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I.O INTRODUCTION 
"".Ibty wm bon... 011 IN WI',,!! '!I_ zrt" ston ... ", (lUI "POll thr shorts 
if MiJJIt..,,,,,b. Thm thrytSI~bJilhrJ in tht NMt/J...wm lilt N"mm6mm 
r,./ms ill lxiii, Am"" Ifll/ Coli/or. EJnrJi/ WIll tht HiJ:b Ki'V_nJ 
iwr/, ill tht No~ tl/ A"m.mi .... '; #11.1 Ibt ... It ill thr .sew,/, _s 
tgmmiluJ /0 bis SOIU, biUwr ."J A"iriOll." 

-no, R,t,,", oftbt Killl. p. 3 17 

Gondar. tht miglniw realm oEMe" that Middle-canh hu 
ever known, is the hcanland ofOtina<hn civi1jurion in Endor. 
Even ~fou (he founding of the Ru.llTU-in-Exile, its Iowhnds 
bQrdcring IklfaJ.u ~y-southern Gondor-harbortd the first 
colonies of tht Faithful who dtpancd Nomcnor in the ccnturiu 
br(orc the Downfall. 

In the Tl,ird Age, rhe bnd, of southern Gondor offcrrcspitc 
to the traveller, prmptriry to thl' mtrChml, md stability 10 the 
pt;agnt; bur for 1m adventurous at hun they provide amenities 
uncQunlcd. Daring privateers comat (autal WOlIn'S with the 
drc;ldcd Coruir! ofUmbar, while regal amlia cluh in nu.rby 
H arondor for the mutery of the South-kingdom' $ evcr-chang
ing deun frontier. In its grut ha~ns, hu.durong nobles with 
eroding scrupla struggle to stem the pt:rtnnial tide of royal 
encroachmmt upon their ancestral privileges. Nearby, the 
Prince of Iklfalas---spiritua.lludcr of the Faithful and ITWta
of Gondor's pt:nuhimate pon--bcstows knightly honors upon 
the bravelt warTiors of his ucros.:mct domain. In the Ius 
urbani7.cd reaches of the realm, bold cnrreprcneurs uek to 
uplo;t the mineral wulth of the White Mountain5- They 
rnn.1Ln eva- wary of the war-like Orodbcdhron clans and of the 
undead shades of men thu haunt those londy vales. 

Steeped in history, clothed in splendor, routhem Gondor 
contin uc.s to panake in the s:.me promiu of adventure that first 
drew the ancestors of the DUnewin to its shores. 

ADVENTURE GAMING 

As you may alrudy know, adventure: games include fantasy 
role playing and simpla- story telling games. These games art 
akin to plays or interactive novels. The rtferte. or gamemutcr, 
serves ;is J son of actor/di rector, whi le the players ponray the 
main d,aractcrs. Everyone rombines their imaginuive talents to 
conceive a lpontancous story which is never shon of action, 
mtrigue. and high dr:lll1a. Over the )·ears. many gamcm:utcrs 
ha.'C chosen Endor. Middle-urth. as a setting for their adven
ture games. No fant.uy world uceeds Tolkien's O'ution in 
tenns of depth, flavor, and corulstency---or .u an adventurt 
gaming locale. 

SOl/rUn c;.,,,dor: n, Ptcpl"" serves :u a helpful tool for 
gamem.uters and pby.:ors ueking kl'lOwlcdge about the OUnedain 
;and one ponion of End or in which they came todwdllt is an 
ideal refertnce work for anyone using any major fant.uy role 
phying gamc guiddines. in particular ICE's MiJJIr~Qrlh.series. 
Thou Wishing to uplort Endor in the context of an adventurt 
game Will rind this work invallUble. 

USING THIS W ORK 
Sow,bmo CoRA>r.llt Ptcpk is the th ird title ill ICE's ProF' of 

MiJJk-uru.. adventure game seria. Unlike its pred .. cdSOrs, 
YQIQ,. &- MQi .. ,'" and E1~tI,'" each of which co~r an individ\l~ J 
t;lc .. in its tou]il)', this woO<; details the uv .. t;ll dininct fl«lples 
that dwell within its choun rtalm.givingspt:cial.lltt .. ntion to its 
dominant Ctllturt. the OUnewin. and how it interacts with the 
others. 

Snotbmo c;.,,,Jor. llt Ptcpk bcgiru with a brief o\·ervi .. w 
(Sa:tion 2.0) providing b.uic infomution about the OUncdain 
and thdr origins. This chapta- is followed by ~ comprehensive 
narrative of south .. rn Gondor's sewn thousand year hiuory 
(Sa:tion 3,0), which covers all e~nu of m.:Jjor impornnce :u 
late ou the death of King Aragorn Elcw.r (F.A. 120) wei 
concludes with a timdine (Section 3.1.5). Section 4.0 describes 
the differe:nt pt:oplles that call southern Gondor their home. 
From this point on. attention focuses upon the OUnewin .u the 
domifWIt cuJtut;l1 group of the region. detailing their political 
orda- (Section 5.0). warcraft (Section 6.0). rocial structure 
(Sect ion 7.0), ;o.nd rtligion (Section 8.0). Section 9.0. which 
depicts the mOlt impotttnt individuals th~t slupt:d the rtalm's 
history. follows. Section 10.0 de~ with some of the most 
powerful magical ~nifacts wielded by thCK storied rigures. 

These sections are: followtd by a series of adventurts ut in the 
lands of south .. m Gondor at Y;lriow periods of its history 
(Section I 1,0). T o -U.:Iist thegameltU.!ter in crtating an exciting 
gam .. environment. we provide guidelines for simulating the 
swouhbuckling u .. -war ~tween the privateers of Gondor and 
the Corsairs of Umbar (Senion 12.0). The work concludes 
with an array of rabies and app"ndice5- Thue art packed with 
weful reference information for running an extcnded campaign 
in southern Gondor (Sections 13.0-14.0). Note that all statis
tical infannation throughout this module h.u ba-n keyed 10 

ICE's MiJJIr-t4lrlb Rolr [>I..yi"I .... Ro/mlQJur .... and fArJ of rbr Ri/ltf 
AJ'''''/Mrr G.!mt''' systems. 

THE SoURCES 

This is an authorized ucondary work. It is specifically boucd 
on nr HrJ,I,it and nr fArJ if 1M Rints, and it h;u ~en devclopt:d 
so that no conflict exists with any of the other primary 
publications. Of COUTSI', always rtmembcr that the ultimat .. 
sources of information art the works of J.R.R. Tolkien. Post
humous publications edited by his son Christopher shed ~ddi
tionallight on the world of Middle-eanh, 

Sowlbmo c;.,,,J-. Ilt PtOpU is boucd on extensive rtsearch. We 
uphold the high standards :u.sociatcd with the legacy of John 
Ronald Reud T olkim. By blending material from primary and 
secondary sources with rational linguistic. Ctlltural. and geologi
cal wra. we insurt that any interprttive m.:Jterial riu into 
T olkien's defined part .. ms and schemes. Keep in mind. how
ever, that this is by no muns the "sole official view." 

Since we derive the material in Sou/Nt" c;.,nd .. " IU Plopl, 
from authorized sources. we provide citations to p"ninent 
section, in 71:tt HrJ,I,;l and n. fArJ of Ibt Ri"l' and other m~jor 
works by J.R.R. Tolkien. Whert weh~"f Cltr~pobled infonna
tion. we dther omit citations or w~ rtfcr to publiutions in ICE', 
MUJIr-tQrtb ad~ntuR game series. 



A UTHORS' NOTE 
OrK g~1 o( ICE', M,JJk"wlb adv~nlur~ gml~ .smes u 10 

moist, compik md l1.'-issue iu previous MiJJIt .... rtb Roir PI.Y'''l 
(MlRP'") publicalion$. To ,1. gruler uunl thm ii, prt'd«u
IOU, howewr, the pnSC'lIt module represents ( wilh a ftw 

aceptioru) ,1. rtwriting-nther thM! ,1. mere revision--of 1.',1.£
lief m.llm.ili,. Tht ,1.lIthors of Sotolkn. ~ .. II-. llt PttttU ftd it 
appropriale_ the-R(ore, to olTer $Orne comment conccming the 
wpe and scopt of Ihis modllle_ 

To btgin wilh, il is worth ;uking whYlhe lome you now hold 
in your h,1.lIds isclltided Sotol~r .. ~ .. <hff: llt Prvpk, father thM! 
simply ~Gondor- or "The Gondoriaou: Afur.tll. one of the 
rTUIIifcSl ,1.inu of the SC'ries is to pl'CSC'nllhe realms of Middle
earth ill their clltirelY. Thc II/Iderlying reason for Ihis is quite 
simpk Ihe cost of a prodUcllwiceor cl'(n fourlimrs lhe present 
si:« would Ix (Jr 100 cxorbitant. H~ppily, though, Ihis partition 
of the subject mancr is nOI wholly artificial. ;u it is l'Cinforced 
by key dcments of the history and geography of Gondor ;u 
J.R.R. T olk ien himself has depicted dIem. Thus, we fed 
comfortabk publidling 5owlbi." ~IIJIIf': llt Prop/t and 5(1111« ... 
(AnJ.., Tbt 1","J ;u Jfparatc works. A pair of s;ster modulrs 
dealing wilh the buds JIltI peoples of northern Gondor art 
currently iu prep.1T:l! iou. 

The chal/euge of prodllC1llg a comprehensive, coherent, and 
;men',1.l/y consiilent description of the largest .md most com
plel realm in Middle-e.mh h;u prol'(n a daun ting task. In 
addition to gr.lpp[mg ... ·It!. the subst.mli,1.1 inlttpr~til'( difficul
tics ofT olkien's own refeTl'llCcs 10 the rtgion, the authon hal'( 
Iud to come to grips with discrep.tnciu wilhin Ihe corpus of 
put, prtS<'nt, ~nd forthcoming MERP publiC.ttioou de.tling with 
the territory coV<'red by this moduk \Vhertl'(r w~ hal'( bun 
confront~d by such contr.ldiclory infonnation. we hal'( devoted 
a gr~~t d.-a[ of auemion 10 reaching th~ ben possible solution, 
and we oop,e thJt (uture MiJJIt .. ,.,,! authors will find out work 
an ~equate foundation on which to build further modulrs set 
in $Olnhern Gmdor. 

Another difficulty .... e encountered in 3uempting to integt'::Iu 
the-SC' mJteri~ls was the scale of thdr description. As nuy be 
cXpt'cttd, Ihe si:l:l: cOllstrainl$ on this modul~ h;tVe neceuari[y 
imposed limit$ I.II'0n the degree of detail that w~ possible to 
achieve. withollt del,riving the moduleof a balanced covenge of 
the whole territory for wILich it w~ responsible. fu a result, we 
have bern forcod to omit or compre$! mJny features descri bed 
in greatrr det., il in ear/ ier ICE works. 

A fin.tl factorpla),ed ,1. signifi cant role in the aUlhors' decision 
to rewrite rather thm revise Ihe pr~viOtU ly published materi.tls. 
It concttrU the ttmpor.tl sco[>C' and u ning of th~ moduk ICE 
Ius choun to key aU of iu descriptions to the }'CM TA 1640. 
This is a good idu ;u: far ;u: the unity of tlu- MHP urits is 
conc~d; howeWT, there are certain inherent dn.wbadu to this 
policy, which beeoll\( pmicul.nly acute wh~n ,1.pplitd to the 
rcg10ns eo~red in thu module. 

Fo£ th~ northern half of Gondor, Ihe )'cn T .A 1640 nurks 
SC'1'(ra1 important evcnts--{he rcmoval of the King's HOlm: to 
Min;u Anor, the renew.tl of Ihe White T ree, and the abandon
ment of the Watch on Mordor--all of which would nuke (or 
inttrtst ing adventure settings. By contr.ast. nothing of speci.tl 
conuquence takes place in southern Gondor during tha t same 
)'ur, nor Ihe yur after, nor in tt\Jlh for thc nut hundred alld 
stventy years. On Ihe other hand, if viewed ;ua wholr. southern 
Gondor's seven thousand years of recorded history arc lit~r.llly 
overflowing with exciting, epic-scale events which would bc 
very attr.lc tive to fantasy role phy~n. This point may Ix 
iUusmted by ICE's Ki,t-jlrifr'" $Ourctbook, which uploilS a 
mer~ fraction of southern Gondor's [>ountial, ,1.nd yet h;u 
managed to generate more t han two hundred pages of adventure 
material for the period ofT.A. 1437- /447 alone. 

Added to this mUSI be Ih~ recognition that th ... T .A. 1640 
period is arypic,1.1 of Ihe general p.tttern of southern Gondor's 
hutory, due primarily to the fact that il lies in Ihe immediate 
afttm'l.lth of tlu- Grtat Plague. This was. in T olkien's own 
words, Ihe grcatrst dis.uttr tOtWT Sl rike the Soulh-kingdom in 
all its long hutory ( l..oIRUl, p. 328} Unl~ss ont h;u a prtdiltc
tion for such a gmle tnvironmc.nt, it should be app3rent that 
TA 1640 u not tilt id~.tI setting for a southern Gondor 
nmp3ign. To put it bluntly, thert,1.re mor~ imporulII (and 
interesting) things that haYe happt.ned in the history of south
rtn Gondor---bcfort' 3fld afur TA 164O-thM! should be 
rtleg3trd to the footnotes. 

Because the ht ~dition modules dealing with sou th~rn 
Gondor au udusively fOC\J.5Cd upon this pt'riod, the revision 
authors hal'( opted to USC,1. morc eomprrhrnsi I'( appro,1.ch. This 
smttgy aUots proportionate sp~ce 10 aU historical pt'riods. (Of 
cou~, the post-Plague pcriod is hardly neglwed.) 

We sinctrt[y hope that you, the rudrr, will find .-njoyment 
.md usc out of our work. In fact, we would be gr.luful to hear 
your comments, crit i~isms, or suggestions on the fonn~t or 
content of rhis module, sincc thue may prove \'3Iu~ble to th~ 
preparation of the forthcoming N~rlbt ... ~nJo, rdeases. All 
fe«iback should Ix sent to Chris Seeman: PO Bo~ 12 /3, 
Novato, CA 94948, USA (chrisI224@aoJ.eom). 

-The Authon 
Septemhcr 1995 



2.0 BETWEEN 
MOUNTAINS 
AND SEA 

OmJor' ConJiIf, ~r.wm ,IN M",,,'It;ru ""J 1« St,,! 
Wm Wi"J bl.w tbr..; u" li.f6r "poll II" Jilw, T rrt 

Ftll It" Imth',."", ,'''I'''Jnu oj tilt Ki"l' oj Dil 
o prot<4 ", .. lis.' Wl!ilt /awm! 0 wirrjJ ff"QWII QnJ r/wont if zoU! 
a OmJIIT, ConJIn'! Sh..1/ Mm brbclJ Ibt Sih'fT T rtf, 
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From ,he grim walls ofEphd DUarh in the ca.n f O the bi:u::k 
cape of Rou Marthil III the Wejl . from rhe lowering gate$ of 
Argonath in me north to the might)' gorge of HOlmen in Ihe 
south, Gondor is a very special place. h is well suited to its role 
as tht hunb.nd of Endor's most storied rnlm. lu gr.md. 
mrbulenc history is as rich ;IS any in lore, .tnd bdiu iu proud 
Olinadan lords. 

A VOlSt domain of imperial proponions. Gondar embodies 
the lcg;acy of the OUncwin--thc Men orlhe Wut-whosailcd 
to the shores ofMiddlc-tarth from Nwmnor, rair \V eslcmc~. 
thdr u bnd homeland. The OUnccbin received Numenor as a 
reward for their ancient friencbhip and alliance with the Elves. 
The Powers that rule the world---lhe Vabt--granled the 
Ot'lnJdan people a ntw land 10 dwell in at the beginning of [he 
Second Age. There, the Vabr hoped that the Men of die West 
might find bliss a.nd peace beyond al! others of monal nee. But 
though they enjoyed the bounty of Numenor, a rrsde$SJlcss 
drove thr saib of the OUnedain ever ustward. and bold 
Numen6run venturers uplored the couu.1 rtgions of Middle
urth, brfriending the native peoples and sharing with them the 
bleSJings of \VesterneS$e. 

Yet even these f'lr-reaching travels failed to quell the disquiet 
in their hearts. and a brooding shadow ftll over Ntimenor. All 
gOQd things they had been given by the Powm, all gOQd things 
but one; an escape from Death Itself. So it wu that tht OUnedain 
became discontent with their lot, great though it was. They 
strove for the immortality of their EI'IC'n fricncb. Of course it 
did not lie within tht authority of the Powers to rtvokt the fate 
o f Death. which was the Gift oflluvatarto the Secondborn; and 
the Va!:tr .stnt emissariu to the King ofNumenor, tounseling 
him to accept fredy tht Doom of Men, lest tht vain duire to 
deny his mortality become the downfall of hu nCt. 

Tht Numen6rean king rejected these warnings. Finding no 
rrle.ur from {Xath and no satisfaction from the Powers' wue 
eC>\m.sc1, he instead turned his frustntion row:uds the pursuit of 
wealth and power. H e exploited Middle-earth and opprcs.nd its 
p<oplcs to sate his own emptiness. The greater part of the 
Dlintd;lIn jOined him in th is, naming thenudvcs the King's 
Mm. and they u u bhshed great colonies on the coasts of 
Mtddlr·urth for the unbounded fulfillment of the,rgreed. But 
wme there were among the Otined;lIn who rem;uncd true to the 
JnClCIlI IdrJIs of loyalty to the Valar and friendshIp w,th the 
ElvC$. GUlIIg the11"tKI\'es the Faithful. thry ""fustd to t.lke pan 
III the dendcncr of thrir countrymrn. 

More alld more of the Faithful chose to abandon thei r 
homeland as the shadow grew darker over Numcnor. They 
sought a place where they might live free of the corruption to 
which their kings and kinsmen had succumbed. In this way the 
Faithful came [0 inhabit the lauds of southern Gondor; for 
thon lancb had been entnuted to the rule ofimruor, who had 
the divine favor ofUinen the Maia, and who was a(counted a 
mend by the Elves of neighboring Edhellond. Though never 
endorsing the ways of the Faithful, the King ofNumenor had 
permitted 1I1CIII <if Ihey so desired) to take Imruor as their lord, 
se long as he remained loyal to the kings. 

For a thousand yurs Imr:lzor and his descendanu m[ed the 
Faithful of southern Gondor in the name of the kings. AU the 
while Numenor itself was destined to perish, because of the 
pride and wickedness of the King's Men. Finally,seduced by the 
falsc~of~uron,Ar-Plur.azOn,lheLutKing ofN"'menor, 
ruolvcd in his madness to make war upon the VJbr, a'id to 
wnst rrom them eternal li(e. In punishment for this act of 
ultimate hubris-and for the blasphemy of the ucrilcgious 
worship which the King', Men now paid to Mdkor. Lord of the 
Dark-Eru lIuvatar, the one true God, caused a great rift to 
open in the sea between Middle--canh and the Undying uncb 
o f the Powers. The ~e ofNumenor was drawn down into the 
abyss, and was utterly destroyed. 

At the pr:lycr of the Valar. those few Faithful who had )"Ct 
been dwelling in Numenor when the Downfall came were 
spared the ,,,in of their homeland. They were carried ofTby the 
wild su to the shores ofM iddle-urth, where they were received 
by their bmhren. These newly-come niles were led by Elendil , 
Lord of Andunii, and his two sons, lsildu! and An.irion, who 
had long be-en the protectors and champions of the Faithful in 
the coun of the king. Fortune smiled on their new home. fOf 
they wae of the royal line. Soon after their min culous amval 
in Middle-eanh, the Faithful took Elendil as their king; for, 
prior to their fall from gnce, the kings of Numcnor had been 
the priests of their nation. and the FJithful needed a monJrch 
in order to perform the proper worship of J[uvatar. 

Elendil and his sons hold ne ither the power nor the desire to 
disrupt the sacred politial order of the Faithful in southern 
Gondor, so they did not impose thcir will di rectly upon the 
league of colonies lhJ[ had lived under the authority oflmr:lwr's 
line for so many cenruries. l nstud, Elendiltook up his rule in 
Eriador, founding the N orth-kingdom of Arnot. His SOI15 
Isildur and An~rion closer to the Faithful domains, taking care 
to respeCt their OUnadan predeceswrs, called their own realm 
Gondor. Ihe South-kingdom. 

Over the course of the nut three thousand years. the IJncb 
and peoples o r southern Gondor were gndually incorpor:lted 
in to the rulm ofElendiI' 5 royal hcin .. Still, the Icgacyoflmru6r 
the Nlul1en6rran-and the distinct identity of the Faithful that 
his lint h~d ruled-were never erued. Rather they lived on; 
indeed, they were destined to survive the demise of Elendi!,s 
dcscendanu in the $outh-kingdom by a millennium. Hur now 
the epic talc of the Faithful of southern Gondor, bctwun the 
mountains and the selL .. 



3.0 HISTORY 
The history of Ihe lands comprising ,southern Gondor sp.ms 

IC'I'Cn long millennia, from the first $<'ccJ.:mcnl of the ~gion by 
tht: mysterious On.ghu in the First Age [0 the tl"lUmph1r11 reign 
of Aragom E1uur rh.1t in.1ug\l~I«Ilhc Founh. h is ;l talc of 
lrWIy peoples. but prccminently it is the laIc of dIe Faithful. 
those NUmcn6ru.n settlers who m:ldc Mlddlc-unh their home. 
~ who forged .15OClcly whose legacy wu to become the single 
unifying thrt"ad 1ru.1 binds together the myriad of individuals. 
plxes. and c~nu that playa parI in this epic dr:llm .... 

This $\'Clion provideJi "n h'S[Oric.li overview of southern 
Gondor. For mort dct:lIlcd hinorical inform.uion about a 
putiwl.tr ~rson or place. one should consult th .. biogr.lphics 
of imporom il1dividu",[s (Section 11.0) or the gumter (&::c
tion 12.0). A eimdi",: which lists every signific:ull dale 11,31 
appurs in this module is included as a COllvenient ufcrtnce tool 
at the couclusion of the present hi ~ tory. (Sec Section 3.15.) 

3.1 THE W ESTWARD 
MIGRATIONS 

Although the IAincdain would evcntually pby the central 
role in this history. the lands which were bter to ","come 
southan Gondor had already ","en inhabited by Men for neatly 
a thowand yurs ","fore any IA'madaneverset foot on the shores 
ofMiddlc-unh. These Men, though diJt.londy related by thcir 
bngwge, were of tWO wholly distinct cultures: the Drughu and 
the Daen peoples. Both panici~!fd in Ihe grc:at wcslward 
mignriolU of Ihe First Age of the Sun, though few of their 
numbers ever reached Bderiand. Despite their dwindling ova
the ages, a remn;ont of both the Daen and the Drughu survived 
into the Fourth Age. 

3.1.1 T HE DRUGHU 
The first people 10 set foot 

in the lands of southern 
Gondor were the Orughl!, a 
stCrttive folk of forest and 
glen who had few de:llings 
with other Men. Their desire 
for solitude and hiding had 
grown out of their e~pericnce 
of persecution, fUr, and ha
tred at the hands of other 
racu-upeciaUy Orcs, bur 
also by the Daen peoplcs that 
wert: to follow in their foot
steps. Because of their stature 
and appearance, many con
sidm:d the Drughu to be 
little more than wild beasu, 
and treated them accord· 
ingly. Only the &bin-the 
ancestors of the latu 
Dunedain of southern 
Gondor-and [hose influ
enced by the culture of the 
latter ever acknowledged the 
humaniTy of the Dnlghu, in 
token of which they add .. d 
the dement ,.L.ilf to their 

name; hence, they ","c;une known 10 the latu inhabit;ln~ of 
Gondor as the Dniedain. Bm when the Dnlghu first migrated 
into southern Gondor, this bter nppl'OChemenl nill by centu
ries in the fmure. 

It is 5,;lid thaI the Dn..gllU entered southern Gondor from the 
lands to the wuth and cast of Mordor (which the OUnethin 
would bur dub "Near Hand"). The Drughu did not possess 
the skill of boat-making, and it is therefore sunniscd that , 
having wandered ;nlo the Vale of Anduin, they must have 
crossed the Great River ncar to the isle of Cair Andros, which 
lies in nonhern Gondor. Once they reached the west bank of the 
river, a sundering of their folk took place, in which some pressed 
onwards through northcm Gondor ~d into Bcleriand, whcrus 
the gre;lut part turned south, following the river into ,he 
flowu}' vales of the \Vhitc MOllnuins. Though their numbers 
were few, living in small, cnmdcd family groups, by [he middle 
of the First Age, the Orughu roamed the lands on both sides of 
the mountailU ;u f:lt;u what would later become the Andrast. 

Although "primitive" by the $Iandards of the Dunedain, the 
Drughu elcclled in one skill above all others: namely, their 
ability to shape ;lnd craft uone. The ancient Omghu had always 
been nomadic, and ncvcr bUilt pernl:lllcnt dwellings for thelll
sdves; y<'t wherever they went, thcy lcft witness to their presence 
by means of their stonework. This often took the fonn of 
st"3tuary: images carven in their own IIkenus, which the Omghu 
referred to as the GM:t.i,,-ibor( Or, "Watch-slones~ ). T1le abhin
khor were reputed to have rTl;Igic.:.1 powers. and were often usc-d 
by the Orughu to protect their folk against enemies. These 
works of Dn..ghu stonccraft remained a wonder to the later 
inhabitants of southern Gondor, even when the Otughu than
selves had long since dep.1ned their anciellt haunts. 

3.1.2 T H E DAEN 
PEOPLES 

The second morul kindred 
to .. nter the lands of southern 
Gondor were the Daell. This 
family of pcoplcs spoke a lan
guage remotdy rebted to that 
of the Drughu, although the 
origins of;15 kiruhip had long 
been forgoucn by the time 
these fo lk reached southern 
Gondor. The first wave of 
Daen migntion came 
through ,he empty Gap of 
Khand and passed SOUlh of 
Mordor-doubtless fo l
lowing the trail of abhin
khor left by the DrughlL 
The second wave, avoiding 
the fierce tribes then present 
in Klund, arrived via Ihe 
gu$SY steppes no"h of 
Mordor's fences. 

O f these two sepante 
waves of migration, the first 
rtached Cair Andros be
twun the second and third 
ccnt\lrics of the First Age, 
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The second wave arne much later and more gradually, entering 
southern Gondor late in the First and early in the 5«ond Ages. 
The earlier wave was the smaller of the two, and comprised two 
peoples: the Donan and the Daan Mor. The Donan wen: loath 
to cross the Anduin, desiring to remain on the east bank of the 
Gn:at River. The Dun Mor were eager to press on, but their 
ro~d took them.ill the way to Bderiand, and it was not unti l the 
beginning of the Second Age that they returned eastwards over 
the Blue Mount.ains and through Eriador to settle in southern 
Gondor. 

The second wave of Daen peoples all crossed the Anduin. 
settling the lands on both the northern and southern sides of the 
White Mountains. Like the Drughu. these fol k did not build 
pennanent dwell ings. but wandered from place to place, gath. 
ering nuts, berriu, and roots, and hunting g.une for their food. 
But though they fured and stood in awe of theirstonecraft. the 
Daen fdt little love for the Drughu, whom they called Pwbatl 
( On. "Demons"). The Drughu were deadly in stealth and 
ambush. but wen: far outnumbered by the Daen-folk, who in 
time drove them away from the best 1.lunting grounds, forcing 
them to withdraw inw the high moun fain fasmes$CS. 

3.2 THE ELVEN HAVEN 
The D~en. though tht;y were: the most numerous and wide

spre~d inh~bital\ts of southern Gondor during the First Age, 
were not the only kindred in addition to the Drughu that dwelt 
between the mountains and the sea. In the year I .A. 474, three 
Elven shipj were seen off the coasts of the rocky peninsula 
which the Elves named Iklfalas. These Sinda mariners, led by 
Cirdor son of Cird!U\ , wt;re fleeing the w~r-torn coasts of 
Ikleriand in search of a place of refuge. Guided by the will of 
Osse the Mai~, the Elvu brought their ships to the mouth of a 
gre:a t rive r (the Monhond-RingI6). 
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The Daen-folk who were then dwelling along the shores of 
that estuary fled in tClTor before the bright-cyed m~riners . But 
the Elves remained, and built then: a fonified haven for their 
ships on one of the rocky islets in the river mouth. This was 
Land Duilin (5. " H aven of the Rivers"), and beside it upon the 
hither shore grew an ~ncient grove, which the Sindar tended and 
h~rvestcd for ship timber. Cirdor's refuge mn~incd unchanged 
for the remainder of the age, until th~ ntin ofBeleriand brought 
n~w refugees to the coasts of southern Gondor. 

500n ~ft~r th~ beginning of the Second Ag~. many more 
Elven ships c.une to the haven, bearing with them the surviving 
remnant o f the Grey-elves ofDoriath, th~ kindred and fri~ndJ: 
of Land Duilin's Sindar. They were led by Amdir ofDoriath. 
and his son Amwth. and sought Gtdor's wand citadel as ~ 
dwdling p l~ce apart from the Noldor of Lindon. whom they 
did not hold wholly blameless for the Kinslaying at Mencgroth, 
in which Dior their lord had perished at the hands ofFcanor's 
accursed sons. \Vishing to have no mon: dulings with the 
N oldor, Amdir desired now to join his people to Grdor's folk. 

Yet Land Duilin had been built only as a refuge in time of 
war, and was tOO small to pennanently accommodate so many 
newcomers. Cirdor was divided in thought over the matter. He 
tOO desired his folk to live as brothers with Amdir's people; y~t 
he also loved Land D ... ilin. and would not be paned from this 
dwdling pl~cc. for OS5~ himself had led him there. $ceing the 
tunnoil in Grdor's heart, Osse spoke with the son of Grdan, 
saying th~t he would fulfill both ofhis desires. 

Thereupon. the Movu of IsI~nds uprooted Lond OtJilin 
from its foundations; and pulling it in tow, Ossi' guided the rock 
across the estuary until it drew nigh to the wes tern shore. Then 
the Mala once more seClJred the islet to the stony floor of the 
river, cre~ting a sheltered cove and a n~turaI h~ven for both 
groups of Sin dar, where the two kindreds could Jive side.by
side in hannony: Cirdor's folk upon the islet, and Amdir's 
people in houses upon the shore. In this way, the Edhdlond (5. 
~Elf Haven") of southern Gondor was born. The Elvu of 
Edhcllond had little dealings with the other peoples of south· 
em Gondor. yet their dwelling became one of the chiefhavc:ns 
for Eldarsecking the Undying Lands. a journey which brought 
many wandering Elven companies over the p:lSSCS of the White 
Mountains and through the lands of southern Gondor. 

THE FOUNDING OF TIRfTH AEAR 
Later in the Second Age, when Sauron had fallen back into 

his evil W.1YS. he plotted to wage war against the Elves of 
Eregion in th~ nonh. Fearing that Sauron might also launch ~n 
attack upon Edhdlond. Amroth son of Amdir sought out a 
nronger refuge for his people should Edhellond fall to the 
enemy. Amroth chose for this purpose the rocky promomory 
of Land Cobas. which ht; named Dol Amwth (5. " H ill of 
Amroth") after himself. ThCII, inS.A 1600. Amroth began the 
bui ldingof a great tower upon the cliffs overlooking the waters 
of Land Cobas. The work was finished twenty years later, and 
Amroth named the citadd Tirith Aear (S. "Sea-ward T ower"; 
lit. "W~tching-the .. Sd·). Although this impregnable fortress 
was never besieged, it bter came to be the residence ofG:Uadrid 
!U\d Celeborn, who were to spend nearly two thousand years of 
the Third AQe in southern Gondor. 



3.3 THE DAEN COENTIS 
In the COlIne: of the first millennium of the St-conJ Age, 
~ socitty and culture of the D.ltn ptoplc5 of wurh.,m 
Gmdor Wlduwc/ll profound ,hlmge. The Inrufomulion 
wu wrought by their cnrOllnuTS with Sauron on the one 
hand, and the Numcn6rt.1J1 vmturc:rs on the other. The 
consequence of Ihue interactions with higher powers were 
far-reaching. and would exercise;1 dClcnnining influence on 
the Dun ptop[cs forever afur. 

3.3.1 THE RETURN OF 
THEDAANMOR 

AI about d~ .same time thu the Sindar ofOorialh s..ilcd 
inlo 8clfal.u B.iy to join Grdor's folk. :ulQlhcr migrnion 
inlO $GUlhem Gondar w.u uking place { .. nher inland. It 
consisted of the survivors oflile Dun Mor. who h .. d fought 
on the side of Morgoth in BdcriJnd, ;md who were now 
!'twming to the ustcm lands of their kinsllIen. During their 
sojoum among the hom of Angb;lnd, Ihese Dacn-folk h3d 
becOTJK' great in warcraft. and they were knowiedgeable 
about INny thingJ (such as the forging of iron)unknown to 
their more primitive brethren cast of the Blue Mount.tins. 
Thcir ~ssion of such skills, combined with the .Ins of 
dominion which they h.td learned in Ihe Kmce of the Grut 
Ennny, kd the Dun Mor 10 view themselves u the nalural 
laders of their les5Cr kinsfolk in southcm Gondor; .. nd 
comingmlong them by w.ty of the Grith Nimrals, the Dun 
MorulOIblished themselves as:1n u:dusive casle of warnor
rulers. 

The Daan Mor chiefdoms were cO!\(cntrated in the 
Pinnalh Gdinof Anfabs, but their dominion e~tendedas far 
cUlw.trd aJ the Gap of Lamedon. Many of the indigenous 
D.ten-folk of southern Gondor suffered under t he mle of the 
DUll Mor, because the biter soon fdlto warring .tmong 
thm~IYu and compelled their subjecu to fighl on their 
behalf. Some of the Daen who were unwilling 10 submit to 
the Dun Mor (led into the \VIlile Mountains, eking out.t 
~tched uistencc among the barren highlands, be)'Qnd the 
rtach of their opprusors. It was these highland Oacn who 
were soon to become the dominam power in soulhern 
Gondor, by vinue of a forncilous encounter with Sauron the 
Maia. 

3.3.2 T HE SERVANT OF AULE 
During the First Age. Sauron served u Morgoth's lieu

tenan t in the wars of Bclcriand; but after the fall of his 
muter, he was for a time rCp<'nram, and sought to amelld the 
evils he had hdp<'d to bring about. In origin. Sauron had bnn 
a Maia of Aule's p<'oplc. and his duire hy in makillg things. 
When, therefore, he came upon Ihe highland Oaen ofthe While 
Mourll.tins in his wallderings, $.turon befriended them; and he 
laught them many skills of cufling and forging, so th.tt they 
might defend thw.,clvcs and thcir lowland brethren :lgainst the 
oppression of the D33n Mor. Grateful and ovcr.1wcd bySauroo, 
whom they called Shaglic Gobha (Do. "Scrv~m of the Maku"), 
the highbnders named thmlSdvts the D~en Cormis (On. 
·'People of Skill"). 
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With the .lid ofSauron, the D:lHl Corntis forged not only 
wcaporu o firoo . but also a highbnd socie!)'of great powtT and 
glory, They imide warupoo the Dun Mor, and liberated many 
of the lowlanders from their yoke. adding many of thuc to the 
Cocntis alliaoce. In order to help cement the bonds o f this 
alliance. Sauron guided the Dun in the ddving of .I vast 
subleruncan complex bcne~th and through the mount:lin!, 
intended to unify the Dam j>«lplu on both sides of the Ered 
NimulJ. 

This stronghold was called Lugh Gobha (On. MH:l1l of 
Gobha~) because at iu center was unearthed the St~r of Gobh~. 
a sacred jewel rrputed to be the very heart of the mOlJntairu 
the~lvu.. Y etthe light of knowledge and wiJdom thatSauron 
brought to the O~en was nOI without iu fl.tws, among which 
was their continued ignonncc and feu of the Onlghu; and in 
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the completion o( Lugh Gobha, the Coentis drove the Drughu 
out of thdr high mountain refuge which the Daen called Slaem 
l'\Jehad ( On. "Cliff of the Puchacl"). 

H aving undone the kgacy o( the Dun Mor in southern 
Gondor, Sauron took leave o( the Datn Cocntis, and departed 
from theirmieL:t. S:lUron would not return to southern Gondor 
(or more than two and a half millennia, but when he did, he 
would call upon the Dacn Cocntis to repay their ancient debt 
to him. Meanwhile, during the long centuries of Sauron's 
absence, his early labor, among the Cocnti, bore fruit, flowering 
into the greatest M:umish civilization in southern Gondorapart 
from that of the DUnedain themselves. 

3.3.3 THE DANAN LIN 
Not all of the Dacn-folk of southern Gondor bc.::ame a part 

o f the Coentis alliance; while Samon was uniting the highland 
clans, 1113ny of those Daen tha t dwelt along the coasts of Bel fa las 
Bay encountered thcir own saviors and cultural benefactors: the 
Numcn6rcans. Denied the \Vut by rhe Ban of the Valar, rhe 
sufaring DUnedain set sail cast to Middle-eanh, desiring to 
explore rhe laneL: of their binh, and to share their gifts with 
!llO$e Men that had nevcrcnjo)'ed the favor ofthe Powers or the 
friendship of the Eldar. 

The DUnedain as yet took no active role in the ovenhrow of 
Morgoth's fomle r servants; nor did they mah pumanent 

dwellings along the coasts. Nevertheless, 
the NI'lmcn6reans did assume the role of 

teachers and mentors, and counseled the Dacn-folk in the 
ordering of their lives. Because the Olmedain refused to impose 
their will (however benevolently) upon the Daen peoples, the 
coastal peoples never developed as unified a society or culture 
as their highland relativ~s; yet they n~ver forgot their fri endship 
with the Men of the West, and named themselves the Dmm 
Lin (Du. "Lurned Folk"). In the centuries that were to follow, 
the Danan Lin joined themselves to the Numen6rean colonists 
who settled in southern Gondor, and nev~r sought alliance with 
the Daen Cocntis, 

3.4 NUMEN6REAN 
COLONIZATION 

Although the southern Realm in Exile W ;lS "founded" by 
Elendil's sons in SA. 3320, .. significant portion of Gondor's 
territory had b~en Num~n6re.1n land under th~ dominion of 
Pclargir. This Numen6rem (olony had ui$led ;IS a political 
entity for neuly a thollsand years before lsildur and Anarion set 
foot in Middle-eanh, and all of the lands which were one day 
to comprise southern Gondor were al ready within its sphere of 
influence at the timeof the Downfall. Moreover, the Faithful of 
Pclargir vastly outnumbered the followers of Elendil that had 
jU5t escaped the wreck ofNumenor, amounting to a mere five 
shiploads of refugeu. Until [h~ feudalization of southern 
Gondor in the utter half of the TIlird Age. the geographic and 
political unity of Gondor's southern provincu summed from 

the historical influence of Pelargir. 

3.4.1 PELARGIR 
The history ofPdargirbcfore SA 3320 accounts for its 

subsequent rebtionship to ElendiJ's sons and the realm they 
forged. Pelargir W;lS founded as a colony in the year 2350 
of the Second Age under Tar-Ancalimon, fourteenth King 
of Numenor, Prior to that time, it served ;IS a temporary 
naval outpost, built by T ar-Minastir for the war against 
Sauron (hence its name: S, "Ganh of R oyal Ships''). After 
Sauron was driven out o( Eriador in SA 1701, Min;lStir 
withdrew hi, garrison from PcI.lrgir, placing its huber 
under the care of the Guild ofVtnturers. It was this group 
which played the decisive role in the later history of th~ 
haven and its colony. 



The Guild o( VenuL~r' wu :I. brotherhood o( manners 
(ounded in the yur SA 741 by Aldanon. who w.u bter to 
become the sixlh King o(N':,mtllor. Aldarion h~d "sllblishcd 
a cownant with Uinen the MaLa. Lady Q( the ~u. who gave 
prot«tion to Ihe sn(lnng N,imenornru and special (a\'l)r to 
A1danon and hi, (ollowers. who were Ihuu(ter known :is the 
Uinendili (5. MLovt'TS o( UilLen") Although (ounded and 
pmoniud by the House o( Elro$. the Guild o( Venturers 
rmu.innf (ne (rom the authority o( Ihe kings unt,l ,ts dissolu
tion by Tn-Ciryatan in S.A. 1883. The C'fCl,mS['IOCeS SLlf
rounding rhe dislnnding o( the guild Jre inrimauly rdated to 
the foundation o(Pebrgir some five hundred yurs IJur. 

3.4.2 THE REBELLION OF MORAZOR 
Following the duth o( Ald.1non in S.A. 1098. the leadership 

o(lhe Ventllnrs nmJined tied [0 Ihe kiug' $ hOLLse; Ihis ludilion 
was never compulsory. although it rcncClcd Ihe indispensability 
o( to),al palronage (or Ihe gllLt.!·s continued eristmce. AI the 
time o( its dissolulion. Ihe Caplain o( Ihe Venturers WJS 
Imrnor, son o(Tar-Cirplan Jnd h:LI(-brothrr to Aunamir his 
heir. Ciryatan's (irsl wire had died at Al3namir's birth. bur his 
second wire bore him Iwin sons-Imrazor and M(,uzor. 
MUl1ILzor shared in his dder hal(-brolher's growing estrange
mcnl (rom Ihe Vabr and Ihe Eldar. but Imnzor htld Inle 10 the 
gr:ace o( Uinen and Ihe (riendship o( the Eldar. 

Although their ~,'uildhoU$e by in R6menn~. the Venturets 
also at that lime maint:Lined and governed the havens o( 
VinyalondC', Pelargir. and UllIbar ILl the nallle o( Ihe kings. But 
Muruor wou greedy (or power and d0111111101l. :Lnd in his he~rt 
he- conceived a desire 10 (ound:L realm o(his own, M~ny o( the 
Venturers in N,immor wllo Wert o(]ike mind rebelled against 
Imru6r's leaderslup. nalllLllg M(Lrazor as their capum. ~nd 
followLllg him to Middle-earth to Iml>OSC' d,elr will on the resl 
o( the gUIld. 

MUnzOr and IllS (ollowers arrived at VmyalondC' III the 
spring o(5.A, 1880. seeking 10 depose ImDZor. and to uke 
(rom him Iht K:Lrma o( Aldarion. tht loken o(Uinen's covenant 
and the sign o( authonty over the Ve11lurers. Sut Imuzer w.u 
not there; he had travelled to the Elven haven o(Edhellond in 
Ikl(abs before his lrcadlerous brolher and till mutineers set 
(OOt in Middle-urth. and .so escaped Ihe (ale o( those who 
sought to resist Mi,razor's coup. M(,razor had the grenler 

support in Vinyalondc. and ordercd ~ll o( the V .. llIurers s[ill 
(aith(ul to his brolher slaughtercd. 

When news callie to Edhellond o( Muraz6r's rdxllion, 
ImrazOr withduw (rom the Elven isle to the sa(elY o(PelMgir, 
wheu he w.u soon ksicged by [he mutineers.. Bc:caLLst of the 
strength o( tml havtn and thl difficulty o( rhe SlJ,ward ap
proach. Muraz6rcoulddono morc Ihan contain his broth .. r. So 
it w.u Ihat word o( Muuwr's rcbellion did nOI rueh Ihe urs 
o( the king in N':Llllenor unlil nearly twO yurs had p.uscd. 

Unable to eoncentr:Lle his (orces in Eriador because of his 
brothu. Muraz6r resolved 10 ~bandon Viny~londi' ~nd seck the 
greatCT prin o(Umbar. Unlike Vinyalondi or Pdargir. which 
\VCre u thar time liule mon:' than intemILttenl naval OlllpoSt.s. 
the greal nalural hnen o( Umb~r h.ld been a p"rmanenr 
Numenorean colony (or over six hundnd reltS when Munzor's 
fleel landed Ihen in S.A. 1882. Morw\·er. Umb:Lr wou fasl 
becoming a cmlnl conduit (or the nucenr tribu[:Lry s),stem o( 
T ar-Ciryuan. Umb;'Lr already possessed all o( the ingrcdients 
(or a kingdom in its own right. 

The strenglh o( the r .. sistancc in Umb,lf lIeccssit3ted Ihe 
raising o( Milnze r's siege against P(brgir. which finally en
abled ImrazOrlo bear tidings o(his brolher'scrimes 10Ciry,lun 
his (ather. The king w.utcd no rime in commanding his 
wayward son to recam o(his revolt. 3ndsumm0[1ed MUr::I.zOr 10 
Ntimenor (or judgment. But M(,razOr had alrudy procbimed 
himsel( King o( ,h .. V .. nturcrs, and his pride would not now 
allow him to submit to his (:Llher's will. Yel he knew also that 
then: wu no hope in oJX'nly opposing the might o(N':,menor, 
therefore. in the end. MiluzOr relinquished both his cbim and 
his n~livc allegiance. abandoning tv .. n his own (ollowers (or the 
SJ.nCtU;'LryofMordor in S.A, I 883, whence he would never again 
relum u a living man. 

The mutinyo(lhc Venturers under MUr::I.zorJX'rsuadcd Tar
Cirpt:L1l that th .. guild w;u a flOtellrial threat t.o his ropl 
aUlhority in Middle-urth. AI the ume rime. the king recog
nized th:L1 MUDZor's rebellion h~d in no way b«n precipitated 
by the covenant with Uinen. and th~1 Imruor:lS the cuslodian 
o( [hal covenant h .. d remained faith(ul to him. Moreover, Ihe 
g~ce which the Uinendili embodied w.u bend;cial to ~ll ihe 

manners o( Numenor. There(orc. in Ihat same ynr. Ciryn~n 
issued;'L ropl decree dissolving Ihe Guild o( Venturers; but 
those thJt wished to maimain their covenant with the udy o( J)., ... p,ap/u 
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th~ &as would be permitted to continue their devotion under 
the authority of Imrazor and his descendants, so long as the 
latter ~maintd faithfill to the king's house. 

A5 a reward for his fidelity, ImrazOr himself was granted 
dominion over the ha~n ofPelargir, though this privilege was 
not e~tended to his progeny. Manyof the fonner Venturers that 
had not joined in Murazbr's revolt gatheKd theK under 
Imraror because of the Kanna of Aldarion, while others re
mained in Umbar or settled elsewhere along the coasts of 
Bdfalas Bay. Y er Peb rgirn:mained a royal outpost. and was not 
gt'.lIlud colonial status for another four hund~d and sixty. 
seven yurs. 

3.4.3 T HE PELARGIREAN LEAGUE 
In the year S.A. 2035. when Atanmlir succeeded his father 

to the throne, messengers "Ime from Aman warning the king of 
the Ban of the Valar. counsding him not to begrudge the Eldar 
their immortality, lest the desi re for deathlessness [ud the 
Numen6rcans to ru in. Aranamir rejected this counsel, but 
defencd his longing for immortality by turning aU of his 
energies IOward the expansion of the tributary system and the 
cxp[oitat ion of Middle-urth for his own gain. A5 this mentality 
spread among the Dunedain in Nil menor, so tOO did estrange
ment from the Eldar grow. until at last, with the ascellSion of 
T ar-Ancalimon in 5.A. 2221, the people WeK divided into two 
parties: the King's Men who supported the tributary system and 
the nascent cult of the ancestors, and the Faithful who rejected 
these and .sought to preserve their ancient friencUhip with the 
Elves and their allegiance to the Powers of the \Vest. 

This division in Numenor pw::ipitated widcsprnd emigra
tion among the Faithful. who began sailing to Middle-eanh in 
the hopes of abs(;nting themselves from the cOrTUption and 
decadence of their homeland. Many of th<'.Se came to Pelargir 
because of its association with Imt:lzor and the grace ofUinen, 
so that within ~ hundred years the original naval outp05t was too 
small to adequately accommodate the newcomers. Imt:lZor 
himself died inS.A. 223 I, having [ived nearly four hundred and 
fifty years, and was interred in a hallow on the isle ofT olfalas, 
where Aldarion had planted an oiolairc tree. 

The governance of the haven then bccanle a matter of debate 
for the king, since Ciryatan had granted its dominion to Imrazor 
alone. Imt:lzOr's son Vi:amur sailed to Numenor in S.A. 2232 
with olher leaders of the Faithful to petition Ancalimon for a 
royal grant of colonial statw, but an actual constitution was not 
agreed upon for allother hundred years. At last the king 
reciprocated with an embassy which arrived in Pdargi r in S.A. 
2350, announcing to Vcannlr that T ar-Ancalimon had granted 
his petition. 

The Numenorean ideal for its colonies was anchored in the 
uistcncc of an urban settlement nlled by men possessed of 
Numen6rean blood, who independently governed a coastal 
hinterland under royal gt:lnt . The emergence of the tributary 
syStem necessitated a [egal distinction bctwun DUnadancitizcn 
and non-Dunadan subject, which protected the fonner from 
tribute on the basis of descent from the one of the Three H ouses 
of the Edain. The substance of colonial status hy in the fact that 
N(,men6rean settlements bcking it could be subjected to $Orne 
form of tribute, either as punishment for rebellion or as 
compensation for the provision of direct royal governmental 
and military servic<'.S. Possession of co[onial stams meant, in 
effect, chat the colony was self-governing. 

T ar-Ancalimon gt:lnted Pebrgir colonial stams with the 
intention of funneling the various "Faithful" elements of his 
empire into :I single jurisdiction, where he could more easily 
keep watch over them. while obviating the need for any direct 
government. This he accomplished by giving to the most 
prominent familiu of Pelargir authority over all Duneciain 
inhabiting the northern 3/ld western coasts ofBclfalas Bay that 
declared themselves to be oflhe party of the UFaithrul." H e also 
recogniud the line of Imrazor in its sacral role as uclll$ive 
medi:l.tor ofUinen's grace, giving Vcantur and his dcscend:l.llu 
substantial judicial powers over the other famili<'.S, and delegat
ing to them the task of allotting bnd to Ihe colonists. 

The privileges of colonial status were granted by the king in 
order to pbce Ihe burden of public finance upon the prominent 
families among the Faithfitl, by making the upenditure: of their 
personal rcsourcu contingent upon the holding of political 
office in Ihe new colony's governing counci l. By the same token, 



tilt: rutriction of cauin key functions (i.e., division ofl.tnd md 
wtirrute legal powe-r) to the line of I mr.uor kept .tny individual 
family from g.tining .tSCend.tncy over the odu:1"J. The line of 
lmru.& iudf was limited in not bting .tllowed to o wn l.tnd 
ouuide the haven, 001 was insre.td to receive m.tterial support 
from the other ruling f;unities as w mpt"nmion for ils religious 
and juridicalrespon, ibilities. 

THE PELAAGIREAN L EAGUF. UP TO nm D OWNFAll. 

The colony of PdMgir md iu hinterland of Lelxnnin we« 
rclaud to neighboring Numen6rcan colonies in Bdfalas Bay 
through a league of friendship md mutual assislance. Federa
tion within this luguc meam allied defense againsl a common 
ennny (usually Sauron). The ruling Council of Pebrgir also 
acted ua mediator in disputes where members of one commu
nity were un.tble to resolve their di(fe«nccs with morhn. 
M~rmip in this league was not compulsory, but it w.u rhe 
only Numen6«m political w riry in Middle-earth where rhe 
Faithful could hopt" 10 be in the majority. 

]nrem.tlly, the Pdargirean Le~gue d«w its legitimacy from 
the line of Imr.uor as the dispt"nser of Uinen's grace to the 
f(deRled coloniu . The Kanna of Aldarion symbolized md 
nnbodicd this protection, and was interred in a sacred chamber 
in the Hall of Ihe FailhfUl, which VtmlUr had built for the 
Council before his death in 5.A. 2389. This s.mCtll.t.ry renuined 
inviobte, cO'C'n under the days of oppre.uion, until die w ming 
ofElendil's sons in S.A. 3320. 

Pcbrgir and iu fcdet;1ud colonics h.td pt".tce for the greater 
p.!-rt of the Second Age. BUI as opposition to the Faithful grew 
in Numenor, the kings sought to impose more di«ct conlrol 
over the league. Ar-Gimilzor, upon his aswuion in S.A. 3 102, 
decrred Ihat Pelargir should be placed under the vigibnce of ~ 
royal n.tval garrison, .tnd thai all milir.1ry actions of the league 
should be coordin.1ted .and di«cled by tht garrison's caplain, 
who was to he appointed by and answenble to the king alone. 
The gumon rem.ained under T ar-Palmtir, bul was 3ubordi
lUted to the tolony', governing council. This privilege was 
~tr.r.cted once again by Ar-Phat;1zon upon hi, arrival in Middle
urth in 5.A. 3262. 

In 5.A. 3265, with the founding o f the Cult of Melkor in 
Numenor, identification with the F.1ithfUl W.1S coruidcred 
grounds for I«;uon .tgains, the king. Pd.1rgir alone escapt"d the 
nlU weigl\! of pnseclllion, if only because il had been intention
~Iy founded by and for the Fa;thfill under rhe authori ty of the 
king_ king who was himself opposed to the idC.1b of Ihe 
Faithful. For this re;uon, it w.u impossible to dissolve Pchrgir's 
colonial status in Ihe absence of my direct calUe for prol'OQ
lion. Neverthdeu, Ar-Phar.tZ6n imposed a lribute upon the 
Faithful of Pd .trgit .and its lcague", frcuing them as subjecu 
r.llher Ihan as ci tizeru. 

Pelargir endured the dominion of the King', Men for the 
fifty-four ye.11"S th.1t remained before the G«al Ann~ment of 
S.A. 33 19, and thm revolted_ Ar-Ph.tr.u6n could spare few men 
to hold the rcigns of .1uthority in Middle-earlh during his mad 
war agains t Ihe Powers, and the F.tithflll wasted no time in 
ovwhrowing the «mainder of the king's garrison. judging their 
rebellion 10 be m act of IOY.11ty 10 Ihe V.1hr. Whether for lhis 
rc;uon or fo r Uintn's proteclion, none of the federated colonics 
suffered lou from the chmging of the world th.1tlook pl.1ce with 
the opening of the G~at Rift .tl Numenor's drowning. 

3.5 THE FOUNDING 
OF GONDOR 

When Elendil returned to Middle-e.a.rth from NUmcnor', 
downfall, he cl.1imed the high kingship of all the FaithfUl in 
Middlc-carth. Elcndil had l.tnded in Eriador, where he founded 
the N orth-kingdom of Arnor, whereas his sons, bildur md 
Ananon, hndcd at Pclatgir, establishing the South-kingdom of 
Gondor. Yetthollgh the brothers IVIed thi, rea lm conjointly, 
Ihey did so only.u vassals of their falher; and it w.u only after 
the end of the age th.1t Mcnddil, son of An~rion, was to cl.1im 
Gondor .u a sovereign realm. Although bound by kinship md 
love to its pcopk ]sildUl" md An.arion realiud from the 
beginning that Pcbrgir would 1x.1 force to be rrckoned with.. 

3.5.1 THE COMING 
OF ELENDII:S SONS 

The brothers knew that they could not hope for the survival 
of their father's fledgling realm without the aid.1lld al liance of 
the Pdatgirem League;.1t the same time, Elendil 's JOM knew 
th.1t Ihe COtJOcil of Pclargir nceded royal confinn.1tion of its 
constitution in order for it to m.tintain its authori ty .and 
influence over the fedet;1ted coloniu. This murual need for 
malerial support .1nd political legitinucy led to an agreeable 
compromi$C bc:twcen Elendil's $Ons md the Council ofPelargir, 
which stipulated Ih.1t the latter would uke Isildur and Arcirion 
as kings in uchange for continued independence for the 
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Pdargire:m uague. In order to avoid disrupting this internal 
~utonomy. the brothers led their o wn followers upriver &om 
Lebennin. settling in the gap between rhe White MOUlltailU and 
the Ephel OUath. 

Although the majority of the Council of Pdargir voted in 
favor ofElendi]', kingship, there were some who wen: unhappy 
with the decision to relinquish such authority to the newcomers, 
and so to allow thei r ha~n to be subsumed into a larger realm 
not of their own making. Prominent among Ihese dissenting 
voices were Fuinur and Herumor, the sons of Edhdion of the 
line ofImraz.6r. Although their father had supported Isildur and 
Anarion's proposal. Edhdion's sons begrodged the prospt'ct of 
sh.aring powu with the newly·arri~d Elendili. deeming them to 
be usurpers ofTmruor's revered lineage, which had as much 
claim to kinship wilh the Kings ofNI'lmenor as did the Lords 
of AnduniC:. 

In the wake of the counci]'s decision, Fuinur and Herumor 
resolved to abandon the haven of their forefathers, and to seek 
out ~ realm of their own, when: they could rule as kings in their 
own right. The brothers, however, di~ no! depart alone. With 
them c line m;!ny ofl ike mind, and they secretly stole from the 
Hal[ of the Faithful the Karma of Aldanon, the sign ofUinen's 
covenam and symbol of the Pdargirean uague. Fuinur and 
Henunor fled to Umb.u with their followers, and t.Sublishcd 
themsdvts thue as kings over the Har:ldrim. 

3.5.2 T HE GRANT OF DOR-EN-ERNIL 
Although in rruth Uinen's grace resided with the line of 

Imr.uOr itsdf and not with the Karma, the 1055 of the latter was 
a grievous blo w to Edhelion and the council; they feared that 
Illany of the (ederated colonies might join Fuinurand Herumor 
in their rebellion, and so ally themselves with the King's Men in 
Umbr. \Vhile this fur never matm~lized, the danger that 
Fuinur represcnted be=e manifest to all in S.A. 3400, when 
the lords of Umbar authorized him to conduct an nnb;lS$y to 
Gondor. in which he compelled Elendi]'s SOIU and the Council 
of Pdargir to acknowledge the traditiona.l boundaries o( the 
Umba.run colonial sphere ( which had extended as far north as 
Hamendor). 

Fuinur's success prompted much dissension among the 
Anfalas colonies, tlWly of whose leaders bt:gan to munnur 
about secession from the league. In order to ntainuin uniry in 
the Kanna's ah5ence. Elendil granted to Edhelion the pe:nilUula 
of Bdfaks as a fief, thereby giving him princely authoriry over 
the Faithful there, and positioning him as a mediator between 
Pdargir and Lebennin on the one hand, and the far-flung 
western colonit.S of Anfalas on the other. W ith this grantin S.A. 
3400, the line ofImrazor relinquished iu political rights over 
Pelargir, in return for acquiring the right to hold land in 
pe:rpctuity. Edhelion chose Dol Amroth as his dwelling phce, 
near to Edhellond where his forefather Imraz.6r had once 
received sanctuary, and had great friendship with the Eldar 
there. Before the end of the age, a third son was born to 
Edhdion, who became the first of his farner's princely line. 

3.6 THE WAR OF 
THE LAST ALUANCE 

Scarcely a hundred years had passed since the fOUllding of 
Gondor, when Sauton arose again in Mordor and made war 
upon the OUnedain. $auton's fall in that war brought about the 
end of the &'cond Age, but it also resulted in the deaths of 
Elendil and his sons, thus leading to the emergence ofGondor 
as a so~rcign realm. Above all , the victory of the Last Alliance 
ushered in an age of newcr1scsanddilemmas for the Pelargirean 
League and its allies, as me destruction wrought by the war 
(orced the OUnedain to realize that the blood· lines o fNUmwor. 
upon which the stabi lity of the Realms·in-E~ile was b~d, had 
begun a dedine from which the), could ne~r recover. 

3.6.1 THE BEGINNING OF THE WAR 
The Last Alliance of Men and Elves was provoked by a 

sudden and une~pccted attack launched by Sauron in the year 
SA 3429. This attack came from both north and sourh
Easterling hordu attacking Forithilien from Rhun, and the 
Haradrim UIlder Fuinnr, H emmor, and Adunaphd from the 
south invading Lebennin and Hanthilien. Sauron had seduced 
the rebellious sons o ( Edhdion with promises o( the kingship 
of Gondor, if they would play their part in his plan. 



Fuinur and Haumor led the Har.lldrim .. gainsl Pdargircarly 
in5.A. J,429, and baiq:ed Ihe haven {or {ouryun, doinggn-:at 
cbnuge to iu defenses. until they ~K dr.llwn north towards 
OagorW:l to mut Ihe hom ofElendil :llld Gil-galad ~{ore Ihe 
Black CUle. By Ihe time the fighting lefl the Vale of Anduin. 
Harithilien had ~en thoroughly ravaged. and Pdargir's de
fensa wm left unl'('paitcd unlil Ihe days of King Earnil I. 
Despite the desobtion of the bnd, however. much ofHarithilicn ', 
nobililysurvived. having taken rtfuge with their subjecu behind 
the walls ofPclargir or Osgili .. th. 

3.6.2 THE OATH BREAKING 
ThclKll'themalliuofGondorerosscd the Misty Mounuins 

andadnnccd down the Vale of Anduin in SA 3434. A5 bolh 
sides pl'!'f"n:d for Ihe confrontation ,11 Dagotlad Ihal would 
delmnine Ihe lide of hatde, lsildur summoned Ihe Daen 
Cocnlis to join Ihe alliance in Ihe hour of Gondor's need. Since 
the lime of~uron's return to them in S.A. 3253. the Coentis 
ImOlllcr had become a mon~rchy. ru led by a dynasty SCI up by 
Sauron himself. But in SA 3320. afur Sauron was thought to 
hal"C pnished in Ihe Downfall. the Morachd (On. "King of the 
Mountains~) had sworn fe .. lry 10 lsildut upon the coven:lllt 
stone brought with Elendi!,s son OUi of lhe wreck ofNtimenor. 

Now thaI the Morachd saw that ~uron yet li\'ed ;md was 
making wu upon Ihe Dtineckin, he wu 10m by his former 
loyalty 10 the Dark Lord. Theuforc, when the King of Ihe 
Mountains ufu.scd the summoru, bildut curscd him :llld all 
who look him u their lord. condemning them 10 slctple.u death 
unlil Ihey should fuifillihe oath which Ihey had sworn 10 him. 
Fearful of hildur's curse. the Morachd w;thdl'('w inlo the 
mountain fastness ofLugh Gobha. Jnd nOM of his folk daud 
to take pan in the war. 

3.6.3 THE FALL OF SAURON 
The Ust Alliance pre"ailed on the Dagorl .. d, rouling the 

~u ofMordor .. nd nurching into the Black Land to the \'CI'}' 

gaitS ofB~rad·dur. ~uron endur~d the siege for $C~n ~ars, bul 
in the tnd he himself came forth into open blltle, :llld foughl 
with Elendil:llld Gil-galad upon the slopes ofOrodruin, slaying 
clJem bolh. He was: in tum deslroyed by Isi ldur, whoseveud the 
One Ring from his hand. \Vith Sauron vanquished. the rem
n~nts of Ius vast hoSts ned in disarray. The Second Age had 
come to an end. 

The Waroflhe Lasr Alliancechimcd many lives. Among the 
EI~s. Oropher. King of the Guenwood. peruhed, as did 
Amdir, who since S.A. 1780 ruled L6ricn, having passed the 
leadrrship of the Sincbr in Edhdlond 10 Amroth his son. 
Amdir's death drove Amroth to entrust the kctping of the 
Tirith Aur to hIS all ies Gal.adrid and Celebom, while he went 
north to uke up his father's rule in L6rien. In addition to 
Eleodll hmudf, the casualties of the war mcluded An~rion, slain 
during the siege of Barad-dur, and Herumor. who fell on Ihe 
Oagorbd. 

HenUllor' s dealh. and the defeat of Ihe H~!':Idrim al Dagorbd. 
caused Fuinur 10 abandon his hoJXs for the conquest of 
Gondor. n~cing Ihe field with the Karma of Aldarion.11 is said 
Ihat Fuinur fled soulh to Umhar, but that when news of 
£Iuron's fall uached him. he turned away from Ihat place.tnd 
,·.tnished into the Grut Desert, never to be Sttn again. The 
Karma, ho wever, was: reco~ud much laler in the Third Age by 
Pnnce Edr.llhll II of Bclfalas:, a dt'S(rndanl of Edhdion. For 
many centuries during Ihe mterval, the only sign of Vinen's 

grace for the Faithful was the line ofImraz6r itself, :llld for Ihal 
rime her protection was withdrawn to the borden o f Dor-en
Emil only. 

3.6.4 THE DEATH OF ISILDUR 
Wilh his (ather and brolher slain. hildur now look up the 

high kingship of Gondor :llld Amor, bUI entrusted the rule of 
Ihe South-kingdom 10 Mtneldil son of An:irion. Soon afler 
Isildur look lcave of Gondor for his fathds seat in Amor. he 
was tragically slain by a unegade band of Orcs. Although 
bildur', younges t son Val:llldil sumved to become King of 
Amorcight ycanhlcr. Mcncldil, in concert wilh the Council of 
Gondor, asSfned his independence from hildur's heir and Ihe 
sovereignty of the Soulh-kingdom in T A. 2, the nme ~.u-;u 
hildur', death. 

3.7 THE SHIP-KINGS 
!ktwecn the ~ars T.A. 748.tnd T.A. 1050, the Kings of 

Gondor utended their sway west and south of Ethic Anduin. 
tra.rufonning Ihe federated colonies of tlie Pebrgirean League
Annlilond, Scrdond. Lond Galen (and, finally, Pclargir it
self}-inlo provind.u domains . .tnd winning new territories in 
H andwaith as far as the Bay of Vmbar, theuhy nullifying the 
accord that had bun ruched wilh Fuinur in SA 3400. 11,e 
charactuof thisnp:lllsion was complc~:llld varied, but iu most 
important consequence for Ihe hisloryof southern Gondor was 
the collapse o( the Pclargin:lll League .. nd ils Kplacement by 
direcl ropl rule. 

IsiIJ", 



Th~ common tause for policic.tl ch:l11ge within the old 
colonial spheres ofPeiargir and Umbar during this period w:as 
an underlying shift in me relations between the lAznedain and 
thei r subject-allies. It precipitated a series of political conflicts. 
Prior to the Downfall, the citizenry of the colonies w.u ttgUlarly 
replenished with new arrivals from Numenor. This gave the 
coloniu ,1. deSTee of political sbbility, since citiz"nship w.u 
b.ued on purity of lineage. All of me Numen6rean colonies, 
however, suffered great 105$ in the Watof the Last Allianee,:l11d 
without ,1.n external source of replenishment, widesprud inter
marriage with the l ubject populations ofMiddle-unh became 
ineviuble. 

Over the course of the nelt millennium. this demoSTaphic 
shift had different consequences for the political systems of 
Pdargir:l11d Umbar. but the dynamics were essentially the same. 
As the ethnic barrier between DUnadan and non-Dunadan 
became Ius clear. so too did the traditional foundations of 
power. The pure-blooded elite sought to restrict the grounds 
for citiunship and political panicip,1.tion, while those of miud 
blood struggled to widen the criteria/or indusion in order to 
avoid becoming subject to nibute md othtr fomu of subordi
nation. These tensions fn:quently led to civil serife within and 
between colonies. A.5 the t risis assumed endemic proportions, 
the elisting political and military unlcruru proved insufficient 
for maintaining order, necessitating royal in tervention. 

3.7.I THE DECLINE OF UMBAR 
Despite its greater antiquity. the Numen6rean colony of 

Umb:l.r w:as smaller man the Pclargirc::m League following the 
Downfall. The n:ason for this was that Pclargir had emerged in 
the contut of a prolonged emigration of Dunedain from 
Numenor, whose ideological sepa.ratism remain~d srrong oW':r 
:I. thousand yur period. Many who elme to Umbar later 
emigrated to other Numen6re:l11 colonies in Middle-earth. 
Umbar's population wu also signific.tntly reduced by Ar
Phara.zon. when troOps 3/ld volunteen were r",.tlled to Numenor 
as part of the Great Annament. On the other hand, the 
Dunedain ofUmbar were much more concentrated wirhin their 
haven and less !catlered throughout its territorial dominion 
rhan rhose ofPdargir. The rdati ve siz.c: of the citizcn population 
of Umbar. combined wilh the extenr of its dominion. made it 
inevitable that it would be the first to fed the impact of thegrcat 
change that was affecting all of the DUnedain in Middle-earth 
at that time. 

Iktwccn thecapeofUmbarand the Vale of Anduinstretched 
Ihe northern rcache$ of Haradwaith. ,1. V:I$t up3/lse of bnd 
controlled by a p;o.tchwork of indigenous kingdolT\$. some of 
which had once been under Numen6rean sway. These small. 
centralized kingdolT\$ had emerged in tandem with the tributary 
system ofTar-Ciryatan and his successors. and these Haruze 
kings functioned u gatherers of tribute for their Numen6rean 
m;!.Sters. Tn rum, Numen6rcan military presence guanmeed 
thue kings ,1. degue of control over their warlike subjecrs. not 
all of whom were willing 10 submit peaceably to royal yoke. The 
perpetuity of these H aru2e kingdoms was therefore dependell! 
upon the political stability of their overlords in Umbar, and 
when this was thrown into question, so too w:as their own 
authority over their people. 

The decisive factor tipping the political favor of the Haruu 
kings W:l$ the emergence of ,1. strong royal line ofN limen6rean 
kings in Gondor. Many of the northernmost dynuties already 
possessed limiud economic and political tics to Pclargir or its 

outpost ofMethir, and some of these now sought out Gondorian 
patronage. even u Umbar W;!.S atumpting to reconsolidate its 
ties in Haradwaith. 

The kings of Gondor had thei r own interests in the bnds 
south of Anduin and Poros. Being aware ofUmbar's renewed 
attempts at landward upan5ion, King Siriondil sought (Q crcat" 
a defensiv" buffer against 3/ly possible threat to his realm, much 
along the same lines ,1.5 his grandfather Turambar had achieved 
in Rhov3/lion with the Northmen some twO hundred years 
befou. Sitiondil found it ",lSy enough to win th" friendship of 
thc H aruze rulers south of Pebrgir; but these all iances proved 
costly to mainlain, because of thei r own internal instability and 
thei r frequent entanglements with rival dyn;!.Stics. The conflict 
was intensified when neighboring dominions found Umbar,,;lfl 
support. 

3.7.2 T HE END OF T HE 
PELARGIREAN LEAGUE 

The Pelargirean League c.tlTle to:l11 end in T.A. 754, when 
Tarannon son of Siriondil forcibly abolished the political 
independence of the strife-tom colonies in Anfalas. Upon his 
assumption of Ihe throne in T.A. 748, Siriondil had named his 
son Tarannon "Captain of the H osts." giving him the authority 
to muster rhe South-kingdom's land and sea forcu for Ihc 
purpose of bringing order to Ihe realm's southern and western 
allies. Tarannon's pacification of Anfalas was follo wed by a 
long and drawn-oU! conflict over the Haruze realms between 
Poros and Harnen. which he transfonncd inlo a provincial 
domain upon his own ascension in T.A. 830_ It was this latter 
event which brought the men ofGondor into direcrconfronta
lion with the power ofUmbar. 

THE PROVINCIAL SoLVTJON 

\Vith Anfal;!.S and Hamendor in tunnoa. Tarannon fand 
the challenge of forging a new order that would resolve the 
conflicrs threatening to throw the lands of southern Gondor 
into political anarchy_ H is solution was th.:- imposit ion of 
provincbl rule. The contept of a province was unique to the 
political organization of the South-kingdom. and had first been 
developed in northern Gondor. in the fransfomlnion of 
Calen~rdhon 1T0m a g;'lrrisoncd border march into a civil 
jurisdiction based on appointed officials. 

Unlike the feudal or colonial models of rule, a province was 
governed by a hi"rarchy of professional officers-professional. 
because the services theyrcndcred were not based on traditional 
duties or obligations originating in kinship or alliance-sup
ported by ,1. standing militia. IkC;'lU5C the political stnlCrurc: of 
a province WOlS not self-sustaining, t;'llacion was a necessary 
component to its perperuation_ Unlike the el isting Ntimcn6R'~ 
model of lribute, however. exaction was bued less on ethnicity 
and lineage than on residence within the provincial domain. 
Moreover. because it did not presuppose lineage as an absolute 
criterion for politic~1 participation. fonnedy subject popula
tions wue no longer excluded by law from obl3ining govern
mental positions. 

THE P ACIFICATION OF ANFAL-\S 

The pure-blooded elite of the fednatcd colonies in Anfal~ 
clung tenaciously to their privileges. and viewed T~r~nnon's 
in tervention as a violation of their autonomy. Some eVCl1 
appealed to Umbar (cmainly at one wilh their view of the 
udusivity ofNumen6rean citil:enship ) for miliury aid; but the 



mal of Umbar were [00 hard-prnsed with Ihe conflict in 
Htrondor [ 0 I(nd my rt~1 suppon, md the ~ppc~l only 
Itttngthmed T ~r1I1non's conviction th~t Anfalu would remain 
IJttaugiC liability tO$Outhem Gondorunlen it were subdued. 

III view of [his politiu.! sitw,tion, it wu all but a fortgonc 
conclusion 11u[ the Gpu in of Ihe H osts would weigh his 
judgm(n[ in f~ voc of the m;n-d·blooded commoncn. since 
tMJc Iud Ihe m031 to g~in from ropl rule. The legal criterion 
foe full enfnnchiscment wu utcnded to all adull males pos
scs.scd of at leut m eighth p~1't Numen6rtan blood, ~ the old 
k.tgue stnu;turc wu rrpbccd by a royal miltury pn'senct [0 

enforce tM new urmgcmenu. Those colonies whICh h;.d 
ofTcw:I no resist;mce or h~d K tively usis ted Tu:mnon in 
subduillg Ihe;r n(ighbors were gunled sJXcial privLleges. the 
m<nt cO~lcd of which wu continued uemplion from taution. 

III T.A. 754. after si~ yun of queUing Ihe disnLrbances in 
Anfalu, T arallnon dechred Ihe Pd argirun Luguc dissoh·cd. 
fim:ing the reulcitrant arinocrncy to comply with his dLCla[o
riil decisions on Ihe b.uis of his royal authority and On Ihc 
JUppon: from Ihe commoners. The Counci l ofPehrgir was sliJl 
rccogniud ua legitimate institution, but ilS authority wu now 
confin«l to the hawn ludf and iu immediate hintt rbnd. 
Siriondil, confinning his son'$ ~Clions, decreed Ihal aU of Ihc 
fanner territories of Ihe league- Anfal.u, Luncdon, and 
I...cbcnnin-should be- made subjeci to [he neW systcm of 
gowmmenl. 

T HE CREATION OF H."RONDOR 

Tht incorporation of Ihe Haruzc kingdoms 
$DUth ofPoros into the new provincial system 
_ a mU(h longer proces.s than thu for Ihe 
D'mSfomution of the Pcbrgirun League, since 
the colon irs of Ihe luguc already po»cSSCd the 
polirical irutitutions ne<:es.sary for the crution 
of i proviner. For Ihe SJme re;uon. however. 
Tannnon trlcounrcred much len resisrallce 
;un()ng the Haruzc th~n he did from the lugue 
(Ihough with the fonner Ihere WiS the added 
obstacle of duling wilh Umbirun inOuence 
and military prtSCnce)' T arannon made it his 
policy to gnnt uch Haruzc dynuty client or 
allied natU5 on Ihe condition thaI iu cu rrclI1 
sowreign agreed to rclinquidr his patrimony to 
the King ofGond orupon his death, afla which 
time his fonner rulm would acquire provincial 
SUfW. As i compromise, T aunnon saw to it 
that Ihe surviving members of a dynut's house 
wcrr given imporunt posi tions in Ihe new gov
(fIlrl1enl. 

Although morc lime .and reSOtlf(e-coruuII\
ing tlwi cl ient-kingship. T~unnon's provincial 
Str.ltcgy proved immetuely succes.sful in the 
H.truzc donuins bel~en Poros and H Olmen. 
though some Huuu kings refUKd to accept 
T arannon's offa-. The new terrilOry, which he 
dubbed H arondor ($. HSotllh GondorH) in T.A 
830, grew incrrlllentally J..S the yun pused, 
moving sooth along the COUI (rom MClhir and 
inlmd from Athrad Poros. The territorial gains 
~re often smaller Ih:lll those: of Umb..r, but 
thcy wert more enduring. The promise: of a mle 

bued on ~ppoiml1lent ronher Ihan on roY'll lineage also proved 
a great tempution 10 miny of the [ener rcuiners of those 
Haruze rulers in the Umbarcan spherr. and revolt from wilhin 
W()Uld win over dominions at leu COSI to Gondor th:lll utcmal 
military inte~nt ion would cnl~iJ. 

THE NATURE Of G ONDORlAN E.XPANSION 
The ellension of royal sway ~SI and somh o( Anduin. 

beginning with T~rannon's viClorics as Captain oflhe H osts, 
differtd rnukcdly from the imptriallegxyofNlimenor. Whmu 
the lalln had been nparuionislic in Ihe sense of being o';enlcd 
lowar.u thc founding of neW colonies, Gondor's dcfcll$i~ 
imJXria[ism was occJ..Sioned bY.lhe need to reconsolidate md 
protect existing eo[onia[ sel tlrmenu. For the most part, few new 
seulements were founded as a result of the Sll ip-kings' con
quests (though many grew in size). 

Also unlike its Nlimcn6run predecessor. Gondorian npan
sion sen'cd 10 midgatc (ralhcr thall accmtuate) tensions with in 
the political co,mnunily. This limited the UtCnt to which Ihe 
UIr.lCt;on o( tribute was 10 Ixcomc a driving force in Ihe 
JXrpctuat ion and expansion of Gondorian hegemony in Bdfal;u 
Bay. AI Ihe same rime, dre act of leveling polidc.tl barriers 
between elite and cOmmoner wi lhin the cili~cn body abo had 
Ihe consequcIKe ofincrea3ing the power of the kings ovu tliat 
of Ihe nobililY. who Iud fonncrly played Ihe domin.ant role in 
SOtlthem Gondor. 

Trt"liMI wil~ Ik 
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S~,ht .... CoNJQr 
(T.A. I OJO. I 226) 

Thi$ power shift bt:(we~n the nobility and the royal housc 
was the re.<lult of Ih~ peculiar military and governmental needs 
generated by the provincial system. A similar devdopmcm 
failed to materialize during tarlicr northern wars in Rho van ion 
bt:C.1USC the king had bten able 10 defer the task of military 
defe.nse to his Northmen allit5, whou alrudy cohesive social 
organiz.nion rendered the Gondorian presence unneces.ury. By 
contrast, the political instability of Anfal.u and Harondor 
required an active military md political dement which could 
not be fulfilled by the uisting league or dyn:LStic S[",ctures. A 
standing anny and navy, based not on traditionallevie.<l but on 
professional recruitment, would have to be called into existence; 
and thae would have to be supported by means of rt.venue.<l 
takm from the territories they defended. 

A final characteristic of Gondorian c~ansion (which it 
shared in common with the Numcn6run legacy) was its limited 
cultur.l1 goal$. Because political identity was rooted in blood 
lineage-Mld this remained.as t",e for the populist leanings of 
the Ship-kings as it did for the pure-blooded dite-:a.ssimib· 
tion to the language and (U5tOm5 of the Dtinedain was at be.<lt 
a by-product of political consolid:.tion into the realm. Conse
quently, there was never any sys!ematie effort on the part of 
Gondor's ",Iers to eneu/nltate their subject populations. The 
local elite often actually opposed such tendencies, since assimi
lation brought with it the prospect ofintermarriage and (in their 
view) the further "cheapening" of citizen status. 

3.7.3 THE WAR WITH UMBAR 
Although T ar3.1lflOn is reckoned the first of the Ship-kings, 

the greatu part of his victorie.<l were won bt:fore he took the 
crown in the year T.A. 830. H is chief concern as king w.u to 
complete the transition to provincial ",Ie in Anfalas and 
Harondor through the cre,uion of new political office.<l, and the 
reordering of his uisting hosts until a J>l'nnantnt standing force 
could bt: raised. Thi$ latter t.uk he delegated to his nephew 
Earnil, to whom he ent[U5ted his fonner tide. 

Elrnil was the younge.<lt son of Prince Lothirion ofBdfal.u, 
but Cdebrid his mother was sister to the king. Earnil aided 
T ~rannon in (he p~cification of Anfalas, ~nd often took com· 
mand of the hosts when the latter was away in Osgiliath. While 
not destined to succeed his father as Prince of Bel fa las, Brnil 
was granted the isle of Tolf~las ~nd the Glinduin estuary as 
feudal estaus. His enfeoffment pennitted Earnil to bt:ttcr assist 
T arannon, who had chosen Lond T olfal.u and Linhir.ustaging 
points for his land and sea force.<l. When T aunnon adopted 
Earnil as his heir to the throne, (hue (ids bt:came royal warw, 
and passed to (he house of the kings. 

Tarannon chose Earnil his nephew to bt:come king after him 
because T arannon himself was child leu and without an heir. 
Eirnil took the crown in the year T.A. 913, and continued his 
unde's policies of extending the provinn of Harondor $outh 
along the River Harnen as a defense against the men ofUmbu. 
But his chief concern was with the construction of a fleet large 
enough to contest the naval might of Umbar. To this end, the 
new king spent th ~ first ten years of his reign in Pdargir, 
expending vast provincial revenue.<l fOf the repair of the ancient 
haven from the damage it had received in the War of the Last 
Alliance. 

THE~~grrOFUMMR 

Between the yrars T.A 923 and T.A. 933, Earnil tmbarkcd 
on the first concerted miliury offens ive against Umbarun 
twitory in southern Gondor', history, launching his new fled: 
against his 0ppoMnu' client-kingdoms in Harnendot. The 
uuse of this unpncedentcd aggression was reports of civil wx 

in Umbar, including the news that the Cult of Mdkor Iud 
seized conffol of the haven of Umbar and was rebuilding ill 
T emple. Apart from the deep-seated horror the memory of tlul 
cult held for the Faithful, Earnil feared that iu revival would 
precipi tJte a greater mobilization of Umbareal1 mi litary migbr 
against southern Gondor, unlas it was put down without delay: 
so the war against Umbar and its temtories remained (at Icut 
officia!ly) within the sphere of ~defensive imp"rial ism.~ 



In a surprist attack in T.A. 933, E.1mil sai led his nal1)' and 
transports into the Nen Umbar, upturing the haven of Urn bar 
iudE The newly rebuilt Temple of Mdkor he r.utd to the 
ground. md the Blx k Numcn6n:an lords were either slain or 
fled befort him into Harad. Attha( lime. Simi! w.u able 10 do 
/ink more lhan hold the haven against all unup""edly swift 
l.u!dwud reprisal from the NlimCIl6reall lords who had op
pwtd the (llh and their Hamzc allies. After [hree years of 
holding [he haven, Eamil had strengthened his defwsu enough 
!ortturn 10 Pc!argir 10 muster mOrl: naval suppOrt . H e perished 
in a gETlt storm off [he COlSl on his return 10 Umbar III T .A. 
936.,tlld was succeeded by his son Ciryal\d,l. who Ihen held [he 
hawn in hi, stud. 

TilE F INAL VICTORY 
The landward resistance to Brnil"s invcnmem of [he 1\31'1Il 

in T.A. 933 continued ullabalro for neuly a celltury and J half. 
and during Ihll period the boundariu of Gondorian control 
OI"CT the Umbarun hinterhnd were repealedly won and 10SI, 
unlil finally in T.A. 1039 Ciryaher son of Ciry.lndil captured 
Ramlond, which had been the chief $Ironghold of the exiled 
Umbmm lords fighting the C"II of Melkor and bter the 
Gondorialls. This w;u the turning point that drove the exiles 
OI1tO the dcfcmivr; and [hincen )'urs later CLryaher bunched I. 
pit invasion ofHaradwailh which e~tenllmalCd or subdued 
the: Wt of the enemy bders. In [hat )'ear, T.A. 1050, aU of the 
co.ul2i ITgions between the EthirHamen and Ihe BlyofUmbu 
had been brought under the fiml control of Ihe kmgs. and 
afterwards became ~ territory of Goudor. 

3.8 SEEDS OF DIVISION 
Following his conqucsts. the reign ofCiry~hcr l-lyamlcnd3cil 

=L"ked tht noontide of Gondorian powcr in Middl~-earlh, a 
golden ~ge of ~~cc and prosperi!y which-a[as-proved 10 be 
all too brief ~!ld passing. But the decline of the rulm was not 
prim.uily due 10 any extern~[ th",~I; r:lthcr. the unprecedented 
""allh MId might of the South-kingdom scrl"Cd only to ",vi\"C 
old enmmu engendered by the encroachments of the Shir
king, over southern Gondor. Long suppres.sed by Ihe imposi
tion of royal authority. the ancient remains of [ht Pd~rgirun 
l.t~guc rose fror" the ashes ofT3r:11mon'sconquesu, and bcgm 
to usc that loyallY as a foundalion for civil war. 

3.8.1 THE CAPTAIN OF SHIPS 
The watershed cvent in the rc\·ival of southern Gondor's 

native dirt Wls a division of militJry comm~nd which severed 
control of the fU VY from Ihe 1r3dition of royal succession that 
T~rannon had in.stirulcd, whereby the heir of the king would be 
given command of the ropl fleet unlil the lime of his ascension. 
In T.A. 12.40, King N3rm.acil l abolished the office of uptain 
of the Hom. dividing the command of the realm's mililary 
mighl between his nephew Minalcar, whom he named Regent 
of the Re~lm and Captain of the AmlY, and Min3lc3r', younger 
brother Calimehtar, to whom Nam13cil gave Ihe til Ie "Caplain 
of Ships," which abo madc him Lord of Lcbennin. 

C3!imeht~r was (Iuick [0 entrench his newfolmd power, 
pcrsuadmg his uncle to make his office hereditary, 50 thai his 
own son would succted him 10 the title. This he;!chieved (in the 
(~ce of fervent opposilion from his rop[ brother) by the 
suppon of the Council of Goudor, with many of whose 
members he had cstablished fXtSonal tics. Perceiving the latent 
polential of southern Gondor's disp055tssed arinocr;u:y ls a 

base: of political pown- independent of the king. ulimchlar lent 
a 'ym~lhelic ur 10 the grieYOLnccs .of Ihe old arislocracy, and 
promised them rtp.tntion in uchange for their [oyalty. Minalcar 
the Regenl was fully aware of his brothn-'s ambitions, but could 
do liltle to oppose them, since at the time of ulimehlar's 
victory- within the council (T.A. 1250) Minalcar wa.s not yet 
king. 

With their position seOlred in Pdargir, ulimehtar and his 
ducendanudevoled thei r va.s l political and monelary resourtts 
10 patronizing Ihe aristocracy of southern Gondor. restoring 
much of the influtncc md POWH Ihey once held within th~ 
fonner terrilOries of the Pd~rgirun Lc~gue. This patronage in 
rum 5trengthentd Calimehtar's line;l.$ a pounli2i rival to the 
power of the king in Osgiliath. Although il is doubtful whethn
the Capuin of Ships or his supporters WOlLld ever havt con
sciotuly sought OUt a jU$tification forofXn rebellion ag~irut the 
king, it is ~qually unlikdy that they would have lei such an 
opportunity pass them by. FOItllitously, the reaction ofMinabr 
and his SUCCl'.Ssors 10 ulimeht:ar's ri se to power provided the 
aristocT3cy with th~ perfect pn:lensc for chall(nging the legi ti
macy of th~ king's amhoriry-, 

3.8.2 THE NORTHMEN 
Though defcaled by the decision of king and council. 

Minalur did not sit idle while his brother's newfound power 
grew unchecked in southern Gondor. Because he was unable(in 
f~CI, if n04: in theory-) to revoke Cdimehur's hereditary claim to 
the captaincy of the fleet, Min....to( U$oned to be~ling his 
brother at his own game, and bt-gan 10 contrive ways or 
countcrbalancing the power of Pclargi r. Like ulimdllaT, 
Min....tnr Wls constraiMd 10 utilize whal resourccs were imme
diately availab[e 10 him; the Regent, however, bck(d the 
NLimen6rcan colonial legacy which the Capuin of Ships had at 
his disposal. lrutud, Min....tcar wa.s fo rced to tum 10 his 
rccently-cstablishtd ....tlics in Rhovanion: Ihe N onhmen. 

In T.A. 1248, Minalear led the Gondorian anny 10 a &",at 
victory Ovef the wterlings in Rhovaniol1. In this the Regent 
Wls aidtd by Vidugavia, the mOSI powerful o f the Nonhmen 
princes. In gntirude for his timely ;wistance, Minalcar ac
knowledged Vidugavia's claim 10 the kingship of Rho van ion. 
When Calimehllr won the hertdiury luccc.uion for his office 
in T.A. 1250, Minabr rc:acledby slrengtheninghisowlI bonds 
with Vidugavia by sending his son Yalacar to Rhovanion a.s an 
amb;wador. Although i"t had nOI been Minalcar's inlentiOll, this 
embassy ltd to the marriage ofYalacar to Yidug~vii, daughlCT 
Yidumavi, the union which wa.s to prl:cipitate the Kin-strife IWO 
cenruries later. 

In T.A. 1264, howevn-, the ITUrriageof Ihe future king's son 
to a woman of non-Numenorcan dc.scent W;l.$ a minor com
pbint among $OUlhern Gondor's pure-blooded arisloa7ocy, Of 
far grnter concern to them Wls the Regent's new policy or 
miliury and governmental recruitment; for in Ihe same year ls 
he recognized Vidugavia's kingship, Min ....tcar began Ihe pnc
lice of admitting Nonhmen inlo his service. Ahhotlgh Ihe 
acquisition of high military rmk by these Northmcn 'erved a.s 
a minor affront 10 the pride of Ihe pure-blooded commanders 
of the hosts, Ihe most damaging iruult in Ihe eyu of Ihe 
aristocracy Wls tht Regenl's appointment of his Nonhmen 
allies 10 political office within $OUthem Gondor ilself. 



By cruting a new officialdom loyal to himsc:lf rather than to 
the bt:ncfactioru ofPcbrgir, Minalar hoped to limit Calimehur's 
manipulation of the political system. But while this strategy 
achicved itt immediate go,al, its long tenn dfec:t WOLS only to 
d«~n rtSentmem of the king in southern Gondor, md to 
fUnher pobriu loyalties towards the Capuin of Ships. Minalcu 
succeeded in maintaining his SUpKITUCY OLS king. but to his son 
Valacar he had [eft bt:hind a Kalm on the rwod (0 civil W.1.r. 

3.9 THE KIN-STRIFE 
As king, Va[acu did little to remedy the fhws in his father's 

policiu, continuing to pursuc the friendship of the Nonhmen 
md refusing to hur the complaints of his offended subjects in 
the south. The situ.1.tion grew worse when Va[.1.car confinned 
his half·Nonhnun son Eldacar as his chosen heir to the throne. 
Even his suunchest supponers (many of whom had little lov( 
for t.he Captain of Ships or for southern Gondor's nobi lity) 
criticized this choice, fores«ing thc conflict that might well 
follow .so radical ;1 departllK from the tradition of royal 
successIon. 

Thc ultim;tte 50urce of conlrntion WOLS not E[dac,u's practi
cal com~tency to rule; for some, even the physical longevity of 
the royal blood[ine was a secondary issue. At the tnlc hean of 
the maner lay the fearofthc unknOWfl-fhe fur that the Valar 
might not sanction a king of "diluted" lineago:-md the 
pros~Ct of a ruler unable to ~rfonn his priestly role (and, by 
utcmion, a peop[e unable to worship their God) thKatcned the 
very idenlity ofGondor as the Realm of the Faithful. 

It IS true that flO{ all of the Dunedain weK hdd by this fur. 
Many in southern Gondor simply viewed Valac,u's decision as 
a convement platfonn upon which to chmlpion their ~l'SOnal 
greivanccs or opposition to royal policy in the southern pm of 
the Kahn. The navy wmted more funding, the merchants 
wamed mOK aggreuive royal protection and encouragement of 
trade, .1.nd the old aristocracy wanted its power back. \Vhatever 
the balance of these factors may have been, disc:ontent was 
widespread enough to provide the spark that would ignite the 
fire of resentmcnt taking root in southern GondaI' ovu the 
pll'vioUJ twO crmuries, 

3.9.1 THE REBELUON 
UNDER VALACAR 

Thecivil waT of the Kin-nrife beganasasericsof more or less 
spontaneous rebdJio/U against Valacar's Nonhmen or 
Nonhmcn·;wisted governmental officers (esJ>C'ci.:tlly those con
cern~d with the collection of tans and the minting of coins). 
Popularrioting ( endorsed and toa large extcnt organized by the 
disgruntled aristocracy) erupted in T.A. 1432, the l.ut yrar of 
V.1.lacar·s Kign, in Pdargir, Linhir, Fanuilond, Mcthir, and Til' 
Ethraid, u a protest againsl the king's choice ofEldacar as heir. 
11le aristocracy, championed by CaJimehor's gnnclson, Ust:urur, 
denunded tNt the Council of Gondor ~ convened for the 
purpose of ,decting another, ITIOK eligible succcs.sor from mlong 
the royal housc ( the CaptotinofSbips, no doubt, bring one of thc 
prime candid:ates in the minds of the protesters). 

Before Valacar w.u able to suppress the riou or come to 
temu with his adversaries, death took the aging king, leaving 
Ellhur with thc choicc of asscning his cbim or of submitting 
to thc will of the council. Indignant at his rabble-rowing 
opponcnu, and proud of his heritage, E1dacarchosc the fonner 
courK, dcclaring those who persistcd in the uprising to ~ rebds 
against the king. Undaunted by Eldacar's thKats, Cut.unir 
summoned a m«ting of the Counci[ of Pdargir, md theK by 
fiat reconstituted the military fOICa of the south according to 
the confederate principles of the PdargiKm uague, claiming 
that Eldacar's Kfusalto abdicate from thc throne had nuUified 
his royallcgitimacy, and that the hUe dcfendrn of the rraditiom 
of the FaithfulthcKfore had the right to ovenhrow his tynnny, 

O f course, Castamir did not actually KCI'eatc the long
vanished league. H is act WOLS a symbolic gesture ncccuary for 
jwtification of the KbeUion. H owever, the Council ofPdargir 
ruled th.:tt , until Eldacar wu defuted, thei r struggle against him 
would be ordeKd in accordance with the laws of war to which 
the members of the league Iud Ollce adheKd. O nce victory had 
been achieved. the league SlruClUK would once again be dis
solved and authority surrendeKd to the Council of Gondor for 
the selection of a Icgitim.:tte king. For this Kason, the re~ls 
called tllemsc:11'CJ Hconfcdcrates," hearkening back [0 the fed
uation of colonics that had once enjoyed equality under the 
Captain of the Faithfu[ in Pd.:trgir. 

3.9.2 THE CONFEDERATE VICTORY 
Because of the unity of anti-Eldac,u sentiment in southern 

Gondor. the Kin-strife was mostly fought on the fields of 
nonhem Gondor, wheK loyalties to Valacar and his 50n 
remained nue. The princes of Belfalas and Momm alone 
abstained from involvement in the rebdlion: yet neith« did 
they take action to hinder the confederates, so great had the 
power of the Caplain of Ships md his allies become. The 
citizens of Linhir did join in the war, siding with the Prince of 
Moman's unegade son, who had joined the confedcra.te CmlP, 
Eldacar's own position wu fun her weakened by the neutrality 
of Mina.s Anor, whOK srtategic position shidded the royal 
capital ofOsgili3th from attack. 

Eld.:tClI' sought to muster an offensi vc against the ranlu of the 
confederates, but the neutrality of Bel fa I as and of MinOLS Anor, 
:l.IId the sma][ numbers of those thai came to his ca ll from 
An6rien, Calenardhon, and Rhovanion,constrained the king to 
utablish a defensive line ~[ong the Enli, and (0 fonify both sida 
of the Anduin; and though Minas hhil was seized by Kbcl.s 
wilhin its walls, the nonhward advance of the confedera.tes wu 
for a time hindeKd, 

Tht defenses of Erui w(re breached in the spring of T.A 
1433, and the confcdcra.tcs landtd forces behind the king' s lina 
in Anorien and Ithil icn; but the Prince-prtSident of Minas Allor 
barred the p.usage of the Pelennor on the western bank, whUe 
hill-foru in the Emyn Amen shut them out of Forithilien, 
forcing preparatioru for m cxtended conflict. Eldaar's men 
held the heighuofEmyn Amcn ag.1.iost the rebels forfourycm 
but, in rhe end. they wc: re taken by the confederates with gmt 
lou. At the last, the Conclave of Minas Anor sid~d with the 
conftderatCJ. sUlTCndering to them the western appto.1.ch to 
Osgilialh in th( autumn ofTA 1437. 

The royal scat of An;,rion had not been built to withstand, 
prolonged siege (Minas Anor and Minas Ithil had always.scmd 
this function): therefore, when the western bank of Andui" was 
optned to the confederates, Ihe fate of the new king was scaltd. 



E1dx.trpossesscd neither the numbcn nor adcquue provisions 
10 wichstand the rebeb indefinitely, but held oUl long enough 
10 orgmiu the evacunion of his supporters. \Vithin a few 
months his ennnies had broken the defenses of the western city 
mel, on 12 Nnbeleth. the retreat began. The Council of 
Gondor proclaimed Casl;Unir its twenty-second king on the 
sixch day in the month of Hithui. TA. 1437; but Eldacarfled 
with his supporten and surviving family 10 Rhovanion, where 
he w~ rcceived by his mother's kinsnun, King Vidurafin. 
Talcing uncnwy in his elile. Eldacar swore vengeance against 
the usurper and contnnplu«l his own return. 

3,9,3 THE USURPER'S REIGN 
For the peoples of southern Gondor. the brief reign of 

Castamir the Usurper was ( for [he mo.sr pan) an era of 
unprecedented prosperity: only in the northern half of the realm 
wete discontent and resistance widespread. This surk contrast 
highlighted the fact that the confederate rebellion had largdy 
originated in southern Gondor. and that it reflected the con
ccnu .tnd self- intereSl.s of its rulers. ~ king. Castamir remained 
beholden to these inurau. and continued to promote the 
power of those who had supported him during the civil war. 

Although the Mlc.ague" structure to the confedcnte ho.st was 
dissolvtd back into the royal organization of the rea.!m. Casumir 
ncvrrthdcu auempt«l to institute several innov.lIions in the 
miliury, politiu.l. and legal spheres. He cxPJonded the juridiu.l 
powen of the king, and crat«l a secret police to fem:t out 
opposition 10 his rule. H e m3intained alli«l H aruze and Oaen 
miliury companies in An6rien and Forithilien in order to keep 
his northern borders secure against Eldacar in Rhovanion. But 
most importantly, Casumir sought to officially relou.le the 
apital [0 his own haven of Pdargir. 

This last innovation was met by severe resistance from the 
Council of Gondor which, since it c;ontinued to gather at its 
tradiliona.! meeting place in Minas Anor, was the only remain
ing foothold for the northern nobility to advocate their inter
ests. Thae men rightly feared that, were the counci l moved to 
Pelargir whue the king was now holding court infonllally, it 
would become wholly dominJted by Castamir's supporters. 
The Usurper never achieved his goal H ad he done so, it would 
have h~d profound consequences for southern Gondor, which 
would have become the new center of roya.! power. 

The only signific.mt power that tcnWned to riva.!lhe Usurper 
in southern Gondor was the Prince of Bclfalas. The delicate 
babnce (or, rather, stand-of1)of power that by between the two 
men was thrown into dis.array by the prince's assassination in 
T.A. 144 I. No proof of Castamir's in\IQlvement was evcr 
produced. but the king's prepu«lneu to ocalpy Ihe fief after 
the murder JJld a succession crisis pointed strongly to his hand 
in the JITair. Cast3mir was hinuelf relat«l to the line ofBclfalas 
through his mother, ~nd one of the prince's d:mghters had been 
wed to his own son Castaher. Despite h~ cbndutine eITom to 
envelop Dor·en·Emil. Castamir failed [0 block the succession 
of one of the prince's SOIU to iu rule. 

3,9,4 ElDACAR'S RETURN 
Although he could hold the fleets to h~ will, <:-Stamir 

proved himself a haughty and ungenerous ruler. Refusing to 
repair the ruin he had brought upon Osgiliath, the Usurper left 
the fOmlcrcapitala vast prison camp for the containment of his 
many cnemic.s. By the fourth yur of h~ reign, the king's 
udusivc patronage of rllt coastal provinces led to widespread 
discontent elsewhere in the rea.!m. while h~ unsound fiscal and 
monetary policies consigned many of his subjects to poverty. 

An increase of popular unrest and loyalist ra~t.mce rc.sulted 
in continu«l deeline in love for the Usurper after T.A. 1441-
evtn in Lebennin, where a self-aggrandizing officialdom sue
cccd«l in blinding their king to the suITmngs of his own people. 
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Iktween T.A. 1443 and 1444, a growing decline in mi litary 
rccruitm(IJt forced the Usurper's nptains to rdy morc and 
more on mcrcen~ry dements, whose rrutmcnt of the re<llim as 
"conquered {erritory~ only worked to confirm and strengthen 
resistance to C;astamir. 

Rumors ~gan to circulue in the autumn ofT.A. 1446 that 
{he exiled Eld.lc.lr was guhering to himself a ~at host in 
Rhovanion, purposing to li~rate Gondor from the Usurpds 
clutches. Portions of the Min;lS Anor and Minas hhil garrisons 
were ordered to the Monnnon in mid·Girithron, in order to 
counter the thrcat of an inv;L'iion, but we..., rccalled almost 
immedi3fdy when Minas hhil arose in open revolt only a week 
bter. 

Tensions ~twccn the inhabiuntsof that city;md its resident 
mercenaries escalated into a riot, in which the population W;lS 

supported by the majority of the ugubrgarrison; the rtmainder 
were annihil~ted in a vicious nnlggle which lasted for three 
days. Companies rerurning from the Mora.mon to suppress the 
uprising were harassed by many from Forithilien and the Emyn 
Amen who had joined the re~Uion; but rhe returning troops 
brought [irc;md rapine to those that stood in their path. Many 
mhcrs discomcmed with the UsurpcT's reign seized these: 
disturbances as an opportunity to throw Calcnardhon ;md 
Anoricn into a general revolt. 

EldaC3r saw his time and, early in T.A. 1447,1«1 his host out 
of Rho van ion. A detachment was left to ~sicge the Morannon 
in order to prevent any interference from its garrison. while the 
main force marched south into Ithilien, crossing the Anduin at 

C;lir Andros and finding grUt support among the folk of 
An6rifll. Eld;lc,u's ;lrmy ruched the N~g Echor of Minas 
Anor ble in Gwirith. 

The Conclave sought to repeat its stt:lugy of neutrality, but 
the Usurper's garrison thwarted this decision by deposing its 
man~rs, who were either slain or imprisoned. The people of 
Minas Anor rose up in defense of the Conclave and attacked the 
garrison, while the supportel'$ of Elcb.car took control of the 
Great Gate, sending to Eldacar for aid. The reruming king 
responded by dispatching a large force from An6rien, which 
defeated C;astamir'$ garrison and as$umed control of th~ city. 
H~aring of the capture of Minas Anor, Oor·en·Emil dedared 
its allegiance 10 Eldacar and climinat~d all fOl'(:es loyal to the 
USlltpCT west of Lebennin. 

Frantic to muster a host capable of repuhing Eldacar's 
southward advance, Castarnir drew upon his vast mercenary 
reservoirs in Enedhwaith ;md the Harad (paid for with the aid 
of compulsory loans eucted from the wealthy of Le~nnin) 
and, by the month of N6rui, advanced with his forces to the 
CroS$ings ofErui ( leaving behind asmall comp;my to guard Ihe 
p<wage of the Glinduin against the knights oflklfalas). There 
the twO annics met; Eldacar fidding the ~ater force, the 
Usurper holding the stronger position. 

Victory was decided late in the day, when Elcb.or led 0Ul 

Eothraim chuge which broke his opponent', left flank. The 
USlirper with his guard strove to block [his <walllt, muting his 
enemy $word to sword,;md fell ~neath Eldacu'$ blade. Seeing 
the death of their king. C;astamir'$ host disintegrarcd ;md 
abandoned the field. Thus was E1dacar avenged for the death of 
his son Omtndil and the usurpation of his inherit;mce. 

Castarnir had ruled the South.kingdom for nearly ttn years, 
;md with his fall W;L'i spilt much of the ~st blood of Gondor. 
The DUn«lain of the south would never recover from th~ 

dcstruction WTOlIght by these fifteen ycal'$ of civil W,tl' OUld 

oppression, the first of tht' three Gun Evih which were to 
plague the Faithful in their exile. But though the Usurper W<lS 
no morc, the traditionalist confedcncy that had won him the 
winged crown of Anarion yet endured, and would ('('main I 

threat to southern Gondor's rulers for almost four more 
cenruries. 

3.9.5 THE REBEL RETREAT 
At the Crossings of Erui, C;astarnir's son. C;astahcr, look 

command of his father's fOl'(:es and slowly retuatcd 10 Pelargir, 
buying time for the confedt'Ta tes in ubennin to evacwte to the 
haven. Though Castarnir's forces had suffered extensive casual· 
lies at Erui, so had E1cbcar's, ;md Casu her would have at· 

tempted to hold Lc~nnin against Eldacar, if not for the 
poS$ibility of the knights oflklfalas attacking from the reat'. 

Once all his allies were safe, Cast<llher finally wilhdre .... 
~hind Pdargir's walk \Vith his control ovt'r the fleets, he was 
able 10 $Upply Ihe ha~n against Eldacar's siege without any 
difficulties. Many of the confederat<'$ did nOI wish to remain in 
Pdargir, as it was now their sole stronghold north of the Poras. 
Instead, they packed up their goods and serv;mts. :lI1d set $,lil (or 
Umbar;md H amendor. 

With C;asuher's attention (ocused on reinforcing Pclatgir, 
he failed to notice thaT some of the naval officers, 1«1 by Blor, 
the conniving secretary of the Lord-captain of Umlnr, had 
actually ~gun to 1'101 against him. It was nOI until this 
dissension had ~comc an open challenge [0 his authority INt 
C;astahcr ~=e aW<l('(' of it and was forced to act. Greedy to 
promole his own SUf>CriOT to supremacy, Eiltor had subvctltd 



moJt of the naval forces st~tionfd in Ulnb~r. As a result, 
Casuhtr felt he could only trust those forces b~d in Pd~rgir, 
and he wu forced to strip ~ luge ponion ofPd~rgir's garrison 
in order to challtnge 1I1d diminarc his adversariu in Umbu. 
11le renuiningforces, donorali:!:ed by his dcputuu, ,",K badly 
btar.rn in a series of attacks which Eldacar's ron Aldamir 
bunched againsllhf hal'tn. 

Shortly aCla Ihf largest of these: :assaults, a f.aUe Mlmor that 
CuulKrlw:l perished in Umbar swept p.tnIC through Pdargir, 
and nuny non<om~tants fled aboard any ship that would 
u.rry thnn. Most of Pdarglr's garriron failed to heed the 
nanQl'$. Howe~r, a few dl'$('rters fled ro Eldacar's SIde Jnd 
0pcMd the gates ofPelargir to Aldamir. 

The mNindu of the garrISon abandoned the haven, al
though only a portion of its mtn cOIJ ld be evacuated by ship. 
The lut of the garrison was forced to crou the Anduin and 
much south into Haromlor. Most of those that fled either by 
ship or land only retrrated as far as Harnflldor, where they 
lurnrd thar C;l$taher W;l,l alive and h~d defeated Eator's 
conspincy. Howrver, because of the mrmoil in Umb~r and Ihe 
thrw rhat E[dacar mighll'l)' to cross Ihe Poros, Casta her urged 
his men 10 renuin in confedcr~tr-hdd Harnflldor, 

3.10 THE CORSAIRS OF UMBAR 
Iktwtrn the yurs TA, 1448 and TA. 1810, the drJeatcd 

con£ed=re rebeb of the Kill-strife carried on their struggle to 
depose E1dacu and hiS descendant.s from their stronghold in 
Umbar. During this pcnod, the «bels ume to be known as the 
Conain of Um~r; for unlike common r.udrn, the piwical 
Idions of the confeder;lIu we« undenaken with the sanction 
of what thry claimed to be: ~ rover~lgn lorruh,p. As rhe srnlggle 

for supremacy spread north ~nd westward from confedrr.ue
held Harnendor, rebel a!tacks upon SQuthem Gondor's 
coutlands bcgm to grow in size and frequfncy, unri l Pdargir 
itself was th«atened. and the fanh('.$t «aches of Andr.ut had 10 

be garriSQned. 

3.10.1 THE LOSS OF THE FLEET 
The enduring strength of the rebds lay in their continued 

possession of the fonner royal fleet. with which Ihey had 
escaped the siege ofPelngir in T.A. 1448. O\le to complete 
rebel control over thc n~I')', Eld:acar W;l.$ left wilh a rulm of 
und.-fended co.utlands; and though Ihe king's hlldw~rd hosts 
Wfre great in number, many of these had to be funneled 0(( for 
Ihe dcfcII$c ofHarondor, which was now only part ly withill his 
influence. I twas fonunue indeed for Eldacar thJt the early yurs 
of the confederate lordship we« rt).1!'ked by internal disunity 
and conflict; otherwise the rebels could easily have retaken 
Gondor in its weakness. 

O ne ofEldacar', main concerns, Ihcrcforc, WOlS thf rebui ld
ing of royal naval power in Bdfalas Bay. This usk W;l.$ eagcrly 
undertaken by his ddest surviving ron, A[d~mir, 10 whom he 
had entmsted thf captaincy ofPelargir. Soon after succeeding 
his father to the throne, howeyer, Aldamir rea lized Ihat such a 
fleer could nor be built under royal aegi' alone. And ro in TA, 
1498. Aldamir inslitutM lhe Odo Lyrod (5. "Sc~n H avens"). 
by which he dinribulC'd the burden of shipbuilding and naval 
muster to the principal!uvens of the realm, 

3.10.2 DIVISION IN UMBAR 
Serving as the home for Ihe Southcm Division of rhe royal 

£lett sinn the time of Eamil I, Umbar had been one of the 
primary beneficiarics of Ihe Capuin of Ships. The 
neighboring lands of H arondor had likewise shown 
strong suppon for the line of Calimehrar, and had 
hccn governed by one of the Usurper's undu during 
the Kin·strife. Yet despite its unimpeachab[fconfC'do 
erare credenrials, Umbar did not prove to be: a 
puerfu[ refuge forCastamlr's descendants, who were 
swiftly and shockingly c.tduded from the leadership 
of the rebels soon after thf ir arrival. Caslamir's family 
gradually recoveted its preeminence as :I result of il$ 
bold offensive moves against southern Gondor, but 
these were ro end only in the final :mnihibtion of the 
line a( rhe hands of King T dullIdlfar in T.A. [810. 

Trouble for the family began in T.A. 1450, when 
(scarcely twO years after their al'Tival) Castaher p<r
tshed in a mysterious fire that immolated his «si
dener in Umbar, The Usurper's younger son, 
Castanon, lacked Ihe qualitiu ne(esul)' to hold the 
confedcr-lIcs under a single command, Casramir's 
widow, Murabith, had great influence in Umbar, 
since hef own father, T elcmnar, had been the 
Gondorian gowmor of the Kgion unda heT hllsbmd's 
rule; but MurabCrh had won powerflll enemies in the 
fOyal COllrt, the chief among whom was <:Uumir's 
uncle, Lord Morlacn, a survivor of the Battit ofEflIi 
and who had come to Umbar. 

\Vith no suitable luder av~i1able, Morlaen ovcr
saw the form~tionof a R~gencyCounciJ which would 
conjointly rule Umbar until Casuher's infant son, 
Casumaite, «ached his majority, This coullci l. how
eyer, soon became a ~hicle for Morlaen's feud with 
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Mtirabith and her father, and I'll' succeeded in upelling thnn 
from its ranlu. With his rivals out of the way, Morlaen nowustd 
his influence to abolish d,e regency, and ro le-esrablish the 
Council ofClptains. the traditional governing body ofUmbar 
prior to 6rnil's capture of the city in TA. 933. Castamaiti was 
ucluded from membership in this council, and in TA. 1475 
the young eonfedCTate took leave of the eaptains for Gobel 
Mirlond, tile stronghold of his great-unde. Elendin, in Harondor. 
Three years bter, Morla.:n died at Ii'll' vwer.lble age of twO 

hundnd and fiftY-l hru, leaving bell ind him a council with no 
rt b rive of Caslamir among its members. 

3.10.3 THE FIRST CORSAIR 
Ikfore the lime of Castamaite, King Eldacar's conflict wilh 

the rebels consisud mainly of fighting wilh Elendin by land 
over territory in Harondor. ln TA. 1475, however, Ca:stamaiti' 
chose to fight a different kind of war. Intent on earning a place 
for himself on the Council of Captains, Casl3mir's grandson 
forged a base of power at Gobel Mirlond. far from the 
protection ofUmbar. Gathering to hims~lf;1 band offollowers, 
Caslamaile embarked on a series of daring sea-raids, targeting 
the Gondorian defell5l's of nearby Tolfalas, and decimating the 
is land within three years. Using T olfalas olS a staging point, 
Castamaitel:umched further raids against Ii'll' surrounding 
coastlands of Lebennin and Harondor. sometimes coordinat
ing his forays with Ekndin's landward movements, so as to 
distf3ct and divide the defenders. 

CaslOlmaiti"s depndations continued unintcmlpted for sixry
five years, occasionally bringing him as far afield a:s the Anfalas, 
but more often pointing him towards larger and larger targets 
(ast of Belfalas. The success of Caslamaite's piratical c~rt(r 
eventually brought him fame and renown among the confeder
~tes in Harondor, and many like-minded adventunrs flocked to 
his banner: but it was not until his dislodglllent from his base 
at Gobel Mirlond [hat Ihe Council of Captains took se:rioU$ 
notice o(his activilies. And when King Aldamir ncaptuud the 
north bank of the Ethir HaOlen from the rebels. Castamaiti' 
continued his raids from the southeOl bank at Ramlond. 

At the last, the council recognized the worth of their fonne r 
ward, and admitted him to their Circle. Castal11aitr. however, 
still eager to command the front line of war, returned to 
Ramlond with a fleet sent by the Council of Captains, and 
assumed the admiralty of the confcdef3te-hdd territories in 
Ethi r H amen. For this. Aldamir's successor Vinyarion first 
referred to Castamaite's fleet as the Corsairs o( Umbar. 
Castamaitr continued his raiding into the 17th cennlry, and by 
rhat time many more rebels had begun to emulate his uample; 
but the full destructive potential of the Corsairs for somhC"1 
Gondor's coastlands was not yet fully realized. 11lat was a task 
for Castamaile's sons to accompl ish. 

3.10.4 THE GREAT RAID 
Harnendoreontinued to be an object of contention bctwtcn 

the Corsairs and the kings during the century following the 
Gondorian recapture of the north bank of [he rivu. Towns and 
vilhgcs fell regularly to either side, though Mirlond remained 
under Gondorian conrroi. Both sides gradually increased the 
size of their forces in the region. In T.A. 1633, King Minardi! 
g""w certain that Ihe Corsairs were about 10 launch ~ major 
offensive to rctake much ofHarondor. To his great surprise, Ihe 

fleet Ihat had been asse:mbling in Umbar bypolSSed the Ethir 
Harncn and struck the coasts of southern Gondor with one 
mOlSSive raid. in which Pdargir was badly damaged and Minardil 
slain. 

The architects of t!til; raid were Angamaiti and Sangahyando, 
the great-grandsons of Casramir. Castamaite thei r father had 
gained grudging admission to the Council of Captains because 
of his great military and lOl idingsuccesses. W hen he died in T .A. 
1621. his sons' fame and power were sufficient fo r the council 
to grant Ihnn both scats. 11le success o( the Great Raid was 
unqualified, and Angamait(; and Sangallyando reaped the grea t
rst benefits. tlleir ekvation to the leadership of the counci l. 

The conscquencrs of the Great Raid for southern Gondor 
wuc gf3ve; for the success of this bold venture now prompted 
the rebels to adopt Corsair tactics as their preferred mode of 
atuck, and after T.A. 1634 their raiding began to range farther 
along rhe COolSts of Belfabs Bay. making the fortification of 
Anfalas and even Andrast a necessity. The Great Raid marked 
the beginning of the fully developed warfare which was to rage 
throughout the coasdands for the next two centuries. 

3.10.5 T HE PLAGUE 
Only two short years "fter the devastation ofPdargir at tile 

hands of the Corsairs. the lamb of both Umbar and Gondor 
alike were visited by ~ deadly pl~gue from out of tile cast. In TA. 
1636 southern Gondor lost ntarly hal f of its inhabitanu to the 
scourge. 11le plague was as much a spiritual as a physical 
dis;uler. for it claimed the lives of both King T demnar and 
Prince Bergil ofBdfalas, along with the Whiu Tree of Minas 
Anor whose growth was a sign of the continued grace of the 
Valar. Coupled with the deluge of the Hall of the Faithful two 
centuries earlier, many of the plague's survivors succumbed to 
the fear that Ihe Powers had tmly abandoned their protec tion 
of the realm. 

The phgue re'lch~d southern Gondor by way of the land
ward tr.,de routes out of Rho van ion and H aradwaith, and soon 
spread Ollt of the havens ofPebrgir and Linhir like a cancer. In 
dut year, many folk of the South-kingdom flt d the disease
infested stll'ets of the towns and citiel for the highlands of the 
White Mountains, hoping to escape the blight among the more 
wholesome airs o( the vales. While this panic did not always 
succeed in limiting the effects of lhe plague, it dramatically 
inc«ased the popuhtion of LoSS,lmach, umedon, and the 
Moman. The unchecked flood of rcfilgces of un taxed the 
land's abiliry to sustain itself. inviting famine and the furthn 
weakening of health. 

k for the great urban centers of the coas", the sudden 
shrinking of their population brought with it new perils. 
Although the diw;tcr did create a signifi cant lliatU$ in the 
(onOict with Umbar (which was also affeeted by the plague, 
though no t u severely), nevertheless S'lngahyand ion, 
Sangahyando's son. managed to attack and seize the north bank 
ofEthir Hamen in the year following the calamity, and dupite 
thei r best efforts. the phguc-weakencd Gondorians were unable 
10 rct'lke H3mendor for nearly ~ century. 



3.10.6 THE RECAPTURE OF UMBAR 
FoUowing tht- G~~{ Rlid, Umhar's fonullcs grew unre

Itnimd, with mde .1nd lobulI' OowlOg info Ihl' h;l\'l'l1. H o w

r'/'a", during the renuinckr of the 17th Unlury ;lnd inlO Ih" 
IIIth, rhc rtbtl lordship w.u d«m'.11ed by phgues ~nd oilier 
nann] diwun. which forrtd d1(~ Council of Upl.UrlS 10 

Jignifiantly mlucr Ihe size of thelf ",,,i,"!: m,[nary forces. 
&plaiting Umhuun wnkntss III Iht .1(rtnn~lh of.1 minor 
pJ.tguc KOUnd the Ethir H ,mtn, King T J.rtmduT J.1I~(k('d :lnd 
rtpintd the northern soon, s/"ymg S;mg3hpndlon 31 M irlond. 
1M UmNran rC'infort:tmcm of the soulh Nnk sen-cd (0 

Nnhn stTclch Ihe rebels' rfSourru and manpo wer, which g3vr 
TiICOlldor'uon TdumehlJ.r.111 op,ming to ch311tngt the Cur
.am fOctht (omro! ofBdf3bs lilY .... Iud. he I',,"ucd (en'clltly 
during his "met u Lord of Ldxnnin. 

ZagarakhOr. ont of d'e C~l'lain~ of Umbar. g.w(' the 
Glndori.iIU ~Olhcr opcn1l1g. 511g11lly m.,d, Z.lgatakhor CIIVI
sion~d wing th ~ might of Go lid or ~g.11U5t his fdlo w councilors 
by bemying the haITIl to Tdurndl!ar. He acillCl'ro his goa! by 
ordering I~rgt comingfIH5 of its ships Oli! to $e~ on a false 
prtkl! 10 give the advamage to the Goudon.lll /leet. At first 
disaustful of ug~r~khor. TdllmdltM proved the 1l13dman's 
wordsbyuking Umbarbystonll III T.A. 18 10. Z:.garakhorwai 
J!.Un far his m lchery by .1n agmg Angalllaitc. who feU defend
ing tM city ~Iong wllh the b st descendants of Cuta",ir. 
AIlhough Umbar was now recal'cul'('d and Callmdnar's !me 
KWtYd. other rJl('mlX'n of the UmbnC:1Il coullell ncaped 
dewuction and fled north to Ihe heavily fortified sell !emenlS of 
R.amIond lnd Gobd Ancahmon III H3m(l)dor. Thrrc they 
lidnl dKir wounds and sought all iu to 3id them in Wl'('stlllg 
control ofUmlm from the Gondoriails. 

Following theCJpture oflhegl'('~ 1 hav(l1, T e/lIllIdllarmavcd 
the bocIiu ofCutamir and his deKmdcn!s to the RaIl! Dinen 
in Min.u Anor. ~splte GSllmir'$ dealh at the cTO»illgs of the 
Emi. his body w.u reco"ercd In bat tle by his son. C.uuhcr. 
Gur3hcr IntelTtd his father in a hollow wilhin sight of bolh 
T ~nna T ar-Glion and die ha\'('n of Umbar. Although revi lM 
.u "Ihe Usurper" in Gondor, C.utanur h3d bten king of 
Gondor, and Tehnnehur would han' hllli lie wllh the other 
monarchs. GS1~her and Ihe olhcrd('ccndcnrs ofCast:l.mir had 
bten entombtd 'ICar Usu,mr. :Uld TdulIlchrar wished to deny 
the rebt ls stil/ fighting hin, 3 ')'lnbollo rally :l.TOllnd. part ic..,. 
brly Cutaher. who had btcn crowned king by Ihe rcocls only 
a few months btforc his death. 

Umb.:tr prospered slightly under tlus latter cra of Gondorian 
mil', but those with the btsl trade (,OlUdelS had /lcd north to 
H arncndor. The kings' hold on Umbar was tenuous al bts t. yel 
with no opt'n rebtl/ion. The Gondorian garrison w.u sufTi cienl 
10 dete r the exi led Council of CaJltain$. Tdumehlar and his 
successors had all additioml rcuon to fed th~t Umbar was 
secure: Ihe exi led rcbrb weI'(' forced to ('on tfnd with the hostile 
Haru7.C Ihat now inhabitC{i H amendor and Ncar Harad. Al
though Ihese H anl7.C also raided H arondor, they appcared 10 

prefer JllJcking the U",b;r.reJIl exi les. bting secretly under Ihe 
dominion of the Cull ofMelkor. which had btcn forcfd OUI of 
Umbar b)' !!.inul in T.A. 933. The cti led COllncil ofGpt •• ins 
w.u aware of the cult 's influence 0\'(' 1' Ihe H amu, so when the 
cult luders offel'('d :wisunce to Ihe uiles in I'('uking Umbar in 
elL'ch~nge for mClIlocruup on Ihe future coullCII. these o\'enures 
were vigorously rejc('lcd. 

3.II THE WAINRJDER WARS 
Scarcely tWO centuries mlhe w~ke "f the Grell Plague, the 

inhabifants of Gondor wen fun her weaktned by w:ar. In T .A, 
1851. and 3g3m in T .A. 1944. Ihe frontiers of the 501llh
kingdom were forced b;\Ck by Easterling tribts froln Rh,in. The 
men orGondor c;r.llcd these nom3dic peoples Ihe "\V alnrider!. H 

bcntcle they rravded in wagons, and their chieftallls fought in 
dlariots. The \Vainridcrs-who wen corn posed principally of 

three tribal grOllps: the $3galll. the Logath. alld Ihe Igall1-
(ontled a confederacy under the leadership of Av.'\S I. high 

chicfuin of the Iga th. 

3. [I.I THE FIRST WAINRIDER 
WAR 

In truth, the \Vainrider confederacy w.u the IInill
tended resliit of $3l1ron', Illachinuions elsewhere in 
Middle-eanh. The gradual decline of tile Variag till' 
pir~ since Ihe Plague provoked Ihe I'('tUnl of its fonner 
mler. Uvad'J the Na:(gl.l, in T .A. 1850. Intent on 
renoring V~riag dalllillion over the steppes I),ing fO 
the nonh and ust ofMordor, Ovathaembarked on a 
c3mpaign of n-conquest. This sudden Variag advance 
into Rhlin forced Ihe 5;.gal", Logalh. and Ig3th tribes 
10 unite their strenglh in J Ic~glle o f common defense. 



But the \Vainrid~rconfeder:lcy proved to be nomatch forlhe 
Nng<il horde, ~nd was forc~d to withdr:lw wutwards into 
Rhovanion in TA. J 85 I, where it came to blows with Ihe men 
of Gondor and thdr Northmen aIlie5. This confrontation 
subscquemlycame to be refcrred to aslhe First Wainrider War, 
which resulted in the \Vaimideroccup~tion of Rho van ion and 
the withdrawal of Gondor's northern frontiers to thc Anduin 
and the Emyn Muil in T.A. 1856. Although the war involved 
the hosts of southern Gondor in the defense of the realm, none 
could then forcsce that this same \Vainrider thrcat was to be 
visited upon Harondor iudflcss than ;'I century hter. 

3.11.2 THE FINAL LOSS OF UMBAR 
By the 20th century of the l1lird Age, so gnat was the desiu 

of the cxilcd Council of Captains to reclaim Umbar that they 
finally offered to allow Ihe Cult of Mdkor to return to that 
place and to operate openly, if such 'oVOuld restrain the Ha1lJz,
from obstmcting their attempu to recaptuu the haven. The cult 
leaders agreed, and in fact lent the capraill$ thc support of the 
Ha1lJze. Unaware of this agreement, and believing Umbarto be 
unthreatened, King Calimehtar withdrew m05t of his garrison, 
sending the troops north to defend Rhovanion againsl Ihe 
W~inrideN. 

Umbar fell in TA. 1940 to the combined forccs of the exiles 
and the H antze. rehearsing a long-established pattern in the 
history of that region. Calimehur's successor, Ondohcr, w.u 
unable to reuke the haven, being preoccupied with the renewed 
Wainrider threat on his borders. Many of its inhabitanu fled 
Umbar, refusing 10 remain where the worship of Mdkor w.u 
not suppressed. Most of these wenl south to the haven of 
Dttsalan. Gradual ly, the cult came to elerT a major influence 
o ver the men ofUmbar. EI'en the des.::endants of the kings who 
had once sought refuge there f.lilcd 10 activdy oppose the 
worship of darkncM. T hus is C~mC to pass that Umb~rfdl under 
the sway of Samon's minions. 

3.11.3 THE SECOND WAINRIDER WAR 
The &cond \Vainridrr \Var was a lumultuous event that 

threatened Gondor's very uistence.u ~ rea lm. The adversaries 
outnumbered rhe forces of the allied defmders, attacking 
simultaneously on three fronls. The South-kingdom was s~ved 
by a combmallon of luck and skillful generalship. 

Driven out of Rhovanion in TA. 1899 by a Gondorian
assistcd N ort lullen revolt. the \V~inriders wcre foreed backinro 
the cast. only to reappear in T.A. 1944 in alliance with both the 
Variags and the H anlze. As wilh the Fim \Vainrider \Var, this 
alliance developed .u an unintentional effect ofUvatha' s actions 
(in this C.1SC, his abandonmenr of Kh3lld for Mordor in T.A. 
1940). Soon after the Nazgi'tl's departure, the Igath Iribe5 ( now 
under the chieftainship of Av.u' grandson, Avas 111) advanced 
towards rhe Gap of Khand in search of new pastures. Ovathar 
Acher. Uvalha's successor to the V~riag tilrone, forestalled the 
threat of war between their peoples by offering Av.u and the 
Igatl! safe p.usage through the gap in exchange for a pac! of 
peace. 

Avas' intention had bl-en to make a foray against Gondor's 
southern bordeN; bUI rhe Igath chieftain knew from the expe
rience of defeat in Rhovanion that, unlcss aided, his p<'oplc 
could not prel'ail over the DUnedain. T herefore, when he mct 
with Ovathar, he agreed not to attack the Variags as long.u rhey 
swore an oath ro support him in an invasion of southern 
Gondor. Anxious to avoid conflict wilh the now sUJX'rior 19a1h 

host, but also seeking for a pretense to extend Vari~g power 
westwards into the Nan Harnen, Ovathar assented to Avas' 
proposal. drawing Ihe H a1lJZC Confederacy of Near Harad into 
the bargain. \ Vhen Uvathalcarned of this aUiance, rhe prospect 
of weakening the South-kingdom prior 10 the coming Nazgii l 
attack on Minas hhi! W.lS appealing: and he sent his own 
minions-Hamze and renegade Dlmedain-to coordinate the 
imminent invasion of H arondor. 

T HE INVA DING H OST 
T he Hamze had mobi lized their fo rces to the ust and south 

of the River H amen for three years prior to the invasion. The 
well-organized host consisted of ~bout 20,000 medium infan
try, 3.000 medium cavalry, and 10 elephants-all (except the 
last) drawn from Near H arad. l1lese troops had be~n train~d co 
assault fortified positions, ~nd were familiarized with Ihe n~w 
we~pon technology provided by Uvatha's minions. Their siege 
engineers had acquired all impressive capability for ovcreoming 
thc Gondorian border fortifications. This was impeTJtive, since 
Uvatha's overa ll strategy demanded that three hosts simulta
ncously advance upon the lowcr Vale of Anduin, thereby 
pre"ellling Gondor' s army from deal ing with them one at a time. 

The Igath horde rnarchingfrom Khand w.u brave, but poorly 
disciplined. being composed of many t.ribes. It totaled about 
6.000 medium and light cavalry, but included no wains (the 
tctr.lin of Hatondor being less suited for such vehicles than the 
steppes of Rluin and Rhovanion). The Variags provided 
10,000 medium and light inf.lntry. 

l1le preoccupation of the Umbareans with reconsolidating 
Iheir hold on Umbar afte r their long cxile denied Ihe H~ruze 
access (0 any significant water tnnsport, the l~ck of which ru led 
out) scaborlle flanking of thc landward invasion. However, the 
Gondorian commanders were not aware of this. and constantly 
worried about enemy landings behind their lines. T hese con
cems led them to keep sizable contingents in Bclfalas and 
Lebetmin to defend their havens. 

A H ARSH PRELUOE 

The Sagath and Logath amI of the Wainrider Confederacy 
began raiding Rhovanion and the Nonhmcn se ttlements of 
Mirkwoed's East Bight in the spring ofT.A. 1940, soon after 
the sudden loss ofUmbar had drawn much of King Ondohcr's 
forees away southwards. By the following year, the concentra
tion of \Vainriders in Rhovanion had become th rea tening 
enough t h~r Ondoher was forced 10 abandon his plans for a 
landward rec~pU!re of Umbar; bm though he moved nonh
wards, the king w.u unsuccessful in foreing the \Vainriders into 
bail ie with him. While Ondoher w.u occupied in fnlidcss 
pursuit of the enemy in Rhovanion, the H all.J'l.e began skirmish
ing ~long rhe Ril..,r Harnen, where they succeeded in killing 
Indo!. the Governor of H arondor. Marach. the new governor, 
strengthened and expanded the forlific3lions along the river. 

In T .A. 1942, Ondoher once again gatheud an army along 
the Ri"cr Poros, purposing (0 mo\'e south; but th is army w.u 
delayed, and could not cross the Harnen umillate Urui. T he 
amlY reached Umbarean-held Ramlond in mid-Ivanneth, but 
retired wilen the king decided d'Jt too many dangers were posed 
by the prospect of a winter siege, cSJX'cially following the recent 
death of Go"emor Marach, who had been kilkd in a skirmish. 
Meanwhile in the north, the \ Vainriders Were raiding Rhol'3.nion 
and the Vale of Anduin to rhe north ofEmyn Muil. Ondohe! 
made one final attempt to recapture Umhar in thc following 
year, but the \Vainriders drew him north and then feinted away 
from his advance. 



SoUtheOl Gondor w.u now 01 hnd prtpning for war. 11$ 
luders improved t llf~ir city fortif'icOitions, its artisans wen busy 
producing the tooU of war, and iu captains oversaw the 
mobi liution of new rrgimcllu. Although he now rta liud that 
the uistcncc of the realm was U Slake, the killg chost not 10 

convey this to the popuhce in order to avoid a panic. Turin, 
whom Ondohcr had appointed.u gOVffJlor ofHarondor tWO 
~ars carlier, worked hJrd to improve hi:! lcnltory's defensu. 

The folk ofHarondot supported T Iirin's policies, since they 
rtalized the thrnt of imminclil inVJsion. All able-bodied men 
lw:lbeen cnlisud illlo Ihe temtorial miliri.L Most were ;wigned 
to the border gamsons. while those tOO old to fight served in 
cOrlStmction uniu. The fanm and the fishing boau wrre left 10 

the women Jnd the childrtn. The border fortifications, defend
ing Ihe m:lny crossings of Ihe H:lm<n, were well manned. 

Since the 3UJck on UmbJr in T.A. 1943 had been preunted 
by \Vainrider atlivitics on the northeOl frontier, the king 
decided to switch objectives. The main army w.u to march 
north and defeat the \VJinridcrs, so thaI the entirt might of 
Gondor might be a»embled against Umbar during the nut year 
undisturbed. At t.he same time, however, ,he \Vainrider alliance, 
encolluged by the inability of the Gondorian forets to stave off 
.til inv.uion OVfT the prtviOIlS YUTS, fllmg ilS full force against 
Harondor. 

THE COURSf. Of n i l; W AR 
The combined forces of OvathJt and Avas crossed the 

Hamen by the Methiant Rath Khand on 9 Nomi,supponed by 
the unfotcKen ass..usinalion of Ihe T ukral of AmrUn by 
adhertnts of the Cult of the Dark !...ady. who joined in the siege 
ofGondorian-hddTiruAmnm. The Hamen fOrUof the Men 
Harad fell swiftly to Ihe invaders; and while 1lu.~n w.u 
besieged by Avas, Ov;uhJr OIdvallCed westward along the nonh 
bank of the river. surrounding Mirlond and raiding the Vale of 
H:omen as f~r;u the river's mouth. 

Having rccciud finn informoltion of Ih" enemy host in 
H~rondor by 14 Norui. Ondoher ordered the mobilization to 
be: uccUled f.uter th~n I'rtviously planned. Eitmil. Capuin of 
Ihe SouthemAmlY, took the troops~vailable to him (about half 
oflhe planned amly) and shipped them to Methlr. From there 
he moved somh :I[ong the Men F~lu, reaching Mirlond by 2J 
Nomi, whert he skimllshed with Ov,lIhar's forces. 

This, however, proved to be a distract ion; for while Eamil 
was engaged with Ihe Variags at Mirlond. he received news on 
30 Nomi Ihal Av.u and the H Jmze had sacked Tharven, and 
were already marching nonh lowards Athrad Pores, ravaging 
Harondoras they wenl. Rea[izing Ihe thrt"'l toccntral Gondor, 
Earni l sent orders to the un of hiJ anny .11 Pcbrgir to move to 
Athrad Poros. while he moved with the troops towards the s.>me 
place by way of the Men Harondor. Ovath:lr took pursuit as 
soon u he peruiud E;imil's purpose. 

The Pdargirun contingellt ofEirnil's army w.u as.scmbled 
northeast of Athrad Poros by 9 Ccrwth. H oweur. it could not 

preunl Avas and the H:lRlZC froln occupying the crossing the 
next day. Bmil reached Ihe south bank ofPoroson r J Ccrwth, 
with Ovatharone day behind him. When he found ()Ut that the 
ford was occupied by tht Ig3th and Ihe men o f Amnin. Bmil 
decided to cro» rhe riur by boal, This was done during the 
following night, but with the loss of large amOllnlS of supplies. 

When Ovathar amved at Athrad Poro:! on 15 Ccrvcth. Bmil's 
army w.u resring to the nonh, waiting for rtinforcl'lTlenu and 
new supplies. On 2 r Ccrvcth, Bmil's rtinfof((mtnU arrived, 
giving him a toul of 20,000 men under his command; 3,000 
bdongt'd to the King's Corps, while the rcmainderwen v",rious 
temtorial forces and levies mllsttrtd to resist lhe invasion, 

Now rtinforced, Bmil actacked the enemy forces, who wCTC 
then advancing nonhwards from lhe cnwing. Ovalhar w;u 

slain, part of the Av.u' army wu cnu.hed, and the SUrvlVOI1l fled 
through the USI of the army, which became disorganiud and 
was easily oucwhdmed by the Gondori;ms, The Gondorian 
losses wert surprisingly small. But instead of pul1luing Ihe 
SUrvlVOI1l back through Harondor, Bmil w.u forced to rum 
nonhwar.u, having received word Ihat King Ondoher and hi$ 
sons were slain, and that the northern \Vainrider host had 
emm:d Ithilien. \\'hile Broil was engaged in [he north, Harondor 
was further dev.ut:llCd by the retreating survivors of t],e enemy 
]'ost. 

The Wainriders had suffered such a great defeat ,hat they 
would ntvemlortcxercist any influence in 1I0nhwestem Midd[e
euth. The Hal\luof Amn"m were in Ixuershape; theirhon was 
not complttdy destroyed in the battle at Ihe Poros. alld they still 
poscd a majorthrt31tosoulhem Gondor. With theirking slain . 
the Variagsabandoned any thoughtof occupation and returned 
to Khand. 

H arondor suffCTCd tembly during the campaign. The Hamu 
;and the 19ath had ranged the temtory during their advance ro 
the Poras. After their defeat, the SUrv1VOI1l rttumed home 
through the: territory withoul being pursued, thus finding good 
opponunitics for mort pilbging. The lut enemies left Harondor 
in Iale Umi. The first Gondorian uniu rclllmed in mid
Narhcleth, finding a land filled with smoking village mins, 
rolling corpses. and shocked survi'IQl1I. HOirondor had become 
a pl.tC~ of duth and ruin, unable to rtcov« while the Third Age 
wted. The menofUmb;.r wert quick to rtclaim the north bank 
of Ihe Ethir H amen and lower HUllendor in Ihe aftermath of 
the war. 

3.11.4 THE SUCCESSION DISPUTE 
The death of Ondoher and hi:! sons during the Second 

\Vainrider War CJused llIuch anxiety for t/lf D'medain of 
southem Gondor, for 0111 three men had died childless Jnd 
without an hei r. For the second lime in the history of the rta[m. 
therefore, it fell to the Council of Gondor to confirm a new 
king. Unlike the council at the tiill~ of the Kin-strife, howfver, 
thar of T .A. 1945 had not been instrumelllOl[ 10 the royal 
candidate's rise to power. Sti ll, the council did phy a central role 
in opposing Prince Arwdui of Anh~dain's claim to the rule of 
the South-kingdom (by vimle of his marriage to King Ondoher's 
daughtrr Firid), thus reas.scning Menddir:! claim for the 
sovereignty of his (male) descendanu our the realm. ;and 
rtaffirming lhe: competency of tht Council ofGondor to receiu 
divine Wlction for their choice of a king. This w.u farnilll, 
who had tumed the Seeond Wainrider War into a timely 
viClOf}' for the waning power ofGondor. 



TIl sr,,-brll if 
Ibt Tirilb At4r 

3.12 THE END OF THE KINGS 
TIl': y~ars following Eiirnll's ,1Scension proved to be Ihe bst 

glimmer of ropll'0wer which southern Gondor would know 
prior to the clos~ of dIe age, sllll J thousand years In the (mllte. 
Y etthe reigns ofEarnil and Ills son Earnur were(iarkened by the 
loss of Miu;lS [thilto the Nazgid-hosls of Mordor. who bid 
siege to the st ronghold of It hili en In T.A. 2000. and took the 
Cit)' two rears later. Although theenelllY was bdeaguCTed w,thin 
the walls of Ihe capturn ! metropoliS. Haridulien now became 
J (ronti~r o( war, and In.,ny of its nobles W(IT sbin in I he defense 
of [heir capi tal. EI'en Eirnur's heroic "ictor)' over Ihe \Vitd" 
kmg of Angmar !f1 'LA. 1975 was boughl at the price of 
Arthedaln's fall. Gondor became the sole sUT\'il'ing realm of the 
Faithful in Middk-c.mh. and it w.15lxsct on all sides by foes. 

As If in token of the fading of the age. [he last o( the Elves 
ofEdhd lond forsook southern Gondor for [he Undying Lands, 
lea"lug Circlur's haven cmpty and forlorn. A[ [he same rune, 
G.,bdl'ld and Ce]'>born departcd Ihe s,,'a-ward T ower in TA. 
1982 [0 [ake up [hegu.l rd,anshipofL6ricn 111 [he nonh. Yet the 
occasion of the,r departure was Imrked by a momen! of hope 
,,,,looked (or. 11,is was [he marriage of Prince Edrahil ll of 
Iklf.llas (known to his eontempor:lries by his ancestral name
sake Imr.17.or) and Mithrdlas. 311 EII'en maiden of Lorirn who 
h.ld faIled to rrath Edhellond before the sailing of the last ship. 
Their w~dding. prc51drd ol'cr by Gahdricl herself. was th~ third 
IInion of Elf and MortaL (The fourth W.'IS consunullated by 
Kmg ArJgorn Ele$sar with Arwen Undomicl of lmhdris at the 
end of {he age. ) 

The IInion o( Edr:lhil and Mithrdl;lS renewed the nobility 
and saned power ofhnr:lzor's !tne. whose scions would COIl

hnllc to prol'ide protenion and leadership for the peoples of 

southern Gondor in the millennium to come. ;I(ter Ihe f3ilure 
of the Toyal line of Menddil. now only a few decades in the 
future. The flower o( Gondori~n cl.ivalry, Princt Edrahi! 
himself was d~stined to die heroica!!y in single combat with the 
Lord of the N.azgul at the siege of Minas Ithi l in TA. 2000; but 
his Ha[f-dvcn son Galadof, choosing mortality. T(Slored his 
fathds princely line under the ancient swan-banner of 
Edhellond. symbolizing the Elven herit3ge of the D,inedain. 

Unlike Edrahil's dealh. which signaled.a new beginning for 
the greatest noble lineage of southern Gondor, King E;;mur's 
dea[h marked Ihe pemlanent end of Mcnc!dil's line. In TA. 
2050, [he Nazgt,l-lord provoked Earnur (who was childless) to 
face him in single combat as EdTahil had done. Driven by pride 
3nd rage, Elrnur succumlxd to his treach(fous enemy's l3unt, 
and rode to Minas hhil-now Min3s Morgul-with a com
pany oEknights. He W;1$ never seen or heard of again. 

3.13 THE RULING STEWARDS 
After the death ofEiimur, the South-kingdom was ruled by 

a hcredit3ry stewardship that originatcd wilh Mardil. who had 
been Earnur'sstcward. Although the RulingStewards exercised 
all of the sccubr powers of the kings, they lacked the divine 
sanction of the Valar. and so were un3ble to preside over the 
worship of Iltiv3 tar. !kcause the priestly role of the king had 
served as [he basis for Gondor's sacred ordu, Mardil the 
Steward rcali<:ed that innovations in thai order would now be 
necessary if the D,inedain hoped to preserve the unily of their 
society ~nd way ofl ift. 

In TA. 2050, therefore, Mardi! summoned a gathering of 
Ihe Council of Gondor. The council decided to confinn 
Mardil's c!lim to hCITditary office, ;md agrud to submit tht 
mailer of Ihe realm's rtordering to his j"dgment. Mardi! began 
by diswlving the naval Itvy of Ihe Odo Lynd, delegating Ihe 
defense oE the coasts to local lords. By this and other decrees, the 
s(ew~rd completed the Ceudalization ofGondor. Iransfonning 
the realm into a patchwork of noble estates. The Prin" of 
Eklfalas retained the command of southern Gondor's hosts in 
lime of w~r, bur only on a few occ.uions during the fin.t! 
millennium of the age were the hosts mUSTered as 3 single force 
to defend the rtalm against its enemies. 

Since Ihe Hallow o( Mindoll" in could no longer ~ ap
proached (or [he worship of Il.;vacar, Mardi! instituted "the 
Sl.lndingSllence," a religiolls observance intended to substitute 
(or [he nal ional worship. The SlandingSi!cnce W;lS, in effrct,.an 
e~{ension o( the ritual silence of 5trkrrl( sce Section I 0.4.1.), md 
w.u used 10 rcpl.lce Ihe tradi tional practice of royal offerings on 
the thITe main holy d,l)'s of the yea r. Henceforth, on tht .ancient 
feslive da),s. an ominous si lence would f31! upon the rulm, in 
memory o( the One. EN ll',v3Iar. TI,e Ruling S!ewJr<u, 
however, ret,lined their right to confinn oaths and alliances in 
the name of the kings. During these ceremonies. however, tM 
steward refrained from uttering the Qumya fonn "I!"vaur," 
when naming the One as a witness. 

3.13.1 THE SECOND GREAT RAID 
Throughout the third millennium of the Third Age, Umlw's 

fortu nes and power grew. Few dared challenge her ships, and 
fewer still survi"cd to tell the tak The gre;lt Gondorian fIm 
Ihat h~d gone tOlhe aidof Arthedain in T.A. 1975 w.u no mon, 
having tilher Ixen lost to Umbar's fleds or 10 rol in iu own 
harbors. !kset on all sides, the Ruling Stewards were unable to 

devote the resources ntcessary to oppose Umbarcan conlTOlof 



the $a, and the Coruin were 3ble to n id much of ,southern 
Gondor's co;uts with impunity. Yet ddpite the }uven's domi~ 

IWKe, it w;u long before the le3duship of Umb~r org3nizcd 
thc.sc nidus. 

Tn TA 2758, Umbar mounted a second gruc raid. T hra: 
colossal fleets comprised of raidefS ~nd most ofUmbar's naval 
fored attacked the coasdands from Methir to Lond Angren. 
Though some sought to dtablish ~ foothold in Gondor. most 
of their ships returned to Umbar. laden with booty. Those that 
rcnuined were soon overcome. either fleeing the forcu orga· 
niv;d by Steward Beren or dying. 

3.13.2 THE POROS CAMPAIGN 
]lUt over a cenmry after the Coruir raid ofT.A. 2758. the 

how of Amrun led an army of H aruzc against Harithilien. 
Many H aruzc were now dwelling in H arondor, no longlfunder 
Gondorian comrol. and Sauron h~d seen fit to rou.se them for 
the purpose of weakening the stewards' hold on hhilien and the 
astern bank of Anduin. But Sauron's purpose w;u thwarted, 
b«alUe he had noccounted upon the timely aid which Turin the 
Steward was to receive from his ally, King Folcwine of Rohan. 

The Rohirrim had received timely help from T urin's great
gnndfather during the year of the Long W inter that had 
fonowed hard upon the heels of the nid of TA. 2758. In 
~ymc:nt for thar .as.sistann, Folcwine now sent many riders 10 

TUrin al Athrad Pows, where the brunt of the Haruzc assault 
would be greatest. These Rohirrim. led by Folcwine's sons. 
Nmed the tide of battle, matching unlry ag3inst cavalry. and 
Nccccded in repulsing the invaders. Following this victory, 
however, Turin ru .l izcd that the w.tl1ing might of the DUnedain 
would not be able to hold the line of the Poros indefini tely, so 
long as the N az8'i l-host remained in Minas Morgul 

The DUnedain continued to stand their ground in H 3rithilien 
for .tnOthn- sixty-nine ye3rs after Turin's victory at Athnd 
Pows: at the last. the rtgion's inlu.bitants dc.scned their homes. 
when an eruption of Mount Doom in Mordor blotted out the 
light of the sun in T.A. 2954. For the remainder of the Third 
Age. Gondor would be reduced to the lands originally pouc.sscd 
by the Pclargiuan league during the Se-cond. Now the stage was 
Jet forSauron to launch his long-planned war against the South
kingdom. 

3.13.3 THE DESTRUCTION OF THE 
CORSAIR FLEET 

In T .A. 2980, the men of Umbar were about to launch 
anOlha attack against Gondor. Unlike the twO previous great 
nich. thu would be the fi rst real attempt 10 retake the South
kingdom. Pn:pantions ~re meticulous, and the strike w:u to 
be oV'CfWhd ming. Ratha than a sweeping nid of aU itscoutlands, 
ho~vcr, landings were to be concentr.l ted at Tolfaw, Linhir, 
and Pcbrgir. The surviving up.tm3te descendants of the kings 
hoped to rule once again in Gondor. but before the inv;uion 
fleet could set sail. a small raiding party, led by Aragorn (then 
known :as T horongil). attacked Umbar. Surprise w;u complete. 
.tI1d mOlt of the invasion fleet burned tha t night. Aragorn slew 
the leader of the Council of Uptains in the battle, and the 
rdulting power struggle for the control ofUmbar's governing 
body delayed rebuilding of its fleet, much to the clu.grin of 
SauroR. 

3.13.4 T HE WAR OF T HE RING 
Although the deciding battlc of the War of the Ring was 

fought on the nonhern fields ofGondor. the folk of the couts 
played their part in the great conflict of the age. In T.A. 3019, 
Umbar's second invuion fleet SCI sail forGondor. A lesser fleet 
attacked Linhir. ~nd the defenders were still conluting their 
hold over the town when Aragorn and the Army of the Dead 
routed the Umbareans and thei r Hanne allies. Pclargirrcceived 
the main atuck. and dd pire 3 valiant defense. the hnen fell to 
the Coruin. Y tI at the height of their victory. word came to the 
Corsairs of the Anny of the Dead. Gripped with dread at the 
thought of a spirit army marching on Pclargir. many fled by any 
means possible. even if it meant abandoning their ships. Yet a 
few ship captains mastered their fear and left Pclargir with both 
their ships 3Ild most of their crew. 

3.14 THE REIGN OF ELESSAR 
\Vith the power ofSauron broken forever and the surviving 

all ics ofMordor in disarray. Aragorn son of Arathorn, Ihe heir 
oflsildur. was crowned in Minas Tinth as Elen ar. King of the 
RC1.Inited Kingdoms. on JO Lothron. 3019. thu.s ending the 
long. kingless eemuries of the Third Age. JlUt after the time of 
the Erulaitali!. Elcssarucended the path to the High Hallow on 
Mount Mindolluin and found then: a sapling of the White 
Trn-, a sign of the Powers' continuing blessing on his royal line. 
Later in that same year. the king prc.sided over the Eruhantal~. 
thereby renewing the worship ofiluvatar which h:ad been denied 
to the DUnedain for nine hundred md sixty-nine yurs. 

Elessar ru led Gondor and ArnOT ;J.$ one realm unti l his 
voluntary death ill E A. 120. aftu which his son Elrlarioll 
succeeded him. During Elcssar's reign. the lands o( southern 
Gondor were. healed of the hurts they had received from the 
many centuriu of war. H aving capmred the Corsair fleet at 

Pdargirduring the War of the Ring. the kingscl about building 
a royal navy, which he used to secure Iheeoastlands between the 
twO halves of his realm.lthilien he enfroffed to Prince Fanmir. 
the surviving son of the wt Ruling Steward. while he added 
many lands to I}Qr-en-Emil, restoring to Imnhil's house the 
isle of T ol(alas. the Mornall. and the town of Linhir. 

