat rigid and 
difficult to work wilh once/orged. I've seen it cleave iron 
without dulling. 

Alcam: (S. "Tin'') ThissO/I, silvery melal is normally us
ed 10 make the 0110), Evylh# although (he Dwarvesuseillo 
line water-basins, or lor much 0/ Iheir decorative 
fil/agree. It is clear thollhere is less Alcorn in Moria Ilion 
there is among (he Dwarves in Ihe Blue MOllnlains, but 
(his may be due 10 the abundance a/bel ter metal. K Ital.ad
dzim's only Alcam dw..o~s are in Ihe southeaslern mines 
2f the Second Deep. 

Ang: (5. "Iroll'') Pure Allg is si/ver~white and bOlh 
mal/eable alld duclile. El'en in Moria, though, il is rare. I 
agree with Ihe Dwarvell rule Ihol anything which is vir
tually pure Ang is Ang. Common Ang is dark grey and 
hard, yet bendable. Ang is/oulld Ihroughoutlhe/~ 
Ihe northern Qeeof, 01 every level alld as/ar as Ihe central 
Redhorn. 

Borong: (S. "Slead/ast-iron"or "Slee!',) Thissi/veryalloy 
is a /avorile o/Ihe Naugrim. Fused oj Ang, Morasarn 
(carbon), and osmallering 0/ aile or more odd metals, il is 
strong and durable. Borollg supports more than Ang, and 
is cheaper and more pliable than Adoreer. 

Celeb: (S. "Silver'') Dworveso/ten hoard IheirCeleb, but 
Ihere's enough 0/ il around Moria to allow olher uses. 
Here they lise iI/or decorative inlays, chalices, plates, 
cups, mugs. homs, and virfually anywhere where they 
could use Mal (gold), bUI are 100 mean. Still, despile ils 
malleabilily# Celeb;s stronger Ihon Mal. Plentiful veins a! 
Celeb lie jn Ihe western reaches 0/ the mil1~ in the First 
through Third Deeps. 
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£og: (Du. "£6/'s Iron'~ S. "Ang £6/") £og is undoubted
ly Ihe rarest 0/ fhe metals of Moria. It is a fusion 0/ 
Milhri/, Durang, and some unknown malerials, ap~ 

parently from all Elvefl recipe handed down from the 
House 0/ Eol. Fulin tells me-thaI both the holtest and co/~ 
dest 0/ Khazad-dum's forges are required to produce if. 
and I believe him. The SIU// is aw/ully hard. tougher Ihan 
Adareer. and even seems stronger than Ithi/naur. II also 
has a strange appearance. I saw both white and red 
varielies and neifher had any luslre. 

Evyth: (S. "Bronze") Evylh is a golden metal/ormed 0/ 
Alcam and Poer. Dwarves use it/ordecoralion. or lrade it 
10 the Men 0/ Rhovonion. 

Gal"in: (S . "Shining-white" or "Aluminium'1 1"ve only 
heard of Oalnin; I don'l think I've seen il. II is silvery~ 
while, appearing like Alcam or Celeb, but il is lighter and 
will neilher tarnish nor corrode. I'm (old Ihe Galnin only 
comes mixed in an ore/ound high in southwestern pari 0/ 
the mines o/Ihe Seventh Deep. Only intense fires call 
wresllhe pure metal/rom its ore, and fhis must account 
for its rarity. Since iI's 1101 as Slrollg os Ang, olld Dwarves 
like Slouf material, I suspecllhey hal/e/ew uses/or il. 

Ilhi/din: (S. "Moon-slor'] Moon-slar is a soft, silvery 
Elven metal,/used/rom Milhril and olher substances. I'm 
acquainled wilh it because oj my visits 10 Ihe court of 
Arveleg lot Fornosl, and/rom one ven/ure 10 fheglorious 
ruins 0/ AnmJminas. Rare olld strange, Ilhildin is used/or 
secret inscriplions alld olher magical purposes. Since it 
can ollly be seen by the light o/Ihe Moon or Siors, Ihe 
Dwarves usually employ il outside or beneath windows. 

Ilhi/naur: (S. "Moon-fire'') Ilhiinaurissurprisinglycom
mOil i" Moria. being used/or prized coin and grand ar
maments. Like Ilhildin il is made/rom Milhri/ and looks 
like beaurifully pure Celeb. Unlike Moon-slar, if is hard 
and makes superb weapons or armor. 

• 



Mal: (S. "Gold'1 Moria isful/ of Mal, which the Dwarves 
value above all other melols, save Mithril. lIs golden color 
seduces the SWilled-folk and often raises their unhealthy 
passions. It;s 100solt/or heavy tasks, but it has its merits. 
Mal doesn 'f tarnish and is recognized by off Peoples as 
valuable. When {hey aren't hoarding the noble melal, 
Dwarves use it jor coinage and all sorts of ornamental or 
formal metalwork. Mal is mined in the western and nor
thern sections 0/ Moria'sM'iiles. particularly in {he First 
"rDug lFolJrlh Deeps. There, the veins are rich and the 

Mal pure. 

Mithril: (5. "Grey Brilliance" or "True·silver'~ I grew up 
with laleso/the Mithril/rom Numenor, but thai Isle is no 
more, and Moria may now be the only source 0/ True
silver. II no doubt comributes 10 the vast weal,h held by 
Durin's Folk. Wherever I travel to lands where it is 
known, iI is considered the richest of metals. Silvery, 
Mithril appears as Celeb, yet it does not tarnish and 
always appears polished. It is also strong and malleable, 
and produces enchanted melals a/incomparable quality. 
The/amed Mithrillode is but a single vein. Running nor
thward/rom the Seventh Deep.~l-uffde""(-he 
'!iJj!iIY:Redhorn . 

Ogamur: (5. "From Gamllr'~ Dwarves use Ogamur for 
chores requiring extreme flexibility and elasticity. I have 
never witnessed a fabriC, much less a metal, that can 
stretch like this black substance. Its properties make it 
ideal for springing devices and works designed to absorb 
impact. II is also diffiCUlt to make, however, which ac
counts for its sparing use. Fulin told me thaI it is an en
chanted mix. derived/rom an eastern Dwar/-house ill the 
late Second Age. I know nothing more 0/ its makeup. 

Paer: (S. "Copper'~ Most 0/ Moria's Poer comes from 
mines in the northwestern section of the Third through 
Sixth Deeps. I did hear 0/ a great discovery down in the 
First Deep. beneath the Redhorn, but this rumor was 
never confirmed. 0/ course, this reddish-gold metal is 
found throughout Eriador, especially in the highlands 0/ 
Rhudaur, so it is nOI very valuable and there is liule trade 
in the commodity. Be/ore the War with the Witch-king~ 
the Dwarves occaSionally sent some to Tharbad/or use as 
coin, butlhe production ill Moria has never been unusu
ally significant. Most 0/ Moria's Paer is used for Waler
troughs and basins, or in the production of the more 
durable Evyth. It is too soft and malleable for Dworven 
lastes. Allthe Dwarves I met saw/iule beauty or use in the 
metal. 

Tasarang: (S. "Willow-iron ':' W. "Shalk'1 At first, I 
thought Tasarang was white Ogamuf, but I quickly rea
lized my error when / first handled the stuff. Although it 
bends easily and has tremendous spring, it doesn'l stretch .. 
Tasarang is also extremely light, even lighter than Galnin, 
like wood or pumice. Because its are ;s as white as chalk, 
weighs lillie, and is/ound below limestone intrusions, it is 
called "Shalk" in the Common Tongue. I saw some of Ihe 
are in the mines of the westernmost Fifth Deep and under
stand the comparison. The tremendous heal and cold us
ed make the metal change its texture, yet it only enhances 
Ihe white hue. Actually, more than one fellow I spoke 
with thinks it glows. 
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Slone 
Prince Eldacil's memoirs only begin to detail the many metals of 

Moria . The ful.l array is beyond reasonable description, and a 
chronicler only has so much time. 

The (ask of outlining the variet y of Moria's slone-wealth is even 
more oppressive. Limestone, quartz, and granite are the most 
prevalent; however, (here are considerable quanities of other rock . 
Moria is rusa the domain of hundreds of age-old sediments, com
pressed shales and sands lOnes, reformed marbles and schists. and 
volcanic basalts. Eldacil's journal speaks of many, but the few he 
favored in his mid-Lothron notes of 1410 dominate Dwarven Slone
crafts. 

Naurond: (S. "Fire-rock'? <fNowhere is there more Fire
rock. Naurond is the stone that binds A10rio. Behind 
every facade, beneath every floor, there is Fire-rock of 
some kind. Coarse granite encases the chambers near the 
surface, in far eastern, western, nonhern, or southern 
reaches. Shimmering grains cover thi's grey stone, just like 
the granite I found all throllgh Ihe Ellenmoors 0/ 
Rhudaur or on Ihe North Downs of Arthedain. 

Further into the mOllntain home, smooth black, basalt 
replaces granite as the foundatioll stone. Here the 
Dwarves use polished basalt blocks for ull/aced walls and 
structural columns, and all along the floors. This makes 
the rooms and halls remarkably solid, for basalt is harder 
and heavier thall granite. 

I cleaned my weapons with ground Fire-rock 0/ a lighl 
and delicate variety. A lype 0/ pumice, il came from tile 
famous "Domes" 0/ the Fifth Deep. There, the SWlllelJ· 
folk clillig'" Fire·rocks from lhe sides 0/ gigantic dome· 
like chambers which are connected by hundreds of small 
(un nels, gas-passages bored and cooled before the Elder 
Days. Dwarves quarry Ihese abrasive pumices for use as 
polishing or gentle grinding materials. 

Mirond: (5. "Jewel-rock'~ In Cardolall, we were always 
impressed Wilh the gems/rom the Pinnath Ceren (S. "Red 
Hillsi~, but we had never seen true wealth. Moria pro
duces countless numbers of an endless assortmem a/gems 
and fine glasses, including many rarely seen outside the 
Dwar/·halls. The Dwarves call them Jewel-rocks and 
claSSIfy them according to a perplexing system based on 
strength, hardness. and color. Slill, I learned that all 
Jewel-rocks fall into one of two principal categories: 
Fenen (S. "Veils'?, "hidden crystals" or what I call 
"Glasses"; or Maegelenath (S. "ShQrp-Slars·~. "bold 
crystals" or common "Gemstones . .. 

Of the Glasses, Laen is without doubt the most intrigu
ing. II is as hard as a diamond, but it is smooth and 
without cleavage-points or flaws. Beuer yet, it can be 
molded when cooled beyond cold./or il isenchaflfeti. like 
Mithril. Natural Laen is black, like the Tower of Angre
nost (Isengard); however, when worked it can be colored 
or made clear to the eye. 

Quartzes and obsidians prall ide most oj Moria's 
Glasses. although there are considerable numbers of 
topazes and clear·glasses. On the other hand, no one 
Dwarven Gemstone was spokell 0/ as preeminent. I saw 
equal numbers of diamonds, emeralds, rubies, 
amethysts, aquamarines, and the like. Sillce the Dwarves 
seem to mine it all in Moria. I was s funned. Thisconvinc
ed me that Khazad-dum is either the focus 0/ Endor, or 
specially blessed by the Valor. 

Dirielond: (S. If Gazing-rock '~ The Stunted-/olk lise 
Gazing-rock/or decorative uses, or in places where Fire
rock is unwieldy. They yield ceremonial columns, wall-



facings, floor composites. stairs, and a number of 
elaborate stone chamber furnishings. 

Of Gazing-rocks, the Dwarves count on two types 
above 01/, and of these. there are hard and sOft forms. 
Those called "Block-stones" include beautiful colored 
marbles. and the softer "Wet-rocks, .. or limestone. The 
compressed marbles are sliced from the walls of the First 
and Sec:ond Deeps. while the cool. damp limestones sur
round most of the natural cave-chambers. Some may 
think (he marble more spectacular, but I think Moria 's 
multitude of limestone "roof-spikes" (stalactites) and 
"floor-spikes" (stalagmites) retain a unique grace and 
charm. The Dwarves seem ( 0 agree, for they retain the 
beller 0/ these formations whenever delving. Many are 
carved, and a substantial lot are given solemn respect. 
Dwarf-legends dub them "Aulirs Tears. JJ 

"Slab-stones" make up the rest of Moria 's Gazing
rocks. Schist,flint. and slate are the best known and most 
commonly employed. When cut and polished. they make 
ideal floor-stones, stairs. and flat table surfaces. But my 
favorite examples remain in a pristine slate. A 1/ through 
Khazad-d/Jm, there are water/ails careening over natural 
slate staircases, their waters collecting in unaffected pools 
lined with sparkling mica and alternating layers of multi
hued schist. 

srO)'llECLASSlflCATIONS -
Naurond 
Mirond 

Fenen 
MaeseiC'nalh 

DiriC'lond 
Block·stones 
Wet-rocks 
Slab-scones 

("Fire-rock") Sl'1lnite,basa1l,pumicc.elc. 
("Jewel-rock'") 
("Glasses") Laen, quanzes.obsidians.topazes,elc. 
("Gemstones") diamonds,emeralds,rubies, etc. 
("Gwns-rock") 
marble 
limestOne 
schist. nint ,slate.mica,etc. 

4.2 CONSTRUCTION METHODS 
A merchant from Tharbad once wrote: "Wherever the Dwarves 

go, they tell tales in stone. "Many who have seeD a Dwarf-road or a 
Dwarf·tunnel or even a Dwarf·wall speak of the Dwarven 
"language in stone," for the Naugrim build works of rock which 
challenge the visionary and stupify the engineer. Even the most 
modest of their vaults or the simplest of their stairways suggests 
some epic lies at its foundation. 

Moria's masons are Endor's most accomplished sLOne·workers. 
Upholding a five thousand year old tradition, they embrace a 
special pride and caB on an incredible store of examples and lore 
whenever they practice their craft. They also love rock. Their 
mastery extends to every ridge, texture, grain, or flaw; for with each 
piece of stone, they find a unique sense of being, a spirit at rest. 
Dwarven masons carve and polish and lay patterns as much accor
ding La feelings and intuition as they do in keeping with their 
fo refathers' legacy. 

Quarrying and Carting Stone 
Every Dwarf-work begins with a design suited to both practical 

and aesthetic need . Engineers, masons, and sculptors join LO can· 
sider everything from the location LO the color of accents. Once the 
plan is selected, stone·cutters quarry the chosen rock . This they do 
according to type and circumstance, but most cutting still uses a 
standard procedure. Normally, the engineer inscribes the source· 
face, keeping in mind cracks or grain. A scribe then tallies the stone 
count and workers chisel the cut lines and corresponding wedge 
ho les. Steel wedges are driven into the holes, splitting the rock along 
the CUI lines. In each case, the first cut is along the bottom of a row 
of stones. Side cuts follow, freeing the rough piece. 
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Where the face permits no immediate access to the side or the rear 
of the rock, Dwarf·masons create an approach . Bore cuts take off 
the lOP row and slice a thin, rectangular accessway into the side to 
the desired depth. With wedges and rods, they follow by cleaving 
the back side of the blocks. This precedes any horizontal or vertical 
wedge·cuts which release the individual blocks. 

Laborers slide the freed ro ugh blocks onto steel SlOne·carts by 
way ora mobile ramp and restraining winch. The long solid , roller· 
like wheels on the heavy carts fit into, and run along, floor grooves, 
and are wedged whenever stability is required. When loaded, a cart 
bears up to 7 tons. Four Dwarves propel each one using hand
cranks, while another guides the C3ft using a lever which keeps the 
rollers on track. Since quarry corridors are wide and have ci rcular 
Turning~chambers at every intersection, the Naugrim encounter lit
tle difficulty guiding blocks LO the great elevators that deliver them 
LO t he proper tier. 

Corridors outside the mines and quarries often retain the floor 
grooves for drainage purposes, but the heavy carts in such areas 
move freely or attach to wall grooves for control. These carts hold 
the greal loads, but necessitate a Dwarf guide for each of the turn· 
able rollers . In this manner. the cart negotiates tight maneuvers and 
troublesome junctions on its way to its final destination. 

Building Philosophy 
In Moria , the mere process of securing stone and carting it about 

becomes a wonder to behold, a marvelo us sequence of events 
without peer in the world of building. Yet this is only the beginn ing. 
With the arrival of the rough blocks, artisans begin thedelicate task 
of preparing the stone for placement. 

The Naugrim build for eternity. Their every step is painstakingly 
precise and intended to achieve the maximum effect, regardless of 
what fo llows . A wall intended to stay hjdden behind a facade casts a 
beauty rivalling those forever exposed ; a purely decorative column 
can support weight as welJ as any other. 1t is the Dwarven way. 

This fixation affects the chiseling and sculpting of loose block. 
Dwarf·masons trace the contours of each rock placed in position so 
that its successors can be carved to fit perfectly. Any two adjacent 
stones hug each others' surfaces as if they broke from the same 
boulder. There is no reliance on grout or mortar, regardless o f 
whether it is to come. 

Building T«hniqucs 
While skill, determination, lools, and hardiness make the 

Naugrim superb builders, so do common sense methods. They 
utilize simple devices to execute crucial jobs. With a keen eye and 
sealed glass nasks of water, they level planes. High-sided carts 
deliver the fine black sand used for temporarily supporting tremen· 
dous stones. Plumb·weights determine exacting vertical lines. Pots 
holding special nPoinling-mosses" ascertai n compass directions in 
near·tolal darkness. Moria's builders rely on literally hundreds of 
techniques to reduce strain and enhance their already considerable 
abilities. And in this, Khazad·diim is largely a testimony to intui· 
tion and cleverness. 

Stonework Patterns 
Adroit ways enable the Naugrim to concentrate more effort on 

the ultimate goa l. It allows them to take extreme care arranging and 
finishing the final product. Thus, they save their energies for the 
most artistic undertakings. 

Dwarven stonework is such art. Masons fit stones to form grand 
designs which appear uniform. obscuring the exacting labor essen· 
tial to the custom crafting of the individual stones. Few perceive the 
unique and subtle junctions or their astonishing solidity. Instead, 
the eye fixes on the shining polished surfaces, the entralling tints. 
and the ingenio us patterns. 

Moria is home LO innumerable sLOnework patterns, the yield of 
fifty-five hundred years under the hammer. Specialized schools and 
traditions conceived some, while others arc stages in the evolution 
of standard designs. Of these, four patterns are conspicuous. 



Alr-bead: Axe-head forms have ancient roOls and date back to the 
days when the axe was an esteemed symbol of power and spirit. 
Friezes and rcUefs of axe-blades adorn walls that date to the First 
Age. With the passing of time, however, singular pieces of art per
taining to axes were replaced by more widespread use of increas
ingl)tabstraci forms . This culminated in the creation of entire walls 
made with "axe-head" blocks. 

Most of Moria's ceremonial chambers have walls graced with the 
Axe-head panern, one employing shaped blocks set at 45° angles. 
Each diagonal row is composed of alternating, interlocking stones. 
which have convex ends and concave sides. just like the blade of an 
axe. Outward curves on one block set into the inward bend of those 
to eilher side. The result is a series of crossing wave-like cracks. 
These joints are mortarless, since the design is itself solid. Reinforc
ing rods of steel occasionally run through inlernal bore-holes that 
join the blocks. but these are normally confined to the oddly shaped 
end-stones that surround doorways. 

'Iik Derail 

Band: The Band, or "Mannish," SlOne pallern is a Dwarven deriva
tion of the common monumental stonework found in Eriador. 
Used mostly for corridor walls, it is simple and of len ungarnished . 
Moria's preeminent Band design involves horizontal rows arranged 
in a four Line panern. Three files of cube-shaped granite blocks are 
topped by a row of long, thin, highly polished slabs of red marble. 
In turn, anoLher three rows of cube stones follow, and so on. White 
mort'ar is used to add strength and decoration, and rune-friezes are 
frequently inscribed imo the marble bands . 
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Diamond: Diamond parterns are commonly fo.und in residential 
halls, Spring-halls, and informal gathering rooms. Like the Band 
form. it involves horizontally set rows and two types of SlOne, but 
there is no mortar. Instead, each block has a grooye cut into its lOp 
and a corresponding ridge protruding from the bonom. These 
enable the rows of SLOnes to lock when fitted together. 

Smoothed basalt or green limestone blocks compose the rows in 
the pattern. Besides having a "tongue" and "groove," they are cut 
like enlongated octagons, akin to rectangles with the corners sliced 
off. When stacked in columns and arranged in rows, there are 
diamond-shaped holes where the corners would otherwise meeL 
The Naugrim place Quartz or laen stones into these junction aper
tures LO buttress the structure. Cut with a larger rear "diamond" 
face, they nestle tightly in the inwardly sloping holes and create 
gorgeous translucent accents. SlOne-carvers use them for delicate 
reliefs and, on rare occasions., the rock is melted and reformed 
around imbedded sculptures or Light-stones. 

'Ving-stone: Burial crypts and spirituaJ chambers have walls sel 
with Wing-Slone. II is Moria's most complex stonework pattern, 
but for the most part it resembles the Diamond form. Wing-stones 
are basalt blocks with tongues and grooves and are cut with notches 
that accommodate smaller pieces of glassine Jewel-rock. Unlike Ihe 
Diamond pattern, however, Wing-stones sit in allernaling rather 
than stacked rows. The corner holes are seven-sided heptagons, in
stead of four-sided diamonds, and each block has an additional 
nOlch in the center of its upper and lower surfaces. The exira 
notches mesh with the corner cuts of the stones in the facing row, 
thereby allowing the smaller glassy "plug" stones to fit despite [he 
alternating design. 

4.3 ARCHITECTURAL THEMES 
In keeping with its wealth of craft-lore, Moria displays almost 

every architectural style or innovation found in Middle-earth. The 
Naugrim deploy some in isolated instances, while olhers work well 
and become standards. Additional designs enjoy limited but 
important use. Given this legion of structures, only a tireless 
traveler encounLers more than a ponion of examples; but such folk 
occasionlly stalk Moria's halls and one, Ringlin of L6rien, LOok 
lirne to record his impressions. 

