














Sauron: The Dark Lord, the Shadow, the Lord of the Rings. A ‘lesser Vala’
who served Morgoth in the First Age, Sauron survived and went south
from the elder lands of darkness. During the Second Age he convinced
the Noldor of Eregion to create rings for the Free Peoples; later, in
secret, he forged the One Ring. This ring embodied much of his power
and was capable of uniting and controlling the other Rings of Power
-the Three Rings of the Elves, the Seven of the dwarven lords, and the
Nine Rings of mankind. Both the dwarves and elves resisted his trap;
the former took off their rings, while the latter race entrusted theirs to
three of the Wise. Men, however, were not so quick to realize the
danger, and the Nine rings remained in the hands of nine proud lords
who sought power and found undying darkness -they became the
Nazgul. Sauron removed himself to the fortress land of Mordor in the
Second Age and there built Barad-dur. Mount Doom (Orodruin) was
already used as his personal forge, and within the new realm he began
to cast a new Shadow upon the continent. Sauron was overthrown
twice in the Second Age, first by the Numenoreans under Ar-
Pharazon, and later by the Last Alliance of Men and Elves. Each time,
however, he returned to power. His “body,” however, was destroyed in
the Downfall of Numenor (from which he escaped), and he was never
again able to assume fair form. The lidless eye (normally red upon
black) was his symbol. He was responsible for creating two superior
variants of creatures spawned by Morgoth - (1) the Uruk-hai, or great
orcs, and (2) the Olag-hai, or black trolls. Both were formidable
fighting forces.

Second Age (S.A.): The second recorded Age of Middle-earth. It began
after the fall of Morgoth, with the founding of the Grey Havens and
Lindon. The age ended in S.A. 3441, when Elendil and Gil-gilad over-
threw Sauron, Isildur took the One Ring, and the Dark Lord and
Nazgul passed into the shadows. S.A. is used denoting dates.

Skill: An aspect of a character which enables him/her to perform an action
more effectively. The term is used here to refer to abilities which are
particularly applicable to FRP campaigns and adventuring.

Stat (Characteristic): One of 10 physical and mental attributes -which
are considered most important to an adventurer in a FRP game. Stats
dictate how well a character develops, moves, fights, takes damage,
absorbs information etc. They are used to compute bonuses and sub-
tractions to die rolls.

Third Age (T.A.): The third recorded Age of Middle-earth. It began
following the defeat of Sauron as a result of the Last Alliance of Men
and Elves and ended in T.A. 3021, when the Keepers of the Ring passed
over the sea (from the Grey Havens). T.A. is the abbreviation.

Valar: Refers to primary Valar..fifteen (including Morgoth), and later
fourteen servants of Eru. Lesser “gods,” demi-gods, entities consisting
of pure spirit but often taking physical shape. Many of the peoples/be-
ings in Middle-earth worship them or hold them sacred. Guardians of
the world, it is they who sent the Wizards (Istari) to Middle-earth.

The West: Northwestern Middle-earth, specifically the area within which
the events described in The Hobbit and The Lord of the Rings took
place. Loosely, the area from Umbar northward and west of the
eastern shores of the Sea of Rhin.

BORATHOR

1.13 RACIAL AND CULTURAL GROUPS

Elves: Though basically similar to mortal men in most ways, Elves have

several important, if subtle, differences. As a race, they are taller
than most humans, although slender: the male height averaging between 6
feet and 6’10”, yet weighing but 150-200 pounds, respectively. The women
of the Elves range from 5’6 to 6’2”, and are also slim. Elven men have no
facial hair, and as a rule, they have less body hair than humans. Apparently
highly resistant to extremes of natural heat and cold, their clothing is usu-

ally for decoration, camouflage, or, perhaps, modesty. Generally, Elves
are fairer in appearance than their mortal brothers, having finer features
and unmarred skin. Their senses are extremely keen, especially their hear-
ing, and sight: they are able to see on a clear, star-or-moonlit night, as if full
daylight. Their vision is correspondingly restricted with less light, down to
but a few feet in what a man would call “pitch black”. Perhaps most impor-
tantly: elves do not age or grow old; and their bodies are immune to all
bacterial and viral infections. Thus, they are virtually immortal, (excepting
violent death). They heal quickly, and show no scars (although they do not
regenerate limbs).