In all that he did, Elenar made no attempl to impose direct 
royal control oversouthem Gondor. but instead left its Imds in 
the keeping of the feudal lords who h~d ruled there since the 
time of Mard ii the Slcw~rd. Within a few years of his ascension, 
however, Elessar 3nd his allic.s embarked on a series of military 
venturu designed 10 reSlore the ancient imperial boundaries of 
Gondar. Umbar was the fifSt object of the new king's conquesu. 
and in FA 5 he W2lI joined by Prince Imnhil of Bel fa las and King 
Eamer of Rohan in hu southward march imo Harondor and 
Hamcndor, where the hostsofGondor swiftly captured RamIond 
and Mirlond from tile rebels. 

TH£ F ATE OF U MBAR 
Many of the Cornirs ( including all members of the Council 

of Captains) had died at Pdargir in TA. 3019. Of those that 
survived unuptured. most slowly made thei r way back home . 
H owever, the ship captains who mastered theirfur of the Dead 
had ui led straight back to Umbar. Upon their arrival. Ihey 
marched against the Temple ofMelkor. slaughtering all adhcr-. 
enU of the cult they were. able to find in payment (or their Black 
Master·s (ai lure 10 defend them against the Dead. None op
posed thtm in theirngeas they hunled down the cult leadership 
m d rid Umbar of its vi le taint. The Temple itself was.set afire 
and brought to ruin. 



Bueft of their fonnc:r leaden, the: sur
viving Corsairs fonned a new Council of 
Capwra at the beginning of the new age. 
Fearing a vengeful rtprisal from Elc:ssar, 
who now pouuacd mon of their fonnu 
navy, the uptains strove to rtbuild their 
haven's fOKet. Though not u powCTfu!u 
they had been during the War o f the Ring.. 
the: Corsairs of Umbar wert fonnidable 
enough to rtSi.u Elessar's forces when he 
first challenged their pow«. The rtSis
tance wu sbon-lived, however, and the: 
haven o f Umbar fell to the hosu of the: 
Icing in F.A. 5 after a shon siege. Elessar 
appointed a governor to rule Umbar. But 
to the surprise of many both in Gondor 
and Umbar, the king selected one of the 
OUnedain of DClsalan to usume this of
fi te (a man of royal ancestry, whose: fort
fathers had fled Umbar when the Cult of 
Melkor n:c:stablished itsc: lf thert in T.A. 
1940). 

In cddrnuion ofSauron's dcfe.1lt, E1c:ssar 
commanded that T anna Tat-Calion, the 
ruined tower o f Ar-Pharu6n. be rtbuilt 
and that, if pouible. the: great COV'mallt 

stone that once crowned iu height be. 
found and placed atop it once again. Con
struction began in F.A. 12 and the tower 
wu completed in F.A. 41. H owev« it was 
not until F.A. 106 that the great orb was 
found and finally placed atop the tower in 
F.A. I II. In a grut cdebration presided 
over by ElI'SSU. the monument was rededi
cated and the COvtlVllt stone once again 
wone like a bright star. All the lands of 
southern Gondor had at lut been rtStored 
to the rcalm, and an age of new hope: had 
dawned for iu many peoples. 



3.15 THE TALE OF YEARS 
T HE FlRST AGE 

Co 1· 100 The Drughu migrate into southern Gondor. 

e. 200·300 The first wavc orOatn peoples (D6nal1, Dun 
Mar) migrates into $OUthtm and northern Gondor. 

474 ardor Iuds thn:c ship' to the mouth of the 
Monhond-Ringl6 confluc:ncc, III'ha-t: he founds the Sinch 
"JuBe of wild Duilin. 

c. 450-550 The sc:cond wavt: orOaen migration (blu [0 

ba:omc the Dun CcxnrU and Danan Lin) CTOue.s the 
Anduin into southern Gondor. while the F.alathrim 
prop[u settle the coasts JOuth of Ethir Anduin. 

T HE SECOND AGE 

c. 1· 20 The Dun Mor re rum to southern Gondor ITom 
the ruin of8eleriand. establishing chmmlKs as a 
ruling warrior Cine over their Dolen cousins. 

Co 1-200 Apynn peoples ( the later Haruzc) migrate 
through the ~p of Khand and the Ered Hannal into 
H and. Some o f these: settle the Vale of H unm and its 
adjoining lands to the north and south. 

21 Amdlr and Amroth lead the remnant ofDoriath to 
Lend Duilin. joining thcnudvu [0 Order's folk and 
tnablishing the dual character ofEdhcllond. 

S0()"603 ~uron aids the Daen peoples of the White 
MounCiins against the Dun Mor, giving birth to the 
Darn CocntU alliance. 

603 The Stu of Gobha u found and the delving of 
lugh Gobha completed; the Cocntu slaughtCT U1d 
drive out the Drughu ofSlaem Pudud. ~uron 
departs the W hite MounCiins. The first ships of the 
Numen6reans appear off the coam. 

Co 600-1200 The NUmen6rearu impart various skills to 
the Daen peoples of the coasrl, which assist them in 
overthrowing the yoke of the Daan Mor. Fortified 
villages become common, though with the exception of 
the Dam Cocntis, the we of iron remains nre among 
the coastal peoples. 

1S0 Ercgion founded by the Noldor. 

Co 1000 ~uron, alanned by the growing power of the 
Numen6reans, chooses Mordor as a land to make into 
his strOnghold. He begins the building of Band-dur. 

1200 Sauron as AnnaW" endeavors to seduce the Eldar. 
Gil-galad refUses to treat with him; but the smiths of 
Ercgion are won OVCT. The NUmenoruru begin to 
make permanent havens. 

Co 1500 The Eivm.smitiu, instructed. by ~uron, reach 
the height of their skill. They begin the forging of the 
Rings of Power. 

Co 1590 The Three Rings arc completed in Eregion. 
Co 1600 ~uron forges the One Ring in Orodruin. He 

completcs Barad-dllr. Cdebrimbor perceives the threat, 
and Amroth commences the building ofTirith Aear. 

1620 Tirith Am is completed. 

1693 War of the Elves and ~uron begins. The Three 
Rings arc hidden. 

1695 Sauron's forccs invade Eriador. Gil-galad sends 
Elrond to Ercgion. 

1691 Ercgion laid waste. Death of Cdebrimbor. 

1699 Sauron ovm'UrlS Eriador. 

1100 T ar·Minastir und.s a great navy from NUmenor to 
Lindon, ~uron is defmed.. The haven ofPdargir is 
built. 

1101 ~uron is driven OUt ofEriador. The Wesclands 
have peace for a long while. 

1180 Amdir deparu Edhellond for L6rien, entrusting 
the leadership of hi, people to his ron Amrom. 

1880 Muraz6r seizes Vinyalondl and besieges his 
brothtT, Imraz6r, at Pelargir. 

1882 MOnz()r relOCates to Umbar, claiming royal 
authority on the basis ofh;s command of the 
Venturers. 

1883 Tar.Ciryatan quells MOraz()r's rebellion. The king 
rewards Imraz6r with the guudianship of Pelargir. but 
dissol vu the Guild of Venturers. The remnanu of the 
VenturctS found pcmunenr havens in Anfalas and the 
Vale of Anduin. 

19 14 AdOnaphcl .urivu in Middle-unh and establishes 
hCT dominion from Vamag on the peninsula of 
Umbar, holding the coasclands as far north as Ethir 
Hamen. 

2221 Upon Tar· Ancalimon's ascension to the throne of 
Numenor, the people arc divided into two Frtia.: the 
King's Men and the Faithful. Many of the Faithful 
begin fO emigrate fO Pclargir fO Iiw: under lmuz6r'J 
authority. NUmenOrcan settlement QfLcbcnnin and 
Anfalas expands. 

2231 Imraz6r diu and is interred on T olfalas.. Vtantur 
his son begins negotiations with Tar-Ancalimon for 
the acquisitiQn of pennanent cQlonial status for 
Pelargir and the Faithful. 

225 I T ar·Atanamir takes the scepter. Rebellion and 
division of the Numen6reans begins. About this time 
the N.u.gOl or Ring'oVr.lidu. slavu of the Nine Rings, 
fint appear. 

2280 AdOnaphcl launchcs an attack against Umbar, but 
is thwarted. and forced to abandon htT coastal domino 
ion for the safety of inland lugariOr. The 
NUmm6rcans establish the domain of Hamendor. 
The lant <:amen is built. Umbar is made into a great 
fortress of NUmenor. 

2281 Gobel Ancalimon founded as a N1.imenOrean 
colony at lant Hamen. 

22M-228S Construction begins on the Hyarmen. 

2285 The NUmen6rcaru paw: the Rath Khand &om 
Umbar to Amnin. 

2281 The Men Hamen built between Amn1n and 
Tharven. 



2350 Pelargir acquires permanent colonial Sbtus, and 
Veantur esbblishes a council for the league of 
federated colonie$ that identify themselve$ as the 
FaithfUl. Veantur convenes the Council of Pcl.argir in 
the newly-completed Hall of the Faithful, where he 
places the Karma of Aldarion. 

238 I lant Anm1n built. 

2432 The Hyannen completed at Hyarpcnde. 
2899 Ar-Adlinakhor takes the scepter. As the pemcu

rion of rhe Faithful increases, many seek new homes in 
Endor and build manors and &.nns in Lebennin. 

2961 lthil fort built. 

3102 Ar-Gimil:ror places Pelargir under military 
supervISIon. 

3175 Repentance ofTar-Palantir. Civil war in 
Numenor. Forts at Pelargir and Giliathiac arc aban
doned, and g;r.rrisons left to themselves. 

3192 The Men Hamen is CJ!unded from 1narven to 
M~r1ond. 

3210 Methiant Rath Khand buile. 

3247 Metro incites a clan war among the Daen Coentis 
of the Ered T orthonion. 

3253 Sauron retums ( 0 Lugh Gobha and establishu 
MelTO Glastanan as MOJ'llchd over the Daen Coentis. 

3255 Ar-PIuru.8n the Golden seizes the scepter. 

326 I Ar-PharazOn sets sail and lands at Umbar. 

3262 Sauron is uken as prisoner to Numenor. The forts 
of Ithil and Anor arc re-ganisoned. A bridge is built 
across the Anduin (lant Giliath). 

3265 Sauron and Ar-PharazOn found the Cult of 
Mdkor in Nitmenor. In response to this development, 
the FaithfUl are branded potential rebels agaimt the 
king. and Pelargir becomes subject to tribute (though 
it's colonial gt"OInt is not revoked). 

33 10 Ar-Plura:ron begins the building of the 
Great Armament. 

3319 Down&'11 of Numenor. Elendil and his 
sons escape. 

3320 Foundation of rhe Realms-in-E"ilc: 
Amor and Gondor. Sauron retums to 
Mordor. Merro GIa.uanan swears an oath of 
alliance with Isildur upon the Black Stone at 
Erech. Fuinur and Herumor steal the Karma 
of Alcbrion, fleeing with their followers to 

Umbar, where civil strife has erupted 
between the adherents and opponents of the 
Cult of Melkor. Fuinur and Herumor play 
the deciding role in the defeat of the CUlf, 
and later use their newfound influence (0 

esublish a kingdom for themselves among 
the Haruze. 

3321 The fir.u offerings to Ern I1u v;l.ur are made by 
lsildur upon the Hallow of Mount Mindolluin. 

3323 The laws of Numenor arc codified with the 
a.ssisUnce of Edhelion in Pelargir. 

3400 Fuinur sends an emba.ssy to Isildur and Amrion, 
declaring his independence from their rule, and 
advocning a peacefUl coexistence between Gondor, 
Umbar, and Harad. hildur and the Council ofPeiargir 
grudgingly accept his terms, luving neimer me desire 
nor the strength to make war upon Umbar. To avoid 
defections to Fuinur or Umbar, EIendii granu Bcl&.ias 
as a princely fief to Edhelion, who relinquishes his 
authority over Pelargir. 

34 I 9 Edhelion completes the fort:ress of Naur AmrUn 
and paves the Cirith Dudhrandir. 

3421 Edhelion completes Ost-in-Emil. 
3429 Sauron attacks Gondor, bkes Minas Ithil, and 

bums the White Tree. lsildur CSC<1pcs down Anduin 
and go<s to Elcndil in the north. Anirion defends 
Mina.s Anor and Osgili.ath, but Harithilien is I'2vaged 
by the forces ofSauron, led by Adltnaphel and the 
renegade sons ofEdhelion, Fuinur and H erumor. 
Lcbennin is also attacked. and Pelargir is unsuccess
fully assaulted by Fuinur and HCTUmor's forces, 
though the luven's outer de(enscs suffer great damages. 

3430 The Last Alliance of Men and Elves is fonned. 

3434 The host of the Alliance crosses the Misty 
Mountains. Morthec Groan breaks his oath by 
refusing to join the Last Alliance against Sauron, and is 
CUNed with all of his people by hildur. Amdir is slain 
at the Barrie of Dagorbd, and Fuinur withdraws at 
Sauron', defeat to Umbar with the Ka!'1T1a of A1cbrion. 

3440 Anarion is slain. 
3441 Sauron ovenhrown by EIendil and Gil-gal.ad. who 

perish. Sauron passes away and the Ringwraiths go 
into the shadows. Amroth departs to bke up the rule 
of Lbrien, entrusting Tirith Aear to the keeping of 
Galadriel and Celebom. 



THE THtRJ) ACE 

Gahdrid commiSliions tht construction of a gr~at s~a
bell in T irith Aur, comm~morating tht victory of tht 
Last Alliance over Sauron. 

2 lsildur pl.tnu ,1 swiling of the White Tree in Min,1$ 
Anor. He delivers the South-kingdom to Meneldil. 
Owster of the Gladden Fields. Menddil proclaims 
Gondor ( 0 be a $Overeign realm. not subject (0 the 
hcin of hildur. 

13 Morthec Grw.n dies a narural duth . .tnd undergoes 
the Curu ofhildur. becoming King of the Dead. 
Mmddil rebui lds Tir Ethr.r.id 

Co S()"100 The lords ofUmbar seck to reconsolid.;r.re 
their old sphere of influence along the co,1$u and 
Hamendor. but many of the H aruzc kings now look 
to the Gondorian kings for pafronage and stability. 
drawing die men of Gondor into frequent military 
confl icu with UmbaT and its clients. 

748 Siriondil appoinu his son T arafmon uptain of the 
Hosts • .tnd T ar.ll1Ilon begins to extend royal influence 
into the old spheres of the Pdargirean League. Prince 
Lothirion of Bdfal:u enfrofTs T olfalas (0 his $On 
Elmil. 

752 T .IIr.111I1on completes the pacification of Anfal,1$. and 
trarufonru it (along with umedon .tnd Lebennin) 
into ,1 provincial domain. 

754 King Siriondil officially diSliolves the Pelargirean 
League. T aunnon captures Mirlond. Rendul founded 
to guri$On w~stcrn umedon and the lower Moman. 

759 Earnil founds Land T olfalas. 

7S2.189 The Rathon Gondor is built. unifying the 
lands of southern Gondor. 

822-823 The governor of Anfal.u defines the 
Haiuverkim frontier by the construction ofPinnorQSt. 
Ost Santhond • .tnd u lenhirost. 

830 T atannon FaI.utur gives the rume of Harondor to 
the newly-acquired provincial donuin south of the 
Porol. Land T olfala!, Mirlond. and Glanhir r~ceive 
township status from T aunnon. 

831 Prince Lathinon of Belfal.u petitions T arannon 
Falutur to grant the Moman ,1$ a fief for his second 
son Gundor. In thar same year. T arannon names 
Lothirion's youngest son Bmil 11$ his own royal heir. 

831 The princes ofMonun and Bclfal,1$ construct the 
Rathon Arat and (with the cooperation of the 
Governor of umedon) a land ward beacon system. 

842 B m il I founds Bar hur Oinen on T olfa lu. 

861 Amor is sundered into three siSler-realms. Tude 
between Tharbad .tnd Gondor acquires political 
importance. 

913-933 Bmil I succ«ds Tarannon. repairs the haven 
of Pdargir. and builds a great navy. 

915 Bmil l establishes the garrison of Dol 
Gacrrochben. 

923 Eamill repairs Pdargir and builds Barad Aerhir. 

932 Eamil I founds the $ettlrment of Eithd Turin. 

933 Eamil I invesu Umbar as a foi'tUSJ ofGcmdor. 
Defeated by Eamil I. the lords ofUmbar and their 
forces retreat to bues around the Nen Umbar. to 
Ramlond. and to Tirith Argon. 

987 Ciryaher founds the settlement of Band Ham. 

988 Tiras Amr\in established to counter Umbare.tn 
influence in Korb T askral. 

c. 1000 Sauron stirs again in M iddle·earth. 

I039 Ciryahcr captures R.2mlond 

1050 Ciryaher extenninatcJ the exiled lords ofUmbac 
and subdues the H aruzc. Tirith Argon falls to 
Ciryaher. completing the Gondorian conquest of the 
South. AmrUn falls under Gondorian hegemony. 
About this same time, Sauron establishes hinuelf as the 
Necrom.tncer of Dol Guldur. AdGnaphcl returns to 
LugarlGr. 

105 [ H aving claimed the title of Hyarmendaci l. 
Ciryaher rerums to Gondor. granting township staM 
[ 0 Athud Poros. 

IOSS Imlad Camen founded as the scat of the East 
March of Harondor. 

1149-1 240 Harondor becomes a wealthy province. and 
the Haruzc beyond its borden flourish in a 
Gondorian-enforccd peace. 

I 181 Rendal receives township staM !Tom Atanatar 
Alcarin. 

1116 Linhir receives township staM from Namucil. 
umedon becomes a province. 

1240 Nannacil creatts the office of Captain of Ships. 
and hands it over to Calimehtar.tnd his descendants. 
thus severing the rule ofPeI.ttgir and the fleets from 
the royal house:. 

1250 The office of Captain of Ships becomes hereditary 
undcc Calimehtar, 

1256 A destructive humane tavages T olfalu, Ethir 
Anduin. and the coast ofHarondor. 

1384 Castamir becomes Captain of Ships. 

1409 The Witch.ki~g of Angmar invades Amor. 

1432 Valacar dies and Eldacaf claims the succusion. 
The confeder.r.tel demand his abdication but an: 
rejected The Kin-snife begins. 

1433- 1436 The confederates breach the defenses of 
Erui .tnd land infantry forces behind Eldacar's lines in 
AnOrien .tnd Ithilicn, but an: held back by the Steward 
of Minas Anor and the hill-fom of the Emyn Amen. 
Minor campaigns art: fought for the control of 
southern Gondor's outlying regions (with the eXCep" 
tion of Btlfalas} Both sides vie for the support of 
Minas Anor. 

1437 The Conclave declares its allegiance (0 the 
confederates. opening the western bank of the Anduin 
for the rebel forces. Osgiliath is besieged .tnd taken. 
while E1dacar escapes to his kinsfolk in Rhovanion. 
The tnditionalist confederacy proclainu Castamir the 
twenty-second King ofGondor. 



1438·1439 The exiled king receives sanctuary at Bum
Widu in Rhovanion and bcgiru to gather to himself 
supporters defecting /Tom Gondor, the greater part of 
which is now subject to the Usurper's forces. 

1441 Cutarnir begins laying plans to fonru.lly move the 
royal scat to Pclargir. Prices have doubled from 
inflation since the war, and the king's favor for the 
coast2l provinces breeds discontent elsewhere in the 
realm. Princes Adntzor of Belfalas and Macglin of 
Moman arc assassinated, precipitating a succession 
ensis and political struggle with Castamir. Daeron, 
confederate Squire ofLinhir, is named Steward of 
Moman until the current heiress reachu her majority. 
Cutarnir publicly announces his intention to remove 
the royal seat to Pelargir, but his claim is rejected by 
the Council of Gondor. 

1443·1444 Deepening rumtment for Castamir 
necessitatu a greater tdiance on mercenary stnngth to 
enforce the Usurper', will Loyalist sentiment grows as 
a result of increasing tension between the populace and 
this foreign military clcmenL Castamir's Ethir outlaws 
are cxtcnninaud at the hands ofNeithan and the Cult 
of Benish Annon. 

1446 Rwnors ofEldacar's return from Rhovanion spark 
open rebell ion agairut Castamir in northern Gondor. 

1447 Eldacar mobilizes his allies and marches against 
Castamir. H e is supported by an uprising in Minas 
Anor, which opms the road into Lcbennin. The 
Usurper meets his .1dvance at the Cro"ings of Erui but 
is sl.1in. unamir's supportU'S .1bandon the field and 
arc besieged in Pclugir. EldaClir is once .1g.1in pro
claimed king. 

1448 The siege of Pclargir is ended as the confederates 
complete their withdrawal to Umbar and H amendor. 
Eldacar dissolves the Council ofPelargir, placing the 
h.1ven under direct military rule. Methir becomes the 
Int of Gondorian·CQntrolled Harondor. Prince 
Aldamir is m.1de uptain of Ships .lind Lord of 
Lebennin, reirutating the royal tradition th.1t h.1d been 
disrupud under Calimehtar and his heirs. 

1449 E1dacar recalls the garrisons of Anfalas in order to 
strengthen the battle front in Harondor. Thc "F.111en 
Noblcs" ofHarithilien and the Gondorian·held 
portions of Harondor join the rebeb of Urn bar, 
openly decluing their allegl.11lcc to Castaher. 

1450 The H .1U of the Fai thful in Pelargir is deluged by a 
violent earthqu.a.ke. Castaher. the son .11ld heir of 
Castarnir the Usurper, dies in Umbar under mystcrlOUS 
circumstances. A Regency Council is established to 
govern the rebels (ostensibly until Castaher's infant 
son, Castamaitt, reaches his majority} The Lamedon 
Regiment is cst.lblished.ln Harithilien, new nobles, 
named. "the Gifted" by the commoners, solidify their 
position in the confusion brought about by the Kin· 
strife .11ld the enduring shifts in power that result. 

1455 Pelargir is placed under a powerful civilian $tew.1rd 
directly responsible [0 thc king. 

1470 The Regency Council ofUmbar ousts Castarnaite 
from power, reestablishing the traditional Umbarean 
Council of Capbins. 

1475 Castamaite begins his nids against southern 
Gondor from Gobel Mirlond. 

1478 Decimated. by Cascamaite's raids, Tolfal;u is 
depopulated. Lord Morl.1en, uchireC[ of the Kin·strife 
and founder of the Umbuean Council of Capt.lins, 
diu. 

1479 The W estern Division of [he royal fleet dismantles 
the fortifications of Gobel T olfalas. 

1480·1640 Umbarean l.11ldwud political influence over 
the H=c Confederacy wanes as the Haruze kings 
gain greaur leverage over the inland trade routes, 
although Umbarean tics to and friendship with the 
H .1ru%C remain strong. 

1490 Aldamir reinstares the Council QfPelargir and the 
squire's office. ( lniti.1l1y only people of known loyalty 
an: appointed to these posts.) Fanuilond and many of 
the settlements of Methed Lebennin ue fortified 
ag.1insr the incre:l.5cd raiding of Cascamaict. 

1498 Ald.amir reorganizes the Gondorian fleer, delegat
ing responsibility for maritime defense to the Odo 
Lynd. 

1512 Bar·en-Dinnen receives township status from 
Aldamir. 

1540 Aldamir retakes H.1mendor from the rebels, 
ClIpturing Amon Eithel, Tiras Aml1ln, Ihrad Ham, .11ld 
Gobel Mirlond (which he strips of township status). 
but is slain in the process. In reaction, the Umbarean 
council appoints ustamaite Admiral of the Ethir Fleet 
(whence the name of "Corsair" first derived} 
Vinyarion fortifies the Men H amen. 

1545 Vinyuion captures Tiras AmrCin. 
ISS I Vinyarion defeats the Haruze at Jant Harnen and 

takes the name Hyanncndacil lI. Harnendor is 
devastated by constant warf.1re, and Gondorians refuse 
to settle there. 

1621 Castam.1ire dies. H is sons, Ang:un..ai rc .11ld 
Sang.1hyando. arc granted scats on the Council of 
uptains. 

1634 Angamaitc and S:.ngahyando launch the Great 
Raid upon southern Gondor, razing Pelargir and 
destroying many of the realm', coascal fortifications. 
Angam..aiti! and SanvhyandQ are cleVll[ed [Q leadership 
of the Council of uptains in Umbar. 

1636 The Great Plague sweeps through southern 
Gondor. Death of King T clemnu.11ld his children. 
The Whi[e T rcc dies in Minas Anor. 

1637 Mirlond falls to SangahY.11ldion, who seizes 
control over H .1mendor. 



1640 Tarondor nmovu the King's H ouse [0 Minas 
Anor, and plants a seedling of the White Tree. 
Osgiliath begins to fall into ruin. Mordor is left 
unguarded and is penetrated by SJ,uron's servants for 
the first time since the end of the Second Age. 
AdGnaphel abandons lugarlGr for Mordor, entrusting 
het' fonner stronghold to the exiled rnnnants of the 
Umbanan Cult ofMelkor. The levy of the Odo Lynd 
is expanded. 

1643 T arondor establishes the King's Corps. 

1652 The extension of Corsair raiding to Anfalas 
compels T arondor to reinstate the territory's wan:ime 
""rrisons. Andrast becomes an (K;cupied tnTitory, 
governed by T clumchtar from Thangrondost. 
T elumehtar joins Prince Abraz[r ofBclfalas in the 
fortification of the western coastlands. A beacon-tower 
system is created, and the Men Falas is built. 

1720-1721 Tarondor recaptures H amendor from 
Sangahyandion, who is slain at Marlond. 

1810 Telumehtar at last caprures Umbar. destroying the 
wt descendants of Casramir and subjecting the haven 
to military rule. The dcfeattd Umbarean aristocracy 
withdraws to R..amlond and Gobel Ancalimon. 

1851-1856 The First Wainrider War. Easterlings 
conquer Rhovanion, forcing Gondor's army to 
withdraw west of the Anduin and into lthilien ( though 
Harithilien is left largely untouched~ NarmacillI falls 
in battle and is succeeded by Calimehtar. Minas Ithil is 
reduced to a garrison town. N the Ringwraiths return 
to Mordor, spies and brigands roaming Harithilien 
intensify meir activities, although at first these 
depredations are attributed to the Wainriders. 

1890 SJ,uron's spies begin fi ltering into Harimilien from 
Mordor, successfully keeping their movements hidden 
for nuny decades. 

1899 Calimehtar defeats the Wainriders on Dagorlad, 
whose hold on Rhovanion colbpscs. 

1935 The Cult of Melkor attempts to seize control over 
Amnln but is suppressed. 

1940 Umbar falls to [he combined forces of the Haruze 
and the surviving rebels based at Ramlond. The 
Wainrider-Variag-Haruze alliance sweeps westward 
through Hand. Gondor's mobile forces are needed to 
defend lthilien. and its frontier defenses from the 
Poros to the Hanen are overwhelmed by Haruze 
refugees. 

19'3 The Tasknl of Ammn is assassinated by the Cult 
of Melkor, by whose rruochinations the men of AmrGn 
join me Wainrider Alliance. 

19" The Second Wainrider War, in which Tiras 
Amnln is destroyed. King Ondoher and his two sons 
fall in battle ncar Mormnon. Earnil defeats the enemy 
in Harithilien. He then wins me Battle of the Camp. 
and drives the Wainridns into the Dead Marshes. The 
succession to the thron£ is disputed by several 
claimanu, among omers Prince Arvedui of Arthcdain 
and Bl:rniL Edrahil II t£covers the Karma of Aldarion. 

1945 Bmilll receives the crown from the Council of 
Gondor. The new king decrees that Harondor is to be 
gradually abandoned and Gondor's southern defenses 
relocated to the Poros. Pelargir and Harithili£n receiw 
an influx of refugees from Harondor. Elrni! n fortifies 
the coast of Harondor as far south as Barad Ham. 

19'6 The abandoned site ofMiriond is settled by 
Haruzc. who rename the [Own Kas MatzOk. 

197' End of the North.kingdom. The Witch·king 
overruns Arthedain and takes Femost. 

1975 Prince Brnur leads a war-fleet to the aid of 
Arthedain, where with the help of the forces of lindon 
and &!hellond, he defeats the Witch-king. Clrdor 
names Edrahilll "Imraz6r the NUmen6rean." In me 
battle, the last Prince ofMornan perishes, and his 
domain is enfeoffed to local potentates. 

1980 The Witch-king comes to Mordor and there 
gathers the Nazglli. 

1981 Clrdor departs Edhellond in the last ship, encrust
ing the ancient haven to Imraz6r and his descendant:!. 
Amroth perishes in me waters of the gttat stonn that 
tears the ship from its moorings. Imraz6r searches for 
the lost Nimrodel, but fmds only her handmaiden 
MithrelIas, whom he weds. The river Glinduin is 
renamed the Gilnin. 

2000-2002 The NazgOl issue from Mordor and besiege 
Minas Ithil. Harondor's last governor dies in the 
fighting. Harithilien becomes a militarized territory, 
though its nobles remain in control over the rtgion's 
forces. 

2002 Fa.l1 of Minas Ithil, afterwards known as Minas 
Morgul. Imrazar perishes in the defense of the palM/(r, 
which is captured. Earnur becomes King of Gondor. 
He is challenged by the Witch-king. 

2002·2050 Gondorian attempts [0 recapture Minas 
lthil fail, but the NazgOl-host is crushed and its evil 
confin ed [0 the now accursed Morgul Vale. Defenses 
of Slone and magic are established at the mouth of the 
Morgul Va.le to contain the Shadow. 

2050 The challenge is ~enewed. Brnur rides to Minas 
Morgul with a small escon: ofknightt and is lost, thus 
ending the line ofMeneldil and initiating the rule of 
the stewards, of whom Mardi! Voronwe is the first. 

2050-2063 Mardil reorganizes the nalm on a feudal 
structure, form.alizing the political developments of the 
pttceding cenruries. Minas Anor is renamed Minu 
Tirith. Mardil abolishes the Odo lrod. RcndUi is 
added to the estate of me Lord of Moman. 

2063 SJ,uron ntrcats and hides in the East. The 
Watchfu.l Peace begins. A time of uneasy calm ensues 
on Gondor's eutern bordet'o The NazgUI remain quiet 
in Minu MorguJ, biding their time and gathering 
strength and organizing their forces. 

2 I 57 The garrisons of the H airaverkien frontier arc 
withdrawn. 

2460 The Watchful Peace ends, and SJ,uron rerums with 
increased strength to Dol Guldur. 



247S The attack on Harithili~n is renewed. Osgiliath is 
finally ruined, and its stone-bridge broken. New 
defenses are established for Gondor in the Emyn 
Amen and at Cait Andros farther north. Forithilien 
becomes an open frontier, and few people dwell there 
any more; but Saunm's minions arc unable to make 
any permanent ocruparion of (he region, because of 
the banes against servants of evil left there by the 
Nandor. 

2510 Orcs and Easterlings overrun Calerurdhon. 
Gondor's army is SolVed from defeat by Earl the 
Young. who gains the victory at the Fidd of Celebrant, 
after which the grateful Steward Cirion cedes 
CaIenardhon to the Eotheod, who establish the 
kingdom of the Mark. 

2741 The H aruze uae the coastal settlements of 
Harondor, thereby terminating the last vestige of 
Gondorian connol south of the Poros. 

2758 The Corsairs unleash threi: fleeD against southern 
Gondor, destroying many coastal fortifications. 

2758~2759 The Long Winter. 

2852 The White Tree dies, and no seedling can be 
found. The Dead Tree is left standing. 

2885 Stirred up by cmis.s.aries of Sauron, the Harw::e, led 
by the men of AmrOn, cross the Poros and attack 
Harithilien. They arc defeated at Athnd Poros by the 
Gondorian hosD. aided by the sons of Folcwine of 
Rohan, who arc slain in that battle and buried there. 
Following this victory. however. the Stew;arc!s POHe5S 
only U farro control of the portion of H arithilien 
immediately across the Anduin /Tom Pdargir. In the 
aftennath of the Haruze defeat, Sauron extends his 
dominion over the Haruze and ruins southern 
Gondor's economy by rutting off trade with the 
southern lands. 

2901 Most of the remaining inhabitants of Huithilien 
desert it, owing to the attacks ofUruk-hai of Mordor. 

2954 Harithilien is abandoned. The men of Amran cast 
down the standing none of Haudh-in-Gwanur at 
Athrad Poros. 

2942 Sauron returns in secret to Mordor. 

2951 Sauron declares hirrudf openly and gathers power 
in Mordor. He begins the rebuilding of Barad-dur. 

2954 Mount Doom bursts into flame again. The last 
inhabitants of Ithilien flee over Anduin. Only Bar-en
Dinnen and the H yarpcndc district of Pdargir remain 
under Gondorian control. The army still mans many 
fortifications in the area to control [he traffic on the 
river and to deter attacks on Pdargir from Harithil ien. 

2954.3018 Sauron completes his domination of Ncar 
and Far Harad and builds up his forces in Rhovanion, 
Umbar, and Harondor for a final war of conquest 
against Gondor. The Gondorians countcnttack in 
Ithilien and along the coasts as best they can, but arc 
vascly outmatched by the combined resources of 
Sauron's many allies. 

2957·2980 Thorongil serves both Thengcl of Rohan 
and Ecthelion II ofGondor. 

3018 Sauron attacks Osgiliach. 

3019 The War of the Ring and the downfall ofSauron. 
Aragom enters southern Gondor by the Paths of the 
Dead, summoning the Oathbreakers to aid him in the 
liberation of the realm !Tom Sauton's servants.. He 
leads the hosts of the Dead [ 0 Pdargir, where they 
defeat the Corsair fleet. Aragom /Tees the 
Oathbreakers, and Morthcc breaks the Gwaedhcl
spear. PreHing onwards to the Pclennor Fields, 
Aragorn turns the tide of battle. With the defeat of 
Sauron soon after, Aragom takes the aown under the 
name of Elessar. reuniting the long-sundered realms of 
Gondor and Amor. Faramir the Steward is made 
Prince of Ithilien. 

3019-3020 The survivors ofSauron's armies fight 
among thmudvcs for possession of hiJ treasures and 
food·stores. Tales of the "Power and Wrath of 
Gondor" are carried home mixed with those of the 
"Trail of Bone!," so named because many starve or arc 
murdered along the way. The Haruze pardoned by 
King E1essar help him to conquer Ithilien and nonhcm 
Harondor within a year of his coronation. 

THE FOURTH AGE 

1 A new Gondorian fleet, incorporating the captured 
Umbarcan warships, is constituted. It serures the 
coasts between Ethir Anduin and SudUri. 

c. I~60 Imrahil joins Elessar on military expeditions to 
Rhiln and Hand. 

5 E1essar captures Mirlond, Ramlond, and Umbar. 

5·21 EleHar subdues Ncar Harad. 
12-41 T anna Tar-Calion iJ rebuilt. 

34 E1essar grants RendOl to me Prince of Bclfalas. 
52 Elessar restores T 01fa1.as [0 the Prince ofBcIfalas. 

82 Prince Faramir of lthilien dies. H iJ son succeeds him. 

106 The covenant stone of Ar-Pharazan is recovered. 

I II Elessar rutorn the Tarma Tar·Calion in Umbar. 
120 E1cssar dies of his own accord. Eldarion succeeds 

him. 

195 Findegil compiles the Kmt.z Mmmrlion Al1I1 .. n6rmm. 
(See Section I2.D.) 



4.0 THE PEOPLES 
Although the OUncdain rule southern Gonder. they an: 

aminly not its solt inhabitanu. Their ever diminUh~g nurn
ben scuccly make up a fraction of its lou.! popukaon. The 
lands of the: White Mountains have been home to Dun-folk 
IIWI the mY'terious Orughu from time immanoNl, and the: 
EIdu have inhabited Edhdlond for almost as many centuries. 
In the arid bordn' marclles of HarondOl", ewn Handrim an: 
IlJIIIbcnd among the subjects of the realm; while b.r:na.th the 
blunted mountains of Moman, the King of the Dud broods 
duttly ovu his cuncd domain, awailing the fhuJ.nunmons (0 
6dfiJ.I his o:r.th to Isi ldur. 

This J«tion describes each of southern Goodor' 5 peoples in 
tiM: historical order of their arrival in the land, pttKnting thar 
culture, society, religion. Wamarl, and physi'~ appearance with 
sufficient detail (0 give the gamcmutu a ful for how to pur 
mcm in a game. These lopks overbp with those presented in 
other .sectlOIU of this work; however, unlike other p=ges. 
which generally focw on the OUned.tin (i.e., the bt:arcn of the 
dominant culture in the realm), the pruent union nnplusizd 
!he: whole range of JO\Jthffl\ Gondor's inhabitants. 

4.1 THE DRUGHU 
The Orughu conuUe the original inhabitants of southern 

Gondor. The OUncchin know of this strange ~plc only 
mrough:ll bnnch of their kindrtd that appeared in Bderiand u 
allies of the Elva and &lain. The Adan anctston of the 
OUncdain called thc.sc strange, diminutive folk the ~OtUccWn. ~ 
While uccptionally distinct &om their ~ndbom brtthrcn, 
!bough, they were ultimately still Mcn-H ild01'---jlUt like the 
blessed &bin, and many perished in the struggle against 
Morgoth. 

A rannant of these people survived the War ofWnth and 
aa:omJ-'icd the &bin to NUmcnor.1u the Shadow fell upon 
NUmcnor, though. the Orughu gradually migrated back to 
Middle-cuth with the Faithful. esubli1hing thc:msdva in a 
forestof northcm Gondor whidi the DUncd.ain named "T awar· 
in.OrUcd.ain. H 

The gt'Uiter part of the Drughu. however, had never d~arted 
their ancient homeland. though by the time of Gondor's 
founding (SA 3320) their numbcn had dwindl~d, ~ they 
had withdrawn into the high futness of the Ere<! Niinrau or the 
housclus wildernus of Andrut. Much later in the Third Age. 
when the Rohirrim nnled the Iancb north of the Whitt 
Mountains, they spoke much of the Drughu of the forat. whom 
they called -WostS~ (RD. "Wild Men"). By that time no other 
DrOg clans WCl'l: known to crist in the White Mountains, and 
50 the Rohirrim never perceived that the Wosa ofTawu-in· 
0rUcd.ain wen: connected with the "PUkel·men" ofDunlending 
legend. MO$t Men in southern Gondor had also forgotten the 
origins of their Dn4dan neighbors, and joined the Rohirrim in 
denying the humani ty of the "Wild Men." 

The Orughu originally migrated westwards from the lands 
JOUth of MOI'dor at the beginning of the First Age. and their 
Urge clans occupied the lowlands on both sides of the .Whi~e 
MounWns. With the arrival of the Dam ~plcs who. In thCU' 
own tongue n:fcrrcd to the Drughu u "Pudad" (On.. "De-
mons"), the Dnlcd.ain found thcmsclva subsequently driven 
out of the lowlands and forced into the mountain wilderness. 
Dun hunten and warriors often killed the Drughu out of 
fur.-,r for sport. 

Aeeing from Dun hacrcd and superstition. the Drug~u 
isolated thmuelves in the wildemcss. becoming more n:c1uslve 
and intolcnnt of the outside world with every contaCt. Iu a 
corucqucnce of this withdrawal. the Drughu dwindled in 
number by the end of the First Age. A short lif?~, 1Unht!' 
complicated by a disunified clan structure, made I~ di~cult for 
the Drughu to r«ovcr their 1Oss.tJ. Met!' the bcgmmng of the 
Third Age, theirtoul. population nevcrcxcecded five ~d. 

With the exception of Andra.tt. the only JUi»untw DrUg 
groups in southern Gondor inhabit the cold. h.igh. c1en~ 
regions of the Ercd Nimrail: The tugged. m~nwnous t~ln. 
thick forats, and snowy ..... mtn'S of the WhIte Mounullns all 
SCl'Wd to protect the stout. "clusive 0rUcdain. Few bve the 
occasional miner ever encounter :II Dnig (to by nothing of 
whole clans). SriU, signs of the DrUg'. stonecraft :II" visible: 
throughout southcm Gondor. 

SocIETY AND CULTURE 
Although some of the man: important clan leaders have 

learned to speak other langu;aga, the Orughu primarily speak 
their own tongue. They employ guttural langu;age of decp 
monotona and a1ien·sounding syllabic slun. and they have 
never developed a written .alpt. Pictogr;aphs and simple sym
bols fonn their only n:corded means of expression. . 

Hostilitia from other Men haw forced the Orughu to n:tam 
a continuously nomadic manner of subsistence. They exist u 
hunten and gatherus, roaming the mountains in ever-<hanging 
circuits that ~t only ewry two or thrte centuria. Th~ clans 
plot their courses against the positiON of the Sbn m the 
hea'ICN. aided by limited amtys of Standing stona. Sc:uonal 
changes influence their mova, but ew:n in the thickat winten 
the Dnig clans can (fOSS u many u twenry miles of tugged 
landscape a cby. . . . 

Forclothing. Dtughu wnronly the most Imuted fur or skin 
loincloths. Women add a JUede collu, which coven the shouI· 
den and f.alls to the lower ribs. Headmen often don grass skirts 
for distinction. while ..... arriors sport thin furs or leather. 'I'my 
rudy wear boots, except in deepen winter. When ttavding in 
the cold. the Orughu may gatht!' togctht!' in a eaw: or similar 
shcltt!' until the _ather pcrmiu we movement. Oth~ 
they pUJ their nigha in pemble leather lean·tos. . 

Longer pawes in their migratory circuiu an spent In 
khirganoth (Dr. ~PUJase.ho ldJ"), refuges located in natural or 
Clavated c.uthen hollows covered by bone rc-inforced turf 
domes. The whole clan rravels quickly and lightly. Canying all 
their possessions in mull bags, they never own more than they 
"tt<!. 

Bccawc of their Cltensive wandering. the Drughu n:ly heavily 
on their peculiar cultural skills. Utilizing their environment's 
resources. they ~ cnodirional nwten of hunting and tr.Ipp~g. 
u _ll as aninuJ, mincn..l, and plant lore. The Orughu pnde 
thenuclves on their craftsmanship of wood and scone, in which 
arts they uceL 

Thirty to forty Dtughu make up the typical clan, which is 
always led by an ddt!' headman. proven as a warrior and 
considcttd wise. Males scout the JUrTOWIding rcrnin, hunt for 
food, and defend the clan when the need arises. while fana1es 
and children gather herbs, roots, and fuel Dn1& famili~ ~ 
mWI. usualIyconsistingof an .dult male. a female. any sumnng 
elderly puenu, and one or two childrm. A clan might consist 
of a doun such family units. Pairings offamilic.s. fundamental 
to hunting and marriage practices, an called Inndings. 



Each dan has a name and an uttnsift body ofhistory and 
cwtom which is maintained by a rich onJ tradition, pasud on 
through the generations. Ddiance o( ttadition (a very ran. 
eftnt)·luds to banishment from the clan. Dr<lg daru lift 
.sepuate from one another; but if one becomes mdangcud. as 
many as a dou.n other daru haft been known to march (or days, 
awsing miles o( rugged terrain, to assist their (ellows in time 
o( need. 

The only Iinlt betwttn the many sepuatcd daru is the 
Drugh6r-ghan (Or. "Gmt Srotherhood~} This fraternity is 
composed o( vmcrated dden, .... ho au; responsible (or pruerv
ing the oral history and upholding.sacred custom. Manben o( 
the ChughOr-ghan life rulusive, and o(ten travel aput from the 
main body o( the dan. 

Although itis wuaI (or a dan to have onlyonedrughin (Dr. 
"great brother"), uch drughln may have m~ than one: khin 
(Or. "son, apprentice~). who ensures that the drughin remains 
strong in body, even in timuo( war. The khin tnins to become 
a drughan, and learns to craft thc: mysriC61 abhln·kor&h (Dr. 
"watch.stones"). the enchanced stonework o( the Drughu. used 
(or the protection o( the clan. The abMn·k0r6th represent the 
highest demonstration o( craftsmanship and mysriC61 under
standing attai~ble by a drughln. Only a (ell' such works life ever 
created during each generation o( a clan's uistence. 

fkcaIUC they ruh.e that they an a threatened people, the 
Drughu do not kill their own kind. whether in war or in the 
enfon::anent of tradition. They coruider the DrughOr-ghan 
(and their practice of stonecnfting) sacred and of the uanost 
importance to their continued survivaJ as a people. Harm to the 
Drugh6r-ghan, or violation of the sef:nCY of iu riruals, will 
unite the dans against such thrnu to their heritage. 

Although Dr<lg warnors an treated with guat respect among 
the dans, the Chughu do not celebrate or exult in killing. 
Viaory owr an enemy is looked upon as a grim but necess.uy 
t.uk. Angering a Drug is difficult. and unless a threat is made 

toward the dan. fami ly. or another 
Drag. he wiU usually avoid conflict 
pucUulJy. 

The Orughu an skilkd herbalists. They an rumorui to 
concoct medicines ca~le of healing mortal wounds. curing 
blindness. and evm mnoving poison. The: Drughu know how 
to bre .... poison. but this ancient knowledge has traditionally 
b«n reserved for the killing of Orcs. Custom forbids the 
Drughu to usc such tolins against any other foe and, since it is 
utrtmdy rare for Orcs to pcnctnte the fastnesses of the Ereci 
Nimrais. the an: of poison-brewing is often relegated to lore. 

RwGlON AND MAGIC 

The Drughu respca the Powen mat govern the world. With 
the uception ofMim-1..Lgu-MJm (Dr. ~Fim Mother"). ho .... -
ever, the Orughu do not generally wonhip the Va..Lu. For MSm
ugu-MJm (whom 0Unadan scholars believe to be a rrpresenta
non ofYavanru.) they plant seeds of rare wild roou and herbs, 
and hold annual ccranonies in the fint days of spring. During 
this time boys o( the proper age an given status as warriors, and 
the right of rnarriage is bestowed upon girls of similar age. Most 
importmdy. the Drugh6r-ghm may choose such an occasion to 
craft a mystiC61 watch·stone with the aid of their khin. 

There are two distinct types of watch-stones fashioned by 
the magic of the Drugh6r-ghan. The kor6th-~phto1 (Dr. 
~stone-eyes") are the most common of all of their stone 
f:nanons. These an carved from the surfaces of rockcliffs, large 
boulden, stone pillan, cave walls. or even stone steps on hone 
trails, and sculpted in the crude likeness of faces set in stone. 
sometimes painted with strange plant-basecl dyes. Any land 
once inhabited by the Drughu will be littcn:d with such visagu. 
Kho~th-n.1phtol may be used by a drughln to divine the 

presence of potentia] enemy to the cWt. Even ifhe anploys the 
none while sitting miles away, the drughln can observc outsid
eu or intrudeu as though they were within the nnge of nonnal 
sight. Through a watch-stone. the drughin is able to detmnine 
whether or not trawlen pose a threat. 

To make one of these amuing stones. a drughin perfomu a 
stonecrafting ctfffilony. This ritual takes an hour to complete 
and requires =y secret enchantments. During the ceremony. 
the drughln ~crifices a pan ofhu oWn spirit. forever binding 
himself to the watch-stone. Even after the death ofiu creator, 
however. another drughin may usc the watch-stone if he 
properly invokes iu n.uTiC and mat ofiu creator. 

Once crafted. the kho~th-~phtol may be employed at will 
by the drughln forthe purpose of saying. This requires a period 
of meditation and an expenditure of energy. Even when not 
actively looking through the watch-stone, though. iu f:nator 
will feci a powerful sensation if any crutun touches or passes 
close to it. The stones never lose the powerof seeing unkss their 
eyes are destroyed beyond all ncognition. lf the eyes do become 
damaged, the khor-naphtol loses iu enchantment and the 
stonecrafting ceremony must be repeated before it will function 
again. 

The second type of watch-stones an the abhin-kor&h (Dr. 
M[c:rue] watch-stones")' the mo.n powerful creations of the 
Drugh6r-ghan. Theycombine physiC61 mobility with the saying 
powers of the lesser watch-stones. Deployed as guardians and 
sentinels. the watch-stones are lifelike statues ofDr<lg warriors. 
Ranging in sizc from four to twenty feet in height. these stona 
art an ominow sight while at rest and a terrifying one when 
animated. Although rather clumsy in their movemmU. the 
nurly invulncnble statues pouess physical strength equal to 
that of Trolls. Once animated by a drughin, the abhin·lthor 
becomes a stone warrior, a lethal tool that can be controlled by 
iu maker from miles away. 



The rite for cruting such a watch-stone «quires a full, 
urnntcmJpted day. The stone must Ix fully carved within this 
time period, and pennancnt encrgy must be bound into the 
objw: to complete the cen:mony. Mmlben of the Drughor
ghm from diffe«nt c1aru ofltn assin each other in the building 
oflarge and powerful watch-stonl'S to defend clan nfUges.. 

If the stonecnfting ceranony is interrupted at any time after 
the first hour. all magia.1 efforu fail and the stone Iosell its 
mchantmenr. IntcmJption of such a ceremony is considered the 
worst insult pouible to a drughin. \Vhen the watch-stone is 
completed, the $fame will remain immobile until animated, 
although it rru.y thusly be used for its saying power, u in the 
case of the lesser koroth-naphtoL 

An abh~n-kor is a m~gical m~nifest~tion of its maker. 
Anim~ting abhin-kor6th is no simple mamr. the controller 
must e~pend physic:o.l and magical energy throughout the period. 
of animation ( which is extremely tiring} Many among the 
Otughor-ghan usc herbs such u gnosh (see below) to increase 
(ndunncc, luson physical and mental fatigue, and slow the 
drain of enagy. 

Any damage dut penetutes the watch-stone's "annor" is 
transferred to the crtator-albeit to a druticaUy lower degree. 
Rtgardlcn of whether the wound was enough to break the ann 
off of the watch-SlOne or if it cruted only a small chip, a 
drughin c.mnot be killed in this manner. Such damage is as 
much ment:o.l as it is physiul. \Vounds sustained in this manner 
heal at twice the nonn:o.l r:ate, bUI the pain ranains very real 
potcnti:o.lly quite dangerous. 

ENCOllNT"ER1N(i THE DRUGHU 

Lacking fondness for other Hildor, the Orughu shun contact 
wilh such (and. unleu they have a speci:o.l interut, c.schew 
combat as well). W ithin the lamb of southern Gondor, only 
hunltrS. trappers, or minen on the frontiers of settlement arc 
likely to encounter Drughu. The wise know to avoid trupas5ing 
on Drug territory. $0 dtady marked by watCh-slOnn and 
painted symbolic warnings. 

It is possible, though, for :r. group of outsiders to mcet 
Drughu on peaceful ttnlls. If a tribe considers the visitors to be 
h.umlu$, and a puceful gesture is made before entering DrUg 
lands, the tr:wdl~rs may be met by a warrior band. In such case. 
the Orughu will first observ~ the newcomers from a dist;ance to 
a.Kertain their purpose; and then. if :l.ppropriate, the Dll.lghu 
will initiate com act wit h a reciprocal gesture of peace. Assuming 
the visitors respect his wishu, a clan headman or drughin may 
utend his own hospitality :r.nd assistance. Under no circum
stances will the Dll.lghu expose their women or children to an 
.umed war party. even if they arc aUiu. 

WAJl.CRAFT 

From a young age. the OnIghu art tr:ained to fight and signal 
in romplete silence. Hand and body mOlions convey messages 
in combat (even in darkness). They \lSI: shrill whistles to 
summon help or communicate with othn- warrior I».ncU. The 
Orughu ordinari ly avoid confromation, but when forced to 
rtpcl invaders, or other perceived threac". the Drughu methodi
cally eliminate the aggressors with grim expertiS<'. 

Stealth. uceptional mobility in rugged tanin, and their skill 
in deceiving and dividing enemy hosts fann the foundation of 
Drug taClic:o.l tradition. These methods pennit the Drughu to 
kcrp their warrion and raiding ~rries from destruction by 
morehuvily-anned intruders. The Drughu do not usc annorof 
any kind, which gives thml utra agili ty, and staggeringly swift 
movement rates. 

The weaponry wielded by the Drughu is unifonnly of 
wooden construction- for huming, spears with sharpened 
StOne heads; for delivering poisons, blow-guns; for combat. 
dubs with stone spiku. The Orughu also employ a body paint. 
a.lled gnosh (Dr. ~joumey-~int"). CltraCled from plant pig
ments, which they dab onto their skin. 8ccawe of its botanical 
origin, gnosh is ceremonial as well as pr:act ical in function. As 

a slow-acting drug. the paint rt leases a medicine into the pores 
of the skin to combat uhaustion. ensuring that the Orughu do 
not tire easily in battle, forced marches, or e~tended ccrcrnoni:o.l 
rites. 

\Vhen olltnumbered, the Druglm attack with blow-guns and 
spears, then quickly withdraw into the wilderness at the mo
ment just before direct confrontation with their foe (their goal 
being to agitate, scpar:ate, and lure the undisciplined enemy 
away from all ies into an area were the remaillderof the warriors 
lie in wait). Utili:l!ing stealth and camouOage, the Drughu then 
:l.ttack ag~in, usu:o.lly catching the enemy by surprise. Singling 
out a person or srru.1I group, they strike with ullluual speed.md 
then fade into the wildemns to regroup. 

This pattern continucs until the enemy retrcau or is elimi
lIated. Often, olher ncarby warrior bancU arrive to assist their 
comrades. If forced into hand-to-hand melee where other 
OnIghu cannot aid ,hem, a warrior band attempts to disengage 
from the combat and, exercising stealth, depart. Should the 
ellemy follow. the Drughu lead them on ~ brisk chase through 
terrain well-known to the "Wild Men." 

The Drughu arc capable of defrating fortes whose numbers 
greatly ucced their own. If given time enough to pl.m alld 
a.ucmble a large h(»t. the Drughu will initiate a r:aid. Prefaring 
to attack at night ( where their superior night vision givn them 
a distinct adva.ntage). they employ the same tactics as those 
utiliud when they art outnumbered. The warriors eliminate 
small groups offoes by luring them away from the main clwter, 
while larger groups of Drughu warriors assault the main body 
of the enemy, and then withdraw, only to appear moments bter 
in all emirely different area of the battle. 

APPEARANCE 
The Dll.lghu arc a small people-heavily set and stocky, with 

a stature similar to that of the Dwarves (an aver:age of 4' in 
height). thick amu and legs, and a dense build. Their facn are 
wide and flat , with long nasa and wide mouths thaI move very 
little when they speak. Their eyes art deep sct and overshad
owed by a heavy brow. The cornta and pupils of their ~ycs arc 
black, making their movement nearly impernptible, unless 
observed ~t a very dose di$unc:e. \Vhen angered, the eyes glow 
subtly red. Their skin is brown, and is sometimes decorated 
with tmlporary painu and dyes, which scrve, for the most part, 
as camouflage or cemlloni:o.l symbols. 

\Vith the u:crpt ion of their brows and the black orgr(y hair 
th~t grows thinly on the sidcsoftheirhtad, the OnIghu bck.my 
significant body or facial hair. As a rart tr:ait, .m elderly male may 
grow a thin wisp ofh~ i r in the cleft of his chin--<onsidcrt"d a 
mark of distinction. 



By far the mo,n remarkable characteristic of the Drughu is 
their appearance while at reno BeatUe their eyes are $0 still, the 
Drughu have a Iifdess, none-like appurance, When sitting 
motionless in their native habitat, the Drughu look mort: like 
artfUl narues than living cnaturu. 

4.2 THE DAEN PEOPLES 
The Oaen art: a family of related peoples that migrated 

westwards into southern Gondor throughout most of the First 
Age. Many of theif descendants later became the gn:,tCcr part of 
the OUnadan realm', commoncn ( thOllgh some groups main
tained separate identities). The tut below recOllnts the shared 
history and characteristics of the Oaen peoples, and then moves 
on to describe the distinctive features of each sub-grouping that 
emerged over time. 

OlUruNS 
Following in the footsteps of the Drughu--whosc language 

is disWltly related to theirs-the Oaen peoples wandered the 
lands to the north and $CUth of the White Mountains, seeking 
refuge from the perils of Middie-carth, then under the domin
ion of Morgoth, The crossing of the Anduin at Cail Andros 
became the pcn:nnial point at which the various waves of 
migration were diffused in different dim:tions. For the most 
part, the earlien Oaen groups never croued the Great River, but 
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instead setded in the lands cast of it. The one exception wen the 
Dun Mor, who pressed onward all the way into Bclcriand, 
where they feU under the dominion of Angband and became 
servanu of the Great Enemy, Later groups also crossed the river, 
but advanced no farther westwuds than the GapofCalenardhon. 

SooETY AND CULTURE 
The Oaen peoples took part in the primitive condition of 

Men who never had dealings with the Eldar. They possessed no 
knowledge of agriculture, nor of forging. nor of building. and 
spent the greater part of their wanderings as hunters and 
gatherers. Like all the Children ofllUvatar that undertook the 
Great JOllmey westwards, the basic unit ofOaen social organi
zation was the "house" (or clan), which consisted of all those 
relaud to a prominent lineage defined by the father. 
~ the Oaen-folk fngmented, and sundered groups a<hpted 

their language and way of life to a particular region, the 
boun<hrics of kinship and affinity would sometimcs expand, 
and larger, tribal unilics would emerge, For long. the tribe _ 
11 purdy linguistic and cultural entity, and rarely included a 
political dimension until the Second Age. In that time, the Oaen 
came into contact with othupeop[es and powers which were to 
fimdamenuUy altef their primordi;1 way of life, (Sec the 
sections on the Dun Mor, the Oaen Coentis, and the Oanan 
Lin below,) 
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Ifit cvu uin«i, the "mother longue" of the Datn propla 
lOOn cmv to k forgonen and lost; but the oldest and most 
widdy spoken dialtct of which sufficient fonns survived into 
!be: Third Age was DUIUCI, the spc«h usa! by thf; D~en 
Cocncis alliance of the White Mounuins. This bnguage umc 
II:) be debased by the beginning of w Third Age • .diu the 
Oathlmaking. md was thnuftn known ;u Dwutl Since the 
west JUn'iving dialtct of DunKl was tlul used by the 
Dunkndings of the southern Misty Mounuins, most Khobrly 
llaIUbtiom of the southern GondorUn fornu rl this tongue are 
attempted re(OlUnucbOIU bued on the DunUnd diakct of 1M 
lau Third Age (po5t-2510). 

REuGlON 
'I'M rdigiow practices and bdicfs of the DOlen proplu were, 

Iikc their language and customs. highly divene. and refltctive of 
die distinctive fUNfU of their loal environment. RinWs 
usociatcd with thc hunt and me procurement of food wen: 
~t in the urly period (and certainly persisted or were 
revived by grouP" that remained mugirullO the greater fortes 
u WOJk in the history of south«Ti Gondor). One !ucil rirual 
involved the divUion of the meat by the hudnun, accomJWlicd 
by a gCSC\lle of thanks towards the divine POWtfJ, The wide
JPfUd adherence to this cwtom derived equally from its role in 
establishing and rmintaining the spiritual authority of the cbn 
kader. For the ~t part. he_ver, the Dun-folk UIIimikted 
and indigeni~d the religious cnditionJ of othcn, as with the 
Oman lin. 

In the case of the 06lWl, the Ethir-folk. and the Cocnw 
allimce, thar encountet" with ~uron or othet" servants of 
Morgoth kd to the fo~tion of organized cults. As with many 
othu DCa in Middle-earth, rdigious authority tended to be 
congruent with political power, and although the shamanic role 
was somttima K~te from that of the run hudman, the 
priestly fUnction in the organized cults has never been held by 
"class of people distinct from the politicall~ 

AnOent Daen burial cwtom was unlike tluot of the Edain. 
The Dun extncwi the intmu.l orgaN of the dcaascd (which 
mey pla!;ed in jus~ and then b id the bodies to rat for three 
years. Once u,.~ skeletON were rtlativdy clean offIesh, the D.ltn 
wrapped the bona of t,1ch f.unily in cloth, sorted by type, so 
that iI family would be buried with all its leg bonet grouped 
together, all thunn bone:ll together, and soon. Thecoffers that 
held the bone:ll Wert left open to a(:Commodate new arrivals. The 
only individual tribute to each pel'$On would be the placing of 
his or hu skull in a niche in the wall of the family burial 
chamber. The skull was decorated with a circlet of gold orsilvcr 
wire. in a de:llign that was appropriate to the decused's sociebl 
stl.nding. The common folk of the time W1:rt buried in crypts 
in t,1ch village. in much the same way ucept the skulls, len 
unadorned. Wert mounted on the outside of the crypl1 

In later years, the sund~d Dun-folk aeated IlUnKl'OW 

VariatiON on this foundation..! interment practice. The Daen 
Cocntis bid their dead to rest in chambcn, surrounded by 
bdongingJ hdd in life. and food and drink, in an attempt to 

keep the departed from rising and haunting the living. Many 
diffel'Wt burial rituals Wert pDCtictd throughout the yean 
following the Oathbruking. auch as the bying of cn:asun: with 
the dtad in order to appca.sc the spiri ts, putW mummification. 
and continued dismemberment. 

W..u.CRAFT 
Prior to the coming of thc Dun Mor, the Dxn pcople:ll in 

JOlIthem Gondor bcked the abi lity to forge W1:apons. I.lld 1V~ 
fot'ctd to rely upon wood, stone, or bone for the cnfting of 
arms; and only with tht emergence of the Cocnw allimcc under 
the tutelage of ~uron (and. later on, with the aid of the 
NUmen6rcan w:nturtts) did the knowledge and skill of fcnging 
become gtntnlly anibble. The marti.a.I skills of tht ancient 
Dun were oriented towards defense and founded mostly upon 
hunting techniques. No organized femu of mass ~t wen: 
ever developed or ~d. except by the Dun Mot' and the Dacn 
Cocntis. 

APPt;.w.Nce 
Neuly all of the Daen pcoplushan: eeru.in physial charac

teristics. They an: morttl' than the OUnrdain (males avenging 
5'1 0" and female:ll S'6"~ muscular in suture, swarthy in 
compbion, and generally dark of hair and eye. Their Itti~ is 
fashioned of wool and displays wow:n plaid patterns, I tenile 
innovation stumbled upon urly in their history and brought by 
the fitst migrating clans to the lands that would become 
Gondor. (Only among th05C descendants who ceaxd to prac
tise shepherding has wool given way to lu theror fur gannents.) 
The summtl' kilts and winter pants dew:loped in raponse to the 
extmne:ll of their mid-continent pbins homeland also came 
with the migrating Dun. 

The vibrancy of theit' tcrtile:ll mnaincd limited. since m<Ut 
known dyes in the region W'CU vtgetable in IU.tuu. Gathered 
walnut hulls and certain inKct dyes a.Uo~ for duk brown and 
sIwIa of red. but in rmny c.asu the iUrunI shade of the wool 
bcamc the color of the garment. 

After the rise of the Datn Cocnw alliance, u.ch clan tended 
to identify its mcmbcn: by $pCcific gannent colors or plaid 
patuf/U. Among the Dun untis of HairavcWen and 
Enedhwaith., where cbn organization had come to bt: thc sole 
political unit of Daen JOCicry (following the: colbpsc of the 
Cocnw alliance at the end of the 5«ond Age)' this practice 
reached its ~t developed utranc.. Ritul.!. JCarific.ation and 
uttooing were brought by the Dun Mer fieeing Bdcriand and 
mixed with the art or body painting to b«ome" part ofDaen 
heritage, somrtime:ll repudiated, sometimes reviw:d, in fepoNt 
to largtl' ew:nts. 

4.2.1 THE D6NAN 
The ~nan (a debaxd vocalization of i.n, signifying 

U people"), although part or the carlie:llt wave or westward Daen 
migration, w~ thc first to tum bxk at the prospect of crossing 
the Anduin. Whi1e their Dun Morcowins forged ahead at Cair 
Andros, the ~lWl IaIta!, K.lttcring north, JOlIth, and cast of 
thc Great River. The gre.m:r number Ktcled in the slwfowy 
glens of the Ephel OWth and Ercd uthui, long before those 
mountain I'I.llga became the fences ofSauron's domain. Some 
also dwelt in the Vale of Anduin, or along the Pocos and upper 
Hamen valleys, but these W1:re drivcn into the mountain 
uplands or assimilated by the Iattl' H.anac and NUmm6run 
presence. The ~lWl gndually died out as the lands of 
Hmmdor and Harithilirn more and more bcamc a f'rontierof 
wu, until they were completely uprooted by the Wainrider 
Confcdaxy in T.A 19«. 



DO""" 

SoCIETY AND CULTURE 
E~nin tht early centuries of the Third Age. a long 

aperience of penecution at the hands of other peoples 
has made the Danan highly xenophobic. On.ly under 
the rdati~ peace brought by Gondorian rule did the 
lowland 06nan-folk ofHarondorengage in any signifi
cant rultun1 exchange with the DUnedain. AJ a re5u1tof 
this contact. animal husbandry and limited fonns of 
agriculture: spread among the D6nan.. Despite these 
innovations, the D6nan never devdoped a full-fledged 
tribal organization. remaining at the level of the clan. 
The principal reason for this was thar the inclusion of 
the Wnan into the NIlmcn6rean sphere took place 
alongside the transfonnation ofHarondor into a prov
ince. with the consequence thu whatever larger social 
and political affinities the D6nan might ha~ di5cov
ered were absorbed into the overarching strocrure: of 
Gondorian government. 

Beuuse of its $pCakeri highly irnular lifestyle, the 
06nan lan~ge is litde mort thUi a collcction of 
mutually unintcUigible dialects. Since the D6nan have 
been regarded as a marginal demcnt by the Gondorian 
authorities. no schoW: of Gondor has ever undertaken 
the wit of studying or recording tht Ixwildering amy 
of(M nan tongues. This .neglect not withstanding, it is 
probable that 06nan speech was at one point influ
enced by NOn.dja. the language of the folk of Num. 
wh~ seasonal migrations over the pusa of the Ephcl 
DUath sometimes brought them into contact with the 
D6nan. 

RruGlON 
There is little surviving evidence for the primal fann of 

Donan ritual and Ixlief. since these appear to have become 
wholly tnnsfonntd by the NUmtncman presence ( in the 
lowlands) and AdGnaphd the NazgQl (upon the highlands). Tn 
the case of the fonner, the importation of agriculture: has 
brought with it common rural custom and supentition about 
Yavanna the Earth Misttcss and her ways. AJ subjects of the 
realm. the lowlanclers observe the annual festivals ofNI1mm6rean 
religion; yet this is done with little or no cognizmce of their 
meaning, and the 06nan have happily incorporated these rituals 
into their own folk-beliJs about the world. In the mountains 
of the East March, {he I)llnan participate in the Cult of the Dark 
Lady. 

WAACl.AFT 
A distinct endition of warfare does not exist (or has long 

since ccued to exist) among the lowland Donan of Harondor 
(dwelling as they do within the shadow of a larger miliwy order 
in which they may puticipate if they so chQ()je). The mountain 
D~nan, on the other hand. have failed to absorb anym;r.rtiallon: 
from the Dark Lady of Lugarlur. Instead. Adunaphel pennits 
the xenophobic 06nan continue to live as they always have, a 
convenient buffer against any introders attempting to enter ha 
domain through the mountain pa.t$es. Few of thue highland 
D6nan have acquired iron implements from their lowland 
bre:thrc:n. and they continue to hunt with stone (most often 
obsidian) weapons. Their tactics arc exclusively defensive and 
wildemcss-otiented, consisting of ambush and withdrawal 
from a superior foc. 

Al>PEARANCE 
Centuries of inbrttding among the highland clans has pro

duced frequent genetic defects, and re:ndered many of the 
])Qnan weak and sickly in appearance ( thoogh this is not always 
the case). The D6nan tend to Ix shorter and clarka than their 
Dacn n:latives elsewhere in southern Gondor, but their skin is 
ruddy in complexion. unlike the sun-darkened Haruze. Al
though some shepherd flocks and harvest their fleeces as woven 
wool (like their ancesters in central Endor and like the neigh
boring NCimiags). the highland D6nan prJer to clothe them
selves with fun and leathers, which are more protc(;tive among 
the sharp roc.ks of the Ephel DUath. 

Deman men of both the lower and upper mountain flanks 
wear the summer kilts and wintu pants of their fon:fathen. 
donning the fonne r in wann weather and the btter for the cold 
months. The kilts and pants of the foothilh art woven of wool 
and fashioned without pleats. Thcy display the plaid patterns 
brought with the migrating Dacn. but lack the bright dyes that 
wen: later developed in the heart ofGondor. Somber greys. tans, 
browns, and CTeams pn:dominate. Kilts and pants of the peaks 
an: cut from undyed tanned hides and fastened with lacings of 
leather thongs. Long-sleeved tunics that fall to the upper 
thigh-wool in the lowlands, leather in the highlands--cover 
the upper body. Fur-lined hide cloaks and ova-pants an: 
donned atop the innergannents while the men are ootofdoors. 

The clothing of the D6nan women varies seasonally as well. 
In summer they wear sleevelcs.s tunics falling to mid-calf and 
sometimes confined at the waist with a sash or laced half
bodice.1n winter they add a long-sleeved under-tWlic that falls 
to the ankle Ixneath the shorter ooter-tunic. Wimples covering 
the head and neck widen at the bottem hem to fall across the 



shouIden, upJXr back. and collarbone. Like the men, they 
employ fur-lined cloaks outdoon in cold wather. The high
land women unWly poucss garments fuhioned of very $Oft, 
sueded luther ~nd ornamented with be~ ofbooc.. The women 

of the: foothilb ret:~in the drab pwd woolens of thar ancaun. 
Both SUI'S fayor uncorurructed boots with thongs wed to 

bind the: uppers to their legs.. The footgnr of the highhnd 
000an spoT! fur on the outer surface ~ar round, suppkmcntcd 
in wint(T with inner fur linings.. 

The warriors of the ancient Dacn have devolved into hunttts 
among the D6nan, and thus the mutial ms of body painting. 
ritual sarification, and lime-wuhing the !Wr(to nuke it stand 
up in points) have vanished. Only the inmcate bniding ~ttctru 
EO!' both hud hair and facial hair survi~ Irxleed, these have 
sp~ad to become the oorm among the entin: 061U11 popula
tion, women and child~n u well u men. Women usually form 
9 to 12 thin bniru from their ttl'SJoCS whkh are then plaited 
together to c~ate either an clabonte construct atop the head or 
two thick braitb down the hack. Men prefer a single bnid down 
the hack (formNl of seven l smaller plaits) and multiple bnitb 
produced from beard and mustache. 

4.2.2 THE DAAN MOR 
The Dun Mar (On. "Great 

Pcople~).aIso part of the e.ulil'St wave 
of migration, were the only group 
among the Daen pcopll'S to rcach 
Bderiand. By virtue of this fact, they 
Wft"C also the fint of the: Oaen-folk to 
atquire a highly-develoJXd military 
culture mel tf'Chnology. Once arrived 
in Ikleriand, the Dun Mar wen: over
a~d by the: might of Angi»nd. They 
swifcly became numbft't:d among the 
IJWInish a1lia of Morgoth, who gave 
them flocks to tend and live off of in 
Hithlum. 

After ,he defe<lt of their nuster at 
the end of the <lge, those who cKaped 
the War of Wwh fled into the cast, 

and in time came among their Daen 
«btivc.s who were then dwell ing in the 
nill houseleS! lands of southern 
Gondor. The Dnn Mor soon found 
that their weaker cousins wen: able to 
offer little luisullce to thei rdainu to 
j»SMe land, u they alone poucncd 
flocks along with wuporu of iron to 
~rd thcm.ln f~ct, the Daen of $CUth
em Gondor rcgardNl the Dun Moru 
having acquired these gifts fTom some 
divine power (which was oot far from 
the truth). and would submit to their 
will in exchange for a shu~ in these 
goods (or ~rt too furfUl to act orb
crwiJe). 

The Daan Mor, for their pan, 
vicwNl dominion over their brcthren 
u their right, earned through rheir 
faithful service to the King of the 
World, though he were now (as it 

JecmNl) vanquished for a rime. In this way the Dun MOl' 
~ublished their power over much of what would lattr become 
Anfal.u and HairaVttkicn (for they had cnttrtd the lands of 
$CUthcm Gonclor by _y of the Crith NimnU and the other 
laser paSSCJ of Andr.ut.). Their NpmNC)' bsud until the 
emergence of the Cocntis alliance in the White MounbiN and 
the coming of the NUmcn6runs to the ccwthnds (Co SA 500 
mel $.A. 700 rcspcctivdy). ahcr .... hich time they 1VCn: dain 01' 

drivat aWllY by their n:bdli0UI aubj«u. 

SocmTY AND Cln.TUU 
The coming of the Dun MOl' signaled the cmcrgcnce of the 

fim tnu; chid'doms in Dam history, in which the ncwcomcn 
became an udusive caste of warrior-ruIns, .... hik the natin: 
Oatn dans came to be rcgarded u inferior subj~~prop
cny,~ to be ~tcd no differently than land or ahccp. The Dun 
Mot hadlcamed well the ways ofMorgoth, and kept the Dam 
under their yoke through a combination of temlr, JUpcntition. 
and the brutal superiority of naked force. 

The only factor that worked to the undoing of the Dun M.or 
was their own disunity, In the absence of a single will to order 
and guide them. the violent Dun Mor began to make war 
against one another, grttdy for the poucuiON of their pcca. 
Nevcrthcla.s, the society they had crutcd ranained inba by 



virtue of an daborate nartW code, which specified the nUes of 
warfare and feud. One dement of this code that contributed to 

the stability of the Oaan Mor's hold over their subjects was the 
prohibition that no man .save a Daan MOl' had the right to touch 
a weapon made of ifon (a nUe which thereby excluded the 
greatet' pan of the population of southern Gondof &om 
pmicipating in these violent confrontatiON)' 

Daan Morcultt= revolved around the Ion: and cnfu which 
set iu memhen apan from the people who were their subjccu. 
This included upecially the use and forging of iron. The 
weaponsmith was the most valued of aU professiON, and the 
wisdom of that an was handed down from father to son in tight 
succession. Only the herding of animals WaJ left to the Daen 
underlings. 

Equally as important as the trarumission of closely guarded 
knowledge was the nproduction of the Daan MOl' thmudvu. 
Since $OIl\e degue of intcn:naniage with the indigenous clans 
was a repttable necessityof the Dun Mar's flight from sunken 
8e1aiand, the laws oflineage were mctkulously laid out so as to 
avoid iu contamination by Dam loyalties. One distinctive 
fatuu of the upbringing of a Dun,MOl' male was a lengthy 
ritual procw by which he was socialiud to shun aU scntiment$ 
Ol' memories that might bind him to the k.w;r Datn over which 
he would one day become • lord. This ritual cycle was thought 
to function as a magical ceremony, which sup~y purged 
the poUuted blood of. Dun Mor s nativity and nplaccd it with 
the divine strain ofha warlike ancestors from Bderiand. 

The IlInguage of the Dun MOl' was an amalgam of their own 
ancestral tongue and the unlovdy speech of Angband's strYanU, 

·mixed with $OIl\e debased loan words from the &bin of 
Hithlurn. It was nonethdess r«ognizable as a fonn ofDaenael, 
and it took the Dun MOl' little effort to communicate with 
their Daen relatives in southern Gondor (if fOl' no other reason 
than their eKpoSure to a divcnity of languages in Bderiand and 
the nucent-if rudimenrary--comprehension of linguistic 
principles emerging out of that experience). The Daan Mor 
tongue left little impact on the history ofDaenad in southern 
Gondor, howevtt, since the Dam Coc.ntis culture that arou to 
overthrow it.saw little value in preserving the speech of their 
fonner opptU'on. 

REuGlON 
Although the Dun Mor posst"ed many beliefs about the 

natt= of the world and the powers that rule over it. the true 

object of their religion was themm.ves; or rather, their heroic 
(and now thoroughly mythologized) ancestors who were said to 
have sununoned all of the Dam peoples to the service of the 
King of the World in the lost west. Their dominion over their 
brethrm was explained (again, in mythological fonn) aJ a 
command ofMorgoth to reclaim their homelands and subject 
their rttalcitrant rdatives with the authority of vas.saU until the 
Dark One's nrum at $OIl\e time in the future. Morgoth was 
treated as a tutelary deity, though in fact the majority of their 
rituaJlife was preoccupied with the reproduction of their caste 
and the di5play of sanctioned martial prowess against one 
another. A3 might be expected, partitif»'tion in the rituab of 
Dun Mor religion was forbidden to their subjecu. 

WARCRAFT 

Warfare pervaded Dun MOl' society, and practically all of 
the activities of the Daan MOl' wen somehow related to the 
punuit of combat. The forging labors necessary for the aution 
of iron weaponry included the procurement of on from the 
White Mountains, and many of the abandoned mine shafts of 
the Ercd Nimrais west of the Moman are often of Dun MOl' 
origin (having been worked by their Daen subjects)' The actual 
weapon-making process was carried out in forges within the 
wooden palisades of the hill-forts which the Dun Mor built for 
themselves on the ancient heights of the Pinnath Gclin. The 
Dun Mor were less skil..led in the crafting of annor. Though 
they could forge protecti~ garb, they could not rqmxIucc it 
with the same efficiency and art as their Bdcriandic mentors. 

The actual mode of warfare which the Dun MOl' once 
practiced in 8c1criand. could not be ttansplanted to the lands of 
southern Gondor. While Angband flourished. Morgoth's ser-
vants had instructed the Dun Mor in the we of horJe..chariou 
in battle; but these were destroyed in the WarofWnth. and the 
rugged tcnain of western Gondor would not have permitted 
their use in any case. Horses they had: but they never developed 
a tradition of cavahy formation. since their dc.si~ was aJways for 
the glory of lingle combat with an adversary who abided by the 
same protocols of war. 

API>EARANcE 
Subsisting as they did on a dietof meat. the Dun Mot tended 

to be physically Iargtt and stronger than their Dam counttt
parts in southern Gondor. Yet the lack of roughage and 
vegetables in the Dun Mor diet impo.sed limits to health as welL 
Though the women wore their hair long and braided with 
intricate decorations, it was often lacking in luster. The men 
cropped their hair shon and washed it with lime, causing the 
locks to stick up in spikes. Nails tended to be brittle, and skin 
cextt= rough among both men and women. Hair colorran from 
very deep black-brown to reddish brown. with eyes abo dark. 
mosdy brown or hazel. 

Despite the: fact that animal herding WaJ coNidercd a mean 
task, it was one essential to Dun Mor clothing. Wool from 
sheep and goau was shorn. carded. spun. and woven to supply 
the fabric furnishing their gmnents. Women's clothes were 
comprised of those worn in public vemu those revealed only in 
the privacy of the home when no vi5itors wen present. The 
M~, a long and flared ankle-length robe with an attached 
hood, was donned with a ma.sk covering the face from the eyes 
down for travd, vi5iting. and outdoor chores. Travel and 
working I./W. were somber brown, grey, ol' black, and Uckcd 
the plaid patterns characteristic of the Dun peoples. Those 
robes rcscrvt;d for peting influential guests were usually dyed 
in brillimt hues woven into scarlet, emcn.ld, and indigo plaids, 
and adorned with ftIigne-work of gold and semi-precious 
stones. 

Underneath their~. women wore long. fuU skirts topped 
by sl«vdess, fonn-fitting tunics with decorative lacing which 
fastened the fuU-length opening placed at either front or back. 
Both skirts and tunics were w~ven in the plaid identifying the 
wearer's family and clan. In wintet', a plain long-sleeved undtt 
tunic was worn next to the skin beneath the outer sleeveless 
runic. 



Mm't gannents were designed to be: worn 
~ umor, weapons were alw.1lyt present, 
and it was .1I.ign or wukncss for.1l man to be 
xcn without hu w.lltTior's gur. Men's clothes 
wuaIly c:onsUud of.1l hip-length tunic and 
knu-Imgth kilt woven in the pl.1ids indic.at
ina kinship. A singlc-disk cuiras.s or breast
pbte and back plate protected the upper 
body, while overlapping strips or leathn 
nt'Cted onto .11 thick bdt covered the hips and 
upper thiglu. Sturdy luthn boots, ofti'll 
rUnfotced with utcmal bronze or iron pl.1tcs 
Oft the uppers, garbed the reet. Men's adorn
ment included ritw.! san on face and limb., 
.lIS wdI as trophies or war, ch.lImu, and othn 
rtligiow paraphernali.1l duigned to win the 
bvor of their anceston in battle. 

4.2.3 THE DAEN COENTIS 
The Oaen Cocntis (On. "People ofSkiU") 

came into being u an alliance of dam dtdi· 
caud to the overthrow of the Dun Mor. 
Fonmd with the aid o(Sauron in the guiK of 
!he Shoglic Gobha (On. "Scrvant ofGobha 
Ihc MUcr") in the higlWnds of the White 
Mountains aroundS.A. 500, the Dam CocntiJ 
wm; taught aU of the arts of war and of 
forging tNt the Dun Mot had once learnt<! 
in Bdrriand. $0 that they might be able to 
wUu the cWu agaifut thciroppreuors. Their 
libcnrion of much of southern Gondor from 
thr; tyranny of Anglnnd's (omlCf servants 
_ a uuu for renown; yet it wu but the 
pcdudr: to the glory they wen still to achieve 
undtt Shoglic's Mchge when. less than a 
century btu. they completed the ddving of 
LughGobhaandune.uthtdthcSwofGobha. 
the he.ut of the White MountaiN. 

Even after Shoglic', departure in S.A 603, the CocntU 
alliance flourished. and rnnaincd the domimnt power in south· 
ern GondOf untU the uublUhmcnt of the Pdarxirean League 
twelve centuries bter. During those long yean and the many 
mcm that were to follow. the Dolen Comus devdopcd the mo.n 
advanced culture of any mannish rue that had not bem 
influenced by the NUrticn6tu.n presence, even rinling the 
DUncdain themselves in the aru oHorging. But as the power of 
the Faithful in Middle-anh incn.u«l over the centuries, and 
more and more of the Dun were drawn into the NUmen6rean 
~, the Cocntu alliance began to decline in nllmbcn and 
power (though not yet in culture). 

Shoglic rrtumed to renew the Cocntu alliance for hu own 
purposes in SA 3253, and .lid than to Nrrying and pillaging 
their lowbnd countrymen, a thorn in the tide or the coastal 
dominions to dinnet the might or NtlmWOt whae Sauton 
pttpartd for wu in Mordor. This renewed, monacmic confed
cncy remained in uutcnce ror.1l century and .11 half mo~, but 
11'» fin.alIy dissolved by lsildllr'. Cunc lIpon the King or the 
Mountaint in SA 3434. The Dam-folk of .authern Gondor 
did not suddenly vanuh after that event. but the Cocntis alliance 
'IVOUid neVU' rise .1Igain, and the flowering of high cultun that it 
Nd Oil« nunured was gone forever. 

Socnrrv AND CUl. TUJtE 

The need for a concnted miliary alliance catalyzed the 
development of tribal entities in the highbnds, which bcame 
entrenched in the minds or the clansmen foUowing their victory 
over the Dun Mor. Unlike previous Oatn trib.1l unities, those 
or the Cocntis alliance pOuu.sed a political dirmnsion, which 
over rime solidified into something or a hieDrChy based on 
honor and rank. Notwithstanding thu, the original egalitarian 
resilience of the conredcncy was neyn entirely eclipsed until 
Shaglic rnnJ'onncd it into a dynastic monarchy undn Meno 
GWtanan in SA 3253. 

In theory, tach Cocntis tribe (usu.tIly consuring or anywhere 
from sUr: to twelve clans or housu) had an equal say in nu.ttcn 
or common concern to the aUUnce. The clan headmen malting 
up uch tribe would elect one of their number as chiefbin; and 
so long as he did not viobte the UWlI or the alliance, that 
headman would remain chic£Wn fOl" the remainder ofhis life 
(or until he chose to .lIbdiC.llu~). The chieftain could not in 
principle rumc a succ.c.uor (though in pf.llCtice, if .11 given dan 
grew powafuI and influenti.al enough. the status or chieftain 
would become hereditary ror many generatiON, unta the honor 
wu usurped by a riyal dan). 



The tribal c.hiefuin was rupol1llible for munering 
hu clansmen in time of war, either on behalf of the 
alliance or for hu own purposes (subject to the 
approval of the headmen). In peacetime. he would 
serve as the judge of hu people and their advocate 
among the other Coentis tribes. Once a yux all of the 
allied chiefi:ai.N gathered at Lugh Gobha to cfucuss 
marten of war and peacetime order among the ~ 
If it was judged that one of the tribes (or one of the 
clans within it) had violated the rights of another. the 
c.hiefi:ai.N could decide to compel the realcitrant tribe 
through threat off or« or expulsion from the alliance. 

The unification of the Daen Coentis had a signifi
cant effect upon their Imguage. Continual collabora
tion between clans and tribc.s brought with it the need 
for developing a sharai speech. Thu did not result 
from any consciow decision or rational effort on the 
part of the ludas, but rather emerged spontantoUSly 
OIJt of increased interaction over the ~an. Shoglic 
took some part in eneouraging and guiding chu pro
cus; but when theuseofDaenul hadlprud through
OIJt the highlands. it was not considerai a divine gift 
of the Shoglic Gobha(instead. it was acknowledged to 
be the aution of tk D~ thcmsd.vu). AlthOlJgh 
writing was never developed as an evayday usage 
among the Daen. 1 system of runic charactus had been 
devised by Shoglic to rcptuent the most common 
lounds used by Dunael speech (and it u to this 
innovation that the language owed its survival and 
accusibility to later linguuts of the DUnedain). 

RwGION 
At the loc.aI level. the Dun Coenris clans continued to 

practice the traditiolU they inherited hom their forefathers; at 
the level of the alliante itself. however. a cult emerged at Lugh 
Gobha for the veneration of Gobha the Maka, Shoglit his 
emWuy, and the Star which sCTVed as the symbol of their 
common leagut. Al with the uend orda of the DUnedain, the 
Coenris cultenumaated and elUhrined all of the laws by whith 
the alliance was to be held togetha. The Oi»;CTVantes of thu 
rdigion took plate at the annual gathering of the chieftailU at 
the sacred mountain, and did not otherwise penetrate everyday 
life. 

All of thu was to change when Shoglic returned and rurned 
the old al.liance into a monarchy. The transfonned cult focused 
upon Shoglic hinuelf. and upon the Morachd(Dn. MKingof the 
MountairuM). who POSSCSlled sole access to the Star of Gobha. 
Thesechanges penetrated the whole ofCoentis sociery, becawe 
the refonned tult now entailed a utrifitial system whith 
impinged upon the tribal and dan levels, and whith extended [0 

Daen who had renounced the alliance( whom the new laws now 
made subject to utri fice or slavery). For a detailed de$Cription 
of this later Cult ofShoglic, see &ction 7.S.I. 

WAJlCRAFT 

Unda the tutelageofShoglic, the Daen learned the seem of 
forging weapons of steel, superior in make to those of the hated 
Oaan Mor. Al he hinuelfhad onte sCfYed as Morgoth' s general 
in the wan of Beleriand, Shoglic understood not only how [0 

moin the Daen to fight, but he also knew well on what principles 
their enemies' mode of warfare had been founded, and how it 
could be ovenhrown. H e instructed the highlanders in the art 

of ban Ie fonnatiolU, and gave them anns and annor to match. 
MO$t especially, he taught them the usc of the bow and pike, 
weapons which the Dun Mor had onte kno wn. but had long 
since discarded for lack of need in their new environment. 

The Daen Coenti, never abandoned the martiahkilIs Shoglic 
had given [0 them, and they continued to usc. them to gmt 
effect in the defense of thtir highlmd domain. But afta the 
destruction of the Dun Mor in the early years of the Second 
Agt, the ~tU were never fated with an utcmal threat of 
equal magnitude (though they might have been, if the DUnedain 
of southern Gondor had launched a decisive effort [ 0 put an end 
to Merto's depredations on the lowlands); and although they 
certainly «rained their skills after the Oathb«aking. they no 
longa possessed the numbers or the organization to make usc. 
of their former tattia. 

APPEAJw;cr 
The Oaen Coentis did not differ notably in physique from 

other Daen tribes, except that their highland location limited 
thei r tont:l.ct with other races, thw giving them a certain degree 
of purity of destent. This w;u most noticeable when they were 
compared to the bter, more assimilated Oanan Lin of the 
lowlands. The undiluted bloodlines of the Daen Coentis re-
suited in a mon: homogeneous ·appearance. Randy if ever did 
their physical looks vary hom a sturdy build. with a ruddy, 
wind-toughened complexion, brown eyes, and medium to dark 
brown hair. 

Culturally, however, the ancient nobiliry saw fit to alta 
customs, setting themselvcs apart from their enemies, the Dun 
Mor. The colder dimate of the mountain vales also necCSllitated 
much more attention to dothing. Men and women alike tended 
to layer snug pull-on wool gannenu, including felted vcsu, 



WOftn runits, and Oeece leggings, most oftm uken from the 
.http herds dwelling ~ong the mountain ridgd. The Comris 
used a variety of dYd in their dothing. favoring dpec:Wly bright 
pdlows and brilliant blues &om ccruin highland Oowers and 
herbs, as well as the morc' common shades of brown. One 
chanctcristic of Dam Cocnris clothing was the usc of fclted 
accessories, such as aps and vests, which we~ often beautifully 
embroidered with finely spun woolen threads dyed in colon to 
match the plaids of the undagannenu. Such fdted garments 
W'ttC both aethestia.lly pleasing as well as highly functioiW in 
the cooler clirruote. 

Kilts wen spccifia.lly uboo among the Datn Comb" 
rrgudcd as an emblem of their opprdSOD. Conculing robes for 
women bore' a similar disapprobation. Womm wore knee
length plaid runia, buttoned hili-bodices, leggings, and soft 
boots. Mm's runia (also plaid) fell to mid-thigh over pants. 
Fonn-fitting and fur-lined Vdts and jackets were donned in 
winter. Both sexes wore their hair long and tne Oowing. 
demonstrating its superior sheen and thickness, typical of the 
Daen Cocntis. 

4.2.4 THE DANAN UN 
The Oanan Lin (Du. "People of Learning") encompau all 

those Oaen-folk of southern Gondor who came under the 
inOuencc--and. bter, the govemmmt-of the DUnewin (in 
contrast to the Dam Cocnris, who uiltcd as an independent 
andsovm:ign political entity until the collapK of their alliance 
in SA 3434). The single uccption to thil category an the 
Dam Linw (an archaic fonn of the ume name). who renounced 
the Comris alliance when it became a monarchy and withdrew 
to northern {;:,ndor and the far northwestern ruches of 
An£ab.s. These btter folk an hand..led under a separate section 
(4~) bec.awe. despite their identification with the assinUlatcd 
Danan lin, their culrure and mode of life an very different. 

The Danan Lin remain, in fact, the longest surviving strain 
oJ the andent Oacn peoples, though in many casu their 
language and cwtoms luvt: become so UIIimibted to that of the 
DUncdain that they have ceued in eEfen to be Daen. But many 
more--cJpecially in remoter regions of the realm-rctain their 
rultural heritage and are rc'cogniud as Danan lin by their 
rulen. The feucWization of southern Gondor halted the procc.u 
of assimibtion and change, as ancient tradition and custom 
arne once again to sctve as the foundation for the realm. 

SocIETY AND CULTURE 
Despite iu strong association with Nlimcn6rean cultun:, 

Oman lin society raTU.ins distinn by vinue of the survinl of 
iu clan structure, which the Nlimcn6rcans appropriated as an 
organLzing category for governmental purposes (~g., cemus. 
tuation, military conscription, etc.). Related to this is the 
COMect10n of the clans to the land. which was secured through 
scvenI royal dcaees enacted at the request of T annnon be
tween TA 7-48 and T.A. 754. Thcsclaws Nie that theOanan 
Lin can not be alienated &om their land through indebtedness 
toa aed..itor( though they may still, or course, faI..I into debt). To 
thoK cWumen who at that time had alrudy bem czpcIIed from 
tbar anccstnl b.nds for a generation or more, T annnon offered 
the choice of scmce in the Gondorian military (with the 
promise of evcntw.!land upon fulfillment of their tmn of duty) 
or or immediate resettlement in the newly ronned territory of 
Umedon. 

Apart &om iu convenience for their Nien, the clan , nucturc 
of the Oanan Lin aha serves as reference point for mutw.! aid 
and assiltance for individual funilies in times of economic 
hardship. It is true that such netw'Orb operate among the 
common pcuantty of JOUthern {;:,ndor as wdl, but the official 
govanmcntal recognition of the clan il often able to win the 
favor or an inf!lKnti.al benefactor with greater case, bec:au.se the 
J»-tron in question knows that the clan ic:sclf would always be 
then: to repay the favor. A final adn.nu~ to the clan structure 
is the limited sphcre of civil arbitration over can man~ 
granted by the authorities to iu clan elden. This SpUd the legal 
system an UtTa burden and contmU the darumcn with their lot 
by allowing them certain minor priYilegcs which they would not 
otherwise enjoy. 

In most cases, the Oanan Lin of southern Gondorrcta.in their 
native tongue, and an, in raa. largely responsible for: the 
"moderniution~ of Oaenacl into iu Third A~ ronn. The 
Dunad JPOken by the Oanan Lin tends to be dialcctia.l, yet it 
mna.ins comprehensible due to the shared inOurnee ofW utron 
and Sindarin on iu rorms. While the later Khow, of Ollmad 
look askance at what they view III a ~dcbascmcnt" and vulgar
ization of that once noble tongue, the dialects of their Dman 
Lin contemporaries actually enrich the Common Speech ofthc 
rulm by adding loc.aI color and meaning to the alrudy vulgar
ized amalgam of Adtlnaic and other Mannish languages that 
Westron n:prucnted. 

RwGlON 
In theory, Danan Lin rdigion docs not deviate from the 

beliefs of their 0Unadan neighhou. In practice, although they 
honor the narioiW restivals and holy days of the Faithful, the 
Danan lin add (or:, rather, adapt) lTWly or their own a.nccstnl 
customs and beliefs to the theology and ritual of the dominant 
cu1tutt.. Haftng leuncd tbcnama of the: Valar and MaW !Tom 
their NUmaWrc.an menton, the Dana.n Lin atttibute to these 
powers local charactcristia with which they an familiar. They 
aha hold that the Valar talce a much mon immediate and 
involved roJe in the afrain ofday-to-day life than most 0Uncdain 
would grant. Whether co~ or: not, the Oanan lin have never 
abandoned their adherence to the traditions of the Faithful. 
even if they interpret them very differently. 

WARQAFT 
The Danan lin luvc aJways been uempt fnlm compulsory 

military scmce in the royal forcea; instead, they rorm the tradi
tional backbone for the provincial and tcrritotiallevies of the 
realm. The JUrviva1 of thil cutom became an important consider
ation in the Yiability of transforming IOUthcrn Gonder into a 
patchwork onoc:al feudal domains, since the Ioa.llord wouJd not 

be forced to create a military tc¥y £rom acntrh. In thia tystcm. uch 
clan typically fomu ita own company, and ia led by an officer 
cho.cn from :among iu numbers. The clans an taponsible £or 
arming and equipping thcmsdva, though the local wthonties 
usually assume the wk of lnining them £or banl~ 

~ 
In spite of their proximity to 0Unad.an culrure. the official 

recognition of the clan structure cncoungu the Danan lin to 
avoid inumwriagc with the common folk of JOUthcm Gondor. 
N a result. their racial charactcr changu less than might be 
czpcctcd. At the same time, the Oanan Lin's aI»orption of 
0Unadan custom leads them to adopt the style and drus or the 
dominllnt cultun:. Thil is permps most appannt in their 
abandonment of plaid p,attcrns. 



Both men and women wear garments with a fitted waist and 
a long £lowing skirt; the men's runic ruches to the knees, while 
the women's falls to thcankles. Men don a talwd over the tunic, 
which sometimes ends at the waist, somct:irnu flows beneath 
the belt to swing at the knees. Women sport a bodice with a 
peplum that extends anywhere from the mid-thigh to the ankles. 
Snug leggings arc worn under the other garments by men and 
women in cold ~ather. Disc and back lacings, along with rows 
of buttons and hook-and-qe closures illow cardUI tailoring of 
both tabard and bodice for an individualixcd fit. 

The Danan Lin also usc the umc range of fabrics as the 
OUnedain, favoring cotton or linen in the summer, and linens 
and wools in the winter. Unlike the Gondorian peasantry, they 
employ vivid dycs-retained from the advances in textile 
ttchnology made by the Daen Comtis. Clear greens. blues. and 
bright sarlets were quiu popular. especially if mixed in coor
dinating combinations. A man. for example. might weal' a blue 
tabard ovet .scarlet long-sleeve<! tunic. adding blue leggings in 
winter. 

The varied diu of the Danan Lin lends them pter height 
than some of their kin. Their Iimbi are somewhat longer and 
more gnccfuL SIcin color is fair to medium with a rosy hue. and 
their hair is most ofttn • chestnut or wann brown. with the 
occasional redhead. Eye color varlU. though pn and haul al'e 
predominant. 

4.2.5 THE DAEN LINTIS 
The Daen untis rcprc.scnt that seg

ment of the Cocntis alliance which n
nounced the clainu of the Morachd and 
his monarchic cult, and so fd! neither 
under the Oath of Maro nor the Curse 
of Isi ldur. Thut clans dwelt primarily 
among the northward-facing vales of the 
White Mountains. and many of them 
withdrew westwards into the 
Enedhwaith. from which they later d

tablishcd thcnuclves in Dunfear.m. There 
remain some Linris clans. howtver, that 
inhabit the western ruches of southern 
Gondor. and having withstood the h<»
tility of the King of the Mountains. 
The$( clans wander the wild country 
that the OUncd.ain c.a.lled Hairaverkien. 
and their culture $Urvives there intact 
through the end of the Third Age. 

SocIETY AND CULruRE 

8y taking the same name as thcirmon 
assimilated cousins in southern Gondor. 
the Daen Lintis identified themselves as 
friends and allies of the OUnedain 
(though few of their numbcn actually 
took part in the War of the wt Alli
ance). But hi/dur had laid no oaths upon 
them. since it was the Morachd alone 
whom he deemed a potential threat to 
the Realm-in-Exile, should Shoglic ever 
return to claim allegiance from the King 
of the Mountains. For their own pan. 

the DUncdain of Anfalas were content that the clans of 
Hairaverkien made no war against thmudVCll or their O_ 
Lin $Ubjccts, but kept to their own affairs. 

Later, during the expansion ofGondorunderthcsni~kings. 
contact and interchange between the 0Uncdain and the clans 
inaeued. but remained limited principilly to bartu. and 
exariscd little influence upon the cultufe or bnguagc of the 
Dun [.intis. As the centuries wore on, the ancient lore of their 
Coencis heritage faded and was lost-M: was indeed no longer 
required. since they could procure all that they n«ded through 
trade with their tcdmologicalIy superior NUmen6rcan neigh
bors. The ~lIspring of Dam culture had by then shiltcd to 

Encdhwaith. to which the clans ofHairavcmen had easy accw 
by way of the Cirith NimraiJ. 

With their withdrawal from the Comcis all.i.ancc. the Dacn 
Linris also abolished the chieftainship. though their historical 
connection to the region and to each other led the clans to 

continue to fruUf a distinct cultunl identity as a tnbc (a path 
not taken by their brothcn-in-arms to the north). The dans 
continue to cdelmte their shared traditions and customs at an 
annual gathering. convened beside their ancestral burial ground 
at CUm Arclaidh. The clan headmen hold a council at these 
gatherings. but this asJembly ~ no fomul politic.d 
authority to exercise its will over the people. 



· '. 
A striking chanamnic of the Darn Wiltis S('cc.ssion from 

Comtis society is thar KpUdiacion of the principle of j»trilineal. 
dctunt, upon which the louthorityof the chieftainship under the 
MODChd Iud come ( 0 be baud, in favor of a nwrilinul 
principle which emptwius the horizonbl bonds of loyalty 
buwun individu.tl cLuu. This radical innov;ation subuqucncly 
Iw bccorm .a nujor distinguishing feature of Dun Linris 
toOtty. and pbys a central role in the prcsnvation of its cbn 
#r\lc;run. 

REuGION 

The «ligiao of the Hairavcrkicn cWu fundamentally rc
yoiVQ around the clan hearth and iu ancestors. Long vanished 
is the ancient Cotntis vmm.tion ofGobha the Maker. but aLso 
absent is the syncn:tutic faith of the Danan Lin, influenced by 
the Nu.ncn6run culture of southern Gondor. ~ with lIWly of 
the Dacn r«'ples that survived the time of the Ouhbuaking. 
the Datn Lilltis place ~a[ imporuncc upon the proper 
interment of their dead, and in the s.acrrd power of burUJ sites 
paaud by wir prutncc. The reordering of kinship and 
Ufmity on a nutrilincaJ !»sis makes this ftmnnon all the mon 
impotWlt. 

WAAaAFl' 
During the period of their initial bruit nom the 

Coentis allimc.e, the OKfl Lintis utilized the Arne 

milibry stntegiu, uctics, and wupons iU their ad~ 
miu. AI, the b tter disappeand ftom the Kene, how
ever, and no foe of nujor consequence renu.ined, the 
wucnft of the dans bcgm to decline, md lw flrWly 
devolved to lirtle more tMn the use ofhunting weapons. 
Bcawe of their geognphicaJ iIolation. the dans of 
Hairaverkien are rudy fon;ed to engage in the clan 
warfare so prevalent in Emdhwaith. though at timu 
they come to blows with their Dunir neighbon. 

AI>I>£AAANcE 
The D~n Lintis n tain llWly of the physical futures 

of their CocntU ancestors. but in their dress they are 
clurly identifiable with the clalUmen of northern 
Gondor. ChanclcrUtic futures of their d othing in
clude the addition of fur and luther trims. belta. and 
linen undcrgannenta. Such items are perhaJ" an influ
ence of the northern clansmen who in tum are influ
enced by the Gondorians' mode of famion. 

Some of the tcxtilCl with which they cloth them
selves are acquired through trade with the folk of the 
Pinnath GeI;n and the Nan l..efnui. and so they an al 
times leu like the other OKn tribes tMn an outaider 
might expecc for so isolated a people. lnc advanuge of 
a lJl()re peaceful NtufC md a variety of available fabrics 
allows a surprising divenity in Oaen Lintil dreu. More 
affluent membas of the society indulge in raw silks or 
fmely spun cortons. and theu lunuiCl an: nili:ed with 

the mon traditional wool plaid. worn by the Ius wealthy. 
leather tooled acCcs.soriCl and luther Of fur trims also set 
clothing aput. md ocasionally. dans nuy be distinguished by 
the unique luther decoratioIU handed down &om parmt to 

child through the long yuts. 
Like the carly OKfl Cocntit, thc Oaen Lintil avoid kilts. 

rtgarding mCR gannenta iU symbols ofbubuic. aggression and 
ho.stility. Men wur undyed. long-slttved linen tunic under 
sleeveless woolen over-tunics bearing the typical plaid ~rtcnu. 
ThCR gannentt fall to the knee. where they meet high leather 
boott with thick, stiffened soles. A luther bandolier aaoss the 
chen burs badges indiating lineage and deeds of merit. and 
scabbards for weapons or tools hang ftom it. Woolen leggings 
md fur cloaks are donned in wimer. 

Women wear long-sleeved. ank.I.c-length linen undcr-,d,ifb 
benuth sleeveless plaid gowns that fall to mid-calf. Stiffened 
leather ankle boots protect their f«t, while a pouch on thar 
Inndolierames household gur JUch iU scissors. mread, nc-cdle. 
and keys. 

80th men and women haw nviwd the intriate braiding of 
hud hair practiced by their anc:utcrs. Women favor WI Of 

twelve braids pulled up and fuhioned into ornate: buns and 
duln on Ihe had. Men ~fcrthIu!mids plaited into one long 
!mid down the back. They plait their beards and mwtxha: iU 

wt.U, or else go dan shaven.. Hair color u most often reddish 
brown, and eye color nngu ftom hazellO dark broWJL lnc 
Oaen Lintis WId to be of medium height with moderately fair. 
t'l»y skin. 



4.2.6 T HE DUNlR 
A ",od, mdl< oIDanu. Wn "';gnkd ..,..,.. "'" 1..<,."..10,,, 

Andno, """"1 ,I>< • .my ern""' .. of II>< 'Third AI<- Thttt 
dqw'tun .... ,......,..,4 by "" .. ~ kud.hip """"'i ,ho 
NUmtn6r .. n communiti .. of Anf .............. thtr ...rr....t 
tribut< and ''J'f<'PN'ioft oft.nd. Th< ~ of"""',,· 
,-,.,! ~ Wn I><amt "'" Duni,. AI""""" .... I)un;r 

..........,; .t..ptd by th<1r ~ m....y of .woN';"" with 
Nu.....n6r< .. cui ...... u.n • .,..." ""'''''''' and mod, of lif, 
du.,..d '0 ""h I d<gtt< ;" ,I>< ..ad that. by .... tim< A.ndn.t 
;. ~ by ,ho DIIne<Wn .ftc: T.A. 1652. ,ho Ounit Iu .. 
b<.:on.t I di.c"'" P"'I'Lt ;" th<i, 0 ..... riglu. LiM thm o..n 
lintiJ .. iChlron. tht Duni,......: .. ("""+;,,.....u ""'"""") 
"'10 .... Fou:tlo A&<. 

SocrJm AA'O CULnIJ.I! 
Th< DunU ......" ,'" dan """""" 0( thti< 0...... Lin 

r....t.. .... bu< ,Mi ........ 4 '<p<rim<. 0( .... wildom<u Iw 
~ "' "'" """i'_of. tnb.l ,drn,i.,. (01""""", .. with 
"'" o..n LmtiJ. 011< """ in<kodlni tht poUnul .. tJ-i.,. of. 
dUd"'n} Th< Owu. ""'" tht,( cuI .... oI uni'l' by ............ 
,""""" "" oornoI pond: .... T ""'.i.e. ..... buriol r,.1d of 
"'" 10 ..... Non I..<fn..a. Th< m>nn« of Duni, in«mwnl be· 
>p<olu the fO<lll<f influtn<. of ,ho cuItutt of tht Edlin: w>IiIt, 
"'" ComtiJ nodi,ion of ................ u<KOmb ;""""""r. ,ho 
Duni. bury u.n. dood in ......... """'""' ......... "'" open >kr. 

Mot ..... ..m ... kgoq of ,I>< DunU ..-w"", with th, 
Faithful;. thoi, "'JX'" (Of o<h<t r><.~ Alone o( oil known o..n 
ptopl ... , ... Dunit.....!< pu<' with tht Ornehu.. ...... «>h.obi. 
"'" ""'" dun". ,Mi, ... ......oJ .,.;gr ......... How this m....w.;p 
.... (,," .u.:.....!......ino omdat ... 4",,", p.t""'lr~ 
and mr<I>olop<oI ""ounu lun: ..... 0 produ«d by ""'10 oi4<> to 
'opWn "'" uniOft. Th< Dru&1 .. ,,1o "'" U ..• id<·by-oick with ,ho: 
Ounit .. thti, """ .......... did wi,h Holrth·, foOt ;" II<Inior.t; 
Y'" ,bey hold ~ olIl<f'<""", with "'" ........... and thoi, 
p.t'''' oft<" """" Th< 'wo ptopks coop«'" ...... n fanOn.. 
r-an..:,. pmt..", ... "" ,"""",,, th .......... 

""'"" Dun, .... 1,gOon" on onWg>m of""'" 0...... lin ho:n<>r and 
"'" "",Id ....... of "'" Druy... combonutg to fonn • un"", 
c-.*. 0( n"'" and b.~,( .... ,<r<.I upon the l...d ...d ,ho 
"' .... ibl< po ...... 'hought '0 "' .. '" ;,. AI"" from "'" .,...""oJ 
.. ".,.I,ion of "'<or """'on .. T ..".i.Cn.J. ,ho: ","" 1'"" of 
Dun" """""P ;. «tr>tIIo<t,d on ,one'" .."h their ~ br.th· 
"n . .."Io ... hom ,ho:r "iatd ......... 1 ..... ·Oi!dr.n 0( ,ho: 
Wnd.. Th< n ...... and ,..........,i .. '"""'1"")""' ,IW ......... 
tion of "'" l...d II. d<tnm.n.d br , ... ~~"'" (Se. 
Sc<'ioft • • J.} .. '-< """" .... "tun< th<tN<1 ... '0 "'" ......,., 
rhythm< of ,II< ........ """"'"' 1"'''''' 

W~FT 
Th< ....... .t, of ,II< Dun;,. lik< ,he" "ligion. ;. undmolt<n 

in <0<1<'" with th. Drupu. >nd ........... h '0 ,I>< "",,', w.yo. 
A, , ... Otu&hu'. "' .... r. ,II< Duni, ....... ,11<..-. od.onad 
..... pont)' of th.i, ""..,""' [}Wud.n ol1d: 'ho,. ....... ( .. th .. 
prlC!k .... ~ly 'Piri ...... ~ "" Dnls beli,f, about ,he 
mogICoI prot«rion tho, th. , ..... gi ... '0 ..... ""'" and imp!<. 
"""" ... ""oIly 01 ....... from i< How ..... that ""'1 b.. <II< 
..<>Ot!t • .ti ....d >kill in ombwh ,Iu, ,ho Dunir kim from "'" 
DruJl>.l ... fotm.d.bLt ....d dudly. ,., long .. ,....,. mrWn 
",dun ,],." 0..,. wildomt .. ,lMwnL 

.......... 
Th< Duni, cLv.. ..... ob.ndonnod the ~ Iif...,.Lt 

of ,hOt uKUtnI, and «>n><qu<n<ly th. '"""'"'" prb ........... . 
iIri< '" iL Nor do ...., tift ........... 1 ... ;" m. ... i« 01 m. 
~ Th<y inliUtc """ Otu&hu;" tIW tuport. (uIU",,· 

"" dodtinj; from ,I>< okin> and fur. """ from the l...d ...., all 
thm ........ J>..iu1" 01 ...... "'" ,..,. '" Ii .... undn- DUnod&n 
infIum< •• the 0....;, Wu <II< ... 0("""",, and ~ with 
fur. .... distinct htiJIt<. Womnt wcot ~ "'-""';"o.ot and 

""'" from ""ft ... ""'" ,II< 1""""" f...." " "'" "'-ddt< with 
boA< brooch..> and .... ...,w,;", .... of 'Oi"- M ......... ,;,.,a.,. 
"-"" IUnic to wNdt ...., add Lt ....... J.ui"P that 10« "p with 
thin ""1" of f>wlOOa. All 'J'P<' ofl ............ bcoutifulIy 'ookti 
with N<Iinc d,,>Tu tu<mbIina <nt.oio mocifi .... "'"""I "'" 
DNtdoin. Fun from •• .ne.y of ..w.w. ... """'- th<n (U< and 
otl,<h<d ;" ... ~. ~ clo.olu, oJ.o ( ... <n«I with bon< 
--.. and ua«i by both ...... In dtt: t»IoI<.< u-.. tho:.., 
cloak. dwItlc .. utrl ~ 

Th< Duni,"""" thoi. on«onol tradition of""","" the .. 
mnnbn.hip ;". pmi<ul&r (anUly cion. .....dy miftinr;;" mod< 
'" the i""f" .wp;t:«d on . "'ir bone """"""'" N", ""'y do 
..m".~ ~ pi .... IWr {ut< ...... and bunon. b .. , ouch 
idnt,;ry;.., """'" '--I>old rood>. ,0010. and ""''I'''''' dio· 
p"y the don Kat .. ...JJ. TN proait:, ~ thtir oociol """, 

MoO< 0....;, II< of mnIiu.n heiih~ Lto:klnj "'" Ions. willo...,. 
limbo of "'" DIIWI Un. n..;, hair r..,... """"'" ...,..... 
oloodu of~ i. ;. worn long """"i both men...d -..cn, 
...dboth ..... pIoc<k.orbtt andbonolC« ....... ;" thti<_ 
Eye color """'" the Ouni ......... U,"-l 0< ben ...... 

4.2.7 T HE OATHBREAKERS 
n.. O~ '""' ""- o..n eo....;, ....... beam< 

oubjt<'< 10 bildur'. c.-. .-.-.,! ;" SA. ,Hl-t. Th<y 
......: .. d in<o , ... Third AC' ;" isolu"! ..t.. of m. Whit< 
Moun, ...... ,,"'il ,II< run ph<rod their soulo '" .... Poth! aI 
tht D<..t ........ ...., joined their cun«I kinofolk in. ok..,.... 
nillh ....... of "- long n>i!knnio. (Sc< Sn:tion U .& below.) 
Th< fortknowl<dJt of IMr 1nut:op>bLt <loom I«"ly 01"'"" 
, ... Ollhbr'.ok .... • f ........... , on;r" and "'" ptnisun<' of thm 
,Iuu .. ~..:". ,,-,"i,i........,.,.. of ... hom wi-.l ,ho 
Gr. .. Pb,.........""' .. d in,o. diotltta (if _~, mo.bitI) 
culro... in i" """ nch<. A peopI< with no F.m.r.. dwOothbr..k<n 
I><amt ~ with ""'ir 0"'" p«J<n<' ;" ,II< U .... wOOd. 
~ "'" fW"~ of''''''Y momm, with "i"'L 

SoaEm-.o.ND CULruu 
AI"""+ , ... ComtiJ aIlion<. 1"'"'01 ;....., ,II< .I.&do... ....... 
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After the collapse o f the Cocmis ~lIiance. the Oathbrukcr5 
rn'Cned to ... cbn-bascd society; some dans rem3ined in thdr 
srmll bmleu. while others w~ndeffd. both continuing to 
wlnist off of hunting. herding. ... nd (in ... few affu) limited 
... gricuhure. hobled from ouuiders. the Oalhbrukcrs wert 
endogamous. m ... rrying only within ... nd bttwrrn tllti r own 
ebnJ. Bce ... use of the grim doom th ... t awaited rhem ... lI-rhe 
.-inuous .:1.11£1 the wicked alikc-Ouhbruku society wu often 
unruly. It w.u difficult for a hc .. dtTUll to impose his will upon 
thruc who opposed his policies. since there were no true 
S<I.I"Ictions with which he could thrNun them. Yet. this ume 
shaffd condition served to bind the O:lfhbrcakcu together as ... 
~0l'le, especially when thdr monal uistcnce was thrcauned by 
intruders. 

The reversion of O ... thbrcaker sociny to a collection of 
sumred cbns took iu toll Ilpon their I;lngtugc. By the end of 
Ihe fim cell!Uryof the Third Age, Iheold D ... crud speech of the 
Coentis lribts no longer elisted in pUff fonn. but h",d instud 
undergone ... series of di"'!ectiC.:l.I d,angu 31l"'!ogous to the 
~DunlCI~ then being spoken dsewhere in southern Gondor. 
Due to Ihe insul.ar nature ofO.:l.lhbrcakn society, Ihese di ... lecu 
I'Cm ... ined fairly suble over the yurs. Few others ever learnca 
these t on~rues, which died out wilh the 031hbrukers them
selves. 

REuGfON AND DEATH 
Bcawc their destiny was sc.a.Ied utd wu..lterable by 

thcirown athons, O ... thbruken nguckd thcirmorul 
(listenee .u ;II pusing sute. The only true rdigious 
duty by which they WCtt bound could not be fulfilled 
in life. Thus. it was the tr.:I.IUition bctwttn death and 
undeath which became the princip.:l.l object of 
Oathbreaker beliefs. This preoccupation includcd the 
pnpararion of the body for inlennent in the Patlu of 
thelft.1od utd the rittulofintennenl itself. Every .:I.dult 
member of the elm was instructed in the proper 
pcrfomunce of these rites.. 

An O~thbreaker's fur of duth (unlike Ih.:l.t of 
other mcn) comprised far of the known. H e did not 
welcome its coming. but he understood the triw that 
lay beyond. When ut Oathbreakcr died, Itis spirit 
p:.s.scd into the ancient ruins of Lugh Gobh ... ( the 
Paths of the Iftad). where heaw3ited the intennent of 
his fonnu body, Once his corpse was laid to rest in the 
Paths of the Dud, his spirit re -entend and anim ... ted 
the remains, beginning his undead uistellce. (Sec 
St:crion 4.2.8 below.) If an Oathbrcaker', body was 
not pro~r1y prep.ued alld ;nt('fTed, his spirit returned 
to wherever the eorpu (or t.ht; remnanU thereof) lay, 
utd repoucsscd it. wandering the lutd until chance 
di rccttd tht: undead Inck to Lugh Gobh.:l.. If ut 
Oathbreakcr's body was wholly annihilated, the 
hOU$C:lc:5$ spirit l"(Wned disembodied. bul ap~.:I.rtd in 
the ghO$tly outl ine of iu fonner self. 

An Oathbrcakcr who m~t with a violent duth 
might choose to seck vengtanct upon his murderers. 

but. h3ving a(Complishcd this. was duwn ineviubJy b3ck 10 the 
Paths of the Dud. The same also .:I.pplied to a ncendy dead 
Oathbnakcr who h ... d le ft some impon<l.llt t.uk in life uncom
pleted. though the nature of his condition drove him to long for 
Ihe elem...! night of Lugh Gobh:., where he could abide among 
his own kind. 

WARaAfT 
Due to their fU31istic outlook, the O ... thbnakers were fierce 

and lethal opponents in war. giving no qU.:I.I"ltr utd asking for 
none. Their wuponry rec.alled the ... nns of their Cocntis 
ancestry. but the OathbreaketS h3d long since lost the uceJiencc 
of skill in forging tha t their forcbc.us once possessed. Simi larly. 
the fewness of their numbers precluded mmy of tlte uctics once 
employed by the Cocntis ...!Iiance, although they remr:mbered 
them. The Oathbm.kers scorned annor, deeming it a sign of 
cow",rdice to seek to hold at b3y the strong force of ineviuble 
fate. 

Al>I>EARANcE 
The childl'Cn of the Oathbnakcn were distinguished by ... 

binhmark on theirfonhe....u which bore wilness to their cursed 
condition: a simple mole. or more often a pale splotch Ih.:l.t 
resembled a thorn or ... scythe. The Oathbrcakers m...ae no 
3ltempt to cOllcnl this mark, knowing that trneJ]crs who 
recogni:!:ed it would for the most part suy wdl oulof thdr way. 
Nide from this physiul anomaly. the Oathbreakcrs differed 
from the other Daen peoplcs only in disposition. which "'!ter
nated between grim brooding md reckless ab<l.lldon. 1t wuuid 
by tht Gondorians th"'t if one looked closely enough. one would 
sec skulls in ut O ... thbruker's d ... rk eyes. Few, however. were able 
to mtUttr the courage to lnrn the truth or fwiryof this uying. 
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The Oathbreakcrs returned to the ritual sarifiution and the 
kilt:! of the Dun Mar. These CUStoms ume to Jignify their 
hatred for Gondor and the OUncdain. Men preferred a double 
kilt: overlapping Jtnps of leather hanging from a leather waUt
Nnd atop Jlightly longer woolen under-kilts. Women ware 
ankle-length Jingle kilt:!, Jimilar to the under-kilt:! of their men
folk. The Oathbuakers retained the plaicb of their anc;estcrs, 
but lost the brilliant dyes developed by the Oatn Cocnru. Both 
$(J(U donned linen bloU.'lCS under fitted leather shirts on the 
upper body. 

Oathbuak~r men washed their hair in lime, uwing it to stick 
up in spikes. Facial hair-.bcards and mushtachu-were 
braided. But braided head hair became soldy the provinc:c of 
women. All men wore their lock.s shon (and spiked). Their 
natural ~ (unlimed) were wavy and auburn, their skin dark 
and f\lddy, and their eyes brown, blac:k, or hazel. 

4.2.8 THE DEAD 
The Paths of the Dead (once the uvered complex ofLugh 

Gobha) were the domain of the Oathbrcakers whO$( mortal 
lifespan had come to m end, and 'who awaited the [mal 
summons to fulfill their oath to bildur's heir. In spite of their 
unnatural mode of existence, the Dead did panic:if»ote in a 
.rociety md a culture of $Oru-very different from that of the 
living Oathbreakers. The rul.m of the Dead extended beyond 
the subterranean confinCJ oflllgh Gobha, enc;omp.using all of 
the lmcb that had belonged to the Cocntis aHiance at the time 
of the Oathbreaking (princ:ipally the Moman and the upper 
reaches of Lamedon). Their &edom to move within their 
domain often brought the Dead into contaa: (not always 
ple:aant) with the living inhabitanu of those ngions. 

.5ocnrrY AND Cut TUJtE 

Bc:cawc undead existence did not fall within the scope of 
their created nattltt, the Oathbuakcrs did not inherently pas
JUS the ability to undt:rgo the transition from natural death to 
iu artificial.suspension unaided: indeed, the circunuunca of 
death often CfQted oI»tadCJ to the pea<:dW c;ompktion of that 
change. In effect, with life's end, an Oath~ beumc the 
equivalent of a newborn infant, who must learn how to achpc: to 
a new mode of being. The succcs.s of this procc:ts affected the 
shape of that individual's consciowness md ability to function 
in the wilife. Which process, in tum, was greatly influenced by 
the mannerofhis death and the fate of his corpu (see "Rdigion 
md Dcath~ in Section 42.7 above). 

An. Oathbreaku who erpcrienced a pea<:cfu.I death and 
whose corpse was ritually interred in Lugh Gobha cou1d (with 
the aslIistance of those fully adapud to the Shadows) weather 
the ttansition with IW fonna: memories and intcllcct rdativdy 
intaa. For these: fortunate ones, the only ,ttugglcs lay in the 
challenge of reconciling their natural emotions with the actual 
erpcriencc of their unnaNni eondition, md in the mastery of 
their now scmi-COqKlrul fonn. 

For Oathlmakers who died violently, or with lOme great 
errand unachieved, or whose corpu was chmaged. destroyed. or 
not otherwise properly interred in the Paths of the Dead. the 
ttansition to undead existence was tnumatic. At timca, it 
resulted in madness that .dnidcd only afta: many yean, if at alL 
Such individuals often retained no more than • mnnant of their 
fonner human qualitiCJ, and thenfon appeared man as mon
strous beasts than as the slw:les of the once living. Unable to 
interact with their fellow undead, these: pitifUl. spiriu were 
tteated as hdplcs.s (md at times dangerous) childrtn. until the 
passage of time aHom thml $Ome recovery of their fonner 
.d~. 

Once integrated into undead .rociety, the newly dead wen 
presented before the throne of Monhcc. the King of the Dead. 
to receive his will concerning the role they were to play within 
his kingdom. Although the Dead sought to imitate md repr0-

duce the traditional fomu ofOaen Cocnru sociery within Lugh 
Gobha, the hierarchy ofMorthec's realm was reckoned as often 
by the number of years an individual had spent in the Shadows 
as by that person's fonna: staM md rank among the living 
(subject, of course, to how succcs.sfulJy he was able to retain IW 
fonner virtuc.s in death). 

Only the persistence of culture and society among the Dead 
enabled them to utain poutSllion of their human thoughts: md 
emotions; to hold bestiality at lny, they rcpcaudly mimed the 
activities and relations of their fonner lives. Sustained failure to 
imitate life led to a fading of humanity which might eventually 
vanish forever, leaving behind only a nameless will Equally 
important, the stnlggle to hold onto the vCJtigcs of their past 
buttre»Cd their ability to lxu the abysmal inhumaniryof their 
condition. 



RruGlON 

Repentant of his foUy in breaking the oath of his fathers. and 
perceiving the deceptions ofShoglic. Morthec reinsuruted the 
ancimt veneration ofGobha. the cercmoniu of which played an 
imporunt pan in the masquerade of undead culture. Equa1Iy 
significant were the ritualized gatherings of the Dead at the 
Black Stone ofEtech. where they moumed and lamented their 
aux, praying for the summons that will one day free them. 

WAACRAFT 
The Dead would make war on no occasion except the 

fUlfillment of their oath. at which time Morthec led them into 
banle in a"orciance with the ancient fomuofthe Daen Cocncis 
aIliance. Prior to this event, however, the Dead individually 
lOOk vengeance upon their 31ayers or their living enml.iu ($0 
Iongu their deeds lay within the ancient boundariuofMorthcc's 
kingdom). When the Dead sought to perpetrate such deeds 
after their transition into undead society had bttn completed, 
they were required to obtain leave &om their king. 

A fallen Oathbreaker who repo.ssessed his corp$C outside the 
Paths of the Dead (and who WaJ therefore subject to an 
impcrftCt transition and 10$$ of humanity) could be a fonni
cbble opponent, having twice the strength of a living man. In a 
bestial state of rage, thne Dead often attacked with bare hands 
and teeth, or with a weapon favored in life (if such were within 
~). Lost in unreasoning frenzy, they made no attempt to 
protect thcmselVCll. Wounds cawed by these unquiet spirits 
often resulted in infection or disease, and did not heal of their 
own accord until properly treated by a healer of suitable skill. 

Those Oath breakers who succeufully made the transition to 
undead. uistence in the Paths of the Dead. while more mannish 
in their mode of combat. were in their own way more deadly. 
Their .semi-corporeal fomu allowed them to resist damage 
from non-magical weapons. and eY<'n to moY<' through a mas! 

of solid rock as though it were water. Less rabid than their 
counterparts, they also retained all or nearly all of their natlY<' 
fighting abilitic.s. Those 3hades that gained full mastery over 
their condition could utcnd their shadow nature to theif own 
weapons, allowing them to pus through armor and SCVtf an 
opponent's very wiU. 

Thcirgrcate.st weapon. shared by all the Dead. was the terror 
provoked by their prucnce among the living. This fear varied 
according to the mength of an individual Oathbreaka's spirit, 
but it was multiplied by numbers. making ancient Lugh Gobha 
nearly intolerable to mortals beuwe of its horror. If the Dead 
ftrc encounkrcd en muse and in the heat of their wrath, panic 
could drive men to madness and even death. Only the heir of 
Lildur and living Oathbrcakers wCTe able to endure the dread 
of the shades. 

APPEARANCE 
The appearance of an Oathbreaka after death depended 

Murdy upon the condition of his corp,e and whether he WaJ in 
pcwusion of it. Once his spirit reanimated his body. his state 
ofmind also manifested itself within this physical fonn. Those 
'Pirits who did not adequately make the transition to undead 
uistence (if they possessed a body) beume a dark mockery of 
their fonner sclve.s. twisted and rotting.. savage and maciless; 
III'hcn:a:J those who rttalned control OVtf their thoughts and 
feelings seml.ed much as they did in life. In all cases, the Dead 
wen: wreathed in a pale light. reflective of their spirit and 
demeanor. Upon death, their fonnerbodie.s lostthemark of the 
CUI"K which they had borne &om birth. 

4.2.9 THE ETHIR-FOLK 
The Men who inhabit the swamplands ofEthir Anduin arc 

a distantly related branch of the Dean peoples of southern 
Gondor, though sundertd from the latter by many centuries. 
Their ance.ston wtfe part of the final wave ofOaen migration 
that reached the coastlands at the beginning of the Second Age. 
At that time. the forebears of the Ethir·folk. known to the 
DUnedain as the Sakalai (Ad. uCoastal Folk"). dwelt along the 
peninsula of Umbar. Much of thi.!: coastal homeland was 
ravaged by the changing of the world that attended the downfall 
ofNumenor, forcing many of theSakaJai to migrate northwards 
to more habitable lands. So it was that they came to dwell in the 
Mouths of Anduin, recently enlargcd by the same cataclysm. 

SoCIETY AND CULTURE 
The 3wamp aibes subsist on hunting and fIShing.. as well as 

gathering the local. wild-growing vegetables and other edible 
plants. They own sm.all. black pigs and chickens, but rarely keep 
larger animal5 or olltivate their land. All the tribe's belonginV 
can easily be packed into theircanoes and sm.all rafts, which they 
maneuver with surprising skill and speed. 

The Ethir-folk suffer from the dampncss. and many die of 
lung fever or rheumatism.. Inbreeding is a problml., and every 
tribe has several mentally and/or physically disabled people. 
The SWmlp aibes avoid strangers, whom they have learned 
rarely mean any good. and they only trade to barter river pearl5 
for metal and cloth. The common folk of southern Gondor 
shun the swamp people, whom they think p<Wcss unnatural and 
uncanny powers. While this is not uue of all the Ethir-folk, 
most do have an incredible ability to navigate and hide in their 
homeland. 

Several tribes occupy the Ethir Anduin. The most notable arc 
the Chtf Taco!. the Che! Oiole, and the &ordani. Most of the 
smaller dans of the region belong to one of these three. with a 
few exceptions. Some neighboring Gondorian fisher folk dan: 
the swamps in search of the Ethir tribes for trade. or guide others 
there for the same purpox. The aibes along the river are the 
most accessible, dwelling in sma.lI hamlets due to their intent to 
have a permanent platfonn from which to mde, Whileslightly 
more friendly then their sWmlp-bound brethren, they yet 
harbor considerable dislike for outsiders. 

The Chtf T acol have alliances with nearly every othtf clan in 
the river delta. and within it this tribe is a major political force, 
tt is they who «"pruent the Ethir-folk in dealings with the 
outside world when it becomn nccessary. Large.st of the thr« 
aibes, they are primarily a fISher folk skilled in the use of the 
javelin. Their hunting grounds an: customarily confined to the 
riva delta, but their bolde.st fIShers sometimes harvest the 
waters as far away as Pclargir. \'/hile they view non-Ethir 
pcople.s with swpicion, they remain. by far, the most outgoing 
of the tribes and will do business with outsiders. 

Perhaps the most secretlY<' of the maj,?r tribes are the Chcl 
Diole. Thue folk employ a nomadic lifestyle. hiding deep 
within the SWmlpS where they hunt. and shunning all strangers. 
The little contact: they do have with the outside world occurs 
through the offices of the CherT acol. They art most adept with 
bows and darts, but fashion spears on occasion. They frequently 
set trap-' foroutlanders--c:verything from camouflaged ~tches 
of quidw.nd to pits with wooden spikes at the bottom. Regular 
travelers to the region usume that the Che! Oiole are the cause 
of the popular mistrust of the Ethir-folk.The Chel Diole not 
only shun all beldioni (sa Uforeign devils"). but even distrust 



their bn:thn:n, the Cher T aeoland tM Sudani. The luderof the 
Chd Diole is always tM tribe's strOngest warnor. He hu 
achieved his poIIition by defeating the pRvious chieftain in a 
fight to the death. 

The third tribe, the Sudani, aLso hunt the deep swamps, 
emctging only when thupring rains swell the waten of tM rivu, 
during which rime they apply thanscl.va to line fishing. They 
pRfer the spear, wually widding this pole ann while standing 
upright in their shallow boats. Their balance is supcro. A small 
group, the Sudani are the most skilled of the Ethir-folk in 
navigaring the waten of the inner delta. Their survival resu 
diRctly on their ability to read the currcnu for sandbars and 
unckttow. They an: tttritorial concerning their hunting ternin, 
and subtly cause inrruckn: (by imitating stnn~ swamp soun.u, 
dilttong phosphorucmt waren, etc.) to beach thcmsdves on 
sucking mud Of to stumble across tM lair of a swamp-dragon 
and her young. They rardy rueive the blame for any mis.lups 
they cause. R;ather the Chd Diole, whom the Sardani avoid and 
disaust, or the chances of natuR an: .usumcd to be responsible. 

RwmON 
The religious beliefs, practices, and mores of the Ethir-folk 

differ from those of the othu Dam peoples of southern Gondor 
in that the fanner eschew all allegiance to either the Powen of 
the WatortotheDarkLord. Thcirdetac.hmentstcnu fromthe 
tragedies upcriencc<l by the Ethir-folk and their anceston 
(albeit indirtttly) at the hand" of both the Valar and the BJack 
Enemy. The War orw n.th and tM Drowning ofNumenor had 
~trouscolUCCjucnccs for the ancient coural homeland of the 
Saka.lai, ultimately fon:ing them to leave paradise ( in their eyes) 

The role of the nehalin proved to be a crucial factor in the 
Ethir-folk's rucption ofQucen BerUthid when she dwelt in the 
swamps in T.A. 830. BerUthid's successfUl. binding of the cau 
of Benish Annon to her will showed her to be a nehaJin of 
unimaginable power in the eyes of the Ethir-folk, who thereaf
ter venerated her u a goddess. Out of this vtneflltion Wall bom 
the later Cult ofBcnish Annon, which brought the Cher Taeol 
tribe to precnunence among the Ethir-folk.. 

WARCRAFT 
Most occasions for swamp warfaR consist of clan fcud,,; but 

when the Ethir-folk are thRatened by a common foe (such ill 
the Cotuit'S)' they hand together according to tribe. Although 
they present a united front against an advuury, they ~ 00 

large-scale battle tactics. Indeed, the natuR of the swamp 
environmmt gives the strOngest advanta~ to stulth and am
bush---nctics at which the Ethir·folk are mastet'S-fllther than 
to open confrontation. The tribesmen wield no other wcapons 
dun the ones they usc for hunting. but nuny of these are of ned 
(having been acquired through trade with the OUnedain). 

APPEARANCE 
The physical characteristics ofEthir-folk differ significantly 

from those of the other Daen peoples in southern Gondor. 
Thcir skin color tends to be much darker, and their hair and eye 
color an: subject to mon: variation than is typical among even 
the DalWl Lin. Eyes sporting irises of grey or raR shades ofblue 
arc: common, u is the occasional child with blond hair. Such 
anomalies no doubt Rflcer the differing racial strains the Ethir
folk haw: encOlmtercd in their history. 

and migrate nonhtotheircurrmtdwcUing , ________________________ "" .. 

place. Equal harm wu done by the minions 
of Morgoth, who made the fORfathers of 
the Ethir-folk victims to thcir bloody cul ts. 

Given thcir misttwtofthe greater Pow· 
en of the world, the rdigion of tM Ethir· 
folk is dominated by rituals of placation 
and aversion towards tM lesser, more im
mediate forces of nature that affect thcir 
existence. Such riteJ usually require the 
participation of the entire clan (or, mOR 
rarely, the dan', tribe) and arc presided 
over by an elckr who is knowledgeable 
about and Wlled in treating with the spirits 
of fire and water, light and darkness. Some 
elders become 10 attuned to the ways of the 
spiri ts that he or she is Rcognizcd u a 
nthalin (Sak. "spirit-master")' Such indi
viduals ue able to ally thansclvcs with or 
even dominate the minor dtmental or na
NrC spiriu. Despite their ski/b, or perhaps 
because of them, not all nchaJin make usc of 
their powen for the good of fellow clans
men; of un, a nehalin becomes a source of 
endless trouble for his or her people, unless 
shown the respect and fear proper to the 
spiriu with whom he consorts. 



The heat and humidity of the ngion leads thue people to 
don far lw: cumbcn;ome attire than their mountain cousins. and 
their ganncnu are usually made from the animal matter and 
l'fletable fibcn; supplied by the rivet' de lta. A wild variety ofEW: 
crows in the swampbnch. and from this the Ethir-folk spin a 
CDaDC variety of linen out of which they fashion loose, draping 
gumcnu dut usu.alIy fasten only o~r one shoulder. Men wear 
thescgannenu n knee-length, while the women's dothing falls 
to mid-ul[ T o usist camoufUge, dytn among the Ethir-folk 
ohm crute tutiles with a mottled mttm1 of brown and yellow. 

Animal hides an cut to create lace-up sandals. as opposed to 
the boou prefered by many of the other Darn tribes. Hair is 
pnlly worn short among both sues in relIponse to the 
dinu.te and insects typical of the areOL The Ethir-folk alone of 
the Oaen people do not practice the CUStom of tattooing. 
though they do decorate thenuelves with bright painu rruode 
from naturally occurring pigmenu found in the plants of the 
Ethir Anduin. 

4.2.10 THE ORODBEDHRIM 
In the high. inaccessible vales of the White Mountains dwelt 

the last umnants of southern Gondor's unassimilated Oaen 
cultuu cast of the Ercd T orthonion. which otherwise passed 
into oblivion with the upansion of royal tule wutward during 
thceighth and ninth centuries of the Third Age. Originally. the 
DUnedain referred to all of their subject peoples as 
-Orodbcdhrim" (5. "Mountain-dweUing Folk"), but the mean
ing of the tenn narrowed over the yun to designate only those 
C'Of\Sel'Vlltive groups who withduw inio the mountains. neVtt 
accepting Gondorian rule and the cultural. changn accompany
ing it. While not as reclusive a.s the Drughu. the Orodbedhrim 
acbpted to life in a muginal zone beyond the uach of the 
authoritiu. subsisting on hunting. gnhering. garden-Kale agri. 
culture. and limited tnde with the inhabitanu of the lower 
nlleys. 

The Orodbedhrim suffered heavy losses during the Gren 
Plague. probably as the result of increucd interaction with the 
lowLands. Subsequent assimilation to lowland culture. com
bined with military action by the regional authorities of the 
oudands. caused them to dwindle further. By the end of the 
Third Age. the Orodbedhrim had become nothing but a dim 
memory. 

SocIETY ANO CULTURE 
Although thde highland Oaen recognized their collective 

difference from the DUnecbin. they did not conceive of them
selves as a unified group. Indeed. Orodbedhron tribes (the 
Wgest social unit which they recognize) comprised only a frill'. 
5Gnj-pennanent settlemenl.$ or camps of thirty to forty inhab
iunu each. Each dan was headed by a heudiwy chief, who 
answered to the tribe's high.chief. The tribes weu linguistic.ally 
divccw, e,lch spuking iu own Ounael·basc:d dialect. 

The OUneciain tolented the Orodbcdhrim because the latter 
tq'rucnted no miliwy threat. nor did their tribes pose signifi
QIlt competition for «onomic I'UOIJtCes. Lowbndcn traded 
with the Orodbcdhrim for fun (and razed the odd hamlet when 
conflict arosc~ btJt otherwise mid little attention to the moun
tain people. whom they regarded as strange and primitivt:. 

Fivt: or six huts of simple branch and tun construction 
clustered around a common hu.nh. together with a few small 
garden plou, comprised the typical highbnd camp. Gentle, 
southward-facing slopes just below the !Tee-line (often close to 
a mountain Jttcam) wen favored.as sites for thue settlements. 
Because the mountain people employed neither whcc:led ve
hicles nor beasts ofbtJrden, their encampments tended to be far 
from the beaten track. H unting and gathering roots and greens 
provided theirprimarysourcc onivelihood. and an Orodbcdhron 
camp was often duetted by cby, uctpt for a few old people 
tending small children. T we or three anned guards stood watch 
at strategic points ouuide the site. 

The Orodbedhrim moved their camps five or sixtimes a year, 
often returning to a previow site only after the wildlife have 
forgotten their last stay. Each tribe cLaimed iu own territory. 
ouuide of which it never constructed huu. The range of 
possible SoCttlement sites was further narrowed by the uclwivencs.s 
of the Orodbcdhrim with respect to settled Gondori;n peas
anu. Orodbedhron settlements were scattered thinly along the 
Ered Nimrais. mostly cast of Tarbng's Neck. though a few 
groups wander the mountain naches of the Moman. 

Their nomadic lifcstyle ( which the Orodbedhrim wisely 
valued)ensured the preservation their unique cultural heritagt'. 
bul at the s.ame time posed a problem fo r the old and dis.abled. 
It was not uncommon for the Orodbedhrim to abandon such 
individuals at a lowl'lnd famutud together with a handsome 
gift of finely cured fun for the host-fanner. who usually 
retained decency enough to take the old penon into his cue. 
\Viz.cned elders with. atbcst, a tenuous grasp o(Wdtron could 
be found beside the heatth at more than one valley fann. 

Orodbedhron custom encouraged marriage ouuide the dan 
or even the tribe. excluding second cousins and neaur kin as 
spouses. Post-mariu! residence was virilocal (i.e., each young 
man wandeud off to seck a bride and then brought her home)' 

REuGION 
Ritw.l lifc centered on simple hunting and fonging magic. 

supplications to the gods (Daen interpretations of Oromi!. 
Nessa. and Yavanna), and feasts celebrating tribal unity. Be
cause the Orodbedhrim were reckoned among the Danan Lin 
and were therefore not subject to hildur's curse. the Shadow 
lingered only lightly upon these cousins of the Daen Cotntis. By 
the middle of the Third Age. the Orodbedhrim themselves 
retained no clear account of how they weu driven into the 
mountains. but their own tales featured a time when a black sea 
deluged the lowlands. sparing only thrue living at higher 
altitudes. 

Whether th is motif npresented a past event or something ytt 
to take place was unclear, but the Orodbedhrim stressed the 
moral superiority of highland life. conveniently depicting them
selves as being innately [he most righteous of men. second only 
to the gods-on·high. Lowbnden were consequently viewed as 
possessing dubious moral stancbrds. which tainted their entire 
sedenwy. stoCk-keeping. or urbanized way of life. Cautionary 
ules about just whu lowland ~tpherds were up to with their 
~erp mnained the subject of many an Orodbedhron camp fire 
u1,_ 



WAACRAFT 
Men and women alike went continuously umed with light 

hunting wupons: bows, throwing SJX~' and kniYe$. They 
won: no annor in the conventional sense, although their thick 
winter furs protected the wcarers from mon: than the sting of 
cold ;ur. Sted wupons wen: one of the most important goods 
acquired by the Orodbtdhrim from the DUncdain. 

M OUNTAIN ResoURCES 

The harsh environment in which the Orodbcdhrim lived 
dictated their style and ~ of raources. Hardly a mOrKl of any 
animal ttappc:d or killed wu wasted; sinew lxume thread, fat 
wu made into taUow undies. and the innards and mwdes were 
all used in cooking. Fur and skins WtTt fuhioncd into clothing. 
and even hooves and bone went to fabricate a pute or daub to 
beucr insulate dwellings. 

The Orodbcdhrim wen: excellent craftsmen of bone, and 
thtir accusories were almost always afthis material nthcrthan 
metal. which wu much too valuable for usc in simple adorn· 
ment. 

APPEARANCE 
A sturdy and strong people. most Orodbcdhrim wen: lean 

from their hanh lifestyle and the lack of much vegetation and 
roughage in their diet. Of medium height, they had moderately 
fair and rosy skin. Most possused brown hair, though the 
occasional shade of dark red-blond was also secn. Hair was 
generally worn long and loosc among both SCJes, perhaps as an 
insulating mechanism. Eye color ran the range from dark brown 
to green, with a huel shade being the most common. 

Many laycn of close-fitting. fur- lined gannents wen: com
mon among both men and women, and sturdy leather boots 
wen: worn by aU to guard their legs from the rocks and scree 
slopes of the mountains. Men donned soft, sueded shiru, 
leggings, and laced foot coverings under fur jackets, pants, and 
boots, aU covered by a sleeved furcloak. Women favored sueded 
knee-length shifts with thei r leggings and foot coverings worn 
under fur gowns. They too donned fur cloaks out of doon. 

4.3 THE ELDAR 
Although southern Gondor is predominantly a realm of 

moru.1 Men, it is also home to a significant number of Elves. 
These Quendi. however. dweU only at the mouth of the River 
Morthond (where the haven of Edhellond lies) or in the Sea
ward T ower upon Dol Amroth. Since the Falathrim ofEdhellond 
poSSdS the art of building ships ca~b1e of withstanding the 
journey to Aman. thrir haven is the dw ination of many Elves 
who have embarked upon their wenward pilgrimage. Thr 
constant infIuJ of different Firstborn kind reds produces a 
unique synthesis of Elven culture. 

Although this Elven territory is nestled in the midst of 
southern Gondor. the average morul crossing would count 
hinuelf unusually skiUful to set eye upon an Elf in the lightly 
forested and sparsely populated lands between the lower curve 
in the River Morthond and the su_ Such happenstance would 
be worthy of note among any of the Gondorians, although 
different peoplu would invariably weigh the u perience in 
different ways. A OUnadan might consider such a sighting a 
fortunate event, whi le a Oaen might call it an evi l day indeed. 

(Of CQursc. few of the latter folk would be foolish enough to 
wander into the unnu.rked, but perceptibly different Elvcn 
woodlands.) All Gondorians, though. au respectful of the Elves 
and their storied Elf- lands. Most who mwt travel the Rathon 
Gondor---the highway that skirts the borden of the Eryn 
Laegol on its way to AnfaW from Dor-en-Emil--ue caaful 
not to stray from the wdl maintained road and its the comfort
able resting sites. 

For all the distinctions between Elven kindreds, they n:num 
very much alike in the impression they make upon mortal 
minds. Fair of fonn and featun:. the Sindar of Edhdlond an: 

taller than the Secondbom. and less weighted to the ean.h by 
bone and muscle than even the Men of Westemc.ssc. Their 
noble bearing. the beauty of their voices, and the grace of their 
movements unite them with the lamps of the huvcns and the 
light of the West and sets them apart from the MidcUe Lands 
where a few yet dwelL 

Although many of the Elves seem as merry and caafcee a.t 

childnn, then: is a light in the eyu of thei r lords that summons 
marvel in the Wise and fear in Ics.scr folk. Maying partia of 
SineW: often wander the Eryn Laegol in springtime. gathering 
flowers and ~using to feast on woodland viands, roasted fISh. 
and candied sea fruits. Their songs. their bell-like laughter, and 
the subtle shimmer clinging to the night of their hands imbue 
thei r aI fresco meals with with a touch of the sublime. 

I..c.ss romantic obscrvcrs----of which then: an: none among 
mon.al kindreds-would note that Edhdlond's Sindar an: 
upright in their postun: and any thmuclves as the equal of aU 
they meet. Such a hypothetical observer might thus opine that 
these noble virtua. coupled with their cleanliness and comeli
ness and elegant garb, account much for why the Eivu are 
considen:d so much fairer than their Hildo neighbors. 

4.3.1 THE FALATHRIM 
The Falathrim (S. "Coastal FolkN

) are the original Eil"l:n 
settlers of the Morthond-Ringl6 estuary. Fleeing from the 
might ofMorgoth in Bcletiand, three ships ofCfrdan' 5 folk. led 
by Cirdor his son. sailed into the Bay of BcIfalas ueking a place 
of refuge. Guided in their search by Osse the Mm. Cirdor 
founded Lond Duilin upon one of the is le ts of the riVttmouth. 
Later, after the War ofW rath and the end of the First Age, Osse 
moved this islet towards the west bank of the river, so that the 
Falathrim could be joined to the newly-arrived Sinda ailcs 
from Doriath. Together the two kindreds ereated the haven of 
Edhellond, and Cirdor became its tna::lter. The Falathrim then 
served as shipwrights for the entire community, acting as the 
gatekeepers for all Elves seeking pass.age oVtt the sea. 

SocIETY AND CUL TUR..E 
The Falathrim an: thedisciplcs ofOsse. who long ago taught 

them the art of shipbuilding and the lore of the sea. As such, 
much of Falathron culture revolves around the crafting and 
uiling of ships. which they we for both religious and mundane 
purposes. In honor of Ulrno, the vessels of the Fal.athrim an: 
shaped in the likeness of white swans, those water-dwelling 
birds sacred to the Lord of the Deep. But the Falathrim build 
such craft for their usc alone, and will not part with the works 
of their hands for any price. Only to the princely house of 
Bdfalas, whose scions an: fostered by Cirdor, do the Falathrim 
reveal the secrets of their art. 



The Fakthrim of Edhdlond are few in numbu (surcdy 
mort than a hundred at the ~ginning of the Third Age). though 
JOn\(. haY( joined thenudves in marriage with the $OIlS and 
daughtm: of the uilu ofDoriath (who an not $0 disuntly akin 
to the folk of Donath, ~ing themsdves of Sinda origin). In 
'Pitt of their snuJl num~rs, Cln:!or's folk are the most stable 
dement ofEdhellond's E1Y(n popubtion. The Fabthrim ha~ 
.oIunurily chostn to ranain in Middk-carth in order to aid 
their kthn:n in completing their pilgrimage to the Undying 
Unds, and $0 their own number has diminished only vuy 
.lowly. 

REuGJON 
Since du: foundation of EdheUond, it is the westwan:! 

pilgrimage which has prttminently shaped Falathron rdigion 
andspirituality. The Falathrim ha~ always possessed their own 
lnlditions concerning the veneration ofO"£ their mentor, and 
ofUlmo his lon:!, but with their lives now centen:d around the 
journey of the Eldar into the West eln:!or and his folk have: 
Kquin:d a deeper n:ligiow senst of their own duty. They arc the 
pttkccpers of the pilgrinuge, for they alone in the lands u.st 
and south of the Misty Mountains possess the skills and the 
materials necessary for the construction of the Swan-ship', The 
aarumwion of this lon:, and the procurement and preparation 
of shipbuilding materials. an: of supnme importance to the 
community. Many rituals of power arc requind to prcp:ll'e ships 
apable of Jailing the Stnight Road to Valinor. 

WAACAAFT 
Like their Simla kinsfolk. the Falathrim ofEdheliond came 

to their new home from a war-torn land; and though the haven 
wu never thnatened by any great fOt: , Clrder and his people 
have not forgotten the acrcLst of amu. The Fakthrim tradi
tional1y n:ly upon the sea at their backs for defense in WU, not 
only bccaUJc historically their enemies ha~ neva been great 
ttafartn. but also bccaUJc the sta is the ruIm of Osse their 
protector. Yet the UJc of the I U itself as a battleground also 
limits the practicability of certain modes of warfarc. The 
Fabthrim shun armor, wearing only light-fitting luthem 
hauberks and helnu, and their wupons lend to be ratricted to 
JPUfS and Des (such implements as they are familiar with from 
their daily life)' The one exception to this rule is the Foalathron 
facility with the short bow, which they arc able to wield with 
unbelievable accuracy, even when sailing upon the wild waves. 

~ 
The Coastal Folk favor g:mncnts of soft linen that seem to 

ripple and blend with the color of ocean and Jity, fonhey weave 
their lo~ of the waves into all they make. Falathron sails arc the 
~ color, thus hiding their ships on the horiw n and increas
ing the illusion that they Jail giant SWaIU rather than merely 
ship" fashioned in such a shape. At su or working ashon, they 
'\V'Car short. loose pants; short-slcc~d, close-fitting tunics; and 
rope sandals. Otherwise, they favor long. slccycless robes and 
undaIs or soft shoes ofleather. 

Otcontions w: spane and limited to simple emlm:liden:d 
patterns featuring sea outuru or plant life. In addition, their 
guments include embroidcn:d circular badgu upon the swon:!
shouldcror ovcrthe heart that denote in which houses E1fholcb 
mcmbcnhip or duty. The little persona.! jewelry worn is fash
ioned from gifts oflhe ocean, such as pearls, mother of pearl. or 
polished sea shells. 

