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1.0 NOTES ON THE 
FEATURES AND USE OF THE 
MIDDLE EARTH SERIES 

COMMENTARY 
This series is intended as a tool for gamemasters who wish to have a 

strong working foundation for fantasy role playing campaigns based in 
J .R. R. Ta lkien's MiddJe~earth. The modules detail specific regions of the 
continent of Endar, and attempt to give the reader a view of the physical. 
intellectual, and spiritual structures of the given area; politics, culture. 
goography. climate, and magic are all included. Since these territories can· 
not be fully de~cribcd in any modest tome, emphasis is given to the domi. 
nant andl or primary fealures. Where it is possible. "typical" layouts are 
provided, giving the reader an approximate idea of what would be found in 
a given place or a similar setling . All of the data provided is aimed at giving 
a picture o f part of Middle-earth, and the gamemaster is encouraged to use 
these resources to bui ld upon ; certain vague areas and details that co uld not 
reasonably be included in the modules can be defined by using the founda
tion provided in conjunction with one's creativity. The invaluable source 
material found in Tolkien's wo rks and the continental map of Endor are 
ideal aids, and act to stimulate this process. 

Each module covers certain citadels and settlements with great care to 
detail. Nonetheless, these works are 110t intended as "readY-lo-run" cam
paigns. The gamemaster is given the basic information necessary to unders
tand and visualize a part o f Middle-earth. This data. combined with ex
amples and whalever source material the gamemaster wi shes to employ, 
will enable he/she to add whalever color and detail is deemed necessary to a 
given campaign. Any fantasy role playing rules system may be used , and 
any form o f campaign call occur , so long as the gamemaster and playe rs are 
satisfied that it fit s their requirements_ ICE provides a dC$criptive view o f 
the continent , with a general overview and certain key structures and con
cepts; beyond the given fou ndation , it is up to the individual user to set up 
the campaign . Crcati\'e guidelines, not absolutes, are emphasized. 

The series also provides interesting source material for those desiring to 
understand (he natufe e f a particular region of Midd le -earth . Each module 
is based on extensive research and attempts to meet the high standards 
associated with the Tolkien legacy, Where the material is imerpretive 
and/or speculat ive great care has been taken to insure that the conclusions 
fit into the patterns and schemes that have been defined. In these areas, the 
modules aim at providing the reader with the flavor of the region, no more. 
Stimulatio n of the creative processes is the goal, and ICE does not intend 
such material to be the sole or "proper" interpretation . In addition, always 
remember that Tolk ien's wor ks are the ultimate sources. What is provided 
in thi s series. however, is a consistent view o f al l of the conlinent . We hope 
that this will help the reader to delve deeply into the wondrous world that is 
Middle-earth . 

1.1 DEFINITIONS AND TERMS 
Tht followi"" ,ubSt'ClIon~ pro ... idt hand~ rdl:rtnct and inrorrnat ional da ta . I'or II mort In d tpth 

ana1~~b or cerllin tnm~, con,ult tM \'ariOU5 sources (set K Iec1C'd read ing s«tion or motluk ). 

1.11 ABBREVIA 1'IONS 
A. ____________ A tlunaic 
A..____ _ _ _ _ ___ _ ail lity· 

AT. ___ ____ _ ____ armortypl: 

bp. ______ _ __ __ _ btonztpia:d s) 
8 .S. __ ___ _ _ _ _ _ _ _ S lackSp«ch 
Ch. __ _______ _ __ I:h.risma" 
Cir . ______ ___ __ _ Cirth 

Co. --- --------cp. ______ _ ____ _ 
constitution" 

l"OpJX'r piK~b) 
C RIT._________ _ _ crltlcalmik~ 
Du. __ __ _ _ _ _ ___ _ 
E. ___ ______ _ _ _ 

EI. ____ __ _____ _ 
Em. ______ _ ___ _ _ 

EP. ___ ______ __ _ 

I. A. - ---- ------F.A. __________ _ _ 

GM. _ ___ _ ____ _ _ _ 
IP, ___ _ _______ _ 

u. ___ _ __ _ ----Ilar. _ _ _ __ _____ _ 

Hob. _ _ _ _ ______ _ 
In. _ __ ____ _ ___ _ 

Inl. _____ _ _____ _ 
Ip. _________ _ _ _ 
Kd. ___________ _ 

Dunltndins tonlUe5 
Etlain 
Eldarin 

I:lI1l'a thy" 
r~hau5t iOn pointhJ 
First Age 
Fuullh Agt 
;am~ma~t tr 

gold pltct 
Hobbirish (WC1lron \' ~riantl 

Haradrim 
TIr~ flohbit 
lnlUi tiou" 
inltllig~l1~e " 

iron piect'( s) 
Kuduk (Ancirnl MHobbitishM) 2 

-

kh. _ _ _ _ _ _ _ _ _ _ _ _ Khu l.dul (O ..... r ... ilh ) 

LOIR. _ _ _ _ _ _ ___ _ _ Lord (J/II" RI",l (l _ Book I, t tc. ) 
Mt. _ _ ___ _ ______ memory-

ME. _ _ __ _ _______ Middk-carth 
mp, _ _ _ _ _ _ _ _ _ _ _ _ mithri l piC<lC'(s) 
MP. __ __ _ __ _ _ _ __ movemtntpoint(s) 

Or.____ ___ ___ __ O rkishdi.le-cll 
Pr. _ _ ____ _ ____ _ 

Q._-- -------- -
prtSenct· 
Qu~ny. 

00. _____ _______ quickntu· 
R. _ _ __ _ _ _ _ __ _ _ 
Re. ___________ _ 
Rh . _ _______ _ _ _ _ 

RR. ______ __ __ _ _ 
S. _ _ _ _ _ _ _____ _ 

S.A. _ __________ _ 
S O, __ _ __ _ _ _ _ _ _ _ 

$p. _--- - - - - ---S.T. _ _________ _ _ 

SI. __ - - - ------T.A. _ __ _ ______ _ 

TClla· __________ _ 
Ip. __ _ _______ _ _ 
v. __ _ ________ _ 
w. _ _______ ___ _ 
Wi$, ______ _ ___ _ _ 
\\.' 0 . _ ______ ___ _ _ 

• rdtrtncts 10 5111ts 

1.12 DEFINI1'IONS. 

Rohirric 
relsollilll" 
Rhm.'.nion tongUtl 
rC1islancc roll 
Sind.rin 
Strond Agt 
Stlf dhjcipUn~ · 

silvtr pJKe(s) 
Silvan tongun 

strtnath · 
Third Agt 
Ttnaw.r 
lin piecci~) 
Variq 
Wellron (Com mon) 
wisdom" 
Wost (Druedain) 

Thl: majo ri lyofuniql.ltle rmS and I nlll~ll t ions from Th~ H obbit .nd rh~Lord o/Ih~ Ri"p.renO! 
dtscribed btlo ..... : ra ther thty are to bt founu elsewhere in tht text. in Ihe sectiom concern in; places, 

inhabillnts. t". 

Armor Tyl"' (AT): Armor is the basic protC't:tive capabllily lIJsigneu 10 Iht mlltrlal covl:rina the 
body. Armor typt rt ft'l'S to the sp«:ific kind of covtring fou nd on a l iven c; haral:ttr/creltu rt 
(e., . AT 15 ref tTl to "rull chnin.~ chain mai l covering muSI or the body in tl'lt fo rm of. shin 
and leginllP - or any cqu;valenl). Armor type;5 Jynomyrllor.u .... ilh "umor d aM.8 

&r:1J.blr: Ca lled B~ormn8S in t he Utt Third Aa~, th is disptrscd " roup ofl nrll~ men has a confustd 
o ri,in. Tht y ar~ a Northmen brlUldl which apparently becamt d islil1ct in eldt r lill1($. Their 

numbtrllH~ ftw . and SOIllC have distinqui5hcd them all a clan rat her thilirl a ~PlralC pc(Iple. 
Cullu r al1~ , and to SOmt tl~l l tt ph)'slca lly, ho .... c ... tr. Ih~y .r ~ IIniq uf' . 11115 ,roup has trl d i. 
tiona lly lived in 5mllll ilroul"$ I1r siu&it fami lies on wd l-Itnded ~manors. 8 Some like Bcorn's 
l in~ , have fa ... ortd rela l i~1: lowland" "' h i l~ Iht m-.lori ty r('Sick in Iht pauo and foothills ortht 
Misty Muull tai rl$ o r Erl:oJ Mithrin . In tach Cll$t, lhtir prestnce Is extremely sublle. 

Tht ClrTock Is I holy ,i t~ to tht Orijabar lind ha$lon, bftn Iluarded by tht lin~ which spawns 
Scorn in Iht l.te T hird Age. l'l'It!iC folk art txtrtmely hospit.ble to those few thq roruidcr 
fri~nds, and product brtads and hon~y~ af unparal1eltd quality. Of other m~n. thty art mOioI 

fricnd ly with the folk of Dalt . TM Dalt-mtn arl: apparrntly tltdr clostst kin, possiblyvrpllin· 

inltht I:3rl y Kl tlt mt n t n~ar w r~mOle a mourn.in . 
/JQjtl~gQhu' i, the ~l.lui~.ltnt labtl.mon, Iht othtr Northmtn, rar tM Bc1jabar ust a more 

ancient Rhovanio n tOn&u~. 

C hannf linjt: Channeling rcplexutS the pu .. ~r fro m those: nn hilh (t .• • Iht Val~l) as ch.lnrtdcd 
th rough Iha r followus. o thcr $ptll UKTS, 01" lhe.- 50urct brin •. It is tht poWtr o f tht d ittits 15 

mll.ni fC'$ttd in the "everyda)'~ worlU. Profcssinn~ usina channtlinl : r;it'l'ic, hulC1', animis t. 

nln leT. 115lrolOlcr and 'or~r" . 

C hlfac:trr: Set Mplaytr cha rll.Ct ~ r . H 

Combat Roll: A roll rtprescnlinl a comhilll swina o r milsi lt attack. 

C~~d41" Hita: AccumuJal1!d damagc 10 the body. ~)ibl)' k-..KI;nl to $bock and unron.~sn(Ss. 

NOTE: '''''' / rrm MItIIJ - will J'omrr;mft br"ltd /"J/ftJrl o! ~(JftCunjQn h/fJ_ M 

CounUn, IIr Coup : l Rh . "Cumlian Rearn,,) An I!othra im practice thlll may hive ori!!ins furtl'l~r ~ISt. 

II in" o lvn t h~ louching of an tfltmy without il1OiC'ling harm. Somt USt their wnpons or a 
nick, butlh~ a re g te~t honor i ~ given thost ... ·ho louch their foc wrlh. bart hand, To be suc· 

ctsdul1y touched is to b~hum il iated . No on~can be a lord amon, tht £othralm without h .... inl 
counted coup ~tlt;l5t on ~e, 

Critical SII1kr ICRln: An t5~iall)' errcct;Vt swinK. missile a!tack, or spell which penl:lrat(':5 tht 
ta rael 's b:.uk tl~fen~) and r~ulu in 50me special or .ddltional damngt. 5011l("[hinl more Ih Ol.n 
thc typical conCUSlion hit dfcct . 

OdeftS;"r 80 • .., (0 8 ): Thf' 1011i1 ~ubl raction from thcc;omi>at roll d U~lo Ihtdcftndtr 's Md'·lm.ge'S, 
incl udina bonU)tl for defender dtXtC1'ity . sh rtld, ~upl:riority o f armor. posil ion, and magic 

ittms 

O"ntdlin: Thtst hiah men .... tre IhOSt Edain IMfathe" of mtn") who Iott lled on tht is land conti nt nt 
or Nomtnor. far 10 1M w~, t of Middlt ·u rth. Tht DuOC'dIIO conqutrtO and/ or colo rl izcd 
millly areu a lonllhe wellttrn, southern, and ta$Itrn coa~l~ of Endot durina tht Second Agt. 
and wtrt , rul lords among m~n . Un fortunat cl~ thtir ,rtal dt~i r t (or po ... ·er (at lC1U1 amona 
wmt) led to tht destruction o r Iheir hom~ island in t h ~ middlt of the Seconu A BC . This 
"Do ... nfall~ ocrur rcd a~ a r ~su lt of tht ir invlsron of Ih~ Und~ing Lantls and chalknl~ 10 tht 
Va.l l r. Those ca lled Ihe "Faith ful" oppmcd th~ polki~1l nd ha lTed or~"'ts which ltd ro Ihe 
Downfa ll , antl "'er~ sayed when the i51t sank. TM)' la l" founded t h~ k i nldam~ of Arnor Ind 
Gondor (in tht North and Sout h of northwestern Miutl lc-t.n h). Man)' Munfailhful"lroup!; 
sUr\';ved in I h~ ... arious colonit) oflht Duntdain e5ublishtd in happier tinln (e .•. the 8Black 
Numtnortan~" of Umbar). The term Dunctla in rcfe r$ to tht Numenoruns and th~ir tle~en 

d;ants in MKld lt ·nrth. ,mull:' ,,'hk h POS'tS~ consJd~r.blt physical and m~ntll ~lI~nllh. 
longevil~, a nd P rich cul lurt hllstd in Bru! pnl on ch·tn wa)'s . They art but onc aroup oflhc 
F.dilin. iI .:01lC'C1 i"'t g roupinl of mtn "II h rf'lativtly Idvlnced cult urt • nd I r at~~ of EI"jsh blood 
""ho had a i<kd in the Win allin" MOr&01h in 11'11: Fir51 "8t , Trans: S . "Edain oflhl: Wnl. M 
Sing. Dunadan. 



lhruYl!I (Klilu.d): The dwarves are descmdants of 1M Seven Falherl of Ihrir kind and tic'd to the 
Vala Aui4! IThe Smith). They are slid 10 have come from Itone. Their IC'ven linn or hou.mlstC· 
tied a varielY or separlte areas, usually in or by moumains. Owarv" are rather short , about" 
10' feel In heiahl (Ihewomen sliahtly Iw). stocky. and of ruddy complukm. Th~ have dtoep· 
Jd eyd, dark hair, Ind beards (which they 11'0'00'1011& and often braid). Rnil tant to diwl.W!!l 
and tIIlremcly llronl, they live.n .verIJe of 2~ years, and often 10 lhe Ijj;e of 400. They have 
!iupmo, li,ht und~around .nd In places of ncar 10111 darknen. Thdrallh are l uptrb, and 
tky Ire unlllrpAlwd worker. of stone. Like orcs, they Ire mlSlers of mttalwork; but unlike 
tlK aoblin). they Ichievea IC'nw of buuty lI$ 'U1I;u sue",lh Ind ulility. No flcemines as well 
as d'.iarVCS. Rdlti\Oely unferlile and latkina women (who COMtitule leu than I third of thrir 
kind). they rl~ly li re )'(Iuns· or enn marry. Dwarves know or matie Ind .. :elliin c,oQ\:halll 
me0l5, but .eMrallykOrf Illhe way. of ronjurersorthe u.5eOf!PCI1I, prefeninl insttad 10 uw 
such power in thc,o makina of physical ilems. 

DWlf\'es ,!'Cak KhlUdul. a auarded tonlue known by virtu.Uy no one bul them~lves. and 
inicribe l,uin,thc Anlerlhu Moria,. vuiaO! of theCinh (a runic $trlpl). Khl.lldul b marked 
by hanh conwnanu and uses 1 hrec-conwnam pallerns 10 denote common COn«pll . For C,l 

'mple, "KZO" Slructures refer [0 the Dw.n.'cs or Ihingt tsSenlialto Ihe Ow&!ven Iderll!!), (e.g. 
Khaud - Dwarves. Khuzdul _ Owarvish). 

The t .... o kindrcd~ discussed herc arc those of Durin the [)cathless .nd Balli (I) Stonehand. 
The former. "Durln'l Folk. "is IheoldHt and mosl revered of the St.ven Hour.c1. The)' arc iden· 
lined by their Ilnusu:llll)' Ions. rorked beards .... hich arc often braided and worn tucked intn 
Ihelr belts; hence the libel "Longbcards. "Balli's Folk isllt1 "easlern group.H Ind Its kin SPOrt 
eaCh ..... ear I ring of dirk. glls.sy SLonc on the $mall rinler of their lefl hand. Both Houses rlVOr 
colorful, hOOdell clothln, and hand arms. Althoulh many .re proficient .... i!h II.ndlrd bo ... ·s. 
thc-y generally employ C'l'O$>bowl .... hen I need for miuite weapons .rises. Ow.n·n like 
nlC\'.'h.n iell devicc>. 

The anentral home of Durin's Folk is al Khl.2l1d.dllm ("Moria" or MHadhOOrond" ImOnl 
the Elyes). J:k,1Ii'~ Hou)C i) ~"\'ntt1'ed at AkhW'dah ("Ahul~'1-

• 
Ea't~rtlll.': A gcner. l i ~cd Iroupinl of a tremendous variety of rices occupyln, Middle-

-earth .IS f.r ... ·C$t a$ Rhun. A O M ~uld note Ihatlhe tCTm e!iKiltially corTClIpnnds ro "an)' 
. ,oupor men .... hose .... ays Ire alimaoo .... hmc: I.nds a rc unknown, "allc,out in theeyesofan oc-
cupant of western Middle-<tarth . 

USCM't: Thccnencc is thll ... ·hich iscommon 10 a ll things.Ii\·inlanddead. or,anicand inorpnic. 1t 
reprtliCnh a force and order which derines, o r htlpsderinc. the ways of the world, and acu.s. 
Mlurce for lOme f(lrms of .spell power - for cxampl.e. mqjc. Professions usina e:nencc: m.gi. 
cian. ill Usion;JI. alch(,mi5<\ , monk. WrttrC'T, and mystic . 

tlnt Age (I.A .): The rir" r«'orded A,e of Middle-ClIIrth. In be,inninlS date b.ck 10. period 
rtl.llvely loon Ifter the dav.n of time IS .... c,o know it and illl endinl point WII marked by,he 
over,h,ow of MOfgolh (t he "Blick Enemy"). s.uron·!i overlord and mm,or. The Illes of thc 

FiU! Ale are , for Ihe mOSI Plil, fountl in 1.R.R. T llikien's UnflI1L~"m Tofu .nd Th~ 
SilmorilllOIl . TheSe work& ate not uSCl1 or dcKribed ..... iLhin Ihi~ module. ~incc we are focuslna 
on Ihe Third and Four,h I\IC'S. ICE U$C$ I.A. to dcnutt the Fin! A!,e and F. A. \(I Indlcllt 
FOu[Lh Ale dlue~ . 

furuod,.allh; Term which refeT! [0 reSlon .nd people of 'he FIJ NOlth of nor,hwe5tcrn EndO!. 1 hc 
"Northern Wa.~le" i, flirt nf rh l\ realon. and tht "Talalh OluhtlkaM {uebawd Q. "Ever.icy 
Plain'1ls. $CC rlon of the Wastc. 

The nom.d\( Lossoth, 'group of 5locky. relatively shorl men of the Far North are of'ttl1 
called "Forod ...... lrh" 01' "5no""nlCll. M A poor and primit!>'e pcopk. they live on hlg g,sme arid 
wh'lev~ fish .nd sea crUtures thcy can acquire. Their culture appears based on Slonework, 
bone, and wn.atC\·er .... ood they can tr.de for (allhou&h Ihdr COIl tK1 ... ·ith men is JCvet'ely 
limited). They . t~f) make usc of eertlin InCIlli, nOlably copper. Their populations arc aen. 
ually centcred on lhe ... ·nteTlI $CI. shorn. bUI ccrllin ~mall units occasionally make Ihelr way 
inland 10 the norlh.".n river villcyi funhel e.st . 

f_rt .. A.,r (F.A. I: The fl)unh recorded .se of MIOdlc-eanh. the "Aac of Men ." It beaan with 1M 
pauinS of the Three RiR3' over the !eI. Ourinlthe Fouuh AI': mU,1 u l the clve~ del'l:llnecl 
Middle-c1llth for the Undyina Lands; OIher non-m.nnish races slICh as dwancs and hobbit~ 
bel.n lOJ«k !IC)litlldt. for their WI)'5 .... et'e no 10nl('f undmlOod by theuverlords of theconl i_ 
IIent men. 

F.mbft: An especially inef(cctiv('JwIIIS o r mlshandhngol'lhc,o ... 'u.pon which may put Ihe Illlllckcr il'l 
a disadvun,astous po5l1l0n andl or d.mage hIm. 

GamelWa~u (GM): Abo kno .... n I S DM 01 dun&CQnJllaMer. tht rerern:. judie. ClC . The uhimate 
aUlhority in a .l Iven (Ilntnsy ro le playing lame. This pe[ wn i~ rClpon5ibk for giyinglife tn tht 
&an~ by monito[ in, ... 'orld cyenu and prO\'idlnlthe necessary imaginalivt aids . Ht/~he inter
P[ el ~ [ulc). ~VIlII uls I;re\lt ure~ lind non-player characrtr$. and rna Inlaln~ play. 

Gnd: No, Ihe l.mem.SteT. but Eru - the creator of the ..... orld , including Middtr-faTlh . 

Hilt CCOntlollNull Hits); TI[C .mount uf dlinUtlle.n imlivillual can SUJlliln befnre he l(')~ consclOHS· 
neM due to shock .nd pain . Dellh rnultins from massive SY$lem shock OCCU($ ir the IC

cUnlullttd lIam'l~ puinu leach thc tUial of hits -t constilution. 

I.II!.II,, : The :tum of all fJW,'lMS affectina the speed of .I s ..... inJl. 

Mlle.vcr: An action performed by .character Ihat requires unusualoonccntration under prCMU/C, 
ur risk (i.e" climbin, • rope. bll.ncina on a ledae.leaflinl a chuml. Thoc Iction must be of I 
physically acti\'e nalure. 110\ "stltic." 

M,,,,",~tr Roll: A roll rqwcsentin. an .uemplcd maneuver. 
Manlll Art~ Forms or alluk and self defense which invol ~esptCia liled mental.nd physical tr.in

inl and roordina.ion. Much of unlrmed comhaland combll IIsina ... ·tapon kll' falb into thi$ 
calqory. 

M,,": !llnd·lo· h.nd combal(i.e . comNI nOf using projc.::.Hcs. spdls. Of mi»ilc .... C.p.)IIS). 

Mntalism: Thl! realm/ source of po ... ·er .... hich is connecled with Ihe internal patterns of Ihe ,pell 
uscr . It Is the manipulation of one'S own cs5('flce 10 produce spells. Profeuiolls using n,ellut!
ism : mC'f!'lnit, sctf, lay heller. bald. mYitk •• nd astrologef. 

Mkldtt-nrtll : Endore; Endor; Ihe Middte Land; Ihe Middle Continent. One conlinenl.llalld mas~ 
found in Ihe world . h w""' nOI Itself rhe ('I'I,ir",y of Ihe world. althoulh the let ion and eventS 
found in The Hobbil anll Tit, Lord nllh,. R,'nS1is focused on the Third Age of Middle-tarth 
Ind Ihc vcry ht:ginnina of the Fourlh AJle of Middle-earth . 

Mtrk ... ood: The gfUt stretch of western forn. nllN by the Elves Tflur-e-Ndordfw lS. "Forest of 
G/el! Fear"). Like Ihe "Old Forut".nd the"Fangorn." it in remnant orthe ,real for6t which 

once covtrt'd mO$t of north .... ntern Ender. Prior 10 Ihe end o f the first millcnium T . A. il .... u 
J 

known u "Greenwood tM Great," but Sauron's Siudowchan,cd the very _ of the florl 
and rlun. of the rePon. Northern Mirkwood is th.at II'U. nonh of the Mca-I. N.upilll_ 

MQrJO( II : The reiKg.de Val. (K't val&! below) who CO'Vetcd lordship over 1M world, aDd pouibty 

all uillenee. Moraot:h (lit. "Black Encmy .. S. ) .... u lhoccmbodimcnl and foclll ofdark_-cvU 
incarnate - and ($I.blished lordlhiPO'f'Cf "Ofthem Mkldlc-earth durinatbe first Aloe. from hil 
hold II Thanlorodrlm in the Iron MountaiN (Ered Enarln) he btpn to domiMle the wbote of 
the continent; only Ihe elves of BektiancS, the Edam, ttrtaio dwarvish aroup', etc. OfIIJClHtI 
him. MorlOth crClted many foul run of bcbIp by ptfverlinltlte: living (for be tollid oat 

creale life itself): orcs in mod .. ~y or ctves, Iroll ... daJk eouDt~parts forenu. etc. No pow", 
uidc from Em htnuelf, or Ihe other V.lar. COI.lId withstlnd tlte: miabt of this dcm.laod; he 

couki .Iter mountain r.naC$, ClSt flames ICr(lSf hundreds of miles, and Jcnd iqiORli of .... u · 
non - incJudillJ dra.aonslnd bairOIl· on campel.nl of toRquest. Hi. terfOr was unpualJdcd. 
NonClhelC55. Moraoth'i slreRlth w.ned with t'Id\ creation. His Iron Crown .... u his IJUttlt 
prize. for it embraced the Ilaht of the sun.nd the moon in the form oflne throe GrCIII Jc:wdJ 
(the Silmarilli) and contained much of tRe Black Enemy'. own poYo·er. Moraoth was finally 
overlhrown by the hof;t ofthe Vllir In I tltaclyUTIjc billie which "'nk much of nonhwatem 
Middle-eanh .nd altered the world. Sauron, one of the Enemy's lieutcalnlS, ,uI"'ived the 
apocalypse. 

Nugil: Also called Ihe"RinIWrailhs"or limply "The Nine, "Ihne wert ninell'Clllordl of men who 
were enslaved by Siuron In Ihe Second Ale. Cach had Ipparently covded ,reat pow~ and 1tC· 

CC'IIted one of the Nine Rinll o f Men wroulhl by s.uron . Since the rinlll w~e ruled by the One 
Ring and keyed to the Dirk Lord. Ihe NI1 .. l1l beclme slaves. As time paned they became im. 
morlal in I !.ense, undead. and' no lonaer poueJ$C'd bodiet "Iocilted .... ith the livilla_ E'.ucn
lillUy, they became .. shado .... s .. of ,rcat po .... er, and acted as Sauroo'l most trulled lieutenants. 
The Witch King of Ansmlr, atw c.11ed the lord of Moraul, wl.llhelr chief; M .... U the Lord of 
the NUIOland pom:utd the IrelteSt po .... er oflndcpfrKienl action. Thc Nuaul w~earraJd of 
.... ater. wme fires • • nd tht n.me "ElbctClh." They were vlnually bUnd by usual siandards, bUI 
posscsKd amazina ",nSQ of smell etc . .... hlch helped offset this wnknc51 Ind pvc them 
tremendou$ .dvanl'aes in darkne». Their po .... cr w .. lessened durinl the day, and Khamul , 
I he second 10 Ihe Chief, had considtr.bk! ftlr orthe light . Some of the olita's may have shar«l 
all or pan of this flaw . Nonethele», these .... raiths .enerally ov~ their WtUIYZHS. and 
were rarelystayw for more than brier intCTvab. Abo called "BI.d. Riden. "Trans.; B.S. ".-ina 
5('(\o·.nls" or "rinl wrliths1~ 

Non ..... ,.« dti.Rltttr fNPC) : A beina or creaturt in'craclina in • flntasy role playing a.me con
trolled ("run'1 by tile pmemaSter. playn, or anOlher. 0011.1. character JynonymoUJ .... ith I 
pllyer, bUI 1.1 an mtily who hu no identity with a human panici~1. Sina the NPC is ncH 

Identified wilh anyone, itsdcath or Oepar'ure .... m not re,ult in Inyone icavinallKpmeor hav. 
in. to gtnnate a new charlcln. 

NonhllWlI; Also cilled NOflhrons. A ,Toupinl of 1111, stron" r.lr,.nd hairy mannish folk. . Tbcy 
arc of the "Middle Men." a group cul turally and ph)'slcaUy closer 10 Elves than Ihost labeled 
"OOnll1l0n.M but nonClltcien oJhlincl frum thc "Hilh Men" or Edain. Branchn of Ihe Nor
thmC11 include: (I) Ihc Wood-men. (2) Ihe Pilins-men or Grvmu1;, (3) the lake-men. (" ) Ihe 
Dale-men, (5) Ihe Eothrlim, .nd (5) the distant Deijahar - all Rhovanion peoplH in T . A. 
1640. The Rohlrrlm of the laiC Third Age Ire desccndants of Rhovanion Northmen. They Ilrt 
Ihe principal human ~tock in Rltuvanion . Set Sc1:tlun '.0 for more detail. 

OrrtllH~e Bunn (OB); The total addition to the combat roll due 10 Ihe allltk.~'J advanta,es -
indudintllhe attacker'! physical prO .... esl, superiority of .... eapon·. upcr1isc. millie itcrru; . etc. 

Om: Originally bred by Moraoth in the First Ale, th~ crCltures quickly became SC'tvantl of 
Darkneu; it is likely Ihat they .... tre not inherently evil. bUI .... ~e culturaUy and mentally 
preduposed toward the " foul life." Lc&et1d has it thai lheir anccston ... -ere E1ve$ who w~e 
t .... isted in mind and body by tht Black Enemy. 

Orcs arc of two typcs: the leneT Of COmmOf'l orc., whkh '\'~age about four 10 rive fC(1 in 

heighl and sport lI'otcsque, fanaed fUH; and tht arcaln orC! or Uruk-hli, .... ho reach hciahu 
of six fcct and ha\'e more "human" rtalUrn. All are heavy of build . nd h.ve 10nJl, Ihin anm: 

lind thick hKles. 
Bred as labortrs and .... llJriors. orC$ rnpc.:t lillie but brute force, and arc mOil potent when 

scninl unoo .I Mfocu)('(j ..... ilI ... They are withnUI ucefllion cannibaliJlic, blood.hinuy and 
crucl . and care lillie for KKiIlI or,ani7.ati(lll . Gelleratly, smaller tribal/ clan.1 Unil$ are the 
norm, based on a strong luder; elch employs ils () ... ·n dialect. MO$t In .\o\ellar smithl. Their 
Ibilily 10 ... ·ork with metal is hardly par.lItled . Altho..!gh lhe appearance oflhei r ilems isoflen 
pOOr. Lile performance is e:tedlenl . They rardy m.tt ilems unlH5OC'ialcd with rilhting, 
hov.'o:YC'T . 

Lener orcs are born, Jj\Ot. fight, and tlie in darkness; they abhor IiShl and arc blinded by Ihc 
unshielded sun. Grealer orci arc man carefully bred and can ()ptTlte In daylight. T heir 

abilities IQ spellk. orpnize, reason, and fi,hl Ire hishe! 'hln 'heir brClhren . Some claim the 
Uruk-hai arc products ofSlltuman's White HIIOd, lind were nUl spawned from orcs .nd men. 
It O:lPPCIIT>, hu .... cycr. Lhat Ihey fir~t IrOile in MllTdor .• nd I hat their lint3J1e hiS nOI hinl'O do 

with the Scrondborn. While Ihe Inscr orcs f"vor cUf\'cd sclmillrs Ind wicked U~. Ihe Uruks 
bear strailht ~ .... ords and II .... illef ~lIritty uf ~uptliuf .rllls. 

Ortnttltklo. Roll; A roll r\'Prescntio •• romb.tant·. dc.ree of tontrol followina unl.lSu.a1 action or 
SUrPfl.K. 

T"c On, Ri_I: Alsocallw the Rlilin. Rina or l imply the Rinl. ForlN by Sauron in thedepthsoflhe. 
OrOOmin (M\. Doom). the One Rina was the arCaltsl of the ~Rinl$ of Power." Sauron in

tended it It) bc I mcam of .:onlrolliDl the holders of all the oth~ ~at rinJS forged before it. 
thereby enabling the Dark Lord to hold sway 0\0.". lhe eh'cs, dw.rves, .nd men. Mud! of 

SaUI'O"~ 0 ... ·11 ~Irell.th" .... enl inlo it~ making • • nd he could never be !Tuly lIo-hole without it. 
Whm the Ring wu taken from him by Isikiur a t the end of the SecondAlehc .... llncver abkto 

re.;iaim it . Up.)11 refo~mitlJl aruund T. A. 1050. S.uron concluded thllthe Rina ""'$10.\0\, pro
bably .f1tr nO .... inl intO 1M BeJc,a~ (Sea) whCfl hildur "dropped" i . in I hoc walers of the An
duin II theGladdtn Fieldl. The Rin, hid a J(lIseofiUl)wn and $oug.h t power. panicularly Ihl' 
of iu maktl". Sauron believed it .... oullllncvillbl)' ~urf.~ some .... hue in ... ·cstern Endor . He 

went about the. bU5ineuof cooquerinSth~ conliilent. but .l ..... ys kept his eye out for 11K r",urn 
of [he Ring. Hi,.scnu .nd troops .I ..... y. informed him of occurentts ... ·hieh misht lead him to 
it. Thestarch bcoome more active .... hen he .... 11 ..... are thai il ... ·al no longer trulylo!ll. Althoogh 

i[ appeared as .I plain old band lils Inscrlp,ion coultl only be re.d when the ring .... as heated). the 
One Kin l .... aS actually the most powerful item foried in Endor ~ince Ihe construction of the 
Iron Cro .... n. It ..... a' purcly evil and .cted to !IIqnify ,hc holder's de!ires and obsessions tt) 'uch 
Q degree that. relardlc~s of ll11eRt, • perverse e\OiI rCJult wOllld e\·tI1tually occur. The RinS cm
bodied much of the subSllnce of SauroR'51reattst works (e.a. 8arad-dur). With the Ring', 
destruction in T . A. 301\1. Sauron was rore~eT cripflled; hil spirit could no lonaer anume 
flhysical form II we know It Ind h, ... ·as .. bani5hed" from Middle-earth. 



P.I. ,lllr: Seven sphertl of"sec:in,"located al ~trategic iites in Arnor and Gondor, Iht IWO k in8dom5 
of the DUlledain, during tht late Second Age. Originally made by the Noldor ond placed in 
NIIrnt'noT, Ih~ were I.I~ broughT TO Middle_eanh by Eltndil and Ihe "Faithful." TM main 
\"Ialantil WIUi placed in Ihe Dome of SIIlJS in Gondor's capital : CkgHiath. Among lhe othen, al 
leall one \"IOSiC'ucd "allTeiller \"Io"w-Ihan Ihe norm; il " 'ilslocated in ~rnor whhin the glegl 
Towel of Amon Sui (on WealncrlOp). This latter )pncre, 10lelher with anothC'r (rom An
numinu ilhe o ld capital o( Arnor). was JO}I in the shipwreck of An'edui in Ihe middle of Ihe 
Third Age. The other MNorthe-ln SIOIle-- " 'a5IocatC"d in the Tower Hills: Iht'''Southcrn Stonn

were placed at Os,iliath. OrthallC, Mina~ Anor (renamed Minas Tirith), and Minas Ilhil 
(renamel.! Minas Murau!). The sphert'i varit'd in size anI.! colora lioll . Eacht'nabled the un r. 10 
va , y;ng defrers, 10 \';ew far a.vo'ay plact'S and rommunic.ne " 'ith other " 'jlling liMn o f the 
Ston~ . A Iso called "Stones." P lural: palantiri. Trans.: O. "f.r serr. M 

... r,,': The usc of SOJJlC or all or a combatant's offensive bonw 10 incrClSC hil defensive poin". 

P la)tt c"'''Ner (PC): A charac;ter or btina controlled by and identified wilh one of the pla)·ers. In 
Ihe glme eonlelll, Ihe player character (PC) IS the pllyer and vice ver$l. 

Pu,"" Pulnlll : The number uud to ~how how mLJCh ~peIl c.utlng power I spell llser hiS KenS 10 In It 
Jiven pcrilXl (usually ant' dllY or the ~riod ooween two .urerches or flilly lestl'lIl sleep o r 
mrditatiun) . Power point~ ilre ex~nded wht'n a ~~1I1$ca.u . They areexhausled (Un111 the nexI 
period begim) whcn thc point~ ClCllCnded (a.~ a result of The spells ca5T during Ihc period) 
reathn Thc number equlvillent to the u.$oCr's to"l power polnls. Power points are .ynonyJJlous 
with "spell poinll . ~ 

ProftllJkllI: "Iso cal led Mcharacter class. ~ A profeulon ISaCTUltlly I groupin&orlndividulls who had 
a tom moo set of inTerests in thcir early/ formalive }·ea". EXlmple: Ma8kiln~ hayt a prorC$
, ioo bued on I he-if empha}is on Ihe 5' udyof spelb, pari icularJy duringt htir chi ldhood Ind for
malive yeill. 

RHittI.Jtf'I" Rot! (RR): A dice roll which delt'mlioH wht'ther Of" nOl a charlCler/crealure 01 objecl 
lu~uivdy rnists brinJ affected by a spell . The result of unSlK'O"Ssful rolls will be based 011 
Ihe JP(IJ'I dfcct: successful rolli may mran Ihe sprlJ has 1\0 efrca o r reduced effectiveness. 
Resistance roll is SYIlOIl}'IIlOUS wilh "y,"ing 'hro ..... or ~lIving roll ." 

RII_ •• lon: Also ca lled WIId~'lo"d. Tradilionally. Ihis rt'gion includC"S 1111 Ihe land )(tulh of 
Ihe Ertd Milhrin a nd nonh or Mordor betwern the Misly Mountains and Ihe Carnen. The
principaliTY of Ihe same namc. ho .. "C'"tr. " 'IS thai re-gion ruled by tht NOtlhman Idllg 
\, ;dUlla\'ill durinillhe 141h et'nIUT)' T ." .: this area was that cast of Mirk .. ·QOd Ind "esl or the 
Cclduin. Some ronfu!oCd rcports ha~f sho ... ·11 Ihe Cclduin has the ca)tnn bordn or the lalllcl 
geo,raphlcal ellpansc. rh is Illea it"ICludt) Mirl;wood. and Ihe te-rnt is used in this madul<- ill it) 
larger conle" . 

Roll: Normally a percentile ,otl aiv;na random results from 01 10 00 (100). 

NOTF.: I" t"rol,. dn:umSllUltU, rhls , 011 muff hi adjwl.d Ih'OIlKh Ih,us,Qj l1li Clp,,._dnt 
1(j'II_. J'ltldltf, ~.,ullJ {lim!" 100 (It" MIa ... 01. 

!)let: ROU.lNf; a ' NVt:NTIONS: 
010 Roll a 2{)-sided die- to ,tnerale a number belween I and 10 ("0" i) read fU 10) 
U 100 Wa ll 2 t welltY- ~ lded diec 5Imul1ancou~ly, the~ Ihould be- of dit fcrcnl e-o lors wit hone 

determining Ihe IO's dISh , the olhcr the I·s . Sinee "00" is read as JUO, results IhllS Ren
erated arc from 01-100 

NOT.:: Most rolls or DIOO In tht Rolema$ter Syuem are Mopen~nded . " If a roll is 
open·endtd : 

" IOU of over 95 caU, (or I. .second roll of 0100 10 bt' mlWe I.nd added 10 Ihe rir~ to 
determioe the tOlal die roll . If over 95 is rolled on (he seoond rolllS v.-ell , 
lhe finl 1 ... ·0 resu 115 art' addt'd to yet a I h,rd roll of 100. Tbeoret ieally t hl~ pro
cess cnuld go nn rmevt'r . 

A ro ll of under 06 require} Ihal a second roll bt' made and $ubtrfr(lC"d f,oln the fir st 
(likely )'ieldinll Ilt'lative result). If Ihis $C"Cond die roll is over 9, iT Ii 5Ub
"acted rrom the fir:q and a 1 hird die roll is made and subtraC1ed from I his tOlal 

(likely yieldin. a rC5uh of ICSi Ihan 100). This prOCtl) could abo Iheoreti 
cally 'A on forever . 

Roll{ \hllt are: ft04 apen-(nded 5pe.::iflcally Include: 
Slat 8enCTadon rolls 
Slat J!'01CT1tialgenerarion roll~ 
SIal pin rolls 
S~lIla in rolls 

Salath: An Easterlin, tribe froln the ea~tern i horn of the Sea of Rll im. T hcy are precurscrs of the 
Ireal mlgrat,on~ thaI brlin with the "Wainndet",nvasion ofT.". I K51 . The SlS'Th~", part of 

1he sroup called by the Wood~lves "TalathOlh"(5. "Plains Hos,") , and areculturall~ linked to 
both the wainriden and Ihe ~alchoth folk who were 5C! prominentlalerin the Third "lie . Mm l 
lire deeply IAnntct and ha\"e straight black ha ir and brown e)·n. A .semi· nomadl" common 

rolk, they ITe c~cclle-nt hor!iO:men and herders. Their flmtily .roul!Ii cmploy altaI elf\S Ilnl.! 
.. ·"Ions (tht latter callnt "Wains,,) 10 mOVf their belongings. Sag~lh horses Iff gentr~l1y small 

.n\J ~wift. Unlike- t heir brethrt'n. howt'\·er. tht SQ.lIt h \Ju not uSC: " '11 ·dlu iOh . 

Sall.ro,,: The Dalk Lord. the Shildow. Ihe Lord ofthe Rinas. A 'lent'!" Va.ll' who Kr~'t'd Mor&OIh in 
Ihe F;t~ Age, Sauron 5uT\'ivcd Ind went soulh from Ihe eldt'r llnds o r darkness. Durinllhe 
5«ol1d A,e he convinced the Noldor of Ercgion to ert'ale rina} for Iht' Fr~ Prople, ; liter , in 
!l«"ln , hc- f,;,,"ed the Ol1e Rina. Thi, rina e-mbodied much of his powe, Ilid Wa) capable o r 
unitin, and cOnUOm nl ! he 01 her Rinas OrpOWCT - Iht' Thr~ Rinas orthe elVt'"5 , the ~'en of Ihe
d"'a , ven lord" and Ihc Ninc Rinl) of ma nkind. BOlh the dwarves alJlj elves resiSled hi, trap: 

Iht former look orr,heir rillili. while the latter race entrustt'd thein to Ibrer of the wiK. Men. 
howevtr. were flO( K) quick 10 realiZe" IhedanlCT. and the Nine rinp remained in the hand) of 

nint proud lotd) who souahl powt'r and found undyioa darkneu - they becamt the Na(,ul. 
s.uf(m remu"ed himSt'lr 10 the fortrn.5 I.wl.! of Mordor in lhe: Snvn\J A,C lind IhCTe built 
Barad·du! . Mounl Doom (Orodruin) was alread)' u.5t'd u his persona.l forlt' , and wit hin tM 
new realm he beilln toeast II nt'w Shadow upon the conlinenl. Sauron was (werthrO"'n t .. ice in 
Ihe 5«ond Aile. fir)t by the Numt'norcam under Ar-Phara:LOn, and laler by Ihc La)t AUiance 
u f Men IIIIIIJ Elve-I . Elich tillle-, howeH"T, he retumel.! to power. Hi ) MblXly," hu ... ·<;"\(r, was 
dC"Stro)'ed in the Oownf,1I or NumenOl (from which he csc,pclJ), InlJ he " 'as ne\'er ,g~in ~ble 
10 assume flil form . Tht lidless eye-(narmalb red upon black) was his .ymbol. He was re~pon 

\Ible f('IT ereRling Iwo $u!"erior ~arlanl~ of creal ures spawned by MorlOl h - II) thf Uruk-h,11. 
or , reat ort.'!, anlJ 12) the O IOIl-hai. o r black Iroll) . Hath "'ere formid~blc fighting fo rces. 

Ml'ond "Itt ,S ." . J: The ~a:ond rerordelJ "g("" of M iddlc·cnt h. It bcglln a fteT the- f.ll of M OTIOI h , 

wilh the fOll l1din" of Ihe Gley Ha'"clI )all<l Lilldon. The Ille-ended ill S.A . 3441. " 'hen flcT1l.!iI 
and (ill·sllad o"whrtw S/lurun, hildur took the One Rin,. IInl.! the Oa.lk Lord and NIIlllUI 
passed Into the ,hadow,. S.A . is us.ed denolin, dates. 4 

Skill: "n aspect of I character which mabllCl him/ her 10 perform aD action more: dfccdvdy. TIw 
It'ml is used hCTe to refer 10 Ibillties which are particularly applicable 10 FRP campala'" aDd 
advmturinll · 

Stal (C .... raderistk): Ont' of Iht' phyUcal and mmtalluributn which arc considered most impor· 

lanllO an adventurer in a FRP lime. Stall dictlte how well a chancter devdop$, mD'In, 
nghll, ute!!; damaat' , absorbJ information etC, The,. arc u$td 10compwle bonuses IIld wbnw::
dollS to die rolls . 

Third "lefT_" .): Tht' third I"ft:ordcd Ale of Middlt-carth. II btpn fOiknoina Ihedefeal of Slur on 
as a rClul1 of the LUi Alliance o(Men and Elves and ended in T ." . 3021 . when the tcecpc(sof 
the Rilla paned UVt'f the sea (from lhe Orey Hlvens). T ." . i. the abbrevlation. 

Trolls: Made in mockery of Ents, Trol\~ afe tou,h as tne Stone of which lhey are made. Th~ arc 
hUIt' (usually about 10') Ind immoen~ly Slronl, bul aTe stupkJ and s!ow-TJJOYina. Their kind 
hate illl othc-r crutures, a lepey of MOtlnth', dark touch. Normal trolls are di~idcd inlO 
srveraltypes (based on their location) : hill, snaw, and Stone \rolls. The Illter is Iht mOil c0rn

man group. Tht'St' types III rtyetl to lhe .,one of Ihdr substance when ClIpoKd to the lilht of 
day. Anothtr group, Sauron's Ofo.-ho{, desplsc bUI can withstaod sunliJht. Thew "Black 
Trol\§" are quicker than their brethren. and J)055C"M an intellect which enlbles Ihem to act In 
leader~hip pa,itions. They ~re masl terrify;nll . The Elven name for tro ll is "Torog" (pI. 
"Ttrei"). 

Urul6kl: (Q. "Firt'-s.erpcnt" The oidul of Ihe racu of Dralons active in Middle-earth's Ifflirl. 
Tllt'y wcre bred by Morllotft from tilt' or;jinal Drqon slock, and were u:5ed in the War of the 
Grt'il Jcwt'ls. The cII.,lie51 of IhlC5C" beull could 1101 n y, bUI inlprOyemcnlS in breedinl evtn
tu""ly produced dr.kCIIluch u Anca.laaon the Black . Smlua is onc oflhe UrolOki. Note thai 
iomt' historians do not place ny-inl Dr&lons In this c:llu, but Ihis distinction appcln er
roncous. Only Cold-drakcs IIld lesser Dragons rall outside Ihis catetOf)'. 

V.lar: Re-ferslo primary Valar .. fift~n (inciudinll Morlolh}.lnd liter roort~n servlnts ofEru. 
Lesser "ttod~, M dt'mi-jods. t'J)tilin comistina o f pure spiril bUI often takinll physical shipe:. 
MillY of Ihe flt'Oples / beings in Middle~.rlh wonhip Ihem or hold lhan sacrt'd. Guardians of 
Ihe world, il is Iht'y who sent Iht Wizards (lstari) 10 Middle-C"arth. 

'I1te Wfll: Nonhwc.item Middlt-ean h, specifically the arel within which tht' t'YflIU dlCKTibed in 
TIw Hobhi, and TIll! L(It"d oj lit, N"'lS ,ook place. LooKly. the un. from Umbar northward 
lUId Wc.it of thl! t'&llem i hor« of Ihe Sea of Rhun. 

1.2 MIDDLE·EARTH CAMPAIGNS: 
CREATIVE FOUNDATIONS 
Since each module in this series strives for flexibility, the OM is given set
tings which allow for a variety of campaigns. Naturally, no one game, game 
system, or aM's approach is exactly alike. Some portions of this module 
will be better suited to certain campaigns, while o thers may not come into 
play until the adventurers have considerably progressed in skill. It is, 
therefore, important that the OM focus upon the sections of the module 
which are geared to his/ her campaign. 

The maps, cultural notes, settions and general descriptive text relate to 
the area as a whole, and have bearing on the political and economic struc
tures - regardless of the time chosen for the game. These aids are intended 
for use with any campaign; they pfovide the "common denominators" of 
the region, and act as the ultimate creative foundations. A GM who wishes 
to create all or most of his layouts and adventures from scratch will still find 
these sect ions extremely useful. Regardless of the details and day-to--day ac
tivities associated with the area, these fundamentaJ faclOrs have a bearing . 
After all, land Corms and cultural norms change relatively slowly. 

The individual layouts and descriptions of personalities are provided to 
give the OM an idea of the power structure at a specific point in Middle
earth's history. Interaction based on these sections will depend on one's 
campaign , Dominant political figures and their holds will provide adven
turers with certain dcath in many cases . Only the very accomplished and/ or 
strong group of p layer chara<.1.ers will be geared for such an experience. 
Most advenluring parties should best be run in the context of lesser power; 
thereCore , more modest personalities and layouts have been provided 
- enabling the OM to get a creative start should he/ she wish to employ 
alread y-detailed structures_ Of cOurse, aU of the layouts and figures found 
in this module can be considered as flavorful examples associated with, or 
common to, the area . As noted above, these modules describe whole 
regions, and we encourage the GM to create his own detailed version of the 
gh'en section of Endor. 