Elves do not “sleep” as mortals do, instead retreating daily into a sort of
trance-like state, where they re-live events in the past to rest their minds and
bodies. This they usually do for 2-3 hours every 24, although when pressed
they are able to go for days without rest, but must recover the lost time at the
end. While in the trance, although their eyes may be open, they are not sen-
sitive to outside stimulus and while they can be “awakened” before their
time, they are somewhat disoriented for several minutes afterward (basical-
ly able to function at only 50% effectiveness).

About the kindreds of the Elves; there are the three divisions of the Eldar
and the Silvan Elves:

The “Fair Elves”, highest and most lordly, migrated soon after the com-
ing of the Valar to Valinor (The Undying lands) and dwell there still. They
have hair of golden blonde, blue eyes, and fair skin; and they project a vis-
ible aura at all times. They are, as a rule, musically talented, and wear
garments of white, silver and gold.

The High Elves, or Noldor, are more sturdy of build (yet still more
slender than humans) and darker: their complexions are as if tanned, and
their hair is black or dark brown, with few exceptions. Their eyes can be of
any colour, although brown or hazel predominates.

These Elves are the builders and craftsmen of the kindreds, most skilled
in fine metalwork: weapons, armour and beautiful jewelry. Their
jewelcraft is also unsurpassed. The High Elves are the most likely to live in
cities, building graceful, marble-walled towns for themselves. They are also
the most curious - possessed with a desire to learn all about their surround-
ings at any cost, which has more than once caused members of their race to
fall from the path of light.

Sindar - the third and least noble of the Eldar, the Sindarin (or “Grey”)
Elves began the great migration with their brethren, but, after coming to
Beleriand did not go over the sea into Valinor and lived in Doriath under
King Thingol. At the end of the First Age, many of the Sindar sailed west,
or dwelled in Lindon or Lorien, under the rule of Noldor leaders.

The Sindar greatly resemble the Silvan Elves physically, although they
tend to be more muscular, and pale blue or grey eyes dominated. They also
prefer clothing of an apparent neutral grey colour which has amazing
camouflaging powers.

The Silvan, or “Wood-Elves,” are more numerous and “rustic” than their
brethren. They tend to be ruddy of complexion, with sandy hair and blue or
green eyes. Not as tall as the other groups, they are still quite light of build,
and very adept at moving silently, especially in the forest. They are also
musically talented, although not as much so as the Fair Elves. Their clothes
are usually forest green or brown, and more functional in design than the
draped robes and tunics of the Fair Elves; and less elaborate than that pre-
ferred by the High Elves.

Dwarves (Khazad): The dwarves are descendants of the Seven Fathers of

their kind and tied to the Vala Aule. They are said to
have come from stone. Their seven lines or houses settled a variety of
separate areas, usually in or by mountains. Dwarves are rather short, about
4to 5 feet in height (the women slightly less), stocky, and of ruddy complex-
ion. They have deep-set eyes, dark hair, and beards (which they grow long
and often braid). Resistant to diseases and extremely strong, they live an
average of 250 years, and often to the age of 400. They have superior sight
underground and in places of near total darkness. Their crafts are superb,
and they are unsurpassed workers of stone. Like orcs, they are masters of
metalwork; but unlike the goblins, they achieve a sense of beauty as well as
strength and utility. No race mines as well as dwarves. Relatively unfertile
and lacking women (who constitute less than a third of their kind), they
rarely sire young - or even marry. Dwarves know of magic and certain en-
chantments, but generally scoff at the ways of conjurers or the use of spells,
preferring instead to use such power in the making of physical items.
Dwarves speak Khuzdul, a guarded tongue known by virtually no one but
themselves, and inscribe using the Angerthas Moria, a variant of the Cirth
(a runic script).






























The coastal people had a thriving, if primitive, culture when the hosts of
Nimenor came to the Bay of Belfalas’ asserted dominion. They did not suf-
fer much because they were fishermen and traders, two jobs that the
Niamenoreans were glad to have someone else do.

