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o] The Kingdom of Cardolan encompasses all of the lands between the Rivers Brandywine,
Greyflood, and Hoarwell. For a time, Cardolan stood at the forefront of resistance to the forces of
the Witch-king, mounting campaigns against his Orcs, Trolls, and Easterlings. Those were the
days of the Royal Army. Now only mercenaries and adventurers remain to block the advance of
Darkness. The conflict rages on, but it is a war of pillaging, burning crops, and inconclusiye
sieges; war with little honor and no glory.

EXPLORE:

» THARBAD, greatest surviving work of the Nimendreans

*» LOND DAER ENEDH, Aldarion’s ancient seaport

*» BARAD GIRITHLIN, mighty tower of the Great Houses of Cardolan




= 300' =

i |

B:le% %

50'

A~

WA
wry
\IH;\\

‘“”»‘r

\\||’ 1

e

ARSI
x \:‘ \\m
are

WA (g7 NI

Wre A\ W
i

oy, W e
AR\ \\[.r,',

it Sk i
(N7 it Ay
o\ WM

W KUY AN
\\\”f o Mt 7
Mg M A W
\\‘I-1h \““'
‘l,l--—a
i

e

T e kLt 18

Nty

‘\\IH

" v

T,

I\
W \\“
AN

e LT

JREPTIL ST

A A it

x
\\1 y \\l . B N
\\lll, \.. \! TH

e L

T

et
iy ,
%“h i M e Ml W
N W e,
Wiy Wt gV
\\l“’l
Wk

W W
e
ALY \\\.‘rr, N Ay

WA e ey,

e M“”‘m.-,. e

KU

A ¥ ", \‘:
A W 1 i
sire A Wire fe

Mes AR

WL yiltee
'\\\Ir;,\ .

\“‘ll
LSULLE
AWM e, N g
L
‘\\h'\uw, ANy
NN AL e

\

WO N7 A\
\'\\\It ¢

AN TEE

\er W
A1 L
e i e

R P
P o +

RS
i
Y

alis wiin?

]
AL

N
s\

S

\"n, \Ies

Se e
L

i

Rl L4 .:
K77

WMy Sy

L
\.
\\\l Wy

R

NI ..'. \.-‘
LT S
EU \\\Ih;

VA
PONTRS

ey

gt
a e

Wi \\I”,’
M

Il
e AT

S W e
) Wl My

et e

Metraith

Wy e

Wby N N77\U7; S
'
N WA, W a\re
TP LU
R\

Processional Road




THE LLosT REALM OF CARDOLAN"

1.0GUIDELINES
1.1 DEFINITIONS AND TERMS
1.11 Abbreviations
142 Definitions .ottt ii it s
1.2 ADAPTING THIS MODULE TO YOUR CAMPAIGN...........3
1.3 CONVERTING STATISTICS ...
1.31 Converting Hits and Bonuses s
1.32 Converting Statistics for Any Major FRP System
1.33 CoONVErting SUALS .......ccommsrisisssssasissssaisssnssnssnnsdssssssansessonssos
1.34 Converting Combat Abilities ..........
1.35 Converting Spells & Spel] | I
1.36 A Note on Levels ..
1.37 Skill Bonuses.........cccoen.
1.38 Locks and TrAPS ....ccceeeccuemeecemcssissemsiesssessnesssssiensmsasencrens
2.0INTRODUCTION

2.2 THE HISTORY OF CARDOLAN......
2.3 CARDOLAN IN LATER TIMES.......
2.4 A BRIEF TIMELINE ........ooovovoono

3.0THELAND
3.1 GEOGRAPHY
3.2 CLIMATE ..