"In my months here I've seen all sorts 0/ architecture; 
imaginative or mundane~ ambitious or sober, relaxed Or 
aggressive, com/orting or frightening, you'll see it in 
Moria. Grace/ul rail-less stairs climb up and around thin, 
fluted columns {Oward exits in gently vaulted roofs. 
Massive squat pillars support oppressive ceilings. which 
£'ommend no stir other than dismay. Subterranean {Owers 
and plat/arms and balconies puncluate the cityscape. 
True arches spall emryways in most quarters, but pointed 
arches and posl-limel openings are plellli/ul. A iry domes 
cover some chambers,' fla l/aces surround others. Wild, 
twisting ramps. straight sloping passages. elevalors, 
ladder· ways, and stairways. all connect (he Deeps and 
their many sub-levels. Swinging lanterns and inset Light
stones shine through tire darkest shadows, as the flames 
Of huge forges cost unceasing plumes 0/ smoke through 
unseen holes bored through unending expanses 0/ rock. 
Corbels, rib-vaults, cantilevers, they are all here. Tire 
variations and combinations are boundless. A/ter a time, 
IIothing surprises you ... except the scale. I will never get 
over Ihe/eeting/or Moria 's endless rambling, ils'maze 0/ 
cOlllinuolisly incredible sights." 

Ringiin's reflections mirror the wonderment of many an adven
turer. and allude La the fruitlessness of attempting to detail every 
feature of Khazad-dOm. Instead, one must depend on prevalent 
themes and the most significant examples as an avenue to architec
tural insight. 



4.31 THE OUTER DOORS 
Aside from the windows above a nd the Under-deeps below, only 

twO gateways bind Mo ria with the o uler world. One looks east. the 
other west, and both are ancient by the standards of Men . They are 
also strong, so much so lhal when closed and defended, Khazad
dum is essentially impregnable. 

The Easl-gale (Greal Gales) 
Of the two Doors, the East-gate or "Dimrill Gale" is by far the 

oldest. In fact, it was hewn from a cleft that predated Durin's foun
ding, and for about a millenium thereafter it stood as the soleenlry . 

The gateway itself is only seven feet wide and seven feet lal1. 
Steeply arched, it is barred by tWO thick steel-reinforced basaJt 
doors, each of which weighs over three Ions. These move on adarcer 
rollers which rest or lock in an inward curving track. In difficult 
times, the sturdy gate.s are secured with three pivoting steel lock· 
beams and seven movable rods that sl ide out of the gatewell and in· 
locorresponding holes in the door edges. Should there bea breach, 

seven adarcer portculli are spaced behind, al even intervals in the 
pointed arch ceiling of the 14' Gate-hall. 

The Great Gates look east from an exposed grey granite wall that 
sits in a niche above the Dimrill Dale. A 21' deep, 49' foot wide 
porch extends Out from the enruned cliff wall and flUs the mountain 
inset. Two huge free-standing purplish-red porphyry images of 
Durin's head Oank the doorway. Crushed red marble composite 
covers the alcove floor, while four 14' high hard red porphyry 
pillars support the overhanging grey massif that forms the low arch· 
ing porch roof. Decorated with runic friezes and axe-shaped inlays, 
it has a striking effect, particularly from the 21' wide stairway that 
connects the portico with the road below . 

HeRe is wRitteo in tbe Feooonioo c boRocteRS 
occoR6inv to (be mo6e Of BeleRiooO: Eonyn Danin 
Anon Monio: peOo mellor') a minno. JfTJ NORui baio 
ecbol':)t: CeJebRimbor.zo ERegion teitbont.l tbiw hin. 
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The West-gale (The Doors of Durin) 
Moria's West-gate is less imposing, but by no means weaker. 

Constructed in S.A. 752 byNarvi, an unsurpassed Dwarf-engineer, 
it lies at the end of a narrow passage of stairs hewn through solid 
granite. Two arching enchanted stone doors guard this 6' wide, 9' 
tall gate. From the outside, there are no cracks, much less an inset, 
to betray these doors . Only the road and a polished cliff face 
framed by gnarled holly trees mark the entryway. 

At night, however, the smooth light-grey granite wall shimmers 
with the subtle glow from an engraved pattern of magic ithildin. 
The work of the Noldor Master-smith Celebri.mbor. Narvi's friend 
and mentor, these inlays recall the Gales' origin. They depict in
scribed columns, surrounded by bare tree limbs and surmounted by 
an arching bands of Feanorian Scripl . At center, near the lOPl is 
Durin's Crown and the Seven Stars overhead. Beneath that is an an
vil and a sixteen-pointed blaze. But t.he words hold the key to the 
Doors' opening. Their two-part message reads: 

"The Doors 0/ Durin, Lord 0/ Moria. (Say) Speak, 
friend. and enter .. . I, Narvi, made them. Cefebrim
bor Of Hollin drew these signs." 

As the inscription says, one need only say "friend" (S. "mellon" in 
order to pass. Then the Doors of Durin slowly appear. First a glim
mer of light fills their expanding cracks, and then the doors 
magically open outward to become flush with the slick cliff wall. 

The WeSl-gale faces Eregion (Hollin) and looks down the valley 
oflhe River Sirannon.1t stands watch on agrassyshelfjust south of 
the point where the stream tumbles outofa defile in the flank of the 
Silvertine. The 2100' wide shelf runs along the mountainside over 
one half mile to either side of the Gate and is divided by the curving 
Dwarf-road which winds down into Eriador. Crossing north
westward through the vale, the road is graced by twO paralleling 
rows of self·manicured hedges. It crosses the Sirannon about 
halfway and, upon reaching thecliffat the west end, it descends in a 
series of stone· reinforced switchbacks . Meanwhile, the stream 
curves southwestward to a point due west of the Doors of Durin . 
There it tumbles from the shelf into the canyon by way of a series of 
seven falls, Ihe "Water-stairs." Here nature provides all the drama 
any adventurer entering Moria could ever desire. 

4.32 THE PASSAGES 
Once inside Moria, the path that forms the Dwarven Road be

tween Eregion and L6rien becomes a haH, an underground passage 
beneath the Silvertine. The sole alternative to the surface road over 
the Redhorn Pass , it serves as Khazad-dum's principal artery. 
Within the mountain, it is called Durin's Way or the Great Way. 
This stone thoroughfare runs forty-nine miles, up and down stairs 
and ramps, through elaborate chambers and grand doorways, and 
over arching bridges that defy belief. DurinJs Way binds Moria. ror 
aU along its course side passages sprout forth to join it 10 the city'S 
sprawling living and work quarters . 

Like Durin's Way, some of the side passages are wide lanes. 
Together with the longer paraUel hallways, these passages bear the 
bulk of traffic and provide Khazad·dOm with its network of main 
routes. or "avenues." Each of the Levels and Deeps has various 
east-west and nonh-south avenues, which are distinguished from 
lesser routes by their size, length, and decor. Two transverse 
avenues, one up and another down, slant from the First Level or 
First Deep and connect the other levels and sub- levels. Within this 
web of over 70 avenues, uroads" and "accessways" extend and in
terlace, making Moria a dynamic complex. 

Avenues (Major Passages) 
MoriaJs avenues are 21' wide and either 14' or 21' high. Arched 

and constructed with a "Band-pattern" of grey granite and red 
marble, they are as grand as most any boulevard in Endor. Power· 
rullanterns dangle from the peak of their cei lings. Yet,lhey remain 
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Note the stairs, water· trough, lTack .. Ore-cart, and guard nook. 

(See Sec. 4.32' Scale: 1 IS" _ I' 

39 



(See Sec. 4.32, Scale: 1/8" _ I' 

ACCESSWAY 

practical. Cart-track grooves run the length of their grey basalt 
noors, and occasional water-conduits and pulley-cables hang from 
the upper walls. The Dwarves stat.ion most guard-posts in nooks 
along the avenues, and water-basins and wells occupy others. 

Construction and commerce breathe life into Khazad-dOm, and 
the avenues are home to most activity. The majority of rough stone, 
ores, and metals move down these arteries, for they 8re spacious 
and lend to be level or set on very gentle inclines. Those in the City 
are absolutely straight. while those in [he Mjnes often wind through 
long, easy curves. 

Roads (Standard Passages) 
Roads, on the other hand, tend to twist and slope quite a bit. 

Many are long or longer than the avenues. but their courses are 
often circuitous, so their traffic is somewhat limited. They are half 
as wide and halfas tall as theavenues, deterring frequent movement 
of heavy carts. Nonetheless, they are essential to Moria, since they 
allow access to the Water·passages and Spring-halls and reach 
rem Ole sections far beyond the stretch of the avenues. 

Within the Mines, the network of roads is particularly critical. 
Here there is but one real avenue, Durin's Way, which traverses the 
whole area. The other avenues are generally confined 10 City 
quarters, leaving the road network as the main source of com
munication and Iransportion. 

Roads have Band-patterned stone walls fitted with torch· 
brackets and, at intersections, lanterns. Some arc arched; some 
have nat or corbeled ceilings, and peaked roofs run atop others. 
Unlike the avenues, which cross great chambers or other 
causeways, roads often have doorways in their walls which open 
directly on side rooms. 

Accessways (Lesser Passages) 
Moria's roads also open OOlO accessways. These lesser passages 

are but 3' wide and 7' taU, with pointed-arch or nat slab ceilings. 
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Masterful works, they run anywhere and in any manner; some are 
even vertical shafts. Those with extremely steep inclines have iron 
or sleel ladders or ladder rungs bolted into their narrow wall sur· 
faces. Others combine switchbacks, slopes, and stairs to negotiate 
laborious grades. This flexibility of construction enables them to 
reach any area of Khazad·dOm, but it also results in a frequent 
absence of lanterns and water spigots, or even torch-holders and 
weIl.pils. Accessways serve as repair-<iucts, work-holes, or e\len 
secret path routes and wind all over Khazad·dOm. 

Mineways (Mining Tunnels) 
Within the Mines of Moria - the northern, southern, and 

western regions of Khazad-dOm - mineways form the working 
arteries, the heart of the labyrinth. Despite limited access to a few 
avenues and a host of roads and accessways, most traffic in the 
Mines uses the mining tunnels. These are crude thoroughfares, 
devoted La mine equipment like ROCk-drills, Ore·carts, and sledges. 

Due to their nature and purpose, mineways have rough rock 
walls and ceilings; their hard floors, although smooth and grooved, 
are unpolished and unadorned. Most have 7' ceilings and are either 
7" 14', or 21' wide, but this is by no means the rule, and exceptions 
abound. Accouterments like lanterns and pulley-ways line some 
mineways; however, the majority are sporadically equipped. In 
facl, many are shadowy tunnels that snake inro abandoned or liltle· 
used quarters. 

Mineways do have a few things in common besides flat. grooved 
floors. At every intersection lies a round junction chamber thaI per
mits wide curves in the noor·tracks. Ore-carts and Stonecarts swing 
through these halls with ease, avoiding the vexatious angles found 
at the crossings of Moria's roads and avenues. The tunnels also have 
inscribed mile markers and league markers set in the walls at every 
one and three mile interval (respecti\lely) from the nearest avenue or 
main road . An identifying number precedes the distance figure, 
telling the traveller his location. The Naugrim rightfully expect one 
to find the way on avenues or roads, but even an educated laborer 
can gel lost in the Mines. 

4.33 THE CHAMBERS 
Although Khazad·dOm's passages often run for miles without in

terruption, most ultimately lead to chambers of some kind. (Of 
course, a few simply wander off into pits and dead-ends.) There are 
hundreds of rooms in Moria. In the Mines there are Store-halls, Ex· 
cavat ion Chambers and Quarries, ElevatOr Hails, and circular 
J unction Rooms. The lower Deeps of the City hold Smelting-halls, 
Forging·halls, Metal-stores, Dungeons, Craft Chambers and the 
King's aparLmenlS. Armories, Muster Rooms, Guard Chambers, 
Reception Rooms, Ceremonial Chambers, Gathering Halls, and 
Kitchens dominate the central Levels and Deeps, while Watch 
Rooms, Spring.haJis, and Treasuries concentrate in the upper 
Levels. Everywhere, Dwarf-lodgings, Crypts, and SLOre·rooms lie 
scattered, as do the hundreds of natural caverns which support 
Moria's foodstuffs, hold water, or exude enchamment. 

These multitudinous chambers reflect all the styles and innova· 
tions expected of a people whose work spans thousands of con· 
structive years. Some quarters give testimony to the thoughts and 
skills of long·dead artisans with shon-lived fancies. Others are 
couched in the unyielding designs of the most conservative 
Naugrim architects. Nature provides its own unique creations, and 
a few combine two or more patterns to achieve a singular effecl. 
Still, despite the teeming variety. Dwarven tradition dictates certain 
similarities among rooms with particular purposes. 

Armories 
Such commonality applies LO Moria's War·stores, its Armories. 

Each of the Levels and Deeps has such a chamber ror guardian 
Warders, and there are seven others for the Weapon-host on the 
Fourth Level through lheThird Deep. The three Royal Armories lie 
beside the King's Chambers, on the Seventh Deep. All tolled, there 
are seventeen arms repositories in Khazad-dOm. 
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Since Dwarves lake war seriously, they carefully house their bat
tle lOols. Many are bound for commerce, but every precaution is 
laken to accord each warrior extra armament. It is little wonder thai 
Moria's armories are worthy of note; they rank among the best in 
Endor. 

The standa rd Armory is a three-story heptagonal chamber with a 
fanning rib-vaulted roof and Wing-stone walls. Seven thick green 
marble columns, each supporting a ring of seven dangling lanterns, 
circle the middle of the room, while another st ill larger pier stands at 
center. Similarly styled, but imbedded marble pillasters march 
around the six 63' high walls and help to suppOrt two 7' wide 
balconies that encircle the area at the 21 ' and 42' levels. Three 7" 
thick steel-doored entries pierce opposite walls on each level, allow
ing rapid access in lime of need. 

The Armory's 70' wide walls and 14' diameter round pillars are 
fitted with open racks of weapons which extend from three to ten 
feel above the floor or balcony. All along the wall, on the floor 
below the racks, is a continuous chain of treated wood chests which 
cOnlain suits of armor. Two-hand weapons, crossbows, and pole 
arms swing from overhung armatures; hand arms perch on pairs of 
upwardly slanted pegs, and quivers of crossbow boilS and sheathed 
daggers stick out of slots on the outer sides of the armor-chests. 
Here the Dwarves hoard literally thousands of superb weapons and 
other war-gear. 

Ceremonial Chambers 
Like its Armories, Khazad-dum's seven Ceremonjai Chambers 

are large, imposing rooms. Traditional designs have arching, rib
vaulted 210' ceilings adorned with gold filigree and silver leaf. Their 
seven 21' wide white marble sides rise 140'. Set with an Axe-head 
block pattern, eaeh reneets a simple grace that cOntrasts with the 
roof. one manifesled in I'heclean sweep of their plain 7' peaked arch 
doorway. Ten similarly auSlere rows of three fOOl deep, 3' x 21" 

(See Sec. 4.33) Scale: 1/ 8" _ I ' 
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DWARF·LODGING 

obsidian-lined niches ring the walls above them at even intervals. 
Two hundred and len in all, they house large bronze lamps. When 
lit, these lamps cast an eerie umbrella of light. making the marble 
glow with an inner fire. 

Crypls 
Moria's myriad Crypts differ radically from the expansive 

Ceremonial Chambers lhat frequently lie directly above them. 
These low. unlit, rectangular burial rooms have \Ving-stone walls 
and nat , 7' rough basalt ceilings. Most are 7' x 14' or 7' x 21 ' areas 
unhindered by pillars. A single, arched 3' x 4' doorway provides ac
cess LO the chamber. although many are strung together according 
to the lineage group . Those of the latter type have one Olher exit, 
either via a tunnel or through a steel door leading to a companion 
Crypt. 

II is wrillen that no fallen Dwarf shall rest in earth; rather, they 
shall lie in SLOne. Thus, each Crypt is cut into hard rock and filled 
with 1-7 stone burial cairns or sarcophagi . Fully-dressed and fully
equipped, the dead are encased in these individual graves, somber 
resting places identified only by a short runic inscription. 

Dwarf-lodgings 
The lodgings of the living are more inviting. Actually by most 

standards, they are comfortable or even opulent. Basic Dwarf
chambers are three-room groupings with Diamond-patterned 
basalt or green limestone walls. Typically, one enters through a 3' x 
5'irondoor, which opensomo a 10'x 10'Iivingchamberdominated 
by a 7' wide wall -hearth. To the right is a narrow passage that leads 
l'O two smaJlerrooms, onea 7' x T slorage area, and theothera3 ' x3' 
refuse and relief chamber set with a stone seal. Fur or lambswool 
rugs cover the cool granite or basalt noors of the main room, while 
torches throw a warm light on the 7' high flat ceilings and the thick, 
elaborate, woven wall-hangings. 

42 

Dungeons 
Some of the living, however. find themselves in less pleasant 

quaners. Captured enemies of Durin's House end up in Moria's 
small, secluded Dungeons where they are offered the choice to give 
the Dwarves aid, fight a fair but of len falal challenge, or simply rot 
away. Naugrim prisoners stay only briefly, since the Law of Durin 
prescribes banishment or temporary exile for aJl but the most 
heinous crimes. 

Moria's Dungeons are divided into three steaming rough basalt 
dome-rooms. Forty-nine feet high and 49' wide, they contain Iiuk 
more than a circle of nine round pits, each 7' in diameter and 21' 
deep . Access is provided by a single movable steel ladder. Each is 
covered with a 3" thick steel grate and drains through a 7"diameter 
hole in the center of its gently curving, bowl-like noor. Escapesart 
unheard of, since the Dungeon chambers have but one 3' x 3'door, 
and that opens onto a steep rock stair that runs about 70' up to a 
treacherous passage near the Smelting-halls. A prisoner can barely 
breathe, much less perform agile feats of skil l. 

DUNGEONS - Sevenlh Deep 

-
(See Sec. 4.33) Scale: liS" _ 5' 

Gathering Halls 
While the Dungeons are dim, rank , and occupied by festering un

fOrlunates, Moria's Gathering Halls are grand and airy and full of 
vibrancy. These are huge square or rectangular chambers, often 
14Q' high and 14Q' on a side, with smooth, glimmering walls of 
Diamond-patterned basalt and black obsidian. Their marble ceil
ings rise to shallow peaks and si t on lwO lines of massive tree-shaped 
or lamp-past-shaped pillars, all 14' in diameter. In turn. these are 
aligned with correspondingly imposing ribs in Lhe walls. Between 
each rib is a series of seven stacked 14' pointed archways, each of 
which opens onto one of the chamber's seven surrounding galleries. 
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GATHERING HALL 

Crystal lamps hang high from each rib to illuminate the vast 
assembly hall and spawn a feeling of uplifting grandeur. A few 
possess even more emotive strength. Colossal crystal lanterns perch 
atop the fourteen giant 'lLamp Columns" that dominate each of 
three Gathering Halls designed by the Masler~mason Narvi. Wrap
ped in silver mesh and cut from laen, they cast dancing beams of 
light which pay homage to the days before the ri sing of the Sun and 
Moon. 

Gathering-halls lie in City quarters 3tlhe intersections of avenues 
and major crossroads. They also lie aligned to the east-west axis. 
One LO th ree magnificent doors punctuate every wall, so the 
chamber has at least one exit facing each of the four primary com
pass points. Smaller doorways lead to spiral stai rways in the pro
truding struclUral ribs, thus joining the main room to its 7' wide 
galleries. Their size, layout, and position are ideally suited to their 
function and, for many hours every day, a host of Naugrim gather 
to talk and trade in these chambers. 

Guard-chambers 
Due to strategic need, one or two Guard-chambers lie in each of 

the Gathering-halls. This enables them to stand watch over signifi
cant junctions in the City proper. Generally. a Guard-thamber is a 
three-story affair, with three rooms, 6' in diameter and 7' high, al l 
joined by a steel ladder. Dwarves position them inside steel
reinforced areas of pillars, or in jutting half-columns, where only a 
3' diameter shaft connects them to the halls above and below (nor
mally with a secret door). The Naugrim equip them with 7"x 3' slit
like windows on each level and on each side, to faci litate cir
cumspect observations and permit covered fire. Their crossbow 
wells allow the guards to rain deadly steel bolls on those below. 
Armed with signal horns and a brass drum, one to three Warders 
occupy these select chambers and help secure the City's principal 
arteries. 

GUARD·CHAMBER 
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Treasuries 
Smaller, two-slory Guard-chambers shield Moria's seven 

Treasuries, spiritually endowed halls accessible only through 
magically enruned adarcer gates. These one foot thick 3' x 7' doors 
are recessed in basalt walls and lie off 35' diameter Waiting-halls 
that reach heights of 35' to 49'. Dour fat piers carry the flat ceiling, 
and the two nearest the Treasury accommodate the vigi lant 
Warders. 

The Treasuries themselves are 98' long barrel vaults bored 
through solid basalt. No columns disruptlhe fioorspace and only a 
si lvery, crushed marble composite adorns the walls, belying the 
st rength of these nearly impenetrable chambers. Practical, they 
serve their purpose well. 

Each Treasury holds fourleen 7' long, 3' wide, 3' tall porphyry 
chests which fit into inse ts in the vaull walls. They are arrayed in 
two rows of seven, each spaced even ly apart. Here the bulk of 
Moria's most precious wealth lies, although much is withheld fro m 
lhe chests themselves. Set within the center of the noar at the far 
end of the vault are ithildin inlays, readable only by the light of the 
Moon or Stars or Magic. They say "rise" in both Khuzdul and 
Quenya and , if one reads them, a concealed 3' x 3' section of the 
basalt flooring will sprout forth. Its side holds a lock and, with a 
turn of the proper Rune-key. one can view true riches. 

SWIVEL BRIDGE (See Sec. 4.34) 
The Mec hanism lies under curved sec lion at right ; co n· 
trois are Jus t down the corridor. hsleh hand secllon rests 
on two wheels which roll in a track on lower level. Note 
stal:-s and defensive wall at right. In desperate limes, the 
bridge can be rolled Info the c ha s m. Scale: 1/8" _ l' 

TREASURY 

- (See Sec. 4.33) Scale: liS" _ 5' 
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4.34 THE CHASMS AND BRIDGES 
Although many roads and accessways wind or seemingly 

meander though Moria, the Naugrim arc fond of straight 
thoroughfares. Together with the unsettled nature of the Land 
Under the Mountains. this preference creates situations where there 
is no recaurse other than to bridge a chasm. There are thousands of 
dead or active vents and fissures in Khazad ~dum. Most are narrow 
clefts or breaches. but olhers are wide, gaping pits with no apparent 
bolt om. Many 3rc cold and dark; some resound with the echoes of 
tumbling water; some glow with the warm hues of subterranean 
fire. 