The man is ruler of the family, and the wife and children are considered
to be his property. In most cases this is true, but in some cases, where the
wife is strong willed, it is but a polite fiction. Families are large, for having
children proves the strength of the husband and the worth of the wife. A
family with few children is pitied, and one with many honored — even if
most of them die young from a poor diet and too little attention. The in-
heritance goes strictly to the eldest surviving son, but it is his duty to provide
for his mother if she outlives the father. She is expected to live with him, and
takes precedent over his wife. Marriages are arranged by parents, and love
is considered to be ill-bred. A man may divorce his wife, but she may not
divorce him. Family structures are patrilineal, i.e. traced through the male
line.

Their diet consists mainly of fish, because fish is cheap, unless they
belong to one of the trading families who are trying to imitate the
Nimenorean Lords of the city. The lower class families will also ¢at cab-
bage and lettuce, foods that the upper classes consider fit only for cows or
pigs. A few of their sons have found their way into the warrior society of
Umbar, but most are fishermen, traders, smugglers or thieves.

The coastal people are not a strong race, perhaps because of poor condi-
tions in childhood, and do not have a long lifespan. To them 60 is ripe old
age, most die in their 50’s.

They speak a language that is unique to themselves which they call
Dusslins. There are some slight connections to the speech of Dunland that
offer hints that the coastal people might have at one time been a group of
Dunlendings who wandered this far from the White Mountains during the
time that the Dunlendings were being driven from their ancient valleys by
the forces of Gondor and Rohan. If this is so, then they have diminished
greatly, for they are no longer the fighters that the Dunlendings are. But it
may be that they are merely a related group from Elder Days. They have
learned Adfinaic.

Some of the Haradrim have been lured into the city from their native
desert. Although many of their customs have been modified by city living,
their ways are still very different from most of the rest of Umbar.

A Haradrim may have as many wives as he wishes, but is disgraced if he
cannot support them and their children adequately. Although the man is
the head of the family, inheritance is through the female. A man’s oldest
sister’s son inherits, and the husband joins the wife’s clan.

They are a warlike race, with much courage. For the most part, they are
either warriors or work for the trading houses, bringing goods across the
desert trade routes. They still tend to wear loose clothing that is best suited
to the desert, although they have learned to wear chain armour.

They speak the language of the desert, one of the Southron Tongues
(locally Southran), and have also learned Adiinaic.

They are tall and dark, much given to the wearing of gold ornaments.
They are excellent riders of their small desert horses. They were of a
nomadic race, and their diet still isinfluenced by that. They are fond of goat
meat, goat milk, and cheese made of goat’s milk. They also like wine, and
their women are famous for baking a flat bread that they say tastes best
when made from wild grain. But their eating habits were based on what was
available and not truly custom, so they are in no way reluctant to adopt the
meat of the Nfimenoreans or the fish of the coastal peoples.

The Haradrim are a strong, tough race spawned by the desert. They have
a lifespan that is shorter only than those of Niimenorean blood, but those
living in the city have become softer over the years as harsh conditions no
longer kill the weaker of their offspring. They now measure the expected
life of one of their race in terms of 90 to 100 years.

3.5 ECOLOGY OF UMBAR

The climate of Umbar is subtropical, dry. This means that the city has hot
summers (75-80°F) and mild winters (45-50°F), giving it a moderate
temperature variation of about 30 degrees per season.

Precipitation ranges from virtually nothing during the summer to five
inches per month during the two midwinter months. It averages 20 to 30
inches per year.

There are red and yellow soils around the bay with brown and yellow-
brown in the areas behind the bay. These all fade into the red, barren soil of
the desert that backs Umbar.

The vegetation around the bay is mostly broad-leaf evergreen forest and
broad-leaf evergreen shrubs. Farther away from the bay, the forest gives
way to scattered broad-leaf evergreen shrubs, and even nearer the desert
you find mainly scattered broad-leaf deciduous dwarf shrubs (see section
7.0 ). In the desert itself there are two major types of vegetaton: drought
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evaders, which grow fast during rare periods of wet and lie dormant as seeds
otherwise; and drought resisters, which have lowered their need for water
by storing it and by reducing leaf area.

