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FOREWORD

Fantasy role playing is akin to a living novel where the players
are the main characters. Under the guidance of a referee, each
player guides his or her character and, in the process, helps to write
anew story. Each game is a new and unique adventure.

This work is part of a series designed as a flexible tool for
Gamemasters who wish to introduce major characters from The
Hobbitor The Lord of the Rings into their fantasy games. ICE’s
Lords of Middle-earth is a three volume character compendium of
the major characters found in the remarkable works of J.RR.
Tolkien. A game supplement, it is a statistical reference for use
with most major fantasy role playing games.

This supplement is based on extensive research and attempts to
meet the high standards associated with the Tolkien legacy. Ra-
tional linguistic, cultural, and geological data are employed. Inter-
pretive material has been included with great care and fits into
defined patterns and schemes. ICE does not intend it to be the sole
view; instead, we hope to give the reader the thrust of the creative
processes behind, and natuse of, each character. This is an
authorized secondary work. Itis specifically based on The Hobbit
and The Lord of the Rings, and it has been developed so that no
conflict exists with any of the other primary publications. Of
course, always remember that the ultimate sources of information
are the works of Professor J.R.R. Tolkien, Posthumous publica-
tions edited by his son Christopher shed additional light on the
world of Middle-earth.
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Produced and distributed by IRON CROWN ENTERPRISES, Inc., P.0O. Box 1605, Charlottesville, VA 22902,
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Introduction

PART ONE
1.0 INTRODUCTION

How would you like to adenture with Thorin Oakenshield or
challenge the battle-prowess of an Orc-lord? Could you draw
blood from a Cave-troll as Frodo did in Motia or persuade Bilbo
Baggins to recount stories of the Elder Days? Have you ever
needed to seck help in Fangom Forest from Treebeard the Ent?
Now you can at least try.

Lords of Middle-earth permits you to meet Endor’s most
prominentor powerful individuals, the famous or infamous figures
- who affect the history of the Middie Land. You can call forth all
of the major characters found in J.R.R. Tolkien’s The Hobbit and
The Lord of the Rings.

This is the ast of three volumes in the Lords of Middle-carth
series. Volume One covers Elves, Maiar, Valar, and the “Great
Enemies,” while the Volume Two telis of Men. Together, these
three comprehensive works portray the grest figures from each of
Endor’s varied races.

Vohime Three describes Hobbits, the Little People ignored in
the histories; Dwarves, the Children of Aulé; Ents, the Shepherds
of the Trees; and Orcs and Trolls, creatures perverted by Morgoth
to serve his evil ends. Fach race weaves a unique pattern in the rich
tapestry of Middle-earth's epics and ballads. Whether waxing or

waning in power, these varied peoples have changed the very’

essence of the Ages by their deeds.

2.0 USING LORDS OF
MIDDLE-EARTH

This volume of Lords of Middle-earth is divided into three
parts:

(1) GUIDELINES — a section devoted to abbreviations, a
citation key, and notes on converting statistics and adapting
this work to any major fantasy role playing game;

(2) RACE SECTIONS — sections describing the general charac-
ter and principal individuals of the races covered by this work;
and

(3) HIGH LEVEL CHARACTER GENERATION — a section
providing a sampling of stats and bonuses for typical high level
characters, together with guidelines for generating and han-
dling high level characters in a fantasy role playing game.

GUIDELINES

The Guidelines provide the means to use Lords of Middle-earth
in your fantasy role playing game. This section includes abbrevia-
tions, definitions of gagme terminology, and conversion notes. It
enables the reader to understand the codes and citations found in
later passages.

Since this work is described in terms of ICE’s Middle-earth
Role Playing and Rolemaster game systems, we include provi-
sions for translating game stats and bonuses for use with other
games. (Afterall, this work is intended as a supplement adaptable
to most major role playing games.)

RACE SECTIONS
Each race section begins with a survey of the group’s general
history and features and an examination of the race which deline-
ates the relationship between all the race’s subgroupings (e.g.,
Harfoots versus Fallotiides), The Character Glossary follows, pro-
viding an alphabetical compilation of the race’s major individuals.

Each figure is described in terms of his or her appearance,
motivations, characteristics, and background. In addition, we
provide charts containing a listing of each individual’s game
statistics — his or her Profession, Stats, Skills, and items — with
statistics for both Middle-earth Role Playing and Rolemaster
game systems.

A Short Description Glossary section covering less prominent
characters follows some of the Character Glossaries. While the
material covering each character in this alphabetical listing is quite
brief, it helps illuminate the character’s status, as well as his or her
relationship to more important individuals.

Few of the characters in Lords of Middie-earth are given the
exhaustive treatment found in the character studies in ICE’s
Middle-carth Campaign Modules. Instead, the emphasis is on
significanily pertinent information. A character’s home and prin-
cipal possessions, for instance, are listed but they are not described
in any great detail. These works are game sepplements, general
aids; they are not substitutes for products that focus on particular
places or individuals.

The material in Lords of Middle-earth is drawn from authorized
sources and, wherever reasonable, these entries provide citations
to pertinent sections in The Hobbit and The Lord of the Rings.
Where ICE has extrapolated information, the entry cites ICE’s
Middle-earth role playing rles and supplements. More informa-
tion about the works and the use of these citations is located in the
Guidelines section described above.,

HicH LEvEL CHARACTER GENERATION

A section on generating high level (11th level or higher) char-
acters is located at the end of each volume of Lords of Middle-
earth. Keyedtothe races covered by the given volumne, this section
provides a means to (1) quickly generate high level non-player
characters, and (2) develop characters past 10th Jevel. Guidelines
for the use of power (e.g., spells and magic items} are also included,

3.0 GUIDELINES

Space does not permit us to spell out every thought or include
statistics for every major role playing game system, so we include
the following abbreviations, definitions, citation guidelines, and
conversion notes.

Section 3.1 covers abbreviations. Definitiens of frequently
employed game terms are set out in Section 3.2, while notes on the
use of source citations appear in 3.3. Section 3.4 enables readers
to translate statistics into numbers usable in mostother fantasy role

playing games,



Abbreviations -

3.1 ABBREVIATIONS

The most commonly used abbreviations are listed here alpha-
betically according to sub-categories,

GAME SYSTEMS AND SUPPLEMENTS
Arms Law & Claw Law
~.Character Law & Compaign Law
. Fansusy Hero
. Lords of Middle-earth
... Middle-earth Role Playing
... Rolemaster

SOURCES
... The Hobbit (Ballantine ed.)
LoiR ...oveereearnee The Lord of the Rings (Ballantine ed.)
... The Fellowship of the Ring (Ballantine ed.)
weareeeraen The Two Towers (Ballantine ed.)
LotRIE ............ The Return of the King (Ballantine ed.)

LTalest ............ Lost Tales ,Volume I {Houghton Mifflin ed.)

LTales? ............Lost Tales, Volume IT (Houghion Mifflin ed.)

Sit...coeveernereerer.. The Stimaritlion (Ballantineg ed.)

[ £ Unfinished Tales (Houghton Mifflin ed.)