1.3 ADAPTING THIS MODULE TO YOUR FANTASY 
ROLE PLAYING CAMPAIGN 

COMMENTARY 
This module is designed for use with most major fantasy role playing 
systems. Since the various FRP rules have their own particular approaches 
to combal, spel1s, and character generation and development, certain com
mon descriptive terms have been selected for the individual out lines oC 
places, people, creatures, and things , Unfortunately, statistical data such 
as bonuses and character "stats" differ widely between systems; after all, 
they are keyed to specific game mechanics. ICE has chosen to use percentile 
(0100) terms as a base, since conversion to 020, 0 18, and 010 can be 
achieved with relative ease (note Sec. 1.321 below for a handy conversion 



chart). Player character and NPC characteristics/stats are also detailed in 
one particular manner; again. simplicity and consistency have been em
phasized. and conversion to your game system should be relatively painless. 

This section deals with (I) tips for using this module with respect to start
ing a campaign and (2) guidelines for fiuing the given data into terms ap
propriate for the game system you are using. Keep in mind that fantasy role 
playing is by nature a creative experience. and the individual GM or player 
should feel free to incorporate his/ her own ideas into their game. 

I.ll APPROACH .·OR INTEGRATING THIS MODULE INTO 
YOUR CAMPAIGN 

The seclions specifically orienled toward Ihe G~'l use the term inology 
found in the regi o n (e.g . "Ered Milh rin" imlead of "Grcy Mountains"). 
Thi s. we hope. will help the GM become more immersed in the cu llure ()f 
Nurthem MirkwQud, and will enable him / her to beller aid 1 he PCs. The 
"open sections" employ the English translations. 

The following steps may be helpful when beginning to employ the region 
here described : 

(1) Read the entire module 10 get a flavorful idea of the region; 

(2) Reread the seclions devoted to nOlesfor the gamemaster, and converl4 

ing statistics for your game system; 

(3) Choose the time sellingfor your campaign. Shouldyou choose 10 run a 
game al the beginning or end of the Third Age, or early in the Fourth 
A ge, pay particular allenlion to the section de,'oted to {his rq,ion "at 
other times . .. In jacI, this seclion will give the GM an idea oj the "on
siderations involved wilh setting a campaign 01 any dote olher fhan that 
choJen here. ICE chose the mid Third Ageasa particularly exciting era. 
bill you may enjoy another time even more; 

(4) Assemble any source materials (note suggested reading) yOIi find 
necessary; 

(5) Research the period you have chosen and compose any outlines you 
need in addition to the material provided here; 

(6) Convert the NPC. trap, weapon, spell, and item statistics to terms 
suitable to yOllr gome. Note changes in the systf!m you ore IIsing which 
must be mode in order to keep your campaign in line with the flow of 
hJe in Middle Earth; 

(7) Create a 10101 setting, using loIs of maps 10 detail patterns and provide a 
creative framework . In this way you will have a rich and consislent 
world, and the/oundation data wiIJ give you thefle.xibility to detail ran
dom areas and events. 

I.l2 GUIDELINES FOR USING YOUR FRP RULES SYSTEM WITH 
TillS MODULE: CONVERSION NOTES 
When using Ihis module with your FRP campaign, be careful to nOle all the 
non .player character s tatistics before beginning play. Should any ad
justments 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 s trengths and weaknesses 
of the individual); and creatures discussed. Most FRP systems will relate to 

the data, and conversion should be simple; remember, however, thaI there 
are dozens or role playing rules and (he change-over from the statistics 
given here may be troublesome: you may wish to design you r own NPCs 
using this module as no morc than a framework. 

Note: As 0 general role. all bonuses indude ad"'antages or 
disadvantages which normally operate in activities invol"ing 
the given characler. Offensive bonuses include Slats, en
hanced primary weapons, conslanlly or near-constantly 
operating spells, skill levels or expertise. etc. Similarly, 
defensive bonuses incorporate (he efjects oj shields, slots, 
special items. skill. normally activaled speJJs. etc. Spells of 
limited duration or access, secondary weapons, and other 
factors juvolved in a given situation may actiO modify these 
bonuses. The character's description will oct (0 give the 
reader a breakdo wn of the specific components making up 
the bonuses. Bonuses preceding weapons or shields are 
modijkalions /0 the inherent strengths of the given item (e.g . 
a + 10 Shield would subtract 30 from on opponent's alloc-k, 
for Ihe shield would normally add + 2010 the Irolder's DB, 
and the bonus odds another + 10). 5 

1.31t Connrting/ Delerminlng Slats, Ten s tats are used to describe each 
character detailed in the module. Should you use a character development 
system with different characteristics andl or an alto::mative number of stats, 
simply follow these steps: 

I) Assign the appropriate stat from your FRP system to the value given 
beside the analogous characteristic listed in t he module. I f your rules use 
fewer stats, you may wish 10 average the values for those combinations 
of factors which contribute to acharacterislic found in your system (e .g. 
dexterity = an average of quick ness + agility). Should your guidelines 
utilize more stats to describe part ora character, you may wish to use the 
value provided for more than one "corresponding" characteristic (e .g . 
you might use the value assigned to constitution for both endurance and 
durability) . The following is a chart listing some examples of equivalent 
stat terms: 

STRENGTH: power, might, force, stamina, endurance, conditioning. 
physique, etc. Note that the vast majority of systems in
clude strength as an attribute. 

AGILITY: dexterily, deftness, manualskill. adroitness, maneuverability, 
stealth, dodging ability, litheness, etc. 

QUICKNESS: dexterity, speed, reaction ability, readiness, etc. 

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

SELF DISCIPLINE: will, alignment. faith, mental strength or power, 
conanlrah'on, self (:ontrol, determination. zeal, elc. 

EMPATHY: emotionalcapacilY, judgemen/, alignment, wisdom, mana, 
magical prowess. bardlc voice, etc. 

REASONING: intelligence. learning ability , study ability, analysis rating, 
menlaJ Quickness. logic, deductive capacity. wil, judge
ment, I.Q., etc. 

MEMORY: intelligence, wisdom, information capadty . mental capacity, 
recall. retention, recognition. etc. 

INTUITION: wisdom, luck, talent, reactive ability (mental), guessinR 
ability, psychic ability, insight, clairvoyance, inspiratioll, 
perception. pre-sentiment, etc. 

PRESENCE: appf!urunCf!, If!veJ-heudedness. punic resistance, momle, 
psychic ability. self control, vanity. perceived power. men
tal discipline, bardlc voice, charisma, etc. 

2) Convert the statistical value of the assigned characteristics to numbers 
appropriate for your game. If your FRP system uses percentage values, 
no change should be necessary. If not, use the conversion table below. 

TABLE 1.321 STAT BONUSES AND CONVERSION 

Unusual Personal characteristics such as a high Agility or Strength 
seriously affect the capabilities of a character . The following table gives a 
series of"5tat ." ranges on the 1- 100 scale and the bOnus (or penalty) accruing 
to actions heavily influenced by that statistic . 

Columns are provided for 3- \8 and 2- 12 statistics for comparison andl or 
conversion if other portions of the game system mandate use of non
percentile "'stats. n 

1·1110 
SCat. 

102+ 
101 
100 

98·99 
9S·97 
9().94 

8S-89 
7S·84 
6().74 
4Q.59 
2S·39 
IS·24 
10.14 
5·9 
34 
2 
I 

Bonuson 
0100· 

+35 
+30 
+25 
+ 20 
+ IS 
+ 10 

+ S 
+ S 

0 
0 
0 

- S 
-5 

- 10 
- IS 
- 20 
- 25 

Bonus on 
D20 

+ 7 
+6 
+S 
+4 
+3 
+2 
+ I 
+ I 

0 
0 
0 

- I 
- I 
- 2 
- l 
- 4 
- 4 

• This bonus will vary wilh race if appropriate. 

3·18 
Sial. 

20+ 
19 
18 
17 
16 
IS 
14 
13 
12 
10· 11 

9 
8 
7 
6 
S 
4 
4 

2·12 
Sial. 

17 + 
IS · 16 
13· 14 
12 

II 
10 
9 
8 
7 
6 
S 
4 
3 

2 
2 



1.322 Converting/ Determining Combal Abill1y Wllh Arms. All combat 
values are based on Arms La~/aw Law. The following guidelines will also 
aid conversion. 

I) Sirength and quickn~ss bonuses have been delermined according 10 

Table I .J1I above. Note the stats you are using and compute these 
bonuses using (he rules under your system; 

2) Combat adds bas~d on level included here are: + 3/ level for fighters and 
rogues, + 2/ levelfor thieves and worrior monks. and + 1 / Ievelfor bards, 
m onks and rangers. Simply lake the level of the NPC. note his character 
class (or equivalent under your system), and compUie any offensive bonus 
(due to level) appropriatefor your game. Note thai the bonuses other than 
those mentioned under armor type are "offensive" adds. 

3) If your system is based on Skill Levels (orolher skill increments), use Ihe 
offensive bonus as given. You may have to C'onverr the add to a non-per· 
centile vallie. Alterna';vely. you may wish to note Section 1.325 below. 

4) Armor Types given are bosed on the foJJowing breakdo wn: 

Armor Iype 
I 
2 
3 
4 
J 
6 
7 

8 
9 

10 
II 
12 
13 
14 
IJ 
16 
17 
18 
19 
20 

Co\'erlng Descriplion 
Skin (or light / normal dothing) 
Robes 
Ught Hide (as part of body, nOlormor) 
H eavy Hide (as part of body, nol armor) 
Leather Jerkin (pliable leother) 
Leather Coot 
Reinforced Leather Coat 
Reinforced FilII-Length Leather Coat 
Leather Breastplate 
Leather Breastplate and Greaves 
flalf· Hide Plale (as /Xlr( of body. not armor) 
FilII-Hide Plate (as part of body, not armor) 
Chain Shirr 
Chain Shirt and Greaves 
FilII Chain 
Chain Hauberk 
Metal Breastplate 
Metal Hreastp/ote and Greaves 
Half Plale 
FuJJ PiaU! 

Simply look at the armor description and substilute the appropriate or· 
mor type/ class/rom your FRP system,' 

5) De/~nsiv~ bonus~s aff based on the NPC's quickness bonus as computed 
On Table 1.321 above. Where the defensive bOl/us is in parentheses, the 
~'alue also incflldes the added capability 0/ a shield (an extra 10 for non· 
magic normal shields, plus any yailiefor magical enhancement). In such a 
case, simply note thatlhere i~ or is nOf a shield, and iflhere is, what type. 

1.323 Converting/ Dtttrmining Spells lind Spell Lisls. Spell references 
provided hcre arc in the form of "lists ... gro llpingsofrelated spells. Each list 
has a common theme and normally will have a different but related spell at 
each level . For instance, knowledge o f "Fire Law" to tcnth level would 
res ult in the acquisition of 1..0 similar lire-based speJls, one of each level 
from one to ten . Whether the spell user could effectively cast these spells 
would be up to the GM, the system. and the caster's level or degree of skill . 
FKP systems using tules which provide for the learning and development of 
spel ls through "colleges" or along specialized lines employ concepts similar 
10 those used in this module . Many systems, however , dictate thaI player 
characters or NPCs undertake to learn but o ne spell at a time, often with no 
requirement that its subj ect mauer/ efrecl relat e to a paTlicular background 
or pattern. Convert ing Ihe NPC spell lists to individual spell counterpart s 
will be more difficult, bUI can be achieved with relative ease using the 
following guidelines: 

/) Look at the NPC's spell lists and note Ihe va";ous names for the group
ings. Each nome will indicate what type oJspell specialization the NPC 
has followed (e.g. the "Fire Law" Jist indicotes a preference for fire
oriented spells); 

1) Note the N PC's level and determine the number o/spells or spell group· 
ings he/ she would haye under your game system. Also consider Ihelel'el 
of power oJ accessible spells the NPC ..... ould have (e .g. a 51h level magi· 
cian under your rules mighf haye a maximum of 8 spells - two 3rd level 
speJJs. three 2nd level spells. and three l sI level spells). 

3) Select spells fro m YOll r system appropriate for a spell IIsero/the NPC's 
level and profession, keeping in mind that the preferences indicated ;" 
tire modlile should be followed where possible. 

1.324 A Note on Lenis. When using cerlain "level-systems," a OM may 
nnd that the levels provided make characters too powerrul for his world 
system. If this is the case, mulliple the levels given by .75 or .6 depending 
upon your situation . This would reduce a 20th level character to a 15th level 
or 12th level character respectively. Remember 10 reduce appropriate 
bonuses accordingly . 

1.325 General Skill Bonuses. General skill bonuses can be obtained by tak· 
ing the level of (he character and calculating the appropriate bonus under 
the system being used. An NPC's add, as noted above, will be based on a 
compilation of level. his weapon and/ or ot her items, the relevant stat s, and 
skill levels. The normal bonus derived from skill development has been 
computed as follows: (a) where the skill level is zero the bonus is - ]5. a 
reflection a/basic unfamiliarity; (b)a bonus of +J isawardedforskillievel 
one (a +30jump); (c)Joreach skill level between one and ten an additional 
+ 5 bonus is applied (e.g. skill level seven yields + J5),' (d) for skill/evels 
eleven through twenty the additional bonus is + 2 (e.g. skill level nineteen 
yields + 68); (3) for skill levels twenly· one tlrrough thirty an additional 
bonus of + / per level is awarded (e.g. skill level twenty eight yields + 78); 
and (f} a bonus of + Vl is givenJor each skill level above thirtieth level. 

1.326 Locks lind Traps 
The locks and traps found in this module are described in termsofdifficuhy 
to unlock or disarm. Subtractions are from the roll s represenling a person's 
attempt to lind or overcome these devices . The difficuhy fac tor may repre· 
sent a speci fie column on an action / maneuver chart (e.g. Rolemaster or an 
additional subtraction or modification 10 (he auempt roll. In any case, the 
Ie, illS are descriptive and will help the GM determine whether the trap is of 
above average difficulty, and how much . The descriptive term is a relative 
constant based on the following order of modification: Routine ( + 30), 
Easy ( + 20). Light ( + 10). Medium (0). Hard ( -10). Very Hard ( - 20). Ex
tremely Hard ( - 30), Sheer Folly ( - SO), Absurd ( - 70). P oor lighling, 
one's physical condition, nearby activity, etc . may affect the lockllrap 
modification number, but not the difficulty category. Thus, a trap might 
read "very hard ( - 50)," indicating it is normall y a " - 20" construct, but 
other factors (e.g. dark) make it harder to disarm. These additional pro· 
blems are easier to overcome than ,the intrinsic complexil Y of the 
mechanis m; this explains why it differs from a well-lit pit which reads 
"sheer folly ( - 50)"10 disarm. The" - SO" associa ted with the "very hard" 
trap can, with thought, easily be reduced to" - 20," but no more advantage 
is normally attainable, short of disassembling the mechanism. We suggest 
that a modified (0100) roll exceeding 100 results in success; skills, stats, ctc. 
should be applied versus the difficulty subtract io n and the roll 10 yield a 
result , 

Enmple: Wonir the thie/encormters a supposed trap in the 
passaRe waJJ. The GM tells Irim Ilratlile mechanism appears 
to be "lIard"to disarm, and thai the darkne5s in the fNL,,·sage 
will make it even more difficult; the module s tOles "hard 
(- 40). " As stated abo"'e, the normal modi/icatioll for a 
"hard" category mechanism is - /0. so the OM knows that 
the additional - 30 is due (of actors other than the trap itself. 
Often the descriptive passage will show whal the other pro
blems are (e.g. lighting), but in any case the OM wilt be able 
to note some external faclor(s) alld will allow the acting 
characler to redllce the difficulty modi/ication to the usual 
addition/ subtraction by acting correctly (0 overcome the 
outside obstacle. /n this case, a iii torch wiJIeliminale the 
-30 modifier Jor lighting, reducing the trap to a - 10, the 
normfora "hard"(rap. Should (he trap read "extremely hard 
(-JO), " the GM would note thai the - 30 is the inrr;ns;c 
modifier for a trap of thaI category, and that lighting etc. 
play no pari in thefigure; the trap would have to be disarmed 
accordingly. Tire terms used here. in order of difficlIJty: 
Routine, Easy. Light. Medillm. fiord. Very Hard, Extreme
ly Hard, Sheer Folly, and Absurd. 



SUGGESTED SPELL LISTS USED IN NORTHERN MIRKWOOD 

ESSENCE 

GENERAL 

Spell Wall: RR enhancement 
('una Pllt'ftptJo ... : li5ten; ... atch 

Rune Masttry 
t:t..u 1i.1td : telekinesis 
U.l)arlltl WI,S: ma,ic lock; ""door 
PII,dtfll .. ..nIl.K(IIIUI; bal.nce; rl'Sislancc 
~t IIluUoto' 
tld«tl., WI,. 
t:ltmcnla' Shlddl: li,hl/ hell / cold protection 
Do!I"inl Way.: ItlIl l tlcmenllll analysi5 
I .. vlsible WI)"' 

LiYinll Cllllllile: ~hrinlr.: C"larac: change 
Spirit MIUIH)' : charm: sleep; ..... ords of command 

SIoWII Rrho: .torina: bendin,: delaylnll 
I.ofl)' Bride"': lea!'in,: IC/lYing: Inn, nom; tcl"porl 
Spt'li .:.11.11("",11'11, : rtnac: duration 
I)bpor:lllna W,,... 

Shield MIUIUy: shield; bladt,urn; denCCl 
RI!Hd W.,-. : run ; haste; speed 
CalII' MUltf)': an imal and demon summonil\!. 

MAG IC IAJ'IlIJASF 

nre l.a ... 

Itt La. 
Earl" ...... 
Ulbl Law 
Wlncltaw 

W.ltr L ... 

ILLUSIONIST BASe 

llIu~n M.llIltry 
MI.d Se_ Mold'i. 
GIlISH 
Sound M.oldiol 
Lit"'1 Motdio, 
FH"I-TaslfooSmrll 

ALC HEMIST BASE 

Ench."tln, """s: bollu5-ts to ... eapon$ lind armor 
E$H(I(C Embtddlnl: 'pells in ilrm~ 
Mfi1I.1c..lI. t:mbeddinl: ~mc for other real m! 
Or.ln' ... Skills 
IJquld / GII SklllJ 

I"or •• n .... Sk.II.~ 

MONK IIASE 

MOl"', 1kidt;C'1 nip: .... all and cei lin& funni ng 
":nsIOM: swina: dodle: hasle 
Beld,. Rt'm : ~Iren¥th : unpain : eooCC"fl lralion 
Mon ... ·i SntSf: \ision: dC1celion 

Bod" flt_·.I: minor f(J)airs 

EVIL MA ,I C lAN 

Pill)"'. £roMUI : pain, 
MaUer Ohnpll .. n: eart)l 10 dUSI; shallcr 
IlIrt: ( :nnlt-ttl: "'"hh d tmon5 
D.rt Summo.~ : demon~ 

l)arko,,,,; dar" of aU kind5 

SORCERPR nASI' 

Soul Dco.wruNlon : PO»CM,On: ahJolulion 
Mind f)HlrtU"llon : Jolls; pain: Mind Bruk 
J1csh Deiilrucllon: limbs; o rgYn,: body 
Soul 1lu1,,1('"llon 
Gu IJC'Ilr~UCllIL 

MENTALISM 

GENERAL 

l>dwlnJ: def«l: past vilion 
Oft.khll: blur ; i nvi~.bll il)': displacement 
l>:allliat R~"II(W': liS. heal ; cold; ~lUn; hil1 
AfillelpllkI .. s: Inluilions: dream~ 

AU.ek Anlid.nn: shield: denn.1 ions; bladnurn 

80111_.-: ligh' ; 'Of'; s hoc~ bo" : SUnfif~ 
Sfl' Hulinlt: (minOr (epairs) 
1)~ltdlfMI.~ 

lIIusI .. n~ ( IIII~,' 

§ptll KeshlllllC't: enhanced RRl 
~I~ ""l,jJltty: waler / fog/dark vision; mcnt. eye and ear 
Gil "".nlpul.llon: fOBS ... IO cloudml5lCT}' 
Shlfrlna: b.lance; chanBin,: fo rm ma~ lt'f 

Uquld M.nlpul.,lon : boll walet. . . IO calm sus 
.... p"'lI : run : $[lrCd ; hllS le 

Mind M'.~'tf) : pr('K"IlCt' : mCllud ddcJl)n 
Solid M.nlpullllon : "'alm SIOll e ... lO lr~fl~flIulaliun 
Ttlt"'lnHls 
Mlnd'i ()oor: leavilli: 10l1i door ; mimI's door 
""f) ... ~m,,,r: le.pinS; fly : passins 

MENTALIST BASE 

P'N!n.c:t: mind ~tOt~ : mind typinl!: finding 
MI"d Mtlltt: m ind scan: Ilrobn: thous ht .~ I e.aling 

Mi"d Colt l,uI: ques'lion: ho ld; coma; m ind mut t r 
Smw CO.lrol: numbinS; ntl"\·e ~Iu n; controls 

Mild AUKI!: jol t ~: pain: mind 'hOUl5 
MI .. d Spff(h: 10 groups and far a .... ay 

SEER BASE 

P.,I \lbluo~ 
Mind \li!liun_: Ilucslions: truth: 5I.OIn~ 
True P~rtepliu" 
Futur, VI!liun5 

SC'Mt ThruUllh OlhC'u 
Trill' SiJlht: thrOUlIIh .... uod/slullc / di ~t allcc 

I.A \' HI' Al ER: nASr 

MrrS<'lf MhlC-r)' 
Curtr,,~siOIl Ma)t('f, 

IkonC' "h~ln) 
Blood MIl..~IC'r" 
P'O:IIIhC'lk. 
l'rrvr lind UrCln MUltr" 

BARD BASE 

Lo~ 

Co.lrollllill $01'11_ 
Sollnd CO.lf~ 
Su.nd Projfdk ... 
It'll! tOrt 

I:VIL MI:NTALI~T HASI: 

Mind Erow..n: dat ro)' ~Iau 
i'I'IIrMI SlIb.·C'.-s.(U",: I'Sfcilo!>n 
Mind Uealh: 10rs ('1: losl e.~pc:nC llce 

Mind IIIws.OWi! mtnlal dhorden: phobias 
MInd nnmln.rlmll: 1lI1~<.Mlion: ~\lbj"ea lion 

MYSTIC BASE 

Confusinll: Wa"s 
"idinJl 
M)"sllc.1 Ch.nlt 
Liquid AIIC',.don 
Solid Allrnrlhln 
Gu Allcratiun 

C IIANNEUNG 

GENERAL 

Sge11 l)rr, .. ~: R R ('nh.n~enl 

Banitr I .... : .ir/ walu/ ,,·ood/ Monr ... lI s 
I)('I~uon M,slery 
I ... rl" Moo'rm,,,IS: Itmb/~lone walkinS; muglng 
WHIhf1" w.)~ : prc<hc!lon; " 'utlier connol 
S .. u"d·, WI,: s llenu; quiet ; 50undwaU 

Ualu'. WI": li,hl: l ura : s llock/ b. ll tn inll bolts 
PlirlUrlllo,,~: rSi!.Ca.w and poison cur rs 

Cf)lI(' ul.'Io,,'~ Wlf : hil poinl IIealins 
N.lu~ ·J I. ... : herb lore; animal mastery 
Blood taw 

80", La. 

Otta" I..w 
Mu~ltl ... w N.,.·, I. ... . 
1.1)("1'''1: WI"~: find Ins: dirKlion, 
ell ... Splrit~ 

C'"thtn~ : food / " 'aler erCOl lion; planl grOWl h 
S'· ... bollr WI)~ : imbcddins of .~)'mboh 
I.urt: lighl /duk/ cuf.w/ poi!lOn lore 

C LER IC BASE 

Chlllll('b: raw po .. er: absolu tion 
SlIm".o",: of lm imali and demon~ 

Cmnmllnll WIY~: drtam, ; Intuilions; communing 
IJfl' ""i !C't) : life keelllng; Ii ftg'II' ng /raise dud) 
PruIKti""J: RR ; AT Ind e'emC'nta' prolections 
RC'p"l~ron,: of undead ; channels; curses 

HI:ALt.R BASl:. lm~t po ... cr fu l healing h~t~) 

Surf_ \\-I,'l! con('os.~ lon hcahng 
11011(' W.)~ 

Muse-It WI) ' 
Orl:.n W.,,~ 

Klood WI,', 

Trln~rtrrlnll w.,..: ... ·ounds from largel 10 htaler; 
... ho ('lin only h~a l " 'oundS from his own body 

ANIMIST UA SE 

N .tu,r'$ Mo. tlnC'nl: Ii III h/ stonc/ al r .... ·al Io.i ni 
.. IMnl Mulft)' 
Animll MalitC'r" 
IIrrh M.~ltr, 

Nllllrt'~ l.o~ 

Nltu~'~ Prj.lfl.'t l ... n: facfld(S; or,anic dl.' nl.'(1,on~ 

RANGER BASE 

hth MIISftr}' 
Moo'lnR WI)"II 
N.torf·~ ( ;"Io;t:$ 

I" ...... WllI\o: htlil / roid p,o ,(>;uom; RR mod. 

Nlillirt'C WI, : wrathrr IlfKheli(ln: locations 

EVIL CLERIC BASE 

i)iql!lf 

lb." Chnn,ls: t\·n falil l channclinll~ 

!.bt'" LUft" 
Cur!lf~ 

NKrumllnfY 

ASTROLOGER BASE 

Tlmt'l 8rIdJl:C': .ltdn, Inlo the PII~l /ru!ule 
WlY or I h~ V "Ic~ : rni nd ~P«'"h: conI rolli nil: 01 hers 
Uol, Vlsl"n: dreams: commun ing 
"-Ir \lukC': nll.-nlal';lX"C\:h fill away 

S"rillth'~ : IIghl: lura: ~'lIr firc~ 
Sl.rj>tll ~t : pr~ncr : findir) ~ 

1.4 SPECIAL NOTES CONCERNING MAPS AND 
INTERPRETATION 

1.41 GAMEMASTER'S REFERENCE MAl' 
The color map is a relativel y detailed work and is inlended for use by the 

GM and those characters who ha ve virtually somplete knowledge of the 
region , The major sites and settlement s arc accurate for the period T,A, 
1000- F.A. L Dale is in ruin from T ,A , 2770 to 2941. The ruin symbols 
cover the remains of princi pal sites from prior times, A place's character. 
however. will vary throughout the Third Age . For instance. Esgarolh is in 
the same place in both T .A. 1640 and 2941: but during the laner period, it 
was unlike that shown on the color diagram - being rectangular. smaller, 
and having but one central harbor . 

A variety of maps and layouts have been provided in order to givetheGM a 
creative framework wilhin which to work, Remember Ihallhe accuracyofa 
graphic representation will depend somewhat on (he sale used ; the smaller 
the area covered, the closer the area is to its real· life size. the more accurate 
the illustration. If the scale is I inch - 20 miles (as it is on (he color area 
map) the accuracy ractor is greater than a map with a scale of say I inch = 
200 mil es. The following notes are helpful for approaching lhe maps and 
graphic layouts found in this module . 

7 

The color map is the main reference piece, but the GM is also provided 
with a black and white map detailing lhe locations of additional places, as 
well as distribution patterns for peoples, flora, and fauna. 

We suggest the GM allow access to the player character map on page 10, 
but only to the extent thai the pes have actual or inferred knOWledge. ICE 
permits copying of portions of this map (no more) for non ·commercial pur· 
poses_ The GM should cover or obscure labels which would be unknown to 
the recipient Pc. 



1.42 8ASIC COLOR AREA MAP KEY 

(I) The scale is I inch = 20 miles; 

(2) Mountains are represented by the symbol ~ and denote 
relatively extreme grades which rise at least 2.000 feet above the sur
rounding "nat" land surface: 

(3) Hills are denoted by the symbol ~ and represent relatively 
steep grades which rise at least 200 feet above the surrounding land 
surface. Usually (he surface area immediately adjoining these rises is 
rugged; 

(4) Mind rorests arc shown using the symbol and are com-
prised of a variable grouping of deciduous and coniferous trees and 
associated plant species; 

(5) wPine forests" are represented by the symbol 
almost exclusively coniferous in nature; 

and are 

(6) Hedgerows, brush, and thickets afC illust rated with the symbol 
.... .f.\ ""'I, • • 

(7) Primary rivers are represented by the symbol , 
navigable; 

and are 

(8) Secondary rivers are represented by the symbol ~ and af( 
non ~navigable by vessels with a draft of more than two feet: 

(9) Sinams are represented by the symbol 
plettly non~navigable; 

• and are com· 

(10) 'ntermillent watertoursn are shown using the symbol _.-.~-.-.' 

and arc dcpendent on rainfall etc .; 

(II) Glaciers and iceflows are represented by the symbol ~ • • 

(12) Mountain lIInowflrlds and snowy regions have no coloring. but may b< 
noticeable by virtue of the contrast with surrounding color; 

(13) Primary roads are denoted by the symbol ~ ; 

(14) Secondar)' roads are denoted by the symbol - ... ___ ,,--- ; 

(IS) Trails/ tracks are shown by the symbol ···· ........ .. .... . 

(16) Bridges are represented by the symbol >:aC 

(17) . ·ords are shown using the symbol -.,-",== • 
• 

• • 

• • 

(18) Cities are represented by the symbol and their relative 
size is dependent upon the width of the symbol. The red coloring 
signifies a non~mjlitary sett lement site with civilian character; 

(19) Towns are represented by the red symbol • • 

(20) Manor houses or "Great Houses" are shown using the red symbol 
& ; 

(21) Clladels and huge ca..o;tle complexes are represented by the yellowish 
symbol rnA ; 

(22) Small castJes/ holds/towers/ keeps etc. are denoted by the yellowish 
symbol 6 . Military sites are all given a yellowish color; 

(23) Monasteries are represented by the symbol A • • 

(24) Downs. cairnrields. and burial caves are shown using the symbol 
A • • 

(2.5) Caverns and cave entries are represented by the symbol • • 

(26) Buttes and plateaus are denoted using the symbol .c;i1' • • 

(27) Lakes are represented by the symbol as are large ponds ; 

(28) Dunes are shown using the symbol .... -.~ ... ~"'-
~"'-.' -- . . . 8 

(29) Extremely rough terrain may be represented by a liaht shade of brown 
or grey coloring and encompasses pebbly or rocky surface, breab. 
small ridges and hills. etc.; 

(30) Drser. is represented by the symbol 

(31) Shoals are shown using the symbol 

(32) RHrS are represented by the symbol 

(33) Ruins are denoted by the symbol 

............. 
• 

~"d'i ' .. 

• • • 

• • 

• • 

• • 

(34) Swamps areshown using the symbol ..;;:1:.4/~f·· . All marshlands of 
significant size fall into this category; ' .' ' .. 

(3.5) Jungle appears as and is so labeled. It differs in colora· 
tion from other mixed forests, being shown in a brighter green. 

(36) Dry or periodic lakes are represented by the blue symbol 4JE 

Note that the symbols described above are applicable to all the view maps 
contained within Ihis module, whether color or black and while. The scale 
of miles. however. may not be applicable. The top of a map is the northern 
edge, unless otherwise specified . 

(iAMEMASTER'S RE"ERP.NCE MAP KEY 

I - Udrablll ~,~ 
2 - TuwurdrOI CE.("J~ CI'T'lC£t... ~2~ 
3 - Thyrn S~I ~ wi 
4 - SurlU-Ulm'f~ 
, - Ce1ebannon a..t"r (~21) 

6 - Amon ThnlOduil arfj Pjb) 
7 - Tumsarna p " 
8 - Sam Goriwin8~'~e. .J.lJOf"Ollr.+ P J 5~ 
9 - Londarolh .. 

10 _ i\zanulinbBr-dum 

II - Ban.k-lhil1hur 

12 - 1.u-hul. ,:J 

9 
, 

'3 - Nlln Mors.trrt' .",3Z~*~-:s . 
14 - Dietaglir" bandil hold P j 1f 
I j - OrllJOr'i hold 

~ h,MKtwooo typo: MO C.omft«iit.U0t!5 - Oak-H;ckory: Oak-Cht$lnul Elm-Ash: Poplar. 
Hemlock. Some Rirch, Spruce and incursion, of Needleleaf Conifers, such as TcmpaaLe: Pine: and 
Junipa. 

lowW'oO ~ooo typu - Oak. Maplf:: B«ch-M.plc: Willo .... · Elm . 

upI.vlO cani~£fm - Doullas Fir: Junipa; T~perale Pi!\(' . Urge incuf$ions of Oak Me pretenl. 

SCque p"" - 3-'20 fool tlilh Sp[U~ and Temperille Pine. 

St:Y~ Ur1oClcJKoAOWI.h - Unnaluully heavy Irouoocoverlnll, partioelilarly In duk, deme lTee COfi · 

CenlT.lions .... hcre undergrowth wuuld nOI nomudly lhriyc. Borde" of clearin" Irnpasuble. 

Peoplu - Wood-elves 

Animailitouplo- Gn!~f E~iIes 

Tr~ ty~- SCRUB PIn€ 

----------------.......... ------............ 



I 

, \ 

, , 
\', 

~ , , 
I~ 

, ' . 

t 

I 
\ 

, 
• . ' 

• " -:-, • It' 
o .' • ' .' . ' . . . 
, " '.' . . . '. . . 

~.J:: t' 
• 

" ' , 
• •• • 

r:" I 
..!~ '" '\ ...::> " . " 

g... t ." , \ 
;i 
• , 

\ 
' fl\\III'./ 

.V' 

I( 
,~ \ 

:~(. 
1\ ~ \ l 

\ ) 

(' 

," 
\ 

\ 

/ , 

, ' , 

• 
{I 
I 

{ 

\' 

• 
• 

" .ll • :::-
,<Ii 

, 

, 

f 
i 



• 
f 

1\ 

,I 

... , 
l 

I 

- -

/ 

'1 
) 

• • ,I 
/' 

, ,": ~ , , ,-
, . '. , ," , , . . ,.' ... 

) '::" l .... ,.'\ ..... • 1 • . ' . ...., 
~ ,..' t' . . .' . '.' . , . .. . ~ .. " ,.,' . .:. ,' .. ' 

, ' , 
I 

\ 

I 
I 

I 

.. 
\ I 

11 I \ 

II, 

" • I 

I 

\ 

, 

I I 
\~H 
. I 'I 

\ 

i" ' } , 
\ 

1 /1 

l 
\ \, 



1.5 OF THE AREA COVERED IN THIS MODULE 
This package focuses primarily on Northern Mirkwood proper, but aI

lention is paid to all of Rhovanion and the western Grey Mountains. The 
outlying areas are discussed in order to provide an adventurer in or near 
Mirkwood a good deal of adventuring nexibility . Accordingly. the color 
map shows the entirety of northern Rhovanion . 

The GM should take cafe to keep the information contained in sections 
7.0 and 8.0 relatively confidential. Sections 2,3,4.5,6, and 9 are less 
oriented toward running a game. Instead, [hey are intended to give a 
thorough overview and al low the reader to capture the navor oflhe region. 
It is addressed to the general readership. including playe r characters. Ac· 
cess (0 this text, in whole or part, should be given to the pes (unless they are 
particularly ignorant) . 

Statistical data on NPCs and beasts is summarized on the charts in sec· 
tion 8.0. 

2.0 INTRODUCTION TO 
NORTHERN MIRKWOOD 
(l.A.1640) 

Follow the Old Forest Road through the heart of Mirkwood - take the 
path of Orome and the Elves of the First Age - and you'll find yourself in 
deep. dark woods once full of game and fish and berries. How strangely 
Quice the woods are now, how dreary and threatening si nce the Shadow of 
Mordor cast its pall across the land six hundred years ago. Onl)' the Giant 
Spiders of the forest seem content as they lie in their shadowy lairs, alert for 
the slightest stir in their sticky, steely webs . 

Home to Thranduil's Wood·Elves, the Dwarves of the Iron Hills, and 
various Northmen groups of the mountains, (not to mention the Giants and 
Dragons of the Grey Mo untains), Northern Mirkwood is a wide-open 
wilderland as yet untamed by any dominant civilization. Bordered by the 
mighty Anduin River to the west and the Grey Mountains to the north. the 
Northern Mirkwood region includes within its borders the ancient Moun
tains of Mirkwood and to the east, River Runnin g, the Celduin. The 
Rhovanion plains. which reach east of the forest, provide the best graz.ing 
and farm land in the regi on and stand as yet unpolluted by Sauron's wither· 
• IIlg grasp. 

Never a center of government or a cultural magnet. Mirkwood in T .A. 
1640 is recovering from the recent Dark Plague, a pestilence which struck 
down half of the men and beasts ofthearea and Icd to famine and great sur· 
fering in the winter that followed . To add to the region's ills. Smallg the 
Destroyer and hi s winged cousins have for centuries made their homes in 
the frozen wastcs north of the Grey Mountains and bred in the Withered 
Heath of Desolation, a forsaken zone that testifies to the Dragon 's powers 
of ruination . Far to the soulh. below Rhosgobel and the Narrows of the 
Foresl jUls Dol Guld ur. For the past six centuri es. this gloom)" mist
enshrouded fOrlres~ has .~ t ood as Sauron's ou tpost in Mirkwood . hi ~ 

stepping·slOne between Mordor and Angmar, and has cast it s sickening and 
strangling shadow across the game and the greenery of what was a lice 
Greenwood the Oreat, Middle-earth's mightiest western forest. 

I\t the eastern edge o f I he forest in the caves. of Mirkwood live t he Wood
I::lves - immortal minstrels, multi · linguists. lovers of the good life - who 
have cast their spells unperturbed for centuries, quite indifferem to the 
Men, Dwarves and lesser beings around them. To the east a small groupof 
Dwarves mines the Iron Hills. most of Durin's Folk havin g settled at Moria 
(Khazad-dum) in previous centuries to d ig up the vast wealth there. 

And what of the Northmen - what are they like? Take yo ur pick . Wild 
men live here - not many. but a few genuine wild men of the woods. men of 
little learning and culture who live closer to beasts than toot her men . (Some 
seem more bearlike than human.) Other bands of more·sociable Northmen 
have settled in larger numbers along the vales of the Anduin and o n the wide 
plains of Rhovanion to the east of the forest, to farm and hunt and to a 
small extent, trade . These men maintain bonds, however loosely, with their 
kinsmen in Gondor . In the foothills of lhe fron Hills and the Grey Moun· 
tains live mountain mcn - fierce Nonhmen wrapped in skins and furs. 
hunters and trappers who live most ofthci r lives in thc wild lands north o f 
the Forest River, within earshot of the Dragon's roar . Bound to the soil and 
woods of the region, these proud and independent descendant s of the Edain 
lead a clannish existence, answering to no one but themselves . 

All o f these bold inhabitants wari ly await your arrival. so welcome to 
Northern Mirkwood. Adventurer! May your sword be quick and your 
se nses keen! II 

3.0 TH ELAN D: AN 
OVERVIEW 

Dominating Northern Mirkwood are the Grey Mountams and the forcst 
of Mirkwood itself. once called Greenwood the Great. the remains of a 

aSI. largeiy-coni f trOlls forest t hat covered much of nort hern M iddle-e3rt h 
In ancien! times. Dense with pine. oak and beech. the forest of Mirkwood is 
over 400 miles long and 200 miles acros~ al its widec;t point. where the old 
Forest Road uts we t to cast from the Anduin 10 the River Running 
S. "Celduin" . The woods provide shelter to man and beast and stand as a 

'natural barrier to sweep ing invasions from the Ea.~ t fihe land rolls ge IHI )' \ 
here. in the flearl of rvtirkwooil; the hollOws and wide valle re lined with..: 
tall oaks standi!!S almost trunk to trunkj _ ,....-=-_____ ~ 

Not the mightie!;t of Middle·earth's mountain ranges . the Grey Moun
tains st ill stand as jagged· peaked giants. SOll1e rising Over 6000 feet in eleva
tiOn. They are snow-covered in winter. (Tcmpcrllillres arc moderated by 
thermal slope winds which warm the mountainsides during the daylight 
hours. ) At the easterLl edge of the Mountains between two mu!oock-d arms lie 
the Withered Healh.' J i it . 

nd good for little lower. older ainsof Mirkwood - their 
limestone caverns for hiding booty, or ju!oot hiding - reach to Ihe 
eastern edge of th e woods . 

( To the north and cast the Lonely Mountain. appropriately enough. '1 

stands a lone above the plain before it - haught )' . foreboding, agt-d and 
silent but for the occasional stirring of a dragon leavi ng hi s treao;ured lair to 

LOr simQly to run amok through a nearby settlement. The great spur of 
the Lonely Mountain juts southward as if daring the approaching adven-
t rer journeying upriver to coni inue his quest. 

Three rivers - t e I\nduin. th :orest and the River Running - bless Ihe 
region with fresh running water and provide transportation for commerce 
and adventure. Mighti est of all rivers in Mi 
south for almost 1400 miles from it s origins in the mall nor· 
thcrn Wilderland. The Anduin a l ~o provides natural boundarie~ h tween J 
:-;tates and di scclUrages frivolous east·west travel. 
, The orest River running from the Grey MounratnS'"gsth'efS s d as 

ees east and feeds into the long Lake a sma but significant body of 
fresh water lying beyond the eastern edge of the forest. We know that low 
hills line the northern shore of the obscuring from view all but the 

takes about two to three days to, 
you want to visit. \ . 

wide-mout hed at the Lake, with 
on and their feet, coarse waterworn gravel 

called 'shingles,' partially the result of glacial tiJling . The Long Marshes -
pools of brackish water with isles of marsh)' land peeping up - now appear 
as the main body of water nows on to the Lake. South of the Lake stand 
waterfalls , heard as "a di stant roar" from the promontory of rock that 

of Lake· t('wtl, Mirkwood's first community of men . 
thus in trectly fr<?m Ihe 

much steam at the Lonely Moun 
and !lows south past I he eastern eaves of Mirkwood before turning cas 
i Ri ver Carnell to empty into the Sea o f Rhun ogether. the Ri , 

Running and the Forest River run marc than 800 miles through tht 
wc,odlsand plains of MirkwOOd. --' 

Mirkwood possesses one great creek worthy of mention: the enchanted 
stream of forgetfulness and drowsinesSjhat wou ld so befuddle Bo mbur 
lateLin the Third Age A black. swift stream some twelve yards wide. it lies 
in the bowels of the orest. a good four·day hike from the eastern edge of 
the woods. The. WOQd·elves ca ll it the "Gukt 'n . 

The climate of Northern Mirkwood promises a warm . pleasa nt summer 
and a cold but not Forodwaith · like winter. pcrft'Ct foroutdoo rsmen like the 
Northmen and the heart y if somewhat standoffish Elves and Dwarves who 
tra\'el and live here. Glaciation seems 10 have had its effect upon Northern 
Mirkwood. The rolling "tumbled land" between Ihe Lonely Mountain and 
the Grey Mountains to the nort h. the I.ong Marshes a long the Forest River 
near Long Lake, the existence o f Long Lake it self (not much more than a 
gigantic ditch filled tothe brim b)' th e rivers) - all these factors indicate the 
presence and action of a glacier in the distant past. 

• SoU! 1 of the LOIlg Lake lie the plains of the Rhovanlb n. between the 
eastern border of the forest and the River Running, land which escaped 
glacial tilling. Here, some Northmen have buill permanent, if isolated 
homesteads and established trade routes with the East. 
• 

Mineral s abound in the mountains of Northern Mirkwood. the Iron 
Hill s yicldingjust what you would expect and llpparently in abundance. for 
some dwarves have lived and worked here for centuries. One mighl guess 
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that the rich mineral deposits of the region would have induded coal, ore 
and phosphorus but nothing specific is said;.and by mid-Third Age much of 
the weal 's gone The Iron Hills interestingly enough rna)' once have bee 

n extension of the Grey Mountains which stret ch forth almost 600 miles 
and bar the door to the ic), Northern Wastes abov Both chains sha re a 
Imilar appearance. eaCh having a precipitourl:lce 100 ing south, and both 

a lign readily, suggesting that the Valars' destruction of the great paren! 
chain was incomplete and simply scauered the hills like links tossed from a 
broken chai n. The core of at least some of t he I ron H ills is crystalli ne rock. 
probably quartz. 

Prevailing westl'rly winds bring kind temperatures to the area, but of 
course in the Ered Mithrin (Grey MOlllllains), the winter is long . snowy and 
culd. Sudden changes in weather - usually for the worse - are taken for 
granted in Middle-earth; Northern Mirkwood is no exception. 

The predominating land masses of Northern Mirkwood are the moull
tains of COurse, but the plains and rivers in the area help to moderate what 
might be rather harsh effects of tlte dimate cast of the Mi.~ty Mount<lins. 
But for intermiuent . furious clashes wit h the forces of Dar k ness, and t he re
cent ravaging of the Plague, the region would surely have been sell led and 
'civilized ' much sooner and more completely , for it offers [he mineral 
wealth of the mountains. the commerce and harvest of the rivers and the 
soil of the plain..5-. wcrc..lhcy...sculcd and farmed ( TIlere IS a lways t le danger 
of noods , especially at Sauron's instigation, and earthquakes have shaken 
the region, but all in all Northern Mirkwood provides an escape from the 
'over-civilized' west, a buffer to the brutal co ld 01' the North and a safety 

I Lone against incursions of evil from the East an Sout. nfort unately, a 
safelY zone can become a death trap with alarming rapidity in the Middle
earth of the mid-Third Age . 

4.0 OF PLANTS AND 
ANIMALS 

Blessed by a temperate climate, plenty of fresh running water and the 
protection of the Grey Mountains to the north, the dense woods and grassy 
pla.ill~ of Northern Mirkwood normally abound WiTh a great variety of 
plant and anirnallifc - some of its creatures startlin g in size a nd homicidal 
in desire. (The unwary adventurer may l'ind himself acting as a ' lunch on 
legs' to the Giant Spiders of the forest.) In the Long Marshes near Long 
Lake thrive the greatest numbers of species of animal life - insect s mostly, 
unaffected by the recent plague ~ but birds, amphibians and mammals 
a lso depend upon the marshlands for food, drink and shelter (and just a 
place to unwind after a hard day at the forest). Here, in the slime and muck 
of the fens, hundreds of species of nora and fauna Jive and multiply and die 
unencumbered by greater territorial ambi ti ons. 

But in 1640, the Great Plague, whi le mostly a memory, has lert ils mark. 
The I'Qrcst is a quieter place. the grass is higher. the thickets wilder. Along 
the Lake. three distinct types of vegetation illustrate the interaclion of 
water and land upon the growth and distribution of plants: the aquatic 
com munit y of the Lake, the shoreline community of grasses, and The 
mixed, sub-boreal forest, largely an extension of the cathedral-lik e woods 
nearby. This balanced . sound ecosystem, provides raiufall, normal 
tcmper<ltures and possesses the stamina to contiIiue flourishing indef
initely. 

Till' soi I 0 f t he plail1.,) 0 f Nurt bern Mirk wuod is rich, and once again wit h 
normal rainfall and kind temperatures, vegetation thrives. In turn, the 
vegelation - grasses to support sheep and callIe . crops - holds the topsoil, 
thus prevent ing erosion. (However, Sauron's innuence - or a Dragon's -
c<ln easily reverse in little time growth that has thrived for hundreds of 
years, and reduce to cinders and smoke a living green ecosystem thal ap
pears indestructible. The Desolation of the Dragons provides gross, vivid 
proof of the delicate nature of plant growth and survival in Middle-earth. 

Living above and beyond the limitations put upon Northern Mirkwood 
by climate and eco logy are the greater creatures. [he Eagles and Dragons of 
the Grey Mount.ains. (Almost as impressive but more mortal arc the forest
dwelling Bears and Great Spiders of Mirkwood proper.) These absolute 
monarchs of their domains ~ in the case of the Dragons , one cou ld safely 
say (whispering from a di stance) the malevolent dictators of their states -
live and roam prelly much where they please (tho ugh the Spiders tend to 
stay put), interfering in the important affairs of the region as they choose. 
altering fate where they will. Eaglcs a nd Dragons arc above the natural law, 
much -fcared and greatly respected; more limited in power, the Bears and 
Spiders of Mirk wood nonetheless thrive in and dominate their domains. 
One suspects that each of !he Great FOllr largely escaped the effects of the 
kiHing Plague which ravaged t he area just a few years hefore: Eagles and 12 

Bears can roam far to find untainted food; the Great Spiders can endure 
long periods of fasting; Dragons can lay low for centuries. They and only 
they of the higher animals must have viewed the Great Plague as a nuisance 
and nothing more. 