The Foalathrim arc Sindar and thus taller than their Silvan 
colleagues, though they retain the same slender build. Men 
average 6'5" in height and weigh 195 pounds; women artrage 
6'1" and weight around ISS paunch. Eyt: color is grey or pale 
blue. Falathrim ha~ fair compluions, though they an: bronud 
by their frequent nposure to the sun and sea air. Hair is pale 
lm:lwn or ash blond. with ra~n locks appearing but rarely, and 
is worn long by women. Men ha~ hair of varying length. 
Circlets of silW'r with stashells confine the tresses of those: of 
noble linu~ . 

4.3.2 THE SINDAR 
The Sindar an: by far the most numnous of the E1ven 

kindreds dwelling at Edhellond. Originally subjects of King 
Thingol of Ooriath in Beleriand, these niles fled their land 
when it was overwhelmed by the $Ons of Han or in their violent 
attempt to nposscss one of the SilmariJl i. The Sindar who 
survived this ~ttack took Amdlr and his son Amroth as their 
leaders, ~nd (following the W ~r of W nth), came to Edhellond 
in search of a place when they WQuld be free from the rule of 
Feaner's descendant Gil-galad in Linden to the north. 

SociETY AND CULTURE 

In Doriath, the Sindar h~d enjoyed a blissful nistence among 
the pabtial ThOlWJld uves ofMenegroth, where Elu Thingol 
and Oior his heir ruled, or in the aneient forat of Neldoreth, 
pn:scrvcd from oaIl manner of evil by the Girdle of Melian the 
M.1ia. In their nile, the folk of Amelir and Amroth strive to 
pn:scrvc $Omahing of their culture's fonner grandeur, enrich
ing the Falathrim with their arts and wisdom. Ertn $0. their 
actual mode of life .It Edhellond is relatively humble compared 
to their BcIeriandic origins. dwelling as they do in simple 
wooden halls upon the river bank. 

wving the Falathrim to their shipbuilding and the Suvan 
Elves to their guardialUhip of the Eryn ~I, the Sindar of 
Edhdlond h.t~ taken upon thcnuclvcs the task of ordering the 
day-to-day life of the haven. To this md, Amdir organized his 
people not according to houses (which continue to nut as a 
nude of social distinction). but l teon:!ing to the craft or skill in 
which .1given individual excels. Such taslu as the prepantion of 
food. the weaving of garments, and the WQoong of wood for 
dwellings in time Ixcame the acknowledged province of .1 
fellowship. Some few I ~bors of the mellonath ovcrbp with 
those of the shipbuilding Foalathrim, enhancing both the works 
of their hancb and the love between the twO kindnru. 

REuGION 
Although they fall under Osse's protection, the Sindar of 

Edhellond do not haW' a share in the special favor and tutelage 
of the Maia which their Falathron brethren enjoy. Hence, the 
religious obscrvancu of the remnant of DoriaLh have not been 
grucly a1tcn:d by their cohabitation with Cin:!or's folk; instead, 
the Sindar pursue their traditional W'neration of E1bcrcth the 
Star-kindler. Since her devotion is common to all Elves. the 
hymns and celebratoty rituals made in her honor hart become 
an important source of spiritual unity for all of Edhdlond's 
folk. 



WAACPJ.Fr 
Because their rulm in Bderiand had been guarded by Mdian 

for the grurer part of the First Age, the folk ofDoriath rardy 
ventura! into open battle, but instead defended their woodImd 
marches by stealth and ambwh. All such stn.tegiu thangai with 
the departure ofMdian for the Undying Lands, and Amdir's 
folk p~yed their partin the WuofWrath at the end of the age. 
Yet it was not wuil the growing threat of &uron during the 
Second Age. long centuries Utn-their arrival at Edhdlond, that 
the Sindu took thought for their dcferue. 

Amweh's raising of the Sea-ward Tower upon the promon
tory of land Cobas brought with it a need forthe organization 
of a standing guard company. At fint the guards wen: drawn 
from among Amroth's own howehold, but bter it was agrud 
that w:h of the howes represented by the remnant of Doriath 
would lend an eq..w number of wanion to man the tower. The 
practice fanned the !»SU for the muster ofEdhdlond which, 
however, only took p~ on two occasions (during the War of 
the Last Alliance and during the war against Angmu in T.A 
1975). The fellowship in Edhdlonddcvoted to the forging and 
working of metals served i.S a KlUKe of weapons and armor for 
the hal'a\'s war-host. 

APt>!iAR»IcE 
The niles ofDoriath aK Sindu like theif Falathron cousins, 

and thus possess the iWTIe phylique. Men average 6'5" in height 
and weigh 195 pounds, while women average 6'1" and ISS 
pounds. Eyes arc grey or clear blue, complc.a:iolU fair, and hair 
fin e ;u silk. A few nbted to Thingol by blood hm: treBes so 
pale as to warrent description as a waterl'all of si lver coucading 
over the shoulders. The hair u worn long and loose by both men 
and women. Garlands of woodland leaves and flowers adorn the 
head thfOllghout the seasons, and often the Sindar weave petals 
and leaflets into sma1l ornamental braids. 

The Sindar of EdheUond continue to clothe themsdves in 
the traditional manner of woodland Doriath, but, ;u a sign of 
their nile, they only don the regal mopping! ofThingol's court 
during times of festival or memory. Court garb for women 
cOlUists of diaphanOU$, flowing robes of sheer cotton, linen, or 
silk embroidered with flower or leaf motifs. Matching =t1a 
of the same materials in $lII1Ul1er, heavier velvet or wool in 
winter, and JOfr leather slippers complete their gannents. Men 
wear long. swinging robes of a heavier weave, with embroidered 
decontions of animal rather than plant motifs. 

Colon arc bright and vivid, with jewel tonet such as sapphire 
or sky blue and emrntldgrtcn as favoritd. Those with lordly or 
princely patrimony bear embroidered silk badget denoting thdr 
rank, house, and position. Each features a single animal or plant 
and is ornately filigreed with silver or gold thread as well as 
=y small genu in the appropriate colors for the subject 
matter. The guard of Tirith Aear posse»c.t its own surcoat 
(ocean blue sporting a white swan), but the members of this 
company do not walk among their kinfolk in the haven in 
miliury gear except during times of war. 

Garb worn by the exiles during the =y days ungraced by 
festivals involves clothing typical of the Sindar. Loose smoclu 
for the upper body, confined by a close-fitting vat or tunic aK 
common, as are leggings or a urong skirt covering the legs. Pale 
huu pl'Cdominate: cream, ivory, dove grey, tnrulucent uupt, 
and other shades of white. Embroidery and applique are 
employed to create texture (white on white, silver on grey. etc.) 
nther than contrast (cnam on moss green). 

4.3.3 THE SILVAN-FOLK 
TheSilvan Elves ofEdhellond originated in the Greenwood 

ofRhovanion and were led by Bladorthin, the Siocu who came 
to Clrdor's haven at Gal.adrid's bidding in order to diffuse the 
strife betwlen him and his cousin Thranduil during the War of 
the Last Alliance. Beuusc thlY originated as a war band, there 
werc few women-folk among their number. During their so. 
joum in Edhellond, thc.seSilvan-folk inhabited the Eryn L..aegol 
thl woodland that surrounded the haven, and became the scouts 
and border watch of Clrdor. In addition to these wits, 
Bbdorthin's folk would also at times wander beyond the 
confines of Dor-in-Edhil for the purpose of aiding pilgrim 
Elves in their journey to the suo Bladorthin and his followers 
returned to thl north with Galadricl and Celeborn when the 
latter depatud the $e.ll-warci Tower in T.A. 1982. 

SoCIETY AND CUL TUR.E 
Benuth the eaves of the Errn L..aegol, Bladorthin's folk carry 

on with their lives just as they once did in their own native realm 
of Greenwood to the north, and their presence has lnnobled the 
fa.ir woods of Edhdlond to a genuine "Elven~ bauty and 
enchantment. Although the Silvan-folk mainuin the way
sutions of the pilgrim ways, they thmudves prefer to live free 
in the open forat. Bladonhin may at times we part in the 
regular gatherings of the haven. but only on fative occasions 
will more than a few of his folk show their faces. 

Despite what the other kindreds of Edhellond may believ~, 
the Silvan-foUe actually do abide by an ordered way of life 
(organized according to the miliury companies in which they 
had fought under Bladonhin's command). Rarely do these: 
companies ever gather into one body (utq>t for festivals or in 
time of war); irutead. nch company wanders a certain part of 
the Eryn L..acgol. while Bladorthin hinuelf continually travels 
from company to company with his ptTJonai guard, watching 
over them and huring their grilvances. 

REuGION 
With the exception of Bbdorthin himself. who shares and 

participates in the Sindarin rnditiolU of Doriath, the Silvan 
Elves of the Eryn L..acgol do not flel a strong connection to the 
Valar (save for their common veneration of Elbereth); rather. 
the life of the forest iuclf is sacred to them, and well nigh all of 
their labors aK given to irs care and protection. Aka unlike the 
Fal.athrim of the haven, the Silvan-folk reckon the passage of 
time according to the growth ofliving things. rather than by the 
lunar-based cycle of the rising and falling of the tides. The 
Sinduob~ the festivals and sacred times of both reckonings, 
but celebrate those of the seasons with the Silvan-folk in their 
woodland gbdes. 

WAACPJ.Fr 
The Silvan-folk arc masters of stealth and ambush, but arc 

rarely willing to fight beyond the confines of their own wood
lands. They are. in fact. at a disadvantage on the open battlefield, 
due to their lick of armor and the inability of their keen shafts 
to penetrate ducof theiropponlnts. A3 in pcacltimt. Bladonhin's 
folk are ordered according to companies or "gbdes: each of 
which consists of between twenty and thirty warriors, led by a 
captain. Sptan and shon bows aK the favored weapons of the 
Silvan Elves. 



API'IlARANCE 

The $i[VOlll Elves ha~ a much more nutie: appearance :;md 
manner than their Sinda or Falathron brcthr<m. Both men ;md 
womc'n dras and live simply in dean, wcU-built wooden 
wilas sc,uu:red throughout the fOU$I. Silv:.n Elva place little 
nhx on having tTWl)' poucssions, so they an very mobile. They 
IDol)' rotate through five or six situ during lhe course of the year. 
chmging location to follow lhe g:unc or wild C!'Of» or p«hap' 
bttausc one site is more bc:autiful during the nnt 5C.uon. 

Elves uc: mort resistant to Cllrnncs of temperature than arc 
moru1s, so thei r dothing is of a light wc.tvc. The Silnn Elves 
wur clothing dyed in c .. rthcn colors when awJ.y from thnr 
ampsites. Popular coloo include brown, yellow. or red ochre'; 

forest green o r gr ... y-grccn; o r bc:igt: and while. Colon are chosen 
to nu.u:h the foliage and ground cover typic.al for the season. 
Woolen, simply,cul tunics, lOOK leggings of dcuskin or wool. 
JOfl deerskin 0001.$ or $;andals. and a hooded cloak compose ,he 
typical woodland auire. 

Mon items of clothing have a good amount of decoration in 
floral or leaf motifs. either embroidered or appli'lu ted. TheU: 
not only enh:lllce the buuty of the g;l.rnlcnu but also assin the 
wtartr in hiding in Ihe fores t. Although their clolhing is 
Wldoubtedly an aid, morta ls should remember that the Silvan
folk have an uncanny skill honed through the centuries of their 
long livc.s 10 blend into the scenery. \Vhen in a secure campsite 
Of at futival times, Ihe Silvan-folk bring Out clothing dyed in 
much brightCT shades of color. \Vupons au 11ways kepi neu 
2t hand. though Ihis is done OUt of prudence not buvado. 
Music1l inSlrumenl.$ arc nurly as common, for Ihe Silvan-folk 
love music and song. 

Men ;md women have long h1ir. well over the shouldCTS, 
s«uttd out of Iheir eyes by circ lel.$ of luthrr. \Vomen often 
bnid brighlly colored fUlhers in their luir for decorat ion. Men 
lvcrage 6'0" in heighl 1nd women 5'9.~ with ooth genders 
slender of build. men arolmd 150 pounds and women, 125 
pounds. Hair tends to be brown or undy blonde in color m d 
is.tlways well groomed and shiny. Eyu arc I15u1l1y blue or green 
in color, and complexions v1ry from f1ir to ruddy. 

4.3.4 THE RENOIR 
Rendir (S. "Pilgrims") is the name given by Ihe folk of 

Edhdlond to those Elves who sojourn ;l.t their havtll for the 
purpose of setting sail o ve r the sea. T hese Elves arc of m~ny 

kindreds, bur only a very few come from among the Sindar and 
Noldor. since the grutcr part of these kindreds no longerdwdt 
ust ofEri ador following the fa J[ ofErcgion in 5.A. 1697. Once 
these wanderers have reached Edhellond. Ihey mun remain 
there until a ship can be built to bur thcm away. The building 
of a ship cm somctimu uke scveul yurs. but this is hardly a 
long time in the reckoning of the dcathl~ Elves. 

SociETY .... ND CUl.TURE 
The Rendir typically tr.ivd in groups of their own kindred 

or house, crossing the Ered Nimrais in the $pring or summer, 
and then journeying through the lands of soulhcm Gondor to 
the se1. The I;Ulgu~gC and culture of 1 gi~n Rendir compmy, 
of course. v1ries 1ccording to Iheir piKe of origin; but all 
pmicip1tc in the lif~ ofEdhdlond during their sojourning years 
in the h1ven. and mmy groups leave behind them $Orne nalive: 
custom or tradil;on of [hcir o wn which thu e1fler becomes 
1bsorbcd into the common culture of the haven. 

Upon a comp1ny'$ arrival, its luder presents hi$ or her 
people before Cirdor and the gathering of the h1ven, and Cirdor 
grants to them 1 certain portion of the haven where they may 
dwell Often. thu will $imply be the abandoned house$ of 1 
pl'C'viow Rcndir comJWIY which hu since departed. A joyow 
feut is then held 1l1long all the folk of Edhellond. welcoming 
the newcomers ;md celebrating the completion of the first suge 
of tOOr pilgrimage. 

Once a Rendir comJWIY hu sen led into iu new 1CCommo
d.uioos, Cirder 1SSigos its members to Ihe various fellowships 
of the h1ven (in accordance with Iheir n1tive skills). where they 
will contribute to the well-being of Edhellond 1$ they prepal'C' 
for their I'OY1ge. When the compmy has been fillly integrated 
into the society of the haven. Cirdor gives to its luder 1,ued ling 
of arwi~ to plant which. when it is full .grown, will become 
Ihe mast for the ship Ihat will bear them. 

Occasionally, a previou.t Rendir company will h~ve left 
behind 1 sapling that is fuller-gro wn, so 11111 the following 
company will nOI have to tarry 1$ long at Edhellond. T hi$ is 
frc'luentiy the case whm the luder of one company an ticipatu 
the larer arrival of 1 d ose friend or kinsman. In 1ny cvent. a 
pilgrim company must remain in Edhellond for a certain pcriod 
of years. so Ihat iu membC'rs may aC'lui re the necessary lore and 
ski lls to complete their VOy1ge to Amm. Thi$ suge rypic.ally 
taku ten to twenty years. dept'nding on Ihe native kno wledge 
and abilities of 1 given Randi r company, but may uke as long 
as a century. (The rwi"lr'" grow swiflly in the Elven 1ir o f 
Edhellond. but they must also grow to a great height. sufficient 
to become Ihe nust for one of the SW1n-ships.) 

REuGiON 
For a company of Rendi r, the pilgrimage to the Undying 

Lm<h is itself 1 spirillW even!, imbuing every aspt'ct of Iheir 
journey with 1 ucrcd char1cter. The departufC from M iddle
earth is the fulfillment of their Being; for only in Am1n C1n the 
Eldarcxpcrience the world ( whose life i$ thein) as it was meant 
to h1ve been. Only then can Ihe sorrows of history be erased and 
their li~ made whole again. T o be sure. not 111 Elves choose 10 
make the journey-not bec.ause of ;1.$ own pcrils ( which are 
fe w). but because of Ihe atUchmcnl which they have d~vdopcd 
to Middle-earth since their birth, and the love of its lands. 

W .... ROlAFT 
The Rendir companiu arc usually sufficiently 1nned to 

defend thml,$elvc$ should the need arise on the way to Edhellond; 
bue once they have begun thci r sojourn, no comm1nd to join iu 
folk in time of war i$ laid upon Ihe pilgrims (unless the h1vc:n 
itself were thre1tcncd). The nurtial traditions of any given 
comp~ny is, of course, wholly dept'nden! upon its origin. 1nd so 
cannot be genc~li'Z(d 1001.11. 

AwEAAANCE 
Because they come from $0 many different howu md 

kindreds. the individu.t.! fUNres of the Rendir v1ry consider
ably. H owever, certain custorru of dress and beh1vior can easily 
indiote which among the Eldar arc journeying pilgrims. 

Fint ;md fOttlTLOSI. all Rendir garb themselves in loose 
flowing gannenl.$ of grey. usu1lly Kcording 10 the designs 
favored by their people. Some 1l1long the Elves choose to adopt 
a morc "neutral" costume consisting of a pl1in long.sleeved 
Nnic, leggings. and 1 long. hooded cl01k. Such gannenu 1fe 
worn by both men and wom(l\, 111d in addition to the practic1l
icyof this gC1rfor travel, this costume in 1 waycm conceal their 



geographic origins if trouble is expected along the 
road.. Likewise, pilgrims genenl.ly choose to stay in 
the outdoon at night, using their cloaks as bedding 
and carrying all the food and water they need in soft 
grey shoulder bags. Pu a rule, pilgrims tend to mvel 
very lightly with only a few valued personal posses
sions, necesJ.uy weapons, and perhaps some herbs. 
Rather than wearing ceremonial garb. the Rmdir 
wur their pilgrimage garments in EdhdIond as welL 

Elves going on this s.aaed pilgrimage conduct 
themselves with great dignity and solemnity which 
has visibly beneath the surfac;e an UlUUlJ'ass.able joy. 
It is a bittenweet time to rdlec;t upon the many joys 
and hembrealu of the lands ofMiddle-ea.rth, yet also 
to revel in the inexplicable happinesJ they have in 
finally making their tourney to their nue homeland 
of AIDan. 

4.4 THE OUNEOAIN 
The OUnecWn fonn the ruling crass of southern 

Gondor. They constitute the remnants of the politi
cal community through which and for which the 
realm ofGondor came into existence. Al the hein of 
NUmenor. the OUnedain enjoy the distinction of an 
increased lifespan, a ~quest of lIuvatar and the 
Valar. DUnadan sulwarts tout this gift as evidence of 
their natural right to claim the tide "Kings of Men." 
In time, though. their num~rs and longevity de
creased overtime as a consequence of war, intermar
riage, and di.nase, and the DUncdain snuggled to 
maintain their supremacy and distinct characta. It 
was a losing a cause. NeverthdesJ, they continued to 
heroic.ally strive for the perpetuation of their n:.alm and for their 
vision of a world redeemed from the sins of their Numen6rean 
anceston. 

SocIETY AND CULl1JRE 
Since the tWing of Ander from out of the deeps of the sea, 

the Men of the West have led a dual existence, which has eva 
haunted theif efforu at founding realms in Middle-earth. The 
most important marker of OUnadan pcoplehood--their lon
gevity-is not wholly Sl.lbject to their control. For this reason. 
the yay source of stability in Numen6reansociety is fated to be; 
an ever-present source of conflict and tunnoi!' 

Longevity is the mark of divine grace that was bestowed upon 
the Three Houses of the Edain and their descendants. In 
addition to its effects on the peculiar continuity of their lineage 
and family snucture, longevity offen the OUnedain-with an 
unparalleled mnter-of-factness and unassailable physical im
mediacy-validation and legitimacy for their claims to domin
ion over the lands and peoples that comprise southern Gondor. 

Their longevity is transmitted through blood, and is there
fore a thing to ~ consuvcd and protected through marriage 
Ia.ws and the powa of the kinship group; however, because the 
gift of long life was in origin a reward (0 the Edain for the 
rightness of their actions, it may ilio be; withdrawn as a 
punishment for wrongdoing. and for the mason of their 
homeland Numener. eyen the Faithful exiles must ,uffa. 

The relationship between human agency and the withdrawal 
of grace in the gradual decline of Numen6rcan longevity in 
southern Gondor is a tangled skein be;yond the wisdom of even 
the wUest oflotenusters. The civil war of the Kin-strife. which 
heralded southern Gondor's decline. thrwt before their faces 
the sclf-desnuctive violence which might erupt over disagree
menU about the destiny and role of the OUnedain in a changing 
world. 

During the period ofTA 1448-2050, the longevity gap 
between OUnedain of pure (or nearly pure) lineage and th<»e 
whose lineage had experienced intermarriage within two gen
erations was uill less than that existing between these Ia.ner 
"half-bloods~ and the common folk of southern Gondor. By 
the third generation.longevitydeclined noticeably more swiftly, 
but by the fifth or sixth generations no funher decline would ~ 
in evidence. 

Legal definitions of a OUnadan. howeva. drew tighter as a 
high degree of pure blood became grounds for a fcuda.! grant. Al 
more and more of the realm became enfiefed, the noble families 
were able to exercise greater power over royal pronouncements 
concerning inheritance rights and lineage prerogatives. The 
snuggle to preserve their longevity through defensive kinship 
practices is perhaps the mC»t oitical force driving the society of 
the OUnedain from within, even int has little effect on how the 
vast majority of southern Gondor's population lives out its day
to-day life. 



R.EuGlON 
1M OUnedain of southern Gondor uphold the religious 

traditions of unfallen NUmenor. acknowledging lIunw to be 
the one lruC God. u,iding by the divindy ordained authority of 
the king;u defender and elecutorof their uws. and fulfilling the 
rinul stipulations th~t accompany their IUtiOru.! and ancestnl 
cult$, In his priestly capacity. the king x u as the exclU$ive 
mediator of divine grace upon the rnlm ilIld the sole supplicant 
of hiJ people before llun rar. for the well-being of land and 
people togrther constitute the centnl object and concern of 
NUmcn6rean «ligion. 

Although all the folk of southern Gondor observe ilIld 
p.uticip;te in the traditional Nlimen6rnn holy days-E ... 1ytrml. 
En.I.ir..li. ilIld E""""nr..~11 ritually-cffective action is vated in 
the penon of the king himsdf. ilIld the two most hallowed si tes 
of sacred power in the rulm-{he gr..ve ofElendil upon Alllon 
Anwar and the H igh Hallow on Mount Mindolluin-ne 
forbidden to all save the king and those whom he chooses to 
at:company him. It is for this reason tha t the only practical 
uprc.s.sion of piety anilable to the Dunedain (much lw the 
eommoMrs) is con$tant reverence and unswerving loyalty to the 
royal house. But the foregoing ponr..it is an overstuement, for 
Imnz6r's covenant with the Lady of the Seas, which predatcs 
the sacnl role of Elendil's sons by more than a thouund yurs. 
was neva wholly displaced by the foundation of the fC'alm in 
SA 3320. lmn.z6r's heirs among the princely line of BclfaIas 
COlItinue to function as the mediators of Vinen's gnoce to the 
Faithful in southern Gondor. 

NUmen6reilil rdigio$ity has not always assumed this form. 
Prior to the Downfall, the Valar nuintained a physical presence 
in the world, ilIld often rendered their power directly available 
tOme DUnedain without the o«euary mediation of their king; 
but the Great Rift by which lluvatar dutroycd Numcnor also 
ddinitivdy sundered the Valar from Mortal Men, and the few 
mruining people, artifacts. and places capable of channding 
Wt divine power arc jealously guarded and r..rely revealed even 
to the Faithful. The ultinute consequence of this seFr..tion for 
the OUnedain is that the blessings of thei r invisible God, 
lluvatar, can now be mad~ milllifcst to a darkened world only 
through the visible sign of his lingering grace-namely, the 
survival of the r~~lm and the continued longevity of iu rulers. 
the OUnedain themselves, 

W ARCRAF'T 
The NUmen6run exilcs have found tbe defUISe of their 

realm to be a nutter of the greatcst importance. Ever since the 
foundation ofGondor ilIld Arnor, the DUnedain have cultinted 
their nunial skills to a Slate of COMUnt readiness. At tim~s, 

martial virtucs have devalued other equally importmt qualities 
in the Numen6rean character, but for the most part this 
privileging of the warrior has left the realm stililding when it 
might otherwise have faUen into oblivion, ( For funher infonna
tion about militM)' orgililiutioo, see Section 6.0.) 

A heavily-armored infmtry nu.ku up the backbone of 
DUnadilil warcraft, exploiting as it docs the fact dut the 
DUnedain are physically taller than the vast majority of their 
opponenu, and thus have the advililtage of greatertuch in close 
quarter fighting. The centnl importililce of infililtry formations 
also reflecu the coastal (rather dun inlillld) locus ofNumen6n:an 

coloniution in Middle-earth, With the su and reliable naval 
support at their baclu, the OUncdain traditionally favored 
military tactics oriented towards concerted defense of walled 
settlements, rather than mounted warfare suited to the wide 
landward Up;lJ1SCl of End or, In order to offset my advantagcs 
this might give to a mounted enemy on the open field, the 
OUncdain often employed the .Krviccs of auxiliM)' canlry 
compmia supplied by allied peoplcs. 

The basic gear of the DUnada.n foot-soldier consists of helm, 
shield, and chainmail hauberk, all wrought o f resi lient 
Numcn6rean sted. HiJ chief weapons are the short, one-handed 
spear (for usc in largNcale battle fonnations and shield walls). 
and the eket (a short, double-edged thnuting sword used for 
melees). Infantry cohorts arc typically supported bycompanies 
of less heavily umorcd archetJ, anned "'ith eken and 
Numen6rean sltd bow$, whose :l.n-ows an: capable of penetrat
ing nearly any type of armor, W eighted down with armor ilIld 
wtaporu. the OUnadan foot soldier is capable of marching 
twenty-five mi les in a day without e.thaustion (and many more 
when need i, pn:»ing). 

Dunadan miliury $IruClure is twofold, reflecting the SUlUS 

gulf that divides commoner, from the nobility. Soldiers of 
common descent an oftcil acquire high office in their own 
chain of command, but such men arc never elevated above the 
ranks of noblemen without becoming ennobled thmuclves. 
Ckcasionally, enlargement of one's status based on military 
service Iuds 10 landed tidu, but more often it results in a 
"household" knighthood; that is, of being incotpor..tcd into a 
knightly order attached to the king of Gondor or one of its 
princes. Household knighu genenlly fight in Iheirown compa
nies, and often serve as guards or ucoru for the king on the 
battle·field. Attainment of knightly rank, however, involva a 
lengthy probationary period during which One.KfVU as ohtar 
(Q. ~esquireN) to a fuJI knight. Only llpon completion of this 
stage (often a matterof yurs) may the individual receive the title 
of roquen (Q "knightN). Requain ne distinguished in battle by 
possession of an anket, or grut sword, though they also wield 
the eket. 

APPEARANCE 
Of all mortal races, the o,inedain most nurly ~ppro.timate 

the statllre and beauty of the Eldar, with whom thdr ancestors 
had great friendship. These bodily markers of difference from 
other Men arc essential dements of the sdf-understanding of 
Ihe [hlned3in, and arc for them a matler of both personal 
prestige ilIld public c~n$u re, 

Firstly and foremosdy, OUnedain are noticeably taller than 
the rcst of southern Gondor's inhabitants, typica lly rising a full 
sir inches above the huds of thrir inferiors (avenge: 6'4" for 
men,S' I I " for women). Their fair skin ilIld lack of facial hair 
similarly is for them an outward sign of the inward purity of 
their blood. Often, a man ofless dun pure lineage will uke ~at 
pains to keep hinuclf dean·sluven in order to appcu nobler 
lhilll he acrually is. Their str..ight hair ilia lacks the appcanncc 
of admi.trure, ilIld tends to be either black or (less frequently) 
goldUl. Their clear eyes tend (0 be sca-grey in hue. Finally, 
although their longevity may decline to little mort than that of 
Lesser Men, DUnedain retain their health and vigor to a much 
greater age. 



The nyle and poise with which the OUncd.a.in bur their 
physical graces is finely honed.. OUnecWn prefer to a.IIow their 
hair to grow long (for men, to their shoulders; for women, to 
their waist), but tend to hold it in check with a fillet rathctthan 
by braids or a pony-tail. Their clothing alternately projects an 
aura of leisuu, comm;llld, or diKiplined restraint. Distinctive 
lineage tmblenu orCfests make it possible for others to instantly 
calculate how a given individual ought to be regarded and 
addu.!.Scd in public. 

4.5 THE COMMONERS 
The majority of southern Gondor's inlubit.tnts havc a mixed 

<Ulcemy; Dolen, Northmen, Haruzc, and OUnecWn have all 
contributed to what arc now the commoners of the ruIm. 
Under Numen6uan influence since the middle of the Second 
Age, thesc grou?, long ago U$imilated to Nlimen6uan lan
guage, culrure, and customs, and developed a soong loyalty ( 0 

the House ofElendil. They embraced the ide~ of the Faithful, 
while losing all pre-Nlimen6rean traits. Only a few commoners 
dispute the legitimacy of the kingship, or the ncceuity of 
opposing the forces of evil at the price of great personal 
ucrificcs. Of thosc that do, many have been seduced by 
Sauronic ideas. 

Socnrry AND CUL ruR.E 
The commonen' mother tongue is Westran; the well

educated usually know some Ado'naic and Sindarin as well. The 
literacy rate is high in cities and towns, while the ruroJ. popub.
tion has a lower rate, especially in outlying and poorer areas, 
such as Anfalas. Nevenhcleu, even the poorer landowners 
usually ha on at least rudimenary literacy, so as to be able to dcal. 
with the legal aspects of fanning and UJ(ation. 

The lands of southern Gondor provide well for its 
people. The harvests arc rarely bad, and the climate u 
sbble. Narura..l disasten arc uncommon. Any evils, such as 
the Plague, that sDike the country arc attnbuted to the 
forces of Darkness, or (0 Umbuun schanu. The kings 
have created an honest and reasonably efficient royal 
government, which cnsura just courts, fair WlabOn. and a 
good military defense agairut utemal foes. 

That the commoners have little to complain about is 
aptly displayed by the fact that thett was only one rebellion 
in southern Gondor during the Third Age: the Kin-strife, 
which was instigated and organiud by discontented noble
men who had widcsprud support among the commoncp 
of the coasu! provinces. These rebels did not question 
Gondor', $ac:rcd order, but dUapprovcd of King EIdaa.r', 
miled ancestry, which was coruickrcd a wukcning of the 
line of Anmon. 

RwGlON 

The DUncd.ain take little thought for enforcing thrir 
own uligious beliefs upon the common folk. (provided 
that the latter do not commit any sacrilegious actiON). For 
theirpatt, the commoners regard Nti.men6run religion u 
an alfairof the OUnedain, though theygencrally adhc:rc to 
the belief that the king's pctfonnancc of the annual offer
ings on MindoUuin is an essential precondition for the 
fertility of the land and the pro'perity of its people. This 
u not to uy that the commoners have no religious tndi· 
lions or beliefs of their own, but these arc so diV«'$e and so 
dependent upon the fW:ion of cultural dements that they 
cannot be generalized. 

WAllCRAFT 

In gencral, the milibry equipment and mining of the 
commoners arc rudimentary. Both, however, vat)' according to 

the fonn of military conscription (Sa Section 6.0.) and the 
degree to which an immediue threat to life and limb caists m a 
puticular region. Moreover, retired soldiers who have hem 
settled on the land often retain their gear (and cntainly thrir 
fonner skills). making it difficult to predict how asily orga
nized for war a given loc.ality may be. 

AI>I>EAAAN<:E 
The physicoJ. (eatures of the common folk vat)' according to 

ancutty and locale, but all share the condition ofbemg ksscr in 
sbture than the pure-blooded DUncdain, a fact which plays a 
significant role in the rhetoric of the nobiliry. In height. the 
maximum for common men is about 6' and for women, about 
57. ~ While most often lacking the "pure" faven hair of the 
OUnccbin, commoncn ,till tend to have very dark hair, usua.Uy 
chestnut brown Of even black with auburn highlights. Those 
commoners with Nonhm;lll blood may also luve shades of 
blond hair as well. Hairstyles imitate those of the DUnedain, 
worn shoulder-length by men and waist-length by women, 
bound in a net or kerchief for convenience. 

In gencral, most commoners have the fair skin tones of the 
OUnecbin, though depending on their ancestry, some have man: 
ruddy compluions. The sca-grcy cyu or their ruIns is often 
found among the commoners, but huu of blue and gttcn ;Itt 
also seen. Also, most males p<WCSS some degree of facial hair, 
something chat is genetic.ally impossible for pure-blooded 
OUnecltin. 



Th~ dras of th~ commoners also imitates that of Ihe nobl~ 
OUncdain. Garments include graceful fitt~d gowns with back 
Ucings for the women md knee- length pull-on runits for the 
men, sometimes worn with loose ttotutn md boots.. SJippcn 
aft gcnenlly worn in the home by both sexes. Jewd tones. u _II 
u black and silver. aft: very popular. Like the DUncda.in. 
Gondorian commona'S enjoy simple adornment; robes are 
of1:en prmily~broidefC:d and girded by bdu of semi-precious 
meuls or fintly tooled luther. 

A f'irul marker of the commonen is the great speed with 
which the signs of age appear on thei r bodies. again in stark 
contnst to the uunded vigor of the DUnedain. To the eyn of 
the nobln. the commontn pus all tOO quickly into their middle 
ym s ~d old age. 

4.6 THE HARUZE 
Much of the territory that ixcJme the province ofHJrondor 

in T.A. 830 W<lJ originally inhabited by [he Hanne (HJr. 
"Godly People"). the nonhernmost of those peoples whom the 
DUncdain Mmcd the H aradrim. T he native culture of Ihe 
Haruu had grown alongside that ofNI;menor for more than 
three thousand years. Their kings ruled mighty realms in and 
ilfOUnd tht Vale of Harnen, the nearest of which were Korb 
Ugana and Korb Taskral (Anuim). Duringthe fint millennium 
of the Third Age. thc~ Haru;j;e kingdoms ... ere drawn into the 
conflict Ixtw«n the upanding Numen6rean realms of Urn bar 
and Gondor. 

Both Haruu rcalms eventually hl-camt client-kingdoms of 
G"ndor, though Amrun wu never incorpor-ned 1n[0 wulhcrn 
G"ndor, and remained a sovereign power throughout much of 
the age. Many Haru;j;e who fell within the provincial boundaries 
of Harondor sub~quently mingled with the common folk of 
G"ndor. On the other hand, the nomadic HU\lu (known u the 
urdwan) thai wandered what Iner hl-came the wt Marrh 
retained their cuhunl identity and way of life. This section 
dc.Kribes both the urdwan oflattr Harondor, u well u the older 
Haruu that populated the kingdoms of Korb Ugaru and 
Amnin. 

SocIETY AND Cut TURf. 
The H alll;j;e arc an agr~ri~n prople whose ci ties hold sway 

over the rich but nalTOw arable Iamu of the Hamell and Qde 
Peur river valleys. The nomadic urdwan wander the fringu of 
the~ valleys, but arc intimatdy ti~d to Ha\,\lu society. The 
utarf (th~ common peasants) cultivate the valleys and hillsides 
of the Nan Hamrn, usually living in villages of a doun stone 
or mud hovels clustered around a 'pring or good wdJ. They 
nise whut and dates. sheep, pigs and call Ie . always k«ping nur 
their villag~$ for safety. 

The fcswm (the artisans, tndamen, soldien) ~d the fe;j;ir 
( the nobles who live in the citia and towns) have the rule of the 
land. A city rmly depend upon the utarl" to lend its flocks and 
dean iu housc.s. bUlthe fcsw.lll and fezir lead, crcatc, and treal 
wilh the paganin ( Har. HforeignenH

) who pUll through u 
tr.Iden or enemies. The feswan, I1\O$t of whom are well edu
(.:lted. provide formal buruucruic government for the cilies. 
most of which are u dun and peaceful u any in Middle-tanh. 
The fC;j;ir of the ci ties arc aristOCnts in the tndition of other 
realms of Middle-tanh. acting the pan of tilt pat riarrh but, like 

the bier Numen6runs. coruumly engaged in cynical. deadly. 
games of politits and position. The ,ihad ( H ar. "knight"). tarb 
(H ar. "lordH~ ~d auurb ( H ar. "king") arc the victon ofHfe
long political struggles. their mOlSterfu l deviousnas serving 
them _II in cluhes with the Numen6run powers. 

The urdwan d ans dwell year-round in Unts, moving end· 
lessly with their flocks of sheep, goau, camels, and hones. 
seeking out the spanc gruing to be fcxmd in the dry country. 
and passing from well to spring to o.u;s in order to make the best 
usc of pf(cicxlS waler. An urdwan clan is nl led by a chak (Har. 
H muttr"). who h.u authority over his dan;>.S J father wcxlld over 
his family. The urdwan (u all of the Ha\";ldrim) leamed thci r 
diplormiCY from imperial Nlimenot and ~uron, m;>.Srer of lics. 
They mJrk diffe rently the words chosen to beguik rivals Jnd 
enemies, and tho~ spoken in honor to friends. Tile fornler 
should expect {bllery. show. alld spectade. wIlLIe Ihe lauer 
should expeCt tnuh. The DlUiedain, ... ho favor blulII oratory 
Jnd at 1~;>.S[ the pretense of integrity in all 'heir aIT.,its. consider 
the IIrdwan to be dishonesf and manipnbtil'<" . .ucribing all 
manner of evi l deeds and dcsircs to them. Evcn when IlIl1nbcrs 
of urdwall come under their '''k IlIOSI D,;ncdain avoid truting 
with them; ins[eJd of trying to secure t hClr subjccts'loph y, they 
retreal ( 0 S3vor Ihcir bigolTlu and talcs of trc,1chc,)" 

HaTU;j;C kinship ctnters on ;1 palriarch, clJer ("her, or 
gnndfJ[her who effeCll\'dy O .... 'I1 S most of I he falluly's property. 
\Vomen ha\'e less uy ill Ihc f~nl\ly'J dealtngs clten dsewherc in 
Har~d, but exert a powerful 1110ralntfluenct. Tltey arc able and 
$OCially oblIged to dcoouncc dl5Tcpurablc. d,srespectful, or 
abusive relall yes to the rest of tlte dan or to local rnagistrJtes Jnd 
officials. Men of propeny m~y pay ~ bndepncc Jnd pllrch;uc 
more thJn one WIfe. If tilf nghts of the $emur Wll'<"S Ut 

rUp"c[ed. 



W/UiooIr All Haruzc an; fond of uotic scents and tastes, spiced food 
and drink, scruuow song and seducti~ dance. Their architec
ture providu for large, cool roonu in their great houKs, 
decor:ated with tile, tapesny. and dabor:ate mosaics. Haruze 
feasts are the stuff of legend in soothem Gondor, and even 
simple ~g festivah can last a day and a night and leave an 
entire village staggering for a week afta. Luming and the am 
an: highly valued among sophistiaud Haruu. All their great 
cities an; touched with libraries and scholarly hostel.,. The fair 
an: upected to ruppon and attend the centers of learning, 
proving their studiousness at later engagements by reciting 
pus~ges &om cla.uic tuts of lore for houl'S. CcrUin of them 
h~~ been known, while w~iting for their mnies to fonn for 
b~ttle. to challenge DUnedan knights to duels of poetry and 
song. The OUnedain seldom accept the offer. and often lose 
when they do. 

R..EuGiON 

H aruu scholal'S arc prone to blame COmlpt lords and the 
greed of the DUnedain for the continuing tr:agedy that is much 
of their history. H owever, Sauron and hu servant Adilnaphd, 
known as the Dark Lady. bear much of the responsibility. It was 
they, in theSccond Age, who authoud the wits of darkness that 
poisoned the religiOUll thought of the H aruze for thousands of 
years. le~ding them into corruption. brutality, and slavery. 

Ladnoca, the Lady of Lght, was the focus of the most 
important benevolent theology along the Nan H Olmen, and her 
centtf of wOl'Ship was Korb Ugarta. She was originally a moon 
goddess from the Raj, when her holy city ofT ['Uti lay. Like 
most of the otherdeitia of the Harw:c. her story was tied into 
the cn:ation of the deKtt country, ~Iong with a promiK of a 
change toward a greener land and peace and freedom for the 
Haruu. The words ofSauron and Adunaphel' s miniON mocked 
these hopeful gods. advocating sttcngth and indifference to 
pain as the way to freedom. 

The quarttl between thac differing views of the world paced 
the Haruz.c q..wTC1 with the DUnedain, with both sida taking 
credit for the wal'S between U mbac and Gondor and their final 
and murual defut. Ironically, it was not until the DUnedain 
were driven from Harondor, after T .A 2000, that the priests of 

VatTll. the Datroying Sun, began to gain ascendancy 
among the Haruze. This religion promised to share 
the scrcngth of the merciless desett sun; over time it 
brutaliz.cd the Haruu. draining the joy from their 
lives and eventually Ic:oding many of them to death 
fighting the battles ofSauron. Not until the Fourth 
Age wen the Followel'S ofLadnoca and other beliefs 
able to drive the Vatrans from the land. 

WARCRAFT 
There was nevera time during the Third Age when 

banditry or large scale war was not present on the 
frontiel'S of Harondor. The Haruu claim to have 
taught the gods how to ride, and it is cenain that the 
old Numen6rearu did not take cavalry warfare Kri
ously until they had been repeatedly humiliated by 
mounted Harw:c archcn. The DUnedain. halfagain as 
heavy as the Haruze, and more so in platemail, are 
virtually invincible in a front"" attack. However, in the 

opt'n country of H arondor the ,maller, more numerow me
dium and light cavalry of the Harw:c an ride around them and 
withdraw when pressed, while showering theirranks with neel
tipped arrows. The succus ofGondorian and Umbanan amu 
in H~rad ~ often measured by their skill in recruiting Harw:c 
allies to cover their flanks and bring their enemies to battle. The 
urdwan. who compose the bulk of the Haruu avalry, are 
graceful and upett horseman. They seldom wear heavy annor, 
but innead maneuver in luge formatiolU, striking at their 
enemies with volleys from their srurdy composite bows. 

The fezir. along with the profeMionai soldiery they ~cruit 
among the utan and fuwan, combine thiJ expertise with :superb 
discipline and sophisticated tactics and communication. The 
elite cavalry and infantry of Amrun and Korb Ugana a~ 
handsomely equipped with silvered chainmail, finely hammered 
scimitars, and decorntive and gaudy ~gimental colors. The foot 
soldiCl'S anchor the b~ttlc line with massed speal'S. while the 
heavy horse closes in with massed archery and a final charge with 
speal'S and swords. A H3ruZC anny never moves to battle quietly, 
Instead. it comes on with fl ourishes ofbannel'S, brave chanting. 
and great billowing drum ro lls, all with the purpose of con
founding the enemy and directing the warriors in a precut 
scheme of attack. 

APPEARANCE 
The H arw:c are the shortest of the true H aoorim (with men 

srandingjwt over 5'6" and women a few inches less). They are 
duk skinned, straight haired, and smooth faced. with dark, 
flashing eyes, quick to smile (though theif smiles can seem icy 
cold when masking anger or fear)' The women of the Harw:c 
arc said by tTlIvclCl'S to be the most beautiful in the world, and 
their men arc said to claim themselves to be the mOlt handsome. 

Even the poorest urdwan of the sCTUblands dress well in front 
of strangers. Thcy favor silk. cotton or wool blouses and 
breeches. loose on the fonn but closed at the wrists to keep 
damp air around the body. O~rthis. to further keep in precious 
moisture and keep out the dwt, they wur voluminous robes, 
broad cloth sashes. and a I~I. an elaborately wrapped headdress 
that covers the neck and cars and can be drawn up to mask the 
face. Shins and leggings arc either white or black, but outer 
gannenu arc brilliant reds, purples and golds, most of them 
with intricate embroidery and tassels. Decoration is mainly 
gold, with some si lver and mithril. 



5.0 POUTICS AND 
POWER 

The political dynamics of southern Gondor an. complex and 
many-1ayc.rtd. This compluity is due to the fact that Elendil's 
tolU did not-indeed. could not __ bolish the Pdargirun 
Lugue, which had entrenched iudf in the heam and minds of 
the FaithfUl for nearly a thousand yeus by the time that the 
Rea1m·in·EJ:ilc was foum:kd. Even at the height of royal power 
under the Ship-kings, the shadow of the old confedua.cy still 
dung tcruciowly (0 itt ancient moorings. The No.imcn6run 
aristocracy wr controlled the Juguc forged itt u1tinutc b.sis 
of POWtT in linuge :lIId the continuity of blood, and the 
enduring fomu of iu pow« undawent fundamcnbl change 
only ~ a ruult of the failure oflincagc to survive the nibubtions 
oEme age. 

5.1 THE SACRED ORDER 
The OUntdain became a people through the divine grace of 

the Vabr, who gave (0 thttn a land to dwell in and a king ( 0 Me 
0YtI" them. The isle of Nl1mcnor wu later WtUl away ;as 

punishment for their fathers' rebellion, but itt ro~ line $lIr
riwd, and they continued to servt: as an ts.scntial basis for the 
Min ofNI1mm6rcan culture and society. Thu was espec::iaUy 
Inie for the Faithful; for the kingship was also their priest
hood---cheir sole link to Ern I1uvabr. And to reject the rightful 
king was not therd'on simply a breach of tr.Idition, but a 
sacri..lege against the Creator of All. 

The kingship, however, was not the only source of political 
and religious order among the OUnedain of southern Gondor. 
The Covenant of Vinen, which the Lady of the Seas had 
tstablUhed with the Guild ofVenturen in NdmenQf, remained 
in force under the leadership of Irnru&- and hi, dcscendanu. 
Though the temporal jurisdiction of that bond was laur 
miuccd to the lands and peoples that fell within the domain of 
Bdhlu' princes, the Gondorian monarchy recognized the 
Inditions established by the u.pu.in of the Faithful in Pdargir. 

The ualted Nounnar Ndmcn6ri!0 (Q MUWS ofNu.ncnor") 
provided additional continuity. Even the DUnadan kings weft 

subject to thcsc statutes. The political upression of thc.sc laws 
was the Ndmcn6rem citixelUhip. a sphere of inalienable rights 
and obligations which all those who feU within the (.Itcgory 
tnjoycd. The actual group of penons for whom these duties and 
priviJcgu applied changed ovcrtime, but the principle was nevcr 
abmdoncd; for integral to UW$ ofNUmtnor weft the stipula
tions that defined the proper wonhip ofJluvaw. However it 
may havc fartd in practice, the COllCcpt of citiunship was itself 
indispcnu.ble to the Faithful's spiritual adherroces. 

S.U THE KINGSHIP 
Although for much of its history southern Gondor enjoyed 

varying degreu of au tonomy from direct royal rule, it was the 
authority of the kings which ultimately undergirded that au
tonomy. The grace of Vincn--csscntial though it was for 
forging the Pclargirun Luguc-was no substitute for the 
priestly role of the monarch, without whom the OUnedain 
would be unable to maintain their sproal status as the FaithfuI. 
It was for thi, ruson that, following the tragedy told in the 
,fuIJ.&ltl, the rcsrontion of a l~tinu.u royallincage was all
important to the league. 

THE FUNCTIONS OF THE MONAROIY 

The king traditionally fulfilled three roles in NUmm6run 
society. The fint and forcmo.tt of these was the priestly 
function: to an as the Valar's chosen mtd~tor between llUViitac 
and the people by pl'CJiding ovcr the annual ccn:moniu upon 
the hallowed AlmmitofMencltarma in Ndmenor. One impor
tant facet ofthil role on such occasions was for the monarch to 
elUure societal harmony and a good harvest through hil prayen. 
The Covenant ofVinen included a similarprayu, but its scope 
wu limited to Vinen's own sphere of inllum ce (i.e., safety at 
~} 

The king's second ttaditional role was as Ndmenor's chitf 
jurist. He scm::d as the upholder, arbitrator, and uecutor of the 
UWS ofNiuncnOt. While thil function utcnded wdI beyond 
the pcrfomunce of ritual stipulations, it was nevO'thdcu 
imbued with religious authority; for the monarch poucsscd the 
po_no bind fnths by the namu oflluVilw and the VaIar, and 
so to blCJl$ those who fulfilled their word and to curse 
oathbreakers. One need only reftt to lsildur's curse upon the 
Dun Cocntil to understand the blinding efficacy of thil royal 
power. Finally. in hil juridical role, the monarch had the powO' 
[0 maC!: new laW$ as need atO$C. WitnCJl$ the ratification of 
Pe1argir's constitution by Tat-Atanamir. 

The third duty of the monarch was the governance of the 
rWm in times of peace, md the lcadenhip of its hosts in tima 
of war, This function was much lUI rigidly defintd than the 
othtt cwo roles. in pan. bcc.ausc its specifics depended a pat 
deal upon the contingencia of a particular sitwotion, and in pan 
due to the strength of the traditional aristocracy in relation to 
the monarch, both in Numenor and Middle-eanh. Remember 
that Manwl did not ilUtitute the monarchy for its own Jake, but 
rather to guide the DUnedain in accordance with the will of the 
Va1ar. Since it was not the pan of the Valar to determine how 
Mm ought to govern their own afrain, few Ainu precepts 
I'CJtncrcd E1ros and hil dcscmdanu. AJ a I'dI.I!t, the specifically 
political role of the monarch was subject to gmtO' change over 
time than its religiow md juridical countapana. 

THE M ONAJt.OfY IN Exn..s 
Whm the Realms-in-En'1e wac establUhed in Middlc--urth 

in 5.A. 3320, Elendil uswned all three of the ttaditional 
monarchic functions. While he entrusted the affain of the 
South-kingdom to hil sons--Is ildur and Anirion, who carved 
out fiefdoms for themselves alongside the traditional urritory 
of the Pdargirun Luguc--EIendil himscIf ruled as high king 
of the DUncchin.. lsi1dur and Anirion conjointly ~tcd 
the authority of their father in Gondor. In fact, bc:ausc the 
Council of Pclargir ~ sworn allegiance to ElendiL its mem
bers cOlUidcrcd hi, IOns to be thcU- equals rather than thcU
Ion!.. 

Not scclting to inO'Ude upon the inumal affairs of the league, 
Isildur and Anirion formtd a second. royal council, whose 
purpose was to debate matters of common concern to the 
DUnedain of the South-kingdom. The fint action of the 
Council ofGondor was to c.ttablish a new hallow at which the 
wonhip of the One might be arritd OlIt according to the 
ancimt laws. Thi, site, whose location was indicated by an 
oracle from E1mdil' ueer, I'CJttd upon the unttodden heights of 
Mount Mindolluin. It stood at the dividing point between 
northern and southern Gondor. AlthOlIgh thi, hallow lay 
within Anirion's fitt, it was 1si1dur who officiated the first 
offerings in $.A. 3321. bc:ausc he was the elder brothn and 
chosen heir of hU fathu. 



Ann' the deaths ofEI~dil and Anirion in the Wu of the 
Lan Alliance, bildur claimed the high kingship of his farmr, 
entrusting the rule of the Sooth-kingdom to Anirion's son 
M~eldil. When it was leam«l that lsildur himsdfhad perish«l 
in route to Amer, M~eld.il prodaim«l himself the highest 
authority in Gondor, and nO{ subjca to Isildur's d£sc~dants in 
the north. The Council of Gonder assented to this claim. 
acknowledging his religious, juridical, and political supremacy 
OVff the South-kingdom. By supporting Menddil's claims, the 
councilon of the Pdugi«an League believed that they would 
runhn' safeguard their own indepe:ndmce. 

THE ROYAL SuccEssION 
In the unceruin peace that follow«l the viaoty of the ~t 

Alliance, Isildur altered the law concerning royal sucCU$ion, 
ruling that only sons could become royal heirs, whereas in 
Numenor both sons and daughten enjoyed equal claim to the 
throne. This change in the law of succession ushered in a series 
of crises involving the trarumission of kingly power in Middle
eanh in which southern Gondor often p'by«l an imporunt part. 

The lint of these crises wa.s the (official) childlessness of 
T .ttannon the twelfth king. Ev~ ifhe had sired a daughtn', she 
would not have been pennitt«l under the new law to carry on 
her father's linc.lnstead, Tarannon wa.s compelled to adopt an 
heir. H is choice of Elmil of Belfili.s complicated rc:lations 
betwun Oor-en-Emil and the line of the kings. It blurm! the 
inalienability of the princes' domain to royal en~chment. At 
the wne time, Brnil's dual heritage accdented the process by 
which the formCT autonomy of the Pd.argirean League wa.s 
shatttred and ultimately abolUhed. 

The great civil wu known a.s the Kin-strife spawned a 
mghtfuJ baclda.sh to this development. During this Ingic 
rebellion the remnants of the old confedcncy n:uscrt«l their 
power and helped to set Cast.tmir the Usurper upon the throne. 
Oc.spite the violent circumstances of the latter's rise to power, 
the confederates «fused to acknowledge the fanner king's 
chosen heir and yet denied the charge: of ucrilege. The «beh 
argued that Eldacar's impure blood in and of itself 
disqualified him from the kingship. Tuannon's choice 
of an heir not of his own blood sevt'w centuries earlier 
had established a dang«tlus precedent. Eamil's ucm
.lion thus weakened the force ofValacu's decision to favor 
Eldacar. The «belliow confederates contended that other, 
mo« legitimate candidates had been «adily available. 

Whatever the validity of the rebels' «a.soning. the ability of 
the Council of Gondor to receive divine sanction for their 
unanimow support of a claimant wa.s made manifest by the fact 
that Ca.sumir was thereafter found to possess all the signs of 
grace necesnty for the performance of his priestly role. It would 
of course be untrue to ny on the ba.sis of this decision that the 
Valar simply "supported the victorious contendn'." Rather, 
given Manl'l'!'s policy of avoiding dinct intavcntion in the 
alTain ofMiddJe-unh, it would be mo« sound to assume that 
Castamir wa.s unctioned becaUK he had been approvt'd by the 
Council ofGondor, and because it was essential that the «alm 
havt' a king in orela that the OUnedain be made able to wonhip 
lIuntu in .tCcordance with the Laws ofNtimenor. 

The co/UCquences of the failure ofMeneldil's line in T.A. 
2050 illwlntu the cmtral, spiritual dimension governing royal 
succession. Although the Ruling Stewards held the authority to 
.let in the kings name in matten of law and government, they 
pouCJSed neither the lineage nor the right to perfonn the 
'NQnhip of the One. They dared not even speak the name of 

lIuvatar for the binding of ~ths. While the Realm-in-Exile 
mmincd an utension of monarchic Ntimtnor, its leadership 
was incapable of fulfilling the will. of the Valar. Gondor could 
not effectivelyutrCisc its destiny without a divinely-unctioned 
king, 

S.l.2 THE COVENANT OF UINEN 
The covenant that Vinen the Maia establUhed with Aldarion 

the Mariner in Numenor wa.s originally concerned only with the 
protection. intenW order, and well-being of the Uinendili, the 
Guild of VenMen. This fac;tion took upon itself the wit of 
uploring the coasts ofMiddle-nrth and aiding its inhabitants 
during the early yean of the Second Age. Wh~ the King of 
NUmcnor dissolved the guild in 5.A. 1883. however, he made 
no attempt to nuUify the bond between the Lady of the Seas and 
those of the Venturen who had remained loyal to him during 
the time ofMo.raz6r' .I rebellion. So it was that Uinen continued 
to show favor to the line oflmruOr, and gavt' protection to all 
those who became subject to the Council ofPelargir. 

On a lesser and more parochial scale than the divinely
established royalty of NUmenor, the Covenant of Vinen im
bued the Pelargircan League with a s.tCred chu.tcta. Whcuas 
submiuion to the authority of the priestly monarch was com
pulsoty and c.ssential to NUmm6rnn identity, the mendship of 
Uinen wa.s iust that~ bond oflove that could be choxn or 
rejected without peril to one's SUtw as one of the Faithful 
Within her own sphere, the Lady of the Sus could give aid to 
the Ntimen6n:an uiles, and could invest the judgments of her 
chosen represenutive with her own native power of divine 
retribution. 

----



Th potency of Uinen's grace never diminished over the 
many centuries of the DUnedain's nile &am NUmwor. Never
thdw, u the politiul order of ,outhem Gondor underwent 
fir..ruching changc.s u a ruult of the actions of the Ship-kings. 
dIC ~re ofhtt influence narrowed to the bounchries ofOor
en-Emil. Its su-fuing princc.s. who wen: Imnz.6r', dt:SCUI
clmts, nner rdinquished thar bond with the udy of the Sus. 
With the aid of her proumon. their linuge was prut:rvcd &am 
dIC fm: that vUiud the hOUK of the kings. From one pcrspcc
tiw. then, Uinen', COnIWlt wu the single enduring factor that 
fosuml the political continuity of JOtlthcm Gondor. 

5.1.3 DlJNADAN CITIZENSHIP 
The righu and dutic.s of citauuhip fonn the third pillar in 

dlCuaat order that undergirds political life and the pursuit of 
poWtt in the IandJ of southern Gondor. Unlike the kingship 
and the Covenant ofUinm, each of which an: focused on the 
pmcrvation of an nclusive and unique lineage, the principle of 
citianship encom~ the whole of the Numen6run com
munity. Indeed. it amounts to nothing less than the public 
rteognition of agiven individual's Nlimm6rean heritage. To be 
aIre, the definition of citizenship had changed many times over 
dIC count: of Gondor's age-long history. but its importance 
mnained central so long as the Ru,1m-in-Exile wu conceived 
of u an extension ofNlimmor. 

Al a juridiul concept. the citiuruhip had its origins in the 
ancient Laws of Nlimmor. The Namnar Nlimen6tio estab
lished the: [emu on which the DUnedain would rdate to 
Wvaw, to their Icings, and to one another. At that time, 
citianship wu not a fomWly-dcfmed concept. It merely 
aprwcd the: common gift of longevity which all OUnedain 
lOOk part in. uter on in the Second Age, as conucr. with the: 
Men of MiddIe-carth inaused and pennanent coloniu were 
founded upon its couts, citiunship became an indispc:nJable 
tool for distinguishing between the coloniurs and the colo
niud. This was especially true under the tributary sysum, when 
it became: critiul for the kings to ddcnninc &am whom they 
would exact payment. 

But the real dilmuna of OUnadan citiulUhip lay in its 
equation of politiul status. Memlxnhip in their community 
IVU not purely subject to human control. It incorporated a 
qwJity, longevity, usociated as a divine gift. This grew to be a 
problcmonly after the OownfaU, when thedivinegifu began to 
be withdnwn. So long u the DUnabin enjoyed the grace of the 
Powers. longevity as a lTW'ker ofincllUion into the community 
never bec.ame a JOtlrte of political tunnoil. Once that grace was 
rcmow:d.longevity suddenly became.1l flllite, non-replmishable 
virtue, which wu slowly but inuorably diminishing. From that 
point onward. the number of individuals pcwcs.sing the requi
site purity of blood-and. hence, who enjoyed the political 
privilcgc.s that went with it-would always be on the dccline. 
The diminishing pool of those enjoying the divine gift became 
incrcuingly iklated &am the common man. More and mon of 
their countrymen became ucluded &am equality bJore the: 
La", ofNUmenor and from power within the Rulms-in-Erile. 
It would be difficult to fmd a more potent recipe forlOciaJ. and 
political chaos. 

CrnlENSHIP UNDER. TliE PEL-\RGIllEAN WGUE 
Traditionally, citWnship in the Pelugirean Leagm: wu 

reserved for those of pure Nlimen6rcan blood. For a long time 
this did not become a maner of contention because the numlxn 
of the F~thful ~ steadily being replenished by new arrivals 
from NUmtnOr. Moreover, Ixcause the community of the 
Faithful was not IUbjea to royal tribuu (with the single 
exception of Ar-Plu.ru.6n·s brief reign). even the: lack of 
citizenship did not incur any disadvanuga seven: enough to 
Ixcome a source of conflict. In lieu of the imposition of royal 
tuation, the financial burden of susuining the colonia of the 
league wu assumed by the citWns of the leading howes. This 
differed &am direct wation beuusc the expenditure of one', 
personal wealth on behalf of one's fdlow eolonisu ruped a 
more than satisfactory return. The aristocracy', often upt:nsive 
patronage bought them valuable political influence and pres
tige. 

This sitwtion began to change after the dutruction of 
Nlimcnor, and especially after the War of the Last Alliance, as 
the number of lineages wu sharply diminished. Even then, 
however. the Covenant ofUinen (which embraced aU mcmlxn 
of the FaithfW community, including iu Danan Lin subjects) 
softened the social clcavages that were beginning to divide the 
popubce. since the mjoymentofUinm'J grace did not depend 
on blood. 

New:rthclcu, the elite citiunty began to take advantage of 
their ucllUin: lUnd, monopolizing power for thcnuc.lves at the 
expense of their feUow countrymen- Al the number of c.ligible 
citiulU deac.ucd in the aftcnnath of the un Alliance, the 
citiunry found thcnuc.lves increasingly leu able to shoulder the 
burden of public finance and govcmmcnt. In order to m.ainbin 
the communities under these circumuancc:s, the Council of 
Pclargir pust:d new laws authorizing the citizen-leadership to 
utnct Wei and other fornu of tribute from its non-citizcn 
m=b<n. 

This innovation. along with other new laws which continu
ally narrowed the definition of citiulUhip, provoked.1l violmt 
reaction &am the commoners. c.spccially thOle: who Iw:I k»t 
their politiul righu as a result of these conan;mol\L Within 
the span of a few shon years. the whole of the lcague wu in 
tunnoiJ. After a long and at timc.s violent struggle the Council 
ofPdargir, unable to.contain the conflict, was finally forced to 
hand power over to the kings. 

CrnzENSHlP UNDER. TliE SHlP-KINGS 
To remedy the strife which wu then turing apart the 

Pelargirun League, Tannnon Falastur and his ruccessors 
remhanchiud all who had lost their citiunship U.1I result of 
the new laws. They also expanded the boundaries of eligibility 
for citizen status to anyone possc.sscd of more than an eighth 
part NWnen6run blood. Al the: provincial and territorial 
systems began to «place the: old confedcntc: .ttuclur'c of the: 
league, the royal howe e:ven abolUhcd the: laM directing 
u.u.tion only toward non-citiz.ms. They «placed these statutes 
with a universal w I»sc:d on residence within a provincial or 
military jurUdimon. 
~ a result of these rcfornu. the mc:rc pouc:ssion of citizen

,hip ceased ro be an objea of conflict. The basis of powu and 
privilege now shifted towards office-holding in the new politi
cal hieran:hy. Of course:. citizenship remained I prc-requWte 
for the highest of the new offices. And, despite the: Ship-kings' 
timdy extension of citWnship I.t I means of resolving the aisis 
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of their realm, there wen: limits to its uscfuIncss as a tool of 
integration. The politic.al principle was neva tully separable 
from its roots in the purity of lineage. Because the marks of 
l inc~ge were now by their vny IU.tun degenerative, the realm of 
Gondor was doomed to diminiJh hom the height of its glary 
under the Ship-kings. 

CITIZENSHIP UNDER TIlE RUllNG STEwARDS 
The end ofMcncldil', line and the investment of the stewards 

wi th monarchic power resulted in the rulmination of a changing 
concept of citizenship that hlId been evolving ever ,ince the 
Grc~t Plague. As an hereditary principle of local rule was 
replacing more and marc of Gondot', fonner provincial and 
military domains, it became necusaty to establiJh new lineage 
requiremena. These tulcs ddined eligibility for feudal grants. 
This process did not at first affect the citizenship. WIlen the 
stewards assumed power in T.A 2050, howeY«, the only way 
they could justify the formalization of feudal arrangcmena as 
the nonn throughout the rcaIm (in the absence of the king's 
authority) was to realign the citizcm:y. Only those who pas. 
, used the rcquiJite purity ofbloocl to be enficfed enjoyed full 
citizenship. 

By this bold move, the stewards aauaI1y raolved the politic.al 
problem engendered by cita.ens with dcgcnenting bloodlines. 
By T .A. 2050, the nwnbttof pure lineages remaining in Gondor 
was small enough that all could be granted feudal domains 
without the danger of a land shortage. Since these grana were 
in~lie nable, though, the enficftd families retained their lands 
even while their lineage became increasingly diluted. Even pure-

blooded lines died in time; so, in effect, the stcwuds solwd the 
troublesome dilemma of DUnadan citizenship by eliminating 
the institution altogether. It would ncVCfrise again; fix Aragom 
E1cssar made no attempt to alter the feudal arnngemcntll of 
Gondor during hU reign. 

CircumstanCes differed in depopulated Arnor. Then in the 
North, vast tracts of unclaimed land could be pucdcd out to ne'III' 

u ttltn. lronic.ally, many came 11:0m Gondor and were granted 
citizenship after the fashion of the snip-kings. 

5.2 THE LAWS OF NUMENOR 
The UWS ofNUmcnor comprise the body ofhw and custom 

which the FaithIW inhcrikd hom their forcfathm. and which 
forms the basiJ of aIllcgal ttaditions adhcred to within the 
Realms·in·Exile. These laws uprus and work to uphold the 
ucrcd order ofGondor. They give shllpt and definition to the 
kingship, the covmant, and the cita.enship, the three pillan 
upon which all politic.al power iJ based. ~ such, the Namnar 
N6men6tio arc intcgral to the life and well.being ofDUnadan 
society. 

The UWS ofN6menor are not to be equated with the sum 
total of all the laws, customs, and fomu of jurisprudence 
actually operative in the lands of touthttn Gondor (which 1ft 

far more extensive and divcnc): mhu, they constit\lk the 
founding charter ofNUmcnoc itxlf. They fann the constitu
tion ordained by the Yalar st the birth of the NUmcn6run race. 
For the FaithlW·in·Exile, thiJ ucrcd corpusalso includes all of 
the royal dccrces whose memory Nn'iwd the events rccordcd in 

the~(C.lcludingthos.cconsidm:dtobaYe 
been enacted against the Will of the Yalar). 
TaItcn together, this body of ancient law JttVU 

as the nonn and standard against which all other 
sources of law mwt be mcuurcd and evalw.tcd. 

THE GMNG OF TIlE 5£vEN T AILETS 
E6nwl, the herald of the Yalar, gave the: 

original laws to the Three Howes of the Edain. 
At Manwl's bidding. the Mala irucnbed. the: 
laws onto seven brorw: tablets and pruented 
them to Elros on the western shores ofMiddlc
earth in $.A. 32. Having done this. E6nwf: 
named Elros by the High Elven name ofTat'< 
Minyuur, thercbydeclaring to the Thret.Housa: 
du.t the Yalar had choun Elms and his cIcscen
danu to tult over them in accordance with the: 
laws. E6nwf then read aloud the laws in the: 
hearing of all the Edam. U1d Indc: them follow 
the Sur of Eircndil to the Land of Gift, where 
theyshouJdfinclpuceunduthcnUcthatManri 
had given. WIlen the DUnedain ,ailed to 

NUrocnot and e.ltablishcd themselves in the 
land. Elms awed the Seven T abkts to be set up 
in the midst of Anncnclos, which later btame 
the capital of the realm and the seat of itll kings. 



THE LAws OF MANwE 
The laws of the Seven T ableu set forth the buis of 

NUmcn6tun society: the principles by which they were to 
conduct their lives, and the rules which _n to goVfiTI their 
wvnhip ofEru lIuvatar and their vtnenrion of the Powers. Y ct 

though the laws covered all upt:cts ofNUmcnOrun life, they 
did nOl: do JO with equal specificiry. E.tensiw and detailed 
Jtipu1ations wen laid down to cover m.ltten rdating to I1uvatar 
and the Valar, u well u the role of the king. ~ forthe ordering 
ofNlimcn6run society itsdf, the uws ofManw~ covcrccllittle 
mote than the enumeration of the limiu imposccl on the king's 
authority for altering the traditioru..l customs of the Edain. 

The sacred ordcr-tht wonhip ofIlUvatar, obedience to the 
Powm, rc.spt:ct for oaths, observance of prohibitions. and the 
lih-fonned the found.uion of the implicit theory underlying 
the laws of the Seven Table ts. Thus, the king's primary duty wu 
£oS« to it that the OUnedain adhered to their place in this order. 
Auuming they followed suit, the Three Houses could decide 
(in concert with the will of their king) their own intemallaw$. 
They enacted the statutu and adopted the nOnN gowming 
their realm. The king stood at the intersection of these two 
spheres of law; actively overseeing u1igious mattm, but apply
ing his authority to the practical concerns of polirical and legal 

""h. 
THE LAws OF THE EDAn'<l 

The Three Housc.s of Men that became the OUnedain 
alnady fO$Scsscd many ttadirioru..llaws and customs of their 
own when they first set foot in Numenor. Some of these fuod 
been bonowed from the EiVdl in Bdcriand, while othm were 
native: to their heritage. Native: tnditions ~ for the most pan 
of a wholly practical nature. They focwcd on defming obliga· 
tions and resolving disputu within and among the howes. 
Elvc:n influence spawned rulu govuning spirinul nu.tters, 
~cially those inrolving /UnCOIry custom and conduct n
specting sacred places. 

Many such traditions eventually fe ll into disuse as 
NWncn6tun society changed: but many more continuccl to 
order the lives of the Olmedain in Nllmcnor, and at any rate 
u:crcUcd a profound effect upon the early development of the 
realm. Those customs which over time achiewd the force of law 
lPfnl: coUectiwly referred to u the Laws of the Edain. They WCTe 
~ckoncd to fall within the sphere of non-religious law u 
defined by the Seven Tablets. Much of the subsequent royal 
legidation was categorized as Namnar Atanion (Q. "Laws of 
the Edain~rnot because it hearkened I»c.k to any ancient 
custom, but because it did not fall within the scope of religious 
bw (which, since it fuod been dccrccd by Mmwl himself. could 
not.......;.! lust in thcory--bc altered). 

The Seven T abltts made provision for an assembly of ciders 
drawn from the housc.s of the Edain, which would be rc.spon
siblcfor defming the uws of the Edain and for submitting their 
resolutions to tht king's authority. This law-making body, 
which also served as a court of justice, came to be known ;u the 
Hosta Ncldenouion (Q M~thering of the Three Housc.s~). lt 

continued to fUnction all tht way up until the Downfall of 
NWnenor, though by tfuot rime its real powers fuod long been 
tclipscd by the king's authority. 

THE DEVELOPMENT OF THE LAws 
UNJU. THE DoWNFAll 

The Laws of the Edain underwent substantial development 
ovet' the course ofNWnenor's thrte thousand yur history. Two 
;upc«s of this evolutionary process acatccl a special impact on 
the later application oftht laws in southern Gondor. [I ) the 
uparuion of the king's rolt as law-maker, and [2] the emergence 
of an autonomous legal status for the Pdargirun Lague (and, 
by e.ncruion, the FaithfUl) in Middlc-carth. Thest dewlap
ments were important because they played a significant role in 
dttming the relationship between Elendi!' s JOns and the league. 
They established a preccclent for adapting the uws ofManw~ 
to life in uile. 

The Numcn6rtan colonization of Middle-urth from s.A.. 
1200 onward genemed a need for new laws to rtgulate relations 
between the NWnen6rean citizenry and the native inhabitants 
of the coastlands. Similarly, the tributary system imposed by 
T ar-Ciryatan and his mcctJ50n gave binh to a whole body of 
legislation concerned with defining the king', rights and pre
rogatiV'tJ in Middlt-carth, and with the govemance of colonial 
domains. None of these matters feU within the compt:tency of 
the ~thering of the Three Houses. The Seven Tablets made no 
provision for any future interaction between the DUnedain and 
Middle-carth; hence, it fcn to the kings to enact laws solclyupon 
their own authority and judgment. The ~thering was reduced 
to the pUJive fonnality of confinning the king'. will. Thus a 
thitt! category ofla~e royal power of direct dccrtt-was 
set a1on&,ide the two traditional spheres (though it was offi
cially considered to be a part of Adan law). 

The monarch's law-malting power was fUnhcr enhanced by 
the division ofNWncn6run people into the King's Men and the 
Faithful The emergence of these two parties and their opposed 
viewpoints polarized the ~thering of the Three Housc.s (with 
the King's Men in the nu.jority). Sccausc it was the king himself 
who championed their policies, the greater Ucrion naturally 
supported the interulll of the mon.uchy. This new alignment 
of poWCT gradually allol'l'Cd the King's Men to wield law for 
their own mds. Their faction utilim royal dCCffCS to legally 
define (and thereby isolate) the Faithful Despite its leu-than
benevolent intentions, such kgUlation actually worked to 

nn:ngthen the po_r of the Pelargirean League in Middle
tarth. The practice houtercd southern Gondor's autonomy 
during the first millehnium of the Realm-in-Ellile. 

The culmination of the development of Numcn6rcan law 
with reference to the Faithful took place under Tar-Palantir, 
who enacted several dtates reversing the ClICCSSCS of his prede
CCUOD against the Faithful These decrees were insaibed upon 
brome tablets. which Tar-Palantir conunissioncd to be Jet in 
the Hall of the Faithful in Pdugir. There, they scl'ftd olI 

testimony to the entire history of the positiw civil. politicaJ. 
religious, and legal rights that had been hcatol'l'Cd upon the 
fuoVC(l and its sister-coloniu--ancicnt rights that harkened 
back to the time ofTar-Ancalimon. Modeled after the Scvm 
T ableu of Armenelos, these tablets became an essential source 
for the codification ofNWncnilrun Law afttt the Downfall 



THE CooIFlCATION OF NOMmOREAN LAw 
Prior to the dutruction of the Bleucd Island. the Laws of 

Numenor h3d never been assembled and codified into 3 single, 
writcen corpus. The main ruson for this WiU that the need for 
.auch 3 comprehcnsin compiliorion had never wen. The laws 
of the5eftn T ablcu ~ never b«n synmu.tic.dly recorded, for 
they were altudy anibble in thdr (far more durable) otiginal 
fonn in Armcndos. where the princip.tl law·nuking body 
conducted iu alTairs. Simihrly. while all decrees of the kings 
were written down and pl'UCl'Wd in the royal archivu, they were 
neverconcdved of iU a unified body.hutead. they wen u:sually 
gathered into scp=ate codicu according to reigns or subject 
maceer. Colonial law remained fngmented and obtuse. Kings 
rattly ever enacted colonial decrees of a univcnal chuacter, 
since each colony iU a rule posxsscd a discrete and &ften very 
specific body of laws. 

The Downfall wiped out the ViUt nu.jorityof written records 
in Ndmenor. EJendil and his sons could bting little with them 
on their hurried flight &om their doomed homeland. The 
Faithful. moreover. had been denied access to the legal archiW;J 
of Anncmlos under Ar·Pharu6n, and so were restricted 
mainly to the salnge of only a fewof tM most rrusured works 
of their own native Andlinie. Pelargir and UmNt suddenly 
became the gnatest surviring SOUfCU ofNdmen6rean law in all 
orM!.. 

StiU. ndther repository was utufactorily complete. and the 
Umbarun archives remained remote and periodically inaccu
sible'to the niled FaithfuL So, soon J'ter the establishment of 
the Rulms-in-&ile. E1cndil comnwlded that his sons under
Wte to compile an uhoiwtive codu ofNUmm6rcan law. This 
compilation sprang &om iu utant surviring fngmenu, which 
would st~ as the foundation for all future law-nuking and 
jurisprudence in Gondor and Arnor.Ie WiU.in part. by vinue of 
the long-standing uFnsion of the NUmen6rean monarch's 
legislative power that E1endil ftlt duly 3uthoriz.cd. 8CJidcs the 
necessity for such a recodifintion. he fdt it to be within hu own 
royal 3Uthority ro enact such innovations to the wcient laws. 
according to tM needs of the OUncdain in thciruile. In fact, the 
very uprusion ~ in &i!e - originucd as a legal concept, crafted 
to jwtify and ground these innoVlltions. 

The task of compiling and ordering of the Laws ofNumcnor 
commenced in the spring of the year S.A. 3321. and did not 
come to completion until another three yean had passed. The 
work W3S undertaken by a group of eminent saibu. who wen 
selected from among lsildur and Anirion' s followers. and from 
among the lormwters of the Hall of the Faithful (where the 
labor WiU carried OUt)' The whole enterprise was supervised by 
Edhdion. then Capbin of the Faithful in Pdugir. The princi
p,aI sources for thu codex were the Tableu ofT ar-P3lantir and 
the rnditional laws by which the Lords of AndUnil had 
gOYmled their folk in NUmenor. Copies of Muhcd coder were 
deposited in AnnUmitw, Minas Anor. Minas Ithi! and. of 
course. Pelargir iudf. (A parbcubrly chborate specimen later 
found iu way into the royal archivu 3t Osgi1iath.) Many of the 
aaibu and lomrwtcn who had participated in the project 
fonned the nucleus of later rnditions of juruprudence in these 
placu. 

The completion of the codu-hencefonh known iU the 
Ety3 Namnar NUmcn6ri:o (Q. "the Laws of Ntimenor-in
Elrile~}--in s.A.. 3323 precipitated several supplementary works. 
the most important of which WiU the codification of the laws 
specific to the Pelargirun League. By thu undertaking (which 
reached completion in s.A. 3329), the Counci.J of Pchrgir 
esbblished iu political autonomy from tM domains ofElmdil', 
sons in clur, legal fonn. Even J'ter the dissolution of the league 
in T.A. 754, much of the eomenu of this codu rtmained in UK 

at the local level (though now their 3uthority WiU subJumed 
under that of the kings). 

THE MADNG AND ExECUTlON OF LAw 
IN SOUTHERN GoNOOR. 

Once codified, the Laws of NUmenor wtrc neither altered 
nor augmented. Instead. they remained a fued corpus. intended 
to serve 3S a canon for the development offuture uws, but never 
to be erpanded or changed. The nun for this unwiUingne.u to 
tamper with these laws lay in their peculiar and itttproducible 
authority. NUmcnor WiU lost forever. never to be restored, and 
whatever had survived that loss WiU now considered ucred and 
hallowed. Hence. no law created under the condition of the exile 
could ever equal or surpass the authority of the original. 
Newrthelt:l$, a great deal of new law did come into UK in 
southern Gondor over the three thousand yean following the 
Downfall. and raIdy did iu authority suffer for the fact of iu 
being derivative. 
~ in NUmenor. the process by which laws wtrc made in the 

South.kingdom WiU handled by the king in concert with a 
legislative body. This iUKmbly. known as -the Council of 
Gondor.~ con'ffllcd annually at the summer court of Minas 
Anor. They counscUed the king in matters :affecting the ualm 
iU a whole, assined him in the adjudication of impommt cases, 
and confinncd new laws fonnulated under the king', supervi
sion. This instirution survived under the ruling stewardship 
(fA 2050-3019), though iu legislative activity had dimin
ished by thn time. due to the fcud.alization of the rulm and the 
resulting localization of justice under the authority of the new 
10""-

An important future ofGondor's own legal system was the 
relationship betwten the governmental and judicial hierarchies. 
Because the king was responsible for upholding the Laws of 
Manwi':, any bruch of those (primarily. though not exdusivtly. 
religious) laws had to be judged by the king himself or by one 
of his appointed officers. Thus. political and military leaders 
frequently assumed a juridical role. The Laws of the &lain and 
their dcrintive legislation remained the jurisdiction of the 
regular coun system-pan.lld to but stparate from the political 
chain of command. In order to 3Void conllicu over jurisdiction. 
it therefore became imperative to dctennine from the outset 
under which hierarchy of judgment a ginn case should fall. ~ 
may be expected in a rulm where so much of the political 
domain is imbued with religious significance. this potential 
overlap in jurisdiction became a frequent source of confl ict. 



5.3 POUTICAL ORGANIZATION 
Gondor's political system slowly tvolvcd during the six 

ccnturic.t bc:~cn the Kin-strife and King Elmur's dath. The 
original imperial structure wa" graduaUy feudalized ;u the 
t:>6nacbn population dccruscd and i~ ruoun:c.s declined. The 
ck<:mcnliud frucW rulm of the Ruling St:cwarcb wu quite 
wilikc the nntnliud monarchy of the Ship-kings. 

5.3.1 THE FORMS OF GOVERNMENT 
Since the time of the Ship-kings. southern Gondor hu been 

dividtd into royal wards, princely fiefs. civil provinces, and 
military {cnitOrid. Full accounts of the evolution of these 
political {omu in each rtgion of the rwm arc presented in 
~ GcnJor. 10r U,",. Here they arc briefly su=rizcd up 
through the end of the Third Age. Most areas remained under 
Ioa.l (wdal control throughO\lt the reign of E]usa!" at the 
beginning of the Fourth Age. Umbar, which Elu!at conquered 
in FA. S, was the JOle uccption to this pattern. being restored 
to the SUtw of a military territory. 

A ward is a penon.li domain of the king. Sin,e the monarch 
rzn: ly raida in me are<l for the grnter pan of the ynr, its 
administration involves the stewardship of a royally-appointed 
warden. who us..wly Krves for life. Harithilien andTolfahu arc 
the only two wuds of southern Gondor, the former being the 
.outhan half of lsildur's original domain and the latter an 
atqUisition of the royal house through Bmil J. 

A 6d"is a feudal grant of land by the king to a prince. Once 
mfiefed. the king cedes all right to me land.. It becomes in effect 
irs own Kpante realm. all ied 10 Gondor in times of wu. but 
otherwise: <lulonomow.. Prior 10 the feudal jurion of the rulm 
in T.A. 2050, the only fiefs of southan Gondor wen: Belfalas 
and Moman. Beause of the size: of his domain. the Prince of 
Bdfalas divided his lands into estates, granting each to a knight 
in the same manner as he hinuclf re,dved his own fief from the 
king. After the yeu T.A. 2050. the newly feudali:ud regions of 
JOUthan Gondor wcre.s imilarly apportioned, though the hold« 
of StI,h an esute was now known by me leu distinguished title 
of wlord." 

A provin,c is a hybrid form of government. Like the wud. 
it is considered a possession of the king rather than a fcodal 
grant; but unlike the pure. royal domain, it overlies preCll:isting 
fomu of government which were once <lutonomous, but which 
continue neverthelcss to function under royal rule. The rwo 
uamples of this in the case of southern Gondor arc the former 
core lerritory of the PeI<lrgirun Lugue (Lebennin) and the 
dient-kingdonu of nOnOwcstem Haradwaith tlu.t became 
H.trOndor. On, e established, a provincial domain is governed 
by a lord, who is typic.alIy a luding noblemm<lppoinled for life. 

A territory rc.scmblcs the province in that it 100 overlies 
uistingpolitical institutions, but differs in the way in which the 
king governs it. Typically, a territory is an outlying arca, which 
u uru.a..lly so distml or impol"Ullt that it mUSI be governed 
dircct.ly by a military ofJic«. He is usually chosen from <lmong 
the Ic.sscr nobility for a limited ICrtn. This governor is dire.ctly 
responsible to the king. The nwnber of territories within 
50UthCfTl Gondor ,hanged over time in acC;OnUnce with the 
needs and resources of the realm. Anf.uas remained a territory 
unci l its fcodaliulion in T.A. 2050. and Umbar was always 
governed miliurily when under Gondorian ruk Harondor 
bcc<lme a territory as a result of the fomution of the Cotuir 
lordship of Umbar, since it had become a frontier of war 
adjacent to a hostile power. 

Becauscof theif hybrid character, the provincial Otterritori.u 
domain may be furthef subdivided into rural districu, headed 
by a Icgne, or cities and towruhips, whose leader may be an 
appointed $<JUire or an elected cQUOd!. A district is often sub
divided into wuds, e~h led by one or sevttal elders. All of these 
lc.sscr authoritiu are responsible to their regional leader. A 
p;r;rtial uccpt.ion to this rule is Pclargir. which is so important 
and powerfUl that its leaden often pursue their own policies, 
regardless of the wishes of the provincial lord. Over thc 
centuries, the ha~n has acquired mmy particular pmogatives 
by royal grant. Equally. though, the lu.vcn lost mmy of its 
privilcgu as a result of the collap" of the Pdargirean Le<lguc, 
and for its ubeUion against the king during the Kin-strife. 

5.3.2 THE FEUDAlIZATION 
OF THE REALM 

The ttamfomucion of $OUthem Gondorinto a patChworltof 
feudal esUtes was a very subtle process which lasted for nurly 
a millenniwn. The tint indications of it C<lme as early as the 
reign of Atmatar II Abrin. The spirit of energetic outward 
up.tnsion and adventu~e faded away, and the realm luned b~k. 
The Gondorians' major concern became to prc.scrve what 
already h<ld been gained by the Ship-kings. 

P<IIU ofGondor's upper social str.ltum slowly lO.tt interest in 
both IDde and W<ld"arc outside the c;ountry. Everyone seemed 
satisfied. Money was more. often invested in land Of non
productive goods like art and jewelry. There was also a slow 
change in cultural outlook. People began favoring more elabo
rate dupuys of wc<llth. The elite prospered with re.lni~ case. ~ 
Gondor embnced its empire. its wulthy citizenry lacked any 
serious competition. Its ruling class lacked any incentive 10 

impro~ on what it alrudy po.tsascd.. Tradition QUtwcighed 
innovation. ~ay took hold. 
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Following the destructive Kin.strife, Gondor's ancitnt p0-

litical structure evolved to cope with dccn:asing wealth and 
population. The n:alm's decline became appan:nt to the ruling 
classes. who could do little to revase the ominous trend. The 
loss of Umbar in T.A. 1448 caused a notice~ble shrinking of 
southern Gondor's economic Inse. Umbar had been one of the 
richest cities of the rulm and the hub for the southbound trade, 
giving the kings a siz..able cwtomsand talC income in coin. At the 
s:LJlIe time, parts of the Vale of Anduin were ravaged by the war, 
and generated little or no income for the government. 

By then the will to invc.st in business and manufacturing was 
nearly gone. since most Gondorians preferred to place their 
money in ufe and value·stable investments such u land, jewelry, 
and art. The Crown subsequently f~ced a fiscal crisis, while the 
n:alm ua whole suffered from monetary shortage and a decline 
in mde. Thill development quickly Kcentuated the value of 
land and agriculture. Trade declined more severely. The power 
balance within southern Gondor's dite gradually shifted in the 
landowners' favor. at the e~pcnse of both the merchants and the 
royal government. The gradual procesS of frudaliz.ation had 

"""", An upcnsive rcannament during the btter half of the 
fifteenth century aggravated the recession. Gondor faced an 
implacable southern foe. and diverted its dwindling resources. 
10; rulers had to mainuin utensivc military csublishmenu in 
Harondor, Bclf.du. and Lebennin to defend the realm from 
Corsair raids. At the ume time, the navy had to be rebuilt from 
scratch. 

There was no longer coin enough in the king', tre.uury to pay 
for these new forces.. Instead, individuals were rewarded with 
land or privileges for their services. Noblemen received manors 
or uemption from certain toIxes in u change for keeping a 
number of soldiers. (After the Kin·strife, tTWly estoltes had 
reverted to the Crown, since their owners had supported 
C.utamir. The king granted these to loyal nobles in return for 
feudal services.) This process wu most common in outlying 
locales, where the threat of enemy incursions w.u great and 
government influence weak. The realm also began to sell off 
future revenues for ash (for exantple, by allowing a nobleman 
to collect all tues from some minor town for the coming ten 
years in uchange for an up.front payment). 

It wu each lord's responsibility to raise and maintain a 
provincial anny corps, whose tuk wu to defend his domain. 
These forces were rarely expected to fight ouuide the provincial 
bordn:;; such military ventures were still the responsibility of 
the Crown. A new kind of soldier cante into uistence, receiving 
a small fann from his lord for service in a provincial regiment. 
He conducted military uercillcs during the months allowed by 
agriculture. In COlSC of war, he w.u mobilized and his regiment 
attached to the provincial corps. 

The Great Plague caused Gondor's economic base to shrink 
evcn further. About two.fifths of the population died, asignifi· 
cant proportion of which were wdl·educated townsmen, again 
dccre.uing the realm's tal incomes. The importance of agricul· 
ture rose further as trad~ again declined. The price of inere.u· 
ingly sparse manual labor incrc.ued. spawning inflation. Virtu· 

THE POLmCAL ORGANIZATION OF SOUTHERN GONDOR 
Region 

Andra.st 
AnfaJas 
Bclfal.u 
Harithilien 
Harondor 

Lamedon 
Lebennin 
Moman 
T olfalas 

Umbar 

Political Scat 

Tharagrondost 
Lond Galen 
Dol Amroth 
Minas Ithil 
Gobel Mlrlond. 
Methir 
Ca.lembel 
Pclargir 
Morthondost 
Gobel T olfalu 

Umbar 

Form of Government 

territory (T.A. 1652--2050), fief (TA 2050.F.A.) 
territory (TA 752--2050), fief (TA 20SQ·F.A.) 
fief(S.A.34oo.F.A.) 
ward (SA JJ20·TA 2002), territory (TA 2002--2954), fief(TA. 30 I9ff)· 
province (TA 830· I 448). territory (TA 1540·1944, FA 5ff)" 

territory(TA 752·1226~ province (TA. 1226·2050), fief(T.A. 2OS0.FA) 
province (T.A. 752.2050), fief (TA 2050.F.A.) 
fief(TA 831.F.A.)t 
fief (S.A. 3400·T .A. 913, F.A. S2ff), ward (T.A. 913 ·1 634, 

TA. 181O.1940)tt 
territory (TA 933·1 448, T.A. 1810· 1940, FA 5ff) 

• Harithilien is not a jurisdiction unto itsdf. but forms the southern half ofIthilien proper, whose political scat is in northern 
Gondor . 

... Between TA. 1448 and TA. 1540. much ofHarondor was occupied by confederates, and so has been considered enemy 
soil for the purposes of this summary. 

t The Moman originally fonned a put of the territory of Lamedon (T.A. 752--83 1 ~ prior to its tranSfonrur.tion into a fief. 
tt Although c1aimed.u a royal ward throughout the TA 91 3·1940 ~riod, the ilIland was abandoned after the Great R..1id 

ofTA 1634, and until the r«aptul't of Urn bar in T.A. 1810 was treated in practice.u a bordermuch under the jurisdiction 
of the Linhir fleet. 



ally everything became 
more upemivc. The basic 
facilities of the n:alm suf
fered badly, since lTUJIy of 
the experts necc.w.ry to 
properly nm and maintain 
Ihipyards, havens, a.nd 
roads had died-some 
perishing without be
queathing their special 
tkills to any han. Propss 
was not only inttttupted; 
it in $OIlle c.ases reversed 

SINDARIN POUTICAL TERMINOLOGY' 
Political Rank 

king 
Juward 

pril1(e 
knight 
provincial lord 
f....w lord (poJt-T..A..20SO) 

go""JnOr 
legau 

Sindarin (singular) Sindarin (plural) 

mi. 
IomIJirin 

l""Y" 
tmjlm/ ..... ilad 
...&I"; ... ~" 
},{,;,,/IJi .. d. ,_. 
tonJirin/ tottJi..:i 
J~;,./krzyn 
InIi,;n/lirJir 

The ability to tnruport 
goods over long distances 
notably decreased, leading 
to a pater reliance upon 
lou! agricultural produce 
for food This develop"" 

• Bcawe the nujority of the ~alm's subj~ can"'" Ipuk (much ID.I ~ad or writ~) fluent Sin<iarin, 
Wenron iJ me official and mOlt widup=d politial bnpge in Gondor. Sindarin ii, no_wr, wed 
among the nobility, and ceremonial ""nU an: al .... fI ac:c:ompanicd by iu un. Q.cny~ is used only on 
the m~ honorific ocUJ;OIlJ (e.g., ... ,,> "'I'; 1'11(10) """"'~ 

ment benefited the landowners, while being detrimental to the 
mm:hanu. Unfommatdy, the n:quircmenu of miliurydeferuc 
remained high. Accordingly, a much smaller population had to 
atpport an undiminished miliury effort. The king was forced 
to we every available measun: to raise capital and manpower. 
The senIement of soldien on land in lieu of a s.aiary, the hiring 
of private companies, the selling offuture revenues, and the we 
of conKripcion became very common, even in the Vale of 
Anduin. 

Todul with all these problems, the monarch delegated more 
and !nOn: power to the lords and governors. The king's ability 
to peuonally rule his whole realm declined with his waning 
n:5OUrce$. Many problenu required local solutiolU. During the 
_nteenth and eightunth centuries of the Third Age, a new 
poeticc U05e: the king routinely appointed the eldest son of a 
deceased lord [0 his father's position. This custom enabled the 
aown to mainuin subility in the provincial government, and 
to elUme that each lord had a good knowledge of his province. 

The Wainrider Wan JPCd up the procCS$ of political change. 
Faced with a potentially lethal thn:at, the realm', rulen mobi
Iiud every resource they could up. They n:lied on local 
Iudenhip, especially lords and governors, to muster and ann 
the citizenry. Meanwhile, the king assumed the role of a 
coordinator. Iktween TA 1854 and TA 1944, the nobility'S 
political power incn:ascd tremendously, while the king's re
.sources and power diminished. Then: was no respite from war 
and the trend progn:.sscd unabated. Even after Gondor's victory 
in the &cond Wainrider War, neither Earnil II nor Earnur 
prov«!. capable of reversing this decentnlization. They were 
too busy defending the realm agailU[ the ho.sts of Minas 
Morgul. 

During the TA 20505, Mardil the Steward n:alized the 
necessity of rrorganizing the ru.Im to adjust to Gonder's 
weak~ed condition. He fonnaliud many of the uisting 
govcmmenw praai<:es into several new laws, turning all PfQY

inces and territories into semi-autonomous fic.&, whose 10Ms 
possessed rights and duties similar to those held forcenturies by 
the Princes ofBclfalas and Moman. Harithilien continued [0 be 
governed a.s a ward under the steward's dirttt control 

This decentralized constitutional arnn~ment proved to be 
very successful, em.bling effective local deferuc and wation in 
the fiefs, while ensuring the stability of the realm into the third. 
millennium of the age. The gndual political evolution during 
those yean brought no major social changes to southern 
Gondor. Instead, the existing structures were solidified. and 
many of them (though new-fangled in the context of the realm's 
long history) became venerated ~a.ncient" traditions. The de
fense of the West against Mordor was of such great importance 
that it restricted the options of politic.al rcfomu solely tQ 

courses of action supporting the polity's survival 
The Fourth Age enckd the long military thrut. The new era 

invited social tnrufonnation. Its atmosphere favored change 
and renewal Politics, culture, trade, manufacture, and technol
ogy quicldy evolved in new din:ctiona. The tint dcades of the 
new era also gave birth to man: optimistic popular attitude$. 
Although King EJcssar undertook consistmt mcasuttS to pre
serve the political power of the lords that lwI. ruled Gondor for 
the prmous millennium, he also utili~ hissubjccts' desirc.I to 
institute a $Ct of gndual social and economic rcfonns. Among 
other reforms, he introduced I new w: system to favor trade and 
manufacture. Thus, the Fourth Age ponmdcd a revival of the 
prospmty which the rulm had enjoyed prior to the Plague. 



6.0 WARCRAFT 
Whether by Imd or $ell., war has been m cyu·present n:,ility 

fot' southern Gonda I'. Pclargir. the very first NUmcn6rean 
settlement in the region. had iu origin as a naval base, guuding 
against the menace ofMordor. Later in the Second Age. when 
Saunm sought to annihilate the Numcn6run presence in 
Middle-eanh, the military dimension of the Pdargirean U.1lguc 
achieved fruition. In the aftermath of the La.1t Alliance, the 
hO$u of Gonder became the bulwark fo r the imptriaI su
pmnacy of the Ship-kings. from Anfak3 to Umbu. 

Similarly, the division of these u mt hosu became a key factor 
in the civil war of the Kin-strife. and eventually ltd to the 
c;n:ation of the ConaiD, the most enduring military threat to 
southttn Gondor' J coastlines of all time. As the Third Age drew 
on and Sauron began to bend the natural enemies of the 
OUnedain to his wiU, the borders of southern GondaI' began to 
fall back before invaders, until Huondor wa5iO.tt, and Huithilien 
became a militarized frontier. Throughout its long history. the 
lands of southern Gondof have seldom. enjoyed a puce that wa5 

nOt defended with NUmen6re:on sted. 

6.1 T HE NAVY 
Prior to the founding of the Realnu-in-Exile. Gondor was 

fimdamtntally an ennuion o f the naval might of NUmtnor. 
NUmen6tun military pow« had always resud on its control of 
the coutbnds, a principle undergirded by the geography of 
Bdfalas Bay, which lent itself to uaborne defense. The 
Numen6rcan colonies thatm:ode up the Pelargiru.n Leaguedid 
not, however, develop any grut raval force of thdr own. 
Because the Royal Aeet of Numenor traced its origins to the 
emergence and development of the Numen6rean tributary 
system, the Faithful took no part in the enterprise. Actually, the 
rtal history of southern Gondor's navy doc not begin un til the 
time of the Ship-kings. Their drive to impost order on the old 
Pdargirean and Umbanan spheres gave birth to the native 
OUnadan fleet. Perhaps ironic.illy, then, the primary purpose of 
the Gondorian navy was to d issolve (rather than defend) the 
colonial legacy ofNurnenor in Middle-carth. 

6.1.1 HISTORY AND DEVELOPMENT 
The navy wu one of the distingui~hing fcanlres ofGondorian 

sociery. With the singular exception of Urn bar, no other realm 
in Endor during the Third Age poSSCS$ed:o flert of comparable 
magnitude and power. But bec:oUst the Gondorian fleet was 
essential ly a crc:ation of the kings--and the prim:ory basis for 
thei r mi litary control over southern Gondor's pre-Downfall. 
poli tical ordct'--fhc dt mise of tht line of Menddil also signi
fi ed tht demise of the fleet. The history of the navy is therefore 
a history of the thief inmument of royal power in southern 
Gondor. 

THE FORMATION Of THE ROYAL FLEET 
In T.A. 748 tht newly-ascended Siriondil gave his son 

T arannon military-dictatorial powers as Captain of the H o.sts. 
Then the only true warships in Gondor belonged to the Council 
ofPclargir. who fielded a moocratecoastal fleet. \Vhileuscd for 
maintaining order within league-held territories. this fl eet lacked 
the n«essary complement of warriors to be an dfecri vt military 
force. As Captain of the Hosts. T arannon provided that 
support, $0 the Council ofPelargir agretd to relinquish to him 
the sole command of these war~hips for a term offive ycars. for 
the purpose of rcswring peace to the colonies of Anfalas. 

In the same year that he was granted control over Pclargir's 
flet t, Prince Lathirion ofBelfalas offered T arannon the services 
of his son Earnil, to whom the prince had recently enfid'cd. 
T olfalas and the region of Linhir. Given access to these new 
haveru, Tarannon petitioned his father (or royal funds to fuel 
the building of another fleet, .1w:iliary to diu o f Pdargir. 
Siriondil coruented to this plan, and devoted sub.ttantial money 
over the nut few yean to the building of ntw ships and to the 
recruitment and training of crews to man them. 

Although drawn primarily from Lebennin, these crc:ws owed 
their allcgwlI;e to the Captain of the H o.sts rather than to the 
Pclargircan League. Tarannon and his father had devised a new 
basis for reauitmcnt-.a voluntary service based on moneu.ry 
compu=tion-allowing them to supplant the traditionally
defined military obligations ro the ltague. In this way, the 
Captain of the H o.sts was able to undermine the power of the 
league and. eventually, to bring about its dissolution. 

The pacification of Anfala.s served as an esKntial dement in 
the devdopment of a royal fleet c:op:oble of supplanting emt of 
Pclargir. By thenudves, T arannon and his father did not possess 
sufficient funds and manpower to swtain the military forces 
they were then muncring; however, with the added rewards of 
conquest they could hope to augment these resources beyond 
those of the Pelargirean League. Prior to the Council of 
Pclargir's pruc:nt crisis, no opportunity existed for realizing the 
potential for the expMlSion of royal power into the coastal 
rcgioru. But with the task of subduing recalcitrant colonies. the 
pfOjpect fot seizing military supremacy in Bell'alas &y at last 
presented itself. 

\Vhenever T arannon triumphed over the rebellious forces of 
Annulond. Annon Dnlin, Serc.lond, lantTa.s, or Land Galen, he 
used his dicurorial powers to confl$cate their warships, adding 
them to his own royal fleet. The pacification of Anfalas also 
brought with it numerow new recruits (principally from among 
the commoners who had lost their traditional mearu of liveli
hood in the land COnfl5Ca.tiOru of the warring aristocncy). 
When T arannon had completed his conquest four yurs later, 
he was already in command of a fltet twice the siu o f his 
original Pdargitcan contingtnt. Declaring the Council ofPdargir 
militarily incapable of maintaining order in Anfalas, Siriondil 
abolished the league in T.A. 754. The Council ofPelargir was 
in no position to argue. 

THE CAPTAIN Of SHIPS 
The proccu of procuring and perpetuating a royal fleet 

initiated by Tarannon continutd unabated fOf three cenwries. 
In the year T.A. 1240. however. the South-kingdom was 
confronted with a renewed landward threat from Rhovanion. 
King Nannacil, unwilling to take command o( the anny. made 
Minalcar his nephew Regent of the realm. Facing a protracted 
landward. conflict , the king also realiud that Minalcar could 
not pouibly fulfill his former naval command as Captain of the 
H osts. Nannacil dissolved that office. replacing it with the 
Captai~ of Ships, a mi litary command separate from the royal 
successIon. 

The military (though not politica.l) equaliry of the Rtgent 
and tht Captain of Ships proved to be one o( the underlying 
causes fOf of the forthcoming Kin-strife. Ca.limchur. younger 
brother ofMinalcar. was the fint Capuin of Ships. a fact that 
created tension within the royal house. Prior to Minalcar's 
succession to the throne in T .A. I304, Calimehtar had suc
ceeded in gaining enough aristocratic support within the Coun
cil ofGondor to win pseudo-herediury $tatus for his office, so 
that his son succeeded him as Captain of Ships upon his duth. 



This political victory had important consequences for the 
fortune!! of the royal fleet. It «established a link (allxit an 
iAfomu.l one) Ixtween the suprune naval power and the 
dacendanll of the federaud colonial leadrnhip of the old 
Pdugi«an League; and, as Minalcar and his heirs move to limit 
their siblings' naval power in Pelugir, the displaced aristoaacy 
of JOUthern Gondor supported the Captain of Ships through 
tht;ir own roluntary contributions. Calimehtar and his descen
dants di«cted these privau funds towards the n«ngtheningof 
the fleet. In «tum, the Captain of Ships did everything within 
his power to Ftroniu the power of the local elites. 

It was this mutual sharing of power in Gondor that made the 
rtbdIion against King V.1Ilacar and his heir pouiblc.. And it W.1.S 

110 .lICCident that the re.bels took the nanlC of -confed~," 
IniMg the ancient principle of military alll.1nce th.1lt had 
dwxtcrized .southern Gondor prior to the intrusion of the 
Ship-kings. Although the.1CtUal sm.lC;tun: of the nallY re.mained 
thoroughly royal and centralized, the infonnal basc.s of ill 
Jtrength had become intimately linked to a more. collegial vision 
ofmilitary command. This new, de facto H:ructure was to assert 
iuelfin Umbar soon afur the nbc! fleet ntruted [hen: in T.A 
1«8. 

THE POST-UsTAMDt. NAVY 
From a IUval pctspective, the Kin-strife was a dis.llster for 

Gondor. Virtually the cnti« navy defected to Umbar in T.A 
H-4ft Only the river flotilla and a modest collection oflocalJY" 
II'WIned. small shi!» from Anfalas remained. The naval estab
lishment had to Ix completely re.built, while the coasll suffered 
b.ully from Corsair raids. 

The new Gondorian navy initially grew slowly 
due 10 thne nuoru. First, thCTe was a lack of 
fUnding. forthe Crown's maritime income dropped 
due to the lou ofUmbar and its subome trade. 
Second, in T.A 1448 the rernating traditional
ists had scven:ly cWnaged the PeWgir's quays. 
Fmally, mrut of the sailors and shipbuilders de
fccud that ume year. King Elchcar wassuspicious 
of those that stayed, doubting their loyalty to his 
nd,. 

Given the slow pace of «ConstfUction, Eldacar 
onbuked on a limited defense program. His first 
goal was to KCUre the Vale of Anduin from raids, 
by cm:ting forts around the river estuary, and by 
adding the River Aeet to whatever IUVal vessels 
had not Ixen sciud by the rebels at Pelargir. The 
efforts wen: succr..ufuJ to the utent that the 
Corsairs dcsisted from attaclcing the riVC'r towru. 
Apan from an occasional foray by a very large 
JCjWdron, the lower Anduin was ona again nfe. 

King Aldamir started the rebuilding of the 
~agoing navy. Since the Ethir Anduin Wall secure, 
he could count a good naval base at Pd.ugir. 
Meanwhile, the realm had recovCTed enough from 
the Kin-strife 10 provide a fiscal surplus. The 
Gondorians rcsumed shipbuilding. A1damir abo 
initined the ship levy at the Odo Lynd (5. HSc:VCn 
Haveru~). I measure to strengthen the Royal Aeet 
in times of need. During the war in the T.A. 
154Os, the new flert was strong enough to control 
the watrrs around T olfalas. Gondorian vesscb 
cwn ranged far enough to dispute Um\nr'1 claims 
in more remote quarters of the &.y of Bclfalas. 

The smngthcning of the fleet continued during the reigns of 
Hyarmcndacil " and Minardil By the third decade of the 
seventeenth centuty, the navid of Gondor and Umbar wen: 
companhle in stttngth. Gondor discouraged or defeated much 
of the Corsair raiding. and launched retaliatory upeditioru 
against the northern coastof the Umbarean heart1and. Gondorian 
successes were 50 significant that the royal court even Ixcame 
a little complacent. The Corsairs' surprise attack on Pdargir in 
T.A I 6J4 came all an utia' shock. Besides resulting in the m.gic 
death of King Minardi!, the a.uault caused notable damage to 
the navy. 

The Glut Plague ofT.A 1636-37 foUowed, significantly 
retarding the fleet's recovery. Then was a sudden. drastic lou 
of available fundund manpower. Umbar survived the epidemic 
rdativdy WUQthed. regaining hegemony in the &y ofBdfala.s 
during the foUowing decade!!. T arondoc took whauvu mu.

surc.s pouibk with his limited rc.sourclCl, thus instiMing the 
ship levy at four more. havens. 

In the late eighteenth ccntuty, the fortunes of the Royal Aeet 
fmally improved. At the same time, inurnal problcnu led to a 
sudden decline in Umbarean powa-. T dumehtar «aJiud that 
he had a window of opportunity, and decided on a bold pan in 
an attempt to rid himself of the Corsair problem once and for 
alL With a prodigious di'ort. he SC(ftcly as«mbkd .11 ~ 
annach in the winteT ofT .A 1809-18 I O. 'The great flut sailed 
unusu.alJ.y ar:Iy in T.A 181O.lInd, through a combilUtien of 
exceUmt infomuotion. good preparations, bravery, and luck, the 
Gondorians actually c.a~ the city of Umbar. Their fcat 



included the seizure of most of tht Umbarun flett, which neVtt 
esl;aped iu own Iwbor, Still, T dumehw', forces couJd not 
hope to rei;Onqun' tM entire coast of Handwaith. Tht lands 
berwun Umbu and the river Harnen ranained in enemy hands. 

The conquut of Umhu was a very expensive venture. 
Afterwards, the king had to Muce the naval budget. Of coune, 
since the sole naval foe had been nwtraliud. thue was no reuon 
to keep a large fleet. Many ships Wa'c: dropped &om the rolu, 
especially older vessels and those hastily built during the early 
dayt ofTA 1810, some of which had been colUtructtd with 
green wood and lacked aue $e1l.worthines.s. 

The appearance of the Wainriders in the T A 1850s turned 
the kings' attention to the taStml frontin'. Royal intCttSt in 
naval affairs d« lined. This trend culminated in the loss of 
Umbu in T.A. 1940, a defeat that deprived Gondor of many 
warships. By the mid-20th century, the Gondorian flmcounted 
only a few royal men-of-wu, and a mWI ship levy. When 
Eamur skillfU.Uy mounted his ~tion to Lindon in TA 
1975, he was forced to hire 11. large number of unanned 
merchant ships. Fortunatdy, the R1~ Umbaruns fwed to 
intervene and Angmar was an inland realm with no navy, so the 
fighting capability of w ships wu of no importance. The 
rugged merchantmen ironically proved especially effective in 
tM rough seas off Andrut. 

M.urnME D EFENSE UNDER THE R~ STEWARDS 
During the third millennium of the Third Age, the stewards 

faced enemies on most of their frontiers. Beset &om the sea. 
&om the South. from Mordor, and &om the Northeast, they 
stretched and shifted their I't$OUl'ces; and they were unable to 
afford a big navy. The coasts suffered intcnruttcntly from 
enemy raids. The navy strove to make thac: raich as costly as 
ponible for the Corsairs, but was unable to bring them to an 
end. Relying on cheaper, Iand-bued ddeI'\SU, the government 
attempted 11. new strategy. Many c(Ww ucu became depopu
lated, as the fuhmnen and peasants moved inland to live at the 
noblemen's fortified mansions. 

Mudil the Stewud subjeoed the navy to some refomu.. In 
resporut to a decline in overseas trade and the maritime traffic 
in Gondor' s havens, he dissolved the Odo Lynd. The main fleet, 
reestablished in Pelargir, incorporated of all royal men-of-war. 
Its central w k was to fight in the BayofBdfalas. The Prince of 
Beifala.s and the Lord of Anfalas were each chuged with 
maintaining one small coastal defcruc squadron. Asmall Pelargir
based river flotilla had the job of guuding and defending the 
Ethir, and preventing foes from C!'OS$ing the Anduin south of 
the Rauros. (Afla the establishment of the kingdom of Rohan 
in T.A. 2510, the flotilla had no responsibilities nonh of 
Osgiliath.) Furthmnore, in case of need all civilian craft could 
be requisitioned by local military cOl1U1W'lders. 

The stewards' navy executed very few long distance cam
paigns. ThofOngil'S raid on Umbar around T ,A. 2980 was one 
of the most notable ones. The high quality of the Gondorian 
sailors could not offset wit numerical inferiority. When 
Gondor's seaborne foes gathered all their strmgth, they couJd 
not be stopped at sea (which was aptly displayed by the Corsairs 
invuions in T.A. 2758 and T .A. 3019). 

NAVAL DEVELOPMENTS UNDER El..E.ss.u. 
The conclusion of the War of the Ring at the end of the 

Third Age left the ncwly-crowned King Eles.sat in possession of 
11. large fleet of captured Corsair vessels. This priu included a 
vut multitude of former slaves, whom their Umbarcan masters 
had forced to row beneath the lash. Now liberated. these men-
rrwly of whom had formerly bt:en sailon--pledgcd their 
loyalty to Eks.sar and became the nudeus ofGondor's new royal 
navy. The fleet's first wk wu to secure the embattled coastlands 
between the Mouths of Anduin and the Gwathl6 in Eriador. so 
that seaborne communication with the king's northern rcaIm 
could bt: established. 

Prince lmnhil ofBclfalas, who alone of the. feudal lords at the 
time of the Wat of the Ring still possessed an able contingent 
of warships, became the admiral of Elessar's navy. Under 
Imrahil, the royal fleet played a decisive role in Elcuar's 
fCCOnquest ofUmbar in FA 5. The capture of that legendary 
haven became a stimulus for an enlargement of the king's naval 
power. By the reign of King Eldanon, the seawud might of 
Gondor had fCCOvcred the pinnacle of its ancient greatness. 

6.1.2 FLEET ORGANIZATION 
Befon: the Kin-strife, all warships belonged to the king. and 

had been constructed for war purposes oo1y. The new navy of 
the late fifteenth ctntury was notably differen t, since the rcaJm 
possessed neither the funds nor the capacity to rebuilt the fleet 
from scratch. Instead, it had to rely on local means. A small flm 
of large men-of-war was built;md maintained by the king as a 
nudeus. In times of need, the Crown requisitioned additional 
ships. 

The most imponant ttinfofCement was the ship levy of Odo 
Lynd, instituted by Aldamir in T.A. 1496. In return for tu 
ruluctions and othel' privileges, seven haven towns agreed to 
supply 11. number of warships in time of need. Pe1argir was the 
main city among these ports, responsiblc for nearly half thclevy. 
The other haVClU were Fanuilond, Methir, Linhir, Lond Emil. 
Lond Galen, and Annon Dclin. After the Plague, the sac of the 
levy was doubled. Four more havens-Harlond, Hyupcndl. 
Bar-c.n-Dinnen, and Tharagrondo.u_ vcntually contributed 
to the pool although the levy was still known as Odo Lynd. 

Gondor's wealthy mm:hants and noblemen provided a sec
ond source of ships. Such individuals built anned ships, which 
they offered ro the king's service, mostly as privateers. The 
vessels preyed (sometimes profitably) on Umbu's seaborne 
mde. The king issued letters of muque, which gave legitimacy 
to and royal sanction for such activities. In return, the privateers 
surn:ndcrcd a pan of their plundeno the Crown, and made their 
ships available to the fleet in times of need. 

Mm:hantmen composed the third SOUI'CC of ships. Occasion
al ly, the king hired trading vc.ssels, equipping them for war at 
one of his havens before letting them join the fleet. Usually 
small or slow, few were well-suited for battle. 

The river flotilla uisted throughout the Third Age. When 
serving as a pan of the realm's defcnsa north ofOsgiliath, it was 
under anny COI1U1W'ld. Otherwise it remained a part of the navy. 
It consisted of galleys and small river craft, U5Ually based in 
Pelargir or Osgiliath. The vessels were organized into detach
ments. 



6.1.3 THE SHIPS 
Throughout its history, the Gondori;m navy nude U$C of 

chrce typc.s of YCSKU. They included the ,null merchant ship 
conscripted for WM, the snull wll$hip ustd for SCOUting and 
raids, and the luge warship built for boarding Ktions and 
artillery support. The first Qugory indudes both the Ct:lf.ili.s 
(5. "Uwl Runna") UKi tht Cdbu(5. "H ome RUllrn'rN). the 
weer of which wu puticub.rly common in the OdD L)lld. 
d~itc its rcutin: WUknUll.lS a Wit vessel 

SnuJI warships such as the Rochros ($. "Fom\ Hone") and 
!he Turwing (5. "Mula of the Su-spra(}--thc Luter mOSt 

often sun in Umbr. but al$Q "u,inL1.incd by Gondor for the 
occasional n id or mon: common (aural purol-were fnored 
in forays against pinta. These ve»cls had limited cndunJlcc 
ilIId wtfC ruky in h.1nh wnther. but wen: nimble md quick 
enough to csapc ramming by larger vCSRls, and could suppan 
boarding actions through mi5.Silc fi re or counter-boarding. In 
1M hanru ofGondor's enemies, these vcsu:ls also saw cJ(temive 
usc a.s solitary r.aiding cr.aft, preying on wha(Cver merchant 
,hi]» they could find . Though seldom bearing more than lhiny 
.oldiers, they were strong enough to cow a merchant captain 
into sUlTender. 

Gondorian men-of-war included the Giron (5. ~Greal 

Ship') Gaervinu (S. "Su Towu") and Girvagor(5. "Swords
IIWl Ship~). By far the most common sort wa.s the small Giron. 
Luger versions sponing three or more muu would often .serve 
&J the Iud ship in a squadron, or u the fhgship of an entire 
fleet. Quite fTWleu\'euble dupite iu siu, the Giron wu a 
bener duign than dthu of the small merchant vruds ( the 
Cclbar and Celf alu). The Gaervinu wa.s f.uter than the Cairon, 
butarriedonly about half a.smanysoldicn. The Girvagor had 
me advanuge of oau in addition to uiLs, which made it a 
pmicululy e((ective r.unming vc.JJeI in dud wind . On the 
other hand, it wa.s vulner.able to oar-shuring, a strike that could 
luvc the large. unwieldy ships vinually helpless. or (Ven 
u]»iud. 

Finally, the reign of Eldacar produced the artillery barge or 
Tolost (S. "Island Fonress~ ). They served as stable firing 
p[ufonnsalong the Anduin orin otherresrricted waten. These 
lwges were heavily amled witll artillery and carried marine 
reserves. During larger fleet actions. they remained in the rear 
&J floating suppon. (Sec Section 19.3.1 for a full de5Cription 
of all of the ship types listed above.) 

Immediately after the Kin-strife, the Gondorian fleet con
,imd of a large number of small river cuft. Mon were oued. 
A collection of small. fully-sailed patrol craft from Anfala.s 
provided the only open-water contingent. Preucd for money. 
manpower. and ship-building rcsources, Eldacar added only 
galleys and anillery barges. They were used in tile secluded 
waters of Ethir Anduin. 

King Aldamirordend tile construction of seagoing men-of
wu. The royal ships wen large and well-armed, though few in 
nwnber.ln batt/e, they formed .1 small but strong. centr.al block, 
uound whiclltlle rest of the fleet could act. Occasionally, a 
royal ship wu deuched to serve as a flagship of a squadron of 
Im.1!lerships. The Royal Acet alsodeploytd asmali numberof 
fut patrol ships to SCOUt the coasu and Bay of Belfalu. 

The siu and composition ofOdo Lynd's levy wu rcguL.ud 
in its SUNtes. It comprised mainly medium-siud and small 
warships, and some Kout ships. Some ship-' were constnJCted 

spctifiully for war duty, but others wen: nothing more tbm 
hired mcrcbmt vessels, for the town councils were not always 
conscientious or generous. Faced with a summons, they often 
found it euier to purchase a merchant ship than to build a 
warcnft. (During the ear[y twentieth century, Odo Lynd wu in 
fact not able to fulfill aU of its duties, since many of its warships 
were unusable. due to poor maintenance.) The privateers' ships 
were usw.lly similar to those of Odo Lync!, being built in the 
same shipyards. Again, they wen: occasionally modified, armed, 
mn-chant ships. 

6.1.4 T HE CREWS 
Gondor's navy enjoyed .1 uniformly high level of moule and 

competence. Man for man, they were arguably the best aflon. 
The crews of the king' s warships were enlisted professionals. (In 
emergencies. they could be augmented by dr.afted men.) The 
sailor signed on for seven or founcen yurs. £Xpcnding on r.allk. 
he could retire after twcnty-one or twenty_eight years, receiving 
.1 small plot ofland in a coastal area. Durillg the first fou neen 
years after retircmel\f, the sailor wu eligible for dr.aft in limes 
of war . 

Although all crewmen were obligated to defend the silip, and 
were at leut familiarwilh hand-Io-hand combat, the bulk of the 
ship's defense fell to tr.ained marines armed with swords. snull 
shiclds and bows. They wue well prolected with a sted 
bnutplatc and helm, with strong luther sleeves and panu. 
Above ali, it wu ensured that armor could be quickly rrmoved 
in thec.1SC of amarine gone overboard. andchainmail links were 
abandoned in the face of extreme miJSilc fin:. The n st of the 
uilon were armed with a shon swords, cutlass or handy 
bc:L.ying pin, and ( if they won: armor at all) n: lied upon lealha
jackeu for protection. 



The u.iIors of the: ado Lynd levy wm: supplied by their 
towns. Drafted when the levy was summoned. mon were loal 
nilors and fuhmnen. Levy crews employed experienced men, 
nilors of good quality. Privateers hired their own mws and, 
although they paid according to cimmutance, most wen: 
crewed by capable seamen. Rather than being loyal to a given 
pon, they owed their allegiance to their employer. Similady, 
when the Crown hind merchant shipJ, their captairu wcn: 
required 00 provide their own crews. Thest sailors focused their 
loyalty to their luder, who was also their paymaster, 

6.1.5 NAVAL TACTICS 
From its origin. the Royal Fleet was the jewel in the crown of 

Gondar, intended both 00 defend the toast and to convey the 
Widbome ho&u to foreign wan. With the Kin'strife, howevc:r, 
this profile changed forever, and the kings wert never after .. ble 
to fidd an effective offensive fleet. Particularly after the devas· 
tation of the Grear: Plague, the Fleet became prc:occupied with 
mattctl of defense. Evm thu withered away to a sometimes 
tokm JdUtancc to the pillaging raids CJf Umbarcan Corsairs. 

Gonder employed a thorough network ofbucons and bell
to~.aII. aIongits coastline. Every harbor town ilIId city was a 
pm of this chain of waming stations. When a raid was de tected 
the alarm moved swifr.ly up and down the line, and coastal patrol 
vw;eu moved immediatr:ly to intercept the n.iding shipJ. In the 
c.asc of singular pintu or even smaIl. squadrons of Corsair 
veueu, thu tupC)nK was often $iltUfactory. But in the event Wt 
the raid was of Iarger proportions, loal squadrons Wert obli
gated ro harass and delay the enemy until true warships
generally held in reserve at PeWgir and 001 Amroth---<:ouId 
arrive. 

T attics during thu period were quite simple: in concept, but 
challenging to implement. Regulu aniUery piecu wen: almost 
uWus. Ordinuy bal.I.Utac wm: not powufuJ. enough ro punch 
.. hole through multi-Iayatd wooden hulls, while LncIiftct 
mWile wupons such as catapults 1Vat virtu.all.y unusable &om 
the deck of a moving ship. Ramming was often powuful. 
enough to lock the attacking and urgct vessels together (at lust 
temporarily); but causing the same tatgr;t VUKI. to sink became 
problematic. Thcnfore, the only reliable tactic in ship-to-ship 
combat was the boarding of the enemy vc:ssd. with marines. To 
thu was added the pownfuJ but dangerous UK ofNaurncn (5. 
"Fire-watcr"), a self-igniting chemical produced by Gondorian 
alchemists and used throughout much ofits history, particularly 
,,~ 

The tOOU of boarding wm: rudimenwy. A powerful film 

would allow a ship to momentarily lock up an enemy vc:ssd.long 
enough for grappling lines or stOUt wooden bomling planks 
(often quitr: large) to be used to secure the approach. Mean· 
while, mWile fire covend ~ marine assault. Smaller ships, 
wh05e cmvJ wuc too mWJ. to effectively board l vtUCl on their 
own, would WI around the opposite side of the target ship. 
They would then stann the target, creating a Keond front tmt 
divided the defender's strength. If uecuted properly, such a 
concerted attack could break the morale of a defending vessel's 
crew and force a surrender. 

ThUt ,nuller warshipJ played vital rolu not only as "outing 
VUlIels, but as mobile mi"i1e platfomu. Much more rrw\cuver· 
able than the luge gille)" and dromOIU, they provided swift 
support to a failing ;wault, direct missile fire against a crum-

bling defense, or cover in the c.asc a rttrut. While YUlncnble, 
they were nimble enough to l=us a foe and at the same time 
avoid being rammed and boarded. 

Conantratcd missile fift provided the primary defense 
against boarding assauiu. By focusing on narrow lines of auault, 
this uctic ofUn caused appalling Icvds of ca.Naltiu among the 
lightly.armored marine attackers. But bowfirc: could sddom 
stop an attack completely; it wu usually up. to the defending 
muinu to repel the surviving boarders in a hand·to-hand fray. 
In the narrow confinu of aship the advanuge always fell to the 
defender, and even a successful capture of an enemy ship usually 
involved scv=: casualties among the victors. A well·timed 
coordinated aJ,$iluit on both sidu of the urger ship, or the use 
of elite: soldiers, was the best way to guarantee succus with 
minimallau of life. Of C~, if the ship could be crippled 
without boarding. ruch as through the skilled use of rams, then 
it could be $ilfdy ignored. 

Ramming is a tricky business. Except in the o.K of a simple 
,trike, as in the c.asc of a boarding auack, the tactic was usuaIly 
reserved fOf JltiUcd captains and rra.incd crews. If utiliud 
artfully, with counge and timing. a proper ramming could 
cripple an enemy veucI. Specia.liud rams wm: made which 
could shear off a vessel', oars, drastically de-sbbilizing the 
IargCT warships. Other varietiu were .secured with pins or 
dains, which could be released after a sucaufui strike, deuch
ing the heavy ram and OIpJwng the prey. 

When artillery was mounted on VUKis, it was gencnlJ.y 
intended for use against ilJI enemy crew JUSt prior to boarding. 
Ballistac would be fired against the urger crew III the shipa 
dosed, accompanying barrages of regular bowllre. The 
Gondorian navy also ocasiona.lly ~entcd with artillery 
barges, slow-moving craft equipped with catapults and other 
long-range weapons. The bMge: would remain swionuy during 
a battle, supporting a larger fleet con with its indirect strikes. 
Since the best dd'en.se agaiNt an artillery barge was simply to 
move beyond its range, thest vessels served as able deterrents. 

6.2 THE ARMY 
Although remembered primarily fortheir naval victories, the 

Ship-kings wm: equally Uutn1mental in the landward. upan
sion of Gondor. Their standing army was critical to the 
conquest and control of the territory they occupied west and 
30uth of the Mouths of Anduin. Naturally. as in the c.asc: of the 
royal flcc:t, thc cOmrJWid and organization of the army evolved 
according to ncc:d or avaibble rc:sourccs. This process fw{ a 
widespread impact not only on the military itself. but on the 
shape of the rulm as a who!o:. 

THE PEu.RGJREAN lEAGUE 
NUrnen6run kings pondered a landward military defense: 

ever since the building of Pdargir, but it was a muted concern 
until the later years of the Second Age, when $a.uron began to 
make open war upon the OUnadan coastal colonies. Ar-Gimilz6r 
maintained a sizable garruon in PeWgir, but its purpcm was as 
much to keep watch ovcr his subjects as to defend them against 
Mardor and its allies. It was only after Numenor's Downfall, at 
the founding of the Realnu-in-Exile. that the Faithful ga\lt 
serious thought to defense (now that they had no homebnd to 

call upon for aid). 



Tht milit.uy organintion of tht Pdargirun Lnguc ufltc[td 
the: ftdallttd chanoctu of its memM colonies. The Council of 
Pdargirddiberated whether or not war Wall to be nude, and the 
u.ptain of the Faithful would Iud the hosts into b.lttk Tht 
dWn of command Wall detcnnined forthc companies mustertd 
from u ch colony according to the acnul hierarchy of prestigt 
(as often all not,lnud on miliwy prowess) that 0IXnttd within 
• ginn colony. This meant, in effect, that the combined he»ts 
of the league wc.re led by the aristocnocy, who were responsible 
for the tnining, equipping. and provisioning of their foUowcn. 

This system worked ucetdingly well in the face of a common 
foc (all against Sluron in the War of the Ust Alliance). At the 
same time, however, the strength of this anny's leadership Wall 
also its grutest weakness. This was tsIXcially apparent in 
Anfalas, whert the aristocracy used their miliury cliques in the 
UU5C of internecine warfare. The Council of Pdargir tried to 
avt:n this sort of anarchy; but they acted in vain, forthc conclavt: 
btked the power to muster any force that was gffatu than the 
JUm of the colonies' own military hosts. Ikcausc of this 
linution, it was nothing short of revolutionary for the Shir
kings to crute dldr own, profeuional Slanding army. Advance
ment in the new anny was Instd on pay and IXnonal merit. and 
the: iruitution allowed the underclUSCJ of the old luguc accus 
to military office. This erased leadership as the uclusive 
prerogative of the pure.blooded aristocnocy. 

As the conquests of the Ship-kings drew them into landward 
conflict with the rulers ofUmbu and Huadwaith, the impol
tanceof a sundingarmy increa.Kd. Though it nevt:redipsc:d the 
preeminence of the fleets. the land forces wen: an u.scntial 
componenlto effective naval wmuc, which depended upon the 
Gondorian's anny's ability to $Ccun: ufe harborage and provi
sioru. The faClor proved mon crucial in King Ciryaher's 
dinuctic invallion ofNur Harad in T.A. 1050. 

CuENTs AND AwEs 
Ciryahc:r's southern victory ruulw:! in the e,;puuion and 

smngthming of traditional Haruu climuV to DU.nadm 
powc.r. Among othc:r things. this process brought to promi_ 
ncnu the UK ofHaruu auDliuies among the hosts ofGondor. 
Tht size and composition of ~ companict varied according 
to the n:lative military $tR:Jlgth of the Hanw: Nkr that had 
supplied tMm. and their unn of KrVice wu likewiK deter
mined by the specific pledges of friendship and alliance made 
to the King ofGondor by. ginn "'ti. At lint. the use offoreign 
auxiliarict wu limikd (due: primarily to the ~ of wu afur 
T.A. 1050); but as political power in the South-kingdom pw 
to be a source of rivWy between the Regmt and the Captain of 
Ships, dimts and allies became the principal means of augment
ing mili tary might. 

Following his victory Ov(:f the Easterling, in Rhovanion in 
T.A. 1248, Minakar the Regent began a practice which was to 
playa major role in the military history ofGondor during the 
years up 10 and during during the Kin-strife. This wu his 
n:cruitmtnt (and no( mttdy auxiliary use) of Nonhmm into 
the ranks of his army, some of whom attained high office.. By 
fortifying his numbers with fomgn allies, Mlnalcar was shrewdJy 
attempting to secun: his own powc:r againsl the swiftly expand
ing powa' of the c.ptain of Ships in PeJuxir. 

Not to be owdonc by the kings. Calimehtu and his descen
dants ruItinud thm own military dimts along the frontic:r 
regions tIut touched upon thrir own .,men of influence. The 
kingdonu of Near Hand. which pady benefited from the 
royal fleet's protection of the southern trade routes £rom pin.tes 
and brigands.launchcd thrir own confederacy in support of the 
Captain of Ships. Additionally, the line of CaIimehtu wu abk 
to bribe large numbers of Dam clansmen of Enedhwaith and 
the White Mountains into mercenary service. AlI of thc.sc 
groups look pan: in the civil wuofT.A. 1432-1437, and many 
of Eldacar's Northman n:tainers were given lands in southern 
Gonder 10 dwell in, as a reward for their UJisunce. 



DEalNE AND RENEwAL 

The Kin-strife spelled the end of the tnditioml Gondorian 
army. Thit fortt, dating back to the early days of the reaIm.lost 
its best IOldiers and commanders in the fighting or through 
Cubmit's ttprtsIiw policies. The realm did not pouess enough 
resources for EIdacar to properly ffCOnsauct the anny after his 
return topowet'in T.A.l+47, Instead. theprovinciulonU were 
giwn inc:reued responsibilities to raise and rminrain new or 
""tared companies. Due to battle and financial constraints, the 
quality and stnttgic mobility of the anny continutd to dtcIine 
sulmantiaUy during the .u;teenth century. The T.A. 1S40-
1551 wu against Huadwaith and Umbu, mainJ.y fought in 
Harondor, badly depJeted its ranks. 

The: Gmt Plague in T.A. 1636 sapped Gondols military 
nnngth ew:.n further. Many ftf\Owned companiu were deci
mated. and it JOOn _ obviow thu the organization of 
Gondor'. anny nquind a complete ovuhaul. From ·the T.A. 
I MO$ on. the bulk of the anny consitted of territori..al infanr:ty 
forca, raiud and maintained locally by lOrd. and govemon for 
defensive wIu. Theyenjoyed little .ttattgie mobility or tophi.
ticattd logistical support. There _ .r.o a smalJ.·elite, mobile 
fatte--the King'. Corp-which could be quiclcly deployed 
wherever it wu needed. 

During thU period. each lord and governor--uctpt in 
An6rien. Ithilien, and Lebcnnin-wu raponsible for rtCTUit
ing and maintaining a territorial corps of a defined size and 
compoJition, which wu to be nationed in the cities and 
fOftfeSSes of his domain. Thit corps would consut partially of 
full-time soldien and partially of part-time reservUts. Living as 
fft:eholding pusanu, the latter lfiVed during a few months uch 
y=. 

A tmitorial coqn consisted almon uclwivdy of infanr:ty, 
the bulk of which were weU-annond .JPfannen, $Upported by 
.archers and skirmishen. The two latter categories wen usu.aI.Iy 
reservisu, who were e~cted to min in .archery and other 
necUlU)' skilli: whi.le on their farmsttads. In case of a serious 
invasion, a lord or governor could mobiliu all able-bodied men 
to the militia. Due to insufficient mining. its quality wu low, 
and it could only execute simple wks, such as defending 
fortified positions. 

Gondor's mobile force, the King's Corps-formally estab
lished in T.A. IMJ--was ganisoned at four locations: Minas 
Anor, Minas Ithil, Pdargir, and Linhir. Its soldiers, rtCTUited in 
An6rien, Ithilien, and Lebtnnin, wen: full-time profeS5ionab. 
Each gamson consisted of a large, heavy, infantry contingent, 
supported by ~VenI specialized compMlies, such as the Verdercrs 
of Minu Ithi.l, and light Northman cavalry scouts. The knights 
of Dol Amroth provided the shock power of the coqn, being 
the only heavy cavalry company in Gondor. The corps com
rrwlder, the Cap~n of Gondor, resided in Minas Anor. He 
reported to the king. and was usually I member of the Council 
ofGondor. 

The complete King's Corps rarely exceeded a srnngth of 
20,000. of which perhaps one tenth was cavalry. It possessed 
c:tccllent, logistic capabilities, and provided Gondor with a 
durable and highly mobile strategic force. Trained to fight 

anywhere in northwestern Middle-urth, either at full strength 
or .as an array of isolated detachments, it proved to be a 
marw:lously fltllible tooL It wu capable of atriking deepJy 
inside neighboring realms, u was aptly displayed in the capture 
ofUmbu in T.A. I8ID (in coopention with the navy), the 
victory over the Wainriders in T.A. 1899, orin the T.A. 1975 
Arthcdain campaign. The Corps's chief drawbacb were its 
COIU, lack of size, and nilfinduction requiremcnu.lt was tough 
to rminrain or replenish. Fommatdy. its able soldiers provided 
an dficient means of cooperating with any territorial or allied 
force, enabling the Gondorians to simultaneously wage battIe 
on I nwnbc:r of fronu. 

The ttfanned anny provided the king. with an able, usually 
affordable mcanJ of deftnK. On the other hand, it provided the 
Gondorians with very limited means of aggrusion. While it 
proved succeS5fui when fighting on Gondol s borders. retaking 
Umbar in T.A. 1810, and defeating the Wainriders in T.A. 
1899 and T.A. 19+4, the reformed anny _ rudy employed 
u an active tool of invasion. It could crush a foe. b\Jt it lacked 
the resources to control broad. far-flung conquesu. The army 
executed only one major, long-distance intervention after the 
Plague: the atabome Arthedain e~dition in T.A. 1975. Even 
this force was withdrawn soon after Angmar'. dcfut, for the 
Gondorians lacked the means for ~rained so brge a force in 
so distant a land. 

THE FEUDAL MUSTER 
The transfonnation ofGondortmt accompanied the end of 

the kings ncceS5itated a military reorganiution that would 
reflect the new political rcalities. Mardi! the Steward reformed 
the anny by reducing the size of the King's Coqn, renaming it 
the Royal Host. After the establishment of Rohan in T.A. 
2510, this force cooperated with Rohir cavalry companies 
whenever a major thlUt presented itself along Gondor's north
ern flank. 

The size of the reformed host varied between 5,000 and 
10,000 mUi (de~nding on how many soldiers the treasury was 
able pay), and compri~d two wings. The Anduin Wing.li.mded 
by tantion in An6rien and Ithilien and recruited among their 
inhabitants, wu based in Minas Tirith. It consisted mostly of 
infantry and s~cialist troops (e.g., the IthiliUi Rangers). The 
knights of Dol Amroth and some infantry companiu formed 
the 8tlfalas Wing. captained by the Prince ofBclf.al.as. l..cbc:nnin 
did not contribute to the Royal Host. Its lord (usually the 
steward', ddut son and inttnded SUCCeS5or) was instead re

sponsible for the provincial defense and for maintaining a small 
fleet of warships at Pclargir. 

The provinci.al lords received the gruter burden of loc.al 
defenK, es~cially fortifications. A lord's duty was to oven« 
the consauction and maintenance of castles and forts and to 

ensure the quality of the local companiu, who nonna.lly ~n-ed 
under his command. In case of major invasions, however, the 
Cap~n of Gondor .assumed the command of all provincial 
companies. Thu luip~ned four times before the end of the 
Third Age: in T.A. 2510, T.A. 2758, T.A. 2885 and T.A. 
3019. 



7.0 SOCIETY AND 
CULTURE 

The inhabitants of southern Gondor p.trtidPJotc in;a hieru
chic.al society in which everyone (ideally) has his or hcr place. 
Oapite the fac;t that history has rardy borne witness 10 the 
blissful societal hannony idcaliud by its miers, Gondorian 
lOCicry hu rcm.lincd remarkably ruilienl, at the same time 
pmtrving the ,on: of its Numcn6run cultural heritage unin
ttrruplcd for sill: IholW./ld run. This is apccially iUlOI.Inding 
given great culrunl diversity among the Il:alm's ITUny inhabit
MU. 

This union ckscribcs some of the cunoms, institutions, and 
tub-groops that nuke up the various segments of Gondorian 
toOcry. Beside providing a culrural oV«Vicw, it traces the 
m lution of the South-kingdom's often complex social SO'UC-

""" 
7.1 THE NOBIUTY 

The DUnacUn nobility stand" at the pinnacle of social, 
political. and cconomit power in southern Gondor. At itt con:, 
tk concept of nobility implies aristocracy: the fl,ltunl right and 
monI duty of an elite few to currise authority over the 
majority. This concept helps ddine politics and the reuted 
meW ordtt. 

The nobility's members typially define themselves in terms 
of the prerogative to rule.. Despite the uclwive nature of this 
claim, the boundaries of noble $latus arcoftcn flexible and even 
porous. In truth, Gondorian nobles cOnlundy test or contest 
these boundaries, all the while maintaining order or preserving 
thtir own supremacy in the face of the frequent crises that have 
wptd the sil thousand yt'ar history of the South-kingdom. 

Other factors--sudl as ownership of I.md and purity of 
NUmcn6re.m descent-also rcnWn fundamenw to the nobil
itr. They serre: as basic pillanof noble society. Both help define 
and orda the cvtt-shifting priority ofGondor's noble housu.. 

7.1.1 ORIGINS AND HISTORY 
The ruling nobility of southern Gondor lw not one, but 

Im:nl, discanible pointt of origin. Some mce their beginnings 
10 the royal grant of colonial statull to Prlarsir and itt neighbor
ing communities. which conferred political rights and obliga
tions upon the most respected and influential households 
among the Faithful The autonomous nature of the NUmcn6rcan 
colony mruiud that the burdens of govemment and public 
ordC1' be :assumed by the leading men ;unong the colonists, 
mba than through the crudy deployment of royal officers and 
raourccs. Over time, these duties strtngthencd the relative 
pmminence of certain families, unril a virtual aristocracy came 
into bnng (though it did not :achieve any kind oflegal definition 
unril millennia lata). 

Political patronage, individwl elcellence. and material wealth 
wm: imponant factors in determining whether or not a given 
family was to begranted a seaton the ruling Council ofPelargir. 
Still more impon ant t~n these criteria, however, were the 
genealogical ties which a fami ly could claim with the andent 
Guild of Venturers, many of whose disbanded memhcn be
came the nucleus of the later colonies. The Ventl.lU'rs were not 
ntCCUIrily (or even primarily) of noble origin; but afta the rift 

had emerged betwcm the King's Men and the Faithfu1 in 
NUmc.nor. those of the Faithfu1 Wt saikd to MiddJe-emh 
came to rcvttc the memory of the Ventl.lU'ts. They sumed to 
elemplify the ancimt Nu.nen6tun ideal of respect for the 
Va!ar and friencbhip with the Eldar. 

A similar elevation ofOUnadan families based upon this ideal 
was utended by the Faithful to the foUowen of lsi ldur and 
Anhion. since theirsurvival ofNt1menor's Downfall WaJ taken 
to be a sign of divine providence. Few of this latter group. 
however, dwelt in southan Gondor. Instead, they claimed lands 
futher to the nonh, settling alongside their lords. Harithilien 
was the only region gcognphically linked to the territory of the 
Pdargire.m League where these f:unilies settled. 

Both nobilitieJ--<cotcrcd upon the descendants ofthe Ven
turen and the followcn ofElcndiI's 5OfUo--fI'uffcrcd in the Wu 
of the Last Alliance. By that time, the I~ding families of the 
Pclargire.m League had become weU-cstablished, in effect fonn
ing a fixed orda of rank to which few new f;uni lies could hope 
to aspire. The codification ofNtirnen6rcan law follo wing the 
Downfall provided these nobles with a legal fnrnework to more 
sharply define and protect their political power. Any further 
JOlidification of this hicnrchy wt might have developtd, 
however. was stay«! by the fa.ll of JO many great howes whose 
scions perished in the Lut Alliance.. 

The aftamath of that war n«CJ:Iitated the ennoblement of 
new familia (or new hnndles of old families) to the Council 
of Pclargir. To a certain Cltent, this procCJ:I "diluted" the 
IinUlgc rctJUimnents for participation in politic.allifc; but the 
degree to whith the trtnd :actually unsc~ted the suprcmK)' of 
the oldest families at the locallevcl Vllried considerably from 
colony to colony. Thcsmallcr size of the colonies in Anfalas. for 
instance, obviated the immediate need for any radical change in 
the mode of government. Here a few select noble howes 
invariably hdd sway over local affairs. Rather tlwI inviting the 
rise of new nobles, the leading f:unilies simply e.tpanded their 
privilcgu. They dmicd them to others on the basis oftheir own 
suprrior lineage.. This mgic policy eventually led to civil strife 
and, ultinutr:ly, the discmpowcrmcnt of the nobility at the 
hands of the Ship-king1 

Although the emnJence of roya.lly-contrOlled provincial and 
territorial spheres stripped the colonial nobility of its political 
role .. • 1"*1, individuals continued to playa preeminent role 
in the new sttucturq of government_ The highest ranking 
offica were nearly always held by men of noble birth, and 
nobles continued to dominate provincial councils and other 
local irutiturioru. The prind pal diffaence between the new and 
old structures were the fcuen whidl the new rules of office 
p/aor;d upon the mditional nobility. These constraints made it 
hardtt for nobles to Clploit their positions for the funhenncc 
of their own families' supttmacy over their peen and former 
subjects. 

Unoffici.ally. there were many loopholes by which these rules 
might be circumvented. In fact opportunities for "working the 
systr:m" for noble sclf-aggnndiummt were only exacerbated 
by the unwise decision of King Namucill tosever the position 
of Captain ofShip$ from direct royal contrOl in T.A 1240. 
From tN.t time onward, the: old f;unilies a.IIied thcrruclves with 
the Captain of Ships in anticipation of the restoration of their 
former glory. This al liance furled the fbmes that wen to 
del'UUotc the rc.aIm during the Kin-strife.. 



Ironiully, the bloody civil war resulted not in the renewal of 
the nobility, but in its accelerated d~ine. Many noble houses 
(both loyalist :and confederate) perished in the struggle, :and 
=y more (on the losing side) were forced to wandon their 
:ancestnll:ands. They fled Gondor altogether, seeking refuge at 
Umbar. King Eldor.cars settlement of =y high-ranking 
Northnun allies in Gondor injected a signific:ant foreign cle
ment into the bloodlinu of the South-kingdom, further weak
ening the rel.ttive hold of the old nobility. 

T o the west, the feucW princes of Bdfalu and Moman 
remained IargclyunchaJlenged. utaining thdreminence through
out all the tribulations that shook the foundations of the 
PelargirCMI noblu in southern Gondor. Their I'mW'iuble 
stability Wall due in large pan to their favor with Uinen the Maia, 
on wh().$e grace :and protection the Pelargiu:an League had 
always relied. Equally, though, the longevity of their power Wall 
rooted in the nature of their royal grants. 

Nt1men6rcan law compelled the kings to respect the indepen
dence of the princes. This in rum encouraged the princes to 
remain faithful to Meneldil's line. Gondors rulers gradually 
came to recognize: the wisdom of this arrangement and, all the 
centuries drew on. the kings bcg:an to bestow similar privilegu 
to noblu throughout the realm, replacing provincial :and mili
ta~ s~crures which they no longer poSJicssed the strength to 
rru.mtam. 

When Mardi! the Steward rcorg:anizcd the realm on this ballis 
in T.A. 2050, noble status Wall for the first time defined almost 
wholly in temu of blood lineage. In the vacuum of royal 
authority CTeated by the failure ofMenddil' s line, it Wall decued 
by the Council of Gondor that the right to govern should be 
held only by men of pure Numen6re:an ducent. This decree 
insured that the domains granted to such individuals should be 
retained indefinitely by the recipient and his heirs. 

In practice, this me:ant a parceling out of political jurisdiction 
to a sma.1I number of familiu who aluady hdd the greatest 
influence in the council. In the frantic struggle to win recogni
tion .t this pivotal moment, =y alIpiring familiu sought 
marriage alli:ancu with the princely :and knightly hOWIu of 
Belfaks in the hopes of improving their cNnce for a fiefdom. 
This, in rum, valltly increalled the prestige of Edhdion's line 
among the lords of later Third Age Gondor. The status of the 
:ancient fami ly even eclipsed that of the Ruling Stewards in 
Minall Tirith. 

Once enfiefed, the new nobility of southem Gondorwall fue 
to plot its own course. If tfle lineage of a household bttame 
diluted by non-Nt1men6re1ll\ blood (:an ever more fuquenr 
OCCUJrnlce:u the age drew on). it could not be d~ed of 
its lands, because of the irreversible narurc of the feudal grant. 
This did not mean that southern Gondor became fue of 
internecine noble conflict---only that the steward w:u no longer 
able to authoritativdy intervene in these struggles. Nobles were 
left to their own devices, which Wall exactly what mon of them 
w:anted. 

Having begun its exis tence fue of royal authority, the 
nobility of Jouthem Gondor (or, rather, its latter-day dc:s<:en
dant) now ucovered a sense of their old autonomy. The Founh 
Age policies of King E1e:ssar hardly affected the scenario, but the 
far-reaching societal forces his reign set in motion--conquesr. 
population growth, the renewal of trade and commerce with the 
South-were suu to engender:an equally far-ruching change in 
the character of the realm'J nobility. 

7.1.2 LIFESTYLE AND VALUES 
Whatever their mundane origins, the noblemen:and women 

of Gondor distinguish thellUdvu from other people by their 
way oflife, and by the mor:aI and spiritual valuu which, through 
it, they claim to uphold. Gondori:an nobla const:antly hold 
before themselves a mirror,:an idealself-image which they striw: 
to realize: in every facet of their existentt'o In fruth, apart from 
the bwincss of politics, the coJlectiw: life of the nobility is 
dominated (sometimu even consumed) by the cultivation and 
preservation of their self-proclaimed 'ffftmf(t from other 
peoplu. They apply this distinction to everyone, ew:n their own 
counnytnC:fl. 

THE IoEALS OF THE F AlTHFUL 
The baJic claim of southern Gondor'J nobility is that itJ 

members are the true deSCC:fldantJ of the Faithful They traCe 
theirroots to thoJe Nt1men6runs who resisted:and oppo$ed the 
corruption of their race by the hubris of the King's Men. The 
politio that gripped Numenor in iu twilight years continued to 
manifest itself in Gondori:an rhetoric. Since the Downfall. 
~Black Nt1men6re:an" colonies in Middle-earth time and again 
provided the Gondori:an nobility with a potent foil agai/Ut 
which to define itsd[ The conquest of Umbar by the Ship
kings w:u waged almost entirely in accord with the slog:an of 
~ clc:ansing Ardor. of the renegade spawn of Ar-pharazOn." When 
the Cult of Melkor :and iu aJliu captured that haVC:fl in T.A. 
1940, the lords of Gondor perceived the IO$S as nothing leu 
than the spearhead for a universal conspiracy against the 
Faithful. 

In the world view of the Gondorian noble, thue qualities 
ma.rk off the Faithful from the King's Men and their Black 
Nt1men6relln progeny: reverence for lluvatar and the Vahr, 
friendship:and aJli:ance with the Eldar,1Ind benevolence towards 
the Les.ser Men of Middle-earth. The King's Men rej«t and 
betray these ideab, while the Faithful embrace :and uphold 
them. Moreover, it is considered u ionu.tic that each of these 
vinuu inheres in and is re inforced by the others, such that 
failure to m:anifest one of the three would IClId a noble'J peep 
to doubt hu or her fidelity to the other two. Blatant durcgard 
for one's public image c:an e:uily result in social osmcism or 
even legal prosecution (often fueled by scarcely concealed 
political rivalry and other all-too-human shortcomings). 



YEN~nONOfTHEPOW~ 

The first of the tllree Olrdin.tl OUnadan virtucJ--the worship 
ofllUvatu and rc.verc.nce for the Yabr-ts considered to be the 
highest and mwt imporunt. For the Faithful, acknowledgment 
of and obedience to the: one nue God (the ultimate object of 
allegiance and fiddity) lies at tile root of thrirculrurr. ln tams 
of proper rc.vuence for EN, the NOUTUW" NWnrnbrio, thr 
DlCien! U~ given tothan by the YWr, defmedthevcrycsscnce 
of the Edain', I'!:birth :u the DUncdain. AmandiL fathCT of 
Elcndil, uid of th;., wonhip: ~thac is but one loyalty from 
which no nun can ~ al»olved in hun for any caUK (SiL, p. 
27S)." All Gondorian nobles upowc this aIlegimcc. They 
dUpuy il publicly by their attendance of the annual religious 
(eranoniu conducted by the kings at MOI.Int Mindolluin, and 
by mc.al-time ob~rvance of the Standing Silence. 

Failure 10 discharge either of these obligations wou.Id become 
aOlWC for scverc.censure by tile rest of the nobility and even the 
common folk. Either twugression would be untamount to a 
renunciJtion of one's heritage. While the UWS ofNumenordo 
not catcgori~e religious negligence :u a crime, participation in 
the tllIe wormip of Uuvatar;" coruidaed a gift that the Edain 
frrdy chose to receive, This gift, like Numenor ieself, cOl.lld of 
cour~ be t;lkm ;lway. BUI the Downfall of Numenor w;u 
punishmcm, nOt for the neglect of divine worship, nor even for 
the adoption of tile ~uronic Cult of Mclkor. The end de
scribed in tile A!~It..bilb resulted from Ar-PhunOn's lUlbwful 
attempt to claim immortality by violent scizul'!: of the Undying 
Lands. Nevenhdess, public [(fusa.! to JnrticiJnte in the ritual 
life of the Faithful in GondorOllllud to the loss of other noble 
privileges. such;u the right 10 sit on governing councils, oreven 
rtYOation of one's lides and u tatc. 

Reverence for I1uV3lar and the Yalar Ulro<U well kyond 
religious ritual. To the Faithful, both the: Laws ofNumenot and 
the: kingship of Elendil', SOIU originated in the Will of the 
Vain. II w;u £Cnwl, Herald of Manwl, who gave to their 
ancestors the N:lmnar Numen6rlo, and it was Manwl himself 
.... ho uublished Elros Tar.Minyatur as the first priest-king 
over aU the OIined.:ain. These f:lcU illlbuethelawsand monan::hy 
of Ihe SOlllh-kingdolll with a sacred :lura almost cqw.lto Ihat 
of the divine worship iuclf. (Officially the worship oflluvatar 
bkes precedence over these institutions, though it is obviowly 
rclated to them.) Ever since the codification ofNumen6rean 
law, all other laws and cu5tonu observed by Ihe DUnedain have 
mared in that aura of inviolability. Their observance thw 
contributes to the nornu of public conduct expected of the 
nobility. 