Durin's Folk harness or tame these rifts. Those that reach to the 
sky become air dUCIS, while olhers accommodate reservoirs, pulley~ 
ways or cliff-cut stairways, and nearly all of them form natural 
moats. In fact, many of the chambers sensitive to the Dwarves are 
guarded by these steep cracks in Moria's immortaJ rocks. 

Where avenues or roads cross chasms, bridges span the gaps. 
Usually. ladders, pulley-cables, or lines for sliding hand-rings 
traverse the pits that straddle accessways. SmaUer gaps on these 
isolated trails may actually require the traveller to jump. The ci r
cumstances are many, and they demand quite a complement of 
resourceful responses. Of these, the three most common bridging 
techniques involve fixed-arch spans, draw-bridges, and steel 
swivel-ways. 

fi:ted Arches 
Fixed-arch bridges join busier sections of the avenues and roads, 

particularly in already defended areas. They are a necessity on 
thoroughfares where Ore-cans, SLOne-carts, or other equipment 
move heavy loads along groove-tracks. Typically, these are single
arch spans, since central piers are difficult to erect and natural col
umns are exceedingly rare . (The wildest exception is on the 
Redhorn Way, which uses twenty-one stalagmite-supported arches 
to cross the "Chamber of Teeth" on the Seventh Deep.) Those on 
avenues are either 14' or 21' wide granite structures, with railings of 
varying heights . Uniformly nat or arching imperceptibly, they 
rarely hinder traffic. The limestone bridges on roads frequently 
arch or incline more severely, however, and some actually are cu t 
with stairs. These are 7' or 14' wide and almost never have side rails. 
This is also true of the rare 3' wide access way bridges. 

Draw-bridges 
Draw-bridges are treated wood structures raised by iron chains 

which run up into well-defended Winch Towers. Some are as long 
as 70' and are reinforced with ribs of steel. Light and rather deHcate , 
they can be destroyed when danger is at hand, and can span the 
wide, formidable chasms that serve as ideal barriers against anack. 
Their 35' diameter round Winch Towers stand half again as high as 
the bridge length and hold both open banlements and firing rooms 
for crossbowmen. Sometimes a number of low, single-chamber 
rooms, 14' in diameter and connected by ladders, lie within these 
structures. Of course, at least one upper level houses the substantial 
draw-bridge winch. 

Swivel-bridges 
Where the area is less vulnerable but nonetheless exposed, 

Dwarves often resort to swivel-bridges. Generally, these are steel
framed units with hardwood or stone roadbeds and are no wider 
than 14' and no longer than 63'. As much as a third of their length 
lies encased in the stone within the innermost cliff. Here a great 
winch and cog-driven steel pivot mechanism anchors the span and 
allows it to rotate laterally. Gently sloping ramps bring the path 
down to the recessed level of the bridge's causeway. Swivel-bridges 
can support considerable weight and some even have grooves for 
heavy carts, but most are confined to roads that bear only modest 
burdens. 
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4.35 THE STAIRWAYS AND INCLINES 
While most chasms bar movement, some tie areas together. Since 

they are open spaces and often quite large, they serve as I"Unnels or 
shafts and connect all the bordering quarters . In fact, the Naugnm 
make use of those fissures that have solid walls, hewing or affixing 
ladders, pulley-ways, ramps, paths, or stairways along their cliff 
faces. 

Cliff stai rs tend to join accessways or roads. Railingless and 
rarely more than 3' wide, they are steep and treacherous affairs 
employed during emergencies or by laborers on repair duty. The 
Naugrim prefer to use other means to move between (he tiers and 
their many sub-levels. Stairwells, rampways, and elevators are 
larger and safer. 

Stairwells 
Moria's stairways fall into two categories. One variety simply car

ries sections of thoroughfares over rough grades, while the other 
type links levels of chambers, mine areas, or city quarters. The 
former conform to the size and direction of their appointed route. 
Commonly referred to as "steps," they embody aJl the usual 
features: water-troughs, putley-ways, modified grooves and the 
like. A few have additional appointments, such as steel cog-tracks 
in the walls which aid the movement of heavy cans. (Brake-shoes or 
rods fit into the cog-tracks to control the burden against sudden 
slides.) 

The connecting stairways tend to follow more standardized 
designs. Generally, they use a spiral or switchback design, depend
ing on location. Most lie in enclosed wells, although a few wind 
around the outside of pillars or stand freely on their own frames. 
Those that join avenues measure 14' or 21' across , with 14' arched 
ceilings, while the flat-roofed staircases linking roads span 7' or 10' 
widths. The ones funning between accessways are uniformly 3' 
wide, with rough hewn walls and ceilings . 

The Naugrim employ broad, shallow steps. Even the steepest 
variety has stairs only 7" high. These are found in the Mines. on 
cliffs, or in accessway tunnels . Elsewhere, the Dwarves utilize 4" 
steps. Mannish folk complain of their awkward height because 
Men requjre a very broad horizontal surface in order to use them 
comfortably. Fonunately, Khazad-dOm's stairs are commonly 14" 
in breadlh (from lhe fronllo lhe back of lhe Slep). 

Inclines 
Where there is level change and stairs are unnecessary or imprac

tical, the Khazad construct all sorts of inclines. Enclosed versions 
are no more than slanting passages; those without benefit of walls 
are true ramps. Most are 14 0 or 21 0 grades which, like Moria's stair
ways, are equipped according to need. Wider inclines have grooved 
surfaces, steel cog-tracks in the walls and floors. and recessed 
lantern shelves. Twenty-one foot wide varieties have a 3' wide stair
way along either wall; fourteen foot wide gradients have one such 
set of steps. 

Moria also houses steeper, narrower inclines, notably Slide 
Shutes and Pole Shutes. These structures are used solely for quick 
escapes or rapid descents of bagged goods, laborers, or warriors. 
Generally, the Naugrim place them in or near Guard Chambers or 
Barracks, although a considerable number cut through the rock of 
the Mines. 

Spiraling downward al 3S o or 420
, the Slide Chutes are magnifi

cent but dangerous inclines. Only a pair of paraJJel steel side rails 
can slow the drop along these 3' wide polished marble troughs. 
Once a Dwarf starts hurling down the conduit, he will not stop until 
reaching a 4' x 4' X 4' bed of fleece which rests at the slope's base. 

The rarer, shorter Pole Chutes have no such catch basin. These 
are nothing more than 49" diameter vertical shafts. DriJIed through 
rough rock, their smooth but un faced surfaces surround a single 
steel pole which runs the length of the shaft and never exceeds 3S' in 



length. When descending, Dwarves grasp hold and jump. using the 
pole to manage the,ir fall. They then use an inset steel ladder for the 
return ascent. like many of Moria's marvels, Pole Chutes are 
clever, practical, and exceedingly hazardous. 

4.36 THE TRAPS 
Regardless of the architectural theme, any site in Moria is poten· 

tiaHy trapped . The Naugrim began constructing defense 
mechanisms with the laying of the Mansion's first stone and 
perfected their unrivaled trap skiUs over the ensuing millenia. As 
countless Dwarf-masons and engineers honed their techniques, 
they produced a seemingly endless parade of designs, leaving 
Khazad·dOm with an incredible variety of tricky and onen deadly 
devices. Of these, seven are most prevalent. 

Chute Traps 
Dwarves place Chute Traps in passageways close to chasms or 

over caverns. Essentially, they are polished granite or basalt tubes, 
3·7 feel in diameter and set at a 56° angle. A staggered line of short, 
steel blades protrudes from the bottom surface. At the ball am of 
the incline, an exit opens through the side of a nearby fissure or in 
the ceiling of a cave below. These traps are designed to thoroughly 
dispose of victims, so recovery provisions are rare. 

Unwary folk set off Chute Traps when they fail to use the ap· 
propriate Rune-key or Lock·rod to freeze the mechanism. Key 
holes and blackened iron pull levers sit in subtle. albeit widened 
cracks between the waIl blocks, about 7' from the trapped floor 
area. Those unfortunate enough to stumble by the locks find a 7' 
long area of movable floor stones. When burdened by 70 or more 
pounds of weight, these blocks pivot down and into the passage 
walls. revealing a funnel-shaped hole which quickly directs the vic
tim into the chute. From there, the poor fool disappears. 

Dart Traps 
Like Chute Traps, Dart Traps tie near, and are lied to, open 

areas. Dart Traps require a close air shaft with a steady flow of 
wind. Dwarves place light darts (poisoned with Gorfang) in in
dividual tube housings, I" in diameter and bored between the air 
duci and the trapped passage or chamber. By depressing the trap· 
ped area, a victim moves a steel plate which opens both ends of 
seven concealed and interconnected cubes. The rush of the sudden 
wind gusts drives the darts through the polished housing and into 
those unlucky enough to stand in their way. 

Plate Traps 
Plate Traps are less sophisticated devices which only affect floor 

areas. Basically. they are large stone-faced steel plates that appear 
like the surrounding surface . Each one has an axle rod which runs 
through its center and allows the plate to spin whenever unlocked. 
A pair of hidden pedals move suppon bars beneath the outer edges 
of the slab and stay the trap. Careful travelers might note these can· 
trois, each of which peeks from the base of the wall 7" from the 
trapped area. 

Most Plate Traps protect passageways. These are 7' long and only 
slightly narrower than the noor they guard. Since their size is geared 
to their locale and their spin is dependent on the weight they bear, 
those in accessways require a lesser burden to put them in motion. 
Twenty-eight pounds set off an accessway plate, but it takes fony~ 
nine to unleash one in an avenue. Chamber varieties are 7' x 7' and 
move with thirty·five pounds of pressure. 

When released, a Plate Trap simply flips over and locks, with the 
steel underside facing upward. The turn sends the victim into a 28' 
deep shaft filled with seven feet of water. Rough stones in the upper 
portion of the pit often bruise or batter the bewildered prey and, 
unless someone else finds and depresses one of the pedals, he even~ 
lUally drowns and wastes away (or emerges looking quite pale and 
amphibious). 
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Spike Traps 
The Naugrim also employ 7'Iong traps with moving spikes. Set in 

wall housings, these serrated steel skewers are attached to gear 
mechanisms. In turn, the gears are driven by movemenl'S of the 
trapped noor stone. As the floor drops under a weight ofthirty~fivt 
or more pounds, a shaft turns a series of wheels which drive the: 
groupofspikes outward and across the trapped surface. The spikes 
vary in length according to the width of the trap. They either span 
7', or they are as long as the passage is wide, whichever is smaller. 
Thus, they overlap to create a deadly array. Two to fourteen occupy 
every 7' x 7' wall area. (The Floor Trap illustrated here is a variation 
of 'his design.) 

Steam Traps 
While Spike and Pit Traps frequent the passages and chambers 

all over Moria, Steam Traps are confined to very specific quarters. 
Generally, they lie close to volcanic vents or forges, with the highest 
proportion in the Mines, the Royal Halls, or the lower Deeps. 

Just as air vents crisscross Khazad·dum. the Dwarves maintain 
steam tunnels. Fed by waters drawn off Moria's elaborate 
aqueducts, these narrow passages are lined with iron. Their scat· 
tered boiler chambers lie beside forges or over rooms filled with 
molten lava. From these, they carry steam that warms the walls and 
floors of the city's finer halls, with the excess draining back into 
refuse shafts. 

Dwarves also harness the vapors for their Steam Traps. Simple 
devices, they are nothing more than areas where pits open directly 
over a steam tunnel. Two spring·hinged. iron·backed floor s[Ones 
(each up to 7' x 7') cover Ihetrap. They fall open when bearing more 
(han 70 pounds of weight and then spring back to posi tion. Victims 
fall 14' into the fiery blast that fills the 7' diameter steam tunnel 
below. 



TRAP RESULT TABLE-

Area or DeIUUO" DiS-rming A,'oidsllU' 
Trap THK' Err«1 OImeulfy OtUkulay Difrttufty ElfKt 

Chule TrsP5 ""CORR Hard Very Hard Very Hard Fall of SO' + (2'·2001 plus ,·IO"C' Slash crilicals. 
Dart Traps I largel EXI. Hard Light $het'r Folly Small sling attack + 75 plUS Corfang poison if critical achieved. 
Plate Traps 7'xCORR Very Hard Medium Ex\. Hard Fall of 28' inlo 7' of waler plus ' ·5 "A " Crush crhieals. pit ;s 

~al«i. 

Pit Traps Uplo21'xll' Very Hard Hard H",d Fall or 28' plus loS "0" Puncture crilkah. 
Spike Traps ,'"CORR Mediunl Very Hard Ext. Hard I-S + 100 large horn attDCks. 

Sleam Trsp.s Up 10 "x" Hard Hard H",d Fall of 14' phlS a '"0" Heal critical each round in Ihe tunnel (ig. 
nort equipment damage). 

Wh~Traps 49'~7' H",d Ext. Hard Very HllId If nOI avoWed, I-SO "'E" Crush aitiC1l1s (i.e. death). 

Arn or ErrKI: Ifllte trap is SCI off. each character within the lrap's "area of crfecl" mUSI make a "maneu"er to avoid" or take the "dfect". CORR indicates that the widlh 
of the area of tHcct is the ent ire width of the corridor. 

Delection Dirfi('ult) : This is the normal difficult ), of detecting the trap (use Perception bonus). 

Diurmlng Dlfrkult): If a characler allempts to disarm the trap. this is the normal dirficult)' (uSC' Disarm Traps bonus). 

A\oidllntt Dlmculty: If a character is wilhin the MArea of Effect" when the trap is set orr, this is the normal dirficulty of avoiding the effttlsofthe trap (usc .... hatevCf 
bonus is applicable to the maneuver bOng used to avoid the trap crftc1). 

NOTE: TIIC$ are suggested diflicullie~ for phy~ical 3\1oidant."t: of Ihe trap (e.g. &rQ.bbtn8the edge of a pillrap, or jumping 10 safelY). Unusual ftlelors such as a fl ying 
eharacter. or a characters.ec:ured by a ropt would modify Iht5t difficulties. Similarity the diflicuhy can vary dependent upon the character's situation (e.g., a character 
wno leapllnlo Ihe center of a pit trap's "area of effect" .... ould have a h1ghu than normal "Avoidantt Olrricuhy',). 

Pil T raps 
Plate Traps are modified versions of Khazad-do.m's most com

mon LTap design, the Pit Trap. Dwarves build these pits of varying 
lengths and widths (usually 3' x 3" 7' X 7'. 14'x 14', or 21' x 21'), but 
most work on the same principle. When unlocked and 84 or more 
pounds are applied to one of Ihe gently counterweighted floor 
blocks, it rOlates down and into a housing in the wall or nearby sub
floor area. The victim faUs inlO a stone pit whose sloping walls con
verge toward a 3' x 3' area 28' below. There, seven )'iron spikes (ar
ranged a ring of six with a taller center stake) await. 

- WHEEl·TRAP 

Scale: 1/ 16" I' 

(See Sec. 4.36) 
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Wheel Traps 
Steam Traps are clever, but Wheel Traps are ingenious. Dwarves 

count them as the most effective lraps in Moria. They are also the 
rarest, most terrifying, and most complex. Constructed in specially 
designed corridor sect ions, they involve two sets of 3-ton Slone 
wheels. each 7' in diameter. Aligned in gTOUpS of seven, the wheels 
sit in individual slots CUl into the walls on either side of the trapped 
area. False facades conceal these wheel-wells, each of which faces a 
slightly-lower, vacant well in the opposite wall. 

The stone panels also hide slid ing stone blocks. These lie below 
the wheel housings and have outer surfaces carved to flow down 
and out and meet matching curves in similar stones across the haH. 
Called "resting blocks" by the Naugrim, the SlOnes slide in grooves 
disguised as cracks in the passage floor . 

When an unwilling traveler happens upon a Wheel Trap the trap
ped flooring (or other appointed object) moves steel rods that turn 
gears and set a series of huge counterweights in motion. Imbedded 
deep in the walls, the weights raise the facade panels and drive Ihe 
two sets of opposing resting blocks out of the walls. These meet in 
the center of the corridor at about the same time a pair of hidden 
porticulli drop out of the ceiling LO close the trapped area. 

Almost immediately thereafter, the fourteen wheels roll out of 
their steel-lined wells. Rolling along the curved bed crealed by the 
resting blocks they cross in alternating pairs, sweep up into the 
lower wells in the opposite wall, and bounce back. Upon rolling 
back into the corridor they come to rest, fourteen deep and spaced 
every 7", atop the resting blocks and block the hallway. Somewhere 
in the midsl of this wall of wheels is the victim, probably flattened 
or crushed into pUlp. Extendable steel arms thaI attach cables to 3" 
pins protruding from the center of the wheels enable the Naugrim 10 
winch the blocks back into their original position . 



5.0 MORIA'S EVIL 
INHABITANTS 

The coming of .he Balfog in T .A. 1980 changed .he character of 
Khazad-dOm. Within a year, Durin's Folk fled from its halls, leav
ing Moria shrouded in darkness and terror. What was ooce filled 
with lamplight, boisterous gaiety. and the sounds of a folk ever in 
joyful work, transformed into a place of evil. Always mysterious 
La the peoples of Endor, it became morc SQ, its ancient and well
traveled Dwarf-roads abandoned. 

Still, the passing years brought new inhabitants to the Land 
Beneath the Mountains. Orcs, Trolls, Wolves, Wargs, and other 
strange creatures sett led in service to the BalTog. Some made their 
homes in remOle chambers, carving out somewhat independent 
refuges or settlements, while others flocked to the lower Deeps 
where the Demon of Might founded his Court . All. however, paid 
homage to Durin's Bane for, from this time on, the Balrog is 
overlord in Moria. 

5.1 THE ORCS AND TROLLS 
Of the evil inhabitants, Orcs (S. "Yrch ''l and Trolls (S. "Tereg''l 

arc the most prevalent. Scattered throughout the complex, three 
tribes of Orcs and a hosl of Troll families make their home here. 
Their quasi-independent societies dominate large regions of the 
Levels and Deeps and, where they overlap, often struggle for new 
territory. Only the presence of the Balrog prevents open warfare. 

T he Orcs of the Black Chasm 
Like the Dwarves, Orcs prefer Hving beneath the earth and are 

accustomed to mining and smith-craft . They are well suited to 
Moria. It is not surprising then that hundreds of them reside in the 
Deeps. Dozens of small bands roam the passages and camp in the 
chambers of the upper Mine and Ci ty quarters, while two whole 
tribes - the fiery Durbaghlish and the diminutive Snagahai -
reside in the First through the Sixlh Deeps. An even stronger force 
of Uruk-Ungingur1. holds sway in the central and eastern sections 
of the Sixth Level. 

These Orcs befriend no one and obey only power. Never at peace 
unless eating or fighti ng, they curse the Black Chasm and all who 
dare to walk its paths. Their war cries and drumbeats permeate the 
dank mists near their haunting abodes. Battles frequent the depths, 
where the moans of the fallen are quickly extinguished by the can
nibalistic hand of the victor. Maelstroms of Uruk warriors bran
dishing scimitars and bizarre pikes storm the unwary, be they in
t.ruders or unfortunate brethren. Amidst the stillness of vast vacant 
Quarters, the remains of their struggles are st rewn about passages 
and chambers, where signs of life are rare and the echoes of Orc 
forging hammers cast the only sound. The Orcs of Khazad-dQm 
know no peace. 

Durbaghdsh: Of all Moria's Orcs, the Durbaghash, or "Fire-rulers," 
are the most skilled in lhe arts of mining and smithcrafl. T heir sym
bol, a simple blood-red circlet centered upon or covering their 
shields, betrays their passion for fury and name. They are the most 
obvious hOSI among an unsubtle race. 

The Fire-rulers desire to seize the Mines and Smith-halls held by 
the Snagahai, the weaker but more numerous tribe that resides in 
the westernmost reaches of the lower Deeps. MOving slowly 
westward, they continue to slaughte r isolated groups of their 
enemy, collecting both food and territory in the process. 

An average Ore of the Durbaghash stands about 4 feet tall and 
carries an oval shie ld and heavy scimitar. A few favor chain armor 
and a spear or falchion, but the majority travel relatively light. They 
rely on quick, pitiless strikes to achieve their goals. Led by the 
unstable. and often deranged Uruk Maugrath, they are given to 
making peculiar demands. and then launching devastating and un
predictable wars. T he 5' Chieftain uses capricious anger, a few 
Wargs and a mail-armored, Wolf-riding bodyguard of thirty-six 
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elite warriors to keep his horde of two hundred and forty fighters in 
line. Maugrath's fondness for elaborate sacrificial ceremonies also 
endears bim to his subjects and provides one reason why the Our· 
baghash occasionally take prisoners; however, captives servt 
another, more important purpose. Those that escape a fate on the 
dinner table or in an open fire pit are sent 10 placate the Balrog. 

Snagahai: There are over six hundred of the Snagahai (8S. "Slave· 
folk") in Moria, making them the largest Orc tribe in the Lands 
Beneath the Mountain. Despit~ their numbers, they are also the 
weakest and least unified of the three tribes, and they suffer accor· 
dingly. Frequent but erratic raiding by the Durbaghash trims their 
numbers and keeps them on the defensive. 

A number of reasons explain the Snagahai's plight. Standing 
only three to three and a half feet tall, their average warrior is little 
match for other Orcs. They are also dim-witted and given to squab
bling and bloody in-fighting. These fratricidal tendencies stem 
from a loose tribal structure, one based on an unsteady balance be
tween six jealous Ore-lords. U/1.og, the 5' tall Uruk King of the 
Snagahai. sired each of his younger Lords, but is unable to control 
them except in times when the whole tribe is endangered. His sons, 
notably Gorthak and Shagog, often conspi re to kill Ulzogand seize 
control, bUl the Orc-king remains a master of self-preservation. 

The Snagahai wear chain mail shirts and carry round, black 
shields emblazened with a reddish-orange symbol, a pair of crossed 
scimitars. Most bear one or two of the curved swords, together with 
a small , stout spear or a short-bow. Fine hunters and fishennen, 
these O rcs excel at the use of missiles; however they remain poor in 
hand·to·hand fighting. 