4.1 THE GREAT EAGLES 
Beginning at the sky and working our way down, we first spy the Great t 

Eagles, absollile rulers in the northern mountains (barring only a 
Dragon in full battle greatest of all birds are thought to be of 
divine the first Elves, believed Eagles to be direct 
manifestations of the Thought of Manwe, Lord of the Valar. In truth the 
mighty and majestic Eagles seem worthy of such worship. Never evil, in
domit able as t he spirit , Eagles lived in the treetops of the world u nti I M an we 
ordered them to build their eyries in the peaks and crags of Middle-earth's 
greatest mountains and keep an eye on the Mortal Lands below, reporting 
to Him what they saw and heard. These winged reporters were greater in 
size than their Third Age descendants! Thorondor, the fi rst King of the 
Eagles, is said 10 have had a wingspan of 180 feel I 

In the turmoil of the First Age the Eagles served the Eldar valiantly; after 
Beleriand was swallowed up by the Sea, the Eagles flew east. some 10 settle 
in Ihe high peaks of the MislY Mountains (then a home to the inhospitable 
Orcs), and some 10 the Grey Mountains, where Dragons slept, mated and 
slept some more. In these high snowy peaks the natural rivalry between the 
giant beasts sharpened it s talons. Later in the Third Age, Dwarves, Elves, 
Hobbits and men would come to depend upon the Eagles for rescue, infor
malion and defense. They were not disappointed. 

The Great Eag les of MiCJaJe.:earlh are princely birds. Imperious , l\wift t 
and pr.oud. these great hunters show no mercy to foe or pre~ Clasped in the 
cagle's tal ons, one may as well shut h.s eyes and prepare for eternity, be he 
unallied with the princes of the sky. Armed with a hooked beak and vice
like, four-toed talons to clutch and crush or impale its prey, an eagle cannot 
~covercome b)' struggle or deceit. The eyes of the Eagle are relatively bigger 
than man's and, unlike other birds, their retinas contain dense concentra
tions of extraordinarily small light-sensitive cells to aid in color discrimina-
t ions. (A soaring eag.le can perceive details ina landscape eight times better 
than a man. For example, the Lord of the Eagles can spot a rabbit dashing 
for cover a mile below him - in the moonlight!) On top of that, an eagle's 
eyes point both forward and sideways. a ll owing the great bird an excep
tionally wide sector of binocular stereoscopic vision vital for the 10ng
distance sighting and targeting of prey. The highly curved cornea of the 
eagle aHo\'lS in plenty of Ii&!!!., to aid in humingat times of low natural light. 

e great natural gifts of the Eagles make them valuable allies in war; 
however domineering and lacking in sentimem , the Eagles arc well-spoken 
and rational. Unlike Dragons. who have - one-on-one - greater destruc
tive power, the Great Eagles of Middle-earth operate as a squadron, and 
thC'ir wisdom and knowledge make them a match for a lmost any evil force 
Sauron ca n gather , excluding the awesom~BaIrog. - ,., - -
4.2 THE DRAGONS 

This is not to sell short the devastation a Dragon, once aroused, can 
wreak. (The Hobbits' adage, 'Never laugh at live dragons,' is well-founded 
in experience and common sense.)JWith a roar like a ful l~force tluriicarrc, a 
iiYing Dragon can set a river steaming like ~ot tea and reduce to cinders and 
!blackened stumps a thriving set tlement of men. Dragons firs t appeared on 
he scene in the later First Age when Morgoth, intent upon destroying the 

Valar, unleashed a host of winged, fire-breathing monsters led by 
Allcalagon the Dlack. mightiest of all Middle-earth Dragons. Ancalagon 
makes Smaug look like a homesick Hobbi ).1 Fortunately for mankind, 
Elvenkind and a ll but Morgoth-kind, Ancalagon was slain (lhe Elves 
believe) by Earendil in a battle in the sky, and as the monster fell upon the 
'Mountains of Tyranny' raised by Morgoth, he flattened them, himself and 
Morgoth's hopes in one earth-shuddering crash that instantly invalidated 
all co ntemporary topographical maps of Middle-earth. 

Dragons, while unwi se, are cunning and cruel creatures who can reason, 
dream and even prophecy; they arc always ready to suspect the worst of 
others since they themselves are always up to the worst. Nothing pleases a 
Dragon more than sacking a town or its treasure, gathering the booty into a 
golden heap and nesling upon it for a century or two. (Dragons never seen 
to consider the ulter uselessness of their endeavors: why bother? Perhaps 
it 's instinctJrHowever, Dragons do have genuine weaknesses: they tend-ro
grow c mplacent and vain if unchallenged, giving themselves away in 
riddling alk, and each seems 10 have an Achi lles heelJ or so fl SJlQJl where its -_ar.mor can be pierced and ils vit,al organs damaged'jThedreadful shriek ofa 
mortally-wounded Dragon is a sound not-soon-forgotten by man o r beast 
within earshot . 



4.3 TH E GIANT SPIDERS 
Perhaps no creatures in Middle-eart h have tingled so many spines and in

spired so man )' 'Yechs l' of d isgust as the the Giant Spiders of Mirkwood . 
(Even an ardent arachnidophile, or spider-lover . would be ha rd-pressed to 
justify any admiration for these hissing, creakin g, spluttering polluters o f 
the fares!.) The Spider-race of Middle-earth apparently traces itself to a 
single ancient a ncesto r : Ungaliant , the Devourerof Light . A myslcriouscn
til Y dating to the beginning of Ihe world , Ungoliant was the fir sl Great 
"Demon" 10 roam the earth, poisoning and killing trees (at MorgOl h's in 
stigatio n) until swolle n by her gorging; she - Ungoliant - first chased 
away. then ran from the Evil Lord and made her way 10 the Mo untains of 
Terror, the Ered Gorgoro th inlhe north of Beleriand . There she mated with 
smaller (and no dOli bt too-terri fl ed- Io-say 'No than k you') creat ures to pro
duce hideous offspring like Shelob the Greal, to mention a marc-i nfamous 
tyke. Whal happened to Ungoliant remains a mystery; she may still he 
hiding in a deep cavcfIl in the mounta ins or more happily for us. lIlay have 
devoured herself in the desert so metime in the Second Age. 

Of Shelob, heir to Ungolia nt's cha rm s, wc know lilli e more. After the 
drowning of 8cleriand at the end of the First Age. Shelob escaped south tn 
the Mou nta ins of Terror in western Mordor to build her lair in what was 
apt ly called the Spider's Pass. A superb if undi scriminating guard, ShcJob 
Jived there quite cOll ten tedl y for most o f two Ages , poisoning an d sucking 
d ry whatever and whomever she might encounter, for "a ll li ving things were 
her rood and her vomit darkness ." (LoIR. IV, C hap. 9) One is impressed 10 
note that although Shelob feasts upon Sauron's orcs , the Dark l .ord ncver 
attempts to do her in; fo r she is 100 fine a weapon . 

Bul closer to ho me, in the heart of Mirkwood lurks a dark colon of 
lesser spiders, themselves distant relatives o f UngolialH and Shclob. hese 
~piders live and anack as a group, apparently cooperating amongst 
themselves 10 a remarkable degree (considering their appetites) debating in 
thin creaks and hisses how best to age their drugged prey. Spiders can onry 
eat living beings; their digestive sntems are too specia li7csi dea l w® 
vegetation oE dead crc.ilures..Qf ant kind ,\Actually, spiders are 110t blood
suckers (as arc thc va mpirc bat s o f Ihe region): sp iders injett into the victim 
a poison which turns the innards to a delC'Ctablc jclly which th e spider then 
pumps out (with the aid o f a 'sucking stoma ch')-and consumes. leav ing it s 

pre)' the proverbia l 'empty shell of its former selL' For the dirty work . a 
spider possesses a pair of fanged claws connecting to a poison gland; 
anoth er pair of claws manipulates the prey as Ilt!ed be. Spiders arc 
vulnerable to attack from below and possess eight primitive eyes. 
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Most impressive orthe spider's crfom is o f course il s web, made of fine 
si1 k proteins which emerge through min ute nOlzles or spinneret 5 at t he rear 
of the body. The proteins so lidify in the air. fo rming wrapped fibers which 
the spider shapes i mo a d is!i net ivcly pall crncd web . So sensil ive 10 sli rrl ngs 
in ils web is the spider Ihat it ca n discriminate betwccn the wind blowing 
through the wcband a Oy - or something larger - landing on il. (Built -in 
vibration receptors in the legs enable (he spider to interpret the web's 
movemenis so aptly.) When confro nt ed by a colony of hungry Greal 
Spiders, the adventurer is advised 10 nee or right to the death - but do not 
hesi tate! The Spider's poison and sticky webs can render even large beings, 
like men, helpless in a mailer of seco nds. 

4.4 THE BEARS 
Enough o f gruesome , loathsome, evi l creat ures! Consider the mi ght }' 

o flhe woods. the Great Bears and their lesser brethren the black 
Dragon or the wily Greal Spider. t he Great Bea"fl 

a diet consisting largely of nut s, fruits, berries, root s and 
insects, although like man and Ihe rat, he will eal anything to survive. 

love lilies , devo uring the nower, root. stem, leaves and bloom! Who 
says bears don't appreciate bea ut y?) A bear's only crime - call it 'breaking 
and entering' - is raid ing th e hOlley oc"("s hi ves al every o pportunit y. Like 
man. bears enjoy fi shing a nd cal i ng fish : 1 he giant's six-; nch claws and steel- ) 

\,.. trapped 'aws more Ihan compensate for any disregard of poles and bail _ 
With such a varied diel, the bear has adapted varied teeth for sur viva l: 
st ro ng, conical can ines up fronl , gr inders for cheek teeth a nd molars in the 
rea r for crushing mil s a nd berries. 

A bear's senses - hea ring, smell , tasle a nd vision - are ex traordinarily 
sensitive _ An opportunist adaptivc in d ict and prey, he ca n hunt a nd enjoy 
mice, beetles, ground squ irrels, boar. elk . deer and carri on, all of which 
Ilourished in Mirkwood before the Plague and 1Il0St of which survived in 
su bstantial numbers the disease tha t so weakened the Northmen. And 
unlike man , the bear passes the winter alone . hibernating, thus res isting the 
spread of the Plague by- the ve ry nalUre of his more solitary existence . 

W ith a ga lloping stride of seventeen feet and a common walking speed 0' 
six mi les an hour. the Greal Bcar is difficult to elude in hi s home. Ihe 
thickets of the wilderne~ . When encountered, the bea r will most likely ri se 
10 his hind feet - a bear's fect are nat and ha ve unrclraclable Claws - sniff 

air a cur [lj'H owever. in m"ting season the male bear Wi ll chase 
hi s chosen female for miles , through, over and around all )' obslacle. It is 
unwi se to ask a favor of him at Ihis t ime - you ma y be met bya bawl like a 
bu ll's , and worse! 
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Black or ' I ess~r' bears mature at five or six years of age and call grow to be 
seven feet tall and weigh over 400 pound . (I f yo u're thinkingofc ludingone 
by climbing a tree, co nsider that the black bear can scurry up a tree faster 
than a squirreL) Lesser bears have been known to live over forty years: t hey 
do suffer dehydrati o n in the heat and often require a good deal of fresh 

_ water in the summer months.. } 
II is no accident and no insult that men living in the wi lds of Northern 

Mirkwood are rumored to be bear-like; in fact , when nayed, the body ofa 
bear - but for its size - looks very much like a man·s. And like man. the 
bear is a survivor, a generalist in a world of specialists, determined to be 
mast cr of all he su rveys. 

4.5 THE WOLVES 
If the bear is the loner in the societies of the wilderness, the wolf is the 

communi st . (These opposite lifestyles are especially interesting because the 
bear and the wolf apparently share a common ancestor) . Wolves travel, 
hunt, feed and rest in a pack, a sometimes loose association of individual 
animals bound by a bond of attachment and a well-developed social 
system. Order is established and maintained by dominance; an alpha pair 
rules with the assent and cooperation of the res t of the pack. The toughest, 
wisest, largest male - often approaching 90 pounds in weight - and the 
female most likely to produce strong pups mate and form a ruling family. 
Should a rival male displace the leader - usually by chasing him off after a 
fight - he will killlhe pups of the ex-leader and mate with the domi nanl 
female himself. Juveniles join the pack as full-nedged members of the hunt 
at two years orage. The pack is nnl a true autocracy: leaders are replaced by 
duel. and it is the assenl of the members Ihat determines wh o leads Ihem . 

Some wolf packs cOnlain as many as fOTl Y members, bUI the s ize of the 
pack - usuall y bel ween two and eight - depends upon the area of the ter
ritory they roam (which is often more than 100 square miles) and t he abun
dance of prey and other wol\'es in the area . Pack size is naturally limited by 
mo rtalit y, disease amI reproductive rates: the Plague probably decimated 
(he wolves of Northern Mi rkwood, but they certain ly surv ived in numbers 
large enough to prove a threat to the men, Dwarves and Elves o f the region 
when allied with Wargs and Orcs at the end of the Third Age. 

The pack communicates through smell , hearing, vision and of cou rse, 
speech and howls. The wolves of Northern Mirkwood speak the language 
of the Wargs and are large enough to be ridd en like horses by Orcs. 

4.6 THE FLEA AND THE GREAT PLAGUE 
Thc lowly nea. mass murderer of Mirkwood? Impossible! Nu, it's true . 

As chief transmitter of the Oreat Plague from rals. ground squirrels and 
other rodent s 10 Ihe higher animals and man, thc common nea caused more 
suffering and death than any fire-breathing Dragon or a dozen colunies of 
Giant Spiders. In fact. after the Great Plague hit Mirkwood in 1636, more 
Ihan -half of its inhabitants were s truck down. Aboul hal f of those infecled 
survived , the o nl y 'cure' being proper sanilary measures not generally prac
ti ccd a! the time. 

The Great Plague was caused by a tiny bacterium . No one knows why the 
Plague sudden ly activateu; we know only th at a foul wind from Ih c East 
and South spread the pestilence through Gondor and Mirkwood beginning 
in the Winter of 1635-1636. 

Actually [he nea is Quite an at hlete. A nea can jump a di stance of 300 
times his own le nglh of about one-sixteenth of an inch . To locale it s host 
('blood do nor,' if you prefer). il uses his well -developed sense of , .. mell. 
Should that fail. hecan detect the presence of a host nearby through sensi ng 
I he body warmt h of t he la rger ercat ure or by 'sni rr; n~' carbon dioxide i n I he 
air ncar t he host's moul h during exhilat ion . Once settled on its host, I he nea 
can wail for a year o r more before feeding. And remarkably. a neacan ad
just the 'teel h' o f hi s comb, t he tOOt hlike spines o n • he nea's back. to just I he 
proper dislance to insure he sticks to his host unfailingly. 

[I is now four years s ince the Great Plngue rirst laid low Northern 
Mirkwood. Creat ures who ned before the pestilence have returned. 
although thc forest is somewhat changed. There are fewer animals com
peting for survival, but the insects and lower creat ures have been pretly 
much unaffectcd. Beasts a nd birds who act as spies can sa fel y return totheir 
po!>tS 10 conti nue their duty . Darn owls and screec h owls have come back 
and are kepI busy holding down the rodent population. which nouri shed 
during th e Plague: deer and black sq uirrels have rccovert!d and are busy 
rebuilding their numbers. And in the Spring. thousands of dark·grey and 
black mOlhs gather to block ou t the sun in th e meadows of Mirkwood. The 
fores t seems all but unam."CIe<i by the Plag ue. 14 

4.7 THE SHADOW ON THE FOREST 
In the Mountains nut s, blackberries and hawthornberries grow and pros

per. but not so abundantly as before. while in the bushy grasslands thyme. 
sage and marjoram sprout. In oak-lined dales palches of clover, purple and 
white. permeate the air with their scent while bees bigger than hornets con
tinue their sweet labors in the upper vales of the Anduin, near the Carrock. 
Deep in the forest grow fungi - some of it edible - and pale medicinal 
herbs wilh unpleasant odors. In the Elves' kingdom of eastern Mirkwood . 
ncar solid slands of mighty oak and beech trees, the sweet, pungent aroma 
of the healing Athelas plant is in the air. 

At first gla nce all appears normal. But the trunks of Ihe oaks arc tor
turously gnarled, their branches twi sted in pain. as if arthritic. Leaves 
darken and lengthen in their struggle. Ivy strangles the trees and trails to the 
ground like a serpent. Mirkwood hassuf\·ived the pestilence, true. But it isa 
deeper, darker place than before; no one goes to the woods for a picnic 
anymore. They are afraid, afraid o f what's happened - and what is yet to 
co me. No te : for the shadow of Dol Gu ldur is cver· lengthening and unre
lenting as death. 

THE CLIMATE AND CALENDAR OF 
NORTHERN RHOVANION 

MI)nlh5 MlrkwOCld Luwhandl lIi8hland.s 

- Y~t_re (Intercalary day: YU/f ) 

I) r..:_",,"ln 10-4$" , ..... · 10-30-
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4) (;,..irlth )0<>0" 2!1-$S " ,..,. 
(Sprtnll Hea~ )' Mod~a'f Heavy 
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I I) HI1 .... 1 JS-M- 1.5.fJ()° IO-SO" 
(Full) Modtrllt~ Mod~lIt e Ory 
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Calendar NOle: Mannish groups in the region ust the twelve-month King's 
Reckoning shown above. This calendar is used throughoutlhe lerd/ories 
conquered by Gondor. and ;s prevalent in a number oj regions where 
Wrslron is commonly spoken. 

Precipitation Codes: Very Dry = less than one inch; Dry = one 10 two 
inches; Moderate = tWO to three inches; Hea'oiy = Jour (0 Jive inches; 
Very Heavy = over Jive inches. 

Climate Note: The mean annual temperate south o/the Grey Mountains 
is 40-50"; there the annual precipitation meon is 20-40 inches. /n the Grey 
Mountains (hI! mean annuallemperature is 25_35 0

, and the mean am/Uol 
precipitation is 20-40 inches. North oj the mountain barrier the annual 
fell/perature mean is /5-25"; the mean lor precipitation there is /0-20 
inches. 



5.0 THE INHABITANTS: 
WAYS OF LIFE (l.A. 1640) 

Giants and Dragons and Orcs and Trolls 
Murder and plunder and hide in their holes; 
Run from them Wanderer, and hide away -
And you may live lofighl another day! 

Thranduil's Folk and the Dwarves of the Hills 
Offer no haven, bUI odd 10 the thrills; 
Thu' is Mirkwood, my friend! You're on your own
Uke the Norlhman. you must go il alone! 

So beware and be wary -
Choose your companions care/,Iy; 
Or you may be eaten aliJ,l~ and whole 
By Gian' or Dragon or Orc or Troll! 

Northern Mirkwood is the uns(irred melting pot of Middle·earlh: 
nowhere is there a greater variety of fo lk. beings, creatures and men than 
here. Yel their numbers are small, and Mirkwood is large - there's room (0 

roam without bumping inlo a neighbor . 
The forcst of Mirkwood, once a place of light and growth and incessant 

animal activity, has grown dark and dismal, the forest floor now thick with 
black Nightshade. Having ned the Great Plague of four years ago, men are 
returning in numbers to the rich Anduin River va lley and the woods and 
plains of the Rhovanion from the refuge of the Grey Mountains. Mean
while, Thranduil's Elves and the Dwarves of the Iron Hills keep a low pro
file (unless dislUrbed), as if swallowed up by the rocky caverns thcy call 
home. Even the birds and beasts are wary; only at Rhosgobel, where 
Radagast protects and cares for them, do the creatures of Mirkwood let 
loose with full-throated warbles and howls of delight. 

Activity ison the upswing now. Men are rebuilding, tending to the homes 
they abandoned in the undertow of fear swept along in the killing waves of 
the Great Plague. At the Long Lake, men and Elves have resumed trading; 
wines from the Dorwinion are no longer imposs ible to obtain - only expen
sivc. Mcn once again have hope for the future; Ihey break earth and sow 
seeds in the Spring. 

But there is danger . Not from an unseen mass - Killcr (spread by the 
unlikeliest of accomplices, the common neal. bur from the quite-visible 
orcs and trolls who raid ever-more frequently the relatively-unprotccted 
Northman settlements of the Rhovanion plains_ Worse, there are rumors of 
Giants stirring in the mountains, and reports of a Dragon's roar in the 
desolate Withered Heath . (A few brave men had run to these unlikely 
hideouts to duck the raging pesti lence.) The middlc of the Third Age i~ no 
time to grind y()ur sword into a plowshare . 

But centuries off is the actuality or invasion from the East. Only a vague 
dread and the fear of conquest beat in the blood of the men farming and 
fcnding their animals near the easlern eaves of Mirkwood. on the plains of 
[he Rhovanion . Here, men work and watch. everpoiscd, a sword or an axe 
within reach . Their wives and children watch too, on guard for a darkening 
horde On the horizon and Ihe thunder of armies on the move. 

Still, it is a better time now, in T .A . 1640, than just a few years ago. when 
blackened, bloated bodies heaped into piles were set ablaze , when one man 
of two suffered terribly and died . The bodies are gone now: only the fouling 
of the watcr and the drooping, aching leaves of the beeches and oaks in
dicate Sauron's interest of the recent, hideous past. Outside the black and 
frowning wall of Mirkwood's borders, far north of Dol Gu ldur , the sky is 
blue, the SUIl b shining. 

Just how bad was it four years ago, when the Great Plague it Mirkwood 
full-force? A contemporary poet reveals the horror and hopelessness of the 
• limes: 

Funeral pyres light the even;,rg sky -
The stench 0/ Death, the widow's cry -
50 common now we pass (hem by. 

Evil has claimed the rivers and trees, 
A foul breath is the morning breeze, 
No sun /0 put Ihe heart 01 ease. 

Who con withstand, whQ con fight 
The Evil Forces 0/ the nighl? 
Who con/ace the gloomy fright 
0/ day's dawning wilhoUllighl? 

- Anonymous/ragment, Circa T.A . 1637 IS 

Read this final quatrain of lament apparentl y added a few years later by 
another Middle-earth poet (note the different rhyme scheme): 

So sing 0 sod song 0/ Mirkwood -
once Ihe mighry Grrenwood the Greal -
lor all we've lost - the Valianl! the Good!
and all (hot Evil con dissipate! 

- Anonymous, Circa T.A. 1640 

T he bad times !tre behind us, the Northmen try to convince themselves. 
Only the Elves, who can read the signs of change over the centuries. know 
what is coming and yet harbor no fear. for they. in their arrogance, imagine 
themselves invulnerable to Sauron's dagger-thrust from the East. 

5.1 TH E WOO[)'EL VES 
Imagine yourself immortal. Undying, Ageless. And picture yourself wise 

(as only an immortal is wise) and beautiful and clegant,taller and leaner 
than men. quickcr and quieter too . Perfect . You measure the happenings of 
Middle-earth not in years or decades or even ccnluries but in millenia and 
Ages. great chunks of time in which generations of men now by like a river 
as yOIl si t munching Lemhs and sipping Mirn\'ur, the 'cordial of Imladris,' 
on the grassy bank. Imagine too that you can speak and sing and make your 
own enchanting music day-i n and day-out and that working magic isas sim
ple and innate as breathing. and that you nevcr have to work at mining or 
farming or crafting jewels. or anything that makes you sweat or gets your 
hands dirty _ You don't even sleep! Hard to be humble, isn't it'? 

Such is the lot of the Elf. Truly the Chosen Children of the Ainur . Elves 
are the First-Born and most-beloved of the Angelic Powers . If there is 
anything an Elf cannot do, he will probably convince you to teach him ho w 
and then quickly surpass you in skill . An Elr can out-smart, out-ta lk and 
out-sing every other being in Middle-earth : the Elrs only problem is that he 
has no problems. He is arrogant, aloo r and rather disappointed in the 
Lesser crcations of the Vaiar, especially the Dwarves and Men who fol-

• 
lowed the Elder Race in creation and lagged behind in every way. Yet an Elf 
hesitates to give advice, it being Ihought dangerous. 

But Elves, like every race. have a history; their story, like any hi story, 
tells not just of peace and COlUentment but of strife and division too . Long 
ago, when wild animals made the only sounds heard il\ the forests and 
valleys and mountains of [he world, before Good and Evil had begun their 
exhaustive and seemingly-endless battle, the Elves awoke and looked out 
with wonder upon the unspoiled expanse or the earth . Their first desire, 
rather like a man-child's at two or three years of age - was to name 
everything and to speak with it. (The High-elven name for all Elvenkind is 
Quendi, 'The Speakers . ') The sheer joy of communication was never lost to 

the Elves. even after their sundering and subsequent woes; it is sad that by 
mid-Third Age, Sindarin is a 'dyin g language. 

Por an ageless period the Firstborn Childrcn of Eru, the Elves, wandered 
the eastern forests and the area around the waters of Cui vi en en , the ancient 
lake beside which they were born, talking amongst themselves and to the 
beasts and growing things of the woods, learning their every though!. As 
leaders, the Elder Raee were superb communicators and awoke in living 
things a previously unrecognized sense of destiny and purpose. No other 
race has surpassed the Elves in the nobility and beauty of th is , their first 
great mission on Middle-earth; one shudders to think what might have been 
had Morgoth instead first awakened and 'educated' the nora and fauna and 
the lesser beings of the world. To pass the time , they also embroidered. 
drew and carved. always with an eye toward the finer things (un like those 
dirty little metalsmiths, the Dwarves). 

The Elves soon learned that although they themselves are unchanging in 
nature. the world is not . Theydivided into tWO main branches; the A \Iari, or 
East-elves, who were largely content to live with the bustle and change of 
the Mortal Lands; and the Eldar, or West-elvcs, whom destiny urged to sail 
west to the Undying Lands, leaving behind the tumble and tumult of 
Middle-earth . Early in the First Age the Noldor and the Vanyar, twO oflhe 
three Kindred Houses of the Eldar, set sail west to the shores of Aman. a ho
ly land where they expected to live in harmony and god like tranquillity for 
all time; but the Grey-Elves (or 5i"dor). already attached spiritually and 
materially to the Mortal Lands, chosc to remain behind with some of the 
A vari, a huge group which included a band of Si lvan-clves who settled in 
the Wilderland and Greenwood the Great. 

But trouble was alread y brewing. The forging of the Silmarils, the three 
jewels of unbearable beauty which held within them the sacred light of the 
Two Trees of Valinor, led to no good; Morgoth seized the jewels and ter
rorized First Age Midd le-earth. unleashing Balrogs, Giants, Orcs and 
Trolls to do his evil bidding. Only Ihe inten.'ention of the Valar prevented 
the domination of evil over good. The making of the Rings of Power, 
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themselves created (0 heal the wounds from the battle fo r the Silmarils. 
caused even more trouble . True. Elves did learn 10 fashion weapons of ex
traordinary power, including swords Ihat shone with a blue light when Orcs 
were in the vicinit), and which burned or pained the cnemy when seized. But 
in the Second Age , after Morgot h's defeat, Sauron, th e Evil Lord's prodigy, 
forged the Rings of Powe r (with the unwilling aid of the Elves) and thlls 
began the War of the Rings. It seems that all the beauty of Elvcn-crafts is 
destined 10 bring SOrrOw and connict, and that their attempts 10 heal and 
aid the wo rld o f Men and Dwarves is doomed to fail. 

By the Third Age, Elves are few and far-bel ween and mu ch-rem oved 
from the powcr--cc ntcrs o f th e world, ralher like elderly land-barrons 100 
bo red and world-weary 10 ballic a land -grabbing neighbor. The remaining 
Hi gh-elves live wilh Elrond al Ri vendell or al Lindon wilh Cirdan, or just 
wander the wcstlands: the Sindar have gathered in Lothl6rien with 
Celeborn and Ga ladricl and. of course, at Thranduil's Kin gdom in No r
thern Mirkwood. 

Theirs is a sad hi s tory, then , the story of Ihese Peop le of the Slars whose 
vokes held more melody than any o th ers and whose gift s led 10 their own 
sunderi ng a nd very ncarl y to the destruc tion of the world. 

S.l1 THE ELVEN GIFTS OF LANGUAGE AND SCRIPT 
But what good have the Elves given the world? First and foremost, Elves 

taught Ihe world 10 speak and to sing and to write - a nd thus to record 
history (and in an sense, to creale it), to document growth and change in 
cultures. Elves are Middle-earth's poet s, singers and historians; they in
vented the words that describe all that we know of early times, and they kept 
the records. When the No/dor returned to Middle-earth in the First Age to 
reclaim the Silmarils stolen by Morgoth. they mixed with their lesser
brelhren and gave them an alphabet and a script . The Grey-elves thus 
adopted much of the folklore and culture or the Noldor, including the 
Tengwar. the High-elven c ursive alphabet of 36 'letters' (and as flowery a 
script as you're likely ever 10 see). After a while the Grey-elves, who spoke 
Sindarin (the most widely-spoken Elven-Ianguage), lived and mixed with 
the Wood-elves and passed on their Noldor learning to their more rustic and 
earthbound brothers. Eventually, in a leap across cultures. the Dwarves of 
Moria learned and used the Grey-clven alphabet created by the first Age 
minstrel Dacron, alld in a changed form, found its runes, or Cerlhas 
(Cirth), valuable for seali ng their own secrets. The elaborate Angerlhas 
Moria , o r 'Long-rune-rows' of Durin's Folk. provided them with a system 
for keeping their hidden treasures safe and secret. The Cirth, which appears 
on the tombs of Dwarves and marks secret passageways, for example, is 
most puzzling 10 Ihe untutored . In a debased and simplified form, Orcs and 

other servants of Sauron also used the Grey-elven alphabet to plol their evil 
works . Thus. nothing the H igh-elves brought to Middle-earth remained 
pure and good, not even language, which was to them the magic of com
munication. 

But the Elves' best pupils were the Edain, the three Houses of Men who 

traveled west to Beleriand and studied the ways of the Elves living there. (It 
must be said that the High-elves gave unselfishly of their wisdom and 
enriched the Edain with kno wledge and an appreciation of the finer things 
men might never have known otherwise; Elves seem to know that they were 
not destined to rule the Mortal Lands, that the Edaln would be the eventual 
inheritors of Middle-earth'.,> bounties and sorrows.) 

All Elven alphabets stem from the Tengwar Alphabet oj RLimil, a Noldor 
EJr of Tirion. the beautiful Elven city of the Undying Lands. Although it 
did not reach the Mortal Lands in its original form, Rumil's Alphabel 
greatly influenced theAlphabet ojFeanor, which spread through Numenor 
in the Second Age. Hanor's Alphabet is interest.ing because it is a system 
based on brush and pen-work. not carving and inscription - it isa moveable, 
viable script. 

An example of the Noldor Tengwar adapted by the Sindar is the inscrip
tion on the West-door of Moria, where certain 'letters' assume vowel func
tions and replace the o lder system of the High-elves in which diacritic marks 
placed above the preceding consonant represented vowels. This new 
system, known as the ModeoJBeleriand, expanded the original consonant
group of Tengwar into a full-nedged alphabet. (Both forms of Tengwar are 
phonetic and if you're an Elf, easily learned and spoken.) Thus, all races 
used the Tengwar - except the Dwarves, who prefer the secretive and 
lengthy rune-rows of Moria, the Cirth . By mid-Third Age most men of 
learning in the West know and use the letters of Feanor. 

S.12 THE COr.tING OF THRANDUIL 
No other race loves poetry and song as do the Elves (true, Hobbits can be 

light-hearled), and King Thranduil's Wood-elves are no exceplion. Even as 
they clasp you in irons and lead you through carved halls of beauty created 
early in the Second Age. Thranduil's Folk sing. It was in the last Age that 
Thranduilled a band of Grey-elves east over the sharp horns of the Misty 
Mountains, hoping to found a Woodland Realm in the wilderland beyond. 
The Wood-elves native to the forest welcomed the more-learned Sindar as 
royalty and with the aid o f the nearby Dwarves, overcame their distaste for 
underground-living and dug out an awesome palace beneath a hill in north
east Mirkwood (Amon Thranduil), where Thranduil's Folk Jive to this day. 
But how did the Silvan, or Wood-elves, come to be there in the first place? 

When the Elves as o ne journeyed west toward the Undying Lands of 
Aman ill the First Agt:, .!Somt: of them - induding many of the Silvan - chose 
not to cross the mighty Misty Mo untains; the "sea-longing" was not so deep 
within these Elves. for thcy were weary of wandering . So they remained and 
n ourished in the vales of the Anduin , although splitting again and again in
to smaller groups. The Silvan - ruddy-faced, sandy-haired folk similar in 
appearance to the Grey-elves - are light o f build and step, great hunters with 
bow and spear, and dress in forest greens and browns, for both camouflage 
and comfort (thus shunning thc bright ceremonial robes and gowns of the 
Fair-elves)_ As King , Thranduil wears a crown - appropriately enough - of 
berries and leaves in the a ulumn, or nowers in spring, for the Wood-elves 
cherish the forest and its growing things. 
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S.13 DAILY LIFE AMONG THE WOOD·EI. VES 
In Oropher, Thranduil's falher, the Wood-clves found a King to lead 

them in their wanderings along the Anduin. After Oropher's death in the 
Lasl Alliance, Thranduil led the Elves to the caverns of Nonhern 
Mirkwood. Their home - while nol so grand a palace as that of Tirion in 
the Undying Lands (where crystal stairs and lamplighted towers are the 
order of the day) - is vao;t and lovely and bewildering enough to awe and 
befuddle any non-Elvish outsider . (Wood-elves view any outsider as an in
truder with criminal intent.) 

Still, the Silvan Folk do !fade and to a small degree, feao;t with themen at 
Long Lake, bartering apples and Elvish goodies for Dorwinion wines and 
other hard-to-gct delicacies unknown to Mirkwood. The Forest River 
serves as their lifeline to the world of men; however, any time they tire of 
dealing with outsiders, Ihe Wood-elves simply drop the watergate, lower 
the portcullis and entertain themselves for months on end. Next to in
vulnerable in their wcll-Iighted caverns, Wood-elves need nothing frOlllthe 
outside world except benign neglect. (But neglect is one favor Sauron is 
unlikely to grant Thranduil's Folk.) Feasting is the Wood-elves' delight. 
Greal part y-givers, they sing and dance and play harps by torchlight, under 
the stars, and consume vao;1 amounts of roast meats . True nower-children. 
they wear gems on their collars and belts and sing happy songs often made 
up at the moment. One word o f warning: their magic is strong, but Wood
elves are less wise and thus morc dangerous than the High-elves of the West, 
so watch outl 

There is a burden born by the Immortals. One tires of everything; only ' 
song and play keep the heart light . With nothing to fear but the rare violent 
death and the subsequent and sometimes falal mourning for a fallen 
kinsman, with not even a battle scar to brag about, the Elf faces an eternity 
of ever-darkening days. for each day the Shadow of Sauron creeps nearer 
the entrance ofThranduil's Caverns. Men, once eager pupils, now yearn 10 
rule all of Mirkwood; the Realm of the Wood-elves stands challenged, 
a lone and weary and almost afraid. 

5.2 THE DWARVES 
The Elves call them Naugrim (S. "the Stunted People") and Gonnhirrim 

(S. "Stonemasters"). but Dwarves call themselves Khazlld and the 'Children 
of Aule,' the Valars' greatest smith and handicraft-instructor. Created 
underground and in secret by Aule, who disobeyed Eru's commands in 
making them, the Seven Fathers of the Dwarves were laid to rest until the 
Firstborn, the Elves, awakened and began to walk about naming things. Is 
it coincidence that this most -secretive race was born in secret'! Thai 
Dwarves and not Elves or Men created moon-/ellers. runes which are only 
visible when the 'right'l1loon hit s them? That Dwarves never let their Dwar
vish names be known, even in death? 
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To comballhl: power of Morgoth, who was loose and wreaking havoc at 
the time, AulE made the Dwarves physically tough, stubborn and uxcep
tionally long-lived (up to 400 years!) . Although a foot or two shorter than 
Elves, Dwarves are strong and unbending as stone (and just as easygoing) 
and are resistant to virtually any poison or disease, including the Plague. 
(Orcs well-understand this, realizing the only sure way to kill a Dwarf is to 
chop off his head.) Proud of their craft, metal and stonework, Dwarves 
scoff at the magic of the Elves yet treasure enchanted weapons and gems of 
beauty like the (late Third Age) Arkenstone, and have been known to cast 
spells over booty to protect it. Devilishly attractive to the female Dwarf -
whom a Dwarf-husband guards as though irresistible to any sentient being 
- a male Dwarf in braided beard and chains of silver and mithril must set 
his wife's heart a-pounding. Yet oddly, two of every three Dwarves are 
male, and few marry. Fewer yet have children. PerHaps the Dwarves, in 
their stony nature and origin, lack the seething passions of the more hot
blooded race of men, whom the Dwarves tutor in smithing. Anyway, 
Dwarves seem in little danger of imminent extinction, and because of their 
nature, can endure great weariness and trial uncomplainingly; and they are 
more fireproof than Elves . 

A race with deep-seated religious beliefs, Dwarves believe that when they 
die Aule, their maker, cares for them and leads them to the halls of Man dos, 
where they await Eru's permission to join the Elves in a blissful ifsegregated 
eternity. Dwarves also practice ancestor-worship, professing that their 
Seven Fathers in some sense return to live again in their descendants who 
bear their ancient names. Thus, the Dwanoes' history records Durin (I) the 
Deathless and several <Durins' afterward . 

A great hero of the Dwarves is the above-mentioned King, Durin the 
First. Back in the Eldar Days, Durin traveled to Azanulbizar, a vale east of 
the Misty Mountains and gazing into a lake there. saw in his reflection a 
crown of seven stars· in broad daylight! Durin interpreted the vision as a 
sign of great things to come (and not as the result of ingesting a batch of 
potent magic mushrooms) and made his home in the caves above the lake, 
thus founding the great Dwarvish realm of Khazad-dum, an empire which 
lasts until this day. To celebrate Durin's achievements and vision, Dwarves 
gather to party and fcast annually on Durin's Day, the Dwarves' New Year's 
Day. (Durin's Day falls in the Autumn on the first day of the final new cres
cent moon of the season, just at the time when the moon and the sun appear 
in the sky at once. Just keeping all that clear and not snoozing through the 
lunar-solar juxtaposition seem cause enough for celebration.) 

5.21 A BRIEF DWARVEN HISTORV 
Jumping back in time, the Seven Fathers of the Dwarves. once awakened 

by Aule, wandered westward until they crossed the Blue Mountains in 
8eleriand and met the Elves who even then were meticulously recording 
their own history. Always jealous and suspicious of each other - the Elves 
resented the fact that the Dwarves had been created first, even though only 
by 11 Smith - Elves and Dwarves soon found much more to fight about than 
who came first. 

In Beleriand, Dwarves settled to mine and excavate caves in that western 
land; when Sindarin Elves came. they persecuted the runty Dwarves, forc
ing them to do the Sindar's bidding. Not until more Dwarves came, proud 
members of the race of the Khaz5d, did the persecution ccase. By then the 
Dwarves had created magnificent cities in Moria and eul into the eastern 
side of the Bluc Moultains the twin cities of Nogrod and Belegosl. At this 
time Elves and Dwarves joined forces to battle Morgoth; Dwarves 
engineered roads and built halls used by the Elves, and trade between Ihe 
races grew healthy . But never did they come to trust or like each other. 

The first great split betwttn Elf and Dwarf came in the First Age when 
the Dwarves of Nogrod marched against Thingol Greycloak, the Elven
king at Doriath, and slew him for the Nauglamlr, a breathtaking golden 
necklace inlaid with a Silmaril (the jewel irresistible to the Dwarves, who 
had made it) . The Dwarves overcame Thingol's reasonable objeclions 
- after all, it was a gjft given him by a man who'd taken it from a Dragon· 
with a swing of the axe that left thc wise king both spetth- and head-less . 

Not all Dwarves were so reckless and greedy. To the Southeast. across the 
Misty Mountains stood Moria, Khazad-dum to the faithful, the greatest 
cit)' of its day. Here for thousands of years Durin's folk showed the world 
what civi lization could be: beautiful, functional yet fiercely warlike and in
dependent. and very secretive. In the seemingly endless tunnels and 
palhwaysofmany-colored stone. in Ihe vast ancestral halls lighted. by shim
mering crystal lamps and hung with paintings and hangings and sculptures 
of beasts and birds. the Dwarves marshalled their forces and aligned row 
aftcr row of glittering spears, swords and axes and shilling banners, gleam
ing mail and shields, all ready for action . Works of beauty, often made of 
silver and inlaid with jewels, were there for the viewing, while below in the 
caverns miners dug with pick and basket for gold, silver and jewels long-
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trapped in the rocks that were shoved up from the molten core of the earth 
Ages before. 

Expert craftsmen, Dwarves first pickled the gold they mined to rem ove 
impurities, employing huge bellows to heat the fire, and used depletion 
gilding, a chemical process that extracts from the surface aU traces of 
elements other than gold , Final steps include casting, or forming an object 
by pouring liquid molten metal into molds, and chasing, or decorating the 
Object by incising it s surface with a sharp tool. No race takes greater pride in 
it s craft than the Dwarves, for whether working on a bracelet. a toy for 
men--children or a Slabbing sword, the Dwarf will insure it is a uniquely
beautiful object. In fact, the only creation of ugliness attributed to the 
Dwarves is the Dwarvish battle mask, a hideous thing much·resembling an 
Orc as he gets up in the morning . 

Aboveground at Khazad·dO m, masons and engineers built and extended 
roads, waterways, LOwers and terraces, and designed vast chambers 
dedicated to the glory o f Durin. All of this treasure was guarded at the gales 
by a retinue of stony, mail -clad warriors. Amongst themselves, Dwarves 
~peak Khuzdul, the Dwarf· tongue know only to them and one of Middle· 
earlh's great cultural secrets; yet, among others, Dwarves can speak Elvish 
tongues and the Common Speech very well. When not working, Dwarves 
are fond of wine and ale and cooking outdoors, for they can make a fire 
anYWhere, any time. Fine musicians, they play violas as big as they are, as 
well as fiddles, flules, drums and clarinets. One imagines their music as high 
in spirit but lacking the ineffable subtlety of the Elves . 

With Ihe di scovery of mithril in Moria in the Second Age, Dwarves from 
aJl over flocked to Moria to make their fortunes. (Elves value mithril above 
everything else.) But when Sauron and the Elves battled in the Second Age, 
the Dwarves shut their doors and locked their gates, judging it wise to pass 
on that fight, sl irring up the bad blood between themselves and the Elves. 
Only the accidental release of the horrific Balrog drove the Dwarves from 
their greatest home and refuge. 

5.22 nil': DWARVES OFTHE [RON HILLS 
All the while in the Iron Hills small numbers of Dwarves continue in the 

great Dwarvish traditi on of mining for gold and silver, and hiding out. 
Small, broad, bearded folk with Ihe night vision of a great-owl, Dwarves in 
the Iron Hill s dress sensibly in heavy, stu rdy boots (to protect their feet 
from sharp rocks) and leather jerkins and mail , sometimes nipping up great 
hoods for camou flage and protcction from the elements. Most work as 
metalcrafters and miners, but of course some Dwarves travel to trade their 
craft s for nccessary item~ - however. a Dwarf parts sadly with anything of 
value and a lways looks for a chance to get it back, for he believes that once 
he has made anything with his hands. it is his, forever. 

Tied in with their faith in an afterlife, Dwarves lake great care of their 
dead. laying them under stones engraved with runes sensible only to them . 
Put·upon by the world and put-down by the Elves, Dwarves are secretive 
both to protect themselves and to promote their own culture and positive 
self· image. Can you blame Ihem? 

5.3 THE NORTHMEN 
Unlike the Elves and Dwarves of Northern Mirkwood, the Norlhmen 

have no rigid political system guiding their every step - their "social glue" 
has losl its stick. Akin to the lesser men of the Ounedain (and long ago to the 
Edain, the noblest of men granted the unique privilege of co-mingling with 
the Elves in the Elder Days), these dark-haired. grey-eyed, husky out
doorsmen have turned their broad backs on the great cultural achievements 
of their ancestors, choosing instead an independent and clannish existence 
close to the soil and woods of the wilderness . 

By mid-Third Age Northmcn are no single unit or community of men : 
they have split by choice and live varying lifestyles and speak their own 
languages (although a ll speak the Common Speech) in regions as distinct 
and different as the hostile cold of the Grey Mountains' highlands to the 
more inviting grasslands of the Rhovanion plains (where the Gramuz, or 
"Grasslanders" have settled) and the hilly vales of the northern Anduin, 
near the Carrock where the Beijabar live . 

5.31 THE BACKGROUND OF CONDOR'S OVERWRDS 

Nonhmen trace their roots to the Edain of Elder Days, the first men and 
Second Born. In an unusual display of cross·cultural friendship, these 
loosely·associated tribes of men, after crossing the ky Blue MoullIains, 
joined with the Elves of Beleriand in the First Age to learn thei r ways and 
battle Morgolh. everyone's worst enemy. Nearly exterminated, the Edain 
found their first great cultural hero in the person of Earcndil, who with the 
aid of a Si lmaril sailed west (Q the undying Lands to persuade the Valar to 
help the Elves and men to overcome the mighty Morgoth, Earendil himself 
never returned - some believe he sails the sky in a shipofmith ril and Elven- 18 

glass - but with the assistance of the Valar, the coalition of Elves and men 
was victorious . As a reward for their valor, the Edain were granted the most 
westerly (and thus nearest to the Undying Lands) of mortal lands. the Isleof 
Elenna, which the men themseh'es called Numenor. 

Guided by EarendiJ's star, mosl of the Edain - later called the "High 
People" - sailed west and settled the island, prospering fo r 3,000 years of 
the Second Age. Although granted a life span as much as three times that of 
lesser men, the Numenoreans - or as the Elves called them, the Dunedain 
(Men·of·the-west" in Quenya) - were not given the immortality they heart
ily desired. They did develop their own language, AdOnaic, based upon 
earl y Mannish speech influenced by the musical lilt of the Elves, a tongue 
that survived Numenor itself, and they built a culture of rare beauty and 
awesomesea·power. (Men who remained behind in Middle-earth - like the 
Northmen of Mirkwood and the Rhovanion plains - view Adunaic as a 
snooty, Qua.si-Elvish tongue and speak their own Rhovanion dialect.) 

Eventually the nob le men of Numenor caused their own downfall, this 
fall from glory occurring after three millenia of ever-growing power and 
advancing civilization. The Ban of the Valar - the only restriction placed 
upon the ambitions of the Numenoreans, othcr than that of mortality itself 
. forbade travel west to the Undying Lands, home of the Valar and the 
West-elves. The Valar judged their prohibition as simply just and fair: after 
all , men are only mortal (or at bese, half-Elven) and have no business 
knocking about immortal lands. To soften the blow, Elves visited Ntirnenor 
frequently. tcaching their folklore and sciences, encouraging the men to 
develop, among other things, a calendar that was in use for 6,(X)() years. 
(The Elven calendar of Imladris might have been a bit discouraging to mor
tals, its yen or "year" being equal to 144 solar years; thus an ancient sage, 
with luck, might live to the ripe old age of one or two .) 

But the Elves' kindness and knowledge, rather than calming the men, in· 
named twin passions growing within the Numenoreans : the desire for im
mortality and the conviction that they were as worthy of life everlasting as 
the Elves. After all, weren't some of the Numenorean kings half-Elven? 

Thus Numenorcans, though long-lived, grew more ambitious, and their 
days of serene obedience were numbered, Some of their leaders thought 
they had to mo\'e, and fast. 

Being avid students of the Elves' knowledge and power, the 
Numenoreans wanted a chance [0 test the might of the Valar· rather like 
children testing thei r parents will. But for most of the Second Age the more 
ambitious NUlOenorean leaders contented themselves with sailing east to 
Middle-earth , at fir st eo aid the Elves against Sauron, the Black Eye of the 
Dark Tower, but latcr toconquer and subjugate the 44lesser"men of Middle· 
earth, men who lacked the wisdom and knowledge of the Elves (and the 
power·lusl of the Numenorcans). The imperialistic princes, some of whom 
were known as Black Numenoreans, seized the coast lands and established 
their own states; by S.A. 225 I Sauron the Dark Master had seduced a hand· 
ful of them into an alliance and under the influence of the nine Rings of 
Mortal Men, they became his slaves, and made up the lion's share of the 
undead .. ,Ringwraichs about whom much is later recorded. 

Back in Ntimenor, the Kings of the star-shaped island grew increasingly 
bitter and arrogant: they deemed it an unbearable insult to age and die. In 
S.A. 2899 the eighteenth King of Numenorchose to cal! himself Ar·Adun a 
Kh{jr, "'Lord-of·the·Wesl" in AdD.naic, the first time a Numenorean King 
had taken his name in the vernacular and not the official language of state, 
High-elvish. This affront to the Valar wenl unpunished, so Numenorean 
leaders only pushed harder, letting the ancient Elven tongues and traditions 
die as their own nationalistic desires arose. 