The main crops grown by Umbar are wheat and rye. A few vegetable
farms are near the city, but only for their own needs; Umbar does not ex-
port any crops other than wheat and rye. There are also grazing lands for
cattle and goats, and some herds of pigs. (The pigs are barely tamed, and
will attack anyone except their usual keeper.)

In addition to wheat and rye, Umbar also exports copper and iron. There
are several mines in the area for each. There was also a small gold mine, but
it has been played out for generations. Umbar nowimports all its gold from
the south.

The most well protected crops in Umbar are those necessary for the
building of ships. Wide fields of flax provide linen for their sails, and two
types of trees are used for the ships themselves. The tall ‘mast pine’is prized
for its straight form and strength. Tarfil has branded many of these in-
dicating that the shipbuilders’ Guild has claimed them. It isa major crime to
cut such a tree. The second tree is the ‘southwood tree’ used as planking and
ribs for the hulls.

The types of animals found in the wilds vary as one travels from the fer-
tile area surrounding the coasts to the arid desert. Owls and hawks can be
seen along the coast, but they are replaced by quails and doves as you enter
the more barren lands bordering the desert. In the desert itself, are swifts,
swallows, and wrens. Vultures are everywhere.

One of the strangest birds of the desert is the road runner. This fast run-
ning bird is a hunter who feeds on snakes. It is not unusual to see aroad run-
ner with half a snake hanging out of its beak. Sometimes they kill a snake
that is simply too big for their stomach to hold, and they must wait for the
first length swallowed to be digested before they swallow the next few
inches.

The most deadly snake of the desert is the viper (of which there are several
types). It has adapted to the sands of the desert, and moves through them in
such a way as to leave parallel grooves pointing diagonally in the direction
that the snake is moving.

Another poisonous inhabitant of the desert is the fire ant; but they are
small, and each ant can only give limited damage. They are not dangerous
unless a person is unable to move and brush them off. However, if a man
should be tied down over a fire ant mount, death could result.

There are numerous non-dangerous animals inthe area:rabbits, deer,
squirrels, chipmunks, etc. It is possible to live off the land except in the
desert. To do so in the desert requires specialized knowledge and training,
and no little luck.

There are also types of dangerous animals that live off the game in the
area. The most dangerous are the wild dogs, for they have lost their fear of
man and will attack him. They are highly social hunters and will cooperate
to run down game. Wolves also cooperate on the hunt, but are less likely to
attack men unless driven toit. There are a few packs that orcs have taught to
hate man by provoking them with weapons bearing manscent. These packs
will attack any people that they encounter.

The desert puma has also been known to attack any man entering its
hunting area, for these rare sand-colored cats are extremely territorial.
They usually live in pairs, but it is possible that two to three half-grown cubs
may hunt with the mother. They are found only in the southern deserts, and
in the lands bordering the desert. They are small, rarely growing more than
five feet in length. (See sec. 12.1 for more details about animals.)

The strangest animals of the area surrounding Umbar is the Giant Sloth
Bear (so named for its looks, rather than any proveable kinship to either of
those animals). The creature is from 15-20 feet in length, has a deep, thick,
dark-brown fur, and is reputedly the stupidest animal on the continent.
Even orcs seem smart by comparison. They live entirely underground in
winding sets of tunnels that they dig with their sharp claws, claws that can
even go through the softer rocks. They are not aggressive, but they are not
timid either. Rather, they continue on whatever they have decided to do,
while ignoring anything around them. They can, and will, dig right through
a man if he is standing where they want to dig and doesn’t get out of their
way fast enough. Since they are huge beasts (2500 to 4000 Ibs) and run much
to fat, it is difficult for a warrior to hit a vital organ. There is much reason to
suspect that either their brain is not in their head or that it is not a vital
organ, since head blows rarely kill them.