Uruk-Ungingurz: The "Orcs Sowing Steely Dealh" number no 
more than lhree hundred. Nonelheless, they are the strongest Orcs 
in Moria, save those that serve the Balrog. They average four and a 
half feet in height, favor scaly breast plate armor, and wield a 
strange assortment of short swords, two-handed scimitars, axes, 
and the like. Those that carry shields use large, round, dark grey 
escutcheons punctuated by red spike-bosses and adorned with a cir
cle of black steel shaped as a thin self-consuming, serpent-like 
drake. A rounded cut in the edge of their shields accommodates the 
spears or other pole arms brandished from Uruk-Ungingurz shield 
walls, testimony to the tribe's remarkable ability to organize for a 
figh!. 

The great Troll-lord Ufgamog is responsible for this peculiar 
unity. Nine and a half feel tall and capable of breaking a steel door 
down with one fist, he is King of the UrukUngingurzand master of 
Moria's Sixth Level. Three Trolls form his awesome bodyguard and 
execule his edicts; the strong but relatively lowly Orcs fear his 
wrath. There is no question of ru le among the Uruk-Ungingurz. 

Moria's Trolls 
A host of other Trolls ca ll Moria home. Many live in small groups 

in distant nooks and secluded caverns, happy to snack on wander
ing beasts and hapless Orcs. Like the independent Orc bands, they 
intermittently migrate in search of new food or grander baubles. 

Olhers attend to the desires of the Balrog. These TroHs act as 
lieutenants and lead small , elite Orc-lots on appointed rcunds. Ex
acting tribute and punishing the weak or defiant Orcs, they extend 
the Balrog's lordship throughout the Black Chasm. None of them is 
particularly Quick, and few are bright, but the re are exceptions. The 
8'tall Olog Muranog actually possesses an ability to read runes and 
organize secret forays. Adept at deceit and court intrigue, he is the 
Balrog's favorite . 

5.2 THE BEASTS 
Many of Moria's Orcs and Trolls keep beasts such as Wolves or 

Wargs, although most creatures in Khazad-dum live (or die) on 
their own. Some, in fact, are always dying, for the Black Chasm 
houses a number of cursed Undead. Ghouls, Wights, and Ghosts 
make their dens here and prey on the misfortunate living. 



St.iII, despite the utter darkness, the longquiet halls, the merciless 
Orcs and Trolls, the Undead. and the terrible Balrog. there is 
considerable life in Moria. Animals and plants ding to their special 
niches and a host of queer beasts inhabit the wilder quarters. A few 
are unjque to these Deeps and, of these, two are most notable. 

1ht Cave-worm 
Cave-worms are denizens of the Mines, but some 3re lured into 

the City. Slimy and foul-smelling, they are detestable creatures who 
love damp clay and mud and slither t.hrough chasms and halls in 
quest of bone, their favorite delicacy. They enjoy meat, especially 
rotting flesh, although they consider bone shards and bone marrow 
even more enticing. Legends say they eat anything, even rock. 

Some eat mushrooms and vines, to be sure, but the tales of their 
stone-eating are confused. Cave-worms bore through soft 
sandstones, clay, and composites using the six hard horns of their 
bony skulls. With a constant now of repugnant mucus, they slide 
forward , sweeping the rocks back along their resilient, colorless 
scales. 

Generally, Cave-worms grow to lengths of twenty-four to thirty
six feel. A fan-like bony ridge encircles their protruding jaws and 
protects their narrow eye sockets. Horns jut from the scaly hide 
covering this "mane," giving them an eerie appearance unlike 
anything in Middle-earth. They have no appendages or 
pigmentation and are nearly blind. (Stains from the mud and rock 
serve as their sale coloring.) Thus, Cave-worms rely on quick, 
serpentine movements, a prehensile tongue, and an agile, coiling 
body 10 seize their prey. WiLh their circular array of three-foot 
white horns and jagged, six-inch fangs, they can rip steel armor 
apart with graceless ease. These repulsive beasts also employ 
sensitive senses of hearing and smell to track Lheir meals. Leaving a 
thick, sticky slime (rail, they trail faint odors and footfalls with 
artful perfection. 

Walrr-drake 

The Water-drake is another infamous Worm of Moria, one 
whose name bespeaks its home. They travel wide Water-passages 
and make havens in deep wells or Spring-hOles. Their habitat and 
dark-blue coloring make them rarely seen predators. Silent, 
slippery, and elusive, Water-drakes contract and expand their long 
snake-like bodies to squeeze through small holes and reach unlikely 
nooks. These insidious ways make them exceedingly deadly foes. 

Water-drakes are also cruel and sizable opponents. They present 
ascarily formidable target, bristling with a triple layering of scales 
(dark blue, with Hght blue underscales) and six, nimble, claw-fins. 
Striking with bolt-like blasts of exhaled water. they stun or maim 
their victims. Then they grab the limp body with great jaws full of 
multi-rowed four inch teeth. After crushing the preY,they swallow 
it whole, leaving its ultimate disposal to pungent digestive juices. 

Some of these drakes reSOT{ to more aggressive means, using their 
twenty to fony foot bodies to grapple or balter their quarry. The 
sinewy creatures use either their head or tale as a vicious whip and 
nail with unrele.nting abandon. ForlUnately, they retreat ifstunned 
or faced with an unquenchable fire. 

5.3 THE BALROG 
The beasts of the Black Chasm are indeed potent, yet they pale 

before the evil Overlord of the Lands Under the Mountain. No 
animal. no monster. no master of arms, equates with [he Balrog of 
Moria. Since his release in T.A. 1980, he has remained unchalleng
ed. 

The Tale of Dwoin 
A Dwarf called Dworn witnessed the onslaught of Durin's Bane 

and fled with the survivors of Durin's Folk the next year. His tale is 
striking: 

.... We srood in the tunnel beneath the Redhorn, nOI/ar 
from rhe charred remains oj our brethren. King Durin 
(VI) called 0111 and challenged Ihe slill darkness before us. 
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Then young Gwarin saw a swaying light, something akin 
to a/araway fire, bUI o/a strangely reddish hue. II grew, 
and we knew It was coming. Oh how I dreaded that mo
menl! Ilongedfor Ihecomforts of my lodgings and hoped 
for rhe strenglh I knew we'd need. 

"Suddenly. Ihej1ameflickered and alllhe Warders leI 
oul an anxious cry. Scarcely an instanl passed, and with a 
roar a hot wind blew down the passage. The Mine's walls 
gleamed with afiery aura and for Ihe jirst time, the only 
time, in my life I/elt Ihe heal 10 be 100 much. What 
followed gives me nightmares to rhis day. 

I~S the sweltering breeze died we began to murmurand 
the King turned 10 us with his axe upraised and his voice 
slrong and clear. And he said. 'Blades be ready---prepare 
yourselves, all--8y Aule's side we /ight!---and with 
Aule's bleSSing we shall rid ourselves 0/ Ihis beast!---It 
will die the unending death o/its master, the Black Enemy 
0/ our Falhers. ' 

"King Durin said norhing more. Like a curse from 
deplhso/ Evillhere came an explosion offire so grea/that 
the rock shuddered and burst into /lame. Our once bold 
Hosl slood back infear. And amidst Ihefury oflhe/iery 
ball stood a Shadow which erupred forth wirh a horrible 
outcry. I jor one could nor move. 

"The Demon loomed be/ore us, threefold the height 0/ 
a loll Man and of considerable girlh. Fire swarmed all 
about il and a wing-like umbra/ramed its visage. It seem
ed 10 change characler wilh Ihe blink of an eye, shrouded 
at limes and rhen clear in its awful countenance. A/lam
ing sword Ihe size 0/0 two-hand blade consumed the misl 
about the wicked hand that held ii, while a whip appeared 
in Ihe other, stinging/rom the darkness. 

"With the sweep 0/ the crackling whip the Creature 
took hold of Durin and pulled him into its living in/erno. 
Three Dwarf-lords led by Balli charged 10 give bailIe and 
save our King. But with runes glowing: the massive sword 
come down and felled all 0/ them in a single blow, their 
heads rolling like cools from the licking fires. 

"My parlY gathered our strength and rushed forward 
with shields held high. Yet we were 100 (ate. The Balrog 
tore King Durin in half and cost his remnants into our 
ranks. Then aso Spirit a/Fire, hesent a blazing whirlwind 
into our companions. Dozen.s 0/ Khazad-dQm's finest 
Warders/ell like dead trees in on unstoppable gale. 

'There was sudden darkness. And the Demon was 
gone. I kneeled and looked into the accursed void Ihat 
once gave blessed wealth to our Kindred and I stared in 
pain for many hours---- .. 

The Nalure of Durin's Bane 
DWOlO bore witness to the power of the Balrog, a Demon of 

Might. a Spirit of Fire seduced by Morgoth in the Beginning Days. 
Born of the Thought of Eru. it is a creature from beyond the reach 
of time. Like the Istari (Wizards), he is a Maia from the Undying 
Lands of Aman; but like the Maia Sauron, he is a renegade Spirit 
forever tied to his hideous body. 

Still, his visage is such [0 invoke dread in the hean of anything 
whkh stands before him, power befitting a Demon whose might ex
ceeds that of a Dragon. His presence always commands fear. 
Ensconced in a changing shadow, enshrouded in magic fire, the 
Balrog is truly a legacy of the Black Enemy. 

His abilities are also tremendous. He can fly, as he did from 
Thangorodrim at.lhe end the First Age. He is a thingofterror whose 
coming stays those before him. He is a master of thoughts and ao 
enchanter of souls. Bearing his fiery sword and whip, enruned 
weapons too large for mere Elves or Mortal Folk. he can strike with 



the vengeance of twO peerless warriors in the same precious mo
ment. Immune to heat and a lover of flame, he relishes the steam
ing, infernal places at the earth's foundations. 

The Balrog's Abode 
At the bottom of the Sixth Deep, the Balrog resides in such a 

place. It is a complex lOrn from the Smith-halls of old and reworked 
into chambers of utter horror. Six wonderous and sprawling rooms 
st ream into one another as if tumbling through the rock. all encircl
ing a st ill-grander masterwork thai is the Throne-room . 

The Demon's Throne-hall is a marvel to behold. Six huge vaults 
compose its 120' high ceiling. Adorned with mithril and gold, their 
bewildering arches support a surface of clear glass that looks up in
ta a natural fissure, one forever illuminated with dancing blue light . 
There, huge gas-fires fill hundreds of terraced ledges, all marching 
[Oward the roof of the great chasm, 240' above. 

This twinkling but ominous scene looks down through the three 
fOOL thick canopy and casts a glow on the 600' x 300' throneroom. 
Below, the Balrog holds court. All around him, black laen graces 
the walls and forms immense, twisted columns shaped like heinous 
dragons. Fire spews from their mouths and engulfs the Demon's 
throne dais. Swirling and ever-constant, the flame invigorates the 
Balrag and guards him from all who might approach. Six wide 
pools of flowing lava also serve this purpose. 

Arching red laen bridges span these pools. Each is carved in the 
form of a fallen lord and is representative of the tortured Free 
Peoples laid to rot in the pits of the Demon-king. Another set of 
sculptures surrounds his raised throne. Hewn from huge, dark pur
ple gems, they are images of lesser Demons. They stand 12' in 
height and come 10 life upon command; a simple cry or a wave of 
the Balrag's hand stirs their dormant ire. 

The throne itself is nine feet wide and thirty-six feet in height. It is 
shaped like a pair of dead trees, wilh gnarled and intertwined 

THEPOWERSOFTHEBALROG 

LEVEL: 
RACE: 
SIZE: 

HITS: 
ARMOR TYPE: 

DEFENSIVE BONUS: 

MELEE BONUS: 

MISSILE BONUS: 

UNARMED BONUS: 

SPELL BONUS: 
POWER POINTS: 

STATS: RM 

SI: 120 
Qu: 101 
Em: 72 
In: 100 
Pro 120 

66 (Attacks as 36th Ivl) 
Maia (Fire Spirit) 
Huge (Auackers must use Super Large 
Creature Crilical Hit Table) 

420 
Plate; AT 20 

60 

24OTwo-hand Sword. + 240 Whip 
(regular cTil + Heal crit of one degree 
less intensity) 

120 Spear or 120 Large Crush 
(with Rock) 
180 Huge Bash; 120 Huge Grapple 
(regular crit + Heat crit of 
same severity) 

36 (72 for any directed spells) 
196 

MERP 

Co: 102 Ag:-99 
Ag: 99 Co: 102 
SD: 96 Ig: 97 
Re: 96 In: 100 
Me: 97 Pr: 120 

SI: 120 

WEAPONRY: +30 gianl. flaming Whip of black ogamur called 
Cuiviegurth (Q. "Awakening Death"); range 36 feel; weighs 24 
pounds. + 30 gianI, flaming Sword (treal as 2-hander) of black eog 
called (and enruned as) Calris (Q. "Lighl Cleaver''); weighs 18 
pounds. 
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branches forming the seal and back, and is CUI from a single piece of 
milky white laen. Before it, set in a 9 foot high I'stump" of the same 
material, is a glowing orb of polished green glass. Images of the 
Under-deeps swirl within its core. BOlh the throne and its Gazing
orb rest on lhesixty fOOl wide, six foot high daisofred laen, astruc
ture which rises from a (120' diameter) molten lake. 

The Kingdom or the 8alrog 
The Balrog's lair lies near the bottom of the Deeps, but his rule 

extends throughout Moria. He is a foul master, given 10 bOuLsofin· 
explicable cruelty and enamored of elaborate sacrifices. His 
strange, chant-like calls and deep cries of painful anger fill his 
cham bers Wilh an uncertain and terrifying atmosphere. 

No one in Moria questions the Balrog's lordship; however, he 
issues no formal law and is conteni 10 allow the beasts of the Black 
Chasm to feed upon themselves. The Demon only demands Ihatthe 
tribute be paid and lhal his requests be fulfilled. 

One hundred and eight strong Orcs and thiny·six Trolls serve as 
the Balrog's hosl. Eighteen six-Ore bands, each led by a large Troll, 
compose the bulk of his army and perform most of the routine 
duties. In times of strife, they pUI down rebellions with unforgiving 
and efficient brutality. An elile guard of eighteen Trolls disposes of 
particularly troublesome problems. 

This large Troll-band is led by Ihe Black Troll Lugronk. who 
aspires to a trusted position among the Balrog's Troll-guard. 
Young, quick, and unusually vicious, Lugronk successfuUy resists 
frequent attacks from agents of the Guard. Most of these attempts 
are intended to remind the pretender of his place and originate with 
lvfuranog, the Troll-lord who manipulates the Guard and acts as 
High LieutcnaDl of Durin's Bane. Whatever the intrigue, however, 
the Demon remains content. He is comfortable knowing that no
thing can assai l him, and he enjoys the futile games of his minions. 

SPECIAL POWERS: (I) Flighl: The Balrog can fly up to 240 
feet per round. but he takes 1-5 rounds to develop lift and lake to 
the air. He is also a cumbersome flyer. The first round of flight he 
can move up to 60'; during the second round hecan move up to 120'; 
the third round he can move up to 180'; and the fourrh and follow
ing rounds he can move up to his maximum of 240'. 

(2) Immolation: As a Fire Spiril. Ihe 
Balrog can immolate at will, even in mid-round. When completely 
immersed (not doused) in water, however, his flames go out, leav
ing his slimy surface exposed. When he is not on fire, his Presence 
drops (0 102, his Constitution drops to 100, and he does nOl deliver 
any Heat criticals. 

(3) Presence: Anyone coming within sight 
of the Balrog makes a RR verSus an 18th level Fear spell. Wilh. RR 
failure of 01-50, the victim flees in fear for I -10 minutes. If the RR 
failure is S 1-100, the victim is frozen in place (stunned and unable to 
move or parry) for 1-10 rounds. Should Ihey fail by 101 +. Iheydie 
of fright. NOle lhal victims get a + 18 bonus if the Demon is not in 
flames. 

(4) Dominalion: A Balrog may also direct 
his gaze upon anyone individual (wilhin 300') in order to dominate 
the poor fool. Jf the Balrog is nOI aflame. or if the victim covers his 
eyes and head. Ihe anack is as an 18th level direcled spell. Olher
wise, tbe viclim must make an RR versus the Demon's 36th level at
lack. An RR failureofOl-501eaves the victim in the Balrog'scontrol 
until he makes a successful RR. The victim gelS an RR each round 
ute 8alrog does not concentrate on him or command him. An RR 
failure of 51-75 leaves the victim in a coma for 1-10 days, while a 
failure of76 + kills Ihe prey by shallering his mind and soul. 

(5) Spells: Allernatively. Ihe Balrog can 
cast spells within a 300' radius. He possesses the ability to llseany up 
10 36th level off the Fire Law (RM or MERPI Mage), Detection 
Mastery (MERP Open Channeling). Dark Contacts (RM Evil 
Magician). or Detecting Ways (RM Open Essence) lim. 



6.0 MORIA'S LAYOUT 
Although all of Khazad-dOm is often referred to as the "Mines." 

Moria consists of twO main parts, the Mines and the City, each of 
which is divided into seven "Levels" and seven uDeeps." These in 
LUrn spread over a variety of sub-levels and incorporate dozens of 
isolated caverns and chambers, extending across wide chasms and 
narrow fissures. 

6.1 AN OVERVIEW OF THE MINES 
Vast Dwarven Mines cover most of the area. Stretching north

ward, southward, and westward from the City. they wind under 
Ihe Redhorn Pass and cuI beneath bOlh Ihe Redhorn and Cloudy· 
head. Mines also fan out into the farthest reaches of the Silvertine, 
and surround Durin's Way for the majority of its forly-nine miles. 

As in the City, the Mines spread over fourteen tiers, seven Levels 
and seven Deeps. These tiers run directly in lO those spreading out 
from the more organized City quarters. The twisting Mine routes. 
particularly those in the upper Levels and lower Deeps, tend to 
ramble, however, rising and falling over considerable distances. 
Corridors in the lower Mines delve deep in to remote, dark regions. 
The Mines' Sixth and Seventh Deeps lie jusl above the unspeakable 
Under-deeps, vast, unknown caverns that cut down into the very 
foundations of the Misty Mountains. 

Counting Durin's Way, seven principal passages strike through 
the Mines. They run in various directions, but all join with the main 
avenues of the City at great Gathering Halls. These Gathering Halls 
mark the western, or innermost, edge of the Dwarf-city Men call 
«"Dwarrowdel f. OJ 

6.2 AN OVERVIEW OF THE CITY 
The City itself is arranged on a perfect axis. No compass could be 

more accurate. The East-gate looks directly east and, from there, 
Durin's Way runs due westward for ten miles before reaching the 
West Gathering Hal l of the First Deep. The main roads and avenues 
that join or cross this central thoroughfare align perpendicularly, 
each stretching three. and a half miles north or south . At its widest 
then, between the North and South Gathering Halls of the First 
Deep, the City is seven miles across . 

The First Level and First Deep form the center of the City and 
compose the largest region of Moria. Tiers above and below get 
smaller as one ascends o r descends. All of them, however, resemble 
one another in design. Each is domina ted by eas t-west and nonh
south avenues, grand passages flanked by accompanying roads or 
accessways. A grid of major roads also serves as crossstreeLS , con
forming to exact parallel and perpendicular lines. Smaller roads 
and accessways snake throughout the complex, joining the roads 
and avenues at odd angles. 

Of course, Dwarrowdelf is known for its many bridges, stair
ways, shafts, and chasms. These sil astride or spin off halls all over 
the City and connect the main Levels and Deeps and their sprawling 
sub-levels. Together with an sizable collection of aqueducts. Sleam 
tunnels, window wells, and an unending parade of nalUral fissures 
and nooks, the Dwarf-city is one of Endors grandest wonders . 

6.3 DETERMINING LOCATIONS IN MORIA 
Due 10 its incredible size and often inexplicable plan, a documen

tation of every nook and cranny in Khazad-dum would require a 
collection of tomes. T he features arc LOO many and too varied to 
discuss individually. Instead , we describe standard room designs in 
Seclion 4.3 and provide illustrat ions 10 ease play. Unique or impor
tant areas, the "places of note," are detailed in Section 6.6 and are 
also eliagramed. 

6.31 USING THE ROUTE MAPS 
Sections 6.4 and 6.5 con tain the route maps of the Levels and 

Deeps. These show the avenues, roads, principal accessways, 
primary rooms, and key locations. Frequently used staircases and 
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the traverse connecting routes are also indicated. 
The rOUle maps do not _show the hundreds of smaller rooms, 

mineways, accessways, and nalUral phenomena . To determine the 
location of these spOts, one should rely on the Random Feature 
Table in Section 6.33. T his chart allows lhe Gamemaster to deter
mine what fea tures are in or on a particular corridor or room, 
regardless of the region in Moria or whether the location is con
sidered significant. The table can be used during adventure, with 
the GM recording the resulting features and creating an ultra de
tailed map of the specific area. Alternalively, the GM may wish to 
documenllhese features prior to beginning the campaign or game 
session. 

6.32 USING SP ECIFIC LAYOUTS 
This module contains specific layouts of individually imporLanl 

mr commonly used chamber designs. Whenever a group comes 
upon a particular location or feature, the GM simply looks to the 
following alphabetical list of layout displays. If the place is listed, 
lurn to the appropriate diagram and resolve the action or en
coumer . If nOl, the GM should employ the concepls discussed in 
Sections 4.2 and 4.3 and create a sketch of the location in accor
dance with themes basic to Moria. Trap mechanisms are described 
in Section 4.36 and summarized on the Trap Result Table (also in 
4.36). Generally, however, the layouts of typical rooms, corridors, 
bridges, etc. wi ll provide the necessary picture. 