In the third millenium of the Second Age, after II brief civil war and a 
cooling of anti-Eldarin sentiments, Ar-PharaztJn the Golden (Usurper) 
seized the sceptre of Numenor and in the year 3261, landed in Umbar with a 
fleet of warships , After conquering Sauron, who quickly and wisely sur
rendered to the self-inflated King, Ar· Pharaz6n sailed triumphantly home, 
the Black Master his prisoner . Within three years of his capture the ever
beguiling Sauron had become counselor to the King and urged a reckless 
tack: he urged Ar-Pharazon to break the Ban of the Valar, seize the Undy
ing Lands and thus o btain everlasting life through force, as though immor~ 

tality were a jewel to be seized like the Silmarils. (You see how persuasive 
Sauron is, that he was able to put this proposition to the King after three 
years of confinement and not be laughed out of COU((.) For nine years Ar
Pharaz6n buill up his forces and in S.A . 3319 he gathered his men and 
weapons and set sail west to challenge the Valar. No sooner had he and his 
men sel fOOl on the shores of Aman Ihan their hopes were crushed: 
Nlimenor sa nk like a stone under the sea, Ar-Phamzol1 and hi s men were 
crushed. and the Und ying Lands were moved 10 a realm beyond man's 
grasp. So much for the Numenoreans' demand for immortality. With the 
rise of recorded history, one would think the lesson of Sauron's treachery 



would be taught to every new generation of men - but such is his power of 
persuasion that even wizards would later be fooled by the honey-tongued 
charmer. 

Surviving the downfall of Numcnor - inevitable if you look back at the 
Nlimenoreans' pride and aggressive instincts and the Valar's very nature -
were a few of the Faithful led by Elendil the Tall. These men rejected the 
overweening pride of Ar-Pharazon and hiscoun and trusted Sau ron almost 
as far as they could toss a Balrog, and in S_A_ ]320 they sailed east 10 join 
their "lesser" brethren and to found the Numenorean realms-i n-ex.il e, Ar
nor and Gondor, bringing with them the cu ltu ral treasures of their great 
and now-lost civilization: a seedling of the White Tree, itself a descendant 
of the Eldest of Trees; the seven po/untiri, the seeing-slones made by the 
Master Elven-Craftsman. Feanor; and the Ringof Barahir, a symbol of the 
bond between Elf and Man from the good old days of the First Age. Of all 
the splendor and power of Numenor, only these things and the men 
themselves remained. Forever in decline was their language, Adfmaic; the 

Exiles spoke Sindarin and in later conversation with other men, the Com
mon Speech . Nonetheless, the latter tongue owes much of its heritage to 
Adunaic_ 

5.32 A BRIH NORTH MAN IJISTORY 

Missing out on all this cultura l growth, extraordinary life and disastrous 
death were the so-called "Middle Peoples" of the Edain, those men who re
mained in Middle-earth at the end of the First Age, among them Ihe 
anceslOrs of the Northmen. More numerous and scatlered than their il
lustrious brethren of Numenor, the Middle Peoples had seen their cultures 
grow more slowly; lacking the thru st of genius and the guidance of the 
Elves, they tended to be more mundane, more concerned with survival to
day than immortality tomorrow and forever. Yet the kinship between the 
two branches of men was genuine, and no one today call judge a Northman 
less noble in naturc:just because he dresses in skins and hides (as opposed to 
the ceremonial gowns and robes of Numenor), or because he speaks (he 
common tongue - or his own Rhovanion speech - and not the more 
musical Elvish tongue. It seems the Middle Peoples ho ld in their hearts 
fewer regrets and a deeper sense of belonging to the vales and mountains 
and woods of Middle-earth, a conviction that escaped fhe Dlinedain even 
after the drowning of Nlimcnor. 

Thus. like the Elves, the men of Middle-earth were reunited, their two 
cultures beginning 10 blend as the door to the Third Age opens. from the 
Numenorean Exiles the Middle Peoples received the gins of a higher 
cu lture: learning, traditions, myths and symbols, and a sense of hi story and 
destiny. Some of the Higher Men, after settling 1.0 the south and cast of 
Mirkwood in Gondor, set out to ford the wide river of cultural differences 
between themselves and their less-schooled brethren; it seems obvious they 
had to lower their cultural expectations once in Middle-earth . Sad ly, Gon
dor is, in T .A. 1640. a force on the downslide and after the recent Plague 
and the Gondor's Kinstrife (T.A. 1432-48), an cver·weakcning foe to 
Sauron's ambitions. In ex.change for the knowledge and wisdom of the Ex
iles in Gondor who first conquered the Northmell, then instructed them , 
the men of Northern Mirkwood a nd the Rhovanion plains stand as a wall 
opposed to any invasion from the cast or north . 

Thus, although the cultural differences between the NOrthmen and the 
men of Gondor are substantial and deeply-rooted. both groups possess the 
great gifts given all men in Middle-earth : free will, a sense or destiny and the 
belief in an after-life. 

By the thirteenth century of the Third Age [he men of Gondor and Nor· 
thern Mirkwood were as close fO being brethren as they were likely ever to 
be. In the 1300's, Vidugavia, another self-styled Northern prince, closely 
aligned himselfwith the royal house ofGondor to bailie the Easterlings and 
wilh high aspirat ions, wed hi s daughter to Gondor's Prince Valacar. Their 
son Eldacar was rightful king of Gondor and half Northman; in their eyes, 
and in those of some Gondorians, esteem for the Northmen rose. Out 
jealousy soon reared its ugly head in the courts of Gondor; a devastating 
civil war, the Kin -strife. broke out in 1432. Gondor was great ly weakened . 
Just two hundred years later, with Gondor resting peacefully but anemic, 
the Great Plague ravaged the cities of Gondor and decimated a generation 
of soldiers and citizens. Gondor and the Rhovanion plains now stood ripe 
for invasion and domination . 

A Family TrH ur Ih~ Edaln 

The &:lain famil y tree bears three branches initially, two of which joined 
late in the Third Age when the handsome, heroic Aragorn /I, who could 
claim descent from the Eldar , wed rhe half-Elvcn beauty Arwen Evens/oror 
the Second Ho use. The Third Ha use of Men spl it very early 10 produce on 
one limb the Lords of Dor-16min, a part of the Elven Kingdom of Hithlum. 
and on the other, the Nor/hem Men, including: the bear-like Beijabar (later 19 

the Beornings), the nomadic Wood-men of Mirkwood. the Plains- men o f 
the Rhovanion, and later the Men ofEsgaroth and Dale . Another lineofthe 
Northern Men branch leads from the self-proclaimed Princes o f the Rho
vanion. including Vidugavia, to the ~olhcod, to the Rohirrim, the blond, 
horse-loving Riders of Rohan. 

THE EDAIN (Men or the Three HoustS or Elr-rri~nds) 
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5.33 J)AILY LIFE AMONG THE NORTIIMEN 
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But the Northmen spend very little of tlleir time considering Iheaffairs of 
stale; like men everywhcre,they must live out their lives in a daily struggle to 
make a viable life for themselves and their families_ More peculiar to thc 
Northman is the willingness to do baule - with the elements or any foe who 
might challenge hi s might or right. Northmen are willing to fight to the 
finish 10 proteci their land , their families and their elans; the Eothraim 
believe that in battle a warrior dies a sacred death and that he passes on to 
feast and fight forever in the hall s of their ancesto rs. (Of course some 
Northmen - the traders and settlers called the GramU:l - are less inclined 
10 fight a lthough just as capable of mayhem, for Northmen tend to be 
broad, strong. tall and very hard-working.) 

A typical Northman's settlement on the Rhovani o n plains is sure to in
volve a group of fenced-in buildings: including a cottage with a 10ft that aCls 
as a home, and a stable for chickens, pigs, sheep or cattle and oxen, and 
perhaps a horse. In his loft the Northman stores hay, grain and fruit; on the 
ground floor he keeps barrels of home-brewed beer, tubs of salted fish and 
meat, and his smithing and carpentry tools and farm implements . The 
family lives in a larger room, eating and sleeping communally; the North
woman may have a simple wooden loom to weave woolen shirts and gowns. 

A Northman's family learns to leillime by the season's chores as well as 
the weather. In the fall, oxen plough the fields to cu ltivale the soi l; the fam
ily threshes the harvesl grain into hive-like domes of wheat. In winter, the 
chores are fewer, for winter in Northern Mirkwood can be long, cold and 
dark; Northmen slaughter cows and pigs and repair fences and any other 
damage or undue weathering done 10 buildings and tools. In spring, 
ploughing and sowing rye, wheal, peas, beans and corn take up the bulk of 
the family's time. Weeding is do ne allthewhile by the children, and in sum
mer, after more ploughing, comes the hay and corn harvest - and celebra
tions if the harvest is good (for if it isn't, hard times arc sure to follow) . 

A hard and unrclenting life - that's what. the Northman expects. And 
that's just what he gets. 

5.4 OTHER INHABITANTS 
Some of the seedier inhabitants of Northern Mirkwood includc raiding 

bands of orcs and troils, and in the Grey Mountains, giants and dragons 
who call the icy wastes of the northern wjlderland 'home.' To put in a nice 
word for trolls. who have gotten some bad press, trolls do not only kill and 
mutilate and devour cute little ponies. They si ng so ngs - if you can call :l 

gravel-voiced. grunting ditty about torture-and bloodshed a 'song' - tunnel 
and mine as well as Dwarves and emptoy "explosives." Not (lad for ten-foot 
tall pea-brains made of stone. 
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Orcs in the region are as handsome and charming as bJack-bJoOCled. red
eyed orcs anywhere, with the exception of Sauron's Uruk-hai. or Great 
Orcs. Iflindcd by the sun (and no doubt startled by a mirror), Orcs either 
work themselves to death as slaves or fight as very expendable soldiers. 
Bloodthirsty beyond measure, they are unique - for they fight with flashy 
curved scimitars; and if they accidentally hack off a fellow Ore's limb, the 
injured Ore is likely to say (in a dialect that no onc bul his tribe cal unders
tand): ' Hey. that's okay! I have another!' 

What an odd mix of beings Mirkwood holds. Haughty Elves, secretive 
Dwarves and the various bands and dans of Northmen, nonc of whom has 
much to do with each other (although some Northmen are friendly with the 
men of Gondor). E ... en a Hobbit or two - Stoorscome from the vales of the 
Anduin - may be seen slipping through the underbrush before disappear· 
• mg. 

With its great natural gifts of forest, rivers and mountains, Northern 
Mirkwood offers the rustic pleasures men and other folk find enjoyablc 
and challenging, shunning as they do the city light s ofOsgiliath, Gondor's 
capital. But for the occasional in ... asion or pestilence or ill wind from the 
East, Northern Mirkwood is an hospitable host to all. As a region, as a Ii ... · 
ing biosystem, it survives and thrives on paradox, at once wild and yet in 
parts nearly tamed. A land of woods and vales and grassy plains, it is a 
moumainous wilderland. And most, Northern Mirkwood is home to all 
manners of beings and folk, most of whom seldom see each other -
and arc glad of it. 

6.0 POLITICS AND POWER 
(T.A.1640) 

Northern Rhovanion is much too wild and sparsely·populateda region to 
form a viable political state like Gondor, or to erect a lasting dynasty of 
rulers. The powerful, closely-knit society of Wood-el ... es at Thranduil's 
Caverns possesses aU the tools of domination and dominion except desire: 
the clannish Northmen - loosely confederated by Vidugavia in the 13th 
century - have split into splinter-groups who mind their own business in 
the mountains. woods and plains of Rhovanion and ask only to be left alone 
to fish. hunt, tend their animals, grow their crops and to some small extent, 
trade with Thranduil's Elves and the Men of the East. Whatever drive 
toward union and unity that existed before the Great Plague was 
thoroughly !)Quelc:hed by the gruesome suffering and death which raced 
from trading seu lement to dan to family with dizzying, deadly speed. 
Always independent and distrustful of outsiders, the post-Plague Nor
thman, after fleeing to the Grey Mountains or a similarly unpopulated 
region to a ... oid the pestilence, probably returned home more con ... inced 
than ever that society In Itself is a dangerous and unrewarding notion whose 
time was yet to come. He must ha ... e cast an evermore jaundiced eye south 
towards Osgiliath, once Gondor's fairest city - which now stands as a 
shaky. half deserted ruin. most of its residents dead. 

One obvious exception to the Northmen's anti-societal sentiments is the 
trading community rebuilding itself on the shores ofthe Long Lake, where 
Lake Town would lafer arise. Here, entrepreneur" built and maintained a 
center for the exchange of hides and Elven-goods from the West for the 
highly-admired wines of the East. Built upon barter and banter, the com
munity nourished so long as all groups carried on good relations and the 
sleepy dragons of the Iron Hills dozed on. Ideally located at the meeting of 
two rivers and upon the shore of a calm, wide lake, the trading center might 
have Quickly grown into a bustling village but for three strokes of doom: the 
spread of the Plague, the growing threat of invasion from the East and most 
importantly, the long-fallen Shadow of Sauron (which had soured and 
darkened the fruits of the forest for the past six centuries). 

Thus in 1640, Northern Rhovanion is in flux, men scattered about and 
distrustful of each OTher and everyone else. the Wood~lves secure in their 
own kingdom but uninterested in anything and anyone else, and the 
Dwarvish population - however small - no doubt holed up in their com· 
fortable underground halls, forging swords and axes and things of beauty, 
awaiting their time to rise and act. One wonders what might have happened 
had Thranduil's Elves shared their knowledge of the healing arts with the 
Northmen; could the Northmen have survived in sufficient numbers to pre
vent the onslaught of the Wainriders two hundred years hence? We will 
never know. But perhaps even the medicine and leech craft ofGondor of the 
Elves cou ld not have prevailed over the devastating effects of the Plague, 
which subsided only when enough people and their beasts died, and the 
deadly germ could no longer spread from population to population. Unfor· 
IUnately, the ravage of the Plague sowed ever more widely the seeds of 
distrust and di sunity in the already-richly-suspicious soil of Northern 
Mirkwood. 20 

Only Thranduil. the Elven-king of Northern Mirkwood for most of two 
Ages, pO!isesses the power and \'ision 10 unite and lead the Men of the 
region, and he is concerned first and solely with hi s own people. preparing 
them to meet the forces o f Darkness in a struggle he knew 10 he inevitable. 
(Thranduil easily read Ihe signs of Darkness' encroachmenT over the past 
centuries.) While understanding ThranduiJ's pride - Elves are the First
Born. the Immortals - one wi shes he possessed something like empaThy 
for the 'lesser' beings around him: unit<.-d . men and Elves might have much 
more easily discouraged and rerouled Sauron's forces. if not prevailed o ... er 
them decisively. 

The Princes of the Rhovanion - originally that part of Middle-earth 
stretching east of the Misty Mountains to the River Running - have ruled 
their little principalities since the 1200's. Once Gondor held domain over 
the plains and guarded them with her mighty armies, but now the Rhovan
ion rulers find themselves on their own as its conqueror struggles simply to 
survive. Back in the thirteenth century, Vidugavia, the greatest of these 
prinoes, organized the Northmen into a loosely-centralized government 
that worked for a while; however, it seems likely thallhe powerful clans 
gathered along the Vales of the Anduin and in the Grey Mountains paid lit
tle attention to the self-proclaimed monarch . It;s simply not in the nature 
of a Northman to submit himself to a higher authority. (The Northman 
views government much as he viewed the Plague - as something to be 
avoided at all costs.) The greatest accomplishment of the princes was to in
advertently cause the Kin -strife in Gondor that led to the weakening of men 
everywhere and opened Mirkwood to invasion by the Easterlings. 

Thus Northern Rhovanjon, once and always a sprawling. sparsely· 
settled land, remains essentially unchanged at the time of our concern: men 
and Elves eye each other with suqpidon and tend solely to their own needs 
and desires; scatte red enclaves of Dwarves hideaway in the Iron Hills; while 
along the eastern and southern borders of the forest, gathering forces of 
Darkness loom and threaten. Battle is inevitable - and aU too near . 

• 

7.0 PLACES OF NOTE 
(T.A.1640) 

Largely a wilderness area, Northern Rhovanion has no dominant center 
of population and culture, no looming fortress perched upon a mountain 
top, no boundaried and protected Shire . It is a land open to settlement and 
invasion, a land caught in a tug of war between the magic of the Elves and 
the forces of Sauron. 

This is not to say that no one lives here; Rhovanion is hardly a wasteland. 
In Thranduil's age-old caverns (built with the aid of Dwarves), Wood-elves 
work their magic and guard the eastern gate to the forest and the lands of 
the West. In small numbers, Northmen have sett led the rich pi aim of 
Rhovanion and along the banks of the Anduin, but in an unplanned. decen· 
tralized manner. 

7.1 SEt t LEMENT PATTERNS 
At Long Lake, some kind of trading community arose and in 1640, con

tinues 10 thri ... e, although the recent Plague no doubt closed down com
merce for a year or two as mcn fled west or north 10 the Grey Mountains. 
Much fun her south, under the Shadow of Dol Guldur, the Wizard 
Radagast ta lks to the animals - who no doubt listen and reply - as he has 
for centuries. [n the Iron Hills. small numbers of Dwarves hoard their gold 
and silver and weapons and keep their secrets, awaiting the passing of men 
and the arrival of their turn to dominate and rule . But absent is the single 
Allseeing Overlord guiding the scattered movements of men, Elves and 
Dwarves through and around the 'black and frowning wall' of Mirkwood's 
borders (Hobbit, Chapter 7) . Here, it's every man for himself. 

The Wood·elves domain, though underground, is no Troll-hole or 
Goblin-town. The rocky passages are well· lighted and not so deep and dank 
as cruder caves; the air is fresher and cleaner, as the unwary wanderer is 
soon to learn. Once captured - and eluding or tricking the Wood-elves in 



their own territory is highly unlikely - the tight-lipped adventurer is 
shackled and marched (tu the sound of an Elven-tune, most likely) over a 
bridge, up a steep stairway, across a grassy threshold, through great doors 
of stone that close magically and down spiraling passages to stand before 
the King in his throne-room . (Whew!) 

In the great h~1I of the King stand pillars cut from living stone; the flower
crowned King sits on a chair of carved wood before the lowering columns 
and haughtily dispenses his own brand of Elven-justice, which tends to be 
blind and quick, From the throne-room the prisoner is led down to one of at 
least twelve ceUs in different parts of the palace and locked behind strong 
wooden doors. Escape without the use of some kind of magic is next to im
possible. However, the underground river. which nows neatly through a 
tunnel beneath some of the holding cells, is barred only by a water gate and 
an arched portcullis, or iron graling, which can be raised or lowered at will. 
So take heart, captured wanderer; eat and drink and lay your plans! 

Less threatening to the stranger is a typical settlement of the Northmen, 
those proud and hearty Mountain-men and Wood-men akin to the lesser 
men of the Dune<iain. Living alone or in small clans, these hunters, 
fishermen and lumberjacks battle the elements in regi ons as inhospitable as 
the icy ridges of the Grey Mountains, some settling near the,origins of the 
Anduin and the Forest Rivers . Others drift down to the Vales of the An
duin; and some come to the Carrocks, great weathered boulders that offer 
natura] protection near the bounty of the River. (TheCorrock. a holy site of 
the Beijabar, is the greatest ofthese river-stones,) Unencumbered by socie
ty. these men of the wilderness live out their lives in low. dark cabins with no 
companions but the immediate family. perhaps a goat. a pig and some 
sheep, and only the occasional visitor (most likely a nomad or a refugee of 
the Plague returning to his home from a mountain-refuge). 

Plains-dwelling Northmen. a different breed, have settled cast of the 
forest (0 farm and raise livestock while near the Long Lake, a small trading 
community has sprung up. Here, where two rivers empt)' imo the Lake, 
men barter furs for comestibles, trade tall tales and catch up all the latest 
news. More comfortable than their mountain cousins, the plains-dweller 
owns and mainl.ains a group of thatched and rough-hewn log-buildings, in
cluding a 1001 shed. a smokehouse. and barns and stables for sheep, cattle, 
pigs and hens. To protect his family and livestock and to dcclare his boun
daries . he has probably built a low wooden fence around his farm. and 
might keep a dog Or twu tu bark out warnings and tend the sheep. 

Inside the family home - not much more than a large wood-beame<.! 
room with a loft - are the simple necessities of life; platforms to act as 
table-top and bed-bottom, a few crt1de benches, and the only sourccof heat 
and light (but for a few candles), a central fireplace. Outside. facing south, 
stands a roofed veranda looking out onto the family vegetable and flower 
gardens. ,The industrious family might also tend beehives and grow malt 
and barley for ale. People sleep upon straw mal tresses and cover themselves 
with rough, woolen blankets; in Ihe Winter of 1635·36. when the Great 
Plague hit. the nearness of man and beast - huddled together for warmth 
- spread the contagion faster than ever. 

No doubt some clans group themselves together for protection and build 
around their settlements a fortresr; of concentric earthen ramparts, oval in 
shape; these walls of roughly·shaped mud and dirt can stand for centiries. 
Rimming the approach to the earthworks is a field of jagged rocks, a barrier 
to incursion and more than a hindrance to cattle-thieves. 

Far south of the Old Forest Road and east of the Anduin is the forest 
home of Radagast the Brown. Rhosgobel. Here the Wizard communes with 
the beasts and birds of Mirkwood. tending to their needs, His concern is 
touching, but Radagast's seeming disregard of the human suffering around 
him - espeeially at the height of the Plague's deadly power in 1636 -
makes him something less than a totally admirable magic-man. perhaps he 
viewed his mission as insuring the survival of the forest of Mirkwood itself. 
which wa.o;; withering under Sauron's haze at nearby Dol Guld ur. Radagast 
was very likel), powerless to aid Ihe Northmen directly. One pictures 
Rhosgo bel as a glittering. wcll· lighted (perhaps by fireflies the size of your 
fist) carnival of chattering birds and beasts, and the on ly trul y happy place 
in a forest that for six hundred years has born a shadow and the ominous 
name of "Mirkwood." 

The Dwarves of the Iron Hills remained small in number (until the fall of 
Moria); these superb metalsmiths may have come to the Lonely Mountajn 
to mine and in some sense worship long ago, when they helped Thrandujl 
carve his Elven-kingdom in Mirkwood. but little is really known. No doubt 
the Dwarves' subterranean lodgings are elaborate and artistic. bUI little is 
said about their presence in Thranduil's region until the founding of Erebor 
in 1999. M),stery surrounds the Khazad as surely as gold dust. and we shall 
Icave it at that . 

21 

7.2 SIGNIFICANT LAYOUTS 

KEY FOR OVERHEAD LAYOlffS (E.G. FLOORPLANS) 

• • • • • · , , , 
• • 

CELEBANNON 
A small Elven village composed entirely of wooden cabin-like st ructures 

with thatched roofs, Celeban llon is yet a town of some elegance, as are all 
places graced by the Immortals. All of the structures are extremely well 
made, with subtle decoration. and a modest grace which whispers of com
fort and veiled beauty within. There is but one inn in the village, implying 
perhaps that there is not much in the way of revelry done here. Be not 
deceived, however. for often there is feasting in the Ohtar's Hall nestled 
within the trees, open only to residents and (heir guests. 

KEY TO CELEBANNON 
R~~Mft. (a,b,d.e,i,j,k) Each or these sini le·story )truCtures hou,n .tl(l1l on~ (d~pcndin, on 

th~ ~ i~~ of th~ .~tructur~) uTendC'd ramily uniT . 
Stm'.I~ f"II~. (c,r,h) Theseane holdini are~s for the various a;oods traded byth~ Elves. Many bar. 

r~IJ ar~ also stort<! h~r~ , as well as the liih! boats durin& bad "'~:tthcr . 

tllll (Di.drllili. "SI~ .. I Wolr) . IJ)Th~onty inn inCtl~bannon. it ill quiet bUT com(orr abl~ , and thc 
prien ar~ rnsonable, and th~ food excellent. 

Tradtal Hd. (I) A r~lati \'dy 18Ile, circular st ructur~, th~ trading ham, jll51 " 'hlt its nam~ in· 
diQles. Th~ walls of th~ buildi", are rna _able, w that . I reat pr«cnlqeof iu ci rc:umf('1'(1lctean lit' 
open~d to th~ outdoors durin, fair weather . Thi~ is th~ len~rll t mllrk~tplact for the villalm, as .... e lt 
as a trading prn;t for tlllv~IIC'1"S . 

Dlllln'III.II. (m) A tWO·MOIY buildini which eoctoJeJ a f~ll!'ithaJl and kitchens on the first noor, as 
well as th~ OhTIlr and hiJ ,uard's qU8lters on Ih~ I«ond noor, acCC'lillW by a balcony runnjnlth~ 
pcrimet~r of the interior. 

NOTE : The layout for Celebannon ;s on the color inserl. 
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TIn: EI.VEN-K IN(;'S HALl ,S 

It is interes ting 10 nOlc' hAl. d~~pill: (heir diametrically oppoloed aUltudcs 
tuward The des ign of unuerground dwellings. bo th Elves and Dwarve.~ 3rc 

able to create grand hall s of grace and beaut)', The Elves prefer to work 
frOIll natural cavern formations. altering as lillie as possible. and designing 
th eir homes purely within Ihe framework already availabl e. crealed (usu
i.lll)') by underground river flows Ions before. The Elves make use of the 
sloping. uneven floors; the lOwering stalagmites and lo UlOOlh, rounded, 
tapering pillars of limestone to their advantage. adding only d<.-cora l lye 
carving, bealll i ftll hangi ngs, bol h fOf room division and deco ra! ion. and of 
cour~c mall)' lamp~ . o f CV('TY imag inable design, The Halls of Thrnndui1. 
(he EI\lcn -king of Mi rk ..... ood. arc II!.) cXf,:cption , The co mpl ex i .. lilcr:llly a 
mille o f intcn.'olln<,'Cli ng IUl1Ild~ <111(1 rooms which wind ... pila1. amJ turn 
bad o n 1 he ll1 'cl \lC', Fl o()r~ and corrielors s lope anti bend; and oft en foot i ng 
(fo r the unwar y) is IIll ccrt:lin. ami thL' way dan gero us , 

Af1 cr readi ng this onc mi ght thin .... that Ihese halls arc cold anti damp, 
having himse lf perhaps "' isi led nalUral caves ; but this is nOI Iru~, 

Thrandllil'~ ho me is warm and filled with light. I3righllapcslries hang all 
abo ut, and there arc sort carpelS spread about man y o f the rooms. as we ll as 
many cushio ns and o ther furnishings, Indeed . the appointment s here arc 
far superior in quality to thme fOllnd in most any king's hall, 25 

17 , , 
'\ 

KEY TO TH E ELVEN-KINt;'S HALLS 
Noh! ,hal the co ntour lint's in the caverns slope down frolll the walls and 
co lulIln s (l"Ulumns being designaled by Ihe shaded areas bordered by heavy 
black line) lowards Ihe open arcas of th e room. Thus. thc lowesl area in 
Thranduil's Hall is the ,.y" shaped region in th(' ce nter of the room . The 
noor then slopes up in ge ntle steps \0 the perimeter and around the graec
fully lapering (:olumns, The contours in Ihe corridors usually indi cate a 
conlinuous slope ralher than s tel)S , except where there arc spiral stairs, 
There arc few real 'doors' in the Halls; rather the Elves prefer han gings 10 

cO\ler Cl11 ries, There are doo rs. of SI rong wood b Oll nd wit h iron, barri ng I he. 
cell s, storerOOm.~. f,:c llnr~. nnd of co urse, Thranduil 's vault s, 

I. 

" 
-" 

f ;'"1 (;" Ic-" .i\ ~'lm~ II lon, .,nne brod! l" ~ ranninl,hl" l or"", kl"c-r. 1111 II ~I~p 'UIOI , .nd 
a.:",,, II ~""~) <:OU ' 1 au l ht ' lone- dOOI ' .. hl.:11 l u.,d Ihe- o:nll) 10 Thl1llld,,,I'~ hall ... 1 he 
j!.lU (1; I ht llll\('l H'~ IIrc (j (1«11 U'''I Illgh ~ nd I hili) .. ,do:, .shdlnll aparf on ~l nlf\i!lS I ) d t"'llf, llw 
trlld,\ in (h,' I1U l' . and ':l";hnll Nnrll1:1I1~' t)l lC lIlIl ll '.HII )' al Ihe ,olllnlllnd elf (lnl" 0 1 (h..-

~ 1\ "..-n~ (Of 1 h" dl)" (hc), ~iln al,,., be- -.cl b~ I he Kill" 10 " IWI1 a l only tll~ ,,'ord, d Oll" HI 11 Ill '"' 

01 p' o':l1 danl:"l .i\ f(101Ih,d " lind .. roughl .... ,Ih ma ll , <' I1"h 3I11 m<'I1" , Ihe) pro"dc II ror' 
tJ\ldab lt- 'kkn '><: , 

f:u~rdro"," , M (tli lled al all \ln H'~ by ' .... l' I l,en'j:ualCh . Ih(' ' hifl' :l It f"uI hOur ~ 10 1\i, The 
,'hll1l~C"O' er~ a I C ~I alf.JI.(,fro ~ II",! nn 1l1nr .. ' h rm III Tl'l" illard 'h i fl~ III l' mad e :>1 unc rim e, 

Sfllttlr, Heldn ll rt ~el'l Ihe !iflhl 'ICL'd~ Ullll1:- t..:,n!l3 1ld h" nlt"fl , 1'h..- l h,,'t-<.I',,"(1I line Io jl hl 

h.""",. 1I111,(:d "> I h .. [:In'" lire una rrllid "r I" II II' undelJlr\ILrnd, " rInltln l)' I hey IItC lI'l'lI !(1 

Ix'a l n)u"cl' ami lor 1 """il1~ IrIf"" 
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Thrandull', 11:111 . Thl' main fuSl· h~n ;and i!randeSI chamber in a III he n)mplc:\. 1 hi) ,S 
...hl'rl' Ihe El",en_lin& hold, courl. SiUing in hi) l/oronc l'an 'cd lind inlaid ... ilh many finc 
... ·ooth. he ..... eau a crown o f II'1I 'c) renc.:linilihe ~ealtOn, and brars II siaff ull'aned O)3k. 

Rich laptSlriei del>'~1inK fg' I'~1 M"enC") CQ't'f IhC' .. a ils, and brighl laml» hanl: from Ihe 
walls and pillars of nalural Slone 

. -f'a'il HIIII . AelUally Ihne rooms arc mulri-purpost" in nalUre. In addilion 1CL";eT~ing a~ ad

diTional drinkinl.nd dinin, rooms, these chambers art natural'atherlng placn for lhe 
rnidl'nn 10 )inJ, pla~ mu)i("tl IIllSlTumenl~ (Ihe lIa'l' and IUlc brinS fa\oril~), crea tc 
beautiful items o f clolh and " '000 , or jusl spin lales. 
Kilrhcn.~. 

Splf111 St.lr. Tlre~ III c )Icm)C(i )lliI WI),S cur~ing arou lid unde:r I h~msch·es, I1sual\ yin 
se-·erallurn ~. The BlTgw f1Qinl~ do .. ·nslopt . 

LI~·I"" Qu.r1f"n. TIle)C :;uca} arc uften "ubdi~idtd by hU~)· lapolriC5 and ... 00<.1 5Crccn$ 
for added prh·l~y . The Ehcs uuH« Ihe le",eI changc~ and sialagmites liS nalural room 
d"'idns, and work IIround them 10 creale indiv,dualitt(l Spices. 

Slu"",t. 
Ttr,..nd.irl Q.,rlf"lS. The mO~1 clepnt quaners ill Ihe e:olnplell, Ihe Kins's chambrri are 
lilled with Ihe mOM brllutirul rup and laptMncs, . 5 well liS man) lold and cry~"lI lam('K, 

rilling lhc area with warm li8hl. 

Liltr.l")'. The main rC"Cord~ area of thc caverns, where man) book5 and sc r oll~ lellirtg of 
Elven hl!:lory. 15 well It many SOf1~ .nd other 101c. are ~e~l. 
Council Chamber. Whhi" Ihis secure room Thrllnduil ~ousuJI5 whir his ~ I OliCS1 advisors 
rcsardinl mllilers of imparl 10 Ihe Hiill~. 

Cell . These arc "holding BtCaJ~ to confine pri!>Oncrs of t he King. All arc c losed .... ilh hu,·: 
oaken doors wilh stronK locks. 

l ·hnrndujl') V •• lh Wilh ill Ihl'!oC' room) IIrc ~epl Ihc "tllls"r) 0 1 Thranduil . "'erhall< nOI 
large by Ihe Mandard\ of the [I'en-Iords o f lklcrialld lonl ago, this hoard i\ ",II one of 
~On)ldCTable .. callh, in~ludlll& much gold. a ~ well a) many ,ems Ind Ilem\ ma&1cal on 

nlll U~ ,"fhere lite su .. h I II lOp a~ sreal t:'.1"en bladn forged in 1M Undyinl! Lands lonl! iiO. 
Innll bo ... t>r upcrlOl' qUllliy, and maalCll ilcms of alllin~ . 

Cdl.,. The many barrels of food find drink u.s«! b)· lh(' I"Opulacc (If Ihe Hall< a r ~ ~I Med In 

IhcK rooms. Culllent~ incimlc appll'S, bUller. and of COlU~ finc .... inel . 
{ J ndtTJl,fOund SIrt'lim . Thi~ .... ·111 et COurse Ilow~ i wi rl I), down 10 IlIttt I hc FOlcSI Ri, er 
beyond Ihl' Halb. 
Tf11pdl)(]r . In Ihis chamber IhCl"el~ ~ lrapdoor flCY'OSS lhe 110m ... hkh can br liflN, f"'(PO' 
'"I an open arell of the "ream. It h th routh Ihb af>Crlu.e Ihal che f"mfl'~ barre!!; are 

d~d. lu no ..... do ... " Ihl' ';\"1;'" and l" 'l'''tually 10 LII~ t "I ... n for re- u.!.t . 
1'0r1l·U1li~. I\n upen"ood I raWI,. 11 IIlIo ... s Ihc " 'alCI lu I'<\~) fr':l· l) .. '1111.: h{)ldlO8 bael Ihe 
dumped bilrrd~ umil lh.:y IIle 1':looJ) III be ' elcascoJ The .ope III ,a,,,,, Ihe poncullis. i~ 011 
ISii . 

TUWURDROG: an Orcish ciladel P955 ~ '\l2boP 
AClually the ruin or a First Age ore-hold, Tuwurdrog is composed ora 

dilapidated tower, a small cave complex. all surrounded by an unmortared 
wall and perched on a 8ranite outcrop along the .sout hern edge or a small 
laJ(e. 

I. The Tmor •. See "umber~ 9· 16 fOr dClllil~ . 

Wall . Of unmClnarC"d rough MOnts, Ilboul four ftet hl,h. , 
•• 
J . 
•• ,. 

C • .., tntrlts. Vcr)" narrow un Ihe: OI.JHide. I/I('Y grldually ... iden ~~ one prOCffd~ inwa,d. 
Cua'dp~I~. OtIC' UI'C gn duly a , taCh a l .11 um • . Shif,~ arc e'~r) \i~ houlS . 
ArmGl) _ na~icall)· ~ parc i!('lmillirs. II k ... ~hon bo ... ~ •• nd el,hl '\CIS o f poor I)· made 
rClnforced IClllht-r armor. 

6. I.hinR "",'1f"0. Vel) etude. din} and \ mell)" . 
7. Sec-ITI Ikln •• NOI , ·ery .... ell made. - 20 10 dCI«1ion IInl'mpiS. 1\ long wlIldin, p;anal!~ 

leads 10 an e~i, (,gl hidden fwm Ihe enclosed lI,e. and I('odlll! ..... ;a)' from Ihe talc. 

!I. UOO' In Iht Tnwf"r. Crudely madc. as it "all rtcCnllddition "he origlOal ha.,ng lona 
ago rOiled 10 d\l511. Ihe door il SliII.!lronl, wilh a hn'y wood bllr Ihal can be IoCl:UrC"d 
ac.oss lIon Ihe in~idc. 

10. 1' 1'51 FI()flr . Thi~ room i~ balkall)' a meel;na ynd feYStllli chamMr for Ihe orc "'llrriOI! 
when Ihere i~ an ocrll~ion for HIt-h. Tht'fC' is-. I\ole In Ih~ cmler of the «mnl\:, ~nd I I~tkfr 
pro~;des aCtt!i~ to Ihe ilCCond k"ci (the ... ·()()41en spllil )lalT onCt Ihere also ha,·inl 
di\inrqraled o"et the Ctnturie~l. 

It . S«ond .-hwlr. Thcn Ire fu ur ... jmlu" ), a .. o .... sil lS IICI u.II)" \paccd cyenly abUI Ihc 
ptnmeter of the room . Thi~ ut"a Kr"'O at: Sl(i ~Omtt'-

12. I~u. Lead~ I Olhclhirdk,·d . 

13. ()tIIr, mom . Two l!uard~ ale always OT! dUly, In )i~-ho\lr shif1$. It. hc,ny cunam han" • 
:lcross Ihe door w'14. 

14. .n's IiIlIlI!r1f"1 . 1\ .l1inkinll holc by mO~1 standards, Cro'~ room iJ \u~rior 10 any Olhen II 
Tu ... urdrog. 

I' . ~crtl donr , Good ",11\\I'UCt'OI\. h~rd - 2() ro louf\!. II holds l'ro'~ IrClL'IUIY: 120 lOP, 281 
'p, SUO bp: II I I' s""o,d, II ~ 10 .h,Cld, Ilrld a braceici .... ,hich allo" s Ihe "carer 10)C(' 

undtr .... atel, clcn in thc 111urkiesl la~~, 10 100' clearly. 

16. Laddff. l oroof. 
11. RD(lr. Rin,N by I three fOOl hilh .... 11. Ihe roof I~ Olhcr .. ,-.e 111 unbroken surface, 
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Th~ Irc.1 black SIIf1' (io" wl,,~ (S. Abherft'nt Spray'! SCOrN:) i1 a $Ol ieary, ninel)' rool $pirt'.r 
l!i l u~)' '(ll!(OU} 1\X1.. It i~ l eached ouly b)' an or lII:Tun t he viok-Ill wau:rs j LIS! abo~'(' I he Gorl ... ·;fll. The 

",ain "Ie ra~'Q wuthward. ",d i , Kt into I. Holth in the slopin,"bac\" of Ihe rock. only (j\'(' rCi!1 
aooyt' I he "" III t'r kv('t . 

.. t.ln (;.1 .. : 81 .('11: iron doon; ,nla.d .... ith altcmatlna spir.l dcdtnsof SOld and JiI\'('1 mark lhis open
inB· Each door ., but 111lft I .de and o nl S IX ftc1 .n 11('i8hl. Thcy \ Iide sidf'Vo')'5 inlO 1M- rod 
a~nl mC' pi Illch 1"I.('re: are IwO loch: II) twu Iral melal "arms - ... ·hich look likll' Ihe limhs nr a 
dra80n .r('affi~td to Ihe biI('k .,r each 11001 aoll ~·.u, phot and slide: iom holrs in Ihe o ppming panel. 
cnabhn, I Iw-"chl"'$~ to 100:1; the dool! totC1hn ;md prco.'ml door mO"mlcn! ; and (2)1""0 hug~ nlelal 

ban '" hieh s lidt do .. II in lo Iht wall ~IOb on tither ~ idt o f Ihe- doors, prt('tudins all)' optnins. Tht 
arm~ art manually o~rattd by the guard, while Ihe bars arc lowered hy 1~\"Cn hC'~ldt I hacll,lin's btd 
arld thront or by r~pid mOHnltnl an~! Ihe ! IOllt sn inlO tht t nl ry hall jm, insitk Ihe door . -0:nlr)' Ihll: Thl~ au c amher i~ th!tly rleC'1 loo,anef (plIns fiTittl1 fteJ III 115 "ddt$1 poin\. Tht tllh· 

I ItCn fOOl dume ~eih ll' Is CO\ered with ,hllmngshards or black ohsid i.n. A lar,e, red ruby and cO(· 
undum m~ic of I~ lidlns Eye dominatn lhe domc's o:t'nlcr IiI'S ",orlh 

I lha ch!!. l i n·~ houSC'hold R llilrd. The OClagonal ~ I Q h 
imide Ihe gale is also dllllgtroU). fOr il can conlrollht bars which hlo~k Ihe e~i[: ~ hould morelhan 

o ne cross Ih t ~tone, 01 if 50rnWnt lIlo~n across il s ~ urface al 0 rale fllSler [han 3 In pl ",lhe lod bar~ 

will f8.11. Two 6' ~ 6'.\ 6'lIuard chamtxr~ optn d ira: lly onlO the enlry hall . e.ch il otcupifll by. (u,. 
lu,., (Ot . "leu~r GlOuP; o f or~5: onc Jrd and Iwo 2nd leyet Uruk -hal. The enlry h. n iJ \Omelimel -called the liml Unror/lrt'n (S, ~ I) ridge of I he 111-f ala:l''). II opcnll onlO the complu's third lelltl. 

lA'fl Onf: lon.ted jWI .bo ... e the w.tet-level'v.l Ihe ha'le' of the Goriwin" thl~ leYd !t r~('1.~ Ihe 
I kup'j Pf;mlry Uvin, .,ta , Grca! windo .... , look OUI no rthward al I he c"~3din, F.nChllnled It i\'el 

IGufduml , while sma ncr . magica l. uansp.rf'1II ~Ione:s afford a so1,lIh,,·ard. iew of Ihe bOllom of tht 

~"pslteaIl1.A 'e Ihe fall1. '" .. 
Th~ k iit hellS . nd More room~ arc IlXIlcd on the 5011Ih sICk of Ihe 1C"'d a nd occupy half Ihe 10 ,,",er1 

bI.*. A O""t Ib U, .. ith paMled w.U, of finel)_""orked ",(I()d fi ll s Ihe nOflh ~1dC' , The li8hl ("II lnin, 
lhe- . 'a~I ntlnh "Indtlw~ iIlumlna le:-; thIS Iwenl)' fOOl hiah chamber. N,ch carpe'lln, made fro m Iht fm 
of bUls co. ef$ fIIO~1 or I he sil.'C'fY slo ne floor. The eODu-of -arm~ of I he Northman ,rOllps Lh.ch, lm 
h.~ dn.t ro)·~ line lhe up~r porlions of Ih~ ... alli . \ ' rou8h l-i lon fi re-pelfS provide- . ny na:en.IY 
~linJJ; ~I Imrally Ihe M1tMI o f lhe- Fa lls enjoys the cold draflS. P.S$ll!e 10 Ic->'d 1"0 is It, 

n .... u!Hh«I by .. ·.)' of Jlairs KI iDlo lb. UIII .. nn o n l ilt; toMe, rag side. 
The ~ i1cfidJ and l lo rt' rooms arc crude in appearance, bein! nOlhln, bUI chambers htwn OUI or 

Ihe Sa," and unembeltished, heicu, Ihe Ihree. ",ondet'O\U ..... lew-ing !'OIU" whkh glUe noi'lh • 
.... rd Ihroolh ninny ftci orencham ro rock 10 rcvcallhewlIlny .. or ld o f I.hachglin's Lake more than 
makt up rOr Iht I.d (If dccor, 

l.eYfl Two:' Thb le~e l 1$ OC'Cupltd b1. Ihe. Throne Halt, Ihe IOwer'l eefemonial Chllllltx,tJ lterf 
lhachg!in 5i[1 in his MUving Throne~ made f rom a live Ir~ of some per~erse no tu re . Th~ Ire<: ilselr 
wil l grab (I or,e (irapple ... 100) lind ~ Ira ngle ( H , Crush + 1(0) anyont bIll Ihe MASler \rllins Shen 
SPCC ll1c o ld trs to Ihe conrrar~ . Onl~ Lhachs lill S('C'IIlS ir s friend . T ht tree can a l!.(l moye its I\b

.brt.\'l/md hranchtj 10 $hldd t./1t fou I I\n Imisl, I\dd i 1!',lD 10 his crun ~IQ defen s(" lind 20 10 his R R, 
J Ikrore I he I hrone ~It ( t ht "-"r(>$1 Orb • • IIrten ~ltwin8 I~ ont I h ree fetl india mel~r and .itl Inl O t ~J 

blllr IIlll r bl~ n.,,,,,, II I.·an rOlure I., allow Ihe UStl 10 yie .. any It of MrlkwO(ill a~idt from L>ol - " Ou l<lul and ,'erlall' ~ uatdcd Ell en ref U~C"o Ie .[1.. i\ mon I hrondUlI). Un fon unal el~ r or mO\1 , I ht ,\((Inl' 
.an ol\ l~ Ix uw~ by \lIle " I'll) ~'I~ ID tht r hmne . The l'urC'l.l Orb opt: r~lC ' by memo I '(lmm~nd and can 
'i."t:' ie"'HIIl I) "a~ (lilt "'(luld litW lhem flom a nurhy "antage (It'illl . ~ II cannm ~ \('Iace~ Mfu ll ,. rl _ 
luminlllC'd b)' l he narurlllli,hr of day ," and .. orh bc5t al nighl (lr III Inreo'le' ~had(l ,, ~, 

..i!b<' f(>C\I~o .. tr 

I hi.' Slirn ''' .... hle bIll 
1I,>IIalh , a W .. rd of SI«('I 

The Throne Iiall hat a I ... t nty ·four fOOl ceili", .. 'h'eh is eri$S-tros~ "ilh archtsor 5ilvery woOd. 
I o r blUC' marble.nd arc loCCllt5 0 

"\IId~ do .. n 10 It yet o ne 
I i enl ry IC'\·el). AnOlher UII, behind Ihe Ihlone. Oprnl onlO a n.rrow JI.'" 

... hich .. ind, up 10 the ,ixlh levtl abov .. ThIS cour~ ma~ onl)' be I"ken if Ihe tree thrOl\t IS III in 
-.hicJd mode''' - i .e, ha, il l brarn:hn cJOSC'd, cOlK'ealing the t.\U IO an ouls,de ~ Ie"'e r , 

This le.'el is a large ,reeling chamber of black and arc)' marblt ... ilh .ntll~· 

:;~~~~~~~~:~~:~~~~ ",."~,,d' ~~''' •. , ca~h loti InlO I fii e~leiTOr 10""cr "'alit Three 01 her door5l1ra;:e the ~ou t h lidc of I he le~·tl : raci It, 
Ihtm, : I he OM o n I he rillhl l",cillO a ilair wind inum I 0 It"o'd 
ft9ur : and the one Of! the left enteu OntO I he ~t.i rway 10 t he le .. c-I~ below, These t h [ef' d-;;:;;;-~ .1 e a II If o n 

c I ~uptr . h~1I1 ed (400 Jcal~5) by w~y of internol ~team ShD fl s leadin, dO"'n 10 the k lichen, 
"-

I.ntl t· our: Guard halls coyer t h i1 ltvel, Hf'I'e !lYe I ht remain i n, Old of Ihe. ["rison ' Yf ~l II I (our 
Jrd, and cllht ll"td..knlJ./.nk.t.l . , htre art no fine rumishinR~: Ihe o rc~ li lC in the usual ,oblrn· 

~IQ(. amid relld Ihlngl .nd r.(us.c.. 'the wll1s. eci lin8 and fl oors arc o f the unOO~'cred Slone o f I he I 

S arno We! $Inw co,c r~ the l1o()T. and Wa~Cr Irough. abound , 1"he ceihng i5 fillC'C'n fec I hig~ . 

I ,enl Fh,.: This /lin ho UJot!l I ht libra"", ~t udy lind la borator)' or Lhachal in . cnlf)' Ij OntO I ht eJF 
lerim "all ~!."weU I hr()"Ih a dOQ!'" all. the- wnl side of 1M to,,'lI-, in I hc.i.! ud)" Whoen this opt' n 

", br u QIKj1Q01(.ofltre ~\.U.d.»..:di"'f'!flC.rr. bur 1ft n yan 11I\lSion;.hl~n .... 111 80 1I"8Y'" til thtd 
i~ dOKd. To $Iayon thtMalr tonlemplalin, the na~urtoflhe floor is ulI"'i5e, howt'lC'l", forfwo poll , 

culh ~;n Ihttf'iIlnaaho~und bclO'N.JhUUllrwelllandln wi" dro~ilh amazin,! pttd irthedOOtls 
held o pen more th.n n\e ~n • . A~ Ih~ portcuJli drop, Ihe landill, ... ilI ~Of'C'n up~ 0 11. hill ilt II I
lached 10 I he i nl ~rior side of Ihe loha fl . A n,...wtt a lop I he- I.ndin, .1 Ihilo point will fall cighl),.(i\t rffi 
il!:fo.lM well of boill", ,,· •• r .... hith pr(l~ ld~ ~rcam for the SlIrn (Ro ll L. Crllsh + 40 for Iht fa ll , v ie· 

lim la Lt~ Ollt" A-E Heal critiea l pcl round immcl loC'd.) NOte I ha l I he land in& i$ aCI ua ll) a mtt al·backed 
j,lab o f rdam ely th in "one, and WIlt feel w.rm 10 Iht louch. 