4. OCARDOLAN'S ECOLOGY

4.1 FLORA .. 5

4.2 FAUNA
4.21 Predators...
4.22 Hcrbwcres
4.23 Birds and Flymg Creatures
4.24 Reptiles... o
4.25 Domestic Ammals

5.0PEOPLES & CULTURES

5.1 DUNEDAIN OF CARDOLAN .....coioiiesiereereesseesesrmssessssssses
5.2 ERIADORANS ..
5.3 CLANSMEN OF SARALAINN .............
5.4 COMMON FOLK ..
5.5 TRIBESMEN ..
5.6 OTHER RACES OF CARDOLAN ......
5.61 Northmen .. — S
5.62 Hobbits ....cccccoviiiiienns
5.63 The Beffraen .......cooeeeeeeenienninnrenens
5.64 Wandering Elves ..o,
5.7 RELIGION ..

6.0POLITICS AND POWER
6.1 GOVERNMENT .. i
6.2 WARCRAFT ... W 24
6.21 The Warrmr Classes 24
6.22 The Mercenary Compames 2D

6.3 THE POLITICAL SITUATION 26
6.4 THE BCONONEY v sinimessuvasssusvsvessivissesismsseiivs o insssiisss
6.5 THE INSTITUTIONS ......ooveecereceeemrcssnenne
6.51 The Guilds of Tharbad ....coceveveerveneen,
6.52 Fairs and FestiVals .....iccociismrisrisessessossssssassissessassissansosnasas

7.0 PEOPLE OF NOTE

7.1 THE PRINCES OF CARDOLAN .......cocoovrmreennevcrnearemcsnseceanns 30
7.2 NORTHERN CARDOLAN ......

7.3 SOUTHERN CARDOLAN
7.4 THARBAD...

7.5 MERCENARY CAPTAINS

8.0THARBAD

8. VONERVIBW i e s asinss 34

9.0LONDDAERENEDH

0.1 VINYALONDE .......ooooomcreressensmsssssssrasesssessstssssssssmassensarsesesssses

9.2 LOND DAER ..

9.3 THE RUINS OF LOND DAER ...............................................
9.31 Area Map: Lond Daer Ruins .........

9.32 Area Map: Vinyalondé Ruins

.33 VIS TABE s ammminnswsisyieas

9.34 Minas Mellon ........cccoevvenvninnnnnn,

9.35 Tiras FOrmen ........cccceeeeeeenenann.

0:36) ALGEFON"S FIOUSE ororroo oo ooroooessemoooseemmeo
10.0SUDURIAND THE TOWNS
10.1 SUDURI ..
10.2 THE TOWNS ..
11.0FORTRESSES
11 THE ARGOND oo 44
11.2 BARAD GIRITHLIN oo 46
12.00THERSITES
12.1 OLD PALACE AT THALION oo 48
12.2 CREB DURGA oo 49
13.0 ADVENTURES
13.1 HUNT FOR THE WARLORD .o 53
13.2 A BLOW FOR PEACE ....o.0...oon TS
13.3 THE MITHRIL ROOM B
134 TREACHERY oo 56
13.5 CARAVANS, GARDENS, AND TWO-LEGGED CURS ....56
13.6 OTHER ADVENTURES oo oo 57

14.0TABLES
14.1 MASTER ENCOUNTER TABLE ... 58
14.2 MASTER BEAST TABLE ........covircnrininsesnninnnnnn 39
14.3 MASTER MILITARY TABLE .......coconircernecciicricracnene. 60
1A MASTER NEPC TABLE sttt ssimmiion L

CREDITS
Author/Designer: JeffMcKeage

Editor: Coleman Charlton

Series Editor & Color Maps: PeterC. Fenlon
Interior Art: Liz Danforth

Layouts: Carolyn Savoy, Carrie Gaston

Cover Art: Angus McBride

Cover Graphics: Richard H. Britton

Layout Design: KimKeziah Robinson McKeage

Production: Kurt Fischer, Jessica M. Ney, John David
Ruemmler, Suzanne Young, Coleman Charlton