AUTHORIZED PUBLISHERS

GA&U............. George Allen & Unwin (a division of Unwin Hyman,
Ltd., London, England)

Bal.veiees Ballantine Books (a division of Random House, New
York, NY)

Houghton Mifftin Company {Boston)
Unwin Paperbacks (a division of Unwin Hyman, Led.,
London, England)

CHARACTER STATS
Ag ... Agility(tRM and MERP) Me ....Memory(RM)
Co.....Constitution(RM and MERP) PR ....Presence{RM and MERP)

Em....Empathy(RM) Re ..... Reasoning(RM)

Ig .....Inteltigence Sd ..... Self Discipline(RM)

It{In) . Intuition St...... Strength(RM and MERP)
, GaME TERMS

AT ....Armor Type Lvl....Level{exp. or spell ivl}

bp .....bronze piece(S) MA .. Marnial Ans

¢p ......COpper piece(s) Mod .. Modifier or Modification

Crit ... Critical strike mp ....mithril piece(s)

D... Die or Dice NPC..Non-player Character

D100 Percentile Dice Result OB....Offensive bonus

DB ....Defensive Bonus PC ....Player Character

FRP ..Fantasy Role Playing PP .....Power Points

RorRad Radius

Rnd orRd Round

RR ....Resistance Roll

Stat ... Statistic or Characteristic

GM ...Gamemaster
£p ..... gold pieces(s}
ip e iron piece(s)
ip --.-..jade piece(s)
p... tin piece(s)

MIDDLE-EARTH TERMS

A ... Ad(inaic Kh ....Khuzdul (Dwarvish)
Be ..... Bethteur (Silvan Elvish) LotR .The Lord of the Rings
BS ....Black Speech Or .....Orkish

Cir ....Cirth or Certar Q... Quenya

D... Dunael (Dunlending) R.......Rohirric

Du ....Daenael (Old Dunael) Rh.....Rhovanion

E.... Edain S Sindarin

El ......Eldarin S.A. ..Second Age

Es .....Easterling Si ... Silvan Elvish

1.A. ..First Age T.A. ..Third Age

F.A. ..Fourth Age Teng . Tengwar

Hi .....Hillman V... Variag

H... Hobbitish(Westron variant) W ..... Westron{Cornmon Speech)
Har ... Haradrim Wm .. Womaw

Hob .. Hobbit Wo ... Wose(Druedain)

Kd ....Kuduk(ancient Hobbitish)

KeY TO THE TABLE ENTRIES
Codes: The statistics given describe each character; a more de-
tailed description of the more important characters can be found in
the main text (see Sections 3.3,4.3, and 5.3). Some of the codes are
seif-explanatory: Lvl(level), Hits, Sh(Shield), and
MovM(Movement and Maneunver bonus). The more complex
statistics are described below. '

AT (Armor Type): The two letter code gives the creature’s
MERP armor type (No=No Armor, SL=Soft Leather, RL=Rigid
Leather, Ch=Chain, Pl=Plate); the number is the equivalent
Rolemaster armor type.

DB (Defensive Bonus): Note that defensive bonuses include stat
bonuses, shield bonuses, bonuses for equipment (e.g., amor
bonuses), and bonuses from continuous spells that are always
applicable. A “+” after the DB indicates that other bonuses may
apply in certain circumstances {e.g., usually spells such as
Deflections, Bladeturn, and Displacement).

Sh (Shield): A “N” indicates that a shield is not normally used,
while a “Y” indicates that a shield is normatly used and is already
included in the character’s DB. Shield references also include
quality bonuses in addition to the normal +25 for a shield (e.g.,
“YS5” means “yes, a +5 shield™).

Gr (Greaves): “A” and “L” are used to indicate arm and leg
greaves respectively; “N” indicates no greaves.

OB’s (Offensive Bonuses): Two offensive bonuses are given for
each character: the Melee OB for the character’s most often used
melee weapon and the Missile OB for the character’s most often
used missile weapon. Melee and missile offensive bonuses in-
clude the bonus for the combatant’s best weapon in that category.
Weapon abbreviations following OB’s;

ba—battle axe bo—bola
bs—broadsword cl—club
cp—cormposite bow da—dagger
fa—falchion hb—halbard
ha-—handaxe hcb—heavy crossbow
ja—javelin ky—kynac

Icb—light crossbow Ib—long bow
Ik—long kynac ma—mace
ml—mounted lance pa—pole arm
(s—quarterstaff ro—rock(med./farge crush)
rp—rapier sc—scimitar
sl—sling sp—spear

sb—short or horse bow ss—short sword

th—two hand sword

wh—war hammer

wp—whip
Animal and unarined attacks are abbreviated using codes from the
Animal Statistics Table in MERP (CST-2): the first letter gives
the attack size (T=Tiny, S=Small, M=Medium, L=Large,
H=Huge); the second two letters give the attack type (Ts=Trample/
Stomp, Gr=Grapple, etc.).
“MAsw"” or “Msw” stands for Martial Arts sweeps and throws,
“MAst” or “Mst” stands for Martial Arts strikes, and “MA" stands
for both types of Martial Arts. The letter before the “M” in one of
these types of attacks indicates the attack’s “Rank” (i.c., “S”=Rank
1; “M"=Rank 2; “L"=Rank 3; “H”=Rank 4). “ik" stands for ikasha:
a throwing weapon (use short sword attack table) with no penalty
to 100" and short bow penalties after that.

“WE” stands for any weapon, including Martial Arts (Rank 4).

An “*” indicates that the weapon has some special effect (e.g., a
damage muitiplier, an additional critical, an unusual range, etc.).

ts—throwing star
wm—war mattock
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Definitions

3.2 DEFINITIONS

The majority of unique terms are described later in the text.

Those defined below, however, are frequently used or very impor-
tant terms.
Ainur: (Holy Spirits) The divine servants of Eru, born out of
Eru’s thought. Although they are formless spirits, they have male
and ferale genders and are capable of assuming corporeal form.
Most of the Ainurreside with Eruin the Timeless Halls outside E4,
but a few — the Valar and Maiar — reside in Ed. The Ainur are
also called the Holy Ones, the Singers, or the Spirits. (See Lords
of Middle-earth, Volume 1.)

Aman: (Blessed Realm) The continent west of Middle-earth,
across the Belegaer (Great Sea). It contains Valinor (the home of
most Valar and Maiar and many Elves), mainland Bldamar, and the
Halls of Awaiting (the place of the dead).

Arda: (The Place) The entire world created by Eru, through his
servants the Valar, including Endor (Middle-earth) and Aman but
not Menel (Heaven). In the First Age and most of the Second Age
itis circular and flat, but in the Third Age it is remade as a sphere.

Belegaer: (Great Sea) The ocean which separates Aman (to the
west) from Middle-earth (to the east). Also called the Mighty Sea
or Sundering Sea.

Beleriand: (Great Country) The northwestermmost part of the
continent, it is the area of Middle-earth west of the Blue Moun-
tains. Most of this land sinks into the ocean and is destroyed in the
cataclysmic batile that ends the First Age. The surviving portions
of Beleriand are called Lindon. Also called the Great Land or
Country of Balar.

Ei: (Existence) Eiis all that is, the whole of Eru’s Creation and
includes Arda and Heaven (Menel). Bom out of the Great Music
(Ainulindalé) that defined the divine order of existence, it remains
wound by the patterns (Essence) of the Song. Outside of E4 are the
Timeless Halls of Eru (The One) and the Ainur {Holy Spirits) and
the Vi 'd (Nothingness). '

Eldamar: (Elvenhome) The portion of the Undying Lands which
includes two parts — (1) the mainland lowlands west of the
mountains of western Aman (the Pel6ri), and (2} the ssland of Tol
Eresséa off Aman’s east coast.