Layou t Loc:ation In Moria P.gt' ~ 

SP ECIFIC PLACES OF NOTE 

Balros's Lair 
Chamber of Records 
Chamber ofT~th 
Cold~ror~ 

Cross·set:lion of Moria 
Dimrill Dale (Azanulbiur) 
The Domes 
Durin's Bridge & 

Seeond Hall 
Durin's Chimney & 

the Endless Stair 
Eastern Entry Hall 
The East.gate 
King's Cham~rs & Armory 
Morla and its Environs 
West Gate and 

Western Entry HaU 
The West~gale 

Siluh Deep 
Sevemh Level 
Seventh Deep 
Si:<1h Deep 
Entire Complex 
ElUerior (East) 
Fifth Deep 

First Deep 

62 
60 
64 
63 
Inside front cover (color) 
Inside back cover (color) 
61 
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&vemh Deep to Summit 65 
First Level 56 
Exterior (East) Inside back cover (color) 
Seventh Deep 64 
Exterior (Region) Inside froni cover (color) 

First ~p 
Exterior (West) 

56 
Inside back cover (color) 

TYP ICAL ROOMS AND CORRIDORS 

Lilyoul , in Moria 

Acce:sswa)'s Unknown 
Avenues 48(E.-W).98(N-S) 
Ct'r~monial Cham~rs 7 
Crypts Unknown 
Dungeons 7 
Dwarf·lodgings Unknown 

Exit Cisterns 21 
Aoor (Spike) Traps Unknown 
Gathering Halls 343 

Guord Chambers 1312 
Roads 686 
Spring-halls 3 
Swivel·bridges Unknown 
Treasuries 49 
Wheel-traps Unknown 

6.4 THE CITY PLAN 

Pagrll 

4(1 

39 
41 
41 

42 
42 
33 
46 
43 
43 

39 
32 
44 

44 
47 

The following section describes the basic plan of the seven Levels 
and seven Deeps of the Dwarven City, including their sub- levels. 
Since the summary covers such a huge area, il is impractical to 
attempt to elaborate on every room a nd passageway. Thus, only the 
basic themes are accorded mention. Descri ptions of prominem 
chambers are Hsted according to their tier and room number in 
Section 6.6. 
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I . 6.33 RANDOM FEATURE TABLE ] 
ClTV SPEClnC 

STRUCTURE AVENUE ON A CITY ROAD ON A CITY ACCESSWA Y IN TUEMINFS FEATlJRE 
Upper C<nttal Lower Upper Central Lower Avenue Road Aa:l:ssway Mineway City Mine 

~bends left t 
01-«1 Ol-IS 01-10 01-15 i-'!~~ 01-10 01-10 Ol~ 01-30 01-10 01·10 - 01-15 01~ 1 
- - - - II·IS 11- 15 11 -14 - - II-IS 1I-1l - -

Passage bends right t - - - - 16-20 16-20 15-18 - - 16-20 14--16 - -
Passage straightens t - - - - 21·25 21-2$ 19-23 - - 21-25 17-20 - -
Passa,ge slopes down t - - - - 26-29 26·28 24-25 - - 26-29 21-23 - -
Passage slopes up t - - - - JO.J1 29-31 26-29 - - 30-33 24-26 - -
Passage I~cls orf t - - - - 32-36 32-36 30-34 - - 34-38 21-31 - -
Dead~nd t - - - - 37-39 37-38 35-37 - - 3944 32-36 - -

lJ.ab1 Shan 41 .... 5 16-19 11-13 16 4(>41 39 - 60 J1 - - 16-" 41-"2 • 
Sprina Pooltwdl "'SO 211-21 14-15 17 42 40 38 61-63 32-35 4S 37 26-35 43-4.\ 
Creek-troup 51-55 22-23 16-17 II 43 41 39 _5 36-37 - 38-«l J6.4O ...... 
Lava pool - - - 19-21 - - 4(>41 - - - 41-'3 41-42 49-53 
Guard-poll S6-6S 24-" 18-20 22-23 - - - 66-67 38 - - 43-52 -
Atces$Way •• 66-85 26-40 21-35 24-38 44-58 42·56 42-56 68-77 39-48 ... 55 44-48 5J.61 S4-6I 
Mineway·· - - - - - - - - - - - - -- -Stairwell § 86-89 41..42 36-38 39-40 S9-«) 57-58 57 78-SO 49·50 61 49 68-73 69-70 
Rampway § 9().92 4344 39-41 41-42 - - - 81-86 51-58 62 s()'55 74-77 11-76 
Elevator § 93-94 45 42 43 - - - - - - - 78·80 -
Slide Chute § 95·96 46 43 44 61-62 59-61 58·59 86 59 .,-65 SO 81-83 77·78 
Pole Chute § 91-98 47 44 4S 63-64 62-64 6().61 87 60 66-6Il 57 114-86 79·80 

-
River t - 48 45 .... ' 65 OS 62 88 61-63 ~ 58-«) 87 .... U-8S 
Pil! - 49 46 48-49 66-67 .... 7 .,-65 - ..... 70-71 61-63 9().92 86-90 

1_ Mino. Clwm ! - SO 47 s()'5 I 68-69 68-69 66-6Il 119-90 67$ 12-73 ..... 93-95 91-95 

Owarf-Iodgings • - 51-76 48-57 52-53 7()"81 70-74 6. - - - - - -
Qyp'. - 77-80 58-62 S4-65 82-85 75-78 7()..14 - - 74-16 - - -
Slore-room • - 81-92 63-71 66-73 86-91 19-85 75-78 - - - - - -

- .-
Smdtifta-hall • - - - 7~16 - - 79-80 - - - - - -
Forain&-baD • - - - 77-79 - - 81-82 - - - - - -
Metal-ball • - - - 8().82 - - BJ.84 - - - - - -
Dunacon • - - - 8).85 - - - - - 77 - - -
Craft Chamber • - - - 80>88 - - IS - - - - - -

I- I-
Minor Armory • - - 78-SO - - 86 - - - - - - -
Muster Room· - - 81-84 - - 87·88 - - - - - - -
Guard Chamber · - - 85-88 - - 119-90 - - - - - - -
Reception Room· - - 89-90 - - 91 - - - - - - -
Barrad:lMc:ss Halls· - - 91·98 - - 92·95 - - - - - - -
Library • - 93-95 - - 92-93 - - - - - - - -
Watch Room· - 96-98 - - ... 95 - - - - - - - -
ea"em/GroUo • - - - 119-98 - - 86-95 91 -95 70-73 18-82 67·10 - -
Store-hall· - - - - - - - - 14-77 83-85 71-73 - -
Excavation Chamber • - - - - - - - - 78-81 86-88 74-79 - -
Quarry· - - - - - - - - 82-83 119-90 8().83 - -
L.arse<lcvator Hall • - - - - - - - 96-99 84-86 91 84 - -
Junaion Chamber· .. - - - - - - - - 81-98 92-96 85-99 - -
Special- 99-00 99-00 99-00 99-00 !16-00 !16-00 !16-00 00 99-00 97-00 00 !16-00 \l6.OO 

/ Useorthls Chart and Codes: When in Moria. a group is either in THE CITY or THE MINES , and is on an avenue, a road, an accessway. a mincway. or at aspec:ific fealure (i.c .• a 
room, a hall, a cavern, a lodging, ctc.). If agroup is in the Cit)', It is in the "upper city"(Levels 4-7). in the "central" cily(Levels 1·3 and Deeps 1·3). or in the "lower"city(1)eqls4-7). 
These three pieces of information del ermine which column of Ihis table is used. 

The Camemaster should regularly determine the appropriate column and roU for possible features. We suggest a distance of 100' for each set of rolls in the cit)' and 500' in the 
mines. Features should be generated until a "nothing" or a "direction change" (marked with a t) result is obtained. I(more than one feature is obtained. the Camemasler should 
distribute their localions over the length of the 100' (or SOO' in the mines). Certain feBtures will require more than one ro ll 10 generate, as specified below. If some results s«m to be 
inappropriate, ignore them and reroll. 

s,tdaI - When Ihis rnuk isobtaincd the: Gamem&It(f caneilher make up and use an unusual feature: or structure OfUJC. feature nOl normally found io that sedK.nor he can iJ~ 
1 __ oarethe special rault and re:roU. This resullis indPJded 10 Jive theGamemaster aD indkaIion ofwbcn to inject the unusuat features tJw showup io aDythina&scompln 85 Moria . 

• - These features require fUrl her rolls on the appropriate "'SPECIFIC FEATURE" column until a "nothing" resuh is obtained. 

§ - These features (minor stairwells. rarnpways. elevators. slidechutcs, and polecbutes) usually only go upor down I or 2levels. Make a roll as follows lodetermine how farupor 
down they go: 01·35, upone tier; 36-70. down one tier; 7 1·80 upone tier and down one lier; 81-90 up twO liers; 91-OOdown two liers. Ignore results that would result in going below 
the 7th Deep or above Level 7 • 
•• - A second roll is required to determine the direction that these features (accessways and mineways) lead: OI-40,ldl; 41-80, right; 81..00, left and right. A roll is also required to 
determine the slope of each passage: 01 ·70, level; 71-85, slanting downward; 85..00, slanting upward . 
• - Whenever a junction chamber is encountered, make a roll as follows to determine how many mineways join in the chamber: 01-35. three; 36-85, four; 86-95. five; 96-00, 

1 __ seven. 

t - These are"direction chanae'" resulu, which (alonawilb lbe"notbinl"resu)I) halt the fcaIlmpoeratioa process for a liven $eClion or passqe. Iflhepassqe bcincuavcrscd is 
on the main map$, iano~ these results and reroll. 
S - Make. roillodctcrmine tbeprc:se:nceorbridps oraqueduc:u: 01-10, DQDC; 11·70, fixod arch bridat': 11-80, aqueduct: 81.90, draw·bridae; 91.00, swivd-brid&c. The prdmcc 

of ocher fwuru can be detamincd by maItiDa further rolls until. -nDIhiDa- rauJtjs obWDcd: OI-IS,IIOI.biat; 16-3S. cliff stairs up: J6..55, dirr staitsdown;.56-&5, patb 10 left: 
66-75. palh 10 riaht; 76-35, path both ways; 86-93, puJlcy-way; 9447, ramp ..... : ~~amp up. If some results ICaD 10 be lDappropriarc, just ianore them and moll 

l , ----' 



N()t~: When tra .. -eling along all accCSSW8y or mineway nOt specifically drawn on the: main maps, the route is assumed to progress in the: last direction given (i .e., staig.ht, bending, 
slopina. etc.) until a r~uh indicates Ih.at the di(cction changes or until a feature given on the main map is reached . 

N()I~: This chart aidsa Game:maSler in determining. what 5tnJcturesand features 8re in a pankular passage. When uslnSlhis procedure:. a Gamemaster should record the random 
structures which hege-nerates fora seclion • ..so that he can reuse them if his characters visit sediollsalready explored. Rememberthat Moria is$O huge, it ;:ould ncverbecompletely 
mapped in a dozen modules; thus, lhis table is Imended as a simulation which allo .... '$ a Gamemaster to handle: Moria in a FRP environment. 

The Cily Boundaries 
On the east side of the First Deep, the old City covers a 7 x lOmile 

area. The -loads extend into the Mines, those nearest the City 
forming a grid of linear routes. These passages run straight for 
eleven miles west of the West Gathering Hall; their northerly and 
southerly counterparts cut true for 3 miles before winding. In these 
ancient quarters, only the lack of rooms distinguishes the Mines 
from lhe CilY. 

6.4 , 'THE CENTRAL TIERS Qt' THE CITY 
The First Level lies immediately above the First Deep and is the 

lowest of Moria's seven Levels. Of all Moria, this is the most 
important region, for most of Durin's Way and both of the outer 
Gates lie on these. the oldest levels. Here, where the mountain is 
over forty-four miles wide, the ancient passages rise and fall, 
frequently merging with the halls of the First Deep. In a sense then. 
the First Deep and the First Level are intertwined. Their design 
defies any separate description, so that [he route map for the Main 
Tiers incorporates and covers both tiers. 

Three hundred feet under the First Deep. amidst frequent 
intrusions of purplish porphyry deposits which plug ancient 
volcanic chimneys, the Dwarves constructed the Second Deep. This 
area is designed !O house standing military units and contains 
numerous training halls, mess chambers and residences suited to 
[he needs of Moria's Weapon-host. It is nome for two complete 
343-warrior battle arrays (Azashokun). The smaller but similar 
Third Deep below also shelters tWO Azashokun. although this tier 
contains fewer kitchens and assembly areas. 

Moria's Second Level lies about two-hundred and eighty feet 
above the First or Main Level. This region is also home LO great 
Gathering Halls. Ceremonial Chambers. and the military stores. 
Barracks and Muster Rooms, as well as to the City's highest concen
tration of Kitchens. Above it lies the highest tier of the central City, 
the Third Level. Here the chambers mirror those below , although 
they are fewer and more widely spaced. 

6.42 THE UPPER LEVELS 0.' THE CITY 
The City'S upper tiers, the Founh through Seventh Levels, con

tain Khazad-dum's Spring-halls, Watch Rooms, Treasuries, and 
Libraries. Lodgings for the Keepers of lore and enchantment are 
sprinkled throughout these high tiers, as are rooms constructed to 
store Moria's great cult ural wealth. Hoards of ceremonial items and 
inscriptions lie in the halls of the upper Levels. The most exalted of 
these repositories is the Chamber of Records. the hallowed 
Chamber of Mazarbul. Lying beside the Twenty-first Hall of the 
Nonh End or the Seventh Level, it contains the High Books of 

KEY FOR OVERH EA D LAVOUTS 

• SlOne ... ·orl 0 l.o\))( t~k llo\lbk Door 

POT1(:ullh t Stream Sh~U" ~ • p~)!.~ , H~ll 0 Ftrt Htanh Slid~Sidewa)~ .. • Slopln, paS~&t , Shel( ~ftl l),Wlr • 
Willdll .... " Wilier P(,ol ""dt,OIlI IIIlJ 

SlOflt~'r 
,,r;. Trail l Pauh 

/ 
Slid .. ,I)ollon = 

W."ld l~ 
, Torch·Hqldtl Stllr Up 0 

Mt'tIlJ Door 
:-..., 
; . .i Tr;ap Sum Cklw/I \ 
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Moria, including histories of Durin's Folk . Greal light shafts il
luminate this northwestern hall and light most of the western 
chambers rrom wells located in the area's ceilings. 

6.43 THE LOWER DEEPS OF THE CITY 
While the upper Levels enjoy a relatively high concentration of 

naturallighl and water, the fi'ounh through Seventh Deeps serve as 
domains of fire and darkness. Chambers built for smelting, rorg
ing, and craft-work abound on these lower liers, tapping the fiery 
resources of the earth. Frequent lava pools and steaming chasms 
CUl through these, the warmest of city quarters. Here the Dwarves 
delved dark dungeons. 

Aside from the main tiers, the City's Seventh Deep is the most 
significant . The mineral-rich Mithril Road strikes northward from 
these halls and cuts under the Rcdhorn and through the great vein 
of True-silver. Here lie special Royal Armories and the King's 
Chambers. No area is bener protected, and no tier is closer to the 
heart of the Mountains; so, it is only nalUralthalthe Seventh Deep 
serve as the real and spiritual home of the Dwarf-king. 

6.5 THE MINES 
Despite the fact that they connect to and are constructed along 

the same liers that compose the City, the Levels and Deeps in 
Moria's Mines exhibit wilder and more random patterns. Routes 
climb, twist, and tumble in frequently unpredictable ways, and oc
casionally one can travel for miles without seeing a hint of civiliza
tion. Intersections are spread far apart, and rooms are suitably in
rrequent. In addition, many of the avenues, roads, accessways, and 
mineways lead virtually nowhere. 

The Mines still reflect life and a dynamic purpose, however. for a 
sense of continual toil echoes through these corridors and even 
touches the most remote or abandoned spots. Ore-carts, Rock· 
drills, Fire-wagons, Water-wheels and Ore-borers litter the 
passages. Together with the preponderance of Elevator Halls, Ex
cavation Chambers, Junction Hails, Quarries. Store-halls, they 
betray the rugged history and grandiose feats of the First House of 
lhe Khazad. 

6.6 PLACES OF NOTE 
Moria contains a countless number of awesome or enchanting 

spots, places of great wonder and note. A few hold special interest 
for the advel1lurer. These are listed here according their numbered 
route map placement and keyed to the Level or Deep where t.hey are 
located. Specific layouts are provided for some of these places 
(those accompanied by an *). Section 6.32 contains an index of the 
relevant passage and chamber diagrams. 

f>a' '>lllC' UnclCf 

Dr)' (Rd . bed 

Ch~1 

.... ell 

Table 

StonC' .Iab 

Ikd 

F<1r1 l\lOflfl 

ROUTE MAP LEGEND 

a _ Armory 
c _ Ceremonial Chamber 
d _ Dungeon 
s _ major sfalr (up and dOVJn) 
sd _ stair down 
su _ stair up 
t _ traverse avenue (slopes up and down) 
td _ traverse avenue (slopes down) 
to _ traverse avenue (slopes up) 
w _ Spring-hail 
./ _ Avenue 
./' _ Road 

__ / - Majo' Accesswll1/ 
_.~ .. / _ Major Aquedud 



The ~bin Tiers (Level One and the First Deep) 
I. WHI-gll te: Stt the: inside fronl and back covets, as well as SeClion 4.3 1. This 6' 

wide. 9'Iall doorway opens onlO 200 shallow stairs. These ascend 10 an arching 
pauage that runs into the: Western Entry Hall. 

2. Wtstrm Entry Hall:- Akin to a crude Gathering Hall, this 140' x 140' ehamber 
has three (14' high) doors cut into its eastern and ..... estern sides, Facingeast, the 
Jeft door leads 10 a Siair which dimbs up to the founh Lel<d ofthe Mines, y,hile 
the ri,ht door opens onto Durin's Way. The cent ral doorway looks OniO a de
scending road , the main passage (Well Road) of the LO\.\oer Min~, To Ihe ,",cst, 
Ihe cenlral doorway frames an emry omo a curving passage y,hich It:'ads to the 
slairway down 10 Ihe West-gale_ Both the flanking doors on Ihe ",estern side of 
the chamber lead 10 shon, sloping aecessways which switchbo.ck up 10 the 
naturally-Iii Guard Rooms on Ihe cliff Over the West-gate. Ty,o lines of thick, 
square COlumns divide this hall and. in the dark, one might not realiZe thallhe 
passage is imerrupted, 

J _ Durin's Way: This 49 mile long a\'enue is the underground section of the 
Dwarven Road bet ..... een Eregion and LOrien . 

4. Inn Chamblors: A cavernous 420' x 14()' complex with dozens of 7' J( 14' guest 
roomSCIJllmoits y,-alls. Travelers along Durin's Way used lostayhcre, for it is26 
miles from the West-gate and 23 miles from the E!ut.gale. 

S. Durln 'sChimncy: lI' Stretching thousandsoffcet up and down into Ihc SiJ\'enine, 
this greal chasm isedged by numerous stairways, Near the center, circlingaround 
a great porphyry pillar, is Moria's 21' wide Central Steps. This spiral slairway 
runs through eadl of tile fourteen Le\els and O«ps. In order to reacll tile stair
case, one must cross a series of 70'Iong bridges, spans which arch bet\.\oeen the 
abyss' numerous natural basalt abutments. Durin'sSlalr runs up through a can· 
cealed cleft in ils nonlleaslern "ann" (~ '52). 

6. West Gll thering Iiall : This unusual. rectangular Gathering Hall marks Iht 
~estern boundary ohhe City. From this point easlward, myriad rooms lieorfthe 
roads and avenues. 

7. [aslun Hall$:* These are the oldest chambers in Moria. Funhesl east islhe Flrsl 
HII II ortlle First Le\'el, Moria's East Entry Hall. This is 70'" 70' square room with 
a peaked ceiling. some 70' in height. Fourteen narro~ window shafts cut in iu 
eastern wall iIIuminale the room. A quarter mile weSl, along Durin's Way and 
down a widest air 10 Ihe Firsl Deep, is the Second HIIII, or "Hall of Trees ," It is 
named for the fourteen trcc-shaped pillars thai suppan iugentlycut\'ed 77' hi8h 
ceiling. This ancient r(" ,jew hall is 210'Iong and 84' wide and is dominated by the 
"Unending Wdl," a 42' wide abyss. Durin's Way crosses the pit by way oflhe 7' 
wide arch of Durin's Bridge and leaves the room on the west side \'ia a 2]'1811 
archerl door. Three doors open in north wall and face three ol hers on the south. 
The northeastern door leads to the Nort heast Road. off of which is a secret 
passage. This passage is a lillIe over a milc long and makes a long ascent 10 the 

SECOND HALL AND DURIN'S BRIDGE - First Deep 

• • 

• • 

-
(See Sec. 6.6, t7) Scale: l / S" _ S' 
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Chamber of Records on Ihe Sc\'enth Levcl. (Sc\en nights of stairs break itS up
~'ard slope to "38). 
NOT F.: FollOWing Iht'dealh u/Bulm in T.A. 2994, during the fl?ign o/lhe Balrog, 
ajugged /4' Wide I'o/cunicehasm eulS Ihrough the $trond Hull_ /llSuligned/rom 
norlh to south und separutes lhp chamher Just .... ·('SI 0/ (he norlhNlSUrn (1114 
southeastern doors. 

8. S«rel Lower Mine t :ntr)': The sou theastc-rn dooroflheSecond Hall leadstotllt 
Soulheast Road Imd an acces~way similar to Ihe secret way off the Northeast 
Rood, only this one descends into Ihe Mines oflhe lower Deeps. 

9. East-gale:- (Sec Ihc inside back ('"OH:r.) Here. Durin·s WaYWls throughapairof 
thick stone doors which open out 0010 a 49' x 21' porch. Looking into Moria, 
west from the Gale, Durin's Way Is a well-defended avenue. 21' wide and 14' 
high, guarded by se:ven adarcer portculli (spaced ellery 7' feetJ. This 49' streIch 
conn«1S the Gale to Moria's We!ot Entry Hall . 

10. St-cl't'l Passage to Iht S«und l evel: Behind a revolving 7' x T Slone in the 
soulheasternm05\ Gathering Hall is a secret e.ntf)' 10 Ihisnarrow upwardly slop
ing accesswtly. The scnet pas~age leads to an identical secret exit in wall OrlM 
southeastern Ceremonial Hall on the Second Le\cl (sec "24). BOlh conctaled 
doors arc unlocked , bUI Very Hard (-20) to find and trapped with Pit Traps, 

J I. ACCl'iiS"Il), 10 Iht' I.l)wrr MInes: This accessway descend!; 10 Ihe southeastern 
Smith-halls of the Sixt h Deep, An ele"lltor 10 the Lower Mines is SCt in a shaft off 
the Gathering Halt, oppasilc this al:ccssway and "10, 

11. A«es!o~ a~ to th t' S«ond u l t'l: A sloping passage \lSl:ends to Chamber ;2600 
Ihe Second Le\'el. 

13. Redhurn W\l~: This downward sloping mine avenue is the principal (tra\'ersing) 
nOrlh-soUlh route in Ihe MIRes, II twists and descends for Ihirty-fh'e miles, 
stretching to the Seventh Deep under the Redhorn Pass. before intersecting ~'ith 

Ihe Mithril Road . From there, Ihe Milhril Road cutS funherbenealh theheanof 
the Redhorn . 