FRIENDSHIP WITH THE ELDAR 
It was the anciem alliance of friendship with the Elves that 

originally entitled the Three Houses of the Edain to Andor. 
The Land of Gift was a reward for their struggles agaillSt 
Morgoth in Beleriand. It was the greatest of many gestures of 
appreciation. These blessings funher distinguilhcd the Adan 
lords from their Hildo brethren. 

From the immonal Firstborn the Edain learned am, lore, and 
languages that profoundly shaped theroltul'!: oflhcir OUnadan 
dcsceruhnts. AlthOl.lgh contact betwcm Men and Elves aU but 
vanished after the time of the Last Alliance, the nobles of 
Gonder continue to ull therrudves Ihe Elendili (Q. ~E1f
friendsM). Allegiance to this ideal is crpresscd above all by the 
we of the Eld.:arin langtUges (Sinwrin more of len than Quenya) 
in everyday speech. The native Adanaic tongue is also wed, 
though never in royal pronOl.lnCemenlS or other forms of 

Mofficw" discOl.lnc, since the adoption of AdWuic in these 
contuu w:u one of the first steps taken by the King's Men to 
express their utnngcment &om the Elcbr and the Yabr. 

The manory of ancient friendship with the Elvcs ;., also 
displayed by thr Gondorian nobility in iu prcsctntion and 
we-keeping of E1ven gilts bestowed upon the;" NUmmbrcan 
anceston. Nimloth (the White T Itt that grows in the court of 
Minas Anor). whose likmcss grates the bumen of the royal 
house, is one such gift. Othcn include the palandri~ 
secing-stol'lCS rumoro! to han: been crafted by Ranor in the 
dup! of tUnc-whose very uistencc wu unknown to aU but 
the king's household and seers, and the covaunl-stone of 
Ercch. Mandos once bade the E1cbr to bring the Ercch-slonc to 
the King of Numenot and, long aftcrwartlJ, Isildur JCt the 
hillowcd monolith upon the hill in the midsl of the Moman. 
ThCTl: il served:u a sign of the oath of the Darn Comtis to aet 
as Gondor's wartime allies. 

In token of their ancient Ii" with the Eldar, 0Unadan 
oobility paid honor to many olha such legacies; but the greatest 
link by far lay in the Elven blood of Elros and h;., royal 
descendants. So important w:u th;., blood lincage in the minds 
of the Faithfulthar, after the Kin-strife, members of the royal 
house who took for thmudvcs hwbands or wiYC.I of non
[)Unadan descent wae compdlcd 10 renounce their cWm 10 

royalty. "The nobility imposed similar norms upon itl own 
members, though their longevity came Il()( ftom the ElYC.I but 
from the gih of the Yalar. 

BENEVOlENCE TOW AJU)S l£ssat MEN 
Bl~ by the PowtrS with strength and wisdom beyond that 

of all otha Men, the ancient NUmcnOruns war; driven by an 
tnnu desire to celebrale those blessings by sharing them with 
their kss-fortunate brethren in MiddJc.unh.1u. Elcndil wrote 
in the ~ "the NUmc.n6runs taught them many things. 
Com and wine they brought. and they instructed Men in the 
sowing of seed and thegrinding of gnin. in the hewing of wood 
and the shaping of stone, and in the ordering of their life, such 
:u it might be in the lands of swift death and little blW (SIt P. 
263)." 

The nobility ofGondor ha.s always drawn upon th;., tradition 
of ben~yolence. It scrvc.s as a justification for their rule OR[ 

"I...csscr Men,~ which in time came to include even those with 
some OUnadan blood who WCTl: not sufficiently wealthy or 
inllucntw to enjoy noble status. Thia injunnion to ruk with 
fairness and justice was not an empty platitude. A crud or 



oppressive nobleman could alIily acquire the stigma of~hav
ing ~ I ike the King's Men," I charge: which woold seriously 
damage his public «"publion wm it not rduted through 
b£nefactioru to the poor, mtiWion of debts to suuggling 
p£uants, and other fomu of paU'onage befitting his station. 

The typt; of conduct encoungrd by the upKution of 
bc:nevolcnce, combined with the JOdai honor accruing to thO$e 
who embody that ideal, had far- reaching conscquencu_ It 
afTecttd DUnadan attitudu towards wu.lth and the mean, by 
which it was acqui«"d.. ln the world view of the Faithful, true 
wealth liu in the cultivation oftheu.rth forthe subsistence;md 
well-being ofDUnedain ;md those l...u.Kr Men 1.lnder their can:. 
The honor and ptulige of a nobleman comes from his moral 
ucellenee and the purity of his ancestr.llline.1gr, and he uses his 
reputation to protect and defend those bcnu.th him, 

This understanding of the link between social honor and 
landed wealth Iuds the Gondorian nobility to frown upon 
mercanti le pursuits, since these (in the nobles' view) an: bas«! 
on the impersonal powerof money to enrich oneself at anothCT's 
Clfp£I1K. As a source of prestige and influt:nce, wealth obtaintd 
in this manner presents itself as a potential rival to the lifestyle 
and values of the nobility. This docs not mean that nobles n:fisK 
to n:cogni;!;e the need for trade and commerce: it only means 
that it is not appropriate forDUnad.mnobility to engage in such 
activity. There are no written laws forbidding noble involve
ment (whether directly or indirwly) in mercantile enterprise. 
~t any nobleman who hopd to advance among his own peers 
WIll eschew such pursuits. Instead, he will inVdt in landed 
wealth. 

7.1.3 ACQUIRING NOBLE STATUS 
Because the righ t to rule is largely a male prerogative among 

the OUncdain ofGondor, new noble families usually tnce their 
asceruion toa particulu nun. Men seck to marry into hO\Uc.t of 
grut~ status dun their own; whcn:as women only nn:ly 
acqUL«" noble status by virtue of their marriage. Since the 
Gondori.m nobilityponny themselves as the Faithful. il is well
nigh impossible for a nun with no provable claim to any degree 
of Nllmen6rc;m blood to join the ranks of Gondor's ruling 
class. They will deny him acceptance. At the same time, it is 
highly unusual (at Iu.st aftCT the time of the Last Alliance) for 
a new family to rise to the nobility solelyon the basis of ancestry. 
Practically all DUnedain with such lineage wm already tided in 
some capacity by me beginning of the Third Age. 

Although landed wealth provided the univcnal source of 
noble power. not all individual members of a noble house could 
i~herit bnd. So~e became "household knights." They ~ 
mltd but u.scntlally landlCS5 nobles attached to some promi
nent noble family (like the princely hoU$C ofBelfaLu, or ewn 
the royal house). Some household knights evmtw.l..ly formed 
indtpcndent miliwy orden sponsored by a powerful noble Of 

group of noblu (such as the PclalKirean Lcagm:). Disrin
~ed achievements. led to enfiefment for some othen, espe
etally when war claimed members of lhe uisting landed 
nobility. 

Martial valor was not the only avenue of entty into the 
Gondorian nobility. Loyal service as I provincial lord or other 
important royal OffiCCT might win the king's favor (though 
most of these posts an: typically held by noblu to begin with). 
Even the occasional lornnaster who Ius achieved widuprud 
notoriety in the eyes of the Faithful might eventually receiw 
recognition and then:by chim land and even a title. 

7.2 THE PEASANTRY 
Despite Ihe importance of fishing and huslmldry. Gondor 
~i~ at ~;m agr.ui;m society. The overwhelming majority 
of Lts mhabLtanu an peasants: cultivators of the soil who, by 
custom or law, must part with a significant portion of their 
livelihood to support the lifutyle of their Men. Though not 
bound to the land-for serfdom and othu more naked forms 
of coercion arc attributed by the Faithful ( 0 the machinations 
of the King's Men-Gondor's peasantry still face practic.al 
immobility. Apart from the anny or navy (with their onen high 
morulity ncu). they enjoy few opportunities to ascend the 
JOdalladdu. Little room uisu in the upper pottions of the 
himrchi~1 omerof ~thCTTl Gondor, so tiuc the VlISt majority 
of folk sLmply «"mOlln p£:wnts. Whemer wbjcct to feudal.. 
provincial. or military lords, it is the sweat ;md toil of the 
peUlnl that fecds the regal king. the proud nobility, the 
populous cit ies, and the professional war-hOlts that defend the 
realm from hann. 

7.2.1 VILLAGE CULTURE 
By the mid·Third Age, it is not uncommon for a village in 

southern Gondor's fertile agricultural «"gions to be more than 
a thousand yurs old. lcbcnnin, Anfalas, and Harithilicn all 
harbor villages that trace their founding back (0 the lime of the 
Pc~i«";m Lugue. ThCTc is little migration tospcakof,;md the 
f.tmliles that nuke up these communities an: content to live on 
as they haw foreenNries.. Villages arc dose-knit communities, 
sharing the good times;md assisting one another during tima 
of ad~ersity. This closenCS5 tuulu not only with everybody 
knowmg everyone else, but sharing their family histories as well 
The closeness of the vi llage community is evident at many levels: 
devotion to family, loyalty to the village, and regional pride. 
(Even if it is generally known that fanner T arcil has done 
something foolish--a cause (or much laughtCT behind his 
back---it is nevCT be told to;m outsider.) 

. Villagers trut ~ir fellow Gondorians well and almost al wa)'J 

Slick together agamst anyone they consider an outsider. A 
Gondotian passersby are wdcomed and truted with the utmost 
courttsy. Nordlmen nceive polite respect and cautious hospital
ity. Other H ildor on expect lin.!e mOff than careful suspicion. 
Southroru or Easrrriings can ell'p£Cl open hostility. VillagefJ 
betray a more measund dislikf for the OrocIbcdhrim, who.1«" 
tolerated so long as they are courteous. Should anything go 
wrong. ho~ver, suspicion would invariably first f.ill their way. 



N far as othCT n,es arc ,oncn'ned. villa~n follow tradi
tional DUnadan social conventions. Any Elf would be: m ated 
with exaggerated ,olm esy and a grcat dul of awe (though most 
E1veJ would travel around the village with the locals none-the
wUer!} Dwarves, though even more uncommon, receive a much 
cooler re,eption. While respected as shrewd traden, they are 
treated as poremial rivals. While they Naugrim might Ixshown 
the same 'OllnUY and hospital ity thu another Gondori:m 
would upcCtto re,eive, villagen harbor no wannth for Dwarves. 
who are upeCied to ketp to thenuelvu and mind their mannen. 

Status in a village is often detcnnincd by traits such as 
'lVi$dom and leadenhip. Repuution. fam ily hi.nory,:md wealth 
~.ilia important faCiors. Each vi llage is nm by a mostly male 
council. Occ;!Sionally a respected huler, or a widow who has 
mmaged to run her own affain hononbly after the death of her 
hus~nd, would bc: asked to join this august body. The numbe:r 
of positions usually vuiu from five to seven, depending on the 
me of the village. H olding a scat on the council is one of the 
grutest honon aminable in vi lbge life. 

Village councilors meet as necessary, usually at lust twice a 
month. The responsibil ities of the council are many. Among 
other tu~, it must settle d isputcs, organize juries for local 
toUrts. infonn the vi llagers of royal edi,ts, maintain local 
traditions. hO$! fairs. markets and festivals. and in general 
mediate Ixt_en thc village and the local nobility. Should war 
come to the area, the council is also responsible for organi<ting 
and main raining the local militi,t.. A young rNn of the village 
who desires to join the militia mu.st first approach a council 
member, who thcn spca~ on his behalfbeforc the captain of the 
ncarest keep or out[>O$t. 

Since there are no large connicu in the avenge village. muJl 
disputes bcco<= imporunt. and minor fruds can tum families 
into biuer enemies. A frud might arist be:cause of pouilry theft, 
dispute over property boundaries, grazing righu, or any real or 
imagined slights. Such fcuw rNy stem petty to an ouuider, but 
they are very important to the villagus. Scandah-such ollI an 
unwanted pregnancy, adultery, or thievery--bring tremendous 
mame and a lou of respeCl to a family's name. Once a family's 
status and honor arc in question, it can take yurs to recover. 
Glssip is among the rNny fomu of enteruinment. for there arc 
few resources ;md little idle time av~ i l ab le to the pea.untry. 
Scandals remain on the lips and minds of the loc~ ls for yurs 
after rhe events take place. 

In most villages. there arc one or two Ion en-mostly poor, 
unmarried fann laborer_who are convin"d thn the world is 
unfair. They bc:lieve that the village is somehow arr~yed .. ~gailUt" 
them. Th~ sour and unplusant characters are shunned by the 
other vi llagers. They retaliate by fomenting connicr or spread
ing spiteful rumon, which often spread in the fertile soil of the 
settlement's limited social fabric. 

Most o f the actual day-to-day labor of the villagers takes 
phcc in the outlying farmlands. Work often progruscs from 
-"UlrUc to sundown. Rur.tl sttdmunts arc rarely busy during the 
daytime. V illage children perform early moming chores, usu
ally at or bf,fore dawn. They then stay for a time with a council 
ddu, who is entrusted with their eduation. Afterwards. the 
children retum to work with the adults or are free to play. 
Children are taught their leners and numbe:rs. but since paper 
is uncommon and books arc n:pelUive. knowledge is morc often 
than not or.tlly:md visually transmitted. Wooden plaques and 
panels depicting local stories ~nd legends are carved and kept in 
pw:cs of honor. Most arc housed in the village ruching room, 
while others find thei r way back to the household. 

The villagers' houses arc very sturdy wooden structures. 
Most villages arc centrally located amiwt the outlying farm
lands. so the workers who live in the vi lhge have a short distance 
to walk. Some of the largt:r families live on their own ouuide the 
village. Their modest enclaves may a"ommodate poorer farm 
laborers. and occasiorully include more than one smlcture. 

FAMILY 
The avenge peasant family is fai rly large. with at least four to 

five children---5ometimc.t as many as a dozen. The larger the 
farm is, the more children a visitor an expeCi to meeL The 
peasanny would havc as many children as pouible for the 
pnctical reason of having a dedicated workforce. Since family 
ties are the strongest. sons and daughters make the best workers. 
BycontrUt, nobles tend tohave few children, usually be:cause so 
that there will bc: fewn sons to contend for inheriUn,e. 

In order to marry, a young man must either have his father's 
consent, or he must bf, able to support a fami ly on his o wn. It 
is customary for the oldest son to inherit his fathe r's farm, so 
that many of the younger SOIU find rNrriage difficult to afford 
without the support of their father. This is not usually neccs
sary, however, since most fathers welcome a young bride and the 
chanceforgnndchildren (and more fann workers!). Local lords 
encourage the settlement of new land by remission of tn 
burdens for the first five to eight yean but. even so, most young 
men lack the meollU tosun a new life and family.Someluvethe 
village for a life of soldiering. but most are born and bred as 
fanners, and remain in the vill~ge of their binh throughout their 
lifetime. 

ThOst be:yond an aClive age o ften givc control of thei r fann 
or shop tQ their eldest son, and thereby livc out the rest of their 
life in retirement. In most cases, the old man and his wife live 
on the property, in a cottage bc:side the farm house. Of in a 
,ouple of rooms in a ciry house. Some ciders do not hand ovn 
their property ownership to their son; irutcad. they just let him 
run the farm or store on his own. 

In the outlying farmlands and villages, it is often necessary for 
an individual. or sometimCll a family. to take up addit ional Jkills. 
Brewing is a favorite pastime of nearly all families. but it might 
not be: uncommon for farmer TtI.:cil ', brew to be the local 
favorite. It is :mother form of status among the peasantry to be 
considered a local au thority on a given subject. (Old widow 
Leri l is known for her herblorc, farmer Kelin is known for his 
knowledge of crop ailments and how lO cure them, Beril is 
known for his wood.carving. Scgir knows aU the old b lc.s and 
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local lore, etc.) Many families take up crafts out of basic 
necessity, from sewing and wuving to basic pottery. Only if 
there is a real need for e.q>e:rrisc do they look ouuide of the 
nurby area and seek the aid of a professional. 

There are mmy traveling artisans that come through the 
village from time to time, or cral'umen that make their liveli
hood travding about a specific region. One blaoomith might 
n-rve three or four villages with the help of a few strong sons or 
:wist,1.nts.. A thatcher would usually rome though the village on 
a regular basis, as would a carpenter. These people arc con.sid
ered locals for all intenu and purposes, as they an: just as much 
a Jnl't of a region as a Settled f;unily. 

FOODSTUFFS 

The village folk of southern Gondor are fairly srurdy-they 
work hard, and their bodies at'e usually strong and fit. It is 
neces.suy for them to eat well in order to m.aintain their strength 
through the long days of labor on the fann. Their staple meal 
consisu ofbn:ad, vegetables, and meaL Crop failures or blights 
among the herds have severe con.seqlJ!.nces on the prople, 
however southern Gondor seems to be blessed by Yavanna. and 
disasters of this kind have rarely occurred. 

The bread is usually baked from wheat-flour. or if a family 
is particularly poor rye is mixed with the wheat. The most 
common vegetable is cab~ge. which is grown on nurlyevery 
fann in some quantity. and wen at practically every meal. It u 
often mixed with other vegetables such a:s spinach. onions. 
carrou, or letruce, or with leguminous planu such a:s beans, 
peas. chick-peas. and lentils. Vcget41bles are often SCl'Ved in a 
t;a.sty stew or ragouL 

Meat is usually served at all meab-mouly mutton, but also 
poultry, pork, beef, and occasion.ally game. Fresh meat is either 
cooked as a stew or ro.uted. Pork is often cured to become ham 
or bacon. Since southern Gondor abounds with dilTen:nt herbs. 
the nlu.Js arc skillfully seasoned and usually taste wonderful. 
Various fruiu (apples. pears, oranges. figs. and cherries) add to 
the menu, caun fresh when in season or dried and preserved for 
later consumption out of season. The usual sweetener is honey. 
A favorite de"en is a pie, filled with a mixture: of honey. 
almonds. walnuts, and dried figs. 

In the grape-growing areas of southern Gondor, wine is the 
common beverage. Red wine is by far the most common. The 
best white wine u grown in the region around Nan Rocchbin 
in Dor-en-Emil, whereas the best n:d wine is grown on the 
banks of the River Sirith. On the average, an adult consumes 
two pints of wine uLiy (locally a iled "pica, H a cheap. red t41ble
wine of weak stTtngth and low q1.lality). Most t41vems offer both 
wine and ale. Usually. a tavern stock" pica as well as one or tWO 

sorts of higher quality winCJ. In the winter. wine i5 preferably 
drunk warm with 'pices $Uch as tarcLlmom and cloves, and 
sweetened with honey. Thi5 treatment makes even the harshen 
red wine into a smooth mellow drink. By contrast. ale u the 
favored drink in Umedon. Anfalas, and the highland vales of 
the Ered Niml'llu. 

PASTIMES 
The demands of life in a village or fann offer little time for 

spon. Hard work, however. requires equally intense recreation. 
As there is linle time for interaction between the families of the 
village, go"ip is the m.ain pastime. The occasional meeting 
between men and boys working the fields and women meeting 
at the well oruring for the animals arc times too brief to share 
more than a few words off;unily and events. This is the way that 
news travels in a village. 

The horseplay of the young provides laughter and enjoyment 
for all. While they are not old enough to work. the young are 
encouraged to play. Activities enjoyed by all are singing. playing 
in.struments, hide and suk, dice, swimming. and fishing. For the 
more reckless young men (and a few young women) there is the 
game of Kine.baiting. (See description below.) For those old 
enough to work. there is little time for play. 

There are a few team spons and individual competition.s thac 
are cause for great friendly rivalry between villages. The times 
of recreation are pn:Jnred formonttu in adV3nce, uccpt for the 
ra:re spontaneous cwn( in a village or fann. n\cse evenu include 
dancing and singing. spons oriented ~nd team evcnu (Dallok 
and tug-of-war). and evcnu that help prepare for grimm« times 
(foot ratu. suve-fighting. wrwling. md archery). Large areas 
at fairs are often set aside for these events. Popular spectatOr 
events arc dog races. cockfighting. or perhaps a plow-pull 
sponso«d by a local noble. Dog-fighting. a spon popular 
among the Daen. is frowned upon byGondorians and can result 
in houility. as Gondorians feel a close friendship with the 
descendants of Huan the wolfhound of Valinor. 

Kn-IE-BAJTING 
Kine-baitingu aspon that originated in Rhovanion. and Wall 

brought to Gondor by King Eldacar', Nonhman supponm 
who settled in Gondor after the Kin-strife. Fanners. especially 
those who own kine. do not look favol'llbly upon this spon. 
The« is usually a fine if one is caught playing which can be three 
to five copper pieces or the price of the kine. 

The spon as originated by the Northmen was played afterrhe 
breaking ofhorscs. The riders would mount their new hones, 
and three to four riders would bait and tease a kine with eight
foot long poles. The idea was 10 enrage the kine while keeping 
it confi.ued enough so that it cannOt focus and att41ck. This also 
helped prove the steadfastness of the new horses. 



The game i" played by using .taff. to hit a ki~ without being 
pat by the enraged animal Occuionally. wh£n a kine dou get 
hold of a pbye:r the damage can be very smous. A side dT«t is 
that some kine aft« being play«! with are no long« manageable 
and han: 10 be put down. Thi" has caus«I many to ruct with 
ang« when finding young m£n and WOnKn playing lhis game. 
A good kim is vcry UpeMVC. 

OAUO< 
Dallok is a popular lum g.um. Each pbye:r is ootfitted with 

a gloft' of cotlon and leather oYer the 1m hand and a shon: bat 
in the right. With five players per tum. tM obj«t i" 10 knotk 
a wood£n ball through a gate. One leam dJcnd. 1M gate and the 
other team attempu to knock Ihe ball through tM gate. whkh 
KOf'U the team a point. The gale is four fm high and thttt f«1 
wide. 

To btcome the attackers. Ihe dJen<u:rs mlUl u:iu the ball 
from their opponents three times withoul lelting them Kore a 
point. To take the ball away. three defenders (at a distance of 
leut three feet from each other) mlUt cOfU«\lliveiy louch the 
bill with mitt or bat. The bul strategies for dJelUC and attack 
arc much debated betwttn games. There arc occasional discus
lions aboul covering the wooden ball with a cotton and luther 
covering to reduce the number ofbruiscs. but broken bones:arc 
rdativdy rart. 

STAVE-FIGHTING 

Each combatant isarmed with a sill-foot 10ng.$l001, wooden 
Jtave, both ends heavily padded with cotton wnpped with 
luther. The fighting takes place on a devatal plarfonn (righ
tml by four feet} 11M: winner rilher pushes hi" opponenl off 
the platfonn, or scores thffl: good hitJ. Skilled fighters some
times fight on a log. or mount themsdVd on small batTCu.. lOil 
sport iI aI.sou:cn with the combaunu lUing wooden swords. In 
this variation. both combatants wear armor of quilted cotton 
with leather hem 

AROiEllY 
Alchery i" by far the mOlt popular spon: in southern Gondor. 

aos.sing all social boundaries with a long and honored hi,,
tory-<owards both archer and bowyer. Rumors abound in 
Gondor of archers who know the KCf£1 of making the fabled 
sud bows ofNiunenor, and many bowyersspend time looking 
for thtJc stm:u. Many br;lieye that there are than in Dol 
Amroth. Osgiliath. and Minlll Anor who pc»JCU thtJc u:acu. 
Some retired soldiers claim to have SC'en the sted bows of the 
King's Guard. 

Two types of archery targeu arc most conunon. The first 
being a Ju,tional)' target (usually a three-by-thtte foot linen 
doth) tied around hay bales and marked with five concmuic 
circles. Archers arc allowed len mows at thirty yards in the 
qualification rounds. The fin: but qualify for the final, which 
includes un arrows al thirty, fifty. and seventy yards each. 

The. RCOnd type of target is nude from a ~ wh£d. about 
a foot wide and seven feet in diameter. A cottOn padded targr:t 
covcnd with linen two fut in dWnel« iI at the center of the 
wheel. This whttl iI roUed down a hiU while the archm attempt 
to hit it. Each archtr iI aUowed three atTOWS and may take a 
pOlition thiny fw away anywhere along the path that the whed 
takes. The wheel uruaIJy rolli for about fifty to a hundred feet. 
In the finals, the three but qualifiers arc alIowtd five atTOWS 

uch at thin:y and fifty feet. Targeu arc often improYis«l to 
show the skiU and versatility of Ihe archer. 

PLow-PUll. 
An eyent that i" only found at festinh or fairs sponsored by 

a noble at hi"own halJ. Tht.SC events Ire held in the urly spring 
at the Y«y beginning of plowing time or in late fall ncar the end 
of the time: for the winter turning of the soil. Each fanner brings 
their plow, and a competition i" held u.rually in which dle 
fann£IS race 10 plow the most land in a set amount of time 
(u.rually from shortly after dawn until noon). The winner i" 
awarded a new plow, onn, or an equivalent prize. The idea i" 
to improve. the fanners' ability to do thrir work and bring in 
more wealth for the ;area. (The noble aI.so ~u hi" fidd plowal.) 

7.2.2 MARKETS, FAIRS, AND 
FESTIVALS 

Markets. fairs. and festivals tfnd tonnngthen local prosper
ity and to bring wealth and prestige to the noble who sponsors 
the affair. To hold a marker, Ihe nobleman pt:titions the nearCJt 
authority in 1M region (unlus he hilludfhappens 10 br; a lord 
or royal officer)' A n:presentative presidu oYer the gathering in 
order to safeguard hi" masur's interesu. This individual is often 
recommended by the person who approved the noblc's petition, 
or is affi liated with a member of the fonner's staff. For fairs. it 
iI genenlly the nobleman's obligation to supply an OYCI'SC« to 
open. close, and manage the eYCf\t. 

Ifhdd in a 10wn orcity. fairs and festivals alwayscomtnmlo
r.ate the u:ttlemmt's founding. It iI considered 10 be very bad 
fortune if the ruler or highest officia.t of the place i" not: prt.SCnl 
to preside oYer thi" eV'Cnt. Many nobles foUow thi" mditjon. 
sponsoring a fair or festival each '1"ar at their hall. Thi" practice 
enables the nobles an: th£n able to tall: the prodUCts sold at the 
cvent. 

MAIwrrs 
Markeu arc one 10 two-<Iay £\Imtl of mdt. cntcrtamment, 

and sport. Local farmers. herders, and crafumc:n sdl thrir 
produce. Tradumcn n:prtKnting nobles, the military. and 
business concmu tnV'Cilo the marketl to baiter and purchase' 
the available produce. The night between the market days iI 
often festive with outdoor tan:.ms, as weU as dancing and 
pctforrnmces by mlUiciaru. The nobles. tradesmen. and the 
town'sleaders want III nuny customers III possible, so they hire 
musicians, and organize different kind. of 'porting evenu to 
attnct oouid£IS. 

Important attraaions arc tradesmen, who offer herbs, spices. 
and (not too upensive.) finery. such as clothes, jewelry. personal 
omamenu, metalwork. findy crafted tools, etc. Youngsters are 
especially attracted by the markets. these: as this is one of the few 
opportunities to mcct the young men and women of nearby 
vilbges and farms. Markeu would btcome known for the type 
and quality of the product thai i" offered. the prices that an: paid 
for goods and the co.st of IUa. 

SmalIn: markets arc Mid on aYtt.lge of one eYtr}' u:ven to nine 
1V'Cdu. Largacities and 10wru would han: wukly markeldays. 
These arc much the WIIC as thc smallcr towru but depend on a 
rcgubr flow of goods to auppon: 1M market. The market days 
tend to remain stable oYer time. and arc well known m the 
disuict ("Yes, theft·,. rnariut in Simbr;1 this lV'Cekend, and in 
a fortnight tMre'. one in Ccldol.~). and the Joc.als can lilt the 
pros and cons of each. 
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FAJRS 

Fain;ar~ e~nts that are talked about with great ;anticipation. 
;and are pl;anned for the mtirt yut. Luting from four to se~n 
!h}". the fain an take up dozens of KnS. Thw. they are held 
ouuide of!;arge towns;and cities that an provide the IIWlPOWn' 

to support them. and a noble wealthy;and powerful enough 10 

support it. The roads art crowded with people. arts. and 
wagons !;aden with goods for !h}" before and afln' the fair. 
Hwulwb of tradesmen and thOlWnds offarmers. hcn:lers and 
c;nfumen bring their produce for the fair to seU and rndc. A 
"tent city." co~ring acreJ ofbnd. is crtcted to house the fair. 
These (tots appc:at in only a few nights;and dwppc.ar quickly 
after the fair is over. 

Each fair is dedicated 10 a spc:cific type of produce (horses. 
kine. grain) which becomes its main focw, although many olher 
products are avai lable as well. The decisions and 
exchanges rmde by the tradesman, famlcr, herder, 
and craftsman effeci both thcir immediate wealth 
;and thei r ulati~ wealth over the nut YUt. The 
fait also ICts as a cenlerof uchange for ideas for 
h;andling problrnu, and for new ways of pay
ing «.Specl to tradilion. 

On the last!hy of the fair, the noble 
spolUOring it puu on a gtUt feast, 
where the wine and ale flow 
fndy, tables grw.n under the 
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weight of meau;and pies, and the participanu become rowdy. 
Atlhe Kine Fair in Spathlin in T.A 1601, things got completdy 
OUt of hand. Several thousand dnmkm men bnwlecl, ;and 
e~nrually loa.! lord brought in the town garrison to rcstOtt 

onIa, 
Some of the rm;ot fairs in southern Gondor indude 

J. The Kine Fait in SpatIllin, held the first week ofUrui. 
2. The Kine Fair in E~ond (th~ miles northe~ of 

Pchrgir)' hdd the last week of Urui. 
3. TheSh«p Market of Lamed on in CakmbcI, held at 

the fint fuII moon in Gwirith. 
4, The Shet-p Market oflthilien, held at a large tent camp 

at the Crouroads west of Minas Ithi!. mrcc: VoUks u.tcr, 
S. The Minstrels' Fair in Linhir, held the first week in 

Iv;anntth. ThiJ is not a real fair, but most minstrels, 
bards, jugglers. and other enteruiners in Lebennin ;and 
Iklfala.t con~ne at it. It is basiaUy a social occuion, 
whcn the wandering entertainers meet;and leUTI new 
songs ;and tricks, and hur of friends. During this week, 
there iJ entertainment in e~ry b.vem and squ.tn in 
Linhir. ;and many of the great(St bards only perform 
outside their lord's halls at thiJ time, ThiJ mwical fair 
attracU lIWly people, so there iJ also;an opc:n market in 
Linhir thiJ wuk, 

6. The Horse Fair in Calmiril, held at me first fU1I moon 
after Micbummtt. 

7. The Fmners' Fair, a large market hdd on the fidds 
ouuide of Minas Brethil in the wt week oflnnnclh. 

Loc::.\1. F ESTlV Al5 

All across southern Gondor loa! festivals are cdebnwl. 
some: traditional and some spDntancow. Spontaneous !hys 
ocO.lrduring weddings, when the fint wine is pressed. the birth 
of a child. me fields art sown. the hay is gathered, etc., while set 
!hY' are determined by the official C61endriC61 reckoning of the 
realm. These ew.nu, which are important in aU parts of southern 
Gondor, are ccntnl to 3 source of renewal in villages. Feuds arc 
set uide and sometimu healed, and new plans are made. The 
fcsti~als uke place on the vi llage green or in a field that iJ faUow 
for the season, T ablu are brought and everyone contributCJ 
both food and drink, (Tatcil's ale, Luin', wine, HisaIa's pies, 
Aegnor's ye llow cheese, and Voranor and his brother Thaur 

bring mutton ;and bacon.) 
The !hy bcgilU with a member of the viUage council 

opc:ning the festivities, wuaUy by me recounting the 
occasion about to be celebrated. At SlIOSCt. aU are 

gathered togethCf to dare the last meal of the 
!hy, befou bringing forww their lnstnl

menu for mwic.al entcttairum:nt. Aftn: din
ner, song ;and dance commence to 

favoritCJ such as "Hole-in-
,---'...... the-WaU" and "'T'he 

GrqMare," 



7.3 TOWNSPEOPLE AND 
CITY-DWELLERS 

Pcrhap!l one tenth of southern Gondor' s ~irUlu dwdl in 
cities and toWIU. Many of thc.se people are artuaN. mtrclunu, 
and officiili. Due to the requirements of their professions. they 
dispby a ncubly higher lew' of educatiOn INn ~e nual 
popubtion. Thuc: au Wo them that pcrfonn the mcmal wits 
I\fUSSU}' to kctp tht; city functioning. such as porkfS, ~U. 

"'-
Sill~ southern Gonder is a hicnrchical society. in which the 

nobility are the biggc.st kndowt1crs and the: domimting group 
in the Icing's government, the ""piring commonrr must tum (0 

bwiness vcnturu in order to adnnce socially within the realm. 
Tnditiornilly. the nobility an a bit wary of merchant activitic.s, 
so they gbdly luvc such marten to the commonas. During 
toUthern Gondor's unith. the time between the conquest of 
Umbar and the Kin-mire. resourceful citiuns cruted ~ 
profiublc: mHchant howu. They accu~~U? gtUl wealth 
and at times eyen wid dcd a dtgrcc of poI. tlc.al mfluence. 

This sitw.tion suddenly chm~ for the worx, however. 
during the seven: «anomie dc:dinc: c:.UKd by the Kin-strife. 
Many m~rchant howu fXnshcd in the wake of Umbar's 
JC(lWion, and the CfUuing dwppcMVIce of the JOUthbound 
mde. The su~ent resau«uring of the bwi~ess li~e of 
Gondor's citiu was a long and painful process. wrmg unti l the 
end of the fifteenth cmrury, this mercantile numoil brought 
much lurdship to the urban population. 

The Great Plague aggra~ted mattcn. Striking Go~dor's 
OYCfCTOwd~ 10wns and cities with a wngnrlc~, the ptsl1len« 
devastated an alnady-weakened Gondorian econom~. Con
tinual, albeit gndlQl, urban decay haunted the South.kmgdom 
""til the end of the Third Age. The urban popuL1tion decruscd 
in proportion to the realm's total populJtio~, ~vide~c~d by the 
fact that Osgiliath was abandoned and Muw Ithll Wall 105t. 
Growth in th~ kingdom's rtmaining thr« ciocs-MiJus Tirith, 
Pdargir, and Dol Amroth-a.ll but stopped. 

7.3.1 GUILDS 
Voluntary associations organi:wl around the p~ic~ of a 

shan:d profession :m a vay conunon phenomenon Wlthm the 
ruE hums and populow to~ of JOUthem ~ndor. Just all 

the nobility defines itself by In vcner.llte~ Image and the 
pcasmtry by its coil , so the townsfolk and Clty-dweUas o~ the 
ru1m find meaning md identity in an OCC\I~tion, whether I[ ~ 
artisarul or mercantile in naNn. The legal sutuSand econoonc 
role of thue associations varied gn:atly ova' time, but for the 
gn:attt pvt of the South.kingdom's history, guilds function~ 
primarily as social clubs for individuals of conunon occupa

tionallnckground. 
These fdlowships served as a kind of cxkndcd or surrogate 

family, and helped to provide coherence to the complexitiu of 
urban life, but initially they had little coUectiw impact on the 
profusions of their manben. Monovu, associations nem' 
utcnd~ beyond the walls of their placeof origin-hence, there 
_ nosingle -Shipwrights' Guild- for allof JOUth~ Go~~r, 
only individual associatiOJU of shipwrights in Pe~Ir, Linhlr, 
Land Emil, and so on. The local nature of these gudcLs proved 
to be their~nduring chancteruhC, dtspite the chmging vicis.si· 

tudts of their Later political fortunes. 

Although Ihe Pelargirean League had !tJ origin !n . the 
Numen6run Guild of Venrurers, occupanonal associations 
played little or no role in the political life of th~~oloni~, which 
continued to be dominated by th~ landholdmg arutocncy, 
Ouring the IUmultuolU ~ars pn:crdin.g the dissolution ~f the 
Pebrgirean League, howem', many gmlcLs became an object of 
pttsccution by this same nobilif)'. ',"'hich vie~ ,any fo~ of 
conunoncr association u a pot~ntl al source of m5urnCtlon. 
Bcc.ause of their often ancient Numen6nan pcdigreu. guild 
membership was JOUght after by many mi~~-blooded urb~
itu, who auempted to UK their affi liation as a guuantorof theIr 
citizen $latuS. and whcrner violence m.lpted betw«n noblts 
and commoners. the guildJ became a rallying point for the 

popular faction. ., . 
The Icg:tl right te. fonn a voluntary ;woelal lon m the.f~e of 

noble opposition was univcrsally ~t~ by T~rannon In:A 
754. T arannon recognized the pollucal potenual of the guilds, 
and perceived that a grant ofltgalif)' would nO'C to nrengthen 
the bond between commoner and roya l int~rests ovcr against the 
threat of a resurgence of arinocratic rule in Lebennin and 
AnfaW. Though in his own life·time Tarannon's ,policy to
wards the guilds was highly successful and popular, m the long 
run it would ironic:tlly help to achieve the opposite effect. 

Tannnon's intentions began to backfire in the negligent 
nign of Atanaur II Akann, whon love of case and disintertst 
in government led him to Invut ceruin favored gui lds wi~ 
political privileges far CJlceeding men: leg~ltoleran~e of their 
existence. For the first time in OUnadan history, gulldnustCl'S 
and guild dcl~gates sat on the governing counciu of the havens 
and [Owns of the nairn, making them a political force to be 
nckoncd with. In Pelargir, Umbar, unhir, Annulond, and 
dKwhue, the guilds came to fill a part of the po.v.:er vacuum le~t 
by T ammon's discmpowennent of the old n?bllity. At first thIS 
generated significant tension betwttn che gu.Jds and the urban
l=cd nobles, but soon the twain would meet, and the result 
would be the civil war of the Kin-strife. 

Once in a position of political power, the guilds could 
become the ~wn for political power; and when Cilimc~tar ~n 
the officeofCaptain of Ships in T.A. 1240, he wuted "ule umc 
in patronizing the guilds in exchange .for their fX~n:tl alle-
giance to his family. By this gtsrure C:thmehtar and hiS dese.en
dants were able to I$SUlIge and ameliorate many of the gnev
ances that then lay between the guilds and the noblu, The 
guilds, in tum, lent th~ir financial lU~port to Calimch~'s 
cause, providing an indispensable matmal resource, cspeoally 
as the kings began to funnel off royal rc~nuts a~ay from 
Pelarg;it in the hofX of weakening the Captain of Ships. , 

The guilds continued to enjoy their~werunder ~ UlUtpcT s 
reign, but thiscamc toan abrupt and VIolent end Wlth the return 
ofEldacarin T.A. 1447, and the retnat ofCasumir's folloWCf'll 
that ellJutd in the following year. E1dacar r~vcrscd Tarannon's 
edict, banning all voluntary associations that had in any way 
supported the Usurper. In T.A. 1455, Elwcar Ii.f~ed th~ ~an on 
thcseguilds, but he alsostripfXd them o~ all pohll~al pnVllegcs, 
forbiddi ng them to hold natJon govcrnmgcounclu.lt w~ n.ot 
difficult for E1dacar to enact this dccne, because the maJonf)' 
of the guildnwters who had benefited m05t from ~umir 
chose to go into exile with his followers, and tho,n who did n~t 
wttC either uecut~ or dispouesscd after the Siege ofPdarglr 
(TA 1448). Eldacar's guild policy was to mmin in force until 

the end of his line in T.A. 2050. 



The ban on me participation of gui lds in urban govanmem 
was necessarily lifted by Mardi! the Steward when he trans

fonned me legal basis of me reaI.m to one in which local rulm 
detmnined policy, and in time many of me new feud.allords of 
$OUman Gondor found it in meir interests to delegate to the 
guilds more and more of the burden of regulating trade and 
economic production in their towns and haveN. The dearth of 
long-distance commerce over the course: of the uter Third Age 
prevented the now unfettered guilds from working any lasting 
change on me aristocratic sttuct'UU of souman Gondor's 
agrarian society, but it did give me guilds an opportunity to 
utend and solidify the power and organization mey had begun 
to achieve under me u ptain of Ships a miUennium earlier. 

THE MAJOR GUILDS 
Four ocC\lpations were me preeminent focus of guild activity 

throughout mu,h of Gondorian hinory: me shipwrights, the 
grain-merchants, the privatecn, and the Mena. Shipwrights' 
guilds had their origin in earliest Numenor, and were of obvious 
importan,e to me C04Stai haveN of southern Gondor. The 
Ship-kings kept the mmlbcr3 of these: guilds busy, as did 
Eldaca.r and his descendants, following' me lou of the fleets to 
Umbar. There was never a time when skilled shipwrights were 
not cs.sential to Gondorian society. 

Grain-merchants acquired meir importance more gradually, 
as me population of the Pdargirean colonies grew in numbcr3 
during me utter ha1f of theScwnd Age. It was not until the time 
of the Ship-kings, however, when a large standing mil itary force 
fint ,ame into bdng. that me grain-merchants' guilds began to 
assume an absolutdycentnl position in the Gondol'ian economy. 
The further growth of the founcbtions of Elendil's sons
Osgiliath, Minas Anor, and Minalilthi l-.augmented the urban 
populace to hitherto unheHd of numbers, requiring a continu
ous flow of grain from one pan of the rcaIm to another. This 
need became aU the mon: urgent (and pcriIous) during the 
Conair pcriods, since the majority of the large-seale grain m.de 
was carried out by sea, and because Umbar and Harondor had 
been imponant sources of grain since the cbys of the Ship-kings; 
but the need eventually withered away during the late Third 
Age, when the decline in population and the lew of two of 
Gondor's principal cities (Osgi liath and Mi/U51thil) forced the 
rulers of the realm to rum to local sources of subsistence. 

Privateers came into elistence as a result of the lou of the 
royal fleet in T .A. 1448. but continued to operate even after the 
recaprure of Umbar in T.A 1810, because of the dedine in 
Gondorian naval power. Even if an individual privateer uptain 
relinquished his profession in favorof a fonnal naval office, he 
would ,ti ll most likely retain at lu,St an honorary membership 
in the Privateers' Guild, because its mcmbcn took s~cial pride 
in having "preserved the liberty of the South-kingdom" in the 
u rly yean of the Corsair th reat. when Gondor had no other 
ship' to protect its coutlands. Privateen remained a pm of 
Gondorian life all the way through the end of the Third Age, 
after which time they were all r«nlited into Elessar', new ruvy. 

The Muta (the shepherds of the Pinnath Gelin) fint ac· 
quired guild starusunderTarannon in TA 754, and is unique 
in that it is the only non-urban based usociation to do so. The 
searcity of aristocratic estates in the non-agriculrural Pinnath 
Gelin meant that the Muta could conduct its business without 
serious rivalryor obfuseation by the nobility. Moreover, the fact 
that ,heep-herding was coNidcrcd to be one of the "ancesttal" 
occupations of the OUnedain in Numenormeant mat there was 

no st igma attached to noble patronage or even involvement in 
the enterprise. These two factors contributed to the Mesta's 
resilience throughout the Third Age. 

7.3.2 THE HEALERS 
It is said that Est~, having perceived Mclkor', desigm to do 

harm to the crcarures ofIlUvatar, took counsel with Yavanna 
and caused plants to grow that could heal and strengmen the 
body. Many ohhese herbs uusc sleep, for Esa's gift to all is rest. 
Other.!. $UCh as athclas, provide refreshment and vigor. Estie also 
taught the we of herbs to the Elves who, in tum, taught Men. 
She granted the &lain the power to heal the illnes.ses of their 
kind, but not to prolong their lives beyond the time allotted 
them, as this would be contrary to the designs ofIlUvatar. 

H .EAL.ERS AND NaMENOR 
In Numenor, before the coming of Ar-Pharazan, the wisdom 

of the halers grew great, and their knowledge of the ITlilidiu 
of Men has not been equaled. Sadly, as the life-spaN of men 
began to wane and doubt of me Vilir grew (manks in pan to 
the machinations o f Sauron). the NIlmen6runs became ever 
more obscs.scd wi th prolonging me span of thei r lives, and bent 
their efrons toward that end. Some healen feU prey to this 
obscs.sion, but most who were numbered among the Faithful 
devoted themselves to more modest goab. such as the staving 
off of disease and iIlnes.s (both of which began to usai l the 
OUnecbin a.s the gifts of the Valar were withdrawn from 
Numenor} 

Only those faithful to the teachings ofEsti! sought to prevent 
the erosion of knowledge of the healing arts. Of the few that 
escaped the Drowning ofNumenor with Elendil and his sons, 
only three were hea.lm. These brought with them a chest which 
contained seeds of the plants used in huling and a few books. 
Planted far and wide, the seeds that were uw:d flourished. but 
the land from which they had come was gone forever. Elendil, 
perceiving the danger of having only a few with knowledge of 
healing. directed that his sons should promote the prese:rvation 
of all healing lore. 

CONNECTION TO THE KING 
"The hands of the king arc the hands of a healer, and so shall 

the rightful king ever be known." These: words wen: spoken 
through the years by many in Gondor, but with little compre
hension of thcir origin. Isildur's hein and those of pum
Numen6rean descent inherited within themselves the power to 
heal the sick, and to recall the spirit of those injured with evil 
weaponry. 

Many of those who were injured in the course of the War of 
the Last Alliance contracted a dark malady that shadowed the 
heart and brought death more swiftly than seemed appropriate 
to their wounds. Swift use of athdas could cure the afflicted. but 
only a few had the necessary skills to administer the remedy, and 
so less than half of the men taken ill by the "shadow siduies.s~ 
(as it was called) were healed. 

Foreseeing Gondor's need, Isildur decreed that each city 
should support a H ouse of H ealing. where all who were ill 
might go. Such houses be,ame an arm of the royal retinue and 
recciw:d the favor of the king. The first of these: houses wa.s 
established in Osgiliath, where the books of the fint healCD 
from Nllmenor were kept in a puce of honor. These books were 
copied, but many were lost in the destruction done to Osgiliath 
and Pelargir during the time of the Kin-.strife. 



1.5 the king$ ofGondor 1.« ilia mdirion~lly healtTs, connec
tion 10 the H owa of Healing became a source of poliric..a.l 
Itgirimacy. Thus, even in the time of Canamir the U$urper 
(who bo« little love for the instirution)' the H ouscs n:ceived 
suppen from the king and his court. Until the waning of 
Gondor in Ihe Third Age( and prior to its n:binh in the Founh). 
Gondori;oru believed Ihat no one could be king who did not 

fuvc - healing hands. ~ 

THE House: OF HEAUNG 
The H ouscs of H ealing in u ch dty arc servants of the king 

and governed only by il is justice. H u l .. rs arc also given the 
protc<rion of the King's Guard and au esconed by them when 
rnveling Ihrough dangerous places. Matenal suppon for Ihe 
hultts in nch cirycomu in pan from Ihe royal lreasury, in pan 
from the nobiliry. and in pan from leaching and olTering for s,ale 
the common rcmedic.s needed in every ilOll5ehold. Most often 
it will be found that the building used by Ihe healers has itself 
been donaled by a noble family with tics to the king. 

Each house is governed by a wuden. In ci lies having more 
than one house, the re is 3 Cilief W arden of all the houses. 
Nominally, the head of all the houllu is the king. This is 
dcmonstr:lled in Ihe salutation used in correspondence, ~By the 
grace of Ihe Valar and o f the king." 

THe H EAUNG VOCATION 
Unlike many professions, people join Ihe healers at dilTcrenl 

points in life. Some apprelilice ;u children, but many Se'ck to join 
when thcy are more advanced in years and have seen something 
of the world and pr:actietd anotiler mde. Often, soldiers who 
tire of killing and danger, or merely of the need to be forever 
w;ltchfUl, renounce their swords and take the Healer's Oath. In 
addition, people who acquire knowledge of cures and remedies 
will tr.IvcllO a ilouse to silare and enlarge their wisdom. 

Upon entering one o f Ihe houses as apprentice or joumeynun 
huler, uch person must take a simple oath, given 10 Ihe head 

of the house in th .. city: ") swear by 
futi! and all the Valu tha[ ) will do 

all within my power to hul the 
sick and to preserve 

life. I swear that I will not raiSe' my hand in violence, nor seck 
to cause another hann, l willservc my king by hulinghis pwple 
and prucrving the knowledge I have b1een given.

N 

Upon raking 
the oath, the speaker dons the white or pale bluuobeUhat mark 
th.. heal .. rs in Gondor. Hu.lers.also bear a distinctive hrraldic 
duice bearing a likt:neu of the White T«e with a hand 
supmmpoSe'd upon il (symbolizing tht: healing hand). Occa
sionally .a person may be releued from the oal il and Ihen 
allowed to return and lake Ihe ouh again when his duties are 
finished. h is utremcly nrc for a he.tler 10 break the oath. 

7.4 SECRET SOCIETIES 
The Kin-smfe crea[ed .l dimate of mimmt. The civil W.lr 

spaWfled a spirit of disunity never before uperienced by the folk 
of southern Gondor. G b.3b, faccions, and .til manner of 
clanclc.stinc polide.tl ordrn flOllrished under the reign of~umir 
(T.A. 1437-1447). They included the Usurper's own cadit of 
spies, informants, and assassins-the dreaded Cor Ar:ln (S. 
"King's Circle")' Even Ihedownf.lll of Cast ami rand the e~i1e of 
his supponus failed 10 arrest this troubling trend. Although 
ushering in some of the hoped-for restoration amI olTering a 
more comfonable level of societal h.lmlony, Eldac~r's \'ictory 
could hardly be characterized as the dawn of .I true social 
renai$$.lllce.lns[ud, Ihe kings brume more suspicious of their 
subjects' lopley. Meanwhile, Ihe diSe'mpowered seelhed with 
rcst:l1Imcm and political ambition, poisoning Ihe bonds of trust 
Ih.at had once united Gondorian society. 

7.4.1 THE TOOTH DOLEN 
When EI<hcar «ascended the thronc in T.A. 1448, he had 

to uncover and rt:movc numemlU tndition;llists st ill occupying 
important positions, c.s:pedally in the coastal provinces. Hr S.lW 
the need for an ordu to comb.:l t th ruts that might stem from 
such individuals. Th .. notonous COr Ann had bern di"olved 
and ouclawcd at the collapse of the Usurper's reign. and the 
populace would not .lCCCPI a similar ordu, regardle" of how 
nece$$.lry it might be for Ihe security of the realm. 

However, concluding that he needed such a foret, Elcbcar 
relucl3ndy esublished a secret order. the Tinlh Dolen (s. 

" H idden Guard"). It was charged 
with finding and neutralizing the 
king's enelllies, but acting within 
the borders of Ihe realm :U\d abid
ing by its laws. (Spying outside o f 
Gondor was the prerogative of the 
army and navy.) Its spies were re
cm iltd from the loyalin resistance 
groups lhal had opposed Casramir's 
ru le. From Ihe beginning, it per· 
fonned commendably; Eldacar's 
second reign was never threatened 
by domnlic fOCJ. 

1.5 the wounds of the Kin·strife 
healed and Castamir's supponers 
pused aw.ly from old age, the Tinth 
Dokn turned its attention to Ihe 
Umbauan and Hal'2drim threats. 
From the T.A. 1540s onward, Ihe 
group spent most of its re$Ourc .. s 
combating Soulhron aCl ivitics. It 
was usually successful. though lile Hrllkr III ,br 

brJsj,u 



failure to uncover the extensive Umbarean spying activities 
preceding the devuuting atuck on Pelargir in T.A. 1634 wu 
considered a major embarrassment. 

The Tirith Dolen ill a sm.all groop. its members numbering 
les.s than one thowand. lo spies. u.suaUy called Hin (5. ~Eyes" ; 

Sing. MHen"). operate in small bands, fonned to deal with 
specilic problems or enemies. There is little formal structure. 
and the group possesses great fl exibility and adaptability. 

10 headqwrtel'$, intemally known as the Dol (5. "Head"), is 
tucked away in an inconspicuow location on Citadd Rock in 
Minas Anorin northernGondor.lo members consist of a chief. 
.alway.s referred to as the Thoron (5. '·Eagle"). one or two 
deputies, and a few sec;ret.mes responsible for archives and 
organiz.nion.al matten. The Eagle's identity is known only to 
the king and a few dose advisers. Meetings and other activities 
take place at various safe locations in Gondor's major cities. 
Most Eyes never entCT the Head nor meet the Eagle face·to·face. 
All these precautions have proven successful. and the populace 
rmu.ins ignorant of the existence of their secret guardians. 

Of course, it is impossible to hide a scc;ret order of thill 
chancter from the high·ranking officiw of the realm. Provin
ci.al lords and military commandCO' know ofio existence, since 
Eyes occasion.ally request thdr assisrance or arc caught by city 
guanamen or military patrol.s while on missions. But the true 
.size, compo.sition, wk.s, and a pabilities of the Tirith Dolen arc 
unknown to.al l ouoiders, apart from the king. 

The Eyes do not have the power to arrest; this restraint is 
considered necessary to limit the powers of the group and to 
hide io existence. Instead. the Eagle reporu suspiciou.s indi
viduals to a trusted ministCT, who then initiates the appropriate 
legal procedures for apprehension or expulsion. However. the 
Eyes occasionally break these rtgUlations; for instance, by 
:a.ua.ssinating key adversaries without recourse to proper proce
dure. The Eagle'.s excuse is usually that the delays in the leg.al 
.system would cause serious hann to the realm. But all Eagles 
maintain .stringent standards among the Eyes, and tho.se caught 
in flagrant disregard ofintern.al rules are either dismissed or ju.st 
disappear without a mct. The internal safety has generally 
proven good, and there are no known cases of treachery or 
defection to the enemy. 

7.4.2 THE BROTHERHOOD OF THE 
MOUNTAIN PATH 

The Brotherhood of the Mountain Path was lirst conceived 
in the late spring of T .A. 1448, when thI'« Orodbcdhron 
wamors-Aidhan, Bheil. and eeaid-returned from the Kin
strife [0 the Moman. They had.all fought for Castamir, not out 
of conviction, but because their company had sided with the 
Usu~r. The three had deserted btfor.! the battle at the 
Crossings of the Erni, being sick of the meaningless civil war, to 
return home. 

While traveling together through a chaotic southern Gondor, 
with brigands roaming the countryside, AicUu.n started to 
develop ideas of Oaen purity. \Vhen they had returned to the 
valleys, Aidhan continued discussing these views with folk of all 
ages. On 13 Hithui, T .A. 1448, twenty-seven Orodbtdhrim 
gathered at Setmaenen, and swore an oath to pursue 
Orodbedhron independence. The group took the name "The 
Brotherhood of the Mountain Path." and Aidhan was the 
unchallenged leader. 

From the start, it was clear that the BrothCThood had no plans 
for anned rebellion or insurrection against the king; irutead, 
they wanted to build an Orodbcdhron realm in the hearu of the 
mountain tribesmen. Perhaps the best description of the 
BrothCThood's ideas ill thillquote from the speech Aidhan made 
at the stones: MSo, if a man of Gondor spew to you in hill 
tongue. you will walk away; and if he .spew to you in out 

tongue, you will walk away. We will no longer btcontaminaud 
by their laws. CUStoms, and traditions. They arc weak. decadent. 
dangCTOus. and wiU only destroy u.s. There will be no trading. 
no talking-nothing---between the pure [the Oaen] and the 
unclean [the DUnedain ].~ 

Aidhan's long.tenn vision was of all the Oaen--i'n southern 
Gondor. Oniwaith laur and Enedhwaith-undCT the benevo
lent rule of the Brotherhood of the Mountain Path. The 
Brotherhood would be the u.scnce of all that was good in Oaen 
culture: true religion, just laws. and ancient CUStoms. Aidhan 
and some of his followers mveled to Enedhwaith, and had somt 
success in recruiting followel'$ there. 

The ideas preached by the Brotherhood became increasingly 
more popular among the Orodbtdhrim, since the core of irs 
tcnet:.s-thc innate superiority of the Oaen-was seductive. 
The Brotherhood grew slowly during iolirst years. but many 
people, especially younger Oaen, tried to join it . 

Those admitted to the core of the Brotherhood swore an oath 
of allegiance to iu ideals and to Aidhan as iu leader. They 
traveled in the valleys, spreading the BrothCThood'.s vision, 
recruiting new members, and gathering information. The core 
membc:1'$ were exclusively male, and mostly young. 

The BrothCThood allowed only the best and brightest to join 
the core. Others were told 10 remain in their villages, in the hope 
ofbting inducted later. Aidhan was very careful to screen out 
tough.s and bullies. nel'CT admitting those who wanted to join to 
obtain personal power. So the BrothHhood had many suppon
ers who remained in their homes. alld who supponed it by 
feeding and housing traveling members, as well as by giving 
them provisions and news. 

The Brotherhood was ruled by a council of five, of which 
Aidhan was the leader. Any member of this council could make 
decisions on behalf of the Brotherhood; but if the othCT four 
disagreed. the decision might be revoked at a latCT time. This 
meant that even though the Brotherhood had a very centralized 
ordCT. adecision-makCT was never very faraway. The council of 
five tried to meet at least on(C every season. 

Loc.al village headmen and elders discouraged people from 
joining or supporting the Brotherhood. since it threatened their 
tradition.al power. The ciders were divided; on the one hand. 
they wholeheanedly agreed with most of the OrdCT'J idcal.s. on 
the other, they feared that they themselves would loose .some of 
their importance in a re.alm ruled by it. 

The Brotherhood was very discreet in their dealings with 
ouuidcrs; there WCTC no badges or other symbols of member· 
shiporsuppon. nor any war cries orcurscs. Aidhan stressed the 
importance of retaining the Brotherhood in the hearts of the 
Oaen. 

In the turbulent. po,,-Kin·strife year.s. the authorities had no 
time to bother with the mountain valleys, and if traveling 
tradesmen noted a decline in trade or cold treatment by many 
Oaen, the OUnedain put Ihill down to "the hard times." 



7.4.3 THE BROTHERHOOD 
OF THE SWAN 

The Brolhtrhood of the Swan is an ancient, SUTC[ ardcf, 
dediuted to the prow;tion of Gondor from a variety of ruI and 
inuginouycncmics, csped.t1ly those of a ~magiul" natun:. lt has 
mtmbcn: al l over Gondar, but h.as :uways been strongest in 
Pdugir and surrounding an:u. 

The identity of iu M .a.s tcr is kept secret from the rank and 
flle, with communication being mainuincd by the councilors 
and coded m=gcs. (Many of the brothers au utn:mcly fond 
of codcs and ciphers, and 1m: them c~n when Ih~ is no real 
I)((d.) The typic.t1 manbcr of the ordu is rtlacivdy inupni
meed (;lI1 lust whcu n:al dangers arc: concancd). utrnndy 
.cmivc, and quite (;lJ1:llic and sclf.rightcow. They an: u
trtmdy loyal ( 0 nth other, and 10 the Brotherhood and will not 
betray its S(curs, ClfCcpt in the most dire cimurutanccs (such as 
v;u;ous forms of magical coercion). 

The Brotherhood owes its c:tisltIlcc 10 the conditions during 
the firs! E.utuling inv.uion during Ihe T.A. 49Os. It, founder, 
Siriondil, w.u a Pdargitc.tn noblclTWl with a strong inteust in 
magic .tnd Elvish lore. Seeing me need 10 protect Gondor 
agaim[ iu enemies, but being out offavorwith King Anudil, he 
choose to act on his own initiative. The members of the 
Bromerhood WCl'C' original ly chonn from :among hu friend,,; 
and relativu. mo~tly members of Ihe upper c!.us of the rouuI 
un. The king's spY-lm$ters did, of courJc, lurn of the order. 
but du misscd it.u a bunch of harmlus rcunlries. 

Ouring the nut millennium, the Brotherhood had iu ups .tnd 
doWTU, at some timu alm()$[ becoming u tinct, in other !Xriods 
pbying a noticuble role in Pebrgire.tn politics. At the begin
ning of the Kin-serife. it supponed Castamir, but the crudties 
and ClfCC$SCJ of his regime soon made them change their minds. 

In the T.A. I 640s, none of the Brotherhood's present 
members. with the exception of Q[hir Pdcndur, occupy high 
positions in the royal government, but somc can be found in the 
Squire's Hall and in the military himrchy,.u well in me wealmy 
mn-chant houses. The population at luge is towly IllUWUC of 
the Brotherhood's ClfUtena:, and I1\O$t people would probably 
not care vny much if mey knew of it. southnTI Gondor's re.t1 
enemiu, like the Com.irs, think them mostly harmless. 

7.5 MALEVOLENT CULTS 
Sceause southern Gondor u.u much a rdigiow entity.u it is 

I politic.al rulm, countercultural structures generally pos.sc.ss or 
arc usigned a religiow dimension. The Faithful .ucribe culu, 
for insutlce, to the mKhinations of Sauron or heirs to his 
InTible legacy. While such chargcsccnainlyconuin an clement 
of truth, meyoften overlook me fxt thatSauron tArdy invented 
rdigion from kr.ltch and that. more often than OOt, he was 
forced to draw upon uuting fomu of worship to achieve his 
purposc.s. Moreover, not all things that appear evil to the eyes 
of the Faithful necessarilyowe theirorigin to Sauron. The world 
u full of spiril$-$Ome benevolent. some malicious, some 
indifferent to me rulms of Men. 

7.5.1 T HE CULT OF SHOGUC 
The Cult of Shaglic u Sauron's muution of the Daen 

Cocntis venention ofGobha(Aulc~ which worship he himself 
had atabluhed for them much earlier in the Second Age when 
his intemions wac still bc.ncvolent and sdOus. Shoglic is the 
Daenael n:une forSauron, umkrstood.u the servant or messen
ger of Gobha to the Daen people. H is veneration had been 
prcscnt.u a pan of the original fonn ofCocntis religion; but in 
S.A. 3253 ~uron came to be $Un .u the sole channel and 
mcclialor of Gobha's bleuings. This theological development 
went hand·in-hand with the investment of the Morachd (On. 
MKing of the MounuilUM) with exciwivc royal .tnd priestly 
power over the old Cocntis alliance. 

In iu late Second Age lTWlifestation, then. the Cult ofShoglic 
was funcbmcntall y a royal cult, and w.u propelled by the 
Morachd's drive to establish his own temporal power in 
Middle·nnh. In vinual anticipation of the later Numen6re.tn 
Cult of Mdkor, the Monchd set our to nlrn all who opposed 
him into his slavu and sacri ficial victinu. Commanding the 
hosts of the transformed Cocntis alliance. the King of the 
Mounuins nude war upon the Dan.tn Lin of Ihe lowlands. and 
again" those highbnd clans who ruistccl his monarchic claim. 

At the center of the cult's ritual w.u the Sur of Gobha. the 
hean of Ihe sacred mountain which Sauron of old had helped 
the Datn 10 uncover in lhe delving of lugh Gobha, now the 
royal f.utflCss and ruidence of the Morachd. As with all things 
that Sauron had uken a hand in rnUing. the Star now became 
a channel for the imposition of the Dark Lord's will and an 
added SOUf(e of power to swtain his fana in Ihe world. To thu 
end, Sauron forged a crown for the Morachd, .tnd.sct the Sur 
upon it. This crown the Morachd always wore when presiding 
over Ihe rite of m;rifice. 

Although the kingship of the White Mountains and iu cult 
were cutshon by bildur'scursc upon the Monchd in S.A 3434-
(scarcely rwo centuria after iu inccption~ the veneration of 
Sauron as Shoglic nevertheless persisted in various fomu 
:among the surviving Oathbreakas well into the Third A~. At 
ancient sita such .u Galibur and Hogo T arosvan. enclaves of 
the cult continued to function. though the cult iuclfhad now 
lost iu royal pretensions. Bereft of any Kmblance of unity. these 
isolated pockets ofCocntis worship nlmed inward, Keking in 
vain to umedy (or. at the least, to come to temu with) the 
Doom of the Oathbreakers. 

7.5.2 T HE CULT OF BENISH ARMON 
Benuh Armon u the nante given by the folk ofEthir Anduin 

to an ancient roin in the midst of the tangled river mouths. Since 
the end of the Second Age. Benish Armon h.u bc.en the lair of 
the cat-spirit, Teviklo. and his nine thanes, who haunted the 
memory of the Ethir-folk from time immemorial. Being hunt
tn, theguat eats preyed upon me folk of the Ethir to sate their 
devouring spirit. But in the year TA 831 of the Third Age. the 
folk of the Cher T aeol c1.tn made a paCt with the cats, who 
promised to bC"come thcirprotectors and to grant them magical 
powers in return for the aid of the Cher T aeol in overcoming 
their sorcerous imprisonment at the hands ofQuefll Bc:nithid. 
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Thus was born the Culc of Iknuh Annon, ~pected and 
feared by the Echir-folk. and persecuced by the kings for its 
insidious pm::cice of human ucrificc. The purpose of chI' cult 
is co locate the hidden dexendanu of8enlthiel, who alone an 
apableof rdeasing the atsfrom their bondage to the Kuilrondo, 
che sorcerous jewcl which the queen used co enslave T evildo and 
his thanes to her will During the interim, the cult u obligaced 
to keep the au well-fed, so chat they may be periodically 
rescored 10 their fanar. (Following BaUthicl's expulsion from 
Gondor, chI' ats lost the ability to maintain their physical 
shap<.'s, except for short pcriocb of time when strengthened by 
the absorption of life essence; hence the need for human 
sacrifice.) 

Should Tcvildo ever recover hu freedom, he and hu th:anes 
would most likdy remain content with their Ethirdomain. The 
cull itself would continue to fUnction fOl: the Cher T arol who, 
as a consolation for their long service in the cause of the cats, 
would continue 10 enjoy the favor ofT erudo. 8ecaU3e of its 
att.1chment to the Anduin delta, the Culc of 8enuh Armon is 
unlikely to involve it.sclf in the larger. affairs of southern 
Gondor, ucep( by virtue of its unending search for Bcnlthid's 
legacy. 

7.5.3 THE CULT OF THE DARK LADY 
Ac the height of their power in the late Second Age. most of 

che nine Nug!il. the undead scrvantsof the Dark Lord. fostered 
cults dedicated to their wOl'$hip. These false religions (for the 
most pan unknowingly) compelled their adherenu to draw 
power from and give 
strength toSauron. The 
culu' stated goals. be 
they stated or covert. 
were served only in so 
much as they furthered 
the Dark Lord's ainu of 
world dominion and re
venge. 

In Nur Harad, on 
che borderlands between 
Mordor and Nllmen
orean UmbH, the 
Ringwraith AdCmaphcl 
reigned for centuries. 
Hcrcult became central 
to Ihe CUiNre of her su
pcl'$lilious subjects. It 
was the naNnl out
groWlh of their rever
t nct for thdr "immor
tal queen." In iu devel
oped form, the Demit 
Hulraba (Har. "Cult of 
the Dark udy") was 

dedicaled to summoning tht power of the Night----dut U, the 
powcr of Sauron and Adunaphcl----co protect the Haradrim 
against foreign oppression. Usually, the onlyforcigntrs troubled 
by the culc wert Ihe Dt1nedain. 

Thanks to the pa.ssage of time and some clever propaganda, 
AdOnaphd, once a petty NUmen6rean despot, was tnnsfonned 
into the Huuzc martyr. A$ Ard Once Vain, she: was fOl:ced to 
net from tht tyranny of the Lords of Men after her defeat at the 
Dagor-i-Glinfalas in5.A. 2280. ru the poems told herstory, she 
was only able to escape her crud pursuers by casting her 
substance into tht form of Shadow. Sht was forced to maintain 
this guise even at her new mounlain stronghold at LugatlGr. 

ru the Dark udy,Ard Once Vain was s.aid to have "unified" 
the bloodlines of the DUnedain, the Saka!ai (Ad. "Coastal 
Folk"), and the Holy People (the Haruzc). She became a 
symbol ofHaruzc: nationalum. Her legend and status placed her 
s«ond only to tht Moon Goddess htI'SClf in tht local pantheon, 
and Adunaphd widded this powcr to advance her [rue master's 
caU3e in Hand for thousands of years. 

In the Second Age, the Cult of the Dark udy's most public 
danUit were the Nahmit &.aram (Hat. "Suten ofNightsong")' 
a group dedicated to protecting Haruzc women from the 
"colTUpting" t.fftets of Dt1nadan contact. Locals ftand the 
DUnadan men and their great wealth. In thtir campaigns to 
control concubinage and prottet those young womtn forced 
into brothels by debt or violtnct, tht Sistcn ofNighlSOng often 
forged alliances with local Haruzc officials and priests. 



At the I.amC rime, other demenu of the cult f~tend a 
poUonow brand ofHaruu nariorWUTn, encouraging the sepa
ration of the races within Handwaith, politic.al COlUpiracy 
.pnst NWnen6run rule, and atudu on 0WwIan tnvdus. 
While fUtthe:ring the:u goW, thc Otmit HuloN gHhcrcd 
information on competing Haruzt politic.al factions. They 
fostered competition and tnror among Ioc.aI cbns, and ruind 
or at$UIwud thole the cult found dangerous. These activities 
ftn curiul out at a .sufficient dUtancc from the rulu of tM 
Rulm of Ard to allow her to deny any involvancnt. Thus, the 
Uwr qurtn aYOidui any son ofNlimco6run run'bution. The 
almighty kings ofNWncoor refrained from punilhing hu. No 
inuiJtible miliury upeditioOJ sought hcr destruction. 
AdQn;,phd's allimu with Sauron also hdpcd dlidd her domain 
and dou. hu ambirions. So too did hu ~tiVl: policies. Few 
witnessed or kmw of the blood riru.w and human ucrifices to 
Morgoth that s~ned the floors of hu tanples. Only a weer 
dite among hcr followers survivut tho( dark practices. 

Of COUnt, shc could not maintain thil veil of ncrc:ty fotever. 
AdOnaphd WaJ driven from Lugarlll[ and into hiding at the time 
ofSauron's .sum:ndtt to Ar-Pharu6n in s.A. 3262. Iu prien
guards divm:ed a small tributary of the Hamen and ll00dul em 
Clverns hidden W1der the fortruJ., destroying the grut strong
hold as: the NUmen6rean hcnbl Ipprcnchcd. 

NCtmiag clansmen from north of the Ephd Othth lettlul the 
region around Lugarlllr in the chaotic years Uta the W arof the 
Last Alliance. Racially isobtul from their Haruu ncghbors, 
chey were Iike:ly candidates for rccruitment by me cult's SUrYiv
ing priesbl, who still operated from sterct chambers hidden 
beneath the ruins. When Adwuphd tetumul to LugarlCir in 
T.A. 1050, her ncrct smmghold was already prepared for her. 
guarded by a retinue of faithfUl servanu and connCCkd to an 
extensivc network of priesbl, acolytes, wonhippco. thugs. and 
informanu.. 

The Dark Lady knew that she was too weak [0 challenge the 
might of the Gondorians, the new muterJ of the upper Hameo. 
Herpriority, cvcn more: so than in theSccond Age, wall to keep 
her identity and sanctuary sterct and thus protect her dite 
followen. Beyond this, she was intent on gathering news 
concerning the peoples of Gondor, Umbar, and Hand, for
warding it to the Necromancer in Dol Guldur. She schaned, 
.successfUlly, to u-cstablish the wonhip of Darkne» aerou the 
lands south Ind soumcaJt of Monlor, paving the way for the 
fUture return of the Ringlonl to his tealm. 

The Gondorian authorities were, of count, aware that Dark 
eulu uistul among the H.uuu. Some of than, such as the 
SislerJ ofNightsong. had outWled the fall ofSauron and were 
aI.mo$t considered rupcttable. However, they nevcr, W1til their 
pow« in Ncar HInd was in visible dulin<, W1dentood that I 
single Shadow.pow« w.as behind the consUl'lt IUcmoil of 
conspincy, terror, and at$UIination thai neYf:rcu.ud 10 trouble 
their southern frontiu. By the time the court embraced the m~t 
pannoid visiON of(jondorian officiW., the Forces ofD~ 
wac in control of the Orc-warrcns ofGorgoroth, and Gondor 
wall too cripplul by the Kin·strife to dri'ft than out. Monlor, 
thadore, was a primary source of the te[TOr in Hand, and 
LugarlCir remained ill most JUccusfUl conduit. It remained I 
safe haven for Sauron's followers.as long as the DIrk Lady cared 
10 dwdl ther(. 

AdOnaphel abandoned LugariOr in T .A. 1640. Recalled to 
Mordor in the aftermath of her m.astcr's awfUl ma.1ttntrokc-
the Great Plaguc-she helped Sauron and the other Olairi plan 
new conspiracies against the DUnedain. She abo helped pcr
fonn ceremonies central to the replenishment of the Evil One's 
power, for the creation Ind distribution of the plague had 
actually sapped the st'rtngth of the mighty Lord of the Rings. 

The Lugalim, the peuanbl who hid protected her sccrc:t 
umple for more than fifttcn gencntioru, were shockul by 
AdGnaphcl's sudden dcplrt\lrc. Their hu.dmcn sought to entice 
her to rcwm by esublishing a more gruesome fonn of her cult, 
transfonning the ruins of the villa into a grisly open-air shrine. 
Here they rcguIarly pufonnul bloody moon· lit ucrifices of 
anloWs and hwnan prisonm and dlYU to a nuuiYf:, crude 
stone idol of the Dark Lady. Local Gondorian and Haruu lords 
led periodic forays against the u..galim o'ftr the centuries, never 
quite managing to kill than of( Of driYf: them aw;.y. Meanwhile, 
the true Temple of Darkness, hidckn in the II\O$t ~t c.avcnu 
bmeath the ruins, continuul to KrYC: as a wly-sucion for 
AdGnaphcl's minions. IbI I~ltion renuined I mystery W1cil 
Sauton's control oYtt Near Hand wu complete and the neul 
for sccrc:cy wu ended 

During the centuries of AdGnaphel's reign It Lugarillr, the 
Cult of the Dark. Lady sprud acrcw Hand and pos«I a 
constant threat to both thc OUncd.ain and any po_n among 
the Haruu who might act in oppo.tition to Sauron', will To 
this end, the cult maintainul the fiction of the Dark Lady's 
deYOtion to the racial and culrunl purity of the Handrim for 
centuries. After the Condorians were: driven from Near Hand, 
the Ladnocans and other Haruzc religious and politic.al factiON 
wac ibl primary urgeu.. tn the end, though, it was the Audanit 
Va~c Sunfire cult and the Followers of the Sun--who 
manag«l to win Ncar Hand for Sauron. Still. the Dark Lady's 
followen pencvcn:d, surviving the rise ofElcssar and the fall of 
Sauron, and they cndurcd u a rumor of evil right into the early 
'1=" ..... 1. ....... 
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8.0 RELIGION AND 
FESTIVALS 

The DUned:ain of southan Gondor all themsdva ~the 
Faithful," and it ~ their ulUwerving alIegianc;e to EN llUvatar 
(the one true God), and to the Valar whom he has appointed to 
govern the world, which cfutingu~hes them from all other 
mortal races, Their religion SCfVes as the heir of ancient 
Numcn6run practice, It also provides cultural and political 
continuity for a people whose evcr-changing bloodlines might 
thuaten their .soc;ial $!ability. 

Gondorian religion cxprcsscs and SU$uins the $;lc«d order of 
the ualm through its ritmls and c;eremonies. This is true 
throughout the realm. Although the worship of Iluvatar is 
primarily a royal affair focused at Minas Anor to the north, the 
lands of $Outhem Gondor mjoy their own spcc;ial rdatiolUhip 
to the divine powen. It was heu that the $;lc«d tnditions that 
extend back to the days of the first Numen6uan contact with 
Middle-earth initially took root. 

8.1 THE WORSHIP OF ILlJvATAR 
J[uvatar (Q "Father of All") ~ the rwnc that the OUnedain 

givcto Etu(Q "He that is Alone"). He is the CnatorofEl, the 
univcrK, alld everything in it. EN alone is worthy of worship. 

The OUncdain believe that the Quenya form of the Divine 
Name possesses great power in and of itself, and for this u ason 
the Faithful do not utter it aloud, using instead the Ius 
hallowed, Westron circumlocution of "the One.~ Only the 
King ofGendor may speak the Quenya form. and only during 
the annual festivw of thanksgiving upon Mount MindoUuin, 
or on the oc:casion ofbeuing witnus to a solann oath. A vow 
made in lIuvatu', name is bound by a power beyond all 
rec;koning. and not even the Valu have the ability to Rlease an 
individual from its hold. 

The worship ofIluvatar has its roots in Nt1mc.nor. Once the 
Vab.r had established a land for the Three Houses of Men to 
dwell in, Manwc: dec;ued that the Edam should be insmu:ted 
how properly to pay divine honor to the One, modeled after the 
uveunce whic;h wu prac;ticcd in Valinor. The thuc greatest 
holy days for the worship of I1uVOltar weu the lrw!ymni, the 
ll'lll.iil"/i, and the ErwN"",/i. During each of these days, the king 
olTered prayen to lIuvatar 00 behalf of the people. In Nlimc.nor, 
the king asc;cndcd the holy mOU/ltaio of Meocltanna in the 
center of the land to do $0. After Nu.mc.nor', Downfall, Elrodil 
and his line oITcRd the annual prayen at the High Hallow on 
Mount Mindolluin, at the dividing point between northern and 
southern Gondor. 
EI'II~ (Q "Prayer to Eru") was held on N/rriml 12 

(Frbruary I). the midpoint betwern midwinter and the spring 
equinox. It marked the beginning of spring and the dawn of the 
agric;ultural year. The king oITcn:d a blessing and prayen, 
seeking quirk. halthy, and plentiful crops of tuber, root, and 
seed. 

Irwl.iilllli (Q "Praise ofEtu") wu c;cldmlted at midswmner 
Qune 21), c;oinciding with the festival of /«nJi. The king 
:lSCended to the Hallow at sunrise and oITrred praise to I1uvatar, 
asking for continued good weather throughout the coming 
months. In c;ontrast to this $Olemnity, 1«nJi' wu the people's 
festival, marked with bonfires to c;c1ebrate the sun's highest 
point. It w;u wo a cradition that on this day the king honor«l 
00( amongst the people for some outstanding display of talrnt 
or valor. 

The third nujor holy day was EnJr,,~IQIi(Q. "Thanlugiving 
to EN"), celebrated 00 Um; IO (August I). halfway berwem 
thr autumn equioox and midwinter. The king olTered to Eru 
bread baked from the first grain, together with the first fruits of 
the harvest, in gratitude for the wealth of the yrar. 



In the twenty-founh centuf)'of the Second Age, the f ... b.",t.J1i 
_ negltcttd in Nlimenor, The old observancu wm: fCStOred 
under T ar-Pahntir, but uter hiJ death the scepter was usurJXd 
by hiJ nephew Ar-Pbanz6n, the lan king. Ar-Plurn6n humbled 
Sauron in Middle-cuth, but tmn was Kductd into the worship 
of Melkor. Although the Hallow was never defiled. the 
Mcnclwnu bcamc a forbidden place. In iu stead a drud 
~ple was ereatd at Annenclos, when cUKlcs.s blood ucn
flee was ofTen:d to Melkor, in a perverse mockcf)' of the Srrim. 
(5« Section 8,4.1 below.) Those who remained faithful to the 
Vilir andlO lhivatu kept the holy cbys in SCC'CI, for they wen: 

pcnctuted, and nuny were put cruelly to death. Others, fleeing 
the opprusion, returned in those cLtys to Endor. 

The annual worship of I1uvaLtr was rutored at Mindolluin 
inS.A 3321, and was pcrfonned without inlemJption until the 
failure of Gondor's royal line in T.A. 2050. The 1055 of a 
legitinute Gondorian king was a spiritwl disaster for the 
OUnecbin, since they were now bereft of an intcnnediary with 
the One. They found thenuclvcs unable to fulfill theirrdigious 
obliga tions as a people. Nearly a thousand yeus wen: to pa.u 
before the name onJuvaLtr was to be spoken again in the South· 
kingdom. Aragorn Elcssarrencwed the ancient worship in T.A 
3019, the first to ascend the High Hallow since King Brnur. 

8.2 VENERATION OF THE 
POWERS 

Although the Faithful hold lluvatar to be the sole object of 
thcir worship, thiJ does not prevent them &om cstablishing 
bond. oflow and veneration with the Yilir and the Maiu; for 
though lhintargave life to the world, it is the Yilirthatgovcm 
iL The POIWrs serve as En!' s nalted stewards. The GondorUru 
coruidtt them important patfOns, who iU'C forever deserving of 
homage. 

Given their stfOng connection to the sea, the OUnedain of 
southtm Gondor nuintain cspcci.illy dose ties with Ulrno the 
Sea-lord, and with his two Maia·vassals, Uincn and asK. These 
time Ainur defend the peoples of southtm Gondor against the 
perils of Middle-carth. both natun.! and otherwise. Just as in 
their worship of the One, the Faithful PDY, sing prai"cs, and 
ofTer thanksgiving to the Powers of the Sea. 

v ... o 
The Yala Uirno has always kept the Men and Elves of 

Middlc-cmh in his thought. though seldom docs he manifest 
hinuelf to them in vilible fonn. Rather, his presence runs 
through all waters of southern Gondor. Through them he 
communes with the Children oflluvaur. Vlmo's power lies in 
wisdom and counsel, and for this reason he entrusts the more 
active: fomu of aid to his vassals, Uinen and Ossi!. Neverthelcs.s, 
Ulmo maintains his power at the very hem of southern 
Gondor. at his .acnd well on Tol Amir, when: the ancient 
Council ofPelargir has gathen'd since rhe days ofimru6r. This 
WKlWTI was dclugtd by an mthqw.ke in TA 1450, but it was 
never forsaken. The Faithful revere and zulously maintain the 
site. knowing that the spirit of Ulmo--however it might stir
will not dcscn them. 

v _ 
Arnong ,he Sea-powers.. the Lady of theSeas is dO$eJt to the 

hans of the OUncdain, associated as she is with the founding 
ofPelargir and the line ofImrubr, whose dcscendanu continue 
to mcdi.ate her livinggrace to all of the Faithful. Vinen') was also 
the only veneration to become rinWiud by a calendrical system. 
(5« Section 8.4.2 below.) Mariners cry to her for prottction u 
sea, when the WDth ofOssi! her husband is unchecked. Since she 
has a speci.t.l covenant with the line oflmraz6r. the Prince of 
Bclfalas is often asked to give his blessing for imponant voyages 
or seaborne undenakings. (See Section 7. 1.2) 

Offerings were originally nude when:va the sacred prcscnce 
of the Lady w.u sensed. Such placu wen' always ncar water, 
most commonly at natural springs and wells. With time. the 
rites b«ame incrc.uingly fonnall:i:cd, and ce",ertd upon Vlrno's 
Well upon Tol Aerhir at Pelargir. Following the deluge of this 
site, the veneration of Uinen faltered. NevenheleSJ, common 
bdief;n the healing ruNrc of sacred wells and springs persimd 
well into the Fourth Age. Offerings of flowers, ribbons, food, 
and coin continued to be made at such places, whereby the help 
of the Lady of the Seas was sought. 

Oss' 
am, the Lord of Storms, is nOt generally veneDted by the 

OUnecbin of southtm Gondor (for obvious rcasolU/). Neva
thclcs.s, he is the patfOn and teacher of the su-going Elves of 
Edhellond. Clrdor's folk possess a rinW wendar (upon which 
that of Pdugir was based) that honors Ossi! in a fashion 
arWogous to Uinen. Their connection to the Maia utends 
beyond mere suety at SUo since his lore continues to enrich thfir 
~ip-bui lding an. OssC!'s benevolent keeping of land Cobas 
ended with the dc~nure ofthc wt Elven ship in T.A 1981. 
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8.3 VENERATION OF THE 
ANCESTORS 

Line.1lge {omu the b;uic foundation ofNumcn6run piety. 
One is rdigious not only for one', own uke, but on behalf of 
onc', bloodline. This principle finch iu clearest upreuion in 
the elaborate funerary cult which the DUncdain of southern 
Gondor have inherited from their NUmcn6run ancutors. The 
DUnccb.in do not reVeR death; rllthn-, their i~tc preKr
vatian and inlcmmcnt of the bodiu of those who haw paued 
on SCI'VU to rinWiu and strengthen the KnJC of continuity of 
the divine grace which they themselKS enjoy in life. For chu 
reuon, platu ofburi.tl are hallowed, and it is bdicycd that the 
presence of the dud hillows the land itself. The most nan! 
burial ,itt; for the OUnedain in southern GondaI' is Imrazar', 
Hallow on Tolfabs. which {emu the traditional southcmmon 
boundary of the ruIm. 

8.4 THE LITURGICAL CALENDAR 
The calcndan of GondaI', organized ;u they are around the 

petfonmncc of religious rituw. an fXrhap5 the c1urot reflec
tion of the evolution of the s:u;n:d order of me realm. ThCR 
ta.lendars indude the King' J Reckoning of Nlimenor (which 
centen upon the wODhip of I1uvatar). the wendM of the 
Uincndili (used by the Pdargirean League), and the Stcwud,,' 
Reckoning (adopted after me end of the royal line in T A. 
2060). Following the Wu of the Ring, Aragom Elessar 
instituted the New Reckoning, which served as the official 
c.a.lendM of the Reunited Kingdom at the beginning of the 
Fourth Age, 

8.4.1 THE KING'S 
RECKONING (KR) 

The King's Reckoning was established in NUmenor from the 
year SA. L It combined uiSling Adan tnditions with Elda 
practice, A3 the Nlimcn6rcans recolonized western Middle-
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earth, the KR became a major measure of time, at least in such 
areas as fell under Nlimen6rean influence, After the Downfall 
ofNumenor in SA. 3319 and the founding of Gondor and 
Amor, the KR became the official ca.lendM throughout the 
Realms-in-Exile, 

c..u.e.mAR.. STRUCTUR.E 
According the the King' J Reckoning, the first day of the yeu, 

ytSf4rf, fell on the midwinter solstice (equivalent to December 
21). The KR year contained ten 30-day months, plus two 

mondu each of 31 day'- The latter months (N6nli and Cnwtb 
fell on either side of /«no (Q, "Middle of the Year")' This 
midyear's day corresponded with the midsummer solstice Gune 
21). The year ended on mtlf4rf, the day precedingytsf4rf. Leap 
years were marked by doubling /«nJi every four yurs ucept the 
Wt yearof a century. Further lup adjusDncnts were made in the 
last yeu of a millUinium, but this was somewhat imprecise, and 
became more so during the Third Age. 

SPEClAl.. DAYS 
In addition to the three principal Nlimen6rcan holy days, 

midwinter was celebrated with a two-day festival. Homes were 
decked with greenery and the New Year celebr.l.ted with rich 
food and merrymaking. In NUmenor then: was also a late 
h;u-vc.,t festival at the end of autumn. This festival of Strktrf(Q 
"Day ofBlood~) fell on Hitbwi 12 (November 1) and marked. 
the beginning of winter. It was the time when animals wert 
slaughterecl for thei t mut, to provide food throughout the 
winter. The night was celebr.l.ted with bonfires, funing. and 
ton:hes. This time also talled for the ranembrance and honor 
of the dead. They celebr.l.ted ancestors and other important 
figures in silence and with song. 

Those Faithful who survived the Downfall observed the 
festivals in keeping with their traditional nonns, rites, and 
rituals. Of course, there were some changes, notably that now 
the king in Gondoroffered thanks and praise at me Hallow on 
Mindolluin. The Strhrf was was renamed Airil4;I./i (Q. 
"Hallownw") and commemorated the cataclysm that swept 
away fair Nummor. On that day the fI«lple observed silence at 
the setting of the Jun, in remembn.nce of all who had sulfem! 
or been sacrificed in the dark da}'$ before the Fall Forever 
chastened and awed by the terrible might of EN Allfamer
against whom the Men ofNlimenor had turned in thcitpridc
the DUncdain annually rwewed that vow to remember and 
never repeat their ancestors' folly. 

8.4.2 THE CALENDAR OF THE 
UINENDIU (CU) 

The Calendar of the Uinendili first arose in the region of 
Pelargir amongn the followe,", ofImru6r. Although iu ritual 
basis was uniquely Hildo in origin, the CU was Jttongly 
influenced by the Elves of Edhellond. one of whose own 
reckonings followed the cycles of the Jea. ~ the .sccond Age 
advanced, the CU wu largely supplanted by the KR, but it 
retained iu rirual function amongn those dedicated to the Lady 
of the Seas. 



Following the FiIll of N6menor and the e.nmliJhment of 
Gondor, adherence to the CU (and rejection of the KR) came 
to be seen ;u much a statement of PeWgire.an autonomy as of 
rdigious fiddiry, for there were mmy who did not wdcomc the 
mum of the eKiles OlIt of the West. This approptia.tion of the 
wncntion of Uinen for political ends eventll.111y spawned 
$C'riOUf focial lelUion. It reached a head when the device of the 
Uinendilian triple moon over crested waves w;u adopted by 
tictiolU seeking rcdrus by violent mUllS. After the theft of the 
KMma, howewr, the people recogniud that both their calendu 
and their faith had been bem.yed. Thereafter, the folk of 
Pdargir adopted the KR for mundane purposes, but continued 
10 we the CU for ritual observance. 

CAlENDAR STRUCTURE 
Unlike all other known ManniJh reckonings, the CU was a 

lunar-b~d calendar. It comp~d thirteen months, uch of 
twcnty-cight chys. The Sinchrin names of these months were 
nilkJtn ("Snow-moon"), IbiJ.IIOf' ("Sun-moon"), J1i{eol1m 
("Green-moon"), Ibi/hnyll ("Lady-moon," in honorofUinen). 
2lilrtlir ("Meny-moon")' l1iInTJb ("Seed.moon"). D/i0ll (in 
honor of the stcenman of the moon). IbiIlb.IIOII("Hay-moon"), 
DiIi.trwJ ("Harvest-moon"). LubtlltA ("Leaf-waning"). f.nlh 
("Hunting"). n;1b;1~ ("Fog-moon"). and IbiUrau,rrim("W olf
moon"). No certain record uiJu of when the CU year began; 
however, tides arc mon e:nrane in winter, and it is likely that 
the wendar commenced at or around the midwinter solstice. 
The year began with the intetalaty Orf.!f(5. "Day of Tide")' 
which was doubled in lup yun. 

SPEClAl. DAYS 

In addition to the Orf.1j. the tidal gtde w;u muked by 
devotion and votive offerings to Uine", udyoftheSas. These 
were made uound the first and the fourteenth chy of each 
month, colttSponding to the two highest spring tides. 

8.4.3 THE STEWARDS' RECKONING 
(STR) 

The Stewards' Reckoning w;u devised by ManiiJ, the fintof 
the Ruling Stewards, ;u pan of a strategy to (OITU[ the leap 
deficits accumulated over fiw: and .I half millenia governed by 
the King's Reckoning. lt was introduced in the yearT.A 2060, 
.and one addition.all;orrcction made in T.A. 2360. By the time 
of the War of the Ring. the StR, the common calendar system 
was observed throughout northwcstern Middle-earth. Even 
after it w;u supcruded by the NR at the md of the Third Age, 
the W isc continued to cmplot the StR forthcir astronomical (u 
well as other ~forma.l") calculatiolU. 

CAlENDAR STRlJCTIJR.£ 

The StR was b~d dosely on the KR, except that each of the 
twelw: months now had thirty mys. Each month was divided 
into three ten-dJ,y periodJ, or deans. Although their original 
purpou l$unl;cnain, it seems likely that the decans wererd.ated 
to the srudy of the heavens. In the Fourth Age, the del;an 
sU\Jl;rure of the StR became the bedrock of the so-called 
~ilmgolwl(Q. "Wisdom of Life")' Two new mys tuilhiand 
yl4viltiwere added into the StR, marking. respectively, the spring 
and autumnal equinoKCs. 

SPecw. DAYS 
The major furivw and holy chys of the post-Ntimcn6rcan 

KR were maintained, .and indeed fell on the same chtes in the 
new calendar. By this time, however, a number of changcs had 
developed in their obSClv.ll1Cc. On the one hand the cdtbntions 
had become SCClIlariz.cd, with less tmphasl$ placed upon spiri. 
tual observance, and more upon the opponunitiCl for tnde.and 
commcrcc. Fai ts .and c.univw had arisen, the !argut of which 
were held annually at midsummer (~ At these timCI the 
S!:nets were thronged with travden.and merchanb from aero" 
the whole of western Middle-carth. 

On the other hand, the incrust in tnvd and trade facilitated 
the incotpontion of new religious elements. The most notable 
of these marked the spring and autumn equinoxes. The new 
spring festival chy of /wI/lri(CwiritA I, equivalent to Much 23) 
aprcsscd hope in the triumph of light oVU' ciarkncu, for 
.although a "Necromancer" had arisen in the north, his true 

identity was not yet known for cmain. Most believed and 
pnyed that Sauron had utterly perished in the Warof the Last 
AlIiancc.lts otigins, albcitunccn.ain, were probmly much motr; 
ancient. 

The autumn equinox was marked with the festival of ,.YiM, 
which fell upon N.,I"lttA 3 (September 23). Yivilrfw;u a second 
harvest thanksgiving. and in some ways expressed the original 
festival of~in a new fonn.lt w;u l;e1ebnrtd with feasting, 
mostly of the /luib of the h.arvut; apples, pun, nuts and wine. 

The third major innovation was uimwmJJl, the Grttnfcst, 
marking the amvill of swnmcr(l..oIImt6 10, May 1). On this day 
trus were decked with ribbons and non! tributcs. At night 
feasting and cdebrariolU were held uound great bonfiru, to 
honor HtfIlhnlrf(Q. "Lord of the Wood"), and his udy. The 
origins of the l.J,irrmtmuliarc unknown, but the festival seems to 
indicate .I nce·memory of Oromc the Great Hunur, Lord of 
Forests, whose spouse was Vina the Ever-young. 
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CAlENoAR STRl.lCTl.IRE 
The equinoa:ial fucivw of IHilm and ytSviJriwcre abandoned, 

and in that respect the new calendar was seen as a rrtum to the 
KR of Ntimcnor. H owever, the SUrl: of the yar was itself 
shifted from midwinter to around the spring equinox (the fin! 
day.ytJUrf, feU .seven cUp ~forc the equinox, on what is March 
16). This date( C\WffOfI 25 in both the KR and StR) wu chcm:n 
because: it was the cbtc upon which the Dark En~y Sturon was 
at we overthrown, and Band-dur unmade. Ho_vu, for the 
new king and his Elvm queen. the alignment bore an additional 
$)'Ill-bolic mUlling. in that it affinncd the new relationship 
between Mc.n and Elva. whose rur began cleven days later. on 
Cwiritb IO (March 27). 

SPECIAL DAYS 
The principal festival days of the NR year were focused 

around the spring equinox (two days) and autumn equinox 
(four days. five in leap yc.ars). with the raruining tnditional 
festivals held in their alignments rdativc to the solar rur. 
However, the festi vals fell on different cUld under the new 
calen(iar. 

8.4.4 THE NEW RECKONING (NR) 

uirtWmlJinow fell on Lc,Jm,1I 16, EnoAymnlon Nf""i 19, 
Enol.il<rlI(mid-summer) on Grvt,b 7, E...b.>lIl<rlIon Unoi 18, and 
the AirilAi,./; (Q. "HaUownw") on Hfllnti 17. The rime
hallowed and previously New Year festival at the winter sol.st ice 
was renamed the HriwnJi (Q. HMiddle of the WinterH). ;md 
th ft I b [d 0 14, . 6-7 Th th -d ·d r erea a ce e n c " ~rw.:lrll , ~, ay ml -ya 
festival was u(ended by declaring a ncw holiday, Cmr...rf(Q. 

Angom Elesur, fiat king of the Reunited Kingdom, estab- "Ring-da(), on /WllllldbJO, in honor of the Ring~arer.ln leap 
lished the New Reckoning in yur one of the Fourth Age. It yens the Ring-day was doobled. 
replaced the StR as the calendar of common U$C acrou the 
whole of the kingdom. 

A SUMMARY OF GONDORlAN CALENDAR STRUCTURE 
DAYS Of na: YEAR 

c.Imd.tt Quantity and Oinnbution ofOa)" by Month 
KR 1+30+30+30+~)o+31+1(2)+31+30+30+30+~~1 

&R 1+30+30+ JO+ 1 + 30+ ~ ~ 1(2)+30+30+30+ 1 + JO+ 30+ 30+ 1 
NR 1 + 30+ 30+ JO+ 30+ JO+ JO+ J{ 4)+30+30+30+ JO+ JO+ 30+ 1 
CU 1(2)+28+28+28+28+28+28+28+28+28+28+28+28+28 . 

DAYS Of na: WEEK - ,. 5induin Tr.uulition 
E1enfll Orgilion D~y of the Sun 

""")" """,,, D~y of the Sun 
i,afll Oritha D~y of the Moon 

Alduya "'db Day of the (White] Tree 
Menelfll Onmnd Day of the Hoavc", 
Elrenya Oruron Day of the Sea 
Vabnya Orbolain Day ofthc Valar 

MONTHS OF TI{E YEAR 

Month Q,om,. 5induin Tnrulation 
I N_,.,,;..yf N ........ " New Sun 
2 N_ Nt",,/ Watery, Wn 
J SoiIiml """"'" Windy 

• V(rmt4 Cwirilb Stirring 
S u,'" "' .... In bloom 
6 NJriI N .. , '"=y 
7 c..u c.-.., CUlling 
8 0- U ... ; H~ 
9 y"",,.,,;r 1 ...... ""£ OfYavanna, Gi~r ofFlUiC$ 
10 N • ..,...1ir N • .M.dI Sun-waning 

" Hisiml H,·tbtoi Miny 

" Ri"l"l'l Ciriliwon Cold-day/GNu Shuddering 

• Tht New Rcdtomng rruincd ~Jc names, but btgan in the Ipring with V(msf. 



9.0 FIGURES OF NOTE 
This section provides a roster of those pet$Oru.litics who 

most significandy influenced the CO\l[lC of southern Gondor', 
history. The entries are prcstntcd in alphabetical order, and 
each conlains a short biography explaining their importance 
and a list of suu for usc with MiJJIr-wlb Rou P/.ryinl( MERP)and 
RJmu,sltr( RM). StatiSlics for ImJ oj Ibt Rinl' AJw-nll<rr G"", (LoR) 
an: given in table fonnat in Section 14.0. YUI'lI of birth and 
wth are given where relevant. A cross (t ) indicates a violent 
death, whenu an utcrisk (.) indicatCJ either that lhe individu.a.l 
puud ooto some unnatural fonn of uislence following the 
rime ordained fortheir ~ natura.!" death or, ifimmortal, that they 
dtpaned Middle-arth. 

ADONAPHEL (S.A. 1823.2001') 
AdUnaphcl wu a Nugtil, one of the nine mortab whom 

Sauroo enslaved to his will by means of a ring of power. She 
pLtyed a leading role in the invasion of H arithilien during the 
Wat of the Lut Alliance, and for much of the late r Second Age 
(and for part of thc Third) Adunaphcl exercised dominion over 
the lands bordering H arondorto the $Outh and cut. Due to this 
proximity, AdClllaphcl often served u Sauron', $Ole conduit for 
inrrigue in the affairs of $Outhern Gondor. 

Of Ihe nine mortal rulers who were to become the Dark 
Lord's undead sc:rvanu, Adunaphcl wu one of the three of 
NUmen6run origin; she wu also the only woman of their 
number. AdUnaphcl's influence over the hinory of SO\lthcm 
Gondor reaches back to the mid-Sccond Age. when the Shadow 

fir5t fell upon Numcnor. Though Adunaphcl 
had forsaken her homeland long befoft the 

DUnc.uin were divided into the twO ~rties of the F~ithful and 
the King's Men, her deeds newrthd~ antici~ted the !»ttem 
that wu to lead to the downf.t.ll of her people. 

Ocsirow of material we.a.lth and power, Adunaphd came to 
Middle-earth in $.A. 1914 for the PUrpoK of elublishing a 
IUcr:lti~ coutal dominion in the Haradwaith.She became-tn 
her own mind-a ruling quttn ~nd, within twenty-fi~ yean, 
she had extended her rule along the eo.uu between Ethir 
H~men and the Cape of Umbar. Soon after, however, the 
Lady's voracious greed placed her in direct conflict with Tar
Cirynan. The King ofNumenor demanded more tribute than 
Adu/Uphel wu willing top.ut with. and theslrain between lord 
and unwilling subject threuened the pe~ce and nfety of her 
domain. 

&turon wu then dwelling in Mordor, nursing his strength 
from his recent defeat in Eriador.1u tensions betwttn Adiuuphcl 
and the king grew, the Evil One percei~d that he cO\I ld weaken 
Numen6rean control owr the coasu by pbying upon the 
rucntmcnu of the king's ungovernable vUlI;J.ls.ln the yur S.A. 
2001. 5.turon approached AdUnaphd with a ring of power, 
offering her protection and deathlessneu in Clchange for her 
allegi~nce. At the age of one hundred and seventy.eight, and 
already beginning to upcrience the loss of her vigor, Adun~phcl 
accepted the ring. and became the undead slave of the Lord of 
the Ring$. 

Adun~phcl's claim to the lands $Outh of the Hamen suffered 
a shattrring blow in 5.A 2280. After an abortive attempt to 
sc:ize the haven ofUm~r, her ~nnies were tOUted by the hosu 
ofT n-Anc.t.limon. The Numen6rean king's warriors drow the 
Nugtil and her surviving minions away from the cout. and 
Adunaphcl took refuge along the upper H amen. There, in the 
guarded foothills of the Ephcl OUath-bcyond the sphere of 

Numen6run influence and on the doorstep of her 
muter's own realm-she began to rtbuild her power. 

With the aid of herring. AdClllaphcl succeeded in 
subjecting to her will the Nurniag. D6nan, and 
Haruu tribes that inhabited the sulToI.mding rtgion. 
Soon after her flight from Umbar, the walb of her 
new fortres.s of Lugarlur were raised. For nearly a 
millennium thereafter, Adunaphel vied with the 
might ofNumenor for the lands dl.1t were one day 
to become known u Harondor and Near Harad. 
This protracted conflict did not yet ftach so far 
north and: WC.!ll of Lugarlur u to be fclt by the 
Faithful ofPebrgir and its sibling communities, but 
the history of AdUnaphd's landward dominion on 
the upper Harnen laid the foundations for htr 
subsequent influencc over the EaJ{ M~l'Ch of 
Harondor in tht ~ge to come. 



Afur the bricfhiatus of~uron's captivity in NUmenor (5.A. 
3262.-3319). Ad!lnaphel resumed her efforts to dUmancle the 
mnnants ofNUmen6rean power in Middle..urth. When at lase 
~uron was prq»red eo make open war upon the newly. 
founded Realm-in-Exile in S.A. 3429, Adllnaphcl led the 
southern flank of the D ark Lord's hosts which poured into 
southern Gondor by way of Athrad Poros. Her fortes ravaged 
Harithilien as they marched northward to the Dagorlad. De
featedat the gates ofMordor by the Last Alliance in 5.A 3434, 
AdCtn.aphd wa.s again foreed to withdraw to Lugarlil r. She 
nevetthdess managed to hold the line of the Pores until the final 
defeat of Sauron seven yurs later. 

Bound [0 the doom of the One Ring and iu muter, 
Adtlnaphd faded into shadows when Sauron fell by the hand of 
IsildUT in SA 3441 , thereby ending the 5«ond Age. The 
NazgCtl took more than a thowand years to take shape again 
within Arda. It wa.s not until T.A. 1050, JUSt after the Ship
kings had ddinitivelyestablished their dominion over H arondor 
and Umbar, that Ad!lnaphd returned to ha ancient stronghold 
of Lugar luI'. For the next si;l centuries, her power was to become 
solidly entrenched along the fringes ' of southern GondaI'. 
Nonethdess, her presence wa.s invisible to the DUnedain. 

Just as the Witch-king's task wa.s to weaken and ultirn.atdy 
destroy the OUnabin of the North, so too Ad!lnaphcl's goal 
was to eradicate the Faithful in GondaI'. Unlike her more 
powerful comrade, however, AdGnaphd was neya able to fulfill 
this purpose. Her failure was in pan due to thegrcatamight of 
Gondor, which wu then at its noontide. The chief cause ofha 
fai lure, though, was Sauron hinudf, H e compdled AdiJ.naphd 
to interrupt herplaru and withdraw to the Black Land when the 
watch on Mordor wu abandoned by the [)Unwin in T.A. 
1640, ordering her to gather with her brethren for the purpose 
of preparing for ~uron's return to Barad-dur. NeyerthdCSll, 
during her SC(:ond sojourn n Lugarlur, Adllnaphel succeeded in 
strengthening the Dark Lord's influence oyer the peoples of 
Ncar Hand. Thi$ coup was to prove a decisive factor in the 
Corsair-H aruzc ukcoyer of Umbar in T.A. 1940. 

In ha attempt to restore Sauron's dominion in the South, 
Adllnaphd wisely chose to make use of existing political 
institutions. In the case ofNcat' H arad, this meant bending her 
attention to the ancient h'adition of client-kingship, by which 
the natiYe Haruzc warlords established dynastic power through 
the external support and intervention of the DUnedain. If 
AdiJ.naphei could foster and nourish this tradition, all the while 
secretly controlling iu courst from Lugarltir, then Near H arad 
would indud be under the Dark Lotd's thumb. 

Adllnaphel achieyed this goal, fint by forging a confedency 
among the warlords within the sphere of Lugarlur's influence, 
and second by aligning thi$ confederacy alongside existing 
political divisions in southern Gondor. The ever-widening 
fractures in Gondorian society created terrible strife, and the 
dwidents burst forth into 01X" rebellion against the royal 
house in the Kin-strife (TA 1432-1447). Out of this bloody 
civil war, came the alliance of necessity between the Haruze 
Confederacy and the forces of Castamir, the future usurper
king. This uneuy union contributed to the destruction wrought 
by that war, and at the same time strengthened the military 
mightof the H aruzc kings who paid secret homage to Adllnaphel. 
Moreover, the withdrawal ofthc vanquished Gondorian rebels 
to Umbar in T.A. 1448 ensured that this alliance would 
maintain its strength until the ultimate defeat of the enemies of 
the Gondorian royal house. 

In order to allay potential doubts about the loyalty and 
commitments of the Haruzc Confederacy, Adtlnaphel ex
ploited the supentitious veneration of her own subjects. Cun
ningly playing upon popular Ntimen6rean prejudices about the 
"natural~ susceptibility oflesscr races to the legacies ofSauron 
and hi$ servants, the Nazgtil wed her servants to promote 
rumors of a Cult of the Dark Lady. This cult served as an ideal 
scapegoat for her designs, as did numerous other perversions 
allegedly practiced among the common folk of eastern H arondor. 
Her secret minions within the H aruzc Confederacy publicly 
condemned such bluphemies, and eyen make use of the confed· 
eracy for violent reprisals against the "dark forces" thauuppos-
edly posed a common threat to Haruze-DUncdain alliance. 

Many of these rumon were accurate. In fact, their verity was 
the principal reason for the effectiyeness of Adun.aphel's ruse. 
The awful bloodletting muked the NazgUl's hidden purposes 
and, though the loss of wonhippers Wa$ a considerable blow to 
the local population, Adunaphd felt the sacrifice necessary to 

the slow assembly of an anny that would one day fight for 
Sauron himself. By fabricating this false threat, Adtinaphcl 
di$tracted the DUnedain from the real danger which they 
themselyes wae helping to create in the Haruzc Confederacy. 
It is surely a tribute to herdeviousnCSll that, without ever having 
to march into open battle. Adunaphcllcft behind the nudcusof 
a foe that remained to trouble the lands of southern Gondorfor 
nearly three times a$ long u the whole history of the NazgCtl
lord's Witch-realm in Angrnar. 

ADONAPHEL 
Lcvd: 32. 

Race:: Fallen Nlimcn6rcan (NazgUI). 
Location: Lugarltir (S.A. 2280-3262; TA 1050-1640). 

ADONAPHEt IN MERP 
Hiu: 160 Melee OB: 160 Missile OR: 125 AT: Plate (75) 

MERP Profession: 8ard. 

MERP Staa: ST 62, AG 96, CO 35, IG 80, IT 100, 
PR 100. 

MERP Skills: Ambush 56(13 ranks), Meditation 63, 
Perception 135, Rud Rune 68, Ride 123, Signaling 83, 
Stalk/Hide 88, Track 93, Usc Item 103, Craft: Forgery 
78, Crafc Smithing 53, Influence: Administration 95, 
Influence: Politics 123, Lore: Battle Tactics 108, Lore: 
Magic Rituals 68. 

MERP Spells: 96 PP. Base Spell 08 32 Directed Spell OB 
30. All bue Bard lisu to her leyel, three Open Channel
ing Ii$u to 5th leyel. 

ADONAPHEL IN RoLEMASTER. 
Hiu: 160 Melu 08: 160 Missile OB: 125 AT: 19 (75) 

R.M Profession: Bard. 

RM Stars: St 62, Qu 99, Em 99, In 100, Pr 100, Ag 96, 
Co 35. Me 91, Re 71, SO 77. 

RM Skills: Administration 93, Adrenal Concentration 83, 
Adrenal [U;fense 40, Adrenal Quickdraw 83, Adrenal 
Speed 83, Ambush 58 ( 13 ranks), Animal-handling 60, 
Attunement 103, AwarenCSll (Searching) 48, Awareness 
(Senses) 57, Channeling 34, Combat Maneuvel'$ 54, 
Communication 50, Crafts 47, Diplomacy 123, Directed 
Spells 53, Forgery 78, Hear 135, Hide 88, Influence 64, 
Meditation 63, Power AwarenCSll 59, Power Manipula
tion 29, Ride 123, Runes 68, Self Control 49, Sight 135, 



Sign;ding 83, Smell 135, Smithing 53, S!Xci;d [Xfensc.s 
0, Spell Mastery 68, StaIk 88, Striking 26. Strikes (degrtt 
4) 38, Subtafuge (Atuck) 22, Subterfuge (Mechanics) 
17, Subterfuge (Stealth) 60, Sweeping 26, Swttps (degree 
4) 38, Tactics loa, T echnit;d/T nde (VocatioJU!) 17, 
Touch 133, Track 93. 

R.M SpcUs: 188 PP. Base S!XII OB 32, Sound Concrol 
(30th), Concrolling Song (25th). Enemaining Ways 
(ZOth), Item Lore (ZOth), Lores (20th). Sound Projec
tion (20th). Lofty MovemenU (5th). S!XII [Xfuuc 
(5th). &nier Law (5th). 

Appunncc ( IOJ ). 

ADONAPHEL'S PRlNOPAL ITEMS 
Sword r Fire's Edge~}-Bl.ack ithilnaur, Elf-slaying 

broadsword inlaid with gold. 
MHP/RM: This +30 Elf-slaying brwdsword gives the 

widder a +30 bonus to RR VJ. fire atudu, and the 
pommd houses an enchanted ruby, enabling the sword to 
deli ve r an additional Heat critic;d of equal degree to any 
nonnal critic.al scored. 

Bow (MNight_pitrctr~}-NUmen6rc.an steel composite bow. 

MERP/RM: +25 composite bow. WMn struck by an mow 
from this bow at night the victim will begin to glow with 
01 bright yellow light (RR VJ. widder's level; duntion is 
one round for uch point by which RR is missed). 
Thucma the wielder gains a +50 to strike the victim, 
and alUW by others on victim arc made without peJU!ty 
for darknus. 

Lute ("Memory's Strings"~Magkal stringed innrumml. 
MERP/RM: This lute is able to store any song played on it 

for one day/level of widdtr. The lute can then play back 
the song itself upon cornnund from Ihe owner (widder 
mUSI be within S'/ Ivl of thc lute). h .also acu as a +6 
spell adder for Channeling/Menu/ism s!XUs. 

Rmg-<>ne of the ninc rings of power which the Noldor of 
Ercgion forged with Sauron's aid. U-Kd 10 enslave 
AdCtnaphd to the latter's will Adunaphel!tad poncssion 
of this ring until the fall of hn- nwtn- in SA 3441 . 
(During the Third Age, it is held by Sauron ditccdy.) 

MERP/RM: Fr« usc of anyone s!XU list (to 50th level) 
which is known (to any level) by the wurer at the time 
when it was initially claimed or received. Even if stunned 
in comb.1t, the ring allows iu widder to parry. The ring 
strVts as .1 I 9 PP enh.tncn- (any realm of pown). and 
giva + 15 to well(f'S DB, RR, dircaed spell OB, and 
Conslitution bonus.. 

1M: Tht; ring alloW$ continuous UK of the Mystic Base Hide 
list, and the Oosed Enence Spirit Mastery spell 

MERP: The ring allows continuous UK of the Ope.n Enence 
Spirit Mastery spelk 

Morgul-knife--One of.1 set of nine enchanted d~ggcrs, nch 
C.1nied by one of the NazgUl. 

MERP/RM +20 daggn- that serika as.1l short sword and is 
c.1lp.able of killing and changing iu victim into an undud 
servant. Any critica.l hit rcquira .11 RR VJ. the level of the 
widder. Failure indiata dut a,uurd has broken off 
inside the victim. Tht; change is completed when tM 
shard ruchu the victim's heart. The knife blade will 
vaporize: if Clposcd to the light of the sun, .and 50 can 
only be U-Kd in darkness. 

AoONAPHEL's SPEOAL Powus 
Critical Sttika-S!XIIs and physica.l attacks Ig~inst 

Adfuuphd are rolled on the Luge Crurun Critical 
Strike T.1bles. 

Shadowy Form-Her undead narure rend~ AdOnaphei 
only partially corporeal in fonn (the remainder being 
frozcn by the power of the One Ring ill the shadow 
world, between life and death). If her corpore~ 1 fonn is 
dutroycd, her spirit must dissipate into the shadows, and 
annOI be effective within Arda unl'-" summoned by the 
Lord of the Rings (.1 process which may take up to a 
cenrury to compltte} If Sauron hinuelf is banished, 
AduNphel cannot begin to rebuild her strength unlil he 
himself rccovc:rs corporeal fonn. The continued Clistencc 
of the One Ring is, of cOUtX, the precondition for 
Adfuuphd's unn.1tural continu.abon; and without il she 
would irrevocably fade and become subject at last 10 her 
mortal nature. 

Appurancc--As a wraith, Adllnaphd is invisible to the 
living eye, and can be seen only by another being who is 
.also in the sh.1dow world or who has some magic.ally
enhanced perception thai connccu them to that plane 
(e.g., another ring of pown-). Prior to the fall ofSauron 
at the rnd of the Second Age, Aduru.phcl would ap!X.1r in 
wraith-fonn as she did in S.A. 2001 (the y~ in which 
she received hcr ring). During the Third Age, hoWC'wr, 
since all ninc of the rings for the NazgUlare in Sauron's 
poncssion, Adllnaphel appc..ars (to those who can 
perteive her) as a waIking corpse. Despite hcr ~nlrur.al" 
invisibility, Adfin.1phd is able to produce a 0m,i .... "," 
All .... around hn- fonn at will (which subtracu 15 from all 
attacks against hcr). 

Strength ofForm--8cing undud, Adfuuphcl is nOt subject 
to mortal frailty (e.g. , wurincss, illness, hunger, thirst, 
etc.). needing only.about four hours of non-activity per 
day to avoid fatigue. The SOrtttOUS nature ofha Conn is 
pcrilow for living things to come in contact with 
(dnining 20 Co poinu per round forevel)' f.1i1ed RR 
roll). Attmlpu to UK physica.l weapons ( 0 d.tm.age 
Adanaphcl's fonn may result in the datruction of the 
weapon (automatically for non-cnthanted weapons; with 
a RR roll vs. the level of enchantment for magical 
weapons). 

Vulnerabilitia--8ccause Adfuuphd's continued Clistence 
in the living world is unru.runl and artificial, certain 
ru.turaI phenomena are ~ging to hn-. T'hcse include: 
I) JWllight (-50% to all rolls in full daylight; .25% 
under putiall ight). 2) any natunlly running watn- of 
gre.1tn- magnitude than a small brook (RR roll of lew I VJ. 

2 I depth + .5 x width of W.1tcr in feet or she is unable to 
CTOJS it for 1010 rounds). 3) fire brandished as.1 WUpoll 
(RR roll of level VJ. widder's lewl or withdraw in flight 
for 10100 rounds). AdOnaphd cannot easily endure the 
name (or $Orne other rTWlifcstation) of Yard a (RR roll 
vs. level of spcabr/rru.nifcstation or withdraw in flight 
for 10100 hours} 



Enhanced Awumeu (SeNcs}-AdCmaphd's shadow nature 
is her sole window for perctiving the living world. 
Consequently, she vieW$ the world around her in temu of 
the entrgy that eman.uu from rational int:amate ~ings 
(mortal and inunortal). Although she can produce 
audible sounds, AdCmaphd husclf can engage in 
conununiation only by means of reading the thoughts 
and intentioN of anotha speaker. Adunaphel's individual 
nature givu her the added ability to pernive noisc5 as 
though she had a narun.! hearing ability. She tan locate 
the source of any round made within 100' ofhn. 

Presence-The unnatun.! condidon of Adunaphd's 
uistence causes revulsion and horror in the living when 
she is encountt'I'Cd (RR roll n. 6th level Fear spell or 
cown in terror: 01·50 roll = IDS minute duration; 51· 
100 coli = 1 D I 00 minute duration. If the RR roll is 
over 101, the victim temporarily falls under AdCmaphd's 
control for IDIO rounds, aha which the victim collapKs 
in shock for 10100 minutes)' If she chooses, Adllnaphel 
un usc: her pl'C#llce to affect ha victim in a manner 
equivalent to a r I'IIt c::twmr spell. Another specialized 
effect of AdOnaphel's prucnce is the uBlack Brcath,H the 
opacity to induce dupair in all living beings within three 
hun~d fetC: of her (each usc: of this powa, however, 
affects only a five foot radius within this range, and can 
be effectively employed only nine times per day). A failed 
RR roll to this despair has the following effeas: 01·50 
roll = IDIOO round duration; 51·100 roll = IDlOO 
hours of irrevocable sleep; 10 1 + roll = death within 
10100 hours. 

ALDAMIR (T.A. 1327-1540f) 
A1damir was the eldest son of King Eldacar to survive the 

turbulent yeus of the Kin·strife, and so succ«:ded his father as 
the twenty-third King ofGondor (fA 149()..I540). During 
his reign, and during his prior tenn of service as the Captain of 
Ships, A1damir was the principal force ~hind the reordering of 
the South.kingdom's naval power and coas~1 fortifiation, 
leaving ~hind him a military legacy which was to profoundly 
affect the shape of the rulm for the nut millennium. A1damir 
was abo the first King of Gondor to ~ slain in battle against the 
Umbarean re~ls. 

A1damir grew to manhood und<':r the r<':ign of his grandfather, 
King Valaar(TA I 366-1432),during which time he attained 
high rank in the Gondotian army (secolld only to his father 
Eld.acar and his dder brotha Ornendil). Ald.amir's early expo
sure to deteriorating relations ~tween the king in Osgiliath and 
the resurgent dements of the old Pelargirean League gave him 
a keen understa.nding of the political divi$ions then threatening 
the unity of northern and southern Gondor; this intimate 
knowledge of the realm', plight was to serve Aldamir well in 
future yeus, when as ruler of Pelargir he would assume th<': 
burden of reconsolidating his father's control over the southern 
proVlO(U. 

During the civil war that broke out following the duth of 
Val.acar, Aldamir led the defense of the Emyn Amen (fA 
1433-1436). After th<': breaking of the sitge ofOsgiliath in the 
autumn of the nut yur, Aldamir also played the chief role in 

the ordering of his father's retreat through Forithilien. W ith 
Omendil slain at the hands of the re~Is, A1damir became the 
Capuin of the Hosts·in-Exile, mainuining Dor Rhllnen as 
southward-facing battle line against the Usurper', power in 
Gondor. When at last Eldacar returned to reclaim his throne in 
T A 1447, A1damir commanded the right wing of his father', 
forces at the decisive Battle of EN;; and while Eldacar set to 
purging southern Gondor of his foes, A1damir conducted the 
sitge ofPelargir, winning the haven in the spring ofTA 1448. 

Victorious in the capture of the confederate stronghold, 
Aldamir therufter ~ame its master, f<':n<':wing the ancient 
tradition by which the eldest son and heir of the king assumed 
the cap~incy of Pdargir and the lordship of Lebennin (a 
tradition interrupted by the line of Calimehtar since TA. 
1240). Although Eldacar deltgated the official governance of 
the haven and its immediate hinterland to a military commander 
(the Orhir Ann), Aldamir, as Crown-prince, pos.ses.scd a wide 
array of prcrogativcs-both fonnal and informal- for dil'tct
ing the affairs ofPelargi r. 

This was primarily due to the fact that A1damir, though he 
was Captain of Ships, hJd in truth no ships to command (the 
royal fleet having defected with the confederate forces); conse
quently, Eld.acargrc.atly expanded his son's powen to order the 
haven and requisition its resourcu with a view to building a new 
war-fleet. In fact, as Captain of Ships, the contingencies of the 
moment ruled that Aldamir would hold supreme power over 
the entire maritime defense of southern Gondor, all the way 
from Anfalas to H arondor. 

When Eldacar died in TA 1490 at the ripe old age of two 
hundred and thirty-five, Aldamir took up the kingship of the 
realm, passing on his captaincy and provincial lonhhip to his 
own son Minardi!. One of Aldamir' s first actions as king was the 
restoration of political privileges to Pdargir, pcnnitting the 
fonnation of a new council upon the yurofhis ascension. This 
decree became the definitive compromise to th<': ag<':.long 
tension engend<':red by the incorporation of the ancient conunu
nityofPelargir into the realm ofEI<':ndil's sons. The balance of 
power instituted by AJdamir was to remain in effect until the 
time of the Ruling Stewanh, when the ancient politic:al au
tonomy of southern Gondor reappeartd in feudal guise. 

The second most important act of Aldamir as king was the 
rwrganization of the fleets into the Odo Lynd in TA 1498. 
Through the institution of this naval IcY)', Aldamir effectively 
tenninated the office of Captain of Ships, and with it the 
centralization of maritime power which was one of the chief 
factoN enabling the Kin-strife. Because he rtaliud that Umbar 
was to prove an enduring military threat, Aldamir himself 
assumed command over the fleet in time of Wit. Aldamir's 
involvement in this capacity led to his demise in the re-aprurc 
ofH:rrondor from theconfcdentcs in T.A. 1540, but his direct 
participation in the war set a precedent that many future kings 
were to follow. 

AwAMIR 

Level: 28. 

Racr: DUnadan. 

Location: Pdargir (fA 1447-1490); 
Harondor (TA 1 54ot). 



AlDAMII. IN MER.P 
Hie.: ISS Mda OB: 156 MWile DB: 164 AT: auin (45) 

MERP Profession: Warrior. 
MERP Sue..: AG 94, CO 94, 1G 78, IT 99, PR 94, Sf 96. 

MERP Skilb: Appraisal 35, Bon Hwdling 70, Climb 53, 
Contortions 47, First Aid 75, Pauption 77, Ride 102, 
Sky-Watching 145, Stalk/Hide 12, Swim 84, Track 90, 
ArtiStic: Dance 60, Artistic: MUJit 48, Athletic: Athletic 
Guncs 75, Athletic: Diving 69, Athletic: Swuhbuclcling 
89, Influence: Adminuttation 65, Influence: Lcad~p 
IOJ, Influence: Politin 68, Influence: Public Spuking 
94, Lou: &ule Tactia 87, Lore: Cuhuu 48, Lon:: 
Hutory 59, Lore: Malhcmatia 79, Lore: Miliary 
Organization 77, Lore: Navigation 145, Lore: Region 
70, Lore: Tactical Games 67, 

MERP Spdls: See H Alcbmir's Special Powcn" below, 

AWAMIR IN R.Oi..EMASTER 

Hiu: ISS Melee OB: 156 Missile OB: 164 AT: 17 (45) 
RM Profession: Fighter. 
RM Sue.: Co 94. SO 74, Ag 94, Me 73. Re 78, St 96, 

Qu 95, Pr 94, In 99, Em 88. 
RM Skilb: Administration 65, AciraW Speed 81, Adrmal 

Stnngth 81, Alertne» 44, Annar (Heavy) 63, Annor 
(Plale) 130, Artutic (Actiw) 49, Athletic Games 75, 
Awauness (Perc:cptions) 29, A warwe» (Seuching) 55, 
Awareness (Senses) 54, Brawn 59, Climb 84, Combat 
Awareness 93, Combat Mweuvas 21, Contortions 47, 
Culture Lore 48, Dwcing 60, Diplomacy 68, Diving 69, 
Endurwce 46, Evaluate Weapoll 35, First Aid 75, 
Gymnastia 39, Hear 77, Hide 12, Hutory 59, Influence 
59, Jousting 90, Leadership 103, Lie Pm:eption 74, Lon: 
(Gcnen.!) 3 I. Military Orgwization 77, Mountccl 
ComInI 99, Outdoor (Animal) 59, Outdoor (Environ
mental) 59, Power Strih 95, Public Speaking 94, 
Quidtdnw SO, Rue! Tradu 99, Region Lon: 70, Riding 
102. ~ling 70, SdfConrroI 5Z. Sctuc Ambush 44, 
Sight 70, Smc1l69, Sp<'cial Attacks 18, Stalk 72. 
Stunned Maneuver 96, Subterfuge (Stealth) 34, Sw~
buckling 89, Swim 84, Tactio l Games 67, Tactia 87, 
Taste 58, Technical/Trade (General) 37, Technical/ 
T ndc (Prorcs.sional) 12, T echnical/T mle (Yocational) 
12, Touch 69, Tracking 90, Weather-watching 92. 

RM Spclb: $¢e .. Alcbmir's Sp<'cial Powers" below, 

Appearance: 93. 

AWA.\fIR'S SPECIAL PoWEltS 

Healing Hands-Alchmir', royal lineage imbues him with a 
huling aun, effective through physical conua and the 
intention to cxm:isc hu power (Oased Channeling 
healing lists to 10th lewl) 

Palantir U,e-As a legitimately recognized heir of 
Mencldil, Aldamir holds mutery over the palwtiri of the 
South-kingdom. He abo has the power to allow or deny 
the use of the Keing Jtones to others. 

Intucusion--As king.. A1cbmir actJ as the sole priestly 
mediator be[Wccn Ihe Faithful·in·Elile and Em. He has 
the authoriry 10 apptmeh the High Hallow of Mount 
Mindolluin and th.-rc on holy cbys 10 utter the name of 
I1uvalar. He also has the pow« 10 bind solClllll o.adu 
wilh Ihe Divine Name or Ihe names of the Valar. 

AMROTH CIA I2I-TA I98It) 
Arnroth son of Amdir wu the ludc:r of the Sinda mnrwu: of 

Donath, who led his people to EdhcUond cady in dw: Second 
Age, and dwelt there with ardorl follt until dw: death ofhU 
far.hcr in the War of the Lut Alliana. He _ Wo the builder 
of thc Tirith ~,which deed gaw his name to the hill upon 
which the towU wu founded. When Amdf:r died. Amroth 
amuncd hu father' I lotdship ova L6rien in thc north, but 
rrtumcd to EdheUond, seeking pusage over the tea, in T.A. 
1981. • 

Bom in the IW1s of Mentgmth in the year 121 of the First 
Age, Amroch grew up in the court ofThingoJ and Mclian; and 
when he came: to manhood..Amro<h became one: of the king'l 
much-wmkns. guarding the fortS! of 8n:thiI &om inausioru 
by the servants ofMorgoth. In the clcfauc of Thin go)'. ru.lm, 
Amroth began the practice of constnJaing Jtl./'" or watch 
platforms. in the taU lftU, &om which thc archers of the king 
could launch their arTOws,.ufe hom harm. For this innontion 
Amroth won feflOwn among the warrion of Doriath, but 
cquaUy ror his martial prowess. 

FoUowing the ruin of Doriath and the murder of Dior, 
Amroth and hu rather led the surviving Sindar to th.t rtfugc at 
thc MouthsofSirion, when they were again usaiIcd by thc sons 
of Flmor, Amroth and AmdIr survived the attack. haYing 
withdrawn in the mipsofthc Falathrim to the ukofBa1ar, but 
little low did they or wy other of the surviving foIlt ofDoriath 
hold in their hc.uu fOt' the Noldor, 



After the War of Wrarh, Arnroth and his father', people 
dwelt for a while in Lindon, where they learned from Cirdan 
enough skill in ship-building to construer vessels that would 
bear them away from the Noldo realm. At wt, in SA 21, 
Amroth and Arndir gathered the remn.mt and, boarding their 
ships, departed Lindon, sailing soumwa«b.. In this way, they 
camc to the Falathron haven ofLond Duilin at the.mouth of the. 
Morthond, where Clrdor was lord. 

Grdor received the exiles warmly, and pmnitted them to 
dwell as brothers with his own folk. establishing their dwellings 
on the hither shore. So it was that Amroth and his father 
founded EdheUond together with the Falathrim. Amdir ac
knowledged the authority ofGrdor as master of the haven, but 
remained the recognized lord of the Sindar, until his departure 
for U rien in S.A. 1780, after which time Amroth succeeded 
him. 

Amroth·s greatest achievement was the building of the Sea
ward Tower, which stood upon the high cliff, of Lond Cobas. 
opposite Edhellond. This he began because of the rumor of 
Sauron', renewed hatred for the Eldu. provoked by the Noldor 
of Eregion. A3 Edhellond was not a defensible site against so 
great a foe, Amroth chOK this unassailable promontory for his 
stronghold. which was constructed between thc years SA 1600 
and SA 1620. It may be (though the rellahility of this tradition 
is uncertain) thac Amroth got his lWTIe (Bee. "High Climber") 
from this deed, rather tlu.n fTom the building of relain, as is 
usually supposed. At any rate, there WCtt by then enoughSilvan 
Elves among his father', people that the connection is possible. 

Arnroth was lord ofthe Grcy-elves ofEdhellond for nead y 
seventeen cenruries. When Arndlr perished in the War of the 
last Alliance, Amroth resolved to assume the lordship of 
l6ri~ in his $tead; and in T.A. I . he entrusted the Sea-ward 
Tow« to GaJadrid and Cdebom. Many of the Sindar of 
Edhcllond departed with him to L6rien, and thOK th.u re
mained accepted the surrogate authority ofCelebom, Amroth's 
kinsman, and of Clrdor as IlI.:lSter of the haven. 

Amroth retumedtoEdheUond in T.A. 1981. In that year, the 
Balrog was awakened. in Moria, and many of Amroth's folk 
made south for Edhellond, having lost theirddight in Middle
earth. ~ their king. Amroth would have yet n:m.aincd in l6rien 
had it not been for Nimrodd, the Silvan Elf-maiden whom he 
loved. Like others of her people, Nimrodel desired to escape the 
darkness of Middle -earth in search of peace. She agreed to wcd 
Amroth, if he would join her in her flight. Amroth consented. 
intending to hand over the rule of L6rien to Galadrid and 
Cclebom. 

Amroth was separated from Nimrodcl by a violent stonn (a 
h.arbinger of worsc. gales to come) while crossing the White 
Mountains into southern Gondor. Afterseeking for her long in 
vain, Amroth made his way at last to Edhellond. hoping that hi, 
belovc.d would somehow find her way there safely, and that the 
scouts of Bbdorthin would renew the search. He went also to 
Tirith Aear, where his allies agr«d to are for L6rien in his 
absence. 

When Amroth amved at Edhdlond, there was but one ship 
remaining. and Grdor himself was its ,aptain. Despite the 
failure of thei r search, Amroth perswded Grdor to wait for 
Nimrodel still. But winter was now approaching. and with it 
came winds from the nonh of such destructive powcr that even 
Grdor fcared for their »fety. Nimrodcl did not come and, 
though Clrdor would have held out [anger, his ship was at the 
last rom from its moorings and driven into the wild sea. Amroth 

was uleep at the time. and when he awoke and laW that they 
were already far out from the haven, he leapt ove~rd in the 
madness of his heart, striving to win the shore and await his 
beloved. But Amroth perished in Osse's wrath, and his body was 
received into the bosom ofUinen. 

Level: 35. 
Race: Sinda. 

AMROTH 

Location: Edhellond (SA 21 -1620, T.A. 198 It), 
Tirith Aear (5.A. 1620-3434). 

AMROTH IN MERP 
Hiu: ISS Melee as: 190 Mis5ile os: IJO AT: Chain 

(100). 
MERP Profession: Warrior. 

MERP Stau: AG 1m, CO 102, IG 90, IT 94, PR 97, 
ST 101. 

MERP Skilk Acrobatics 38, Appraisa1 80, Boat Handling 
70, Climb 83, Directed Spells SO, First Aid 107, 
Meditation 99, Perception 73, Read Rune 51, Ride 116, 
Rope-Mutery 58, Sky-Watching I2J. Stalk/Hide. 119, 
Swim 101, Trickery 104, Usc Item 51, Artistic: Dance 
82, Artistic: Music 39, Artistic: Singing 95. Athletic: 
Athletic Games 90, Craft Aetching 86. Influence: 
Leadenhip 95, Influence: Politics 99, Influence: Public 
Speaking 60, Influence: Seduction 84, Lore: Architecture 
101. Lore: Battle T attics 107. Lore: Fauna 69. 

MERP Spelli: 35 PP (~S PP multiplier). Earth law ( 10th 
level). Naturc's Ways (10th level). 

AMROTH IN Rol..EMASTER 

Hits: ISS Melee OB: 190 Missile OB: 130 AT: 17 (100). 

RM Profession: Fighter. 

RM Stats: Co 102. SO 84, Ag 100, Me 99, Re 87, St 101. 
Qu 101, Pr 97, In 94, Em 93. 

RM Skills: Acting 69, Acrobatics 38, Administration 97, 
Adrenal Quickdraw 84, Adrenal Speed 80. Adrenal 
Strength 80. Alertness 76, Apprais.t1 80, Architecture 
101. Annor (H eavy) 75, Annor (Plate) 160, Artistic 
(Active) 66, Athletic Games 90. Atrunement 5 I , 
Awareness (Perceprions) 51. Awareness (Sensu) 70. 
Climb 83, Combat Maneuvers 26, Communication SO, 
Crafts 24. Dance 82, Diplonucy 99, DirKted Spells 57, 
Endurance 61, Fauna Lore 69, First Aid 107, Fletching 
86. Gymnastics 35, Hear 73, Hiding 119, Influence 57, 
Leadership 137, Lore (General) 62. Lore (Technical) 44, 
Meditation 99, Navigation 88, Outdoor (Animal) 68, 
Outdoor (Environmental) 66, Power Awareness 48, 
Public Speaking 60, Ride 116. Rope Mastery 58, Runes 
51. Sailing 70. Seduction 84, Self Control 30. Sense 
Ambush 76, Sight 73, Singing 95, Smell 73, Stalk 119, 
Star-guing T 23, Subduing 54, Subterfuge (Stealth) 59, 
Swim 101, Tactics 107, Technical/Trade (General) 54, 
T echnical/T rade (Profeuional) 22. Technical/Trade 
(Vocational) 22, Touch 73, Trickery 104. 

RM Spelli: 35 PP (xS PP multiplier). Knows fu.rth Law list 
to 20th level and Nature's Ways list to 10th level. 

Appearance: 91. 



ANGAMAITE (T.A. 1551-18IOf) 
Along with hi5 brothu Sangahpndo. Anganuiti was the 

acknowledged heir to the endition of piney Ixgun by his father, 
Canamaiti, the gnndson of Castamir the Usurpu. Cold and 
alcubting. Anganu.itl was a brilliant IUval taI;licim without 
pta. He wu abo a masltr swordsman with few rivals. He usa! 
his abilities with devastating dTcct agaiNt SOI.Ithan Gondor in 
TA 1634. Together with Sangahyando. he plmncd and 
u«uud the Corsairs' GlUt Raid agaifl$l Pdargir. On the 
docks oEPcbrgir he rotl and slew King Mimrdil. avenging his 
grut-grandfather's duth at thc hand of Eldacu. 

Brilliant though he was in IUvalnuttt.rJ, AngmWtt had only 
• limited ability in !.and tactics, and mo.st of that was restricted 
to the uuult of coastal fortifications. He was aware that his 
~ilitic.J wert Lacldng in this aru. Al the armile("t and com
m.mdtr of the GKat RlIid, he nevcr planned on holding 
Gondorian tmitoryor fighting any land battles with Gondon;m 
troop.t. knowing that once the shock of the initial aluck won: 
off, the defenders could field an army that WIU iaIKer and mon: 
up,able than that of the Umban:an raiders. However, the men 
ofGondor would not be able to ch~llenge the raiden once: they 
boarded ship and n:rumed to Umbu with their spoils. 

Angar\laitl wu a pirate at hurt, niJCd on the u.!es of his 
father's sixty-five yurs of swashbuckling attacks on Gondor 
UK! Gondorian shipping prior to the wu of T.A. 1540. At 
the first opportunity he went to sea with his brother, 
Sangahyando. and his fathu', old pirate cnw. T~thcr. 
they s.a.iled the world. preying upon the wcUa maritime 
rulms and mding their booty at the ones 100 powerful to 
Menge. Howen:r. any lone ship wu a urger. and few ever 
ocapccl Angunaitl and his brother. In anonymity. they 
spent rmny yurs pn:ying upon Gondorian shipping and 
baiting the Gondorian navy until they wen: called home by 
their father. 

With the de.uh oHis (ather in TA 1621, Angarmitc, 
together with his brother. wu admitted to the Umbutan 
Council ofCapuiru. There the brothers presented their plan 
for a m.auive raid upon southtrn Gondor. The success of 
w ir plan in T.A. T 634 clevatedthe brothers to the leader
ship of the council. With Sangahyando's death in T .A. 
1636. Angar\laitc J\lJcd the council unti l Umbar', faU in 
T.A. 1810, when: he fell batding Gondorian troops on 
Umbu's quays afur having slain the traitorous Ztgarakh6r. 

Childless. Angamaitc lavished attention upon his nephew, 
Sangahyandion, as though he were his own son. 
Sangahyandion's death in T A. 1721 wu a great blow to 
Angamaitc, and his lcadership over the council faltered, 
nevcr to recover. Some say that Angamaitc was not 
Sangahyandion's uncle and foster-father. but his fatha in 
truth; and t~t thar wu the CalUC of his nWaisc. Whatever 
the acnW truth, the plot of the mitor ZtgarakMr would 
never han: come to fruition if Angar\laitc had retained firm 
control over the Council of Captains. u he had from T A. 
l6J.4to T.A.I721. 

Lcvd: 29. 
Race: DUnadan.. 
l..oc.3tion: Umlnr (T.A. 1551-1810t"); Pclargir (f.A. 16J.4} 

ANGAw.r11: IN MERP 
Hiu: 138 Melee OB: 110 Missile OB: lOS AT: Chain 

(SS} 
MERP ProfCSliorc Scout. 

MERP $tau: AG fOJ, CO 92. TG 89, IT 88. PR 97, 
ST98. 

MERP Skin..: Acrobatics 119, Acting 8S, Ambush 60 (IS 
n.nk.s). Bmt Handling 11 6. Climb 166. Contortions 114. 
Gambling 106. Perception 11 7. Ride 130. Rope-Mastery 
90. Sky-Watming 77. Sulk/Hide 161. Swim 166, 
Trickery 134. Athletic: Athletk Games 11 9, Athletic: 
Diving 134, Athletic: Tumbling ISS, Craft: Forgery 101, 
Craft: Trap-Building 108. Influence: Administntion 87, 
Influence: Leadership 87, Influenct: Politics 160. 
Influence: Public Speaking 65,lnfluencc: Seduction 126, 
Lore: Ihtdt T acties 11 8. 

MERP Spells: None. 
A"oF .... ili M"J 
c"ruir IMJy 



ANCA .... AlTt IN ROLEMASTEIl 

Hits: 138 Mdee 08: 110 Missile 08: 105 AT: 14 (55} 

R.M Profession: Rogue. 
RM Sucs: Co 92, SO 86, Ag 103, Me 85, Re 90, St 98, 

Qu 100, Pr 97, In 88, Em 89. 
RM Skills: Act ing 85, Acrobatics 11 9, Administration 87, 

Adn:mJ Landing 109, Adn:nal uaping 109, Adrenal 
Quickdraw 109, Adrenal Spted 109, Adn:n.aI Stn:ngth 
109, Alenness 42. Ambush 80 (1 5 ranks). Annor 
(Medium) 83, Annor (Chain) 90, Artistic (Active) +I, 
Athletic G.lmCll 119, AwannCllS (Perctptions) 17, 
AWUCflCllS (Sun::hing) 53, Awareness (Saucs) 52, Brawn 
70, Oimb 166, Combat MancuY'Cn 29, Contonioru 114, 
Crafts 20, Diplomacy 160, Diving 134, Endurance 70, 
Forgery 101 , Gambling 106, Gymnastics 72, Hut 11 7, 
Hide 161 , Influence 55, l.uodenhip 87, Lon: (Gemral) 
48, Mounted Combat 79, Navigation 77, Outdoor 
(Aninul) 49, Outdoor (Envi ronmental) 37, Public 
Sptaking 65, Ride 130, Ropt Mastery.9O, Sailing 116, 
Seduction 126, Self Control 55, Seruc Ambush 42, Sight 
117, Sblk 161, Stunned Maneu~ring 79, Subdual l 60, 
Subterfuge (Atuck) 40, Subur:fUge (Medunio) 51, 
Subterfuge (Stealth) 65, Swashbuckling 79, Swim 166, 
T actio 118, T echnical/T nde (Gencral) 48, Technical/ 
Tnde (Vocational) 13, Trapping 108, Trickny 134, 
Tumbling 155. 

RM Spclli: None. 
Appeannce: 100. 

ARAGORN II (T.A. 29J I ·F.A. 120) 
Aragom was the first king of the reunited Rcalnu-in-E.lile 

(T.A.3019-FA 120). which he esublished under the name of 
Eltssar foUowing the War of the Ring. One of his most 
imporunt actioru as king w.u to confinn--rather than dis
mantle--$Outhern Gondor', existing feudal system, thus pn:
,erving the realm :u it had been for nearly a thous;r.nd yun 
before, Prior 10 his kingship, howcver, Aragorn played a 
significant pan in the history of thc South-kingdom unrelated 
to his bter role, 

Rean:d secretly in Rivenddl by Elrond HaIf-dven bcgusc of 
his royal lineage, Aragorn grew to be the sixucnth and last 
Chicfuin of the Rang'" of the Nonh, the survivors of1sildur'J 
line which had once ruled ENdor as Gonder's sister rulm. 
befon: that realm's deshUCtion at the hands of the Witch-king 
in T.A 1974. At the age of twenty, Aragorn emlnd:ed on his 
long struggle against the Dad: Lord; in T.A. 2968, his wander
ings brought him into the lands of southern Gondor, where he 
enten:d the service of the Ruling Steward Ecthdion II (T.A. 
2953-2984). 

Aragorn was then known as Thorongil (5. MEagie of the 
Sur"), though hi., true name and identity wen: hidden from all; 
to the folk of southern Gondor, Thorongil was a mightyc.aptain 
of men after the marmer of Imru6r, who laboml for the 
security and wdl.being of the n:alm against iu enemiu. In 
Thorongi!,s day the Corni" of Umbar-now alii" of 
Mordor-wen: southern Gondor's chieffoc; and in the COUNC 

of his nruggles to liberate. the co:utlands from tlut menace, 
Thorongil lcarned that the men ofUmbar were planning a full
scale invasion of the n:alm, to permaOlntly conquer the south
ern fiefs for thenudYCll, and so rob MinOLll Tirith of any aid it 
might have «ccived out of the south agairut the growing thrut 
of~uron. 

If the Corsain' daigru had been successful, the hosu of 
Mordor would surely ha~ overwhelmed what remained of 
Gonder long befon: the War of thc Ring (which might haw 
rumed out very diffen:ntly as a coruequcnce} Recognizing the 
ptril in which southern Gondor now lay, Thorongil won the 
steward's leave to order and personally command a pr~mptive 
naval strike agairut Umbar itself. Being well-acquainted with 
the haven ofUmbar and its defclUCll from his u rlier wanderings 
and his many years spent on Belfalas Bay with the war-flw of 
Prince Adrahil of Dol Amroth, Thorongil in T.A 2980 led a 
smal.l contingent of swift vessels into the enemy haven under 
cover of darkness, and succeeded in single-handedly crippling 
the Corsair fleet by fi«. 

This victory served to delay the olUlaught ofUmbar's ships for 
nearly fony years. thwarting the fruition of the Dark Lord's plaru 
against the DUnedain. But Thorongil realized that the Conain 
could not be held off indefinitely; for the deferue of the South
kingdom was but one clement-albeit an imporunt on..-.in 
~uron's gnnd design to subjugate the Frte Peoples to his will 
and Al1Igorn's qucst to oppose the Enemy extended to other 
realnu and races as well: he had to leave Gondor. Their paning 
with TIlorongil following the defut ofUmbar was sorrowful to 
Ecthclioo; yct it was not the last time thn he was to deliver them 
from the Corsair thrtaL 

Aragorn n:turned to the bods of southern Gondor during the 
latter pari of the War of the Ring. whcn the Dark Lord w:u 
p«paring to «ptat his urlier attempt against the \Vhitc Tower 
while a n:built Cornir fleet ravaged the coastbnds. Coming 



fresh from the Battle of the Homburg in Roh.m, Arsgom led 
the Gny Comp.my through the Paths of the Dud to the 
Cow:nmt Stone ofEruh where, as the rightful heir ofIsildur, 
he summoned the Oathbreakers to redum their mth by ridding 
southern Gondor of &turon', minioO$.. With the army of the 
Dud at his back. Arsgom rode to the (outs, defating the 
Couain at Linhir, .md capturing their new flett at PeWgir. 
~ving fulfiUed his mth to lsildur', heir, Morthec, King of the 
[)Qd, was releued .... ith his people from the curse of sleeples$ 
duth, through which deed Arsgom ~d detinitivclycontinned 
his nue kingship in the eyes of the folk of southern Gondor. 

When the W Sf of the Ring was concluded later in that W'IlC 

year and Arsgorn was crowned with the name of Elessar, the 
new king issued his decree that the ancient unity ofGondor and 
Arnor should be restored. In keeping with his intention of 
m:ovcring the original vision of Elendil and his SOIU, Bessar 
sought to preserve the feudal arrangements of southern Gondor, 
making innovatiolU only where the deprccbtioIU of w:u had 
dc;stroyed the existingsourcc;s oflaw and order.lthilien, then an 
unpeopled border march with Mordor, was enfwlfed to the 
house of the former RulingStewards, whereas both Linhir and 
the is le ofTolfal» ww~ rc;stored to the line of Bclfaias. These 
royal grants greatly incrcued the prc;stige of the recipients, 
making their princeJ the two most powerful individuili in 
Fourth Age Gondor. 

Anogorn's second principal achievement as Eluuf was his 
rtStontion of the realm', imperial boundaric;s, as these were 
defined by Ciryaher Hyannencbcil I in T.A. 10SO (with the 
Clception of Rohan, which remained a sovUl:ign ally). In FA 
5, Elessar besieged and took Umbu, pcnnancndy ending the 
tifteen hundred.ycar threat t~t the rebel haven ~d posed to the 
coastlands ofBclfaias Bay. Following th is aucial victory, Elcssar 
spent the next sixteen ycal'S of his reign in the pacitication of 
Ncar HUlid through war and diplomacy, mtoring at last the 
andent tradition of c1ient.kingship wi th the rulen of the South, 
who had so long been beholden to &turon's dominion. Elcssar 
also undertook to reclaim the East as far as the Inland Sea. By 
EA. 60, the might and splendor of the ers of the Ship-kings of 
old were mtored to southern Gondor. 

Level: 27/36. 
Race: DUn3dan. 

AJlAOORN 

Location: southern Gondor (T.A. 2968·2980, 301 9); 
Umbar (TA 2980; FA 5); Near Harad (F.A. 5·21). 

ARAooltN IN MERP 
Hits: ISO/I85 Melee OB: 185/200 Missile OB: ISO 

AT: None (60)/Chain (75) 
MERP Profc:ssion: Ranger. 
MERP Stats! AG 100, CO 102, IG 96, IT to2, PR 100, 

ST 101. 
MERP Skills: Acrobatics 93, Acting 100, Ambush 36, 

Animal Handling 100, Appnisal82, Boat Handling 110, 
Caving 175, Climb 193, Contortions 92, First Aid I 13, 
Foraging 170, Meditation to3, Perception 152, Pick 
Lock 116, Read Rune 100, Rope-Mastery 88, Signaling 
158, Sky-Watching 175, Sulk/Hide I IS, Swim 193, 
Ride 196, Track 167, Trickery 104, Artistic: Dance 98, 
Artistic: Singing to5, Athletic: Athktic G.tmeJ 93, 
Athletic: Diving 160, Athletic: Tumbling 85, Craft: 

Fletching 110, Craft Trap-Building 167, Crafe Wood· 
Carving 93, Influence: Administntion 92, Influence: 
Diplomacy 100, Influence: Falsitiation, Influence: 
Leadership IJO, Influence: Public Speaking 100, 
Influence: Seduction tOO, Influence: Trading 92, lore: 
Battle Tactics 11 7, !...ore: Omi;c Trsp 133, Lore: 
Mathcnu.tics 82-

MERP Spdls: 180 PP. Knows all Ranger Base lists to 10th 
lew:l and all Animist Base lists to 10th level After the 
W:u of the Ring. he knows ten Open Channeling lists to 
10th level. 