Elves: (Q. “Quendi™) The immortal Children of Eru and the
noblest of the Free Peoples. Also called the Firstbom, they awoke
before Men or Dwarves and were the first race to speak. Elves
settled in both Middle-earth and Aman,

Encircling Sea: (Ekkaia) The great ocean that encircles Arda. It
lies south, east, and north of Middle-carth. Also called the OQuter
Sea. Inthe First Age and late Second Age it was surrounded by the
Walls of Night; but, in the late Second Age, when Arda was remade
as a sphere, it circumscribed and covered most of the world.
Endor: (Middle Land; Middle-earth) The Sindarin Elvish label
for the Middle Continent of Arda. Also called Ennor or Endére.
Ered Harmal: (S. “Mountains of the Golden South”) Mountain
chain in south-central Endor.

Eru: (“The One” or “He that is Alone;” Q. “Ilavatar™) The creator
of E4 and all things within and without.

Dwarves: (Kh. “Khazad”) Although fashioned by the Vala Aulé
before the awakening of Men, this hardy but short race came into
Endor after the Secondbom. Long-lived yet mortal, they remain
apart from both Elves and Men.

Hildorien: (S.“Land of the Followers™) Birthplace of Meninthe
F.A. Hildorien laid south of Cuiviénen, along the northern flanks
of the Mountains of the Wind in the Farthest East of Middle-earth.

Hobbits: (Kd. “Khuduk™) Also called halflings, the Hobbits are
the shortest of the Free Peoples. They are a simple race of curious
origin, divided into Stoor, Harfoot, and Fallohide subgroups.

Iron Mountains: (“Ered Engrin” or “Orongreni”) The mountain
range in the farthest north of Middie-earth. Ever since the cata-
clysm at the end of the First Age, its westernmost portion lies
mostly beneath the sea, while the rest of the range is sundered by
the great Bay of Utlim.

Maiar: (Q. sing. “Maia”) The lesser Ainur who entered Eii as
servants of the Valar. They ure also known as the People of the
Valar, the Servants of Valinor, and the Servants of the Guardians.
The ignorant (notably among Men) call them *“Lesser Gods.” (See
Lords of Middle-earth, Volume 1.)

Menel: (Heaven) Literally the Region of Stars, if includes all of
the heavens and lies above Arda.

Mountains of the Wind: (S. “Ered Gwaen;” Q. “Orostli”’)
Mountain range in southeastern Middle-earth. In the early days of
Arda, before the changes, these peaks comprised the middle range
of the three mountain chains in the East.

Nazgal: (Ringwraith) One of the Nine who as Mannish kings
accepted and were corrupted by the Rings of Power forged by
Sauron. (See Lords of Middle-earth, Volume 1))

Nimenor: (Westemesse) The great island continent located in
the middle of the Great Sea until its destruction (Downfall) in
Second Age 3319. From the early Second Age until its Dawnfall,
Ndmenor was occupied by the High Men (Edain) who called
themselves Niimenoréans. These Men were the ancestors of the
Diinedain race. Nimenor literally means West Land and was the
westernmost home of mortal Men. Elves called it Andor, the
“Land of Gift.”

Orocarni: {Q. “Red Mountains;” S. “Ered Caran’) Mountain
range in northeastern Endor. The Elven birthplace of Cuiviénen
was set in the foothills of these peaks. In the early days of Arda,
before the changes, these peaks comprised the northemn range of
the three mountain chains in the East.

Shelflands: The coastal lands between the Mountains of the Wind
and the Encircling Sea in southeastern Middle-earth. Includes
Lochas Drus, Ka’ish, Arg-Simorig, and Ruuriik.

Undying Lands: Sometimes considered synonymous with
Aman, it includes Aman and Tol Eresséa. its inhabitants — Elves,
Maiar, and Valar —~ are imsortal; thus the origin of the label. The
land itself does not necessartly confer immortality.

Valar: (Q. sing. “Vala;” S. “Belain;” S. sing. “Balan”) The
greater of the Ainur who eutered E2 as guardians and executors of
Eru’s vision. Their were originally fifteen Valar; however Melkor
{Morgoth) fell from grace, leaving seven male and seven female
Valar. The eight called the Aratar are mightiest. Morgoth’s name
was never again spoken by the Exalted and he was counted as the
greatest of the Great Enemies. The Valar are also known as the
Mighty, the Exalted, the Great Ones, the Lords of Arda, the
Guardians, the Lords of Valinor, the Lords of the West, and (by the
ignorant) the Gods. (See Lords of Middleg-earth, Volume 1.)

Valinor: (Land of the Valar) The region in eastern Aman which
is the home of the Valar, most of the Maijar, and the Vanyar Elves.
It lics west of Eldamar and its capital is Valimar.

Yellow Mountains: (Q. “Orolanari;” 8. “Ered Laranor”) Also
called the Mountains of the South, these peaks extend across the
southern part of Middle-earth. In the early days of Arda, before the
changes, these peaks comprised the southem range of the three
mountain chains in the East.



Citations and Conversion Notes

3.3 CITATIONS

Since this is agame supplement, the descriptions in the character
glossaries have been confined to material pertinent to fantasy role
playing. In order to provide the reader with access to more
information, we provide citations to sekected sections of the works:
however, generally only one significant section is indicated.

All citations are italicized. Bold italic print citations denote the
areference to one of Tolkien's works or, when specified, to one or
more ICE products. ICE’s publications contain extrapolated
material and do not contain text attributable to J.R.R. Tolkien.

EXAMPLE: A citation states “Read LotRIF 422. Sec

ICE'sMERP [11." This means you can find more informa-

tion in The Lord of the Rings Part i, The Two Towers. The

material is at page 422 in the Ballantine {U.S. paperback)
version. More data is in ICE s Middle-earth Role Playing

af page 111.

3.4 CONVERTING STATISTICS

This supplement is designed for use with mostmajor fantasy role
playing systems. Since the various FRP rules have their own
particular approaches to combat, spells, and character generation
and development, cerdain common descriptive terms have been
selected. Unfortunately, statistical data such as bonuses and
character “stats” differ widely between systems; after all, they are
keyed to specific game mechanics. ICE has chosen to use percen-
tile (D100) terms as a base, since conversion to D20, D18, and Di0
can be achieved with relative ease. (Note Sec. 3.42 for a handy
conversion chart.) Characteristics (stats) are also detailed in ene
patticular manner; again, simplicity and consistency have been
emphasized, and conversion to your game System should be
relatively painless.

When using this supplement with your FRP campaign, be
careful to note the character statistics before beginning play.
Should any adjustments need to be made, you may wish to consider
the following guidelines. The material provided is in terms of
percentages and is intended to give the reader a relatively clear
picture of the strengths and weaknesses of the individuals and
creatures discussed. Most FRP systemns will relate to the data, and
conversion should be simple; remember, however, that there are
dozens of role playing rules and the change-over from the statistics
given here may be troublesome.

3.41 CONVERTING HITS AND BONUSES
s When converting percentile values fo a 1-20 system a simple rule
is: for every +5 on a D100 scale you geta +1 on a D20.

¢ The concussion hit numbers found in this modute represent

general pain and system shock. They cover bruises and small
cuis rather than wounds. Critical strike damage is used to
describe serious wounds and fatal blows. The hit figures shown
here are less important than those used in game systems where
death occurs as a result of exceeding one’s available hits.
Should you use a game system that employs no specific critical
strike results, such as TSR Inc.’s Dungeons and Dragons®,
simply double the number of hits your characters take or halve
the hit values found in this module.