Typesetting: Karen Stange, FASA, and MACSE

Special Contributions: Terry Amthor, Kevin Barrett, Evil
Brad, Deane Begiebing, Rob Bell, Karl Borg, John Breck-
enridge, Bill Downs, Preston Maxwell Bennnett Eisenhower
IV, Emest Lewis Ir., Bruce Neidlinger, Kurt Razmussen,
Swink, Jeff's "the old gangs"

Copyright 1987 © TOLKIEN ENTERPRISES, a division of ELAN MERCHANDISING, Inc., Berkeley, CA. The Lost Realm of Cardolan, The
Hobbit, and The Lord of the Rings, and all characters and places therein, are trademark properties of TOLKIEN ENTERPRISES.

Produced and distributed by IRON CROWN ENTERPRISES. Inc., P.O. Box 1605, Charlottesville, VA 22902. Stock #3700

First U.S. Edition, Sept. 1987.

ISBN0-915795-95-7



Smoke swirled across thefiery spring sky as the King's Men
made their last stand. Cries of dying Orcs resounded like some
hideous chorus, magnifying the terror that gripped the Barrow-
downs. Cardolan's end was at hand.

His back to a Standing-stone, Ostoher surveyed the battlefield,
all the while praying to Vardafor salvation. His loyal warriors
seemed hopelessly outnumbered, despite the fact that they had
slaughtered a hundred score of the Witch-king's minions. Day-
light was toofar away.

Rogrog had struck at midnight, allowing the Cardolani no time
to dress, much less prepare an adequate line of defense.  King
Ostoher fought without pants, or a shirt, or even padding beneath
his enchanted breastplate. He cursed himselffor his lack of
foresight, for he had never expected theNazgQl'sWarlord toforce
march in the early evening. As he turned toward a noise, he
uttered: "Why must these noble souls payfor my confusion?"

Ostoher brought his great-sword down, sweeping through the
first ofa pair ofattacking Orcs. He moved left andfelled another
with a mighty blow that cleaved the beast's iron helmet.

Then, through the black smoke, he spotted the huge shadow of
hisenemy. The King turned again, pressing against the cold Sone
that guarded his ancestors. Asthe Troll closed, tie uttered his last
oath: "My bloodmay color this grassy hill tonight, but the Spirits
of the Edain shall sleep undisturbed.”

1.0 GUIDELINES

Fantasy roleplayingisakinto aliving novel wheretheplayers
arethemain characters. Everyone combinestowriteastory which
isnever short of adventure. They hel pcreateanew landand strange
new tales.

This series is designed as a tool for Gamemasters (GMs) who
wishtorunscenariosor campaignssetin J.R.R. Tolkien'sMiddle-
earth. The adventure modules are complete and ready-to-run
studies of very specific areas, and are intended to be used with a
minimum of additional work. Each has statistical information
based on the Middle-earth Role Playing (MERP) and Rolemaster
(RM) fantasy systems. The modules are, however, adaptable for
use with most major role playing games. Creative guidelines, not
absolutes, are emphasized.

PROFESSOR TOLKIEN'S LEGACY

Each module is based on extensive research and attempts to
meet the high standards associated with the Tolkien legacy. Ra-
tional linguistic, cultural ,andgeol ogical dataareemployed. 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
or proper view; instead, we hopetogivethereader thethrust of the
creative processes and the character of the given area

Remember that the ultimate sources of information are the
worksof Professor J.R.R. Tolkien. Posthumouspublications ed-
ited by his son Christopher shed additional light on the world of
Middle-earth. These modules are derived from The Hobbit and
The Lord of the Rings, although they have been developed so that
no conflict exists with any of the other sources.

Guidelines: Abbreviations& Definitions

1.1 DEFINITIONS AND TERMS

These abbreviations and terms are used throughout the series.