ARAGORN IN ROLEMASTER 
Hits: l SO/185 Melee OB: 185/200 Missile DB: ISO 

AT, I (60)/14 (75) 
RM Profession: Ranger. 
RM Stats: Co 102, SO 96, Ag 100, Me 97, Re 97, St tol , 

Qu tol, Pr 100, In 102, Em 100. 
RM Skills: Acting tOO, Acrobatics 100, Admininration 92, 

Adrenal Quickness 93, Adrenal Speed 93, Adren.al 
Strength 93, Alertness 96, Ambush IlJ (36 rsnks). 
Animal.handling 82, Animal Tnining 100, Appraisal 82, 
Armor (Heavy) 75, Armor (plate) 165, Artistic (Active) 
66, Athletic Games 93, AtNncment 100, Awarencs.s 
(Perceptions) 71, Awan:ncsJ (Senses) SO, Awan:ncs.s 
(Searching) 74, Caving 175, Ch.mnding lOS, Climb 193, 
Combat Maneuvers 34, Communication 60, Contortions 
92, Crafts 24, Dance 98, [)ctect T rsps JJ3, Diplomacy 
100, Diving 160, Endunnce 81, Fint Aid 113, Fleu:hing 
I to, Fonging 170, Forgery lOS, Frenzy 88, Gymnastics 
65, Hcar 152, Herb Lore. SO, Hide I IS, Influcoce 62, 
Leadership 130, l.Am (General) 62, Lore: (Technical) «, 
Manipubtion 46, Meditation 103, Military Organiution 
In. Navigation 92, Outdoor (Environmental) 86, Pick 
Locks 11 6, Power Awucness 58, Power SdfControl SO, 
Public Speaking 100, Read Tracks 1 SO, Region 1.0«; (all 
forests) 170, Ride 196, Rope Mastery 88, Runes 100, 
~iling I to, Seduction 100, Sense Ambush, Sight 152, 
Signaling 158, Singing 105, SmeU 152, St.alk lIS, Star· 
gazing 170, Subdu.al 118, Subterfuge (Attack) 60, 
Subterfuge (Mechanics) SO, Subtcrfi.ge (Stalth) 69, 
Swim 193, Tactics I 17, Technical/Trsde (General) «, 
T«hnical/Trsde'(Profes:lional) 30, Technical/Trade 
(Vocational) 30, Touch 152, Trscking 167, Trading 92, 
Tnpping 167, Trickery 104, Tumbling 85, Wather· 
watching 175, Wood-carving 93. 

RM Spclb: 552/828 PP. All Ranger Base Lists (lOth). 
Animal Mastery (10th). Blood Law (10th). Bone uw 
(10th). Herb Mastery (10th). Muscle uw (10th), 
Narun:'s Lore ( 10th). Nature', Mow:ment/ Awan:nes$ 
(Senses) ( 10th). Nature', Protection (10th). Nerve uw 
(10th). Organ Law (10th). Plant Mutery (10th). 

Appanncc: SO. 

ARAooRN's PuNaPAl ITEMS 
Nanil.-Elendil's broadsword, broken from eonuct with 

Sauron. Recclwd by Angom in T .A. 2951. Equion.lcot to 
a +30shortsword. 

AndUril--N:usil reforged and renamed in T.A. 3018. +60 
Hoi] wapon of ,I.yi"l Ora and undead. Delivers .m 
additional heat or cold critical when the name oftsildur 
or Elendil is called upon. 



The Ring ofBarahir-Noldo artifact given by King Finrod 
ofNargothrond to Sarahir as a tok«l of friendship and 
alliance between the Eldar and the Edain, r«eived by 
Aragom in T .A. 2951. 70th level Dragon.wmiing effea 
(failed RR roll force.s a dngon to withdraw for tDIOO 
monclu or yutS)' Also strveJ as J: 6 PP enhancer. 

The EIeuu-Elven jewel (after which Angom took his 
royal name) giYt.n by Galadriel in T.A. 3019. 

AuooaN's SPeCIAl. POWERS 

He:aling Hancb-Angom's roya/ lineage imbue.s him with a 
healing aun, effective through physical contact and the 
intention to uercise his power (Closed Channeling 
healing lists to 10th level). 

Palandr U.e-As a legitimately recognized heir ofElendil, 
Aragorn holds mutcry oYer the palantlri of the South· 
kingdom. He also has the power to allow or deny the usc: 
of the seeing stone.s to othen. 

Intercession-As king. Angom acts as the sole prie.stiy 
mediator between the Faithful. in:Elfile and EN. He has 
the authority to approach the High Hallow of Mount 
Mindolluin and there on holy dl.ys to utter the name of 
Iluvatar. He also has the power to bind solemn ~ths 
with the Divine Name or the names of the Va/ar. 

BLADORTHIN (l.A. SI2-T.A. 2463f) 
Bladonhin was the cousin and banished rival. ofKing Thranduil 

of Mirkwood: he became the leader of the Silvan Elves of 
Edhdlond after the War of the Last Alliance. During the course: 
of his exilcamong Clrdof's pe:ople, Bladorthin and his followers 
served as the scouts and hunters of the hawn, and often aDisted 
other Elves wandering through southern Gondor to reach the 
suo At Galadricl's behest, Bladonhin returned to Mirkwood in 
T.A. 1982, where he was at last reconciled to Thranduil. 

Bladonhin was born in Donath, late in the First Age. While 
still a mere infant, his father was cruelly slain by the sons of 
Ffanor when the latter invaded the rulm ofDoriath in search 
of the Silmaril. Bladorthin's uncle, Oropher, adopted the child 
as his foster·son into his own household. Bladorthin followed 
Oropha into the east after the War ofWnth, journeying until 
his uncle found at last a dwelling placc under the uv"" of the 
Greenwood in Rhovanion. 

Orophcr did not many until long after he had ""tablished his 
re:alm among the Silvan Elv"", and when his queen bore him a 
son, Thrnlduil, Bladonhin Iud already grown to manhood and 
commanded the f""pe:ct of many ofhil uncle's subjects. At the 
time of the Last Alliance, Bladonhin led Oropha 's $pe:armen to 
war, achieving deeds of great renown in the Battle of the 
Oagorlad. But when Oropher fell in the fighting. dissension 
arole among the Elvel of Greenwood over who should rule in 
his stead-Thnnduil, the heit of his body, or Bladonhin, his 
son by adoption. 

The conflict was not resolwd. After the defeat ofSauron and 
the end of the alliance, Galadricl and Cclebom sought to 
mitigate the disKnsion, lat the cowins should refer their feud 
to the clash of amu; and becaweof the lineage ofCdeborn, and 
the ancient friendship between GaUdriel and Melian ofDoriath, 
Thranduil and Bladorthin agrtcd to submit the quarrel to their 
judgment. It was d«ided that Thnnduil should indeed succeed 
hil father in the kingship of Greenwood, but that heshouldscek 
no renibution against Bladorthin for his claim. 

In turn. Bladorthin would notseck tosupplant his cowin, but 
neither would he mnain subject to him, Soave by his own choia; 
instead, the fo.stef'oson of0fophcr would take with him all who 
would luw him for their lord. and journey with Galadriel and 
CdeborntosouthcmGondor,th~todweUalongsidcAmmth'. 

folic at EdhcUond. The cowUu abided by this judgmcnr 
(though not happily) and went their ~te ways. So it wu 
that Bladorthin came to crrdor s haven in 8clfaW and led the 
Silvan folic that joined themselves to that place. 

Having dwelt in the foruts all his life, Bladorthin did not love 
the sea ( though, like all Elv"", he felt its eternal beckoning); yet 
for a long rime he was content to U$ide at Edhellond, because 
of its ancient groves. Bladorthin and his folk tended the tn:1!S 
and creatures, putting forth their love for the living things of 
earth; and in rime Edhellond's grove became the equal in beauty 
of the Greenwood, before: the latter was darkened and dimin. 
ished by the sludow of Dol Guldur. Y d despite his delight in 
the company of ardor and his pe:ople, BUdorthin neYer forgot 
his uile from Orophcr's realm, and not even the sca.longing 
could ovcnhrow his desire: to return to the mckless woods of 
Greenwood the Great, beloved in the happy years of his youth. 

Galadriel perceived this longing; and when ardor prcpaml 
to depart on the last mip, she spoke with Illidorthin, foretc:lling 
to him the final darkening of theGrc:enwood, and the peril t\w; 
the Necromancer represented to its folk. "For you arutill held 
dear in the hearts of Thranduil's folk," she said, "and your 
cowin greatly ntcds your valor at his side; fOf the autumn of thU: 
age has come, and the time of its dark winter draws nigh. It iI 
an hour when tho.se long estranged mwt be nconciled, if the 
Free Pcopl"" ofMiddlc.earth arc to weather the coming storm." 
Galadriel persuaded Bladorthin to mum with ha to Rhovanion, 
and to make amends with Thnnduil for past grief$. Bladorthin 
agncd to this, and departed from the lands of Gondor. 

Level: 26. 
Race: Sind.a. 

BLADORTHIN 

Location: Edhellond (TA 1-1982). 

BLADORTHIN IN MERP 

Hits: ISO Melee OB: 235 Misaile 08: 225 
AT: Chain (90). 

MERP Profession: Scout. 
MERP Stats: AG 100, CO 97, IG 94, IT 95. PR 89, 

ST 103. 

MERP Skills: Acting 82, Ambwh 56 (15 ranks). Boat· 
Handling 78, Q imb 45, Perception 84, Ride 30, Sky· 
Walching 65, Stalk/Hide 61. Swimming 65, Craft: 
Forgery 65, Cmt: Smithing 50, Influence: Leadership 49, 
Influence: PolitiQ 92, Influence: Public Speaking 72, 
Lore:: Bante TactjQ 90. 

MERP Spdb: 26 PP (l2 PP multiplier). Essence Hand 
(5th). Essence's Ways (5th), Illusions (5th). Unbarring 
Ways (5th). 

BLWORTHIN IN Rol..EMASTER 
Hits: 150 Melee OB: 235 Missil.c OS: 22S AT : I4 (90). 
RM Profession: Rogue. 
RM Stau: Co 97, SO 65, Ag 100, Me 80, Re 99, St 103, 

Qu WI. Pr 89, In 95, Em 78. 



RM Skin.: Acting 85. Adunal Speed 63. AdrenaJ Smngth 
63. Alertnt.» 39. Ambush 66 ( IS nnb~ Annor (Heavy) 
45. Armor ( Plate) 160. Artistic(Acti~) 43. AWHmt.» 
(Pcrc:~rioos) 14. A warcnt.» (Sarching) 5 I . Awareness 
(SeIUCl) 34. Oimb 8t. Com!»t Mancuvcn 28. Crafts 
12. Diplonucy 95, Endunnce 69, Forgery 68, G),mn.as
ria 79, Hur 84. Hide 61. Influence 54.1...udership 57, 
Linguistics 8, Lon: (Gcnera.l) 39. Mnhenutia 25. 
Nn;g~tion 68. Outdoor (AnimaJ) 48. Outdoor (Envi
ronmenul) 27. Public Speaking 75, Riding 30, Sailing 
81. Science/ Atulytical ( !Wic) 43, Self Control 38, Sense 
Ambush 39. Sight 84, Smithing 53, Sp«iaJ Att~dt$ 21. 
Stalk 61. Subterfuge (Attack) 26, SubmfUge (Mech.an
ia) 56, Subterfuge (Ste.alth) 4 1, Subdu~1 67, Swimming 
72, T ~ctia 93. T echnical/Tr:ade (Genera.!) 44, T echni
cal/T rade (Vomional) 21, Tr:ading Lore 63. 

RM Spells: 26 PP (x2 PP multiplier)' Attack Avoidance 
(5th), Bri ll iance (5th). Clo~king (5 th), Illusions (5th). 

Appearance: 83. 

CASTAMAITE (T.A. 1450-1621) 
Cas tam~ite w.as the grand$On ofCastamir the Usurper. Born 

in Umbar only two short years :lfur the withdr:awaJ of the rebds 
from Pdargir, Castanuitl was the first of Ctlimehtar's line to 
ha~ grown to manhood in ui[e. Casramaite's early life w.u 
pLagued with betnyal and unccnainty; yet by hu own military 
prowc» he rose to become one of the most feared captains of 
hu day, the fint of the n:bcl5 to earn the name of~Coruir.~ 

On the fint day ofTA 1450. Castanuiti"s father Castahcr 
was recognized by the confedcr.llte rebt:l5.as the rightfUl heir 10 

the throne of Gondor. Five months latl(. he perished in a 
mysterious fin: thn immolated his f...,idencc. Public blame w.as 
aimed at unidentified minions of King Eldac.ar, though no 
proofs wen: offered. The governance of Umbar w.as usumed by 
a Regency Council for C.aslahcr·s newborn $On. 

This council w.as originally comprised of nine membt:n: 
Morlaen (Casumir's uncle and architect of the Kin·strife). 
MurabClh (Canamir's widow and fonner Queen of Gondor)' 
Tdemnar (Mur:abCth's fathe r. fonnerly governor ofUmbar). 
and Castarion (C.astahtr's youngff brother), in addition to five 
powerful capt~ins (one of whom w.as Menelmir. Lord·captain 
of the southern division of the royal fleet)' Allying hill1$elf with 
Menclmir and the othcr captains, Modaen succeeded in ousting 
MurabCth and T demnu from the council three years [~ter on 
ch~rges of plotting ~g~inst Castamait~. 

In T.A. 1470. with onlyfivc yursmminingbt:fon:Ca.stanuit~ 
reached his majority, the Regency Council owted Castarion 
from iu r:anks .as well. declaring the Regency iuelf tmninated 
on the grounds that the remaining membt:n had an equaJly 
Icgitinute claim to the throne ofGondor. Castarnaitc protested, 
but found few supponcrs. Morlaen, Menelmir. and the four 
other ex-regenu re""l~blishcd Umbar's tr.IdirionaJ Council of 
Captains. As a $OP to Castanuitc. they aJlowed him the possi
bility of mcmbt:rship. if he one day g~ined enough fame and 
power to be deemed worthy. 

Immediately after C.astanuitc came of ~gc. he left for the 
confederate-held Ethir Harnen. Soon then:after. the few pir:atcs 
in the area started r:aiding Gondorian coastaJ settlements. Over 
decad..., the numbt:rof r:aiders:llld theJiu of the raids increased 
significantly. all operating without the sanction of the Council 
of Captains. In T.A. 1540, the men of Gondor identified 
C.utamaite .as the luder o f the largest group of raidcn. 

King Alchmir moved to nop the raids, :lIld C.utamaitc in 
particular_ Marching into Harondor, the Gondorian anny 
managed to force the rebt:15 back to their strongholds .along the 
north bank of the Ethif H arnen. The Council ofCtptains sent 
rroops tosupport the Ethir settlements. Despite th is, several fell 
to Gondor. including Gobt:1 MirIond. King Aldamir ofGondor 
was sIain when Umbarean forc..., retook the town, though they 
later lost it.as Gondorian rroops sought to avenge the duth of 
their king. 

The lou ofHuondor came as a great shock to the people of 
Umbar. and rruny accused the Council of Ctptains of incom
petence. Loudcst among the acCUUTS were the refuge..., from 
H.tfondor. particularly the surviving large landownen (now 
dispossessed). and including the surviving ludmhip ofGobt:1 
Mirlond and Amon Eithd. Castamaitc quickly took advanr.age 
of the political crisis. blaming the faJI of Harondor on the 
council's lack of a clearly defined leader in war. Prior to T .A. 
1540. control of the military w.as collcctively controlled by the 
entire council. Within a month of the 10» of H arondor, public 
support ofCastamaitc's criticisnu forced the council to reorga
nize itsdf. recnating the position of High Admiral (last seen 
bt:fore Umbar w.as conquered by the Ship-kings) as its official 
head and .as sole military commander in times of war. Public 
denund also forced the council ro admit Cast~maitclo its ranks. 
though he w.as denied the position of H igh AdmiraJ to which 
he aspin:d. 

Immediately following its reorganiution, the Council of 
CaptaiIU established a new fl eet of wanhip$ and based them in 
the Ethir H amen. The Ethir Flcet d~w heavily from the crews 
of the pirate and raiding ships that had provoked the war with 
Gondor. and Castamaitc w.as m~de the Admiral of the Ethir 
Aeet by the Council o f Ctptains.. !kcause: of the officiaJ 
sanction now enjoyed by the fonner r:aiden, Castanuoitc:lIld his 
men came to bt: known in Gondor .as the Coruin ofUmbar. 
Thu name later became .usociued with all Umbucans. 

Lcvel 32. 

Raee: DUnadan. 

Location: Umbar (TA 1450-1475); Gobd Mirlond (T.A. 
l475- 1 540~ Ramlond (T.A. 1540- 162 1). 

C. .. ST AMArrG 1N MERP 
Hits: 178 Melee DB: 198 Mi»ile OS: [35 AT: Chain (55) 

MERP Profess ion: Scout. 

MERP Sta t.s: AG 98. CO 97. IG 97. IT 77, PR 97, ST 93. 

MERP Skills: Acrobatics 97, Acting 83, Boat-Handling 
136, Climb 106. Contortions 64, Gambling 166, 
Perception III , Ride 137, Rope-M.astery 98. Sky
Wnching 77, Stalk/H ide 165. Swim 126. Trickery 94. 
Artistic: Singing 44. Athletic: Diving 100. Alhlttic: 
Swashbuckling 99. Athletic: Tumbling ISS. Influence: 
Administntion 122. Influence: l..cadership IJ7.lnflu
ence: Politia 174. Influence: Public Speaking 85, 
Influence: Seduction 126. Lore: Ihttle T aetics 168. Lore: 
Miliury Organiulion 122. 

MERP Spdls: None. 

USTA.'-WTG IN R OU."1ASTER 

Hiu: 178 Melee as: 198 Missi le OB: 135 AT: 15 (55) 

RM Profe»ion: Rogue. 



RM Stab.: Co 97, SO 88, Ag 98, Me 90, Re 97, St 93, 
Qu 99, Pr 97, In 77, Em 79. 

RM SkillJ: Acting 83. AcrobaciO! 97, Administration 122, 
Adrenal ~ding 85, Adrenal Luping 85, Adrenal 
Quickdn.w 85, Adrenal Spcr:d 99, Adrenal Strength 99, 
AlatncJ.S 38, Armor (Mediwn) 83, Armor (OWn) IZO. 
Artistic (Attive) 4 I. Awan:ncss (St:uching) 43, Awue
ness (~) 42, AwarenU! ( Pen:cpcions) 13, Brawn 58. 
Climb 106. Combat MancuK[l 39, Contortions 64, 
Crafts 24, Diplomacy 174, Diving 100. Endurance 58, 
Gambling 166, Gynuw:tia 61. Hear Ill, Hide 165. 
Innuence 55, Leadership 137, Lore (General) 38, 
Miliury Organization 122, Mounted ComNt 129, 
Navigation n, Outdoor ( Animal) 41, Outdoor (Envi. 
ronmental) 42, Public Speaking 85, Ride: 137, Rope 
Mastery 98, ,S;ailing 136, Seduction 126, SclfConrrol 35, 
Scruc AmbU$h 38, Sight III, Singing 44, Stalk 165, 
Stunned Manruvering 99, Subdual l60, SubterfUge 
( Mechanics) 51, Subterfuge (Stulth) 55, Swashbuckling 
99, Swim 126, T actiO! 168, T echnical/Trade (General.) 
48, Techniul/T radc: (Professiosul) IS, Technical/ 
Trade (VoutionaJ) IS, Trickery 94, Twnbling ISS. 

RM Spells: None. 

Appearance: 89. 

CASTAMIR THE USURPER 
(T.A. 1274-1447f) 

Castamir was the twenty-second King of Gondor (f.A. 
1437.1447). Al his cpithcuignifiu. he was the only ruler of the 
South-kingdom to N.W come to powcrthmugh force of amu, 
N.ving won the throne u a result of his pruminent role in the 
civil war of the Kin·strife (f.A. 1432-1437). Despite the 
Clttrcrne brevity of his reign--a men: ten yean--Castarnit's 
kingship was arguably the most important event in the history 
of SOuthern Gondor; not only did his life and works embody ill 
of the innermost conflicu that had from time immemorial 
divided the remnants of the ;ancient PeWgircan League from the 
dominion ofElendil'ssoru, but out of the ashcs of his downfall 
wu born the gre;atcst military thrcat tN.t the coastlands were 

ever to face: the Corsairs of Umlnr. 
Curamir wu born the son of Calimir, whou: own f;ather, 

Calimehlar, wu the younger brother of King Minak.tr 
R6mendacil II (T.A. 1304.1366). In the yur T.A. 12AO, 
Minalur', and Calimehtar's uncle, King Num.tcil I (T.A. 
1226-1294). had divided the royal duties traditionally per_ 
fonned by the upuin of the Hosts between his two nfphcws. 
naming Minalcar Regent of the Realm, but making Calimehtar 
the uptain of Ships .It Pelargir. This division of power was 
m~intained, '0 thit thereafter Calimehru's descendants would 
inherit the captaincy of the royal Oeet, despite the fact that in 
the past this office had always been held by the king', son and 
heir. Thereforc, when Calimir his father Iud died, Castarnir was 
to gain authority and corrunand o~r the greater put of 
Gondar', military might. . 

Castamif', military career began in T.A. 1370, when his 
father appointed him Lord-captain over the southern division 
of the Ow in Umbu, a rank which Castarnir held until 
Calimir', duth in T .A. 1384. During this faurt«n ycu $0-

journ, the young Caswnir laid much of the buis for his futurc 
rise to power. His first great achievement acrually had little 
bearing on the fornul poWffS of his office: in T .A. 1372, 

Castam.ir succeeded in drawing upon his father', political 
influence for the purpose of forging the H~ Confedcncy. 
that collection of Nur Harad warlords which sought the 
patronage ofGondor for the furtherance of their own dyn.utic 
aspirations. When the Kin·strife broke out yean later, the 
H~ Confederacy was to supply Castamir with .I vut anny, 
the continued support of which pro~d .I key factor to the 
latter's bid for the thron~ 

This landward enaoxhment of the Lord-a.ptain', powct 
gready alanned Telcnuw-, the Governor of Umbu, who 
promptly rmde illiance with Castarnir through the marriage 01 
his own daughter, Man.bCth, in T.A. 1376. The yoking of the 
Lord-captain and Governor's power dccisi~ly shihed the 
political climate of Umh.r, ut.tblishing flml and enduring 
suppott for the future uptain of Ships among the Umbuun 
:uistoc::r.acy. CasWnir', rcrum to Pelargir to assume his fatha', 
office in T.A 1384 sealed for him the .tllcgimce of Gonder', 
coastbnds from Umlnr and Haradwaith to Linhir. 

During the fony-eight yu.rs of his captaincy in PcI.ugir priOf 
to the Kin-strife, Castarnir became incrcuingly awan: of the 
discontent among the nobility of southern Gondor over Kina 
v wC.tr', rdlw.l to renounce his choice of his haIf·Northman 
~n E1dacat u nar to the throne. Alrudy estranged from the 
king bcc..tw.c ofhis (in their tni.ncb) I"q'rasiw rncuures to chcdt 
the growing influence of Calimchtu's descendants owr the 
southern provinces, these disaffected nobles yearned for • 
return to an ideali:u;d golden age of polit ical autonomy, as Md 
once uisted under the Pdargircan League. before the pow~ 
hungry Ship-kings had dissolved the ancient confederacy. And 
now they wc~ to be ruled by .I k.ing who was not: even of putt 
NUme06nan blood! For the traditional ruling class of southern 
Gondor. this was one outrage too many to bear. 

Castamir wu not hinuclf.tetu.t!.ly ruponsible fOf the cre
ation of the traditionalist confederacy which was to ignite the 
civil war-chat wu the accomplishment of his aU-powerful 
uncle. Lord Morlaen of I...tmedon, then the reigning patriarch 
of Calimehw-', linc-but as uptain of Ships and Lord of 
Lebennin, Caswnircould not help but playa centnl role in the 
consolidation of the rcbds' power. During this period. Casbmir's 
main achievement was the pttfc-ttion of his CO~JlaI in£lumu. In 
T.A. 1429, he prevailed upon Prince Adru6r of BelEWs to 
sUlT\'ndeT his daughterin marriage to hisown e1da ~n Casuha:, 
thU$ prcventing Dor-en-Emil from becoming .I military thrc.tl 
to the designs of the confederatu. Finally, Castamir de:YOtcd 
great attention to the strengthening of bonds between southcm 
Gondar and iu emNttled brethren in the North, fUnnclingoff 
grain and WC"aporu: for the North-kingdom', war with Angm.tr 
in uchange for the friendship of King Araphor of Artheda.in. 

When .It wt open war broke out in southern Gonder. 
foUowing Valac.tr' s death and Eldacar'srdiwlto ahdic.ate from 
the throne in T.A. 1432, (utamir fielded the greatest force of 
ill the rebels, commanding .It once the royal fleet, the host of 
Lebennin, and his Haruz.c allie$.. Together, thcsc forces wan 
renown (and infamy) for Cutarnir in skinnishcs against the 
hill-foru of the Emyn Amen, and finally in the siege and J.td: 
of the e.tpital in T .A. 1437. During the conflict, Casumir 
earned his weU-dcserved tcputation for ruthlcssncss towards 
those of his countrymm--bath noble and commoner alike
who resisted the confederates, which culm.in.ued in the uecu
tion of E1daar'J eldest son OmendiJ.. and in the ruin and 
burning of Osgiliath, during which the muter-pUandr of the 
South.kingdom was losl. 



Caswnir's ucUJive audty wu not, however, merely the 
~lt of an inh~t daraaer iliw; more importantly, it wu the 
outgrowth of a consciously contrived purpose: to diminish the 
kg")' ofhildur and Anirion in northcm Gondor, so that the 
~ent, m.uitime glory of Pdargir might be tUtored u the 
pn-e:mincnt city and haven of the Faithful in MiddJe-urth-
JOlIthcm Gondor would once: again become the hart of the 
rtaIm. Caswnir's vision wu the vision of all the tnditionalW: 
rcbds, who unanimously .Wlycd the Counc:il of Gondor to 
nunc him Icing ute in T.A. 1437. True to hu (.IUK, Caswnir 
left the deyuutcd , apiuJ in ruilU, returning to Pelargir Wltil he 
cuuld compel the council to COnKnt to the official rcmoVilI of 
the royal Kat there. 

The Usurper wu never able to fulfill his dream of royal 
honors for Peurgir, the resuunce of the eouncil in Minu Anor 
_ too great--and Castamir's reign too brief--to have made 
.ignifiant progress towards thu goal. Caswnir'J rule, more
Ovtf, was pbgued with internal Unltst, which preoccupied hu 
efforu ro Kcure the power that he had won. For Pdargir and the 
grc.ater pan o f southern Gondor, the Usurper's reign proved to 
be I decade of unequaled prwpcrity; but for the rest of the realm 
(and especially nonhcm Gondor). the V'ttf nanm ofCaswnir's 
policiu eroded .tability. It was only a matter of time before 
dixonunt wu to ruch great enough proportions that the 
ailed E1dacar was able to succcufully reassert hu wim to the 
throne. 

The struggle that brought Casumir's reign to an mel was 
briJ and dcmive. Elcbcat marched south OUt of Rhovanion 
with an anny of North man ;allies in T .A. 1447"wiftly gather
ing popuIarsupport&om Calcnardhon. An6rien, and Forithilicn. 
Before CasUmif could muster a sufficient war h(»;t to repel him. 
fldacar had conttOl of Minas Anor and was advancing into 
Lcbcnnin. Casumir met Eldaur in battle at the Cros.sings of 
Erui, where he wu slain by hu adversary in single combat. But 
though Caswnir himself wu now dead, the rebellion which he 
had led and nunured throughout hu life was yet to bear bitter 
fruit for southern Gondar in the ongoing conflict with Umbar. 

CASTAMIR 

Lnd.: 30. 

Race: DUnadan. 

Location.: Pclargir (T.A. 1274-1370, 1384-1447), 
Umbar(T.A. 1370-1384). 

C. ... STAMlR IN MERP 
Hits: 205 Melee 0& 191 Missile 08: 173 AT: Plate (30) 

MERP Profession: Warrior. 

MERP Stats: AG 95, CO 89, IG 83, IT 96, PR 94, ST 93. 

MERP SIcills: Acting 52, Ambush 25 (5 r.mIu). Boat-
HandJing 110, Climb 97, Fine Aid 20, Perccpt10n 78, 
Rick 69, Rope-Mastery 78, Signaling 60, Sky-Watching 
88, Sulk/Hide 66, Swim Ill. Track 71 , Artistic: Dance 
33. Artistic Singing 30, Athletic: Diving 61, Athletic 
Swashbuckling III , Influence: Adminu mrion 45, 
Influence: Lcadcnhip 107, Influence: Polities 65, 
Influence: Public Speaking 76. Influence: Seduction 55, 
Lore: Battle T aeties 10 1, Lore: Culnm 9 I, Lore: Hutory 
91 , Lore:: Miliury Organization 65, Loff: Region 100, 
Lore: Religion 100, Lore: Tactical Games 66. 

MERP Spells: See "Casumir's Special POWCT'" below. 

UsrAMlllIN R OlEMASTER 

Hits: 205 Melee OR: 19 1 Missile 08: 173 AT: 17 (30) 

RM Profcuion: Fighter. 

RM Stats: Co 89, SO 50, Ag 95, Me 76, Re 88, 51 93. 
Qu 96, Pr 94, In 96, Ern 58. 

RM Skilli.; Acting 52, Adminumtion 45, Adrenal Sp«d 
86, Adrcnal Strength 90. A1enncu 38, Ambush 25 (5 
r.mIu). Annor ( Heavy) 70, Annor (Plue) 135, Anistic 
( Active) 30, Awareness ( PefCtptiolU) 19, Awareness 
(Searching) 34, Awarencu (Senscs) 38, Brawn 60, Oimb 
97, Combat Awan:ncu 11 7, Combat Manl':Uvcrs 28, 
Culruff Lorc 9 1, Dancing 33, Diplomacy 65, Disann 
FO( 98, Diving 61, Endurance 60, Gymnutiu 47, Hear 
78, Hide 66, Hutory 9t , Influence 55, JOlUting 123, 
Leadership 107, Lie Perception 81, Lore (Gencral) 48, 
Military Organization 65, MOllntcd Combat 83 • 
Navigation 88, POWCT Strike 125, Public Speaking 76, 
Quickdraw 96, Region Lore 100, Religion 94, Riding 
69, Rope-mastery 78, Sailing 110, Seduction 58, Self 
Control 47, Sense Ambush 38, Sight 78, Singing 30, 
Special Attacks 21 , Sulk 66, Sur-gazing 64, Stunned 
ManI':UvCT 120, Subterfuge (Attack) 44, Subterfuge 
(Stcalth) 25, Swashbuckling III, Swim 11 2, Tactical 
Games 66, Tactiu 101 , Technical/ Trade (General) 48, 
T cchnical/ T rade ( Professional) 10, T echnical/T rade 
(Vocational) 10, Weathcr-wuching 80. 

RM Spdla: See ~Casumir', Special POWCf$" below. 

Appearance: 90. 



CASTAMIR.'S SPEOAL POWERS 

Healing HOlII~bmir's royoallineage OlIId confinnation 
to the kingship imbues him with a healing aura, effectivt: 
through physical contact and the intention to exercise his 
power (Closed Channeling healing lists to rOth level). 

Pahntir U!~As a legitimately n:cognized heir ofMeneldil, 
Casumir holds mastery over the palantiri of the South
kingdom. He .wo has the power to illow or deny the we 
of the seeing stones to others. However, in spite of these 
conferred powen, Casbmir lack" the training and 
knowledge necessary to utilize the palantiri to their 
maximum effect, and 50 mwt rely mon: heavily upon the 
royal seers than is wual for a king. 

Intt;l'ce$llion-As king, Casumir acts as the sole priestly 
mediator between the Faithful-In-Exile and Eru. He has 
the authority to approach the High Hoallow of Mount 
Mindolluin and there on holy days to utter the name of 
Uuvatar. He also has the power to bind solemn oaths 
with the Divine Name or the names of the Valar. 

CiRDOR (l.A. 23-T.A. 1981*) 
Grdor was the founder and master of Edhcllond, the only 

Elvcn setdement in southern Gondor. The son ofClrdan, Lord 
of the Falathrim, Clrdor shUI'd in his father's shipbuilding 
labors, and together they became the gatt:keepcrs of the west
ward journey which all the Eldar mwt one day take, sailing away 
fi-om the shores ofMiddlc-carth. Born at the haven ofBrithombar 
on the coast of Bderiand in the early years of the First Age, 
Grdor was raised in the ways of shipbuilding and navigation by 
his father. Cirdor's mother had come from among the Gn:y
e1ven folk of Doriath; and ohen he would journey there, far 
from the Falas, to have conversc with his kinsfolk. But the wars 
of Bcleriand, fought between Morgoth and the Elves, drove 
Grdor from his homeland. 

In I.A. 474, the hosts ofMorgoth ravaged the Falas, slaying 
or putting to flight the Falathrim. Cirdor fought bravely in the 
defeMe of the haveM, but at the last he tOO was fOf(cd to flee. 
Rejoining Cirdan at the Mouths ofSirion, Cirdor took coulUcI 
with his father for the succoring of their people in their exile. 
Grdan sought to make a n:fuge on the isle ofBoaIar; butOssethe 
Maia, wary ofMorgoth' 5 growing nn:ngth, counseled Cirdor to 
establish another refuge, far beyond the reach of the Enemy, 
whl'nce the Falathrim might flee at the last, if ill Bderiand 
should fall under the dominion of Angband. 

Heeding the voice of Osse, Cirdor chose from among the 
exiles such as wen: willing to follow him, and set sail from the 
Mouths ofSirion with thn:esmallships; and rounding the coast 
southwards, he entered the Bay of Belfalas. Cirdor and his 
comJ»llions kept close to the shon:, seeking for a place that a 
few might defend with ease; and at last they came to the 
Morthond-Ringl6 estuary, when: therc wen: many rocky islets, 
thrust OUt of the water like towers. There, Clrdor decided to 
build hisr~fuge, which he named Lond Duilin(S. "Haven of the 
Riven"). 

As it happened, Clrdor's haven was never put to the test; for 
Morgoth was defeated in the War of Wrath shonly thereafter, 
and Clrdan was able to establish a mon: permanent dwelling for 
the Falathrim in Lindon. But Osse, the Lord ofStonns, spoke 
to Clrdor, and bade him remain at Lond Duil in, foretelling that 
the exiles ofDoriath, the remnant of his mother's folk, would 

seek out his protection and guidance, and become one ptople 
with his. "Vlrno," he said, "has commanded me [0 watch ovu 
thi, place for as long as you shall dwell in it; but when the last 
ship leaves, then tOO shall my protection depart. ~ 

These same words Oue had 'poken to Cirdan in Lindon 
who, in accordance with Ulrno's bidding, had instructed AmciJr 
and his folk in the an of shipbuilding. in order that the latter 
might separate themselves from the Me of the Noldor and sail 
to Lond Duilin in search of a dwelling apan. So it was that the 
words ofOS$l proved [fUe.. The n:mnantofDoriath dwelt with 
the Fili.thrim beside the Bay of Belfalas, enlarging Grdor'J 
haven to the hither ,hon:, and n:naming it Edhellond (S. ~Elf 
Havcn~), and Cirdor bcc.ame their lord. 

Clrdor n:mained at Edhdlond throughout the Second Age 
and well into the Third, renewing his ancient hiendship with 
lmnz6r's line when Edhelion became Prince of Belfalas, and 
fostering the prince's childn:n in Elven-ways. Because of this 
hiendship, and because the favor ofOsse's wife Vinen layupOll 
Imru.6r's howehold, Grdor led the folk of Edhcllond to wit 
in alliance with the men of Belfalas: in the War: of the Lut 
Alliance, and in the Nonhem War to $ave Arthedain from 
destruction. On the latter ventun:, Clrdorgave to Prince EdrahiI 
11 the name ofImraz.6r, renewing the glory of his line. 

The last ship left Edhdlond in TAl 981. In the removal of 
Osse's protection tmtaccomJ»llicd Grdor'sdtpartun:, AI!U'Olb 
son of Amdir, who for a time had led the remnant ofOoriath 
at Edhellond, was lost in the waters. Grdor never n:turned to 
Middle-eat'th; but the emblem of his haven, a white swan on 1 

blue field, lived on in the livery of the Princes of Bclfalas, to 
whom he encrusted Edhellond and the sacn:d grove of EryD 
Laegol. Grdor witnessed much of southern Gondor's lone 
history, and himself played a part in many of its tales; and with 
his pn:.sence at the side of the princes, the power ofUinen and 
Osse wen: united in the defense of the South-kingdom. 

CIIu>o. 
Level: 35. 

RoIce: Fili.thron. 

Loution: Lond Duilin (FA 474-S.A. 2 1); 
Edhellond (SA 2I-TA 1981 ). 

CfR..ooR IN MERP 
Hits: 142 Melee OB: 149 MiS$l1e OS: 169 AT: None (75) 

MERP Profession: Bard. 

MERP SUts: AG 99, CO 93, IG 98, IT 99, PR 102, 
ST89. 

MERP Skills: Boat-Handling 143, Meditation 141 , 
Perception 162, Read Rune 143, Ride 79, Sky-Watching 
145, Swim 132, Use Item 143, Artistic: Music 144, 
Anistic: Singing 144, Craft: Mapping 135, Craft: 
Shipbuilding 175, Lore: Architectun: 120, Lon:: 
AstrOnomy 13 I , Lon:: Cartography 132, Lore: CulNn: 
I03, Lon:: DragolU 54, Lon:: Engineering 109, Lore: 
Fauna I03, Lon:: Flora 103, Lon:: History 103. 

MERP Spd1s: 210 PP. All Bard Base Lists ( 10th), All 
Essence Open Lists (IOth). 

ClRooR IN RoLEMASTER. 
Hits: 142 Melee OB: 149 Mi$llile OB: 169 AT: I (75) 

RM ProfC$lIion: Bard. 
RM Stats: Co 93, SD 99, Ag 99, Me 98, Re 98, St 89, 

Qu 100, PI' 102, In 99, Em 100, 



RM Skill,: A1enn~ 52, ArclIit«turc 120, Aniltic (Acliw) 
8 1, Artiltic (Pas5ive) 84, Astrollomy 13 I. Attun~ment 
143, Awareness (Perceptions) 27, AWamlCSl (Surching) 
42. Awan:ncu (Scrua) 62. Cartography 132, Cmu 26, 
Culnm Lon: 103, Ongon Lon: 54, Endurance 23, 
Engin~~ring 109, Fawu. Lon: 103, Flora !...ott 100, 
Gynuwtics 56, Hillory 100. Innuence 79, lie Pm;cp
tion f 42, Lore (Genual) 71, Lore (Magical) 61, Lon: 
(0bJcun:) 51, Lon: (T «hnical) 61, Mapping 135. 
MediUlion 141. Navigation 145, Outdoor (Aninul) 55. 
Outdoor (Environm~ntal) 44, Puy Instrument 144, 
Power Awuen~ 79. Power Manipulation 39, Read 
Runes 143, Rid~ 79, Sailing 143, Science/Analytic 
(Basic) 49, Scicnc~/ Analytic (Specialized) 31, Self 
Control 41, Scruc Ambush 52, SeiUCI (All) 162, 
Shipbuilding 175, Singing 144, Stu-guing 145, 
Subterfuge (Steal th) 34, Swim 132, T«hnical/Trade 
(General) 59, T eclmieal/T rade (Profe"ional) 29. 
T echnicalfr rade (V cational) 29. Weather.watching 
102. 

RM S~u..: 495 pp, All &ref Rue lisu (30th). All Open 
MenuIism Lisu (15th). All CIOKd. Menulism Lisu 
( I "'h~ 

Appearance: 99. 

CIRooR'S SPEOAI. P OWERS 

Intercession-As Edhellond lies under the protection of 
OJSC by virtue of Ordor's p~nce then:, Clrdor has the 
powcr to summon and commune with the Lord of 
Stonns, and 10 interctdt with any who have commin~ 
an offense against tht Maia. 

CIRYAHER HYARMENDACIL I 
(T.A.892-1149) 

Ciryahtr wu the fifteenth King of Gondor (TA 1015· 
1149). and undtf his reign the South.kingdom n:ached tht 
htight of iu poWtr. The lut of the Ship.kings, Ciryaher 
compleltd the road of conquest begun by his great·grandfather 
Tannnon ne.trly three hundred yean earlier. In T.A. 1050, 
Ciryaher took the title of Hyanncndacil, in celebration of his 
victory over the combined forcu of the H.trUu and the 
rtnegadt Numen6n:an lords ofUml».r, a deed which brought 
the lands of southml Gondor to their greatest ten1torial 

e~tcnt. Following in the tradition of the Ship-kings, Ciryahtf 
also $«V("d u uptain of Ships and Lord of Lebrnnin 
under the rult of his father, Ciryandil (T.A. 936--1015). 

The reign of Hyarmendacil had impolUnt inttmal 
rolUCqutflCes for southern Gondor, the fon:most of thC'SC 

being the uttltment of newly.won tnTItory by wteraru of the 
royal flu t (a practice begun by Bmil). This policy led to the 
enlargement of Pelargir's imporunce for the political and 
military unity of the coutlands, a factor which played a 
significant role in the origins of the Kin-strife. Equally impor. 
tant wu Hyarmendacil's revival of the irutitution of cliem
kinglhip ovu die Haruzc, a tndition which by his time had 
vanished in Harondor, now fully trarufonncd into a provincial 
domain. Above all, Ciryahcf's total annihilation of tht last 
n:mnanU of Black NWncn6rcan power in the Uml».n:an sphere 
paved the way for a vUlly upanded cultun.l and economic 
contact with the South, ushering in an unparalleled era of 
pJ'Ollpc:rity forthe great mcrcanlileccnlCrs of southern Gondor. 

Lzvcl: 33. 

Race: OUnadan. 

CIRYAHER 

Loc.ation: Pelargir (T.A. 936--101 5), Harondor, Umb~r, :and 
NurHand(T.A.IOso.I051 ). 

CIR.YAHER IN MERP 
Hies: 176 Melee OB: 165 Mi"ilc 08: 160 AT: 20 (SO) 
MERP Profession: Warrior. 

MERP Stau: AG 99, CO 95,IG 96, IT 77. PR 98, 
Sf 101. 

MERP SkiUs: Boat;Handling 131, Climb 99, Gambling 55, 
Perception 112, Ride 77, Stalk/Hide 66, Swim 122, 
T ~ 89, Anistic: Singing 29, Athletic: Athlttic Games 
87, Influence-: Adminiltntion 101, Influence: Ludenhip 
123, Influence-: Politia 84, Influence: Public Spc:u.ing 
86, Lon:: Battle T actia 133, Lore: Culture 104, Lon:: 
History 100, Lon:: Military Organiutlon 85, Lore: 
Region 120, l..m-c: Religion 92-

MERP Spelli: See WCiryaher's Spc:cial Powcrs~ below. 

ClRYAHER IN ROLEMASTEll 
Hies: 176 Mdtt OB: 165 Mi"i1e OB: 160 AT: 20 (50) 
RM Profeuion: Fighler. 

RM Sues: Co 95, SD 92, Ag 99, Me 93, Re 96, St: IO J, 
Qu 99, Pr 98, In n. Em 88. 

RM Skilli: Administration 101 , Adn:nal Sp«<Il 07, 
Adrenal Strength Ill, Alcnncu 35, Annor (Heavy) 67. 
Annor (Pute) 165, Artistic (Active) 26, Athletic G.unes 
87, A Wan'1leSS (Perctptions) 10, A w.ucnU$ (Searching) 
51. Awarcn~(Serua) 45, Bnwling 11 3. Brawn 69, 

Ci,Jo, 



Climb 99, Combat Awarenus 119, Combat Maneuvers 
30, Culture Lou: 104, Diplomacy 84, Dwnn Foe 109, 
Endurance 69, Gambling 58, Gymnastiu 54, Heat 112, 
Hide 66, History lOa, Influence 54, Jousting 88, 
Leadership 123, Lie Perception tol, Lore (General) 54, 
Military Organiution 85, Mounted Combat 134, 
Outdoor (Animal) 5 I, Power Strike 131, Public 
Speaking 86, Quickdraw 86, Region Lore 120, Religion 
92, Riding 77, Sailing 131. Sense Ambush 35, Self 
Control 60, Sight 112, Singing 29, Smell 68, Special 
Attac~ 33, Stalk 66, Stunned Maneuver 135, Subter· 
fUge (Stulth) 42, Swim 122, Tactics 131, Taste 68, 
Technkal/Tnde (General) 55, Technic3l/Trade 
(Profusional) 16, TechnicaJ/Trnle (Vocational) 16, 
Touch 76, Tracking 89. 

RM Spelli: See "Ciryaher's Special Powas" below. 

Appearance: 92. 

CIRYAHER,'S SPECIAL P OWERS 

H ealing Hancb-Ciryahcr's royallinqge imbues him with 
a healing aura, drccti~ through physical contact and the 
intention to exercise his power (Closed Channeling 
healing lists to lOch level). 

Palantir Un-As a legitimately rccogniud heir of 
Mend dil, Ciryahcr holds mastery onr the palandri of 
the South-kingdom. He ilio has the powa to allow or 
deny the use of the seeing nones to othas. 

In tercession-As king. Ciryaher acu as the sole pries tly 
mediator between the Faithful-in·Exile and Eru. He has 
the authority to approach the High Hallow of Mount 
Mindolluin and theu on holy days to utter the name of 
lluvatar. He ilio has the power to bind solemn oaths 
with the Divine Name or the names of the Valar_ 

EARNrr. I (T.A. 7I2-936t) 
Earnil I was the thirteenth KingofGondor(TA 9 13-936), 

and the fim to have a.scended the throne on the basis of 
adoption. As the heir of Tarannon Falastur, Eamil perpetu
ated the rndition of the Ship-kings, and added the conquest 
ofUmbar to their glorious achievemenu. ln Earnil, the house 
of the kings was joined to the sacred lineage of Bel fa las' princes, 
a unique union of bloodlines which was to beget contentious 
anomalies in the political structuu of southern Gondor. 
Although in some respecu muted by the accomplishments of 
his succusors, Eamil's deeds weu to become an enduring 
legacy in the history of the South-kingdom. 

Born the youngest son of Prince Lothirion of Sclfalas, 
Earni!'s mother was the only daughter of King Siriondil. So it 
was that Eimil was nephew to the future king, T ararlllon. His 
twO olda brothers, Taranir and Gundor, were already in· 
volved in the governance of Dor-en-Emil when Eimil had 
come of age; Lothirion, desiring to advance young EarniJ's 
prospects, made him Lord ofT olfalas ( then a possession of 
Sclfalas)and enfeoffed to him the Glinduin vale, at the mouth 
of which King Siriondil hoped to esubJish a haven for his 
growing royal fleet. 

Over the course of the neIt eighty.rwo years, Earnil accom
panied the king's son, T arannon, on the buer's miliury 
campaigns in Anfalas and Harondor, achieving great renown 
as lieutenant to the Captain of the Hosts. During the long years 
of their company, Eamil and T arannon became fast friends; 

and soon after T arannon had succeeded his fathe r to the throne, 
since he himself had no son to assume his fonner Omet, 
T arannon appointed Eimil as Captain of the H osts in his stead. 
This honor was soon to be enlarged (0 unpucedented heights; 
with the tragic severance of Tar ann on's marriage to BcrUthid 
only a short time after the inauguration of his reign, the 
despondent king named Earnil as his heir to the throne. 

All Gondor was shocked at T ar.annon's decision; but resis
tance was negligible, because of the est«m in which Earnil wu 
held and because of hi! diuct connection to the King's H ouse 
through his mother. The only significant opposition to Eamil', 
adoption came from his own houschold. H is eldest brother 
T ar.mir objected thu Emil's new status thuatened to violatt; 
the autonomy ofBdfalas from the royal house. T aunir pressed 
this grievance again when he became prince upon Lothirion's 
death in TA 839; but E~mil rduscd to relinquish the fie fhiJ 
father had ginn him. In the end, T aunnon mediated a compro
mise: Eamil would abandon hiscbim to theGlinduin vale. with 
the exception of the haven of Linhir itself; in Ktum, Prince 
T annir would relinquish the isle of T olfaJas, which would 
thenceforward be a royal ward. Taunir grudgingly a.sscnted to 
this arrangement, and so through Earnil both T olfaw and 
Linhir beame royal possessions. 

During T arannon's eighty.thrcc year rcign, Bmil vied with 
Umbar for ,he dominion of the coasts, slowly gaining ground 
over the adversary. When T aunnon died in T.A. 9 13, E.am.il 
remained in Pdargir, concentrating all of his resources on th,,; 
upair of the ancient haven and the strengthening of his fleet. 
These effortS culminated in the raising of Band Aerhir in T_A. 
923. This ennt heralded the beginning of the lina.l conflict with 
Umbar; for, as ifin challenge to Eirei!'s tower, the proponents 
of the Cult ofMdkor, having seiud Umbar, once again raised 
the hidrous pinnacle of their ancient temple above the walls of 
that haven, portending evils to come. 

Intent on thwarting the eventuality of a rcnewed offensiw 
from the South, ami! unleashed his fleets against Umbar, 
conquering its CO:lStal strongholds one by one, whi le Prince 
T aranir led the hosts of Gondor through Harondor and into 
enemy-held territory, blocking any landward support from the 
mother haven. Theconflictwas long and theGondorian victory 
dearly bought, but, at the last, E:imil succeeded in capturing 
Umbar in the springofTA 933. Earnil annihilated the Cultof 
Mdkor and razed its Temple to the ground, cOlUtnlcting ova' 
its foundatiolU a tower after the manner ofBarad Acrhir. 

But the struggle for m.utcry of the South had not ended: 
Elmil W:lS ab le to hold only the haven of Umbar itsdf. while 
manyofitslords had withdrawn to Ramlondand weu regroup
ing their forces. Lller in that umc year, Eamil was himsdf 
besieged within the walls of the ha~n , but his command of tile 
waters ensured its safety for the time being. Eami! umained in 
Umbarfor nearly thue yellS, withdrawing once only toPdargii 
in T.A. 936. Eirnil never returned 10 Umbar, for on his uturn 
voyage he was lost in a sudden, violent stonn off the Capt of 
Umbar. 

Level: 36. 

Race: Otinadan. 

Ei.RML I 

Location: Edhellond (T .A. 712-727), Dol Amroth (T A 
712-748), Linhir/Tolfal:lS (T.A. 748·831). Gobel 
Mirlond/Pdargir (TA 831-933, 936), Umbar (TA 
933·936t). 



EARNlL I IN MERP 
Hiu: 225 Melee 08: 197 Missile 08: 201 AT: Chain (55) 
MERP Profmlion: Warrior. 
MERP Sur.:.: AG 97, CO 94,IG 90, IT 90, PR 87, Sf 98. 
MERP Skilh: Acting 60, Ambtuh 118 (36 nnks). Ap-

pniu180, Boat-Handling 110, Climb 108, ContortioN 
77. Fint Aid 117, Perception 102, Ride 86, Rope
Mastery 98, Signaling 103, Sky-Watc.hing lIS, Sulk/ 
Hide II I, Swim 103, Tnc.k 107, Artistic D.mce 92, 
Anutic: Singing 95, Athletic: Athletic Gamu 85, 
Athletic: Diving 95, Influence: Admini.ltntion 97, 
Influence: uadrnhip 127, Influence: Politics 100, 
Influence: Public Speuing 100, Influence: Seduetion 66, 
Influence: Trading 78, Lo~: Battle TactiCli 107. 

MERP Spclli: 5« "Eimil 1', Sp«:ial Powcn~ below. 

EARNIL I IN RoLEMASTElt. 
Hiu: 225 Mela OB: 197 Missile OB: 201 AT: 15 (55) 
RM Profcnion: Fighter. 
RM Stau: Co 94, SO 88, Ag 96, Me 88, Re 9 1, St 98, 

Qu 97, Pr 87, In 90, Em 86. 

RM Skilla: Administntion 97, Adrenal Quickdnw 83, 
~dn:nal Speed 83, Adn:nal Stungth 83, Almnml 66, 
Ambwh 118 (36 ranlu). Appraisal 80, Annoi' (Medium) 
75, Annor (Olain) 120, Artistic (Acti~) 46, Athletic. 
Games 85, A wueneu (perceptions) 31, AwatWmI 
(SrMching) 34, AwarUlmi (Srnscs) 60, Oimb 108, 
Combat ManNvcn 36, Dance 92, Diplomacy 100, 
Diving 95, Endurance 56, First Aid 11 7, Gymnutia 3D, 
Hear 102, Hiding 111. Influence 47, Jousting 88, 
lndership 127, Lon: (General) 62, Lon: (Technic.al) 44, 
Mounted Combat 123, N,lvigation 88, Public Speuing 
100, Ride 86, Rope Mastery 98, Sailing liD, Sr1£ 
Conrrol 30, Sight 102, Singing 95, Special Atuciu 23, 
.5ulk I I I, Sur-guing 110, Subterfuge (Attack) 45, 
Subterfuge (Mechania) 35, Subtufuge (Stwth) 54, 
Swim 103, Tactia 107, Technical/Tnde(Gcneral)44. 
Ttchnical/Tnde (Vocational) 30, Trading Lon: 78, 
Weather-watehing 115. 

RM Spclli: Sre "Elmil 1'5 Sp«:ial Powcn" below. 

Appearance: 80. 

E.AANu. fs SPEClAL P OWEllS 

Healing Hamb-Eimil', royal lineage imbues him with a 
huIing aun., effecti~ through physical contact .md the 
intention to um:ise his power (Oosed Channeling 
healing lists to 10th level} 

Palantir U_N a legitimately n:cogniud heir ofMenddil, 
Elmil holds mastery o~r the palandri of the South
kingdom. He also hu the power to allow or deny the we 
of the seeing stones to others. 

Intm:cnion-N king, Eirnil acts u the sole priestly 
mcc!iator between the Faithful-in·ElI:ile and Eru. He hu 
the authori ty to approach the High Hallow of Mount 
Mindolluin and there on holy daY' to utter the name of 
lIuvatar. He also hu the power to bind solemn naths 
with the Divine Name or the IWnU of the Vab.r. 

EDHEUON (S.A. 3206-T.A. 96) 
Edhelion wu the last royally-confinned Captain of the 

F~ithful in Pdargir (S.A. 3251-3320) and the first Prince of 
BeI&.Lu(s.A. 3320-T .A.96} HisenfcoffmcntbyElendilurvcd 
to secun: the authority oflsildur and Anhion owr the South
kingdom; but it also provoked his wayward ~N, Fuinur and 
Herumor, to ~bellion, and their theft of the Karma of Altkrion 
proved a grievous price to f»'y for the peaceful yean that 
followed the uublishment of the Realm-in·Exile. During the 
War of the Last Alliance, Edhelion Icc! the Faithful into battle, 
the first time that all the hosts of southern Gondor were to be 
unitcc! in war. 

Edhelion gn:w to manhood under the good and benevolent 
n:ign of Tar-Pahntir of NWncoor, in whose time the royal 
garrison of Pelargir wu ,ubordinated to the authority of the 
Council of the Faithful. Edhelion ruei~d his own appoint
ment to the captaincy of the haven by T ar-Palantir, following 
the death of his father in s'A. 3251, But four years later Ar
Pharu6n seized the scepter from the rightful succcuion ofT u
M[rid, and he «sto«d the supremacy of the Pclargir garril:on, 
subjecting the Faithful to ttibute. 

In s,A. 3319, when Ar-PharuOn withd~w much of his 
garrison for his expcclition against the Valar, Edhclion orga
nized and led a n:volt against the remaining King's Men of the 
huen. Y ct despite his bold initiatiw, Edhclion n:fi.ucd the 
urging' of the Faithful that he dedan: the Pelargirtan U.llgut 
independent from NWncnor. "lNtead," he counseled, ~ we ,haI.I 
wait upon the will of the VaLu, and abide by whatever sign 
through which they may reveal their will to us.~ 

That sign came with the arrival ofbildur and Anirion from 
out of the deep' of the ua; and, when the fate ofNumenor wu 
lurned, Edhelion dedmd to the people that, by thdr linuge 
and by the grace ofVinen that had prescrvtd them through the 
changing of the world, the Lord, of AndUnic were surely 
favored by the VaLu to assume the sacral king'hip over all the 
Faithful. "For," sa.id Edhclion, "though my blood also is 
mingled with the line ofElros T ar-Minyatur, it comu by way 
ofCirptan and of Atanamir, whose rule ga~ binh to NUmenor', 
Downfall. But Elendil and his sons possess a royalry purer and 
0'10« ancient, for Silmarien was their fon:mother. Morcova-, 
the task of my house hu been that of a steward. pn:urving" 
sancnw-y fouhe F aith!ul in their exile. But now we an: all uilu, 
and though the udy of the Sru will not nullify her co~nanr 
with us, who now will call upon the Ond And what man among 
us now po~ the authority to choo.sc a hallo_d place for 
our wouhipl Not 1." 

With many ,uch W'Of'dJ Edhelion uhorted the Faithfu.l to 
accept the dainu of Elendi!'s sons, denying to his own hQUSoC 
wlllt honors had not been bestowed upon it by the Powers of 
Arda. Yet n04: alI.lICceptcc! Edhclion's arguments.. His two sons, 
Fuinur and Henunor, retorted that the line of Imrn6r pos
KSSCd an equal if not gruter right to the hearts of the people; 
for, the brothers argued, their house had endured the exile in 
Middle-canh for many lives of men, whercu Elendil and his 
SON. noble though their lineage and piety might be, we« but 
newcomc from Numenor, and ought the«fore to be joincc! to 
the league by the laws that Vcantur had established. ~Then," 
they said, ~when the Lord, of And6nic ha~ proven their worth 
md goodwill through many yean of loyal service to the 
luguc-chcn, if they will, let the Faithful take them u kings." 



ThO\Jgh many in Pelargirwere of a like mind with Edhelion's 
$011$, the word of their father prevailed; and Uin~n hendf came 
forward to btar witntsS to th~ truth of his judgm~nt. Then Jlwt 
the FJithfuJ gave thei r UKn! to Elendil's claillU. But ~ven 
Edhelion, for all his lofty sootlwying. did not lost sight of the 
pr.u:tical need to preserve the political rights of the [eJgue; 
rather, he confetWd with Elendil's solU. laying btfore them in no 
unceruin temu what concessions he and the Council ofPelargit 
upc:cted to n:ceive in uchange for thei r acknowledgment of 
Isildur's and Anirion's authority. By meaIU of hit shn:wd 
bargaining. Edhdion brought the Elendili and the lugue to a 
wite and jWt settlement, which was to n:pc:atcdly define sO\Jth· 
ern Gondor's n: larionship to its northern. royal counterpart ever 
after. 

Fuinur and Herumor's defei:tion to Umbar WOlll a grievous 
blow to Edhdion. He loved hit SOIU, but he perceived that their 
n:bellion and thei r theft of the Kanna could put an end to the 
peaceful settlement which the council had reached with the new 
kings. This fear, however, WOlll not realized for another eighty 
yean. when Sauron revealed hillUel( in Mordor and began 
sending emissaries to Umbu to cou the brothers to challenge 
both the [eJgueand E1endil'ssons for supremacy. In light of!his 
growing peril, Elendil hinuelf in $.A. 3400 named Edhelion 
Prince of Selfalas, intending thereby to sewre hit own sons' 
western flank against an alliance between n:calcitrant members 
of the league and Edhelion's sons in Umbar. 

Edhdion ruled BelfaJas in peace for ninety"six years afta the 
War of the Last Alliance: and in T.A. 13 his wife bore him a 
third wn, Methestel, who succeeded him as prince. T ogctha 
with Imraz6r before him and Edrahil after, Edhclion's life 
represented a key turning point in th~ destiny of southern 
Gondor. and hit legacy would leave its enduring rmrk on the 
realm in his inauguration of its most impotUnt noble lineage. 
Through Edhclion. the line ofImnz6r became the equal of the 
kings. 

Level: 28. 

R.3(~ DUnadan. 

EOHEUON 

Location: Pclargir (S.A. 32Q6.3400). 
Dol AmTOth (S.A. 3400· T.A. 96). 

EoHEUON IN MERP 
Hits: 188 M elee 08: 174 Missile 08: 167 AT: Chain (45) 

MERP Profession: Warrior. 

MERP Sbts: AG 92. CO 95. IG 87, IT 92. PR 95. ST 94. 

MERP Skills: Boat·Handling 67. Climb 85. Perception 72. 
Ride 86. Stalk/Hide 90, Swim 102, Track 87, Artistic: 
Dance 65, Artistic: Singing 62, Athietic: Swashbuckling 
92, Influence: Administr~tion 80, Influence: Leadership 
9J. lnfluence: Politics 81, Influence: Public Speaking 76, 
Lore: Battle Tactics 96, Lore: Culture 55, Lore: Evaluate 
Weapons SO, Lore: History 61. Lore: Military Organiza
tion 67. Lore; Region 72, Lor~ Siege Engineering 80, 
Lore: T actic.U Games 67. 

MERP Spells: Sec "Edhdion's Special Powers" below. 

EoHElJON IN ROLEMASTER 

H its: 188 Melee 08: 174 Missile 08; 167 AT: 15 (45) 

RM Profession: Fighter. 

RM Scau: Co 95, SO 87. Ag 92. Me 85, Re 87, St 94. 
Qu 90. Pr 97. In 92. Em 80. 

RM Skills: Administration SO. Adrenal Speed 92, Adrenal 
Strength 90, Alertness 32, Annor (Medium) 61, Annor 
(Chain) 1 ZO, Artistic (Active) 47, Awareness (Starching) 
4 1, Awan:ness (Senses) 42. Brawn 56. Climb 85. Combat 
Awareness 9Z. Combat Maneuvers ZI. Culrure Lore 55, 
Dancing 65, Diplomacy 81, Endurance 56. Evaluate 
Weapon 80, Gymnastics 39. Hear 72, Hide 90, History 
61. Influence 47, Jousting 93. Leadership 93, Lie 
Perception 81, Lore (General) 40, Military Organization 
67, Mounted Combat 92, Outdoor (Animal) 40, 
Perception 14, Power Strike 96, Public Spaking 76, 
Quickdraw 67, Read Tracks 8 1, Region Lore 72, Riding 
86, Sailing 67, Self Control 48, Sense Ambush 3Z, Siege 
Engineering 80, Sight 72, Singing 62, Smell 58, Special 
Attacks 19, Stalk 90, Stunned Maneuver 92, Subterfuge 
(Stealth) 40, Swashbuckling 92, Swim IOZ, Tactical 
Games 67, T actics 96, Taste 56, Technical/Trade 
(General), 40, Technical/Trade (Professional) 14, 
T echnical/T rade (Vocational) 14, Touch 61, Tracking 
87. 

RM SpcIh: See "Edhdion's Special Powen" below. 

Appearance: 93. 

EoHEUON'S PRlNOPAt. ITEMS 

The}(;nna of AJefarioo--&e Section 10.2. 

Gwaedhd-Sce Section 10.5. 

EoHWONS SPEClAL POWERS 

Truesight ofNumenor-As a descendant of Imraz6r, 
Edhclion is graced with the T rucsight ofNumenor. This 
gift of prophetic vision gives Edhdion premonition of 
imporunt evmu (granted n Uinen's discn:tion) and 
amplifies his natural perception (x2 multiplier). 

Interccssion-As patriarch of the line of lmrn6r and 
Captain of the Faithful, Edhclion acts as priestly 
mediator between Uinen OlIld all those subject to the 
Pdargirtan League. In this capacity, Edhclion has the 
power to name the Lady of the Seas as witness to sacttd 
oaths OlIld agreements. H e also has authority to pass 
judgment upon those who have committed a sacrilegious 
act against Uinen or tile Laws ofNumenor. 



EDRAHIL II (T.A. 1783-2002t) 
Named "Tmru6r me NUmcn6run" for dccdsof renown thai 

rte.allcd and cvm surp.wed those of his ;am:atnl llMTIeWte. 
Prince Edrahil Jl of Bdfilis (T.A. 1965-20(2) was unqua
tiom.bly the single most imporunt individual in ,the c~tin: 
history of southern Gondor. Born me son of Adnlull, thlrty
sixth prince of Bdfalu. Edrahil was destined [0 become the 
rtncwcr of his ancient line; and through him the Iinuge of the 
DUnecbin would be united once again with thc deathless blood 
of the Eld.u , an apocalyptic event which was to be KpUud only 
one time: thauftcr. in thc nwTiagc of Angom Ekssar and 
Arwcn Und6mid. Born into the ;autumn yun of a dying age, 
Ednhil mtbodied in hirruclf the 14»1 m:ljcsry and might of 
NWncnor. Few moruls of the Third A~ ofMiddlc.unh have 
rinlcd his ug ... 

Like all the prill("U cfhis line, Edrahil was reared and grew 
to manhood among the Elves ofEdhcllond. (oncrcd by elmor. 
and incukatcd with the virruesand wisdom orche Eldar. Under 
the Ntclagc of the Fmmrim. young Ednhillumcd the ways of 
the ua, and achieved mastery in the arts ohailing and navigation 
It an early age. Likewise, from Amroth's guard ofTirith Aut 
he was iJUtruCted in the martial discipline of amu and c.hivalry; 
and from Bladorthin of the &yn ~I he learned the wood
craft and stealth of Ihe Silvan huntCTS. 

All the skills ofhis boyhood training Wfl'e to be put 10 the tCSt 
in T A 1810, scarcely two yeaD after Edrahil had rcac~cd h~ 
majority. In Ihal year, Ki~g T dumch~r bunched hiS ~IC 
inyuion ofUmbar, wrenching the offeJUlve from the Conain 
who had pb&'led the CGallts of southern Gondor for more than 
thn:e and a half centuries. Thc war-fleet of 8clfal.u played a 
central role in th is iny.uion, and young Edrahil fought bravely 
at his father's side in Ihe attack. Edrahil's yalor in the n:u.prun: 
ofUmbar umed him the knighthood, which hc received upon 
his rerum to 8clfaw that same 
Y'M. 

&lnhil' J prowess and n:nown grew with his yean. At the age 
of forty-five his father made him Captain of the Caval?" and 
$OOn thClUfter he led the knights of8clfalas into battle With the 
Wainridctl in T A 1856 and again in T.A. 1899, ..... here: he 
uved the life of King Calimchur II. Fin.a1ly, in TA 1940, 
Edrahil comnunded his father's ..... ar-fleet in the dcsperate, 
doomed atttmpt to uve Umbar from its final lou to the Haruu 
and thc Conair$. 

During this, his mond .venrun: .agaiJUt ~":,bar, .~~il ~ 
visited by Uinen the Mala, and III that dlYlne Y\Jlutlon h',' 
datiny was revealed to him. In the course of the battle, Edrahll 
wasxpanted from hill companions and d~ I~t--drowncd 
wilh hill ship, which wu sunk by a collulon With an enemy 
ftSJel. But Ednhil escaped the wreck, and swam unseen to the: 
rocky shore of the haYen, away from the fighting. Then: the 
Lady of the Seas reyulcd hctKlf to the son of Adrahil and 
bestowed upon him the gift of the Truesight of NLimenor, 
which she granted to but one scion of eYCl)' generation of 
Imnzllr's line. 

The fint vision Edrahil behdd with the Sight was the lost 
Knma of Alcbrion, which was stolen in millennia past by 
Fuinur, and had followed him to hill dark fate. Uinen expbined 
to Edrahil that the lou of Umbar to the enemy heralded the 
moment when the Knma must be n:5tortei to Imru6r's descen
dants, in order tNt tlwy might shine u a l':Iy of hope in the 
darkening world. It had fallen to &lnhilto fin~ ~d recover it. 
In the ruins of Umbar the search was to begm, In the haven 
which was the wt resting place of the Karma befon: its 
diuppearance. . , 

So began Edrahil's quut. For four long yun, Adrahll s son 
wandered the w.utes of the South, now under the dominion of 
Gonder's enemies, disguised as I vagabond. following what 
signs and ponents the Sight rew.aled to him. Allth.e Fai thful 
mourned hill Wscnce. bclitving him to havepcrished In Umbar, 
the bitttn:St wttgild of tha! Wlf. But Ednhil achieved hill quut 
aftermany mals, and dcscended into the darlt waten ofFuinur's 

Well. where by the ancient heirloom o(hill house. 
Edrahil retumed 10 Gondor Wllooked for in TA. 19+4, 

and oncc again led the cavalry of8clfalas, helping E1~il 
II to win hill decisive victory at Athrad Poros. Then, In 

spitc of the loss ofHarondor, hope was rtkindled in the 
hurts of the Faithful, who IlUfW:led at the rerum of 
their beloved'captain from seeming death, cnnobled by 
the rtcovery of the Karma. But the Wainrider war ~d 
claimed [he life of Prince Adrahil upon Dagorlad In 

T A 19+4, and Edrahil, then in the full vigor of hill 
longevity. became: the thirty-seventh prince of8clfal.u 
in the line of Edhdion. 

Edrahilrulcd hill domain in peace; but !he WOI'ld at 
large was ~ to $\UIU1lOn him to wat once again, for 
in T.A. 1975 the Witch-king had brought the North
kingdom to the brink of annihilation, ~d P:ince 
Bmur wu mustering a gnat host to bnng aid to 
Arthecbin by sea. Edrahilled the war-fleetof8clfalas to 
this battle; but he took a diffen:nt ~d. in accord with 
what the TlUCSight rrvealed to him. For now the time 
had come for the Knma of Alcbrion to be bome into 
open war, and himself to embody the legacy of 
Imrullrthe NLimenbrun--Captain of the VenNt'· 
en, Protector of the Faithful, Elf-friend, Uinen', 
dlosen. 

LllwdilU 



So set fonh Prince Edrahilll, with Cirdor at his side, the last 
time the Elves ofEdhdlond would march to war in league with 
the OUnedain. The combined fleets of Edhdlond and 8clfaJa.t 
sailed in the: van ofEamm's host, but turned aside at the: mouth 
of the Gwathl6, while the main host continued north towards 
Lindon. Thett the f1cctsofEdrahii and Cirdor took haven, This 
was the site of the ruined haven ofVinyalonde, which Aldarion-
first to wear the Kamu--had built, when he came to the shoKS 
of Middle-unh. So noble and fair did Edrahil seem as he set 
foot on the ruined <JU<1y of the haven that Cirdor cried aloud: 
&bolA, lmraz6r N"/IJI/il"! Now., t.s, u" ho.., u tomt. wht" bil," /"'J"'f'" 
sh.>11 bt tXMUJ fgr~" QMmI fVil rm"nilllJ "l"illSl u" UiIUllJili! Circlor 
spoke of the rebellion of MOraz.6r, but he alone knew that 
MUruOr was now in truth the Witch-king of Angmu, whose 
might they were setting out to oppose. From that moment 
onwards, no one--neithcr deathlcs.s Elf nor mortal Man
dared to call Edrahil by any othu name than Imnz6r the 
NUmen6rean. 

From the haven of Vinyalonde the fleets of Imru6r and 
C[rdor advanced upriver to Tharbad. whose garrison Wall 
besieged within its walls by one of the Witch-king's hosts, 
intent on preventing any aid from the $CUth ruching Anhcda.in 
by land. The arrival oflmraz.6r and the Elvcs ovenvhdmed the 
wiegen, who fled in terror at the sight and rumor of their 
appro.:u::h. Then Imnz6rrallied the men ofTharlnd, saying that 
the time for hiding and defense was pa.st; and he bc:ckoned them 
to follow him. "For," he said, ~we march now for the destruc
tion of Angmu; and we shall not abate ouronsiaught until not 
one minion of the Witch.king. be he Man or Ore, remains to 
defile the lan<h that the sons of Elendil have claimed all their 
own!" 

Roused by his words. the folk ofl'harbad flocked to the twin 
banners of Bclfalas and Edhellond, and began the march 
nonhwards through the war-tom Ian<h of Eriador. Their way 
was not unmarked by Angmar's servants; but the name of 
ImruOr dttply troubled the Witch-king's thought-.to much 
so, that he unwisely detaChed a large: portion of his war-host to 
eliminate the advancing anny, falsely believing this to be the 
only sending fon;e ofGondor, and not ra.l izing that his main 
peril was dr.lwing nigh to his as yet undefended western flank. 

ll1ll'U5r and Cirdor took their sund on the: heights of the 
T ym Gorthad, but the evil spirits of the: barrows held no power 
or terror over them, because ofVinen's presence. So it was that 
the defenders held the superior ground when at last the 
Angmarcan host met them. Though greatly outnumbcnd by 
the foe, even the W t of the Witch-king's legions wen: nomarch 
for the mounted knights ofEdhciion, or the sure-sighted Elven 
archers ofBladonhin's folk. The battle was long and fierce, but 
victory was total; and those few that escaped the wrath of the 
~nna fled north only to mcc:t the utter defeat of their brethren 
at the hands of Eamur Uld CirdUi. ImruOr's wor<h, that no 
sefVUlt of Angmu should be left alive west of the Misty 
Mountains, were proved true. 

Six years after the victory of the North, Imraz6r's talc took 
a new rum. At that time, many Elves from Unen began 
seeking the haven of Edhdlond, fearing the horror that Wall 
awakened in Moria. When ImrazOr learned of Amroth's 
s~racion from Nimrodel, the prince at once joined the surch 
for the wayward Elf-maiden. Although Nimrodd was never 
found. Imraz.6r himself came upon her handmaiden MithreUas 
wandering. lost and hungry, in the Ercd Torthonion. 

Having succored and KStored the Elf to vigor, the prince 
won Mithrellas' aid in resuming the scan;h for NimrodeL 
Mithnllas led the prince to the banks of the G1induin, when: 
she had leh her mistress, who by that time had given up all hope 
of being reunited with Amroth; now, Nimrodcl was nowhen: 
to be found. Mithrellas wept at her IO$S; but ImruOr com
forted her, saying that not all griefs could be amended within 
the Circles of the World, but that even out ofloss and sorrow, 
joy unlooked for may come. 

Then Mithrellall was for a time comforted: but when they 
returned to Edhcllond, and learned that Amroth had perished 
in the waters, after the last ship was tom from i15 moorings and 
driven away by the wild sea, never to return to mortallan<h. the 
anguish of grief and los.s overcame her, realizing that then: wu 
no ship now that could bear her from the shores of Middle
earth. Her tean were surpassed by those ofImruOr, Order 
had been Imru6r's foster-father, and Imraz.6r loved him 
deeply. His grief was greater because the $lonn which had 
borne away Cirdor's ship also had robbed him of their final 
parting. 

Mithrellas wondered that Imnz6r, a mortal, could feci such 
pain at the departure of one of the EJdar, and in herrccognition 
of their shued grief. Mithrellas found love for this man, and 
he for her. Yet each dared not reveal their true ftclings to the 
other, afraid lcst bc:cause of their sundered doom, such love 
should estrange them. But Galadnd read their hearts, and 
foresaw that it lay within ImrazOr's special dest iny to renew, if 
he would, the ancient bond of kinship between the OUnedain 
and the Eldar. She spoke with them together, laying before 
them the choice that now confronted them: ( 0 renounce their 
desire and dwell apart among their own kindreds; or to fulfdl 
their loye, and one day to face together the fi nal grief of parting 
that the Doom of the World lays upon all. 

Mithrellas and Imru6r chose the latter, and were wed by the 
Lady ofTirith Acar in the sacred grove of Edhellond in the 
spnng of the following year. In that same year, Mithrellas bore 
ImruOr a daughter and a son, both Elvcn-fair. Mithrellas gave 
the name Gilmith to herdaughter, but the boy ImrazOrnamed 
Galador, who would one: day become his heir. Though she 
loved both her children and her husband, Mithrcllas foresaw 
the anguish that awaited her: Imnzbr would die a mortal's 
death. and their children would be forced to choose which 
kindred-Elves or Men-to which they would belong. In the 
end, Mithrellas could not bear to await the coming of these 
things, and vanished from Dol Amnllh one night, neyer to 
ttMn. 



Despite his grief at hiJ ,.,jfe's dW.pptannce and own advanc· 
ing yean, Imnz6r n:uined his vigor to the end of his days. 
n.cu wen:, howt~. cut short by a violmt death at the hands 
ofMuru6r, now Lord of the NugOl In the: yur T.A. 2<XlO, 
the Ringwniths, who had arna»teI their wmbincd strength in 
Mordorevcr since the fall of Angmu in the Nonh, laid siege to 
Minas Ithil.lmru6rtook part in the deferutofthecity, butwas 
himself caught within iu walls when at last it feU to the enemy 
two yun luer. 

The death of lmnz6r was a grievow blow to Gondor. 
Though few survived to teU of it. it iJ J.aid that lrnraz6r alone 
was able to witfut:and the terror of the NazgUI.lord, mel that he 
confronted MQrazOr in single comhat. Ie iJ also Joaid that 
MOnz6l' had ne~ known fur unci.! the: day that he looked 
upon the fxe ofImnz6r the Nlimen6n1llt--the very image of 
his mortal brother, against whom he had sauggled prior to his 
acceptance of a Ring of Power from Sauron. 

For a brief moment, the inuistible might of the NugC!l', 
bbck master gave way. ft<oiling lt lmraz6t's final words: ~I 
know thy aue name, brother, and fear thee not. Now the: words 
of Clrdor are fulfilled; and though I may die, thou shalt Ne 
bitterly the crimes thou fwt commiued against the Uinendili 
out of the dctps of Time. And if my blade thouJd wound thee 
on this day. nc~ shalt thou be free from the: agony of tlw: 
wound, until thy spirit should pass from thu World. ~ Imru6r 
died, CfUclly slain by MOru6r', st«1; yet he did wound the 
NugC!l-lord-many times-and the anguish ofthosc wounds 
Mwr left Ihe Ringwnith while the Third Age lasted. 

EoRAHIL n 
Lncl: 28. 
Race: DUnadan. 
Location: &lhcllond (T .A. 1783- I 808~ Dol Amroth (T.A. 

1808·1940, T.A. 19#-2000~ Umbar(T.A. 1810, T.A. 
1940). Dagorbd/Rhovanion (T.A. 1856, T.A. 1899). 
Handwaith (T.A. 1940-19 .... ). VinyaJondf/Tlwbad/ 
Tyro Gorthad (T.A. 1975). Minas Ithil (T.A. 2000-
20021> 

EoRAHIt n IN MERP 
Hit.: 175 McI« 06: 200 Mi"ile OB: 180 AT: Plate (55) 
MERP Profcuion: Ranger. 
MERP Stau: AG 100, CO lOO,lG 97,IT 93, PR 99, 

ST 101. 

MERP Skilli: Acrobatics 89, Acting 95, Ambush 118 (28 
ranks). Apprai.t.al82, Boar.Handling 100, Caving 135, 
Oimb 113, Contortions 88, Fint Aid 103, Fonging 
160, Meditation 113, Perception 122. Pick Lock 96, 
Read Rune 11 0, Ride 192, Rope-Mastery 88, Sky. 
Watching 170, Stalk/Hide I IS, Swim 103, Track 117, 
Trickery 1m, Usc Item 98, Anistic: DUlce 68, Artistic 
Singing 95, Athletic: Athletic Games 93, Athletic: Diving 
87, Athlltic Tumbling 85, Craft: Retching 110, Craft: 
T rap.Building 147, Influence: Administntion 62, 
Influence: Fwification 115, lnflu(nce: Lcadenhip 137, 
Influence: Politics 90, Influence: Public Speaking 90, 
Influence: ,s"duction 69, Influence: Trading 78, Lon:: 
Battle Tactics I 10, Lore: Detect Trap 133. 

MERP Spdk(432/864 PP's). All ~gtf Base u,u 
(10th). Blood Ways (10th). Bone/Muscle Ways (10th). 
Concussion's Wa.ys (10th). 

EoRAHIL n IN ROI.£MASTElt 
Hiu: 175 McI« OB: 200 Missile OB: 180 AT: 19 (55) 
RM Profession: Ranger. 
RM Stat.: Co 100, SO 96, Ag 100, Me 97, Rc 97, St 101, 

Qu 100. Pr 99. In 93, Em 99. 
RM Skills: Acting 95, AO'Obatics 89, Administration 62, 

Adrenal Quickncu 93, Adrenal Speed 93, Adrenal 
Strength 93, Alertness 86. Ambush 118 (28 ranb), 
Appnisa.l 77. Annor (Heavy) 75. Annor (Pbte) f 65. 
Artistic (ActiYl) 56. Athletic Games 93, Attunnnent 98, 
Awanncu (Pcrceptioru) 61. Awarencu (Se-arching) 74, 
Awannus (Senses) 80, Caving 135. Channeling lOS, 
Oimb 113, Combat Mancu'laS 34, Contonioru 88, 
Crafu 24, Dance 68, Deteet TnPI' 133, Diplonw:y 110, 
Diving 87, Endurance 71, First Aid 103, Fletching 110, 
Fonging 160, Forgery 115, Gymnastics 59. Hear 122, 
Herb Lon 52, Hide I IS, Influence 62, Lcadenhip 137, 
Lon (General) 62, Lore (Techniat) 40. Meditation If 3, 
Military Organization 67, Mounted Combat 119. 
Navigation 93, Outdoor (Animal) 82, Outdoor (Envi
ronmental) 76. Pick I...odu 96, Power AwarenCS5 58, 
Pown' Manipulation 46, Public Speaking 90, Read 
T ra.clts II 0, R~on Lore (Gondor) 99, Region Lon 
(Hand) 89, Region Lore (Umbar) 79, Ride 192, Rope 
Mastery 88, Runes 110. Sailing 100, Seduction 69, Self 
ConlrQl SO, Sense Ambush 86, Sight 122, Singing 95, 
Smell 122, Sulk 115. Stu-guing 110. Subduing 108, 
Subtrrfuge (AtUock) 60, Subterfuge (M«hanics) 50, 
Subterfuge (Stealth) 69, Swim 103. Tactics 110, 
Technical/T nde (General) 34, Technical/Trade 
(ProfCS5ional) 30, Technial/Trade (Vocational) 30, 
Touch 122, Tracking 117, Trading 78, Tnpping 146. 
Trickery 103, Tumbling 85,Wcather. watching 170. 

RM Spells: 552/828 PP. All !Unger Base I..isu (2Olh). 
Blood La.,.. (10th). Bone Law (10th). Musck Law 
( IOIh). N~ Law (10th). Organ Law (10th). 

Appearance: 80. 

EoJW-IIL II's PRINaPAL ITEMS 
The Ka.rma of Aldarion--&e Stction 10.3. 

EoRAHIL n's SPECIAl. POWERS 

TruClight ofNiimcnor-As a dc.sccndant oflmru.6r, 
Edrahil is graced with the Truesight ofNlimenor. This 
gift of prophetic vision gives &lrahil premonition of 
important ewnu (gnntcd at Uinen', discretion) and 
m1plifies his natura.! perception (xl multiplier). 

IntttcClSior-As pattWch of the line of lmru6r and 
Captain of the Faithful. Edrahil aeu as priestly mediator 
between Uinen mel all those subjea to his rule. In thu 
capxity, Ednhil has the power 10 name the Lady of the 
Seas as witnus 10 J.acn:d oaths and agreements. He also 
has authority 10 pau judgment upon those who haw 
committed a ucrilcgiow act against Vinen or the UWJ of 
Numenor. 



FUINUR (S.A. 3278-T.A. 12') 
Fuinur was the ddut son of Edhdion, the first Prince of 

Bdfalas (5.A 34()(). T.A. 96). Fuinurdid not succeed &!helion 
as prince; instead, together with his younger brother Hcrumar, 
he rebelled against his father by defecting to UmbM, claiming 
his own lordship in licu of submission to the authority of 
Elcndil's SOIU in Gondor. Although Fuinur extended his power 
southwards over the Haradrim, he was ncvt11hdess deemed a 
significmt thrut to Gondor. be:caU$e in his rebellion he stoIc the 
Karma of Mcbrion, the heirloom ofImru6r's line, and it was 
fu.nd that Edhelion's Jon might <inw upon the vwcJ'lItion of 
this artifact as a mans of swaying thQ5e OUnedain of the 
Pdargirean Luguc diw.tisfitd with the royal cWms ofElcndii 
and his SCIU to ally themselves with him in WOlI". Thill {taX neWT 

materialized; yet both Fuinur and Hcrumor played an impor
tant role in the War of the Ust Alliance, which they fought on 
behalf of Sauron against their own countrymen. 

Fuinur and Herumor [mit arriwd in Umbu just in bm~ to 
tum th~ tid~ of a major civil saife then raging in the hawn 
brtwecn the adhcnnts of the Cult of Mdkor and the more 
moderate dements among the King's M~n who survived 
NUm~nor' s Downfall. After shattering the powerof the cult, th~ 
brothers were ~nthlL1wtia.lly m:eivul by the men ofUm~r as 
harbingers of better days to come. Setting the Karma in place of 
Mdkor's fiery altar, Fuinurdrew upon the aura of that venerat~d 
artifact to reil1lltate the tnditional political reJabOI1ll betw~~n 
the OUnedain and the Hacadwaith. 

While their victories secured the brothers a nidle within the 
political s[[U(ture ofUmlnr, neither Fuinur nor Herumor were 
utufied with their JOI. Deeming thenuelves uiiu from the 
usurped authoriry of their father in Pdargir, it was not surprising 
that th~y w~n: ewntually swayed by the entreaties ofMordor. to 
ally thmudva with the Duk Lord in rerum for the promue of 
restoration to the leadmhip of the Faithful in Gondor. 

In S.A. 3429, Fuinur and Haumor mustered the ho.sts of 
Hand to join the forccsofMordor in Sauron's as$.1ult upon the 
SOI1ll ofEJendil. For five yean they ul1lluccusfully conducted the 
si~e ofPdargir, until they Wert: summonul north to me Battle 
ofDagorlad in SA 3434. whet~ Herumorpcrishul. Seeing no 
hope in ~uron, since he was def~ted and driv~n back from the 
Dagorlad into Mordor, Fuinur recalled the Handrim and 
withdrew from the war, returning to the safety ofUmbar, and 
awaiting news of the tide of battle in the north. 
Wh~n at last Fuinur learned of the victory of me Wen and 

ofSauron's demise seven ycanlaur, he grew despond~nt, seeing 
all of his hopes utterly dashul. In spite of Fuinur's former 
adherence to the tenets of the Faithful, Sauron', survival from 
the Downfall of Numenor had at first d«eivul Fuinur into 
believing that escape from !Rath was attainable; but as his own 
years wue now Jength~ned, me MWS ofSauron's demise drove 
Fuinur to the brink of madness. Clinging still to the vain hope 
that had unmanned the best of me NUm~n6reans, the despente 
Fuinuf turned towards any rumor that might lead him to 
immortality. 

The credibility oflegends concerning Fuinur's end is in many 
cases doubtful; yet the legends ue important nonethtle$S, for 
they constitute the last remaining evidence for the fate of the 
Karma of AldMion-the single most powerful artifact in the 
history of southern Gondor-mtil its recowry by &leahil II in 
TA 1944. The oldest talc tells that Fuinur hu.rd a legend about 
"living waters" that n n beneath the surface of the Mirror of Fire 
in Far Hand, which purportedly preserved life indefinitely. 

Eager to find these fablul waten, Fuinur departed Umbar 
with all hu followen and the Karma, and commanded the 
spirits that dwelt there to construct for him a dwelling place 
when: he might not taste du.th. The talc goes on to say that 
Fuinur continued to rule Haradwaith from that place (known 
thereafter as Fuinur', Well) until T.A. 12, after which time all 
rumor of him and the Karma ceased. 

FUINUR 

~c1:27. 

Race: Fallen [A'madan. 

Location: Pelargir (SA 3168-3320). Umbar (s'A. 3320-
34-29, s'A. 343+.344-1), Harondor/Harithilicn/ 
Pelargir (S.A. 3429-3434)' 

FUINUR IN MERP 

Hits: 186 Melee OB: 182 Mi..,i1e OB: 175 
AT: Plate (35). 

MERP ProfC:$Sion: Warnor. 
MERP Stats: AG 92, CO 95, lG 82, IT 83, PR 92, 

ST94. 
MERP Skills: Boat-Handling 88, Climb 83, Perception 

77, Ride 82, Stalk/Hide 72, Swim 104, Track 67, 
Artistic: Dance 67, Athletic: Swashbuckling 89, 
Influence: Adminutrarion 77, Influence: Leadership 93, 
Influence: Politics 78, Influence: Public Speaking 86, 
Lore: Battle Tactics 87, Lore: Culture 58, Lore: 
Evalum Weapol1ll 55, Lore: H utory 59, Lore: Miliury 
Organiution 67, Lore: Rcgion 70, Lore: Sicge 
Enginuring 69, Lore: Tactical Games 67. 

MERP Spells: None. 

FUlNUR IN ROLEMASTER 

Hits: 186 Melee OB: 172 Mi$Sile OB: 165 AT: 17 (45) 
RM ProfC$Sion: Fighter. 
RM Stats: Co 95, SO 88, Ag 92, Me 77, Re 87, St 94, 

Qu 91, Pr 94, In 88, Em 78. 
RM Skills: Adminimation 77, Adrenal Speed 94, Adrenal 

Sttcngth 93, A1crtnC$S 35, Annor(Heavy) 61, Annor 
(Plate) 130, Artistic (Active) 52, Awareness (Searching) 
39, Awan:nC:$S (Senses) 39, Brawn 67, Climb 83, 
Combat Awarcne$S 92, Combat Maneuvel'$ 21, Culture 
Lore 58, Dancing 67, Diplomary 81, Endurance 53, 
Evalwte Weapon 55, Gymnastics 39, Hear 82, Hide 
72, Hillory 59, Influence 44, Jousting 96, Leadership 
93, u e Perception 80, Lore (General) 39, Military 
Organiution 67, Mounted Combat 89, Outdoor 
(Animal) 35, Perception 12, Power Strike 102, Public 
Speaking 86, Quickdnw 62, Read Tracks 76, R~ion 
Lore 70, Riding 82, Sailing 88, Self Control 56, Seruc 
Ambush 35, Siege Engineering 69, Sighr 72, Smell 57, 
Special Attacks 19, Stalk 72, Stunned Maneuver 91, 
Subterfuge (Stealth) 32, Swashbuckl ing 89, Swim 104, 
Tactical Games 67, T acties 87, Taste 59, T « hnical/ 
Tnde (General), 37, TcchniQI/Tndc (Profe$Sional) 
10, T echnical/Tnde (Vocational) la, Touch 60, 
Tncking 67. 

Appearance: 93. 

FUlNUR'S PRlNOPAL ITEMS 

The Karma of A1darion--&e $ccrion 10.3. 
The Kuil&mdo--&e Section 10.6. 



GALADRIEL (?-T.A. 3021') 
For the grmu p~rt of the Third Age, G.1.bdrid was Ihc 

mutrcu of Tirilh Aur. Ihc ~at Sca-ward Towtf of BdfaLu, 
which the EIKn-lord Amroth built in anticipation of the war 

with 5.uu'On. Born in the BIUKd Rulm under the light of the 
Two Trtu.Jhc was the dlughtuofFinarfUl, third prince of the 
Noldor under Finwi:, his father Ollld high king. Her mo~w.u 
Eirwt;n, daughurofOlwc. lord of the T cieri in Valinor. 11nu, 
tht w.u kin to Elrond, Thranduil, Amroth. Amdlr. and the 
kings and grmcr lords of Gondor and Arnor. The kttpa of 
Ncnya. one of dl( thru E1vcn rings of pawn-, Gahdrid was 
among the grUlt'l1 of the EIehr 10 remain in Middl~arth 
foUowing the War ofWr.llh. 

How should one portrayGaladrid, fair beyond the bruthof 
~u to describe? Her uusc.s of dtep gold caught the light of 
the Two T recl in ages put; .1. sight of such beauty thaI it inspired 
F'i!anor to mac the Silmarilli. Noble is her brow and gentle her 
mmnu; this lovely blmd of youthful buuty and wol1W1ly 
pe. Only the depth of wisdom and compassion in her hen 
eyes betrays her longevity, for no stain of age lies upon her. The 
shimmering light from the Two Tren that glows from within 
her is but an ornament 10 hn- beauty. 

Few who meet her (orne away unchanged, for from her 
arliest days she had the gift to s« into the hearo of others.. 
More dread than this, though, is that th~ she fO(:WeS her will 
upon sec into their own hurc also--for good or iU----(o 
understand what they truly duire. She agues to meet few mlOng 
moruls, for their qukk fading troubles her spirit; butth~ who 
1u\'C met hn- spuk of her in awtstruck voices, if they find voice 
00 spuk of hrr at all. 

Galadriel hu the gift of forcscdng. With her own considrr· 
able power and lore, u well u that lurned from Mdian in 
ancient Doriath, she has led the long fight against 5;.uron, 
though so subcly that few among the Wise discnn evcn the 
uisten(e of her Ktions, much less the patums ofhrr thoughu 
and plans. 

Gilidrid joined in the flight of the Noldor from Valinor; but 
she did not we part in the Oath ofFhnor. For hrr chief drsire 
by not in the: recovery of the Silmarils from Morgoth. but in the 
wide lands ofMiddle-carth iuclf. where she might be subject to 
no will bul her own. Nnmhcless, because she refused to heed 
the: Prophecy of the Norch, and prwcd on evcn aftrr the 
Kinslaying of hrr mother's folk at Alqualondi!. ~adricl fell 
under Doom of the Noldor. For much of the First Age, 
Galadriel dwelt in Doriath, where she lurned many things of 
wisdom and lore from Melian the Maia. There tOO she wed 
Ccleborn, kinsman to King Thingol and brotherof Arndir, wilh 
whom she later became a close mend and ally. After the fall of 
Doriath, Galadricl and Ctleoorn led manyof theSindarofthal 
re.alm, and also many Laiquendi. Gabdriel wa:s forbidden 10 

return to Arnan following the War of Wrath; but she had no 
desire to do so (as yet). and remained with her husband in 
Middle-earth. s..uron fint became G.aladricl's advcmry during 
the Second Age when, in the re.alm ofErcgion ( which Gabdricl 
hcrselffounded). he appured in the guise of an emissary of the 
V.alar, instructing the E1vcn·smidu in the craft of ring.making 
and, finally, inspiring a reyolt against Gilidricl and Cclebom', 
ludenhip. Unwilling 10 ret.aliate against her own people, 
Gilidrit! withdrew from E~on. 

When the £lvcn·smith Ctlebrimborperceived s..uron's true 
designs against the Noldor of Ercgion, he repented of his 
rebellion against Galadrid, and entrusted to her keeping Nenya, 
the Ring ofWuer, one of the thl'« in whith s..uron had taken 
no put in making. This ring~arly increased Gilidrid's native 
strength, though sht hid it away unused until utrr Isildur OIl 
the One Ring from the hand of the Dark Lord, Throughout her 
long sojourn in Middlc-a.rc h, only a vcry few individuals ever 
learned that she possessed this ring of power. 

After the defeat ofSauron in Eriador, Galadrid was tom by 
conrruy duires. With Ercgion dutroyed-and being sd:l!cd by 
the sea.longing. the desin to abandon Middle·urth and to 
nfUm to the Blwcd Realm ofher birch (which was yet denied 
to her)---Galadricl usllaged her grief for a while in Lindon; but 
after the War of the Lasl Alliance, Amroth Jon of Amdir begged 
her to we up the guardianship of the tower he had buill in 
Bclfa.l.as. 

lkause of its neamen to the sea, Glladricl a((tpted this 
charge. Tirith Aear was fUn hrr strengthened byGaladrid, who 
wove the power ofNenya into its stones; and while she dwdt 
there, Amroth's hill, together with On-cn·Ernii. became the 
mightiest futness in.all ofMiddle-carth, with the sole uception 
of the Barad..dnr, During the two millennia of thdr long 
guardianship, Galadricl and Ctlebom had gnat friendship with 
the princes ofBclfaJ.s, to whom they gavc aid in times of nccd. 



Galadriel', fiNt deed on behalf of Edhelion's line was hH 
cOlUuuction of a great &a-bcll, commemorating the victory of 
the Last Alliance over Sauron, which she awed to be set in the 
high chamber ofTirith Au.!'. At times, when the princes had 
need of counscl. Gabdricl would even grant them the use of her 
all-seeing Mirror,eqw..l in wonder andancientryto the palantlri 
of Arnor and northern Gondor. In her age-long wisdom and 
faresightrdne.u. Galadrid came to perceive that the fammes of 
southern Gondor were bound up with the fate of the line of 
Edhdian, and that a special destiny lay in store for its scialU, 
which would bring hope and renewal to the Dunedain as the 
world around them darkened. 

This came to pass at the end afhH sojourn in Bdfalas when. 
in T.A. 1981. the last ship ofEdhdlond PrcFed to set sail for 
Aman. Drivensouth by the awakening of evil in Moria, Amroth 
abandoned the rule ofL6rien in order to set sail &om EdheUond 
with the Silvan maiden Nimrodel. Upon hu arrival in Belfalas, 
Amroth informed Galadriel and Celeborn of his decuion, and 
bade that his allies govern L6rien in hu absence. Galadriel, who 
was aware of the importance ofL6riep as a bastion of her kind, 
left Tirith Aear to assume the lcadenhip ofL6rien and enn the 
power of her ring upon the land, lest the terror of Durin's !lane 
callSC the land to be abandoned. 

Galadrid and Celebom did not finally depart for L6rim until 
the spring of the following year. weathering the torrential 
autumn and wintH months at Tirith Aur with Bladorthin and 
the Silvan Elves of Edhdlond who, at her behest. resolved to 
forego their departure from Middle-utth in order to aid their 
kindred against the threat of Maria and Dol Guldur. Concerned 
with the delay of Nimrodcl and her handmaidens, who were 
separated from Amroth in his crossing of the White Moun
tains, G.aladrid sent the hunters ofBladorthin's folk to search 
for them. In this search. one only ofNimrodd's comF-ny was 
found. This was Mithrellas. and she was diKovered by Prince 
&irahil ofBelfalas (then ruled Imrudr), who had also joined 
in the search for Nimrodd. 

When Galadrid perceived that Mithrdlas and Imra~r Iud 
diJCovet'C'd a love for one another. she ble.ued their union, 
knowing that it was their destiny to rNnite the two kindre.u. 
After presiding overtheirmarriagc beneath the eaves of the Eryn 
Laegal in the springofTA. 1982, Galadricl charged the prince 
and hu descendants with the care ofTirith Aear andEdhellond, 
foreseeing that neithH she nor any of the Eldar WOlJ ld ever 
rerum to live in those places. 

Though few of the OUnedain ever bt:hdd the Lady ofTirith 
Aear. Galadricl's presence at Dol Amroth ennobled its princes. 
making their wisdom and glory the eqw..l of the kings. Through 
the marriage ofImraz6r and Mithrellas, Galadrid bequeathed 
to the Faithful-in-Elile the greatcstgiftof all: the t'C'newal of the 
andentunion of Elf and Man which of old had given birth to 
Kings ofNUrnenor, of which line the princC$ were themselves 
descendants. 

L""HO (.oj. 
Race: Naldo. 
Location: Tirith Aar (T.A. 1-1982). 

<iAu.oRlEl. IN MERP 

Hits: 185 Melee OB: 170 Miuile OB: 190 
AT: Robe (120) 

MERP ProfCSJion: Mage. 

MERP Stau: AG 100. CO IOO.IG 102. IT 100. PR 102, 
ST95. 

MERP Skilli: Directed Spelh 90, FiNt Aid 145, Sky
Watching 109, Meditation 121, Perception 156, Rad 
Rune Ill , Ride SO, Swim 92, Usc Item 121, Artistic: 
Dance 76, Artistic: Music 126, Anutic: Singing 116, 
Craft: Crafting 81. Influence: Diplomacy 132, Influence: 
LeadeNhip 131. Influence: Public Speaking II4, 
Influence: Seduction 106. 

MERP Spells: 360 pp (~9 multiplier). Galadrid possesses 
all Open and Oosed Essence, and all Open Channeling 
and Animut luts to 10th level. 

GALAORlEl. IN Ro1.EMASTER 

Hits: 185 Melee OB: 170 Missile as: 190 AT: IS ( 120) 

RM ProfeQion: Mystic. 
RM Stats: Co 100. SO 98, Ag 100, Me 94, Re 96. St 95, 

Qu 101, Pr 102, In 100, Em WI. 
RM Skilli: Artistic (Active) 81, Anutic (Passive) 79, 

ArnlOcment I21, Awareness (PerceptiolU) 29, Awat'C'nus 
(Searching) 57, Awarcne.u (Senses) 64, Channeling 90, 
Crafts 35, Dance 76, Diplomaq 132, Directed Spelh 61, 
Endur.rlce 32, FiNt Aid 145, Influence 84. leadership 
13 I. Lore (GWHal) 6 I, Lore (Magical) 66, Lore 
(ObsCllre) 61. Lore (Technical) 6 I, Meditation 121, 
Outdoor (Animal) 75, Outdoor (Environmental) 38, 
Play IlUtnlment 126. Power Awarcne.u 84, POWH 
Manipulation 49, Public Speaking 114, Riding SO, 
RunC$ I I I, Seduction 106, Senses (All) 156, Self 
Control 33. Singing I 16, Spell Mastery 92, Sur-gaxing 
109, Swim 92, T echnic.al/Trade (Genenl) 56, Techni
wIT rade (ProfCJSional) 27, Technica.l/Trade (Voca
tional) 27, Weather-watching 88. 

RM Spdh: 360 PP (l9 multiplier). Galadrie! possesses all 
Seer and Mystic &sc li5u to 50th level. She WO has the 
Mentalut Base list Mind Speech to 20th level, the 
following Open and Closed Mentalut luts to 50th level: 
Brilliance, Awarcne.u, Illwions, Spell Resutance. Mind 
Mastery, Mind's Door, Movement, and the following Lay 
Healer Base lists to lOth level: Muscle Mastery, Concus
sion Mastery, Bone Mastery, Blood Mastery, NC1'Ve and 
Organ Mastery. 

Appearance: 105. 

GAu.oRlEl.'S PRlNOPAL ITEMS 

Nenya---Sce Section 10.7. 
The Mirror of Galadrid---Sce Section 10.8. 



IMRAHIL (T.A. 2943-EA. 83) 
Imnhil was the twenty-~cond Prince of 8clfilis (TA 

2986-F A 83) in the line ofGabdof. and the fifty.ninth scion 
ofImnz6r'sline to rule from Dol Amroth. A kinsman to the 
Steward ofMilUll Tirilh, Imrahil led the hostsofGondorinthe 
War of the Ring. and himself assumed the lorwhipofthc dt)' 
in the interim between [Xncthor's death and the rerum of 
Elcssar as king. TIle prince fOllghl valiantly at the climactic 
Battle of the Black Gate, and witnwcd the downfall of the Lord 
of the Rings. In the age that followed, Imrahil was to become 
the mOoSt powerful individual in Gondor (nut to the king 
himself). 

Imnhil was born into a world awaiting the final stroke of 
doom. Only eight shon years after his binh, ~uron dedared 
him#lf openly as the Duk Lord of Mordor, and cornrnen'~ 
the rebuilding of the Barad-dur, preparing for wu against hill 
ctana.! foes, the uiled FaithlUl ofNtimenor.ln the £Jowu of his 
youth, Ifl'lnhil accompmied the captain known as Thorongil 
on the latter's naval strikCll against the Corsairs, culminating in 
the victorious blow against the Umbarean £Jut in T.A. 2980. 

Against the hope that was born of these victories wue sd the 
early dcatlu of Imnhil's father, Prince Adnhil, and suter, 
Finduiw. within the space of IWO years.lmrahil bca.me Prince 
of Bclfalu in T.A. 2986, and spcnt the rcnWning years of the 
age in walChful vigilance and foreboding. He had not long to 
waiL After only thiny-three years the Red Arrow wu brought 
to Dol Amroth, summoning the prince to fulfill his oatlu of 
fealty to the South-kingdom. Thcn, having mustered the knighes 
of8cifalas and the lords of the Outlands, Imrahil muched to 
the defense of Minu Tirith in iu hour of grcalClit need. 

In token for hu valorous deeds on the PelerlrlOf 
fidds and before the Mor-limon, King Eluur re
nored to Dor-en-Emil its ancient possessions of 
Unhir and T olfalas, and adckd to these the rule of the 
Moman, whose last lord died in the War of the Ring. 
By FA 52.lmnhil was ruling a dOrrWn greater in J~ 
than any of hu forefathers had ruled; and with the 
submission of Umbar and the n:-opening of rnde 
with Haradwaith, 8clfalas was destined to rise to 

prttminencc in the imperial era that was to follow. 

IMRAHll 

lncl: 28. 

Race: Otinadan. 
Location: Dol Amroth (T.A. 2943-F.A. 83). 

IMRAHIl. IN MERP 
Hits: 174 Melee OB: 163 Missile 06: 158 
AT: Plate (45). 
MERP Profeuion: Wamor. 
MERP SUts: AG 96. CO 91, IG 78, IT 90, 
PR 95,ST94. 
MERP Skills: Acting 60, Appraisal IS, Boal· 
Handling 70, Climb SO, Conwnions 42, First Aid 
55. Meditation 30, Perception 77, Ride 82, 
Signaling 66, Sky. Watching 82, Stalk/Hide 72, 
Swim 104, Track 40, Artislic: Dance 70. Artistic: 
Music 48, Anutic: Singing 45. Athlctic Athleeic 
Games 65, Athletic: Diving 70, Athletie: Swash
buckling 89. Influcncr: Adminumtion 85, 
Influence: Diplomacy 70, Influence: Leadership 93. 
Influence: Politics 78. Influence: Public Spoking 
94, Influence: Seduction 68, Lore: Battle Tactics 

82, Lore: Culture 58, Lore: Evaluate Wuporu 55, Lore: 
Hutol)' 59, Lore: Linguutics 16, Lore: Mathernaties 35. 
Lore: Military Organiution 67, Lore: Region 70, Lore: 
Siege Engineering 69, Lore: Military T aerics 82, Lore: 
Tactical Games 67. 

MERP Spells: Sec "Imrahi l's Special Powers" below, 

IMRAHIL IN ROLEMASTER. 

Hi~: 174 Melee OB: 163 Miu ile OB: 158 AT: 17 (45) 
RM Profeuion: Fighler. 
RM SUts: Co 91, SO 72, Ag 96, Me 73, Rc 76. St 94. 

Qu 97, PI 95, In 90, Em 81. 
RM Skills: Acting 59, Adminuttation 85. Adrenal Speed 

88. Admul Strength 89, Alertness 34, Appraisal 15, 
Archery 40, Annor(Huvy) 61, Annor (Plate) 130, 
Athletic Gama 65, Artistic (Active) SO, AwatCness 
(Searching) 38. Awareness (SeIUCS) 39, Brawn 57, Oimb 
SO. Combat Awareness 90. Combat Maneuvers 23, 
Contortions 42, Cultun: Lore 58, Dancing 70, Diplo
macy 78. Diving 70, Endurance 53, Evaluate Weapon 
55, First Aid 55, Frenzy 40, Gymnastics 39, Hear 77. 
Hide 72, Hutol)' 59, Influence 44, Jousting 96, 
Leadership 93, Ue Puception 70, Unguutics 16, Lore 
(Gt:ncral) 39, Meditation 30. Military Organiuorion 67, 
MOWlted Combat 89, Music 48. Navigation 82. 
Outdoor (Animal) 35, Outdoor (Environmental) 33, 
Perception II, Power Strike 92. Public Spcuing 94, 
Quickdraw 52, Read Trades 36, Region Lore 70, Riding 
82, Rowing SO, ~iling 70, Seduction 68, Self Control 



52, ~nse Ambush 34, Siege Enginuring 69, Sight 72, 
Sign.tling 66, Singing 45, Smell 62, Spcci.tl Attacks 18, 
Perception 98, Stalk 72, Star-gazing SO, Stunned 
Manwver 90, Subdual 66, Subterfuge (Ste.tlth) 32, 
Swashbuckling 89, Swim 104, Tactical Games 67, 
Tactics 82, Taste 59, Technical/Tnde (Gtnenl) 37, 
T echnic.tl/T nde (Professional) 8, Techniol/Tnde 
(VocJtional) 8, Touch 60, Tncking 40, Weather
wuching 70, 

RM Spells: Sec "Imrahil's Special Powm" below. 
Appearance: 98. 

!MRAHlL'S SPECIAl POWERS 

T ruesight ofNu.nwor-As a dC.Kenmnt oflmraz6r, 
Imrahil is gnced with the Ttuesight ofNumenor. This 
gift of prophetic vision gives Imrahil premonition of 
imporunt evcnu (granted at Uinen', discrttion) and 
amplifies his natural pcrccption (:.:2 multiplier)' 

Intercession-As patriarch of the line of Imru6r and 
uptain of the Faithful, Imrahil acu as prielltly mediator 
between Vinen and all those once subject to the 
Pebrgirean League. In this capacity, lmtahil has the 
power to name the Lady of the Se.u as witness to sacnd 
oatil, and agreemenu. He also has authority to pass 
judgment upon those who have committed a sacrilegious 
act against Uinen or the Laws ofNumenor. 

MERRO GLASTANAN 
(S.A. 3227 -3324f) 

MetTo was the Dolen Morachd (On. MKing") who swo~ the 
Oath of the Covenant Stone to Isildur. which his prople later 
broke during the War of the Last Alliance. The founder of his 
short-lived dynasty, Merro's rise to power took place as a ~sult 
of Sauron's sudden ruppurance among the Dolen Coentis in 
S.A. 3253. With the aid ofShoglic, Merro seized the supremacy 
of the Comtis alliance, binding all under his powu through the 
perv<:rted cult which the Dark Lord devised for him, a travesty 
of the ancient veneration of Gobha the Maker which culmi
nated in Merro's own ritual suicide sevcnty-one years later. 

Merro was bom the son of the headma.n of the unch dan, 
which wandertd the southerly reaches of the Ertd Torthonion 
in Bdfalas (then brgdy uninhabited by the DUned-ain). In 
Merro's day, the old ClXntis alliance. which once SCTVtd to 
liberate the Dolen-folk of southern Gondor from thei r ancient 
0pprtSSOfll, was now decaying into senility. Mort and mote 
dans were abandoning the a1li.:l.Ilce and migrating into the 
lowlands, joining themselves to their sedentary Oanan Lin 
brethren and to their Numen6uan masten. Seeing this erosion 
of his forefathers' traditional way onife reach even his own dan, 
MelTO vowed to tum the ride and to restore the old order. 

\Vhen. rhertfort, he inherited his father's honon in S.A 
3247. Mcrro at once called for a gathering of all the headmen 
of the Ered Torthonion clans. There the young headman 
revealed his mind co hi, ~m. Those who agreed with Metro's 
judgment banded together in a common cause, puparing to 
make war upon the dissenting clans. Merro saon proved his 
strength and cunning in battle. inspired by the ancient warcraft 
of his forefathers. 

The dan war raged for si,l{ long years in the E~d T otthonion, 
with Mcrro wd his band victorious. unti l at last his beaten 
enemies ap~a1ed co the Council of Chieftains to stop the fcud. 
Mcrro obeyed the summons of the council, and went fearlcssly 
to Lugh Gobha ( 0 plead the righrncn of his cause. It was at the 
time of this gathering that Sauron (in the ~rsona of Shoglic) 
chO$e to revc.tl himself to the Cocntis leaders. The awestruck 
council unanimously surrcnde~d the judgment of the case to 
Sauron who, admiring Merro' s drive and vigor, decreed that the 
Cocntis alliance should be renewed under the sole authority of 
MelTO, who would now be c.tlled Monchd and enjoy honors 
cquaI to the proud Sea-kings of Numenor. 

Then Sauron propounded to the Oaen the coming war he 
foruawbetween himself and the OUnedain forthe dominion of 
Middle-earth. and he testified that it was the will ofGobha tlw 
the Cocntis should play their al lotted part in this sttuggle. 
Merro was chosen to lead the alliance in the war, and in the 
wonhip of Gobha, which (he said) must be made fitting to I 

warlike race. To this end, s..uron altered the Dolen culric 
traditions. turning them to bloody sacrifice and murder, now 
uclusively focused upon the person of Shaglic himself. In 
tokcn ofMcrro's divine election, Sauron bestowed upon him 
the StarofGobha, the hean of the sacred mountain, which wu 
previously the possession of no single man, but a shared source 
of strength to all the dam-now it became the jewel of Me ITO ' I 

crown. 
As Sauron set to work transfonning Oaen cultu~ and 

~ligion to bctteTSuit his needs. Mcrro began the ordering of the 
ancient alliance into a kingship, teQrganizing thc dans into a 
larger trib.tl nrucnm. and enforcing their submission to mili
tuy chieftains ofhis own appointing. He musured a standing 
=ny, and sent them on raids into the lowlands to win booty and 
slaves. For Shoglic decreed that all Oaen-folk who refused 
submission to MelTO mun be declared fau and punished with 
thnlldom. For the first (and last) time in history, the Oaen 
Cocntis made war upon the Oanan Lin, polarizing the latter 
towards greater and greater identification with the culture of 
their Numen6rean protectors. 

Merro himself took up ~sidencc at Lugh Gobha, naming it 
as his clan hearth, whereas his boyhood home of Galibur he 
made into a border fortress for his growing mountain rtalm. By 
relocating to the sacn:d mountain, Merro increased the pro:.:im
ity bc~cn himself and his family with the Cult ofShoglic, of 
which he now acted as high priest. With Merro's newfound 
power firmly entrenched. Sauron ~Iurned to Mordor, leaving 
the Morachd to continue his depredation of the lowlands. 

Merro waged war against the folk of southern Gondor for 
nine yean, incurring the wnth-and sometimes the ~tribu
tion--of the OUncdain. though he was of no threat to them. 
This skinnishing ceased in 5.A. 3262, when Sauron did obci
sance to Ar-Pharu6n and was t;akcn captive 10 Numenar. 
Metro was able to maintain his power in the wake of this 
catastrophe. though he could no more risk the further utension 
of his dominion, lest his subjects give thought to rebellion. 
There was some dissension, but n the least Mnro held Lugh 
Gobha and its Star. and that was sufficient to command the 
respeer of most of his subordinates. 

Merro's greatest hwniliarion was his forced assent to bildur', 
will inSA 3320. Unable toopposc the mightof the DUnedain
even in their nile-without the aid of Shoglic, Merro wu 
constnined to accept Isildur's lerms of allegiance to Gondor. 
Within his own mountain domain, of course. Merro was hu lO 

do as he pleased; but Isildur made it clear that further harass-



ment of th£ Danan Lin would provok£ dudly nprisal &om th£ 
DUn«bin. Mo:no fund to r«ant. b£UUK of th£ binding 
po_r of th£ I»th h£ had sworn upon tM Bladt Ston£.. Four 
yurs Wer, despairing of the los.s of his fOnn« glory, Maro 
~£d th£ final. grisJy rite of the cult h£ had chosen to Iiw his 
Iik by, ritu.a1ly slitting his own thnnt as an offaing to w f.illm 
SanntofGobh .. 

MEAAo 
,-"d: 29. 
Racoe:: Dam Cocruis. 
Loucion: Galibw- (SA. 3227-3253). 

Lugh Gobha (S.A. 3253-3324t), 

MERRo IN MERP 
Hie.: 138 Melee 08: 187 Miuil£ OB: 181 AT: Ring (55) 
MERP ProfesJion: Warrior. 

MERP SbU: AG 94, CO 93.IG 97. IT 90, PR 97, ST 98. 
MERP Skills: Acrobatia 133, Acting 131. Ambush 114 

(29 ranks). Climb 133, Foraging 59. Pm:cption 104, 
Rope-Mastery 113, Sulk/Hide 105, Swim 71. Track 
87, Artistic:: Singing Ill , Athletic: Athletic GMntJ 87, 
AthI£ tlC: SwuhbuckJing 86, Craft: Skinning 39, Influ
£nc£: Interrogation 110, Influence: Leadership 110, 
Influ£n(£: Public Speu.ing 138, Influence: Talc-telling 
76, Lon:: Cultl1n 110, Lore: Detect T rap 87, ~ 
Fauna 72, Lon:: Ron 72, Lore: History 110, Lon:: 
Magic Rituals 67, Lore: Region 110, Lore: Rdigion IIO. 

MERP Spdb: 58 PP. Nature l...ore (5th) Sound/ Light 
Ways (5th), 

MaRo IN R OLEMASTEll 

Hie.: 138 Melee 08: 187 MiuiJe OS: 181 AT: 10(55) 
RM ProfesJion: Warnor. 
RM Sc:au: Co 93, SO 96, Ag 90, M£ 88. R£ 99, St 98. 

Qu 98, Pr97, In 90, Em 88. 
RM Skills: Acting 13 t , Acrobatics 133, AltrtnCS5 44, 

Ambush 114 (29 ranks). Annor (Light) 66, Annor 
(Rigid uath£r) 72, Artistic (Active) 52, Athletic Gamu 
87, Awanncu (P£r«ptions) 20, Awanncu (Searching) 
49, AwannUli (S:IUQ) 55, Bn.wling 110. Brawn 47, 
Channding 67, Climb 11 3, Combat Maneuvers 24, 
Crafts 19, Culture Lore 110, Deuct Trap 87, Endurance 
47. Fauna Lon: 72, Hora !...on 72, Foraging 59. Gynuw
tia 54, Hear 104-, Hick 105, History 110, Hunting 98. 
Inf]u£nce 5l,lnten-ogation 110, lndership lID, Li£ 
Puc£Ption 85, Lon: (GcnenI) 51, Magic Ritual 67, 
Outdoor (Environm£nul) 39, Power Manipulation 17, 
Powu Throwing n, Public $pcu.ing 138, Rud Traclu 
85, Rope Mutery 113, Region !...ore liD, Religion 110, 
Sca.ling 107, S:nst Ambush 44, Sight 104, Singing III. 
Slcinning 39, Smell 104-, Special Atuclu 26, SuJk 105, 
Subtmug£ (Attack) 55, Subtmug£ (SuaIth) 55, 
SwuhbudJing 86, Swimming 71, T al£-ulling 76. 
Tndcing87. 

RM Spclli: 60 PP. NatureJ law (5th) Light's Way (5th), 
Appcan.nc£: 67. 

MEno's Pa.iNOPAL ITEMS 

The Star of Gobha-&£ S:ction 10. T . 

Gwudhd-&£ St:ction 10.5. 

MORTHEC GRVAN 
(S.A. 3396-T.A. 23') 

MOM£C wu the Dun Morachd who brok£ th£ Oath of 
lsildur, which his gnodfath£f Mcrro had sworn moa than a 
hundnd yun earlier. to.illy with the DUnedain in war should 
th£ lcg.cy of $.luran eVH thRaun th£ Faithful in thcir aile. 
Cumd by Isildur for th£ breaking of thU troth. th£ young 
Morachd b£camc known as Gnu.n (On. -rh£ Ooom£d~). th£ 
lim of th£ Oathbn:akrrs and the last King of th£ Mounuiru. 
8tH Morthe.c would main the: honors of hu royalry in drath, 
Ming tM undud shades ofhu folk for nearly thn:£ thousand 
yun b£nuth th£ ~d mountain of Lugh Gobha, now the 
haunud Padu of the Dead, until he was summoned by Aragom 
to th£ Black Stone: to fulfill his oath. By this twut of fate, th£ 
King of th£ Dead fulfilled his charge in an apocalyptic batt.l£ 
with th£ Corsairs ofUmbar at Pdargir, one of the mo.n critical 
ruming poinu in th£ War of the Ring. 

Monh£c wall born more. than a gcn£ration after the Downfall 
ofNumenor and th£ foundation of th£ R£alnu·in-Exile. and so 
krn:w of th£ fonner glories of hu own house only through 
lcg£nds. Monhcc: n:c£ived th£ uhen spearof the Gwaedhil, the 
sistu.wupons dut bon: witntss to tM oath dut Mcrro Glastuwl 
had sworn to bildur, upon the duth of his fathuin $.A. 3408. 
MOM£c M£d his mountsin n:alm in peace for twenty-three 
years; but when &.uron of Mordor n:vcaled himself in 5.A. 
3429 and made war upon tM South-kingdom, Monhec w;u 

troubled; for of old his house had given f£alty to Sauron, who 
was th£ object of th£ir worship and th£ protector of their 
dl""'Y. 

MOMec's grandfathu had sworn tM Oath oflsilduron th£ 
assumption thatSauron had perished in the wreck ofN6menor; 
but now that his continued aisunce wu manifest. Morthtc 
knew that hi: coukI not fulfill hit oatlu to tM on£ without 
bn:aking his fwry to the other. A~ from thc: pcriI to his own 
soul for w breaking of I.lCKd bonds of trust, Monht:c could 
not afford to commit himself to one side or tM other without 
thruuning th£ stability of his realm. The authority of the 
Morachd dcpcnd£d upon his ro le as the uclwive mediator of 
Shoglic's power to th£ Dun Cocnw; at the wne time, the 
n:tribution of the DUn£dain in war dut would follow tM 
bn:ak.ing of th£ Oath might equally provoke th£ Daen to 
re.bdlion against /lim. 

In the end, Morthcc chose th£ path of non-involvement in 
the Wat of the last Alliance, and so doom«! himwlf and hU 
~ple to a slccplcu death. For, upon his refusal to fu1fill th£ 
Oath,lsildurcurs«l Marthec in the prcscnceof the BlackStone, 
saying: no...b bt tIit!.sf ki"l . ..w ifllx WUf l"'" m~in" """ t6y 
&rJ MMsftl', sbIs tNf"St I,., wport dw.,.1 '9fJ!: 10 nsf ,,""JUI"1 JON' 
OIIriu.fw!fil/d For 1hi,_, .... ·U LIII~]tm 1UU"ONII/l"J,.,.1 JON J.ll 
bt _J """ ."u·" It't IAt ml Then Monhcc withdrew in fcar 
to Lugh Gobha. from whence he would never again go forth to 

war as a living man. 
Monhec lived out his last motUl run in hiding. whil£ about 

him his realm began to coUapsc u many Cocntis chns broIu off 
&om his M£, panicipating in the Last Al.Iiance and so absolving 
thmud~ ofUildur's Curse. Othcn stood fut in their loyalry 
to MOM £C, and nrugg[£d to maintain his mountain realm 
against disintegration. But in T.A 23, Monh£c's naru.nl t£fm 

oflife c.amc to an £nd and tht: Morachd kcam£ th£ King of tM 



Dead, drawing unto hirruelf the shades of all C<>entu who hid 
notreyoiled from his rule. Lugh Gobha was now spoken of only 
as the Patlu of the iliad. and none but the descendanu of the 
Oathbrea\terll d;ued to enter its darkness. 

Morthe.; was summoned at Wt to the fulfillment of the Oath 
in T.A. 3019, when Aragom, hiYing braved the terror of the 
Paths, =e to the hill of Ercch and commanded the Dud to 
aid him in c1caruing the land of thcservanu ofSauron. Morthec 
led the Oithbreakers to battle, following the Grey Companyon 
iu race through southern Gondor to Linhir and PeLargir. where 
the Dead overwhelmed the Corsairs ofUmbar. With the battle 
won. Ar;lgom declaud the Oath fulfilled; thereupon, Morthec 
seized the Gwaedhd-spear and broke it in two. signifying thc 
termination ofIsildur's Curse. After nc;uly three thousand yean 
of undud existence. Morthec's spirit at last was set free to enjoy 
the Gift oflluyatar to mortal Men. 

MORTHEe 

level: 32/35. 
R..1ce:: Daen Cocntis (Undead). 
locatiom Lugh Gobha (SA 3396-T.A. 3019). 

MORTHEe IN MER.P 
Hits; 158/200 Melee OB: 198/ 2IO Mi"i1e OB: 191 

AT: Ring (65/75) 
MERP Profusion: Warrior. 

./ 

MERP St:lts: AG 97/97. CO 96/100, IG 89/75, IT 90/ 
50. PR 93/100. Sf 100/102. 

MERP Skilh: Acting 101, Ambush 118 (32 ranks). Oimb 
138. Foraging 59. Perception 104, Rope-Mastery 113. 
Stalk/Hide 108. Swim 81. Track IOI, Artistic: Singing 
91. Athletic: Athletic Games 97. Athletic: Swashbuckling 
106, Craft: Skinning 21 , Influence: Interrogation 130, 
Influence: Lndcrship 130. Influence: Public Speaking 
138, Influence: Talc-telling 75, Lore: Culture 100, Lore:: 
ilitect Trap 81. Lore: Engineering 97, Lore:: Fauna 72. 
Lore: Hera 72, Lore: History I I I, Lore: Magic Rituals 
63, Lore: Region 124, Lore: Religion I IO. 

MERP Spells: 100 PP. ~ undead. knows Bleeding Ways 
(reverse of Blood Ways)( IOth). Essence Hand (10th). 
Harming Ways (reverse of Surface Ways) (10th), Ice 
Law (10th), Illusions (10th), Lofty Bridge ( 10th). 

MORTH.EC IN ROLEMASTER 

Hits: 158/200 Mdee DB: 198/210 Missile OB: 191 AT: 
9/12 (65) 

RM Prof(.$$ion: Fighter. 

RM Scm: Co 96/100. SO 96/75. Ag 97/97. Me 68/100, 
Re 89/75, St lOO/I02, Qu 98/98, Pr93/IOO, 
In 90/50. Em 76/40. 

RM Skills: Acting 101. Alertness 44, Ambush 118 (32 
ranlu). Armor (Light) 66, Armor (Rigid leather) 69. 
Artistic (Active) 51, Athletic Games 97, Awareness 
(Perceptioru) 20, Awartness (Searching) 44. Awartness 
(Sensc.s) 55, Bnwling 121, Brawn 58, Channeling 63, 
Climb 118, Comlnt Maneuvers 27, Crafts 18, Culture 
Lore 100, Deuce Trap 81, Endurance 58, Engineering 
97. Fauna Lore 72. Aora Lore 72, Foraging 59, Gymnas
rio 59, Hear 104, Hide 108, History 111, Hunting 118, 
Influence 48. Interrogation 130, le.adership 130, Lie 
Perception 95, Lore (General) 39, Magic Ritual 63, 
Outdoor (Environmental) 39, Power Manipulation 13, 
Power ThfQwing 97. Public Speaking 138, Read T raclu 
95, Region Lore 124, Religion I IO, Rope Mastery 113, 
Scaling 117. Sense Amlxuh 44, Sight 104, Singing 91, 
Skinning 21. Smdl104. Special Attacks 28. Sulk 108, 
Subterfuge (Attadr.) 57, Subterfuge: (Stealth) 58, 
Swashbuckling 106, Swimming 81 . Tale-tdling 75, 
T echnical/Trade (Professional) 9, T !"licking 101. 

RM Spells: 150 PP. ~ undead, knows Dark Channeb 
(10th), Disease (10th). Darkness (10th), Lofty Bridge 
(Hkh), Mind Subyersion (10th), Physical Erosion 
(10th), Wounding (10th). 

Appcuance: 68/34. 

MaRTHEe's PRINoPAL ITEMS 

The Sw of Gohha---Sce Section TO.l. 

Gwaedhd----Sce Section 10.5. 

MORTHEe'S SPECIAl. POWERS 

Undead Fana-Takes Large Creature Criticili; does not 
bleed or suffer from stun results; only suffers critic.w 
from magic wc.aporu; dr;liru 5 Co/round from all within 
20 feet radius ( 15th leyel RR). 



OSSE 
OsK the Maia is the LordofSronns, the $C[nJltofUlmo, the 

husbmd ofUinen, and the guardian of the Falathrim in Middle
ruth. It .... as Om who fin! instructed CInbn in the art of 
shipbuilding and of navigation. which skills the latta" puscd on 
tohuson Ordor, MastcrofEdhdlond. At Ulrno's bchut, Osse 
withheld his stonny wrath from the waters JUlTOunding Ordor's 
haven, so long as Clrdor himself continued to dweU then:. 
OHi!' s involvement with the folk ofEdhdlond pua1Ids Uinen', 
(oncun for the OUncdain, and to him the Elvc:n nwinuscry for 
aid at need (Sec ent!)' for "Cirdor~ and &aion 8.2.) 

Level: 325. 
Race Maia (Water Spirit). 
Location: Bay of Bdfalu. 

Oss. 

Oss£ IN MERP 
HitJ: 358 Melee 08: 325 Mmilc OB: 325 

AT: None ( I 10) 
MERP Profession: Animist. 

MERPSuu:AG tOO. CO 9O,IG90, IT 118. PR 11 5. 
ST 112. 

MERP Skil4: Acting 100. Aaobaria 100, Boat-Handling 
325, Caving 100, Qimb 100. Mediution ZOO, Pm::ep
rion 325, Rad Rune 225. Sigraling ISO, Sky_Watching 
325, Sulk/Hide 300. U~ Item 225, Artistic Dance 
175. Artistic Music 400, Athletic Athletic Gamt:ll ZOO, 
Athletic: Diving 325, Craft: Crafting 200, InOuence: 
Ludenhip 225, InOuence: Public Speaking 325, 
InOuence: Seduction 275, Lore: !brue Tacrics ZOO. 

MERP Spclli: 6825 PP. Base Spell 08 iJ 162; Directed 
Spell 08 is 325. Oui; knows all Bard lists, aU Mage lisu, 
and all Open Channeling and Open EsJcnce lists to 10th 
level 

Oss£ IN ROl..EMASTU 
Hiu: 358 Melee OB: 325 MWilc OB: 325 AT:" (110) 
RM ProfWlion: Sorcerer. 
RM Suu: Co 90, SO 19, Ag 100, Me 90, Re 90, St 112, 

Qu 103, Pr II 5.ln II 8. Em 11 8. 
RM Skita; Acrobatics 100, Acting 100, Alertness 65, 

Artistic (Active) 75, Artinic (Pas.tive) 75. Athletic Games 
200, Altunement 225, Awareness (Perceptions) 40, 
Awareness (Senses) 75, Caving 100, Channeling 200, 
Climbing 100, Combat Maneuvus 39, Conununication 
69, Cra£u. (All) 200, Dance 175, Diplomacy 150, 
Dire(led Spell (All) 325, Diving 325, EndUDll(:e 70, 
Frenzy 200, Gymnucia 70, Hide 300, InOuence 92, 
Lt:adership 225, Lore (GVleral) 60, Lore (Magical) 60, 
Lore (ObKUre) 60. Lore (f echnical) 60, Mediwion 
200, Navigation 325, Outdoor (Environmental) 69, Play 
Innrument 400, Power Awareness 87, Power Manipula
tion 52, Public Speaking 325, Runa 225, Sailing 325, 
$eduction 275, Self ContfOi 73, Sense: Ambush 65, 
Scn~J (All) 325, Signaling 150, Singing 500, Spell 
Mastery 175, Stalk 300, Stat-Gazing 200, Subdual 175, 
Subterfuge (Stealth) 74. Tactia 200, Technical/ Trade 
(Gcnenl) 60, Tcclmical/Trade (Vocational) 43. 
Weather-watching 325. 

RM Spdh: 6825 PP. Ba.se Spell OB is 162; Dir«ted Spell 
OB is 325. Ossl knows aU Bard lists, aU Mage lists. aU 
Open Channeling lists, aU Open Es.scnce lists, aU Soreeta' 
lists, and aU Oosed Channeling and &.senee lisu to 50th 
level. 

Appearance: 104. 

Osst's SPECIAl. P OWERS 

Wata Fonn-Oul can move and breath with equal case on 
land or water. He can merge with wavu and travel as fast 
as the currents will carT)' him.. 

Song-waving--OsK can uu his voice to mate any sound 
within the range of any animal found in Middle-urth 
and, while singing.. he can communicate with any marun:. 

Isle-moving--With the conse:nt ofUlmo, OsK can move or 
raise to cn:ate any island with a radius in mila oflus 
than or equal to his level (325). OsK requires one lby 
per mile of radius to raise an island, and one day per 
nautical mile (0 move it. 

MERP / RM: Whether he moves or raises an iJland, it requires 
aUofOssl'sPP. 

LOR: Ossl cannot cut any speUs while moving or raising an 
island. 

W3ta-wcaving--Ossl has a~lute control over all water 
within a range of 325 feet. He can also aute wave;, of up 
to 325 feet in height act'OQ any water surface in whith he 
residu. within a range of 325 miles. 

SANGAHYANDION 
(T.A. 1608.1720f) 

The nephew of the infam ous corsair Angamaitl. 
Sangahyandion alone ofCastamir's descmdants p<WUICd the 
ability to maneuver annies with thcsame effectiveness u did his 
rcbtive;, with navid. lf not for his deeds on land, hit .biliriu u 
a naval uctician would have earned him eosuicknble fame. 
However, he operated in the shadow of othen' naval achieve
ments, and it was for his abiliry with infant'}' and cavalry that 
hit contemporaries recogniz.cd him. Sangahyandion's grutest 
deed wu his capru~ of southern Harondor, a prize which he 
sU(ceedcd in holding against the powct' of Gondor for more 
than eight dccad~. 

Sangahyandion wu barely of age to participate in the Gttat 
Raid (fA 1634). Al an untried youth. though an impotWlt 
one. he wu relegated to the ranks of the marinu aboard his 
father's .hip. During the attack on Pdargir. the commanding 
officcn ofhis company were eithcrkilled orgrievowly wounded. 
Sangahyandion took command and personally led the fol'Cd 
that routed thrtt groups of Gondorian reinforcemenu then 
trying to ~ach King Minardil on Pchrgir's quays. He also led 
his forces against a dattn other Gondorian positions and bOOp 
concentrations. Each one fell before they could rally and 
counterattack the raidcn. 

Upon his return to Umbu, Sangahyandion 's contribution to 
the Great Raid was minimittd by JeVeraI of the captains: even 
his father failed to recognize the true importance of 
Sangahyandion's achievement. Only Angwu.itl acknowledged 
publicly that. had it not been for Sangahyandion's actions, 
Gondarian reinforcements would have racucd Minardil befon: 
Anganuitl himself slew the king upon the quays. However, in 
the euphoria following the raidcn' rerum, few noted the 
Angmlaitts worcb; and Sangahyandion wirhdn:w in disgwt to 
his family's residence at RamIond. 



Then:, away from the boasting of Umbar, the abilitia 
Sangahyandion displayed in Pelargir Wi:re recognized by the 
Governor of the Harnen territories. Despite his youth, 
Sangahyandion was made second in command of the confeder
ate force, along the Harnen, U,ing hi., family name, military 
position, and reputation from the Great Raid, Sangahyandion 
covertly assembled the nucleus of what he hoped would be a 
anny which could better any that might be a.ssm\bled by 
Edac.ar's hein:. Unlike the piratical careu of hi., grandfather, 
Castamait~, Sangahyandion aspired to rcclaim Gondor itself. 

The coming of the Great Plague of T A 1636, only two 
shon years mume raid on Pelargir, frwtrated Sangahyandion's 
plans. Although the plague devastated all the rullN of nonh
watml Middlc-earth, Umbar and Harnendorwerc lusgnvely 
affected by the blight, affording an W11ooked-for window of 
opportunity for Sangahyandion to realize hi., ambitions-if 
only he had more ttaops at hi., disposal. Both the governor and 
Sangahyandion', chief officer perished in the plague, and he 
found hinuclf as the acting governor. Ever the tactician, 
Sangahyandion realized that, even in its weakened state, an 
invasion of all Gondor would be suicidal. 

Yet with his new authority and Gondor's devastation from 
the pLague, a fCDY into Harondor could easily lead to gains 
e1sewhue in Gondor if me Council of Captains was to support 
him with troops and material Because ofhU youth, hOWi:ver, 
Sangahyandion knew the uptains would notaui.,thim until he 
had nude significant territorial gains in Harondor. In a multi
point strategy, Sangahyandion deployed hi., ships to land 
troops near M!rlond.. Others crossed the Harnen between 
Mirlond and Tharvm, and immediately east and west of 
Tharven itself. Sangahyandion penonally commanded the as
»oWt on M!dond, sailing hi., ship directly into its harborbcfore 
the town's plague-decimated garrison could rupond. 
Sangahyandion', victory was swift and complete. 
~ hi., troops and (ollowUJ marched. north along the 

Hyannenti i! and the Men Falas, Sangahyandion sent messen
gers racing south to infonn the Council of Captains of hi., 
actions and continued succtsJ. Though supported by hi., unde, 
Angamaitl, the death of his father robbed Sangahyandion of 
critical suppon from the uptains. No additional ttoops were 
forthcoming. but Angamaiti! was able to secure Sangahyandion's 
confinnation as governor. He was forced to halt hi., offensive 
and consolidate his hold over JOuthem Harondor, even though 
the Gondorian defenders could have done nothing to stop him 
from advancing funhcr. Had the council responded more 
positively, Sangahyandion might well have redaimed all of 
Harondor for the confederata, and FO"ibly other p.uu of 
Gondor. 
~ governor, Sangahyandion kept most of his land fo~ in 

Harondor, whc~ they constantly harried Gondorian troops 
and fortifications. Stria rula imposed by him confined action 
to the Gondorian military forca; civilians and non-combatants 
were to be left alone. Though b~acha of this edict did occur, 
they were few and the punishments Sangahyandion imposed 
we~ severe. His edict had the secondary effect of minimizing 
civilian flight from central Harondor and the destt\lction of 
towns and famu. 

Many in both Umbar and Gondor were muzed that the JOn 
ofSangahyando, co-mastcnn.ind of the Great Raid and grand
son ofCastamaitl the Corsair, could behave withsuch restraint 
and focus. In Gondor, he was viewed as an honorable foe, and 
the militaty forca in Harondor wen: insnuaed to behave as 
Smgahyandion's did. with similarpunishmc:nts forany breaches. 
In Umbar, he was seen as a true heir of kings of Gondor and 
one wonhy of taking up the scepter last hdd by Castaher in 
erile. Sangahyando's marriage to the daughta of Captain 
Bdur in TA 1663 secu«d for him politic.al support for 
additional forces. Unfortunately, by that time, the people of 
Gondor had m::overed suffidently from the effecu of the 
plague to reinforce Harondor more than enough to offset 
Sangahyandion's new military support. Gondor constantly 
tried to uke the offensive, but Sangahyandion, despite a 
numerically inferior force, was able to prevent the men of 
Gondor from reuking any of hi., newly-won territory. More 
often than not, it was the forca ofGondor that were on the 
defensive as Sangahyandion's cavalry and mobile infantry 
corui.,tently outmaneuvered the Gondorian troops. 

Against overwhelming odds, Sangahyandion managed to 
maintain hi., connol over JOuthcm Harondor from hi., base at 
Mlriond for almost a cenruty. In the end, he was defeated by 
the .Janle weapon by which he had conquered----plague. ln T A 
1711J, a minor plague stt\lck Hamcndor and the Ethir Harnen 
area. Many fdI ill. including Sangahyandion and a large 
number of his troop" ~ Sangahyandion had done eighty
th~e yurs befo~, the Gondorians atucked.. Despite hU 
affliction, Sangahyandion rallied hi., forcu and repulsed the 
Gondorians until he was struck down with a recurrence of the 
illnCS$. Without his leadership, the confederate hold over 
Harnendor faltered and collapsed.. Sang.hyandion died while 
fighting the Gondorian troops sent to capture him. 

SANGAHYANDION 

Lnel: 29. 
Race: DUnadan. 
Location: Ramlond (TA t 608- I 72ot), 

Pelargir (T.A. 1634). 

S/..NGAHYANDION IN MERP 
Hits: 204 Melee OB: 172 Miuile 08: 168 

AT: Plate (60). 
MERP ProfU$ion: Warrior. 
MERP Stau: AG 101 , CO 88,IG 96, IT 96, PR 92, 

Sf 97, 
MERP Skilli: Boat-Handling IlJ, Oimb 89, Gambling 

98, Perception 97, Ride n. Stalk/Hide 76, Swim 132, 
Track. 89, Artistic: Singing 29, Influence: Administra
tion 7I, Influmce: Lcadcahip 133, Influence: Politics 
64, Influence: Public Speaking 97, Lore: Battle Tactics 
151, Lo~: Cwrure 74, Lo~: History 70, Lore: Militaty 
Organiuotion 83, Lore: Region 118, Lore: Tactical 
Gama 99. 

MERP Spells: None. 

.5ANciAHYANDION IN ROLEMASTER 

Hiu: 204 Mel« 08: 172 Missile 08: 168 AT: 17 (60)
RM ProfU$ion: Fighter. 
RM Stars: Co 88, SO 92, Ag 101, Me 93, Re 96, St 97, 

Qu 101 , Pr 92, In 96, Em 92. 



RM Skills: Administration 71, Adrenal Speed 97, Ad«nal 
St:ttngth 104. Alertnus 40. Annor(Huvy) 57. Annor 
(Plate) 145. Artistic (Active) 23. AWafl'nus (PercqJ
tions) IS, Awa«nus (Searching) 47, Awan:nus (SeIlKS) 
45. Brawling 113, Brawn 69, Climb 89, Combat 
AwareneS$ 119, Combat ManruW'D 3D, Culture 1.0« 74, 
Diplomacy 64, OiJann Foe 109, Endunnce 69, Gam
bling 98. Gymmstia «. Hur 97. Hide 76, H istory 70. 
Influence 44. Ludenhip 133. Lie Perception 89, Lo« 
(G:~) 34, Military Organization 83, Mount~ 
Combat 123, Outdoor (Animal) 41, Powa$a-ih 131, 
Public Spuking 97, Quickdraw 96, Region 1...0« 118, 
Riding 77. Sailing 123, Self Control 60, Sense Ambush 
40, Sight 97, Singing 29, Smell 66. Special Awcks 33, 
Sulk 76, Stunned Manruver 119, Subterfuge (Stealth) 
42, Swim 132, Tactical Gamu 99, Tactia lSI , Tallte 
66, Technical/Trade (General) 45, Technical/Tnde 
(profUllional) T 6, Tedmical/Tude (Vocational) 16, 
Touch 66, Tracking 89. 

RM Spelli: None. 
Appearance: 99. 

SAURON 
Apart from hiJ long-standing role as the Om Lord of 

Mordor and eternal enemy of the Realms-in-Exile, Sauron the 
Maia was involwd mon: intimately with the early history of 
southern Gondor .lIJ the Shoglic Gobha (On. ~Servant of 
Gobha"). in which guise he conducted hiJ dealings with the 
Daen Cocntis, a people whom he himselfhclpcd to crUte and. 
bter, brought to ruin. The talc of thiJ bean tutimony to 
Sauron's own changing character and self-understanding oVtt 
the (OUrs<: of the Second Age, in many ways foreshadowing the 
fall from grace of the DUneda.in themselves. 

After the breaking ofThangorodrim in the War of Wrath. 
Sauron rrpcnted of the evils he had commi[(~ under Morgoth, 
doing obeisance and seeking pardon befo« Eanwl, the herald 
ofManw~, Yet he mnained unwilling to submit himself to the 
judgment of the Valar, and refiucd E6nwf"s summons to depart 
from Middle-urth and appear before the Ring of Doom in 
Valinor. lrutead, still hoping to prove his repentance, Sauron 
wandered the mortal land" seeking for a time to undo the legacy 
of his fonner manu's evil. 

When nearly five hWldred yun of the Second Age had 
passed. Sauron traversed the high paueJ of the \"!hite Moun
tains, and looked for the first time upon the wide countty of 
southtm Gondor. Then inhabit~ only by the Daen and 
Drughu, long before any Ntimen6rean ship ever took haven on 
the COaJlU ofBclfalas &'y, Sauron J.aW that the folk of this region 
were held in thrall by the Dun Mor, the evil men who had 
fought on behalf of Angband during the Wan of Bderiand. 

Desiring to aid the opptuKd against their oppruson, 
Sauron tame among those Dxn who had withdrawn into the 
mountain vaiu, beyond the «.ad! of the lowland Dun Mor, and 
he uught them many things that might uplift them from their 
wrc:teh~ SUte. In particular, he insll'UCted them in the arts of 
delving. and of tr.uufonning the SuNtanecs of the earth into 
weapons of war; fOf in his origin, Sauron ca.me from among 
Aule's people, and W.llJ the greatu! of that folk in the craft of 
making. In the ancient Oaenad tongue,Sauron gave to Aule the 
name ofGobh.a the Smith, and to the Daen he added the name 
Coentis (On. NSkilled"), while the Datn thenudvcs called him 
Shoglic, the Servant of Gobha, 

With the arts ofSauron in their doughty hand" fear left the 
hurts of the Daen Caentis, and they began to free their ancutral 
land, from the Dun Mor. Sauron himself neVtt took up arms 
in the Dun cause (judging that he, a Maia, should not involve 
himself so directly in dttennining the fate of Men); nevtrthe· 
ICSlI. asShoglic he began to travel the land. igniting the spark of 
tcvolt among the other Dun-folk under the dominion of the 
Dun Mor, and urging them to make alliance with the Daen 
Coentis. 

IU the uprising against the Dun Mor spread, Sauron realized 
that, although the Daen wert eager to lihcnte themselves from 
the offspring of Morgoth, they lacked the cohuion and unity 
of vilion necessary to susuin an effective lugue of defense 
against their opprC$$On, who then nill htld the upper hand. 
Sauron perceived that the Daen-folk n«ded a shared center-
a common focus to ground their aspinrions and with which to 
identify themselves. 

Seeking to create a symbol of Dolen unity, Sauron spoke to the 
Cocntis of the Stu ofGobha. This holy artifact lay at the hurt 
of the \"!hire Mountains, .and would have to be ucavat~ 
through long labors. Once unearthed, possusion of the Star 
would bring unity and strength to the Oaen-folk, The surch for 
the Star would also, he sunnised, necessitate a Vallt subterranean 
citadel, which would join the many Oaen peoplu, now sun
dertd by the wall of the mountains. 

Thus began the delving ofLugh Gobha, to which wkSauron 
applied.all his skill and craft. MOI'e than a hund«d years WCfC 
to pass Won: the Star would be found and the delving 
complete, hut Sauron's continued pruence (now sp=ning 
seven! generations of the shan-lived Dun) inspired the Dxn 
Cocntis to sec their quest through to the end_ In the course of 
this work. their mining and forging arts gn:w to such lofty 
heighu that they rivaled even the DUneda.in before the days of 
their pride. 

Once ruovcrcd, Sauron set to shaping theStar ofGobha into 
a jewel of surpassing wonder and POWtl'. Though in truth a 
aurion of Aul~, Sauron neverthclus left the imprint of his 
making and will upon it, This signature was not in es.scnce 
"evil,~ but would later be turned to it .lIJ Sauron's own path 
turned once again to wickedness. FOI' the moment, however, 
Sauron used the Star to cement the Datn Cocntis alliance, and 
Lugh Gobha thereafter became the center ofDacn cul ture.. 

When at last the delving was complelC and the Dun Mor 
defeated. Sauron reckoned his labors on behalf of the Daen to 
be at an end, and he departed the land, of southern Gondor, 
miring other lands and pcoplu. The boons he had won for the 
Darn Cocntis proved to be good and true, yet they were 
inextricably linked to his personality, and so could be corrupted 
even as he, \"!hen Sauron rerumed to the Oacn centuries later, 
his pcrvm.ion of that people would draw upon those very 
virtuu he had once instilled in them. 

Sauron did not return to southern Gondor for twenty-six and 
a half cenrunes. In the (oum of those long yean. his cfforu to 
hctter the condition of Men found their rival in the deed, of the 
DUnedain, IU Nu.ncn6rcan involvement in Endor inoused. 
Sauron beca.me jealous of the honor in which the Men of the 
West were held by the Men of Middle-carth, who" W1ed them 
gods. hoping for their return (SiL, p. 263).- Sauron's vanity 
could not abide such «verencc to be bcstow~ on any otherthan 
hinuclf. and he turned his thoughu to how he might incrust his 
power in Middle-urth at their expense, subtly slipping back 
into the rvil W.1YS in which Morgoth had nurtured him. 



For a long time, Sauron did not openly oppose the 
NUmen6runs; instead. he sought to weaken his older and more 
powerful foes, the Eldar. To this end Sauron came among the 
NoldorofEngion in the guix of Annatar (Q. ~ Lord ofGifu~). 
and penuaded them to forge ring~ of power. The lore of ring
making Sauron learned from the Noldor he tumed against 
them. forging the One Ring to rule the other.;. With the 
newfound power of domination the Ring gave him, Sauron 
made war upon the Noldor, d~troying thei r realm, but being 
driven out ofEriadar by the NUmm6reans, who renuined true 
to their friendship with the Elves. 

Sauron's defeat at the hands of the Elves and OUnedain drove 
him theruftu to [reat all the Lesser Men whom he had once 
aided as military vuuu indebted to him for his past boons. At 
first he withdrew &om the rising power of the NUmen6reans, 
abandoning the coastlands ofBclfalas Bay to their influence; but 
as the greed of the DUnedain increased, and their aspirations for 
the dominion of Middle-earth became apparent, Sauron judged 
that he must make open war against them for the supremacy, Al 
the Lord of the Rings contemplated his designs, he gave: thought 
once again to the Datn Cocncis, how he might draw upon their 
ancient debt to him for the furtherance of his fwd with the 
OUnedain, who were now dwelling in the coastal regions of 
southern Gondor from Anfalas to Pclargir, 

Sauron returned to Lugh Gobha in SA 3253, nine years 
before his fateful sum:ndcrtothemightof Ar-Pharaz6n. There 
he revealed himself once again as Shoglic~ legend and a 
god-md began to read the hearts of the Daen, to sec how he 
might wt ensnare them ( 0 his will He appe~ in the midst 
of a gathering of all the Cocntis chiefuins, and learned then of 
the smoldering ambition that lay within the hean of Metro 
Glastanan, headllUn ofGalibur, to restore the ancient glory of 
the Cocntis alli.ance. 

Sauron perceived his longing and promised him the kingship 
of the White Mountains, ifhe would rally the Daen to war as 
an allyofMordor, Then Sauron decreed that the StarofGobha 
should beentnuted to Mcrro,.and that he should be recognized 
as king. the captain of the Daen Ccentis in war against the 
DUneda.in, and that Lugh Gobha should become the pusonal 
residence and nTOnghold ofMerw and his dCKendanu. Com
pelling the chiefuiru by his jrTe$i$lible will to obey his divine 
co=nd, Sauron cemented Merw's new dominion through 
the irutitution of asacrificial cult centered upon the veneration 
of Sauron himself, 

Sauron remained at Lugh Gobha until Merwhad wablishcd 
his power over the core territory of the Daen Ccentis aUiance, 
and then returned to Mordor for the mustering of all his hosu 
for war upon the OUnedain. Although he never returned to 
southern Gondor, the legacy ofMerw preserved the memory of 
Shoglic in the fearful heartS of the Daen through the end of the 
Second Age, So powerful was the residue ofSauron's presence 
that nearly aU of the Daen Cocntis refused the Oath they had 
sworn ( 0 Isi[dur to make war against Mordor in the last 
Alliance. In this act, Sauron's legacy remained engraved upon 
the history of southern Gondor throughout the Third Age, 
until the year of his final downfall in TA 30I9, when Merro's 
grandson. MOMec the Doomed, led the anny of the Dead to 
the summons of the true king. 

level: 180 (240)/360. 
Race: Mm. 

SAURON 

lo4;ation: White Mountains (SA 500-603), Lugh Gobha 
(SA 3253) 

SAURON IN MERP 

Hits: 500/600 Melee OB: 200/310 Miu ilc OB: 180/260 
AT: Plate (150/200). 

MERP Profusion: Mage, 
MERP SUts: AG IOI, CO 110, lG 102, IT 100, PR 120, 

ST 110, 

MERP Skills: Acting 240, Ambush 126 (30 ranks), Animal 
Handling 250, Gving 250, Climb 120, Directed Spells 
240, Disann Tnp 120, Perception 120, Rud Rune 240, 
Ride 90, Sky-Watching 120, Stalk/Hide 240, T rickety 
500, Usc Item 240, Artistic Music 400, Anistic: Singing 
90, Cnft: Crafting 180, Cnft: Forgery 180, Cnft: 
Smithing 240, Craft: Stone Crafu 250, Cnft: Wood
Grving 120, Influence: leadership 250, Influence: 
Politics 180, Influence: Public Speaking 250, Influence: 
Seduction 240. Lore: Alchemy 120, Lore: Architecture 
240, Lore: Battle Tactics 180, Lore: Magic 150, Lore: 
Military Organiz.ation 240. 