They have moved farther away from Umbar in the last years, into the
foothills, but their tunnels can still be found closer to the city. Such tunnels
are frequently used by the orcs as temporary camps when they are forced to
take cover from the sun. Some minor outlaw groups find them useful as
lairs. There are also stories that vampires and ghouls find them useful
residences, too, but few men have returned to support these rumours with
fact.













































8.7 SHIPS AND SAILORS

8.71 Seamen

The seamen of Umbar do not have a guild, as such, but they do have a
hall, supported by the city, where unattached seamen may find lists of ships
with empty berths. Those seamen who are attached to one of the Captains
of the Havens can usually be found in taverns near the tower hold of their
Lord, orin taverns near where their ships are moored. The typical seaman is
more likely to be faithful to a particular captain than to a lord and will
follow his captain’s loyalties.

8.72 Shipbuilder’s Guild

In Umbar, shipbuilders are highly respected. You do not have to be a
warrior to belong to the guild, but only guildsmen who are also warriors are
allowed to work on fighting ships, the others build flat-bottomed traders
for the merchants and smugglers. Tarfil is the head of the shipbuilder’s
guild and is considered to be the Master Shipbuilder, unequaled. He is cur-
rently working on his masterpiece, a ship of such form that captains gaze at
her in longing and the Lords of Umbar vie for her possession. She is
somewhat larger than normal, yet not a longship. Her hull is formed of
alternating strips of dark and light wood. All the Captains of the Havens
want her, but chief in rivalry are TeldGmeir and Eddur. It looks as if
Teldimeir is now most likely to win her, because Eadur had intended her
for Telicur, who was lost. But the rivalry is friendly, or is given the ap-
pearance of such. Tarfil is loyal to Umbar as a whole. Once when desire for
one of his ships led to a duel-challenge between Borathor and Miredadur, he
laid torch to the ship and spread her ashes to the winds even though both
Borathdr and Miredadur begged him not to. Tarfil can do such things
without having one of the Lords of Umbar remove his head because they all
value the ships that he builds.
TARFIL
Master Shipbuilder/head of Shipbuilder’s Guild

Level: 20

Melee Bonus: + 100 short sword/ + 115 hand axe
Missile Bonus: + 85 longbow

Armour Type: 17-25

Description: Early old age, white hair and beard, not overly long but not short, tanned, grey eyes,
6’8” tall, muscular. Uninterested in all save shipbuilding and anything connected with shipbuilding.
Items: + 10 short sword; + 20 hand axe; + 15 shield; misc. shipbuilding equipment, ring of weather
knowledge.

8.73 Ship Design

The basic ships of Umbar are oared ships with a central mast bearing one
great sail made of linen. An average sized warship will be 70-80 feet long,
18-20 feet wide, and 7-8 feet from the bottom of the keel to the top of the
side. It will have 14-18 pairs of oars approximately 16 feet long, and will
carry 90-110 warriors (Also see 8.74 following).

The planking on the sides of the ship overlaps rather than having the
edges flush. They are thicker at the water line and where the oar holes are.
This type of hull construction produces a very elastic hull which gives with
the movement of the ship. The bottom of the mast rests on a large block of
wood that is fixed to two of the ribs rather than to the keel. The mast will be
28-30 feet tall. The oar ports are round with notches in the side so that the
oars may be put in place from inside; they will have port covers to close
them off when the oars are not being used.

A merchantman or smuggler will be shorter and wider, although many
relatively narrow, sleeker versions can be seen. They generally have a flatter

bottom and fewer oars.

The larger fighting ships vary considerably in design, but generally enjoy
similar approaches to construction. Haradrim construction methods are
often shoddy, however, and those vessels of pure Nimenorean origin are
usually exceedingly well built.

8.74 Ship Combat

Ships are obviously an integral part of the culture of Umbar. One of the
city’s main reasons for existence is its large and well-protected harbor.
Although relatively small compared to some of the great northern harbors,
the city is home to many more ships than can be housed within its confines
at any one time.