14. Northwest Mint'S or lhe .. lrst lhep: A greallode of Gold (Mal) lies in the waUtof 
these mineways. Numerous Ore-borers, Rock-drills, and mining impJemcntsare 
stored in the side passages. 

IS. R6in's St:sar: ThlS is aClually a gre:lI faul! embracing n series of \'aSl, intercon· 
nected , natuml ca\erns. The CaH!S run northeastward from Ihe huge chamber 
where Ihe High Warder R6in slew his own son 10 S.A. 593. (It is said thai boIh 
their Ghosls haunt this plat:e.) Numerous shafts and pits mark the noors and 
walls, and some or the ab)'s'o;es \:Oilnecl the caves to the lower l\'lines. Pools 
stocked with lish and foresls of mushrooms (nOlably Lelt/sang) abound 
throughoul the awesome cleft . 

16. Natural La ' ·Il -('harnbe.r:This hot cavern guards theareat South Road and is fit1~ 
wilh evcr-erupling lakes of molten lava. 
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17. MintS o f Khulak.al: This gigantic granite and limestone chamber is one of the 
largest in Moria . Two and half miles long, threequartcrs ora mile wide. and three 
thousand fttl deep. it issctr-cont'ained world. Bizarre rock formations. malnHi· 
cenl 8rchl!S, spiraling ramp-ways, twisting tunnel arms, and offshuting mine cuts 
lend the room II: wonderland c.haracter with maze-like qualities. Althouah it is 
now ,inuall ), barren, it was once Moria's greatest gold source:. Now il serve5la 
jOin the westernmost avenues of the Second Level, roulescu! alongeJ[posed rod: 
shdves and joined by nearly II: hundr«l bridges. 

II. Halls or Gmn GI:us: HcrClhc roadsandaccesswByscullhrough II: beryl deposit 
thai yields a small but valuable supply of emeralds. 

19. Road 10 Ihe Sttond and Si:dh D« ps: This sloping roadway twim through 
dozens of fight switchbacks on its way down to the southwestern Deeps. It pro
"ides access to the silver mines of the Second ~p and continues down to the 
Smelling·halls oflhe Sixth Deep. 

20. Mi hal's ,",t lls: Actually. these gargantuan halls are part of the same fau lt SC!ries 
as the Mines of KhulakaL. On~ a major iron sourtt, they now supply only 
modest amounts. Each oflhe six chambe.rs ha~'e ceilings rising 100' above the Se· 
cond Level. They also stretch three 10 rour hundr~ fee t downward and are filled 
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with reddish. iron·laden waters inhabited by Red Jaws and Water-drakes. The 
surfaces oflhese pools lie nearly stventy fttt be.low Iheelevation oftheavenues. 
Each is fed by a series of springs, and all are sourcn of under around streams that 
run westward IOward the River Sirannon. 

21. Durin's Chimnt)':· (As.S of Le~'eI One.) This ~"en thousand foot deep chasm 
houses dozens of stairways and is crossed by a collection of 70' bridge' spans 
which join great corbtlsand basalt abutments. Hidden away in the narrow north· 
eastern cleft is the ltgendaT)' Durin's Stairway. The Cemral Steps, a 21' wide 
!ipirai 5111ir"3)'. connectS aU fourteen of Moria'!i liers. II begins high in the 
Sc\'emh Le\'d and ends at the bollom of the ~\enlh Deep. 

22. \Vt'~lem Hull : This Muster Hall is the weslernmost City chambe.r and was 
designed as the principal ~mbly point for Moria'sstandingarmy,the Weapon
host. Silver filagrcc embellj~hes the I",'enly-e.ight red marble columns Ihal sup
port the barrcl·vaulted ceiling of Ihis Gathering Hall. 

23. Rlsin!: Room: The Rising Room is a rectangular Gathering Hall with walls of 
white marbleand II gilded rib· vault ceiling. An array of twenty-one window-wells 
pierce.. .. the eastern wall, ",eJeorning sunlight. 

24. AtttSS~a) 10 the Firsl I..tyel: A revolving 7' x l' stone in the south wall of 
southeastern Ceremonial Chamber conceals this narrow secret passage. The ac· 



c~wn)' slopes down to the! Main Level (~e NIO). 
25. A\enul' of th t GUllrd : This winding .... '8)' runs soulh 10 Moria's SOUlh·walch, a 

28' x 28' room which looks out of the soulheaslern face of the Silv.:rtin.:, 
26. !"Iorlhrasl Huld : A circular haJJ, 17' in diameter, forms Ih.: focal point of th.: 

Second Le\'e!'s main barracks facility. Thirty-five Dwarf-lodgings lie offlhecen
Iral hall, built to hOuse members oflheelite battle guard. A single! 14' diamele!r 
cotumn e!mbraces Ihe' fan vaulting Ihat ~upports Ihe49' high roof, Wilhin illies a 
hidd.:n passage which ~inds down 10Sixth Dttp and up 10 the! &\'enth Level (sec 
NI2). 

27. Chamber or Ihe AXH. This fourteen thousand foot longca\'ern rises up 10 300' 
high . Here th.: Northe35t Avenu.: crosSC'S a shallow lake via a Slone! causeway. 
Le!ge!nd says thai some\Oohere beneath these wate!fS lies nset oflhrec exalted ax~ 
(orgre by a Kingof Nogrod. The! tale is lru.:. Foun~n f~1 below Ihe surface! of 
Ihe pool. along the northern face oflhe chamber, sits a sealed slone chest . The! 
1'hr« Axes-or Azaghil arc stored he!re, nesllC!d ""ithinashtoud of gold .... 001 . All 
are made of Tasarang and IIhiinaur and forgc.d of an ancient Cold. Each is a 
magic + 20, Orc·$laying weapon which delh'e!rs an equivalenL Cold Critical 
whenever there is a normal cntieal strike result. The Long Axe is a two·hand 
Baulc·axe that con be thrown up 10 70' without penalty. It is a reddish ~eapon 
with a gleaming sil\'e!r)' edge and elaborately decoratw wil h silver inlay, liS com· 
panion,the Night Axe, is just as beautiful. but its Ithildin inlay isinvisibleexcept 
under Moon or Slar-lighi. In such a case, Ihe weapon will strike one to two targets 
when thrown, both in the same round. This Hand-axe can be thro""n up 10 35' 
"'ilhout penalty. and up to 70' at -35. The third magic arm is theone-hand Stone 
AXe. It is a greyish w('apon empowered and decorated like the Night-axe, bUI a 
dirferent pav.erborn of its Ithildinglow. Rather thanslriking twice in around, it 
cnables the wield('r 10 thro"'" through Slone Unimpeded. It alsoaUows the! beater 
to gazc through darkness or Slone (range 35') and see anyone person whose voice 
i$ audible or whose sounds are discerned. 

Level Three 

23. Pillet of Barking: Here, where Ihe! northern traverse avenue slopt'S up from the 
Second Le"el,lhecorridor narrowsfrom21'to 14'and agrecngranitcwall blocks 
thc passage. A ,irtually in\'isible7'x 7' arched stone door cuts through thece!nter 
of the wall, but is guarded by the 9' high grei:n onyx "Barking Walcher." This 
wicked shaped Watche!r-in·stone (see Sec, 3.33) will emit a dearening ~barking" 
sound whenevcr a being unknown to it enters ils 49' field or \-ision. In addition. 
when someone allempts 10 pass through the door without the proper Rune-key 
- and ",ilhoul succc;ssrui/y defeating the hard HO) lock mechonism - Ihe 
Walcher slides to its right along a track and bars acress to the doorway. 

29. Wtlollher Watch: This round, 42' wide chamber is covered by a sitverydome Ihat 
arches 77' abo\'e the! mosaic noar. It holds enchanted astrological and 
meteorOlogical inSlrumenlS, which can be used to determine the moveme!nu in 
the sky and thereby predict the weather. A series of .special window wells cuts 
through its domw roof. 

30. Durin's Chimney:- (See "5.) 

Level Four 

31. Tht Crypt or AI\'is: Down a 3' wide spiral slair, 3)' bl:neath the Founh Lt'vel's 
Ce!rl:monial Chnmber. lies a red laen sarcophagus. A dl:verly hingw 14' diameler 
brass plate is inlaid in the center of the Ceremonial Chamber noor and .servC!S as 
the enuyway. It is very hard (·20) 10 open and is guarded by aseriesofd.refully 
hidden plale traps. The sarcophagus holds the bones and precious possessions of 
Alvis, the surely advisor 10 Durin II. The (Greater) Ghost or Alvis' Manni.sh 
bodyguard ROIIgllirhaunts anddl:fe!ndsthecrypl, but it will nOlleavl:l:ven ifpro
vokc:-d. 

The Ilems buried with Alvis: - three70gpaquamarincs; - anlmchanted + 10 
Maceo/ Woterskippi"g. which (as long asboth Ihe thrower and caSler are each 
within 35') (an be thrown without penalty across any water sourcc (I' or more in 
de!pth) and can skip up 10 700'to strike a larget and return by skipping back the 
same round; and - the magic Helm a/Stone,s full helmet (orged rrom lasarang, 
inlaid wilh gold filigree. and shaped like Ihe head ofa Demon-ram. Up 10 three 
limes a day, and wilh a round's conce!nlration, the weater can turn into bluish 
granite, taking on all thl: bf:nefits and Iroublf:S associated wilh StOIlC. Alllhe 
items the "earl:r bears up to his "encumbrance allowance" (Ihe ~dead weight" he 
can carry without incurring a mO~'e!ment penalty) also turn tostonc . I.n order 10 

resume a normal s tale Ihe wearer musl concentrate again ror one full round . 
While granite!, the wearer cannot move or casl spells. He can, however, emplo)' 
his senses, and he has nO need for food or Water. 

32. Durin's Chi mnc) . · (5« IS.) 

Level Five 

JJ. Thund's E)e, This nearly verlical shaft interseclS the road when it crosses a 7' 
wide arching bridge over the! thundering now of a sublerranean feede!r stream. 
The 3' x 3' shaH is the dttpesl (longest) light.well in Moria, reaching three thou
sand re!et loward the nOrtheastern face of Ihe Silverline. (See 4, II for more on 
""indows and light.wellS'.) 

34. Du rln', Chirnney. · {See i5.} 

level Six 
35. HII II or Scribes. Also called the Eighteenth Hall o r Ihe Norlh End. this 

Ceremonial Hall lies directly benealh thl: T ..... enty·first Hall on t he Seyenth Level. 
Here the walts are co~'ered with irucriplions can'ed ill e!nchanled stone, At the 
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cenler orthe room there is a pillar set in a 7' deep, 21' in diameter pool orcursed 
water. Three)' wide bridges span the pool and provide access 10 the monument. 
which is a duplicate of the obelisk marking Durin's revelations beside the Mir
rormere. {Theorigjnal is in Dimrill Dale.) The hinged p)'ramidalcrown orthe this 
monument call be moved to revcalthe three magic (50 gp)gold ChiselsofDvQlin. 
These chisels can be used but once a day to create a magic Symbol equal to the 
lellel or the widder. In 50 doing. they "erase" any olher itlScription or Symbol 
they touch in the process. Note thatthe3'" 3' center sections orthe bridges arc 
trapped. Spring-hinges secure them and, unless discovered (\'ery hard, -20) and 
disarml'<i (hard. -10). the}' will cast burdens o f thirty o r more pounds into the 
water below. Personstnlering tht water must make an RR vs a lrd Ic:vdspcll or 
fall into a coma-like sleep for I-50 minutes and immediately sink to Ihe bollom of 
the pool. 

36. Durin'S Chinlnc)'. (~1t5.) 

Level Seven 

37. 

38. 

T he Lore·hpJI. Also call1.'d the Twenty-first Hall of the- North End. thiS ree.
tangular Galhcring Hall has "'ails covered wilh a composite of crushed black ob
sidian. The 140' room 5trelches 210' frolll east 10 wCSt , and 140' from north to 
south. A single windo ..... pierces Ihectnter oflhe e3Slern wall, al the poim ..... here 
Ihewall meets theceiling. Opening through the same· wall isadoorwhich leads to 
:1 spiral stair .... ay running down to the Firsl Level. (ThisSlairpasseslhe 181h Hall, 
the 15th Hall, the 12th Hall,Ihe 9th Hall, and Ihe6th Hall. all oflhe North End, 
and opens by the Third Hall of the First LeveL) A doorway in thenorlh wall leads 
10 a road. off of which lies the Chamber of Records (see '38). The weSt door 
opens o nlO a lra\'ersing road which descends all the way do ..... n to Hwliin's Wdl
hall in the Min ... softheSeventh Deep. Thesoulh door leads toa road which con
net't~ wilh the Twentieth Hall of Ihe North End. The Lore Hall is one of three 
Gathering Halls designed by Narvi (see 4.33). 
Chll lllbcr or R~ords : · The Chaml>cr of Records (or "Muarbul'1 is the' tradi
tional repository for Moria's mOSt honored lomes. This hall is 42' x 42' and has a 
21' high ceiling.. A single slanting window shafllhrough the upper eastern wall 
casts naturallighl into the cente'r o f the room. The whole cltamber is surrounded 
by rai5ed area which runs around the walls 14" (2 Sleps) abo ... e the central floor . 
Five 42" x 42" nooks grace each ..... all. and the cel\ler nook of the eastern and 
WC'Slern walls house doorways. The ..... estern door opens onlO the road from !he' 
Lore Hall. which lies to the SOuth (see 1137). The east door leads 10 a descending 
passage that runs Oller a mile before reaching Ihe Fir51 Deep (see 17). The other 
eighteen recessed areas con tain chests . each t"f(tdit ionolly lilled with 5·500 gp 
wOrlh o f gems and jewC'ls. ShC'lves above the chests suppon rOws o f hallowed 
records. 
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NOTE: During (he period T.A. 1989·1994, 8011n/ounded a ne .... rolony in MoriIJ 
and became ils KiIIR. fur lhe losl months o/hisrf.'ign he made Ih/SchulII/Jerhrs 
Throne-room, for his people .... ere under ~iRe. Aiter his death in 1994 ht It'm 

burkd in a SlOne sarrophagusst!l at the room:tunter. The l' high, 10'Ion, $101ft 

burial cradle was copped ... ,lth II I'thick slab 0/ whlrf! granite. Runes Inscribed in 
the 10psJIr/oce soy: "BALIN SON OF FUNDIN 

lORD OF MORIA" 

(See LotH I , p. 415-23.) Following this UQ thechests lie bore o/ ..... eollh, txctp
ting fhal/ound in Ihe Sel'en Books of M01,Jlrbul. The books: 

Hislory o/Bolin:r Folk 
History 0/ Durin's Folk in Ihe First Age' 

" Hislory 0/ Durin's Folk In lhe Second Age 
History 0/ Durin's Folk (T.A . 1-/98/) 
Bocko/ Item Lore: Contains ten runes for each oflhe Bardic Item lore spells be· 
tween 1st and 10th level (100 total). 
Book 0/ Earth Law: As Item Lore book, but containing Earth Law runes. 
Book ofF!" Law: A5 the others, bUl for Fire Law spells. Everytemh spdl works 
on the render, however. 

39. Durin's Chlmney:- (~ ,s.) 

The Second Deep 
40. Durin's Chlmne)': - (~MS.) 

T he Third Deep 
41 , Khelurln's Armo!) : Here, Khelurin lhe armorer is buried in a grey marble sar· 

cophag.us. Many (2-20 line + IS arms) or his ancient and SlaJwan weapoll$' 
CTeations reside here. They arc surrounded by Chute Traps (Sec 4.33.) 

42. Durin's Chlmney: - (See IS,) 

The Fourth Deep 
43. Durin's Chlmney; - (S~ '5.) On the south side, JUSt below the point where the 

main E·W avenue intersttts with the chll5m, a waterfall spills out into the shaft. 

T he .-ifth Deep 
-"'_ 'rhe Domlt'S: - (See Se.!. 4.12, Naurond,) A labyrinth of black, dome·shaped 

chambers rormed of volcanic pumice and connC'Cted by hundreds or small, 
twisting tunnels. Some of these ancient, tube·shaped gas-passages extend 
through the roor and upper sides of the Blue Chasm thai looks down upon \he 
High Smith· hall (which is, aftc:rT.A. 1981,thc Balro,'sThrone-room (sec '46). 

45. Du ri n's Chi mney: - (See 15.) 

SECOND DEEP 
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Tbe Sixth Deep 
46. 8alrog's Lair:- Priotio T.A. J 981, this set of seven chambers served as the King's 

Smithy. Moria's High Smith·hall (see Sec. 3.3 1). With the assertion of the 
Balrog's rule if was reformed inloa royal lair. The T hrone-room (a) is described 
in Sec. 5.3. Surrounding il are the six companion chambers: 
(b) Hall or Mirrors - Silvr"r backed laen walls form ashroud of mirrors. which is 
in tum iIIumin:ued by eight glowing square columns. Three of the 8a1ro,'$ elite 
Troll-guard are stationed here and normally remain on the circular dais. Each 
round one is In Ihechamber, he must make a 5uecessful RR versus a ltd levelal
lack. Failure resultS in the victim becoming confused and disoriented by the mir· 
rors. The victim then ope.rates at ·50. 
(e) Hall or Qut'Stions - Here the BaIrog questions captives. 
(d) Pla« or tbe Valarauko - This is me Demon's residence hall. He neversleeps, 
although he does rest] hrsa day by meditating in a prone position on the 6'high 
central dais. Red laeo columns surround the dais and support a domed roof of 
the same material. Three rounded nooks serve to hold the 8alrog's most 
trusured items. 

Tht treasure: 
In dl one will find a 12' It 6' black iron chest, which is surrounded by steam traps 
and extremely hard (-]0) to open. It contains]OO mp, 6.000&p, and thirty-three 
600 gp rubies (each containing a minialUre imbedded black iron crown). 
In dl aile will find the Balfog's weapons (see 5.3) encased in an unlocked black 
Iaen case. Eighteen dartlraps protect the area, and are sel ofrby anyone who rails 
to plaee the prOper Rune-key and disarm them. The lock is concealed at the end 
ofthe protruding wall 10 the ri&hl. 
In dJ there is a stack of 66 mithril covered skulls, each worth]OO gp. They are 
skulls orthose lords the Bakog has personally killed since awakening in Moria 
(5« "e'1. 
(e) Black Hold - Since T.A. 1984lhe Royal Items of Durin's Line (see "49) rt
main htrt. upon the 6' high central dais. They are guarded by three Troll-guards. 
The items taken from the bodies or the 66 lords mentioned in "d3" above are 
stacked in the three nooks. 
to Hall or Waiting - Here servants wait before entering the Throne-room. 
Three Troll-guards are stalloned in the room, and two animated ~Dragon
columns" (see 5.3) aid in the vigil . 
<Xl Hall or the Troll-guard - This is the fihhy residence hall of the 18 membersor 
the e1ileTroll-luard . 

41. Cold-fol'1e$: - (See Sec. 3.31.) 
41. Ourin·,Chimney: · (See 115.) Another walerfall springs forth here, lhisone in the 

northeast arm. 

COLD· FORGE - Sixth Deep 

-
I" _ 10 miles 

Note the Ice·pools, troughs, and tracks. (See Sec. 3.31.) 
Scale: 1/ 8" _ I' 
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KING'S CHAMBERS AND ARMORY - Sev"",rh o-p 

(See SK. 6.6. *49) 
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DURIN'S CHIMNEY AND 
THE ENDLESS STAIR 

Horizontal Seal", liS" _ 20' 
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SEVENTH DEEP 

-
I" - 10 miles 

The S .. enlh Deep 
49. King's Chambtrs and Armory:· This fivc· room complc;( is composed of seven

sided chambers, each of whilt marble. Silver and gold filiBr~ adorns both Ihe 
walls and thc fan-vaulted ceilinp. The chambtrs: 
(al Throne-room - Here presides lhe Dwarf-king of Khazad-diim . 
(b) Surro unding Hall. This arched passage allows access (0 each room. It is Iii· 

lcred wilh spike and plate traps. 
(c) Kin,'s Bedroom - Here the King sleeps o~ simple stOnt bed in thc ctntral 

sub-charnbtr . Chute-I raps guard the doors. In the ouler Ihret sub<hambers 
rest the Royalllcms of Durin's line. 

Among numerOus jcwds and 177 mp. the items include: 
Hammer o f Durin ; a + JOwar hammer which dcliverslwict normal damage 
and can be summoned instanlly by its last wielder (up to 7n'). 
Seven Helms of the King: Shaped like various semi.mythical creaturcs, each 
provides the wearer a + 15 RR bonus and a + 5 DB. They obviate" all fatal 
Crush crhicals directed atlhe wearer's head. 
Durin's Armor: + 20 mithril plalemail (AT 20). 
Durin's Shield: + 20 shield inlaid with 14 Dwarven symbols (set Sec. 1.33). 

(d).(d,(f) Royal Armory - These three chambert contain numerous + 15 and 
+ 20 weapons of unsurpassed quality. 

SO. Chamber of Tet'th:· Here the sloping Redhorn Way levels out on the $evemh 
Deep, just before it intersects the Mithril Road and heads off under the Redhofll 
Pass . The road cr.osses the water on a bridge born by twenty-one stalagmite
supponed arches. Numerous protruding stalagmites &i\'e the room itS name, 

51. Hw41 n'I Well·ball, This Watch-room opens omo the pas.sageat the botlomjunc
tion of the main traverse 9\'enues which connect Seventh Deep of the Mines w:ith 
Moria's other tiers, Rectangular, il is a 49'" 35' guardroom which lie! on the 
nonh side of the a\'enue, jWI west ofthespol where three routClconverge, A well 
built by Hw4in (and connecting with the Under-dccps) lies atlht' cenler o f the 
crudeiy hewn chamber, 

51. Durin's Slalrlind Durin's Chimney:- Where Durin's Chimne)' pasststhroug,h an 
areajusl below the Seventh Deep, a narrow road opens onto the northeast armof 
the chasm. Here, o n a ledge beneath a waterfall, is the bonom of Durin's Stair, 
This seemingly endless staircase spirals through a hidden cleft all the to the-sum
mit of the Silvertine. The road fo rks befo re entering the Chimney, One fork leads 
up to the King's Bedroom (see 1149 "c), while the other is a rugged tunnel the cuts 
through the upper Under.deeps and connects (further east) with the abysslhat 
falls fro m the Second Hall orthe First Deep (.sct 17), Durin's Chimney eonLinue$ 
downward, reaching far into the Under-deeps, 



NOTE: In Ih~flrSI month o/T.A . 1019, Ihe "Endless Stair" is blockrd 01 its upper end 
by /ullen debris resulting/rom Ihedeslruction 0/ Durin 's TO'K'~r. Thisoccurred during 
Ihe 801l1~ 0/ the Peak. when Oandol/ and Ihe Bo/rog slruggled. (See 115, 53 and Sec. 
4.35, 6.8.) 