MERP Spclli: 1200/4800 PP. Sauron can use all spell lists 
up to his level. In addition, he can simultaneously 
concentrate on a number of targets or spells equal to his 
level. 

SAURON IN ROLEMAST'ER 

Hiu: 500/600 Melee 08: 200/310 Missile 0 8: 180/260 
AT,20(ISO/200) 

RM Profusion: Sorcerer/Alchemist. 
RM Suu; Co I la, SO 99, Ag 10I, Me I02, Re 101, 

St I la, Qu 100, Pr 200, In 100, Em 90. 

RM Skills: Acting 240, Alchemy 120, Alertness 74, 
Ambush 126 (30 ranks), Architecture 240, Artistic 
(Active) 100, Artistic (P;wive) 90, Atrunement 240, 
Awareness (Perceptions) 49, AWJfeness (Searching) 86, 
AWarene" (Senses) 84, Channeling 240, Climb 120, 
Combat Maneuvers 41, Cufu (All) 180. Diplomacy 
ISO, Directed Atucks (All) 240, Directed Spells 88, 
Disann Tups 120, Forgery ISO, Gymnastics 65, Hide . 
240, Influence 100. leadership 250, Lore (Gcnenl) Ito, 
Lore (Magical) ISO, Lore (Obscure) 120, Lore (Tedmi. 
ca.I) 120, Military Organization 240, Outdoor (Animal) 
47, Outdoor (Environmental) 75, Play lrutrument 250, 
Power Awareness 75, Power Manipulation 75, Public 
Speaking 250, Ride 90, Runes 240, Sclmce/ Analytic 
(Basic) 87, Science/Analytic (Specialized) 47, Seduction 
240, Sense Ambush 74, Senses (All) 120, Sing 90. 
Smithing 240, Spell Mastery 180, Stalk 240, Stone-crafu 
250, Striking (Degree 4) 90, Subdual 180, Subterfuge 
(Arrack) 66, Subterfuge (Mechanics) 69, SubterfUge 
(Steal th) 66, Sweeps (Degree 4) 90, Tactics 180, 
T e<:hnical/Trade (Professional) 46, T echnical/T rade 
(Vocational) 46, Trickery 240, Weather-watching 120, 
Wood-crafu 120. 



RM SpdU: 1200/4800 PP. ~uron can use ill ,pc:Llluts up 
to hu levd. In addition. he can simultaneously toocen
true on a number of targets or spells equal to hu level 

Appeannce: 102. 

SAUII.ON's PR..INaPAL ITEMS 

The One Ring-Saun:m forged the: Ring in s'A. 1600. illd 
so bore il only during hu utta vUit 10 the Whi~ 
Mountains in 3253. The Ring focuses and amplifies ill 
of~uron's native Maia powtn. giving him gre.1Iter 
dominion over the $Ubsunce and in!u.biunts of Arda. 

MERP/lli The Ring servo as a xiS PP spell multiplier, 
and incn:alICS ~uron's Hits, DB, and DB (i.e., the second 
set of figures given in the stats above). 

LOR: +9 Magical. +3 General. 

SAURON'S SPECIAL POWERS 

Fana--Prior to hi, cn:ation of the One Ring. ~uron 
p<nSeues the tommon Maia abi lity to walk unclad or to 
don hu fana at will. As a consequence of surrendering so 
much of his native pown into the Ring. however, thu 
power is diminished.: while he can still alter his physial 
form, he tan no longer abandon il without a lengthy 
proceu of ~fortrultion (which could take as long all a 
thousand yurs). By the ume token. so long as the Ring 
remains intact. ~uron's spirit cannot be indefinitely 
banished from the Circles of tht; World. 

TARANNON FALASTUR 
(T.A.642-913) 

T arannon was the twelfth King ofGondor (T.A. 830-913) 
and is remembefflf as the first of the "Ship-kings," who 
utended royal control over the lands of southern Gonder. He 
took a luding role in thccarlyconflict with Umbar, cruted the 
provioce ofHarondor, and established the precedent of ~
ing to adopt his heir to the throne. In the popular imagiru.tion 
of southern Gondor. however. Tannnon u ~membttcd most 
for his tumuitUOlU marriage 10 the: mystmow and feared 
Benithie!' 

Born the son ofSiriondil, T annnon was named Captain of 
the Hosts when his father became king in TA 748. Together 
with his sUtu', s.:ln. Elmil ofBelfalas, T ar.annon commanded 
the land and sca forcesof the South.kingdom in the ~cification 
of the COaliU from the lTWly political divisions--both internal 
and utemal--that wue then troubling them. In the course of 
his labon. T arannon developc:d the provincial mode of political 
organi:r.ation which was to dominate the history of southern 
Gondor for the nClt founeen hundred years and, when he 
succeeded his father to the throne in T.A. 830. took the name 
ofFaWtur (Q "Lord ofthc (msu"). 

Tarannon took to wife Bcruthicl ( then called "Bcrcthid~) in 
the ~ar of hill ascension. She was said to be the daughtu of 
Prince Thorondur of Arnor, with whom Tarannon h,d made 
alliance for aid in the war with Umbar(though this linuge was 
uler qumioned in the light of subsequent evenu). During the 

~I!!!!'"-'~:-------; first months of their marruge, Bcruthicl dwelt in a 
manor T,nnnon had built for h« in the Ethir 
ADduin. while he tonducted the war effort from his 
IUVal base ofLondT olfaW;soon, howcver, Bcruthicl 
withdrew inland, taking up residence in thc nonhern 
tapital of Osgiliath. (!Xc enny on "T erudo.") 

The marriage provcd short·livcd. due both to 
T annnon's estnngcment from hill wife, and also due 
to Kveral serious accusations leveled agailUt the queen 
by the folk of the apital. who alleged that die was a 
malicious sorccrcas who consoned with demons. The 
circumsunces ofBmithiel'. expulsion arc difficult to 
establish with any certitude, because of the legends 
which accumuuted around h« memory. but the most 
widcly-b.dieved veDion holds that Tarannon himself 
set her adrift in a ~I. consigning hu wife to the wnth 
of Om. Ouring the grelln part of his reign. following 
the IOS$ of his wife, T anonon grew despondent and 
inactive in public affain, handing all but his crown 
over to youthful Eimil, who was to reap the glory of 
the war Tannnon had begun. 

It wu also believed (and officially propagated) that 
Bcnithicl bo~ T annnon no child.. This was, no 
doubt. contrived in order to dear the way for 
Tarannon', decision to rwnc: Elmil u his he:it; but it 
was a falsehood, for Bcnithiel did, in fact. givc 
T arannon a son. Because of the opprobrium and 
!u.rn:d that was heaped upon hill wife-and ncogniz
ing that his son would never be accepted by the 
Council of Gondor all a legitimate successor
T anonon kept the child's nistence a Kent, and 



entnuud him to the f~tt:nge of his steward Gundor, whom he 
made the fint Prince of Moman. {N~,c FIIr. foB J~i(lfl </ d., 
1'" tf T ."..11_ ... J &ndNl~ I0I'l, ."J u,. rolr J.u tlmmJ.1I1 pJ.,tJ ill II. 
L.ftrltillory tf _Ibtnr CoMOf', (l,!ftJ1jb S«titm 20 tf lCE'( Kin-Jtrife -....... ) 
Lod: 33. 
Race: DUnadan. 

TARANNON 

Location! Aofalu (T.A. 748-752); Lond T olfalu/Bclfal.u 
B:.y(T.A. 752-83 1). 

T ARANNON IN MERP 
Hiu: 222 Mdec OB: 182 Mi"ilc 08: 178 AT: Plate (45). 

MERP Profession: Warrior. 

MERP Suu: AG 97, CO 95, IG 98, IT 88, PR 78, ST 96. 

MERP Skilb: Boat-Handling I I I , Climb 102, Paception 
90, Ride I J I. Still/Hide 86, Swim I I 5, T rack 89, 
Aninic: Singing 33, Athletic: Athletic Games 77, 
Influence: Administration 95, Influence:' Ludn-ship I I J, 
Influence: Politics 85, Influence: Public Speaking 76, 
Influence: Trading 96, Lort: &ttle T actics 101, Lore: 
Culturt 110, Lort: H istory 110, L..ore: Miliury Organi
:urion 65, Lore: R tgion II O, Lore: Religion IIO, Lore: 
Tactical Games 59. 

MERP Spclb: See -rarannon's Sp«iaI Pown-s" below. 

T AJlANNON IN ROLEMASTER 

Hiu: 222 Mdcc 08: 182MWik 08: 178 AT: 18 ( 45). 

RM Profusion: Fighttf. 

RM Suu: Co 95, SO 90, Ag 97, Me 98, Rc 98, St 96, 
Qu 96, Pr n, In 88, Em 78. 

RM Skilb: Administration 95, Adrtrul. Speed 100, Adrtrul. 
Strength 100, Alertness 38, Annor (Huvy) 67, AnnOf 
( Plate) 165, ArtUric (Active) 30, Athletic Games 77, 
Awmnus (Searching) 49, Awucness (Serues) 48, Brawn 
65, Climb 102, Combat Awareness 110, Combat 
Mancuvcn 27, Culture Lore 11 0, Diplomacy 85, DWnn 
Foe 99, Endurance 65, Gymrwtics 52, Hur 90, Hide 
86, H istory 110, Influence 55, Jousting 11 9, Lie 
Perception 99, Leadership 113, Lort (Genera.!) 48, Lort 
(Technical) 56, Military Organi:ucion 65, Mounted 
Combat 120, Outdoor (Animal) 5 I. Perception 13, 
Power Srrike 127, Public Speaking 76, Quickdnw 76, 
Rtgion Lort 110, Religion IlO, Riding 13 I, Sailing 
II I, Sdf(Qnn-ol. 56, StOle Ambush 38, Sight 90, 
Singing 33, Smell 78, Special Atuclu 23, SWk 86, 
Stunned Mancuvef 135, Subterfuge (Ste.Uth) 42, Swim 
IT 5, T~ical Games 59, Tactlu lOI , Tute 69, 
T echnical/T rade (Gcncnl) 49, T echnical/T Dde 
( Professional) 22, T cchnial/T rade (Vocational) 22, 
Touch 78, Tracking 89,Trading Lort 96. 

RM Spclb: See "T ouannon's Special Powcn- below. 

Appunnce: 89. 

T~sS~Pow~ 

Healing Hands-Tannnoo', royallincage imbues him with 
a heal ing aura. effective through physical contact and the 
intention to uercise his power (O oscd Owmeling 
haling lisu to 10th levd). 

Palantir Usc-As a Icgitimitdy recognized heir of Menddil, 
T uannon holds !tWIny over the pilintiri of the South
kingdom. He ~ has the POWtf to aUow or deny the uu 
of the seeing stonu to othcrs. 

Intercession-As king. T uannon acts u the sole priestly 
mediator betwttn the Faithful-in-Eltile and Eru. He Ius 
the authority to applWoch the H igh H.illow of Mount 
MindoUuin and thert on holy days to Ultet" the fWTle of 
lIuntal', He also has the power to bind solemn oaths 
with the Divine Name or the IUmu of the Vain. 

TELUMEHTAR UMBARDACIL 
(T.A.1627-1850) 

Tclumehlar wu the twenty.scventh King of Gondor (T.A. 
1798.1850). His chief deed wu the rtClipturt of Umbu in 
T.A 1810, which brought to an end the long and bittet" 
aftcmu.th of the Kin-strife. This grc.u victory won for him the 
tide ofUmbardacil , and for Gondor the rcstoration of some of 
its fonnet" mural tcmtories south of Harnen, which would 
rcm.ain I part of the rtaIm for nearly a century, un til their final 
lou to the Hanac and the Corsairs in TA 1940. Under 
Telumehtar's rtign, southern Gondor enjoyul. iu grt.1te5t gro-
gnphial utent (the coastal m.uch o f Andnst ruving been 
added to the South-kingdom undcr his governance). 

T dumchw's fcud with the Conain began at thuge of seven, 
when he witn~d fint-hand the dev.utation ofPcbrgir and the 
slaying of his gnndfathef Minardil in the Grm Raid ofT.A. 
1634. Tclurm:htar swart vengeance agailUt the ducenchnu of 
<:Utamir, vowing trut one day he would sec their power 
des troyed. The futurt king made good his promise and, in T .A. 
1652, penuaded T arondor his father to allow him to fortify the 
co.ut of Andrast , which had since the Gnat Raid become .11 

staging point for Corsair nids upon the Anfal.u. Thm 
T clumchtar esublished the fonrus of Tharagrond~t, and 
became the first Governor of Andrast, uming the respect of his 
father's soldiers and the fur of the Corsairs, who soon came to 
dread his name. 

In his insistence that he be al lowed to fight the Conain on 
his own temu, T dumehta.r had departed from the modition that 
the king's heir should JtfVC as the Lord ofl...ebmnin and Captain 
of Ships unti l his aJCelUion to the throne; but the coming of the 
Gnat Plague brought his fsthtf to the throne long before his 
majority, so that he would have been tOO young to assume this 
role at the time. Nevertheless, when his hatrtd fOf the Corsain 
wert sufficiently sated, Tclumehtar fulfilled the modition, 
ta.king up rule in Pelargir in T.A. 1699. 



N with hit earlier uploits in Andrasr, T clumehur's gova
IWlce ofPdargir and the fleet Wett It W;r1antt with the policies 
of hit fath«. Although he appreciated the importance of 
defending the coasuagaizul: the Umbarun duut, King T arondor 
set the internal reordering of the realm in the wake of the Pbguc: 
above any drums of military tonqucst. Tdumchur thought 
othcrwi.sc, and often opposed hit fatha's judgmcnuconccming 
the aUounent of royal funds for the fleet. For hit own part, 
T clumehur th~w all the t'tSOOl"CU he could mwter into the 
stnngthening ofGondot's ofrelUivc capabilities. 

When T arondor died and T c1umehtar ~cdved the crown in 
T.A. 1798,hecontinued to pursue hitmiliwistiegoals. Twelve 
years bter, his ptepantiOIU WC~ complete. and he marched 
agailUt Umhar by bach land and sca. A briUiant general and an 
unequaled wamor, Telumehtar's victory was total. At once he 
~enablithed Umbar u a tcnitory under direct Gondorian 
militarycontrollcaving vut numbets of troops behind to hold 
and guard the tcnitory fn:lm pouible ~beUion. 

Tclumehtar's bold upcdition resu.lwl in the fulfillment of 
hit fathds hopes (or the healing and ratoration of the realm; 
for with the tonquest of Umbar cune untold wcalth &om 
tribute and, more imponantly, from the rc-opening of the 
landward trade fOUtu with the Haradwaith. The depredatiolU 
of the Corsairs and the hOlTOn of the Pbgue WCl'e nevcr fully 
amended IS. result ofT c1umehtal s victory; yet had Umbat not 
been Io.t again in T.A. 1940, itmaybe that theSouth-kingdom 
would have evcnrually ftCOvcKd its (orm« might and spkndor. 
But such wu IlO( its fate, despite Tclumehw's valiant efrol'U. 

TEWMEHTAR 
u.cl: 33. 
R..cc DUmdan. 
Location: llwagrondost (T.A. 1652--1699). 

Pclargir (T.A. 1699-1798); Umbar (T.A. 1810). 

TELUMEHTAR IN MERP 
Hits: 242 MeI« 08: 197 Mi"ik 08: 169 AT; Pbte (65). 
MER? Profusion: Wamor. 
MERP Stats: AG 98, CO 95, IG 94. IT 88. PR 88, ST 98. 

MER? Skil4: Bent-Handling III, Oimb 92, Perception 
90. Ride 137, Sky-Watching 35. Stalk/Hide 88, Swim 
113, Track 89, Artistic: Dance 44. Artittic: Singing 33, 
Influence: Adminittntion 75, Influence: Lcad~hip 113, 
Influence: Politics 75, Influence: Public Speaking 76, 
Lo~: Baule Tactics I2l. Lore: Culruu 110, Lore: 
Engineering 78, Lore: History 110, Lore: Military 
Organiution 65, Lore: Region 110, Lore: Religion I IO. 
Lore: Siege Engineering 15, Lore: Tactical Games 59. 

MER? Spdb: Sec "T c1umehtar'. Special Powen~ below. 

TEWMEHTAllIN R OLEMASTEll 

Hits: 212 Mdee 06: 182 Missile OB: 178 AT: 18 (65). 
RM Profeuion: Fighter. 
RM Stats: Co 95, SO 90. Ag 98, Me 94, Rc 94, St 98. 

Qu 97, Pr 87, In 88, Em 90. 
RM Skills: Administntion 75. Ad~na1 Speed 100, Adrenal 

Samgth 100. Altrtncu 38, Annor (Hnvy) 64, Armor 
(Plau) 165, Aninic (Active) 30, Awa~ncss (Searching) 
19, Awareneu (Senses) 48, Brawn 65, aimb 92, Combat 

Awareness llO, Comba! Manwvcn 28, CuINre Lore 110, 
Dmc:mg 44, Diplomacy 75. Disarm Foe 99, Endurance 65, 
Engineering 78, Gymnastics 52. Hear 90. Hide 88. 
History 110, Influence 55, Jousting 11 9. Leadership 113. 
Lie Perception 99. Lore (General) 48, Military Organiu
rion 65. Mounted Combat 120, Outdoor (Animal) 53, 
Outdoor (Environmental) 23, Perception 13. Powa Stnh 
123, Public Spc.tking 76, Quickdraw 76, Region Lore 11 0, 
Religion 110. Riding 137, Sailing II I. Self Control 56, 
Sense Ambush 38, Siege Engin«ring 75, Sigh! 90, Singing 
33, Smeu 78, Special Atacks 25, Stalk 88, Stunned 
Maneuver 135, Subterfuge (Stnlth) 42, Swim 113. 
Tactical Games 59, Tactics 121, Taste 69, Technical/ 
Trade (General) 49, T wmical/T rade (Profruional) 18, 
T echnical/T rade (Vocational) 18. Touch 78, Tracking 
89, Wcather-wuching 35. 

RM Spells: See "T clumehar's Special PowcnH below. 
Appearance: 87. 

TELUMEl-ITAR'S SPflClAl. POWERS 

Healing Hancb--Tclumehur's royallincage imbues him 
with a healing aura, effective through physical contact 
and the intention to excrciJC his powc:r (Oosed Channel
ing healing lists to 10th level). 

Palantir UJe-As a legitimately recogniud heir o( Mencldil, 
Telumehur holds mastery ovcr the palantiti o( the 
South-kingdom. He also has the power to allow or deny 
the lISe of the Jttmg scones to Othcn. 

Intuca.sion-As king. T c1umehw aCU as the sole priestly 
mnmtor beCWttrl the FaithfUl-m-Exile and Elu. He h.u 
the authority to approxh the High Hallow of Mount 
Mindolluin and thett on holy days to uttu the lWlle of 
lIuW;tIr. He also hu the pow« to bind solemn oaths 
with the Divine Name or the names of the Valar. 



TEVILDO 
Tevildo is a fillen Maia who illmbited the: Emir Anduin 

during the Third and Late Second Ages. In origin a mve [0 

Morgoth's pawn' in the Fint Age. Tevildo won the fULl. of a 
huge at and was c.alle<l the Prince of Cats, for he !wi ninc thanes 
under his dominion who attmdcd him and atriw out his 
bidding. Morgoth enslavcdTevildo and his thanu bymulllI of 
the Kuil~ondo (Set &etion 10.6.), compelling the cats to ~ 
Angbmd in the wm; of Bdmand. 

Morgoth had entnuwl the Kuilrondo to the ltcepingof one 
of his human miniaru. who acapcd the wnck of Bdmand at 
the end of the age, fleeing un and south until he came to the 
peniruula ofUmb;u. T cvil.do and his tlund, still bound by the 
power of the Kuili!ondo, wen: oonstnined to foUow and serve 
its manu, who now sent the cau to hunt down the Men of 
Middle-earth, in orda to supply him with blood sacrifices fOf 

the gh.ucly riNW he practiced at his dwdlingp1ace. which men 
came to call Varnag CH ar. "Blood Fd'''). 

AI $Ornt: point during the Second Age. T cvil.do was able to 
trick the widder of the Kuili!ondo uno rdeumg himsdf and his 
thanes from their bondage to the stone. But the ats rnmined 
at V;un;ag. preying upon men for their food. unci! the time of the 
Downfa.ll, when the chwging of the world ravaged the co.uu of 
MiddIe-urth and destro~d V;am;ag. Desirous of a new dwdl
ing plOlCe. T evildo led his thanes notthwml ;along the CGa.5U, 

following the enil of the Sakillai, the dwellen of the coasU 
whom the Colts had hunted from time immtnlori.al. These folk 
settled in the Mouths of Anduin, ~coming the Ethir-follt. So 
it wu that the cau found a new hunting ground. 

T evildo wd his thwes stalked the swampy glens of the Emir 
unhindered for nine and a half centunes, but in T.A. 830, their 
freedom wu once again wrenched from them, wd their subjec
tion 10 the Kuilrondo renewed. In that year, King Tannnon's 
wife. BaUthid, entered the swamps, dwelling in the manor hn' 
hus~nd had built for htT. By ~me twist of fate whose ongins 
arc now long forgotten, BaUthicl was in pouession of the 
Kuilcondo, wd she used iu POWtT to bind the cau to her will 

Afm Bcruthiel wu erptlkd from Gondor, the taU mnained; 
for she had not released thtnl from the Kuileondo. wd T evildo 
and his thanes were now constrained to that stone and the 
confines of the plOlCe where they were impriJoned, unlUJ 
Bcruthid herself or a descendant ofM blood mould frtt than.. 
No we tdb whethtr or not the cau were finally rdeased from 
bondage while the Third Age lasted. but it is known that the 
condition of their imprisonment occasioned the binh of a cult 
illllong the Ethir-folk, which at times took fW1 (albeit a cowrt 
one) in the vicissitudes of southern Gondor's history, espe6a.lly 
dunng the Kin-strife. [N~u: Far fort,," i'!lrmM:ion .1-1 Ttvi/J~, 
Bm<,bi'~ flnJ tI" tIIh of Bmish AmIOII, Jlf St.rrion 2.4.3 <! ICE's Kin
stnfe SCIImbooI, oIJ wtll oIJ Sttrioru 7.J.2 fllIJ 10.6 of tIM _ItJ 

T EVllDO 

Level: 120. 
Race: FilIlen Mm. (Cat Spint)' 
Location: V;am;ag (SA 1-3319). 

Benish Annon (SA 3320-T.A. 1). 

TEVlLOO IN MERP 

(Spirit fonn) Him: 247 erie Luge@Melee08: 184 
MiMiU 08: 170Fbolt/lSOWbolt AT: None (120) 

(Cat Form) Hiu: 287 erie Large@Melee08:225 La 
x2/« 265 HBi AT: Fur ( I 10) 

MERP ProftNion: Bard. 
MERP Stau: AG 110. CO 95,IG 103. IT 102. PR 105, 

ST92 
MER.P SkillJ: Acrobatics 153, Acting 100, Ambush 147 

( SO ranks), Climb 144, Contortions 12 I, Ptteeption 
108, Read Rune 120, Stalk/Hide 147, Swim 119, Track 
I I I, UJe Jtan 115, Artistic Singing 95, Athletics: 
Jumping I 17, Athletic: Sprinting 126. Influence: Cat 
Control I4O, lnflucnce: l...uduship 89. Influence: 
Seduction 170. 

MERP Spd1a: 4SO PP (All to 10th Level). All Bard &se 
!...Uu, EsJen« Hand, Spint Mastery, Essence Ways, 
Es.sence Awarene$!! (P~ions), Illwions, Physical 
Enhmcanmt. Unburing Ways. 

TEVlLOO IN ROLEMASTEfl 

(Spirit Form) Him: 247 Crit: Largc@MeleeOS: 184 
MiuiU OB: I70Fbolt/lSOWbolt AT: I (120) 

(Cat Fonn) Hita: 287 erit: i..argt'@Melee08:22S La 
u./« 265 HBi AT: 8 (110) 

RM ProftNion: Mystic. 
RM Suu: Co 95, so 100, Ag 11 0, Me 104. Re 104, St 92, 

Qu 110, Pr 105, In 102. Em 105. 
RM SkillJ: Acrobatics 153. Acting 100. Adrenal Quicltne$!! 

1 12. Adrenal Speed I 12. AIertne$!! 70, Ambush 147 (SO 
ranks), Aninu.! Mastery (Cau) 140. Artistic (Active) 78, 
Anunement 115, Awareness (Searching) 76, Awareness 
(Sensa) 75, Brawn 56, Oimbing 144, Contortions 121, 
Endurance 56. Gymnastics 79, Hear 108, Hide 147, 
Hunting 133, Influence 72, Jumping 117, Ludaship 89, 
Lie Perception 90, Obsavation 97. Outdoor (Animal) 
68, Outdoor (Environmental) 69. perception 40. Power 
AwaRllCSS 70, Pown' Perception 110, Read Runes 120, 
Read T raclu 108, Seduction 170. Self Control 78, Sense 
Ambush 70, Sight 108, Silent Attack 133, Singing 95, 
Smell 108, Sprinting 126, Stalk 147, Subterfuge 
(Attack), 75, Subterfuge (Stealth) 75, Swimming 119, 
Tracking 19. 

RM Spdla: 480 PP (All to 20th level). AU &se Mystic, All 
Open Mentalism. Es.sence Hand. Euencc Awaane$!! 
(Perceptions), Gas Manipulation, Mind Mastery, Minds 
Door, Movement, Physical Enhancement, Sense Mastery, 
Speed. Telekinesis, Unburing Ways, 

Appearance: 101. 

TEVllDO'S SPECIAl. POWEllS 

Mobility-T evildo is abk to go wherever the Kuilrondo 
goes without losing wy ofhis per«ptive capabiliritJ, and 
is able (within Iimiu) to project his life-force ouuide the 
gem. By virtue of his Maia nature, the cat is also able to 
rnrufn' certain powcn to the bearer of the Kuileondo. 



Summonin&--T evildo's thanes 10K their prrcrpti~ 
c.l~bilitiu ouuide ofBcnish Annon; but his domination 
of thue lruer 'Piriu allows the Prince of em, through 
the Kuileondo, to all them individual.ly ro his cutTtnt 
position. This, howeYn', can only be attanptrd on a night 
of the duk moon (the day of the month when they ~rt 
bound by Bcnithiel). Morrover, Tevildo's summons must 
be accompanied by a blood sacrifiu, whose scmt d .... ws 
the kun·nosed au to the desin:d loation. The sacrifice 
must be prrfonn«l with a ritual dagger only possuscd by 
membrn of the cult. In order to remain free: of Benish 
Armon without fuu, Tevildo's thanes must fuel upon 
mortal life·force. The au do uu. by "infuring" a living 
victim's body (they an incorportal). The effect of this 
infestation is the gndual corruption of the "hO!t~ body 
from within. E~ntuaUy, the victim's soul is scn:rtd and 
JWKS away. while the corpse becomes an empty husk, 
pctrifird into a tonnenled effigy of the penon. The 
infestation procus rtducu the victim's stau at a rate of 5 
points / day, and can only be revcrsc:d by the mOlt 
po~rfuI hral.ing magic. 

Power T raruftr-Bta.usc the Kuileondo enables the 
transfer of life-fon::e a.s magical enetiy, T evildo is able 10 

incorporate 101m of his own poWCN a.s a Maia into that 
uchange. In this way. the Prince of Cau gi\U auisunce 
to the wielder of the gem beyond the purt avaiW,ility of 
utn Power Poinu. The nature of this auistance depends 
in pan upon the wielder and in pan upon the naturt of 
the goal to be accompliwd. !u a sign of the cau' pow« 
and a.s proof of their COV1:/Wlt with the Ethir·folk who 
SCfW them, Tevildo ha.s conftrTed the pow« of 
wpuhifting upon the mUtra.l of the cult, e:ru.bling her 
to a.uumc: the fonn of a large hunting cat at will (and at 
no PP coS! to her)' This cnnsfonnation (which Well one 
round) affecu the body only, and anything the woman 
might be carrying with hel in human fonn will be 
discarded. Tn addition to the accompanying feline 
abi litiell, all knowledge and human.wlls an reuinrd 
while in at.shape (though some of thdC m.ay be 
unu.uble). Tevildo's capacity to channel power thl'OUgh 
the gnn utends to his innate Maia abilities to adapt the 
fana to iu environment. This means that the Prince of 
Cau is able to grant heightened maneuvering skills to the 
gem's wiclder (up to + 100 bonus on aU maneuven 
related to climbing. jumping. hiding and sneaking) a.s weU 
as increased speed in accomplishing thue m.ancuvns. 

The White Facc--Without fana, the naked visage of the 
Prince of Cau is tcnible to look upon, and can drift 
mortal Men to m.adnus. If the wielder of the Kuileondo 
is in nud, Tevildo m.ay upend eoough enagy to project 
a luminOtU oudin~ of his face about the gnn. Exccp4: 
""~n he is inside Bcni$h Armon, it is very power· 
consuming for the (,it to rtn:a1 hinuclf in this way (e.g., 
fin: timn in one day would be !Umg). The ruult is a 
grttnish fluh of light (a 20th Ic~1 acuck). Those that 
fail their RRs arc left confused by horrible visions of cat· 
demons, which willla.st for a number of chrs cqualto the 
failurt of the RR (i.e., if a cluncter failed the ron by 
32%, the rmdnus wiUlut fOl 32 days). A failure of 
SO% IH' more ruulu in pennanent insanity. 

UlNEN 
Uinm is a M.ai.a of Ulrno, Lord of the Waters, and is the 

protectress of southem Gondor's nurlncn who ply the waten 
ofBclfalu &y. Her connection to the OUncdain smtchcs back 
to the c.arly yean: of NCamenlH', wlltn at Ulmo's behest, she 
bestowed a sacn:d Kamuo upon A1darion, WHler the aegis of 
which gift the latter created the Guild of Venturtn. Since that 
time, Umen has shown special favor to the Venturen and their 
succuson, the line of Imru6r, to whom she has addrd the 
virtue of T ruuight and the pow« of intrn:usion bttwten htt 
and those connected to the old Pclugirun Lc.aguc. 

While the Kamuo rCJted $CCUn in the depths of the Eithel 
Ulmo beneath Pelargir, the Lady of the Sus set her protccti~ 
influenu over that han:n; but sinu the Kamuo's theft in 5.A. 
3320, that protection has «.Sided in the penon of the Prince of 
Bclfalas alone, accounting in pan for the veneration in which 
Imnzaf's line is held by the DUnedain·in-Exile, The men of 
Gondar do not wonhip Uinen (that honor being strictly for 
lIuvatu), yet her name is praised on festival occa.sioru and may 
be ailed upon in times of peril Although her true provinu lics 
mlong the salt ShumS of the tu, Uinen's pow« extends over 
all waten of southern Gondor that an upoKd to hea~n. The 
Maia posscs.scs no shrine or temple proper, though her power 
runs strongut at Imnz6r's Hallow on T olfala.s. 

Lnd:3lS. 
Race Maia (Water Spirit). 
Loc.acion: &y ofBcJfalu. 

UINEN 

UINEN IN MERP 
Hits: 358 Melee OS: 295 Missile OB: 295 

AT: Nonc ( llS) 
MERP Profm;ion: Animist. 
MERP Stats: AG 112, CO 92, IG 90, IT 1 17, PR 114, 

Sf 103. 
MERP Skills: Animal Handling lSO, Boat.Handling 225, 

Caving 250, Oimb 100, Contonioru lSO, First Aid 225, 
Meditation ZOO, Perception 275, Read Rune 165, 
Signaling 100, Sky.Watching 325, Stalk/Hide 250, 
Swim 500, Usc Item 165, Artistic: Dance 180, Artistic: 
Music 225, Artistic: Singing 225, Athletic: Diving 325, 
Influence: Diplomacy 180, Influence: Lradenhip 200, 
Influence: Public Speaking 225, Influence: Seduction 
325, Lore: Magic 75. 

MERP Spdb: 6825 PP. Bast SpeU OB is 162, Directed 
Spells OB is 325. Uinen knows the Water Law spell list, 
all Animist lisu, all Open Euence lists, and all Open 
Oanncling lists. 

UINEN IN ROLEMASTElt. 
Hits: 358 Melee 08: 295 MWilc OB: 295 AT: 4 (125) 
RM Profm;ion: $orcft'n'. 

RM Stau: Co 92, SO 97, Ag 112, Me 90, Re 90, St 103, 
Qu 100, Pc 114, In 117, Em 120. 

RM Skills: Alcrtnus 81, Anistic (Active) 87, Anistic 
(Passin:) 89, AtturKmrnt 165, Awareness (perception) 
56, Awarenus (Sensu) 91. Caving 250, Channeling ZOO, 
Oimbing 100, Comlnt MancuVfi1 52, Communication 
69, Contonions 250, Dance 180, Diplormcy ISO, 



Directed Anacks (Water Bolt) 325. Dimted Spells 77. 
Diving 325. Endurance 78. First Aid 225, Gymnastics 
78. Herding 250. Hide 250. Influence 97, Ltadership 
200, Lore: (General) 75, Lore: (Magical) 75, Lore 
(Obscure) 75. Lore (Technical) 75. Meditation 200, 
N avigation 325, Outdoor (Animal) 107, Outdoor 
(Environmental) 72, Pby Instrument 225, Powtr 
Awareness 97, Power Manipulation 97, Public Speaking 
225, Read Runes 165, Sailing 225, Seduction 325, Self 
Control 75. Sense Ambush 81, Senses (All) 275, 
Signaling 100, Singing 225, Spell-mastery 250, Sulk 
250, Star-gazing 275, Subterfuge (Stealth) 8 I , Swim 
500, T echnieal/T rade (General ) 63. T tchnical/Tr.llde 
(Vocational) 44, Wuther-watching 225. 

RM Spells: 7825 PP. Sase SpeU OS;5 162; Diumd Spells 
OB is 325. Uincn knows the W atu Law spell list, aU 
Animist [;sl.$, aU Open Essence lim, all Open Channeling 
lists. aU Sorcerer tins, and all Closed Channeling and 
E5S<'nce lists. 

Appearanc~ !OS. 

UINEN'S PJuNoPAL ITEMS 

Chalice-Composed of trans lucent milky-white [acn and 
inbid with adamant, this small ( 12"~ 12"~9") chal;ce 
weighs fi fry pounds. Whcn set upon a surfaCf, it will
upon command-produce an endless stream of pure 
freshwater (cool or lukewa","). Thus, it serves as a sort of 
mobile spring. its watets unpar.ll llded for their taste and 
d arity. 

Ring- When worn, thu ring puritil'$ any liquid over which 
it is waved, ridding it of all poisons or disca.se. The ring 
nuy be usc:d a numbt:r of timl'$ PCf my equal to the 
wearer's level. 

MHP/ RM: Enabll'$ wielder to purify a volume of liquid 
equal to one gallon per level of the widdef. 

loR: Enabll'$ widder to purify a volume of liquid equal to 
thirty gallons timl'$ the widder's Magica1 skill. 

UINEN's SP£ClAL POWEll.S 
Form-Although Uinen can uke an t.lcrptionaIly fair fonn, 

it h.u an til.U;ve. liquid quality. 'While utnme heat and 
cold affect her body. u do magic weapons, ,he u immune 
to nonnal solid objects and obstacles. She can buathe in 
w:tter or :tir with equal case. 

Wata-weaving--Uinen hu absolute control over all water 
within 300'. She can manipulate it to cre.ate, among other 
things. the effects of any spell pertaining to the use Of 
movement of water (e.g., in MERP/RM any spell on the 
Mage's \Vater Law lut)' So long u she concentr.ltes, she 
can utilize and maintain any and all spells. although she 
can only initially employ one spell per round. 

Dominion Olla wata creaturt5-lJinen will not be 
:tttacked by «caNru that live in watef. 



10.0 OBJECTS OF 
POWER 

From its beginnings, the history of southern Gondor has 
been closely woven with the fates of mighty hei rlooms, 
tokens of the immortal Yabr and Maiar, or gifts of the 
deathless Elves. All these precious objecu signify the divine 
bonds that link its ptoplu to the higher powas of Arda. 
This section dcscrioo each of these artifaas in the historia! 
order in which they appeared.;lOd u pbins their significance 
and powers. 

ro.l T HE REUL GOBHA 
The Rcul Gobha (On. H5ur of Gobha") comes from the 

hu nar the WhiccMounuins. A fuwleudiamond, it UOlt into 
the likeness of a shining star. The stone it$t!f WaJ the work of 
Ami', who set it bcnuth the taUnt pew of the Eud Nimnis 
long ages before the coming of the sun and moon. It was 
subsequently crafted hySauron--Aule's faUen Maia KI'Iant
in the udy years of the Second Age. when he lint came among 
the DaCll GKmis and taught them his HU. 

Once delved from the roots of the mount.uns, the Star 
became the symbol of the Cocntu illianee, and it was consid
ered sacred and untouchable by moruJ hand. uta', when 
$J.uron returned to the Daen. he bestowed the jewd upon Mmo 
Gluunan, the first King of the Mounb.ins. Thus, the RruJ 
Gobha bt:ome an exalted heirloom of his dynasty. Itu u id emt 
Morthec the Doomed-the last of Mmo's line, C\U'$Cd by 
b ildur for the Oathbreaking-hid the Sur bt:fore he died; md 
there ~re many legends among the Iner Damn Lin u to the 
Star's final resting place. 

In the gui~of the Shoglic Gobha,Sauron spoke to the Dun 
concerning the origin and virtue of the Star. 

"l~ U,"lro~I"'SI, i~ lilt prirMrJ~IJh.,pi"gofIIM W""IJ, whm 11M 
'i"'m oj lilt goJs Jim H"JItJ tbr ~iblS of huwn, CoMo d-gbt 10 

hl"'Jl!/ INtlry his IIrIS ilt _/J m~J,1t tbr Jap pku of II:" tllm. wish 
WO".Im 10 riwlililt _rif ofbrigbl brawn. A,"J rorni"l wpm II ~ 
of still_trr, ColJ;.r (.";'1 SOtIll of Ibr /izbl whid! lilt sw,., rrjltrtlJ on 
I/s twrj. u; .nJ 1M '''''pptJ IIxII mlrrcrtJ light i" 1/ vwtl oj rryllll~ stlli"l 
1110 ilt{(lfllt lilt wry iltart oJlhi nwwlllolinlllmo"l whosnw/u tbr lJ"m
foJ~ "OW J .... IL WIlhi" Ibis j'wtl u Itl III/lilt wisJam IInli low oj 
"",li"I'NI Cob&,,ti1'tJ 10 his """,if;lInJ I~~ R(OWf' shu fl'tIUWR 

from ilS ""Ii Wlwils sb.1I lot blmtJ Iry Cobb" 111.11 tbrir ""'1,;.nJ tbri, 
dill III "",h"l will lot iNRllltJ un-jo/J, Sf) IIxII ,,0IIt' of mor1lli Julilt} 
sho.c/J riwllMir """,h. " 
With Sauron' s aid, the Datn Cocnris delved the depths of the 

White Mountains, searching ever for their h~rt. A century 
poUSed; ~nd in the course of their delving the Comris tsb.blished 
Lugh Gobha, the HaJJ of Gobha bt:nu th the sacred pca.lu. At 
the lut they pcnetnted the innennost chambers of the moun
tain roots. and there beheld the treasure. that Sauron had 
foretold. So bright was the untouched light of that jewel and SO 

great its holy aura that Iione $3ve$auron hinudf wm: able to lay 
hands upon it. Buf Sauron took the Sur in h;" hand and held it 
aloft befon: their eyfs; and with the divine arts that he had 
learned from Aule Ihe Maker. $.turon crafted the Star to 
perfection, taming its light and fefracting iu glory. and set it on 
hallowed ground at the cemer of Lugh Gobha. 

The Scar brought strength 3nd unity to the Cocntis alliance; 
and when they had thrown off the yoke of the Dun Mar, its 
pruencc gave them success and good fortune in all of their 
endeavors. But though 5., uron had not shaped the jewd with 

any ill dtsign. a part of his pcnona.l power had nevertheless 
cntercd into it; and JUr he had fallen back into evil ways, that 
bond could likewise be turned to evil purpose. Thm:fon. as the 
Second Agedn:w on and Sauron', feud with the NUmcn6naru 
necessib.ted the aid of ill his a.lIic.s, the Dark Lord returned to 
Lugh Gobha and claimed the Star. 

Bringing the fiery young clan leader Mmo under h;" wing. 
Sauron tnl\Sfonned the old ~t;" alliance into a mcman:hy, 
naming Muro "King of the MountaiN" md amuing the Daen 
by ~tting the Star}n a crown and placing it upon Mcno'. brow. 
Sauron then put the Star'l power to work for the incrcue ofhis 
might in MiddIe-earth. 'Through thecn:ation of ~.uaifici.a.l cult 
(sec Section 7.5.1). Sauron devixd rituab by which the native 
force of a vitrim's spirit could be trapped within the Sur and, 
through it. absorbed into his own physical fonn. 

The Star was U$Cd in the pnfonnancc of th;" grisly cult fOf 
nearly a century, from Muro GIastanan down through the ttign 
ofMonhcc h;" gnndson. l..tgend has it that when hildurcurxd 
the Oathbn:uas in $.A. .H34, the Star of Gobha fell !tom 
Marthec'. crown, and could not be restored to it- Thu was 
taken as an ill-omcn, and Monhec caused the jewel to be hidden 
in some unknown location. No We tells of it thucaft:er, though 
some have said that wen: theStar recovend. it might be ckanscd 
of Sauron's evil, and once again serve to unite the scattcnd 
remnants of the Daen pcoplu of southern GondOf. 
POWer1 ($.A. 603-3252): The Star of Gobha focuses the 

minds of those who pay homage to it and dwell within 
the area of its influence. (While the Star n:rrWru in Lugh 
Gobba, th;" influence encompassu the whole of the Daen 
Cocntis n:aIm.) Th;" "focusing" affects diffm:nt 



individ~ according to th~r nature. fl1' ~rtiurtJ: the Star 
amplifies the Ivl of cnftsnuJUhip, multiplying the 
relevant stat bomu for each craft by five. Artisans who 
have reached the height of their skills (at lea.st WI ranks) 
may gain one iNight which m some way advances the 
crafuman's skill in his fidd (e.g., a new forge allowing 
~ter hut, or a method of inae.umg the urban content 
in stul, thus raising its bonus) per yur, Cumulative 
insights advance a cnft more extensively than a single 
insight. The per<:~uge chance to receive an insight is 
equivalent to the Int bonus divided by 3 (MERP) or 
undivided (RM). FOt' """mwr: the Stu doubles morale and 
DB, while tripling OB. FI1'.1l who,., !rom.,. w d.. Sr..r: low 
open.ended ro lU only occur on 01-03, while high open
ended rolls occur on 94-00. The effects of the Stu 
reflect the changing nature of Sauron; and a.s the latter 
falb back into the evil ways of his ITWter, the Sur's 
inflmnce upon the Comtis grows less benevolent. 
Artisans become less will ing to share their discoveries, 
and must resist vs. 25th [vi, modified by Pr (MERP) or 
SO (RM), to do so. lndivid~ try to aJ1US$ rather tlun 
shaff, ptWUlIions. Warrior morale becomes brittle, 
doubling the penalty for setbacks (e.g., the duth of a 
luder) and preventmg sulmqumt rallies. In general. 
conflict is resolved inae.uingly through recourse to 
violence and compubion. The Stu's darkening influence 
it most noticeable among the young. and those bom 
under it can never be free of its uint, which is pused on 
to their descendants (in slightly diluted fonn to those 
outside the sphere of its power, and lessening with every 
successive generation). 

Pow"" (SA 3252-3434): tn addition to the effccu 
enjoyed prior to the Sur's placement in the Morachd's 
crown, the wearer gains +20 (MERP) or +7 (RM) to the 
Pr stat bonus. The Stu grants the ability to use the MERP 
Essence Perceptions (10th !vI), Spirit Ma.stery (10th M), 
and Essence Hand lists ( 10th [vi ) with 80 PPs, or the RM 
Spirit Ma.stery ( 10th Ivl), Essence Perceptions (10th Ivl), 
and AnticiJ»tions lists ( 10th Iv[) with 80 PPs. During 
combat and re ligious ceremonies, the wurer is affected a.s 
AU,.r (Ught's Way 30th Ivl) and brspir.tkm, V (Inspiring 
Ways I hh Ivl). generating a superhuman aura that 
bestow, +25 DB to the wearer and +25 to O B and 
Maneuven to ill others within ZO' of him. The wurer is 
ilio imbued with ritual knowledge peruining to the 
sacrificial requirements for tr:r.pping a victim's ' pirit 
within the Star. While fuding on a victim's spirit, the 
Sur grants its wearer 90 hits (-2 hits per day that the 
spirit is drained; e.g., on the 22nd day, the wurer ha.s 90 
·44 = 46 extra hits.) The Sur may trap a spirit for the 
duration of a single lunar ph.ue (i.e., uound 30 days), 
and up to 15 spirits may be held at anyone time (under 
which circumsunees the wearer's hit bonus will remain at 
90 until the la.st of the trapped spirits is drained). The 
benefits of spirit entrapment are addictive, compelling the 
wearer to perfonn further sacrifices (RR vs. 25th Ivi, 
modified by Pr (MERP) or SO (RM)). 

Powers (SA 3434-T A 3019): Even while separated ITom 
the Moraehd's crown, the Sur ofGobha remains tainted 
by Sauron's malice, continuing to hunger for the spirits of 
the living, Whoever t bims the Sur becomes increa.singly 
subject to the urge to perfonn the »Crificial ritual (RR 
vs. 10th lvi, modified by Pr (MERP) or SD (RM)). If the 
dainunt succumbs to the Sur's compulsion, he must 
resist vs. 25th Ivl every month in order to avoid repetition 
of the act, each failure drawing him deeper and deeper 
into servitude to Sauron's wilL The process of cOmlption 
comple tes iudf once the clailTWlt ha.s perfonned a 
number of sacrifices equivalent to his or her Pr (MERP) 
or Em (RM) divided by 10. 
Note: It is leftfor the gamemasterto decide whether 
it is possible to cleanse the StarofSauron 's taint, or 
whether (like the Rings of Power) the Dark Lord's 
downfall would only succeed in robbing the Star of 
ilS powers. Efforts to purify the Star might involve 
ritual ablutions in forgotten waters deep beneath the 
White Mountains, obtaining the aid of the Wise, or 
removing it beyond some boundary of Sauronic 
control. 

ID.2 THE OIOLAIRE TREE 
When Aldarion the Mariner first uplorcd the Bay ofBdfaw 

in the early yurs of the Second Age, he planted an oiolaid 
sapling in a shdtendcoveon the western eoa.st ofT o[fala". The 
sapling grew strong. nourished by the sea·spray; yet it wa.s one 
of the only trees of iu kind ever to have taken root in the lands 
ofMiddle-urth, so that after the Downfall ofNumenor it was 
reguded a.s sacred and hallowed by Vinen a.s a sign of her 
continuing friendship with the DUnedain in their uile. 

None in southern Gondor dan:d to touch th is tne, nor to rut 
from it a Bough ofRetum, save by luve of the Prince ofBdfalas. 
whose line had inherited the authority of the Captain of the 
Venturcrs. The custom of cutting a bough ITom the oiolaire was 
an ancient Nt1men6rean custom, which is recounted in n, T.k 
of A/Jarion .".1 Emdjr. 

Hrn ""'" bt loti r# rht f'Mllom Ib.tl wbm. ship skparuJ Jrom 
N"mntOt'INt1 d.. Gml St. 10 MjJJII411rU,,, _". mOSI oflnl of 
rht fllPl.i,,'s 'in, shot./J III "PM IIx vallls prw.o Ibt GfttrI &..~ 0/ 
Rm,rn; "".1 11»1 w.as OII}rom ,I" 1m oiolaia, u",1 Jigrtif'IlJ 'bltt'
J1I~ whit6 liN ElM, ~ 10 the Nllmm6n.ru, SoIJillg Ib.tl thry Jtl 

jlll(>On Ibtir OWl! ,hips ill lo.lm ofJrimJshir wilb Oui .11.1 WIIIII. n, 
llIIva 0/ IMllr« wtrt twrgr"",glmsy ."J}'''l''''I; II"J illbrow "PM 
1I.-IIir. 

-UT, p. 159. 
Much latu in the Second Age, Ybntur son of lmrclr 

buried his father in a stone-cut tomb adjacent to the oiolaia tree 
on Tolfalas, and thereafter the members ofImraz6r's line were 
always intem:d in that plate. And when their bodies were laid 
to rest, a bough, freshly CUt from the tree, wa.s plated upon their 
brea.st. Bec.ausc ofVinen's protection of their family, lmraz.6r', 
descendanu rarely claimed a bough for its traditional purpose, 
ucept in the gravest need, or a.s a princely gift for $Orne great 
service. The tree, like the Hallow of Imra:z6r, is under the 
protection of the Lady of the Sca.s, and Vmen will take 
vcngcante upon any who wound it or take from it a bough 
without the leave of the prince. 



Powen (all a Bough ofRrturn): Holder lNy cut 60 PPs 
per royage of the M£RP Naru~'s Lo~ list (lOth Ivl). or 
the RM Wather Ways list (20th !vi). Once per voyage, 
the holder CMI summon a sea cnatuK or bird to guide 
him or her 10 a specific location. 

Powen (whm lain upon the dud): Prcvmu eWlJI.lgics 
from illecting the body (evillNgic must raisl vs. 155th 
Ivl or be canceled). Those with evil intmt (for the body 
or lomb) find it difficuh to approach, ffding incru.singly 
WlComfolUble all they dr.tw nfam'. To come withm 50', 
a RR VI. 10th Ivl must be nude, modified by Pr (MERP) 
or SD (RN); at 25', the RR is inan.sed to 15th IvI; at 
10', 20th Iv!. To touch the body, a RR VI. 30th Ivl mwt 
be made. A faiJu~ ~sulu in the approacher fleeing in 
fur, and future attempf.s to rerum are modified by.25 
(cumulative)' 

Powers (Uinen's Wrath): Those who abuse the power of 
the ciolaire. tref or one of iu bouglu are illected by 
Uinen'J Wr.tth (RR VJ. 32Sth Ivl). Tr.tveling by wltais 
virtuaUy impouible for those illected. StOnN Mid 
CUlTenu blow the target off course or wreck the vcuel 
being used. Thf ~ictim alw develops a fur of water, 

rendering difficult Mly attempt to approach or lUC water 
(RR vs. 1+ J Ivls per week siner becoming .wbject to the 
Wr.tth, modified by Pr (MERP) or SD (RM). The 
gamema.ster should apply modifiml as necwuy (e.g., 
+50 for wing a bridgf to crou a river, ·75 for attempt· 
ing to swim in the sea, etc.). Within the completion of a 
'ingle lunar cycle (i.e., about JO da}'J). the urgct will find 
it impossible to come anywhCff near water (watch out 
for freak sun shown-sl). Uinen's Wr.tth can only be 
alleviated by reconciling oneself with the Mlia heRClf, 
which can wually only be achieved through the intercc,s
sion of the Prince of Belfalas. 

10.3 THE KARMA OF ALDARION 
The Sca-helm of Aldarion is the gruteJt heidoom of the line 

of Imraz&-, and was once the anbkm for the Pdargirun 
Luguc. It is an artifact of divine origin. having bem crafud by 

JS"';;M clh, Maia in the <kept ofUlmo's realm. and is the sign 
ofUmm's caYman! with the Venturm and their ckKmdanu.. 
The talc of how Aldarion the Muiner m:eivul the Karma from 
the Lady of the. Seas is recounted bdow: 

h 1_ /0 pau OIl ... ".,,1,. tf ~ ~ AIUrion _ ill 

R6rnm"" wil6," Rllllf"ll'ion, H..n....11 tf HJ"I"'""fIn", tE.l drr IWo 

"",ri..m II'm -unv "f'O'I drr fM"J'" . ..tlli loo4:irr "'" _".. It.y, 
il _J 1O..tU.rrio.. tE.l6rnpitJ, mM1lulttw6idoMIMJ_Imf 
6rj1lff. H, poittllJ 1M fi'W" JOwoIrb ".. rorA ,IIi.w. II;, ~;OII 
jf6r IMJ Jd t]lSOII it;for"" jritrJs J.J ,.i/""" _fin tfWI b.r.7 
"""'.Y limn. 

'1"",,,,,1 u..I]OI" 1t(JItyn!.rw IlOl "",,1t. u..1,1.tt -iliff,' ,.i' 
H,tJ.lIlll, '..til' /liD mort u..I]OI' '0 IlOl ,_ its ""/Ill; Tot Ui/llll 
il ill'Ut., '"' 1IIl1I,.., u.., il WIll " f •• by 1M Wy of II:. St.u..&n 

lilt V. I., "",J, lIN k/l'. M.ri,,", oftrn to Ibm '0 ~i/l Iw jllWf, 
IK '0 ... " to."url /.alit ".. pool /I., iI ,.1. 10 lit Ibm. ' 

..tJJ..rion sp4. 'Vtri!7 1,.y'0]Ol' H.lkllln, myjrint;, jf my 
rytJ!.rw rwl mult. this pWr IIII,il_ u.,. I J"m i, to!.rw &rn 

rAt wiD of,lIt L.../y 6rr.y,.,J u.., W"", smJs to /Ill lIN ,,~,. 

'r. lsi IU ""'. jlK 'k illd wi,&ow, itt.,.' 
:n,." ..tl.l.rion".J H.Jj,/.j1l '*. 60..,.,,; ffIWl' 0111 /0 1M rwt 

SlItin{foo,w,. ii, rAty "'1IIl /o.,..d tf "IIIV"tps ,""I inlo its,;J, 
wl.ltlllli ... brJ /0 * AnzN ,Tot Uinm, wItm rAtyjotUd. pool tf ,Ju, 
~w. 

n.- liz&u tf '"- II'm mirron' "fO" 11:1 111m IWrjla, .IIi 
ViT"t 1ho!w~!7. nrrr ..tl.l.riotIlooh' ill -wr,fr it ImfIli 
10 /lim 160., I. _ II. ""'r' tf. -II, ...... Uri It.rrr '" """ 
~ 1M _fin tf * pooL ..t"; sbr ". IlllIIim ....:16. wi« Ii1t to 
*p'/' '""milts tf 1M Cft" .', ..,. Dutil., mt. 

'.A.Mr.,·I..tu.rn..; .. .,.- 11. ... tf *"""'1'* lrJw,for 
I .... Vi"", 1nW/I' tf Ulnoo. IN V.I., M noI pWrt 1m" '" 110 

p"rpost, Mr_ * L.../y tfIMSw. ~"""'" ItlD.",1loit who 
low /Ill: II. wrrwllli"l J.o noI Ju, my 1IIIIIit. 



'~&hoU.1 br llK"mIOOIrojF4~ tAtrristwr" rifl, uJ ill rht _lIs 
oj.Doom 4 hrb, IIIIlill~ foll-mdill& .Jrjrh" t411 Ik EnJ. So il 

sh.lU Itt whilt I m411n'." SPrtlllOit. thall"irlSf?llh, ""J 4/izb1 whm 
J.rlinw _s bmrJ." 

'so ~t u.. LorJ oj I~ W,/n:I to T_ JCl" f~.lbrr 41 
Vi"","",', wbm rht __ oj &kz.n- WGfI.tJ Npor! II.t ~s oj 
MiJJIt...,.rlh, btjOrt.U WIll JfOW/WJ !.mt.14 I1O/lJrn"l II"'. So ~ 
spub /lOW 10 JCl' Alkrio/l, thiU oj, lI(W'gt, 'IIJ I lIm his mllSnlgtr. 

'For """'1 yt4N kilt JCl' IAbClIn'J ill rht bHilJinl oj ships, 'nJ 
,Jw.ys JCl' k... ~ owl fk jrinrJJhip if rht Elk,., .. IIJ 1.bONzb JCl' 
JiJ Ibm 11n"l1 fm", .. limI m4J tOm< wIItn JCl'f IWI"b will film bod 
I~ Ii., '1 Dxmt. For lhi, ,,4Il/II l }",w r.IltJ JCl'.' 

1ltn AJJ..riOll t]d •. '1 Jo 1101 WIIJtrSl,,"J Ibm lbilll' whirh Ik 

forrlnowkJ,gr oj Jivilll flit. (III'SII JCl' 10 spt~~, BllJJtJ LAJy. Bwl [ 
~~r JCl'H.I( ,"J flltlU wiUinz/y 10 JON"""",,OIll. For ifMm r411111!1 
p'tSWfflt 10 IffW I~ V.lAr, tky m4J pm.,ps """l"1t Ihmutlws 10 Ittl 
I/" fritnJship oj lWn Ik k4$1 oj I~ M.i4., I~ Uin," if Ik 5.4$ 
kf ... from Ik kllll ojl}",'zrr"l ~.' 

n, YOittif Uilltll .III\AImJ. 'AIoIll oj "UMn! JCl', AU.rion, sh.l/l 
,,",..., my jrimJsbip;.nJ lIlly who r./IJCl' upl"ill will mri..., my f?U' 
ill .lIlbrirworys. As rht kir oj JCl" f'lbrr,ycu wiU Ont Jay Iw, Ik 
Crown ,,"J S((PI" oj Bros T.r-Millphlr, b..11U rht Iuwr oj UiN/l 

JOtI. ,"J yow, .smlJ.rll/s will btu .IIo:brr loA-m. &boIJ, .. rift in tht 
'm\CII' oj F41t, • bRat' ill rht _lis oj Doom!' 

1ltn il UtrlllJ loAlkriM thall~ _1m aJ Ik pool btl"11 10 ripp/t, 
.IIJ owl aJ I,"" WIll ,.,'uJ. ~Jm if W<l1IIlmu Ju;zn. h WIll trIlfld 
ill Ik lilmtu rf" Jt"~NYII,forg<J oj pml.nJ mtJ"WJ/(J wilh pnriows 
1101llI. 

n, LAJy oj I~ Snu spo1r: 'Br/.olJ Ik K.4rm.t! KJrp il wta, 
AlkriMJor Ibis lbi"l is. m~!y Irt4INrt,f.sJ,i~IItJ ry s.,bt, ill Iht 
Jrtpsoj UImo's fflIJm: il will .;J JCl' 4nJ."Y 10 ~ yow rhoou 10 

fNW il wbm yow '1J" ill ntrJ.' 

AJJ..riOlllhm 10M rht K.4mu1 infO bi, iMnJs 4nJ bawrJ ill ffWfflItt 

10000rJs tht p«l~ .. nJ I~ i""W" oj Uinm f4Jd illio I~ _Itr. For 4 

10"1 whilt ~ Ull ill lilmtt !<pOll 11.- bill oj ToI Uifltn, ~.rirlli"l lo Ik 
mllSit oj I~ ""'WI lip«! tht rw-i, _"Jm"lIO himst!t wNl Ibis ill 
pqrnnJtJ .P I~ fofllrr. 

--utrrpted from UiN/lJilAnli 
(''The Downfall of the Ventuttrs") 

The Kuma of Aldanon wu p.uscd down through the 
generations (0 each Captain of me Venturers, of whom 
Imraz6r wu the lut. When me Pebrgicean Lugue was 
officially recognixcd in SA 2350, Imnz.6r's son Vb.nrur 
deposited me Kanna in the Eimd Vlmo at the center of the 
Hill of the Faithful, whCfe it remained unti l its theft by 
Fuinur and Herumor in SA 33ZO. Having been u izcd by 
Edhclion's rebellious sons, the Kann.a wu taken to UmInr; 
but though Fuinur wore the helm in Inule at the War of the 
Last Alliance, he fled away with it into Handwaith, never to 

be seen in southern Gondor again. 
Nevertheless, the Ka.nna iuelf was recovCfed by the line of 

Imraz6r for a brief time, muth later in me Third Age, when 
Prince EMil n of BeIfa1.u returned &om his four-~ar 
quest in the far reaches of the unknown South. Edrahil. 
named Imraz6r beoU$C of his valorous deeds, bore the 
Karma into battle in Huithilien (T.A. 1944), Arthedain 
(T.A. 1975), and Minas Ithil (T.A. 2000-20(2), but was 

slain by the Lord of the Nazgill in the siege of that ciry. The fate 
of the Karma remained unknown, but it wu guessed that the 
Nazgill-Iord unt it to the vaults ofBarad-dOr, whith collapsed 
at the close of the Third Age as a result ofSauron's fall. 
Powcn: While worn, the Kanna provides +35 to all water 

or sailing skills (e.g., Navigation, Sailing. Weather
watthing. etc.), +40 to Aquatic Animal-handling/
training/Mastery, The wearer is affected as MnP/RM 
Pr.yrr Vand Blm V(ProtectiolU Ivl 18 and 19), giving 
+25 to DB, RRs and Mancuvus. 30 PPs per day of 
MERP/RM Surface Ways (10th Ivl) may be used at will 
The Pr stat bonu:s of the possessor (not just while 
wearing it) is doubled. Once in the possessor's lifetime, 
special assiuance may be asked from Uinen. The 
percentage chance for Uinen to respond is equal to the 
wielder's Int bonus (modified as the gamcm.uter sees fit} 
As Uinen is the mistrCJ$ of ill waters in Middle-earth, 
this assistance can be awesome: rivers can be held back. 
lakes paned, cities destroyed by flood, etc. 

10.4 THE COVENANT STONE 
Al:so known as the Stone of Ert'~h, this huge sphere Waf 

brought to the Moman by Isildur in SA 3320 for the purpo.w 
of compelling the King of the Mountairu to swear an oath of 
allegianc( to the DUnedain ofGondor, Originally a tranSp~nt 
cry$tal globe, aftc-r the Oathbruking the stone's depths grn' 
black and impenetrable by any light. Thestone became haunled 
by the Dead, who knew that they would one day be summoned 
to fulfill the oath they had sworn by it, Thi$ day took place in 
TA 30I 9, when Aragorn, having braved the Paths of the Dead. 
comm;mded the Oathbrcakus to follow him to Pebrgir in 
order to libenle southern Gondor from the Corsair fleet. 

The Covenant Stone ofErC(:h was one oftwo $uch globcsof 
equal size (twice the height of a man in diouneter) which the Vab 
Mandos gave 10 Elros T ar-Minyatur, first King ofNum~, 
foreseeing the need rhat the OUnedain would one day have for 
S(curing alliances with the other Free Peoples ofMiddle-carth. 
These nones remained unu:sed in the keeping of the kings at 

Armenelos for the greater p:l1"t of the Second Age, But Tar
Palantir, the last Faithful king. saw in a mion the plight of the 
Faithful that would follow his death; and summoning Amandi/. 
the Lon:! of Andunic, to his presence, rhe king entrusted one of 
the nones to the keeping of his family. So it was that Isildur 



brought with him to Middle-urth one of the two covenant 
stoncJ ofMandos. (The other was brought to Umbar by Az
P1wu&. who wed it to force Sauron to S'NUl' fwry to him. 
This stone mnained in UmbM, and was set atop a pillu as a 
memorial ofSauron's humiliation.) 

The power of the cownant stones [0 bind oaths iJ great, for 
Mandos their maker iJ the Muter of Fate and Judge of the 
Dead. and knows all that puses in the WQdd; but equally 
important wu the priestly naturt; of the Numen6run king. that 
widded them. since they had the authority to name JlliYatll' 
hinuc:lf u witncu to an oath. ~For so sworn, good or evil. an 
oath may not be broken. and it shall pursue oathkccpcr and 
oathbruker to the world', rod" (Sil p. 83). The grat size and 
indestruCtibility of the stones suved. moreowr, a monumental 
purpoac to stand u an awe-inspiring memorW of the gravity of 
the words that had been swont upon it. 
Powen: The powa of the Stone to uett influence owr 

oathtaken (and oathbrukers) depcndJ on three fattors: 
the .tatus of the oathukers, the purpose of the oath, and 
the power of the witnus. For eumple, two king. 
swearing to aid each other in war with GandaIf u a 
witnal U"OWCS mott power tNn two shepherd boys 
swuring co watch one another', sheep with, third 
shcphml u witncsL Howewr, whenew:r an oath iJ SWQrn 
upon by the Stone, ~ power will be in¥Okccl, no 
m.ltkr how trivial the subject or how flippant the 
parricipanu. All participants will fed compelled to kttp 
their oaths. though thU compubion may be ovm:ome by 
repeated attempts to break n«h (no RR n«ded). By 
brewng an oath, however, the participants tempt the 
power of the Stone. the severity of whOJe retribution 
accords with the intensity of the oath sworn. Certain 
facton an always opcratift, howeV\T. 

-All participants in the oath ( taken and witness) feci 
WKUy about the prosptct of oathbnaking. though it iJ 
felt snongESt by the oathtaker himself. The oath ntYU 

leaves hiJ thoughts, manifesting itself repeatedly in 
dreams and the like. 

-The oath must be fulfilled. If it iJ not, then eftn in death 
the breaker will not rest. The dcgree of unckath will vary 
from occasional haunting (u.rually at the place of 
swearing), to fully fledged undeath where the soul newr 
deeps. forewr doomed to walk the tanh. 

-The physical indicators of the status of the breaker will in 
some way be lessened. ThiJ may man hiJ lIWISion bums 
down, hiJ crown brulu, half the herd goes mUsing. etc. 

-The breaker will suffer some form of discomfort in life. 
ThiJ may be lack of slap. constant aches. rec:urrcnt 
iUness. (tc. Some ideas might be found in Cuncs (Sptll 
Uw p. 59) or the Flaws table (1M Se.nJ.arJ R.Jn p. 261-
Z6<, 

-The only way to reverse thue efftCtJ iJ to fulli.ll the oath! 

10.5 THE GWAEDHIL 
The Gwudh.il (5. · Oath-sistc:n"; sing. ~Gwudhel") are a 

pair of weapons which save u vitible tokens of the oath that 
Mcrro. the King of the Mountains, swore to blldur upon the 
Coftnant Stone of Ercc:h. These anns-a sword and spe_ 
wert forged by the Elves ofTirith Aut. at Amroth's beheJt, u 
, giftto aid Elcndll' J sons in thcsccuringof theirnewly-founded 
rc.alm. Fashioned from meteoric iron that the Elves had found 
upon the heights of the White Mountains, the twin blades were 
wown with spells of strength to keep safe the words of faith and 
alliance which they commemorated. 

When Mcrro's oath was spoken.lsildur presented the spear 
to the Morachd; but the sword he entruSted to Edhelion (who 
was then the CapUin of the FaithfuJ in Pebrgir). appointing 
him the warckn of the covmantstone at Erecit. The GwatdheI
sword remained in the pos.susion of the princes ofSdfalas until 
the time of Lothirion who, at King Tuannon's command, 
bestow«! the blade upon hi5 son Gundor, chosen to be Prin~e 
of Moman in T.A. 831. Likewise, the Gwaedhel.spear was 
p~ed down from Mcrro to hiJ son. and in tum to his grandson 
Monhec, who broke the oath in 5.A. 3434. 

The Oathbrulting caused the appearance and enchanted 
chuacter of the weapons to change. Whereu in origin they had 
glumed bright in the light of the sun. now their surfacu were 
bladencd u the starlcu night. Formerly they Iw:I brought their 
widckn fortitude and strength of spirit, now their very presence 
uuded an aura of grim foreboding and brooding vitiolU of 
some final reckoning that must one day be achieved. The 
Gwudhcl-spcu followed Mortbcc into the Paths of the Dead, 
but the Gwaedhcl·sword continued to be handed down from 
father to .on in the line of Moman's prinCCl, unti l the time of 
the Kin·strife, when Prince Macglin's rebellious JOn sided with 
the confederates and brought the blade with him into exile in 
Umbar in TA 1448. 

. .. . 



The subsequent fate of the Gwudhd-,word is not recorded 
in any of the histories, but it is said that Monhec Groan wielded 
the Gwaedhel-speu whm at wt he was summoned to fulfill hi., 
oath by Aragorn. Afttt defeating the Corsainl at Pelargir on 
Gwaeron 22. T.A. 3019, Morthec, released from his tunIC, 

broke the Gwaedhel-speu in two, and hi., Iinguing spirit 
departed from the world.. No living man dared ever again to 
wield the either weapon after the fulfillment of the oath, bur the 
hafu of the Gwaedhd-spear w~ carried with reVCTence to the 
pinnacle ofTirith Aear, and th~ surrendered ro the kuping of 
Ulnw's realm. 

During the rime tNr the Gwaedhd-sword was in the p0sses

sion of the princes of Moman, itJ power over the Dead was 
drawn upon many tUnes. Whrn the folk of the Black Vale were 
troubled by the Oathbruken (living or dead} the princecould 
be entTUted to interve:ne; and by brandishing the blade with 
words of cornnund. he held the power (0 evict the Cursed 
People (or their ghostly slw:les) from a given loak Such 
banislunentJ often involved Irngthy negotiations with the 
Oathbreakers, whose terror was unable to daunt the bearer of 
the Gwaedhd-sword. . 

THE GWAEDHEl...swORO 

Powen (prior to the Oathbrcaking): 
-+35 OB, !mgic (uses mithril column against large and 

super large creatures). 
-Enra Electricity critical (wnc roll, two increments less in 

severity). 
-Grants owner +20 Pr (MERP) or +7 SO (RM) while 

sword is held or worn. 
-Whrn drawn, the sword fully protccu against mind

affecting !mgics (elm spells, Dragon Fear, etc.). 
-When held aloft, the sword en.wles its wielder to rally 

troops thar hive been routed by an entmy (additional 
mor.Ue check). 

-GrantJ 50 PPs per day of spells from the MERP Sound/ 
Lght Ways list (up to 10th Iv!' excluding all sound based 
spells) and Protections, or from the RM Brilliance list (up 
to 15th lvi, ucluding IlIrhws I and V) and the Inspiring 
Ways list (15the Ivl). 

-Keeps Mcrro's oath in the thoughts of its widder. 

P OWttll (after the Oathbreaking): 
-+35 OB, magic (uses mithril column against luxe and 

super large creatures). 
-Extra Cold critical (s;one roll, two increments les.s in 

severity). 
-Grants wielder +20 Pr (MER?) or +7 Pr (RM) while 

sword is held or worn. 

-When drawn, the sword fully protects against all undead 
effects (fear, constitution draining, etc.). 

-When held aloft, the sword', wielder !my invoke a feeling 
of JUIIOnIC and regret (OrEm spdl vs. all within 300' of 
wielder, no RR) ;onong the oathukelS (alive or dud). 
The sword widder has his stat bonus for influence skills 
tripled for use of these skills with the oathtaken. 

-When fighting oathbreakcn, thc sword grants 50 PPs per 
day of spdis from the MERPSurfate Ways (10th Ivl) and 
Protections lists (IOthe Ivl} or from the RM Holy AInu 
and Holy Shields IistJ (15th Ivl). 

-Keeps Merro's oath in the thoughts of the widder, taking 
the fonn of duturbing dreams and brief visions. Those 
who dwdl nur the sword !my also occ.sionally npcri
ence similar dreams. 

THE GWAEDHEL-SPEAR 

Powers (prior to the Oathbreaking): 
- +35 OB,!mgic (uses mithril column against large and 

super large crutures). 
-atra Electricity critical (same roU, two increments Ics.s in 

severity). 
-Grants owner +20 Pr (MERE") or +7 SD(RM) while 

5pear is held or worn. 
-When brandi.,hed, the spear fully protects against mind

affecting magics (Orlm spdis, Dragon Fear, etc.) 
-When held aloft, the spur enables its wielder to nlly 

troops that have been routed by an enemy (additional 
morale check). 

-Grants SO PPs per day of speUs from the MERP Sound/ 
Light Ways (up to 10th lvi, ncluding all sound based 
spelIJ) and Protections lists (10th Ivl} or from the RM 
Brilliance (up (0 15th lvi, ududing n,,'}1UU I and V) and 
Inspiring Way' lists (15th Ivl). 

-Keeps Merro's oath in the thoughts of its widder. 
Power. (after the Oathbrealting): 
-+35 OB, magic (uses mithril column against large and 

super large creatures). 
-Extra Cold critical (same roll, two increments 1($$ in 

severity). 
-Grants owner +20 Pr (MERP) or +7 Pr (RM) while spw' 

is held or worn. 
-By invoking painful memories of the oath, the wielder 

!my compel the Daen Cocntis to do hi., bidding, which 
has the effect of granting 60 PPs per day of the MERP/ 
RM Spirit Mastery list (20th Ivl). 

-Keeps Merro's oath in the thoughtJ of its wielder, taking 
the fann of disturbing dreams and brief visions. Those 
who dwell ncar the spear also may npcrience memories 
of the oathbreaking. These visions serve as constant 
reminders to the widder of the injustice that Monhtc 
committed. 



10.6 THE KUILEONDO 
The Kuileondo (0. "LEe-none") was among the jcwds 

which the Noldordcviscd in Val inor. and which Ungolianr, the 
Gl'ut Spic!tt, devoured and lalcr bddlcd fonh in Middlc-unh. 
This none COlfT1C into Morgoth's flW-'ession in Anglnnd. Be
"owing it upon one of his moml servants, the Btadt. Enemy K t 

upon it enchantments which drew their pow«s ITom the 
warped virttJes of the vomited jewel, which included the binding 
or dnining of spiriu for the purposes of dominat ion and dark 
sorcery: and their first victims were T cvildo, Prince of Cats, 
with hi.!; ninc thanes. (5«: Section 9.0.) 

During its long journey down through the centuries (nu
rated at gn:attr length in ICE's Kirr-Jlrif~ soun:cbook and in the 
forthcoming UmN, module). the Kuiltondo fell into the hmds 
of the Cult of Benish Armon (sec Scaion 7.5.2). w~ 
adhcnnts b«amc the Slone 's cw[OdiUlll while its power impris
Dnt;d their cat-lords. In spite of the limitatiolU impo5ed on his 
Maia-powers by the Kuil&mdo, Tevildo is yet able to focus the 
energies of the stone for [he aid of his Mannish Kfnnu. The 
ability of the Kuileondo to wreak havoc Wa! most vividly 
manifestr.d during thr. Usurper's reign, when its widdH (tradi
bonally thr.luder and prieJt~ of the cult) dn:w on its power 
to usassilUte the PrincH of Moman and Bclfalas, throwing 
SOlIthan Gondor into political chaos foc KV«a.I yurs. 
Pow£n: The KuiJlondo drains spirit by absorbing the 

victim's blood (PPs = victim's or PT + In + Ig (MERP) 
or PT + In + Em (RM) divided by 20) eidlCT through 
conuct with a wounded penon (RR vs. SOth [vi) or 
through a grisly ritual involving blood sacrifice (RR \OJ. 

widder's M} The stone can only contain Mannish spiri ts 
indefinitely. (Elven spirits can only be: hdd for a numbe:r 
of hours equal to the vict im's Pr (MERp) or SD (RM') 
divided by 10.) Maia spirits cannot be: drained by the 
Kuileondo, but may be: imprisoned and dominated by its 
widder. If the widder succecds in overcoming the 
victim's RR, he or she stops aging for a numbe:r of 
months cquaI to the victim's Co J: 2 + tou! numbe:r o( 
pn:viOlUly saaificcd victims. Additional sacrifices can 
only bc: made a(ur the efficacy of the initial sacrificr. 
completH its cou~ Failul'C to n:pcat the ritual will result 
in the accelmlted .ging o( the widder's body and 
irrevocable loss; o( the ability to n:commence the proc~. 
The ritual usc of the Kui leondo to utend li(e nec~itates 

that the victim's heart bc: removed &om the body and 
upLaced with thr. stone bc:fon: the victim dies. 

10.7NENYA 
Nenya is: the Ring o(Water and AcWnanl, one: of the three 

Flvm rings forg«! bythc Noldo smith Cdehrimboc. Cclebrimbor 
entrusted Nenya to Galadrid in 5.A. 1693. after he ~d 
perceived Sauron's dCJigns against the Noldor ofE region, and 
Gabdricl bon: it in secret ever a(ter, • fact known only to the 
Wise. Galadriel brought the ring to Tirith Aear at the dose o( 
the Second Age. It rcmaincd with her in the Sea-ward Tower 
unti l her departun: in T.A. 1982. During thoK tWO milltnnia, 
Nenya became the mightiest of . 11 artifacts in southern Gondor, 
and its scent pn:scnce made 001 Amroth the strongCJt (omfi
a rion of the Fn:e PCOplH in Middlc-carth. 

AlthoughSauron wa!decmcd to have bc:en nnquished in the 
War o( the Last Alliance, in her (oresight Galadriel tt5traincd 
herself from wielding hCT ring in waY' that might attract 
unwanted attention. Nevenhcl~, Nenya'J power pe~dcd 
Tirith Aear and, i( me willed it, Ost-cn-Emil upon Dol 
Amroth. All who entered the Sea-ward Tower uperienced the 
nilling o(Time and Change that the ring's power achieved. 
Often (or this: reason the princes would usc the lower a! a place 
o( meditation and thought when they desired JOljtude. Had Dol 
Amroth cverbccn bc.tiegcd by dark (orces, Galadriel could have 
drawn upon Nenya's power over the walen to wreath the entire 
promontory in an impenetrable mist through which no minion 
of evil could pass without her knowledge. 

Powe:n: Like all true artifacts, Nenya's power is a fUnction 
of ilS wielder. The ring was made ro aid its wielder in 
learning. healing. and undcnunding, not only for her, but 
those around her. It hal the power to hold off !he 
Sh~dow. and in fact keep at bay the decays o(Time itself. 
The ring became the center o( an Elven haven when: the 
passage o( clays was 1101 (e1t, and Time fl owed in strange 
ways. Nenya's other powers include the (ollowing: 

-Continuous MERP &.,,1 ~ (Narure's Guises Ivl 10). 
UJUmI (Illusions Iv12). and CoNtd Emna (Spell Ways Ivl 
2). or RM U,,!mmu (H iding Ivl IS). NOflJi.tttl (Hiding Ivl 
25). and Uriin' W.U Tnu (Mind Mastery Ivl 19). These 
spelle mar also bc: enacted with a radius to shield an 
entin: ara. 

-DoubICJ RR Ivl o( wielder when resisting the Dark Lord's 
detection powen. 

-Continuous MERP &.,,1 ~IJ (N~rure's Guises Ivl 10). 
and any of the spells on the Illusions Iis:t, or RM AIm if 
Miifrtl (Mind Mastery Ivl 18) and Co"fiuilll1 (Mind 
Control Iv! S} This power is most effective when the ring 
hal bc:en in one place for an extended period Q( time. and 
the wielder is associated with that pLacr.; radius is a 
function o( the wielder's Ivl and intrinsic power; in 
Nenya'J case, Galadriel Wa! able to bring all 0(001 
Amroth within the protective borders. 

-Conlinuous MERP/RM Pro,mifPU Tnu I (ProtectiolU Ivl 
SO. RR, DB and mancuver bonuses +30). 

-+33 (MERP) or +11 (RM') to Co Bonus. 
-Allows free I I.S( o( all MERP Sound/Light Ways. Water 

uw, Wind uw, and Naruu's Lore lists (0 wid der's Ivl, 
or the RM Brilliance, Gal Manipulation, and Liquid 
Manipulation lists. also to the wielder's Ivl Ranges 
variable but usually 100l00x nonnal range listed. 

-Wielder regenerates 3 points of damage/ round Of so 
heals anyone she touches. 

-Wielder cannot be Jtunncd. 

-PPx9 (any prof~ion). 
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IO.8 THE MIRROR OF 
GALADRIEL 

A gift of Meli~n th" Maia. Gahdrid alw~ys kept this si]v"r 
basin with hu throllghO\J[ hCT many trnels. and so it Camt to 
Tirith Acar. Gabdrid set it upon a pcdwal in the gardens of the 
prince. ntar to the summit of Dol Amroth. so that it was visible 
to the opm sky abov(. Bm it was hidden by her artS. and none 
wO\J ldcom"upon it save by het will. Unlike Ncnya. th" Mirror's 
ell"istcncc W3$ known (albeit often b]"nded with popular l,,&end) 
!O the folk of Dol Amrolh. Few moruls ever beheld it. apart 
from the prinecs when th"y needed counsel and wisdom. 

Fu more potent than Ihe p~hmiri of nonhem Gondor. the 
Mirror afforded vision of m05t rea.lities ( to thc disciplined will, 
practically without spatial or temporal limiu): 

'Mnny Ihinls I ran romflWnd,,,, Mimrr 10 rr\v4Ldnd 10 somt I 
(~" ,bow ",h.., Ihry Jrsirt 10 1«. B",,'" Mirrw will dlso s&,w ,hinls 
""b;JJrn, and lbost art4/tn Slranl" ,md mort proJi,abu Il..n ,hinl' 
.w,ilh"1 wish ,0btboIJ. n,'/,."ygu will m. if ygu uaw ,''' MimrrJrtt 
/0 wor~. / lunnOI /til. for il sbo-1hinls I&.I ""tt, anJ Ihillls ,&',4rt. 
and ,b,·nlslh..1 ]"II'~y"'. Bwl whilh il is ,h..,'" stlS, rwn ,bt wim' 

I~nno' ~1_yJ ull ... Rtlll(lnbtr ,&'1 ,bt Mi.ror s&,ws ""'My ,hilllS, and 
1101 ull &'w]', tOlllllO fillS . 50111t MlWr t<lm' 10"', wnUll ,host 1&', 

btheM ,/,c ,·iliOn/IN.n 4si,u from ,bti. fIl,b /0 prrwnllbtrM. n. Mimrr 
if 4 J~nl'"""l"iJt '0 J",b.' 

-LoIR I. Pl" 377. 378. 
Powcr~: The Mirror enhances the r.mge and scope of thc 

spells in the RM FII[lIre Visions. Past Visions, and T ru" 
Perception (Sc:cr Base) liSlS. or the A-fUP Essenc" 
Perceptions and Direct Channeling lisu, often combining 
th"m into a scriu of visions. Manipulat"d with caution 
~nd skill. il is a very powerful aid, with virtually unlim
iled range in time and distance; how"vtt, as with all items 
of such pow"r, it is perilous, especially when used by 
lomeonc unfamiliar with it; in such casu. the Mirror will 
show swift. fltcting visions of past. present and fUturc. 
frequen tly far away: the images often ;'If" drawn &om th" 
vicw"r's subconscious, and can be misleading if uktn too 
litmlly. 

11.0 ADVENTURES 
The bods of southern Gondor present many opportunities 

for advenrure. This chapter offers th" gamemaster a collection 
of fai rly detailed. single.session adventlJ rcs. most of which can 
uh place at any point in Gondor's history. and au set in 
Pdargir. ubennin, Harithilien, Lamedon. and H arondor. A 
further selection of adventures of similar scope is present"d. in 
outline fonn, at the "nd of this chaptu. 

I I.I ADVENTURE: 
THE SPY HUNT 

The Pdargir authoritiu have recently gone on the offensive 
against the various H indrim and Corsair spies thit art active in 
Ihc city. To divert att"ntion from themselves. some of tht 
Cornir spiu. led by th" prosperous merehant Halgon. have 
decided to draw th" attention of the authorities to some 
innO(ent individual, and convince th"m clut he u a spy. T o 
accomplish this. H algon has conceived a complu plan-
perhaps too complex! 

Il.l.! A TALE OF IMPOSTERS AND 
INTOLERANCE 

Th" criteria th" spies usc to choose a sui table victim might 
be summari:lcd as follows: [1] h" should be a strang"r in 
P"largir. preferably from as far away;u possible (so that ;my 
details of his background history will be as difficult;u possible 
to check). and [2] he should have lh .. "d in Pdargir at lust for a 
coupl" of wuks (or have visited the city before). The puyer 
chancter(s) that best fulfi ll thes" requirements will be the 
chosen victim. 



.... 

Tht Ictt« that ont of tht puy« charaatfS rtc;eivcs plays an 
imporunt rolt in rht Jlorr. It is wriuen in a cultivated, legible 
1wKI, obviously by someone who has ~d borh tnining and JOllg 
ClJlCrimce ($Omething that is not (~t eommon tven in rth
lively liurate Gondor). SrylistiWly, howeVtf, it is somc:w~t 
II'$J $Ophi$lic.attd. (Even Halgon maka mistakes.) The tut 
ruru as followJ: 

Cmlin:'. 
P.rJM .,1,.."",. for fOJI' .... Ii'\eJO" wiu.,..l. propn i,,'rohtlilltl, 

b..,1I1f "'l'"? rf Iht """/(~ 1&,,1 wiJ' 10 JillWJl wi" JO"t.Wa lilt 
II<> 0',," cppori,,"il] I&.II this. To k 1witJ, 1 &..".. rwJ jor. IIIImkr 
rf Jlllf." ."J flSCOIrrtj,,1 illJiviJlUlu 10 .... rompM • britJ, yn 
profil.Mt miuilltl. Rnl IIInmJ 1&'IIIOlhin: II illllOMJ ill this "",1/" 

16., ""'1 "" II.oo.zhI oJ" tOlllf." 10 IN Kin:'s I.rw.lf JON wiJA 10 At.~ 
tAt Jrui/s oj my off", mrtt lilt" 1lt BlOIl C,.b pit-shop, ON J-~ 

-1'" Jill""-limt. 

To make his deception appear more rulistic, Halgon has 
written anoth« letter, using a code he UKd to communicate 
with his supe.riors until a few wulu ago. (lnat coda aff 

changed .lIt irregular intervals, of COOrK.) It u written on coarse 
p.1pet" in a tiny, crampe.d-looking hand. It u intOlded to be 
ddivered to the pla~r du.racttfS by Uruglin ("Valandur") at 
The Blue Crab (see "The Set-up" below). 

Cncking tht codt u not easy(V ery Hard) and does not yield 
much infonnation, even in tht event of success, as the mess;.gc 
ruds as followJ: "PrioriIJUw. 1ltfint"o.snf&4t_ SlN.rlJ.sk.. 
JtJ.,tJ OIII/i/ u..l.r,rill"in: oj tltXI mantA, h..1 phoun hW, lbm.nJ jCOlf." 
UM,.It'J /oJ" on .I.rJ,.u. E"rUn inj_ricn wiU.rriw /U S/lOII III pouiblt 
h, tAt rrgwl.rrt&'nntu." All thu is nonsense, of COUrK, designed by 
Halgon to $OUnd :u SlUpicious as possible. 

II.1.2 THE NPCS 

GIlDOR 
Gildar u a nobleman of ancimt linugc; honut and 

brave, but not ovmy intelligent. His fmUly has been 
involved with the Brothahood of the Swan for mott 

than five hundm:l ye.w, and he is e:nremely proud to 
be a member. 

Gildor thinks of himself :u a natura.! lad«, and 
trods to take dwge, no matta- how ill-suited he u to 
the situation. He does, howeva-, ~w: at lcut .11 rudi
mcnbty sense of tactics., and will not fall for obvious 
IUSU. He u a fairlycompetOlt swordsman. but ow:rcs
timates hu own prowcu somew~t. In combat situa
tiON, he becomes quite protective ofhis companiON, 
thinking (correctly) that thar skill and hardiness arc 
much II'$J than his own. Ifhe can bcconvinctd that he 
has acted dishonorably or against the intcruts of 
Gondor, he will be overcome by guilt and do every
thing in hu pawa- to rtttify the situation. 

Physially, Gildor u an imposing man, 6'6" tal.[ and 
with a very muscular build. He has cWk hair and gray 
eyes, and tOl<h to dress in .11 fairly simple, practical 
manner. Recently, The Blue Crab has aroused his 
swpicions (quite cornctIy, for once). and he some
times nops by for dinner (sWlding out Iikc a son: 
thumb, of course). 

M.u.VEGD. 

Malvcgil is thesonof a wulthy,locaImerchant. and 
a ncOlt mcmbcrof the Brotherhood. He u 'quite naive, 

and is ycry impruscd with hu new SUIW, u well as with any 
sroior brother. 

In spite ofbting both inte:lIigent and brave, Malvcgi1 is rather 
ill-suited to a life of s.kullduggay and inaiguc, ~ving almost no 
ability to judge other pcopk's actiON and motivuioN cor
rectly. In addition, he is a w:ry bad liar, tending to bllUh and 
stammer whenever he has to SoIy aomething not in strict accord 
with the truth. He u a very Nd fighter, and tends to avoid 
vioimt situations. lfhe kills somcone during the adven~. even 
in 5df-deferue, he will suiT« a nn"VOW breakdown, becoming 
d~pJy dtprus«l. 

Malvcgil u rath« shott and thin, all the more so in contrast 
with Gildar. 

MIDHROCH 
Midhroch u one of tht oldest members of the Brothahood 

in PeWgir. In his case, though, it u dubious wheth« wisdom 
rully w:ompanics advanced age. He u quite paranoid, seeing 
vut, ancient (onspiraciu cvcrywhttt. Even the otba- brothtfS 
think he u mqumtly lmitional. Nevertheless, he u a highly 
intdligmrfellow,andposscuesaprodigiowmcmory.Midhroch 
will not be swayed by any argument wn.1ltsocvcr, and will always 
belicv~ that the play« chuacu:n arc Corsair 'pid, even if his 
own superiors tell him otherwise. 

Midhroch looks crazy. Hu staring eyes and unpleuant f.1lcial. 
tics betray his mild madness and nducc his usefulness to the 
Brotherhood. Despite his age, ht u quiu fit, and wields a trusty 
quarursuff. The old nun is not at ill afi-aid of engaging in a 
~I= 



THORONDIL 
Thorondil is one of Gildor's younger cOlUilU, and Iw 

(unfortun;ltcly) wen to emulating him to the best ofhiubility. 
The two cousilU are very ,imib! in looks and intellectual 
capacity (or lack thereat). He u the mO$t ~h and im~ruous 
of the brothers, and tends to try to solve aU problenu with the 
sword. He will not retreat or give up, except in the mO$t hopeless 
cimmutances. If Thorondil can wmehow be convinced that 
the Brotherhood is not aU he thought they were, he will be very 
confuu:d, and prone to bouu of irntional behavior until he 
somehow can get his world-view in order again. 

Standing 6'7", Thorondil u even taller than Gildor. Al
though jlUt :LS br.aWlly :LS his older cousin and capable of 
handling a blade, he lacks Gildor', skill :LS an accomplished 
swordsman. 

HALOON 
Halgon u the foremost Corsair spy in PeW&ir. He is the 

ITWtermind behind the plot to discredit the player characters. 
A member of one of the more notable mer:chant families of the 
city. he is both rich and influential. 

Halgon serves the Corsairs for two reasons. First and fore
mo.st, he s.awfies his own ,hur greed; for, besides having access 
to the Corsairs' V:LSt monetary resources, he can uu: hu position 
to act against tTOublcsome blUiness rivals. Second. he enjoys hu 
power. and the opportunity to nuke everyone dse look foolish. 

Halgon h;u a very well-devdo~d sense ofintellecrw.l yanity. 
He likes to feel superior to othen. Under no circumstances will 
he take ~rsonal risks or do anything that might threaten hu 
activities in Pelugir. no nutter how great the potenti;)], shott
tenn gains. 

IORETH 
loreth u one ofHaigon', nuin contacu with the rougher side 

of tOWll, and the oWller of The Blue Cr.ab pic-shop. She is 
generally sullen and meMl, but bakes the best shrimp pies in the 
city. As a cOlUcqucncc. The Blue Crab u almoot alway, filled 
with s.ailon. who ace frequently dnmk and talkative. 

loreth u moody in it for the money, but feeu some slight 
sense ofloyalty to Halgon. MId would only betr.ly him for a luge 
sum of money or the threat of imminent torture or death. Long 
residence in wme of the rougher parts of the city h:LS made her 
used to violence and brutality. and it is unlikely that she will be 
impressed with any threats the player chuacters care to nuke. 
unless they arc pre~red to back them up with action. 

MAl.Brn< 
Malbeth u one ofH aigon' s henchmen, and u uu:d to JWoSing 

massages to MId from loreth. Hu main---some s.ay only
interest u food, MId he holds the Pelargirean record for the 
number of oysters consumed at one sitting: seventeen dozen (a 
number that would be seen :LS impressive even by Hobbits). 
Knowing it does not pay to bite the hand that feeds you. he u 
loyal to Halgon. although not to the point of foolhardiness. 

Malbeth·s main usct :LS Halgon's minion u his innocent 
looks: nobody thinks that fat, hannless old Malbeth can be 
Mlything but what he seenu. Given hu profile. the Brotherhood 
of the Swan will not take any action against him-no matter 
what he does. Malbeth would be a welcome guest ar The Blut. 
Crab even ifhe did not work for Halgon. After all, calling h~ 
fare "a light snack." he invariably orders at lust thl'« pies. 
~ a consequence ofhu dietary habits, Malbeth u grossly fat 

(5'IO~ t.ill, and weighing 300 Ibs), and is inupable of moving 
f:LSter than a waddle. Ifhe can be distncted from his plate long 
enough. he shows himself to be quite intelligent and perceptive. 

URL\GUN/"VAUNOUR" 
Urlaglin u a petty criminal from Mirw Anor, who has 

recently flccl to Pelargir, having cro"ed the wrong people at 
home. He lMkes a living :LS a go-between and a messenger. 
Malbeth chose him to deliver the coded message because he is 
expendable. and does not have any powerfUl friends in Pelargir. 
During this adyentun, Ud.aglin USC5 the alias Valandur. 

Urlaglin u in his middle thitties, MId does not posses any 
notable mental or physic.al furure, except for a jagged scar on 
hu forehead. He dresses and acts u inconspicuously as possible. 
and u well awan of his own limitations:LS a combatant. He does. 
however. carry a dagger for emergency situations. 

NAHIR 
Nahir is Ihe only person in the whole advenrure totally 

unconnected to anything sinuter. He is of Haruze origin, 
however, and not much liked by his neighbors or the other 
members of the Smitlu· Guild. An introspective. somewhat 
moody nun, he is not in the le:LSt interested in any sort of 
skullduggery or adventure. and the playercharactcn will have a 
hard time convincing him thar his life u in danger. 

Nahir u of average height. but with a very wiry MId sinewy 
build, but is much stTOnger than he looks ar first sight. He Iw 
graying black hair and quite dark skin, even for a Haradon. 

THE THUGS 

Hired by Halgon to kill Urbglin and to pcrfonn any other 
violent activity that may become necessary. these four men are 
archetyFl harbor thugs: big. brutal, and possessed of rudimen
tary consciences. They know Ihe city ( csFC'ciaily the docklands) 
yery well. MId will uu: this knowledge in seuing ambushcs. 
escaping pursuit, and won. They will generally not try to kill 
Mlyone. unless paid for it, but are apt to err on the side of 
brutality. 



1 !.l.3 THE SETTINGS 
THE BLUE CRAB 

00£ of the lTWly piNhOJ» that dOl the city. The Blue Crab 
Iw acllicved a modest fame as the home ofIoreth', JTl,lrvdous 
pies. ne,pitc the fact that it is ramer shabby and rundown. it is 
almost always full. lorcth has, in (act, been forced to hire twO 

brawny bouncers 10 keep umuly OU!OmCTS in lint. The layout 
is simple: 

1. Main rooUL This is the only mom the customen $e.t (nol 
that it is much to look at)' The furniture is old and worn. and 
the windows small and dirty. 

2. Ki ldlt~n. This small room looks like it tw 1Kl( bcm 
properly duned in ~an. and is fuU of pots. ~IU. knives. 
.spoons, and other kitchen utensils. 

3. Bedroom. Thill is the only mom that is ktpt reasonably 
dun. loulh keeps her uvings in a pouch beneath the malfrUS. 

4. Stouroom. This (onUin, sub of flOUI, butler, ,heese, 
eggs and 50 on. (All SQ/"ood is, of course, bought fresh every 

"'y.) 

3 ___ 6 __ ____ __ ____ _ 
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!l.U THE TASK 
The task of this adventure is to avoid the attention of the 

Brotherhood of the Swm md their somewlu.t inept ITUchim· 
tioru. The lucky and/or c:unning might more or Ius accidcn· 
ully accompluh other tasks, such as discovering dues to the 
activities of the Cotuir spies or other membcN of the under· 
world. 

STARTING ntE Pu.YER CHARACTERS 
Thisshould not prove too hard, since their evuy step will be 

dogged by fmatical-if incpt--spies and assa"iru. 

AIDs 
Ingold might be able to help the chancten. Still, they mwt 

think of a safe way of contacting him, and they mwt act 
accordingly. 

OBSTAo.ES 
The Brotherhood of the Swm $C'1"VCli as the princip~1 md 

obvious obstacle. Should the player characters ~ct in a JJow or 
clunuy fashion, though, they might also face pursuit from the 
Pelargir g~rrison. 

OUTCOMES 

The ptime ~w~rd is the opportunity to establish valuable 
contacts with both Pdargir's underworld and iu Men. In 
~ddition, if Ingold or the player characten cm convince him 
that they h~ve been wronged, the Othir might award the player 
characters a ~asonable sum in compcnution (comp~nbl e to 

the cosu of six months of modest living). 

11.1.5 ENCOUNTERS 
The timeline ~flects the automatic course of events. This 

sitw.tion will unfold, as stated, should the player characters fail 
to make ~ny progress in their mvt.Stigatioru. Obviously. their 
~crioru may affect this scenario in unp~dictable ways, so me 
gamemaster should be prqntcd to improvise while employing 
the sequence. 

Day I (afternoon): Halgon sends ~Jbeth to deliver 
the letter to the player characters. Malbeth bribes a 
Handon captain, who is about to ~tum south. to 
pay a stuet urchin to del iver the letter. Halgon sends 
an anonymow tip to the military authorities, telling 
of (totally imaginary) ~swpiciow behavior~ at 
Nahir's shop. 

Day I (evening): Gildor visits The Blue Crab, md 
accidentally geU hold of the coded mUSllge. He 
obsnvu Urlaglin's actions. and dr.aws. the obvious 
condwion: that he has stumbled onto some son of 
spy.nctwork in action. Halgon's hired thugs murder 
UTiaglin. 

Day 2 (morning): Gildor repom to his SUpc'riOfS and u 
ordered to investigate funhc:r. 

Day 2 (midday): Gildor, Malvegil, Midhroch, md 
Thorondil nan shadowing the player characters. 
They arc on the lookout for any act they can 
construe as suspicious behavior. They will coruis· 
tently sec evnything the player chaDcten do in the 
most sinutc:r light possible. 

Day 3 (afternoon): The Brotherhood oftheSwm 
man~gcs to crack the code ofHalgon's IllCUIgc. 

Day 3 ("mng at the latest): Gildor will decide that 
the pbyer ch~racten are Corsair spies (or wonc). 
and that tile time for action has come. (Ste "The 
Ambush" below.) 

Day 4 (midday): The Othir geu a repan about last 
night's happenings from the Brotherhood's leaden. 
Being rather mo~ intelligent and u,utious than the 
avn'ilge Swm·brothcr (and knowing Gildor). he 
decides to launch an independwt investigation. 
wing the raources h~ commands. What his spies 
upon dOCJ, of coune, dtpcnd on what the player 
characters arc doing. Since they prehably arc 
dodging the Swan·brothefS md combing the seedier 
pam of the city for dues to what is going on, their 
actions might easily be misint~rpreted. 

Day S (evening): If the situation has not been resolved 
by now, The Othir will probably order the pbyer 
characters arrested. 

BlIU Cn ' 



THE SET· uP 
A young boy carrying a letter approaches the duped player 

chanaers. This rendczvow could occur Mlywhere in the city, 
but it will probably unfold at MI inn or tavern. The boy expcctll 
a tip for del ivering the message, although he tw, of course, 
already been paid. If the pla~r characten want to know who 
gave him the letter, they wiU have to pay for th~ infonnation, 
too. In any event, all the boy can say is that he was given the 
letler-and di rections as to how to deliver it-about half an 
hour ago by a one~~d Bo:tishnarod mcn;hMlt ,aptain at the 
docks of Eamil's Town. 

If the player characters think of investigating thu further, 
severn witnesses have sew the captain of the Black Serpent 
talking to a young boy at the proper time, and then leaving 
harbor with huship only minutes later. The Bluc Crab, the pic
shop mentioned in the letter, looks like douns of similar 
utab[ishmentll, and nobody has heard of anyone named 
Valandur. 

At the proper time, "Valandur" will enter The Blue Crab via 
the back door; after ordering a small mug of beer, he will 
approach the player characttn and introduce himself. Since he 
has been well·briefed by Malbeth, he will m:ogniu most of 
them. and he will know what pretett to rmploy in order to 
engagelhml in converntion. Aftcrsomesm.ali t.aik, "Valandur~ 

will get down to bwiness. He needs a letter delivered to the 
smith Nahir between dawn and noon on the following day. 

This mwt be done as diK'rerdy as possible, and the letter 
mwt get to Nahir personally, and not to one of his apprentices 
or a member of his family. For thiJ "Valandur" is prepared to 
p.ay moncy-h.alf now, md h.alf when the mission is accom· 
plished. He is, in fact, prepared to pay twice of whu he offers, 
but docs not want to sel'lTl too c.ager. 

If the player characters think thiJ agreeable, "Valandur" will 
reach forthe letter in a pocket in his cloak. It is then that he will 
realize it is gone. (He dropped it when he paid for his beer.) 
R~pidly re,overing his wits, he will say that the letler is with an 
associate outside, CXC\UC himself fora moment, walk to the back 
door, and run away as fast as he CMI. 

\Vhn happens then depends on the actions of the player 
charaaers. If they follow "Valandur" through the throng (the 
pic-shop is crammed at this time of the evening), they are JUSt 
in time to sec him faU at the feet ofHalgon's thugs with his head 
bashed in.lflhcy delay, theycMl at most discover his dead body. 

At the same time, Gildor leaves by the from door. Fairly easy 
to spot, he meets his companions outside, and they a1ll e~ ve for 
The Blind Kraken inn. There, Ihey will spend the night trying 
to decipher the musage. loreth saw Gildor pi'k up a piece of 
paper, but she ""ill leU no one of this unless she is well paid for 
her trouble. 

THEAMIIUSH 

When Gi[dor has been oonvinced thar the player characters 
are Corsair spiu, he decides that such dangerous threats to the 
ualm cannot be al lowed to wander loose, possibly en<hngering 
Gondor by their very uistencd Accordingly, he will take sups 
to eliminate them. Bring an unsubtle man, he will settle for fairly 
direct mClhods. He knows the city well, however, and is enough 
of a taclician to se t up a uasonably effective ambwh. 

Enctly wheu thu takes pl~cr depends on wh31 the player 
characters have been uptoand where they go. The mostobviow 
site might be the landward side of the Sirith Bridge. Here the 
all3ckers have lhe opponunity to hide among the howes on the 

bridge. This position that makes it fairly easy for them to isobte 
the player chnactel'S from any help; however, the spot is only 
usable at night, when traffic is spusc. 

Alternatively, the ambush might occur on any quay or dock, 
preferably one far away from any barracks or mili tary pon Thu 
has much the rune advantages as the bridge. Of course in a 
pinch, any dark alley will do, even if the site makes it harder for 
the ambwhtn to keep total control over the situalion. 

ru the attackcl'S, Gildor and his men think they are engaged 
in a holy mission for the good ofGondor, so they will fight with 
a ccnain amount of fanaticism. lfGil dor iJ killed, however, the 
rest will retre.at. lf my playercharactml survive this ambush, the 
Brotherhood (if any of them arc alive, that is) will try at least 
once mon;o 

AT NAHIR,'S SHOP 

The player charac:ters ouy go here in an effon 10 find out 
what the previous evenings' events were all about. If they talk 10 

Nahir, he wi ll be quite surprised. The accusation will strike him 
as some kind of practical joke or prmk. He will deny knowing 
anything.at.all about any spy ring or any kind of illegal activity 
whatsoever. Vlhile thu is quite true, he will probably have a hard 
time convincing anyone of his innocence. Remember, though, 
Nahir's place is a nonnal smithy, and no evidence of any illegal 
or suspicious activity will be present on hiJ premises. 

AT THE SQUIRE'S HAll 
If the playcrcharacters understand that they have been set up, 

they might try to appe.1l[ to the authorities for help. Depending 
on tile circumstances (especially when this happens) they might 
be accorded quite variable treatment. In gcneral, claims of being 
the victim of a conspiracy arc met with a great amount of 
skepticism. unless backed up with proof. 

11.2 ADVENTURE: 
SEEDS OF EVIL? 

It is the year T.A. 1632, twO years before the Great Raid on 
Pclugir. Umbar's Council of Captains has planned a Daen 
insurrection as a grand diversion inside Gondor, though its two 
spies do not know of thue schemes. 

TIle Daen headman Oravai and hu people, living in the 
mountains of Cclossien. behave in ways that make the legate 
suspiciow. Not only are thcy surly towards the Gondorian 
officials, as is their habit, but thcy have been openly hosti le, and 
some officials in the remote pam of the ward have disappearc:d. 
There is also a rumor that Onvai is encouraging disgruntled 
dements from .all over Gondor to join him. The legate, not 
wmting to we military fon;e towards individuals that Jr jtm are 
Gondorians, feels the need for better infonnation. 

11.2.1 A TALE OF 
AN INCOMPETANT REBEL 

The Daen in the Ered Nimrais valleys have been und~r the 
rule of Gondor since the realm was founded. \Vhile the Datn 
~etlkrs of the Lebennin plains s()()n intennamed and mind 
with the OUnedain and thereby became Gondori.:m, those of the 
rmlote pans retained many of their cultural rraitll and customs. 
The most notable change was the gradual evolution of their 
mother tongue from the lyrical Daenael to MI heavily-accented 
Westron. The legates have never enforced ule adoption of 
Gondorian culture, and have left the v.alJey dwellers 10 their own 
concerns. Their chieftains have held the same authority as the 
elders of the plains wards. 



The D.1en h.1Ve led puceful live_fanning. hunting .1fld 
forcsting-with no diKontent with Gondor. The benefits of 
rule byOsgili.1th are significant. Skilled hulcnl h.1Ve saved many 
sick. especially small children. who would otherwise luV'C died. 
The long peace h.u meant both incruscd ~ty .1Ild 
incrc.ucd numbers. During-hard wintcnl, the 1~.1tes have tried 
to lend .usistatlCe. Overall the Dun have had little to compbin 
of. 

But in T.A. 1612, Turgon beanu the legate in Min.u 
Btrthil He w.u .1 veteran of both Cors.1ir and E.utming 
conOicu. A skilled officn', T urgon w.u appointed legate when 
a crippling wound ended his milituy atCff. Tht choice w.u 
unwise, for Turgon w.u not a diplomat. Given to ptTmiptory 
behavior and poucs.sing a Ind tnnptt, he soon antagonized 
many of his subordinates. His painful wound-a crushed hip
bone, which made it impossible ro walk unaided-made him 
even more iritable and thus aggnvated the situarion. 

When the Daen came to Turgon for hdp in the lurd winter 
ofT.A. 1615. he had their nni"aries thrown out. Many can 
!"tcall his bimr WOtcH: "2lou IIMI S'MI1 in 11K wooJ.s sboo./J not lid INst 
wIloJo ","tile for IKlp."Subscquently, n:utions with the Daen went 
ITom bad 10 wone. After the ensuing famine, the Daen started 
to I"C'gard the Gondoriaru with new eyes. and the $lJbscquent w 
incrc.ucs confinned mauen. The Dun wen: being uploited 
:and unjustly treated like sccond-cl.us citizens. 

In T.A. 1628, Turgon died. and w.u succeeded by TUrin. 
The new<omc-r tried to improve I"C'btiolU with the Darn, but 
flOW they Wnl: hosrile towatcH the Gondorians, and his friendly 
gestures wac regarded .u tithc-r a lul"C' or a weu.ncss to be 
e:tploited. In Gwirith, T.A. 1631, two (oU inspectors dwp
pured while mveling the mountain valleys, and in Ccrvcth of 
th.IIUnle yur a wandering huler w.u killed. TUrin decided to 
investigate nattcnl funhcr when spring came in T.A 1632-

L..ocaJ Daen organiution w.u something of .1fl udlUive 
danocncy. The hudnun of a village w.u elected by the 
headmen of the more imponant familics.ln T.A. 1623, Oravai 
w.u clected hcadnun of the village ofDuvlin. He w.u chosen for 
his physical prowess, .u well as his well-rounded .1fld fierce 
criticism of the Gondori.1ll oVC'rlords, whom he c.al.led "sl.1ve· 
masten." 

Ouvai continued opposing Gondor.1fld the injustices that 
befdl the Daen, nainly by helping those who ran afoul of 
Gondor's tn authorities. He aUo gathered many young war· 
rion, and created hi, own personal guard, something no 
hudlfWl Iud had for more than a millennium. Cravai also gOt 
into contact with Datn tribes in other p.aru in Gondor, though 
these, not suffering from Turgon', unjust policies, saw little 
rc-uon ( 0 listen to Mmat Lebennin upsun, who COllUlOt even 
spc.tk Dunacl" 

Orayai ,taned throwing his weight around loc.al.ly, and by the 
mid-winter gathering in T.A 1628, he .usumcd the title 
MOveriord of the Valley .. " It w.u a title without subsunce, but 
it proved Onni to be the most influential Dam in Lebcnnin. 
He also continued to make conU« with discontents ITom other 
paru of Gondor. 

In euly T.A. 1630, Oravai w.u visited by Ostoher .1fld 
Aranl. two Umlnn:an brothen. Claiming to be rcprcsenutives 
ITom the Council ofCapuins to the "Kingofthe Valleys," they 
brought gifts and were welcomed as guesU.1l Cravai', home. 
Rather cunning. the brothen fed Orav.1i's inbl"C'd rashness and 
ddusions of grandeur. In the following year, the Dacn chased 
away Gondori.1flIT:lYclcnI. Two Ult inspecton were ambushed 
.1Ild killed, a w.1fldering healn" killed, and merch.1flu were 
hara.ued by Cravai's young houpun. 

Promising the help of Umbar, Ostohn" .1fld Araval now 
advised Coni to raise the b.1llner of rebellion, so chat the Dun 
once again might become frte men. ThtI"C' wue a number of 
youngsten in the valleys who despised the GondorUru, nainly 
bcc.ausc new army policies had caused the disbandment of many 
Daenskinnishercompanics. On the other!und, .110( of elderly 
thought that a n:bellion against Gondor would be pun: folly. 
Aher.1 careful mustn", Cravai would be able to uke some fivt 
hundred. well-equipped warrion to battle. After an initi.a.l 
succcs.s. mat number might be doubled. 

Onni, the focus of chis whole conflict, began to rulize that 
he was caught betw~n the hammer and anvil On the one lund. 
he Iud built his n:puution as being.1fl outspoken .1flti·Gondorian, 
but this had been mostly tmpty bluster. Ifhe backed down, he 
would be ovenhruwn and po"iblykillcd by his young warrion. 
On the other hand, ifhe continued on the path he had chosen, 
it would evenrually Iud to confli ct with Gondor; and Orani, 
while not wise, realized what the king's anny would do to the 
Daen Y,lIeys. He was becoming more .1fld more inscCIII"C', 
desperately looking for a way out, .1fld finding none. 

11.2.2 THE NPCS 
ORAVAI 

Oravai is learned in Daen history and culture, .1fld comes 
from one of the wcalthiest families in the upper ~Ios valley. He 
is deeply convinced of the Gondorian lotcH' injustices, .1Ild 
hOllCStly believt$ that an independent Daen n.1tion wouJd farc 
much better. Fint of all. he wants tM Dacn to become a mol"C' 
lUlified people. Although respectfuI of their independent ways, 
Onvai hopes to bind thcirquamlsome families and tribes into 
.1 noble confederacy. He found mat the best way to achievt this 
F is to unite them against a common enemy ... Gondor. 

Too late. Orani now finds that his words of rebellion and 
independence have turned into a realiry he cannot Iund1c. But 
he is still very conscious of his honor and will not back down 
ifhe feeu tlut it is thratcncd. Cravai h.u had some thoughu of 
a glorious way of ending his problems, imagining hinudf in 
ITon! of hundreds ofDaen w.1mon, charging the vasdy JlIpcrior 
Gondor anny, doing deeds of great valor, before dying a dean 
death in battlel The only one to whom Oravai has confided his 
doubts is his wife of ten years, T ughaibh. 

The first imprelSion of Oravai (age 35) is one of ,ize. 
Sunding 6'3" .1fld weighing 240 Ii», he i,.n impl"C'55ive sight. 
Long curly brown luir, often braided into a pony rail,.1fld large 
intense brown eyes and .1fl open face give Oravai a pleasant 
attitude. His voice is mellow, but can be raised into a roar. 
Onni Iw the habit of speaking sttOng word" without consid
ering their cons.cquenccs, being fond of dr.un.1tic phrasing and 
enggrrarions. 

TUQWIH 

T ughaibh is Cravai', wife. She w.u n"WTied to him ten ye.1n 
.1go, and has since stood by his,idc. Since Tugluibh h.u always 
been very close to Cravai, he h.u confided hu growing doubts 
to hn-,.1fld she has tried to usc his :uuiery. She hu encouraged 
him to stffi" clear of armed I"C'bellion, but all such attempts have 
been swept away by Crani', impetuosity,.u well as the guile of 
the Umlnrcan brethen. 

While Tugluibh would do almost anything to sec her 
beloved husband we and frtt from doubt, to become again tM 
good-humon:d hc.tdman ht once w.u, she is still a cbughttr of 
hC.1dmcn. She will never compromise her or her husb.1fld's 
honor. 



At age 29, Tughaibh is 5'3". s1tnder yet full-figured, with 
light brown hai r, and dark brown eyes bordering on b~k
without doubt, the most bt:;utiful woman ofDuvlin. 

OsTOHEll 
Dnoher is a memba of one of the minor noble families of 

Umbar. A dedicated pattiot, he has served in its navy, and has 
raided Gondor's coasts several times. H is socw skills and quick 
thinking nuke Ostoher a perfect tool for the daring mission of 
creating unrdt in the heart ofGondor. 

He was disappointed whm he first met Oravai; inst~d of the 
true rebt:1 he upected, he found a loudmouthed giant who only 
f['Q~ of rebt:llion. Together with his brother. Ostoher has since 
worked hard on slowly pushing Dravai, step-by-step, into a 
position from which there is only one way out: armed rcbt:Uion. 

Forty-five yurs of age, Ostoheris 6' and pcwtsseJ amuscular 
yet wiry build. He gives an impre.uion of attentiveness. His 
almost shiny, black eyn and open face suggest that he is always 
aware of everything around him. H e wears his slightly greying 
hair short, mlphasixing his pleasant, anguLu, un~rded ap-
peannce. 

MAYAl. 

Araval has also served in the mvy and seen action again.n 
Gondor. Where Ostoher is dashing. Araval is practic.aI. It is 
with his hdp that Oravai's followers have hccome organiud 
into some kind of effective fighting force. Arava! has also 
organized supplies of both food and wuporu, pmly finmced 
with Umbarcan silver. In the couneis, Onoher spew many 
words of emotion, which Arava! thm baclu up with a few words 
of reason. 

Araval is four years younger than Onoher, two inches taller, 
and not as good looking. Still, they bt:ar a $trong funily 
resembhnce, and it may bt: hard to tell the brothers apart at a 
distance or if the light is poor. 

THE YOUNG WARRIORS 
The young warnors that follow Oravai have through him 

attained status that fa rsurpassc.s that usu.al.Iy given to youngsters 
in the Oaen society. For mOlt of them, Oravai is their I~dcr
wiser, stronger, and braver than the greybeards-and they 
respect and fear the mighty wllrlor. Since the young warrion 
have no upcrience of"bf:nevolent Gondorian rule, their mistrust 
and hatred for Gondor is somewhat justified. To be a fully 
armed warnor in service to a great Oaen lord is the highest glory, 
and many long for the war in which they will win fune for 
themselves and freedom for their people. 

One must not think that all of the young people share these 
view,. Those omside Oravai's retinue, cspcci.a.lly those who have 
traveled in Gondor, realiu that an insUITection would bt: 
doomed. So, while dislik.ing the legate's treatment of the Oaen, 
they do not regard swords as a feasible solution. 

THE EwER.S 
The typical Oaen cider, with a seat and voice in Duvlin's 

counciu, is the head of one of the important families, a position 
he has won through age and experience, rather than physical 
prowes.s. Patience, clear thought and honor arc what confers 
status among Daen. Almost all the dders have come to dislike 
Orllni, whom tIley regard mostly as a loudmouth that has not 
achieved anything for "the people" (meaning the elden). That 
they gave way and let him take the tide of overlord still rank.lCill 
then!. The ciders have little love 100t for Gondor. 

l..EGA.TE TURIN 
TUrin was selected as legale foe his social skills and his open 

and friendly manner, having proved himself capable through 
rdtoring order in one of the mining distticu in Anfalas. Beyond 
this, the main cause for the lord's choice was the need to get the 
Cdossien govcmmcnt back. in working order. 

No GondorWi luder knew of the cztmt of the Dun 
problem. and when T lirin discovered it, he was shock.cd. TUrin 
knew that something had to bt: donc-and quick.. for the We 
of the Dun themsdvn, and for the security ofGondor. TUrin 
knows that scriow unrdt must be avoided. yet he is reluctant to 

rdtore order by sending in troops, and wants extensive facts 
about the leal political sicuuion bt:fore using fora. 

At 45, TUrin ~ young for the important post oflcgate. His 
~rly rUe C2lI bt: attributed to his skill and tcmpcnnent, notMly 

gift of great hanclsommess or stature. Outwardly he is an 
average, or even sma.l.J.Uh, man ofDUnadan blood. Black.-hairuf. 
slim, and grey eyed, he stands around 6'1" taI.l He has some 
knowledge of Dam culture and, during his stay in Anfalas, he 
learned Ounacl. 

11.2.3 THE SETTING 
The gamemaster can run the adventure at any time in 

Gondor's huml}'. Whalever the era, however, Cclassicn will 
haVt expcrimced a period of twenty years ofhard rule followed 
by a few years of more bt:nevolent rule. If the adventure is set 
bt:twetn T.A. 18 I 0 and TA 1940, whtn Gondor c.ontrols 
Umbar, Ostoher and Araval p~ly reptcScnt the Necroman
cer or some powcrlUl H anac lord. The adventure C2lI bt: 
rdocated anywhere in the more o;ivilizcd parts of the Era! 
Nimrais. 

DUVLJN 
(Du. "Darkmere") 

Duvlin ~ in the Cilin valley. which runs basically west-cast 
along the springs of the Cclos. The riverruns through the village 
and waters its surrounding. Duvlin is rcached by a ~ that 
follows the river. Upriver, the village has mOlt of iu gruing land 
in the higher valley. It consists of twdve famu, three of which 
arc larger than the average (the largest bt:longing to Cravat) 
together with a tavern, a smithy, and a weaver. 

Oravai has added a large stone hall to his farm, whcrcin he 
holds h~ ccunek He is very proud of this spectacular (at lcast 
by Oacn standards) improvement. He has strcngthmed the: 
village palisade, added a deep dike on the outside, and two 
wooden towers beside the gate. This, while not mak..ing the 
village notably more defensible, definitely givn Duvlin a much 
more warlike look. than the neighboring villages. 

There is no ordera! patrolling of the eOWllY)'side. but the 
Wllrlors enjoy riding out now and then, and they know the. 
surroundings very well If the player characters deedeon a sneak. 
mac.k., it will bt: vety difficult to hide a camp for long within 
three miles ofDuvlin. 



11.2.4 T HE TASK 
The play~ cm.ractcrs an: inSfluctcd to bring Indt ~ much 

infomucion as pcwiblc on what is happming in the mountain 
vallc)'J. and preferably try [ 0 find out what Oravai and his 
followCO' a~ up 10. The miS5ion might be limited to scouring. 
listening 10 rumors, and eavesdropping. but the advcnrurc win 
probably be more fun if the player characters an: encouraged to 
a[klnp! to work undm:ovcr for a long time, and arc: givcll $Orne 
manw.te for independent action (10 negotiate with Crawi, for 
uample). Tunn, howcvu, is a l1WI of high morais, and win not 
W'lCtion a.uusilUtlon as a tool to :achieve aim. Turin is abo 
I.wm: that an USUSilU[ion thaI is in any way linked to Gondor 
_ld be highly (()UllIn-productive. 

STARTJNCi Tl-IE PLAYER. CHARACTERS 
The pbycr chan.ctas art. known to Turin or to one of his 

advisers and when tht: nud (or infonn.llion-gathcras ( i.e. 
tpies) Jurfaces, they arc an obvious choice. Thcy arc contacted 
by a reprucnt.illfivc of the ltgate. and arc asked [ 0 come to his 
office. 
Wh~t the Irg~te says to the pl~ytt charaaen is most of what 

is outlined in the b~ckground (with the nceptioll ofinurnal 
Daen m.atun, such as the Umbarun preltoce. or Onv,u's 
growing doubts)' Turin s«s Onni;u a cunning relxlluder. 
He knows of, and admits to, T urgen's shortcomings, uying 
that his pr«lecU50r's policies arc the main QUI< for the CUlTent 
problcnu. 

Alos 
The Irgate gives the pl~yer ch~racten the necessary equip

ment and funds for the mi"ion. If a substantial sum of money 
is needed, the playtr characters will get it; however, they must 
laur give a detailed report on how they spent the money. The 
player ch~racten must decide on suiuble pcnorw to adopt. If 
necessary, the leg;lte fumiJhu the playa char.acten with an 
appropriate fake background (e.g .• by declaring them to be 
outlaws forroblxry or something). The player characttn main 
.ud in theirencounlen with Onv,u's people will Ix thtirskill in 
listening to people. and in discovrnng who is on whose side 
(and what the sides really are). 

ORSTAQ.ES 
Mon of the Daen will do nothing to help Gondoriaru 

(usuming the playercharactcn ~re identified assuch)and many 
wiU be Otxnly hosti le, so it will be difficult to get information. 
If the player ch~rxtcn are unmasked ;u spies. the situ.ttion 
might tum really nasty. 

All Lehtnnin Daen we their concept of honor very seri
ously. It is vinuaUy impossible to persuade a Dacn to do 
something underhand«l. no muter how Ixneficw it might be 
to everybody. Even those: instrongw opposition to Onv,u will 
do nothing behind his back. 

OtrrCOMES 
The main n:wanl lies in solving a difficult and dangerous 

conflict with little or no violence; ususinating Onvai will 
achieve nothing ncept inciting every young warrior to ann«l 
relxIlion against Gondor. If succu.sful. the player chancttn 
will gain the friendship of the Irgatc and receive the gratitude of 
the whole government of Lebennin. Accordingly. this adven
ture might very well lead 10 others. If a financial n:ward is 
dcun«l necessary by the gamenu ster. the Irgate has no rcaJOn 
to be niggardly. but the gammustcr decides the scale of 
getlerosity, depending on the ~~gn. 

11.2.5 ENCOUNTERS 
Then: arc only a few cncountcn outlined in this advmrun:. 

Othu meetings might rae place. but thcse. to a very high 
dcgrtc. depend on the player c1unctcn' actions and cannot be 
pm:lictcd. The playcrch~ractcrs might attempt to learn more by 
joining Oravai's group. or they might be conum with eaves· 
dropping on an important meeting. 

.ENTEluNG DAEN COUNTllY 

If asked, Gondorial1S tcnd to speak with little love for the 
Darn. Mcrchanu tell of hostile erearmcnt. and how no une 
mdu will u:ml the valleys this yeu. Fannen might tell of 
haughty warrion riding through their fields. The genaal senti
IlKrIt is one of dislike of the Dolcn, and mrprisc oVct" the change 
thar has come over them during the wt few yun. 

When the playa charxten enetT Dietl territory, they fint 
fed a general hostility towards them, and m.ay hear whispered 
words of "southern pigs~ behind their backs. w:eive poor 
trutmrnt in taverns or shops. get pushed around in the street, 
have water rcfused 10 their hones at public wells, etc. Sooner or 
latu. they will be forced to declan: what they arc doing in the 
valleys. This is only valid if the playadur.actcn look Gondorian. 
Du n or foreigners (NoMrmn. Handrim, etc.) will Ix trcat«l 
with no hostility. but win.llill have to give" n:ason for hting in 
the valleys, even though the questions arc put mostly out of 
curiosity. 

EmEIuNG DUVUN 
The village gates arc open during daylight. butthetowcn arc 

manned by 2-5 warriors. night and day, who challenge all 
strangen. Sm.ngus must have a valid n:ason for enlering 
Duvlin. Gondon-ans will be chased away, unless they can 
persuade the guards that they arc fugitives or the like. Otha 
stnngen might be let in. but willbeclosely watched. unless they 
have a good f("ason for hting there. 



THE CouNcu. MEETING 
Thit and/or similar encounters O1.Ight to give the player 

characters a good pic~ of the overall situation. There is talk 
of anned rebellion, but it it unorganiud. Most youngsters~em 
to be in favor of war, and Onvai it thei r undoubted leader. 
Oravai is advi~d by two Umbarean brothers who seem to have 
his fuji confidence. At the counci l. all speak Westran, but in a 
distinct dialect that may be hard to understand for those who 
have not dealt with the Danan Lin before. 

The meeting startS with a unruly discussion of the situation 
in the valleys. People rise and speak without any agenda, though 
they rarely interrupt each other. Now :md then, someone asks 
for clarification, or argues a point and then a heated discus.sion 
startS. This takes about an hour. After that, a young man rises 
and speaks about the need to fight the Gondorians for indepen
dence. Then an aged man rises to speak.: 

"Lis'tII, all of llis to • .",il::!"" allln"'" 'IV, anJ Inow lb., I baw 
honor anJ """al,b. lull:!"" nOI '0 tonli"", in ,bis ,asbnm. Maybt a 
"',,«won! for II Is ,,,,,In,SJ. Wt b.w bttt,J ""'''.Y sptal of IbaYIIs JCtII 
by ConJorians, anJ I agm: mwtb .. njoul barJJbip b.s Mn pIMtJ en 

,''' J-ikn of ,''' D"m. Bul WII r i, "",Jnw, "nJ 10 sptal of i, in 
"'PJ"1'f of lhou two) [pointing at Onoher and Araval] is 
Jis/,gnO'. 

'7My &ow ingra/iQuJ ,bmutlVlJ inlo ,''' ,",,1 of 1"" bt.J.,.,.n wilb 
/,gnlJfJ wrrrJs 4nJgifll, b..lloe>l., ,bmrgrinnin:, II' mizb, /'" ;.,ul 
grin wlltn IN b.J tIIlirrJ ,IN Jogs 10 4/1arl tIN UDn '0 Jr"w il Q'MlyJmn 
i/, prtJ. J4ruls I r~1I ,brm. K'b.!1 low baw ,btyJor ""f proplt? DiJ 
1ID11"'if Qnrrstors SlIlrt. blooJJrlvil 'Mlf, bttaJU"ht LorJ ElJr,r.f 'Ml' 

nOI P"rt m""J, lis mclixr no' hting of WISlttTltSU-? So, I aJviu-yow 
Or~wri, ,b., if p ron,In", )'OW,,,,,,rdJ IllWIIrJs "",r, _ub lIN JWOd, 
al pf b.rllll _11111 t/,gu- in J,""nl of Y""-" 

The aged man sits down, and tunnoi l startS. Some support 
the old man, shouting "A]4", i,'s I'" ,,,,Ib, ht sptaL witb bonO', " while 
others oppose him with words of "Sbo,IIf, /0 ins"bgo<lSlS. "Some of 
the younger people openly speak against him,;rnd call him fool. 
Then Araval rises and speaks: 

"1 Jo nOI lbinl/ba, tIN benord OJo mnlnl ~ ny im,,1r with bis 
wrrrJ,; '" onry spolt w,'1b Iht "",..,..,1 prik of ."nnw ptcpk. Ylt I,"lUl 
spta14gaiml bim. WI bt"rJ tba, I ~nJ my bro,h« NW bten tn,uing 
Ol"llwi. Do yoo "airy tbinl ,ba'.gm, htaJm4n _IJ bt jooltJ by 
us? Is i, no/ ro, OrJfWli? H.w _ mlirrJ yow? Will nOI JI!"Walt _l"inll 

QnJor ~/_ys in:!",,' htaflr 

Oravai pushes hit chair backwards with such force that it u 
overrumed, and roau: 

"l-zb worJs, I b.", ItJ ,bt JI!"WJtIt .gaim, QnJor'llcrh Jor 
rnAny yWJ, «nJ I will nOI baw ,b., bonor IIllm ~_y Jrom nit. lj 
anfl'U "'1iNt1 lbal I ~m ~ P"pptl if ,btlt two, sbtn sptal nQW or bolJ 
:!"" f 10"F J~r." 

The haU is deadly quiet. Noone chailengesOnvai, who once 
again roars: "So Itl JU now ~* of morr imporfJlnl "",11tn"." 

A chaotic discussion ensues, with little order and several 
speaking at (he same time. Some adl'OCate ambushing the king's 
officers: others, of robbing merchants, or raiding farms outside 
Daen territory. The more moderate speak agairut violence, but 
agree that total rcfiual of aU wcs could be the nut step. N either 
Oravai nor the Umbarean brothers take any part in this 
discussion. 

After close to an hour, Oravai rises and speaks again: "Itwlll 
yow Jor Y""f ""'ny wiu- wrrrh. I will now min, but yow .,.,.y Sl.y bm uJ 
'" m<fry." At his words servants any in large tankards of ale, so 
that drinking;rnd discussioru continue on for several hours. 

ORAVA(S TRUE FEELINGS 
It will be much more difficult fOf the player tharacters to get 

some infonnation about Oravai's true feelings (i.e., that he it 
afraid of war, and is looking for a way out). There arc several 
ways for the gamemaster to hand out this information. 

The player tharacCfI"S may in some way gain the complete 
trust of one of the elders, perhaps by saving his grandchi ldren 
from an accident when they arc playing in the forest, and thcn 
be told in confidence that: "11m il J""bl in Or"",,;'s m,'nJ, l!now 
;1 ...... lt HaJ'" krikJ on WIIf, tIN" _/J bawbtm 1m I.a, _nJ "",,_/J 
baw ""JJmJorlb 1As1".f ""IN 1.."1', H<;I no' <"lIlin." 

Another way of gaining this information it tospy on Onvai 
and T ughaibh's bedchamber, and hur the couple discuss the 
troublesome tim<'.S late at night. 

In a village some distance from Duvlin, the player charatten 
may meet Indor, a drunken ( non-Daen) u-servant ofOravai's 
household. He tells his life's Story for a pilcher of wine. Indor 
holds a grudge against Oravai, who threw him out because he 
was not a pure-blooded Datn. H e tdls the same $tory as the 
Daen cider, but in much ruder words. Indor claims that he 
Knows this because he listened at doors at every opportunity. 



His ramblings .ue sprinklcd with comments like: "Ntwr .1:.,_ 
"'*" if u ><+'10 hI_ -'''''"1 ... u"J,.f 1.1-" uJ." Aftru. while, 
me pb~chanctcrs nuy realize that ~ mo~ prolnble reason for 
his d.ismimJ was theft and drunkcnnU$, and they nuyquestion 
the cn:dibiliry of his story. 

11.3 ADVENTURE: 
FRUlTS OF LOVE 

This adventure is Jet in Huithilien, at some point uter thc 
Kin-Jlrife (T.A. 1432-1448). In it, the pl~ycr du.r:.cten an 
intrOduced, for good or for bad, to the nobility of this region, 
Jcveru of whom can mce their ancc.soy b~ck to Nlimenor. 
These enjoy a special po$ition among the rut of the nobility, 
and ~~ coruidered the finest of Condor's ruling class. 

1I.3. ! A TALE OF LOVE AND LUST 
Gundor is the head of the House ofElemir, one of the most 

rupected families in Harithilien. which can claim an almost 
pure heritage from the F;a.ithfuJ. The family also survived the 
Kin-strife without being caught up in the J(hnnu that de
l'OUre:d so many othen: after the end of the Kin-stri fe, it was 
more: powerful than eveT. 

As new noble families entertel the scene, the House ofElemir 
looked down on them with contempt, openly declaring that 
they would not deal with these upmru, tither in bwines$ or in 
other nuttcn. This _ uktn very seriously by the other 
families, and h.ush words ~e spoken on both sides; but the 
House of Elemir srubbomly stood by its word. 

For the House of Gl6rd. which had received its tide and 
eslate as a reward for its loyalty to Eldacar during the Kin.strife, 
this tfutment had always been a fact oflife. It had proved its 
worth, and had been jusdy re:warded, but would alwaY' be a 
newcomer. and the nobles of old would a1w~Y' look upon it;u 
a I~r member of their cWs. This was a &a of life, as natural 
u rain: but for Ragnir, a young noble ofGl6re:l's line, it wua 
thorn which he could not acCcpL The moruo, beausc he was 
in love with Gundor's daughter. 

Twenty yurs ago, Gundor's wife gave him a beautiful 
daughter. Gundor gave her the name ofGilweth, and trcuurcd 
her above all else. A3 she gn:w, it became app.trent t~t she was 
indeed a very beautiful woman, and legends about her grace and 
ch~rm were whispered all over Harithilien. ru she reac;hed a 
sui t~ble age, her would-be suitors waited in long lina at her 
father's door, ming for her lund in marriage. But Gilwcth', 
hmt was a1rudy won. In her youth, Gilweth had spent her 
summen in the Emyn Amm, where she met and fd! in love with 
a handsome young nobl( named T uor, only a year older than 
she. They were betrothed with the bles$ings of both their 
fathen. 

Ragnir knew from the beginning that he would ~w no 
thance of winning Gilwuh's low, because of her father's 
opinion of his family, so he did not $Cek to declare his low to 
her. But Ragnir was certain that if only he could spc:nd some 
tim( with the object of his love, she would lum to lov( him for 
the man he was. When Ragnir lumed of the marriage, a cold 
rage descended upon him, and he began to draw up pbns to 
abduct the bride-ta-be, and to bring her to his own home in the 
Emyn Amen. 

'Thcrc:, in a simple to~, nornully used only during tht; 
hunting season, Gilwm would lum ofRagnirs low, and Icarn 
to love him in tum. And if she would not submit to his will, no 
other man could h~ve her. But Ragnir could not perform this 

deed a1one---the rislu were: tOO gtUt should he fail. and he 
feartel that he would be recognized as soon as he entered the 
Elemir lands.. Thus, Ragnir decided 10 hire: sell·swords. 

11.3.2 THE NPCS 

GUNDeR 
Gundor is Ihe hud of the House ofElemir and the father of 

Gilweth. He is also the mOjI powerful individual encoul1tered 
in this advcnture. His wife has givcn him four childre:n---thre:e 
soru, and Gilweth, the gem of his lifc. He firmly believes in the 
old mdilions, and has brought his childrcn up a((ordingly. 
Although h( is a busy man, he tries to spend u much of his time 
as possible with his children. Gundor is known in HarltNlien 
as a caring and loving father who would by down his life ( 0 uve 
his childrcn. 

In this ~dvcnturc the pbyer characten can encounlerGundor 
in one of two situ.uioru. Fint. they an take Ragnir's side and 
fry 10 abduct Gilweth. In this case Gundor will sec them as 
vennin to be destroyed, and he will usc all his powtrs 10 punish 
ordcsuoy them. Second, they may take his side against Ragnir, 
in which cue: Gundor will sec them ;u mercenaria, employ(d 
to take orden and, most importantly, rislu. If the player 
char~CI(rs wish to convince him of their skill in handling the 
silWltion they will havc to show some son of indication as to 
thtir status. utten from renowncd masters or nobles will 
convince him of the player chatacters' abilitics, as will convinc· 
ing speeches. 

Gundor is an intimidating man. measuring 6'SM from head to 
toc. He has broad shoulden and a powerful build, clurly 
showing yurs of physical tnining. His hair is silver-grey, but his 
features sharp ~nd strong. His eyes au hard as steel. ndiating 
authority and demanding obedience. He is si~ty-cight yurs old, 
although only his hair gives a casual observer an indication of 
Gundor's true age. Hespeaks in a thundCTOlU 'lQic(, and alwaY' 
aeu as if he were: the undisputed le~der, able to command all 
pttscnt at will. 

Gn.WEnl 
Gilweth is the heart of this adventure:. She is a my, delightful 

creature. She u compauionate and believes in the right of all 
creatutcs to live and prosper. Those whocan win htrconfldence 
and trust find her a livcly young woman, full of laughttr and 
innocent pnnlu. Sut she is also her father's cbughtcr, and can 
exhibit many of his traits at will She is well-educated and a 
capable woman, somcthing she will be anxious to show should 
she be put in an awkward sitwrion. 

If htl' fathtt would be put in any sort of dangtr, Gilweth 
would gladly sacrifice her life to uvc him. $h( is most anxious 
!'lOt to sec him hun. Htr brothen au also encompUSfd by this 
strong feeling for tht; funily. Ap.trt from her family, Gilwcth's 
love is dire:cted towards the young noble, Tuor, If the playtr 
chancten abduct Gilvmb from her wedding. she will S« them 
as rogues and bandits. She will cry and try to talk them into 
letting her go. If they w~m hcr fathtr of Ragnir's plaru, it is 
unlikely that the playtr char:r.ctcn will meet her. 

Gilweth is a beautiful. young woman of twenty yean. and her 
grace and charm have set many a young noble', heart on fire, 
Gilweth hu inherited htr height from htr fathtr, being ncady 
6' tall. HtI' build .is slender as a willow, and htr golden hair 1l0WJ 
in delightful curls over her slim shoulders. Htr skin ill gol&n 
and fair, so as to rival any Elf, and htrcyes au&rX, bottomles.s 
wells. Many young men ~ve drowned in those eyes. 



Too. 
T uor is the young noble who has succeeded in that which 

only others drum of. He has won the love of Gilwcth, the most 
beautiful young maiden in Harithilien. But thjj is nothing tim 
he tried do to, it simply happened. Now Gilwcth is the single 
mon important penon in T uor' s world. He is coruumcd by his 
redings for her and would. without haitation.lay down his own 
life, or the livcs of othen, for her safety. 

Tuor is a well-behaved young noble. At twenty-one, he is the 
youngest son in his family. and is therefon: Umlpt from the 
dutiful burdens shouldered by his elder siblings. He may live his 
life much as he wants, but has lumed (mostly from Gilwcth) to 
take responsibi lity for his actions. He has served for one yeat in 
the Poros patrol, when: he lumtd the basics of fighting. 

If the player chanders abduct Gilwcth, Tuor will crave 
revcngc. He will be flaming with the energy orhis young age and 
if involved in fighting he will attack in a fnnzy, httdless of his 
own safcty. If thc playercharactus IUU.i the plan ofRagnir to 
Gundor, T uor will ~ forever grateful to the brave advenrurers. 
His anger will instud be directed tow~ds Ragnir and his 
bandits. 

T uor is slightly shorter than his ~lovcd Gilwcth, but still 
taller than many lesser men. He stands only 5'10" tall, and has 
a muscu.lar. sinewy build. He still has a slight boyish look. His 
dllrk hair is of shoulder length. with unruly curls. His eyes lire 
dark. and bum hot with the fire of youth and love. 

RA"",. 
Ragni, is the viUain of this advenrure. This will not be 

apparent in the beginning. but as his plan unfolds it is easy to 
understand his madness. Ragnir is a handsome, young noble. 
He is the middle son in his fami ly, ~ing twenty.four years old. 

When the player characters first meet Ragnir, he will tell his 
talc and act as ifhe has been the victim in a cruel game ofIove. 
He will plead to the player chal'ilClers' sense of justice, and try 
to convince them of the jusmess in his cause. 

Afrer either the player characlers or Ragnir's b;mdits have 
abducted Gilweth, he will change personality. From being the 
concerned lover, he will tnrufonn into a haughty. ignorant. 
young noblc. He will pay no heed to the pleas ofGilweth,;md 
if the player characters arc plC$Cnt he will addreS$ them as 
peuanl$. If his plans should fail. he will break down into 
hysterics, and possibly try to kill himself. 

11.3.3 THE SETTINGS 
THE BI,..\CK Ox 

The Black 011 is a fairly popubr inn by Ihe road to Minas 
Ithi!. The 0", lies by the foot of the Emyn Amen, ;md is 
fnquented by travelers, merch;mts, huntus. and shepherds. The 
place is renowned for its fine selcction of wines, all produced in 
the ana. lr also serves fresh gO<l.t.milk every day, a feat nOI 
repeated in mmy omer inns around Gondor. The inn is oWlled 
by Bcregond, and his wife and daughters work. as cooks ;md 
serving maids. His only employee is the handy-man, who takes 
care of the horses and handles ;my physically hard. work. 

The Black Ox is also the meeting place for mmy of the young 
nobln living in the area. They arc attracted by the ale and wine. 
and by Bcrcgond's Ihree daughters. One can often heardrunken 
roars of laughter in me late evenings and catch a glimpse of the 
young men staggering home, boasting to their fricnds of their 
conquests. 

Three buildings make up the inn. The first of these is the 
main building. where the common room and the Iiving-<juancrs 
are situated. In a right angle from this stone building are the 
stables. Here, the stable-boy takes care of the visitors' horses and 
the horses owned by The Black Ox. The mild building is the 
sh~d when tools ;md omer equipment for the maintenance of 
the inn are kept. A small herd of goats resides in a backyard. 

THE ElEM1R EsrATE 
The estate of the House of Elemir is the largest set of 

buildings in the area. It was built before the Kin-urife, but 
exactly when it WaJ trccted is lou from memory. The estate is 
huge. and centered around the main building. Around mis can 
be found the stables, the winery and the house, of the sen'ants. 
The cluster of buildings is surrounded by a beautifully designed 
park where trees, flowen, and uotic bushes grow. 

N the marriage ofGilweth is due in a ~hort time, the whole 
family, from far and ncar, hOlS gathered together to celebrate. In 
addition to Gundor. Gilwcth,;md T uor, the estate is filled with 
guests from all over Gondor, and security is unfortunately lu. 
The garden is filled with people from dawn till dusk. 

In total, there ;u'C now twenty guards patrolling the cs!:I te. 
They do this in shifts (meaning that at any given time there will 
be five gwrds patrolling). Five others will be off the estate, 
spending their well·eamed money on amusements, and the WI 

that remain will be resting in the guard house, rcady to react to 
any a!ann. In addition 10 this, several of the guests arc w~lI
vened in fighting skills. Ten nobles will join in any commotion 
that arises, and will defend their host and his family at all costs. 
Gilweth lives in the eOlSt wing. which is usily accessible from the 
park (for anyone who com climb to the second floor, thn is). 

T HE H UNTING RETREAT 
The retreat is localed deep in Emyn Amen, and consists of 

an old tower, converted to fill the needs of a hunting party. It 
is fortified to withstand attacks from brig;mds. When Ragnil 
reaches it, he will either p<»t the player chancten as guards, or 
usc other sell-swords whom he has hired (in which case [here 
will ~ six guards and Ragnir's two faithful gWM dogs). The 
brigands will put two men on guard at all times, while theothen 
will rest. The tower is surrounded by low bushes and an 
OCCJ..:lionai tree. Apan from this, the arn is filled with large 
rocks. 

11.3.4 THE TASK 
The task of this advenNre is [ 0 weather the affair of the 

kidnapping. and perhap5 to cam the respect of some of the 
Harithi lien nobility. It tests the player characten' ability to 
detemline theiraUies;md their enemies. If they arc cardess. and 
act without thought or without gathering the COrTect infoona
tion, they will soon find themselves up a certain creek. 

STARTING THE PI,..\YER CHARACTERS 

The adventure starts as the player characttrs are contacted by 
Ragnir at an inn. He will either meet mem as they ent«the inn, 
or ifhe has met them on the road, arrange a meeting at the inn. 
Ragnir will t~U the playercharacten his talc of unhappy love. In 
this talc, Gilweth;md Ragnir an both very much in love:, but her 
evil and stubborn father has refused the young lovers a happy 
life. Instead. he has. by means of black magic, made the girl fall 
in love: with another noble. They are 10 be married tomorrow, 
at full moon. If the marriage fails to transpi re, the spell over the 
girl is broken and her true love will forever stand by her side. 



To accomplish this, tht pbyer chanctns must bRak into tht 
houK tonight, after dusk, wd abduct tht young woman. R.,.gnir 
will meet du:m ouuide the esute and show them to a hiding 
pw:e where they will be: safe from GilW(th's fathn, the evil 
$On:;uu. 

If questioned as to why R.,.gnir IWW the pbyu cl=xters to 
do the job, Ragnirtdlt of the thl"6l l Gundor has oVffthe peopl~ 
ofEmyn Amen. He himself would be: rccogniud the instant he 
entered the esute, wd no othu living person around would be: 
$0 bn~ as to hdp him. The pbyu du.nctcn arc his only 
remaining hope. 

N OS 
Once the playe:rcharacten hav~ made thdrdeal with Ragnir, 

they arc left for an hour, so that Ragnir can lend to some othn 
business.. This will give the player characters ample time to ask 
questions about the situation, and perhaps d~tcnnine the lew.! 
of tnJth in Ragnir's talt. 

& th~ people at tt.e inn have no reason to hate either the 
House of Elemir or of Gl6rel, they do not te ll any adverse 
rumors about anyof them. The House ofElcmiris praised, and 
Gilwcth will be: complimented ;u a very channing and ~autiful 
aurure. They also Rlate the Story of how she mether husband
to-~. Ragnir is dcscrih«l as w ambitious young man. He is not 
W(ll-known around these parts, and no one can say that they 
have Ken him wd Gilweth together. The Howe of GI6rd 
enjoys a moderate Rpuution. even though the Elemir attitude 
has rub~d off on the locili ;u well. 

OBSTACUS 
Dcpt:nding on whkh side the playe:rchanc:ters choose:. they 

will f;ace diffeRnt opponenu.lf they side with R.,.gnir. they will 
b.c pitted ag~nst T uor, Gundor, and their soldim:. lf the player 
cN.ncten decide to warn Gundor of the planned kidnapping. 
they may ~ hiRd to protect Gilweth. and will then face Ragnir 
and his bandiu. 

OtlTCOMES 

Ragnir will pay the player characters for thdr participation 
in the abduction of Gilweth. If Gundor can find the player 
characters, he will have them extOl ted for their role in the 
kidnapping. If they eKapc, he will put a price on their heads. If 
the playerchnacters decide not to hdp Ragnir and instead warn 
Gundor, the nobleman will reward them appropriately. If 
Gilweth is abducted and brought back by the playerchancten, 
they will Rcei~ additional silver. They will .uways ~ welcome 
at the Elemir esute. and are welcome to stay in the servant's 
quarten when visiting. The player chuactus will also am the 
etemal enmity of the Howe of Gl6rd. In any cue. the player 
chancteD' loc.u fame will soar sky high. 

11.3.5 ENCOUNTERS 
The player clu.racteD art frte to choose: whether to e.tpoM 

Ragnir's plans. or to carT)' them our.. [Xpcnding on thar 
choices. Iflt" ad~nture will ukl quite different turns. If they 
refuse: Ragnir', ofTer, he will hiR a band of rough adwnturcrs 
to carry out his evil Khcmc. In this casc, these Kll-swcnds will 
take the plact of the player characters in the cncounterSea:ion. 
The playe:r cN.tactUS may lend their ~d to Gundor, in which 
cue they take the place of Gundor's soJdim;.. 

THE AaoUcnON 
When the playcrchancters reach the es[aU, they will find it 

full of wedding guesu. ThUl is a party to cckbnte the wedding. 
;md all the guesu arc entcrt.tiniog thCIl\K[vcs.. Thtrc is a bard 
playing and many of the gucsu art cUncing. The guuds p,atrol 
the estate, but arc distncted by the party. 

The player cluracters hl~ little dilTiculry snc.1king into the 
house wd finding GilW(th', mom. Thm: they must wait until 
she goes to bed. and they will o~rhear a con~tion b.ctwccn 
hn and T 1JOf.ln the convaw.tion, the rwo '"'Y how happy they 
arc to bctogethu. and how it f«b as if nothing could go wrong. 
& a goodnight they hold hands for a while, and then dqnrt to 
scpan.te rooms, pledging each othn etmullovc. 

& Gilwcrh discovers the player chan cters in her room, she 
mes to serum. Ifhindered. she f~nu and f.uLl to the floor. If 
she is given time to sound the a.l.ann. Tuor will rush to her ~d, 
calling for the other guards as he in tum disco~ts the player 
charactm:. 

If all goes well forthe pbycr characurs, they are able (0 snuk 
OIlt through a back door. As they reach the edge of the estate, 
they hear a shout from the guards. They have ~en discowrcd. 
& they run for the horses, carrying the unconsciow Gilwcth, 
the guuds sound the alann and take up pursuit. 

& the player chuactcn reach the horses, Ragnir takes 
Gilweth on his own steed and motions to the playa charactus 
to follow him. They cN.rgc into the hilk Ragnirukes tht player 
characteD through valleys and onr ridges and they soon lose all 
sense of direction. In the dUWlCe they un heat the sounds of 
their pwsucn- Dogs bark wd wlfious men call out into the 
night. M the party moves on the sounds arc: lost in the night. 
Ragnirdoa not answa wy questions, and will not agrct to pay 
the playa- charactus any money for the job done. If they 
threaten him, he says that they will get their money as they reach 
the retreat. 

When Ragnir and the playercharact:us e~nrw.lly reach the 
retreat, he ordas them to guu-d the tow([ as he rnes to brm the 
spcll over GilW(th. Under no circumJlances will he allow the 
playerch.tractus to lea~. Only ifhe is defeated in icmal combat 
will he let thcm go. but then without thrir Rward. The Rward 
is hidden undu a loose board in the kitchen, wd R.,.gnirwill ~ 
ClrtTcmcly reluctant to FY the playe:r characters. Only ifhe is left 
no other .utemative to keep the player characters as guards will 
he give them their qUe!. 

If the playercharactcn try to t.uk to Gilweth afur they Rach 
the tower, they will find herdistnught and dcuc to hysteria. She 
pleads with them to Rle.t.IC her and Itt her go home. 1£ 
questioned, she will ttll the player thancten the true story: that 
she docs not know who Ragnir is. The playu du.ractm: arc only 
able to t.uk to GilW(th for a couple of minutes. If they linger, 
they will ~ discovrrcd by Ragnir. He will ~ thrown into a sUte 
of frcnxy and accuse: the offending playu dunctm: of trying to 
$teal his low. UnlCSJ gj~n an apology and a plausible ctplana
tjon, he will actually attaCk the player charactUS with his sword. 
If physically restrained he will c.um down, but will still demand 
w apology. After this. GilW(th will not: s]Xak to the player 
manctus again. 