3.42 CONVERTING STATISTICS FOR
ANY MAJOR FRP SYSTEM
Allthe statistics and numerical information used in this module
are expressed on a closed or open-ended scale with a 1-100 base.
They are designed for use with percentile dice (D100). Use the
chart below to derive appropriate bonuses or to convert the 1-100
numbers to figures suitable for non-percentile systems.

STAT BONUSES

1-100 D100 D20 3-18 212
Stat Bonus Bonus Stat Stat
102+ +35 +7 20+ - 17+
101 +30 +6 19 15-16
100 +25 +5 I8 13-14
98-99 +20 +4 17 12
95-97 +t5 +3 16 —
90-94 +10 +2 15 11
85-89 +5 +1 14 10
75-84 +5 +1 13 9
60-74 0 o 12 8
40-59 Q 0 10-11 7
25-39 0 o 9 6
15-24 -5 -1 8 5
10-14 -5 -1 7 4
5-9 -10 -2 6 3
34 . -15 -3 5 —
2 -20 -4 4 2
1 25 -4 4 2

A NOTE ON STATS ABOVE 102

MERZP and Rolemaster provide bonuses and PP/level’s
for stats up to 102, Due to the special powerful nature of the
characters presented in LOME (e.g., Maiar, Eldar, Kings,
High Men, etc.), stats are often included that exceed 102,
The chart below provides the bonus and PP/level values that
were used to calcujate the capabilities and bonuses for the
characters in LOME. Round down if a fraction results (e.g.,
forastatof 111, the normal PP/ivlis 8.5 rounded down to 8).

PP/level

Stat Bonus Normal Maia/Valar
100 25 3 3

101 30 3 3

102 35 4 4

103 40 4 5

104 45 5 6

105 50 5 7

106 55 6 8

107 60 6 9

108 65 7 10
109 70 7 11
110 75 8 12
110+ +5/stat pt. +.5/stat pt.  +1/stat pt.
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Conversion Notes

3.43 CONVERTING STATS

Ten stats are used to describe each character detailed in the
module. Should you use a character development system with
different characteristics and/or an alternative number of stats,
simply follow these steps:

1) Assign the appropriate stat from your FRP system to the value
given beside the anmalagous characteristic listed in the module.
If your rules use fewer stats, you may wish to average the values
for those combinations of factors which contribute to a charac-
teristic found in your system (e.g., dexterity = an average of
quickness + agility). Should your guidelines utilize more stats
to describe part of a character, you may wish to use the value
provided for more than one “corresponding”™ characteristic
(e.g., you might use the value assigned to constitution for both
endurance and durability}. The following is a chart listing some.
examples of equivalent stat terms:

STRENGTH: power, might, force, stamina, endurance, condi-
tion, physique, etc. Note that the vast majority of systems
tnclude strength as an attribute.

AGILITY: dexterity, deftness, manual skill, adroitness, ma-
neuverability, stealth, dodging ability, litheness, etc.

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

CONSTITUTION: heqlth, stamina, endurance, physical resis-
tance, physique, damage resistance, eic.

SELF DISCIPLINE: will, alignment, faith, mental strength or
power, concentration, self control, determination, zeal, etc.

EMPATHY: emotional capacity, judgement, alignment, wis-
dom, mana, magical prowess, bardic voice, etc.

REASONING: intelligence, learning ability, study ability,
analysisrating, mental quickness, logic,deductive capaczty
wit, judgement, 1.0., eic.

MEMORY: intelligence, wisdom, information capacity, men-
tal capacity, recall, retention, recognition, eic,

INTUITION: wisdom, luck, talent, reactive ability (mental),
guessing, ability, psychic ability, insight, clairvoyance,
inspiration, perception, pre-sentiment, efc.

PRESENCE: appearance, level-headedness, panic resistance,
morale, psychic ability, self control, vanity, perceived
power, mental discipline, bardic voice, charisma, etc.

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

3.44 CONVERTING COMBAT ABILITIES
Allcombat values are based on MERP or Arms Law/Claw Law.
The following guidelines will also aid conversion.

1) Strength and Quickness bonuses have been determined ac-
cording to Table 342 above. Note that the stats you are using
and compute these bonuses using the rules under your system;

2) Combat adds based on level included here are: +3/level for
fighters and rogues, +2!/level for thieves and warrior monks,
and +1 flevel for bards, monks and rangers. Simply take the
level of the character, note his character class (or equivalent
under your system), and compute any offensive bonuses (due to
level) appropriate for your game. Note that the bonuses other
than those mentioned under armor type are “affensive” adds.

3) If your system is based on Skill Levels (or other skill incre-
ments}, use the offensive bonus as given. You may have to
convert the add to a non-percentile value. Alternatively, you
may wish to note Section 4.37.

4) Armor Yypes given are based on the following breakdown:
Armor type Covering Description

1 Skin (or light/normal clothing)

2 Robes

3 Light Hide (as part of body, not armor)
4 Heavy Hide (as part of body, not armor)
5 Leather Jerkin (pliable leather)

6 Leather coat

7 Reinforced Leather Coat

8 Reinforced Full-Lengrh Leather Coat

g Leather Breastplate

10 Leather Breastplate and Greaves

11 Half-Hide Plate (as part of body, not armor}

12 Full-Hide Plate (as part of body, not armor)

13 Chain Shirt

14 Chain Shirt and Greaves

15 Full Chain

16 Chain Hauberk

17 Mezal Breastplate

18  Metal Breastplate and Greaves

19 Half Plate

20 Full Plate
Simply look at the armor description and substitute the appro-
priate armor typelclass from your FRP system;

5) Defensive bonuses are based on the NPC’ s quickness bonus as
computed on Table 3.42. Where the defensive bonus is in
parentheses, the value also includes the added capability of a
shield (an extra 20 for non-magic normal shields, plus any
value for magical enhancement). In such a case, simply note
that there is or is not a shield, and if there is, what type.

3.45 CONVERTING SPELLS & SPELL LISTS

Spell references provided here are in the form of “lists,” group-
ings of related spells. Each list has a common theme and normally
will bave a different but related spell at cach level. For instance,
knowledge of “Fire Law” to tenth level would result in the
acquisition of 10 similar fire-based spells, one of each level from
onetoten. Whetherthe spell user could effectively castthese spells
would be up to the GM, the system, and the caster’s level or degree
of skill. FRP systems using rules which provide for the learning
and development of spells through “colleges” or along specialized
lines employ concepts similar to those used in this module.

Many systems, however, dictate that player characters or NPCs
undertake to learn but one spell at a time, often with norequirement
that its subject matter/effect relate to a particular background or
pattern. Converting the NPC spell lists to individual speli counter-
parts will be more difficult, but can be achieved with relative ease
using the following guidelines:

1} Look at the NPC’s spell lists and note the various names for the
groupings. Each name will indicate what type of spell speciali-
zation the NPC has followed (e.g., the “Fire Law” list indicates
a preference for fire-oriented spells);

2) Note the NPC' s level and determine the number of spells or spell
groupings helshe would have under your game system. Also
consider the level of power of accessible spells the NPC would
have (e.g.. a Sth level magician under your rules might have a
maxinum of 8 spells - two 3rd level spells, three 2nd level spells,
-and three 1st level spells).