The Summi1 

53. Durin', Tower: (See lin and Sec. 6.8.)This" high rough granite chamber lies at 
the top or Durin'S Stair. l' in diameter, it contains the gold laen Chair orthe 
Deathlru One. The only accoutrement is a gold inlaid. silver telescope (worth 
140 gpl. A single, narrow window cuts through the east wall. 

S.7 THE UNDER·DEEPS 
Beneath Moria's Seventh Deep lurk a maze of dark caverns 

forming a world unto themselves. Extending to the fiery bowels of 
Ihe earth, this region is called the "Under-deeps." Dwarves and 
Elves believe these tortured passages run beneath most of the Misty 
Mounlains and may reach as far as the ruins of the Iron Mountains 
in Endor's furthest North. 

Horrifying tales tell of unspeakably hideous creatures that haunt 
the Under-deeps, and it is from this black hell that the Balrogcame. 
The abyss Durin's Bridge crosses when leaving Second Hall of the 
First Deep knifes down to these deplhs, as does the well shaft in 
Hwain's Well·hall (in the Mines of the Seventh Deep). Yet 
unknown and unmapped, the Under-deeps are a slory of their own. 

S.8 THE PEAKS ABOVE 
The hidden '~ndless Stair" that spirals upward through Durin's 

Chimney (see See. 6.6, #5, 52, 53) ends just underthe summit of the 
15,499' high Silvenine. At its lOP stands Durin's Tower, a (7' 
diameter) circular watch place carved in the jagged crown pinnacle. 
From there, one can gaze out over the neighboring lands from the 
gold laen Chair of the Deathless One, through a narrow eastward
facing window. The Dimrill Dale lies far below. 

Across the Dale, northeast of the Silvenine, is the 15,111' tall 
Cloudyhead. It is a less jagged peak, but no less beautiful; although 
there is no room set in its heights, Moria's passages wind under its 
nanks. 

Khazad-daiim's corridors also bile into the great Redhorn . At 
16.002', it is the grandest of the Misty Moumains. Its steep spi re 
invokes a feeling of power and commands the view for leagues. 
Lying north-northeast of the Silvertine and northwest of the 
Cloudyhead. it anchors the mountain triad. The strategic Redhorn 
Pass nestles between it and the Silvertjne, and its watersgivebinh (0 

the Celebrant. 
Like the Under-d.eeps, however, the lands among the peaks 

above are a tale unto themselves. 

7.0 ADVENTURE GUIDELINES 
This section provides some helpful Gamemaster notes related to 

running adventures in Moria. The GM should read over these 
guidelines before studying and selecting one of the adventures that 
follow in Section 8.0. 

7.1 SELECTING AN ADVENTURE 
Section 8.0 is devoted to specific adventure sites and scenarios. 

The principal noorplans are described in Section 6. Sprinkled 
throughout Section 6 are iUusuations and diagrams of typical 
passages and chambers which fit together to form a particular 
section in which PC's may adventure. Use them inconjunction with 
the maps of the Deeps, also in Section 6. 

The GM should rake a look at the strength and experience of the 
PC's involved in the game and choose an adventure which provides 
a challenge, but is not too difficult . 
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7.2 CHOOSING A TIME PERIOD 
Those GM's desiring a simple adventure may not be concerned 

with the particular period . They can, however, have more flexibility 
and add more of their own designs by choosing a time outside of the 
scope of anyone mentioned here. One should look at these 
advemures as stories which characterize the place, no more. Always 
remember, there is no rule against changing the course of history. 

If you are running a campaign set during a specific era, any 
adventures in Moria will naturally take place at that lime. This 
module is designed to accommodate this need. Specific adventures 
are arranged in chronologica,1 order. The GM should read over each 
one to see how the layouts, and political sett ing change. Consult the 
Time Line in Section 2.37 for more information. 

7.3 SUGGESTIONS ON RUNNING ADVENTURES 
Get to know your nonplayer characters (NPC's). Read what 

Section 8.0 and the NPC charts have to say about the principal 
NPC's in an area. and try to t.hink as that sort of person would . 

Look over the layouts of the complexes and note where guard 
points and weak points are. Even if a room does not have an 
occupant indicated, consider the possibility that someone may be 
there when player characlers break in. 

Save your heavy arms and high-power magic items for dire 
occasions. Simply entering and sneaking around Moria will be a 
tough task for a group of adventurers. 

7.4 USING TRAPS AND ITEMS 
The layout sections include frequent references to traps and 

locks. Consult Section 4.36 to speed play. In add.ition, the 
following cross-references are provided for OMs using MERP or 
Ro/emasler. 

In order 10 compute the success or failure of attempts to disarm 
or unlock these mechanisms, simply have the acting PC roll , add his 
appropriate bonuses, and subt raci the difficulty factor assigned 10 

the lock or trap. Then refer to MERP table MT-2, p. 79 (or RM: 
Characfer Law). 

Result s of Fall / Crush allacks and animal attacks can be 
determined using MERP tables CST·2 and AT-5 or AT-6, all on 
page 70. If you employ Rofemaster, see Claw Law. 

Weapon attacks can be computed using M£RP table CST-I, p. 
72 and AT - J through AT -4 on p. 71 (or RM: Arms Law). 

Non-magic bonus items are only used wilh Ro/emaster. When 
using kIERP, all items with bonuses arc magic. 

7.5 ENCOUNTERS 
Moria has never been lifeless. Even during Ihe periods when the 

Dwarves are nOl in control, adventurers will likely encounter 
someone or something in its halls . Although Moria is a huge 
complex. things usually crOss paths. especially when moving over 
considerable distances. 

The Master Encounter Chart in Section 9.4 helps a GM discern 
when and where a meeling occurs, as well as the nalure of the 
convergence. As the PCs Slay in or travel through Moria, the GM 
can consult this table, note the area the group is in (e.g., the Second 
Deep of the City), and roll to determine if an encounter occurs. 
Rolls are made according co a time period based on the distance the 
pes travel, or on the number of hours since the last roll, whichever 
is shorter. A Dl00 roll result less than or equal 10 the Chance oj 
Encounter for the given region results in a confrontation. 

Should a meeting occur, another roll is made 10 determine what 
sort of crealure or thing is involved with the PCs. Then the OM can 
consult the appropriate tables and text for more information. The 
Master Military Chart (9.1), the Master NPC Chart (9.2), and the 
Master Beast C hart (9.3) provide Slats and summaries critical to any 
engagement. In addition, the GM should turn to Section 2.2 for 
details concerning the character of wild animals, or to Section 5.0 
for material on evil inhabitants. 



Since there is also "life" in many of the Dwarves' mechanical 
legacies, the chart also detai ls trap encounters. Typical trap designs 
are described in Section 4.36, and a few guidelines for using these 
devices can be found in Sections 1.38 and 7.4. 

II 8.0 ADVENTURES IN MORIA 
Por those few bold individuals who dare 10 enter Durin's Gate 

and explore the great chasms and chambers of the Dwarven 
stronghold, the following adventures will act as a lure. Even at
tempting to enter Moria without an "inside man," or an inside 
Dwarf in this case, is ludicrous and dangerous to the extreme. You 
would be lucky to make it to the first chute trap, which would drop 
you into the Deeps and slice you like an onion in one swifl, painful 
motion. 

8.1 THE EMBASSY TO THE DWARVEN KING 
(TA 1640) 

Setting: The royal court of Khazad-dum during the reign 
of King Sain, a hotbed of intrigue. 

Requirements: A small , wily and racially mixed party of 
representatives sent to discover the soundness of 
Bain's rule and the possibili ties for influencing 
the Dwarven King, or barring that, of overthrow-
inghim. \ 

Aids: Inside information on 'Who wields political and 
military power in the Dwarven stronghold. 

THE TALE 
Sain is rumored to have lost control of his people. The Elves and 

few Men of Eregion (along with more sinister forces) would like to 
develop some kind of influence over the stubborn, xenophobic 
Khazid, in order to seize some of their immense lreasures and to 
calm their warlike neighbors. Unfortunately, few Dwarves have 
any interest in outsiders and their schemes. 

However, a few Khazadcan be bought - or rented - for aprice. 
You might heed the words of the old Mannish joke about seeking 
help from the Naugrim. The first rule is: bribe a Dwarf. (It's not so 
hard; they alllove money.) The second rule is: bribe a Dwarf you 
can trust. Rule three, unfonunately. is: you can't frust a Dwarf 
you've bribed. 

Falin. son of a noble house, has Quietly sent word that he, not 
Durin, controls most of the Dwarven military. Falin is also greedy 
and shon-sighted and will fund any scheme that wiU embarrass or 
undercut Bain. Aiding Falin is Grotin, a coun jester of sorts, cur
rently out of favor with Bain for insulting the King's wife. who (it 
must be said) bears an uncanny resemblance to Brun himself. If the 
time is ripe, Falin may indeed attempt to overthrow Sain orto con
trol him likea puppet. Some courtiers promise aid to Falin , who in 
turn has promised rich rewards to those who aid him in his plot. 

THE TASK 
PC's must first try to meet the King, to pay their respects and to 

size him up as a foe or a palSy. Then they must establish contact 
with Falin and couniers of influence to determine the possibilities 
for revolution 'or simpler deceit. The challenge is to maintain good 
relations with all until it is time to choose sides and act - and to slay 
alive. 

8.2 A MISSION TO STEAL (TA1640) 
Setting: 
Requiremenls: 

Aids: 

The bewildering interior of Khazad-dOm. 
The courage and tenacity of a lion, or madness in 
the blood. Only well-armed, experienced fighters 
should even consider attempting this near· 
suicidal mission. 
Sketches or knowledge of the Levels and Deeps of 
Khazad-d ilm are essential. Without inside help 
from paid-off Dwarves, the task is impossible. 

THE TALE 
For years, the immeasureable wealth of Moria has beckoned to 

all adventurers. Jewels, mithril, and enchanted weapons lie scat
tered throughout the maze of the Dwarven capital. Now word has 
quietly reached settlements in Eregion and Rhudaur that a few 
Dwarven guards will look the other way, if the price is right. Others 
may have to be disposed of. The traitorous and rapacious Gdin, a 
captain of the guards, will sponsor the mission but insists upon a 
90% cut of the lool. One cautionary note: doublecrossing Gain is 
akin to slapping a hungry Cave Bear in his den. 

HlETASK 
To enter Moria unseen and escape with all the loot the group call 

carry is the charge given PC's in this most dangerous scenario. 

/ 8.3 THE EXPLORATION EXPEDITION (TA 3000) 
Setting: Just after the slaying of Balin atlhe East-gate, the 

only open entrance into Moria. (The Watcher in 
the Water has dammed the river, scaling offlhe 
West-gate.) 

Requirements: A bold, experienced party of adventurers able to 
face and fight the demons and denizens of the 
deep which guard Balin's treasure and the other 
wealth of what was Khazad·dum. 

Aids: Maps of Moria's tunnel complexes, magic items, 
and more panache than a fire-drake. 

THE TALE 
Uninhabited by Dwarves for over a thousand years, Moria 

houses other residents: fearsome beasts which guard the immense 
treasure of the Khazad. An expedition is mounted LO search for 
treasure which can be readily found and easily lransported to the 
surface - jewels, rings, small magic items and we.apons. Leaders of 
the expedition claim to have detailed maps of the whereabouts of 
both great treasures and the creatures guarding them. Thejourney 
is funded by the aged and infirm Dwarf TiIi, who is eager to learn 
the status of ancient Dwarven treasures and heirlooms before he 
dies. 

THE TASK 
To enter Moria, seize all the valuables the group can gather, and 

escape with their lives. 

" 8.4 THE SEARCH FOR BALIN (TA 3000) 
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Setting: The Seventh Level of Moria, in the Chamber of 
Mazarbul. 

Requirements: An experienced, high-level party eager to 
preempt the Fellowship and sack Salin's lomb. 

Aids: Detailed maps of the levels of Moria, and in par
ticular, of the Seventh Deep. 

THE TALE 
Moria's Chamber of Records lies on the Seventh Level of the 

Dwarven complex, near the twenty-first Hall of the North End. 
Here ancient lore of the Dwarves rested for centuries before the rise 
of the Balrog in TA 1980 sent them fleeing. Later in the Age, Orcs 
tore apart the Chamber, destroying records and smashing 
sculptures. Still later, in TA 2989, Balin son of Fundin made a 
throne room of the Chamber. Thus, items of great wonh st ill rest 
here. 

THE TASK 
To enter the Chamber - without disturbing those who guard it 

- and recover records of Salin's fate, and ro get out with whatever 
booty and records the party cares to seize and carry. 



/ 

8.5 QUEST FOR DURIN'S LEGACY (TA 3020) 
Selting: The Seventh Deep of Moriajust afterthe War of 

the Ring. 
Requiremenfs: An ambitious party of experienced plunderers 

capable of carrying a heavy load of magic items 
and weapons a great distance in the dark, 

Aids: Maps of Moria, sacks for booty. and lons of 
luck. 

THE TALE 

For Durin's Line is hearty and long. 
His descendants are bold. fierce and strollg 
Warriors whose might gives Ihem the righi 
To sing a robust ~lic(ory song! 

Durin's Crown oj Seven Stars will shine 
Long as the Khaz6d con fight and mine! 
Treasure and terror loom in Khazad-dum 
Where one do)' Dwarves will prosper in kind. 

Seven Kindred, Seven Stars~ 
Dwarves will take what once was ours! 
Glories past and wealth to last 
Us through the Age oj nearing wars! 

Much of the wealth of Durin the Deathless - his great Axe, for 
example - remain hidden within the Deeps of the Black Chasm. 
Enchanted weapons, magic items and rare jewelry of all kinds still 
rest in the hushed shadows of Moria's lower depths. Only last year, 
the Fellowship entered Moria, where Gandalf the Wizard bauled 
an awesome BalIog whose "relatives" may lurk nearby. 

THE TASK 
To recover as much of Durin's legacy of treasures and weapons as 

possible and to flee with them to the safety of the Easl·gate and 
beyond. 

9.1 MASTER MILITARY CHART 

N, " Race Lvi "" AT 08 

DUR8AGHASH (First and Second Deeps) 

Bodyguard/ 36 les.5er Ore 4 15 Ch/ l S l<l 
(Wolf mOUnlS) Great Wolf 3 90 SL/ J l<l 

H ... y. Warriorsl SO Lesser Orc 3 50 Chll6 2l 
Adult Wat.l90 LesserOrc 3 45 Nol l 35 
Young War.l lOO Lesser Ore 2 35 Nol l 35 
War:gs! IO Warg 5 t50 Sl/4 30 

SNAGAHAI (First and Second D«ps) 

Orc-lo rds/ 6 Lesser Ore 5 70 Ch/ J4 35 
Guardl 50 Lesser Orc 3 50 ChIJ 4 30 
Adult War.l250 Lesser Orc 2 40 ChI ll 30 
Yo ung War.l300 LesserOrc 30 Chil l 2l 

URUK·UNOINGURZ (Sixth Level) 

BadyguardJ3 Cave-troll 10 tOO RL/ II 25 
GuardlSO Mixed Uruk-hai 6 85 Pil lS ts 
Adult War.l200 Mixed Uruk-hai 4 70 PI/ 17 35 
Young War./50 Mixed Uruk-hai 2 55 PI/ 17 30 

BALROG'S TROOPS 

Elite Guard/ lS Olog·hai t5 180 RLll t 35 
Trolls/ IS Olog-hai t2 160 RL/ II 30 
Elhe War.l l08 Uruk-hai 8 110 PI/ 19 40 

TIlE DWARVEN MANSION WATCH 

Lord Warderll KhazAd 21 t65 Pino- n 
High Mystic/ l Khazid 21 160 PI/ ZO- n 
Old Myslicl7 KhazJd 18 155 Plno· 77 
Mystic Warders/ 49 Khmd t4 145 PI/W· 77 
Wardeo/ ) Khaz1id 18 tOO Plno- 77 
Deep-wardenl7 Kh".3d J4 155 PI/2O' 77 
Guard-warden/ 49 Khcld to 120 Pll2O"' 60 
Guarcls/343 Kh ..... 7 10' Ch116- 55 
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8.6 THE CLOSING OF THE UNDERDEEPS 

(FA 100) 
Setting: 

Requirements: 
Aids: 

THE TALE 

A deserted Moria at the opening of the Fourth 
Age. Specifically, the end of a mithril vein under 
Redhorn. 
A high·level party of righteous adventurers. 
A detailed map of the interior of Moria. Ex· 
perienced miners would be a big help. 

For all anyone knows, a relative of the ferocious Balrog lurking 
beneath Moria slililives. With the victory of the Fellowship over the 
forces of Darkness at the end of the Third Age, some hearty folk 
took heart and resolved 10 go to Moria. Rumors of a large, 
magically·enruned , round Stone of Closing made long ago by 
Durin's folk and rolled into position near the Balreg's lair have 
reached the ears of Elves and men in Eregion. Confronring those 
who choose [0 investigate the rumors are puzzling Dwarven runes 
some imerpret as clues to immense treasure. Olhers suggest the 
runes are warnings. Only a few will investigate, and fewer still will 
live to tell their tales. 

THE TASK 
To seal off the chasm where the BaJrog waj[s with the enruned 

Stone and 10 overcome the other demons stirring in the dark. Then 
the successful advemurers can claim the prizes due those who dare 
to risk so much wiLh so little chance of success. 

9.0 CHARTS 

_ I 
G, Melee Sec::ondlln' MovM Notes 

AI L 80s<: 60sp 5 Wolf-riders . 
6SL8i l<l Very fast; if ridden. fast. 

AIL 6Of. 20sp ·5 Some ust spears in melee. 
65sc: w,p 5 Usc o"'alsh.ields. 
5Dsc: W,b , Use oval shields. 

SOLBi LCI60 30 VerY, fasl and vicious. -
AIL 80s, 80sb 10 Also ~ Master NPC Chart. 
AIL 60s<: 50sb 5 Also use spears. 

45se 50sb 0 Also use .spears. 
]5", <Osb ., Also use spears. -

(AI L) 1lOba IOOHCI 5 Use Largt Crealu~ Crhicals. 
AIL 90Ih SSsb 10 Take ears as lTopbies. 

75" 1Sha , Some usc ba's or 2-H sc·s. 
60s, 65,. 5 Some use ha's or 2-H sc's. -

(AI L) 18Sth IWRack 10 Usc: Large Creature Critical!. 
(AIL) l60ba IOORock 5 Use Large Creature Cri ticals. 
A I L IOSbs 90cb t5 Use a varielY of weapons. -

(AIL) ZOOwh" llOha - 15 Milbril equipment. 
lAlL) 185wh · I IOha- 15 Dwarven Symbols on shield. 
lAlL) 177wh· 1000a· 10 Dwarven Symbols on shield. 

lAlL) 16Swh· 9Oha- 10 Dwarvell Symbols on shield_ 
(AIL) Inma· 1l0hcb 10 Milhril equipment (+ ZO). 

lAlL) 16Oma" 9Shcb 10 MiLhril equipment (+ 20). 
lAlL) 14Oma- 8Shcb 10 Adarcer ~uipmenl { + I SJ. 

(AIL) II Oma- 1Shcb , Adara~r equipment (--+ IS). 
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THE DWARVEN WEAPON-HOST L·~ Hll) AT ]!? ~I\ c,-. t\!Jtt ']f njJI .< pl' ~ 

Weapon.lord/ l Khazfid 21 165 PI/ W 77 V20 (AIL) IJl~ 15 Mithril equipm~m ( + 20). 
UM-lordlJ Khadd 18 115 P1120· n V20 (AIL) l7Owh" 9Oha" Il Mithril equipm~t1I ( + 20). 
Attack-lordl21 Khazad 14 150 PIIlO· 77 V20 (AIL) I S(ho. h" SOha" 10 Muhril equipmem ( + 20). 
Lot-herdl147 Khazid 10 1>5 PU20· 60 VI5 (AIL) IJOwh" 70ha" 10 Adan:tr equipment (+ ISJ. 
Guard·herd/ 44I Khazad 6 .5 PVI9" " VIl (A I L) l(lOwh" 65ha 5 Commands 21 balllc-guards. 

j\."I:c-herd/44I Khuid 5 80 Ch/ 16 50 VIl (AI L) 90ha 6Oh. 5 Commands 21 pemen. 
Bow-herd/ 147 Khazid 4 77 Chi ll 25 N L SOwh 70hc:b 10 Commands 7 an.:hen. 
Battlt-auardJ3087 Kha.ldd 4 70 PI1I9 45 VIO (AIL) SOwh 50ha 5 Some use macei or maltocles. 
A);.cmt'n/3087 Khaz3d 3 60 Ch/ 16 40 VIO (AIL) 60ha SOh. 0 Some use 2--H wllr-axes. 
Archm/ l029 Khazid 2 45 ChI ll 20 N L .. Ssp 50hcb 5 Some use long baulc-axes. 

~y/cnlire lribc Khauid 30 ChlI6 35 VS (AI L) lSwb 25ha 0 Weapon.: and armor \·ary. 

• - Armor or "upon is magical or specially made. 

Cadrs: The ~tat i s[ics given describe each type of combalant. Some of Ihe codes are ~Ir·explanatory: RlIt:e. Lvi (level), tills. Sh (Shield). and Mov M (Movement and 
Maneu\er bonus). For descript ions of the mOre complex statistics set: The Master NPC Chari. 9.2. 