1.11 ABBREVIATIONS

GAME SYSTEMS

MERP........ Middle-earth Role Playing RM ....... Rolemaster

CHARACTER STATS
Ag ... Agility(RM/MERP) Me ....Memory(RM )
Co......Constitution(RM/MERP) Ig ......Inelligence(MERP)

St.......Strength(RM/MERP) Re .....Reasoning(RM)
PR .....Presence(RM/MERP) Em .... Empathy(RM)
It(In) Intuition(RM/MERP) Qu ..... Quickness(RM)
Sd ...... Self Discipline(R M)
GAME TERMS
AT .....Armor Type Lvl .....Level (exp. or spell level)

bp....... bronze piece(S) MA ......Martial Arts
Cp .......Ccopper piece(s) Mod .... Madifier or Modification
Crit ....Critical strike mp .......mithril piece(s)

D...... Die or Dice NPC ....Non-player Character
DI100.. Percentile Dice Result OB ...... Offensive bonus

DB .....Defensive Bonus PC .......Player Character
FRP....Fantasy Role Playing PP........Power Points

GM .... Gamemaster RorRad..........Radius

1 TR gold pieces(s) RndorRd........ Round

| o SO iron piece(s) RR.......Resistance Roll

Jp ---.... jade piece(s) Stat ...... Statistic or Characteristic
tp........ tin piece(s)

MippLE-EARTH TERMS

A .......Adfinaic Kh.......Khuzdul (Dwarvish)
BS .....Black Speech LotR ... The Lord of the Rings
Cir..... Cirth or Certar Or .......Orkish

D ....... Dunael (Dunlending) Qi Quenya

Du..... Daenael (Old Dunael) R......... Rohirric

E ......Edain Rh.......Rhovanion

El ......Eldarin S .........Sindarin
Es......Easterling S.A .....Second Age

1.A ....First Age Si ........Silvan Elvish

F.A....Fourth Age T.A ... Third Age
Hi......Hillman Teng ... Tengwar

H .......Hobbitish (Westron variant) V......... Variag

Har.... Haradrim W ... Westron (Common Speech)
Hob .. The Hobbit Wo...... Wose (Druedain)

Kd .....Kuduk (ancient Hobbitish)

1.12 DEFINITIONS
Themajority of uniquetermsfrom The Hobbit and The Lord
of the Rings aredescribedinthetext.

Arnor: (S. "Land of the King" or "Royal Land.") Encompassing most of
Eriador, Arnor is the northernmost of the two "Realms in Exile." It
constitutes the North Kingdom, while Gondor — its sister land — is the
South Kingdom. Founded by Elendil the Tall in SA. 3320, Arnor is
settled by the Faithful Nimenéreans who fled the Downfall of NUmenor.
These Dunedain dominate the indigenous Eriadoran groups until the
collapseoftherealm. InT.A. 861, Arnor splitsinto three successor states:
Arthedain, Cardolan, and Rhudaur.

Arthedain: (S "Realm of the Edain.") Originally the northwestern
portion of Amor, Arthedainisindependent after T.A. 861. It survivesas
aDunadan realmuntil overrun by theforces of theWitch-king of Angmar
inT.A. 1974. Withitscollapse, thelast remnant of theNorthern Kingdom
passes into oblivion.

Arthedain'snameisshared by itsrelatively uniform, albeitsmall, Adan
(Danadan) population (sing. "Arthadan").
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Baranduin: (S."Long Gold-brown River;" W."Brandywine.") A great
streamfed by LakeEvendim (Nenuial) in Arthedain, theBaranduin winds
acrosswest-central Eriador andempties into the Belegaer north of the Rast
Vorn (S. "Dark Cape") of Minhiriath. The Baranduin forms part of the
western border of Cardolan.

Barrow-downs: (S. "Tyrn Gorthad.") An ancient burial ground, the
Barrow-downs consitute the oldest and most revered of Adan gravesites.