The s ludy OCCt.lp!efi a sm.1I arC'll on 1M norlhwCSl Mde o f Iht level . It i!. ! factd wllh a ~ mllllllCllrlh 
a 111.1 HlIed wit h IIreal thain of w.,od a nd wool as well as a fi ne nak lahle. Tht I ahle ;1 .tl lIaUy a reap.. 

lade fo r i tcm~ o r il\tcrC~I, and Ihe lOP lin !. as a lid; bc.M.lh liH. Book of W.ln L ....... ) Slarr.f 
Li,htnln" and. \2 Rln, o f Fell Creature Control (Ialler allow$ o ne 10 conlrol Oil(' subdued FeU 
Crealure complttd)', $0 lo nll lll it is within 30 feci). Like the reSI oflhe leyel, Ihe ceilln, is n ineleen 
ftt< . 

The hbrary occupieJ the n.Qrtllelil Sidt of thc-lC'\'el. wbile Iht laboralory iSlo the south , To reach 

Ihe AXlh level Ollt mUll ( I ) 'A up Ihe iHlirJby .... ytlf lhc-sl.irwdJ o rfthe study, tl r 121.himmy lip a 
rro-hot (4()0 dtlrct) iron pole Sott inlo Ih t elilnior Will, behind a panel in Ihe labtlralOry, The polt 
Ion uplnlO tht wall len fce l, whert il rellCheJ the ~[el st ~ir ... hich connccn lhychglin'~chllmber~ 10 
I he Thront Room. 
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Lc~tI Sill: l.hach8hn'~Chamhers. OOOr In eQt .... 11 ac.d'OIIIO main ".i,,"e-II and 10 In'e-b (ive. fou ' .. 
.nd Ihrec.below. Door behind bNdboaflI orl.!!t.btd l('IId~ to sccrtt n airron I bcll.lQ.. 

bOlh lhe laboratory and Ihe Throne: HalL.A tti lrd tk>or; in lbe noll h .. "Ut ",·all . Opl:ns 0010 (I) a 
bakony " 'ith a fine dowllriHT "iew, Ind (2). \l11f WlndIM, up through the IVIltrior wall 10 the roof 
level and ob~e/"\'a[or)' pinnacle, 

thick. NonethtltM iJ is lilhl, ror it is hollo .. ·. 

lurninR he-~~~~~~;~~~~~~ by ~ps: I 'n a~4 
Siaff of Windrunning, a + 4 Stllffnf Dark Summons,. 20th IC'o'el King of Demo n Masler)' , II 20Ih 
leycl Book of PaIn Pot aSle ry. a pa ir of Ilnot ~ or Ilwi.~i hUl ly , 11 pair of Mace (ill LII\1 leiS (hl\nds ~lri k e liS 

m~~el ). 3nd 0 Pouch ofWaler Summoni ns (pthers up 10 I gallon pel day out of th~air). 

The sral bed ph'o\' 10 revul the JIoeCl"C't palUJlt, eilher by hand or hy thach&1in 's command . 
Anyone bC'loide Ihe bC'd ""hen it mOl'n could wtll be knotked down as it swinp. Beside the bed arc I 

number of I omt::'l o n Ihe It ist ory o f Durk"I!.'I.' and Eyll Clt r iebm , 115 well 1 5 I pair or chcsls fi IIC(1wit h 
Ihe AnimiSl'lcl O1ht~ . A small ChC-S1 o r CUUts siu behind. 5tone paocl5C\ in lo Iht ... all in back o flhc 
1<1II1tr dothing che~t. The- panel optns manuaU)' , Oneopenln,l he C hU f OfCUfses WIll btanackcd by 
~ lOr:h tcvel SymbolofSIcc-p; all ... llh in Ihe room (aside from the-household ,uard and Lhach,lin)",m 
be bc1lCl b)' the 12th IC"oe-1 Wind Cu~ - tht')' wm be forC"o'"" un.ble- 10 mO\'e qainSi Ihe ... ind , 
rega.rd1en o f thei r mooe orln.nspon. Should someonc wish to de f~ lhecur~, Iht')' ... i11 bccome-""pan 
of lire wind, ~ moying ... ilh Ihe capriciou~ currenlS (or 1- 10 days , .nd Ihen Mdeposilcd" upon Ih~ 
8rOund al random (""ilh a fa ll from 0- 100 reel) . 

Roof Lc.el: This open area lin 165 feel abl)\'e thf ha~e of Ihe tower . Rimmed by. Ihick, four foot 
high ,,·aU. and tovered ""ilh smoolh black marble, il Pfovidn a .ufe and beauliful vanlage- point . 
Small bils ofinla id ,ilyCl dOl the nool and ~imulate- Ihe prim.ryconSiell. l ions of lhe-hn.,·enS_A la rgt 
M~~'li"e IIc:cM 

~I .,"ds Ruald. onrn lakinll mOl in ont' (If the 1"'0 "roolinll bowls" sc i inlo Ihe rai l ing'~ 

surfatf' . Enlry 10 lire ICO'ct i~ .chiCO'cd by .... ,. orlhe slalrwell ... bk h COnn«ll lh.ehtlin', room 10 Ihet. 
ObMTvftlion P innacle. 

Obwrvllion PinnlK'le: Hne-one e.n line upon IhCSlll1l lhrouah lhe An,mill'~ fioc leiCKOt*;,1ne en
chan ted de'dce wa~ del'iSC'd in Arlhedai n a.nd ~Iolen in one of I he Witch Kin,'s early campaigns. II call 

( I ) cast a lightning bolt ]00' red .1 ~ fuIl Y-"lIhled la,.tt or (2) ~i III ply aCI to maani fy .Orle·~ .. i~ion. 
NC)lt: Refll~ un" .... Ul·lt urI' Ut'pfmlt!tl III shQj"u UI In/a 1M- altrior walls on el'f'fy 11'1.,1 but 

(hr('t'. Th~ mUI~riaf is IVQshcdrlC) ""ns/~m b, "''Oltr from Ih,. falis wfrldl e/t'tlfS lht re'ui~;ne 

pool, Frnh Wrlltr I,. brouxhl ;nfrlJm Iht lalet I~~tl, Helowlllt Oor;win! ,IIt: IVQlC'rbtromts 
Slrunf{rly t,,,,hanlcd and is dungeNIU.' 10 drink. ThiJ b /1ffhQp1 dut /0 Ilrt $Dr" GorlwlT1! 
ifni!. ond if i1,..id Iho/ ')0 10"1 /U Ilrt 10_' rtmuifl$, Ih, WQI,rs will he sorrow/ul, ~ 
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EREBOR ("THE LONELY MOUNTAIN") - POSTT.A. 1999 
The design of the Dwarven city of ETehor is unquestionably very dif

ferent from that of Thranduil's home. All of the halls and rooms·in Erebar 
are carved out of the rock. their faces smoOlh and unbroken. Many areas, 
in fact, have fine walls and noor of set slone, to vary thecalor and texture of 
the surfaces.The doors and gales within the cit)' are either of wood bound 
with steel bands or are themselves made of steel. and all swing back on 
superbly made hinges. Ercbor is a maze of halls and corridors; (Unnels and 
mansions. The maps following depict the basic overall layout of the Lonely 
Mountain in!eriors. A few clusters of rooms have been laid Oul in more 
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del ail on succeeding pages . Below is a key to the numbering of rooms, as 
well as a brief description of some of the more unique areas . The layout of 
the rooms in Erebor is basically on twO levels, although there arc small 
variations in altitude between various rooms on a given level. Two grand, 
long and wide stairways join the two main levels, and they are noted as "A" 
and "S" on the map. Only a fragment is shown in the plans, for each bends 
back on itself before arriving at the other level. In addition to these ways. 
there is a stair up to the King's Halls. above the upper level ; and of course 
there is the long ramp from the Bottommost Hall to the secret entry on the 
side of the mountain. 
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I .• J'. These arc larae room!. with no $PCClric name, bYl arc ideolir}f(t by number, . for rdercnot 
purpmH, {hey wert. ro:fo:rred 10 as, for ulmpk Ihe "1weoly-l'inl haliR ""atuIany uch of 

Ihew halli is !IOm~ha l dirft.'rent from Ihe nCJ(t in layoul or decora tion. 

l6. 

)7. 

18. 
19. 

"'. ". 
42. 

". 
44. 

". 
46. 

" 

PI! T,.p. COlli rolled by , kver concealed in the .. ,II " euby, the !raps ale or a standud 
dtsian, IIdna 30 fec1.long, and lilt. full J, fOOL wkllh of the corridol. NormaUy set 50 that 
they are "ofr, and the nOOT ofthc hall is safe, pullin! the kvcr seu the lIap. The next 
pn-son who Ifuds on the area will bc plunged $(\'enty f~t onto I bed of viciouli spikes. 
Roll on Ihe ~Fal l -Cru!h ~ table plUJ 70, and, if applicable, usc the ~ l mpKt R crilica l hit 
tab lc, In addit ion, ji"e 1--41 "Punclurt''' criTkal~ . 

Crill ... T,.p. Very similar in M:IUP 10 The pil lra~, ellcepl ThaI a Io«Tion of the criling of 
the lime II~e is l iUf"(! to fall . The lever can be mlldo: to 5eI tho: Irap 10 80 off .... hen 
IOnIe()ne ItepS on the: desisl\lled uea; Of ;1 can be used to trilUl;fl' the trap Immediately. 
Those: cauVIl In the PII lh of dutrllcdon are tlnlled 10 2· 12 strikes on the "Fall-Crush" 
table plus 70, The corlkiol is thul blocked In any casc_ 
S.el!HS .nII 'oral .. arc.. 
GunirDOm. 
Rhi dr. l:t: . 
SCon-rOUIn . 
RKrnlla • . 
Cell. 
enrtllIall. 
Shop. 
Scae. [ airy. (Used by Bilbo.t Co. in T.A. 2941). The lunnellO Ihe uit in a "alo: on Iho: 
lide of the Mount.in i~ two mll($lon8 and dopes down 8enlly 10 meet Ihc OotlOmmOSI 
Chambt.T. 
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up(lJ) 

". 
48 . 

BDtlo .... ose a..",bcr. (Sm.u,'1 home afler T .A . 2770). 
Tnln'. Hall. A vaulted chamber wi lh many weill , 11Ii! Is the backup walt'T supply for Ihc 
Mountain, .flcl thc th·t.'r 0 .. the Uppel 1e\'c1. 

49. Mkln. Each of thac thtt-e tOOmS has iC"Yt'T11 tunnels, much more crude in corutrudKln 
Ihln Ihe Int of the city, runni"l OUI from it Ind do .... ·n. These lIe the acct~s-wayl to the 

50. 

lI. 

". 
ll. 

l4. 

". 
,.. 
57. 
58. 

, 

I 
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mint'S ra r belO .... 
t ..... bH 0' 1'1.1 .. . A ift'll hall in Iho: tCnlt.'r of Ihe Lo .... er Hills of Erebor, Ihii room is 
ant of The record-kee-ping .n:a.s. Many scrolls and books Irt held hele, lceoumin, the 
hislory of Ill<: O ..... rven raC<', 1.'1 wtlla~ historio:s of Ercbm; financial rceords, minin, 
lallin, officil l in rormMtlon and a~!;ounl~ of thc KinK'. policie!l, Cit. 
Lowel Vaul I1 . Holdinl Iht ml\.iurity uf Elcbor's trciHure in ttrm5 of sheer mass of ,old 
and silver, and mOle common Item!. Unqucl-tionably thert a~ millions in gold and 8ems 
hoarded Ilt-re, a treasure 100 ya$l. to belin to dctail on these pain. 
ArlltlM' ~_. These "e.~ hOld nlo" of the armQr and wcapons of the army or fh-e 
Mounuin. 
Co,"! AnIlor Stora. H!;re are kept Ihe truly man'clous ilems of a'1II0t and wcspunry 
(milhril; ... 20 and up armor and weapuns). Thcw vaults art secured by thlee locked sleel 
doon, tach very hud 10 open, Ind of COUrK luardcd III 11ltimcs. 
Chamber 0' Tllrdl. Near tht main tntry, I hc Chamber of Thr6r Is a vasl hall used both o f 
feaslin8, and larlc councils . [I Is in de'Cor onc of Ihc ,ra"dtit rooms under thc Mountain. 
There arc severlll room~ adjacent 10 Ihc Chllmber: lStt dc-tli1ed layoul) II . Kitchen; b. 
panlry; c . caurus room: d . loun,c; c. Auardroom; f. secret pI"'ItC 10 Kin,'s Library. 
nurtn '~ Han . A vcry holy plact in thc elustCI of room! which arc Ihe Kin,'s private 
a~, {mcT\IS (see ]ayoul), II Is his own chapel 10 Ihe Valar. 
..11I,'s BcdrOOIll . 
lUa,'s Lib,.".. 
KlI"s Lovase. 

.n 

" 

--• 
" -• 

" ~ 
~ c 
~ 

upll\/ " " 

, 

t 

€ R€BOR (art€R t .a . 1999) 

l€vcI On€ 

II 

12 

" 

10 

~----------------------------_____ 29 __________________________________ _ 

-



• 

-

--

Several halls in the complex arc given specific names (almost like roads), 
Most arc self·explanalory, or merely poetic. However. a few are worthy of 
specillc memion: 

Hall of Writings. Upon the walls or thi s passage are inscribed, in the 
runes or Daeron, the general history or Erebor, constamly updated. 

Hall of Shields. Hungon the sides or this hallway aredolcns or ornamen
tal shields, representing the ramilies living under the Mountain. 
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Walk of Carls . This is the passage along which are drawn cam loaded 
with ore to be smelted and made into ingots, or forged into items. There are 
tracks sel in the noor to guide the transport s. 

Walk of Slow Walers. There is a trough running along the side of this cor
ridor. filled with slowly nowing water which runs down to Thrain's Hall 
below. The sou rce of the wal.er is probably 3 branch of the river which 
springs fonh in force near the exil above. 

Way of ef}'stal. The northern wall of this corridor is almost ~ompletely 
covered by beautiful sparkling natural Quartz formations. 

" 



HOLY CARROCK 

Tw H"ly C.~k" IIKnd 10 tk &iJabGr. It is, perhaps, for this reason that the milnor o f lhe 
Hi,h Shape Chan,~ is I l,dition,lI), loulm nearby. The rock i,1Ie! rlin in lhe middle of the Anduln , • 
leulc dowJ 101M eult'fn snort, Ind il approumalely 2 miles north of the lad! Carrod; (5. "CarrOl:k 
Ford"). It it. huae (65' hi,h) "'nile boulder, sunnounled by. carva:lslonc Ihrant whic:h r.en 
uprivtr . Stairs cui in 1M lide of the rock laddo .... n 10 the wller'1> ~cand I ford whkh "kesooe to 
IhcCUlcrY1 blnk. 1\ f'issUtc ..... hieh knifes inlo lhe CUTlxk'scan side bas bCCilCkvnly wilkncd intOI 
hall which leads Inlo the interior chambers. From ihe outside, Iht den appears aJ no more Ihan .. 

111 nYc. Note thallht I io ly Carrock is oHm w.tched by thc lords orlbc Beijabar. and II'Ic'y &fit 

quile c;apablc or di~p'lchiq un"'aJllcd intruders. 

The Interior 
I. Slain. These wind up Ihc rock 10 thc open Ihrol'lC .rcl abo"e. They .re CUI dlr«tly Inlo 

Ihe roc-k and pe"nll .0 more Ihan I sinale fi)c . 
2. E nl ry C ..... A Iwenly-fool wide n.lurll chamber, never exceedinl ten fec:I in heilht. Al 

the b.ck of the cave is. nllt win m.d<: o f basal! . RUDes Ind ,.inlin,. cover Ihe w.n', sur
face.lJld tdleM lII[e of an Inclent "II InwoMnla Greal Ba.r. A rea! met.l·sh.fted Irrow 
51ic:tu mto one of lilt nlurn. When Ihe ar ro'll' il rotlted, the w .. U slides five feet to the left 
ILIld partially reyuls.n uccndinlSllli r behind. 

J. Hall of C t . ..... This windln, pamae wu cut Oul of a IU channel which pierced Ihe 
boulder when II WI$ nrSI formed . The iron lools used 10 shape the ceiling and walls bore 
claw-like Krr.led ed,t'lIand lefl jumbled marks in the rock which look akin 10 those left 
by bear .\Cratch('$; hence Ihe n.me. The PlMa,e i5 len fcet by len feci in mO!lI plltes. Ind 
hu nOI~beI fot lbe placfihCllI of torches. Small airholes anrcut ift tMceikin.a III inlnval. 
or-Ihirl), feet. 

4 . ~tpl'l OaWlbcr. This room hu been cut 0111 o f the rock in o rder In provide. rc:5ti~ 
pUtce for I f.mily of lICYen. Bo ... ·J-like rock shelvcs line the walls Ind call be filkd with 

,u.w in o rder to live o nc a scmbl.na of comfort . Fine runes (modified Cirth) cirt"k the 
walls near the «ilinl .nd leU the tllk of Ihe Bcijabillr's .ncesIOrs. relati ... cs o f the Edlin 
.... ho seelled in Ihe puses of lhe northern Misly Mountains in the laiC First Aie. Twch'e 
rOO( ceili",. 

5. W. lt r C.'IIIbet". Here. welliia. cut fourteen f~ to reach. caleh pool in the river. A 
smIU fire ph I. SCI InlO to the wetern wall; • smoke hole is set.bow; ill Walch positions 
Ire placed in the northern w.n. Nine foot ceilln,. 

6 . ScClI"t RClo,. . Rec1an,ul.r JIOIK receptacles cover the Hoor. Each is caJ"Vtd in luch a WlY 
as 10 'PPCI.f to be of wa.d. The JidJ mimic roors . Ind the receptaclu recktKl1l IMijII;;lr 
Log, 1I0~. 

1. 

s. 

CIIamHr or I." DIIaU I" This rOom II .kin 10 the main room of. Lon, House, IllldCOft
Ilinsail.rSOt fire-pit .nd a raised Slone pllthorn which ~'IJ balh.n eatin.a t.ble Ind l 
""~~. The walls .re eovered with biurre eave painlillJs .... hich depicl countless biIIulei; . 
A hu,e.tilock of resin is _ into the nook In Ihe .&OUlhca51 w.lt; wilhin it is. perfectly 
r>r~ Great BelT. Normally the nook is eonaaled by. rounler-... ·a,hlcd stone .... h ich 
can only be raised b)' pullin; up o n in r.ised surf.ce; Ihe lift in"ol,on :IOme)OO pounds. 
Thb pre!leo'cd he.st may be some .ncienl leader whow presence irupirn Ihe dancns when 
the lauer arc properly frenzied . Huge mead jar~ arc W1 in walt nooks around the room. 
The Hoor of the room is snm fCCllllhave Iht rivCf" ..... lerIiM • • nd KVen feci below I.he 
norm for Ihe rest of the complu.. The ceilin, is 28 fm . 
a.rial C •• mbCl". This round room hll..~. Hoar:lC!t fourteen feet btlowlhe lnler surface • 
and a 56' ctilin, (42 fCC! abo ... e the waterline). At die-tinr level. foul1cen fer1abm .. e the 
room's bue, is another Hoor lurf.ce. a cifntl., walkway whkh surrounds the cenlr.1 pit. 
The fuurlCUI foot dec:p pil holds • la, Ie. beehl ... e ·shaped lomb or~ rock. The top of 
cur~ed roof of the lomb Is Iwenty·d,hl fecl.bo~e the blse noor and fourteen above lhe' 
SUrToundina ledit. This "hiyc R can only be enlered leyen f«l .bo ... e Ihe ba~. Ihrouih gn 

aperture n' dia .) blocked by I found dI5C US· Ukc Slone. This pone cln be rolled to Ihe side 
in i ts crude Irack. bUI [t requires the ~I renilh of IWI) normll men. The rock movts up Ihc 
runner! which wind around the tomb some ten feel, .nd cln be locked in pllce: by movina 
thc obvious block-stone und~mcath in cUnle. Sho'dtd one mter the lomb withaul pullin. 
on. be'ar claw-like iron st.ve to Ih~ lert of the enlty. the block 110IK ..... ill be pulled a.side 
and the ~tone allowed to slide b.ck down the runoen. Wlttiin the lomb tie the remains or 
th~ ciaRt dead Bcijabar ll,lrd~. ell~h buried in • hive·shaped j.r. The chule into the lamb 
sIalX' do .... n., 145 dc&ttt In&le .nd drop~ se ... en reet. II h tiMId wilh mud which ooncea}l 
Itii;&den spikes. The fawr-sharp iron spikes arc covered with. 100h level b« venom ... ·hich 
dauoys 1-2 C")'C$ of Ihc "klim by con"ertln, Ihe oplie juicn 10 honey. 

T he-tomb kokls 100 mp. three ... :w blilk ."ct. four + 20 t ... -o-hand , ... o rds, one ... JO 
club. len ... I' short swords. IeVcn ... 10 nand AXes. ooe ... I' lon, bo ..... 11'0'0 ... 10 hellN • • 
Hom of Bear Summon!n8. I Stave of Waler W.lkin,. six ... 10 shields, and 2,000 &1' in 
ICJI\$. Motilcr Cflvtd-in ueasure chamber OI'lCC J.ki bcww; bUI unlike the resl o f the room, 

it WItS Dot of carved rock. and c .... ed in [("nlurks '10. The rebulh burial chamber concelili 
iu prtKl)CC.IO all but the most percepll .. e d ..... r. Enlry inlO the buri.1 chamber is I fforded 
through secret stone doors which Cln be moved to the side by 2-J :mool men. Both 
open;n8:! lie above Slone n.lrw.ys. Every other $lair is of an ench.nted resin which will 
imlamly harden afound Ihinp immersed in il . The rnin illrey .nd appctll"S IS rock . 

, .. '"'. 



NAHALD KODAN (Rh. "S« .. , Hoi .. ") In ,h. 

A .... indin. palh " 'orks in wuy up I he Slet'p reddi~h clifb oycriookinilihe Nan Mor5Crcli . Thc circle 
of uirn~ beside Ihe yalk, , !ream's ~pr i nll _ pool marb Ihe bt'ginnin, of Ihe climb. wtihe pebble 
CO'II" theual l .. fI ucetlds in 5wilch-bKb loward I he 101" ofan 1800' 1'1 II . [)c,ep grHO araS!; ro~n! lhe 
hill's pe.k lind earpel!; Ihe yalie)' proper; hUI on Ihe cli ff-! idc the tnra;n lJ nearly ,·trtical and 

unifo rmly ru.~ly In coloralion. 

lAwn lAdle: As I ht pal h n nishe' i[ ~ I wen Iy-fir" swi.ch-back a rC'd- ~tone ~ l lIi rway besin5; II riS<'1 10 
.he lower \ed,e Or lhe Nahald KMan. Here reside IhrH Ot'lhe MQI!~lri"",,": Brego, Edwodyn. an. 
Thracar. Their SlonC' homa renccllhe Nouhman', allCe.lolral preference (or the rUllled hi"("-~hap("(! 

(ltsi,n . Like I he abodes or Ihe Olher lords Ihese arc buill on ''''0 Icyels; IhC' lower porI ion is 1('~(Hed 
fo r IIOfes and h" a ~ mall well, while Ihe upper area affords comfort;able liying quarter •. A steep 
wooden lll ir conl\eClW 10 Ihe Oll l ~r wall join~ . hc- [wO noo,s. The ('nlr), open'l onto Ihe IIppeT noor, 
where a 'lingle room, Ih itlC'C'n fcel in diamele r Ind Ii ftttn fttl al ils hiahesl , coyer~ I he enlir(" l("'Ioci . A 
)4Qne filepla~is bulll inlOlheooly inlo:rior )llppon . a slone colullln at the Ihe cen'tI". ThcuPP<'r floor 
b o f a dC'ep wood covc-rcd " 'ilh carpels. while Ihe lower leYel'~ ~urfa~-.: is nal while Slonc. The arc)' 
" 'aIl5 arc Ih ickesl a. Ihe bAse where thc SlOne i5 filled 10. deplh of cia hI 1'«1 . Ncar Ihc peak of'he roof 
Ill<' cri lin, is bul lhrC'e ferrlhick. An inlerior wood framC' clWered wilh spruCf'pandJina rd nfl)rce5 lhe 
.JIru.-:WrC' Ooot'( are always hewn from oal . 

Uppt'r lAdllr: The: Iowcr and upptr ledin-arc ronnectC'd by an{)lher .. indin, palh which eUI~ it s way 
III" in 10 a c lcn In .he cli fh ide. A $ub~ lantlal . nOll rield co .. er.1 .he UPP<'r ltdSe. This area i~ con~iderabl~ 

larger Iha n Ihe lo .. er prea. Se~cn rcsiOence .IlrUCI ures, caeh Ihc usual l"enly_fiye.fHI In diameter 81 
1M Jurface leva, dot IheellfrJ cdgl-. Two 1-1e:IIICT buildinp areln furlho:r bat"k in the .. a le . Th&ere 
~ilfly rm in di.mftef . and arc nOlhing more Ihan a laq~C1" yarial ion on Ihe :;ame archilcclnral lh('m(' . 
The~ ha.'·e four nDOnl' ' ''5Ic:t1d or IWO, Ihe .... alls "ary from IwelVe: 10 fh'e fffi io Ihi ckn~, and II 

~ t' onller wood frame is employed . 

,,~ one: lool ~ a. I he Nahald K C1dlln from bela .. , I he ~l oragC' building i~ 10cal(:1I at I ht f;u Itf. of 1 he 
u~pcr ledge. n{'<ol led bent'alh Ihe hil l'\ m·C1" hMI. The PI~oftht!Ten. an a~!\embl ) and ~Iudy area, i, 
in the larlC ~" I'\;' ure at lhe far ril.hl . TI IC \ ,naJl rl!~idem:n arc Oo.'(.lIl'Iied (from I('r, to righn b)' 
FfC'lhpr, Haed, H,O(:hir. 8 ,t'I". rrcowyn. Ordllclu. Ifld Ducl!-.udra . 

• 
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Th, e.,": T",u &reat I:IIV($ art 5eI inlO Iht" cliff under III( ,i.nt ovtrh,.. • . TM-oneOfiIM ltit is no 
more than II windinl,wml),-fool wide puuse( 10' hilh) which (UU in 100' . Th('l'e (en prison celllaK 

kepr, each I 4' .II 4' II 4' rlX.k in5l!t barrC"d b), .n iron lI'ale. This arta i$ lI~rdtd by KVeTI ltd level 
NOMhman fiaf\l(1$ - one l oman al'd 1 .... 0 loman shirts. 

Theolhc:rCIIYt if IUCIK'd by .1' TOul'd 5hal\ ,,'hit"h slopnup InlO .hecliff • • a lOdelrulln.&!t."1l1.e 
sh.flls ~;'C1y fee:{ ' onland can bt blocked b)' p<'lflculli kt al 6'lntenollls. (The ponculli Ire conI rolled 
by (l) leyen on lhe inlerior, or (2) by an overridin&, immoYlhle -conlroilln.- ~Ione In Orduclu's 
ch.rnber~, which opc:nl1t'5 b}' louchinlll he surfa-ce lind concenlral inll for 1_2 rds.) In .ddilion, a jag

led qu.r" sphere covered lIilh Ihe poi$On 8rilhollfjrth is sus~l'ded .boYe I he- upper opo:nin,lo the 
shart . /I can be r("I("ut'd (I) aulomatically, wh("neye:r somcoOt' 10uchCli a poncu llil in I ht -up" posi. 

lion o r (21 manu.lly by II Icyer in Ihe uppc:r relches of Ihe CIlV(" . ~sh.n ImSlo a dOl1\eshllped 
ch.m~ 90' in dillneter lind 55' in heip!. 1)0l',,"ullinl the «nler II II 11' deep pool, 30' rert in 
diameln, which su'round) a )in,le Ihrone of black ,lass (wilh a Kal of human hair) . nne the 
Mpeghirrim meel in ~rCI 10 di.scuss sualesy or ro r hiah Riluals of Darkna~ . S)'lIlbolic ClIC:CUlions 
arc .IM! performC"d ill thh chII,mbcr. um",,1!e bOIlGm orlne pool is'IMCult'$trCIISllre: l,OOO,p. 130 
mp. JOgem~ wonh 100 liP each, 50,OOO .~ p, Icn)() Sla~e., I Wind of Feat, ,hrtt{l Ib) Silver Lions 
which comelO life upon Itlc-command of Ihe lUI pouesso ,I shield which r~necls up 10 one spell PCT 
rd. C.love~ of Arrow DeOcclion (50 DB bonu.' Y$ mis.sile I llack$)_lnd an Orbof ~ng which allo_s 

I he U5Cr 10 omoerYe Iny known ~ilIIl age poinl wilh in one h.1 f mile ali if he/ she "'C'rC' I hert . 

()co!lC'rlpllnn or "111(" of the Ten : There are rou r levelS. Each il c:unMCled by I ladder whkh i! affixed 
10 I he cem ral piliar (alld is reached by lin elC'~llcd .. alk whene~er lin obstacle inlcrvennj. The.bouom 
noor, It\'d one, i$ 1M sludy .nd lllborat.r)'. A " 'ell of fresh warer surround$ Ihe cenlr.! SIlPport 
pi llar, wherein lin a rirephKc. 

Le\ellwoi~ nush wi,h Ihe ,rOllnd .nd houses l"e enlry-way. H ere lin an eHlbly hall ha) been con· 
~lrucIC'd . Larle pillo .... s made: rrom Sluffed doss liuer Ihe room . 

Lc~ellhrH i~ Ihc library which hO\iKS various lomcs of DarknC'SS. The boob lire all coycr«i ",-ith 
blad: loalskin C(wers and ha\ C' no markin.s. Only the 'ren know or Ihe: conlenlS, .nd bCi)' Ihira 
book is in.scribtd wilh nothinl bUI I llernalin.9th 1~~ RullCS of Ocalh and Sler!P. The Macahirrim 

Il .. ' ay~ o~n a book 10 i\ ~ second Jl3,ie; should Ihe)' forae. , it is beller 10 flll.dHp . 
LcYcl four;~ lhe Area rC:SeTYcd for daily meditAtion. 

• 



toms (Ut hael Beoac) 

8.0 SUGGESTIONS FOR 
ADVENTURE AND 
GAMEMASTER AIDS 

This section deals with (I) helping the GM integrate the material pro· 
vided in the module into his/ her game. and (2) providing a framework for 
developing adventures sct in No rthern Mirkwood. 

8.1 ADVENTURING IN NORTHERN RHOVANION 
The following is an area by area breakdown of what might be considered 

ideal locations for adventuring in northern Rhovanion. Some notable 
NPCs and relevant set ti ngs are featured as examples of local situat ion. The 
material provided shou ld be used in conjunction with any applicable data 
found in the body of the modu le, and particular attention should be given 
to Section 9.0: after all places change, often considerably. with time. 

8. 11 G REV MOUNTAIN ADVENTURES 
The Ered Mithrin stands as the most ominous and cha llenging physical 

fe:atureofrhe region. It s residcllls pose an active and consid('rabie danger to 
all the peoples of nort hern Rh ovan ion, and those foolhardy enough to aI
tempt entry into the mo untains proper can expect more than their share of 
excitement. The topogra phy alone: can prove fatal. 

There 

borderhills. 

8.111 Action North or the Gre)" Peaks 

.. (2) the peaks and 
and (4) the southern and eastern 

The Ered Mithrin rises relativdy gradually from the rolling plains and 
broken hills of the Northern Waste. Unlike the southern face of the range, 
the north side presents no sheer mountain wall. Instead, glaciers cascade 
down narrow U-shaped valleys and spawn small tumults of cold water 
which eventually find their way north to the Encircling Sea (5. "Ekkaia"). 
Stands of silvery firs line the middle slopes of the more sheltered valleys. 
Deep glacial lakes dot the cOlmtryside. Loose scree, the crushed rock 
churned up by the seasonal movements of the icenows, impedes travel in 
many areas, but the landscape is st ill more forgiving than that found in the 
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southern Ered Mithrin . The st rong winds and brutal temperatures, on Ihe 
other hand, are unmat ched within the region (see Sec. 3.2). 

Within Ihis area the adventurer will have a number of problems. To begin 
wilh, food is relatively scarce; the lakes and streams hold little or no fish 
(10'10 are "stocked',) and the principal game animal- the Losrandir (S. 
"Snow Wanderers"; reindeer)- travel on ly in periodic herds, and are more 
often than not pursued by the Draughoth (S. "wolf host") . Aside from those 
found near the base of glaciers, plants are almost universally wanting of 
nUlritionalvalue. In his own nourishment :., 

Beasts present wolves and renegade 
dominate the lowland vales . 

)n the scrub-covered foothills. Occasional so rties by hungry rising 
out of the Withered Heath add to thegeneral feeiingofstark terro r . (See 8.2 
for a summary of a nimal slats .) 

Perhaps the worSt danger are the two organiLed orc tribes which reside in 
the passes of Cirith Mithlin (5. "Greymeres pass") to the west and Cirjth 
Himninond further east (5. "Cool Water-rock Pass"). The western group, -known as the ru -erag, is led by one Shagrath, anti n mbers alwut 2.!Q. 
warriors. They live in an underground complex with three cavern entries 
(set at 3500, 3800, and 3900 feet) overlooking the eastern slopes of the pass 
which is the core of their domain . Shagrath occasionally pays homage or 
tribute to the arc-lord of Gundabad; his fo rces serve in the Foru rukhOlh 
(5. "Northern Orc Host") when forcefully called, and will later be at the 
"Baltle of Five Armies ." The Ukuk-crag mine iron and small portions of 
silver and hunt men, elk , and other large game in the upper vales o f Ihe 
Mithlin to the south. Patrols of twelve o r eighteen orcs (one 6th level, three 
3rd or 4th levels. and the atance in 1st and 2nd levels) scout the territory 
within ten miles of the pass during the nighl o r dark hours of the winter 
days. the caves calletl Udra (Or. "Valley 

----'"-"'T 
The eastern tribe, the Lor-uruk-shab, is led by (14th level) "ero" 

(Girishag). HIs army numbers nearly 300 and lives among the ruins of the 
First Age ore-hold known as Tuwurdrog. Their citadel consists of a rude 
tower and two granite cave-fissures surround ed by a semi ·ci reular, loose
stone wall; [he co mplex is perched on a granite outcropping on the so uth 
side of a small lake, two miles norrheast of the entry to the Cirit~ 
Himninond . e ro is more independent than Shagrath but still remains sen
sitive to the master ofUundabad . Thus, the Lor-uruk-shab generally ha ve 

B€OI~nInC; home 



free reign along the northeastern Erc<! Mithrin . Watches manned by"lurgs" 
of six orcs (one third level, three second level and twO first level warriors) 
are sci 5()()..IOOO feet below the rim of mountains for thirty miles to either 
side of Ihe pass. Each site consists of a two-room, twenty-four fool oval 
lower su rmounted by a lorch signal stand, and is situated to command a 
clear view 10 Ihe north and cast or wes t. Patrols are about only in times of 
extreme need . This is perhaps duc to Ihe relat ive lack of discipline among 
the tribe, being so far from more centralized power. Like the Uruk-erag, the 
Lor-uruk-s hab arc lesser orcs and favor curved swords and bizarre pikes; 
they arc occasionally adept with the short-bow. Cro. Shagralh, and a hand
fu ll of their inner circles, however, are Uruk·hai. Neither ore tribe enjoys 
the company of the other and trade is quite modest ; each speaks its own 
related dialect and respects lillie but power . 

The principal reason for jo urn eying in th i.'; area revolves arollnd the 
abandoned a re Illines of the First Age, and Ihe cons iderable I:achcs which 
can be found among Ihe two tribes o r in Ihe troll·holcs of Ihe fool hill s. The 
trolls . even in I hi s desolate region. often hoard gold and a few jewels and/o r 
mag ic weaponry (t ypicall y appro)(. 300 gp total) and normally live alone or 
in bands of two- fi ve. The orcs mainlai n Ihe weallh o f over (wo ages of min 
ing aClivi lY in th e region; Ih ei r ci tad el storerooms generall y contain up
wards o f 2·3 ,000 gp and assorted qualit y weaponry. In addition, tribut e 
caravans bearing 1001 for Ihe treasure-holds o f Gundabad and Angmar 
occasionally cross the lowland trails during the warmer night s of summer. 
The heavy iron·rcinforced carlS (usually 4·6, each carrying around 100 gp) 
are guarded by two "Iurgs." or twelve orcs. and arc accompanied by arc 
drive-teams (two orcs per cart) and a sixth level commander . 

8.112 Actio n In the Hia h Reaches of the Ered Mlt hrin 
This region encompasses the heights above 4.000 feet . The peaks proper 

generally fall into th e 5,500 to 6,000 + calcgory; but some, such as the jag· 
ged Gondmaeglom (S. "Sharp Echo of Stone") rise above 7 ,000 feet. Due to 34 
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the latit ude and perverse cold flows from the scarred Northern Wasle, the 
entire high peaks area is devoid of forest; here the tree·line is between 3,500 
and 4 ,000 feet . Winds are continually strong and bring sudden, unpredic
table shifls in weather. Fogs and snows appear without warning and are 
uniformly unkind to travelers. Graves at the base of cliffs are common
place. the result of visibi lity problems. 

Lichens, scrub bushes, grasses, and wildflowers dominate thi s niche and 
provide little support for game. As a result. food for humans here is almost 
wholly absent. On the other hand. few orcs or sentient dangers are presen 
An occasional mountain goat might appear. and some moose and elk 
bother the vales in summer . Small eagles and northern vultu res make their 
homes here , together with demure fo rms of game. 

Adventurers might nonetheless wish to enter this region. It certain ly of
fers a refuge from the world and embraces good freshwat er . In add ition, 
ancient mannish religious sites can be found in the vales. Often dating to the 
mid-First Age, they are of crude unmortared stone and scree, and often in
corporate all or part of an adjoin ing crag or cave. Some are no more than 
raised platforms or leveled outcroppings. Many are quite sacred, however. 
particu larly Ihe Th rn Su (Rh . "Wind Thrones") of the Uthrael Beoae 
(Rh. "Valley of Lords''). Rumor has it that great items of gold, some jewel· 
encrusted. can be found within these sites. The old lambs nearby, where the 
remains of elder kings were deposited beneath the rock y soi l in stone recep
tacles, reputedly contain the wcapons and items of power of [hose ancient 
warlords. The legends of wights and highland Gaurin (So "Werewolves") 
have long guarded these caches (see Sec. 8.2). 

Note that entry into the high peaks area can be accomplished only 
through the few passes in the south face of Ered Mithrin, or from the 
northern or easlern sides . Otherwise the landscape will claim its share of 
fools. Only the best mountaineers, or those with magic ropes andl or items 
of power can hope to traverse the more ehallengin! fACes . 



11.113 Action In Ihe Withered Heath 

As the name implies. the great basin on the eastern side of the Ered 
Mithrin is hardly hospitable. Dry lakebeds. dehydrated swamps, and 
scorched moors mark the valley, a home for little but dragons . For 
thousands of years the great worms have claimed this territory as a vast 
abode for their "nests." Some, particularly the lordl "fire-drakes tt inhabit 
the many' mountain..caverN and-hollow bills. found in the area . Most of the 
"col - to reside at higher altitudes. either along the moun
tain rim overlooking the valley, or within the passes in the northeastern spur 
of the range . 

Dragons generally take but one mate for a lifetime. but choose to live 
alone, visiting only during the rare mating seasons. Legends originating 
with the Silvan Elves indicate that such court sh ips occur no more than o nce 
a Yen (the Elven year, equal to 144 of mankind's). Therefore, except for 
very rare occasions, one will be dealing with but one of the beasts at a time; 
however, one is generally enough. 

Dragons come in a variety of types. The original, and generaliy older, 
lineages are nigh tless, altogcthcr lacking wings. These land-bound beasts 
are amazingly nimble and exceedingly Quick when they find the effort 
necessary (approx. 30 mph). Usually they rely on sheer force. fire, or frost. 
The majority of cold-drakes are wingless and employ their considerable 
strength and whip-like tails to demolish an obstacle. Winged dra~on s, on 
the other hand. are usually "breathers". Their mobility on the ground is 
somewhat less heralded than that of their brethren. but is nonetheless more 
than adequate. The ability to fly is sliU their greatest gift; their 20 mph land 
speed pales before the speeds they achieve in the air - 50 mph in level flight 
and up to 100 mph when diving. Some, 

It shnu ld be noted thai the cold-drakes include all those who do not have 
the ability to breathe fire. Many have no breath weapon. while o thers 
employ exhaled streams of frigid moistu re-laden air, something analogous 
to a blast of icy sleet. Their habits are much akin to the=: fire-drakes 
(although few can fly), except that they shy away from extreme heat such as 
a lava field. Note t hat fell creat ures may be smaller relatives of..winged collll 
:drabs. 

The scaly armor-like skin of Dragons provides two principal funclions: 
(I) it enhances their inherent resistance to spells; and (2) it makes them 
nearly invulnerable to weapons. 0 uc lothe difference in skin texture their 
head area remains somewhat unguarded . In addition to thi s weak point, 
most malUre drakes have one or more areas where their scales have fallen 
off or failed to develop. This type of flaw has been attributed to hard cam
paigns or retribution for the evil that gripped the entirety of the race . 
Whatever the reason, makers of "dragon-slaying" arms learned early that 
the beasts could be felled ifhit in the proper place. Young drakes, of which 
there are few, have scales which arc softer and less well-developed; thus, 
they are accorded less protection. Armor made from this skin is extremely 
raJ'e, bUI the well 

on some older ""::: is 
batter stone, makes a fine signal horn. and 9'" be used t9 

~",nR';l;:ru~c~t~c;o;m;p~o~s;;;ite bows of unparalleled quality. (See Sec. 8.23 for stats .) 
Dragons areu:'iuaf y cunnIng. an more oITen than not enjoy games. The 

accumulation of wealth is their favorite, closely followed by humorous 
dominance displays such as the destruction of an entire town. Within the 
Withered Heath they are usually loners and repose upon their hoards. Only 
011 rare occasions do they sally forth. When they do, they respect each 
others' territ o ries, preferring instead to feast upon simpler. and more 
palatable prey. 

The odds of an adventurer dying within the=: Withered Heath are about as 
high as finding a weed in Mordor . Riches abound, and the opportunities for 
picking up wealth by wayofa raid on the cache of a great worm may seem to 
outweigh the risk, but one shoul.d Lake note thai there t went 
d it eat h regioR. The action in the=: basin is dominated 
by these beasts. sn much SO that any discussion of other forms of adventure 
here would be ridiculous . 

8.114 Action In Ihe Easlern and Southern Foothills or the Ercd Mithrin 

The foothill regions to the south and east of the Ered Mithrin are rela
tively tame compared to the rest of the range. The a nimals common the 
scattered woodlands a nd rolling hills of Rhovani on are all in abundance 
here (see 4 .0). In addition to the pleasant and the mundane . however, one 
can find greate=:r chali enges . 

are guarded. 
the Lam . 

their nearl J 00 wolves . len Asharag bands, each numbering about twent)' . 

orcs one 6th level, one ,::l~th:..::le=v",el, six 3rd oUlhJevels, iix.2nd levels and six 
1st levels} and six wo ves, patrol the foothill region between the Cirith 
Mithlin and a point twenty miles east of the Cirith Fcadin (S. "Pass of the 
Silent Spirit") during the dark hours throughout the year. 

~ • \ 't::.. The remaining portion of the tribe remains at UkOS's stronghold Surgo.
I' , Ukog. in the hills east of the CiriLh Auris (s. "Hot-cleft Pass"'). This sIte is '~ 
Pj 1 ani ied mountain cleft, with tunnels CUI into both sides of the precipitous 

basalt cliffs. A twenty foot high wall spans the opening into the crag;-the 
only entry is through a 9' x 9' iron door which opens inwardly and can be 
reinforced by a thirty ton stone. The enormous rock can be moved on great 
oak rollers in a remarkably short time . AlaDa the inner face of the guard 
wall are ramparts from which the orcs can mount a credible defense. This 
position is further protected by positions set some sixty fttt up into thecliff
side. Two cave chambers, each accessible by winding passages from the.. 
cleft below, overlook their respective sides of the wall belOW. The only way 
up to the stronghold from the valley below is by way ofa severely sloped, 9' 
wide, switch-back path. Stores for three months can be kept in the cool ice
lined ware chambers, and a fortune of nearly 3.000 gp in precious metals, 
coins, and jewels is locked in the treasure hold . A small gold mine is 
reputedly nearby. Continual income is a necessity, for like all the local ore 
tribes, some tribute is always bound for the chambers beneath Mt . Gun
dabad. 

The tormenting events of the recent past have created a tremendous 
amount of disruption and forced many of the basic folk into a lifeof crime. 
Few of the brigand bands that have arisen lately make their home in the 
southern foothil fs, but a number have built bases in the lower eastern 
reaches of the Ered Mithrin. Occasionally these gTOUpS reach as many as 
thirty warriors and camp fonowers; generally they number no more than a 
dozen. The scarcity of trade, particularly the unprotected variety, and the 
presence of orcs and troUs, makes thievery in these parts a poor prospect. 
The abandoned mine shafts and natural caves of the area still make fine 
refules. 

8.12 ADVENTURING IN THE NORTHERN FOREST AND THE 
EMVN.NU·FUIN 

The northern section of MirkwOOd proper includes all the densely 
wooded territory north of the Men-i-Naugrim (S. "Way of Dwarvesj. 
Within this area lies the Silvan Elf-kingdom of Thranduil, the Enchanted 
and Forest River Valleys, and the wilds of the northwest forest. 

8.121 Action in the Wood-elf Territory 

Thranduil's folk enjoy loose dominion over all the forested territory 
nonh and east of the Taurduin S. "Forest Riveri. This is the Silvan EI'
kinadom proper, although the Elves range to the south and west as well; a 
considerable number spend time in the glens south of theTa urdu in and e 
of the Gulduin (S. "'River of Sorcery, tt or the "Enchanted Rivertt). 

Within the kingdom there is a myriad of paths penetrating even the 
densest sections of Mirkwood, and the Elves can relay information at an 
amazing rate by utilizing sounds, lights, and occasional runners. 
Thranduil's bird-friends supplement these tools. Thus, despite the fact that 
the bulk of the population lives along the Taurduin in the eastern end of the 
wood, the Wood-elf territory is well-guarded. The occasional groups of the 
Cuivetpel (S. "Awakening Outer Fence")- units of nine warrio rs (one Sth, 
three 3rd, and five 2nd levels) - follow ever-changing circuits and are 
capable of covering the bulk of the woodland. 

Adventurers entering Thranduil's kingdom by a boat bound upriver n 
the Taurduin find the going slowj the current is swift west of the Long 
Marshes. This may account fo r the fact that nearly everyone disembarks at 
Celebannon (5. "Silver Gate"), the principal trade center of the Wood
elves. Here the so-called "raft-elves" prepare goods for shipment down
river to the communities along the Annen, Celduin, and Carne=:n, as well as 
points further east (e.g. Dorwinion). Some stores are sent in large noating 
casks, while others are collected on findy craftc=d rafts of cedar and hard
wood . Goods rcccived from downriver come in a wide variety of forms, but 
are generally repacked in barrels whilc in Lakc-town. All of this modest 
commercial bustle makes Celebannon a relatively cosmopolitan villagc, at 
least as far as the Silvan Elves are concerned . Travelers seeking excitement 
can get involved in trade, hiring on as guards or acting as inexpensive 
transporters of finer merchandise; they can also frequent the Dindraug 
(S. "Silent Wolr,), Celebannon's only inn. All should beware, however, o f 
the fact that Thranduil is well-informed of any goings-on involving out
siders, particularly non-elves. Twenty-seven warriors of the elite Tirduin 
(S. "River Watchi, fighters drawn from thc experienced ranks of the 
Cui vet pel, keep order. In addition, further scrutiny is offered; the watchful 
eye=: of Camthalion (S. "Steadfast Hand") is evcr-present. Being second in 
command to the Master of Celebannon , one Ohtar (S. "Warrior',), Cam
thalion wields considerable local power. His daughter Narmire (S. "Fire 

35 Flower'') was abducted by a mannish raiding party while=: gathering frUIt 



only a year ago, and the Elven ranger is hungry for information which 
might allow him reunion or revenge. (See section 7.0 for a layout of 
Celebannon. and 8. 16 for more on Namirc.) 

Adventurers will be hard pressed to enter, much less abuse a welcome to, 
the HaUs of the Elvenking (Amon Thranduil). There Thranduil maintains 
eighty·one of the Tirduin and an additional standing force of ninety·nine 
regular warriors (Tauranca or "Hill Jaws"). Organized in the favored nine· 
elf units called Uialcu (S . "Twilight Bows"), these troops patrol both the 
cavern complex and the hillsides above. Thranduil's young nephew Heladil 
commands one Uialcu of Tauranca . See section 7.0 for a layout of the 
Elvenking's Halls. 