THE DlSCOVERY 

At dawn the second day, the retreat is discovere'd byGundor 
and his soldiers. They spend the day scouting the Me.t. trying to 
detennine the size of the opposition .tnd how to .tttack. If the 
gu.trds stationed by Ragnir are observ.ant, they m.ty be able to 
spot the soldien. This demands total concentration on the task, 
;u the soldicn of Gundor aK utremdy c.areful. 

IfGundor lunu that he h;u betn spotted, he will attack as 
soon as possibk lfRagnir is infonned of the soldiers surround
ing the tower, he will go to Gilweth.and plead with her for the 
last time. A3 she dismisses him again. he shouts out hils anger and 
scremu that he will kill her by sunset. This will prompt .tr1 
immediate attack by Gundor. as the words aK audible to people 
outside the tower. 

If the soldiers ofGundor Me undiscovered by the end of the 
s«ondd.ty, they will attack assoon u the sun seu. Fighting will 
occur between the player ch;m.ctcn .tnd Gundor's soldien as 
Tuor tries to ruch Gilweth. Meanwhile, Gundor is locked in 
mortal combat with Ragnir which ends in the duth of the evil 
young noble. unless the player chaucrel1 intervene. While the 
battle rage$ below. Tuor will try to e$Cape with his beloved. If 
the player characters are capture'd. they are hound and g.tggcd. 
and taken back to the E1cmir estate. 

If Gundor md Tuor are killed. the soldiers will «trut. 
Ragnir will be ecsta tic md shout at the corpses. insulting them 
md revealing the truth about the situation. If the player 
chuacters try to stop him, he will tum on them. He will then 
take his dagger and proceed to kill Gilweth. If the player 
characters tum on him he will draw his sword and try to kill 
them. If they do not SlOp him, he will perfonn the foul deed. 
After this, he will tum the dagger on himself and end this mgic 
drama. A3 dawn approache.s theK is naught left for the player 
characters to do but to disappear into the morning mist. 

11.4 ADVENTURE: 
REWARDS OF GARDENING 

This is the tale of Calenorn the gardener, who finds a buried 
trusure' on the property of his employer. Gonmegil, the Squire' 
of Ossa men in Lamedon. The gardener hires the playercharac
ters to hdp him SCi:ure the treasure stealthily; or rather. to 
provide him with undisturbed access to it. since he wanu neither 
the squire nor the player characters to learn what he has found. 

11.4.1 A TALE OF 
AN UNEARTHED HOARD 

A couple of months ago, Gonmegil, the Squire of05S:lmen. 
purchased an old, rickety house adjoining the Squire's Quartcn. 
He had the house tom down and a stone wall erected around the 
plot of land. After some research among his acquaintance.s. he 
scnt for the Ithilien gardener Calenorn, hiring him to layout a 
garden .tr1d a small orchard for the Squire's Quouters. 

Calenom arrived in late swruner with a cartful of seedlings, 
his equipment, and other tricks and mppings ofhis trade. He 
ilUpected the silt, laid out plans for the placement of the various 
mes and bushes, .tr1d went to work, a.ssisted by a couple of 
miners. The gardener toOk hi$ tum too at the hard pan of the 
work, which led to something he would later wonder whether 
to re'gard as a blCS$ing or a curse. 

The old building site had been covered by a layer of fertile 
soil, thick enough for .til hut the largest saplin&,. One day, when 
the gardener wu planting.t birch u pling. c.alculated to in time 
become a sUtely tree and give.t pleaullr ,1u.de, he dug through 
the soil layer and into the old ground-surface, There, his showl 
struck something hard. He was not surprised, since town Jail is 
always full of the debris of centuries. Howevet'. he uw the 
$unlight glinting on something in the hole. 

The miners had taken their lunch break, .tr1d therefore no one 
heard Calenorn's surprised gasp as he pulled a handful of silWl' 
coilU from the hole. Some frantic digging re'waled more of the 
hole's contents; a tarnished. bronze urn, filled almO$t to the 
brim with silver coins bearing the portraits of past kings. To one 
side lay the lid of the urn. Pocketing his first grab of coins, 
Calenom sat down on his haunchell for a quick think. 

The treasure rightfully belonged to the owner of the prop
erty: Squire Gonmegil. On the other hand, the squire' knew 
nothing of this unexpected boost to his wealth. Calenom fclt 
that he had no reason to info"" the squire. and ilUtead decid~ 
to do what he could to make the treasure his oWll-what the 
squire did not know would not hurt him. The gardener sent a 
thought of praise to Y.tvanna. Valie of the fruits of the earth. 

Safely getting the treasure from its centurie.s-old resting place 
was. however, a big problem. To his dismay, Calenorn re'alized 
that it would have to wait-the miners were due back .tfIy 
minute, and the garden's only unlocked uit was through the 
Squire's Quarters. The gardener checked that no coins had 
spiUed OUt of the urn, regmfully re'placcd the lid, md set the 
birch upling squ.mly on top of it. 

When the miners returned, they found their boss neady 
patting the .soil around the newly planted upling. md made 
some jocular re'marks at the dutifulness that kept him working 
even through the lunch break. Calenom smiled nervously. and 
replied that "one must cam one's w.tges .... " 

The work with the garden c.tme to its completion without 
Calenom being able to remove the [re'asUre'. At night, watchdogs 
prowled inside the high walls to protect Squire Gonmegil's 
investment in precious plants of the south-lands. Gonmegil was 
highly pleued with his garden, paid Calenorn according to their 
conmet, and bade him farewell. But the gardener had a reason 
to linger. and something to think about. 

A CQUIRJNG PROFESSIONAL HELP 

In all his life, Calenom has not committed my more serious 
ctime than filching tree-saplings in other people's forests. He 
certainly has no uperience with nightly visits to private prop
erty guarded by dogs. He wants to get undetected into the 
garden. secure the tre.tSUre', j>\lt the birch sapling back in iu pit, 
.tr1d leave u si lently as he came. That way the squire will never 
leam that anything has happe-ned at all. But Calcnom has no idea 
of how to accomplish this. 

He has therefore decided to risk conUet with the pout of 
Gondorim society where people do things requiring a sense of 
professionalism. Oss.tmen is toosm.aU and off the ben en track 
to attract any s1u.dy dements. so Calcnom has ciriwn his cart to 

Calembd whct'e he hopes to find some reliable crooks to help 
him. He has no intention of sharing the treasure or even making 
its eJistence known to the hirding_he wmu to buy a service 
at a fiJed, preferably low price. 



The gardener understands dat any strangers in Ossamen :m 
bound to atmct a lot of utention-the town hasn't even got a 
ptopcr in~d rherd'ore plans to o~te in the night-time 
from a secluded camp at Sc:tmacnen, where privacy is insun:d. 
He docs not want to be seen and recogniud in Ouamen, 
especially not in the company of smdydanenu. He intends to 
mtet with the crooks at the Stones, make a reconnaWance visit 
to the town, dnw up a plan and then pull it off the nert night, 
met' which he hopes to ride off with Ihe t:rcasure but without 
the henchmen. 

11.4.2 THE NPCS 
CAi.ENoRN / "DENETHOR" 

Caienom grew up al a manor in Harithilien, the son of the 
squire's gardener. Talent, the skills lamed from his father, and 
kind recommendations from the squire enabled him to make a 
name and a modest living as an itinerant gardener ;among the 
noblemen ofHarithilien and southern Lcbcnnin. He is unmar
ried, since he has not yet made enough money to be able to settle 
down. 

The gardener is a quiet. alm<»t shy pef$On, who loves the 
tranquillity of his work. He is slightly taken aback at his own 
boldness in endeavoring to keep the uusure for himself. but is 
nrongly committed to the idea. The risk involved makes him 
ulTcmdy carefUl, and he has spent long hours at work weighing 
the diffennt possibilities. The smin on his nerves will be 
apparent to all sensitive playet' cnaractcn. One of his precau
tionary measures is the usc of the fUcudonym "Ckncthor." 

At the time of these ewnts, Caleoom is in his early thirties. 
He is a thin man of avenge height, with blue eye and straight 
brown mir just long enough to get into his eyes and gift him a 
slightly unkempt appc:annce. His clothes arc howcver of fine, 
no-fri lls make and show him to be a respectable I1Wl. 

SQuIRE GoNMECiD. 
An uperienced officer in his ble sixties, Gonmegil will haw; 

one of two possible badgrounds, depending upon when the 
adventure ukes place. lkfore the end of the seventeenth century 
of the Third Age, he will be a minor nobleman to whom the king 
has a.uigned the squireship of the almost humiliatingly iruig
nificant town of Ossamen. After the end of the u:venteenth 
century, he will have inherited the office from his father. 

Gonmcgil's life is a bit boring. The mines and the contacts 
with the Miners' Guild continue to run in the s;ame tracks as they 
have for several generations. The garden is an actempt to 
alleviate this boredom. 

Gonmcgil is shortish and pudgy, with grey eyes and a greying 
fringe of red hair around his bald skull. He has a penchant for 
fancy, colorful clothes. Othen 0.11 him "The Rooster,~ for his 
dress stands in stark contrast 10 the muted tones ofhisspousc
a contraJI akin to that between male and fmale fowl. 

11.4.3 THE SETTINGS 
During the adventul'f', the pbyer chuactcn will visit the 

towns of Calembel and Ossamen, and the mysterious Stones of 
Scrmaenen.locations which are all described in Sotd.6m. eo...lar. 
Dr uIIl The rul action takes place in and around the O$SMllen 
squire's walled garden, which is located behind the two-$tory, 
Calembcl-style building called the Squire's QuMtcrs. 

The garden is rectangular. h measures roughly twenty by 
thirty yards. An eight-foot: tall stone wal l stands on thra: sides, 
while the Squire's Quanen adjoiN the fourth. The wall is 
topped by sharp iron spikes. set at half-foot: intervals. 

The enclO5\uc is intended to be entered through a door in the 
ground floor of the house. which is locked at night. A nout, oak 
door is set in the garden wall opposite the houu:, and locked 
from the inside with a srurdy padlock. 

Since the garden is so newly laid OUt, it is not very imposing. 
A lot of puny sccdIings and saplings dol the ground in appar
ently nicely thought,-otIt patlCnu. The measly plants; offer no 
shdter or hiding-plxe wnatlOCver. 

Two noisy wuchdogs arc kept in the garden at mc»t times. 
except on the rare occasions when the lejuire rides out with them 
to hunt. The dOV are no sbvering war hounds; they are 
intended to alcrr their master of intTUders, rather than eat them. 
Their size and appeannce arc that of smallish shecp-dogs. They 
tend to be asleep at night, but have aCUle hearing and bad 
tempers when woken. 

Outside the walls are Ossamen' s narrow streets on two sides, 
and the single-story houu: of a miner f;amily on the third. The 
roof of this houu: makes a good. vantage point for studying the 
garden. People mow in the streets during the day, and a Guild 
patrol passes by the garden walls every second hour in the night. 

11.4.4 THE TASK 
The task for which Calenom hires the player characten is 

simply to get him safely and stealthily into and OUt of the 
squire's walled garden, and otherwise to mind their own 
business. If the playet' charv:tcn just do this obligingly, the 
gardener will be relieved and the g;amemasrcr probably fainy 

"""riKd. 
STARTING THE PLAYER CHAR.ACTERS 

This adventure outline presumes a player character group of 
traditional vagabond adventurerS, not exceeding four or five 
people. It is autumn, and the player characten are staying at The 
Three Kegs inn, a cheap and slightly sleazy place in Calcmbel 
This is the kind of place when Calenom uptcts to find 
breaking-and-cntning professio=ls. Thus the adventure starts 
in the time-honored manner, when Calcnom approaches a lTtt 
scat at the player characters' table at crowded wpper-time, and 
asks ifhe lTlay sit down. 

He introduces himself as Denethor. and CUti any inquiries 
into his profession and business short bydt.signating himself as 
a mvder, and changing the subject. His acCt.nl, however, reveals 
his Ithilien origins. He tries to size the player charaClen up by 
asking quutionJ, without making an inquisitive impression, 
and spends a lot of time discussing entirely different subjecu 
like the quality of the food., the looks of the waitress, and the 
sUte of current politics. 

If the player characters. as one would uptct, are close
mouthed about themselves and manage to seem upnicnccd. 
MDmethorM will quietly reveal that he is in the market for some 
competent and diso-elC pcnons who would like to aid a noble 
lady in a delicate lTlauer whik making some money. Not many 
player charactcn will resist this bait. If they show an intcrc.st in 
MDenethor'J" offer, he tdb them the following story. 



"DenethorN u in the service of an elderly noble-wol1Wl of the 
SOI.lthem provincc.s, whose name must n:nain :ueen:t. This lady 
is in her old age h~unted by memoric.s of her past, some of which 
was spent in Osumen. It secnu tNt in the nuidenhood of this 
lady, yean befon: she g<'t nwried, Yavamu blessed her and she 
bon: a child. Perh~ps this child was still-bom, perhap.t it was 
sickly and lived only briefly-"Denuhor" knows not, and 
much water has flowed under the bridgeofOsgiliathsince then. 

To this day this child rests peacefully in the motherly can:.ss 
of the Eanh, jun wide the Squin:'s Quanen in Osnmen, 
when: there is now a walled garden. The namdess noblewol1Wl 
has her mind fiud upon placing the bonc.s ofhet little child in 
the family vault and has sent ~~ncthor" to collect them. 
~DenethorN needs competent help in getting intoand out of thu 
lighcly guarded place, but the task is complicated by the need for 
secrtC)'. The honor of a noble lady lic.s in the balance, for thue 
nay well still be those in Ossamen who n:mcmber ccruin nmlc.s 
and events of bygone years. 

When the price is discussed he will ask the player characlers 
to nmle a sum. ~Dcnethor" has no idea of what they would find 
accep~ble, but he won't agrte 10 pay them marc than a total of 
60 silver piecc.s. When an agreement u n:ached, NDenethor" 
asIu the player ch;u-acters to meet him at the Stonc.s, outside 
Os.samen, at nightfall the day aft« their meeting. Thu gives 
them time enough to make the nine-mile joumey. The $tonCl 
an: found in the woods, off the road to the right ncar the mining 
town. "~nethor" sms.sc.s thar the player characters arc not to 
show thenudvcs in Os.samen, and that they should carry 
provisions and equipment for a night outdoors. They should 
also bring any contTaptions ncceBary for bn:aking-and-enter
ing in ~ silent manner. 

Theaccomplicc.s pan forthe night. "Denethor" goes directly 
to his inn, collects his possessions and rides off nOM in the 
night on hu can-hone. The nut day at sunset he waits at the 
Stonc.s, n:ady to lead his hin:lings to Ouarnen in the silent hours 
of the night, for a good look at the Squin:'s Quaners and its 
surroundings. 

Ams 
The Pes will probably prepare themselvcs for snious bur

glary, and indeed have to rely on the equipment they bring, plus 
any inspired scm:ngings in Ossarnen during the night. They 
may try to drug the watch-dogs, in which calle they might have 
to stalk the land in search of potent hem,. In temu of 
information they have the aid of "Denethor'," knowledge of 
Os.sarnen. 

OasrACLES 
The obstacles arc detailed in the descriptions of the squire's 

garden. No~~ the pasllages under the headings "Sc:ttings and 
Encounters. 

OUTCOMES 
If the player characters play ch~ir cards well, they will n~ver 

hav~ to confront the squi~. If, howev~r, the squir~ finds out that 
he has been wronged, he will react with an odd mixture of r.lge, 
pcrplCllity, and joy. Ossamen has not borne witness to such 
flamboy~nt crimes since the old boom-town days. Any seiu<i 
criminals will1N: tried in the Guild Hall (an event which wiU 
attract every soul in Osumen). and taken in triumph to 
Calembel to serve their s~ntences. 

What the playercharacrers gain from the adventure depends 
on whether they arc content to let "Denmor" keep hi.s 
mystnious findings or not. If all goes as planned, he pay, thnn 
according to the agreement, in coins which in daylight tum out 
to be hundreds of years old, and rides off into the night. 
However, unscrupulous player charactc-n nay well nali.v; 
Calenom's WOt$C f~an, and rob him of the treasure (which i.s 
about as hard u stealing candy from kids, in light of Calc nom's 
precarious polition)' In that case, the problem is instead getting 
away with the loot. 

THE TREASURE 

After Calenom plants the birch on top of the treasure, it 
consists of998 silver piccc.s, coined during the reigns ofEimii 
I and Ciryaodil. The names of thc.st kings can be read on the 
coins. Coins asold u thc.sc arc no longer in circulation, but nay 
be sold to a moneychanger, a goldsmith, or the king's minting 
house in a large city. The turn-out would be about 800 
contempor.lry Gondorian si lver pieces, since the coins have no 
value as antiques, only as raw metal. 

The urn is small and unadorned, with a volume of slightly 
less than a quart. Depending on when the adventure isset, it will 
have spent between five and eleven centuries in the earth, and is 
thus pretry brittle. The urn and its cont~nu together weigh 
about ,ineen pounds. 

The treasure was buried by an early Squire ofOs.sarnen at the 
end of the tenth century of the Third Age, when the town was 
larger and the mining-businCl' thrived. Life in Osumen arthat 
time was organi:l:ed in a somewhat haphuard way, and the 
town's officers were not always completely suited for their casks 
nor completdy honest. The treasure was part of the winnings of 
large-scale ~mbewemen[, and its unrightfuJ owner for some 
reason never managed to n:trieve it. 

11.4.5 ENCOUNTERS 

THE STONES 

Docile player chancten who do as they arc told arrive at the 
Stones at nightfall, and arc gre~ted by "Denerhor." He Cllplains 
chat the night is to be used for scouting things out. The darkest 
time of night i, still sevenl hours away, and during the wait, the 
surroundings will have mlple opponunity to jiggle the player 
characters' nerves. 

There u really no dramaturgical sense in actually sending in 
the Dead, but the player char.lcters should be encouraged to fear 
them anyway. Descriptions of the ominous Stones, hooting 
owls, half-heard keening sounds, and vague shadows outside the 
~ach of the fire-light will instill the proper tension into the 
player characters. 

THE GARDEN 
If "Dencthor's" p/:!.ns arc camed out, the pla~r characters 

will make two nightly visits on foot to Ossamen, the fint 
providing information necessary forthesccond. As longas they 
keep quiet and POSt guards, they will have no great trouble with 
[he people ofOssarnen---the Guild patrol typically consists of 
three burly guildsmen with a lantem, clearly showing their 
progre$ll through the dark town, and the rest of the people sleep 
soundly through the night. The patrol-men arc armed with 
shan swords, and wear leather armor. 

Inventive player characters will hopefully find some way of 
getting "Denethor" into the garden without a fuss. In the 
process, they will probably enjoy a good deal of fun. The 



gardc::~r dlt:n mu to dig out the trusUR and put it in Ol sack. 
ll'ithout the pb~ chancters poking their noses into his 
doing~d this is the wuk link in his pUn. A conflict is pretty 
Lhly to occur, and the gamarwkr is m~ed. to blow the 
whistle on the pb~r du.ncters if things gott loud, or if they 
ochawix b.eN~ without finesse. It might b.e pretty armWng to 
lntch their f"nn tic uape:, when IWf ofOssmtcn is suddcn.ly 
ame, dogs an: barking. and lights srut to show in the windows 
of the Squin:'s Qumas. lf you fttl that the paya' chaw:ters 
ha~ ducrved it, the urn might even break It an opportune 
tnOlmm, spraying the sUlTOWIdings with coiru to the cfunu.y of 
the poor burgan. 

II.S ADVENTURE: 
THE STOLEN MOMAK 

This adve:nture u.ku place It Methir on the Harondor cout, 
during the biggut markct of the year, when the town is 
overflowing with peoplc. Among the town's many visiton can 
be found a band of strolling players and juten; but mixed in 
with the generally honest traders, fuhcnncn, and farmers an I 
fcw, more sinister characters. 

11.5.1 A TALE OF LOST AND FOUND 
A few days ago, Naurudun, I H~ thief. arriwd in Methir, 

having been hired to pw: on I cmain document to I nun named 
Camulion. Scausc of the gmt infha of people. NaurudCln was 
no( Ible (0 sccun: lodgings lot The Quem ofEmmh, the inn of 
his choice; instud, he had to IUy It The Ranting Pony, 10 nthct 
cheap and rundown plxe on the JOUth side. The common room 
'II'U converted into I donnitory cwry night. from -'OII'ICtimc 
around two in the morning until people woke up, or uound 
noon. In the bustle and conlluion It the inn, NIourudOn lost the 
documcm that very fint night. 

The nut morning. the proprietor, Mclina, I soWlish, blond 
woman, found the document. Melina failed. to understand I 

word of it but, u she thought it looked. nice and important, she 
put it inside I hollow $tltuctte of I gnen MOmait. This foot· 
highsculptur't', prominently dispbyed. in thc inn. wusomcthing 
of I convcmorion pic« (and WIoS abo used U I ash-bQx). 

NauaudOn tried to find the lost iran u surreptitiously u 
possible, but failed. The next clay, CmtuIion arrivai The thief 
had Idi I message for Camulion It The Queen of Ernrdh (the 
lano:rcould afford the more expensive: lodgings), that NaurudOn 
was suying at The Ranting Pony; so Camulion immediately 
took off for The Pony. wmt in. had I bctr, and was rteognizcd 
by thc thief."ner which they both "went to relieve: thcmsclvu. " 

Whm Cunulion lelofllcd that NauMOn had 100t the docu
ment he was to hand over, Cunulion ordered the thief to rctrie~ 
the 10$1: ium "or cIsc." Unbeknownst toCamulion or NalD'Udtln, 
theirmccting was ovo:rhcaM by Findamir, one of the nablehands 
at the inn. who had been in thuuble, right nut to the outhouse. 
Findamir had heard their whispered. argument in H~, and 
immcd.i.atdy IUrtcd to Iistcn with more interest. 

Thc ~tahlehand learned. that the man suying at The Pony 
(NaurudQn) was suppmcd to have: delivered JOlmthing. but 
instead had leut the item. The other man replied angrily to this, 
saying. "Ewn Worm iI. bttlrr thitft!lo.1I JOM! AI /tUI lit Jomt'l last w6.u 
lit sw},! YOII bttlrr:n il!.tl YOIII.w", Ibm IAp , ',,4 d.m I motSl br off, 
for t.6.t's ..&n tbt mt tf tbt j",J nriwt. YQM I.ww lUll/I Ibm.. Thc 
important bits here (Findamir thought) wen: the time limit to 
Camulion's suy, and the clue leading to him--this other thief 
by the name of Worm. (Findamir WIS U!Uwan: that "Worm" 
was not, in fact. an accomplice, but ntho:rCamulion' s pet crowf) 

Findamir rtCogniud the thief IS otIC of the pcopk suying at 

the inn, but WIS unable to get I good look It the other IIWl, IS 

I quaml broke out inside the inn at that moment. forcing him 
to retum inside to help deal with that business. In rulity, 
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Fincbm.ir and his resident father. Pabndir. wrn Gondorian 
.pies on a mwion to investigau Haruu activities. (Thr IUnt,
ing Pony was a common ma:ting place forthe .hady, and a good 
.pot to pick up the odd biu: of infonnation.) 

It did not take too long for Pabndir to figure. out that the lost 
item wu sitting inside the Milmak. but he was too dow in 
getting at it; for during the same day and m:ning. Nawudfin 
also realiud that the document must han: ban put inside the 
sculpture:. (A lot of the gutsu could also han: figun it out. if 
they had only taken an intaw:. as Melina talks incusantly 
about en:rything. especi.illy thing. she considrn "nice and 
important. ~) 

SometitmduringthcdayfoUowingCamulionandNawudfin's 
meeting. two wild.looking Asdriags, a man and a woman. 
entend the inn. They wen drasrd exactly alike---haggy trou· 

sers, long.slitud Nniu, woolen poncho-U in MOtU bro'NJIS. 
They carried n:markably long swords (obviously inuncW to be 
wed while on horseback). En:n in thil environment, with iu: 
many tnn:lrn, they wert an unusual sight. 

The Amnags stayed at the door, as if qying to adjuJt to the 
gloom inside. and then strode detennincdly into the room. 
There was a hush whm they pasud. everyone getting the ftding 
that it would be uaandy unhealthy to inta:f'rrc: with the pair. 
They stopped at OJK of the tables at the back, .... hrrc: Nawudfin 
was lUted by himsdf. 

Naurudfin was visibly shaken. knowing they .... rrc: in the 
employ of Cunulion, but not knowing much ebe about the 
Aldriag •. He did not kno .... their language. and they did not 
kno .... his. So they JUSt looked at uch other. The ~ttons at The 
Pony did not ask questions, but .... en good practitionrn; of the 
art of the meUlinglUJ. look! 

The Aldriags sat down. the woman making a gesture:. as if 
offering wmething (obviously some fonn of grt'eting). and 
NaurudGn ma.de a halfhearted attempt at copying it. Aftef jwt 
looking at him for about a minute, the woman uid something 
to her companion, directed at Naurudun. in an obviowly 
foreign language. It .... as not difficult to undrntand the derUive 
nature of her COlTIITKnt. With a cold smile at NaurudGn. they 
both got up and left. (This little udunge .... u a kindly mninder 
to NauTUdGn to get on with hil job. Nothing else.) 

The following night. the thief stole the sculpture, and 
withdre .... to the Common, south of the town. ncar the camp of 
thejatrn. Heopcned the MOrnak, took the document and, true 
to hil c.alling as a thief, hdped hinuclf to the money within. 
Shomy thanfur. he rctumtd to Camulion, dclivrrc:d the 
docwncnt. n:cein:d hil fcc . and droppd out of sight. Then. 
morning came uound (as it usually does!). 

Around the JtVenth hour of the morning. Mdinl. woke up to 
slUt the cooking fire, and immtdiatdy discon:n:d the theft. Htt 
voice is usually quite nice as such thing' go. and she il quit( 
,mall, though her voice i",'t (the thcory being thn if she didn't 
ulk.ill the time in order to siphon off the volume, it would all 
come out very much like it did no ..... Very Loudl) 

I !'s.2 THE NPCS 
CAMuUON 

Camulion is a Ha~ spy, .... ho posa as a translator and 
scribe. Under thil persona. he is curiow and talk.uive in I 

friendly and outgoing manner. though his only interest is 
getting the docwnent. after .... hich he intends to take off. 
Camulion il not intrn:sttd in any quam:I.--hil motto il "neat 
and tidy." (1f he did not have to .... ait for hil escort for the 
hazardous journey .outh. he would han: pulled out sooner.) 
Rather than fight. he will try 10 talk and bargain hil .... ay out of 
any sticky .iNltion, if cornered. Actually, he docs not even a.ny 
any weapolU, nlying ilUtc.ad on hil twO hired guards. HOM and 
Hungh. 

The spy il in his late thittia. but pcopk often miltaU him 
for being much youngtt. Camulion .... ears a grey under-tunicof 
good quality, and during the cool evening. he 5Upplements this 
with a black tunic with tasteful silver embroideries. On top of 
this. he occasionally wrItS a ,hott. wine·nd cloak. Each of 
G.mulion', poJJcSJions is ma.rked .... ith his family symbol •• 
jaggtd. b1aclt line &crew a white fidd. Camulion has a pctcro ..... 
....hich he il tCJching to.peak. It can uy a fe .... phrases already. 
If asktd .... hy the cro .... is named Wonn, he will aru .... tt, "To wd 
him. Iru--4t dlinh hr',." y." 

PALANO .. 
Palandir is a SC'Vant of the Tirith Dolen from Land Galen 

in western Gondor, who has been sent to Methir with hil son 
Findamir to invutigate HSl'lQe activities. Most ofhil !iodingt 
arc Un! north to the capital. and somr of them arc quietly 
dropped at the doorstcp of the Squin ofMdhir. or at the town 
fort. Thil curious individual arrived a year ago in Mcrhir, and 
livu on top of the ,uble of The IUnting Pony, .... hen: hil son 
worlo as I stablehand and occasionally as a bounctt. The kind 
and .... ell.meaning Melina has taken the pair under htt wing:a. 

Palandir gives everyone a cbr imprH$ion of being totally in 
his own world. If it hadn't been for his KIn. nobody knoWli 
where the old man .... ouId have ended up. In the .... orld of 
illusions that PaJandir il currently raiding in. he is "Lord 
Palandir," a noble knight. and Findamir il his trusted squire. 
For some «»On, PaJandir has choun to vie .... madam Mdina as 
the chaste and highborn "Lady Melina," and he babbles con
tinu.illy about their ".hidd·alliance" (obviously referring to 
.ome sort of connection bet .... een their noble housa). The 
townspeople .... ho do not laugh their tops off at the comic.alold 
fool can easily be counted on onc's fingers. Actuslly, Palandir 
rc.ally is a noble. although a rather minor Kltt. and is rcmarlubly 
=< 

Pabndir is ready to go on silly quats and hopclwly convo
luted miSJiolU at just about any time, in order to save ladia in 
dinress: or something equaJly humorous. soon after which 
Findamir can be seen trying to track him down, profusely 
offering aCUJCS for hil behavior. Thil tactic has bHn fabu· 
lously dfective at locating and investigating jwt about every 
aook and shady dealer in townl Evcryooc: views the two men as 
a mildly annoying. but genrraliy hannless pair, and then they 
just ignon mcmJ 



FINDAMlR 
Finihmir u a young nun of twenty yean. He u all, srrong 

and blond. and h.1.$ inherited hu looks from hu mother (.1.$ 
Palandir u o( average height and ihrk-hain:d). He will do 
anything to protect his (ather. but this mainly consisuof trying 
to calm thoK Palandir h.1.$ Up.!'et. Findamir u currently having 
an affair with Cordeli. the singer from Morlug's band ofjdters. 

HaRD AND HUNQ-I 
Hord and his suter, Hungh, an: Camulion's bodyguards. 

They are Asdriags. a wild and ferocious people, spoken about 
only in wu. but seldom seen in Ihue J»fU.. They an: lOWly 
dediated to each other and 10 their employer • .u long .u 
Camulion pays them well and n:gularly. They know their worth. 
They speak only thnr nativ.: longue, making them rather 
difficult to communiate with. 

Both are dn:ssed alike: in haggy, dark brown trousers. dilted. 
light brown tuni",. grayish brown. poncho. like cloili, and 
huge, srrange-looking swords (ugular Usr;evs with shonened 
handlu). Both weara br<nch, two inchu wide, which shows the 
family symbol of Camulion (the jagged, black line on white)' 
When accompanying Camulion, they also wear this symbol .1.$ 
a snull flag on their hacks. something which attracts a lot of 
anemion. Their hair u d.uk and thar looks are serious. 

MoRWG'S JESTElS 
The annual markets of Methir an: also the occasion (or a 

group of strolling playas and jUlers (well·known and ugerly 
awaited by some. and warily anticipated by others~ which h.u 
visited Methir sevenl timu in the p.ut. The ludcr of the innd 
sty[u himself as "Morlug. King of all Harad." When asked 
about the name, he replies. "I'm IN Kin: 0/ ,II'N Fools." 

The group consilu mostly of Haruu, with a sprinkling of 
peop[e from all oll(r. Notable members are Kithiar, a dancer 
&b[e to leduce the most steadfast men to slobbering jclly; 
Cordeli, asingawith a voice to make nightingalu enviow (and 
also the ihughterofMorlug)o Manch the mwidan, a mastcrof 
bagpipa: and the fluu; Hakeen. ~rit and Billan, the comical 
fools; and Siedd the fontme-teller. Cordeli u ravishingly 
beautifUl, and unannily quick with her ihgger (a _1I·known 
fxt which [eu her roam the smeu relatively unmolested). 

11.5.3 THE SETTINGS 

THE R.ANn:NG PoNY 
Thu inn u the home and pride ofMdina and Gordo. Melina 

u shon, blond and bubbling with energy. She seems quite naill(, 
generous, and innocent-not c.uccly the type of penon to run 
<I sttdy inn, though she is not <IS naive <IS she appears. Her 
hwband, Gordo, an old soldier who retired a few yurs ago. 
quietly tends the bar. 

The inn consuu of three connected buildings: the nuin hall. 
the sub[es. and the living qmrl'Crs (which also contain the 
scullery and stores for the inn). The nuin hall u entcred from 
the cut, and consisu b.uically of the large nuln hall and the 
kitchen to the [eh. Fimwnir and Palandir lill( with the other 
sttblehand above the suble iuc[f. h has ban said that the place 
u nthfr run-down (which u true, <IS the ownel'lo are reluctant to 
spend any money on repain , prefttring to kttp the pricu [ow 
ufor the common people, ~ as they ftt[ quite uncomforu.b[e with 
any others). 

THE QUEEN OF EMRETH 
The Queen is Methir's numlxT one establUhment. well

known for iu kitchen and friendly aunmphe.re. The house u 
[ocattd at the nonh end of town, about a block away from the 
Men Falas. The Queen ofEmuth urun by two suten, E[with 
and lion.. 

THe AMNooNED Hauss 
East of the (own, about two milu aW<lY, an ainndoned. stone 

house can be found, bui[t nurlyeight hundred years ago. Except 
for the roof and floors, most of iu wood has been wed up for 
fud over the p.ut two ccnwrics since the house W.1.$ abandoned. 
The place is known to be wed by travelen shunning the inns for 
any odd reasons. Most of the inhabiWiu ofMethir suy away 
from the building. because of the rumors of dugruntled spiriu 
(false) and ime hunlers (true)' 

When Camulion's band arrivu, they mov.: in here. Thu u 
also the place where Cordeli u brought (see "The Abduction")' 
Thcrc iU'e numerous. SCCfft (although not so anymon:) pawgu 
throughout the house, which must be ttud can:fu11y, .1.$ their 
stairs an trcachnous and their ceilings an: prone to (a.1I(-ins. 
The reguLu, stone sUirways arc jWt.u solid <IS eva'. 

THE CAMP OF THE J ESTElS 
The band has pirkcd their nine wagons in a rough circle on 

the Common. A stage and a few tmu have !xen erected OIJuide 
the circle for the late perfonnancu. Another suge at the town 
sqw.re u used only during the ihyrime. as Methirs sUtutes 
order 7NUn '"' "dlill Pnff1mWJ 10 lI6J (JIdsib 1.Ior T crwrr l.imill from 
dar TmIt rfStuun 10Sw"rUt. "Nobody minds if the playen slip bad:: 
in after duk, so long <IS they k.eep the peace, and deliver their 
pafonnancu to the inns, suying off the strceu. 



11.5.4 THE TASK 
The tASk of chis adventure is to aid Pabndir and Findamir in 

mcking down the stolen Milmak (and. $0, to leiZ\' the docu
ment it conbincd) bcfo~ Umulion luves [own, thn:c .urs 
after the [heft. The gamemastu nuy wish to run the advcntun: 
in a tightly-controllcd way. with the player chancern: trying [ 0 

hang on to Pakndir, as he leads them on a merry clusc out and 
about [own. A1raTIueiy. the gamnna.ntt' nuy decide to dwhlt 
Palandir at some point aftH !e.aning the playu characters, so 
chat they will be forced to run around mon: or less on their own. 

THE CONTENDED DOCUMENT 

The ,«rtc document was composed at the hC,1dquarten of 
Gondar's navy in Pcbtgir. lts four pages of parchment conuin 
a list of the navy's major wanhips with notes of the condition 
and manning level of each. It was prepan:d :u a memo for a 
meeting with the king and senior officers, and was afterwards 
pilfer«! by a discontent servant who $Old it to a Southron spy 
in Pdugir. That spy passed it on to hi, contact, Nawildun, 
during a visit to Hyarpcndi!. Naunidun then traveled south to 
deliver it to hi, contact Cammion. 

The document i, of gnat importance to the Umbartms and 
their Haruzc allies, since it diKlO$es Gondor's ability to fight a 
prorracted conflict in the Bay of Belfalas and to widurand a 
rru.jor Corsair attack. The document is written with T engwac in 
an utremdy fonnal AdOnaic, so Naunidun has ~en unable to 
understand its true meaning and value; he mcn:ly knows that it 
deals with military marten. 

The Gondoreans authorities would handsomely fCward 
anyone who prevented the document to fall inco the hands of 
the enemy. They would prefer to sec it dutroyed rather than to 
have it fCturned to Pclargir, since its coments are facts well
known in the nary headquarun. A suitable reward would be 
one horse for each adw:nturen that participated in the recovery. 

STAR11NG THE Pu. YER CtiARACTERS 
It is usumed that the puyer characten have stopped at 

Methir for a while on some journey, and have taken up at The 
Ranting Pony prior to NaufUdCin's theft of the MQrnak (sec 
"The Asdriags"), so thn they will be pruen! for Melina's 
lament the following morning. (The gamcmastu lTUy U$C this 
moment to crute a nice, cozy panic inside the inn, aJ though the 
place were under attack. burning. being flooded, or whatever.) 
After the fint confusion, with night guests stumbling all over 
the place, some sort of order resumu. 

Now Palandir. the resident fool, startS up. He gets up on a 
stool, speaks out about the outrage corrunittcd against the fair 
Lady Melina. pokes at the player chanctcn with his cane. and 
then dashes outside, daring the guests to accompany him, in 
order to restore the honor of the good Lady. Hisson, one ofchc 
stablehands. turns to the puyu chancten and asks them to help 
him keep an eye on his father, uying. "WIIm INlfllli!t rhir, IN m,u 
up in .Il rom of r~J... "Melina, a generow soul, ilio asks the.same 
favor of the phlyer chancters, promi,ing them a free stay at the 
inn if they help the dear, old fool nay out of troubk 

This goading of the puyer characten is, of course. inten
tional Because Palmdir and Findamir arc on their own, and 
know that the man they arc seeking is waiting for some more 
people-an utort, possibly-they need some trustwonhy 
manpower, which is why they have decided on wing the player 
characten. 

AIDs 
The puyer characcers an: bound to have noticed Naurudlin, 

who had been almo.tt a filrurt at the inn for sew:ra.I ch)'J- If not 
before, they will become seriowly aware ofNaurudQn after the 
bwincs.s with the two Asdria~. This encounter mwt be planted 
by the gamemaster within the nonnal course of events for ~ 
chy. The due that lTUy be had from this is the fact that the two 
A"driags haye something in common with the thief. and 
po5.Sibly even his employu, and it is quite easy to be directed to 

Camulion if the puyer characters start asking about the pair. 
As for a description of the thiefhimsdf, the player charactcn 

will rcmem~r that NaurudOn had short, brown hair, a promi
nent nose (it was broken in a fight a long time ago). and a 
pronounced lisp. He wore a black runic, brown brccchu, and I 
non-dcscriptcloak. MO$t of the time he jwt ~t in the comer of 
the inn, nuning a tankard of beer and looking morose. (In 
actuality, he was Ii,!ening.) 

OBSTAOJ:S 

The greatest obstacle for the player chancten is probably 
going to ~ their initial confusion about what i, really happen
ing. After thar, they n~ed to rely on their wits-and their 
swords, ~d that ofFindamir or ~y other hapless character they 
can enlist when they do find their prey-in order to find 
Camulion before he leavu town. 

Palandir ~d his son Findamir know why they arc on the 
chase. bur they don't know who they arc chasing. ~d are quite 
reluctant to divulge any reasons. (They do not wish to ab~don 
their carefully corutructed personas for a document of uncer
tain importance.) This can be double-edged, however, should 
the player chanctus give up the chase. If that is the case, 
Palandir mwt abandon his persona, but this is something he 
docs with the utmost reluctance. 

OUTCOMES 

Well, Melina did promise the player characten a free stay at 
the innl Anything they can lift off the Haruze is fair game, but 
there will probably not be much else in the world of ITUtcrial 
benefits. A report of their deeds will find its way towards 
suitable authoritiu (granted that either Palandir or Find;unir 
surviw:d), meaning that the player characten can get some 
unexpected assistance later on in theirendcavon. uAb,jNJr ,,_11 
i"W'I',p btaw! I IN",J "bowr r"'" lillJ.. b,,,,'nm in Mrrhir rht orlNr J"y/ 
i.ul Jlolr/lm Jt"n <ljO!" 



11.5.5 ENCOUNTERS 
H UNTEJlS ON THE R UN 

Strore they .1ft: willing to fully enlut the puya c1wxtets' aid 
in finding Camulion, Palmdir and Finchmir need to find out 
whether they un ~ trusted in ;a light spot! A golden opportu
nity to test them has pn:sented iudfin the {ann of three down
md-ou( huntcn from OlW.1y up north. curuntly suying;at The 
Pony. who plan to bruk into and rob the housc: of the Squire 
ofMctoir. In the cooMion aftu the theft of the Mlimak, these 
huncn'S Iuow d«:idcd to slip out of the inn, in order to ICt their 
plm in motion. Thdr plan ill no mort detailed du." using a 
stolcn key to a fairly secluded backdoor. (ThcyruUyarcdown
OlIld-out.) From th~n. if will be touch and go. 

Palandir had his era on the threesome when they took off. 
and the squill" s residence is quite dOK to the inn (jUS! icroSS the 
riwr); so, when the pl.1ycr charactns leave the inn, Palandirscu 
off after the nonhcmus along the ~th following the riverbank, 
ducking under the bridge, and then enming .the g~rde~ Jur
rounding the residence through the s~me half-h1dden hole to the 
wall U$ed by the would·be th ieves. p.uandir's intention is to Set 

whether or not the playerchauctcrsarc willing to help him stop 
the robbery. 

If the playe r characters ha~ been quick and eager to follow 
Palandir, they will encounter the thievu jU$t inside the wall; a 
linle slower, and the playerchan.ctcrs may find them jU$t as they 
m entering the howe; or, if they ha~ been really rducUllt, 
Pmndir will Iud the player Chan.Clcrs right into the squirc's 
ruidence itsdf, wildly shouting about thieva dishonoring the 
lady, ravaging the countrySide, breaking mel entmng. smelling 
badly, elC. Go for it! Don'l leI the playa characters stop to 
think! Confusion should run n.mpant, with Palandir leading the 
charge ag~inst bewildercd thieves, terrified ~l"Y.ults, an obvi· 
ously upset squire (who is having his breakfast). and lots of 
barking dogs. 

If the player characters arc unable 10 nplain mailers after the 
thie\'Cl have been apprehended, Findamir can step in. He will 
JUlU: 

"Sorry .bold.U Ihif, /..., yow '''ow 'N' ""l""",1s i"'o.1I J(lrls of 
/mObt.. wirt,,1x zttstxtilr.i; "",IIxSf """ ff411y trt ,binn. I ho1" ..... NW7I', 
"pili Ih,'"ll 100 mill'. I ""IIJ mllli .." yow' lorziytMllJ 1111 mJ 141bt,'s 
btb.rvillf. ThtSf ,,,rim,,,, btrt nllbtJ 10 Ibt mnu, nOi i'JOWI'''l mJl"W' 

With that, Palandir, Findamir, and the playCT chan.ctcrs will 
ill be pU$hed out onto the SlTeet, with rather Jln.ined "thank
you's" from the squire's secretary. 

THE M Oil IN THE SQUARE 
Hakeen, 8c:rerit and Billem, Morlug's premiu jesters, found 

the abandoned MGmak a short while before the player charac
ters chased Palandir into me squire's hollK. The jaters had not 
~en the sculptu« before, but thought it looked nice; and so they 
brought it with thnn into town in order to ~U it . During the 
rush after the hunters, news of the theft had spread throughout 
the blocks along the road and the river, and by the time the 
jcsters «xhed the town squ<ItC, the inh~bitan ts came to the 
conclU$ion that the three Fools were not only stupid enough to 
steal such a famous itnn, but wen: alsostupid enough to try and 
se ll it! The Fools wen: not the brightest minds in the world
a well·known faet in Mcthir-but this was going 100 f.arr(The 
citi:tCns had a eouple of pm';olU stupid acts in fl'C'Sh mnnory.) 
Their patience with the three brothers was very low. 

8c:fon: the player ch~n.Clers have time to collect thdr wits 
about them from the robbery incident, a terrible racket reaches 
them ftom the townsquardThe first thing the player characters 
an: aware of is the running figure of Cordeli, I'\Jshing up towuds 
Findamir, shouting: ''Tbty'rt IJ,,(hilll'lx Fools! Yow Nyt 10 llop 11Km! 
nry JiJ"'llIt~1 il! Pt..«II, btcrry!"Then she turns around and heads 
back towards the main square. Findamir sets off after her, 
oblivious to everyone else. 

If the pla~r chanClers at this moment refuse to follow after 
Findamir, the gamcmaster should seriously consider getting a 
new set of p[a~r characters! If that is not an option. the 
commotion may catch up with the playt't characters, as the 
excited townspeople move lowards The Ranting Pony with 
their catch. 

Whcn the pl~ycr characters arrive, they ~e an angry mob of 
people, intent on dunking the jaters in tar and feathers, and 
carrying mnn out of town on a piece of rail The Fools are 
crying. stunmd by the commotion. No one in the.~ob se~ 
rudy to lislen to their pleas and ugumenu. ~dl u sh~t~g 
angrily (which keeps the mob in check). but LS acc~phshmg 
linle else. Findamir is trying to calm things, accomphshmg even 
less. (He isn't going to rcvealanything about his real $Wpicions 
unless the mob rums really ugly.) 

Enter the player chan.cters. What can Ihey do? Primarily, 
they should Ix able to calm things, if they .1« «ady and willing 
to ukccommand, preferably by bringing theFooil to The Pony 
or the squi«. Afterwards. it is pouible to find witneueJ that can 
give the jesters an ali? i for the entire night. 

Depending on how the playtr chan.cters handle this, thc 
gamnnastn should be able to give thnn some clue to Ihe n.ut 
step. The main point is that they should ge t a chance 10 « VIew 
the situation in a little more peace and quict for a whi le. If 
nec~ry .. Findamir can n:veal his sU$picions about the prob
able thief, and give a description of him; bul he should not.say 
100 much, so that the player ch;ll':lctcrs will ha~ 10 dnw their 



L oc.'oTtNG THE REAL THIEF 

The player characters either remember the el chMige with the 
Asdriags the day before, Mid sun looking for them and the 
thief. or they stan looking for the thief only. In Mly C<lSC. they 
should be rewarded with fUnh er clues as the g;unemouter seu fi t, 
depending on thei r dedication. If they st:ln roaming the stuets, 
looking for Naurudlin, the thief "Wornl," or the Asdriags, the 
fo llowing twO encounters may be used to enliven things. 

TI lE ROBBERS 
Camulion has been paying five of Methir's notoriolLs 0111-

laws to keep ;m eye on events around The Pony, Besidu 
reponing their fi ndings, thue outlaws have decided to take a 
more act ive pan, by robbing the player characters. They send 
fonh Vulfi, the youngest of the band, to lun: the player 
characters into:l. trap by saying: "1 !nowwlx> y"" ~rr !ooJ:in,UIW. l'w 
Mm him. rtf, l 'w urr"iniy ~un him allJ I&lr hid ojbiJ. T nul V"!F 1 (an 
Nlp]CII, bur 1 JOII 'I 1",,,,, allY mOIllJ!" H is companions arc waiting in 
a suitable alley. (Vulfi d~s not know if the pbyer characters 
know about the crow or nOI , bUI by mentioning this facI, he 
believes, he willstungthm hisownstorj', which:lt tile same time 
can b«ome another clue.) 

nlE P ERSISTENT A OMIRER 

A very persisttnt and large man hou betn following Cordeli 
around like a dog. He is hopelessly in love, and has not yct 
ualized tllat she d~s not want him. H e is careful not to get too 
close to hcr(something he has done oncd)' The man, Banrik by 
name, is gencr..J ly hannless. He is more of a nuiunce than 
anything tlse. showing up at any odd time, looking for Cordeli, 
or following her at:l. respectful distance. Banrik is a bit slow of 
mind, but is really:l. nice guy. The gamcmastcr may use Bartrik 
to sti r things up, and to irriute the player characters or 
Findamir. Corddi has resigned herself to his attention. as long 
as he keeps his distance. 

M EETING CAMUUON 

Camulion is paying well to keep cars to the ground, and is 
also quite awareof the commotion at The Pony.lfh~ learns that 
the p lay~r characlers ue looking for his bodyguards. he will 
confront them with a suitably worried exprcssion. H~ scans by 
ouking if their search for the guards, which he has heard of, hou 
anything to do with the obviously agitated events that same 
morning around the establishment by the bridge. 

His reply to what the player charactcrs tell him will be along 
these lines: "Ob,]CII'w IW! my l""rJ, ill rl1lnl',my wi,b IIx Ih"if? Wrll, 
I I&.J/ rrrl~iniy ~I! Ibros 4bct.1 il." H e talks to Hungh: 

"Wrll, il 'Ir"" 1&'1 Wi &I"" 4 (l1I"molljor Nrr. Hod QnJ H .. n:/> &.w 
Nm l'lmb/inl wilh IhiJ m4" Y(!II "rr ujrm'"l 'o, ~IIJ Ibry IOO~ il "pcn 
IhrmsrlWJ 10 rMinJ him oj In, l'l,nblin,g Jtbt 1 fully bol'" Ibry JiJII'II/1~U 
a Jim,!? (Yrs, tINy JiJ rMh" Iml', oj J&rIJ, bul nOlbilll WIll b-rolrnJ 

"Wrll, Will, Will, 10 lbal WtJS Ibr Ib,'rj,J<'" 14y? Do J<'" Ibinl br rI'"Y&'W 
brlW!< Jtspmrr QI IIx proll'ttI oj my A,Jrilll' uarilll'N IHn cJf bil bd
rnrlll,th 1&'1 N I/O/, tbil'l(\tlpl~ft?'-in orJtr 10 P"Y biJ J(b,? ~, \WI</J 
f,"lly Ix Jr,aJj .. llltwI! H" rrI4inly Ioo!,J I" l"'rl. 1 only &Ii Q britfl/impJt 
oj bim. Do JOIIlbini 1 IbwJJ (oml"'"'''u IN IIIII-'rtptr? 1 (II" "jjrtrJ 10 Jo 
I&'I-if IN INjl WIll a (OIlJtlp<rnrr oj "9" t.o.lJlHar.ls' mlhwi/Um, 1 mt~n!" 

Cunulion c1~ims not to know anything else. His ploy should 
seem totally honest and open, and not as though he were tt'ying 
to hide something that is obviously common knowledge any
WlIy. In playing Camulion. the gamemaster should try to Ilavc, 
ready and quite innocent answer to anything. 

The rcsult of tllis encounter will be to make Camulion quite 
;! Ware of the search for the thief. and that the player chatolccm 
possibly know something about the document, H e did visit the 
inn himself to talk with NaunsdCm; do [hese people recognize 
him? Obviollsly not, otherwise they would probably luvt 
reactcd diffe rently. 

T HE ABDUCTION 
Once he is cenain that the player characters arc on [0 him, 

Camulion feels thJt he cannot take any chances. Instead, he 
coJiccts as much infonnation ou possible about the playa 
characters and anyone in their company, discovcring rhu the 
olle called Findamir seems to have an amorow affair witll , 
ccruin young hdy. H e quick ly hires some men to snatch 
Cordel i, to use her both as a distraction and ou a bargaining 
poim, if it should come to that, 

The abduClion takes place [hal same evening, but theu is a 
witness: Banrik. H e tries to ill1crf~rco but is stmck down. He is 
bur ablc to describe the mcn a.s locals who looked like hunters. 
T wo of the men that tried to nab her were left on the strut, 
bleeding. One of them wiJl die without saying anything, and tht 
other wiJ[ be unconscious for as long as the gamemaster thinloa 
suitable. T he dead man w.u a hunter, while the survivor is a 
known troublem~ker from Methir. Wh~n he wakes up, ht 
~dmics that someone hired th~m to abduct thc girl, and thatsht 
was to be laken out of town. H e d~$ nOI know where. 

Successful tracking can lead the playtr characters to the 
abandoned house cast of the city (or any of the locals might 
recognize the dead hlllltcr as somcone who had bew seen ncar 
the stone house)' Camulion mayor may no! usc the situation to 
pressure the player characters. At this point. the garnemastCf 
must decide whether Camulion is still in the city, or h.u fled to 
th, house wi th the captive. \Vhen Findamir learns that Corddi 
hou been abducted he brings OUI a huge, two-handed sword that 
has been hidden above the stabl,. And he intends to we it, 

THE GRAND fiNALE 
A few different lead$ ,hould poim to the abandoned house 

as the place to find Cordd i. This is also the rendezvous point 
for Call1ulion and his escon. The place will be filled-wit h or 
without Camulion--by a suitably large band of hunters. (Note: 
If this encounter ukes place three days after the qU:\rrd between 
Camulion and N aurudun, the escort will also be present.) The 
gamemaster must decide the strength of the adversariu, de
pending on whether the player characters like to fight full-scale 
ball lc.s agains t numerous f~s. or if they prcofer to sneak in, 
liberate Cordeli, and nab Camulion .u a hide and seek operation. 



1I.6 ADVENTURE 
SUGGESTIONS 

This Ketion offas further ideas for adwnturing in southern 
Gondor. We begin with '" brief overview of some of the 
adventure possibilities off«ed by the various rtgioru of the 
rulm, A Kries of shon adwnture outlines follows. 

PE1ARGlR AND UBEN'NIN 

Pcbrgir is southern Gondor's largest haven and main naval 
~. Since the suk ofOsgiliath during the Kin-strife, it has vitd 
with Minas Anor for the status of Gondors mm! important 
city. Pe~ir is also the mmt cO/imopolitan of the South· 
kingdom's cities. with merchants and .ailan from ill Ovtt 

WUtcm Endor coming to mdt. A wide VM1ety of goods are 
available. 50metimcs at Iowa' pricu than dscwhcrt. 

Hence, the gamuNstcr is able to design a lot of uciting 
advtnturesdealing with the Ic.u palatable up«u ofGondorian 
lifl'. The Corsairs in particular have many spies in place. 
dependent as they are on accurate information about Gondorian 
thipping. This has led the local authorities to vmous kincU of 
counter musures; at rima, what happens in Pdargir'5 Ind:. 
alle}'5 can deunnine me fite of wanhip5 at KL Much smaU
de illegal activity taku place here. too. Smuggling and fnud 
an: more common than honut citizens like to mink, and brawb 
between uilon often nuke the dock areas unsafe. 

Lebennin iJ a densely populated provin~, civilized for 
thowands of yean. Thi5 is not a place for violent wi ldernas 
mcounun, but rather for noblemen '"cheming and petty fcuds 
between villagu. At timu, it is abo a hotbed ofUmbarcan spies. 
Ittempting to watch political and miliwy devdopmen~ inside 
soumern Gondor. The gamem..uter has many opportunities to 
aute non-violent, ret mysterious, adventures, upccia.lly by 
intan:luing cvenU in Lebcnnin with Pdargir or Minas Anor. 

DOL AMROTH AND BELFALAS 
The legendary domain of me princes lies it the core of the 

aristocratic politics of southern Gondor, and rivalry and in
trigue among me proud nobility of me COUI't of Dol Amroth 
may prove a VCT'f fertile Ktting for adventurers scdt.ing to play 
till: game of power. For much of the Third Age, Amroth's hill 
is also the dwelling of GaIadrid, who watchu the passage of 
Time through the waters ofhu fabled mirror-a worthy goal 
for those who quest afur knowledge and wisdom. For Elven 
player characters seeking passage to the Undying Lands. neigh
boring EdheUond may very well bc their destination at the end 
of a long trek acron the \Vhite Mountains and through the 
Land of the Prince. 

H.wnuUEN 
Some typu of adventure are highly suil(d for Hmthilicn. 

The friction between the noble families, and bctwcm the 
nobility and the commoners, provides the gammuster with an 
inexhaustible source of plou. Another source is the conspiracies 
found in most noble families, which involve many Kcret 
activitiu, not necessari ly violent, designed to damage the status 
and credibility of an opponent. Such dealings can involve 
everything from trying 10 become the favorite grandson of the 
local noble, to becoming the favorite of the king. 

HARoNDOIl. 
Eastern Harondot-is a fiontienone, ovawhich the Gondorian 

authorities exert little influence. This is evidenced by the faet 
thal many of iu Haruz.c tribes do not rupcct the authority of 
the Winged Crown, and that AdGnaphd the Nugru managed 
to keep her fonrw: hidden in the ouukiru ofEphd OUath just 
ou~ide southern Gondor's border. CO.UW Harondor is a well
governed part of Gondor, but suffers badly from Corsair 
activities. Hence, Harondor is a suiuble place for Sb'CnUOW and 
dangerous wildernts5 adventures. There arc places when: the 
Shadow stili lingcn since the Second Age. In other places. life 
iJ considered a cheap commodity, since then: is no one around 
co enforce Gondor's laws. Only the brave and well-armed 
should travel cast of the Men Hand. 

l..AMrooN AND M ORNAN 
Umcdon is a rural backwater, southern Gondor's largest 

uFJ'K of pasture ground, where few notable evenU occur. The 
province law rich and powerful nobles. and hence plays no 
great ~rt in southern Gondor's politics. It is howeVCT an 
important link in the economy of the kingdom. WhaleVet' 
conflictS one finds here, they deal with down-ta-earth mattcn: 
bnd disputes, mining operations, family q~b. de. This 
.iliould be ref1crud in the types of advtnturcs that thcgammusttt 
locaI~ hen:. Although .imikr in geography to the Vale of 
Lamcdon, the Moman adds a chilling supmu.tunl dimension 
to adventuring in southern Gondor. and those who follow the 
River Morthond to its source will lcun whence its name cornu: 
the dreaded Paths of the Dead. where Morthcc the Doomed 
rules his undead realm beneath the \Vhice Mountains. 

ANFAUS AND ANDIlAST 
The far-flung tcrri tory of Anfalas with its ancient 

NumenOn:an havens and ~thlcss wilds prescn~ many oppor
tunities for adventurous uplorcrs and bold frontiersmen. It is 
also the only region of southern Gondor where one is likely to 

encounter the mysterious and seauivc Drughu, UJUming one 
is wil.I.ing to venture bcyond the River Lcfnui into Hairavmuen. 
During the Couair period. AnhW and the hitherto remote 
cewt of Andrast bccome frequent prey for the Umbarcan 
pirateS, cruting KVwU pcwibilitits fOf player characters to 
participate in the deferuc of the realm. 

THE Y~zJ.YAN CoNSPIRACY 
After the ravages of the Kin-strife, a flu">, oflegends quickly 

evolved among southern Gondor's commonCl'l concerning an 
utcruive Black Nllmen6rean plot against the realm, with 
Castamir as ont ofi~ most promlnmrminions.ln fact, there is 
no such corupiraty. but individuals proj«t their fcan and 
anticipations on the VlSt and chaotic rulity, seeing spuriow 
pattCl'llS and uusaiitiCJ. The legends an: r<lther a reflection of 
the Gondorian psyche; the average citizen knows that his 
country is 5UIfOUIlded by bellicose enemits who hate i~ ideals 
and that the might of the OUnedaln wants while their foes' 
stttngth increases. 



The mrut popuhc legends talkof a tah.11 ofBUck Nlimen6run 
lords, raiding in Umbar or H and and adhering to the Cult of 
Melkor. lt is claimed that they tonsWlcly plot to ovenhrowthe 
I...ine of Anmon and re-establiili the opprusive reign ofCa.stlmir. 
The tabal is uid to have minions everywhere, responsible for 
many of the ills that befall Gondor, wch u the Plague, the 
Corsair raids, and the Wainridn- inyuions. 

The members ofGondor's political and miliury elite do not 
believe in these nones, since they are well-informed and know 
that there is no nw:! for s\.ICh a conspiracy to aplain the nation's 
many woes. However, it is difficult for their views to We hold 
among the populace, whose membeo find it eu ier to have a 
clearly defined adversary to blame for the ill" from which they 
suffer. 

11.6.1 DEATH ON THE DOCKS 
(PELARGIR) 

Then: will always be smugglers in a haven ofPebrgir's size 
and imponance. This adventure focu.ses on the activit ies of a 
group ofPdargirun smugglen. 

SHEBBIN AND H IS GANG 

Shebbin is the leader of the smugglers. Of mixed HlJ1lZe and 
Gondorian pm:ntage, he apprars u the archerype of the harbor 
thug: big. brutal and sar-faced. ln truth he is a skilled brawln
and sttttt-fightn- but has hu fair share of brains, too. He Res 
all members of his gang as expendable and will not hesime a 
KCond in ucrificing them. If things are going very badly he will 
grab his loot (hidden in an old band atlhe back ofElvir'sshop) 
and run away. 

Wafar, brutal but a reasonably clever waterfront thug. is 
Shebbin's nght hand. He feebno 10yaltytoShebbin but is fairly 
good at pretending. As he knows where Shebbin has hidden hu 
loot, he will try to We it and to leave town if it look:! like the 
gang is going to be broken up. Wafar is of average height with 
a fairly mlUCuiar build and thinning blond hair. 

The thirteen smugglers that are Shebbin's henchmen belong 
to .southern Gondor's dregs. They are interested only in money 
and fed no loyalty to each other or toShebbin and would gladly 
betray the whole operation for a sufficient amount of cam and 
a personal amnesty. 

Calmacil is the captain of a small merchant ship, the Dol· 
phin. He is a good sailor and a competent warrior but a poor 
admini$ll'ator and busineuman and is huvily in debt to Shebbin 
and several other underworld figures. Normally he is quite a 
pleasant man, but the smin of constant duplicity is sUIting to 
take iu toll on his temper. He has his doubu about the whole 
smuggling business but cannot think of a wayout. lfhe can find 
a way to doso, he desires nothing more than the opportunity to 

escap~ from Shebbin' s grip. Unfortunatdy, his crew u very fond 
of the extra money they cam. Some of them would probably 
mutiny if Calrnacil were to suggest that they abandon this 
lucrative trade. 

Thc structure ofShebbin's gang is fairly simple: you do what 
he telh you or he brtaks your head. Given the lack of trust and 
loyalty among the smugglen. they will almost trip ovcr their 
own feet in trying to betray each other if given sufficient 
stimulus, weh as large amounu of money. Thesmugglers make 
UK of many lightn-s and row-boats to move cargoes to and from 
Jevcral docluide warehousC5 and ships laying in the Ethir 
Anduin. 

THOROND!R 
Thorondir is one ofShebbin's main rivals and detests him. 

He is looking for .someone to tennilUte Shebbin's businus as 
soon a.s possible. He generally keeps a lower profile and takes 
great paim to hide his connectiom to illegal activitiu. Thorondir 
does not look like a master criminal being small, nervous 
looking and quite ncar-sighted. He dresses simply and coruer
vativcly and is quite frugal in hu personal habits. Not having 
had to fight for the last 20 years, he has no combat skills 
whauocvcr. 

H ONEST ELVIR'S CHANDLER SHOP 

This acu a.s the smuggleo' headquaneo and sometimes as a 
storehouse for valuable goods that Shebbin wane" to keep an eye 
on. It is situated between two simihr shops in the Old Pon area. 
atmcting no anention. Any player char:l.cter that has experience 
at Ra will notice that almost anything that might be used to 
outfit or provision a ship is to be had here. HonC5t Elvir is I 

talkatiYl:, n.thcr likable old man who does not like anything 
better than swapping yarns offar, fantastic journey$. (In fact he 
has neYl:f been fanhn- away than Near Harad.) He is the only 
one of the smugglers not likely to betray the gang. a.s he $US 

smuggling as a romantic, honorable profession. 

STARTING THE PLAYER. CHARACTERS 
The player characters will be contacted by Thorondir dis

guised u a merchant's clerk. He appears nervous and ill at ease, 
but says that he rtpresene" a consortium of PelargirQJl mer
manu worned about the significant smuggling going on (it cuts 
into their profiu) and desiring to srrike back in a disaect 
manner as to avoid any kind of scandal. Thorondir says he ;, 
willing to pay dcpc-nding on the damage done to the smugglecs' 
operations. He has no real inuntion of actua.lly paying the 
playn- characters unless he is forced to. He gives them some 
information on Shebbin; it is then up to the playercharacrers to 

deal with his gang. 



11.6.2 THE DISAPPEARING 
NOBLEMAN (LEBENNIN) 

This ad~ntun:: offers no violmce and link if any. husurc. 

but good possibilities for detective work and role playing. The 
noble family Luindollives nur the Sirith. Its head, E1ros, is a 
bohcmi.tn individlQl. He prefers playing the lutt and compos
ing new $Ongs rather than managing his bnds and his manor. 
His wife, Celwell, is dUliful and ashamed ofhis behavior. One 
cay Elros di~ppcan without a trace; he mcr'dy rides out from 
the TTWior and d0C5 not «tum. InvutigaliolU are started. The 
puyn ch:anotten can eithu be friends of the Luindol family. or 
friends of one of the savants. The player characters might also 
MU about the dwppcuancc in an nu.rby inn and volunteer 
their Kl'Vices. 

THE TRUE STORY 

At 54, Elms is the only son orDior and owner of the manor 
Luindol. He is my mild md trit'S to avoid conflicts whenever 
poMibk He is 6'2" tall, with brown curly hair cuI al the 
moulden, and brown eyes. He is good-looking in a nice and 
friendly way. Elms is fed up with the life of a noble. One day. 
he got up euly. took lOme dried mut and frah fruiu from the 
kitchen. a purse: full of gold. and rode almost smighteasL Elms 
stayed away from famu until he came to the valley of the river 
G1induin after a four-day ride. He suned a new career as a 
troubadour. calling himself <:amendil of Sirith. Since he is a 
good musician. he has $0 far been succcs.sful. Currcndy. he 
maw4sol.Lth along the Glinduin otiming for Bdfalas. and is wry 
happy' 

CaWEN 
Celwen. Elros' wife for 16 yurs, is 45 yursold. She is 5'5" 

tall with long blond hair and blue eyes. being beautiful in a 
s1ighdy eold and forbidding manner. She has wry finn views of 
how things should be and takes her duties wry sa1OlUly. She 
finds her husband's bohnnian attinuk annoying. Since Elros 
and Cclwen do not haw childun or siblings. she wiU inherit his 
estate. Howewr. a person annot be declaud dud until seVCII 
years haw pusc:d since his disappearance. Celwen is certain that 
something terrible has happtncd to Elms. but she cannot think 
of any enemies of Elms or the luindol fami ly. They moltly 
socialize with the local nobility and with her family, 

FINDEGll THE CHAMBElU.AIN 

At 66, Findegil has been with the family for 27 years and 
knows both Elros and Cclwcn quite well. Findegil is wry finn 
on marlCrs of propriety :md etiqueue and is wry awau of how 
things should be done. He is 6'3" tall wi th shon gnying hair 
Nlding in front and blue eyes. Findcgil will provide the =e 
infomution as Cclwen. 

PEAsANTs AND UBOIlEJtS 
The awrage pe.:uant, day-labour, or stablehand belongs to 

families that have liwd in Luindol forgencn.tiolU. Since Elms 
is the lord, the workers respect him, ewn though many refer to 
the time of Lord DioT.:u "the good old days", The workershave 
little understanding for Elrol "unmanly" behavior: to them the 
ideal lord is a mighty warrior and a decisive ruler of the estate. 
None h.:u seen anything OUt of the ordinary, 

THEAAEA 
The Luindol estate is situated lOme se:wnty miles north of 

Pelargir on the western Nnk of the river Sirith. The distance 
bet_en Sirith and Glinduin isJOmc 80 miles.:u the nwn flies. 
For about ten miles around the rivers the bnd is cultivated, but 
thcu arc woodbnd" and ban: ridges, too. The area between the 
rivers at the spring of the Semi is manly coveud by hardwoods. 
In the summers, farmers lei cattle graze on field" in the forc:su. 
gwrded by one or two herdsmen. 

Foll.OWING ELRas' ROUTE 
When the player characters have uaJacd that Elros has left 

the esute, they necd clues.:u to when he 1w gone. 8c:lowau 
some possible encounters for handing out this infomution. A 
hunuman rctumJ after JOIM daf$ in the woods and rteaI1s du.t 
he uw. from a distance, JOmeone riding through the woods 
mountcd on a brown hone one day after Elros disappcaud. 
Depending on how quick the playerchancters have been, they 
might be able to track Elms. The mcks in the countryside have 
been destroyed by caru, cows etc, but the tncks in the woods 
might be found and followed by a skilled hunter. 

In Galadhad, the first village in the Glinduin valley du.! the 
player chara(tcn enter. any settler is able to tell them that no 
smngen 1w passed that way, but that a fanwtic bard had 
play«! then: some days befou. The player chanctcn will thm 
be able to identify Elms.:u the bud in question and learn of his 
ali.:u <:amendi!. If the player characters eventually encounter 
Elres, they have followed him down theGlinduin valley. Tfthey 
confront him and tell him that they know who he il, he will tell 
them everything about his reasons for leaving his home and beg 
them to let him continue his new nee life. 

11.6.3 WOLVES AT THE CAPE 
(ANDRAST) 

ThiJ isa fairly $tnightforward advenruu that em b.r: used to 
enliven a sea voyage b.r:twem southern Gondor and Eriador. It 
can take place at any time before the capture of Urn bar in T.A. 
18T O. After the fall of Urn bar in T.A. 1940, Gondor's notthcm 
mde is $0 snu.ll that the Corsairs would not bothu with such 
ambitiOlU nids. A few months ago, a snu.ll squadron of Conalr 
ships sotilcd from Um~r to the western side of the Capt of 
Andr.ut. There they established a clandestine fortified camp. 
from which they prey upon the mcrcantile shipping between 
southern Gondor and Eriador. The Corsairs intend to suy for 
a few months and urum home befou Gondor's navy has 
reacted to what they au doing. The Conairs haw abo creatcd 
trouble for the Dunir lTibc (the local Dam population). for 
instance. by kidnapping lOme youngsters to keep .:u slave 
sc:rvanU, 

GElTING AsHORE 
The ship on which the player Wncun mwJ iJ accidentally 

shipwrecked due to bad _ather ntar the Conain' camp. They 
survive, perhaps together with some other people and/or 
equipment (.:u the gamemaster desires).nruggling :uhore while 
the ship is stranded some way OUt in the water. The player 
chancters may elect to remain at the spot, waiting for the 
weather to improve or they may strike a course inland, In thc 
first casc. they will discover that the ship is nOl: se:aworthy and 
that they will have to find anor:her way of departing from the 
aua. While they an: investigating the matter. a Corsair ship on 
patrol discovers the wrWt and se:nd" a team in a oared bo;at to 



plunder it. (The gamemuttf decidu what they have been able 
to wvage in time.) The playtf charaners may rem to it u they 
pleue. HoweVtf, if there u ("ombar with the Corsairs, the 
gamemuttf may diose to let a team of hunters from the Dunk 
tribe arrive at the .stene and lend their assuunce, aha all, there 
an far more Corsairs present than playa characters. The 
hunters will U$iJt them in ucaping and take them to the tribe's 
main camp. 

If the player characters chOO$e the second option, they will 
sooner or later run into a team of hunters from the Dunir tribe. 
When they re.uiu that the playa dlara("ters are not Corsairs, 
they want them to come to the main camp to set. the headman. 

TH£~ 
The Dunir headmm, Eamon, tdls tht. player charactCfS the 

story of tht. arrival ofCorsai~and tht. t.nsuing problems for the 
tribe. He wants the playa characters to ally thanselve.s with tht. 
tribe in order to liberate tht. captive.s and get rid of the 
Umbaruns. ThiJ u their best charn;t. of getting home. 

The gamemuter should It.t tht. playt.r characters plan and 
execute the operation u they sec fit. A success may be very 
profitable, since tht. Dunir only an intcnsted in liberating their 
kirumen and gcuing tid of the Corsairs. Whatever the playa 
characters capture, tht.y an: free to keep, including Corsair ships. 
(A seized ship would also help them to complde thei r voyage, 
instead of m:kking to the nearest Gondotian haVU\; the Dunir 
have boau for fIShing but they an: not duigned for [ong
duunct. trave1s.) 

THE DUNlR 
The Dunir tribe inbabiu twosmall couuJ villages ofCourc 

and Allegh, located two miles apart. The tribesmen subsut on 
fuhing, goat-herding. hunting and primitive agriculture. They 
are fairly typical for the unassimilated DOlen found in remote 
comers of southern Gondor. The people have traditionally 
atceptt.d tht. rule ofOsgiliath, beause it is so distant that it hu 
not affected their lives. 

The Dunir do not know how to work metals, though there 
are quite a lot of good knivu and otha tools among them, 
purchued from Anfalu. However, the Dunir know how to use 
the availablt. materials to nuke theic own tools and weapons. 
Their stone-tipped spears and arrows are equally sharp and 
deadly as metal-tipped ones. They cure hides to make simple 
but good leather annor. 

Courc and Allegh are similar: a circular palisade of sharpened 
logs surrounds a score of wooden ("ottage,. Each village hu 
about tighty inhabitants. Most adults know how to hunt, fight 
and survive in the wilderness, making them dangt.row gut.mlla 
wamors. However, wht.n the Corsairs amved, the tribe', elders 
realized that their young men would have no chance crying to 
defeat the wdl-equipped and upc:rienced strangers. The Dunir 
speak their native DOlen tongue. A few who have Ixen to the 
coutal towns of Anfalu know broken Westron. 

THE CoRSAIR CAMp 
The Corsairs have built a fortified camp at a small cove in 

which their ships an shdtm:d from the oceans. The camp is 
defended by a rectangular palisade with towt.rs at each comer. 
Tnsidt. it, there is a grid of canvas tents. There u also a $~parate 
slave pen. The camp u ron with military disciplin~. 

The squadron (oruists of two hundred Corsairs, three ,maU 
("amlcks and one cog. U$ualIy two (amlcks (with 100 men 
aboard)are on patrol while tht. remaining ships and their ereWJ 
an: in the camp. The squadron (omnunder ErazOc u upai
enced and knows how dangerous tht. nativu may Ix. Henct. the 
Corsairs an not allowed to wanda off on their own ouuide thl 
tamp. H e hu also ordered all trees and foliage within 150' of 
tht. ("amp to be cut down. 

11.6.4 DEAD OF NIGHT (MORNAN) 
Thu iJ a tale of justict. and vengeance in the town of Sam 

Erech in the shadow ofMorthondo$t. The younger brothers of 
Prince Arador have returned to their birth place to find I 

dronken br.lt the head of their once proud hollJC. The prince
lings and their allies are engaged in a fight to overthrow thdr 
selfish evil sibling. Tht. player characters stumble in JUSt in time 
to Ix(ome embroiled in the plot. 

MORNAN AFTER THE GREAT PLAGUE 

When tht. Great Plague ended in T.A. 1637 it wu bdiewd 
that Annwcn, the sista of Arador, had died of the sickness. 
This is untrue. Annwen wu weakt.ned greatly by tht. Plague. 
but in realiry wu pla(ed in tht. dungt.oIU of her own family keep. 
Aranwen is ar~d for by a half-wit, named Egwa. AJ.ide from 
Egwa, Aranwt.n sees no onto ucep! her brotha. AJ. rightful hdr 
to the rult. of Moman, she poses a great threat to her brother, 
who hu usurped her position. Arador("an not kill her howt.vcr, 
u she u the only one who knows tht. se("ret hiding piKe of tbe 
sword and drclet of Moman. 

Several months ago, two of Arador', siblings ("ame back to 
Moman from the south whert. they had been staying (or the past 
ten years. The two were not so anxious to sec tht.ir kin that they 
did notnotict. tht.state the fiefhad (orne to. \Vhen the brotheo, 
Pdendor and Adinor, approached their brother with accusa
tiOIU of misdeeds, the prin("e spat in their facu. A day Iaur, 
while the brothers were heading to Bllfalas to tell the f:unity 
there of tht. prince', misdeeds. roffians hired by tht. Muter of 
Arms, Ragnor, attacked them. The nlffialU led them towardJ 
the prison of Imlad Angren mine ncar the Paths of tht. Dead. 
The princt. was ceruin that no one would find Pclendor and 
Adinor there, as few know of the location, and fewer art. brave 
enough to venture into the area. While the ruffians led tM 
brothers into the hilh towards the mine. on("e rich in iron orn, 
they were scr upon by a pa(k of strange apparitions. In the 
confusion several men were slain, the rt.St tried to escape and 
some fled to Sam Erech. 

It seemed that Pdendor died in the icy currents of the 
Morthond river, while Adinor was taken to the mine. Pclendor 
lay in the Monhond too weak from his wounds to move but was 
found by a strange shaman named Vanwarya who took him to 
his camp. Vanwarya tended Pelendof" wounds for many days 
until tht.y were healed and Pclendof's strength returned. AJ. his 
broken body m~nded, Pclendor spoke o( vengeance against his 
evil brother and of finding a way to free Adinor. 

Pclendortalked of getting help from Iklfalas, but Vanwarya 
spoke against this, saying that the princt. would kill Aclinor if 
he kn~w that Pclendor moved agairut him. Pdendor mused that 
the Dead put the fear of the Valarinto thost. ruffians. This gave 
Vanwarya an idea and he departed promising to return SOOIL 

Days later, Vanwarya came from the Paths and gave Pdendor 
a pa("k of odd cloaks that turn theif wearers into no more than 



slw!ows at night. The old shanun instrucled the princeling to 
g.uhcr others who would teach his tn:achcroUJ brother a leuon. 
Within weeks Pclendor had aunnbled a hardy ~d of raiden 
composed of DOlen .tnd DUnedain. They na.med them.sdva 
"The Dud Riden" and began to attack the mcteemries and 
soldiers that sefWd the prince. The uploits of the Riders spread 
through out the aru, but not out of the region for the prince hu 
Ken to it that no news had traveled outside the Moman. 

Some of the citizens have allied thenudva with their 
wraithlike uviors thinking that they would remo~ the trCo1ch
trOUS prince from po~r. One in paniculu is Da.mrod, the 
innkeeptT. who lose his wife to nruauding gwrds. He Iw given 
his dOU'd down inn, MThe White Tttt N to the Riders toweu 
a bue inside me city. Pclendor hopes to weaken the prince's 
troOps and fin.mces while he seaft'hes for the mine and a way to 
l'tSCue his younger brother. The Riders are aided by Vanwarya 
who uses his powen to advise Pclendor. 

THE CHALLENGE 

The gamemuter hu several options for !taning his player 
characters in this seenario. Player charOlCters could be hired by 
Andor (through Ragnor) to gather infonnation on. and then 
eliminate the Dead Riders. As such the party will have to locate 
the hidden Ollld frequently moving camp ofPdendor. Stopping 
a rtKUe auempt will also be in the cards once Pdendor loutes 
his brother, or leams ofh issisrct'·ssucw:. Once tht: pany Ic;uns 
of the Dead Riden leadct', mission and reason foruistence they 
will have to make a moral decision to honor their conttact with 
Andor, or join the rebels. 

Player chancten traveling through the area could uperience 
dinurbing dreanu (sent by Annwen) prompting them to seck 
the nature of their sleeplessne". MOlllY in Sam Erech would 
send them to Mthesouthem wiseman". Vanw:uya will ccrUinly 
uke an interest in the dreams, Ollld may well try to enlist the pany 
into the Dead Riders. 

Player ch.tf.tCters could also be some of the original Dud. 
Riders reauited by Pdendor. R~ardless of the all~iIDCe of the 
~ny cenain events will occur. The Dead Riden (pouibly 
including the party) will continue to nid the Prince's property, 
molest small patrols, and cry to locate Pclendor's siblings. 
Aclinor will be moved into a d~eper, newly worked part of his 
min~ prison after his wud~n 's wife takes a obvious fancy to him. 
The climax of the adventure will OCC\1r when Vanwarya starts 
10 recriv~ dreams from Aranwen. prom pIing a re"ue attempt. 
This could rault in a tragic failure or a heroic stan to the new 
rullr's reign. 

VANWAAYA 

The old shanun Iw lived here sinCl the cnd of Ihe Wt 
century, when his fonner lord wu wounded in a great baule and 
he was unable to S,tVC him. Vanwarya forgot his fonner name 
Ollld invoked a cunc upon hinuclf never to die till h~ gained 
again the chance to serve one such as his fonner master, and lCC 

that service through to his muter's rightful death. Vanwarya 
came to the Paths of the Dead and realized that this was the 
phce for him to be, a.mong the others C\1l'$ed to live an demal 
half.life, until a chance for rcdemption arrived. Among the vales 
Vanwarya roanu. fTce to pass the Paths as the Dead cannot hann 
someone who has no feu of death. He will share his camp with 
travelm. hoping to find one who is fit 10 be a lord Ollld will 
accept his services. VOlllwarya hu Kveral powers. The first is 
foresight. He hu the ability to Ke into the future and focus on 
the outcome of an action. The second is healing. He can heal 

wounch Ollld usc herbs to cure people .tffecrcd by poisons. The 
third is the ability to communiate with spiriu and animili. 
Vanwarya can ilia pass through the Paths Ollld even request 
thingsof"1loe Dead." LuI. VOlllwarya is immune to diKascs of 
any son. Vanwarya Keks a person with humor, courage, and a 
strong sense of jUJtice. 

PE1.ENDOR 
Pclendor is young (jlUt 18 years old) but highly skilled with 

sword and bow. Everything he docs is filled with drama and he 
spench most of his time awash in a sea of guilt over what has 
happened in Moman. Only on raids docs he show any sense of 
humor. He wishes to free his brothct' and dethrone Ihe treach· 
erous Arador. If he finds out that Atanwm still lives he will 
focus on freeing her. H is temper is fueled by grief and rage 
against his older brother. He h.u never learned to hide his 
feelings and they show in his face. 

AwNoR 
If Adinor geu out of the prison mine it is likely that he will 

join up with Pclendor and try to remain .u mysteriow .u 
possible. The younger brother isadept at fencing and pufen to 
we broad sword and ekct together. When prusuud or nervous, 
Aclinorfluhes his while tmh in a fake smile, which he believes 
sincCt't-. The young DUnadan is prone to the usc of toO much 
profanity which occ.uionilly oR'ends his brother Pdendor. 

ARAooR 
Mador is tall andnrong. fair of skin, grey eyed, Ollld graceful 

in mOlllner. Only he and Ragnor know the uue treachery that 
took place so m~y yean ago after the plague. Arador is 
obses.scd with the finding of the sword of authority that is 
hidden somewhere in his own howe. He continually triu to pry 
the information out of his sister (occasionally lUing tonure) but 
to no avail. The attacks of the Riders go unchecked by the 
prirn;e Ollld his men. So fu, no one can tell where they go to and 
no weapons prove good against mem. Arador could usily 
believe due they ually arc the De,1d come to revenge against 
him. 

RAGNOR 
Tough, cool, Ollld seasoned, Ragnor is Arador's closest 

companion, and confidant as well as Monhondost's Master-at
Anns. Ragnor has a quick mind and strong body. Ragnor h.u 
never sought to rule, but is content to concrol in the princc's 
stead. Arador believes him to be a loyal friend but is mistaken. 
Ragnor finds the false prince to be loathsome and despicable. 
Unfonunatcly. ;u then: is no way for a commoner to be r=de 
prirn;e. Ragnordocs not challenge me prince·srule. He employs 
two DOlen thugs;u his licutemnu. Their names arc ImIxh and 

""""-
ARANwEN 

If Annwen's will power and hatted for her brother were not 
so strong, she would have gone mad from the conditiolU of her 
confinement. Scfore her imprisonment Aranwen w;u learning 
to control her gift which wu the sight ofUincn, the Ladyof the 
Stu. Aranwen had even drca.med of serving.u a royal seer at one 
time, but now this avenue is closed to hcr. Aranwen sits in her 
cell !'Caching out with hcr mind and dreams. hoping that 
someone will come to hct' rtKUe.lffrced, she can open the vault 
and get to the sword, cift'let and ring.;u well.u guide the player 
characters through the keep to places that even her brother may 
not: know 'list. 



12.0 T HE SEA EAGLES 
This seaion provides NU and infonnation on the pintk.al. 

warfare between Gondor and Umbar. It:a.lw contains rules on 
how the player characters can become privateers. Here "Pi· 
r:I.ICS~ is wed ;u a generic tcnn for su-bomc raidcrs. "Priva
tccrs~ refel'S to Gondorian pirates, whilc MCorsain" arc 
Vm1nn:an pintu. Both Privateers Uld Con.tirs tended to 
operate with varying lcvds of govcmmcnlal JUPport or ap
proval and, during war, often Jcrvcd u part of warllccts. 

Note that aU references to slave trade refer 0117 to thOR 

JXriods when Umbar w:u under the direct influence of5.luron 
(SA 3262-3320, T.A. 923-933, andTA. 1 94().3019~ since 
the inuitution of slavery wu practiced 0117 by those 
Numcn6rearu who openly worshipped Melkar. During other 
~peciall y bcc.tun of this historio.1 associatioll---<wn 
the most monlly depraved denizcN of Umw would have 
ugardcd such a practice with abhom:nc~ 

12.1 CORSAIR WARFARE 
Given thdr Numc:n6run hcritllgc Olnd the fact dut Umbn il 

pmups the finest port in all of £Odor, it il hlrdly $Urpruing 
thlt the UmbarunJ arc TrUSters of maritime warttaft. Just as 
they rely on the ocean in timcsof peace, they prefer to wage war 
bysu. 

12.1.l UMBAREAN STRATEGY 
Umbn's mlers sec tht: Corsair raids as a war of attrition 

against Gondor. Their enemy is a powerful realm that cannot 
be. conquered by a bnd invasion. Insuad, Umbn must employ 
a long-renn strategy. This involves a series of unpredicuble 
Ooids designed to place nuximum $tn,in on Gondor's economic 
and military resources. Facing dangerous enemiu along their 
eastern frontirr, the Gondorian kings cannot concentrate all 
their might on the Corsairs, so any wdl-conceived strike stands 
a good chance of penetating the South-kingdom', acattered 
defensu and possibly danuging ordismpting important asseU. 
At the same time. Corsair looting-and, during the relevant 
periods, sIave-hunting--incrusu Umbu's wealth. 

These ra ids arc also dcsigned to .umpen, or even cripple, 
morale within the South-kingdom. By showing the Gondonan 
commoners thn their king cannot protect them, the Umbareans 
hope to undennine the Irgitioucy and credibility ofEldacar and 
hi, heirs. Their u1cimne goal is to foment revolt within the 
«.!m. 

The nids certainly deplete southern Gondor', fW)Urces, but 
Umbar', rulers have seriously misjudged the cffw on Gondorian 
morale. Even along the u posed flanks of southern Gondor, 
hnred towards the Corsairs grows with every incidenL How
ever frightful and wdl-timed. though, the Umbauan strategy 
has actually served to stir p.ltnotic feelings among ordinary 
Gondoriaru. Having a contemptuOUS view of all common 
pcopl~[ieving them to have shallow minds and to be 
inupablc oflong-tenn minking-the Umlnrean noblcs' fai l to 
real ize that the average folk in the South-kingdom consider 
Corsair raids to be little more than acts of naked terrorism. 

Even if some of Umbar's leaders realized the counterpro
ductive n:uure of at least some of their raiding. they could not 
pracrically abandon the policy. Many an Umbanan merchant 
or oligarch depends on me wealth and prestige borne out the 
Corsair attaclO on Gondor. (During the hegemony of the Cult 

of Melkor, for insunce. slave-trade was a profitable busincss.) 
Leaders that hive supported the policy cannot suddenly tum 

against it without ruking loss ofboth face and influence. Hen«, 
due to their own feau and poliriul inertia, the centurics-old 
piracy continues, causing great physical hardship in southern 
Gondor. This is especially true after T.A. 1940, when the 
consignment of tens of thousands of Gondorian commoners to 

slave pens aggravated the realm's travail. 
The Corsairs target countlC$ sites in Ihe c~tlands betwCCll 

the Harnen and the Cape of Andnst. No vi llage, no towns, no 
fortification il tru;ly ufe. Of couue. the Umbart:ans priu casiIr 
transported items. such as valuable coins, jewelry, anns, artisans' 
tools. etc.; and. during periods of Sauronic infltu:nce, rhcsc 
prius include slaves for the nurkeu in Umbar or the cities 01 
Hu.d. 

12.1.2 GONDORlAN DEFENSES 
Gondor relies on a broad variety of defensi vc designs. While 

many are tailored in some way to a particular setting at 
circurruunce, most confonn to models designed to protta 
ccrtaln types of sites or setdcmcnu. Ducription of the m<n 

commonplace fonru follows. 

VIllAGES 

Rural villages provide relatively easy targets, for they an 
typically inadequately defended. On the othrr hand, the villat
ers arc. poor and their settlements rarely provide betler booty 
than slaves, livestock, food SIOres, and fishing boats. Conaia 
only concentrate on vi llage raids during periods when the 
Umhareans feci ill-prepared or incaFble of utacking richer 
sites. Nonetheless, Gondor erected hundreds of stone towen ill 
and.uound its coasuI villages during the two decades after T .A. 
1475. These towers conformed to varying degrees wim III 
original design by Celthoron, E1dacar's architect. Built ar a low 
cost and involving few skilled labours, they make fine refuges 
but poor bases for any sort of offensive or countfr-olTensiw 
activity. 

A typiul village tower stands fifty 10 seventy-five feet in 
height. and is divided into three to five stories. The outside of 
the tower is coated with mortar to make climbing m<m 

difficulL Its diameter varies according the number of persons 
that are upccted to seek its protection. 

Since the usual raid is a brief affair-rarely lasting more than 
part of a night-asurprising number of people can crowd into 
the tower. Celthoron allotted ten sqlUU feet of floor area per 
individual (babiu do not count), knowing that it is possible to 

squeeze in 10%-20% more persons for short periods. For 
instance, a circular story with an inside diameter of thirty fm 
nonnally accommodatu seventy persons. and can hold eighty 
to ninety in an am:rgency. A tower with a diameter of forty fm 
can house one hundred and twenty-five pcnonl. 

A village towrr'souter wall is very thick, !i~ feet at the ground 
and four at the top. Since the only openings in the walls m 
arrow sliu. the defenders enjoy excellent cover and attackers 
h.ave no practical mems of egress save by way of the entry orom 
the roof. Most towen an built atop I well, and cisterns of 
varying sizes and depths are situaud on the ground floor of 
every structure. (Naturally. well-less towcrs have larger ciJ. 
tems.) The ground floor also hOl.lSt:s livestock. while the Othc:r 
levels harbor stores and people. 



The roofis of $tone, and is Kccssiblt through a toop d()Ol". Ie 
is surroundtd by a low, crmdlued wall, making it wiuble for 
sniping archcn. T wo lug~ doors in the ground levd protect the 
only entranct. They arc made of stout, oak timber with strong. 
iron fittings. Some open onto a short hall duigned around an 
additional, inner dd"ense or barrier, sudt as an iron portcuUis. 

Knowing that such towen ;u-e h;u-d to uprure, the Corsairs 
rvdy bother to ;wail them. Assuming the local folk. can escape 
inside the tower walls, they usually provide a more than 
adequate refuge. Ie is therefon: imPOl'Wlt that the vilUgas 
n:ceivc warning of any impending raid, 

MOlt coastal vi.l.bgcs maintain a combnt watch. When 
Corsairs an: sighted. th~ watch circubtcs an alarm, usually by 
lighting a fin: and/or ringing a luge bd1 The vilUgcn then run 
to the tower, bringing wupons and $OTTle livestock with them. 
A messenger is scnt to the nuren garrison. All know uactIy 
what to do when the w nn is given, so there is little panic. If it 
is a small band ofCors.airs, the men might try to fight to uvc 
their homes, while the rest arc safe in the tOwtr; but most 
Gondotian fishermen know thu the Corsain' nunialskills far 
surpus their own, so they would ratha flee than engage in a 
futile battle. 

Some vilbges provid~ their people with a musta point, which 
is usually located at a smtcgic position in or nur the vilUge 
(e.g., - the fidd to the left ofthe watch.point")' This alleviates 
$OTTle of the panic incumbent in any raiding Kcn.ariO. The 
Yillagtn-Ot' at least some able-bodied men--rnight even drill 
on occasion, so that the local dd"endcrs can as.scmble in 
anticipation of a concerted defense. 

TOWNS 
During in the TA 1470s the squireJ U1d Councils of 

southern Gondor's coastal towns quicldy built fortifitacions 
and orgUlizcd cityguarw. By TA 1480, all seaside towns sund 
bdlind fiftHn to twtnry fOO(-high walls punctuattd by $lunly 
gate towers. In case of a raid, up 10 one to two hundred 
reasonably well-cquipped (e.g .. chainmail. sword, spear, bow, 
shield) guards U1d townsmen might mount the battlements. 

Hence, while a town offcn better plundu than a vilUgc, it 
makes a very daunting urget. Corsain ;wault such sites with 
cue. Of course, should they succeed, the raid can yield a small 
fonune, for the townsmen arc usually traden U1d attiJUls. Their 
wares and coins can be very vaJuabJt. In darker times, even their 
prcscnt~ offas [he promise of rerum for thcatuckcrs, for many 
of the typitally healthy townsmen will be suitable for emlavc
ment. 

CoAsTAL FORTIF1CATlONS 
The army Ius built many smaI.I keeps along the coasts, MOlt 

stand at nVtt mouths and othu attnCtivc anchoring places. 
Garrisons at these coastal holtb arc ran:ly luge enough to bkc 
on a large bUid of Corsain, but they do nuinuin a vigil OVtt the 
neighboring U1chorage, U1d usually nuke it hard for the Cor· 
sairs to disembark without a bit of bloodletting. 

When pcmible, a keep, and sometimes a viUage will eommu
niute with a larger garrison nearby by means of a simple but 
efficient chain of beacons. This is especially troc when the 
garrison COntaiN a complement of light avalry. Corsairs arc 
therefon: n:luctant to attack a eoasw fort, for a counteratuck 
Trulybe in the olrmg. In addition, the Umbanansshy away from 
any urget that, even in the most successful case, might COlt a 
large number of lives. 

A coastal keep is a very difficult but n:warding target. 
Captured miliwy cquipmtllt tornrnMKfs high prices in Umbae, 
U1d the holds are weU provisioned. Tts garrison offers an 
additional attr.iction to sbvers, for Gondotian soldiers arc 
usually young and strong U1d bring good bids at I slave auction. 

CIT1ES 
Pelargir and Lond Emil provide the richut prius for Corsair 

raiders, but they arc very daunting targets. After all, they an: 
strongly fortified U1d are home to large, apable ganisons. 
While a successfUl raid-for example, the c.apruring of naval 
YCSSd-<ouJd nct a fortune, the odds of even a modest Umbarun 
victory arc slim. Still. the Great Raid on Pdargir in T.A 1634 
provtd to be a great coup, spawning quite a nwnlxr of new 
fortunes for its spo:uors in Umbar. 

THE ROYAL F LEET 
The war against the Coruin dominated Gondorian mari

time strategy at the time Gondor's navy was n:tonstructed (sec 
Section 6. 1.). Even afterwards, though, the conflict ClUted 
tremendous problems for the South.kingdom, Southern 
Gondor's coastline is long U1d difficult to proten. While 
several Corsair ships WCl: seized or destroyed every year, the 
navy inOitted little damage on their Umbartan enemies. This 
changed in time, for the Gondorians eV\"Otually built their own 
raickrs, fast vuscls designed to eonduct successful anti-piney 
./f~ 

NAVAL SPIES 

Obtaining advUlce infonnarion of Corsair forays is one of 
the most important tasks of the Gondorian navy. Its spies an: 
mainly occupied with obtaining facts about the big strikes 
coordinated by the Umbarcan admiralry. Gondor's agents also 
join the aews of Corsair ships to learn of plans U1d cKtia. 
OtcasionaUy, such individuals sail with a CorsaireJlpcdi tion to 
Gondor, U1d then betny it at an opportune moment. This iJ a 
very dangerous line of work. 

12.1.3 CORSAIR RAIDING TACTICS 
EIpcr1enccd and often battle-hardened, Corsairs dnw from 

a rich portfolio of sailing and raiding tedmiqucs. Nevertheless, 
thti r desire to avoid combat, coupled the limited narurc of their 
mission, dictates that they rely on certain somewhat standard 
taetia. 

VllL'GE RAIDs 
When th~ Corsairs raid a viUage, their Trulin goal is to aptun: 

booty (and, when applicable, slnes). In the late T.A. 14 70s, 
bc:f~ the ston~ towen wuc built, this was I relatively simple 
task. uttr, afi:« refuges stand in mOlt all the villages in southcm 
Gondor, the Corsain deploy new methods of :wault. 

Most raiw against fortified vi.l.bges arc preceded by a scout
ing forct, which is set ashore in a snull boat in the dead of night. 
Scouts spy on the defenses of the village U1d find the best plate 
to put the raider:. ashore. Even on the huvily populated shores 
of the &.y ofBclfaW, there arc many places where Conairs can 
land under the cover of darkness. 

The nutsttp is tostopthe vilUge watmmen from giving the 
a1arm. This task may rtquin: a WIled huntu or assassin. If the 
WoItchnun is killed, the Corsairs place themselves to cut off 
CKape to th~ stone tower, U1d attack the vi.lbge, usually torching 
some houses to create panic. The vi.l.bgcn flu from the burning 
how...,; some try to fight, but thae is no concerted Ktion. The 



Corsairs kill some people to bn:ak the wiU to fight, and start 
taking captives. For this, mey put aside theirmeu! weapons and 
use dubs and nets. The Corsairs do not bother with the very 
young. the old, or the infinn, letting these people escape; only 
the hulmy and strong are captured and shackled. 

When slavery was practiced, the next move would be to get 
some men out to me shi}», and bring those nearer the viUage to 
stan embarking the captives. When the captives wen: on 
board-and only then-the Corsairs would loot me viUage, 
carrying away the; few valuables and some livestock. 

If the Corsairs are unable to surprise the village, and the 
vi i!agus escape to the stone towell, the Corsairs most likely will 
depart after looting. knowing how difficult it is to breach a 
tower, as well as realizing that the local gamson may be on its 
way. 

TOWN RAms 
The larger raids, against towns that lie at or ncar the sea or a 

major river, are carelUUy planned. UsmUy. spies have mapped 
the area, and detailed, tactical pkns have been made. before the 
Corsair sqmdron sets sail. It is very important to have a safe 
place to anchor the ship!! and disembuk. If the squadron has to 
pass a keep (e.g., in order to sai l up a river), the squadron 
commandu wiU .lend some men ashore to neutralize it, while 
the main force travels on. 

The Corsairs' main advantage is surprise; if they can scale the 
town wall or capture me gate wi thout raising alann, much is 
gained. Most squadrons have a group of assassins/scouts to 
achieve this kind of vital, initial success. 

The nut step is to neutralize the gamson/the local troops, 
pn:ferably through stonning the local keep and capturing the 
troops. Another way is to blockade the keep, locking up the 
troops and shooting down any attempted break·outs. 

The town is then quickly looted. When the Corsair com
mander hu a proper map of the town. his men know when: the 
important houses arc. \Vhen slavery wu practiced, the fittest 
townsmen would be captured. If there are horses, some may be 
taken, though they arc hard to transport on a raider. 

When the Corsairs are ready to depart, thcy sometimes cry to 
set the town aflame to discourage pursuit. When moving back 
towards the ships, the Corsairs an: at their most vulnerable, 
weighed down with loot and herding recalcitrant captives. They 
move slowly. and a dctcnnined attack may fo rce them to 
abandon their shackled captives to gain speed. 

12.2 GONDORIAN PRIVATEERS 
Southern Gondor's authorities fight desperately to CQUllta' 

the Corsair$. One of thcir weaporul is to give private lntt'1'"" 
ncurs a license &om the king, known as a Letter of Marque, to 
atuck Umbar'sshipping and fortifications. and sell the plunder 
in Gondor. Such individuals and thei r hirelings arc known_ 
Privateers or Theryn Aer (5. "Sca Eagles~ ). They havc I 

reputation for courage and glory among southern Gondor', 
populace. 

The reasoning bt:hind sponsoring the Privateers is simple 
anything that hurts Umbar wiU somehow alleviate southcm 
Gondor's plight. The presence of Gondorian raiders forces 
Umbar', rulers to use some of their own naval resources for 
defensive purposes, thus reducing their offelUive capabilities. 
Also, the Privateers' activities show that Gondor strikes backK 
her foes, proving that the king is trying to fight the country'. 
enemies. Their exploits boost the morale at home. 

The Privateers arc m~t aggressive during the periods when 
Umbar's relative superiori ty at sea is at its lowest. notabl, 
between T .A. 1600 and T .A. 1634 and from T.A. 1780 until 
T.A. 18 10. Privateu tactics arc by necessity similar to thoseof 
the Cors,airs, though the Gondorians arc far mon: intrrested in 
striking at Umbar' 5 southbound merchant shipping than ;us.ail. 
ingany land targets. Like all pirates, they know the fonncroffer 
more profit opportunities. 

The Umbarcan authorities, of course, take counter measum; 
but since the Privateers pose far less danger to Umbar than the 
Corsai rs to Gondor. these steps are not as enellSi ve as Gondor', 
corresponding ones. The Privateers arc far more imuested in 
seizing merchant ships at sea than approaching Umbar's coasts. 
The Umbarean coasu! villages will hence never become _ 
extensively fortified as their Gondorian counterparts. lrutcad. 
Umbar's navy patrols the Ilay of Bclf.J.Ias to search out and 
dC.$Troy Privateer ships beron: these cause any hann. 

Despite the strict phruing of the Letters of Marque, some 
Privateell also attack non-Umbarean targets; unscrupulOlll 
Gondorian captains occasionally sail south of Umbar and 
engage in piracy in H aradrim wuen. H owever, such a voyage 
requires much bravery, since the ship must pass a long stte tda 
ofUmbar-controUed coast on both legs of the journey. 



12.2.1 PLAYING A PRIVATEER 
A group of Privatcef player dwacttt'S should probably 

belong to the crew of a single ship. (A pla)'ft"chanctugroop i5 
rudy big c.nough to Conn the (min Cftw of a ship.)One playtt 
dunaa should be her captain, and the othtn officers or senior 
wunnt officcn. giving the player chanocter group full control 
the ship's activities. Suitable positions are s«ond-m-COll\lIWld, 
~vigator. hu.la, qUMtCnTWrCr, and chief wunnt officer. 
(Ordinary »ilon an just upected to obey ordas without 
dispLtying much initiatiw, something that hmily suits player 
chuact-ns.) 

The offiCt'r:t prob~ly belong (0 the nobility. while the 
warrant officers and the crew arc commoners. The ordUury 
wlors come (rom southern Gondor's poor people. ustally 
joining the trade to urn a living.lOUthem Gondor's hierarchial 
society gives them few opportunities ashore, but at sa even the 
lowliest IrWl can gain a "'peelable sum, if he is lucky. Some 
wlors an: foreigners, m<nuy Nonhmen. who have joined the 
trade for money and adventure. 

It is pcmible to hnc one or two fanale pbyet' clu.ncten 
aboud, provided that they muquUlIde as men, or that they arc 
under the captain's upliot protection with separate quartm., 
Women of the latter category :are limited in their choice of crew 
positions: healer and navigator an the likely ones, since com
mand f'O-'itiolU an unsuitable. Masquerading female pb~ 
characcen can usume any pruition. 

The pla~r characten should possess good competence in 
several skills: sailing. navigation, swimming. geography, and 
rTonallanguages. The choice of combat skill should cmplu.
si:tC such wupons that :are easily widded on a JWaying ship
d«k: swords, nes, and bows. Since the Privateer's life includes 
quite a bit of climbing and jumping. he gencn1ly prtfm.light 
and fluible annor: soft leather, rigid leather, and occasionally 
chainnuil. 

12.2.2 REGULATIONS 
The Privatccn' bwinus is regulated by Gondor's navy. To 

kome a Privateer capt.J.ln, one must apply at the Pdargir ruvy 
hcadquarten for a LctterofM""JUe. Thisdocumcnt nukes the 
Privateer ship a part of Gondor's ruvy. In return. the captain 
must fi le proper rtporu of his raids at the headquarten (an 
important inform.uion source for Gondor's navy~ and sell his 
booty at the House ofT nding in Pelargir (the realm taking one 
tenth of the proceeds as an .. administrativc fce~). He has acCU$ 
to the other Privateer captains' reports. In case of a full-scale 
war, the Privateer ship' arc druted to Gondor's regular navy. 

Furthennorc, the Lctttr of Marque definalcgitimate Priva
teer war pncrices. uptains that do not follow these rules 10K 
the blU$ing ofGondor's authorities. WOJR, when caught, they 
usually mvel to the gallow_with or without theiraews. The 
most important of these regulations arc as follows: 

• Only ship' and land urgcu that belong to rulms with 
which Gondor is at war shall be attacked. (Umbar is 
always an enemy between T A 1447 and T.A. 
1810, and from T.A. 1940 onwards. Occasionally. 
such as in the T A 1540s. Gondor is also at war 
with certain H~rim n:alms.) 

• Slave trade is forbidden. 
• Non-combalanu shall neither be killed nor tortured 

in any way (which includes rape). 

• ~ilon from merchant YUKIs capturcd at sea shall be 
put in a small Jai ling-boat with enough supplies to 
rcach the nearest shore 01' be transported to the 
nearest hospitable shore. 

By applying these carmu and stidu:, southern Gondor's 
rultrs have fairly good control ovu the piracy war against 
Umbar. The Privateen have ~trong incentives to adhere: to 
Gondorian aguIations: they get accus to a good m~n with 
wfw{facilitics, toa wtll·run market-place in which to stU their 
booty, and 10 the navigational infonnation gathere:d by all 
legitimate Privaucr captains. The rcalm takes a ~lu.rc from the 
profiu, but undtr orcumst.anCa that an usually acceptable. 
Some plunder may occasionally be quietly diJpcnstd of dst
wherc, but no other city in western or southern Endor .part 
from Umbar can offer the etpcrt strvices provided by the 
Pclargir House ofT rading. so the Privateer captains prcftr to 
usc its services. dapite iu fees. 

12.2.3 SHIPS 
The Privatetr captailU prefer ships with ocean-going quali

ties and good endurance. This enables them not only to reach 
Umbar's ccasu, but also toui! to more. diJWlt daUnations, like 
11mhad to the nonh and the Handrim cities to the south. The 
ship-' must also be agile enough to maneuver among the ,heWs 
and rocks along the coasts. and to outrun most Umban:an navy 
craft. The Gondorian shipyards have de~loped an uccllcnt, 
$mall carnck with all these qualities. 

There an also a nwnbcr of other cnIt: plying the melt. Some 
arc surplus ruvy vessels sold by Gondor' J ,uthoritia. Othen an 
ovilian er smal~ navy ships, brought to southern Gondor as 
prUcs, and modified to suit the Prinken' nca:!s. 

At a giVUI time, then: an: between ten and rl'ICnty Privatetr 
ship' operating outof southern Gonder. Most strike at Umbar', 
shipping. Some makeoa:asional fonys intoSllll.lggling(Goodor's 
authorities arc rarely bothcn:d by such undertakings. as long as 
they do not !wm the realm). A few:are fronts forGondor', ruval 
spying effort, which UJC,J them for contactJ with spies abroad. 
and other seem: mwions. 

12.2.4 BUSINESS ARRANGEMENTS 
A Privateership can be owned in one of thrcc ways. The most 

common one is that the uptain owns the ship, pcrhap! together 
with a few of his offrcen. and recruits I crew. (This is probably 
the best arnngcment for I player character group.) Sometimes. 
a coruoniwn of wealthy individu.ili buy, a ship as a high-risk 
invatment. Usually, one of them or a trusted hircling is 
appointed as captain, and becomes rt.IpolUible for the rcau;t
ing of the crew. The most unusual arrangement is when the 
crewmen cooperatively own their ship. Such ship' arc usually 
captured. old, merchant vessels, purchased chc~ply at the Howe 
of Trading in Pelargir. The crewmen elect the captain and 
officers among thenudvu. 

12.2.5 CUSTOMS 
The Privatccn: quiclcly developed a set of customs rcguIating 

their trade. From the end of me sixteenth century. it has been a 
part of Gondor' J common law, and is recogniz.td as such by the 
courts.. ClUtomarily.legal matters pertaining Privateer activities 
arc brought to the Pclargir town court for judgment. 



SHIPSOAJU> JUSTICE 
The discipline .1Iboard.1l Privateer ship is usually good, since 

the crew members know that they depend on each other to 
survive and to make a profit. They have ill volunteered, and are 
panners in a joint venNre. 

Strict rcgub.tions forbid all practices that may endanger the 
safety of the ship and the enw. Cowardice, chuting on one's 
shipm.1ltCl concerning booty, being drunk on duty, provoking.1l 
fight with shipmatCl, gross c.arelessness with fire, and simihr 
.1Icts.1lre usually punUhed by hanging. or by being nt uhore in 
an inhospitable spot. To lessen friction among the crew, it is 
forbidden to gamble or bring women ~rd the ship; the 
punishment for sum misdemeanors is wualJy .11 fine of one 
quarter or one half of the culprit's profit from the voyage. The 
PriVllteers wually compens.lltc for this saict life when uhore; 
Pclargir's harbor quarters arc notoriously rowdy. 

DMSION OF PROFIT 
Thc profit from.1l vopge (i.e .• the income of the booty sale 

minus the COst of the venture) is divided as follows: 

I. Fint dimion: if the ship is hot owned by the cn:w, 
the owner(.) gets half. and the cn:w shares the other 
half. (The ship owners then divide their part 
Kcording to prior agnement.) 

2. Etch S.lIilor: one share.· 

J. Etch warrant officer: one and a half shares.· 

4. Each officer or specialist (c.g .• a healer); two shard.· 

5. The captain: four slwu.· A sqlWlron commander 
receives an .1Idditional four slw-cs.-

6. A crew member that was so badly injured th.1lt he 
mwt lu'IC the ship: one t:ltra shan. If the injuries 
were less severe ixn still b.1ld: one extra quarter-share. 
Superficial wounds do not count. If a cn:w member 
dies during.1l raid, his family receive his sharc(s). 

Note· thu an individual rhuowns the ship. Kcording to the 
first division, does not get the$( shaUl, since he h:u aluady 
received hu part of the profit. 

12.2.6 JOINT UNDERTAKINGS 
Cooperation between Privateer ships is often necessary to 

.ruccessfully attack a rich and well-defended target, such as an 
escorted convoy. For .ruch undertakings. a group of Printecr 
ships fonn.1l squadron, led by a commander who is appointed 
by the financiers of the ventuu. or who the participaring 
captains elect among thenuclves. The comm:lnder and the 
captains fonn a war council, which decides on policy matters. 
The commander has total authority on tactical matten, but 
when it is possible, he usually listens to his fellow c.aptain' 
advice. 

When staging a raid ashou. the commander wuaUy st<lys 
with the ships, while the raiding party is commanded by a 
deputy. When preparing an assault on a well-fortified poJition, 
the commander usually enlists the :wutan,e of a siegcaah 
npert. A commander who hu "quired a reputation for 
,ompetence and success usually has little problem in :wembling 
a squadroo for a specific venNre and in gettiog his plans 
accepted by the participating captains. 

12.2.7 COASTAL RAIDS 
Pirates have ample opportunity to execute raids 00 land 

targets. Iron Crown', WQr lAw board game has rulCl and 
counters which can be wpted to any Middle-carth wu. 
However, when time u short, the gamcm.astct and the playas 
may need an euy way of resolving a particular raid with just. 
few dice rolls. For that reason, this seaion presents a simplext 
of rules for raids of any si~. (It i5 a vuUot of the Barue Ruia 
of n. Ki".smj' module-with a few mioor changes, rminly due 
to the different Kale and environment of the fightiog.) 

The section il written from a Coruir perspective. since it is 
iotended foruse when the playcrcharacren au on the receiving 
end of a Corsair raid. However, it il equally appl ic.able for I 

PriVlltecr strike at a village on the Umbar pcninsub.. 

12.2.8 RUNNING A RAID 
The first step in a raid is to compute the ulative strength 01 

the two participating forces. First, the force ,0ll1l11M\der <itta' 
mines the UKt size ofhi5 force, divided by number and quaIirJ' 
(level. equipment, race, nationality, etc.). For gaming purp<»CSo 
pirates and defeodcn are usually standardized (with. for in
srance. all Gondorian archers having the same characteristia} 

Next, the commander calculates the Battle Point Value ( 
BPy) of each of his men. He St<lrts with the man's level. This 
number is modified by a number of Quality Modifiers. All the 
modifiers an: cumulative. but a man cannot have .11 modifud 
BPV of less than I . 

In the nut step, the commander c.alcul.1ltes the Force Comb.llt 
Value (FCV) ofhis force. It i5 done by adding ill the soldim' 
BPV together, and dividiog the sum by the number of soldiea 
in the wcaXer foree. The result is rounded off to ncarest whole 
number. An uample below shows how these calculations att 

made. 

QUALITY MODIFIERS 
Good armor (CH/PL) ...... ... .................................... +1 
No armor- ......... ......................... . ............ -1 
Ore io sunlight ............... ................................... ........... -2 
Orc/Elf at oight ........................................................ +2 
Inspiration t ................................................................ + I 
Terrified t ...................................................................... -1 
St<lrviog .......................................................................... - I 
Exhausted ...................................................................... -I 
SCout/Roguc .................................. ......................... ... - I 
Extreme/unfamiliar climate ........ .. ........................... -1 
Civilian with no combat experience ........................ -3 
Extensive puparations tt ......................................... + I 

• Not applicable when defending inside a viIbgc stone 
tower or similar fortific.ations. 

t For insun,e, by a NazgUl's scuanu or Gandalfs 
prescnce. 

tt The modifier represents the construction of utra assault 
equipment. such as protected battering rams and laddm 
of COlttct size. Thesc pupan.tions take at leut two days. 
In a raid without utcnsive pupan.tions. the attacker has 
only regular ladders and improvised rams as :wault 
equipment. 



FORTIFICATIONS 

Dcfenda'S invariably rely on some son offoniftation. These 
may nngc from a wooden JWisadc sum:JUJlding a vilJa~ to the 
extensive walls ofPeLargir. Each foniftation has Force Multi· 
plitt Value (FMV), nnging from I to 10, auhe gamemoUler' $ 

Wcn:tion. The FCV of the defending force (before rounding) 
is mult iplied by the FMV of iu Fonress. 

Only a few Endorian fon iflcations qualify for the really high 
values, like Minu Anor (FMV IO~ Umbar (FMV 9) Ptlugir 
(FMV 9) and Lond Emil (FMV 9). An ordinary coastal keep 
has most likdy FMV 4, a town wall and village stom tower 
FMV 3 or 4, and a village pa;liude FMV 1.5 or len. 

The gamemasler must also detamine how many soldia'S can 
be stationed in a pa;nicukr fonifiution, and how many enemies 
are able to assault iL Pclugir can have a tcmponry garrison of 
10,000 soldicn:and busuultcd by up to SO.OOOencmies. while 
a small fon pcrh.ap$ has a maximum cnw of200 soldien and 
only 800 mackm can participate in an assault. A big village 
with a paliude and/or a stone lower has 50-100 adulu for 
defense. while it can be m~cked by up to 500 pirates. 

SURPRISE EFrEcrs 
For the pirates, uctic..a.l surpri~ is essential for a raid. since it 

dttamines how the defendns are able to fight. To be able to 
achieve surprise, the urget must be SCOUted exunsivdy beforc 
the raid, so that the pirate leader knows the defendtn' rOtllma 
and weak spou. (If no such prepantions have been made. this 
rules Kerion is not applicable.) 

To evallUte how much surprise the atuckns get. the lcadn 
rmkI'SS[~tie M~ncuverroll, with his Tactiu bonus as a positive 
modifier, and the higher of the defense ludn's Intelligence $Iat 
or Tactiu bonus as a negative one. (If 01 player chancter is the 
pirau luder. the gamenwur should roll the dice to keep the 
resuil ~cnt, until the raid is eututed.) 

Blunder _ The pinlte rcwmuisuoce was discovered 
by the defenders. so they know an atuck is 
coming. The defense has been reinforced 
by anny soldia'S (100 for a village. 400 for 
a town, 800 fora militaryfonification, and 
2000 for ~ city), which execute a S\Jrprisc 
atbck on the piratl'S when thcymove from 
their disembarlution point towards their 
urget. The encounter is fought as per the 
raid rulC$, with the pinta as ImifoJ de· 
fend«S.t If the pirates manage 10 rout the 
soldicn, they nuy proceed to aruck ch~r 
urget; however, the dertnda'S are: well· 
prepared and iNflini. All vitl.zm have with· 
dnwn to their none to_r (booty: No 
slaves can be sciud, all anlmals rcsulu arc 
halved). The defenders of 1ownI, rilin and 
mili14ryjortijit4riMJ, are well prepared (ne. 
gating any tXUltJiw I"'7"r«lioll$quality modi· 
fier earned by the pintl'S). 

Absolule failure The pirate reconnaissance was discovered 
by the defenders, so they know an aruck is 
coming and have nude preparations. All 
viIL.zm have' withdrawn in good time to 
their stone lower (there is no combat.:and 
the booty is limittcl No SLaVCll can be 
~ixcd, all animals resulu are halve'd). The 
defendcn of lowru, li/inand milir«ryflKlifir«. 

nOfll are well.prcpared (ntgating any .XUn· 
'M f"IM"riotu quality modifier umed by 
the pinlta) and iNpini. 

Failure ____ The pinta get no advanu,gC$ when uecut· 
ing the raid. VitJ.zm have time enough to 
get to th~r tower (there is no combat and 
the booty is limittd: No sbves can be 
Kiud, all animals ruulu arc halve'd). 

Partial.ucccs •. _. The defense leader's Tactits bonUli has an 
utn · 10 modifier, due to poor tactical 
c:oordinarion. If a viIL."is sciud, the pintl'S 
take half the number of capciVCll (ste the 
booty table). since some did 00f nukt it to 
the stone tower. 

NUl' success _ Via."defenders cannot utilize the FMV of 
their stone tower, since theygot no advance 
warning in time to withdraw thither; they 
do, however, defend at the palisade (if the 
village is Kizcd, halve' the number of c~p' 
lives, since some non-combatanu made it 
to the tower). A I""",', or lity', FMV is 
halved, "ince a lot of pirall'S nunaged to 
scale the w.tl.1s bt:fore being discovered. 
The defendcn of I military fonificacion 
suffer an am·1 q=lity modificr, due to 
poor uctic..a.l coordination. 

5u<,~ ___ Vilw"derendmcannot utilizcthe FMV of 
their stone town or of the jWiude, since 
the pirates are upon them without warning. 
A ,,,,,,,,'1 or rilJ's main gue is seized and 
opened by pinte scouu; the dcfenders 
unnot util ize the FMV of the tOWl1 wall. 
The FMV of ~ miU"'?jlKlifir.riM/ is halve'd, 
since a lot of piratu managed 10 scale the 
walls before: being discovered. 

Absolute .UCCCM A via." is sclzc.d without battle, since itt 
defenders arc unable (0 put up any resis· 
tance. A ,,,,,,"',or titl' harbor is seized by a 
coup withoutscrious resisWICe; all iu .hips 
are: captured by the pirates and nuy become 
prizes or be dl'Stroycd.· The nuin gate or 
a milil4ryflKlfli"tilm is ~iud and opened by 
pi-:ate scouu ; the defenders c~nnot util ize 
the FMV. 

Note: O,in.,.J bV miU",?fortifo"iotu somttimn f»IJ(U' ri",lItl 
iltJiJt "" .... 11s. Sd " ril4JtI "nllOl br swrpriJ(J, .n' ,I" II'CIOfU 
",,"'i"lEdi,,' iu _lis swlfrr nO "'l",iwtJfttt r..."J? "II] Ji", 
<f IWlfndul IWrprUt. 

tThe gamnnaslcr may prefn to usc the baltic nlla in 
Ilt Xi"'Jtrlj' module for such a clash. 

rrhis is what happened in Pclargir in TA. 1634. If the 
town or city docs not possess a harbor, tnat as a 
success result. 

E.umple: A Con. i. frmt lOm;SIJ of 35 mrn (ltw14 "",mOt'S, no 
fWlilJ """ifi"s) . £uI, lou. BPVof 4. s.·",t ,iN Con.in Ji'lIOI 
SlCOII tbt /41.", btjon tbt •• ,", tbt "pl.lli" 'ou 1101 roll flK SlIrprilt. 
n,;, IIItJrI is" H.rvnJIK fishinz via." tAotl is "'milt' by 4 7.Jlllu 
(J(tJIII/rcrn IrHI J) wil4 /10 'mIIK. n, WIlli "",iiI] mo/ifirr i,· 
2 {KOII'/rorw .1, no "moor .1),ziYinz" BPV <f I. n, ,..liuJt 
louFMV U . 1ltCon.in'FCYi,4x35';'3j=4. lltJis4tmtm', 
FCYis /x47+JjxU=2. 



REsoL VJN(j COMIIA T 

A r.lid is r\'$olvcd by the twO force commoanders, using the 
Rrsisl.lnn Table. Both make a roll, in which uch pits his FCV 
against th~ opponrnt'~ FCV, using his T anics bonus as modi
fier. Th~n th ty consult the following table to detmnine the 
outcome of the raid, something which grtarly affects the losses 
caused by th ~ fight (see &nion 12.2.8.) and the piratC$' 
opportunity to seize booty. (&e &ction 12.3.4.) 

Ruisunce Roll 

Both succeeded with 
the RRs 

The raider failed. 
the dtfcnder succeeded 

The ra ider succeeded. 
the ddender fai led 

Outcome 

Tht r~ id failed and the uiding 
force must withdraw in disor
der. However, the vinorious de
fender is also in disorder, oand 
cannot pursue. 

The raid partially fails, but the 
raiding force withdraws in or
der. It can ~rform a new rlIid 
IDI O hours latH. The victori 
ous defender cannot utilizc his 
success. 

The rlIiding force is routed and 
if the defender has cavalry, it 
may putsue. 

The raid is successful and the 
target is taken. The surviving 
defenders are captured. 

Eunlple: 1k prf\ljolU!y rnml;O"rJjr~r'" ojCorJairs (rCV 4) Q"I 
jjsix .. ",m (fCV 2) tl..lh. 1k C_ir tom,,,,,"'rr l:w T411U130, 
wbilt his (Ol(nlr-rparl, lix Yilt.~ htQJrrwn, l:w no TQ(/i(ll~il~ Q"' ixnrf 
~ -2 j moJijiff (from Iht ml oj Iht jij'"n,6(m'"ry, roulbtm Con''"'' 
(0<111"/ vilw~,IUU/I/1y &,1'{ Q mi/ilj4 InlJrr wilh Sl!fru TQui(, sIill). 
1k Cor.wi .. r{!/& J,tl+ 3D=:68n wbirb is ~t 1&In lix 40 ttr-ittl 
10 wi,bI14M/,1x jilbmrun's JrSp"Qlt (""rat'". Thr vill..~ romlll4nlrr 
rol& 54-25=:29, v.ob.-ch is Itss I&'n Iht 60 nrrlrl 10 mp ,IN 
(xptrlma' am~irs' 4'U,,/'. Dx rQiJ is "<tassjw/a"',IN vl/I..~ il 
rap,wrrJ. 

AFTERMATH 

\Vhen Ihe events on the battlefield have been decided, the 
commanders shall de{emllne the 10$scs suffered by their resJ'C'c
live forces. A force can suffer one of SIX fatcs In a rlIid. The 
follow table shows what losses It suffers in each outcome. The 
losses ~re rolled in the staled order, and arc sfOpped if 1000/0 IS 
p:used bcfor~ reaching the end of the list. 

FORCE Loss 
A vinoriou..s force 
(rlIIdingordefendlng) .......... IDIO-I% killed, 2DI0-2% 

wounded, no prisoners, no miss
ing/smgglers. 

The raiding force 
withdraws in order 

The raiding force 

.. 1010% killed, 2010% 
wounded, I D 10% prisoners, 
JDlO % miMing/srngglcrs.. 

withdrawsindisorder ........... 2DI0% killed, 3010% 
wounded, 20 I 0% pnsonen, 
2010% musing/stragglers. 

The raiding force u 
routed. but not pursued 
bycavalry ................................. 3DI0% killed, 3010% 

wounded, 3DI0% prisoners, 
2DI0% mi.uing/srngglers. 

The raiding force is 
routed and pursued by 
cavalry ..................................... 4D I0% ki lled, 3010% 

wounded, 4DlO % prisoners, 
3DlO % mi.uing/straggler.s. 

A defeated defending 
force ......................................... 4DIO% kil led, 3D10% 

wounded, [if the raid takcs place 
in darkness: ( I DIO- I)% sneak 
away in the chaos fO become 
missingJ, the remaining aff pris
oners. 

Wounded $Oldias: Those counted as wounded according to 
thue calculations are well enough to stay with their force. 
Thos.c that have suffered more seriou..s injuries fall into 
the utegories of killed (having died soon afta the raid) 
or missing/stragglers (having been left behind). Usually, 
1/6 of the wounded recover uch wu k. 

Pri$OnefS uken by the defend en: Commoners often hang a 
captured pirate in the nurest tree, while army officers 
(after a thorough interrogation) pn:fer to Id him face a 
trial, usually with the same consequence. Occasionally. a 
court offers a pirate a deaL Ifhe assisu the local army in 
fighting his fonner comrades, he may be pardoned and 
later released to sUit a new life elsewhere (preferably 
outside his homeland). Such offers arc lUw.Uy accepted; 
the Gondorians rardy renege on the deal, whilr the less 
idulinic Umharearu might. This is a useful tool for the 
gamcmasttf to savc the lives of uptured Privateer player 
characters. 

Prisoners uken by Corsairs: During periods ofSauronic 
influence, Corsairs gladly take healthy commoners as 
prisoners to scll as slaves, while other captured civiliaru 
arc left behind whCfl the raiding ships depart. They oftm 
kill captured Gondorian soldiers that cannot be enslaved. 
so that the Corsairs won't have to face them in battle 
again. Noble pruoners may be wonh a hefty ransom; the 
details surrounding the presence of such at a raid urget 
Iuve to be handled by the gamenuster to suit the needs of 
the campaign. 



Prisoners wrn by Print«n: The Privateen do not 
gc.nc:nJIy c.apruK slava, since slavery is abhorrent to the 
ideals of the FaidUul. The Gondorian Letter of Marque 
explicitly prohibits such mde, putting it under the death 
pe:l1.Ilry and hence nuking land raids leu interuting than 
the apruI'C of merchant ships. Howe~r, it is pe:rfectly 
legitimate for Privateen to c.aprure Umbartan noblu to 
ea rn a raJUOm. 

Example: IIrm wm 47fisbmnm ill ,btfir-,. NiIlt ( 19%)...,.,.. 
Mit/ ,..J -.. ( ' j%) -,-"k/, wbi/' u., m l tfYi~ pofII'J.ri"" 
,..., r.ptwrnl. Two UrJ.,11'J (6%) 'ii' . ..J Ibm (8%) ...,.,.. 
...."J,l 

PL-\ YER CHAJtAcra FATE 
Euh puyer character fighting in the raid must make a general 

Static ~euvu ro ll to detennine his or her fate. PUr« 
characters that do not fight must only roll for their fate if their 
force is routed and pursued; in such a sitwtion, nobody is ufe 
from the enemy soldiers. The roll has two modifiers: one forthe 
pU)'CT charactCT" weapon slcill and one for the outcome of the 
raid. The result is intapntcd in the Puyer Character Fate 
Result Table. The player character has a chance of being 
c.apruKd by the ennny. using the eapture percentage found in 
the Force Lew Table. If the chancter becomes a prisoner. he or 

she looses all boocy. 

PL-\YER CHAJtAcra FATE MOOIAERS 

+0 ................ Best weapon skill bonus. 
+ I 0 .............. Both commanden arc successful 
+20 .............. Thepuyercharactdscommanderwassuccess-

ful. while the enemy commander fai led. 
+30 ............ .. The enemy force is routed ",Jpursued, ",/ the 

player character belongs to the avalry ("'n'7 
• ppliahlt 10 ,..1'1", pJ.y« rNrUIm, Ii"" tbtJ rmul 
lIbuill Imst, ., Ibt ,.",,10 f- • r_try Mill!'). 

-20 ............... Both eOmrtWlden failed the raid RRs. 
-SO ................ The puyer charn:ter's commander failed, while 

the enemy commander was ,JUCCessfui. 
-70 ............... The player character's force is routed.,.J pur

sued. 

Open 10100 
up to 30 
31-40 
41-50 
51-70 
71 -80 
81-90 
91-100 
101-120 
lt9-I3O 

IJI -I40 

14 1-150 

151+ 

DEfENDER'S Boon ... ",' 
Nothing 
Shield 
H elmet 
!Xl of enemy weaPON 
Sct of I'fInny wupons and umor 
R ing or bracdet wonh 10IOsp 
Neckbcc or brooch worth 5010 sp 
Two sets of l'fIemy armor and weapoN 
An enemy officCT with armor, weap
ons, and 2010 sp in cash, as prisoner 
An enemy document (content of 
gamemuter's choice) 
A high-ranking enemy offica with 
¥'"or. weapoN. and 20100 sp in 
cu.h. as pruoner 
An I'fI~V vessel 

° 1(& roU.-.!. is ..... oppIicabk in & <main .i .... rioA. rc-roU it. 

PL-\YER O-t.uACTER FATE REsuLT 

Blunda .......... _ ...... ___ .......... The puyercharactcris killed in 
;&ction. 

Absolute failurc ................ _. The puycr character receivD a 
+50 anack from a suitable en· 
emy weapon (gamemaster's 
choice). A defending player 
character gets no booty. 

FailuK ....................... .............. The player character KCcivcs a 
+40 attack from a suitable en
emy weapon (gamemaster's 
choice). A defending player 
chan.cter ~u no booty. 

Partial succas ____ ................. The playa chuxter reccivcs a 
+30 attack from a suitable en
emy weapon (gamemaster's 
choice)' A defending player 
characccr gets one roll with no 
modifier on the Boory Table. 

Ncar success ........................... The player chuxta receivcs a 
+20 attack from a suitable en
emy weapon (gamemaster's 
choice). A defending player 
character gets one roll wilh a 
+ 2Omodifier on the ~fcnder' s 
Boory Table. 

Success ........ _ ......... __ .......... _. The player character Kccivcs a 
+ 10 atUck from a suitable en
emy weapon (gamemaster's 
choice). A defending player 
character gets twO rolu with a 
+40modifier on the Defender', 
Boory Table . 

Absolute success .... ____ ._ .. _ The player character rccc:ivcs 
no injuries. A defending player 
chan.cter gets three rolls with a 
::J-60modiIierontheDefmder's 
Ronrv T able. 

Example MorI,., II. Corwi, Mr Scimiu, B2. His _".In WoU 

IN<<usfw~ whilt II. tlltlll}OIll'''''' ""'.IU""u 4 7+82+20= 149, 
• ""ttD. Ht 0117 St<jfrn . + 10 spar.,Ut!, rtJllIti", III. fN'rt 2_ 
poilll _IIJ. T riYUt~ ~ I~nh wbm bt ",ltA7 $tIIffln lOIIIt m.u f~ 
~. (Pi ... 1# ~~ is ngtlJ.td III StrIIOll 12.3.4) 



I2.3 PIRACY 
The pnct;,,,, of '~pwring mercham ships at sea is rcguIated 

by a slightly different set of rulu than raids. The pirates' goal 
is to Kiu the tatget ship Uld hcr (.argo, while minimizing their 
own ]oS$<".$. Usmlly. thc merchantman will be uhn;lS a prize, 
and be brought to a friendly haven for SolIe. (Privateers arc 
ex~ctcd to put Inc origin.u crew in a small boat, with suppli.-.s 
enough for thtm to rneh nftty. Corsairs have a Ie," strict code 
oflxhavior.) 

12.3.1 GONDORlAN SHIP TYPES 

C ONSTRucrJON 
The height of an ordinary ship is usually propon ional to iu 

depth. The lOp of thc gunwale of thc main deck is about the 
u rnc distance from the waterline ;lS thc ked. Each deck in the 
forecastle or the sc«n-(astic is usually five. to seven feCI above. 
the main deck. The fouustlc is ustully only one deck above the 
main deck. while the sl«ncasclc can be up to three or even four 
dcclu abow Ihc main deck on large ship$, such as I.trgercart'acks 
and galleons. 

CREW 
The luted sum of nilors ;and soldiers givu the m;anning 

muimum. However. when mnsporting slaves. uch counts as 
h;alf a pmon against the muimum. A sheep ( orother ;anim;al of 
similar siu) equals one person. while a horse equals rwo 
p«sons. It is possible to nil a ship with ha[f the given number 
of sailors. but only for a few days, and not in combat. On pirate 
ships. everyone aboard is usu;a]Jy a rusonably competent s;ailor. 
so a captured ship is usu;aJly given a minimum crew. mostly 
drawn from the "soldier" category. who sails her to a friendly 
haven along a s;afe route. 

P'lCE 
The listed price is applicable for a few years old but well kept 

ship sold in Harland, Pdargir or Land Emil. Brand new ve.ucls 
must be ordered from a wharf';and cost 10-20% more (plus a 
delivery time of four momhs for a small ship to twdve-fiftrrn 
months for a big one). while old onu in poor condition (with 
the associated hazards) may cost as Iitde as half the stated price. 
Certain men-of-war are not for general sale; however. their 
pricu have been listed in parenthuis to show theirrelative value. 
(A rule of thumb. derived from historical sources. has been used 
when calculating the price of a ship; it u proportional to the 
cube of the ship's over;alilength. This means that a ship that is 
twice as long as ;another will be eight timu as expensive. Among 
the ships below. the artillery barge. lacking ocean-going capa
bilitiu. u all exception 10 this.) 

CElBAR (S. "HOME RUNNER") 
The Cdbar or cog is a one-masted ship. very common for 

trade ;and commcrci;al shipping. A large cargo capacity u 
emphasized when the ships are built. It u therefore slow.;and its 
fighting capacity u not the ben. However. cogs arc common, 
;and easily available in timu of need. A significant part of the 
ships raised by the ado Lynd usu;ally arc cogs. even if the 
statutes speak of other, larxer vessels. When serving as a tradtr, 
a Cog usu;ally docs not have a forecastle. 

Length overall .............. 90' 
Length of the ked ....... . ........ 58' 
Width of the deck ..... . ......... 18' 
Depth ..................................................... 10' 
ShipMB ...................................... · 10 
Crew, s;ailors ......................................... 15 men 
soldien ................................................... 20 men 
Price ........................................................ 1.100 gp 

CELFAlAS (5. "COAST RUNNER") 
The Cclf;alas or holk is a slightly larxership th;an the cog. also 

built for trade. The main exterior difference is that the holk has 
a slightly different hull shape:.;and a second mast with a lateen 
sail on the afterdeck. The holk sd dom has a forecastle while in 
a civilian role. 

Length overall. . ...................... 98' 
Length of the ked ............... 65' 
Width of the deck ............................. 200 
Depth ....... ........... . .................. ..... 10' 
Ship MS ............................. .................. -10 
Crew, s)ilon .......................... ............. .. 25 men 
soldiers ................................................... 30 men 
Price ........................................................ T,400 gp 

ROCHROS (5. "FOAM HORSe") 
The Rochros or caravci is a small ship. used for coasu! trade 

;and as a scout ship. Since it is highly m;aneuvcrable and relatively 
fast. it is also used for raids. It cannot stay at sea for along time. 

Length overall.............. . ........ 75' 
Length of (he ked ................ .... 52' 
Widthofthedcck .................. 18' 
Depth ......... . ................. 6' 
Ship MS .... ............... ............................ +5 
Crew, sailon ......................................... 25 men 
soldicn ............ ....................................... 30 men 
Price ....................................................... 625 gp 

CAlRON (5. "GREAT SHIP") 
The Cairon Of large carr:tck is used nearly exclusively iU a 

man-of-war, since it is too large and expensive to be wed 
profitably for trade ventures. Sut eVa! as a warship it is 
uncommon, due to its sizable corulruction COSL It is mainly 
used as a flagship for a large group of smaller ships. A large 
carrack may have three or four masts, depending on itt siu. 

Length overall.... . ................... 144' 
Length of the keel ............................... 98' 
Width of the deck .............................. 45' 
Depth ........................ . .... 14' 
Ship MB................... . ............. -5 
Crew, sailors........... . ............ .. . 120 men 
soldiers ................ . ........ 300 men 
Price ................. . ........ Not for 

sale (4.500 gp) 



Tht small cal'TXk is similar to tht pKvious OrK, though it!: 
hull hu about tht 5.1mtdimtruions as the cog's. TheJtunadu 
arc common, both as modUlI and as warships. Tht argo 
o.pacity i" , nuller than rOT a cog or tht same sitt, but nu.nN
vtnbility ~nd tndurance ~ better. 

ungth ovcr:all ........ __ ......................... 80' 
ungth or tht k«] .................. _ .. _ .... _ 56' 
Width or the deck ...... _ ........ _ .... _ .. 27' 
Depth .. _ .......................................... ___ .9' 
Ship MS .............. _ ........ _ .... _ ................ ±a 
CftW, $.Iilors ......................................... 40 men 
wldien __ .......... _ .............. _ .... _ .. __ .. _. 80 men 

Price _ ................................ __ .................. 800 gp 
Tht ngular carr:ack i" built on the .ume theme as the two 

~bovc modtls, bul it is Ihree-masw:l. Such large ships an: 
uncommon. though. On the other hand, iu sitt and o.pacity 
make it popul~r as ~ man-or-w~r. Sinet it hu thn:e mast!:. it i" 
~Iso more maneuverable than the cog and the holk. 

ungth ovcr:aU ...................................... 12S' 
ungth or tht ktd ............................... S5' 
Width or tht deck .............................. 34' 
Depth .................................. _ .......... ....... 12' 
Ship MB ........................................ _ ...... -5 
Crew. $.Ii lors .......................... .. _ ........... 65 mt n 
solditrs .................................. __ .... _ .. __ . 1 50 men 
Price __ ................ _ ............ ___ ................ 2.900 gp 

CiAEJI,VlNAS (S. "SEA Towu") 
The Gauvinas or galleon is uclusively used as a wuship. h 

has very much the $.Ime rolt as tht larger camcks: flagship Of 

~ strong backbone in a ~dron. In the $.Ime w~y as a large 
c.:unck, it may hne thn:e or rour masts. h i" raster dan a carrack 
or the $.Ime siu, has about the .ume endurance. but cannot takt 
as many soldiers. 

ungth overall ...................................... 136' 
ungthorthcked .. _ ........................... 100' 
Width or the dtck _ .................... _ ...... 33' 
Depth ..................................................... 13' 
Ship MS ................................................ -5 
Crew, sailors ......................................... 100 men 
soldius ................................................... 180 men 
PriCt ........................................................ Not ror sale 

(3,600 gp) 

CAIRVAOOR (S. "SWORDSMAN SHIP") 
The Cairvagor or dromund is simil~r to tht galleon or the 

urnck, though it is possible to row it. h is czclusivdy a man
or-w~r. lt is USw.lly constructed with a galleon-type hull. rather 
than ~ carnek-typt ont, since tht longer hull makes il usier to 
mantuver whilt being rowed. The oars an: UlIually only used 
whtn moving in or OUt orharbors, or along rivers and strums, 
the sails being tht main propulsion while ~I suit cannot $land 
~vy wtather as well as a umKk OT galleon or the s.ame size, and 
the mduranee i" lower, mainly because ortheutta men nceded 
rorthe oars. The sitt i" restriCted.. since it i" nol pos.sible to row 
too heavy a ship. The rollowing musurcs :arc rOT a large 
dromund.. 

Length ova-all. _ .............. _ ...... _ .... __ .. 9S' 
Lmgth or the keel .. ___ ........ ___ .... __ . 72' 
Width or the deck __ .. __ .. _ .. _____ IS' 
Dq><h ......................... _ ....................... _ .......... ' 
Ship MB ________ ...... ___ .. ___ ±o 
Cnw, sailors .. __ ........ _ .... _ .. _____ .. __ SO mOl 
soldiUli ____ .. _ __ .... _ .... _ .. _ .... ___ .60 men 
oarsmen ____________ .... _ ... 40 men (wu.illy 

uilorsorsoldiers) 
Price _ .... ___ .... _ ...... __________ Not: rOT sale 

( I,,",,, gp) 

TURWING (5. ''MA..s-ra OF 11-IE SEA--5PRAY')· 
Tht T wwing orraider(ltnown among the Hanae as a MtW). 

i" a typial r:aiding ship. Due to it!: Uim hull. it i. fut, but it 
cannot stand heavy weather to a grut ertcnL On brier trips, it 
can take a large numbtf or men, but the cugo capacity is small 
Hence, the raider i" most conunonly found among Umbats 
raiding rorces. GondOT also has a rew ror counter raids, and as 
p~trol ships along the coasL Oue to its light hull the nider i" 
not good in battle. It must either try to overpower the enemy (if 
small) or to outrun him (if luge} The r:a.ida can be rowed. but 
it i" primarily a sailing ship. 

-An Umb:arcan raider i" called Draugaer (So ~Su. Wolf') by 
the Gondorians. 

Length ova-all. _ .. _ ........................ ___ 80' 
Length or the ked _ .. _ .... _ .. _____ ..... 67' 
Width or the deck .... _______ .. __ 16' 

Dq><h ............. _ ........ _ ... _ ................... _ .... 7' 
Ship MB .. ____ ................ _________ + I 5 
Crew, sailors __ .. _ .... _ .......... _ .... _ .. __ . 30 men 
wldiUli __ .. _____ ... __ .............. _ ... 60 men 
oarsmen _ .. ___ .... _____ ...... _ .... __ .. _ 30 men (wu.illy 

u ilorsorsoldiers) 
Price ________ .. ___ .................. _ .. _ .... 800 gp 

TO<.OST (& ''IsuND FORnESS") 
The T olost Of artiIlcry barge was builtmainlyduring EUbac'a 

JC(.ond nign. It is a man-of-wu with a very spcciiliz.cd task, 
being the backbone of a squadron or sma.l.ICl' vcuds opcnting 
in restriCted wattfS (e.g., on the And ... in or in the Ethu). It is 
luge, heavy, and can be rowed at a very low apced. but wu.illy 
it i" towed to it!: sution, when it then ,uys for the rest or the 
{ony. It i" anntd with a very large nwnbtt or balli"ue and 
catapult!:, and has also a very large fighting cnw, orren used as 
~ restrVt ror the accom~ying ships and boats. 

Lmgth oVCTa.l.l .... ___ ........ __ ...... ____ 190' 

ungth or the keel ............................... 165' 
Width or the deck ...... _ .. _____ .. _ .. _ 7(1 

D<poh .................................. _ ..... _ ....... _. 8' 
Height above water ____ ...... ____ ....... 2(1 
Ship MB _ ................ _ .. _________ .. _-20 
Cnw. sailors _______ .. _____ ... 1 a men 

soldiers __ ... ___ ...... _ .. _____ .. ___ 400 men 
oarsmen _ .. _ .... _ .. _______ .. ___ .. _ 80 men (usually 

uilonOTsoJdiers) 
Price __ .. ____ ........ __ .... ___ .. ______ Not ror sale 

(4,000 gp) 



12.3.2 PRE-BOARDING MANEUVERS 
Merchant ships gcnuaUy crawl dose to the safety of the 

couto Their capuilU know the waters very well. o(1:£n better 
than the pirate navigators. Since a merchantman is not designed 
for fighting. the superior knowledge of the loa! M:ather. shoals, 
and rocks is her captain's best weapon when !lying to outnu
neuva his opponent. The pintc u.ptain strives to bring his ship 
dose enough to elrCcute a boarding action without risking his 
ship. since he knows that the coastal Wa[eTS att notoriously 
rocky. 

When the pira te u.ptain Ius decided to tty and capture a ship. 
the gamcmastcr must dctcnninc the loc.al Watcr H aurd Value 
(WHY). a modificrnnging from ±Oe open su. with no haurds 
present) to -SO (coastal wareQ with a medium amount of sho.ili 
and rocks) to -100 (watel'S very close to acoa.n with an UtTtmc 

amount of shoili and rocks~ and the Weather Modifier 
(WM), ranging from + IO(clcar weather and mild breeze) to 

-50 (heavy rain) to -100 (fog, storm, and similu Vl:ry tough 
conditions) 

The def~nding capuin decidu what dangm are a"eptabl~ in 
his attempu to QUrmanruver the piwe vessel, by choosing 
which column to use on the Moving Manruv~r T able. The 
piute captain then has the option of abnaining ffom the 
attc:mpt, or to roll on the column to th~ right of the defender's 
choice. (this represenu the defender's better knowled~ of the 
local waters, and the fact that the piute captain must sai l more 
aggrusivdy tosuecmL) Each captain's dice roll is modified by 
the sum of hi! Sailing skill bonus, his ship's Maneuver bonus, 
the local \Vatcr Haurd Value, and the eurrent Wuther 
Modifier. 

NAVY VERSUS PiRATES 
The tables may occasionally be turned on a piute ship. and 

she finds herself pursued by a navy man-of-war. The pirate 
captain tries to utili:te his ship's higher speed and agility to 
outmanruver and evade the navy captain. The nact same 
proce» as aboVl: is uti lized. but with the pirate ship as the 
defender and the navy ship as the attacker. (The pirate ship's 
advantage on the Moving Maneuver T able is in this situation 
due to her beun speed. There is no such advantage when the 
pursu~\"$ are navy raiders.) 

MANEl.NER REsuLTS 
Failurr. The ship has suffered a s(fious mishap. usually 

hitting a rock or colliding in an unfavorable way with the 
adversary. (Roll on the Ship Mishap Tablc to useu thedamage 
to the ship.) 

A number result: If the defending capuin achieves the higher 
number result, he has succeufi,Uy evaded the attacker and 
cscaped. If the attacking ship scores a higher or equal number, 
her captain has succusfully ourmanruvtre:d his opponent and 
grappled his ship: move on to the boarding proceu in Section 
12.3.3. (Whw a squadron of ships atUcks, each captain rolls 
the dice for his ship. The defender evades only if he ouucores 
all the enemies. All attacking ships that score a higher or equal 
number have grappled the defender and may board.) 

Exampk C.p'lli" Argmw of PcL.rgir (S.tilin: 82) b.ts laim his 
Pri"",," l~ip, Ibt nnoll ell"lI(k Blou H Off( (MB ±O), ID t.bt ""'1m 

Ir;mlbw/"I! of Umb.r. ~i"l jor rnrrrb.mrmrn IfilWli"l btlw,," 
Umb. r ""J Ibt <"OllIla/ (ilin of H"rtlJ. Ollt rRi"y "'y, Olltojb,'1 S41ilon 
lJK1I1 R" Umb.",," ''lI'zoi"llr;m,h: Iht l"1IU is QjOOl. 

Thcl"tMnIIJ/rf ,uti,us rlNrllht 1«.0/ W"/tI'" HlIlJIrJ V"btr is ±O 
(Ilf<" " tllll) • ..J II" W,.,u.n-M~!fll'. /0 (s/;zbl/y b.J wtlltbrr, with 
noi" tmiZWty wi"Js). n. Umb."'R" Jhip b.u II MB of ·511'" Iwr 
(tlpllli" b.ts s..i/;"l 64. Zlrl""""""/tI'" Jui,us lboll t.bt Umh.. .. lln 
(J-n tbr HllrJ (oIwmll o:m IN Movi"l MR1ItUW( T..blt (MT -I) 
wN" II IUmp/in: ID tvol,u Ibt Priwolltf Jnp. HttU(, Argnor's p/"yn" 
mlUl roll t1ff/bt V..., H.,J (o/wm" ifN _nIl IOlIlrf](lH1 tbrlllwk. 
H,JlltlS1>. 

TI.v Umh.trrll" ('p/Ri"'1 Ji(c roll is 42, wbi(b il moJij"IIJ by 64 
«Ii''-) - j (~ip" MB) +O(WH\? -I O(WM) =9/ ..... , 
~ytll1 60 ruwu 0" /..blt MT ·1. HtIlrt, Nl"O' mlUllI,", II(h~ "" 
{fUIIl orN11tf .. twit in bil co/wm" 10 twlmJ will, IN allllJ" ~ 

roll. 49, wbifh is m~!firJ by 82+0+0. 10=1 19, wbi(hlivrf_" 
80 m..It. n. BI ... Horst bll11Wlrrsq..Uy zrappltJ btr viI/im, ,,"J Ibt 
Priw/ftf1I1" ""? ID &,.,rJ. 

SHIP MISHAP 
Open IOIOa Mishapt 
up to 05 ............... The ship strikes a shallow and is stuck. She 

is not cbmaged. but it will take ten minute 
to get frtt. 

06-20_..... .. Theship strikes a shallow and is stuck. She 
is not dam~ged. but it wiU u ke one hour to 
get me. 

19-35....... . ... The rudder breaks, and has to ~ repaired 
( I DI Ohours). Meanwhile, the ship cannot 
be stcered. (Tough luck if the wind is hd 
and thccoast is downwind and nearby. The 
best action is to rake down the sails, and 
either let the ship drift or anchor it.) 

36-50 ............. ...... The mainsai l is acddenuUy ripped. and 
has to be replaced (ten minutes if there is a 
reserve sai l on board) Meanwhile, speed is 
reduced to far leu than the advtrsary's. 

5 I -65 .................... The helmsman loSC.5 his balance and con
trol of the rudder during a violent maneu
ver, and suffers a MC" Unbalancing Criti
cal It takes five minutes to straighten 
things out. and rerum to the intended 
course. H owever, these minutes are very 
dangerous; roll once more on the cable with 
identicl modifiers ( if th is result is re
peated on the second roll, treat it as ~noth· 
ing dangerous happens~) 

66-80 ...... .............. The ship strikes a shallow and is sruck. She 
is not damaged, but it will take 10 IO hours 
to get free. 

81-90 ............... ..... Due to violent maneuvering. two of the 
experienced nilors working in the rigging 
fall overboard. If the captain or crew wish 
to nvc them. it will take half an hour (the 
sailors must succeed with Swimming ma
neuvm to survive.) 

91-100 _ ..•............ The ship collides with the adversary under 
circumstances that are disadvantagcous for 
the ("oUiding ship (no grappling po»ible) 
One mast breaks under the st["Cu. A two
masted ship has her speed halved (i.e. leu 
thm the adversary's) A one-masted vessel 
cannot sai l, but must be rowed. 



101-110 _ .......... _ The ship strikes a shaUow and u thor-
oughly sruck.. She u not: seriously d.ama~d, 
but she cannot ~t fr«. The ship lw [0 be 
abandoned. 

111 · 120 ............... The ship striku a rock and the hull u 
cr.I.cked under the wattt [inc. She will sink 
within 1010 heMS unless beached. 

119- [30 ............... The ship Jtrikes a rock and the hull is 
seriously cracked under the wuer line. She 
will sink within 2010 minutcs un[css 
beached. 

131+ .................... The ship srrikcs a rock undu the won! 
possible circunuUrKes. The hull u ripped 
o~n and she immediatdy disintegr.atcs 
into rngmenu. 

t If .a «suIt is unreasoru.b[e under the circunutances, re-roll 
the dice. For instance, in many loxations then arc no 
shallows. 