The grass-covered mounds contain royal passage-graves and surmount
the wild fells of northwestern Cardolan.
Beffraen: Arelatively primitivefolk foundinsouthern Minhiriath, the
Beffraen are relatives of the Driedain, or Woses, of Drawaith laur (Old
Pdkel-land). Like the Hillmen of Rhudaur and the other foothill regions
of the Misty Mountains, they are also descendants of the ancient folk
known asthe Mebion Bron.
Cardolan: (S. "Red-hill Land" or "Land of Red Hills.") Thesouthern-
most part of Arnor, Cardolan is a separate Dunadan kingdom from T.A.
861 until T.A. 1409. It collapses under the weight of the Witch-king's
Angmarim, and its last Ruling Prince perishes while fighting in the
Barrow-downs, at the edge of the Old Forest.

Cardolan is the most densely populated area of old Arnor and contains
sizablepopul ationsof Dunlendings, EriadoranNorthmen, and DUnedain.
aswell as scattered groups of Beffraen.

Dunedain: (S. "Edainof theWest;" sing. "Dunadan"). TheseHighMen
are descendants of the Edain who settled the western island continent of
Ndmenor around S.A. 32. The DUnedain returned to explore, trade with,
colonize, and later conquer many areas along the western, southern, and
eastern coasts of Endor during the Second Age. Unfortunately, their
hubrisand desire for power led them to attempt an invasion of the Valar's
UndyingLands. Asaresult, Eru (theOne) destroyed theirhomeislandin
S.A. 3319. Those called the "Faithful" opposed the policies and jealous
Elf-hatred that prompted this"Downfall." The Faithful were saved when
NUmenor sank, sailing east to northwestern Middle-earth. There they
found the "Realms in Exile," the kingdoms of Arnor and Gondor.
Theterm Dinedain referstotheNUmendreansandtheir descendantsin
Middle-earth, groups which possess considerable physical and mental
strength, longevity, and arichElven-influencedculture. AdGnaic istheir
nativelanguage.
Dunlendings:(Dn."DaenLintis.") TheDunlendingsaredescendantsof
the Daen Coentis. A rugged race of Common Men, most migrated out of
the White Mountains in the Second Age and settled in Eriador. Their
largest concentration was in Dunland, in eastern Enedhwaith. Mostly
mountain-dwellers or hill-loving herders, they are known by various
names: Dunmen, Dunnish Folk, Dunlanders, Eredrim, theHillmenofthe
White Mountains, etc.
Eriador: (S."Empty Lands.") All of theterritory north of theriver Isen
and between the Blue Mountains (S. "Ered Luin") and the Misty Moun-
tains (S."Hithaeglir"). Itsnorthernboundary liesalongthehighlandridge
that runs northwestward from Carn D0m and reaches to the Ice Bay of
Forochel. It includes the regions of Minhiriath, Eregion, Cardolan,
Rhudaur,Arthedain, and (by most) Dunland, and Enedhwaith.

Greenway: (S. "Men Galen.") The section of the Old North Road
between Bree and Tharbad, the Greenway cuts across Cardolan, It is so
named because of the grass that grows between its paving stones.
Gwathlo: (S. " Gwathir" or" River of Shadow;" W." Greyflood;" A.
"Agathurush.") Thewide, slow-movingriverthat cutsthrough southeast-
ern Eriador. Formed by theconfluenceoftheriversMitheithel (Hoarwell)
and Glanduin, it carries water southwestward into the Belegaer. The
Gwathlé separates Minhiriath from Enedhwaith (Enedwaith) and forms
the long southeastern border of Cardolan. Both Tharbad and Lond Daer
aresituated on its banks.

Lond Daer: (S "Great Haven.") Founded asVinyalondé(Q. "New
Haven") by Tar-Aldarion of Nimenorin S.A. 777, Lond Daer was agreat
haven for the seafarers of Westernesse. Its location between the ports of
Lindon and the harbor at Edhellond (near Dol Amroth) gave birth to its
other name: Lond Daer Enedh (S. "Great Middle Haven").
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Metraith: (S. "Streetsend.") Often considered the capital, Metraith isa
strategically-located town in central Cardolan. It standsat the crossroads
of theGreenway andthe Redway, by theroyal holdat Thalion. (Metraith
isaso known as Thalion.)