One of the most noticeable features of the Elf·lands in northern 
Mirkwood is the apparent lack of activity . There are occasional njghHime 
festivities in the more scenic glens (even those which seem quite remole), 
parties which the Northmen of the region consider oddly frivolous or 
outright silly; but most of the Elf occupation is heavily dispersed and seems 
rare and random. The few Elves around are masters of the wood. howe.Yer., 
and are skilled trackers. Advenlur:ers spolted by these Silvan fo lk arc (I) -either captured and taken to Amon l.h.rand,u· or (2) trailed ca,reful\}'. In 
either case word spreads quicklythrou-ih the forest, and the Elves take care 
to remain concealed unlil lhey wish t "strike." One should always re
member that moonlit nights and holidays are favorite limes for Elven 
activity. 

1.122 Action In the Wilder Woods 
The "wildest" sections of northern Mirkwood are those outside the sway 

ofThranduil's fo lk. These areas SU[[QUJld the..ce.Olral hiahlands and Moun· 
tains of Mirkwood a.nd extend northward nearly as far as the Taurduin 
valley . In the farthest western sections or the wood the mirky wilds cover 
-ihe whole ofehe forested territory, all the way to the clearing that separates 
the trees from the Ered Mithrin . Throughout these shadowy strctches the 
undergrowth is dense and often nearly impenetrable. Good water is 
uniformly scarce. Giant spiders abound. Dank mists permeate the dark · 
ened depths . Thi s place is a drag. 

Adventurers in this section of Mirkwood are traveling through what was 
once called Greenwood the Grent, and there arc a number of abandoned 
mannish and Elvish sites. The lack or stone construction, mirky mists, deep 
shadows, and rampant ground-growth make these spots rare finds, but 
some rolk might find them worth hunting. Mirkwood has claimed much in 
the way of riches. More danaerous obstacles are evident, however. Occa· 
sional hostile_or o'(uJ):·suspiciol1.LWoo<hm.en O£ lkijabar grDUps Lrav", ... I _ 
some of the more guarded trails, and unfriendly beasts are commonplace. 
As noted in section (0, giant spiders and various other unsavory fauna 

• 
populate the landscape. An adventurer in this area is hard-pressed to find a 
sanctuary from danger; action is the norm. 

8.123 Action in the Muuntalns of Mlrkwood 
The Emyn·nu· Fuin (5. "Mountains of Mirkwood") provide an ideal 

locale for adventure. Girdled by stands of tall conirers, they rise 3-4,000 
feet out or the sea of trees like giant. bald, rugged hills . They are covered by 
various grasses and scrub trees and bushes in the higher reaches, for high 
winds, shallow soil, tortuous inclines have prevented more extensive 
growth. Here lie the sources of the Gulduin and Emynen, substantial 
springs fed by generous rains and considerable groundwater. Aside from 
the river valleys, this is the moistest section of northern Mirkwood. 

These mountains dominate much of Rhovanion and command the cen· 
tral section of the forest; the once-bustling Men·i·Naugrim lies like a ribbon 
in its southern shadow . The uplift's strategic value, together with a 

• 
generous orrering of mineral deposits, makes it an important target for 
forces seeking to control Wilderland . Soon after his rise at Dol Guldur 
around T.A_ 1000. Sauron of Mordor marked it as a base for future opera· 
tions . In T.A. 1276 three Ringwraiths led by KhamUi entered these 
highlands through wJlat arc now locally called the Emyn·i·Thang (S. "Hills 
of Oppression"), the western foothills. 

The Emyn.i.Thang section of- the Emyn.nu·Fuin now serves as a sane· 
tuary for those rorces of Oarknessjourneying from Dol Guldur toAngmar; 
italso . this crucial The(l8th 

. Iev~ 010 ·hai black 

the Northman (5. Vale of Scree"). 
"Lurgs" or 24 lesser orcs (six 3rd, twelve 1st levels), accom· 
panied by wolves and commanded by an "Uruk," patrol the dark forest to 
t)lenorth and west of lhe hills; and at night t e open glens rall under watch. 
In order to assure themselves or a relatively low profile, the foul creatures 
do not regularly trespass upon the Men· j·Naugrim . Nonetheless, night· 
time travelers are often "lost" to the mysteries or Mirkwood. 

- - ~ - -
.. --
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Righerup in the Emyn·nu-Fuin resides the animist hach lin (5. "Gleam -
or the Leaping Flame") . A mannish servant of KhamOl's, this enchanter 
originally hails from the warm hills of NOrad . He reputedly traces his 
bloodline through the NQrhoth royal house . Whatever his origin, 
Lhachglin is a formidable spell..caster and is a master of the ways of plants 
and water. With the aid of his Dark Master. he has romented patterns of 
evil in the woods, and hat; called forth an onslaught of foul, twisted vines 
and bush which have assaulted the fine foilage or the great Greenwood. In 
their quest for survival, even theonce·solemn trees have become aggressive, 
lashing out at any vague threat they might perceive. This terror has been 
compounde<J bya soiling of the cool Curuwen (S. "Cunning Water-") - the 
stream now dubbed Gulduin (5. "River of Sorcery," the "Enchanted 
River") -as well as the ever-lengthening Shadow of Dol Guldur. Lhachalin 
lives in a hollow spire of rock in the mjddle of the Ggrjwina (5. "Abhorrent 
Spray"), the sixty foot cataract a few miles northwest of the Gulduin's 
source. He is closely protected by one of the demonic Dindae (S. "Silent 
Shadows"), and maintains a guard of thirty Uruk·hai (six 5th, twelve 3rd. 
and twelve 2nd levels) in the rocky crags surrounding his hold. These orcs 
also maintain a vigil over the numerous trails which connect Sam Goriwing 
to the Dark. hollows to the south and west. In addition to these minions. 
LhachgJin has encircled the area (a 2 mile radius) with hundreds of Yavin 
Girith (5. "Shuddering Fruits"), beautiful vines which hang like fine cur· 
tains rrom the noble trees of the forest. Their tasty golden fruits are in· 
sidiously alluring; and their bluish leaves produce a fine, almost impcrcep
table mist which acts to send nearby rools into a deep, continual sleep (Set 

8.4). Unwary travelers encountering these cruel plants invariably awake 
after a fruit-laden feast in the hands of unkind Uruk·hai. 

8.124 Action In tne Rh'er Valleys 

The Nan Taurduin (S . "Valley of the Forest River") is considered by 
Thranduil to be the main artery of his realm. Actually, it is on the border of 
"safe Elven lands", for the south bank of the river can be quite dangerous, 
particularly al night. The young, swift·f1owing Taurduin has steep, rocky 

banks which allow any number of denizens of Mirkwood a safe harborage . 
Giant spiders, wolves, and occasional sorties or bats inhabit these r ches. 
Nonetheless, Silvan Elves use [he pine needle·lined paths on the north side, 
and occasionally paddle their Sirithorn (S. "Flowing River·wood") on the 
waters proper . Above the lant Calentaur (5. "Greenwood Bridgett), 
howevcr. Elven presence is rather sparse; upriver trade is modest. 

Tile Nan Qulduin (S. "Valley or the Enchanted Riverj is a more 
dangerous setting for adventurers. Those who are unfortunate enough to 
partake of the cool, bewitched waters fall imo a deep coma-like sleep, 
within which nightmares abound. Too great a sampling results in 
(I) perpetual sleep or (2) a tortuous dealh. Since feeder streams and other 
sources of freshwater arc scarce in this area, the temptation to drink the 
"Waters of Sorrow" is great, and one should take care to bring his/ her own 
full waterskins. A journey to the upper vales of the Emyn·nu·Fuin or the 
Nan Taurduin (and the northern tributaries) is a prerequisite to finding 
good water in the north or Mirkwood. 
, Giant spiders are exceedingly common in the Nan Gulduin. and this may 
account for the relative scarci y of orc Incursions . Orcs, trolls, wolves, 
wargs and bats are quile common as one reaches the upper Gulduin. 
however, for the tribe Shirka&. makes its home in the wooded can on alxniIT 
twenty miles downstrc!lJll f.(Om the Goriwing . This grou 'ng of about sixt), 
lesser orcs (lwo 10th. six 6th, nine 5th. thirteen 3rd and t ' rty 2nd levels) is 
led by the Uruk Drurgangra (B.S. "Wolf Jaws"?) and pa s homage to the 
"Master of the Falls ." (Actually Lhaehglin never sees these minions, prefer· 
ring instead to send his Dindae - the heinous Slyardach.) The other ser
vants of Darkness found in the area are disorganized scavengers; they are 
about because of the atmosphere. not out of strategic need . 

8.13 LONG LAKE ADVENTURES 
The Annen (5. "Long Lake") region is centered around the lake proper , a 

deep body of cool freshwater which fills the lower two thirds of a glacial 
valley. The Celduin (S. "River Running") feeds the lake and also acts as its 
sole outlet. Several very small st reams which surface in the surrounding 
ridge area add their water as well . Good rarmland covers both sides of the 
narrow valley surrounding the Anne n, aJthough the western shores are 
traditionall), more settled . This region also provides lhe most cosmopolitan 
setting in Wilderland, ror it embraces Esgaroth - the great mercantile Lake 
Town. 

8.131 Action In LakeTown 
In this bustling. wooden setllement an adventurer will be able to barter 

for or purchase the majority or goods and equipment nece5sary for ex· 
tended wilderness campaigns. Merchandise shipped up the Celduin from 
Rhun and the Carnen Valley. Dwarven items from the Iron Hills , Elven 



work from Mirkwood, and goods brought from the Anduin on the Men-i
Naugrim all find their way into the warestores of Esgaroth. 

The main authority in Lake Town resides in a Master elected by the 
Atanathrain (Rh . "Council of Men"), ostensibly composed of all the 
"citizens in good standing." Merchants, warriors, and landowners all 
~long to this class , for even the common men of EsgarOlh are shrewd in 
ways of politics . Real power, however, is often concentrated in the hands of 
a select few . The current level, is robably Lhe • • 

$tron~t figy..r.c in fo.wn. 
The Edfreahir (Rh. "Associations',) are a major part of commercial life 

in Lake Town. Unlike traditional guilds, they require nouniversal member
ship; instead, they are voluntary organizaLions of merchants and crafts
men, and a number of them may serve the same segment of society (e.g. 
there are fOUf Edfreahir of coopers). They act to allow men to group 
themselves for commercial and social purposes- giving them training, 
business leverage, and a means for having parties. Some wealthy folk join 
more than one, but this is generally frowned upon. Others belong to none, 
apparently hoping to protect secrets and avoid dues. The competitive at
mosphere of Esgaroth is intense, so a wise merchant or craftsman must 
choose his/ her course carefully; and while, women do not normal1,y sit with 
the Atanathrain, they are free to join an Edfreahar. These groups often set 
their own prices on goods and services, but the overall free market plays an 
important role. Commerce in Lake Town, unlike that found in "guild 
cities," is hardly a rigid matter. 

This loose air also permeates Esgaroth's social life. Rowdiness is the - . 
order of the night, when life in the narrow streets is given to song and drink. 
As the shops and stalls around tht central harbors close each dusk, tht' 
taverns, pleasure-haHs , and fest -halls lining the outer fringes of lawn o~n 
their doors to townsfolk and travelers. 

Adventurers in Esgaroth will usually stay in one of Ihe town's six inns. 
Most are small affairs attached 10, but not incorporating, a tavern. They 
are two stories high, with a high-roofed attic/ loft area . The innkeepers 
generally keep their families in a sel ofrooms on the second floor. Stores are 
kept up above, and rooms for travelers and long-Slaying guests are main
tained on the first, and part of the second, floor. Thegoing rate for lodging 

• 
is about a copper pjece a night. 

Vodagarazun (Rh. "lIouse of Vodaga") 

The Vodagarazun is the largest inn in Esgaroth. Located in the 
southwestern portion of town, justtotl1e rigillof tile bridge enlry, it ae
comodates a relalively wealthy clientele. Room rates are 2 cp a night, 3 cp 
• 
with meals, and the guest is given complete privacy. The founder Vadaga 
was Master during the period T .A. 1591 -98, and Kyrn of the city's largest 
woodcraft Edfreahar; thus, he was able to acquire the location and man
power necessary for such an ambitious project. While most buildings in 
town are onc or two stories with a high roof, the Vodagarazun incorporates 
a three.story main building and has a four story tower . The tower serves as 
Quaners for the family of the current innkeeper (5th level) Odavacer; his 
two daughters (16 and 18) live in the upper chambers, while he and his wife 
stay on the third level. (Odavacer's 4th level son Eodoric lives and serves 
with the lawn guard . Elaborate woodcarving is usea -to embellish the in
terior and exterior of the building. This is a common practice in Esgaroth, 
although most craftsmen use a combination of carving and painting to 

achieve the desired, albeit crude effect. Vodaga used a number of different 
woods shipped in from Mirkwood. and had them stained in varying shades. 
As in all town structures, wood is the principle building material; the 
Atanathrain voted long ago to restrict stonework to modest chimneys. 
After all, wooden piers, even those driven into a substantial lake boltom, 
can only support so much weight. 

The Vodagarazun has its own spacious tavern which occupies one 
Quarter of the first and second noors overlooking 

_tables are scattered about the lower common room, and more i 
booths line a narrow balcony above. The bakony opens onto an exterior 
second-story porch which is used for guests in warmer mOllthsand acts as a 
food·cooling spot when the winds are cold. The hallmark of tbe tavern, -however, is the great circular bar which surrounds the fireplace in the first 
level common area. Forty feet in diameter and built of cedar and hickory, 
this assemblage is used for serving both drinks and victuals. Beers, mead, 
and watered or spiced wines are preparcci both warm and cool. Fish, fowl, 
and spiced lentil porridge are the house specialties. 

The friends ofOdavacer are legion, and impromptu music (mostly wood
winds and crude: st ri ng i nst ruments) is common most evenings. I n addition, 
Waggacorn and Freaga, two of the town's finest warriors (7lh and 6th level 
respectively) spend most of their n!lhts entertainin ladies and-poor 
gamblers in their s cia I balcony booth. Order in the Vodagarazun is rarely 
a problem, although Waggaeorn's rude son Breagla (a 2nd level fighter) 
causes his share of fiihts . Usually, the altercations stem from Breagla's in- 37 

fatualion with Sha dda. one..ot:...the rive barmaids and Odavacer's eldest 
dauihter. Like the (5th the (4th level) 

bard (a 3rd level from 

third floor suite. 

Shops and the Harbor 
Purchases of goods in Esgaroth usually occur in the central squares 

which the locals call the Thorbivaga (Rh . "Bay Towns"), the areas 
surrounding the two Woetsala (Rh. "Market Pools"). Here most of the 
items indigenous to Rhovanion find their way into the stalls and shops of 
the wily merchants. Bartering is extremely common here, but a wide variety 
of "high Quality" coins are also accepted. On the rare occasions that the 
town mints its own smal1 silver piece (a mielan is equivalent to fen "great 
coppers"), coinage is much more common. Generally, prices in Esgaroth 
are modest for food and lodging, high for certain raw materials, and low 
for most "finished" items. (See 8.4 for economy summary.) Shops are open 
from a lillie after dawn to just before dusk; but merchants will open orcJose 
on a whim, parlicularly when demand dictates. Market days are held each 
month on the day of the full moon and are characterized by an innux of 
rural folk bringing in cheap goods for sale or trade . All this is accompanied 
by entcnainment; musicians, barjis, magicians, and play-actors hold shop 
on the Huwaerkyn (Rh. "Great Wharr,) . 

Smuggling 

A good deal of illicit trade occurs in Lake Town, a result of the high 
tariffs rather than any insidious proscriptions': Nfueh is controlled by one 

noden the (11th level)'head of the town's only boat -building Edfreahar, 
~ he Boed-bylgas. Many of the boats designed for trade on the Annen and 
Ce1duin are "specially" designed by Kynoden's men, and the grateful recipi
ents find the Boed-bylgas to be effective allies in the cause of profit. 
Kynodcn and his Edfreahar receive twenty-five to fifty percent of the take 
in town . 



I 
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These Qperations are run outoC the: Erannun S. " unset.:) inn on 
the wild west side of Esgaroth. Located right on the water and beside the 
small, protected boat-building inlet utilized by the 8oed-bylgas, this 
demure one-story tavern is ideal as a shipping area for the illegal furs, gems, 
and rare elven wines that are favorites of the smugglers. The goods are slid 
dow n one orthe two movable refu se ramps (the clean one) located in the kit
chen of the inn. They are emptied directly onto boalS in the inlet . Incoming 
merchandise arrives as part of the inn's regular food shipments, and is in
serted into the bags of ground grain while en route from the mill down the 
lake. 

The Erannun itselfcontains but three rooms set aside for guests: one with 
three fur / straw bed shelves able to house six. one with two resting shelves 
and suitable for four. and a third "single" which is designed for one or two 
travellers. Each faces directly onto thetavern room and has a single window 
with bars which can be opened from the inside. The lavern room itself has 
four finished·pine tables, and 

of them, the 
level) stays at the inn 

8.132 Action Elsewhere in 'he Niln Annen 

The adventurer will find the Nan Annen (S. "Long Lake Valley") to be 
generally placid. Most of the Northmen in the region live in Esgaroth or 
along the western shore of the lake . Another large concentration lives near 
the two great mills below the Lindal (S. "Mere's End"), the great eighty-foot 
fall which marks the south boundary of the Annen. On the east side of the 
lake hearty fishermen and a handful of farmers , hunters, and herders live in 
relat ive isolation. No real towns lie in t his area; instead. seasonal gatherings 
provide for unity and trade. Some make occasional pilgrimages to Esgaroth 
by boat or foot, particularly around the limc of the market days. Gramuz 
(Rh. "Plains-mcn" or "Plains Northmenj from cast of the Nan Annen use 
the hills as summer pastures for their fine steeds. 

Trade on the lake and along lhe western road is fairly constant, although 
the Great Plague has made folk a bit mOre suspicious . Adventurers 
uninterested in trade, however, will find their greatest challenges among the 
ruins of the numerous selliements which oncc dotted the shores of the 
Annen or sat alongside the Celduin below fhe Linda!. Ancien! Londaroth 
by the Lindal was once the main town in the region , and began to be replao.: 
ect by Esgaroth around T.A. 1450. The laner was better protected and of
fered a better locatio n for water-borne trade. Londaroth had been built 
because the falls interrupted travel up and down the Celduin, but most so
journers felt the additional time to Esgaroth was tolerable . In addition. 
Lake Town was more accessible to those bringing goods from the North or 
overland from the East. especially materials bound for Thranduil'~ 
Kingdom. About two hundred ~ople lived in Londaroth as late as T.A. 
1635; but the Plague reduced the town to a Iitllcover fifty , most ofwhorn 
have just begun to resettle after neeing the accursed, unseen enemy. The 
stone foundations of the old town still exist, however. and so me of the 
buildings (e. g. the o ld citadel or the Masters) are still vcry much intact. Cur
rcnt residents live in new o r restored houses built of granite and/ or 
limestone and designed in the traditional Northman style (see S.O). 

e liller Viloric 
alchemist) are the richest inhabitants o(Lpndarolh. Thi s is primarily due to 
VJl.or-ie!! connecuolLLo the sQ)u ler Kynoden,r[)espite the value or their 
mill to Esgaroth and the other lake communities, itl! income pales beforc 
that derived from the brisk illegal trade.(Sce 8.16 for more on Wocdwyn.) 

• 

8.14 ADVENTURES IN THE OPEN COUNTRY 

This region encompasses the whole of the plains and hill-land lying be
tween the Celduin and Carnen; it also includes the Nan Celduin and Nan 
Carnen. Scallered woodland and grasslands predominate, although the 
river valleys can be relatively lush in places. 

8.141 Action in the-llills IlInd on lhe Roiling PIllIin. .. 

Adventurers traveling along the well-trodden but narrow dirt roads of 
this territ ory might be surprised by the amount of traffic . The Plains
Norlhmen (Rh. "Gramuz") usc these arrcries to bring their wares westward 
to Esgaroth and Ihe Men-i-Naugrim, and southward to the river set
tlements. Occasional groups of well-guarded Dwarves from the Iron Hills 
Or points north also bear goods for market. ost travelers alon& these 
routes camp in tradit ional hollow-sites where well-defined and well-used 
fireplls and grassy bedding SpOIS allow for a little COl11rO'lI. ~'fher~a[e few 
inns in !hIS part 0 Rhovanion . Nonetheless, some sc:.-ek better accomoda
tions among the local ramuz, and the Nonhmcn are usually willing to pro
vi de a paying guest with a spot in the stable, loft. Or common room. Larger 
loca l taverns regularly allow visitors to stay in outbuildings with the beasts 
and/ or sto res. Since the Gramuz are traditionally protective of their own 38 

and often suspicious of travelers, access to their villages or homesteads, 
particularly for non-Northmen, is quite limited. Some villages (Rh. 
'<Maedwe-dukas") which were badly stung by the Plague will refuse (or in 
isolated cases kill) those perceived as "'trespassers. ,. 

, Raiding 
The Gramuz have fewer horses than their brethren the Eothraim (proto

Eorlingas). Both groups, however. suffer from the horse and callie raiding 
that has c haracterized the area for the last few years. Renegade groups of 
Northmen and Easterlings operate from the local highland valleys and pre)' 
on poorly protected herds. Occasionally, these mounted brigands will 

. -Slnke travcl~rs on the roads as well, but these occurrences are genera y 
restricted - the vIew as both wea an wc:a t y. t h the local lords 
and the King or Gondor have offered rewards or al in their quest to bring 
peace to thi s land; 10 gp is the standard reward for useful informal ion, and 
between 3 and 200 gp has be offered for the head ofa proven raider . Due to 
lhe remoteness of t he cuiprits'lairs, no great military act ion has been taken 
against them. In addition, local rumors claim that the strongest of these 
renegades, Dieraglir of Relmether (reputedly a fourteenlh level rogue). has 

t a forcc.oi nc,arly a hundred warriors which operates oul ofa m sterious and 
, impregDable cave com lex in the..centul..hiJ1s. 

The days when the tothraim raided each other's herds and encampments 
have passed, but a few groups of outcasts occasionally attempt theold prac
tice, exciting at tacks involving the counting of coup rather than any killing . 
Among the Northmen,·however, the penalty for such a raid is often death, 
particularly when it involves a nighttime incursion. 

8.142 Actinn in Ihe River VllIlleys 

A number oLriorthman villages lie in the two great river valleys of 
eastern Rhovanion . Most ofthese folk are Plain-smen and reside in the Nan 
Celduinl.S. "Vallcy_ of the River Running.':! below the Linda!. The groups 
living by the Carnen are more scaltered and enjoy smaller settlements. 
Fishing and riverine trade mark daily life. Travel in these areas is usually 
safer than that farther north or in the central plains region, and the 
townsfolk are more used to outsiders. After all, an occasional family from 
Darwinian (or even rarthereast) can be found living by [he riverside. Most 
of the excitement centers around bustling commerce; but an occasional sor
tie by the nomadic Easterling groups living in the plains east of the Carnen 
can hasten the heart of even the noblest of warriors. Jygano.th. the (8th 
leve.1) warlord leader oian..espec.ially brutal force which Q,ften raids the Nan 

arnen (5. "Valley of the Red Water during cooler months, is considered 
by many to be their gravest threat. - ~ 

US ADVENTURING AT EREBOR AND DALE 
Erebor (5. "Single Mountain") is the dominant landmark between the 

Annen and the Erect Mithrin . Although it has neighboring hills and is part 
of a vast series of ridges, it rises fully 2,500 fect above the surro unding land
scape; the peak reaches an elevation of 4,213 feet. Am ong theanciellt Edain 
and some Northman groups it was revered as a holy place, a site where man 
could be close 10 the heavens. This may account, at least in part, for the 
near-continuous manni sh settlement within the shadow of what has always 
b~n called the "Lonely Mountain ." Dale's origins reach back well into the 
Second Age, and it's ancestor no doubt had predecessors . The Edain were 
I he first to come here, and their cull ural in flucnce remains strong, all hough 
the local speech reflects the more recent Northman settlement. As in the 
elder days , the Ercbor region lies on the very front ier of t he "set t led lands ," 
and thc tough lifestyle has acted to unite these groups. 

Dale 

Dale is a town ..... hose character reflects it s rugged location. Built within 
the protective vale beneath the sout hern flank of the Lonely Mountain , it 
has always been sheltered from the harsh winds of northern Rhovanion. 
The sweep of the narrow but swift headwaters of the Celduin guards the 
town's ea.'Hern approach, and defensive positions have always been main
tained on top of the twO surrounding mountain spurs. Since Erebor itself 
presents a formidable barrier on Ihe north side, Dale has rarel y been in 
danger of falling. Even substantially larger forces have given way in the face 
of the topography. 

Stone construction has alw~s . bccn employe~re. The building 
material must be durable in the face of the sometimes cruel weather, and the 
mountainsidc has always meant that rock was plentirul. Even the roofs of 
some buildings are made of stOIlC. Wood for doors, some roofs, and in
terior work is brought up from the Nan Taurduin and Mirkwood, by way of 
the Men-i-Erebor (5. "Way of the Single Mountain") or upstream on the 
Celduin. 

Adventurers seeking a fortune (I) in the rich mines of the Ered Mithrin, 
(2) through booty from Rhunnish supply trains, (3) from treasures from the 

• 
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great tombs and holds of old, or (4) at the gaming tables in local laverns will 
!!.I find Dale a ions. Although small , the town 
can provide most necessi ties, as well as a wide variety of weaponry and 
specialized items for sojou rns o ut into the harsh North. ~egular group-s of 
ex loren Irained in mm.mtaineering ancLcaye exploration mceL2t Ibeir 

iaYOJite..inns 1 I m nI wilds ..... here they seek to 
discovcr new veins o f precious are or ancient deposits of losl booty. 

The Lord of Dale is actually a Nonhman chieftain (the J 5th level warrior 
Eaderl whose b loodline can be traced to the andent Edain house of Reor. 
His position is hereditary. but an advi sory body composed of old fighters 
drawn from the local clans acts as a check to any abuses of his po wer. These 
Kracthingas (Rh . "War Councilors") actually serve as territorial represen
tatives as well, for the clan holdings, or "Fyrgas,"long ago became simple 
administrative districts with thoro ughly mixed populations. Nonetheless, 
certain families are traditionally chosen (0 have a seal on the '~Krae(hing;" 
the warriors (bolh men and women) who are allowed to vote each mid
winter respect tradition . The council meets monthly on the night of no 
moon. when a little "doom" is in the air. In times of war extraordinary ses
sions are held. 

of laIC b Jirfelien, the 
of the Aldurlingas clan, a I myst ic who is credited 

with the s laying of a cold drake which threatened her family's Fyrga in 
T.A. 1629. if:ocier claims that the Aldurlingas are actually worshippers of 
some perverse "Darkness;" but this claim is quite suspect, for lirfclien's 
clan embraces 1110st of the healers found in the Dale area and is known for 
its "good works."'n actuality. Eader has been mis b his belov e 
Sui ..... n, who is jealous of Jirfelien. SlIlwyn's clan, the Daletheod, also heals 
folk. but chooses to usea peculiar form of magic. Their claim that Aldurl
ingas can be construed as "children of an ancient darkness" is based on their 
own need to hide their own allegiance to the Dark Lonl. Perhaps unfor
tunately, Eader's powerful KrYlheod clan (an Edain group) SCL'ms to favor 
the Oatelheod rumors. (See 8.lUor moce..OJ) Iwyn.) 

Thf Lonely Mountain 

Adventurers seeki ng the source of the Celduin will find their way to the 
forth from 

spirits reside 
and few have sOllgh t entry; but certai n spi rited ex

plorers realize Ihetruth. Extensive and elaborate natural cavern formations 
penetratc deep IntO the bowels of the Lonely Mountain . It will be some 
time, however (until T .A . 1999), ~fore the Dwarves of Durin come to settle 
here, and reports of vast wealth locked in the rock beneath Erebor have 
been greeted with laughter. 

A few of the Dalctheod know belter. At night hand-picked groups make 
their way up the mountain's west nank and enter thro I h secret c1efl at the 

lUU.J.oOlleycL Once inside, they quietly work the vein of gold which pro
vides for so much of the clan's fortune. The foul beasts which are rumored 
10 live d(."Cp within the depths of the land apparently have nol bothered 
them. 

Dale's oldeSI (lOlh level) and lc.asl respected seer Beaw n knows a greal 
deal about Erd>or . As a young girl, she and her brother Thealaf explored 
the cavern complex. delving deep into il s lower reaches. When Thealaf was 
killed going into the mountain alone, Beawyn became hyslerical and at 
tributed his demise 10 a group of demonic "cave drakes ." Her paTents and 
the townsfolk thought o therwise, belicving it to be a mere fall. Entries into 
the caves without the permissio n of the Thyn were banned, and Beawyn's 
reputation was permanently scarred . Her friendship with an Elfseer called 
Thoraotir (S· "Eagle's Walch] proved invaluable. She is his heir. and . 
knows much of fate's ways. 

8.16 AllVENTURING IN THE WI:STERN PART 
01' THE IRON HILLS 

Unlike the rich Ered Milhrin, the Emyn Engrin (S . " Iron Hills) holds little 
in the way of precious metals . Small silver deposits and rare sprinklings of 
80Id do not yield great wealth. 

8.i61 At:lion in Dw.rven Territory 
The excellent iron o re, however. makes the range a worthy source of in

come. This iron, combined with material from the neighboring lungsten 
and graphite lodes, allows for the makingofsuperb steels; and th Dwarves 
of the regi o n derive most of fortunes from the sale of finished metalwork, 
primarily weaponry, the bulk of which is shipped overland 10 Esgaroth, the 
lower Carnen Valley o r the Old Ford of the Anduin (aJong (he Men·i
Naugrim). Dwarves are nOl great fans of boating. 

Since T.A. 927 the Dwarves of the tribe of Balli Stonehand have mined 
portions of the valleys which are the source of the Carnen. (The river is so 
named for the reddish iron dust which colors its water.) Balli's Folk are part 

_ "Demonsl~er" , led them into the Iron Hills after a great journey which 
took over a century and carried them across the northern part of Endor. His 
son,):ulla III the 18th level "Ham"!er of Firc"), presides over $even hun
dred hearty Dwarves who now work the land . The main site and capital at 
Azanulinbar-dOm (Kh. "Red Valley Mansionj . called "Azan" by most 

\1~ knowieagcable folk in Rhovanion, houses three quarters of the population. 
~ \' The rest live " Axe Mountain") and are led by young 

"1l' lib.. AzaghaJ, Jhe of Fulla's brothcr Zigli (Ryk). It 
Ou..W was Azaghal who acted as an envoy to Durin's Folk and made the 
\ J ,ilgrimage to Khazad-dum (Kh. "Dwarf Mansion") in T .A. 1580, thus 
.f\\ establishing a trade link and bond of friendship which was 10 lasl over a 

c.. thousand years. 

~ .. j 8.162 Th~ Men of Ihe Iron Hills 
The northern and eastern sections of the Iron Hills are do minated by two 

groups of men. 

The Sagath 
The first and largest group are the Sagath. a tribe of Easlerlings 

associated with Ihe Talathoth (5 . "Plains Host") of Wood-elf tales. The 
Sagath are act':lally from the eastern shores of the Sea of Rhun, and act as 
guar ians of aurorls upply r.oad funning f.rom Rhun to 
Angmar . Led by the Hut of these mounted war-

the Emyn Engrin. t 

parties are either killed or sent home. I he Talter 
praclice is used to stay further incursions, and has been most effective . 
Sagath horsemen are most active momhs.....whetUlte 
waKon trains are on the road westward ; but their vigil is constant enough to 
make any time dangerous. ll....operate il1 units oJ five called 
"YI,JOOyj,: •. ( in "Yunom")- traditio nally a orce. oLlhrec: (2nd~3rd 

level), moderately armored spearmen, .liahl. (2nd-4th level) ho rsc-
archer, nd a 3rd-5th level) tracker. They use small . but rugged mounts. A 
total ofabaut fOrly Yunovi reside with a fifty-man support force at the rude 

"'Place ofHuz'1. Few speak any Rhova nio n or Elven 
tongues, is not a part of their lifestyle . 

The Cull of Ihe Long Night 

The second mannish.group in.tberegion lives in a secluded vale ten milesf 
southeast of Lar-huz. There arc a secretivc bunch. ten animistic Northman 
shame-ns of the Cull of the Long Night. Servants ofSauroo, they preside 
OYCr the teaching o f the Dark Religi on III eastern Rho vanio n . Their 
adherents journey into the highla nds o n the ni ghtsofno moon to learn ways 
of mysticism, astrology. and sorcery at a place called Nan Morsereg (S . 
uValeofBiackBlood',). Woed lw nof ave often 

.. been among these followers. The ce of Icarnin • 
and the real hold of the Ten is located in the cliffs above; it is a grouping of 
twelve dome-shaped "hives" of stone set upo n a ledge beneath an overhang 
of pitch·black rock. Two of the halls are sixty feet in diameter. multi
roomed structures for m eet ings, the libraries, and the stores . The other ten 
are the individual Quarters for the cult . 

The Ten call themselves Maeghirrim S . " Piercing Lords") and wear long 
robes of white linen lined with black cloth made from human hair . Beneath 
this garb are the varied clothes one would associate with so diverse a group. 
For instance, the "Tar-MacJhir" and leader. is a (l7tti l!\Tel) 

I fineTyworked leather belt poUChes 
a teak and silver s taff arc his only burdens. On the o ther hand . 

Qrdudax,J lieutenant - Oaeg-udra - is actually a (13th le_v~1) warrior, and 
wears a carefully hidden breastplate of beautifully etched black steel 
beneath his robes; and the appearance of his reinforced leggi ngs belie their 
s trength . Daeg-udra carries an invisible broadsword . The ot her eight 
Maeghirrim are listed below: 

NA..\.1E LVL t'ROFESSIQN STAn)S 

qrdu lax 11 Sorcerer Lord nf the Ten. 
D3e.-udra " Fighler Orduclax's high guard . 
H~d 10 Rogue ASu.ss'" and flll'O)'-

l1l1llell IF) \I My"ic Kteptr of Nail Morseleg. 
B{oehrr " ""',lrolu.I!cr K«pcr or \'1~lons. 

Freahar 10 Magician Kteper or Fires. 
dwodyn • Animist Miuter or thc I i~rn •. 

Ercowyn (F) , Cleric M!~ ITeb o f the Dead . 

8t "" • Sorccrcr \1aslcr of Dusu . 

BrClLo 1 Ranlln Walchtr of Tlaih. 

The Maeghir rogue Haed occasio nall y journeys westward to the hilly 
lands on the central Rhovanion plain. There he deal s with vario us raiding 
partics and renegade grollps, and makes sure that the trouble they bring to 
the land is continual. is innuence dictates the course of many a raid, and 
Haed will often stand by to trade for particularly interesting booty. By this 
means &!:1..,. armirc of J an-
non (see asa rider. warrior, and thierare 

of an eastern Dwarven group. Their leader, Fulla the Second (the 14th level 39 legend; and h erves as Orduclax's (10th level assassin. 5 

- - ._-- -



• 

I • 
8.2 COMBAT CAPABILITY SUMMARIES 

" 
., 

8.11 MASTER M1UTARY CHART (Avg SIa,s & Ltvels) 

AT(OB) 
MELEE MISSJ~:' TYPE/RANK HOMfJRAct: • LVL HITS SItJElD NOTES 

URUK-ERAG CIIUTH MITHLlN (ERED I\- ITHRIN) 

Utuk CommlLI1d Ul l,lk -hai 6 9 )15 ..; 14(.4ft) Y' O 11 Sbs Hsb USt poison Asgurash. 
lura Ltadcrs Les~ Ort 16 , 6 '" 13(-30) Y 80>< "'" "l ake no~,u . 2."J 35 W. rri()1'5 Les~r Ore 4R ] 

45 ,~ 8(-20) Y "'" "'" Some u • .;c pale a rms. 
Yount Warriors Leu« Ore 2 ), I 1( ·0) N - "'" Some UM: a~c:~ or scimituJ. 

LOR ·URU)( -SHAB C IRITH HI~NIENOJt fERF.D MITHRIN) 

Uruk COIDmllnd Urnk Iw 9 9 no. -
" 

N 12 .... "'" Uw Pf',son A\,urnh. 

~~ HIIIt L Uf' Guard l.cu« "" 
, , ... • ')(-m ., ,'-hl .'.b Guard (.'ro .:k>wly. 

11,1,.1 ted : .. L_"" .. ] 1O 1(-20) Y '5 ... '''''' Some Ute hand a~n . ,.-;. w'""'" I " ' ef Ore; '" 1 .. 'I- 1(·20) Y '"" , .• ScttM uw PfOlr Inn •. , 7 ~.(» N "" .2l Sctmt UW !le and.tudd. 

" ASH ARAG SOUTH ERN FOOTHILLS (EKED M ITHR INI • 

Uruk Command Utuk-hai 12 10 ''''' IS 161 ·30) Y'O 1200s 90,. Ikhctld ral len (nc n llc:$. ~~. Guard Band Uruk· hlli 10 , n 'k 14(-0) N ""h "". Can usc b) and shield. 
H.and Leaden l t$Jt'i O re 2O , 70 ~ 13(-2(1) Y SOha 4Ssb Ride " a lva. H a~'t' 5 pell r1O. 

Good WUTiol"$ LnK'f Orc 20 , 60 ., 8(·2</) Y "'" "'b Can ride woh" . 
Warriors Ln!tl:f Orc '30 ] ... 7( -0) N "." ". Some !,ISC sc and shield. 
Young Warrio rs LCS!oCf Ore '20 2 " 1() 7( -0) N - ~" Solllt' ll~C ~P'C'ars . 

War Woh'es O rell wolr , 1" 2.. ';.~ 3 (· }0) N LBi7S - VCI~ fas.: raM ir ridden. 

Wooo.ELVES THRANOUIL'S FOLK (MIRkWOOO) ( ' [ .orally rUle lra.:""~. - ... C"""'" '"""'"" 12 12 ~ ,: 11( -50)' '" ,- USlb 11InuIckI,,", Innn a rck. 
It,..,'I(Joteni Mind mr ,. 10 17(-43,- Y,. ,""" ,,, .. 0'" Thrandull clowly . ;f, l4I$ 

""""'" Mllced ~( 9 ,. .. :;: 1(·50) VI. ..... "" b-. PI • 4 SJlriI IttJ .. , 
Tirdublloi J. MludElr " 9 ... 1)(·,.,,' VI. " ... lI5Ib ""' U UMICOT R S'MS: ., 
niduin Mlled Ell .. , as • 1 )(-«J)o Yl - ., .. EllIe ....mon. 
a..apdLonb MlMdEIl '0 , ,., - 1(-40) Y> .... ISlb t lid r~ .... ' roh 
Exp. CuR. WIr SiJYM-clf '" 

, .. 1t-1', Y .... 7510 £"P I n ,""kCfv"iUke-r. 
CIdY. Warrlon; Silvu Elf ,. , l> 1(-lOJ V .... .... Sci 'e" .. courWu. . 
TaUf&lK1l l.Ofdt Sit¥an EU " • .. 13(-30) Y "', }jIb Mtlln blllIl~lrlJ01l 'P1th. 
lauraaa War. Slh' an Elf .. , OS < 13(-2') Y .... 651b Mlln Nnlr·u oo.-.... 
¥oun, Taut. War. Sliwan Elf 

" 
1 .. I~ 13(·20, V ... ... Grern It"""". • BEIJ A BAR MI RKWOOD IU, hly dktli'std. 

Lords (Man-forml Nonhman , 2O I~ I. ~ I{)( -JO)· N l60ba 160lb Somc c.n shapc'-changt . 

'" (Star. form) - 2 2O ~ 2¥D Sl-W)· N Lila 120 - L.rlt Clta, urt n il . ablt . 
W.rriors Nurthman , 

~ ~ 
, 9(-20) N 'Ob, 751b Somt usc h. and sh,t ld . 

WQOD.MEN MIRKWOOD ~ , 
~ :' J I" .. Lor • • Nonbm.Jn II lI''''' YU 1'01b 50:221_ 

1I!Ip . • .non. _ ..... SO , "'- n·lO) Y - ... AI ~ n_ trKIF.en. 
, 

~ti;:; Nnnllman '20 , I(-JO, V .... «I. SUB r UK _TIl . 

Nonh .... n "" , y """ ~ :.::. 
U RUK-H IANG EM YN_I_' ·HANG (MI RK WOOD) 

J-y Tro ll Guard Olo&-hal , '0 ,., 11(-2SJ N 165ba - U)(" larllt trcalUU' cr ll . 
Lur, Commarnkrs U,uk-hai J<l , 7l_ 16(-)0) Yl 805 ma "". C. n rid t ..... r wo"·t~ . 

Exp. Wllrriun Ln~, O rc " ] " U(· 20) Y Hsc 2~$h Somt u~t' hand :l~~. 
Warrio rs Ltutr Orc 90 2 " 84-20) Y "'" ". Sume CIIrry )pcar). 
VOUn3 W. rrior:s L~Ot-e " .- , 

" ~ 7(-0) N ]0" ~" Some u)(" ~ a nd $hidd. 
War Wolvo Ortal Wolf ..t: • ,I> 31-30) N L8'7~ - Vny ' a)l ; rll~ ' if , iddt n. 

GARRISON SA.RN OOR'W,SO (MIRKWOOO) 

"' .... """,,,,' , 
" "" ! 1(-100,· N ,1Od. , .... It.or. • 50. l lr,n poUon "Ondohiihui .. 

.10 Amtou.h 
Ellp . Vrub Uru.-b.lt , , .. 19(·1$, Y tshl )(k, 

Ahn .~" ""''''' ). Ii{ Uru. Warrior' Urv.-hat 11 , . " 11(· 20) Y .... , ... AM ",h Nu",), 

you",Vnab Uru-hll 17 2 «I , 1"-01 N 5th ~~b AI\O .. an ,. tK and \hidct. 

S HI RKAC NAN (iULDU IN (M IRKWOOD) 
';t 

p:) 3fo 
2 '0 ,OIS .,~ 4~'p Eal 1,, 15<"''''8 rmtntdialeb· Tribt Lord~ Ln!oC'r Ore 6(-30) YIO 

up. Warrior) Lt.s~ Ore I> , . f X 5(· 20) Y "'" JS~p Aho carty ~ hor ' l anole.. 
Wam or! LtUt'r O rc ') ] t"' !.~ 1(-2S) Y "., lS. p 2: ~ h or l lhfOwinl ) pc:a r$. 

I AK[ -MEN ESCAROTH UPON LONG LAKE 

QuaId Lord NonhftUln I " ..... 1:50') YIO IISma UISc., ;;:i=~:J ~ War Lord N,w,hman , 
" lA, ,~..." VIO 

,_ 
I'Sq' . 

t lite (Iuant Nonhm.ln " 
, . " "(-2S) Y ,,- ""." Mounctd UUi\tdt lo ... n 

G ..... Non ..... ., • OJ 1)(02') V 7~b. 11k- Standin, u,.. n .... rd . 
OWlrdt-y NOllhmM .. 2 JO IJ(-201 Y .... ""p Trau. moftlhh- ror ;2 cia,." 
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ME' BE MJSlUI P 
I WPEIRANK HOME/RACE , LYL H,n An"., SHIELD OB 08 NOles 

PLAINSMEN RH OVANION PLAIN 

War l.cIrd ~ Northmln 5 11 12.5. 1'0 16(·30) YIO ,20m' ''''', Heavy cavaJry. 

\'! \ ~ lwar hor5e$) - - • ,., 3(·)0) - LTrna - Unarmored. Very rasl . 
W;trrior~ Northman " l so 2D 16(·20) Y 65ml ",", Heavy clvalry. 
(hell "Y hor~) - - 3 '50 3(· 20) - LTrSO - Unarmored. FI5!. 
WarriUf lr~'y Northman '50 2 .. /0 1l(·2O) Y "'" .!lsp Medium uvalry. 
(med ium horse,.;) - -- l IlO 3(· 10) - MTr50 - Unarmored . FUI . 

DALE-MEN DALE: 

""' ...... HiP Nonbman 5 12 ,,. 19(·10)· N ,m. "'" fiIbI...-.a .... OJ c. rDOC. 
( ... 1'Ior1a' - - • ill! ~..." - LT ... - I 's' .". .. -ed.' ... 
I!IIu W .. , kin HiP tll'.h .... n " 

, ,. 15(·23, Y 9Ob. '''p fIPt WlGICI-" 01' 011 'oot. 
(medium horla) - - l ,,. )(.15) - MT'" - Un , 1 P •. 
w ....... 1"l HJab "'M'lhman .. l SO • 14(-H) Y ~h .... ·11111 I 11Iwy. ,SIp. 
Wauklf Ln, Hilb NOl'lhlMft "" 

, 
" 1){·15) Y '''" .... WII&-c. 'p '.4Id$'. 

BALLI'S FOLK EMYN i!NG RIN 

'f'i Ib~ Ii Lord! Khazld 2 II 12S- 70 20(-55)- YIO 13' wh 1('0'''' Mi, hril chlin + m.·~lhin . 

Dw;uven Ouard KlluSd " 7 '5 <c 17' ·5(W Y> ,00., 8Shcb 4}C 7. Milhril ~hirIS. 

Warriors Ktlad d ,<0 • ., 2. ,,- 16(·)5)· Y .... 1iOk' 10 adivt I' any lime. 
Dwar.:en Lev)' Khatld 

~. 
2 "'- 10 16(-2S) Y SShl "". Each ~vn indiv warrior. 

SAGATH EMYNENGRIN - Common Maa 2 • .. '''- VI. ,OJ", ,- e .. ,ry 1-0 ja ..... ;-. (95;',. 
(medIum houu) - - , 

'<0 '(5) - MT,,. - Vtry rill. 
Hrn1mem'. TrKken COInIlKlll MM " • " " .... '". , ... ''''' Raqrn. 2 apeU 11111. 
Honoe ArclNn Common Man " l '" , 1(·10) N - """ Cu nrc ridlftl .. a, . 
S, rlm"l1 """""""M", " 

, .. f U(-lO) Y 6$ja .,ja Uw w,n 'PNR Oil. 
(bpI hor..nl - - , 

~ 3(·8, - .".,,, - Vrry r __ Normalmowul . 

5_ ...... CotIIl'Ik'fi Man ,. / , .. 1)(-lOt Y .... '''" fooc"".el$. 
..... n Common Min ,. 2 'lI I 1,·10, N ,... ". fooctoldlft,. 

BRIGANDS VARIOUS PLACES 

U5e mi~ o( Norlhmall , Bilh Norlhman. and Commo n Man t )'pe~. 

CODf-.S AND COMMENTS: 

" Uruk·M! and oto, ..... c:aII opuale rfftly tIL dayfqht_ LalCT ons nafit .ithasubtractioa or · 100 in tNtdaytiIJit and·25 bI .... pc:tII oru· I Enid daytiahI: ItOL1r: a'an.mC*al baht.oJ _ bot"" tMai. H"""" 
ora ml) cat lhe tlICdl, aad/Of their own ........ 1. SlOGe trolll lura 10 .0_ I. rcat 01" "'Ilk I' daytipl. OI.ber k," Li l,uIb; upa8le u Ie Ilf ora. 

') ~tdcb C'<J'''' 10 20 or ZS or DB. An· mtPS armor I, meakaI ew lIledaJty mack. 

" NoIe dri'cIlIhc buAultllndudr lIaI •. IUId 1IIMId. SbIIId meld'", ",,:lueS. quallt)' boDz 'Ie ... ooy,- means -,a. a t 'sPiIP""). Sec *lion I .' few apla-a·1on or ......... dl ••• _ I)P ,", III ", ad eM> U 

hoMlltS. COInNI .... ' ulUr."' ,6 In Ilype of .gJlOflry(!!'.,. om iIIIIraul!!'d In mbW~'" Mlffll'l" a penaJe,of ·2$ .IienMln ..... MelLZ aad .' .... otrt:MI.'C bon.- if .... k llie boa ... few lbe I' , , ._, 
__ .PJ'OI! La IhaI: Qlqor). 

d, w_pou .bb:htal!om foftOow 0.: A-than s_d, bI-bn:1 h.",d, ie-scimitar, Ib-lwo hand •• ord, IM-mau, hI.-hand uc .... -war h",am. ba-.... au, ..... - ..... "'Iock. d-dub. 
.-~n ... rr,dII-dal7rr,.-i; " l1li_ ....... Ned 'ance, ja- javdill, .. -poSe ..... II-tli .... c:p-composllc bow-, sb-1Ibon or hone bow, tb-Ioat bow. kb-1iII'U CiCIL bow, tIcb- h ..,0' he., 
bo- bola, .. -Ihro.; .... Mar. Anluillauacb.rc abbi!!'.taled 'di., cock from "t , ... d ,,"CIte CIIan '.m. 

" Unlzu 0I.41.be $Ia1cd, moullled Ii ...... haw full)' rtTklive OBs .. ben ftahtlaa rroow hone. 

0 Tht Dkanen .arriOtur!!' the only,fOUP wfto war,hdr. al Dr durinlllHlll or anorlhlir . ,.kinl hOurI. 0I1ia ,,0::.,. .... ,_"'&1'* ..... E iRcIkK,hounorlntbi Pi ofwu.Evau"'d •• nal~wFH'_ 
arlllOf wtaik ..... e. 