Solf: Uruk·hni and Olog·hai can operate freely In daylight. lesser Orcs and Trolls fight with a subtraclion of · 100 in true daylight and -2S in magical or enchanted 
daylighl: normal artificial light will oat hether them . Hunlry Orcs may e8lthe eoem~ andl or Iheir own dead. SlOoe Trolls turn to Slone in real or magical daylight. 

tIIotf: Unless indicated otherwise. Dwarvcn equipment is al least sted (+S o r + 10) . 
Note: The Dwarven fo rces octUpy Moria prior 10 TA 1981. while the o ther forces occupy it after thaL 

TABLE 9.2 MASTER NPC CH A RT 

N:lmf L,I tlib AT DB S h G, Melee MiS1>ill' Mo~ M Notes 
DB DB 

BAlROG 66/36 420 PI/20 60 (AIL) 24(kh&wp 12O>p&Lu 50 See Sc:ction S.l ror a complete description. 

ORCS-
Maugrath 9 130 Ch/ 16- 25 N AIL I 20th- IOOsp· JO Uruk chief of the Ourbaghish. 

+ IS Adarcer equipment. 

Ulzog 7 100 Ch/ 14 30 V A I L lOOse 90sb 5 Uruk King or the Snagahai. 

Gorthak 6 80 Ch/ 14 35 V AIL 90s<: 70sc 10 Ulzog's son. 
Shagog 5 75 Chi ll 35 V - 80s< 90sb 10 Ulzog's son. 

TROLLS -

UfgllRlOg 12 175 RL/II 55 V (AIL) I.sOba- 100.. 0 Cave-Troll King of the Uruk·Uriglng.un:. 
+ I Sba Uses Larae Crealure Criticals . 

lugronk IS 200 RL/ II 35 N (AIL) 11Shb· 120 ... , 0101 leader of the Balros's Troll .guard . + IShb. 

Uses Large CrealUre C rillcats. 
Muranog 20 no RU II 40 V (AIL) 2oon " 1401'0 10 V!!ry intelhgent OloS; H igh LIeutenant of the Balrol. 

U5t'S runes. +20 nail. Uses large Creature Criticals. 

DWARVEN WARRIOR KINOS-

Durin I 49 177 P1120· 77 V20 (AIL) 1J2~h· 200wh· 10 + 20 armor and shield. + lO wllr hammer (does double 
damage and can be summoned by wielder from 11 

, diSLanC!! up to 171'). 14 Dwarven symbols on his shicld 
(see Seetion ].l]). 

Durin II 14 120 PIl20 "- 77 Y20 (AI L) 117~h" 171hcb" 5 D~'l\f"\'en Bard. vain wn or Durin I (lno ..... n as Durin-
Durin). di~ al a relathel) )'Oung age. Only kno ..... n 
Blonde Dwarf; EI\<es dt'nit'd lhlll hc was 3 Bard . saying 
"you can't call that musk". 

Durin III 35 171 Plno" 77 V20 (A I L) 21<Mh· 190wh· 10 Same equipment as Durin I. 

Bain 21 177 P1120· 77 V20 (AI L) 19Owh- 16O'-A h" 0 Same equipment as Durin I. 
Durin VI 28 177 Plno· 77 V20 (AIL) 21Owh" ISO""·h· 10 Same equipment as Durin I. 
N.iin I 21 110 Plno- 77 V20 (AIL) 200wh* 171wh" 10 + 20 armor and shlt'ld. + ]0 war hammer: returns up 10 

2l2' when Ihrown. 

Balin 28 177 P1120· 6' VIl (A I L) 200wh" I 77hcb- 10 + IS armor. WUT hammer and crossbow. 

Thorin III 21 177 P1120- 60 VIl (A I L) 190wh" l17hcb- 5 + 15 armor. war hammer and c rossbow. 
-

OT HER DWARVES -

Falin 18 147 P IIlO- 65 V20 (AIL) I 6t)wh , Il0ha· 0 + 20 armor and weapons. 

Crolin J 100 ChiD- 30 N - 9Om.' 8Oha - Il + 15 armor and .... capons. 

Gam 10 125 PV20- 65 VIl (AIL) 14Om1l- 8Shcb· 10 + IS armor-and weapons. 

Tili J 77 Chi ll- 45 VIO - 1Oma- 10hcb· · 10 + 10 armOr and weapons. 

.. - Armor aT ~capon is magical or specially made. 

Cudt'5: The SC3lisiia liven describe each NPC; a more detailed descriplion of some of the mort important NPC's can benbTnined from the main le)(I . Some of the 
codes are ~If~xplanalory: l,1 (level), HilS. Sh (Shield). and Mov M (Mo\'ement and Maneuver bonus). The more complex slali~l ics are described belo ...... 

AT (Armur T)pe): The t ..... o leller code gives the creature's MERP armor type (No'"' No Armor, Sl = Sofl Leather. RL - Rigid Leather, Ch = Chain, 

PI '" Platr); the number is the equivalent ROLEMASTEH armor Iype. 

DB (l)df'nshf' Kunus): NOle defensi~'e bonuses includc su).\s and shield . Shield rererenl"t'S include qualilY bonus(e.g. "YS" means "yes. a + S shield"). 

Gr (Gn':II \'es): "A" and "LJ are used 10 indicate arm and lei greaves respectively. 
~. 

0 8 '10 (O rrenshr 8onusa): Weapon abbreviations follow 08s: rll -ralchion. ss-short lword. bs-broads ..... ord. sc-sdmillu. Ih - t .... o hand sword. rna-matt, 
ha - hand axe. wh-war hammer, ba - bait Ie axe. wm - ..... -ar mallod . c1-c1ub. qs- quarter sTarf, da-dagger, sp-spear, ml- mounted lance. J8-ja~elin , 

pa -pole arm . 51-sling. cp-composil.e bow. sb-shon or hor~ bo ...... Ib - Iong bow. Icb- light cross bow. hcb-heayy crossbow. be - bola, wp - ..... hip. 
t.s- Ihrowingstar. hb - halbard. ro - Rock (Large Crush). Ammlll and unamu:d 311ncks are abbrevialed using code from The M3St(f BeaSt Chan. CombaUlTlIS 
untrained in a t)'PC: o( \\'eaponry (e.g .• Orcs unlruined In missile combat) 5ufrcr a pennity of ·2S ..... hen attacking. Meltt aud mlSsileofrens i ... e bonuses include the 
bonus ror I.hc cOlllbatant',s best w.:apon in thatcalegory. 
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9.3 MASTER BEAST CHART 

Allark 
(Prlmary/ 

Typt L~·I IIEn('oun sa. S_ Hits At DB Secondaryrrertiary) NOIH 

eo< 0 1· 100 S VF/ VF 4 Nol l 60 25TiI - / - Found throughout Moria. 
Qlamber Bird 2 21 -30 S VF/ f It Nol l 60 SOSPiI3SMCII- Shy. but capable of ambush (+ /-5 to Crh. 

rcsulls) when surprised. live in damp clay C3\'t'S. 
Cave Bear 12 I·' H FfF JOO SL/ 8 4() 8S HGr/ 90HCI/ 50HCr Use LarKe Crt'alure Critical tables. live o n or 

nt'ar surface. 
Cave-troll, Aduh 12 1·2 L M/ M I1S RUII 2S lOOHCI/ 8SWe/ - U~ Large Creature Criticals. Usually solidary or 

part of small group. 
Young , 

I·' L MfM 100 RLitl 20 6OHCI/ 40We/ - As above, usually part of a family group. 
Cave-worm 10 I H MF/ F 160 RLIl2 30 9(lH Gr/ IIOHHoll20HBi UK Large Creature Crilicals. grapples foes and 

then uses other attacks. 
Cavern Wing I 2· 100 S F/ VF 8 Nol l SO SOSCI/ 40S Bi / - Aggrcssi\e. Employ ambush tactics (+ / ·810 Crit. 

resulu), Will felreat if their leader is killed , 
Death Shrew I 1-' T M/ F 2 RL/ Il 10 4STi/ - l - Extremely ag,gressive. Carr), the disease called 

The Blue Hand (E Luincam). 
Dire Wolf, Adult 4 2·20 L VFI F 80 Noll ., 7.SLBi/4SMCII - Attack In cooperative groups. Uve near or 

on surface. 
Young 2 1·20 M VF/ F 60 No/ 3 4(1 6OLBi/-/-

Echo Hawk 3 1·2 S VF/ BF 27 No/ I 6' SOMCI/40MPiI- OpportUnistic. Often found near Grten·nower 
vine (Lothplen), 

Ghost,~r 7 I ·' M FIF 100 Nol l 30 Spc:cial/ 60MBa/ 50We Uses Large Creat ure Crilicals. 
Drains 3 CON pt/ rnd (IO'R). 

Greater " 1·2 M VF/ VF I.' Noll SO SpedaI/ I IOWe/ 90LBa As above; appears as living being. Casts "Trance" 
spell (IO'R). Drains 5 CON pl/rnd ( IO'R). 

Ghoul, Lesser I .n, M M( F 2S Noll 10 2SSBaIlOSCI/ IOSBi Stupid, animated corpse; infects wounds. 
Greater 3 uny M MFIF '0 Nol l 20 4()MBa/SOSCI/ 45We As above; Cam "Fear" spell (I0'R). 

Red Jaw • 1· 10 M F/ VF 90 SLI7 lS 9OLBi/ SOLGr/ 60LCr Bright liiht'producing organs make ambush 
vinuslly impossible. 

Skeleton. L~r 7 .ny M FfF 100 Nol l 30 5OWe/ 60MBa/ - Cam "Fenr" (IO'R): after 3 md, 
drains 2 CO pt / md ( IO'R). 

Grealer 10 .ny M VF/ VF '" Noll 4() 9SWeI70LBa/ - As above, e,~ccpl drains 4 CON ptlrnd , 

Specter , 
I·' L VF/vF 200 Nol l 100 + 40 Shock. Boll (range: S') Only affected by concussion hits; 

use Large Crealure Criticals. 
Vault Sltrike I I·' T VF/ BF , Nol l 60 JOBi/ 4OTil - Piercing shriek acts as a 1st 1 ... 1 attack : \'iclim 

stunned I rdliO RR failure. Tongues bear 
Shrike Poison (Gwinwin Nalaew). 

Warg , 1· 10 L F/ VF 160 Nol oS " 8SLBiI SOMC I/ - large. intelligent, vicious wolves. 
Water-drake 18 I H Ff F 24() PII20 4() ISOHBa/ l1OHGr/ I80HBi UKS Su~r-Large Creature Crilicats. Primary 

anack is actually a + 120 Water Boll (r.J.nge:200'). 
Wight, Major 2S I L M / M 170 Pill9 30 I SOWe/ SOLBa/ - Uses Super-Large Creature Crilicals. Casu 

"Fear" (60·R). Paralysis and sleep, upon t.ouch. 
,=<, " I L M f M 120 Chll6 30 J IOWe/ SOLBa/ - Uses Large Creature Crit icals. Casts 

"Fear" (lD'R), Paralysis and sleep, upon touch. 
Minor 10 I L M/ M 90 RII II 30 9OWc/ 80LBa/ - Uses Large Creature Crilicals. Casts 

"Fear" (lS'R). Paralysis and sleep, upon touch. 

Cocks: The statistics gjven describe a typical creat ure ofthattype:, Most oflhecodc:s are.self-C.Jtplan31or)' : b l (ievel), IIER(oun (number eneountered), Slze(Tin)" Small, 
Medium, Large, or Huse), HIlS, and 08 (defensive. bonus). The more complex statistics are described below. 

Spnd: Acrealure'sSpetd ugh'cn in lermso f "MovementS~ I Attack Quiclrness": C K Creeping, VS ~ Very Slow, S _ Slow, M "" Med ium, MF "'" ModeratelyFast, 
F _ Fast, VF "" Very Fast, a nd BF _ Blindingl), Fast. 

AT(Annor T),pr): The two lener code givc:s the creature's MEHP armortype (No "" No Armor, SL = Sofl Leather, Rl .. Rigid leather, Ch = Chain, PI :10 Plate): the 
number is th(' equivalent ROLEMASTER armor type. 

An~k: Eachall3ck codutanswilh the anacker's Ofreruive Bonus. Thefifst Icll!!rindicates th!!sileoflhealtaclc.;T _Tiny,S _ Small. M = Medium, l =< larke, and H 
- Huge. T he last tWO leum indicate thelypeofattack:Ti ... Tiny, Pi ... Pincher/ Beak, Ba ,.. Bash , 8 i = Bit!!, CI S' Claw, Ct _ CrUSh, Gr ,.. Grapple, Ho ,.. Horn, TS 
'- Trample/Stomp, 51 = Slinger, and We = Weapon. These codes durer slightly rrom the MERP codes and the ROLf:MASTEH code$. 

(Primary/SKotHblryrfmiuy): Each creature wuaJly initiates combat using itS "Primary" attack. OC!pending upon Ihe si(Ualion Dr su~ofthe Primary suad, it may 
later ust iu "Sttondary" attacle or "Tertiary" attack. 
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9.4 MASTER ENCOUNTER CHART T THE CITY THE MINES 

L7.L6, 
ElKounlu L1,L6,L5 IA.U L2.tI,OI,Ol DJ.D4 05,06.07 L5.1A,LJ L.l.LI,OI,Dl OJ,D4.DS 1>6.01 

Chance of Encounter 15" .. IOOf. 20·, 12", 40':. 10'. 8·, 6 010 10", 
DIStance (in milC$) .s 1 .2 .s .2 2 1 2 ., 
Time (in hours) 4 8 2 8 , 8 4 6 8 

ChuleTrap a OI..(}5 QI.{)7 01-07 01-10 01·10 01-03 01-05 Ol-e)? OI-O~ 

Dart Trap ' CJ6.20 OS·22 08·15 11·13 II-IS 04·10 1)6.15 08-12 06·OS 
Plale Trap· 21·25 23·30 16-20 16-25 16-25 11 -13 16-19 13-19 09·14 
Pit Trap 26-15 31-42 21·)0 26-35 26·35 14-23 20-29 20-29 15-24 
SpikeTl'3p 36-38 43-47 31-34 3640 36·38 24 JO-J! JO 2S 
Steam Trap· 39 48-49 37·38 ... 1-49 39-19 2S 33-34 31-4() 2640 
Whc<el Trap 40 SO 39-4() SO SO - 3' - --.. " 41 -50 SI.f>O 4148 51 -58 51 ·56 26-46 36-47 41-50 41-53 
Chamber Birds 51 -53 61 ·62 49 '9 " 47·52 4849 51 -52 ,. 
C8\'t! Bear - 63 50·51 60 - - ' 0 - -
Ca\'c-lrolls 54-59 64·69 52·53 61-66 58-60 '3·60 51 -57 53 ·61 55-59 
Cave·worm - - - 67 61-63 - '8 62-64 61)-6, 

Ca\'crn Wings 60·61 70·71 " 68-69 64 61-66 59·60 65·67 66-68 
Death Shr~ws 62·63 72·7) " 70-71 6'.(,6 67·68 61 68·70 69·72 
Dire wol~es - - 56-58 - - - 62 - -
Echo Hawks 64·65 74-75 '9 72 67 69·74 6')·(,4 71·72 13 
Ghosts. Lesser 66·67 76-77 60 7).'74 68 75·76 6' 73 " Gre'Jler 68 78 61 15·76 69-71 77 66 74-75 75·76 
Ghouls 69·70 79-80 62 77· 78 72·73 78 67 76 77 
Rtd Jaws· 71 · 72 81·82 63 79 74 79·81 68-69 77-78 78·79 
Skeletons. Lesser 73·74 8) ·84 64 SO·81 " 82.8) 70 79 80 

Oreater " 8' 67 82-83 76· 78 84 71 SO·81 81 ·82 
SP«'u~rs 76 86 6. 84·85 79·81 8' 72 82·84 83·85 
Vaull Shrikes 77·78 87·88 69 86-87 82 86-91 7)·74 85-86 86-87 
WartS 79 89 70-72 - - 92 "·76 - -
Water-drake· - - - 88 83·8, - 77 87·89 88·92 
Wight. Minor 8().81 9{)·91 73 89-90 86 93 78 9().91 93 
Lt'Sstr 82-83 92·9) 74 91·92 87·88 94 79 92·9) 94 
Major 84 94 " 9)·94 89·90 9' 80 94 ., 
No rmal Orc Patrol 85·94 95·97 76-90 9'·96 - 96·98 81 ·92 95·96 -
Larger Ore Group 95·99 98·99 91 ·98 97 91 99 9)·99 97 96 
Balrag Orc Patrol 00 00 99.()() 98'()() 92·97 00 00 98.()() 97·98 
Elite Tro ll Guard - - - - 98·99 - - - 99 
The Balrog 00 00 

• - Th~ encountcn; have II special requirement such as ..... ater. steam. a chasm. an air duct. etc. Reroll if such requiremenlS are not prt'Stnl. 

[\rIotC': This chan is designed to aid II Gamcmaster using Moria dunng the post T A 1981 period. It can be used to determine the location and ucturencco( encounters" hich 
art not set in a lilted place by this pacJ;age or the Gamemastrr. Iran encounter is rolled that is inappropriate. just reroll uOIilan appropriate one is obtained. 

'Jole: An enrountcrd~ not always rcquirt a fight or similar 3C!i\;ity; a group can 3\-oid or placalesome oftheaboH~ danacu "lIh proper action or good maneuver rolls. 
This chan onl)' gi\ti the Gamcmastcr a guide for em:ouOIcrs .... ith unusual or potential!) hostile traps or creatures. 

Note: Sometraps wi!l not befunclional duelo nOI beingaclh'atcd or maintained. Forntch 20 years (round down)thal have passtd since 1981, thcreis a I ~.chancelhetrap 
will not take effect whcne\'er it would normally be set orr(duc 10 disuse and no maintenance). For example. in T A 2600 (6 19 years. roundcd down to600 ycar$} there wo uld 
be II 3O'!0 chance that a trap would nOI go off. Such a trap still hasa chane-eor going otT every lime Ihat SQmeone hits the trillgcrmeehanism (i.e~ . a Ifap might no t go off 
"hen the lirst person hit s thc trigger. but it might slil1goorrlalcr). The Gamemasler may also want to as~ignachancetballrapsarc nOlactivaled (i.e ., nOlarmed or primed 
logo of!) . We s uggCSt a 10·20't. chance overall. 

LR ofthis Charland CodlS: When in Moria. a group iHither in THECITY orTHEM IN£S. further rnore.agroup isononeortheSC'\;'c:n levels (L7. L6. LS.IA.I..J. Ll. 
ll) Orolltofthese\o-en OttJ)!"(OI , 02. OJ. 04. 05. 06. 07). These twopiecesorinformation detenninc -.,lticlt column is used illtheencounterproc.eS5. Every$oofLen in 
pme lime, the Gamemasler sltould determine the appropriate column and then roll ror a poWbl~ encounter. The penod of Ilmt 1..'0\ ertd by an encounler roll is eilltrr the 
Tlmrgivcn on Ih~ehart ur the time it lal..es the group 10 caver Ihe Ohlance givcn on thechan. whichever isshorter. If an encounter roll is lesstltan \lrcqUallO IheCttancf' Of 
Em'ollnltr ghen on the chart. a second roll (1·100) is made to determine the nature of theencounler. 

10.0 GLOSSARY 
Adarcer: A white aHoy, Adarcer is extremely strong and capable of 
cutting iron. See section 4. 12, MINERALS. 

Adz: A cutting tool made up of a blade fixed at a right angle to the 
handle . 

Aule: The great Val a who awakened the Dwarves in the First Age. 

Azog: Ore chieftain who slew Thr6r, heir to Durin , late in the 
Third Age, inspiring the Dwarven war cry. "Azog!tI 

Basalt: A dark, dense. igneous rock . 

Crebain: Giant evil crows. 

Deep: A lower tier of the city and lhe mines of Khazad-dum, of 
which there are seven. 

Frieze: An omamemal , sculptured band around a wall. 

Cranite: A durable, granu lar rock used for walls and sl ructuraJ 
suppon in Moria. 
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Laen: An eXlremely hard and durable volcanic glass often forged 
inlo keen·edged, enchanted weapons. 

Level: An upper tier of Khazad-Dum, of which there are seven. 

Marble: A hard, crystalline limestone used in sculpture and arch· 
iteclUre. 

Mattock: A weapon like a pickax with a broad end, a favorile of 
the Dwarves. 

Obsidian: A dark volcanic rock resembling glass. 

Porphyry: An exuemely hard, purplish-red rock embedded with 
crystals. 

Tier: The seven Levels and seven Deeps of Khazad-dum comprise 
the fourteen Liers of the Dwarven complex. 

Underdeep: A shadowy and mysterious region of Khazad-dfim 
beneath the Seventh Deep, of which there are an unknown 
number. 

Winch: A hoisting machine which uses a crank. See section 4.34. 
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Cloudyhead 

Mort. spans the width of the. Hithaqlir (t.1lsty Mountalns) and lie!! beneath ,he: triad ofhtgh spireJ wlUc:h Includes,l\e Caradhna;(Redhom), d~. CrkbdilISlI...-emne). and thr Fan· 
uidhoI (Ooudyhtad}. To d\e '(oUt ba Enzion in Eriadoc-, while to thor. east ~ is l...6nen in Rhovanlon. AheM: it ~ the pnks and the Clrith Catadhras, the -RaihDm Pd.· 

Although the wheM! of the.compIcx is:often called the -MinesolMoria: th«e ~ lCtuallytwOlC'Ctlons. ll\t" City lie, in d1e taJ(en\mot;C t«tion of the Cekbdil, whlk ,he e«cnsivr 
Mil"'lC$spnlw\ throughout the: nonMm.southem, and .... 'dtl!m regioruof the mountain nnd reach under both the Can.dhf\l$ .. nd theFanuidhol, Both the CitY and Mines are.m. 
V1dcd IntO founmt tius, 5C"\'Im ~ls ovtt.R"Vm~. Beneath the ~ Ik the unexplored and uNJX'akablt.Under.<keps.. 

LEGEND 
The OOSH«don abow show. Moria's fQUgh layQUt. HoruomalllMllndlcat1! the Ippt'O)limaF.e ttladonshtp of the-~$Qnd Deeps; verricallincsdcllnt1lte INJOf cha&na. $bnring 

lines; 500"-" t~roUtt o( the principal descending passap; venically aligned ~ng line5l"q)reseflt the main COntinUOUSlipiral Stairway$. Of COUI"1C. thedoZMli ofln6t-TabySSl;S, 
tub-levels. staircases, and conn«ring ways are spread throuahout tht compkox. 

Blue areas rqlresenl thl: l,..rvel$ of Moria, whilt' ted colors tht' Otcps. City qutlnm hllve a purplish hut. 
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