MODlfl6R.S 

-50 ........................ The captain uses the Routine column 
-35 ......................... The capuin uses the Easy column 
-20 .......... _ ............. The caprain uses the Light column 
-10 ......................... Th .. captain uses the Medium column 
±O ......................... Th .. captain uses the Hard column 
+5 ........................ The caplain usa the Very Hard column 
+ to ....................... The capt:ain uscs the Extremdy Hard co[-

umn 
+ I 5 ...................... The captain usu th .. Shcu FoUr column 
+20 ....................... The captain uscs the Al»urd column 
- .......................... WHV· 
- .......................... WM· 

• Thue modificn are usually negative, so they in facl 
Increase: the outcome of the dice ro[L 

12.3.3 BOARDING ACTION 
Aftugrapp[ing the defending ship, the atracking ship ,..nds 

a boarding party to c.aprure her. Th .. size: of the hoarding party 
u dmnnin .. d by the c.apt:ain wilh th .. hdpof the Ship.and Crew 
Table; he usually maintains his ship's minimum crew require
ment: the ucess crew (apart from sla~s and prisonen) is 
.as.signed 10 Ihe niding party. <In 3 pinch, the m.acking uptain 
.as.signs .all his crew :u boarders. That leavu his ship hard 10 

defend in case of a sneak. counter-honding aClion. ) 
The d .. f .. nding captain uses all his men (apart from slaves .and 

prisoners) .as the defending fore ... Merchant sailors an usu.aJly 
counted .as scout/rogues with no armor. Howevu, it is not 
umuu.a[ that a rn.-rchant caprain has hired a num~r of com~
tent and we[J-equip~d warnOI"$ as guuds. 

EXEctrrlNG THE FIGHT 
A boarding acrion u fought according to the nid rules in 

Section 12.2..8 with the foJlowing adjustmenu: [1] Tactics 
modifiers art. not used in the resolution procedure, .and [2] 
ignore aU nferences to missing/stngglers on the Force l.os5 
T able. One cannot run away on a ship. 

T .... KING .... PR..rzE SHIP 
When the boarding action has bun won by the pir.ales, and 

if the pirate ship's crew sti ll comaicu enough com~fenf sailors 
(0 provide Ule minimum requirements for both the pirJle ship 
.and the capmred ship, the pirate caPQin m~ydecide tosti~~ the 
caprured ship as a prize. A pinte olllcn is appointed captain of 
the prize:, and h~.and his crew an ordned to SolIi[ it to a s~cific 
loxal ion where it un ~ sold. If the pinte ship is 1_lIy damaged, 
hn- captain mJydecid~ to abandon it • .and use the capruredship 
instead. 

12.3.4 PRNATEER BOOTY 
A Privateer crew's booty is calculated in a special way. since 

they pool what they find and divide the profit according (0 their 
custom when the tOI~1 booty from a vopge has been sold u the 
HoUK of Trading. (This custom h.u 10 be modified by 
common senu when the silWtion so requiru. If Priv.ateers 
uJKure a cache of anny Wt'apons and armor, they will immcdi
atclydistribute them .among themsdvc.s to impro~ their fight
ing strength. Captured animals wiU be slaughtered and utcn if 
nccess.ary. Such mallCI"$ c.annot be rcgu13ted here, ~nd an 
insle~d [efl to the gamemastcr's discretion.) 

Each raid target and seized cargo is worth a crrtain nllrllbt-r 
of boory points (easily tnnsported valuable goods). cargo 
points (bulk goods carri~d in the holds of merchant ships), 
animals (pigs or sh~cp). and slaves, de~nding on its sizc .and 
wealth. AU these may bt: con~rted [0 cash al a suitable market
place. A Privateer ship mayun")' an unlimited .amount ofboory 
points, but only a sm.t!1 number of slncs and aninuls Ccf. not.., 
to Section 12.3.4). .and no cargo poinu ( for two reasons: such 
cannot easily ~ tr.a.n.sfen"Cd from ship to ship at "'.1, and Ihe 
Privateers usually carry so much suppliu and men that there is 
little space left for bulk goods). 

The preu nce of individu.als worth a ransom at a target must 
bt- handled by the gamem.uter; it is nor pc»lIib[e to provide any 
general ru lu 011 the m:atle r . 

The outcomes in the Crew's Sooty Table is per ship p~rtid
pating in a raid. (The same basic principlu apply to Corsair 
raiders .as well.) When a squ.adron p.trticipalfS in a raid, the 
g.amcm.uter rolls for each ship and pools the booty before the 
division. 



CREWBooni 
T"", ...., SO .. 

P(>inu 

Fishing .. m.gc IO[O-[ 2010 
F.rming viJbgc [010-[ 2010 
To~ 10100+10 8010 
Cwsf>l k ... p 20100+20 20[0 
8ig fOrT 40100+40 4010 

Ci.,- 100100+100 [0 100 

Cog(w) 2010+10 2010 
Cos (.) 1010 1010 
Holk( ... } 2010+10 2010 
Holk (.) [010 1010 
Ca ...... I ( ... ) 2DIO+IO 2010 
Ca ..... I (.) 1010-1 1010 
Ca ...... 1 (.) 1010 2010 
Camck, .. gulu ( ... ) 2010+!S 4010 

Curadr., ",w" (.) 1010 2010 
C.mck, "'cuIu (.) IOIO+! 3010 
c.....ck, mWl(w) 2010+!0 2Dln 
c......:k, ...wl (,) 1010-1 1010 
Catnck,.......u (r) 1010 20 10 
Catnc:k, I"T' ( ... ) 3Ol0+IS 3010 
Galleon( ... ) 3010+15 3010 
Drom".nd ( ... ) lolO+IS 3010 
Raider (.) 1010 2010 
ArTilI. (w) 10010 SOlO 

t = trader, r = raider, w = w~rship, 

2DIO 
20 10+20 
10[0 

IDIO 

Poinb 

ID IO 

1010+2 

1010-1 
IOIO-[ 

IDIO 
1010 

1010 

t The table can be. used by the gmlemaster for Cors.air 
raids on Gondori~n vin~ges; hence, the inclusion of a 
slaves column. 

• Umbar, T harbad, etc, T hey are tough targets, and can 
only be. raided by a huge pirate fleet or by the regubr 
navy. 

M ODIFIERS 

Land target and Raid 
Outcome Table result #1: Booty amount is divided by 10. 
Land targe! and Raid 
Outcome Table r'"-Sult #2: Booty amount is divided by 3, 
und target and Raid 
Outcome Table result #3: No booty. 
Land rnget and Raid 
Outcome Table result #4: No modifications. 
Ship target and Raid 
Ou!come Table result 
# I, 2, and 3; No booty, 
Ship target and Raid 
Outcome Table result #4; No modifications. 

Example: &ltglbt Pri""'tff ~nJ hit p,ip-llUIlt.I 911it!!y mirth a 
(~PlllftJ Umb4ftan jllbing vlll4,tt jor booty, anJ ",IIrn la IN thip 
kjor, ~ny Umb.man jorm ,'n IN n,igbborbooJ \IoO()J</J Ix ablt 10 4ppt4r 
en IN Ittn •. Whm bo.irJinglbt Ib,p, Ibt 9""rttnn4"" rt((wJJ Ibtl, 
.on/n'b.llions 10 Ibt ship't booty pool: a m,k oj nrw/y-'fUlM fiJhing-flflJ 
(I homy poin t) anJ 1m bltaling Ihttp. 

S~G BooTY 
Thcsc are the n:gular prices for objects of normal quality 

during the period TA 1448·2050. A uetwtioru of supply and 
demand (as detennined by the gammwtcr) may push the prices 
up or down. For instance, aftera major naval victory by Gondor. 
the prices of prize ships and bootypointl in Pclargir is likcJyto 
fall. 

Goo'" Pdatgir' Thatbad Hatadrim haven 

IIooIy polnl 10" '" 10" ..... . . k .... 6" 

"""'" "'p 27.p 2l~ 
~poin' 100" 90" 100" 
Pm. .hipott 
Cog '90" 1IX111 " 1200 gp 
Holk 1360ap 

IJIIII " 1500" 
<-.. I snap 600" 650" 
C=WI, ... gutsr 2610ap •• k 3100gp 
Curadr. . ...wI no" """ "''' C.rnck. I"i< .,SO""' • • k SOOO" 
G.JJ.on 3240 gpttt •• k <000" 
o..-I 1360 ePttt •• k 1600" 
~id •• 720" •• k 8SO" 
ArT~lny barg. '''''''"' ..k '500" 
• Indudes the deduction for Hadministrative fees" at the 

House of Trading. 

t Slave trade is outlawed in places ~dhering to ideals of the 
FaithfUl. 

tt Tharbad is a river haven, with virtually no market for 
certain kind of ships. 

ttt Always purchased by a representative of the navy. 
Gondor's government docs not want private individuals 
to own such ~ mighty vusd. 
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13.2 THE POPULATION OF 
SOUTHERN GONDOR 

While incn:uing slightly in (he Vale of Anduin, Gondor's 
popuution rcnWncd fairly suric between the years T.A. 1248 
and T.A. 1432. The subsequent Kin-strife c:uctcd a modm toll 
in lives, and thc first significant loss of citizenry occurnd when 
Umbarscccdcd in T.A. 1448. There w;u no appr«iablc growth 
bctw«n T.A. 1448 and T.A. 1636, but me Plague mat struck 
in the laner year claimed about forty percent of Gondor's 
people. 
Rcco~ry wu slow al'ur Chat horrible c.a.Luniry. DUcounring 

the napture ofUmbar in T.A. 1810. the net incn:.ue was IC$); 
dun 10% during the nut two (cnrunes. ThiJ modest intR.&K 

marked an apogee of som, forint following century and II half 
was filled with conflict and unrest. Tht two Wainridet Wan 
and the second loss of Umbar bled the land. 

Gonder's population stabilized afur the end of the Second 
Wainridcf War, oot the J~ of Minas Ithil in T.A. 2002. and 
Ihe rapid depopulation of ithilicn that followed, offset any 
gains resulting from improved conditions d.~ewhere in the 
realm. Population growth during the third millennium of the 
Third Age was fairly .null. .u the men of Gondor were hard 
preued to defend thenuclvu against innumm.ble fau. 

ANORIEN 
This royal ward was one of the most populous regioru in the 

rulm.lt exhibited the highest populuion density. Accordingly, 
the Gmt Plague hit the region very hard. and at leut half its 
residentl: perished in T .A. 1636. 

Slow growth chanctmzcd the following cenruries, and 
An6rien w.u spared dev.utation during the wars of the ninteenth 
and twentieth centuries of the Third Age. Although the ward 
w.u compelled to provide many JOldiers for the anny, the influ.z 
in refugees from Rhovanion, Ithilien, and Harondor boosted 
the populace. An6rien w.u in the frontline of the E.ut«ling 

attadu during the third millennium. when the region served as 
a b..uc for Gondorian hosts operating against threats from the 
nonhust. There wu a steady trickle of migration to more 
pucdi..&! districts in Lebc:nnin, which slowed the population 
growth. 

ITHIUEN 
The population conditions here were similar to those of 

An6ricn. Howev«, hhilien suffered badly from the Wainridtr 
Wars, which caused a notable population decline. During the 
nut millennium, the sinution gndwlly worsened. This was 

primarily due to the pro:cimity of Mordor, and by T.A. 3000 
only a.small scattering ofGondorians remained in southwestern 
Harithilien. Most livul along the Anduin shore opposite 
Lebennin. 

LaENNIN, BaFAJ.AS, AND LAMEooN 
For a long time the development in Lebennin mirrored thu 

in An6rien. More fonunate conditions during the third millen
niwn-when the area suffered little despite occasional Cornit 
raids-made Lebennin a relatively safe, attractive harboragt. 
Yet, .u latc.u TA 3000, more people still resided in An6rien. 

Bdfal.u offered living conditions similar 10 those found in 
l..ebennin. Growth panems reflected this situation, and the ebb 
and flow of people wu much the same in both n:gions. 
Lamedon, on the other hand, was safely located far away from 
any enemy. Hence its population grew morc or less uninttr
rupted after the Plague, 

ANi'AlAS AND MORNAN 

The Grear Plague cawed less suffering in Anfal.u and 
Moman than in the Vale of Anduin. This was due to the area', 
lower population density and poorer infrastrucrure. In the 
western n:aches of Anfaw, the Plague's effects proved even 
more modest, and m.ulyarca's (cit little or no loss oflifc. ~ta.I 
are.u experienced periodic Corsair raids during the following 

DEMOGRAPHIC TRENDS 
REGION T.A. 1450 T.A. 1650 T.A. 1850 T.A.1950 T.A. 2050 T.A.3000 
AnOrirn 1,800,000 900.000 1,000,000 1,050,0CX) 1,100,000 I.JOO,OOO 
Lebennin 1.800,0CX) 900.000 1,000,000 1.050,000 1.1 00,000 1,500.000 
lthaicn' 1,400,OCX) 700.000 750,000 650,000 500,000 200,000' 
&!f.tl» 1,000,000 500,000 550,000 575,000 600,000 800,000 
Lumdon 200,000 120,000 130,000 135,000 140,000 200,000 
Anf~l» ~nd 

Morn~n 1.000,000 700,000 750,000 775,000 800.000 1000,000 
Huondor1 1.100,000 700,000 750,000 500,000 500.000" 700.000" 
Umblf" I ,85O,ClOO'" I,65O,ClOO'" 1,650,000 1.600,000" 1,600,ClOO'" 2.000,ClOO'" 
TOTAL: 10,150,000 6,170.000 6,580,000 6,335,000 6,340,000 7,700,000 

• Tnrilory not undn GondoriUl control. 

I. Only partially under GondoriUl control. Thr figure nftTJ to IUbjrcu of the nalm only, ... il is "'lfd 10 »('fiU;n how many Ora and 
Oint. urnnu of Mordor inlubi,rd lthilirn. 

2. Only fUrU of Harondor an undn Gondorian control. In T.A. 1650 Jouthwatrm HaroMo. is QCCllpird by Urnbu. In T.A. 1950 and 
T.A, 2050 thr GondotillU control only the IlOrthwulrm Hction of thr Ir",ilory. The figuru gi~n in uch can npR#nt the lout.. for 
all of H.rondo •. Thr T.A. 1450 population rdlrcu the addilional innu. of 100,000 con(eckntc .dugeu (rom the Kin-strife, a lurplw 
of population wh ich (from ... ~niety of CaUHJ) dec!inn over the following century, bringing the Iota! poptlbtion down to iu Hf),1.lunI~ 
maximum of 1,000,000. 
3. HUmb .. ~ Rfen IJo(h to 1M NUm.rnoRUl city-JUIe bearing that n;um,'" well ... the territory under iu Iway from the time of the Ship
k.ings onw~rd. This indudes all the bndJ from me Jou.h hank of the Harnen to Hymnrndac:i1'1 Cape IO\Ith ofOWabn. The laven of 
Urn~ was under GondOriUl control during the ynn T.A. 933- 1447 and T.A. 1810-1940. The k.inl" ho~ver, did not always un'ciK 
mo"" than a limitrd innurnto: Ofti' ia hinlrrbnd-panicukrly in Hamrndor, whffl: Bladl NiunrnoRUl and (Utn' on) confrdcntr Rbels 
~ird for control wim the local Haruu wanorcU. FoUowina the Kin-llrifr, Umbar'J popuhtion is aupnted by 150,000 ...,fUgru. 
Approximaldy 20% O(Umbar'1 raidrnt popubtion diu in tN Gmt Plague. No~leJ.I. few of the Mnon_raidmt" UmbUUIIJ I" 
.fTrcted. 



centuria.; hOIRver, since the region was poor wd then w<= 

fewer tempting ~t5 dun in l.cbennin or Bclf&lu, these 
alUCb amounted to little more than militaristic bandiuy. 

Population growth throughout western GondO'l' was mainly 
unchecked until the end of the third millennium. Afterwards, 
incrcuu ~pcn:d off 10 about the same level as before the 
Pbgue. Again. this W:l.S due to the .:ma's dow rate of develop
ment. The census reached the limit of what the bnd was able to 
support at this lime, alld natural causes of duth(such:l.S disease 
and 5~rvatioll) and social factors (such as later marriages and 
fewer children per family) combined to produce a f.urly Jemie 
populnion. 

H AAONOOR 

The delUCly settled border regiolU of Han;mdor lUffered 
~Iy during the Gnat Plague. Atthe same time aseries ofbf\ltal 
wars griptXd the rcgton, and the social and cconomicstruClUres 
built by the OUnedain never recovered. Hnondor was devas· 
tated again in the Second Wainrider War, but the Gondorian 
population that fl ed to Lebennin and Laergaladrin was repbced 
by Haruzc mignnts from theea.!lt. The territory suffered forthe 
rest of the Third Age from corrupt, opprc.uive rule, and 
intennittelit border wars with Gondor. This eventually led 10 

the depopulation of the strip of Gondorian territory in the 
northwest. There, no Haruzc moved in torNCUJc the belugurcd 
villages and countryside. 

UM!AR 
Largely isolated from the rest of southern Gondorby the sea 

or by deserts, this region was ,pH«! from the brunt of the Great 
Plague. And while frequent. war also eucted only a modest toll 
Umbar was engaged in battle with Gondor for several centuries, 
but sufFered proportionately smaller 1000es, for the conflict was 
generally fought at sea or abroad. The CorsOlirs' maritime 
supumacy prevented the Gondorian navy from raiding Umbar's 
couts:. Hence, the region's population gnw slowly but,tudily. 
and nOl even the wars in TA 1810 and T.A. 1940causcd any 
nujor lou of civilWJ life. Towards the middle of the third 
millennium, however, the region rucmd a limit of whu its: 
arable land could support, wd Ih«eafter the growth curve 
flmened. 

13.3 THE CALENDARS OF 
SOUTHERN GONDOR 

13.3.1 THE DIVISION OF TIME 
The First Age ( IA) began with the lirst rising of tm sun. It 

ended with the overthrow of the Gnat Enemy. Morgoth. 
Endor's peoples genaally count this ancient e~ Elder 
OayJo---aCcording to inencl reckonings. 

The known hinory of the Second Age (5.A.) mo,nly dc.ili 
with the rise and fall ofNumenor, which in 5.A. 3319 wu I<»t 
~nuth the waves. At the same time the world remade, and it 
might be imagined that sud! a cataclysmic event would have 
nurked the end of the age. In fact, the beginning of the Third 
Age (T.A.) is me:l.SlIred from the ovenhrow of Sauron by 
Elendil and Gil-galOid in SA 3441. 

AJ told in n.. Lor' of IIx Rillls, the Third Age ended after 3,021 
years.. It closed with Sauron's final dcfut, and the dtpanun of 
Master Elrond west over the sea. Then began the Fourth Age 
(F.A. ~ the "Age of Men." 

THE CAu:NoARS OF NOMENOR. GoNooR. 
AND THE RruNrn:o KfNGooM 

From the mIt of the Second Age the men of Numcnor 
employed the King's Rcckoning (KR~ ad)pled from the reck
onings of the Elves. The KR continued to be used by the 
DUnecbin-in-Elile, until it wu I"I:pl~eed by the Stewards' 
Reckoning (StR) in T.A. 2060. The SIR slIbsequenrly became 
the common calendar for a1lehe free peopla of nonhwestcrn 
Middlc-canh until the. end of the Third Age, whw it was 
replaud throughout the Rnmited Kingdom by the New Reck
oning (NR). 

The table below givcs the number of cbys in each month for 
these thrtf: Mannish calcncbrs, together with the lunar-based 
CsIencbr of the Uincndjlj (CU). Lup year adjustments: are 
shown in pm:nthcscs. Leap adjustments were nude every four 
yun except the last of a century. A full day-by-cbyconcordance 
between the KR, StR, NR. and calendars, and our modem 
Gregorian calendar (GC), is included for ready conversion 
between the various systems. The eu is not included in the 
concordance, u iu rd~tion to the other reckonings is IIncmain. 

MEASURING ANt> RECORDING THE PASSAGE OF TlME 
In Nlimenor, Men first reckoned their cbys fTOm sunrise in 

the East (recalling Middlc-canh whence they had come) to 
sunrise. This diffcwJ from the Elves, whose cbrs were counted 
from swuct (in the west, evoking Elvcnhome to which they 
might tourney 0'1' return) to suruct. 

STAAatAfT 
The complexity of the Mannish reckonings altests to dctaikd 

knowledge gathered over nuny generations. This knowledge wu 
in Numenor originally exercised by the king's advisers, working 
in coopcntion with t.he Elves. As Men's 101"1: incrused, Halls of 
~arning were established to study astronomy and cosmologr
colkctively refened to as EJmolwi(Q. "Lore of the Heavens"}
and the related lieldJ of divinafion and mundane astrology. 

These disciplines soon became the prerogative of a select 
coterie of the educated elite, who styled thcnuclvu "the WLsc.H 

Sadly, many amongst them became seduced by Sauron, wd 
after the Fall $lIch "occult" mtthods u divination and utrOlogy 
were viewed with utremc suspicion. if nOl acnwly proscribed. 
The p<»t-SA 3319 Wise instud devoted theiutudies to what 
we would term "scientific astronomy," and(latcr) theealendar
based Clliltnohw(q. ~Wisdom of life"). 

WRITTEN CAtENoARS 
In the Halls of Learning grut tomes recorded the inter

relationships of the various calendar systems of Middle-earth. 
After the Downfall of Numenor, these were nuint.uned at 
MilW Anor (MilW Tirirh). at Pcl.argir (until the gnat eanh
quake ofT.A. 1450: subsequently ar Sarad Aerhir) and until 
lire dC:SlTo~ the libraries in the thirteenth century of the Third 
Age at AnnumilW. However, for the unleUtl"l:d nujority, 
recording the passage of the days and nurking the fcstivals and 
holy days wu the responsibility of the dders of nch village or 
hamlet. They used for thi, purpose perpetual calendars, which 
wen: mostly carvtd on wooden stavel. ThCJc ~stavc" or "log" 
almanacs bore nuoo representing uch day (sunrise ~ with sigils 
for special days, equinoxes and solstices. Their usc and interpre
tarion was a skiU pused down from generation to generation, 
md j...JowIy gumI<d. 



DAYS Of THE YEAil 
Calendar Days: 
KR 1+30+30+30+30+30+31+1(2)+31+30+30+30+30+30+1 
S.R 1 +30+30+30+ I + 30+ 30+ 30+ I (2)+30+30+30+ I +30+30+30+ I 
NR 1+30+3O+30+30+30+3O+3(4)+30+30+30+30+30+30+1 
CU 1(2)+28+28+28+28+28+28+28+28+28+28+28+28+28 

DAYS Of THE W EEK 

Q.m,.. 5induin Tnnsbtion 
E1enY" OrgUion D~r of the SI~n 
A~'l" Oranor Day of tm: Sun 
Isily~ Crithil Day of tlu: Moon 

A1duya A1df~ Day of the [Whitt) T ret 
MenelY" Ormenel Day of the Hw'''m 
~nya Oneron Day of the &a 
V.w.,. Orlxlain DayoftheVabr 

MONTHS Of THE YEAil 
Month Qumra 51mbrin Tnnsblion 

I. N.rvi"l' N ........ ·~ Now Sun 
2. Nmimf Ni",,{ Walery, w~ 
J. Stili",; c..",. Windy 

•• Vi ..... C""rir' Slimng 
S. "'"" Lo' .... In bloom 
6. N~", N6nti Sunny ,. c"". Crw'b CUlling 
S. (jrirnl (j",1 HOI 
9. r ....... iI 1 .... ""'" OfYavanna, 

Giyor ofFruiu 
10. N.'f"'1il N • .btM Sun.waning 
11. Huirnl Hi,"'i MilCy 
12. Ru.,.rf Ciri'~n CoJd..day/Gn:at Shuddering 

'"The New Reckoning ",rained theu namu, but btg;m in the spring with V( .. s.f. 

TIMES OF DAY OR. H OURS The King's Post transpom mail by mounted couriers. T o 
In rural areu the: day Wall .t!ways divided according to the facilitate thi5, ucdlent courier sutions stJUld at about thiny 

passage of the sun across the sky, rather than by the ob$elVancc mi le intelVah along the major roads. A couritr rides from one 
of artificial "sundard" hou,",. In the cilies and towns, however, station to the nen, where his mail bag is transfan:d to another 
closer observation prompted the dcvelopment of devices to with a fresh hom. A letter travels IQQ.I 50 miles a day in good 
measure and regulate the passage of time. Sundiah and (bter) wuthlr. However, it costs two silver pieces per league (i.e .. 2 
clocks pow~red by sand or water divid~d the d:iylight period sp/J miles). so only a few people can afford to use the n~twork. 
into twelve mor~ or leu equal "houl"$." Th~ fint hour of the d:iy 
commenced at daybreak; the sixth at noon. The fin.t! twc:lfth AERIAL P OSTINGS 

hour ended at sundown. The passing of the hou,", was muk~d The king's StrYants also rmke usc of a pigeon carrier service. 

in the dtiu and towns by the striking of belli. In rural but it is only accessible to high.ranking officen. Thue r<mark+ 

communities, where the houn were marked at al l, hand·bdls able birds fly an average speed of 3D miles per hour. Many 

wen rung. governors and lords house pigeons at their residences. There an 

The period between dusk and dawn was in the towns reception stations in Minas Anor, Pebrgir, Lond Emil. 

similarly divided. This twenty·four hour reckoning owed its Carrier pigeons are expensive to train and maintain. For thar 

origins to Numen6rean astrology, but neva attained common !"tuon, they are considered to be a valuabl~ asset. Intentionally 

usage amongst Mm. This wu in part because of the disdain killing a carriu pigeon is a crime puni5hed by heavy fines. 

with which utrology came to be viewed. but also because: such To become an "Ricient messenger, a carner pigeon has to get 

a rigid systtnl bor< little ",Iation to the demands of agricultural familiar with the terrain surrounding its coop, a process that 

husbandry, takes about there yean. A weU·train~d pigeon can find its way 
home to the coop after flying a distance of up to 60 miles over 

13.4 TRAVEL AND unfamiliar terrain, and from up to 400 miles away across 

COMMUNICATION familiar terrain. If erlcued further away from the coop. the 

Southern Gondor's major cities Me connected by excellent 
pigeon will most [ikely get [05t, 

roads, which were mainly constructed to provide strategic SEA T RANSPORT 

mobi lity for the anny. Due to a shortage of skilled manpower The sea provides the best mode of transportation for people 

and resources, the quality of these arteries declin~d after the and goods, A Gondorian sailing ship can travel 150·165 miles 

Plague, due to a 5honag" of skiU"d manpower and resources. per day, provided the winds arc favorable, Southern Gondor's 
coasts arc: dotted with villages and (OWnS, and the two major 
cities of southern Gondor-Pda ir, and Lond Emil-art 



both havens. Traffic ;dong the Anduin and the couu u both Kio(' .......... "_ 
regular ind heny. Sea tnvel howt:VCf. is dtngCf'OtU bwineu. 0..,..;... . ...... ....... R.d,wu .. 

and journeys in the &y of Bclfaw ate occuion.illy quite c.ko.Ioo $..\. !.TA W60 T.A. 2(W,(h)OZ I ... 
haZoirdous. Coruir activity pe:riodic.tlly thrmeru.tll the nu.jor FtbN&ry Il 1'11 ... 24 Ninui 24 0._' 
SC.ll bna. StiU. u the strength of both Gondor and Arthcd.tin Febrwry I. Ninui 15 Ninui 25 o.,.Mt'On2 
w.llned .tfta the GrU[ Plague. ocean mvel Mcame upe:ci.tlly Febrwry IS Ni ... 26 Ninui 26 o._J 
important-for it provided the only $life line of communia- Februuy " N1nui 27 Ni"'27 GwMt'On. 

tion between the two re.tlnu. Febrw.ry 17 Ni""; 28 Ni ..... 18 GwMt'OnS 
Febrwry II 1'1 .... 29 Ninui 29 o.,. ..... n6 

13.3.2 CALENDAR CONCORDANCE Febrwry 19 Ninui 30 Ninui 30 Gw ..... n7 
Fcbruuy20 0.-' 0._' 0._, 

NON·LEAP YEAI\S Fcbrwry2 1 0.-2 0.-2 0._, 

!Uaa:'. .......~. Now 
FebNlr)'21 o.-J o.-J 0.-'. 

C ........ Red,,,,,",, Rod ....... "" ....... '''''''''' 2J 
0._. 0.-. 0.,......., 11 

Col. ...... SA I.TA Z060 TA w.oJOll ... '''''''''' ,. 0.-, 0.-, 0.-12 

'''''''''' 25 
0._. 0.-. Gw......, l l 

1>« ......... 21 ~ ..... ~ ..... N ....... oin7 Fcbrwry26 0.-7 0.-7 0.,. ....... 1. 

"" ...... 22 N ........ in I Nuw:ain I N ....... oinl Februuy 27 
G __ I 

0.-. o.,._1S 

"""""" 2J N ........ in 2 N ........ i" 2 N ....... oin 9 Februuy Z8 Gw ....... 9 0._, Gw.....n 16 

I>«nnbn14 N ....... oi"l Nuw.in l Nuwoin 10 Mood" Gw .. roniO 0.-,. GwMt'O" 17 
o.,nnbe. lS N ..... oi". Nuw.in. Nuwlin II M....,h2 Gw .. ron II Gw .. ron II GwMt'On II 

D«....,bt. 26 N . ..... , .. S Nuw"n S N ........ in 12 M""'J Gw .. ron 12 Gw...-on IZ GwMt'On 19 

D«tmbt. 27 N_ain 6 1'1 ........ '" 6 N ......... l l ~. G_ ..... ll Gw ....... ll Gw.c ... n 20 

"""""', 28 N..,.oin 7 N.,.,...i" 7 Nuwoin I. ~, 0.-" Gw ....... I. Gw ..... n21 

D«nnber19 N"""n8 1'1 ......... 1 N ..... oin IS ~. 0.-15 0.-15 0._22 
I>«cmbtr 30 N ...... in9 N ..... oi" 9 1'1"""';01 16 Mo<h 7 0.-16 0.-16 0._2J 

"""""" JI 
N""";n 10 N ..... oin 10 1'1 ....... 17 ~. 0.-17 0.-17 0.,. ....... 2. 

I......,' N ...... inll N ........ in II 1'1 ......... II ~, Gw ....... 18 0.-" 0.-25 
1......,2 N....,un 12 1'1.,.,.. .... 12 1'1 ......... 19 ~,. 0.-" 0.-" 0.-26 
I......,J N ..... oin Il N.,.,..oin Il 1'1 ......... 20 ~" 0.-20 0.-2. Gw ....... 21 

I......,· N....,un I. Nuw';n 14 1'1 ....... 21 ~12 0.,. ....... 21 0.-21 0._" 

I.....,' 1'1 ..... .;" IS 1'1..,.';" IS N ....... 21 ~IJ 0._22 0.,. ..... ,,21 Gw ....... Z9 

I.....,· 1'1 ..... .;01 " N ..... .;n " N ...... ..,21 Much 14 0._2J GwMt'O" 2l 0._30 

I ........ 'Y 7 1'1 ..... .;" 17 N ..... .;" 17 1'1 ..... .;,,24 Much IS GwMt'O" 2. <;... ....... 2 • ........ 
I ....... 'Y 8 1'1 ..... .;" II 1'1 ..... .;" 18 N ..... .;"lS Mud! 16 Gwocron 2S 0._25 ~ .... 
I......, ' N ...... ;" 19 N ...... ;" 19 N ..... .;,,26 Much 17 Gw...-on26 Gw ..... n26 Gwitith I 

1........,.10 N ..... .;" 20 N ..... oi" 20 1'1"""';,,27 Much 18 Gw ....... Z7 <>--....... 27 c;...;tich Z 

llIIUU)' II N ...... ;n21 1'1 ..... .;" 21 1'1 ......... 28 Much 19 0.-28 0.-28 Gwirith J 

1.........,,12 Nuw';n21 1'1 ....... ,,22 Nuwoin19 ~20 0.-" 0.-" Gwirith • 

I......,.IJ N....,.. .. ,,21 N ......... 2l NonninJO ~2I 0._30 0.-30 Gwiftch S 

1........,.14 1'1"""";,,2. 1'1..,...;,,24 Ninui I ~22 c;...;tich I ""'" Gwitilh 6 

J......,.IS N..,.,...;"ZS 1'1""";,,15 Ninui2 ~2J Gwitio:h. 2 Gwitilh I Gw;ti1h7 

1......".16 1'1 ........... 26 1'1 ....... 0126 NinuiJ ~,. Gw;,;mJ Gwiri<h 2 Gwirith I 
1.......,.17 1'1 ......... 27 1'1 ....... ,,27 NinW. ~25 Gwitith. (i,..ttiIh J Ciwirich 9 

1......,.11 1'1.".. ... ,.,28 Nuw';n18 I'll ..... S ~26 Gw;ti"'S Gwirith • c;..;nthiO 

l..-.wy 19 1'1 ........ " 29 1'1 ....... ,,29 I'll""; 6 ~27 Gwitith 6 Gwirilh S Gw;r;1h II 

l..-.wy 20 N.rw'; .. 30 N ....... nlO 1'11""';7 ~" Gwirith 1 Gwitilh6 Gw;tilh 12 

J ........ 'Y 21 Ninu; I Nlnui I Ni...,;1 ~" G..;tithl Gw;tith 1 (j..;tilh IJ 

1 ...... ')'22 Nlnu; l Nln"; 2 Ninui 9 M"'" 30 Gwitith9 Gwitithl (j..;tilh 14 

1..-..wy2J Ninu;3 Nlnui J Nin"; 10 ~JI Gwitith 10 c;..;.;th 9 Gw;tilh IS 

J..-...uyZ4 Ni"";. Ni""'. Ni .... II April 1 Gwitith I I Gwirith 10 Gw;tith 16 

1......,25 N,"";S NlnuiS Ni ... [2 April Z Gwitith 12 Gwirith I I Gwirith 11 

I..-...uyZ6 Ninui 6 Nirrui 6 Ninui [1 April J Gwirith IJ GwiNh 12 Gw;tich II 

1.........,21 Ni ..... 7 Ni ..... 1 Ninui I. April . Gwirith 14 c;,.;.;th IJ Gw;tith 19 

I.....," I'll ..... I Ni"";l 1'1' ..... IS April , Gwirith 15 Ciwirith I. Gw;tith 20 

I......," 1'1 .... 9 1'11 ..... 9 Ninui 16 April' Gwirich 16 Gwirilh I S Gw;tith 21 

1......,30 Ni ..... 10 1'1, ... 10 Ninui 17 April 7 Ciwirich 17 Ciwirich 16 Gwirilh 21 

l.....ryll 1'1 ...... II Ni ..... II NInui II April' Gwirith II Gwinlh 17 c;...;tiIh 2l 

February I Ninui I Z Ni ..... IZ Ni"'19 April 9 Gwitith 19 Gwitilh II Gw;tith 2. 

F.b",.'Y Z Nin"; IJ Nlnui IJ Ninui 20 April 10 Gw;tilh20 Gw;tilh 19 Gw;tilhlS 

F.b",.'Y J Ni""" 14 Nin"; 14 N'n"" 21 April II Gwitith 21 Gw;tith 20 Gwitith26 

F.b .... 'Y • Nin"" IS Ni""'; IS 1'1.",.;22 April 12 Gw;tith21 Gwitith21 c;...;ti1h27 

Feb .... 'Y S Ninui " Ninui " Ninui 2l Aptil l1 G..;tith21 Gw;tith 22 Gw;rith21 

Februuy 6 Ninui 17 Ni .... 17 Ni"";24 April 14 Gw;tith 2. Gwinlh 2J c;...;tith29 

f.bruary 7 Ninui 18 Ninui II Ninui ZS April IS Gw;tithZS Gwinlh 2. Gwiti"'JO 

F.bruuy I Ninui 19 N.nui 19 Ninui 26 April" G...;,;th26 Gwirith .u ........ , 
F.bruuy 9 1'1,""; 20 1'1, ... 20 1'1 .... 27 April 17 Gwirich 27 GwinchZ6 ........ 2 
Februuy 10 Ninui 21 1'1, ... 21 Ninui 28 April II GwinchZ8 Gwitith Z7 Looh_J 
F.bruary II 1'1,""; 22 1'1 .... 22 NInui 29 April" Gwitilh 29 Gwirilh 18 Looh_. 
F.bruuy 12 Ninui 2J NLnui 2l 1'1 .... 30 April 20 Gwinlh 30 Gwirith 19 ......... , 



""'- ...... "- ""'- ...... "-
Gnpioo R"""" ......... R"""" 0.,..;- ......... ......... ......... 
""""'" SA I·TA lO6O T A 106O-JOl1 '" .,.".".. 5.A. I·TA lO6O T.A. lQ6O..JI)l l ... 
April 21 '""'"' , Gwiritb JO '""'"' . j .... 21 c..m. c..m. c..m1J 
April" '""'"' , '""'"' , '""'"' , J-" c..m' c..m, c..m .. 
.... pril2l '""-, '""'"' , ..... _. 1 .... 29 c..m. c..m. c..m1S 
.... "rill .. Loch","" '""'"' , '""'"' , J_3O c..m' ""'0' c..m" 
April 25 '""- , '""'"' . ~IO July I ~thiO CaYtd. 10 c..m11 
.... pril26 '""'"' . '""'"' , '""'"' II 1"',2 c..m ll CaYtth II c..mlO 
April 27 '""'"' , '""'"' . ,"",",12 J"'r , c..mu c..mu c..m" 
April .. 

..... _. '""'"' , '""'"' IJ J"'r • c..mll Cawd.1J Con<m .. 
April 29 '""'"' , '""'"' . '""'"' .. J"'r , Con<m .. Con<m .. Con<m" 
April 30 

'""'"' 10 '""'"' , '""'"' IS J"'r' Con<m IS Con<m IS Con<mU 
Moy , 

'""'"' II '""'"' 10 '""'"' " J"r' Con<m " Con<m " Con<m" 
Mo, ' '""'"' 12 '""'"' II '""'"'11 
Mo,' l.och-. 13 ~U ~" 

J"'r' Con<m 11 Con<m 11 Con<m .. 

J"'r' c..mlO Con<m 18 c..m" 
Moy. '""'"' .. ~IJ ~" I"'r 10 c..m" c..m" Con<m" 
Mo,' '""'"' IS '""'"' .. ~20 July I I "'"'" .. c..m .. "'"'"21 
Mo,. Lod" .... 16 '""'"' IS '""'"''' July 12 "'"'"" "'"'" " c..m .. 
Mo,' ,"",",11 Loth ..... 16 ..... _U July Il "'"'"" ""'_ U "'"'"" ~br8 LodlIOll 18 '""'"' 11 Loth",n lJ 
M.y9 l.otl .. ,," 19 '""'"' " ~ .. MoyIO '""'"'20 '""'"' IV ~" Moyll '""'"' " '""'"'20 ~" 
Moy" ~" ~" ~21 

Moyll '""'"''' '""'"' " '""'"' " Moy" ~ .. '""'"' " '""'"' " MoyIS '""'"' " ~ .. '""'"'30 
Moy" ~" '""'"' " """ , 
MoyI1 '""'"'21 '""'"' " ""'" MoylO '""'"' " ~21 ""'" May I') lDdI ..... 29 '""'"' .. """. 
M~'" ..... _30 '""'"' " ""'" M.y21 N6rui1 ~3O N6noi 6 
101.,22 N6noi 2 N6noi I N6noi1 

M'ylJ N6noi .) mNi2 """. M.y 24 N6noi4 N6Ni3 N6M9 
101., 25 N6M5 """. NWIO 
~,26 Na6 -, N6nai I I 
Mayl1 N6Ni7 N6noi6 N6nai 12 

Marla N6Ni 8 -, N6n.oi Il 

Moy" NW9 N6rui8 N6nai 14 
Mo,3O NlHui 10 -, N6nai 15 
M,y31 N6M 11 N6Ni 10 N6nai 16 

J- ' N6Ni 12 N6Ni II N&nai 17 

J-' N6n.oi IJ N6nai 12 NOnoil8 

J-' N&ui 14 N6Ni IJ N6noi 19 

J-' N6mi IS N6noi 14 N6nai20 

J-' N6rui 16 N6tui IS Nbnoi 21 

J-' N6Ni 11 N6nai 16 N6nai 22 

J-' N6noi II N6noi 17 N6noi lJ 

J-' N6nai '9 N6rui 18 
_ .. 

J-' -'" NON 19 -" j ..... lo NON 21 _20 N6noi26 
1--11 _U N6noi 21 N6Ni11 

J""" 12 """" """U N6Ni2S 
J ...... u """ .. """" N6nai 29 
1 ...... 14 N6rui2S N6noi24 N6noi JO 
lUll< IS N6tui 26 N6n.oi 2S c..m , 

lu1y '4 "'"'" " ""'-" """030 
July IS "'"'" .. Ccm:th 14 (lrui . 
July 16 c..m" "'"'" " 0 ... 2-
J"'r 11 "'"'" " "'"'"" U .... ,) 
July 1& "'"'" " ",","21 0 ... .. 
July 19 "'"'"U "'"'"" 0..., 

J"r '" "'"'" " """-" 0.... 
lWyll 

"""" 30 "'"'" 30 0 ... 7 
J"'r U "'"'" JI 

On.; 1 VruiS 

J"r " Un.; I On.iz 0 .... 9 
July 24 UNil 0 ... ) (1",,10 

J"'r " (rnai 1 0 ... 4 (} ... II 

J"'r " Urui 4 OnoiS 0"" 12 
J"'r 27 (lNiS 0",;6 U .... IJ 
July US (I ... 6 0 ... 7 0"" 14 
)..Jy29 Urui 7 0 .... I 0 ... IS 
J"r 30 Orui 8 UNi9 0 .... 16 
July 31 0 ... , (} .... 10 0 .... 17 -, 0...;10 0 ... II lINi 18 -, Un.; II (lrui 11 lINi 19 -, 'ONi 11 0 ... Il UruilO _. 

'Orui Il 0 ... 14 U .... 21 -, '0 .... '4 0 ... 15 VNill _. 
0 ... IS 0 ... 16 Urui lJ -, Urui 16 Urui 11 Urui 24 

A ....... 0 ... 17 0 ... 18 0 .... 2.S 

A ..... ' 0 ... " UIUi 19 UruiU 
Aupt 10 U ... i9 0"';20 Urui 27 

A ...... II (} .... 20 Orui 21 0"';2& 
Aupc Il Una 21 Urui 2l Unai 19 
_IJ U"'ll 0 ... lJ (} ... 3O _ .. 

0 ... 23 (JruiU , ...... , _IS 
UNi 24 (} ... 2.S , ....... , -" (rNilS Ii ... 26 , ....... , _" Urui 26 Un.; 27 , ........ 

A ...... II Urui 27 I,)rui 2.S , ...... , -" (}ruiU 0 .... 29 , ........ 
_20 0 ... 29 UNiJO , ....... , -" 0 ... JO I~......ml , ....... 

Jun. 16 N6noi 27 N6rui 26 ""'0 , A ..... " 
, ...... , 1 ~ ....... h2 , ...... , 

J ..... 11 N6Ni28 N6Ni27 ""'-, -" I_hI l~lftMfh J Innnecb 10 
lUll< 18 N6Ni29 Nil"'; 28 ""'_. A ....... , ...... , 1 ~..,...u.4 Innnoth I I 
Jun. 19 N6NiJO N6nIi 29 c..m' -" 1.1/UIeIh .. , ...... , 1 .. ~12 
1 .... 20 N6NiJ I N6NiJO c..m. -" , ...... , , ....... Innnrd! IJ 

J ..... 21 """'" """'" c..m' _21 , ....... , ...... , I.~I .. 

J-" ""'0' c..m, c..m. -" ,......", I.onnnhi 1.-.1.15 

J-" Con<m' c..m, c..m' -" , ....... I .......... ' lnantd! 16 

1 .... 2. Con<m , c..m, c..m1O _30 ''''''''''' , I .......... 10 1........d! ll 

J-" ""'_. Con<m ' c..m ll _JI J........d!IO I.onncth II Innnodt " 
J-" ""'-, c..m, c..m " ......... ' lnanorb II lnnrwd.12 Innnoth 19 



Kint, .......... N_ u ( . """,,,' N-
GHgorW. Rrd<....u., ........ ........ G ..... ........ ........ ........ 
c.J. ... SA I_TAlO6O T A 106Q.JOZ I ... """""" s.A I ·T A lO6O T A 106Q.J02 1 , .. , 
St",nnb .. 2 ]v..,,,«h 12 1 .......... 13 

''''''''''' 20 Onobr. 27 Hi,hui7 Hithui 7 Hir:hui 12 
St",'mb« ) ]v..,nrth 13 ]nnn<th 14 ]nnn<th21 Onobr.U Hi ..... i8 Hitho.oi8 Hid.,; 13 
Sr",nnbor 4 ]v ...... 1h 14 1 ......... 1h 15 ''''''''''' " Onobrr29 Hilhui9 Hilhui9 Hi,!...; 14 
St",nnb<. 5 ] • ..,,,.,h 15 Innnrth 16 ]\I1IUId1l 2J Onobr.3O Him..i l O Hithui 10 Hi""" 15 
StI"cmbo. 6 ] .. "nrlh ]6 i.......mi7 ]rann<th 24 Ocrobrr 31 Him..i l l Him..i l l Hitt...i 16 
StI',nnb<,7 ]oan .... ,h 17 Iv.......u.1 8 1.&IIII<th 25 N_' Hi ..... i 12 Hi,I-oIi l 2 Hitt...i 17 
SrI',anb .. 8 I • .., .... ,h 18 I .. .,,,.,h 19 ]~"""""26 No.....brr2 Hi ..... i 13 Hi,t.Ji 13 Hithui 18 
Stp<crnb<r9 I •• nnt,h 19 1oan".,11 20 I~..,ntth 27 N_' Hi ..... , 14 Hithui 14 Hithui 19 
Stl',nnb<, 10 I • ..,,..,h 20 Innntth21 10000ntth U N_ • Hi ..... i IS Hithui IS Hithui 20 
Stprtmb<, 11 I~ ...... ,hll ''''''''''' " 1 .......... 29 Nowmbt. 5 Hi ..... i 16 Hithui 16 Hithui 21 
St,"anb<. 12 101/In<1h 2l ''''''''''' " ''''''''''' ,. N ........ ' Hithui 17 Hitlui 17 Hidui 2.2 
Srpranb<, 13 ] ... n ... ,h 2J ''''''''''' " ""'" , N ........ ' Hi.t.Ji 18 HithW 18 HithW23 
Stp<anb<, 14 I"", ... ,h 24 ''''''''''' " ""'" , NOYUI'Ibo. 8 Hithui 19 Hithui 19 Hi,!...; 24 
5<pt<mb<rl 5 10000".,h 25 1nnn<th26 

""'" J N ........ ' Him..i 20 Hithui 20 Hi,!...;.2S 
Stl"anb<. 16 I...,,,.,h 26 Innnrth27 N""",",' NovunI.a l O Hithui 21 Hithui 2 1 Hi,!...; 26 
5<l"nnbo. 17 I ...... ".,h 27 ,""""" " N.ub<kth2 NovunI.a I I Hithui 2.2 Him..i.2.2 Hithui 27 
5<prtrnb<, 18 1 ......... 1h 28 I.onn<th 29 N""",", J Nowmber 12 Hithui2J Him..i.2J Hithui .2.8 
5<l"nnb<,19 1..., ... ,h29 ''''''''''' ,. Nubtlrlh 4 Nowmber 13 HithW2.-4 Hithu • .24 Hithui29 
Stp<anb<.20 [_h3O ~..wR N""",",' Nomnbcr 14 Hi ..... ; lS Hithui .2S Hithui30 
Stp<anoo 2 [ N~l .. h I N.rbdcth I N""",",' Nowmb<r IS Hilhui26 Him..i26 GUilhronl 
5<l"rmbt, 22 N .. b<J .. h2 Nxbtklh2 Nubdech7 Nomnbcr 16 Hi.t.Ji 27 Himui27 Girilhron 2 
Stl"anoo .2J N~1 .. h3 N.ub<kth3 N.n..t .. h8 Nowmoo 17 Hilhui .2.8 Himui.2.8 Girid.ron 3 
5<prtmOO 24 N.ub<l.,h 4 N.n..t .. h 4 N""",",' Nomnbcr 18 Hitlo.ai29 Himui29 Girid.ron 4 
5<1"tmb<.2S N..-b<J.,hS Nubdech5 Nubd<1h 10 NOYUI'Ibo, 19 Hi.!...; 30 Hid.Ji 30 Girid.ron S 
St",nnb<,26 N .. b<J .. h 6 N..-b<klh 6 Nubdech I [ Ncmrnbor20 Girid.ron I Girid.ron 1 Girid.ron 6 
Stp' ..... b<,27 N.ubcl .. h 7 Nubtlr,h 7 Nubtkth 12 Nomnbcr21 Girimron 2 Girithror. 2 Giriduon7 
St"' ..... b<,28 N .. b<I.,h8 N.rbd<lh 8 Nubdech13 N ........ " Girid.ron 3 Girithror. 3 Giritbron 8 
Stp' ..... bu29 N .. bdr,h9 N .. bek,h9 Nubtkth 14 Nowrnb<,23 Girid.ron 4 Grithmn 4 Girid.ron 9 
StI"tmbu3O N.ubcl<lh 10 N.n..t .. h 10 N.ub<leth IS Nowmbt.24 Girid.ronS GrilhrotlS GUiduon 10 
Ocrol><, 1 N .. b.,] .. h 11 N.ub<kth II Nubtlrlh 16 N ........ " Girid.ron 6 Grimron 6 Giriduon I I 
0.,01><,2 N .. b<l .. h 12 Nubtkth 12 Nubtkth 17 Nowmbt.26 Girid.ron7 Grid.ron 7 Girirhron 12 
0.,01><, 3 N.ubcJ .. h 13 Nubdtth 13 Nubdtth 18 N ............ 27 Girid.ron8 Girithron 8 Girirhron 13 
Ocrol><.4 N.,b<l.,h 14 Norbdeth 14 Norbdeth 19 Nowmbt. 28 Giri!hron 9 Girid.ron 9 Girithron 14 
0.,01><. 5 N.rbd .. h IS Norbdeth IS Norbdeth20 Nowmber29 Girithl'Oll 10 Girimron 10 Girithron IS 
Ocrol><,6 N .. b<J.,h 16 Nubdech 16 N.ubd.rth 2 1 N ........ ,. Girid.ron II Girid.ron II Girith"", 16 
Ocrol><,7 N..-b<l.,h 17 Nubdcrh 17 N""",", " "" .... , Girid."", 12 Girim"", 12 Giri!hron 17 
Ocrol><.8 N.ubcl .. h 18 Nubdeth 18 N""",", " "" .... , Girithron 13 Gitithron 13 (iiriWon 18 
Ocrol><.9 N.,b<I •• h 19 Nubdrch 19 N.n..t .. h24 """"'" , (iirid.ron 14 GUid."",14 GiriWon 19 
Octol><,lO N .. b<1 .. h20 Nxbtklh20 N..t..k'h2S """"'" . Girithron 1 S Girid. ..... IS Girithron 20 
Octol><. 11 N.orbcl<,h 21 Norbdeth 21 Nubtkth26 """"'" , GiriWon 16 w;Won 16 Giri!hron21 
Octobe. 12 N.rbtl .. h .2.2 N""",", " Nubtkth27 """"'" , Girid.ron 17 GiriWon 17 Gimbl'Oll2.2 
Octob<, 13 N..t..J .. h .2J Nxbtklh2J Nubekth28 """"'" , Girithron 18 Grirhron 18 Girithron 23 
Octol><, 14 N.orbcl .. h .24 N""",", " N.ubckth 29 "" ..... Glrichron 19 Grirbron 19 Giritbron 24 
Octol><,l S N..-b<I .. h25 NxbtklhlS N""",", ,. "" .... , Girirbron 20 GUirbron 20 Girithron .2S 
Octobe, 16 N.orbcl .. h 26 Nubtkth 26 Hithui I 

""""'" 10 
GLrichron 21 Girirhron .21 Girichron 26 

Octol><. 17 N •• bd .. h27 Nubd .. h27 Hi ..... i2 D«rmbtt I I Glrirbron 21 Grithron 2.2 Girithron "7 
o.,obe.18 N.rbd .. h28 N.n..t<Ih.2.8 Hi ...... 3 D«emb<r 12 Glrim.- 2J Grithron .23 Girilh ..... .2.8 
Octob<, 19 N.rbd .. h29 Nxbtklh29 Hi ...... 4 

""""'" lJ Glrid.1'OII "4 Giriduon2.-4 Girithron "9 
Octobe,20 N ... bd«h3O Nubd«h 30 Hi,""iS """"'" .. Grieb ..... 2S GirilhrotllS Girithron 30 
Octobe,2 1 Hi,""; I Hi.""i ] Hi,!...; 6 

""""'" IS 
Girim.- 26 Girilhrotl26 N...,..';n I 

Octol><,22 Hi,""i2 Hithui 2 Hithui 7 """"'" " Girich ..... 27 Girithton 27 N ....... '" 1 
Octobt . 23 Hi,hui3 H;thui 3 Hitlo.ai8 

""""'" 17 
GUithron 28 (iiridlron .2.8 N--u.3 

0.:.obr.24 Hilhui4 Hi ...... 4 Hitho.oi9 D«omb<r 18 Girithron29 Girithron '1.9 Nuwlin4 
Octobr,2S Hilhui S HilhuiS Hilhui 10 """"'" " Grith ..... JO Girithton 30 N .... .w.S 
Oaobt,26 Hithui6 H;It.J; 6 Hithu; II 

"'"""'" 20 
....... , ....... N ..... 1in6 



LEAP-YEARS G .. pri.uo KiPs', ....... N~ 

G ....... Kine" ....... N~ """""' ........ R,tdr.Oftine Rt<koni"l 

Cok ...... R«klNlin£ ........ ........ (It • ....,.. ... ) ( ... ....,.. ... ) (luM""') (kap-ynn) 

(10....,.. ... ) (k .... ,.un) (Iup-yun) (.."."..) FobnwyZ4 G_S G-.onS Gwau .... 12 

0..:...,a,.,.21 ,..ou.ri2 r<'"" Nuwain7 FobN.vy2S c;.,.. .. "",6 G_' Gwanon 13 

0""",," 22 N...,..oinl N ..... ainl N ...... ainl Fd>nuty26 0-, 0 ......... 7 Gwacron 14 

o.c....bor2J N.a ....... i" 2 N...,..";n2 N ...... lin9 Fdmu.y27 G....nonl G ..... ron I Gw_IS 

"""""" " N ......... l N~l N ......... 10 f.....," Gw_' G ... <>oron9 Gw.eron 16 

"""""" ZS 
N...,...'" .. Nun". Nuwainll Ftb.uuy29 Gw ... ronIO G ...... ron 10 G""....,.. 17 

"""""" " NUW'ain5 N""";nS Nuwoin 12 "'"" 1 
C; ..... ron [I G ..... ron I I 0-18 

0.( ......... 2.7 Nuw' Ln 6 N ...... ..in6 Nuwlin IJ "'"" , G ..... ronI2 G ... ....,..12 G ............ 19 

Occ...,bn-2a N ..... oin7 N>rW1in7 N ...... >in 14 "'"" 1 GWMron Il Gw.....,,, Il 0-2<t 
o.c.,.,.,.,.2.9 N ....... Ln II N...,..&inl N ..... li" IS """" . Ci ...... """ 14 G ..... ron 14 G-.on21 

"""""" 30 
N ..... oin 9 N ...... .lin9 Nannin 16 "'"" S G-.on IS O ... ,.,.on IS G ......... n21 

D«rmborJI N ..... .oin 10 N ..... ain 10 N ..... oin 17 "'"" . GWKfOn 16 G ...... ron 16 GW><fOt\ 2J 

)"""" 1 Nuwoin II Norw';n J I N .... &in 18 M""" Gw ........ 17 G .. .....," 17 GwaeronH 

J""",, 1 N ........ in 12 Nuwain 12 N ....... ..u.19 """" , G"'Mronl& G ... " .. on til G_ron25 

J"""" 1 N ....... ;" 13 Nuw.ain Il N .... oin 20 """" , G .... ,..",19 G"Mron 19 GWKrOn 26 

J"""" • No ...... ;" '4 N ........ ;" '4 N ..... in21 "'"" to 
Gwuron20 G ... uron 20 GlI'JtrOn 27 

J....,' N ..... .un IS N ..... .un IS N ..... .un 22 M.rdli l G ..... ron21 G ..... ron 21 G ........ n 28 

J...., ' N ..... .un 16 N.,.,..,'" 16 N ..... .un 23 Much 12 G ..... ron 22 G ..... ronll G ..... ron 29 

J...., ' N ..... .un 17 N.,.,...ua 17 N..,...un 24 Morchll G ..... """n G ..... ron 23 G ..... ron 30 

) ..... "'l'1 N ...... ;n II N.n .. ;n II N ...... ;n lS Much 14 G .... fOft2 .. G .... fOft 24 "'<'IU'" 
J ..... "'Y 9 N.,.,...;n 19 N.""";" 19 N ..... .un 26 Mut h IS G"KI'OfI2S c. .. fOft 25 ,.uu'" 
J ...... "'l'IO N_.un20 NuwainZO N ..... oin 27 Muth 16 GWKl'Ofl26 Gw .. """ 26 Gwirilh I 

J........."II N...,...in21 N ...... ;n 21 N ...... in28 Much 17 Gwwron 27 Gw .. ron 27 Gwirilh 2 

J""""'Y 12 N ......... 22 N ..... .un22 N ....... in 29 ~" c. ......... 21 Gw .. ""'21 Gwirilh3 

J.........,.13 N..,...un 23 N ..... .inlJ N ...... .inJO "'"" " Gw ..... n29 Gw....,n29 Gwirilh4 

J.-..,.14 N~24 N ..... .in24 N''''''; I ~2<t 0-30 Gw_lO Gwiri,h 5 

l........y IS N_';" 25 N ..... .in25 Nu...i2 ~2t Gwirilh I ." iliri Gwirilh 6 

J .... "'l''' N...,..oin 26 Nmnin 26 N ...... 3 ~ll Gwirilh2 Gwirilh I Gwirilh 7 

J.......,.17 N ...... in 27 N ..... .in27 Ninui4 M,"" 2l Gwirich 3 Gwirilh2 Gwirilh I 

J.......,. II N ..... oin28 Nuwain z.s Ninui S M,"" " Gwirich 4 Gwirirh3 Gwirirh 9 

1.........,. 19 N.,. .. .in29 Nuwain 29 Nlmoi 6 M"'" ZS GwirithS Gwirich 4 Gwirilh 10 

J......,2<t Nor,..';" JO N ..... .;"JO Nu...i7 ~" Gwirirh6 Gwirith 5 Gwirith II 

J.......,.21 Ni ..... 1 Ninllil Ninllil "'"" 21 
Gw;rith 7 Gwirith6 Gwirilhl2 

J......,22 Ni ...... 2 Ninlli2 Ninui9 ~" Gwirithl Gwirich 7 Gwirilh 13 

1 .... "'l'23 Nlnui3 Ninui3 Ninui 10 ~" Gwirich 9 Gwirirh I Gwirilh 14 

J.......,.24 Nlnui4 Nlnui4 Ninui I I ~30 Gwirith 10 G-irith 9 Gwirith IS 

J .... "'l'lS Ninui 5 NinuiS NfnW 12 Much 31 Gwirith II Gwirith 10 Gwirith " 
J........y26 Ninlli6 Nlnui6 Nlnui II April I Gwirith 12 Gw;rith II G";rith 17 

Joroury 27 NI ..... 7 Nin";7 Nrnui 14 April 2 G .. irith 13 Gwirith 12 Gwirith 18 

JMIIW)' 28 N",,"' Ninui I Nlnui IS April 3 G ... rith 14 Gwirith 13 Gwirirh 19 

J.........,,29 Nln";9 Ninui9 Ninui 16 April 1 G ... rith IS Gwirith 11 Gwirilh20 

J.....,30 Nin"; JO Ninui 10 Nin"; 17 April S G .. irith 16 Gwirilh IS G";rilh 21 

J....uyJ I Nin"; II Nin";l] Ninui II April 6 Gwirith 17 G .. irith 16 Gwirilhll 

I'cbnwy I Nln"; 12 Ninui 12 Nlnui 19 April 7 Gwiri,h 18 G ... iri,h 17 Gw;rirh23 

1'01"""1 2 Nln"'; 13 Ninui 13 Nlnui 20 April I Gwirith 19 G .. iri,h II Gwirilh 24 

I'.bnul)' J Nin"; [4 Ninui 14 Nin";21 April 9 G"":rith 20 G ... irilh 19 Gwirilh 25 

F,bN'I)' 4 Ninui IS Ninui IS Nln'" 22 April [0 G ... irith21 G ... irith20 Gwirith26 

l'.bnwyS Ninui 16 Nin"; 16 Ninui 23 April [I Gwirith 22 Gwiri,h2 1 Gwiri,h27 

F.bnul)' 6 Nin"; 17 Ninui 17 Ninui 24 April 12 G.,..jrith 23 G .. iri.h 22 Gwiri,h21 

F.bN"'l'7 Ninui 18 Ninui II Ninui 2S April 13 G.,..jri.h24 c;,..;rilh 23 Gwiri<h29 

Ftbnwy8 Ninui 19 Ninui 19 Ninui 26 April 14 Gwirilh2S Gwirirh 24 G"';';<hJO 

F.bnwy9 NiwiZO Ninui 20 Ninui 27 April IS Gwirith 26 c;,..;rilh 25 Loth"", 1 

f.bnwy 10 Ninui 21 N ..... 21 Ninui 28 April 16 (j.,..jrith 27 Gwirilh26 lo<h~l 

F.bnwy II Ninlii 22 Ninui 22 Nm..i29 April 17 G";rilh28 G"';rith 27 """"'" 1 
F.bnwy 12 Ninui 23 Ninui 23 N' ...... 30 April II GwirilhZ9 Gwirith 28 l.othron4 

F,bnwy IJ Ninui 24 Ninui 24 ,",-I April 19 G"';rith 30 Gwirith 29 """"'" S 
Fobnwy 14 Nb .... 2S N'.nui lS Gw .. "",2 April 20 t.oW..I Gwirilh 30 '""""'" . 
F.bruouy IS NI ..... 26 Ninui 26 Gw .. "",3 Apftl21 '""""'" , t.oW..I t.oW.. , 

F.bnwy 16 Ninlli27 Ninui 27 Gwx~' April21 """"'" 1 '""""'" , """"'" . 
Ftbnwy 17 Ninlli28 Ninui 28 Gw ....... S AprillJ """"'" . """"'. 1 """"'" , 
F.bnwy 18 Ni .... 29 Nirwi 29 G ......... 6 April 24 Lothron 5 '""""'" . '""""'" to 
Ftbnwy 19 Ninuo 30 Nirwi JO Gw ....... 7 Apftl2S Lothron 6 l.othro"S l.othron II 

Ftbnwy20 Gw ..... nl G_"""I G ..... ronl April 26 Lofhron 7 Lofhron6 l.«hrun 12 

F.bnwy 21 Gw....,n2 G ..... ron2 Gw .. ron9 April2? """"' .. Loh~' Loduo" 13 

Fobnwy22 Gwxron3 G ..... ron J Gw ........ IO April 28 Lothron 9 I.oh~' l.othron 14 

F.bnwy23 Gw ... ron4 G ..... ron 4 G ..... ron II April 29 Loth",n 10 l.othron9 Loohron IS 



G ....... Kin,. Sctwal'do' N~ G ... ,or ..... """, SU ..... .t.· N,. 

c.km'" Rccko"",, R«koftin& Rrdr.oning Col,""" R«kDoUae Rfd,...w.c .......... 
(1"~1' .. n ) (I<lp-)'f""') (k"'l"'"1'an) (1<:ap-1un) (Iu p"rran) (IuM'"") (10:.,.,.. ... ) (In"-),",,n ) 

April 30 Lochron II lochron 10 """"" " July 6 CcrwlhlS Cnwth lS c....ll 
"'I ' Lcthronll L.oduOll t I """"" 17 lui, 7 Ccrv. ... 16 Cnwth 16 Cnwlh14 

"'I' """"" " ......... 12 loth"", 18 July 8 Ccrwlh 17 Ccrwoh 11 Ct ..... lhlS 

"'IJ I..oWon 14 ......... " """"" " J"'r. Ccrwlh 18 Cnwlll 18 c.n-..," 26 
M.y. """"" " ........... "",,_20 July )0 c..-.h 19 Cavtlh 19 c;..... ... Z1 

"'I' ......... " """"" " Lochro" Zt July II c.r...h20 c-. ... """"" "'I' loohrun 17 ......... " "",,_22 July Il c.r...h21 Cotw:dI 21 Ccm:1h 29 

"'1 7 Lodvonl8 ......... 17 lo<h ..... 23 July IJ C • .,...chl2 """"22 """" 30 
M'r S Loohroni9 ........... Loch"'n 24 July 14 c....ll 

"""" II 
Unli I 

M.y9 ""'_ 20 ......... " Loohro" 2S July IS Ccrwlh 24 c.r..th24 (1",,1, 

M.y 10 loch"," 21 """"" 20 
Loch ..... 26 July 16 Crtw,hlS C. ..... lhlS 0"" 3 

M.y 11 Lothron l2 """"" 21 l.ad>ron 27 July 17 C<nt1h26 CO ..... "'26 0"". 
M.y 12 LothfOn 23 loIhron 2l Loch ... " 28 July 18 c..v.lh27 c.......h 27 (}"" 5 
M.y 13 Lothtoh 24 LothlOn 23 Loch ... " 29 j..ly 19 """." C. ..... th28 Urui6 
M. y 14 !.ofh",n 25 loth",n 24 Lothton JO July 20 Corm"29 c..v.th29 0"';7 

M. y 15 Lorh ... n26 Lothron 25 N6rui I July 21 CtrTf.h JO C ..... thJO U",,8 
M.y 16 LWlron 1.7 lothlOn 26 Nl>rui 1 j..Jyll Ce,.,U" J] Urui t Urui9 
M.y 17 L()IhronU t.oWon27 N6fUi3 July 23 Urui l Urui2 Urui 10 
/'.b y 18 LOIII",n 29 LorhronU N6rui .. July 2 .. Urui2 Uru; 3 Urui I I 
M. y 19 Lorhro" 30 I.o<hron 29 N6rui 5 July 2S UruiJ Urui .. Un.oi 12 
M.y 20 N6rui 1 Lothron 30 N6rui 6 July 26 Urui .. Uru; 5 UNi 13 
hi.y 21 N6rui 2 N6rui I N6rui7 July 27 Uru,5 Orui6 UNi I .. 

"'1 22 N6rw J N6rui 2 Nbrui8 July 28 Urui6 Urui7 U .... 15 
hi.y 2.3 N6rw .. N6rui J N6rui 9 J"'y29 Orw7 Uruil Urui 16 
hi., 2 .. N6rui S N6rui .. N6rui 10 J"'y30 0",,8 U",,9 Urui 17 
hi.y 2.5 N6ru, 6 N6rui S N6rui II J"'yJ[ 0",,9 0 ... 10 0 ... 18 
Moy 26 N ... 7 N6rui 6 N6rui 12 A""", , 0",,10 O""I[ Orui 19 
May 27 N6rui8 _7 N6rui 13 -, 0",,11 0 ... 12 Orui 20 

""r" N6'" 9 N6rui a N6rui I .. A""", J 0"" 12 0 ... 13 Orui 21 

"'I" ",-10 NON' N6rul15 A ...... 0"" 13 0"" I .. 0 ... 22 

""r 3O NOrui II N6rui 10 N6rui 16 -, 0"" I .. 0 ... is 0 ... 2.3 
MayJI N6rui 12 N6rui II N6tui " 

_. 
0 .... is Orui 16 0"" 24 

J-' N ...... IJ N6rui 12 N6tui II A ..... 7 0 ... 16 0 .... " 0 ... 2.5 

J-' N6rui I .. N6rui iJ N6tui 19 A_' 0"" ,7 0 ... II Urui 26 
J_J NOrui 15 N6rui , .. N6<ui 20 A_' 0 ... 18 Orui 19 0 ... 27 

J-' N6nb 16 N6rui is N6<ui 21 A ........ 10 0"" 19 0 ... 20 Orui 28 

J-' N6nU " N6rui 16 N6rui II _" 0"" 20 0 ... 2T 0 ... 29 
J-' N6'" II N6rui 17 N6rui 2.3 AUJWt 12 Orui 21 0"" II Urui 30 
J_7 N6rui 19 N6rui II N6rui 2 .. AuguK 13 Urui II U"" 2.3 Innn<lh I 

J-' N6Ni2O N6rui 19 N6rui 25 Augwt I .. Orui 2J Orui 24 ''''''''''' , 
J-' N6ru; 21 N6rui 20 N6rui 26 Aupcl5 ONi 24 Orui 25 ''''''''''' J 
Junt [0 N6rui 22 N6rui 2[ N6rui 27 A..,..... 16 Urui 25 Orui 26 ''''''''''' . J ..... I I N6ru;2J N6rui II N6rui 21 Augwt 17 U"" 26 0"" 27 l.mnttb5 
JWlt 12 N6rui 24 N6rui 2J N6rui29 AugwII8 Orui 21 Urui 28 1 ..... neth 6 

JWI' [) N6fU; 25 N6rui2" N6rui 30 Augun 19 Oru; 28 0"" 29 1.1IIneth 7 

J""" [4 N6rui 26 N6rui 25 C. .... ,h I AUiW' 20 'Orui 29 Orui 30 1 ......... 111 1 
J ..... [S N6rui 27 N6rui 26 C. ... ,h2 Augwt21 Orui JO I .... neth I 

''''''''''' 9 
J ..... [6 N6rui 21 N6rui 27 c. ... thJ A ..... 22 t • .annoch I t.lIInCIh 2 [ • .uIII<th 10 

J ..... 17 N6rui 29 N6rui 28 c.r,..,11 .. A""", II 1 • .uIII<th 2 [ • .annoch) [.1IIIICIh I [ 
J .... [8 N6rui 30 N6"" 29 """., August 24 [ • ...-h3 I .......... h .. I ........ th 12 
) .... 19 N6,u.J1 N6rui JO """ .. Aup! 25 I • .annoch .. ,...,..", I .......... iJ 
) .... 20 , nd .. ; I • ..do'; I c....7 Aup! 26 Innntlh5 ! • .annoch 6 I ........... [4 

) .... 21 .ndo'; 2 • ...k'; 2 """., A""",27 1 ........... 6 Innntlh 7 I""""" IS 
J_22 c...m12 c...m, "'"'" . -" [.onnnh 7 1 ........ h8 I.>nncth 16 

J-2J Ctrw,h2 <>-, c.r,..,11 10 -" l'lIInCIh a 1 ......... h9 I.anncth 17 
J .... 24 c...mJ c. ... thJ c.r,..th I I _30 1 ......... h9 [, ......... hIO 1 ........... ' 8 

J- 2.S c.-,h4 C. .... th4 c.....th 12 
_JI 

1 ........ hIO Innntlh I I 1 .......... 19 
) .... 26 "'"'" , C. .... th5 c.....th 13 ,.,. .... , I ........ h l l 1.........h12 1.1IINlh 20 

j .... 27 "'"'" . c...m. Ctrwth I .. ......... ' I.anncth Il I • ......u, iJ ' ........... ZI 

J-" c-..h7 C. .... th7 c.....",IS ,.,. .... J I ....... ,h 13 1 ........ hl4 l_h22 

j .... Z9 "'"'" . c..."'. c.,.,..,h 16 ~tmb., .. 1 ........ hI4 1 ....... lh 15 1 ........ 112.3 
J_3O "'"'" . C. .... th9 c.....th " 5<pttmb., S I • .annoch 15 I .... neth 16 1.mn<thZ4 

July I c...m1O c. ..... th 10 Ct"..th 18 .......... Innnnh 16 I .... neth 17 ! .... neth2S 
July 2 Ctrv.th II Ctrmh II Ctno"'19 "'"""", 7 I.,w,nh 17 1 .......... 18 1 ........... 26 

July 3 c."..th 12 Ct ... th 12 Ct ... th2O Stpf.mb .. 8 1 ........ hl8 Innn<!h 19 1 .......... 27 

July 4 c.-Ih 13 Ct ... th 13 c.....th21 Stpumb<r 9 1 ........ h19 1 .......... 20 1 ........ h28 

July S Cnw,h 14 Ct .... tll 14 c.....,hll Sq>umb<. 10 1 ..... lII1h 20 1 .......... 21 l .... neth Z9 



G~ian KinK" Suw .. dt' N~ G .. gorian Kin,'. ,. ..... ' N~ 

""',"" RKkoNn, R<ekONnI Rcckonin& ""',"" R<ekONnI RKkoNnI R<ekoning 
(k.p-~UII) (I .. p-y~ ..... ) (k.p-y~.on) (kap-~UII) (k'Hnn) (k.p-~ ..... ) (kap-run) (k'p-r(an) 

Srptombc:t II Ivan ... 1h 21 lvan .... h 21 I """"" 30 Nornnbtt I Hi""', 12 Hi,,,,,,i Il Hi ...... 17 
Srpurnb.r 12 Inn""" 22 1~2l """"" Novanb .. 2 H, ..... , 13 Hi.hu'13 H'''''''18 
Srpt<mb.tl3 [van .... h23 [van .... h 24 (nd. ri I N""cmbt.3 HI,hui 14 Hithui 14 Hi,"""19 
Srpcomb.. 14 [van .... h 24 [vanneth 25 .nd.ri 2 No.cmb..4 Hi ..... , 15 Hi, .... , 15 Hi,""'i 20 
Srpromb.. 15 IV»l ... 1h 25 Ivan ... ,h 26 .nd.ri 3 NOYm\bc.5 Hi,hu, 16 Hilhu, I6 H,,""',21 
Srprcmb.. 16 [v»lneth 26 [van"",h 27 Nubd.th I No-m...6 Hi,hu,17 Hilhu,I1 H"hui21 
Srpromb.. 11 iY»l"",h 21 [van"",h 28 N..b.[tth 2 Nonmbt.1 Hi,hui 18 Hilhu,I8 Hi,OO,23 
Srplcmbtr 18 l_an",,1h 28 Ivan"",h 29 N..b.Jtth 3 No-m...8 Hi.hui 19 Hi ..... , 19 Hithui24 
Srp.cmbt. 19 I_an"",h 29 1 ....... 1h3O Nubdtth 4 Novembtr9 H,.hui 20 Hi,hu,20 Hi.hu, 25 
Srpl<mbtr 20 Inn .... h 30 yam .. Nubdtth 5 No......btr 10 H"hui21 Hi.hu,21 Hithu,26 
Srp'crnbt, 21 N .. bd"h I Nubd"hl N..wJ"h 6 No-m..r II H"hui22 Hi'hui 21 Hi,hu; 27 
Srplanbtt 22 Nubd .. h 2 Nubd .. b2 N..b.J.1h 7 Novembtr 12 H,""'i2J H,thu; 2J Hi"""28 
Srpt<mb.. 2J N.~"b3 Nubdrlh 3 Nub.!,th 8 NDnmbtt IJ Hi.OO;24 H,.hu; 24 Hi""'; 29 
Srpl<mbtt 24 N..-bd .. b4 Nubd"b4 N..b.J.,b 9 No-m...14 Hi,hu; 25 H,.hui 25 Hithu,30 
Stpr<mbtt 25 Norbdrth 5 Nubd .. b 5 Narb.I.1h 10 No-m...IS Hi,hu;26 Hilhui 26 Girilh""" I 
Srpl<mb.. 26 Norbdrth6 Nubdrtb6 Narb.J"h II Nonmbtt 16 Hi""'; 21 Hilhui 21 Girilhron 2 
Srpc<mb..21 Nul>drth 1 Norbd.th 1 N..-bd.1h 12 Nonmbtt 17 H"hu; 28 Hi,hu; 28 Girim""" 3 
Srprombtr 28 NuUd.tb8 N.ubtJ"h 8 Narb.I"h 13 Nonmbor 18 H"hu;29 Hi,hu; 29 Giriduon4 
Srpromb.. 29 Narb.J.tb 9 N..b.J.,h 9 N .. btI"h 14 No...",b..19 Hi,huiJO Hi,hu; 30 G,rithron 5 
Srprcmbtr 30 N.-.b<J.tb 10 N.,bdrth 10 N .. btlrtb 15 Nov<mbt.20 Giritb"", I Giri,bro" I Giritb"'n6 
OcI:obt.1 N".b.J .. h [T N..bd,tb [I Nubdrth 16 No ..... bt.21 Giritbron 2 Gi,;,hron 2 Giritbron 1 
{krobt.2 N..bd .. h 12 N..bd"h 12 Nubd .... 11 N"" .... btt22 Giritb"", 3 Giritbron 1 Girirhr<>n 8 
OcI:obt.3 N .. W .. h 13 Nubd"h 13 Nubdrth 18 Novunb.r23 Giritb"", 4 Gritb,OlI 4 Giritbron 9 
OcI:obt. 4 N".Wrtb 14 N..bd"h 14 Nubdrtb 19 Nonmbtt24 Girilh"", 5 Giritb"", 5 Girim"'" 10 
{k,obt.5 N.~t1h 15 N .. btl.,h 15 N.rb.J"h 20 Nonmb.r25 Girimron 6 Grim"'" 6 Girilhron 11 
{k,obt. 6 Nub.I .. h 16 N..b.lrtb 16 N.rbrJrtb 21 Nonrnb..26 Girimron 1 Grimron 7 Girim"'n 12 
{k,obt.1 Nub.ltlh 17 Nub.I"h 17 Nubd"h 21 Nonrnb..21 Girim",n8 Giri,hron 8 Girilhron IJ 
OcI:obt.8 N.ubtl"h 18 N.ubtl"h 18 N.rb.Jrtb 23 Novomb..28 Girim",n9 Girim'0lI9 Giri.h"," 14 
{k.obt.9 N..b.l.tb 19 N.~"h 19 N..b.ltth24 No ...... bor29 Girilhrvn 10 G,rithron 10 Giritb",n IS 
{k,ob., 10 N.ubtl<th 20 N.ubtltth 20 N..wJtth25 NOY<mbttJO Girithron I! Gi.ithron II Giritb",n [6 
OcI:obt. II N.rb.I"h21 N.rbrl"h 21 Nubtl.tb 26 Dmmbt. I Girithron 12 Girithron 12 Girith"," [1 
{k,obt, 12 N..b<Irth 22 N.rbtltth 22 N>.rb.J.tb 21 Decembe.2 Girithron 13 G;rithron 13 Girith"," 18 
{krobt. lJ N.rbrltth 23 N.~"h23 N:ubdt.h28 Decembe.3 Girith",n 14 Girithron 14 Girith"," 19 
Octobt.14 N .. btl"h24 N.rbtl.th 24 NubtJ.,h 29 Otcembe,4 Girith",n 15 Girith"", 15 Girirhron 20 
{krobt.15 N.~<th2S N.n..l.,h25 NubtJ"h 30 0.. .... , Girithl'Qn 16 Girithron 16 Girithron 21 
{k,obt.16 N.rbd"h 26 N.ubtJ"h 26 Hi ..... il Otcembt.6 Giri,h"," 11 G,rithron 11 Girith"," 21 
{krobtr 11 Narb.I<th 21 N .. W"h 21 Hi.hui2 Oeccmbt.1 Girithron 18 Girithron 18 Grithron 23 
{k.obt, 18 N..-bdtlh28 Nubd .. h28 Hi,hui3 o.c.mber8 Girith"," 19 Gri,h",n 19 Girithron 24 
{k,obt. 19 N.rbdtlh 29 N.~ .. h29 Hitbui 4 Otc.mber9 Girilh"", 20 G,ri,hron20 Grithron 25 
Oc,obt.20 N.rbtltlb 30 N.~ .. b30 Hi,hu,5 O"'mbtrIO Grilh"," 21 Giri.hron21 Grithron 26 
{k,obt.21 Hi,hu; I Hi,""i I Hilhui 6 o.,cmbt.11 Girith"," 21 Giriduon21 Giri,hron 21 
{k,obt.22 Hi,hu, 2 Hitbui 2 Hitbui 7 Otctmbcr 12 Girirhr<>"2l G,rithro" 2J Girithron 28 
Qcrobt.23 Hi,hu'3 Hi,hu; 3 Hi,hui8 o.,tmbtr 13 Grilhrvn 24 Grith"'n 24 Girithran 29 
{krabc.24 Hi,hu' 4 Hi,hu; 4 Hi,hui9 Otc.mbcr 14 Girithron 2S Girithron 25 GirithronJO 
O<,obt.lS Hi,huj 5 Hitbui 5 Hitbui [0 Otc.mbe. 15 Girithron 26 Girithron 26 N"",.in I 
{krobt.26 Hi,hu' 6 Hi,hu;6 H;thui [I o.ctmbtr 16 Girith"", 21 Girith",n 21 N. ... ,., .. n2 
{k,obt.27 Hitbu'7 Hitbu;7 H;,hu; 12 o.cembe. 17 Girithron 28 Grithron 28 N....,.,";n3 
O<robtr28 Hi,hu' 8 Hitbui 8 Hi,huj J3 o.wnb.r [8 Girithron 29 Girithro" 29 N .... ain 4 
{k,obt,29 Hi,hui 9 Hitbui9 Hi<hui 14 o.,tmb .. 19 Gi,ithron 30 Giri,h"," 30 N ...... in 5 
{k,obtr 30 Hi.hui 10 Hi""'i 10 Hitbui 15 0.,cmbtr20 mttfMi [ ..,,,Cu' N ..... ain 6 
{k,obtrJ! Hi.hu. II Hi,hui II Hi,hu'16 
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I4.I MERP jRM NPC TABLE 
Name L,1 Hiu AT DB SH GR Wpn I Wpn2 MovM Now 

IMPORTANT INDIVIDUAlS (SECTION 9.0) 
Adii.n~phd J2 160 PI/19 75 Y Y 16Ob. 15q> 25 Nazgru Bud 
Aldamir 28 155 Ch/17 45 Y Y IS6N 164q> 25 OUtudan WarnoT 
Amroth 35 155 Ch/ 17 100 Y Y 1_ I30lb 25 Sin.u Wamor 
Angamaitc 29 138 Ch/I4 55 N N 

1 " '" 
105cp 25 OUnadan Scout 

Ar~gom; 2980 27 180 Ch/I4 60 N Y l ashs 18Oq> 25 DUnadan Ranger 
Aragom: 30 [9 36 185 Ch/14 75 N Y 2OQb, - 25 DUnad.a.n RangtT 
Bladorthin 26 150 Ch/I4 90 N N 235sp 225sb 25 Sind.! Scout 
CLstamairc 32 178 ChiTS 55 N N 198u I 35sb 25 DUnacb.n Scout 
UsT3mir 30 205 Ch/ T7 30 Y Y 19lhs I73q> 25 OUnadan Warnor 

Clrdor 35 142 Noll 75 N N I49ss 1691b 25 Falathron &rd 
Ciry3h(r 33 176 PI/20 50 Y Y I 65bs 18Oq> 25 OUnadan Warnor 
Eiirnill 36 225 Ch/15 55 Y Y 197b! 20 lcp 25 OUrudan Wamor 
Edhdion 28 188 Ch/lS 45 Y Y 1741» 167cp 25 DUrudan Wanior 
Edrahil ll 28 175 PI/19 55 Y Y 200b. 180q> 25 OWudan Roanga' 
Fuinur 27 186 Pl/17 45 Y Y 172bs 165cp 25 DUru.d.a.n Wanior 
Glladricl 60' 185 No/IS 15 N N 170ja 1901b 15 Noldo Mage 
Imrahil 28 174 PI/17 45 Y Y 16Jbs 15&p 25 DUnadan Warrior 
M= 29 138 RI/IO 55 N N IS7,p 18hb 25 Datn Warrior 
Mormec: live 32 158 RI/9 65 N N 198sp 191sb 25 Daco Wamor 

Morthcc: dud 35 200 Rl/12 75 N N 2Hlsp 19Isb 25 Undud WaniO! 
O.~ 325 358 No/4 110 N N 325'" 325aU 25 Maia Animist 
Sangahymdion 29 204 PI/17 60 Y Y 172bo 168" 25 DUnadan W aniot 
Sauron: S.A. SOO 180 500 PI/20 150 Y Y zoo,p lao.. 25 Mala Mage 
~uron; SA 32SJ 360 600 PI/20 200 Y Y JIOsp 260ja 25 Maia Mage 
Tarannon 33 222 PI/IS 45 Y Y 182bo 17&p 25 OUnadan Warnot 
Tdumthtar 33 242 PI/IS 65 Y Y J97bs I69cp 25 DUnadan Warnot 
T cvi ldo: unclad 120 247 No/ I 120 N N I84all 170b0lt 25 Maia Bard 
T cvildo: C;lf 120 287 FurlS 110 N N 225d 26Sbi 25 Maia Bard 
Uinen 325 358 No/4 125 N N 29Sall 29Sall 25 Maia Animist 

"THE SPY HUNT" (SECTION 11.1) 
Gildor 8 11 6 RL/7 20 N N ""'" 95q> 20 Hilde Wurior 
Midhroch 4 34 Noll 5 N N 35u 35'" 5 Hildo Scholar 
Thorondil 4 69 Noll 15 N N 72" 52d. 15 Hildo Warnof 
HaJgon 10 69 SL/5 10 N N 6O<U - 10 OUnadan Scholar 
loreth 2 21 Noll 5 N N - - 5 Hildo Civilian 
MaJbcrh 2 20 Noll - N N - - 25 Hildo Civilian 
Urbglin 6 53 SL/5 20 N N so.. 65d. 20 Hildo Scout 
Nahir 4 40 SL/5 10 N N 65u 45d. 10 Haruze Scout 

Shebbin 5 52 SL/6 15 N N 85u 55'" 15 HildoScout 
Warar 4 45 SL/5 15 N N 7"", SOd. 15 HildoScout 
Thugs 4 44 Noll 20 N N 75'" - 20 Hildo Scout 
CalmaciJ 5 51 SL/5 20 N N 8Od. - 20 Hildo Scout 
Haldir 7 66 SL/S 15 N N 9Sba 70.. 15 Hildo Ranger 
Thorondir 10 80 SL/S 25 N N 9Sda - 25 Hildo Scoot 

"SEEDS OF EVIU " (SECTION 11 .2) 
Orava! 6 53 SL/5 20 N N 80u 65'" 20 Dun Scout 
Tughaibh 3 36 No/ I 15 N N SOd. 4Sd 15 Du n Scout 
Fo llowers 3 37 SL/5 15 N N 60u 4Ssp 15 Dun Scouu 
Ostohrr 8 120 RL/S 15 N N l l Sba 95u 15 D(madan Warnor 
Ar.lIVal 8 11 1 RL/S 15 N N roSin 85u 15 OUnadan Warrior 
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N~, L.I Hi .. AT DB SH GR Wpn I Wpn 2 Mo.M NoW 

"FRUITS OF LOVE" (SECTION J 1.3) 
Gundor , 122 PI/17 20 N N I JSbs Ioo.p 20 0Unadan Warnor 
Gilwerh 6 45 Nol l 5 N N 4"" - 5 DUmcWt SchoW-
T uor 8 Ii3 Ch/ I3 IS N N IlSN 95u 15 OUnadm WarnoT 
R~gn ir 7 109 Ch/ IS 40 Y AIL IOSbs SOu 25 0Unadan Warrior 
H:lI1dir 8 117 RL/ 8 40 Y N 1IOb. 86M 25 Hildo Warrior 
8m " 6 42 Nol l 10 N N - - 10 DUru.da.n Scholu 

"REWARDS OF GARDENING" (SECTION 11.4) 
Calcnom 3 24 Nol l 5 N N 25 .. - 5 Hildo Schow 
Gonv~i l 8 120 Nol l IS N N IlSbJ ''''' IS DUnadm Wartior 

"THE STOLEN MOMAK" (SECTION 11.5) 
Cunulion 6 53 SLI S 20 N N SOu 65" 20 HildoScout 
Naurudun 3 37 SLI S IS N N 60cl 4"" IS HildoScout 
Pahndir 10 123 SLI S 20 N N I2Ob. 105" IS OUnadan Warrior 
Findamir 8 IIJ SLIS IS N N II5th 95u IS DUnadm Warrior 
Hord 5 81 SLIS IS N N 9Ow, 55" IS Asdriag Warrior 
H ungh 7 109 SLIS 30 Y N loo.u. 9Oq> 25 Asdriag Wourior 

Wt~pons, b~ - batdeu f, In - broadsword. cI- club, cp - compos;\( bow, 4a - .uF. ja - janlin.lb -longbow. rna - nu.«, 
ml_ mounltd b~e. qs _ qU:lfudu!T. . b _Ihortbow, JI _ o.Iing. sp _ Ipn!". U _ ohoruword, tit _ rwo-hanckd lWOrd,. usr_ usr;" 

14.2MERPj RM MII1TARY TABLE 
Name L.I Hits AT DB Sh c;, Wpn I Wpn2 MM N",~ 

GONDORIAN REGULARS (King'. Corps, Royal Host, T cmtorial ~ Anfalu Mcn...at·Anns & the Lamedon R~U1t) 
Line infantry (elite) 5 88 Ch/ 16 40 YS AIL 9S1n 75 .. 5 Warrior 

The dile inranuy or Gondor, ;nd udu prorusiorW m .nding armies rrom 1M era or 1M Ship-kings ~gh the Kin-suife, AfiefWuds, us.e thuc 
.uli.lies ror the King's Corp :rnd, 1m., Lhe: Royal Host of the suw=ls.. Suliolltd ~ghDUI the ralm, thi.s i.s Gondois true offensive lnny, 

Lint infantry 4 65 C h/ 14 35 YS AI L 8Sb, so,. IO Warrior 
(common) 
Rcpf<'stnls mwi olhe r sunding provinci,1 armies intluding I..armdon and Anfalu (th~ nolwd into 1M Lamo:don Regirmnl:rnd the AnfOlbs Mcn~t. 
Arms ~ rlcr the Kin-mife). Cal.nudhon and Harondor (becoming Territorial eo.". afier 1M , lOtion of 1M King's Co.".) and Umbar ( ... hich alto had 
a contingcot of .Jit •• oldien acling as I g~rt ison). 

Ranger 6 90 SL/S 10 Y N 9Ob. 9Oq> 10 ROlllgcr 
AU Gondorian umiu tttnlilcd local hunt." and InpPl'n 10 act as light infill\try, K..,ming IhnIu and KDUling for enemy lroop', Ho'NC'v(!', only the 
b rgcn comp.>nics o r such rangrn, Ih",e ofILh iHcn ilI\d Huondor, lft dealr with here. 

Anfalas Archer 4 70 RLI ' 5 N N 62bs ''''' IO Warrior 
R.,ruiud in Anfalu bm Iurioned throughout the rr:al.m, w::hc:n (rom thi.s province .... .., widdy mcogniud as superior, ilI\d~.., .ruched. 10 /llilIIy Dr 
Gondor's g~rrirons and fidd armin. 

GONDORIAN RESER YES (Gen«aUy raised only in time of war, or to fidfilllimitcd rcquiremenu for missile or Kouting ~ 
peasant levy rai, ed only in time of invasion) 

AnfalasTrained 3 65 Chl l4 30 YS AI L SOb. 65 .. 5 Warrior 
Spunnan 3 60 RL/ 7 30 Y N 7o.p SOd. 10 Warrior 
Skimlisher 3 SO RL/ 7 3D Y N 6Oi» 6Oq> 10 ROlllgcr 
Archer 3 60 SL/7 5 N N so.. 70q> 10 Warrior 

L,"Y 2 40 SLIS 2S Y N 55 .. 4Oq> 5 Warrior 

NAV AL FORCES 
Manne 4 70 Pl/17 35 Y A 80bs 85", IO Warrior 
$.:.ilor 3 54 SLIS 5 N N 7Su 75" IO ,,~, 
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N=. L.I Hits AT DR Sh c;.. Wpnl Wpn2 MM N otes 

DAGARJM ERNJL (The Prince of Bd/iW' anny. not Jbnding forca, but quickly mUlitued) 
Th. Dagnim Emil ... car .il~r annOT and a blur ,UI"I;Oal rmbluollfll with the coal of Illm.I oflklfal:u. This , ... , of anns thangcd ovtr time. Origin.:olly. the 
K.uma of Ald:r.rion Kl"'cd as the h ...... ld.i, device of 1~r'J du.;cncbnu; .. (tc. the thefi of the Karma in 5./1... 3320. the symbol ... :u dunged 10 tho oiouirt 
I~.; finally . .. rt~ th. d ... th ofEdrahil1J in T.A. 2002, G:d.dor assumed 1M andent devk. ofEdhdlond-o. .anl" . ",:on upon .. blue fidd-in onln to p.y 
hornllge to hiJ H:Jf·t1wn p.lTnI.~. 

Knight 12 140 PI/I9 4S Y5 AIL 14"," 145ml 5 Warrior 
Dor-en-Emil'. e1itt u-alry. 'any +5 shield and +5 ",upon. and own lwo-thrtt ~r-horus uch. 

Hvy. Horse 4 155 Noll 25 - - LTr65 - 25 unannored, fast 
E5quirc 5 75 Ch/ lS 40 Y5 AIL 801 .. 100ml 10 Warrior 

Medium cavalry, wdl-lrainM riders and adept OO...",.n, urn owns mITe hona. 

Mcd. Hor$c 3 145 No/J 20 - - LTrSO - 30 unarmored. fut 
Man-~t-Amu 4 75 Ch/14 30 Y5 AIL 87b. 6Z.p 10 Warrior 
Y~oman 4 70 Ch/13 5 N N 62bs 92lb 10 Warrior 

T he Daen Peoples 
D~~n m~rc~n~ri., w«c I1lIT throughout Gondor', hiuory. with notabl. uc~iollS in Bdf.l;u (whose PrillCt could thtomicallycall uponlo.:al c1allJ) and during 
th~ Kin-mif~. 

Infantry 3 60 SL/5 40 Y N 70sp 45" - Warrior 
Slinger 3 '" No/I 15 N N 70.1 45. - Warrior 

The Hana:e 
H.ruu muc:rnari., w~"" CommOn during the tr.I of the: $hip-kings. ~nd puked undtr u..12mir·s rule. MOll Wtro arc,,",n ~n.d mtdium cavalry. V.ri'g infwcry 
compani., w • ..., th. uttplion. 

Arch.r 4 70 RL/' 5 N N 620< '2q> - Warrior 
Cavalry 4 65 RL/fO 20 Y AIL 80ml 60~ - Warrior 
Mcd. HOrK 3 130 No/3 20 - - LTr50 - 10 unannored. fast 
Infantry 4 70 RL/' 5 Y L 7"", 5"'" 0 Warrior 

Th. Northmen 
Eothr.lim (and latt. EotlUod) ta~alrymade up the bulk ofNorthmtn mrrcenaryuniu. Mounrrd infantry from throughout Rho¥wion we"" I'ratnl for E1da.;ar' • 
...,Ium. 

Hvy. Cavalry 5 85 Ch/16 35 Y AIL "'I> 70q> 5 Warrior 
Hvy. Horst 4 155 No/3 20 - - LTr65 - 25 unarmored. f.ut 
Mcd. Cavalry 4 70 Ch/ 13 30 Y AIL so.p "''' 10 Warrior 
Mcd. Horse 3 130 No/3 30 - - LTr50 - 30 umnnored. fast 
Infantry 3 50 Ch/14 25 Y A 7Ob. 65<p Warrior 
SeOUl 6 '" RLI' 10 Y N 9Ob. 'Oq> Scout 

The Wainridcr, 
Cavalry 4 70 RL/' 20 Y N oo.p 9<kp 0 Warrior 
Lt. Horse 2 110 No/3 25 - - MTr35 - 25 unannored. very fast 
Warrior 
(normal) 3 60 SL/5 40 Y N 7"", 45bs 10 Warrior 
Warrior 
(elite) 8 120 RLI' 30 Y A loo.p 9Oj. 5 \Varrior, a few own 

chainmail 
Lt. Hors~ 2 110 No/3 25 - - MTr35 - 25 unarmored, ~ry fast 

Weapons: ba ban!t;ut. ~ broadsword. cI club. cl' composite bo ..... cia dagger. j. j.~lin.lb longbow. ml mowued l.nct. 
qs _ quatunl.rr. K - Kimitar .• 1- .ling..1' - .pear. SJ ---shoruword. 
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All figures .hould b. (onsi,ul"d ideal rnuimums during warrimt. In pracrk., c.uu.Ufiu .• horugr.s of supply and ngubr nu;nronaoct p",vtntrd that rnuimwm 
(rom ecruring. The K(ond band of entries for ncb writo')' (due comJ><-d orm. L""y and ~ spurmen, all:h ... and .kirmW.uoops) arc nol standing 
forcu, but r;>mu rntl'YU Ofltn compoKd of eyery abl. boditd man willing to respond to the call 1o;r.nns. Thm: figures should not b. intCtpretM as peacetime 
standing armi ••. 

Gondor ,"", Ship Ki" em" First Sctond Minas WaJ: of 
Founded Allianct Kings Strife Plague Wain Wain hhil me Ring 

SA 3320 SA 3429 T.A. 923 T.A. 1437 T.A.I640 TA 1851 T.A. 1944 T.A. 2000 T.A.3019 
An6ricn 

- ... /KC/RH - 1,000 7.000 9,500 5,400 6.000 6,300 6.600 7= 
- ... 4,500 7.000 01(1.900 54,000 - - - - -
- M.d Cav 200 500 1.000 300 400 500 500 500 500 
- Lr Cav 300 500 ISOO 500 200 200 200 200 300 
- Sp<armcn 1,800 3.000 - - 2~00 2,400 2,600 2,700 3.200 
- Archers 1,800 3.000 - - 2200 2,400 2,500 2,700 3~00 
- Skirmish 1,700 3,000 - - 2,100 2,400 2.500 2.600 3~00 

- ... " 10,300 I8,CX)() 50,400 64,300 12,500 13,900 14,600 15,300 18,100 

Lebennin 
- ... /KC/RH 500 1.000 6.000 7.900 8,100 8.700 9.000 9.300 1200 
-I.< 3.000 5,500 34,000 44.800 - - - - 6,900 
- Mrd Cav 400 400 1,500 500 700 700 800 800 200 
- Lt Cav 100 100 500 - 200 200 200 200 200 
- Ships 15 30 80 160 35 80 80 50 35 
- Sailon 700 1.400 3.600 8,000 1.600 3.600 3,600 2.200 1.600 
- Marines 900 1.800 4.800 10,400 2,100 5.400 5,400 3,300 2,100 

· Sptarmen 1.600 2.600 - - 2.900 3JOO 3,400 3,500 2,900 
- Archus 1.600 2.600 - - ~900 3~00 3,300 3,500 2.900 
- Skirmish 1,500 2.600 - - 2.900 3~00 3,300 3.400 2.800 .... '" 10,300 18,000 50,400 57,000 21,400 19,300 22,400 26,200 20.800 

lthillen 
- Le/KC/RH - 1.000 5,200 7,000 2,400 2,700 2~00 1,800 -.... 3,500 5.200 29,400 39~ - - - - -
- Rangers 600 1.000 2,700 3,400 400 400 400 300 700 
- Med Cav 100 200 1200 200 200 200 200 100 -
- Lr Cav 100 100 600 200 100 100 100 100 -
- Spearmen 1,300 2,200 900 1,000 900 700 
- Archen 1.200 2.200 - - 900 1,000 800 600 -
· Skirmish 1.200 2,200 - - 900 900 800 600 -
- ... " 8.000 14,100 39, 100 50,000 5,800 6,300 5,400 4,200 700 

"!fili. • 
· Knighrs - 100 300 400 200 200 200 300 200 
· Esquires - 100 300 400 200 200 200 300 200 
- Yeomen - 200 500 600 300 300 400 400 300 
· Men at Amu - 1.400 4,000 5.000 2,500 2,800 2.900 3.000 2,400 
- Ships-LE - 12 20 20 20 22 25 28 20 
- Sailors·LE - 500 700 700 700 800 900 1.000 700 
- Marincs-LE - 600 1.000 1.000 1.000 1.100 IJOO 1.400 1.000 
- Ships-Lin - - 20 60 10 20 20 20 20 
· Sailors-Lin - - 700 2.I00 400 700 700 700 700 
- Marines-Lin - - 1.000 3,000 500 1.000 1,000 1.000 1.000 
- Militia 2,300 5,900 6,700 4.000 4,400 4,600 4,SOO 3,SOO .... " - 6,700 IS,I OO 19,600 IO,SOO 11,300 11,600 II ,SOO 9,500 
- Dacn - 100 300 400 200 200 200 300 200 

Lamedon • • 
· ... /LR - - 1,300 1,800 600 600 700 700 700 
- Med Cav - - 100 100 100 100 100 100 -
- Levy - - 1.400 1,800 700 700 800 800 700 
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Gondor ,-,,, Ship Ki" G"" First Sa:ond Minas WatOr 
Founded AUiance Kings $aif. Plague Wain Wain i[hil the Ring 
SA 3320 5.A. 3429 TA.92J T.A. 1437 T A 1640 T.A ISS! TA 1944 T.A.2OOO TA30I9 

AofiW • • 
-u/AMA - - 400 500 300 300 300 300 200 
· u/AMA - - 4.000 5,100 2.800 2.900 3.000 3200 2.400 
- Med C,tv - - 300 300 200 200 200 200 200 
· Ltuv - - 200 300 100 200 200 200 100 
·AA - - 2.400 3.100 1,600 1.700 1.800 1.800 1.400 
- Ships - - IS 20 10 IS IS IS IS 
- Sailors - - 500 700 300 500 500 500 500 
- Marina - - 600 800 400 600 600 600 600 
• TB - - - - 8.000 8.500 8.900 9,IOO 6.900 
- Militia - - 6.200 7,800 12,300 12,700 13,300 13.700 10,100 

Harondor • • • • 
-u/TC - - 1.500 - - - 1,500 - -
.l</TC - - 8,500 18,000 5,500 6,500 8,500 2,000 -
- Rangers - - 1,000 1,500 500 500 500 200 -
- Mcd Cay - - 1,000 2,000 500 500 1.000 - -
- Lt Cav - - 1,000 2,000 - - 1,000 - -
- Ships - - 20 - - 30 20 - -
- Sailors - - 800 - - 1.200 800 - -
- Marina - - I~OO - - 1,800 I~OO - -
- Spearmen 6,000 8,500 3,000 5.000 6.000 1,300 
- Archers - - 6.000 8,500 2S00 5.000 6.000 1,300 -
- Skirmishers - - 6,000 8,500 3.000 5.000 6.000 I~OO -
.l<." - - 27,200 31,000 7,500 28,000 24.500 3,900 -

Umbar • • • • • • 
- Lc/Ganison - - - 1,500 - 3,500 - - -
.l</TC - - - 9,000 - 7.700 - - -
- Mcd Cav - - - - - 1,000 - - -
- Lt uv - - - - - 1,000 - - -
- Ships - - - 110 - 80 - - -
- Sailon - - - 4.400 - 3~00 - - -
- M.:llina - - - 6,600 - 4,800 - - -
.u." - - - 56,000 - 30.500 - - -

Aw:iI1ary Troop' 
Haruze - - 3,300 35,000 - - - - -
Nonhmcn - - - 28,000 1,000 - 1,300 1,900 -
Daen - - - 5,000 - - - - -

ToW. 
St.anding 13,300 25,300 155.900 216,000 33,500 49,900 42,400 32,600 26,000 
N,." 15/1,600 42/4.300 155/14.900 370/37.700 75/7l:1:YJ 247/24,700 I60/ 16,0(XH 13/10,700 9O/8~00 
M«c«Iane$ - - 3.300 68.000 1.000 - 1,300 1.900 -
R\"$t;~, 42,300 82.600 217.000 320,100 109.000 170.600 144.400 1l4,3QO 89.000 
Total 57.200 112,200 391.100 641.800 ISO.500 245,200 204.100 159,500 123,200 

KEY 
Lt. KC (Kin,.. Co.pI); RH (Roy.! Hc.I); Line Inf.",')' (.Jj~): le. TC (Tmi,orill Corpoo); AMA (Anf:040 M ....... -Arnu); LR (~on R.pn.nr); Lin< In(.an,I)' 
(cornrnon): TB ( ..... (:040 Thinod &nd): AA (An(.al .. ArmorS M~i,i. Lny}. = Nac unckrGondori&n ..... ,toI. 

NOTES ON SPECIFIC TIME PERIODS USTED ABOVE 
Ship-k.in~ 

II wu during !hi> p.-riod of prof ... ion.al .. mdins ormin, I><fo ... rho: .If,,,, of rh< G ... , Pl.,....nd rho: n.nru.al (<ud..aliz.uion 0( ..... ulm, , ..... Gondor', ormi .. teKhtd 
.h,ir p.-ak. 

The Kin-strife 
Owing rho: Kin-.rif. mili ... ')' ",<ruilm<n' plw ...... "..!, ond ,he Ii"' .... .no ..... dI'opped by .. ....d> .. 1/3 ( .... p' (or .... 1'<.,...; ... """'" ~ i"'w. au below). In rho: 
liruJ b.nl .. bt ...... .., EId..cu ond Curamir. rho: Uourpn!wl .... loyal ormi .. ofLtbtnnin. Lamodon. Anf.al ... H.-ndor.nd UrnMr (rho: Iarr.,. ,wa -.......dod.o man 
.... ..,., .... m oonk •. .., only Hvondor wu abk lO .. nd pm Miu fore.} Af ... du.<tiom and ocher m.aladia.. r.. w.u obI •• o boina:" nwoy .. 48.000 Gondo<i&n''''''P' .0 b"uJc. To rhi. munbor he oddod hit Soudvon .nd Oxn .... rcnwict. 
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EldK-u _ obi. 10 .... nn.WJy ...... , ohc allTon,. or An6ri .... ld.~; .... 8d{aJO$ ."d CaJ.rw<Ihon. E>.im.uu .......w..r hi. Gondori.., '-... great .. 83,000 wopo. 

T'houeh 1UJh, this fiS"',."""")d ,till ha ....... n j,.."f1ici ..... o """ell c..~r'. ~ .. , rnunn.uy hot.,...;!hout the 0UJlP0'1' ofEld..car', Northman alIi ... Thac .wdIed hi, 
numbo ... ...d II< ""joyed , .... ..unbJ ....... .;ul..:l ........ "' ...... , hU riTo! for IJ,. dwom. 

The Gn at Pague and Beyond 
M ... IN: Ku....rnf .. finu>eUl ... tninu ....: .... ; .. I<d I ckcruo< in the tiu ,,(th. army; .unding forr .. dropped."d I I'U<'fY< w:u ..wnflinod inst. ad. An6ri .... Lebonnin 
and hhili.n ' ""'1" ....... put of .... diu Kin,', Corps.,..f,ith CONU'""" of .. ..m <~ of caul,), <>r odIt. opuW troop I)'p<l. buill uouno:I . <Ott 0("'''" inC ... ,ry. 
Qd .. ,..,uoc!ina {ore .. wt« pan cJohc Ttni.o';", Corp<. ,. ... ...uy COIIIf-<d of --U-.urnond.punnm. Also noc.1h.u m. Kins'. eo.p. .... l)'pic.aUy dioided."d 
.wan«! 10 .... I<ai< lo,"rjorIJ~"""'!he K&im---th<y _ , </\Of m.u...l in An6ri .... !lhili ... and Ltbonnin 010 .... R ......... roopo. lio,ed at--.» u.inni ....... ...m." 
11><1 opt.,..,... ... wr •• colkd upon 10 OM'<: fo, lhrt .... ontho of the ),,>< • ..;m """ui<><uJ • .,..u.r drills, bu, <><h • ...;.. H";ng .. fIe< pw ...... 

The War of tht Ring 
h io I s.>d indio.riM or ...... ..1m', d<di ... 1Iw. cM;na llU. lime "fGondor"arr.ue .. c1uJ!.n",. iu "."dine umy Iud raUen 10 illlow<Sl rbb ,i"" •• t.. Second Are- Th 
Kine'. Corps hod born .. ora:....wd by w. rim< in'o <h< Roy>J Holt, tom""""d O{'WO wingo. the Anduin Wina (An6ri.n and hhili.n) and ,he 8<lro.l .. Wina. 

Auxiliary Troops 
Northmen I"ted .,. prUnuily £c.d...aim >nd u..;tdac<J>danu. In <h< Kin-... if •. 110 ....... , <h< 6,000 Eathnim w·o.I,), >On< oidod by a 1"'3< ,..".b.r oflaur RhoyanjOlt 
'ribn. ...... ina "I' the bulk of !he 1 .. ,«1 fiF<o ..... y«I to Eld.ur'. "'f'PO" duough <h< inllU<n(e of Kin, Vidwlfin. Tho< Nonhm,n .... ,.. lowly inr"",,), Or tn(JO,lJI .. d 
inhn,,),. No Northmrn (""&iu ",,!he o;d" ofCut>mir. >nd <h< fi""" ohown" ltricdr 'opru<nl.Ui ... <>fElcb.c.v', fuul t<t\Om 'oGo"""". During the Fit>l W>inride. 
War. f .... if lily Nonhm<n "",.d .......... !Wi ... confronr:ina iru, .. d!he ,hrtor '0 their Own p.",pI ... Aft" TA 2.5 10 ..... EothEod .. ,,1«1 in Ro/w.. >nd. ~n' 
milil...,. illi&nc ..... fanned. 

H.NU .... reawiu includt. primarily ondv: .. and unJ')'.lnr .... ')'tom~ .. lI. no< wlh .. rd or. but ...... .... I, .un in.all bu, !he moo. \UluowJ of cir(Um>'""a. It 
.... only dunna!he wI yur of .he Kin-.. rif •. when ~r rur«l El<Ucar·. imrnintn',..nun. tho< u.. Huuu .... N. run .. r .. chrd <h.;. li,,«1 It .. ngth. for <h. bulk of 
the war, ........ the fill"""o 7.000. 

0 ..... fn<'K<nari .. W<ft S" ... ...uy compooed oflmJular inf"",,),. with bodi .. of .!ina<" _nring ", .. ......w .. 15% of the ,,, .. I. They .. en oddom wed "" .. ide or 
!he W'O.Iau.I cimomtt1l>Ca " r the lG ... " rir .. and il .... only durina tht fuul y.ar tN, they ",>eh«I the 1 .. ,«1 "",ngm. PornOt.lS '" T.A. 1« 1. ,«iU« thc .....,bc, '" 3.000. 
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EP End Str 

IMPORT ANT INDIVIDUALS (SECTION 9.0) 
Adun~phd 9300 66 0 2 2-
Aldamir 8 100 113 .3 I 0 - I 
Amrolh 10200 S3 0 .3 0 2 
Ang.mu.itl 8400 113.3 0 -1 
Aragorn: 2980 7800 113.3 0 -1 
Aragom: 3019 10500 113 .3 0 -1 
Bladorthin 7500 53 0 .3 0 2 
Ca.n arruile 9300 11 3 3 0 -1 

Casr;lmir 
Cirdor 
Ciry~rr 

Earnil I 
Edhd ion 

Edrahil II 
Fuinur 

Golhdrid 

Im ... hil 
M,= 
Morthec: Ji ve 

Ma rthec: drad 
0 ... 
s.,ng:!.hyandion 
Sauron 

Taunnon 
Tdumrht:l.r 

8700 113 
10200 66 
9600 11 3 
10500 113 
8100 I II 
81 00 113 
7800 113 
17700 75 

8 100 11 3 
8400 113 
9300 113 
10200 114 

3350000 JS8 
8400 113 

2.400000 600 

3 
o 
3 
3 
J 
J 
J 
o 
J 
J 
J 
J 
II 
J 
II 

J 
J 

I 0 -I 
2 2 I 

o · 1 
Q - I 
o · 1 
o · 1 
o · 1 

2 2 

o · 1 
o · 1 
o · 1 

- I 0 -2 
10 10 5 

o · 1 
10 16 7 

T ,vi[do: uncl.td 
Uincn 

9600 11 3 
9600 t1 J 

1550000 188 
3300000 358 

, II 

o 
o 
IO , 

·1 
· 1 
5 
7 10 II 

THE SPY HUNT (SECTION 11.1) 
Gildar 2100 86 2. I 
Midhl"()(iI 900 S3 0 0 
T horondil 900 77 2 
Halgon 
lorelh 
Mallxth 
Urbglin 
Nahir 

2700 86 2 
300 49 
300 49 
1500 49 
900 49 

1200 49 
900 49 
900 49 
1200 49 

o · 1 
2 · 1 
o · 1 
o - I 
o 
o 
o 
o 
o 
o 
o 
o I 

Shcbbin 
Wafar 
T hugs 
G lm;lciJ 
Haldi r 
T horondir 

1800 67 
2700 49 

o I -J 
o 

I 
2 

CXn Sub Pac 

I 

2 

2 
2 
2 
o 
2 

2 
I 
2 
2 
2 
2 
2 
2 

2 
2 
2 
5 
8 
2 
II 

2 
2 , 
8 

2 
·1 
· 1 
2 
2 

2 
2 
2 

2 
6 
2 

7 

I 
7 

I 

I 
8 

IJ 

I 
I 
5 
IO 

o 
--4 
o 
o 
J 
J 

• 
J 

• 
J 
J 
4 
o , 

5 10 14 
2. -5 0 
7 0 • 
2. -5 2-
2. -5 0 
2 -5 2 
6 0 • 
2 -5 2 

2 
5 
2 
2 
2 
2 
2 
6 

2 
2 
2 
J 
15 
2 
18 

2 
2 , 
IO 

I 
3 
I 

·5 
10 
·5 
·5 
·5 
·5 
·5 
IO 

·5 
·5 
·5 
·7 
10 
·5 

I' 
·5 
·5 
6 
10 

., 
6 
·5 

2 
I . 
2 
2 
o 
o 
o 
.11 

o 
2 
2 
o 
ill 
2 
ill 

2 
2 
ill 
ill 

o 
8 
o 

·5 0 
J -4 0 
J -4 0 
4 - I 2 
4 -I 0 

4 -1 2 
4 - I 0 
4 -1 0 
4 -I 2 
4 -2 0 
5 -I 2 

No<~ 

NuguI IWd 
HWTWl W mor 
Elf Scout 

Human Warnot 
Hunun Warnor 
HWTWl Warrior 
Elf Scout 

HWTWl Wartior 

Human Warrior 
Elf Bard 
Human Warnot' 
Humm Warnor 
Hunw\ Warnor 
HlInWl W unor 
Humm W.uTiol' 
Elf Bard 

Hunu.n Watriot' 
Hunu.n WatriOl" 
HUllWl Watrior 
Undu d W.urior 
",d 
Human Wanior 

&" 
H UllWl Wanior 
Human Warrior 

&" 
&" 

HlIlTUn Warrior 
HlIlTUn Bard 
Human Warrior 
Human Watrior 
HUllWl Scout 
Human ScOUt 
Hwnan Scout 
HWTWl Scout 

Hunun Scout 
Human Scout 
HWTWl Scout 
Human Scout 
Hunu.n Ranger 
Hwnan Scout 
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N=, EP End Stt ex. Sub Pa' N_ 

SEEDS OF EVIU (SECTION 11.2) 
Oravai 1500 4' 1 1 0 2 4 4 ·1 2 Human Scout 
Tughaibh 600 4' 1 1 0 2 3 3 ·1 0 Humm Scout 
Followerl 600 4' 0 2 3 3 · 1 0 HununScout 
CSloher 2100 86 2 0 · 1 2 0 1 ·5 0 Human W urior 
AravaI 2100 86 2 0 · 1 2 0 ·5 0 Human Warnor 

Gundor 2 0 ·1 2 0 ·5 0 Human W urior 
Gilweth 1500 2 0 ·1 0 ·5 0 Human Warrior 
T~, 2100 2 0 ·1 2 0 ·5 0 HWTUn W urior 
Ragnir 1800 2 0 ·1 2 0 ·5 0 Human W urior 
Handir 2100 2 0 ·1 2 0 ·5 0 Human Warnor 

"'~" 1500 2 0 ·1 1 0 ·5 0 Human Warnor 

II .• ) 
Gtlcoom 600 44 0 0 2 · 1 1 ... 3 6 6 H~Bd 
Gonvcgil 2100 86 2 1 0 · 1 2 0 ·5 0 Human Warrior 

THE STOLEN (SECTION 11.5) 
CamuJion 1500 4' 1 1 0 2 4 4 ·1 2 Hunun Scout 
Naurudtln 600 4' 1 0 2 3 3 · 1 0 Hunun Scout 
Pabndir 2700 86 2 0 · 1 2 0 ·5 0 Hunun Wanior 
Findamir 2100 86 2 0 · 1 2 0 ·5 0 Hunun Warrior 
Hord 1200 77 2 0 · 1 1 0 ·5 0 Humm Warrior 

1800 86 2 0 · 1 2 0 ·5 0 HW1UJl Warnor 

No""" a,.,g, Flu Mdt-c Mdcc MUsilc MUsik 
N=, Movnncnt DJ~ Dcfemc Dcfmsc: Endurance 08 08 

Tcvildo: at 12 4 2 6 SO 2 0 
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Md MU # 
N=. EP End Stt A, lnt Moy Ocf OB 08 Go. S. b Pu. "'.Spdh NotH 

GONDORIAN REGULARS (King's Cor-p.. Royal Holt, T crTitorial Corps, Anf.tl.u Mm-at-Amu I\/. the Lamcdon Regiment) 
Line infantry (dite) 1200 77 2 1 0 ·1 3 5 5 1 0 1 ·5 0 Human Wanior 
Line inf;mrry 
(common) 900 77 2 1 0 ·1 3 4 4 1 0 1 ·5 0 Hwmn Warrior 
Rangn' 1500 86 2 1 0 · 1 3 5 5 1 0 1 ·5 0 Hunun Warrior 
Anfaw Atchtt 900 77 2 1 0 ·1 3 4 4 1 0 1 ·5 0 Hurru.n \Varnor 

GONDORlAN RESERVES (Gmcrilly raiJed only in time of ~r. or to fulfiU limited requirements (or miuilc or KOUring troops; 
pcuant levy rmcd only in time of invuion) 

Anfalas Tnin«l 600 68 2 1 0 ·1 3 4 4 1 ·3 1 ·5 0 Hunu.n Warrior 
Spu=. 600 68 2 1 0 - 1 3 4 4 1 -3 1 -5 0 Hum..an Wanior 
Skinnishcr 600 68 2 1 0 - 1 3 4 4 1 -3 1 -5 0 Human \Varnor 

Archer 600 68 2 1 0 ·1 3 4 4 1 -3 1 -5 0 Hunun Warnor 
Lo'1' 300 68 2 1 0 - 1 3 3 3 1 -3 1 -5 0 Human Warrior 

NAVAL FORCES 
Marine 900 77 2 1 0 -1 3 4 4 1 0 1 -5 0 Hwnan'Varnor 
Sailor 600 68 2 1 0 -1 3 4 4 1 ·3 1 -5 0 HUllUn Wamor 

OAGARIM ERNIL (The Prince of BdhIas' army. flO(. sunding foreet, but quickly musta't'd) 
Knight 3300 95 2 1 0 -1 3 6 6 2 0 2 -5 0 Humm W.unor 
Esquin: 1200 77 2 1 0 -1 3 5 5 1 0 1 -5 0 H\UIWl Wamor 
Man-at-Amu 900 77 2 1 0 -1 3 4 4 1 0 1 -5 0 Human Wurior 
Yeoman 900 77 2 1 0 -1 3 4 4 1 0 1 -5 0 Hunu.n Warrior 

The D ... t.n Pcoplu 
Da~" men:~II.1fi~, ~R rare throu&hO\lI Gondor', history. with notable U«pliON in B<Jf~.., (who5C' prince could rhtor«inIlyuU upon [oc:al dam) .nd during 
In. K;n.sui(~. 
Infantry 600 68 2 1 0 -1 3 4 4 1 -3 1 -5 0 Hunun Warrior 
Slinger 600 68 2 1 0 -1 3 4 4 1 -3 1 -5 0 Human Warnor 

The Haruu 
Haruu nwn::clWics ~ common durin& ~ _ of tht Ship-kings, and pnk.d undtt Cutam;" Nit. MOSI ....... :&n::hon and rn.c4ium enalry. Va,ug infantry 
com panics own:: tho uct-ption. 

Archer 900 77 2 1 0 -1 3 4 4 1 0 1 -5 0 Human Warrior 
Cavalry 900 77 2 1 0 -1 3 4 4 1 0 1 -5 0 Human Warnor 
Infanfl")' 900 77 2 1 0 -1 3 4 4 1 0 1 -5 0 Human Warrior 

The Nonhmen 
Eothra;m{ and L" •• Eothlod)c.avllrymadc up the: bulk ofNordumn nwI"C.n'ryuniu. Mount.d infantry from throughout Rhovanion w ... Pl"CKni for Bd.nr', 
.. !Urn. 

Hvy. Cavalry 1200 77 2 1 0 -1 3 5 5 1 0 1 -5 0 Human Watrior 
Med. Cav.lry 900 n 2 1 0 -1 3 • • 1 0 1 -5 0 Human Warrior 
Infanfl")' 600 68 2 1 0 -1 3 4 • 1 -3 1 -5 0 Human W mor 
S<~, 1500 86 2 1 0 -1 3 5 5 1 0 1 -5 0 Human Watrior 

The Wainrides"s 
Cavalry 900 77 2 1 0 -1 3 4 4 1 0 1 -5 0 Human \Varrior 
Warnor (nonnal) 600 68 2 1 0 -1 3 4 4 1 -3 1 -5 0 Human \Varnor 
Warnor (elite) 2100 86 2 1 0 -1 3 6 5 2 0 1 -5 0 Human \Varnor 



14.6 LOR CONVERSION NOTES 
The loR tables from Section 14.0 provide you with all 

the statistical info you need on the: characters described in 
Soil/bern Conilit': Tbt Ptoplt. However, the magical items 
poS5cS$cd by them also contain stats for weapons, annat, 
wands. staves, amulets. etc. The conversion instructions 
below will enable you to translate MERP itenu into LoR 
items. 

14.6.1 SPELLS 
W tapons, annot, garments, jewelry, wands, and staves 

often pennit their bearu or wearer to cast spells. If an item 
bestows such spell casting ability. then this section lists the 
relevant MERP and Roinnasttr spell lists and MERP and 
Rolmlluttr spell names. To convert the spdls into lAR 
spells, look up the MERP spellli$[ on the chart below 
which gives the corresponding!AR spdl. (Rattly. an item 
grants a custom spell that exists in neither MERP nor 
Ro/muuttf' nor LoR; in such cases, a spCcific description of 
its effects, independent of any system. is given in the text 
to provide all you need to know to GM the play.) 

OP£N EssENCE SPEllS 
MERP Lisl loR 5ptlI 
Physical Enhancement ............................................. Balance 
Essence's Ways ............................................. Concentration 
Unbarring Ways .......................................................... Speed 
Essence Hand .............................................................. Shield 
Spell Ways .................................... Protection from Magic 
Essence Perceptions ..................................... Concentration 
Illusions ............................................................... Camouflage 
Spirit Mastery ................................................................ Calm 

MAGE SPEllS 
MERP USI fAR 51"11 
Fire Law .................................................................... Fire Bolt 
Ice Law ...................................................................... Fire Bolt 
Earth Law ........................................................ Item Analysis 
Light Law ................................................................. Fire Bolt 
Wind Law ..................................... Protection (rom Magic 
Water Law ............................................ " ....................... Luck 
Lofty Bridge .................................................................. Speed 
Living Change .......................................................... Strength 

BARD SPEl.LS 

},f£Rp Lisl .. ..... ...................... ................................ .... .. .. loR 51"11 
Lore .................................................................. Concentration 
Controlling Songs ......................................................... Calm 
Sound Control ............................................................... Luck 
Item Lore ......................................................... Item Analysis 

OPEN OiANNEuNG SPEllS 
/>fERP ust loR 5ptU 
Nature's Lore ................................................ Concen[f;lcion 
Nature's Movement ........................ .. ........................... Speed 
Spell De(ense ................................ Protection from Magic 
Sur(ace Ways ............................................................ Healing 
Protections ................................................................... Shield 
Detection Mastery ....................................... Concentration 
Sound/Light Ways ................................................ Fire Bolt 
Calm Spirits ................................................................... Calm 

ANIMIST SPEllS 
MERP Lisl loR Sptll 
Direct Channeling ........................................... Clairvoyance 
Blood Ways ............................................................... Healing 
Bone/Muscle Ways ................................................. Healing 
Organ Ways .............................................................. Healing 
Animal Mastery ........................................... Chann Animal 
Plant Mastery ..................................................... Camouflage 
Purifications ................................................................... Luck 
Creations ............. .. ..... .. ..... .. ................................. Sustenance 

RANGER S ........ 
MERP List fAR 51"11 
Path Mastery ........................ .. .. .. .. .. ... ............ Concentration 
Moving Ways ............................................................... Speed 
Nature's Guises ................................................. Camouflage 
Nature's Ways ............................................. Chann Animal 

14.6.2 MAGIC ITEMS 
Mostof the magical articles (ound in Middle-earth fall 

into three broad catagories: weapons, annor. or spell 
casting enhancement. MERP describes the capabilities o( 
such items with terms having sp«:ific game system defini
tions. Below, we present these tenru with definitions 
adapted (or the loR system. 

W EAPONS 

Additional Criticals: In MERP combat, serious wounds 
are represented by critical damage. Nonnal weapons 
wielded skillfully can deliver critical damage. 
Magical weapons sometimes deliver an additional 
critical: a cold critical, an electrical critical, a 
grappling critical. a heat critical, an impact critic;u, a 
slashing critical. or an unbalancing critical. 

In fAR, nonnal criticals arc represented by the U 
and K results on the fAR Cembat Tllb/~. The GM 
need only referee nonnal loR combat. 

Addition;u criticals---cxcepting grappling. 
slashing. and unbalancing--are handled thusly in 
loR combat: upon a U or K result, (or each addi
rion;u critical a weapon is capable o( delivering. roll 
one 06 die and apply the result to the damage 
delivered to the target. I( the additional critical is 
labeled as being "equal in severi ty:' roll one die
the result is the number o( dice [hat are rolled to 
determine the extra damage delivered. 

Grappling criticals: Upon a U or K result, when 
hit by a weapon that does grappling criticals. 
the target must roll the dice (206) and add 
his Agility bonus; if the result is equal to or 
higher than the total attack roll, the target is 
not entangled and may act nonn;uly; i( the 
result is lower than the total attack roll, the 
larget is entangled and may take no action (or 
the number o( rounds equal to the difference 
between the attacker's total attack roll and the 
target's Agility maneuver. 
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Unbalancing criticw: Upon a U or K rCiulr, . 
when hit by a weapon that dOd unbalancing 
criticals, the target must roll the dice (206) 
and add hi. Agility bonus; if the result is «Jual 
[ 0 or higher than the total att2Ck roll, the 
target remains on his or ha feet and may act 
normally; if the result u lower than the total 
aruck roll, the target is knocked to the ground 
and ukcs damage equal to one die roll. 

Slu hing criticak Upon a U or J( raulr. whm 
hit by a weapon thac docs ..wrung criticals, 
the target must roll one die (I06~ the result 
is the number of plina of damage the target 
receivu at the end of each round due to 
bleeding. 

Of Sbying creatures: Some wcaponl are described as 

being OJ Si.3yilll Orcs or OJ st..,uw Dragons Of Of 
Si.3ying Trolls, etc. Whenever such a weapon is wed 
to attack (he creature designated by thit description. 
add +2 to the attack roll on the Com" T,Wt. This 
bonus is cumulative with any bomu pnscnt due to 
Holy virtues (see bdow)' The nw:imum ruult is 
12. 

Of Slaying items: Some weapons are desaibed as 
being OJ Suyi,.g swords or q s.w,;'C weapons or OJ 
Suyillg armor or OJ SlIIyi'lr .hields, etc. Such weapons 
perform this descruction undtr conditiOni wch as 
"targeting an opponent'. weapon" or Nif opponent 
parries" or some other parametefl which are 
explicitly presented. Whenever such a weapon is 
used to attack the item designaud by itJ desaiption, 
the ;macker should roll on the +6 column of thf 
Comb.:!, T.bk. The GM should DlOn the column used 
[0 the right for every + lOB/DB pmvucd by the 
targft itfm. If (he result of the roll d II U or a K. the 
target item is destroyed immediatdy. Any number 
results are ignored. 

Holy jUnholy weapons: These arc weapons possessing 
the special favor of a Vala or a Maia (pure or 
fallen). Most have a reputation and arc known on 
sight by their wielders' enemies. Holy weapons act 
as weapons OJ SJ.yi"l versus all beings aligned with 
&iuron or Morgoth. Unholy Wtapons act as 
weapons OJ Sl.ryirw versus all beings in emnity to 
&iuren or his evil master. (This bonus is cumulative 
with any more specifi c slaying abilities, such as OJ 
SJ.yillg undtad.) 

ARMOR 

MER.P annor is usually described u possessing a spe
cific defensive bonus. To convert this J,URP DB inco a 
uR defense bonus, simply divide it by S. Sometimes 
annor has special capabilities, such :u protecting its wearer 
from specific criticals. Such abilities arc usually detailed in 
words rather than numbers and can be readily applied to 
any game system. 

Helmets: In loR, combatants who wear helms have an 
advantage over those who don't. Roll the dice 
(206) when a character wearing a helm receives a U 
result on the Comlo.lt TII~It. If the roll is 8 or higher, 
the character receives damage equal to the attack 
roll. but remains conscious, unless the damage puts 
his or her damage total higher than Endurance. Any 
bonus from a magical helm should be added to the 
determining dice roll. 

s.w.c.sm.; ~ 
Many items that enhance spell casting do so by granting 

their user specific spells. To convert the spells of such 
items from "MI.R.P spells to uR spells, we the procedure 
outlined under Traps abovf. Two special types of spell 
enhancing items are presented below. 
Spill adden: Spell adders arc nonnally described :u + I 

adders or +2 adders or +3 adders. Characters with 
an adder may c:ut anyone leamed spell once a day 
for every +I possessed by the adder. (A +2 adder 
bestows 2 spells; a +3 adder 3 spells.) The caster 
takes no damage for spclls cast using an adder. The 
c:uter may not carry more than one adder on his or 
her person. 

Spell multiplien: Spell multipliers are normally 
described as xl, %3, x4, etc. Characters with a 
multipli« may reduce the damage uken due to 
casting a spell as follows: divide the damage taken 
by the multiplier value. (A character must always 
take at IfilSt 1 point of damage when casting a 
' p<1I.) 

For uample, Fire Bolt results normally in 6 
points of damage taken. Eun the Dunnish Bard h:u 
a x3 multipli«. When she casts a Fire Bolt, she 
takes only 2 points of damage (6 -;. 3 = 2). 



~&eaRtb ROle plCWfog'" 
J.R.R. Tolkien's classic works, The Lord oftht. Ringi'" and Tht. Hobbi(. have stimulated and inspired fantasy role players and fantasy readers 
for the past SO years. Now, experience this epic setting in full detail with Middle-earth Role Playing (MERP), an exciting, intermediate·level 
fantasy role playing system that is perfect for Talkien enthusiasts as well as experienced garners! 

2001 Middle-earth Role Playing- (MERP) 
2nd Ed/Softcover $20.00 

MiddlNlmh Role Playing Second Edition (MERp .... If) adds new 
material to the original rultS but remains fully compatible with the first 
edition MERP and ;ts dozens of sourcebooks & supple menu. MERP 11 
provides expanded Middle-e. rth peoples descriptions with new specific 
backgrounds. There Ut now predesigntd Character Templates $0 both 
novicts and Lord of the Rillgs Advt.nturt GDmt aficionados tan start 
playing quickly! MERP 11 is just what today's players W3nt-an acces
sible, user.friend ly rules system. MERP 11 will bring the most popular 
fantasy trilogy, the Lord of the Rings. "to life as never before! 

2002 MERP-2ndEd.A=ssoryPack-Boxed . $15.00 
This bond play aid for use with Middle·eorth Role Ploying" 2nd 

Edirion rulesbook gives players everything they need for a deluxe set-up 
of their role playing events! An ideal accessory for new<omers and 
veterans alike! Contents are: one l6-page B&W book of displays & 
fioorplans fo r adventure material in the MERP" 2nd Edition rulesbook, 
one )2-page B&W book with an additional introductory adventure, one 
new 16-page color book of displays for use with the adventure, color 
cardboard charaCler! (with some new characters added) & stands, dice 
and plastic hex sheet overlays. This is not a completegame-MERPrules 
required. 

2003 Middle-earth Campaigo Guide- $20.00 
The must-have background sourcebook for Middle-eorth Role Ploy

ing 2nd Edition rutes, the Campaign Guidebook gives you 112 packed 
pages + a full 24- x 36- color map insert of Middle·earth. Theme maps 
detailing topography, climate. trade routd & population centers will 
help any Middle·earth campaign. There are also guidelines for incorpo
rating the Middle·earth sell ing into other major role playing systems. 
such as ICE's advanced level Rolem4Jter. Also included is a comprehen
sive gJo1Sary of temu for the unique names Tolkien created fo r the 
people, cultures, and places of Middle-eanh. The Elvish dictionary 
provides notes on pronunciation and grammar. 

2004 MERP-2nd Edition Combat Screen'" $8.00 
A play aid for both players and gamemasters and for use with Middle

earth Role Ploying 2nd Edition, this stu rdycombat screen includes all the 
M ERPtablts needed for battlts, maneuvering, and Iction. Speed up your 
role playing campaign with these tables It your fingertips! The screen 
measures 34" x I I" and the two 17" x II " reference sheets can be used as 
sc re~n extenders. 

These fine products are sold at better retail 
ou tlets worldwide-or order directly from 
ICE, Inc. P.O. Box 1605 Charlottesville, Va 
22902, USA. Prices are subject to alteration 
without prior notice. VISA & MASTERCARD 
orders (and catalog requests) call (800)325-
0479. Va residents, Canadiansandoverseascus
tomers call (804) 295-3917. Please make phone 
orders duri ng business hours! 9am-5pm, East
ern Standard Time, Man-Fri. 

Call or Write for a free catalog! 

2006 ValarandMaiar-(PeoplesofM-e) $15.00 
Vowr and Mawr is the first book in ICE's new ~ProplrJ of Middk· 

tarth" series, for use with MidJIe-eortli Role Playing 2nd Edition. This 
lavishly-illustrated·, 96-page character compendium documents the 
Holy Ones, the guardians of Middle·earth. Here you'll find detailed 
descriptions of all the culted Valar, including Manwl (Lord of the 
Powers), Elbereth (Queen of the Stars), Aull (Father of the Dwarves), 
and the Black Enemy Morgoth (FatherofEvil). You'll also fi nd complete 
summaries of the Valal's immortal servants, the Maiar: including th~ 
noble Wizards like Gandalf and Saruman and awful overlords like the 
fiery Balrog of Moria and Sauron, the Lord of the Rings. Covering 
ev~rything from enchanted powers to myst ical magic items, Vowr 0-
MOUlrshould delight any fan ofrolkien 's wondrous world. -Illustrations 
arc black & white. Perfect bound. 

2007 Minas Tuith- Citadels of Middle-earth $25.00 
The first city·book previously published for Middle-earth RolePlay

ing, returns as the first inaseriesofCitadels fo r MERP 2nd. Edition. Thi.t 
new printing of Min4J Tirith, features a brand new, expanded and 
improved 2 ft. x 3 ft. full color city map insert! A new lay.out with some 
new interior art makes this a 224-page perfect bound book full of all the 
information you need to take yourcampaign to the famous Guarded City 
of Minas Tirth. No other city in western Middle-earth offers greater hope 
for the defense of the Free Pwples. This printing of Min4J Tirth also 
includes $tau for the Lord of Rings Adventure Gome. 

2008 Middle-earth Role Playing Poster Map'- $15.00 
Finally, ICE's original map of Middle-earth is awilable again in poster 

format! This 2' x,. poster map includes the wild lands-north, south, 
and east-and does not have a grid overlay. This map is also on heavier 
paper than the gridded map included in ICE's Middle-ClIrth Campoip 
Guide (STl2003). Also included in this finely packaged tubed set is ICE', 
5C(ond major map. Northwestern Middle·carth. This map focuses on the 
most well known ueu of Middle-earth where the action really is-from 
Arnor to Mordor and from Angmar to Gondor. lt prtscnts a more close 
up view of the sett ings for many ofiCE's campaign supplements than the 
original Middle·earth map. The Northwestern Middle·earth map is 22" 
x 34" and is also on heavier paper without a grid overlay. 

2010 Treasures ofMiddle-earth- Sourcebook $20.00 
This 200+ page sourcebook details the most powerful art ifacts of 

Tolkien's world, includingAragorn's sword Anduril, the palantlli saved 
from drowned NUmenor, and Sauron', One Ring. Thiscompendium is 
a revised version of the sourcebook previously released in 1989 (now out 
of print). This printing features twice as many illustrations and stats fo r 
MERP, RoltmllStCf Ind Lord of the Rings Adventure Game. 

2011 Moria- Citadels of Middle-earth $25.00 
Come explore Moria, the storied "Black Chasm~ of J.R.R. Tolkien'l 

Lord of the Rings, in your MERPcampaign. Dup in the bowels of the 
central Misty Mountains, the Dwarves created their greatest kingdom, I 
Vlst. subterranean complex of gaping mines, fiery pits, myrid mazes, 
elaborate chambers, dizzying 5tairwells, and countless passages (charted 
and uncharted). Moria is back-and bigger Ind better than ever! This 
revised printing featurd new adventures, layouts, and source mat~rial.1t 
is the ultimat~ dungeon, the original Dwarf-citadel, and the home of 
some of the richest treasures and nastiest traps you'll ever encounter. 
Includes stats for Lord of the RingJ Adventure Game 



' .R.R. Tolkien's classic works, The Lord of the Ringi'" and The Hobbir. have stimubted and inspired fantasy role players and fantasy readers 
fo r the past 50 years. Now, txpI!rience this epic setting in full detail with Middle-tarlh Role Pltlying(MERP), an exciting, intermediate· level 
fantasy role playing system that is perfect fo r Tolkien enthusiasts as well as experienced garners! 

2013 Elves (PeoplesofMiddle-earth)" $20.00 
ElveJ presents the Firstborn, the Quendi, the "Speakers.- Theyawoke 

under [he stars before the aStll$ion of the Moon and the Sun and loved 
ever alter the twilight when Varda's lamps shone fon h. The stories of 
thei r most illustrious ligu res-Fhnor, creator ohhe Silmarils, Elrendil, 
voyager of the skies, Galadriel, Queen ofL6rien, Celtbrimbor, forger of 
the Rings of Power-are recounted here. Includes stats for Lord of the 
RingJ Adventure Game. 

2014 Dol Guldur- CitadelofMiddle-earth $25.00 
Dol Guldur documents the history, design, layout, garrison, and 

inhabitants of the Hill of Sorcery, the volcanic stronghold in Mirkwood. 
No birds fly across the Nan Lane, the Naked Valley, and thistles and 
briars comprise its vegi tation. Within the mountains, intricate pits and 
chambers tunnel deep into the tanh, lIId. mLuma of evil coils amidst 
the shadows. Dol Guldurpresents over 20 pages of maps and floorplans 
detailing the Necromancer's awful lair. It includes complete stats (or 
MERP, the Lord of the RingsAdventure Game, and Roknuuter. 

2015 Kin-strife'" Sowcebook $25.00 
This product presents the people, politics, and armies of Gondor 

under the repressive rule ofCutimir the US\lrper. The six b rgest cities 
of the South-kingdom-Pelargir, Umlnr, Lond Emil, Osgiliath, Minas 
Arnor, and Minu Ithil-are described along with their administntive 
structures, military organiution, and legal sys tems. Adventures tied to 
each metropolis bring the civil war to life. Stnnge conspincies and webs 
of deceit await the bold and loyal! Indudes slats for Lord of the Rings 
Adventure Game. 

2016 Lake-town'" CitadelofMiddle-earth $25.00 
Explore the NOrlhron scttlement where Bilbo and the Dwarves were 

(easted and supplied during their journey toward Smaug the Dngon! 
Loke·town presents this merchant ile center in all its vivid bustle, includ
ing cra ft associations, I he burg's coiner, drihten who collect the tolls, and 
smugglers. An introductory adventure followed by a two·parl mini
campaign draws player characters into the watery bbyrinth amidst the 
piles below the town's wooden streets and out into the wide lands 
surrounding the Long lake. In the aftermath of the Plague, Orcs and 
Trolls and Undead have the upper hand in the Wilds. Keep your handon 
your sword hilt, if you venlure far from Esgaroth1 

2222 The HobbitAdvmture Boardgame- $35.00 
The Hobbit Adventure Boardgame is a fun, fast-moving fantasy 
boardgame based on I.R.R. Tolkien's classic bestseller. De
signed fo r 2·4 players and playable in 1·2 hours, it is an ideal 
choice for an evening's enterlainment. Simple but clever roles 
make it both easy to learn and full of replayvalue. J[ only takes 
about IS minules to masler The Hobbit Adventure Boardgame 
rulebook. Then you just unfold the full·colo r, mounted 
mapboard, select a plastic Hobbit, deal out the money and life 
points, and start your journey across Middle·tanh. Along the 
way, you'll explore si tes, baltic monsters, discover treasure, 
acquire arti facts, and challenge your opponents with tricky 
riddles. Once you're strong enough, you'll journey norlh to 
Angmar to battle with a fou l Ongon, hoping to be the first 
halfling 10 survive. 

2017 TheShire-(RealmofM .. ) $30.00 
Come visit the Shire-a place ~ in the quiet of the world, - where there 

is - less noise and more green--and enjoy the hospi tality ofthe Hobbits 
who dwell there. In addition to a warm welcome, and six meals a day, 
you'll discover that adventure remains not so far at bay as the Shire's 
inhabitants desire. Even in thedays oftheir prosperity, the dangers of the 
Wild impinge upon the settled life offarmer, crafter, and gentlehobbit. 
While during the turbulent yem of the Shire's founding. roffiall$ and 
squatters and jealous Ddnadan nobles stir up a brew of violence that 
troubles the peace of every hill and dale where Hobbits dwell! Includes 
stats for Lord of the Rings Adventure Game. 

2018 Angmar- (Realm ofMiddle-earth) $25.00 
The lron·home, domain of the Witch.king, is a cold, bleak land 

roamed by dark-robed Warrior Priests. These sinister wanderers overs« 
thcslaves, soldiery, and Orcish tribes who serve the master of Carn OQm. 
The lron·home's chill darkness threatens not only neighboringArtbedain, 
but all the Free Peoples of Middle-tanh. This printing of Angmaf is I 
reprint ofthe 1989 ICE module titled Empireofthe Witch·king. Angmar 
is now re.packaged fo r MERP 2nd Ed. Rults. Many exquisite new interior 
illustrations are featured and there is a full color insert. Includesstats for 
Lord of the Rings Adventure Game. 

2019 Mirkwood- (Realm ofMiddle-earth) $25.00 
Once nlmed Greenwood the Great, the forest cut of the Misty 

Mountains harbored trees as old as the Sun and the Moon. Elves feuted 
and sang in the dappled light beneath their ancient boughs. The brooks 
were dear, and the brtc%es sweet. The coming of the Necromancer 
changed the character of the woodland. Shadows emanated from his 
stronghold in the south of the forest. The trees became twisted Ind veiled 
in sinister hanging mosses. Adventurers who enter Mirkwood riskeithet 
the snares of the Necromancer's minions or the confusing magicks of the 
Silvan Elves grown periouslywaryin their slow retreat nOrlh. Mirbwd 
is a reprint of the 1988 release. This printing features many more 
illustntions and sta ts for The Lord of the Rings Advenllm Game in 
addit ion to those for MERP and Rolmrastff. 

IRO LordoftheRins-AdventureGame $18.00 
You thought The Hobbitwas a great read, and The LDrd of the 
Rings unsurpusabJe. And now you're hoping to fi nd mote of 
Tolkien's magic in a game. Playing Lord of the Rillgs Adventure 
Gllme (LOR), you'll expcrience that magic in a new way. LOR 
is our first truly introductory role playing game system. Opcn 
the first book, and you start playing right away. LOR intro-
duces novices to role pbying in Middle·earth.It 's easy &: fun-
there's no weighty tome of rules that must be read before 
enterlainmenl begins. Instead, the first pages of the adventure, 
Dawn Comes &rly, explain the most basic concepts. Then the 
players choosc characters &: you're playing before you know it. 

Look for updates on this series. 

Iron Crown Enterprises, Inc. 

* P.O. Box 1605 Charlottesville, VA 22901 
(804)295-4280 (800)325-M79 

Email: vaice@aoLcom tC.t. web page: http://ironaown.com 
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Middle-earth: The Wizards Companion~ 
St #3333 Middle·earth: The Wizards Companion 

MSRP SIO.OO (USD) ISBN: 1-55806-275-0 

The perfect reference and resource for ~panding yOur ~perience with ICE's Middle-earth: The Wizards CCG! You'll get the rules 
from the slarter deck rules booklet (in larger print!) with play examples and clarifications. The complete list of all the limited 
edition ca rds will feature cross references for cards that can be directly or indirectly associated for combination plays. We'll even list 
the promo cards! You'll find some basic strategy tips. but the unique feature to the Middle-earth: The Wizards Dlmpanion is the 
selection of scenarios developed for playing out specific storylines in the Middle·earth setting. An 8-page full color insert provides 
maps of Middle·earth to help players locate the regions, sites, and factions from the card game in the big picture of Middle-earth. 
Full color card legends are also included in the insert. 

Unlimited Edition of Middle-earth: The Wtzards™ 
St #30 15 Unlimited Edition Starter Deck Display 
Contains 10 of St #315 (76·card deck@$9.95 each) 
MSRP $99.50 (USD) ISBN: 1-55806-280-7 

St #3016 Unlimited Edition Booster Pack Display 
Contains 36 of St #3 16 (IS-card deck@S2.95) 
MSRP S106.20 (USD) ISBN: 1-55806-28 1-5 

Scheduled Release of the Blue Border Unlimited Edition is March 1996 
(Any card text errata will be corrected; otherwise, no other significant changes will be made.) 

Middle-earth: The Dragons™ Expansion 
(180 new cards for Middle-earth: The WizaTds~) 

St #3020 Expansion Pack Display 
Contains 36 ofSt #320 (15·card pack @$2.95) 
MSRP $106.20 (USD) ISBN: 1-55806-258-0 

The dragons were created by the Black Enemy and brought to Middle-earth to defeat the Valar and their children, the Free Peoples. 
Now Middle-earth: The Dragons brings these terr ifying creatures into your deck to challenge you and beckon you to their hoards. 
You can riddle Smaug like Bilbo the Hobbit, match wits with Agburanar to discover his drakish flaw, and steal a priceless artifact 
while Scatha lies sleeping. This first ~pansion set for METW contains 180 cards and will be sold in booster-only format. Each 
booster will contain 15 cards and will retail fo r $2.95. 

Scheduled Release of the Expansion Set is early June 1996 

Iron Crown Enterprises. Inc. P.O. Box 1605, CharlottesviUe, VA 22902 USA 
(804) 295·4280 Toll Free: 1(800)325-0479 Fax: (804) 977-4811 
Email: metwice@aol.com Web page: http://www.ironcrown.com 



M ....... c..u.t.. 1120!0 

, 
I -5S8Ot>-Z55·~ IC1OZ!OO 

-• ,Ow 

,h. Wa ... ' 0 ,h. 
""",n·nl.nd" "f 
,k. U,n,,,J,I, . nd 
,Iw ...md I:.rmo 01 .......... 

Ton .d •• n,u ... 
1"'01 " .U '0 ........ 

S •• ,,6< •• C..i •• 
n. 1t.,J. .ndub. -- .... ~ fo. NU"~ .... d 

• , 

S<n.16m. CC,lIlClr: Ilt P((lplt features: 
• HERI:*:S &: taNGS ·pL .... -.l """- .............. "". 

;no! d>r ....... who 1i>IIow'-" '-I. ........ Ttio-hu< 
~ ~ UtooI:t..... T",- "" lin< 01 dot Shop-
Lop ....... c-do<.d...-I "'~ p..,. And .......... 
"'" ... do .... ...1m """"'" "" Wit( 01 ..... R ..... 

• OON£DUN-Thr H" Mmoltlw w ... """' ..... Ic...-.l 
.......... 01 u..... .... '-'<L.cI ... Go.odo. orw;l bImd ...... .... _ 
-".Iow al tnal> >lid 1opIry. 

• GOND()IIJ,\NS-Tht 1NIdy 1"_ ~ who ,.,..d flot lJ ...d 
............. , ...... ...,.. 01 oil m. v .... for "'" <1m. tftorro Ih< 
~oI'hml-. 

• f B TI\:AIS-TIw _ """ d,,)~ JEM)ft'I'I'. En.ol.o".Jt. 
and ~ pn «I<br.,OfJ' rmcw.J '" ,II< Soum ~ 

• WOSI:.S-Drughu ..I>oot """""'" ~ tho howa 01 ,,,, 
Folk ofHalnn ......, floc I.ondo ol--'orrn a.....J.o. """'J' .... 
hoIoo.- "'" r .. thf'ul..........d "" fAlot', ~ 

• rw!N-n.... pIaod ......... m.no. .... /i,IIao. tlw I. ....... 
__ .... 01 .... Dn.pu "II" ,he "",od,. bn-.. tht 
__ -t u.. -. n- ""'r <t-U lOt __ httd.nc 
...... Oo<band h ,.,,_ .... _.,....Ir)r. 
,"".". 

• HAJWZE........c-.. dt..n~ 'k"' ...... p ...... 
Iivnd.hop __ "' .... DIintdaao ...., ...... _ I " 

......"""" 
• IIOUGIS Of RETUlI.N-MyM><>II....r .... b.-.Ilor '" 

........ ...J~m.:. r.- do.tloot .... oI~_au 

..... Oolootd. ......... LIIhIy. -t ~ ....... pori! _.,_".. 
.~.~--ponl",,"': 

-I ...... JIIdr.I. Jbr! ...... H....bo ..,... '" dot bod. ..,. 
aiPHqir! u...p tht piau 01 ... -..I 0- ..t..t Sulk • 
..oka M!imM d.....p tht ......... 01 M<dw "'do<.-I 

A Pt:oples Book fo r Pr' ...... .....,-.,.,~ 
10\, loot.. P.O' ... 1.05 

a-ion-iIIr. VA 1190l LIM 

IRONaoWN~ 
....w. dot ... 1oo.o.t ... Il10 ... 
_fot F,\NTA$V.au: 

PU.YINGGAMIiS.oood AlXA.T 
I!OAAOG\MES ~ "" JJU. 
T ....... THl! LOIlD OI' THi! 

RJNQ,- ...tTHl!IIOMIT' 