" o-r.n wear crud·1oobIa >:' •• ltlth"'we~la(mllh)l I el!lh.ll,r lhew. I 1 t Pi .... OIIKr IfOUPS IMel, .,.It ' I. with Ilk'Cm .......... - slllC IK Brijlber, Sa.alh.1I'id Dale m I r IoIdsC'lllOtlhe 
addilional prOiCCUun_ 

8.22 BEASTS OF NORTHERN WILOERANO (Avg S,.ts) 

1), I 

ACl ly. Tre-e 
80, 

I . I "I , 
25 , 

I 1. 100 

S I·S 

~V~, "., 
m" Black (klU 

CaVt Drake 
-: "--...... ' ,... ____ Ill / rll 

FdlBtu1 
GIoaI 

,. .. 
G rell l BlLt S 
Grelll Bear 10 
GrC8t Eaale )() 

,., ,., 
,., 
1· 10 ,., _ -i;L. C.,·t Or.,_---'.--.... 

SUH'tr Troll 
WVI 
Withl
W.", 

" • 
7 
l 

,., .. ,. 
1-10 , ... 

'" .," 

'" vlh ·r 

m/ r 

'I, 
11_ r 
m/m 
m/yf 

.\lhIt" M 7 2 I MIl or. 

H .. AT .. Ttll' , OIlnr CttIT ", 

400 20 0 HGr 20 HCr 10 lJolh 90 V.rid Lar,. 
S I M) S8i 2S - TCI )0 Norm 

I SO 4 20 LGr SO LCI ~ MBa)O M Ri 25 Norm 

m~ ___ ";... ___ 'O ___ .HCI 120~ __ HGr I~OO;... __ ~";B~;~"::.... ___ H;C:'~"';.:.., ____ S. Lilrle 

... 
'50 

200 
lOO 
200 

'" , .. 
'00 
II. 

11 
II 

, 
II 

,. ,. 

'" 90 

HCI .. 
HBa 17, 

L .. " 
He l 120 

12 • __ 30 __ LCI 100 

II 

• , 
l 

" .. 
" ,. 

HBa 120 
La; 15 
1CMJI: 
t8IfO 

Lo." 
Her 100 

LC17S 
LPi 100 

L .... 

-
-
LGr 7S 

L .... 
Club 150 

-
-
LBi 50 ULrJe 
LOa 100 Large 

LGr90 LBi 60 ___ o;;...;;.. ___ LCr SO ___ urte ___ _ 

LCII20 
LCI .. 
MBISS 
-

I Cr 90 ...... 
-
-

L ..... l4'" 
Noun ..... 
Noiin 

cOln:;s: S, / Sd .. SilL and Spetd rnpt"CII"eb : 1M l)'m hol: S_lmali . m - medium, I- Jara" ~I -v.ry larle, h - huge; 2nd symbol : '-slow. m - me-d ium. ( -ras!. "f- "ery fa~ l . 

Attack Mn-dfC and 08's _ 1$l ILl ICT: T - liny. S - small . M - medium, L -I:u ,e. H - huge: 20d ic.'Uel' : Da - bil-'h. OJ - birc, CI- claw. Cr - crush, Gr -ar. pple, PI - beak or pincher , TI _ Iio), 1«lh; Number 
tquab o(rcnS;"e bonus ulingliYco al lad; mode. CalC:IOrLK rcrl&cl probabi lity brast ,",ill us. SivC:11 mode: e.g. "primllor)' ~ most probablc. 'OIht:r"lel.\1 likely: '"I)orl'l" anack, are m.de only whcre I ~uccnsrul 
prlmar)' .nack occurred in rhe prce&ding round. 

Crlr Tablt .. Type or lUi'll. use-d when cri tica l u ri ke i~ ltJ h. rcw l"cd a&aimt thc crealur • . Nnrma l lable is 11'1111 u'l("d for man· silcd creal u rn Ind bc.~15 or lik. , 'U I ncra blll1)': larii' and SU JI'Lr lar,. creatul e 
crilLcal l.bl.s rcnC"Cl incrtau-d prOI«l iOl1. --.... 



AG8 URA NAR 
ANDO· ANCA 
ANGU RTH 
a .... IN .... NAX 
CU LGOR 

__ DAELOMIN 

ICLYAY.AI 
UfUZADUPA 

NIMANAUR 
RUINQU RTH 
SCATIiA 
5MA UG 
TlIROJ(MAW 
URUIAL 

- AT 

C[)(L) 31 m/vf 
CD(L) 49 m/ f 
FD(F) 36 IIf 
CD(F) 34 1/ f ..... 1-

, 
CD(L) 30 m/vf -401· Z ~ I) 

CD(Fl ___ " ___ '/ ' _--_". 

CDClJ 

eDlL' 
rDtL) 
(0(1.) 

CDCI'J 

CD(l ) 
FD(L) 
CD(L) 
FD(F) 

FD( Fl 

FDC.LJ 

" 21 

" .. 
" 
II 
3. 

" .. .. 
30 

II>f 
• M 
"', 
.M 
V .. 

ml ' 
II, 

yl/ vf 
I/ vf 
V, 

ml m 

.. 
12 .. 

"5'" " 16 
49) Z g! 'I' 20 

.JU '" 1(.0 20 
'616 '(, 20 

W "').. 16 

"" 2"':) 16 

.. 
t. >o 

40 .. 
>0 
40 

ss .. .. .. .. 
.. 
30 

" " .. 
" 

OJ 'a: T". • I •• ,...baI· CD· cold drat.c. fD- nrc ..... ; 2nd .,...boI· L- 1Md.bowtd(.thl'eu). F- n,.. (winlCdl. 

.. .. 
120 

1>0 
11 0 

.. 0 
120 

IU 
to , .. .. 

110 

100 

I" 
125 
110 

10' 

n o 
" 0 

'" 120 
130 

'" ,~ 

110 , .. 
I~ 

100 

" 140 
130 
llO 
115 

.. 
• t 

11 0 

115 

115 
100 

10' 

'''' " '" .. , .. 

" " 120 
15. 

'" 100 

• It 

none 
none 

601100 

none 
none 

nane 
nanl 

45/ 95 
501100 

none 
60/ 120 
.50/ 100 

>0l1IO 

bl.ck 

"d 
black / IOld 
brown/ red 
red/ lold 

... 
bao •• 
b's tlbhlt 
brocllIRd 

"". 
.'" bllck/ , rcy 
red / brown 

"d 
rcd / gold 
black 

"d 

I!IcIlN • bl!s:.!d: ." QIDboI: .-lIcw •• -.!di .... I- ...... "'-¥CrY ....... b-b .... ; 2nd aylDbot: .-dow. m-mcdlum. f- fUi. vI - wry rue _ 
II • _ • Anacl bc .. n. WillI bo . z., 22 .,,,, 'J IAClPlLalc for .' I"'; I • .,.boI: 08",~. or. _I 'I WId" flrrtfll" po!N'OUIUdtof CC'fttft' _teet 10 noOB: 2nd .,..bol: 08",,,. tarpI . 

,""CtMI'42 t"PCI = ... ,IP ill .... rar. ·. ·p See I :d" .",Oadl,lIlfan.aIU.I. Ie 

8.24 MASTER NPC CHART 

frl'd IlIllhrln 

SHAORATH 

CRO 

UKOG T HE LAM E 

22la.lh 1 

THRANDUll 

oorr.u 

CAMTIIAUON 

HELADll 

' 111,.".n.zr.ln 

LHACHG Ll N 

WODURI SHAK 

~p'ulh 

OOAGAV IA 

OOAVACE R 

EOI)()R IC 

WAGGEORN 

FREAGI\ 

BREAGLA 

SIIACELDA 

RAENOORI C 

DUIlAl'I NIS 

URDRATH 

LVL 

13 

.. 
15 

" 
21 

" 
• 

" 
J8 

,. 

12 

l 

, 
1 

, 
, 
] 

• 

, 

] 

HIlS AT DB SHIIlJ.o JIIInn oa 

1';,t· tS" I " 30 YIO 

I. 10" N 14.sba 

I. "'. YIO 155bs 

I'l' " ". nil 

IlO. ... YIO I .... 

'.II " ... V'O 

" ... v,o .... 

'" I N "'" 
II ". N J85ba 

u .. N ...... 

9O>b "I p,l.~ 

8.ssb i-"l, 9 !J 1..(" 

l 00sb~~ ~~~-

ISSIb 

,-

-

". .. 

CHARACTER 

UrU kzhpi l'ightn. U~c~ A~"urI5h on .... eapons. Sill'. Co lOO, AII92, 1'-k77, 
Rd9. 5t 100, Qu84, PrC)2, InIU, Em2Q 

Urukzhai fighter. Ulin Brilhq urlh on arro ... ·s. S076, Cf)97, A,93, Me4' , 
Re66, 5199, Qu59, Pr88, 11"138, Em21 

Urukzhai fililler. Pecl,lliar walk . Sin'ors brllins. SO!!6, Co lOO, Ag40. Me97, 
Re79. ~)198. QII42, PrSS, 11"1100. ErnJ6 

T I S .'Awe" 7 J"p ':' Uo.JlII I!,n lqlo.2IOIaF u, c'IO. a) - -. £ 
Riftt, 6IPP' IMltolllqb nlmHl'II . ' . oI01'~ d , ..... Helm of 
St ... ~ . v HNU .... S.ed 011""'."" SOIo4, CoM, AaI08.1'19]. 1k91. 
Scll. QuW. PI96. Jn9), Emt7 

Sfodaria Iiahtrr, Spea. 1/ 0en PttlNXlo. SD64. CoN. ",108, Mall, 
Rtf7, SC'), QuiGG. PrtI.Iat6. PI .Ilt 

SlJvafttN« SloneolW,",W-h1 I ' .. ZCdp SDSl.C09I. AiIt. Mtil. 
Rc76. SliM, Qu99, P"' , lntl. eDlfI 

SiadarinflalMft' SbiddorCOl''' hr",i! .. Hh ........ SD41.C~.AlI08. 
Mel D. ReM.. Sttl. Qu99, Pr'J9, '119]. Em92 

~dain animist. t 20 Cloak . OauCI of El fz~layin, . t 6 Ring. 8 1 PP. Orb of 
PhII'l l Control. RinK of Invis . Spells: 1/ Anim i~125, S/ Anim i~120, IO/ Gen 
ChannclinllO, 2JGcn Channclina20, lIEvil Cleric lO. S083, Co76, I\g99, 
Mc91, Re98, SI84,Qu96. I' r30,l n lOO, Em97 

Olollzhai fillhLti . Helm of l(uf·,i8ht. +10s5. SD41, Co9!. A,88, Me51. 
Rd5, SO OO, Qu98. PlolO, Inn, Em19 

Urvt .... ftPler . Hebbof. s"" • I .... SD47.C09'."'.U.MdJ • __ ~ ____________________________ .. ______ -!Rd~'.~~~':~~.OO~~I~ •. !~: .. ~'.~,,~ ..... __________________ ~ 

.. 10 " Y 

41\. 'oj 6 " y 

" y 

" Y5 

25 Y 

" Y 

" N 

>\ '. 1 30 w, 

" I 
w 

" I " N 

" 

"n" 'k. 
SSma 

7Scp 

I""'. 
' 0"" 

'd. 

H lb 

6Sda 

IOd. 3d. 

Nonhman men;hanl/ fi&hler . MIMer of Essarolh . SD93. Co16, AI73, 
MeSt!. Ke92, S.79, Qu77. Pr9I , ln94, Em90 

Northman innk-ec:prr/ filhlrr . Bow ofOrtzllayinll ' SIJ96, CoSS, A,87, 
M~79, ReM, St81, Qu78, Pr44, ln9S, Em93 

Northman flghrer . Of len 011 lake: whh bo;,tt palmI. SD67, C093, "190. 
Me7l, ReM , S,90, Ou86, PrS4, 11"170, Em62 

Norlhman fiahlCt. ~Ret ired~ from E.lile Guard . SO) I, Co90, A&93, Me6I, 
Ren, 5194, Ou92, Pr59, 11"168, Em26 

NOTlhma n n"hler. Uses 90da coated wit h Ondokamba. Sl)4j, CoY2, 1\890, 
Me55, Rt6 I , Sill2, Qu89. Pr62,ln44, Em29 

NOrlhman fishter . Son of W.wrorn . G uard levy· man, S0 23, Ca90, AI94, 
Mc:4 I. Rc:47, S19), Ou90. '>rn. ln5 1. Em21 

Nonhmlln wro:~ .o, . .... 2 Ulrinl. 6PP . Spells: 4 / Sorccrrr lO. Cloa.k of 
Dispelling (5th M) . SD50, Co, l. AI90, Men, RcHY, St90, Qu98, Pr99, 
11"198, EmlOO 

Northm3.l1 bard . ... 2 Slaff. Lurc of S'tccp(V). J2PP . Main ,auche oj- S. Boou 
of Silence. Hu,eo( Projc:-c, ioll . Spells: 5/ BardlO, l IGen Esst-na-' , lIGm 
Men t a.li~m' . S049, C01O, AIV7, MeW, Re84. S.9 " Ou96, Pr61, In60, 
Em'OO 

Oorwlnion thief. Main 8a.uch~ . Ring Of Perceprion + 20. Hood nf Fatadn. 
Bell of Levitation (1 mph). SD77, C045, Ag99, MeSS, R~S, Si73. Qu 100, 
PrJ7. ln86, Em64 

Nii riq malieian. x2 Staff. 9PP. Spells: ) / EyjJ MagIClall10, IIOen 
EMmcdO. Dool or Charmill, Kind . S0 76, C(4). A812, Men, Re89, 5178. 
Qu96, 1'167, 11"190, Em lOO 

------------------------------------42----------------------------------~ 
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~ .. ItU~ 

KYNOOl:;N " .. , ViIO 
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WOED\\YN , 21 , 
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DIERAGLIR 14 '" 

, 
" roo 

JYGANQTl I • '0> " YIO 
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JIRIUI1N , 
" 

, 
" 

, 

SUl" ¥N , 
'" 

, 
" N 

RIAWYN IU " 
, 10 

d •• ,f Irrri t(lr) 

t-UU.A III " '" ". N 

AZAGHA I. " '" 20 ". VIO 

IroR II ... , 

UU10f Mi0" " ,2< " ... YI~ 

m ....... lrtllWl 

OROLCLAX " SJ , 

D"EG-UORA " '<4 " J. YIO 

HA FO ,. 
" " 40 YO. 

TURAEAR " 18 , 
" N 

8ROEI-IIR " Jl , 20· N 

HtEAHAR ,. II , ,. N 

!:DWODY" • , 
" N 

HtFOW"N • " • YO, 

BREOM • 2. , 
" 

BRI:(jO , .. V2 • 

"', ...... 
t'oAMIRt ,. • " 

, N -

• .. OJ YOO 

MARoa MlSSlUoa 

... , 9Ild, 

7~ss 60<, 

'''', 

" .. 

'lOwh ,- -tit 
IOOha , oo.b 

I"S~ '''"' 
'''' 

,.., ~ ... -p 

"'" 
,{)O, 

,."" 130hcb 

1)5 .... h IOOhcb 

12$,p '''''. 

,"'. 

14Shs 12kp 

IZo!'s I)Oda 

""'. 2Od, 

Z~da 'Od, 

lSu "'d, 

"'ha 20<, 

,Om. 2SI1:1 

, Od, l()da 

6S ha .'>b 

""" 'Olb 

9Ob, 12~lb 

Northman th id / boat builder. lovisible DiluC'r o f Returnin,_ Bool.~ of 
Uindin"Siltn~. Shado ... · C loak. + I Rin, of E ... uionJ. Spells: l i Gen 
M('nlalisl5, 5 1:>65. CoM, "1.99. Me78. RtIB, 5194, Qu9'. Pr88, [089, EmSS 

NorthmD.n thitf, Rinl of WlIl tr-bruthinl. Sl>68, Co56. "898, Me81 , Re87. 
5189. Ou99. Pr40. 1076, Em43 

NOflhman akharlw Ifrmak). '\1 (NClbk. II PP. 'ipril', 51 Ak"cJh~ 10. 
I/E~II M .. k:...-. 10, SDJoI. Co6&.~. Me9l, Rc96. StU. Qu96. Pr6J. 
In72. EmlOO 

No,lI'IInan thit' /mi)kr. + SD60. CoH. "'100. 

NOllhmln To,ut. 90w of M.n-sll)'!o,_ Helm + 25RR . SOl). Cool. Am. 
Vle67, ReM, SI98. Qu IOO. PrSO.ln,56. Em40 

CoalJ arrow~ ",-ilh AII,urlllh. SDM, Cm92, Ag90, MC'4 ', 

NOrthm.n Ed.in fi,tll(1 . Th~'11 (If Dak. 'irur of n'l.IOn sin In, H .. ~ 
M.Mery lie-lm (+ 2S ("orlllO:.I). S082, Co71, AII'IfI, \le11 , R*. "W99. Qu9O. 
Pr91. 11'1113. [mIlO 

Nouhman mY"le (feTiulle) C'b.n le.d", .] kIn, I~PP c;pnb 6 '\1},IQ: 
1(1, ~f(~ \kru.h,m 10 Orb 01 {''onfllUII, W')~ Clo." of 
In'lllt>thl~/ lupll1' ~O'8, CoS4. AI'A, Me11t. Kc'N, Sf90. Qullll'l. Pr99. 
1",110, hn99 

Norl!tl1\.ilf) lay hellln- (lnn.le). WIle ('II ['.M;kr ~Z "'Ind , IOpr Spells: 
J/L.)· heakr 10, I 'F-HI Mntl.lI0_ 5080, CoSO. A,H2, \le79, RC"90, SdlJ, 
QII%, Pr96, J nSl, Em,}2 

Nott hm.n '\tel' (f('malcl , Sroelr of Tr(>1I · layin, . ... 2 "c:.;"JII~e . 2OPP. Sroell •. 
6/~r 9/\.tmulh..m \0. SD99, ('(1101, A,91I, Me'lI , R<'90, SI94. Ou90, 

D'nrf !l,hler. Lmd. Armor wtar$'~ A Tlj, + 10RR and DB . Ballle·axe of 
Shidd-slaymll (hll"n rues' shic:lds). l-lom or Fear (2()h M •. Heavy 
cro~5bow reloads ~ rds. Hammer or Returninl (100', OMO). 5081, C098, 
A.!I96, Me?!, Rd2, SI IOO, Qu92, PIS3 , In77,1: m6'} , lord. Armor .... ears u ATU. S077, C09Z, A178, 

Em70 

of Man·",~'nll· 5091. (091. ~. 

Northm.n sormer. Orb of Dar" Summon$. Return!n, DIRecr of O .. alf· 
slayin,. BOOf$ or Lea"in,. d slarr of Li,htninl ' j 1 PP. Speclls: 21Gen 
Eliscncd, II / GeIl ChllnnelinllO, 6/Sor~r('rIO, I /E~ I I Malic-ianIO. 5DSO. 
C04I, AJ9j, Mc%, Kc9S, SI60, Qu98, Pr90, In lOO, £im lOO 

Northmlln !lihte!" . • 20 Invisible broadsword . SD86, Co90, Aiil. Mel I. 
Rr78, SlIOO. Qu15, PdO, In55. Em62 

NOllhman rOBue . + 10 Dagger of RClurnin.!l. Coa., ~ho rt ~wo,d .... ilh 
Ondukllrnb •. Iidm of facadtll. BooI~ of Ilor$.(' Mastery (,o. SO 10 comlol and 
ride) . U!('.I raytl! called ~Kr)'dll~ as spy :lnd mc>st'nller . Spell$: l I Gen 
McnllllismS . ~ I Spell Sionni Rin.!l. S076. Co71, A, IOO. Mc56, Rc89. St99. 
Qu91, Pr90, In74, Em92 

NOllhmall nly~tk ((('male): xl O,b uf Mind DomInation • • I Wand of Fear. 
llPP. Sptlls: 6 / Mysuc lO, 6/Gen M('nlahsrn lO, I / Evi l Mtnlalist5 . OOll." of 
Hldill, . SO]"" Co)7. Aa90. Me98. Re99. St72, QII97, PrIOO, I n~, Em97 

NOrThma" aSlroioscr. \2 Cubr of Stanen$.(' (lOrh 1\ I). -t 2 Nose Rina. 24PP. 
5pclb: 31 A~I rol(l8t't20, 11 ASI rololer I 0, j / Oen Ollln('linII 1 0, 1 I Evi l 
Clcnc3. SI)4S . CoZ2, AI\SO. Me8S. ReB6, 5176, Qu90, P197, 111100, Em4S 

Northmpn ml,ki.n. ~J Starr or Fire Bult~ . J\(IOI , of I eayin, l2Idayl. 
Spells: SlEvil Mugkiun I 0, 9/ Gen E.!iscncc IO, I I MII,!cian 10. 20PP. Book uf 
Fire L~w (20th Ivl) . + S RClurnin, Dallier of Man-Illyinl. S[)45, C<)49, 
Ag76, Me9S. Rc97, SI4" Qu91, ProW. [n66, Ern98 

Norlhmlf.n "nimis!. + 4 Rinl of Anlm,l MlL~l ery . Z7P I' , Spells: 
W Animl~IIO , 71G. ", Channelin, IO. 5 0 ] 4, C099, Aln, Me98, Re8S. StSO. 
QII96. P,1I7, lnIOO, Em97 

:-.Iorlloma ll cleric (rcmlle). 1"] Rin, of Sound's Way. 9PP, SpellJ: SlEvil 
ClnklO. 8/~n Channdinl lO. 80011. of Ntcromancy (25lh !vi). Shield of 
Shadow). S069, C078, A,87. Me94, Me93 , SI98, Qu96, 1"96, [n94, ErnSO 

Nonhmall )OH'("f(1. ~2 Suff of Mind DnlnlcflCln . 16PP. Hood RCfS 11$ 

helm. Spoell~: SfSor~rrf l O, I/ Evii MagicianS. 6/ Gen Channel ingl O. Pain 
Runc. SD70, Cotij, AI78, Me89, Re99, SlS9, QlI96, l'r45, In97. Em97 

NOll hruan (IIn ler. + 20 Invisib lc 5hicld. lIelm of Oark - ~I\l.hl . 80015 of 
Landin.!l . I J Ril18. 7 ...... , Spells: ] / MAnIJer IO. I lorn or Wol f Summoninl ( I 
'Ih Ivl/ dlY). son. C099. A198. \o1 cli7, Re86. St94, Qu99, Pr70, ln9). 
Em.!16 

. SD~. Co'll. 

Sindalin righler. Eklw of Quickn~ () ShOl5/Z Ids). Shield of Com:ralmenl 
+ 25 hldl",. UOOI~ of SI ICII(·C" . S072, C09 1. All 00, Me92, Re9S. S198. 
Qu99, Pr81.Iu94, I:m92 

/lllDln: 14-Npml a"d rhlrld mdn air wmt It! thaw /u .. ,," WIth TaNt 8 11 "Iw~,. A" • mdtCYItn ,,,lNtttN (lnn('~ord()th"'6 Q(ftb. If) DB (t .... loot" lit' dlOllfrl'f'1I1M ",on 1tQ1Of' ""Ihrll .. hol'rI. PP _ p(lW#'f 

Ixmtll. .... "lind ":t .. JIf",hof>l$ prtr."t"d.", "'''It'' lIe'm I/C'M'ftpt,1JII1 "tklmotfOl sptlu nfllnlf Wltft .wpoblr ... /hftIT, r8ll l lhJr OR powrr pm"t ",111,,,,,,,, f pr ywli fll"''''I1r1t1": p." .dlf'6 ~ I M "lIm/!t-t ol/all 
nf.'~" I vI": 1 .. llnw .. ,.IL" I ~,., """''''.4 "" ... " \~f{} 11'1 ''''''It /Ulf r_ 1M'l'I""" 1 .J1) frY $I1ftllll' ,JphI""H#1J, Ct'I'ltl'" -a. If. trifId, .... Jp«IIII NPCs if,., ItIJ'tlnl'f Thfflrrd!.IIJ _r dfo.rfI'dfOtff '''''IU''''' 
~In 

......................... --------------------------------------------------------------------~ 
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8.3 ENCHANTED THINGS 

B.3\ POISONS AND ROTTEN THINGS 

NAME 

Hith-i-Girith 
Vavin Cirith 

Anaunh 
Ondohilhui 
As.ur.~h 

Nimnllur 
adtll'aurth 
Lhuarulh 
Ondok.mba 
Ruth-i-Iaur 

CtilDaceCcdz t, 

zacaleCodtz: 

Compaa Code' 

P~rlliion Code): 

Agaath 

An.,ii 

Aligu 

Rreldiar 

AFFLICTION 

Depressant 
Paimn 
Di~1lSe 

Paimn 
POi!on 
SolvC'nl 
Poison 
Poison 
Polson 
Poison 

SOURCE 

LeaYes 
Fruil 
Flea blood 
Slone lichen 
Snake venom 
Spider fluid 
Fish venom 
Dragon blood 
Bal venom 

Cave drake saliva 

FORM 

Misl 

Juice 
Bacl("ria 
Pa~le 

"a~tc 
.kIlce 
Juice 
Juice 
Juice 
Fluid 

APPEARANCE 

Mild Vapor 

Golden/clear 
InYisible 

Blue/grey 
8ro,",'n/red 
Milky .... hite 

Black 

Grey/black 
Green 
Brown 

EFFECT 

Immediate sleep 
Deep sleep; 1- 100 hil l 
Slow, painful death 

Filial dehydration 
Upper body paral)'~is 
Slow liquification 
H II.rdening or tendons 

Rapidly dissoh'ts area CO nlactcd 
Turn~ (1-4) hands andl or ftellO 5tOlle 
Ropid ero~;on of nervous $)'stem 

LEVEL 

, 
10 
2 
9 
3 
2 , 
6 , , 

FREQUENCY 

Moderal t 
Rare 
Diminishing 
Very rart 

Modenlte 
Moderate 
R.r~ 

E.\tr . rl1re 
Very rarc 
fiJltr. rare 

(I) arid ... ; (2) -.i-arid .. s; (J) bot and humid .... h: (4) mUd temperate .. m; U) rool tnnpeme ... t; (6) tOld .. c: In KWfe cold (fripd) .. f; (I) t'<Ieflanina cold .. e 

OIKWr/lnowlidd .. 0; "IJI'D!' ... 1.9 Mountain .. M; Hcalh/tcfUb ... H; Conlferou, fois .. C; Dccfduom/mi:-.ed flJll"at .. 0: Junak/rain lOT1!M .. J. Short ,ra» .. S; Tall 
arus .. T; 8ruh/-.dis .. P; WUZt .. W; DCl .• 1 .. D; fTtItI_cr coutfA .nb .. F: ~/~IW.I"" shorn .. 0; Vok:ani-c • V: UndUJlound (~\'~nl etc.) .. U 

Pcrld on alC&lc of 1:100. Tbcse numMo. arc indkati\e 01 avlliJa,blllty in wikl. Price ,bowl purchuc availability in lownl and 0Ih.er -'hoppna: areo." 

Last todc in KqUL ott shows aTCII of Mlddle-eanh where herb is IndlJcnoU-II. or IIWII cosnrnon. "U" cqu.,1J uni,,~l . .oM'" Indlcaln micH~ndol . 

dT" dnnll; .. ., _.:nidi; bu .. burn; ~h ... ctlcw: In'" inhak: im .. immcrw. 

<G90U 

sBIOW 

IIUONW 

mV2SU 

roaM 

~rr)' 

berry 

flower 

.... 
'" 
'" 
boiJldr 

'" 

'iP 
IOOgp 

40gp 

25gp 

Dreathe wilh low oxygen (25GJ\o +) 12 hrs. Once J)("r 2 day~ . 

Restores as good slttp. Use in given w~k rU\lhs in : (Ince .. IO !-li 

I pi Co; Iwice .. loss 5 pis; thrie~ .. 25 pi loss (temp) 

Prolects ey" in intense liah! or I lare. AlIo ... ·s ~ilht despite sudden 
Or blinding li l h!. 9 hr~ 

Subtrll ct.~ 30 from maneuver aod melee. Add~ 50 10 ~~lI s and 
miuile auacks. Euphoria. I hr 

___ Brillhl Blue: Ey:~:... ___ ~ms~w _______ "Ow:":... _______ boil/ d:, _______ ..:- J:::nhanecd Yi~ion I.d for 3 hr~'.:;;:..::;.;..---_ 

K .... k_ 
KII'" 

Splayroot Ooodwon 

CUJII.mar 

Darsurion 

Draaf 

Gariig 

Gc-fnul 

I-_ Or"il 

f-

.... 
T>"" 
Wmdamil 

EJdanna 

Ek:ndil'~ Rasket 

Menelar 

,",oo' 
Ul-Nal.a 

Shen 

Menia 

Spel'lrk RqJllrs 

AI~ 

Anscrkc 

mOIONW 

'86M 

rw20N 
.s17U 

mF39W 

aU IOU 

,UlOM 

.., 
bod 

51lk 

drinlr: 

; ..... 

." 
brew/dr 

'0> 

' .... 
-
21 .. 

"" ,... 
I"" 

IT82NW leaf poullk~ 13sp 

eHI6N n ower bu /in JOgp 

eM~5U lear rub 3Sbp 

s040W leaf e-a l 7sp 

aDJ.5U caCIUS w.p/dr SSt!P 

eV90N lichen eal 90gp 

::::~~-----_:::~d:~~IIe:~ .......... -:tt/·w·,·m ............ ~.:p 
IDIM.! do¥c brIck ~ 

cC7N rnlh boiI/ea! 100jp 

..01'" fnUI 

ct>63N 

fH77N 

cC43N 

IOIiN 

eWION 

IF1SU 

<DIM 

.saM 

hO IOS 

leaf 

rOOI 

""~ 
berry 

leaf 

leaf 

lhorn 

lea r 

root 

bre ... / dr 

boil/ dr 

cr / br/d! 

'" chew 

b,/ch-

salve: 

pa~ l e 

99" 
Ssp 

I'Ijgp 

)(I" 

430gp 

-

'" 

Into,ic:alion. dr~m" and I da),s nulrttion. 

1.110-00, mml.1 )ummons or OM known SftIllenl fnend (100); k:v~ 
olvwr). 

2'c "retlllh (2-, flkl. 

Inrr.'IUKln 16 h,,:). 

FOf -..ood, ·ln~lillJ confidence and SUI,Ie:~ of ptlfJ"X'Se (+ 25) for 
IIo4hn 

HaAe: (] rcb;). 

Enh'pc a .mell and bearinI hJ rOf I hr). 

He-als 4-9. Wild hea ls 1-6. 

Heals 15 ·60(10 -+ 5:.: 010). 

Heals 1·6. 

Heals 1-10. 

HeD.t~ .10. 

lIeals 100. 

Heals 30 . 

HeiR 2·20. 

Heals 1-4. 

Heal, J-JOO • 

AmidOTe ror Silmaana. Cures Orn . 

Purifies ..... ater . Slows eHc:>.:1 o f poison 1 0~. La ~ I S 12 hrs . Ont .10K 
per day il.llowc:d. 

Cures infcet ions. Anlidote for Shardu,·aak. 

Ant idote for Jegga. 

Antido( ~ for any pOison if laken ... ith in I da~. Neutralizel a ll 
p-oi~ons belo .... SOIh level. 

RnlOf"n .n~ slat I~ ~her ln.n th.)\c: d~ 1(' .. e:. Afff'C"U 00\) 

otIe 11011. 

Dall), U'IC incrMW!S Pr b) ~. Err«1 OC'UT( a(ln 10 days u\C.1td Id
diction mllin ,ttet" 2 "'ffk$. lrunrupiiOn ol U'IC ",ill nO!. rCVCf\e 

addic1I"C rC'l!Ila"..'C. but meant lou o( bctlCfil. Wllhdrawal man< 
I 

Doubl~ healing rale For burns and minor cur~. Heals ~ hll ~ if the~ 
rt:S uh from burns. 

Stops bkc:diTlg by dOIl;nll Bnd ~eallna wound. Taln 3 rds to lake 
erfect. Pariem cannot move ( apPJ (X'hlbl~) .... ithouT "' oulld rcoptr"l ' 

____________________________________________________ 44 _________________ ;O~'_. ______________________________ ___ 
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Ar'lnetu 

"' .... 
Arlan', ~1'9tr 

"""",,, ... 
---,. 
Afb 1'1' 

Bdrlmba 

Brorkv.ilb 

BurSlhelas 

Culka$ 

Oaamuther 

1)(o,iik 

Oelrtan 

Ebul 

Edram 

Feb(endu 

Felnullher 

tFI5N 

mTlilirA 

,.,,'"" 
... SMI~ 

lfl5U _,,, 
,CSN 

iCI~ 

mV40U 

IS3M 

aDJOM 

~C; 1 2U 

hOlSU 

tC6'U 
mO l2W 

cFlN 

cF IOW 

mOOU 

-... 
,..,. 

"'" ... .... 

Ikhen 

nower 

51alk 

leaf 

~pine 

leaf 

bark 

nuwel 

m"" 
,~, 

leaf 

....... ..... 
00;""'" 
PMllIet 

boiUaI ",. 
".11/1'" 

boilldr 

'" 
br/dr 

w'" 
br /dr 

t rlth 

salve 

stich 

warm~.1 

boil/eal 

crlhu/ in 

"" ,,., 
' .. 
... 
,.. 
lOJip 

00" 
9g. 

II 00p 

JSSp 

"8P 
' ClOgp 

J" 
22" 
J I&p 

..,p 

10'8P 

Dull'), "'0111 II" ., .. "'.h Li 

H h 2-12 .... Dt til' ,...,. • 
S "", J LL 

c 

D LL ' S , , 9. Add? .101 . I u.: , 7J 
59 

51' 
c 

i.~ LU, 'n ., ... 
DiJlllilt ,.oIt • Sfoo 'i_"" , ." • • "L , _ILL h_?I' . 

e- rr "" 1''''4 , • , £77 r 77 

" . .uM,hwll' J_uo.,lInlN , 

Nerve repairs . 

Euphork. Allows (or .hared dreams with f.mlly member woo Ilea 
. 'ilh in r.nge (100 miles x LeveL of ulCr). Very Iddkdve. 

Stuuler repairs. 

Heab LOsq' of burns (.ny). 

Heals ~Inilalt dlm.St. 

Lifd:eepinl (I d.y). 

Repels any inKe!. SmeLls foul (noLicer:bly 50). 

Repaiu sprain}, 

Mendl bone, 

Reslores hearing . 

Ment.1 $UmmOn5 or one ~frieod~ (msts or folk) . R.nle 3OO'lI = ________ ~u~r'$ lc:vel . Com. relief. 

.... " 
"aal ,faer 

Jo)o_ .......... ...... .... ,"" 
McaiIIOi 

"""'" 
NlI.r-c6oloJ .. 

0kIk I'f 

,'('I. 