3) Select spells from your syo‘{em appropriate for a spetl user of the
NPC’s level and profession, keeping in mind that the prefer-
ences indicated in the module should be followed where pos-
sible.
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3.46 A NOTE ON LEVELS

-When uvsing certain “level-systems,” a GM may find that the
levels provided make characters too powerful for his world sys-
tem. If this is the case, multiply the levels given by .75 or .6
depending upon your situation. This would reduce a 20th level
character to a 15th level or 12th level character respectively.
Remember to reduce appropriate bonuses accordingly.

3.47 SKILL BONUSES

General skill bonuses can be obtained by taking the level of the
character and calculating the appropriate bonus under the system
being used. An NPC’s add, as noted above, will be based on a
compilation of level, his weapon and/or other items, the relevant
stats, and skill levels. The normal bonus derived from skill
development has been computed as follows: {a) where the skili
levelis zero the bonus is -25, a reflection of basic unfamiliarity; (b)
d bonus of +5 is awarded for skill level one (a +30 jump); {(c} for
each skill level between one and ten an additional +3 bonus is
applied (e.g., skiil level nineteen yields +68}; (d) for skill levels
eleven through wenty the additional bonus is +2 (e.g., skill level
nineteen yields +68); (e)for skill twenty-one through thirty an ad-
ditional bonus of +1 per level is awarded (e.g., skill level tweniy
eight yields +78); and (f) a bonus of +1/2 is given for each skill
levet above thirtieth level.

3.5 ROLEMASTER SKILLS IN LOME llI

MERP and Rolemaster are skill based systems. Each character
and NPC is decribed not only by his vital statistics (such as
Strength, Constitution, etc) but also by the skill bonuses which he
has earned. These values usually run between 1-100 (ie., a
percentage scale) but powerful characters, or characters who have
intensely developed a skill may have values over 100.

The LOME series uses more skills than any other part of .C.E.’s
fantasy role-play systems published to date; MERP and Rolemas-
ter. Veteran players of .C.E.’s FRF games no doubt noticed a few
new skills in LOME I with which they were not familiar. What
follows is acomprehensive list of all skills nsed in LOME with the
relevent vital statistics which contribute bonuses to that skill, as
well as a revised set of abbreviations. :

If no skill bonus is given for a character, it indicates that he/she
has no skill ranks for that skill. Itis entirely possible, however, that
the character’s stat, level, and/or profession bonuses would still
give that character a bonus for that skill. Certain skills are not spe-
cifically described in MERP or Roelemaster because they are
seldom used in a normal campaign (e.g., administration, crafting,
‘architecture, etc.). These skills are merely used to give an idea of
character skills developed outside of an adventuring environment.

none  Melee
none  Missile

ST/ST/AG hand to hand attack
AG/AG/ST bows, slings, etc.

DB Defensive Bonus QU DB derived from shields,
magic,adrenal def., etc

Climb Climbing AG Primary Skill

Swim Swimming AG Primary Skill

Ride Riding EM/AG Primary Skill

DTraps Disarm Traps IN/AG Primary Skill

PLock Pick Locks IN/RE/AG Primary Skill

S&H Stalking&Hiding AG/SD Primary Skill

Perc  Perception IN/IN/RE  Primary Skiil

Rune Read Runes EM/IN Primary Skill

S&W Staves&Wands ¥ EM/IN Primary Skill
Primary Skill

Chan Channeling IN

DSp Directed Spells AG

Primary Skill
Amb Ambush none Primary Skill
LI Linguistics none Primary Skill
AMov Adrenal Moves PR/SD Primary Skill, 5 kinds
ADef Adrenal Defense none Primary Skill

MAst Martial Arts Strikes ST/ST/AG  Primary Skill
MAsw M.A. Sweeps&Thr. AG/AG/ST Primary Skill

BDev Body Development CO Primary Skill

Acro  Acrobatics AG/QU Secondary Skill

Act  Acting PR/EM  Secondary Skill

Admin Administration RE/PR  Develop as Meditation
AnimH Animal Healing EM/RE  Secondary Skill

AnimT Animal Training EM/PR Develop as Herding
Appr Appraisat RE/ME Develop as Music

Arch  Architecture RE/EM Develop as Mathematics

AthG Athletic Games ST/AG/QU As Acro. (Fighters.at 1/4)

Cave Caving SD/RE  Secondary Skill
Chem Chemistry RE/ME Develop as Cookery
Cont Contortions AG/SD  Secondary Skil}
Cook Cookery IN/RE  Secondary Skilt

Craf  Crafting AG/SD Develop as Fletching
Dance Dance AG/IN  Secondary Skill

Dipl Diplomacy RE/EM  Develop as Falsification
Div  Diving SD/AG  Secondary Skill

Fals Falsification SD/RE  Secondary Skill
FAid First Aid SD/EM  Secondary Skill

Flet  Fletching AG/SD  Secondary Skill

For  Foraging IN/ME  Secondary Skill

Fren Frenzy EM/SD  Secondary Skill
Gamb Gambling ME/PR Secondary Skill
Heréd Herding EM/PR Secondary Skill
Lead Leadership PR/RE  As Acting (Fighters 1/3)
LWork Leather-working AG/RE  Secondary Skill
Math Mathematics RE/ME Secondary Skill

Med Meditation PR/SD  Secondary Skill

Mus Music AG/EM Secondary Skill

Nav  Navigation RE/IN  Secondary Skilt

PSp  Public-speaking EM/PR  Secondary Skill
RMas Rope Mastery ME/AG Secondary Skill
Row Rowing SD/St  Secondary Skill

Sail  Sailing EM/IN  Secondary Skill

Sed  Seduction EM/PR Secondary Skill

Sig  Signaling ME/SD  Secondary Skill

Sing Singing PR/IN  Secondary Skill

Ski Skiing AG/SD  Secondary Skill
Smith Smithing ST/AG  Secondary Skill
SpMas Spell-mastery varies Secondary Skill

Star  Star-gazing IN/ME  Secondary Skill
Stone Stone-carving SD/AG  Secondary Skill
S&T Strategy&Tactics IN/RE  As Frenzy (Fighters 1/3)

Subd Subduing AG/QU  Secondary Skill

Track - Tracking IN/RE  Secondary Skill
Trad Trading RE/EM  Secondary Skill
TrapB Trap-building RE/EM  Secondary Skill
Trick Trickery PR/QU  Secondary Skill
Tumb Tumbling AG/SD  Secondary Skill
Wea  Weather-watching IN/JEM  Secondary Skill

Wood Wood-carving AG/EM Secondary Skill

NOTE: Costs for “Primary Skills” are given in Section 3.0 of
Ch&Cal; and costs for “Secondary Skills” are given in Section
{4.14 of Ch&Cal..

t — Staves & Wands is the “Use ltems” skill in MERP.
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PART TWO
4.0 HOBBITS

Aka: Periannath (sing. Perian); Kuduk (H.); Kid-dikan (R.
“Hole-dweller”); Banakil (W. “Halfting”); Holbytla (R, Hole-
builder”).