Three separate fleets and philosophies are evident in Umbar. In T.A.
1607 the Corsair designs are most prevalent, but ships of Haradrim origin
nonetheless abound. Relatively few Black Numenorean holdovers and
copies are evident. Naturally, this mixture fluctuates with period. By the
end of the third Age fewer Numenorean and more Haradrim vessels will be
afloat. At the beginning of the Third Age, however, Black Numenorean
ships formed the core of Umbar’s combined fleets and Corsair designs were
no where to be seen. Also note that the prevalence of slaves on board Cor-
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sair fleets was a function of wartime need, and was much more common in
the later years of the Third Age, when the Shadow had taken hold. The
following is a summary of the three fleet structures:

The primary fleet within the city is that of the Corsairs. Comprised of
warships designed for long-range raiding, the Corsair’s warfleet uses keeled
ocean-going galleys for the most part. Large, well-armed deck crews and
large, expendable rowing crews mesh well with their “close and board”
fighting tactics and their inland raids. Generally being average sailors, they
do not often venture far from shore. Some gifted captains, or ones with
enough cash to hire an astrologer, have explored the entire coast and
developed maps and charts that can be used to navigate if care is exercised
and someone on board has the skill.

The Corsair’s trading fleet is also extensive. Consisting mainly of sailing
vessels, the trading fleet still uses soldiers on all of their merchants and all of
the rowing crews are slaves. Plying up and down the coast in great numbers,
the merchants are not averse to pirating a weak or stricken ship.

The second group that calls Umbar home is the defense fleet of the local
Haradrim. Officered largely by Corsair troops, these ships are largely inef-
fective and exist primarily to defend the harbor and the bay in the absence
of the other warfleets. The crews are uniformly Haradrim, morale is poor,
and corruption is always rife. The Haradrim fleet’s combat philosophy is
simple: avoid it. Since they always stay close to the city this is usually no
problem. When combat is inevitable, the fleet does fight well to save their
own skins. Being poor sailors, however, they depend mostly on “close and
board” tactics.

The third fleet is in many ways the most interesting. The Black
Numenoreans field a strange array of ships constructed from designs
devolved from the elves. They are the only ones to use catamarans and have
the only truly large and efficient sailing ship in Umbar. The backbone of the
warfleet is the war prog. Coming in two varieties, light and heavy, these
ships are the most vicious in the entire navy of Umbar. Sleek and fast, they
still maintain a heavy armored ram that is famed for cutting opponents in
half. Crewed entirely by Numenoreans, the endurance of the ships in com-
bat is unmatched. Due to the strength of the rowers, the acceleration and
maneuverability of these ships will surprise their opponents. Full speed can
often be reached in three ship lengths, and their turning radii are much
smaller. The war catamarans are the cavalry of the fleet and also provide a
stable firing platform for some light artillery. The final, major ship type is
the most important, overall, since it is a design based entirely upon those
ships that were built in Numenor. Called the Palanrist, or “Far Cleaver,”
these ships maintain the Black Numenorean’s cultural integrity. A true sail-
ing vessel, they vanish for years at a time on voyages of adventure, trading,
exploration, and looting.

8.741 The Corsairs:

Light Raider — Intended for small raids and sorties against merchant ships,
this craft has a relatively large deck crew for boarding and a keeled hull to
give it superior ocean-going characteristics. The ship is a favorite among
the poorer and younger captains and will be the most common warship en-
countered singly. Its poor endurance tends to keep it close to shore and
makes it unfit for extremely long expeditions. Due to the high losses among
this class of ships, the log of names of over 200 active vessels is probably
overstated.

Heavy Raider — This ship is large and fast. Also possessing a keeled hull, it
is the best warship for long raids and attacks on convoys and other war-
ships. Usually operating in groups of three, these vessels are the most
feared. A very large deck crew and great speed make it extremely difficult
for any but the best of ships to escape or win a boarding contest. Around
130 names are on the active list, but many of these will be far from home at
any given time.

Coast Patrol — A small, poorly equipped ship designed mainly to police the
rest of the navy, especially the Haradrim craft. Several will be on customs
duty outside of the port at all times. The excess, about twenty, will be
wherever main fleet units are located.

Slaver — These ships have no keel and thus have poor ocean-going capa-
city. Their primary purpose is the gathering of poor unfortunates for the in-
satiable slave marts in Umbar. About thirty exist and operate in large
groups in the far south where pickings are easier. Groups of these ships are
often accompanied by one or more heavy raiders for scouting and pursuit.
Extremely large deck crews and the cargo space for the catch make this
design somewhat ungainly, but if the ship’s ram does connect, the damage is
devastating.










































