fMmJ 

,nau 
, ..... 
..o,W 
,MlIJU 

. VlJU 

mu 
fP'U 

.... 
no.er 

la, 

Lit, . .. 
"'" "'" loaf 

...--

d • ... ,,<I. 
dNa 

~~~w __ ~~ __ -=~ __ 
;t;";;; I H43M nodule cr/ br/ dr 

Silan ."''' 
Siriena .s.U 
Suranie IF4SU 

SIO'eel Galenu ml'ISONW 

Ty,· fira fAI U 

Ukur ""0N 
Yaran IS60W 

TO COMPUTE; U. loIIowNIs 1_ uepa. 

(I) f"nMlcom .... _ , 

clove 

grall) 

"'''Y .,' 
'"r 
"W 

pollen 

'I) MkE-En6of Ita if, ., ... )'11 .... ' I"tom ad~I" r"PJo,'1I , 
(b. U ... v~nal "'"'" UC' unlfonnty d-.ribuled, 

'" 
br/ im 

crl ln 

bu/ in 

'" ,,' 
inhale 

top 

' ... ... 
' ... ... 
-
J~gp 

'OoP 

"'OP 
lop 

'" 12,,'1P 
J" 

'" 

ten III ' 9 li II • .., 'onn Or ~ Ie t Clio • . 
H"j ~Inali. , eur. mIDd Iou_ n 1I1I dl 
.H I I uta. ill ) for 1·10 acth , 

• lr>Id .. e. L iili 

C'lnI "clhllL. If II' J.lD btU i2 alii,. rro. ,.011 

IIp h ll .. ..cr2ddIIMbu' ... I. IOhktill h[sille ..... 

"':' lOto"'::':':'7,':91:-:,:e,0,..0; _ Mooldr. 1I1I' i-1Nu . 
Lifo 11, .. ,or lEI, II, If .......... • ..,.01"". 
Ira , ' nlPh'CPllua2af'orIO.lftUlII . 

Eu ...... (.~ for I hr. YIIIJII.,.. nUlrid07l. 

UrL.h .. Udly).k ........ ' ...... ·' lor .......... ed. 

UI'eai"", for Elva.1'liu: «Hok 1I ...... hIII7 ' "or .... . 

Ufeteepin, (I hoor). 

Ro.IU:raliun of I Ulian or UCI. Side erfed ; ~kin diKIK (PT 1O';'t 
lIo rmlli) .nd 6 hil~ per rd ..... hen i t in eXposed 10 full Rln, 

PrC'Kf"al ion o r Iny Orlln\<.' mllerial , 

SHift relief (I rd). 

RdaXt:! (· H) 1· IOrds. 

Uf~\vina. if Jiven wilhin,6 datI. 

One day's nUlrilion. 

ACUle smell and laS ' e ( I hr). 

Ie, Remalnlll, 'trioN al1' beud Oft «1m.,.., potnl. (N.NE.E.se,S.SW, W .NW). COfI il bllld on mlin 1IonW. bul aD)' fCI:IOft contalnull compua point (~.I. NE,$I!,udE)_' leJii'Q.llp:tp· 
IlIqtawa)' \IW 2 .. COM ; InU 2 WC'pI • ..., _4_ COSI. 

C2. TIwn ute lhe 4UI muhlpain't 'ound at I.n &bow, 

()) Wbm wtliftl an t",b 10 a mctdOWK or .9trftlld Cud ..... ..." indMdtaallont ,o.wo man ranon. 
(a) If.he ..... b" not "\l.LYft.al.,,, ."ai"" it may be bard 10 RD. pankularty _heR cNlP loci! eqU.ttalnl. ar~ a~ft&lIh; 
(b, PikE. aU' C\lMPUled .. Will" _lNje IMre II duswnd. Wbere there " 110 dth-"', ItIt t Itt wUl bri ... SOIlll of tfw price oIltw d nrl PI eq'" I ......... 1". ill cIsi* 1 ad anlh'" . Ail price f .. ,,,,, .. 

INn- mo.'" bt rowlld11 duaal; 
Ie, U" .... OIl1erwiM ~Id (do 10 atliln. b .... cm;: ..... $1."". etc.,. PC"Ideduc:t sa .. ofU.,. ...... _'mldl_,he bib. 

(4) H""b ....... ' diould bt~"edal ~ ounee per LU, This: _p vaf)' .. canainr?111 .......... lbeOM'I.tI 'e"'. 

FINDING AN ItERn IN T UE WILD; 

Al This formul. allov.' ~ 'hc GM 10 d~ermine 'he number of ~ allroupcoli id find af,er a 10 hour ~alch in previou~l y unexplored lerrllor)' (not exploi,td in 11$1 6 months) ..... hich is a suitable loc;ale fOI .he herb 
luuJ h, , 

8) A uniled I roup II~S one rOll for a n orpniU'd search. Roll randoml)' ' 0 s« how many do~~ a li ~'en lnd l ~'idual finds. 

C) A sroop may Stpolrate into ~maller uniu. which make ~parale . oll~. The indi. :dllal~ 01 par liu nlUS' ~"OVtl enlir<i), sepa. alc a. tIIs. u~uallyou ' of tII r)hu'. and nUL rUlllar' earh o,her duri", 'he period in queslion. 

0 ) FUlmula; 

_~ • fuund 1(1 · 100 on open-ended 0 100) +- modifiers +- freque ncy _ • 1001 divided by 5 OK 'he l'l t'qucncy , . .,.hkMvf'f 15 lower. 

EI Mudifier\ : 
Surchin. in a lc ~ !>t:afchcd in la~16 monlh~ _ 
Searchin" in compasscodc IOn~ adjaccne 10 home of herb _ 

Ea~h Anirni~1 in II roup-
Each Klln¥er In ,roup-
Each addie ional scar chcr _ 
Each day tJ)erl! unsuccnsfully $carchinll -

." .,. 
.", 

• 20 

" , , 
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8.33 ITEMS OF NOTE 

Most Potent 
SARN FEANAUR: (S . " Fire-spirit Stone") Mid-S. A . J-Iaudh-en-Aiganaur . 
Clear sphere; 6" diameter . Holder of orb can capture Ihe soul o f targel 
within 100'; attack level ""' 20 + user's Iv1; user can then cont rol soul-less 
body within 300' o r employ a 100' name bolt o f same level (as soul) which 
burns away soul and kill s hollow body of target. If orb is separated from 
user's physical person, target's soul returns to body. Usable once/day_ 
Holds one soul. Dark-elf construel . Weighs 2 Ibs. 

ARKENSTONE: (Passim) Post T .A . 1999 ETebor. Priceless jewel; clear 
with a inner glow of white name. Dwarven symbol of lordship over 
"Kingdom Under the Mountain ." Bestows holder with s trength of body and 
purpo~; allows + 20 for OB, DB, RR, and maneuvers. 

MOTHRAS: (S . "Dusk Ho rn") Lale S.A . Gondmaeglom. Dragon horn; 
IS" curved instrum~nt wilh I oz. mithril mouthpiece. When blown, user 
can summon 1·20 beasts of a nyone type desired, their individuallvls not to 
exceed user's. C reatures arrive in rd s = number' summoned and will stay 
with user until battle over o r 30 minutes pass, wh ichever is longer , but user 
must concentrate to dire(;1 them . 3 Ib mannish 1001 created by "Middle 
Men," possibly Norlhman a ncestors. 

Potent 

MIRAMARTH: (S , "Doom Jewel") Late F .A . Caras Amarth. 112 " black 
stone encased in clear blue jewel 2" in diameter . When "at rest" and exposed 
il creates a 30' x 30' x 30' area of impenetrable darkness. When covered, 
there is no effect. When held and exposed, darkness ensues, but the wielder 
can see as if the jewel was no t present . Effect is immediate and constant, 
and the enchantment is 30th level. Possibly a legacy o f Morgoth. Weighs 2 
Ibs. 

SULTHOL: (5. "Wind Helm") Mid S.A. Uthrael Deoac. now in ltangast's 
hoard . Blue leather, unmasked helm, inlaid with silver and reinforced with 
stccl trimming. Allows wearer to "wind·run," or move up to 10 mph as 
muc h as 100 feet above the ground o n a level plane. Vertical movement is 
via levitation at S mph . Wearer can use thi s power but once a day, and for 
no more than 10 minutes. Created by Edain ·related lords who once oc· 
cupied the region no rthwest of Dale . Weighs 21bs. 

SARN·I·HIN: (5; "Stone o f C hildren") Late S.A. Em yn· nu· Fuin , now in 
the ruins of Barad Fuin (S . "Gloom Tower ," a s in fortress) . One pound 
grey-green stone which will glow upon the command "galgalen" (S , "shine 
green"). This brightness can be controlled, and can vary from a dim aura to 
a brilli a nt, non·blinding shimmering . The principal power o f the stone iii its 
ability to dclvc into the mind . When directed at a target within 10', it can 
read his/her thoughts for up to 3 minutes. Alternati vely, the stone can be 
used 10 reduce a target to a "childlike" Slate for 1· 10 rds . Attacks at 10th 
level and only one brightening a nd o ne attack can be used in any 24 hour 
period. Wood-elf dev ice . 

Modes( 
MITIlRAM: (S . uGrey Wa ll") EarlyT.A. Amon Thranduil, now located in 
ruin where the Men·i· Naugrim crosses the Celduin (o ld lach Celdui n) . This 
is a 10' x 10' grey cloth spun of spider·silk and made by Wood·clves. It is 
kept folded a nd rolled in a S' sheath made o f carved chestnut. The sheath 
weighs 21bs, and the cloth Sibs; but when storcd togeth er, they weigh but 3 
Ibs. Bearer of sheath can contro l unfo lded cloth to movc at lip to S mph. 
and to distances as far as 200 feet away. The clot h canno t move on its own 
while supporting more than I pound o f "dead weig ht ." 

8.43 MAINTENANCE COSTS (By A .... ) 

'~d ·:~I1·rnlh 

U,h! Meal ~ 'p 

Normal Mcal ' <0 
~I ea .. y Mt.1 I \Ii cp 

Week's Ralions , '. 
Wcck's P rC!ICT .... d Riltions , '. 
Poor looting ~<. 

""eraKe I.ooll in& "p 

Fill~ LOOginS ) 'p 

V .. le 

"" cp 
, <p 

1 cp 

6 <. 

IS cp 

y, ep 

I cp 

, ' p 

Gramu'l 

02 ip 

B'h cp 

HI cp 

114 cp 

07cp 

8 1 ip 

BY> ep 

B5 rp 

CU.I·l·HANG: (S. "Bow of Oppression") Mid S.A. Easterling , now in the 
bandit lair at Dyn Odo ric (Rh. "Odoric's Hill" . Made of deep reddish 
wood, white bone, and black sinew; inlaid and trimmed in golden s teel. It is 
a + 2S composite bow, but the user will always fire at the nearest target 
he/she perceives, be it friend or foe . Four and one half feet in length, it 
weighs two and o ne half pounds. 

CARNE-COIMAS: (Q. "Red Life·bread") Late F.A , Eregion, now in 
spiders'lair in Mirkwood . Six white I" round wafers in a white birch box in· 
laid with cedar and mithril. Worth 3 m p ,it weighs !h pound. Allows in· 
gestor to cast 3rd level word "Serkemando" (Q. "Blood Pri son") alone tar
gel within 10 feet , o nce per day. Failure 10 resist result s in target's entire 
circulatory system instantly harden illg into a thick paste ; target dies in 1·2 
rounds. 

8.4 ECONOMIC TABLES 

8.41 TRADE IN NORTHERN RHOVANION 

Trade in Rhovanion is largely based o n barter . No netheless. a silver st an · 
dard of sorts exists a nd operates in mo re settled loca les, particularly Dale 
and Esgarolh. The Wood·elves o f Thrand uil's Kingdom respect c urrency 
and even mini a liltle of their o wn o n commemorative occasions, but Ihc)' 
still prefer to deal in refined goods and precious substances. The chart 
below is a summary of the chief exports, impo rt s, and monclary unit softhe 
principal trade centers of the regi o n. 

The mietan (Rh. "Measure"), Esgaroth's sil vcr piece, sets the standard 
for evaluating the worth of coins in RhovaniOIl . Consistent purety and 
widespread circ ulation account for its tremendo us respect. For purposes of 
this chart , I sp - I mietan . 

AREA 

~·IHId-d .. o· 

WlHJd· men 

kiJabar 

GrlImu 

EXPORTS 

C IOlh , barrels, fish, grains. 
Clllndl e.~, lIInd a wide ~ariCIY 
of finbhed goods. A rea'§ 
principal m/lrkCI . plaC'f' . 

Ou;n~, eu! MOnC, finished 
m~ al·work . .. Cllponry. 
sal!. Jewelr)', beer. dairy 
goods, /llau, " '001. 

WotXl -\" ra rl, raw "000. 
fish. sa iled foods. lonl 
bow~, fine tloth 
le .l . spidersill), Jc,,·cl r),. 
herbs. fruh. 

Wood·crall, hldcs. 
beeswax. herbs, rurs. SIIlttd 
meal. 

Hone)" beeswa." fun. 
hide~. oal-crafl. mead. 

Raw m .. la ls. mctal, wl>T k. 
gnns, Slone-work. 
.. 'capons. 

Grain, horSd. salted mUI. 
lin .. n. berr. pmll:r), . 

IMPORTS 

Raw and fi nbhtd ,oods 
o f all1r.inds. 

MtMt. wine. r .... I1le, . ls. 
non· .. ool c\o(h, PRprr, 
spiC'f'$, eandln. 
16 ip ,. 1 lip), 

Win .. , m~.ls . " '001, 
pet uliar lloodJ. 
Celeban .. .5 'Po 

Beer. wine. dOl It, 
Wl:il l)u ll ~. ,adou~ nl1i ~hed 

goods. 

Raw melal, dUl h. 
..tapons. 

Mead. bttT, Ilt:.~. y 

wines, s.IIed meili. 
dOlh. oils . 

Wool. met. l· work, 
" l:llpOn •• !.III. 

CURRENCY 

M ~,an .. I sp, 
Mael • 11 ep 

Feladocl .. Y, Sp. 
Moel .. I cp, 
Aire-n .. I ip 

Most ly bantr. R.rt 
coin 

NOll .. . 

Nonl:. 

MilZu ldar .. I gpo 
Ziguldar .. SsP. 
Ghal.dar .. I bp. 
Ghuladar _ III ep 

Non ... 

Nole: BuSt!d VII mi('/Un QS MQn(/(Jffls/J. rlrttxclrQngt rQlt u : I t.P .. 15 .'Pi IlP .. 5 bp; I bp 
'" 1 rp: J rp ... 6 if). Varitlfrons due /0 Imll". PQlilirs, aroin's puril)" and /xUlr rircums/onrp 
o,' rur /'ttJutnlly. Till.( afro hru rrmsidrrQbfr lradr, bill II Irlghl)' f/urtuarlng norm Q/I"x. 
chQIIgr. An • in(lit-arN rlrUI roinr Qrp minII'd, ur (tos/ 0('('0510IlQI'y. 

I cpo 

2 cpo 

4·cp· 

I sp· 

2 sp· 

2 ep· 

6 cpo 

", 

BI cp 

D2cp 

It) cp 

0' '" 
B9 t p 

,I. 
RI II> ep 

BJ r p 

pI , 

frcc · 

82 ep 

IB cp 

IU cp 

BI5 cp 

B2 sp 

IUcp 

B8 cp 

n/ a 

Nol,.; Costs pr~dtd b)'Q " H"/ndl('o/t /hQI banl"r is Ihe nQrm. Curr,nc)' muy fH usl'd III ctrwin castS. An • ml'un)' Ilralllralllrl'"I,f',X,,'ml"l), Ilmil"'/ urrl'J.)' /Q IhfrOmmodilyorstn'I~;/ri,ndship. kindnt$S, 

or runnfflionJ mUSI " ormoll)' IN' "",d on. 



8.42 COST V ARIADLES 

The- follo"Wi lIuiddints can help tht GM dC'INmine a commodity'S "nC('. rC'prdlns of 100:lle. 

I) Goods arC' ehCal)C'T in thc rural areu of origin 1)1 in towns; 

2) Haste K'r~lcu a rc chUP'l'r in rural arca~: 

J) F.~OI k or nefincd .crviteS, ... here l.\'aUabk!, Irc chcalX'r in 10\'.ns: 

• ) Enchanted II(flU Ife' chulX" and morc prey.len! in lown~or amonllM- Wood~l ... c~andd"'ar"C'$; 

5) Stasonalil)' play,. major pan in somc pncIng. For c...ample, han'HI rime is in thC' rail and grain l~ 

most (xptnSI\'C' dvrinllilr pffil)(! b(" ... t'(n laIc winler and mid·summer. Fi ~h 'l1d meats nc rare 
and c:\pt'nsivc durinllhc mid 10 II IC' wlnler; ~ section 3.0 for wcalher chilrl; 

6) SUlliurro 005t mulTipliers might be: 

Nati>'C commodlly - !1A 

Commonly IYl ilable or u~u.1 impon- I II 

Periodic impon or off !ln$C)n - h 
Rart commodity - J:rt. 
IlInntd commodity _ 5. 

7) Steady t rade (XXU t~ .llmll Rhovanion '~ mll.i n t horoulh fares, part ieu la rl y t he ri~ers and the carly
lo-mid Third Ale Mcn-i- N.us rim. Pr JcC1 are oftc tt lower, and aYitlability of good~ and ~fVices 
hishcr , amonl Folk livin& by th~ rou!C$. 

8.5 CAMPAIGN AND ADVENTURE SUGGESTIONS 

This section is intended to give the GM suggestions for setting up 
scenarios o r an extended campaign . Examples of player character back
grounds and sites for adventure arc provided. 

3.51 SUGGESTED 5>; n ING5 
When choosing locations to begi n adventures, it is important to note 

one's preference for the period when the action transpires. This module 
fOl:uses heavily on the mid-Third Agc of Middle-earth, but has been de
signed to g ive the GM temporaillexibility. Some layout s, for instance the 
Elvenking's Halls and Sarn Goriwing, are accurate representations of 
places which do not fundamentally change during the last two thousand 
years of the Third Age . Other sites may be in ruin by F.A. I . Still others are 
shown in morc th a n one manifestaT ion. Some are appropriate for any 
game, while others arc best -suited to a particular time. The following is a 
place-by-place summary of some prominent sites, with notes regarding 
time conversions. 

Enbor: The Lonely Mountain undergoes a profound transformation after -Thrain I's arriva III _ • 199:9.. e ore.... allime it is still a fine 
plas e foradveOlu[e, bUllhe sole oc.c.upams arc beasts an w men from 
Dale whQ seek.-tbe mjn~al [jchc.s .lQ£ked in the....natural cavern complex_ 

ftcrwards ... the Dwarves cprtitrucLfmcly-made chambers and occupy the 
moulltain untillbe_arrivaW Smal,l& the Golde,n j I .A. 2770. Following a 
crisp attack on the Dwarven defenders, the dragon residence, and 
rules the central in T 

fall D\v3tl1CS i , 
Advent ures set prio r to T .A . 1999 will allow, he ad vent urers to enter the 

site without beingill burned to a..crisp, or (2) beset bY...Dwarf-lords. U nless 
the group is fri endl y with the Nallgrim. or awesome in strt'ngth, this will be 
the ideal gaming period for scenarios involving Erebor . At other limes it 
cit her 100 formidable o r a setl lement of short, stocky , pro tect ive, and well 
armed miners. 

Note that Odin II ("lronfoOl'") is King Under the Mountain from 
T .A. 2941 until 3019. Another member of Thor in (II) Oakenshield's party. 
Gloin son of Groin, is oneofthe wealthiest and most powerful Dwarf-lords 
during this era, and together with hi s son Gimli (b. T .A _ 2879), rcpresented 
the Kingdom at Elrond's Council in T.A. 3018. All three were of the rem
nant of Du rin's Fo lk who arrived from tile Iron Hills after Smaug's demise . 

Any group int erest ed in riches or perplexed by the mysteries of the 
Darkness of Old, will likely be drawn 10 the Lonely Mountain . Before the 
coming of the Dwarves, however , few know of more than rumors. Those in 
Dale. however . might learn of the mountain's gr~at wealth by running into 
Beawyn or observing the peculiar ni ght -time activity high on thc westcrn 
cliffs. 

Iron H ills: Until T.A. 2590, the small group of Balli's Fo lk dominates the 
highlands of the Emyn Engrin. In that year, a number of 

Dwarves arrive from the Ered Mithrin. The lalt er group, members of 
Durin's Folk. seek a haven from the increasingly-active dragons . This band 
is part of the same tribe which occupies Erebor from T .A . 1999lhrough 
2770. From thi s point on, the Dwarves ufthe line of Durin the Deathless arc 
predominate. Like their brethren, however, they arc beset with trouble 
from the Sagalh and related manni sh groups. These men maintain a small 
popu lation in the northern sections of the Iron Hill s from about T.A. 1400 
until the end of the Third Agc_ 47 

Adventurers might be I~ to the Iron Hills asa result of rumors ortheevil 
Cult of the Long Nighl. A number of common folk, particularly among Ihe 
Gramuz, kno,," of this Darkness. and some adhere to it. Alternatively, the 
lure of booty from Rhunnish supply trains might attract atten tion. The 
passes of the Emyn Engrin provide good ambush points , and some may 
find the Sagath less dangerous than the orcs of the Grey Mountains. In ad
dition , the Iron Hills are further removed from the scourge of dragons . 

Adventuring in this region is highly exciting, regardless of the period . 

Ered Mi lhf'in: The Grey Mountains are the domain offoul beasts and o rcs 
until about T.A . 2()(X). From T.A. 2()(x) to 2200 a large por

Tion of Durin's Folk settle the area and subdue the orcs of the southern 
foothills . 8yT.A . 2590, however, the Dwarves are pressured to depart after 
awakenjng the long-dormant wrath of the dragons. A combination of stir
rings sparked by Dwarven incursions and "new arrivals" of cold drakes 
from the Far North,lead tothe exodus; Gror lakes some of the Dwarves to 
the Iron Hills, while King Thr6r leads the rest to join their brethren in 
Erebor. After T.A. 2600 the area is mu ch as it was before T .A _ 2000. 

Ancient mannish holy places and rich mines are stre ..... n throughout the 
Ered Mithrin, and anyone interested in greal wealth might be tempted to 
venture into the region. Ore tribes arc small and the dragons somewhat dor
mant , so the dangers arc avoidable. Winters are brutally cold, meaning that 
adventures are best sought during the active months - when frequent man
nish supply trains along the Men RhOnen heighten the level of excitement. 

The Northmen and Beijabar who live south of the range are aware of the 
many legends associated with the Grey Mountains_ Tales of the Uthrael 
Boeac and Gondmaeglom arc many, and adventurers will encounter the 
temptation frequently . 

Duc to the sheer size of the area, and its continual wildness, the En .. -d 
Mithrin provide ideal settings throughout the Third Age . Note that, aside 
from a brief period o f Dwarven settlement, the sites here are (I) natural 
caverns and mines, (2) o rc holds, (3) abodes of beasts, or (4) ruins of proto
Northman structures . 

• 

Oale and Esgarolh: Bo th towns are traditional locations for Northman 
se ttlements, and afe continually changing and 

rebuilding. During the Third Age Dale is co ntinuously occupied, except 
during the period from 2770 through 2941 , but sees its larges t growth afte r 
the sCll ling of Erebor by Dwarves in 1999. Dale is in ruins during the 17 1 
years of Smaug's reign under the mountain . Adventurers in pre-1m Dale 
are in a ruder, more frontier-flavored enviro nmenl. Those delving into the 
ruins followi ng Smaug's man-roast will find lillie but charcoal, twi sted 
metal. and blackened Slone. Aft er T .A. 2941 the settlement returns to 
glory. It su rvives the War of the Ring (T .A. 30l8-l9), despi te occupation by 
Sauron's Easterlings. 



Esgaroth is settled later than either Dale or Londaroth , and grows to pro
minence after the latter's decline. By T.A. 1640 Lake Town is the primary 
market place, and is an adventurer's best base of operations. It is well
protected and relatively neutral. Like Dale, and the rest of lowland Rhova
nion. however, it is occupied by Wainriders from T.A . 1856 until the 
Northman Revolt of 1899. Burned by Smaug in T.A. 2770, it is rebuilt with 
the aid of the refugees from Dale. The later incarnation is rectangular and 
has bUI one central harbor . Nonetheless, it is still Rhovanion's main town. 

Optn Country: Adventures in this territory are always exciting, but the 
post-Plague years CT.A. 1637-50) and the Years of 

Occupation (T.A. 1856-99) provide the most ideal settings. During the 
former time outlaws and highly protective refugees ravage the area, forcing 
their already battered brothers into a position o f constant vigil. Under the 
Wainrider rule, the Gramuz and their neighbors the tothraim produce a 
number of resistance groups which return to the abandoned holds of the 
brigands. 

Aside from these two eras, and a brief onslaught of Darkness from the 
South and East (T .A. 3018-19), the open country is relatively peaceful, and 
provides a refuge from excitement. 
Mirkwood: Following T .A. 1000, Greenwood the Great sees an ever-

lengthening Shadow pour forth from the South. By T .A . 1640 
it has been renamed Mirkwood., and the safe havens from Darkness have 
dwindled; Thranduil's Kingdom and the holds of the Wood-men arc the 
primary places of safety. The Men-i-Naugrim, the forest's principal road, 
fall s into disuse during the middle of lhe age . What was once revered as the 
"Great East Road" becomes largely overgrown, and the growing swamps 
and marshes near the Celduin fo rce many to abandon the route altogether. 
As of T .A. 1640 it is a shadowy path, of len beset with ore or brigand at
tacks. Only large, well-armed groups tred its course with any semblance of 
safety . Th is provides an ideal setting for adventures, for prior to T .A . 1000 
the area is relatively placid; and afterT,A. 2000 the force of Darkness shuts 
out all light along the route. 

The Mountains of Mirkwood and the areas of the forest outside the do
main of the Wood-elves also follow Ihis pallcrn . After 1856, and the 
Wainrider's conquest of Rhovani on, Mirkwood becomes 100 dangcrous 
for manY,less-potent parties of adventurers . Orcs and Lhachglin's strange 
forest beasts are often overwhelmingly dominant. Thranduil's fo lk , 
however. are always able to maintain their niche . 

Note thaI Thranduil's young son Legolas takes command of an Uialcu 
sometime after T.A. 2650. 

Elven adventurers willlikcly wish to use Amon Thranduil, Celebanno n, 
or some other Wood-elf scttlement as their base or home. Other adven
turers will find the Elves less open. Any period is II good one in this region , 
and adventurers will see a similar setting throughout the latter two-thirds of 
the Third Age, Only the atmosphere will change. 

Nan A nduin: The Andu in Valley changes significantly during the Third 
Age. Due to the complex movements a brief timeline 

follows, providing a glimpse of some major migrations: 

14th cent. T.A, - The last Hobbit tribe to cross the Misty Mountains, 
the Stoors, depart from the Anduin Valley. The Har
foots and Fallo hides had already headed westward. 
Elves and men of the area were most close to the latter 
group . 

15th ccnI.T.A . - Many of the Stoors re-cross the mountains and re
sellie on the western side of the river by the Gladden 
Fields (see Southern Mirk .. 'ood). 

T .A . 1857-99 

T .A . 1977 

T .A .2510 

- The Eothraim and other refugee Northman groups 
leave the open country of Rhovani on and settle along 
the Anduin between the lach laur (S. "Old Ford") and 
the Gladden Fields. 

- The ';othraim, now called the EothCod. are led north 
ward by Frumgar. They settle near the sources of the 
Anduin, no rthwest of Mirkwood and south of the 
Ercd Mithrin . Their new land is also called the 
Eo(h;!od. 

- The b.otheod. now called by many the Eorlings or 
Eorlingas, migrate south and seftle in what is later 
Rohan . 

As noted in Secti on 1.0, this area will be covered thoroughly in future 
modules. The Nan Anduin of T .A. 1640 is relatively wild and under· 
populated, and provides an ideal locale for encounlering WOOd-men, Bci
jabar, and beasts. Adventurers will be attracted here by (1)lalcs of ancient 
ruins (e.g, the ancicnt Nort hman site by the lach lam). (2) rum ors of rich 
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holy sites (e .g. the Carrock). or (3) opportunities for trade or political in· 
trigue among the Wood -men or Beijabar. Some might also seek the secret 
of the ''Shape-changers,'' or wish to raid Angmar's frontiers. Of course, 
there are always opportunities to strike Rhunni sh wagon trains. 

8.52 SUGGESTED PC BACKGROUNDS 
Since player characters, like the GM, will generally give as much as they 

receive, is usuall y wise to give them a past they can relate to and a founda
tion with which to build . The following suggested PC backgro unds will 
enable a GM to start characters with less thoughllhan is normally required. 

-

-

-

Camthalion's you ng son or daughter, a Silvan Elf who longs for 
his/her sist er Namirc. 

A Wood-elf, child of Olnar of Celebannon . He/ she seeks the lost 
jewel Sarn Amarth (see 8,3), and has a c1uc that it may be among the 
ancient ruins of the manni sh c:ily of Garas Amarth (S. "Moated For
tress of Doom"). The jewel is probably evil and may be an a id 10 the 
power in Dol Guldur. 

A Wood-elf, younger brother or sister of Heladilthe warrior. This 
young Elf seeks knowledge of the nmure of the Gulduin, and why it is 
enchanted . 

A mannish traveler, perhaps from Gondor proper. who seeks adven· 
ture along the Kin gdo m's o ld frontier. He is staying in Ihe 
Vodagarazun and has (1) learned of the rich booty to be found in Ihe 
Ered Mithrin, and (2) become infa tuated with one of Odavacer's 
daughters. 

A young , adventurous resident of Londaroth by Li ndal whose family 
was abused by the miller Viloric . (No proof exists, but Viloric may 
have murdered the PC's sister in an act of passion.) Strange en
counters between Vil o ri c.: and some shady folk from Esgaroth have 
given rise to sllspicio ll, and rumors persist concerning the cruel Weed
wyn's mysterio us trips to the cast. 

A child of a Gramuz family which was murdered by the mounted 
raiders of Dieragli r. The ent ire village (Rh. "Maedwe-dukas'') was 
burned to the ground. but the young PC had been away with hi s old 
uncle, fi shing in the Celduin . 

Young brother or sister of J irfelien. Attacks by the Thyn's wife 
Sulwyn, and her overbearing Daletheod clan, have lo ng irritated the 
Aldurlingas. In addition, Jirfelien herself appea rs in danger. 

Child of Beawyn the Seer. This PC seeks proof of Beawyn's claim of 
evil in the Lo nely Mo untain, and hopes to resto re the old woman's 
reputation . Suspicious activities by the Dalcthcod have long made 
8eawyn believe that her credibility was a danger to some. In addit ion, 
the remains of Thealaf have never been found . 

A young Dwarf seeking knowledge o f the "strange lights" he saw in a 
valley northwest of Barak-shathur . Tales of a foul curse which has 
claimed the lives of three o ther young Dwarves in recent years are 
unscnlin g. but will no t stay th e curi osity. 

Any character wishing recovery of one of the items described above in 
Section 8.33 . 

9.0 NORTHERN 
AT OTHER TIMES 
(T.A. 1 • T.A. 3021) 

RKWOOD 

For the first one thousand years of the Third Age. the forest known as 
Greenwood the Great is a place of light and greenery, a region of hi lls and 
valleys thick with ash, beech, elms. oak and pine, a land crisscrossed by 
man - and Elf-made paths and alive with the challer of animals , 

9_1 EVERYDAY LIFE 
Along the mighty Anduin, trade is brisk. Because the Misty Mountains 

stand as a vast unbroken chain, all trade with the West must travel down the 
Anduin to the Old Ford , and once there, hike over the Mountains at the 
High Pass, near Goblin-town, before crossing the Ford of Bruinen to reach 
Eriador or to Eregion to the south. Fort s are built along the river's banks, 



for protection from raiders, both the ever-present, always-blood thirsty 
bands of orcs wandering through the region and from lawless gangs of out
cast Northmen too lazy to work for a living. Much further south, the River 
winds past L6rien, where the East-elves are settled; their contact with the 
Wood-elves of the forest depends upon the Anduin too, to act as a conduit 
for moving vast amounts of goods easily north to south. 

9.11 WooD·ELF LIFE 
In Thranduil's Caverns on the Forest River, the Wood-elves tend their 

apple orchards, weave, spin long tales and sing songs about daily happen
ings or age-old myths. They pause to hunt in the woods with bows and 
spears and feast and keep an eye on the men nearby. The Wood-elves visit 
and trade tales and goods with their cousins south and west at L6rien, 
across the Anduin, and enjoy exploring for its own sake. Trade southeast 
with the men of the Darwinian is common too, for Elves are fond of good 
wine and wouldn't think of throwing a party without rivers of the stuff. Un· 
fortunately, the forest has no vineyards and even the Elves' enchantments, 
which can turn a gurgling mountain stream into a fo rmidable barrier, can
not grow grapes in Greenwood. 

Maintaining the Forest River's banks has gotten to be a sore spot with 
Thranduil's Folk becauseoftheOramuz(Rh. "Grasslanders"; Plains-men), 
a Northman group clustered on the Rhovanion plains just east of the forest 
eaves. The Grasslanders contend that the Elves, with their mighty magic, 
ought simply to cast a spell and shape the river banks JUSt as they want 
them. It is tedious work to the entrepreneurial Plains-men. who live near 
the River and also trade with the men of the Darwinian, and it brings them 
no profit. 

9.12 GAMUZ LIFE 

These Gramuz build thatch-roofed cabins of wood near Long Lake and 
seek to survive and prosper acting as agents of trade. their wives and 
children augmenting the family welfare by farming and fishing. They keep 
animals, live by the seasons and band together for protection from raiding 
orcs or trolls, bands of Northmen-bandits or more rarely, Dorwinion
warriors pushing for more land. Tall, broad and bearded, the Gramuz 
represent the settling spirit of the Fourth Age, when the battle against 
enslaving Evil is won and men work their wills, pushing back the Elves, 
Dwarves and Hobbits as they seize control of Middle-earth's dominions. 
Plains-men speak their own Rhovanion dialect but like good businessmen 
anywhere, can converse with men from the East or West. 

Living near Long Lake and the River Running, the "Grasslanders" havc 
learned river navigation and float the waters on rafts heavy with hides from 
the north; the waterfalls (Linda!) south of Long Lake prevent easy travel 
north and south on the River Running and force men to portage at least 
some of the journey up or down river, making a trading settlement near the 
site a logical idea and no doubt raising the taU charged for the trip. 

9.13 WOOD-MAN LIFE 
Less mercantile and more xenophobic are two distinct groups of North

men Jiving west ofThranduil's Folk and the Oramuz of the Rhovanion, one 
in the heart of the forest, the other along the Upper vales of the Anduin. The 
first, the Wood-men, are for the most part hunters and trappers who have 
banded together to live a quasi-nomadic life, always in search of food and 
warmth. (However, one branch of the Wood-men has settled just east of the 
Old Ford, where the Old Forest Road meets the Anduin. to set up stakes 
and act as a staging area for traffic crossing the River .) Dressed in skins and 
furs, living in arched, rectangular structures of hide stretched over poles, 
these hunters and their families roam and forage a wide area, looking for 
signs of deer herds and other big game. While the men are off searching for 
game for weeks at a time, women and children gather berries, honey and 
wild fruits like May-apples; women also gather wood for fire and set up as 
well as take down the family home, packing all their belongings in the 
process. 

Women have more to do. When a felled beast is dragged back to camp, 
women prepare it for eating and tan the hide. The meat is cut inlo strips and 
smoked or dried, for it must last a long time, often without the refrigeration 
of a mountain st ream. Women als6 instruct the children in the ways of the 
forest and tend to the clothing. 

In the winter the Wood-men set traps, neL fish and gaff beavers, whose 
fur is highly valued. When the men are successful in their hunting and drag 
home sleds straining under the weight of game, the band - often an extend
ed family - celebrates. feasts and pulls up stakes to head for new territory. 
Rotating hunting grounds as they do. the Wood·men reduce the danger of 
depleting an area's game and satisfy the wanderlust that beats in their 
blood. 49 

These forest-lovers know every inch of the Elven paths and man-made 
trails cutting across and up-and-down the northern forest; if a blade of 
grass has been bent by a buck, they recognize it. While essentially standoff
ish and very independent, the Wood-men do come together once a year at 
the slarend (summer solstice) in the heart of the northern forest. At a mass 
meeting-feast, the men arrange and conduct marriages and worship ritual
ly, as did their fathers. Women and children take part in the songs and 
feasting but the elaborate hunting ritual and dance is an all-male affair. If 
we were peeking through the bushes, we would see the Wood-men as they 
are rarely viewed: as souJful barbarians enacting highly-ritualized and an
cient 'dramas' portraying the hunt, one man acting as a ferocious Oreat 
Bear or a bold buck. Highly superstitious, Wood-men believe their annual 
ceremonies and rituals essential to continued good hunting and survival. 
Also at the annual assembly, called. "mQtadan", a kind of judicial council 
sits to settle disputes that would otherwise resolve themselves in bloodshed. 
It is probably the only time of the year most of the northern Wood-men see 
their relatives who have established a trading settlement in the southern 
forest to barter hides, furs and wood crafts for finer woolen cloth and r.:om
estibles from the East. 

While having very little contact with other groups of beings, Wood-men 
do interact with the Wood-elves in a small way, each no doubt bearing a 
grudging admiration for the other's forest knowledge and respect for game 
and greenery (although the Elves would come nearer if the Wood-men 
bathed more often). Later in the Third Age some Wood-men would warn 
Thranduil's Folk of a heavy contingent of orcs in the area, a rarely seen 
gesture of cross-cultural brotherhood in the forest. 

9.14 BEIJAHAR LIn: 

Related to the Wood-men in heritage, appearance and reverence for the 
wilderness yet very different and distinct are the great hairy men gathered at 
the Carrock and along the hilly banks of the upper Anduin, the 8eijabar 
(later, the "8eornings'j. Living a more structured and anchored existence 
in enclaves gathered nearby the huge boulder called the Holy Carrock , a 
religious site of great significance to them, the Beijabar depend solely upon 
themselves and a single mythic leader, a mighty holy-man and skin-changer 
they believe capable of turning himself into a Oreat Bear at will. for SUI

vival. This skin-changer, always without family, guides them, although od· 
dly enough the lycanthrope is something of an outcast, leading a solitary ex
istence outside the normal realm of group hunting, fishing, husbandry and 
gathering activities. (Tireless l1-avelers, the Beijabar roam the many north
south trails, some over dry stream beds which act as western Greenwood's 
road system.) Perhaps the skin-changer is more a living symbol of some 
mystical ancestor, half-man, half-bear, who once prowled the Carrock in 
ancient times; anyway, he is served by well-trained dogs and rams, who of
fer some companionship. Later in the Third Age the line of lycanthropes 
would produce Beorn, a hero of the great battle at the end of the Age, a 
fierce. huge warrior who reli!thcs displaying his stand of impaled arc-heads 
and stretched wolf-hides nailed to the wall of his home. Rarely seen, the 
Beijabar as a group tend to be solitary, easily·angered and initially 
suspicious of strangers, vengeful beyond bounds and quite unpredictable, 
although once they've accepted you, they can becourteous and display that 
most-rare quality in Northmen, a sense of humor . (Their booming laughter 
is easily mistaken for distant thunder.) 

Great bee-keepers and enthusiastic flower-lovers (aside from the Ent
wives, they possess the largest green thumbs in history), the Beijabar live in 
low, thatched log-cabins; most have barns or stables and sheds for tools. 
Most impressive in appearance, these large broad men have thick black hair 
and generous beards and are hirsute head to fool. (One suspects that more 
than a few Beijabar have been grabbed from behind by amorous Great 
Bears and no doubt have some hair-rai sing tales to spin about such ticklish 
encounters.) Beijabar are seldom seen without an axe, which they use to fell 
trees and pick their teeth, and most dress in rough but comfortable wool 
tunics. 

Like the Wood-men, the Beijabar are in touch with every whim and 
st irring in the forest, but in addition they know the ways of other men and 
are adept at great hikes, moving through the forest with the certainty and 
swagger of a Greal Bear himself. Living a long-lasting society with well
defined customs, the Beijabar are quite different from the nomadic Wood
men, but both share a veneration of ancestors and a ritualized spiritual 
nature, a notion that there is something to be worshipped and celebrated in 
the very surroundings that they occupy. 

9.15 EOTHRAIM LIFE 
Living on the grassy plains of the Rhovanion is the fourth distinct group 

of Northmen, the tall , blond, fair-skinned warriors known as the Eothraim 



• 

and later as the Eotheod and finally as the Rohirrim, the valiant Riders of 
Rohan , These descendants of the Edain, a confederation of Northern 
peoples, pass most of the year on the Rhovanion plains but ride into the 
highlands in the late spring and summer, where the grass is abundant and 
sweet . The Eothraim believe their horses (which they tend like lovers, 
braiding their manes as they do their own hair) arc gifts of the Gods, 
brought to them by Bema, the huntsman of the Valar. 

MiddJe-earth's greatest equestrians. these husky 'Strawheads' are great 
friends with the men of Gondor; many Eothraim seltle in East Bight, the 
great indentation in the forest's southeastern border, where they live on the 
grasslands they cherish and act as a counterforce to any mass·military 
migration from the East, a willingness that would be tested by Wainridcrs 
later in the Age. 

Related to the Gramuz, the Eothralm share a similar script and tongue, 
an adaptation of the Dwarvish Cirth. It must be said that while the 
Eothraim have little use for written history or books, they do enjoy singing 
and keep their traditions alive in song. In a loosc1y·organized yet highly· 
martial society, the Eothraim choos~ leaders who are descended from the 
rulers who would ca11 themselves th~ Kings of the Rhov'!.nion . Again and 
again petty wars erupt and divide them as minor tyrants seek control of the 
Plains and the mounted armies that protect it. Later in the Third Age, th~ 
Eothraim would move three times: first to the vales of th~ Anduin between 
th~ Old Ford and the Gladden Fields; thcn far into the northern reaches of 
thc Anduin, near the Witch· King's realm in Angmar; and later south to the 
plains Gondor calls the Calenardhon (Rohan). There. after a fierce battle 
against orcs and wildmen intent upon sacking what was left of Gondor, 
they settled and changed their name to the Rohirrim. Carrying long spears 
of ash, broad swords and painted shields. and dressed in gleaming shirts of 
mail, the bothraim often fought each other in their long and bloody 
hi story, family against family, tribe versus tribe. Lightning-quick with bow 
and arrow, lhey have little us~ for the forest and think of it as home to wild 
animals and wilder men; instead they search for wide·open spaces, for a big 
sky and a sea of grass. Their idea of heaven is an endless torth·lighted hall 
made for feasting and fighting , with tournamenlsofstrength and yalor and 
a conlinent of roast meat and riyers of blood-red wine or hearty mead. 

To the Eothrairn, only a death in battl~ brings them glory; they honor 
their dead by burying them beneath cairns of gr~at size. toasting the dead 
man's valor and commending him to the Valar. Thus, the Plague hit them 
yery hard; it isa disgrace both to die so pitifully and to be buried in a hole, or 
h~aped onto a funeral pyre. 

The Eothrairn speak a distinct tongue which is related to that of the 
Gramuz and the Bcijabar, but also conver~ freely in the Common Speech, 
or again a dialect of it. One suspect s that all groups of Northmen under· 
stand each other better than they let on. 

To expect unity from four such distinct and independent groups of men, 
men largely without the benefit of a common history or culture. is to expect 
far too much; as the Third Age begins, each is safe and secure in his own 
habitat and somberly obliyious to the coming storms of pestilence and 
• • invasIon . 

Gondor and the Kln·strifr 
Sauron's unrelenting presence does little to less~n the other woes befall· 

ing Mirkwood in the terrible y~ars between the outbreak of the Kin·strife in 
neighboring Gondor (in 1432) and the invasion of the Wainriders from the 
East a little more than 400 years later. Those four centuries must have tested 
the mettle of every creature and being of the region; even the Elves cloaked 
in immortality and the stone·hard Dwarv~s must haye wondered what 
outrage would follow next. The Men of Mirkwood no doubt dropped to 
their knees in despair and bewilderment, wondering what had become of 
their fair wilderland and the sunny green vales they had so recently farmed 
and s~ttled . 

Gondor's civil war, the Kin-strife, raged for seven years and left the 
Kingdom, in 1438 and ever·aft.er. a weak · kneed sisler of her form~r 
martial·self. Brought about by jealousy and a kind of racism the Kin-strife 
dragged on until 144"7, when the half· Northman Eldacar returned from 
refuge in the Rhovanion to regain the throneofGondor . But the rebels, un
willing to accept Eldacar as their ruler , .!iailed with the neet of Gondor to 
Umbar and established th~ir own independent Corsair state. This further 
weakening of the bond between men and the open host ility between Gon
dar and Umbar played into Sauron's unseen hands . 

Eldacar, proving himself a wise and untainted King, brought many of his 
mother's kinsmen south from the hills and valleys of Mirkwood to 
repopulate thedevastated Gondor. Contrary to the belief of the rebels, who 
had argued that mixing their blood with that of the Northmen would in· 
evitably shorten a King's lifespan and dim his wilS, Eldacar lived to be a wise 
23S year old ruler who passed on his kingdom to his son Aldamir in 1490; 

---_. -_. . . -- -

so 

The Plague and the Peace Before the Storm 
No sooner had the men of Mirkwood and Gondor b~gun to recover from 

the effects of the Kin·strife - the loss of life, the sundering of families, the 
crushing of culture - than the winter of 1635 rolled in , biuerly cold , and 
brought with it a foul plague from the east and south. The Great Plague of 
the Winter of 1635-36 cannot be linked directly to Sauron's instigation, (or 
had he known, he would have moved much faster to conquer the region; but 
the Dark Lord certainly benefited by it. In Gondor the fair city ofOsgiliath 
was nearly depopulated ; the royal family was struck down - even the 
sacred White Tree of Minas Anor died . Gondor's careful watch over their 
borders with Mordor ceased; men struggled simply to survive. In 
Mirkwood, one of every two men suffered and died - horses and oth~r 
beasts of burden perished, being like men very susceptibl~ to the poisoQ of 
the plague germ. The bitter cold of the winter that swept in upon the heels of 
the Plague drove men and their animals indoors, where their very nearness 
- in a sense. their every breath - spread th~ d~adly pestilence that much 
faster. (Th~ Plague is of thr~~ types, one spread directly from the lungs of 
the infected individual into the air around him .) 

What effects might the Plague have had upon Mirkwood beyond the ob· 
vious one of horrid deaths on a massive scale1 Peopl~ flee the Plague; thus, 
the population becomes more mobile. Men run from the fal~ security of 
society to the wilderness. Respect for authority and civilization declines; 
laws are disregarded. people search for scapegoats - or reaJ answers to th~ 
mystery of the Plague. Survival of the fillest becomes the highest law. 
Northmen, who prize a valiant death above much else, are crestfallen, 
forced to pile corpse upon corpse into fiery heaps. (Perhaps the Elves might 
have intervened to prevent some of the suffering and death but that is 
unlikely. Though themselves immune to the disease - like Ih~ Dwarves -
they most likely had little knowledge of the pestilence, how it started or how 
to prevent it. So both the Elves and Dwarvessimplyshut their doors ,lighted 
their lamps and aWalted th~ passing of time before resuming their wander
ings through the forest.) 

9.2 THE TROUBLED THIRD AGE 
For other "higher" men like Isildur, King of the Dtinedain and Lord of 

Gondor and Arnor, the Third Age begins abysmally. Ambushed along the 
banks of the Anduin by an overwhelming host of murderous orcs, Isildur 
and his men (ought valiantly but were slaughtered like sheep. only three 
escaping 10 tell the tale; their leader, sensing defeat (which is not difficult 
when you're standing up to your hips in the bloody corpses of your fallen 
comrades) jumped into the mighty River and would have escaped unseen 
(for he wore the Ruling Ring) , but the Ring sli pped from his finger and 
another group of lucky - but - bewildered orcs filled Isildur with arrows. 
TIle Ring sank to the muddy bollom wh~re il lay undiscovered for 2500 
years. 

In a way the loss oflhe Ring was a stroke of good Fortune: searching for 
it kept Sauron distracted and at the same time limited the wielding of his 
power. Unfortunately , its disappearance also gave th~ Black Lord good 
reason to send agents into Northern Mirkwood and Rhovanion, agents 
whose idea of interrogation is closer to torture than to inquiry. 

The Shadow nR the "~oresl 
Around T.A. 1050. the tower of Dol Guldur arises on a stony height in 

southwestern Greenwood, casting its ominous shadow across the forest. 
The "Hill of Sorcery" quickly becomes the most feared landmark in 
Middle--earth, save Sauron's salon in Mordor . Fooling ev~n the Council of 
the Wise (made up of the chief Eldar and the Wizards), who believe the 
tower inhabited solely by a Ringwraith, Sauron ~ncamps lher~, overseeing 
his plans for Middle-earth domination. Word spreads that a Necromancer 
has taken up residence there . 

Sauron's nearness to Greenwood the Great has its effects. The trees of the 
forest begin to wither and rot and collapse upon each other like drunks; 
clouds gather and refuse to break - the sun becomes a memory to the 
creatures and folk of the foresl. Flowers die, animals sicken and suffer; a 
foul wind blows in from the EaSt. stunting growth, delaying planting and 
dcstroying the autumn harvcst. Suddenly evil birds haunt the air, spying for 
Sauron. Rains come early and often. Only the Hobbits have the sense and 
unity to flee relatively en ma.~se, crossing the Misty Mountains into Eriador 
around 1300. fleeing bOlh the coming of men and the ever-lengthening 
shadow of Dol Gu Idur. 

Soon Greenwood the Great becomes "Mirkwood." a loose translation of 
the Grey·elven Taur·e·Ndaedelos, o r "Forest·of·Great·Fear." (Amazingly, 
Sauron is able to pull off his grand hoax for another 1800 years, until Gan
dalf the Grey enters the Tower for the second time - uninvited - and 
discovers the dying Dwarf King Thrain II, the key and map to Erebor, and 
the truth.) 
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A Tlmeline Outlining the Disruptive Effeds of the 
Gmt Plague upon Northrm Mirkwood (1635·1640). 

1635 
The Great Plague (of Gondor) 
spreads through Mirkwood, 
killing man and beast in large 
numbers. Trade is di srupted. 
Wood-elves lay low, offering no 
help to the suffering Northmen; 
the Dwarves hide and wait. 

1637 
Continued chaotic flight to avoid 
the Plague, which by now had 
killed about one· half of 
Mirkwood's inhabitants. 

1639·40 
To the survivors, the Plague is 
now a bad memory , The bodies 
are burned or buried, the disease 
at rest. Men return in numbers to 
the woods and resettle the plains 
east of the Celduin. Commerce 
resumes along the rivers. 

1636 
Refugees of the Plague leave 
Mirkwood. heading west or north 
to the Mountains. The bitterly· 
cold Winter sends man and beast 
indoors, spreading the pestilence 
faster (although the cold itself 
destroys the Plague: germ). 

1638 
The Plague subsides, but its 
ghastly effeclS continue to haunt 
the living. Men slowly rebuild 
their abandoned homes. 

Imagine the horror of the Northman's family as the man is struck down 
by the pestilence, as its poisons attack the vital organs of his body. The first 
symptoms - a weak. irregular heartbeat and a fever in the evening - give 
way to more serious symptoms: a severe headache, bloody sputum and 
finally delerium, coma and death . Tumors accompany the suffering; swell· 
ings pop up under the armpits or in the groin, some the sile of an apple. The 
lumps spread . Small black spots suddenly appear on the arms and legs, the 
spots first few and large, then small and many in number . In two to five 
days, after dreadful suffering. the victim is dead (thus the name Angurth : 
OILong Death"). The lucky ones, struck down but not sufficiently infected 
to collapse and die, recover, but most beings overcome by the miasma 
perish in a horrendous fashion. 

Considering the widespread effect of the Plague - it traveled northwest 
into Eriador and the Shire - it is remarkable that the folk and beasts of 
Mirkwood recovered from it as soon and as well as they did. One reason the 
Plague weakened was sheer luck: the frigid winter that followed the out· 
break (whik driving people and their liveslock indoors) actually inhibited 
or destroyed the Plague germ, which needs warmth to survive. For another, 
Mirkwood , unlike populous Gondor, was never a center of advanced 
civilization or culture: it holds no great cities or fortresses . Fewer people 
present logically means fewer people died from the Plague. For yet another 
reason, Northmen are by and large Imners, a wandering and hearty collec· 
tion of folk : they can survive in extreme conditions beyond the tolerance of 
many men, especially the "Higher Peoples" more closely akin to the Dune
dain . Northmen can tough it out. 

More ominous for the future are reports of NazgUl in the mountain paths 
to and from Mount Gundabad, and cver·morc frequent sightings of roving 
gangs of orcs on the trails of Northern Mirkwood . Men had no way of 
knowing at this time that Sauron was making his move, sending frequent 
messages of strategic import to Angmar from his home in Dol Guldur ,lay· 
ing his plans for countering the Elves at l6rien and cuning their lifeline 
with their brethren at Thranduil's Caverns. Mirkwood's greatest defenses, 
Sauron will come to see, arc its rivers and mountains and forest - and the 
folk who cherish them. 51 

For two hundred years Mirkwood is left largely unscathed. Dwarves and 
Elves open their mighty doors. peek out and see that it's sareto resume their 
above gmund forging and foraging, respectively; refugees of the Plague 
leave their northern hideouts in the inhospitable climes of the Grey Moun· 
tains and return to their homes and settlements on the Rhovanion plains 
and along the vales of the Anduin. Trade begins again with the Easterners 
- a pleasant change for the Elves, who enjoy Darwinian wine; once more 
river traffic down the River Running resumes, connecting Mirkwood to the 
East. Homesteading Northmen of the Plains tend to their fields and 
animal s. It is a time of hope and rebuilding in those years just after the 
onslaught of the Great Plague. 

The WainridefS 
Just two centuries later another ill wind from the East strikes at Northern 

Mirkwood, the shield La the kingdoms of the Dunedain to the west. The 
'Wainriders ,' a swarthy and militant Easterling.folk, march in 1856 to can· 
qucr and enslave much of Mirkwood:. Once more, Dwarves and Elves lie 
low while men suffcr or nee. For forly·five years, until the Rhovanion 
princes and their men arose in revolt, the Wainriders brutalize Mirkwood's 
inhabitants. For the next 600 years, in ski rmishes as well as battles the 
Wainriders and their relatives, the fearsome 'Balchoth' (aided by the ores of 
the Grey Mountains) terrorize Mirkwood in their attempts 10 overrun Gon· 
dor to the south . 

, 

i.A; 1.00 -1'00 

Northwest Endor, T.A. 1600·1900 
Arrows depict thrust of Wain rider invasion, T .A . 1854. I Arthooain ; 

2 Angmar ; 3 No Man's Land (Rhudaur); 4 Cardo lan; 5 Core Territory of 
Go ndor; 6 West Gondnr, including the West fold; 7 Calenardh on or North 
Gondor; 8 Gondor's Easliands, weakly ruled after Great Plague of 
1635-)7, relinqui shed in 18S4·55; 9 Harondor, contested by Gondor and 
the Corsairs of Umbar; 10 Wainrider Kingdom in Rhovanion 1854·99; 
11 Umbar. 

The Dwarves and Smaua 

But not all bad luck befell the men of Mirkwood alone . In 1980, Dwarves 
mining for mithril in the Moria accidentally released a Oalrog, the awesome 
"Demon..of·Might"that sent orcs yelping in fear as they ned for their lives . 
Fleeing the beauty and protection of their subterranean city, the Dwarves 
wandered faT years before Thnlin I, King of Durin's Folk,led his people to 
Erebor. where they founded the Kingdom under the Mountain in 1999. 
Soon after, in the hean of the Mount'ain, Thnlin discovered the priceless 
jewel called the Arkenstone, which became the most·revered heirloom of 
Durin's Folk. 

Shortly after its founding, the Kingdom Under the Mountain at Erebor 
was largely and somewhat mysteriously abandoned . Was its wealth mined 
out? The Dwarves return to Erebor rules that oul. Did a dragon threaten 
them? Durin's Folk are known to fear the Great Worms . More likely gold or 
mithril was discovered in the Grey Mountains, so Thorin lied his folk there 
to found a new colony and mine the wealth. In 2590. the Dwarves I~ by 
Thr6r returned to the lonely Mountain. no doubt to mine more jewels and 
silver; they prospered at Erebor umil2770. 

In that year, Smaug the Golden, the greatest of the Third Age winged 
fire· breathers. got wind of the newly·mined wealth of Erebor and with the 
straight· forward zeal of a covetous dragon, sacked the Mountain, roasted 
or drove off the Dwan'es and settled into the Great Hall of Thr6r to nest 
upon an inestimable bounty of gold, silver. mithril and gems, not to men· 
tion jewelry and arms defying description . For the better part of two cen· 



(uries Smaug ruled his roost at Erebor as the Dwarves, fighting·mad but 
disheveled and iII-at·heart,licked their wounds in the Iron Hills, the Blue 
Mountains and Eriador, where they worked disheartedly as smiths and 
Iron·mongers . 

In his anack on the Dwarves at Erebor Smaug also laid waste to the town 
of Dale, where men had built a pleasant and profitable, unprotected town 
on the banks of the River Running. Within moments oC his thunderous des
cent, Smaug made of Dale a barren, blackened wasteland. However bitler 
the remaining men of Dale were - Ihls, they might have thought, looking 
around them at the wreckage of their community, is what we get for 
befriending Dwarves - they swallowed their feelings and ran south to 
Esgarolh. where most became fishermen. The mere threat of Smaug's 
return from Erebor was enough to discourage any resettlement of Dale or a 
return to Thr6r's Halls for the next 170 years. 

By the late 2700's, Thr6r, King of the exiled (and slightly toasted) 
Dwarves, could live with himself no longer and resolved to return to Moria 
with only a single companion. Seized by orcs, he was brutally murdered and 
his body desecrated. Incensed Dwarves, hearing of the orcs' t ransgressions, 
mustered their Corces and in 2799 met the Goblin·hosts in one of Middle
earlh's most vicious hand-to· hand conflicts, the Battle of Azan~bizar. In 
this valley - sacred to Durin's Folk - lay the dark lake of Mirror mere into 
which Durin the Deathless gazed before founding Khazad-dum; nearby 
stood the Stone of During itself. Fighting like avenging spirits. the Dwarves 
charged the orcs of Azog again and again. wielding their spears and axes 
savagely; both sides suffered terrible losses. In the end the Dwarves stood 
bloodied but victorious. However. so many of Durin's Folk died in the en· 
counter that their bodies were piled upand burned, rather than be left (0 the 
wolves. No Stone markers or elaborate cairns honored the dead; only in the 
memory of surviving Dwarves were the Burned of Azanulbizar treated with 
the dignity and respect due all fallen Dwarvish warriors. 

In the middle of the twenty-eighth century, the wizard Gandalf reenters 
thc history of Northern Mirkwood in a significant way. Finding the dying 
and tormented Dwarf King Thr3.in II in Sauron's fortress of Dol Guldur. 
Gandalf secured from him both the magic key to Erebor and a lo ng-secret 
map of the Lonely Mountain. Armed with these instruments. and with the 
advice and consent of the White Council, the wizard was able to persuade 
Thr3.in's heir, Thorin Oakenshield to join him and others in the seemingly 
hopeless task of retaking the Lonely Mountain from Smaug. As recounted 
in Bilbo Baggin's narrative. There and Back Again (also known as The 
Hobbit). the unlikely adventurers were successful and in 2941, the Battle of 
Five Armies was fought beside what was left of Dale. 

The DaHle of .Ive Armies 

In that fateful encounter. five armies met and clashed. Fighting to regain 
what was theirs and to oppose the oppression of Sauron's agents and the 
dragon's presence were the Wood-elves of Mirkwood led by Thranduil. the 
men of Esgaroth and Dale under Bard's leadership and Thorin Oaken
shield's Dwarves; their enemies were the dreaded orcs of Azog and a horde 
of bloodthirsty Wargs, the orcs intent upon sacking Erebor once the battle 
was over. Aided by the Great Eagles and the mighty Bearn the Man·8ear. 
the Elves. men and Dwarves - after nearly rattling each other (Elves and 
men versus Dwarves) - routed and slaughtered the Goblin-hosts and 
Warg-hordes by the score. 

In the aftermath of the battle the Dwarves' new King, Dain lronfoot 
(can't beat Durin's Folk for colorful names, can you) wisely granted the 
Wood·elves and the men of Esgaroth and Dale generous compensations for 
their efforts in re-seizing Erebor. Then the Dwarf· King Thorin Oaken· 
shield. slain in the bait Ie. was honorably buried WiTh The Arkenstone on his 
breast and at his side, the magic Elf·Sword Orcrist. Bard Ihe Bowman, 
slayer of Smaug, rode his laurels to political victory and as King of Dale 
rallied The survivors of the baTtle to aid him in rebuilding the once-thriving 
community . 

The End of the Age 

BUI for the magic magnetism of the Ruling Ring - Sauron's obsession 
throughout the Third Age - Northern Mirkwood might have been left 
alone to tcnd its wounds and slowly put itselfback together in the final years 
of the Third Age. Through a heavily· fated series of exchanges. the One 
Ring passed through Mirkwood; Sauron's search Cor it, plus his desire to 
clear a path from Rhun to the Misty Mountains and conquer the world, led 
to an Easterling assault on Dale once again. and in 3019 the Battle under the 
Trees of Mirkwood raged. In itially overwhelmed by rhe cruel and well
armed Easterlings, the Men of Dale and the Dwarves of Erebor - fighting 
10 retain their adopted homelands - rallied behind a pair of new Kings and 
drove away their attackers. This victory - seized from the yawning jaws of 
deCeat - took a great toll in lives, but at last the region gained a semblance 
of peace. and within a few years, something like prosperity. 

S2 

Thus the Third Age - for most of Northcm MirkwOO<fs inhabitants. an 
Age of dislocation. dejection and diminished power - closes not.as it open
ed, with the shadow ofSauron darlcening the forest. bUI with the bright sun
shine of hope overhead . The once-ntiahty Wood-elves, now weary of strife., 
face the coming Fourth Age resigned to a Jesser role and in declinin. 
cultural health. On Ihe other hand, Durin's Folk, the Dwarves of Erebor, 
stand proud and secure (if reduced in number) in their underground home 
at the Lonely Mountain; not since the grand old days at Moria had they asa 
folk fared so well . 

And last, the men ofMirkwood. United against the threat from the East, 
but split by vast cultural differences. the Northmen gaze out upon the first 
sunrise of the Fourth Age with renewed hope and reinforced vigor, for they 
- with the waning of the Elves and the reticence of the Dwarves - now 
stand as chief inheritors of Middle.earth's twin bounties of wealth and 
wonderment: their days of dominion are dawning. 
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