The fabric of the grand history of Middle-earth has been woven
by the powers of the great races. The Elves stand above all in craft,
word, beauty, and song. Dragons darken the skies and level the
mountains with their immensity. Balrogs overwhelm by their
might all but the very greatest of the immortal lords. The Istari,
both good and evil, fire the imagination by their unmatched
proficiency in the arcane arts and acquaintance with the hosts of
heaven. Men excel in heroism, versatility, and in their humanity.
The powers of Dwarves, Ents, Orcs, Trolls, and Undead are
extolled in ballad and legend. But where among atl these do the
diminuitive Hobbits stand? While the Great fill the tales of Middle-
earth’s struggles, Hobbits go almost entirely unnoticed. In fact,
histories entirely overlook the smallish folk until the records of the
Third Age! There are no great Hobbitish tales of the Eldar days. No
artifacts of renown have been crafted by their clever hands. None
of their lords has commanded the vast legions of Middle-earth,
But, they do have their strength: a great gift, but one frequently
accounted only as of little value. Were it not for the power of
Hobbits, Sauron could have succeeded, and dawn would have
perhaps never again broken over the world!

4.1 AN OVERVIEW OF THE HOBBITS

As has been stated, early records of the Hobbits are virtually
nonexistent. Before T.A. 1050, there are no records of the Hobbits
at all. The most frequent and respected theory regarding their
origin is that they awoke in the East at the same time as Men. Just
as the Men formed three different families, so did the Hobbits: the
Harfoots, Stoors, and Fallohides. From their awakening, they
apparently migrated west and south. Perhaps the greatest bulk of
the Hobbitish peoples dwelt in the Vales of the Anduin during all
the years before they were noticed by the historians of the Big
People. However, it is probable that there are communities of
Hobbits in the East and South which have not to this day been noted
in any significant historical record. Wherever Hobbitish
communities were founded, they remained quite contentedly
overlooked in their quiet townships and shires for more than two
Ages of Middle-earth.

4.11 HOBBITISH HISTORY

While the Litte People sometimes were accidentally caught in
the overflow of the campaigns of larger creatures, such as Men and
Orcs, their lack of aggression and presumption have kept their
history largely peaceful. Small skirmishes involving Hobbitish
defenders are considered by them to be major campaigns, and
surviving leaders are remembered as mighty heroes. Hobbits have
only occasionally had significant dialogue and traffic with Men
and the Dwarves, ard more rarely with the Elves. Infact, thatlatter
dialogue is 30 rare, that some Hobbits doubt the very existence of
the Elves. But, as provincial as they are, the greatest Hobbitish
interaction with the world was also the most significant work in the
terrible War of the Ring, in which a few Hobbits literally succeeded
in saving all their world.

The earfiest record of the Hobbits mentions that in T.A. 1050
they resided with the Northmen in the Anduin Vales between the
Misty Mountains and the Greenwood. Meriadoc Brandybuck

many years later discovered in the Hobbitish dialect words and
names reminiscent of this period. When the Great Evil entered
Greenwood, changing it into the awful Mirkwood, Hobbits
migrated west over the Misty Mountains into Eriador, finding both
Men and Elves in a broad and fertile land. Fallohides and Stoors
entered Eriador later than Harfoots, coming in T.A. 1150 and T.A.
1300, respectively. There the Hobbitish peace-loving character
again served them well, allowing the little folk to remain
uncmbroiled in many tragic conflicts, Except for the desperate
scavenging incited by the Great Plague in T. A. 1636, there were no
armed conflictsin the Shire until T.A. 2747. The battle fought there
inthat year was remembered and celebrated grandly by the Hobbits
as the Battle of Greenfields. It was in the world’s perspective really
only a minor Orcish raid. But it was in this conflict that Bullroarer
Took distinguished himself, and the game of Golf was invented by
the detachment and rolling of the hapless Orc-leader Golfimbul’s
head. In truth, the suffering and predaticens of the Long Winter of
T.A. 2758 were far more serious and significant than this earlier
skirmish. The Hobbits lived in along peace, even while the greater
races warred and struggled all about them, Before the War of the
Ring, even Sauron was unaware that they existed! Throughout
time, their characteristic lack of stature benefited Hobbits, for no
one assaulted them, and their communities expanded and
prospered: Hobbiton, Tuckborough, Michel Delving, Qatbarton,
Frogmorton, Longbottom, Tighfield, Bree, and others.

Hobbits honor some of their number highly. Before the War of
the Ring one of the most famous Hobbits of all time was Bandobras
Toak, the largest of all Hobbits to that date —4°5" tall. Bandobras,
better known as Bullroarer, was the hero of the Baitle of
Greenfield, and the slayer of Golfimbul, the enemy Orc- chieftain.
Also celebrated are Marco and Blancho, the Hobbitish leaders who
negotiated the acquisition of the Shire lands from the Dunedain of
Arnor under King Argeleb II. This king granted to the Hobbits all
the land from the Brandywine River to the Far Downs, to settle and
farm indefinitely. The Hobbits were only required to acknowledge
and support Arthedain’s kings and decrees, and their messengers.
Additionally, they maintained the Great Bridge. Marco and
Blancho led the Hobbits into the Shire in the dramatic march from
Bree over the Bridge of Stonebows, They are also noted as those
who played the greatest roles in settling the unrest which naturally
occurred during the division of the properties to different tribes.
Twice later these lands were extended: once in T.A. 2340, whenthe
Oldbucks settled Buckland; and in F.A. 32, when King Elessar (i.e.
Aragom II) added the Westmarch to the holdings of the Shire.

Hobbitish history makes note of Buccaof the Marish, the Shire’s
first Thain and founder of the Thain’s hereditary line. Also
remembered is Isengrim Took, named Isengrim II, who was the
twenty-second Thain of the Shire. Grandfather to Bandobras,
Isengrim was the largest Hobbit on record (until his grandson
attained adulthood} and was the architect of the Great Smials (i.c.,
Hobbit-holes) of Michel Delving, But the most revered Hobbit
before the War of the Ring was Tobold Homblower of
Longbottom. This celebrated hero was the first to cultivate the
plant Galenas, later called pipeweed. Pipeweed became amainstay
of Hobbitish culture, relaxation and enjoyment, and many of the
little people make their toasts in Toby’s honor. Tobold forever has
an unfading place in Hobbitish hearts, and they have named an
extremely fine strain of pipeweed “Old Toby” in his honor.

But there were no world-famous Hobbit heroes until the Quest
of Erebor and later, the awesome War of the Ring. Bilbo Baggins,
one of the leading heroes of the campaign in which Smaug the
dragon was slain, distinguished the Hobbits for all time. He
acquitted himself with bravery, strength and finesse; Gandalf saw
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in the Hobbit potential that other races could not equal. Bilbo later
made additional major contributions by his numerous scholarly
writings, memoirs, and poems. But his most important role in
world history was the fated discovery of Sauron’s One Ring in
Gollum’s lair, This terrible item was passed on to his heir Frodo
Baggins who, along with Samwise Gamgee, saw to its destruction
in the critical events of the War of the Ring. They were assisted by
two other Hobbits whose names became nearly as famous as their
own: Peregrin Took and Meriadoc Brandybuck. These little folk
went on to achieve further startling victories and status, not to
mention gratitude, among the Free Peoples.

Their feats include being knighted by Gondor, serving as the
squire of King Théoden, Troll-slaying, and the finish of the Witch-
king of Morgul, first of the Nazgiil. These five remarkable Hobbits
— Bilbo and those of the Ring company —lifted their people from
virtual obscurity to standing as the charopions of the free earth.
And so the Hobbits were sung of by the Big Peoples of the world,
although they, in their provincialism, did not return the favor.