Minhiriath: (S "Between the Rivers.") The region of Eriador located
between therivers Gwathl 6 and Baranduin, Minhiriath formsthe south-
western half of Cardolan.

Mitheithel: (S "Pale-grey Spring" or"Grey Spring;" W. "Hoarwell.")
Therelatively narrow, swift-moving stream that risesin the Misty Moun-
tains near the junction between the Ettenmoors and the Coldfells of
Eriador. Cuttingthrough Rhudaur, theMitheithel slowsand widensafter
its confluence with the Bruinen (Loudwater). Itjoinsthe Glanduininthe
marshes of Swanfleet, giving birth to the Gwathl4. and wide, slow-
moving river that cuts through southeastern Eriador. The Mitheithel
forms part of the northeastern border of Cardolan.

Old Forest: (S. "Taur laur.") The Old Forest lies in the northwestern
corner of Cardolan, between the Barrow-downs (S. "Tyrn Gorthad") and
the river Baranduin. The home of Tom Bombadil, it is a remnant of the
ancient wood that once covered much of northwestern Endor.

Redway :(S. "Men Caran.") The Redway is named for the reddish paving
stonesthat coveritssurface. Beginningat the Sam FordontheBaranduin,
it runs southeastward across western Cardolan and joins the Old North
Road (Greenway) at Metraith (Thalion).

Rhudaur: (S. "East Wood;" D. "Place of Roaring Red-gold,") Eastern-
most of the three sectionsof Arnor, Rhudaur isthewildest, ruggedest, and
|east populated region in theNorth Kingdom. When Amor issundered in
T.A. 861, Rhudaur becomes an independent realm. Its sparse DuUnadan
aristocracy loses control of the kingdom in T.A. 1349, and during the
following year Rhudaur goes to war with Cardolan and Arthedain.
Although adistinct state until T.A. 1409, it isasubject-state of the Witch-
king of Angmar for the last sixty years of its existence.

Sudari: (S "Lond Gwathl6;"Q."Mistalondé.") Port town on the lower
Gwathl6, upstream from the ruins of Lond Daer. After the fall of
Cardolan, Suddri becomes the principal town in the Kingdom of (the)
Saralainn.

Tharbad:(S."Crossing-way") The fortified river-port that straddlesthe
river Gwathl é at the point wherethe Old North Road meetsthe Old South
Road. Founded by the Ndmendreans in the Second Age, it is the principal
city in Cardolan.

1.2ADAPTING THISMODULETO
YOUR CAMPAIGN

This module is designed for use with most major fantasy role
playing systems. Since the various FRP rules have their own
particular approaches to combat, spells, and character generation
and development, certain common descriptive terms have been
selected for theindividual outlinesof places, people, creatures, and
things. Unfortunately, statistical data such as bonusesand charac-
ter "stats" differ widely between systems; after all, they are keyed
to specific game mechanics. ICE has chosen to use percentile
(D 100) termsasabase, sinceconversionto D20, D i 8,and D 10can
be achieved with relative ease. (Note Section 1.32 for a handy
conversion chart.) Player character and NPC characteristics/stats
are also detailed in one particular manner; again, simplicity and
consistency have been emphasized, and conversion to your game
system should be relatively painless.

Keep in mind that fantasy role playing is by nature a creative
experience, and the individua GM or player should feel free to
incorporate his/her own ideas into their game.