4.12 HOBBITISH NATURE

“They do not and did not understand or like machines more
complicated than a forge-bellows, a water-mill, or a
handloom, though they were skillful with tools.”

—LotR 1, p. 20.

The greatest power of the Hobbits is their changeless, childlike
innocence and simplicity. While seldom noted as a world-
changing power, Hobbitish innocence was in fact the power which
saved the Free World. Although this character has produced
among the Hobbits an insular, provincialistic, and unambitious
society, Hobbitish interactions are also nearly harmless in the best
sense of that word. Seldom duplicitous or mean, Hobbits usually
aspire onty to relax, eat, smoke pipeweed, and produce lovely,

homey little communities. Very importantly, these traits render
Hobbits incredibly difficult to seduce. Being uninterested in
sophisticated knowledge or power and happily ignorant of most
evil or cunning, Hobbits possess the strongest naturally occurring
racial resistance to all forms of magic. Likewise, they can also
resist for a Jong period of time the massive wills of artifacts or
spirits. In this way, the Hobbits Bilbo, Frodo, and Samwise were
able to resist the power of Sauron’s own One Ring for a far longer
timethan could any other beings. Thus, Frodo attempted to give the
Ore Ring away te Gandalf, to the Lady Galadriel, and to the other
lords of the Free Peoples. These lords, amazed and knowing their
own weaknesses, feared to take the Ring and refused Frodo's
generosity. Bach suspected that he could not resist for an instant
that which Frodo bore for nearly the entire journey to Qrodruin.
Yet some Hobbits lose the protection granted by their
simplicity. So it was that the greedy Stoor Sméagol, tater known as
Gollum, was almost immediately bewitched by the One Ring and
served as the agent of Sauron’s will again and again. Conversely,
Frodo’s merciful decision not to slay the pathetic Gollum worked
with destiny to destroy the Ring at Mount Doom. Hobbits are
discomfited by the presence or interests of a greedy or cunning
character. While ignorant of a subtle person’s intentor capabilities,
a Hobbit often will quickly distrust or dislike such persons, Frode,
who had willingly offered the Ring 1o others, instinctively did not
trust the weak-willed Boromir, and so prevented a greater disaster
than that which befell the Company. In the end, it was Hobbitish
innocence which saved Middle-earth from Sauron and his Ring,
power which Sauron could not understand, properly estimate, or
conquer. The Dark Lord could never consider thatanyone might be
interested in destroying the precious and evil One Ring rather than
using it for himself. So Sauron chased the Company, but he did not
guard the place of the Ring’s destruction as he might have.
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Only in the moment when Frodo wore the Ring at the very crack of
Mount Doom did Sauren realize his error. No one but 2 Hobbit could
bear the burden of the Ring and deliverit to the place of its unmaking.
None but the Hobbits could resist its insidious eroding influence long
enough to succeed in the great quest. (This subtle power Gandalf
recognized long before anyone else.) The lords of the Free Peoples
based their last desperate hope vpon a Hobbit, and by him Middle-
earth was rescued from the brink of destruction.

Puys1cAL CHARACTERISTICS

Hobbits are best known by their unique blend of physical traits.
They are the smallest of the speaking peoples, averaging between two
and four feet in height. For this reason, early on, they were often
referred to as “Halflings” (Rh. “Bapakil”). They tend to eat
prodigiously, and so most range in girth from pudgy to obese.
Protruding round bellies are ubiquitous among theirkind, For all their
stoutness, Hobbits are remarkably dextrous in body and hand. They
are quick, subtle, and agile. This makes them excellent sneaks, fine
archers (although their bows by necessity are quite small), and
admirable craftsmen. Hobbitish hands sport surprisingly long,
slender and nimbte fingers, which are gifted in performing almost any
non-magical or non-technical craft. Thus their homey art, decor,
implemenits, toys, gardens, clothing, and adornments are usually of
very fine quality. Their hands and feet are oversized and more hairy
than the other speaking races, enough to be considered furry.

In addition to their deftmess, Hobbits possess endurance and
constitution rivalling the Dwarves. They are resistant to femperature
extremes, especially in their hands and feet. For this reason all
Hobbits (except Stoors) usually go barefoot, even in the most
inclement of weather, Although most Hobbits insist on regular
feeding and relaxation; if pressed, every Hobbit can endure extended
travel over very rough terrain. Hobbits age more slowly than humans,
attaining aduithood only in their thirties, and many live longer than a
hundred years. Any Hobbit over one hundred-twenty is considered
ancient and will be recorded as part of their Hobbit-region’s lore.

There are three distinct races of Hobbits, varying not so much in
color as in build. By far the most common, Harfoots are also the
shortest Halflings. They rarely exceed three feetin heightand possess
uniformly curly nut-brown hair and brown skin. They grow no facial
hairbut, as their name indicates, iave very hairy feet. Harfoots are the
stereotypical Hobbits and are what most folks imagine whenever they
think of the little people. They are famous for building Hobbit-holes
(as dwellings) calied Smials, which earned the ancient name for their
race: Kfid-dikan (Rh. “Hole-dweller”}. Harfoots were the first of the
Hobbit peoples to enter Eriador.

Stoors are in general stouter and stronger than Harfoots and also a
little taller. They resemble Dwarves more than do other Hobbits, even
sporting the facial hair almost entirely unknown among Harfoots and
Fallohides. Some folks have postulated that the Stoors are a result of
genetic mixing of Dwarves and Hobbits, but neither Dwarves nor
Hobbits take these theories very seriously; nor do Hobbits especially
consider this 1o be a polite topic at dinner. Stoors often have skin color
a little lighter than the Harfoots. Surprisingly however, a Stoor will
occasionally be bom with exceptionally dark pigmentation, ranging
closer in color to the darkest human races. Stoors are often more
adventurous than Harfoots, but not nearly so much as the Faliohides.
They are considered the most Mannish of Hobbits, conversing with
Men often and living in bouses built above-ground, made of thatch,
wood, and stone: Stoors were the last of the three Hobbit peoples to
enter Eriador, arriving in T.A. 1300. Some Stoors returned to such
locates as the Gladden Fields after the Witch-king’s might began to
be exerted in Angmar and could be found there for many years after
T.A. 2500. It was from such a clan that Smeagol, known as Gollum,
descended. Most of the Duntand Stoors eventually migrated 10 join

their kin west of the Baranduin in the region later called
Buckland shortly after the founding of the Shire (T.A. 1601).
These Hobbits of the Eastfarthing and Buckland everafter
seemed 2 little foreign to the other Hobbits of the Shire.

The tallest Hobbits are Fallohides. They tend to be the
slimmest as well and, as their name indicates, the lightest in
pigmentation. Although sandy-brown curly hair predominates,
Fallohides have produced a surprising number of blonds,
Sometimes appearing almost like tiny Elves, Fatlohides are the
most beautiful of the little people. Fallohides are also the rarest
Hobbits and are occasionally altogether overlooked or
inaccurately catalogned in their locales as being a pygmy
human culture. It is noteworthy that, speaking in percentages,
Fallohides have produced by far the greatest number of
Hobbitish adventurers throughout history. In fact, many of the
adventurers of the other clans, such as individuals from the
Harfoot tribes, partake of some Fallohide ancestry. Fallohides
were the second Hobbitish people to enter Eriador, coming a full
century behind the Hadfoots in T.A. 1150,

CULTURE AND SOCIETY

The values at the foundation of Hobbitish culture are
conservatism, cheeriness, peace and contentment. They judge
everyone by his degree of conformity and satisfaction with quiet
village life. Typical Hobbitish activities iaclude eating,
relaxing, smoking pipeweed, gardening, uvnhurried working,
and large social gatherings, mostly distinguished by eating and
gift-giving. Ambition, adventurous spirit, discontent, and
worldliness are frowned upon. The local subsistence activites
depend, of course, on the geography of the community, and
preference varies by race. Harfoots cherish the hillsides,
highlands, and downs. Stoors prefer riversides, valleys, and
flatlands. Faliohides delight in cool northern woodlards. Most
Hobbits uniformly enjoy the simple working life of farming,
milling, and crafting,

Hobbitish dwellings also vary by ctan, but all are low
structures. Hobbits dislike heights in general, despising towers
and staircases, and rarely construct anything over one-story in
height. Occasionally an entire Fallohide communrity will break
the stereo-types, perhaps enjoying such a close relationship
with a nearby Elven communrity that they build homes in trees,
as do many Silvans. Each Hobbitish community has its own
independent govemmental style, such as the hereditary Thain
office in the Shire. Hobbits are monogamous, and bachelorhood
(like that of the Ring bearers) is rare: most marry. Hobbits
typically trace family lines both patemally and matemally,
although Stoors trace their lines only through the maternal side.

Hobbits prefer their lives to be happy and duil, chiefly taken
up by six large meals per day, comfortable labors and crafts,
various mundane enjoyments, and bright clothing: usually
green and yellow. They are conformist and dislike the bizarre
and unusual more than anything else -— except Wargs and Orcs
(which are uniformly hated by all Hobbits). They shun
adventurers and do not mingle with the other races much,
considering them toc loud and trouble-making. Yet, Fallohides
at times enjoy the company of Big People, especially the Elves;
Harfoots prefer the quiet Dwarves; and Stoors are most
comfortable with Men, even those of the Dunland, from whom
they have derived a strange Hobbitish/Dunnish dialect.
However, almost all Hobbits have, since the 13th century of the
Third Age, adopted a common Westron dialect in preference to
their own abandoned tengue catled Khuduk. 1n this significant
way Hobbits have adapted to their neighbors. Hobbits
occasionally like to tell stories about adventuresome characters,
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especially Hobbits; yet they are tremendously reserved and
suspicious when faced with such ill-fitting and individualistic
characters in real life. They are so provincial that when Frodo
accomplished the salvation of the free world, they were more
impressed with Merry and Pippin who threw the undesirables out
of the Shire after the Ring quest, and with Samwise Gamgee, who
helped the local fruit trees bear rich crops.

Hobbits find excuses to hold parties often, as frequently as once
a week or more. Their informal religion also engages them several
times a year in festivals where they celebrate the gifts of nature,
especially at the New-Year, Mid-Year’s Day, Harvest, and Yule.
These festivals are significant enough that the Hobbits interrupt
their regular dinner parties for thése more splendid feasts.

Stoors and Fallohides exhibit some personal characteristics
peculiar to their clans. For example, the Stoors, living in flat river
lands, learned much better than other Hobbits water skills, such as
boating, fishing, and swimming. They also wear shoes or boots
more frequently than the other usually barefoot Hobbits; it's
necessary in the often-muddy weather of their homelands.
Fallohides, meanwhile, are hunters rather than farmers and are
more aggressive and possessed of leadership-character than are
other Hobbits, As noted before, these traits have surfaced in some
families with mixed Fallohide genealogy, most notably the Tooks,
Brandybucks, and Bolgers. The Fallohides also excel in the Elvish
skills, such as language and song, more than in common
handicrafts, such as weaving or woodworking.

CRAFTMANSHIP

Hobbits, especially Harfoots and Stoors, excel in the crafts
common among rural peoples. Their skillfut slender fingers
produce high quality products in wood and leather. Their designs
are pragmatic and light and benefit from centuries of undistracted
experience. Harfoots frequently make archery equipment. Stoors
produce remarkable fishing lines, poles and nets, Jures and small,
lightboats. Should arare Hobbitish craftsman apprentice in a more
urban area, he can produce exceptional ivory and metal work of
decorative, practical, or even military nature. Occasionally
Hobbitish craftsmen are employed to do filigree and other
engraving on items of great value, such as weaponry, armor, and
jewelry for noble families. Such workmanship frequently
commands prices up to ten times normat (aithough it is often not
the Hobbits who primarily benefit from the increase).

NOTE: If a Hobbit ever becomes comfortable around a
forge, his light, resilient, and extremely sharp daggers,
missile points, short swords and chain mesh are of very high
quality (+10 to +15) and are appropriately priced.

WARCRAFT

Naturally, the Hobbits’ smallish frame dictates much of their
approach to armed conflict, which fortunately they encounter
rarely. In size, of course, Hobbits give way to all other speaking
races and can challenge only the smallest Goblins or Orcs face-to-
face. Since Hobbits can almost never adequately confront other
peoples in melee, they have done very little in the area of shield or
armor work, or with weapons that depend on mass for effective-
ness. Short swords, daggers, slings and short bows are by far the
most common Hobbitish implements for war. However, many
rural and farming Hobbits are fond of axes in combat. The only
shield orarmor they use must be light or fine enough to notinterfere
much with Hobbit agility, whichis their only advantage. Occasion-
ally a very large and aggressive Hobbit will wield a broad sword,
javelin, club or handaxe with two hands (since for him it is like any
other races’ two-handed weapons). Bullroarer Took, the largest of
“ all Hobbits {that is, before Peregrine and Meriadoc drank the Ent

draughts) became famous by wielding his over-sized club two-
handed and knocking the head off the Orc-chieftain Golfimbul.
Most frequently, when Hobbits are on the battlefield, they are
organized into an archery contingent which supplements the work
of other more primary battlefield units of the Free Races. In such
contingents, the Hobbits can be much more than a nuisance to their
enemies as the skies fill with their small but accurate deadly
missiles. The only Hobbitish unit which stands with any kind of
regularity is called the Hobbitry-in-Arms, the Shire militia.

It must be noted, however, that many generalizations collapse
when one looks at the War of the Ring, and especially its last
conflict, the Battle of Bywater. This incident featured not only the
Hobbitry-in-Arms, but also the regular troops of the Thain, Paladin
I[I. Paladin and his son Peregrin (“Pippin’™) were remarkably
successful in a frontal conflict against the human ruffians, the
Chief’s men. Due to their skill, boldness, and determination, they
trounced their enemy, killing seventy and losing only nineteen.

Very rarcly are Hobbits mounted in battle. They use tiny ponies
which they address by common first names. Hobbits show a
surprising amount of gristle and determination and will never
abandon friends still in conflict on the battlefield. Their traditional
caution is overcome by their belief in personai loyalty, While full
of fear, a Hobbit will still brace himself and face the foe if he feels
he must help a friend in need. Seldom does anyone notice a
Hobbii’s heroism, except the friend who might be rescued, for
Hobbits do not perform heroically to be noticed.

Magic AND RELIGION

Hobbits are more disinclined to use magic than any other race,
with the exception of Orcs. Hobbits simply are not interested in the
complexity of the theory, philosophy and alchemy of magic. The
most common “magic” spoken of in reference to Hobbits is their
uncanny quietness and their ability to suddenly disappear when
Big People come lumbering around. Likewise, their skill with a
sling, short bow or thrown dagger is nearly magical,

Yet within any 