The following steps may be hel pful when beginning to explore
the region here described:

(1) Read the entire module to get aflavorful idea of the region;

(2) Reread the sectionsdevoted to notesfor the Gamemaster, and
converting statistics for your game system;
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(3) Choosethetimesetting foryour campaign. Shouldyou choose
torunagameat the beginning or end of the Third Age, or early
in the Fourth Age, pay particular attention to the section
devoted tothisregion "at other times." Infact, thissection will
givetheGM anideaof theconsiderationinvolvedwith setting
acampaign at any date other than that chosen here. ICE chose
themid-Third Age asaparticularly exciting era, but you may
enjoy another time even more;

(4) Assemble any source materialsyou find necessary;

(5) Research the period you have chosen and compose any out-
linesyou need in addition to thematerial provided here;

(6) Convert the NPC, trap, wegpon, spdl, and item datistics to
terms suitabl e to your game. Note changes in the system you
areusing which must be made in order to keep your campaign
in line with the flow of life in Middle-earth;

(7) Cresteatotal setting, using lots of mapsto detail patternsand
provideacreativeframework. Inthisway youwill havearich
and consistentworld, andthefoundationdatawill giveyouthe
flexibility todetail random areasand events.

1.3 CONVERTING STATISTICS

When using this supplement with your FRP campaign, be
careful to note the character statistics before beginning play.
Shouldany adj ustmentsneed tobemade, youmay wishtoconsider
the following guidelines. The material provided is in terms of
percentages and is intended to give the reader arelatively clear
picture of the strengths and weaknesses of the individuals and
creaturesdiscussed. Most FRPsystemswi || relateto thedata, and
conversion should be simple; remember, however, that there are
dozensofroleplayingrulesandthechange-over fromthestatistics
given here may be troublesome.

1.31 CONVERTING HITSAND BONUSES

» When converting percentile values to a 1-20 system asimple
ruleis: forevery +5 on aD100 scale you get a+1 on a D20.

» The concussion hit numbers found in this module represent
general pain and system shock. They cover bruises and small

cuts rather than wounds. Critical strike damage is used to
describeseriouswoundsandfatal blows. Thehitfiguresshown
here are less important than those used in game systems where
death occurs as a result of exceeding one's available hits.
Should you useagame system that employsno specific critical
strike results, such as TSR Inc.'s Dungeons and Dragons®,
simply doublethenumber of hitsy our characterstakeor halve
thehit valuesfound in thismodule.

1.32 CONVERTING STATISTICS FOR
ANY MAJOR FRP SYSTEM
All the statisticsand numerical information used inthismodule
are expressed on aclosed or open-ended scale with a 1-100 base.
They are designed for use with percentile dice (D100). Use the
charttotherighttoderiveappropriatebonusesorto convertthe 1-
100 numbers to figures suitable for non-percentile systems.

1.33CONVERTING 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) Assigntheappropriatestatfromyour FRPsystemtothevalue
given beside the analagous characteristic listed in the module.
Ifyourrulesusefewer stats, you may wishto averagethevalues

Guidelines: Converting Statistics

for those combinations of factorswhich 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 usethe value assigned to constitution for both

enduranceanddurability). Thefollowingisachartlistingsome

examples of equivalent stat terms:

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

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

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

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

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

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

REASONING: intelligence, learning ability, study ability,
analysis rating, mental quickness, logic, deductive capacity,
wit, judgement, 1.Q., etc.

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

INTUITION: wisdom, luck, talent, reactive ability (mental),
guessing ability, psychic ability, insight, clairvoyance, in-
spiration, perception, presentiment, etc.

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

2) Convertthestatistical valueof theassigned characteristicsto

numbers appropriate for your game. If your FRP system uses
percentage values, no change should be necessary.

1.34 CONVERTING COMBATABILITIES
All combat valuesarebasedon MERP or Arms Law/Claw Law.
Thefollowing guidelines will also aid conversion.

1) Strength and Quickness bonuses have been determined
according to the table in 3.42 above. Note that the statsyou are
using and compute these bonuses using the rules under your
system;

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




Guidelines: Converting Statistics

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

3) If your systemis 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 1.37.

4)  Armor Types (AT) arebasedon thefollowing breakdown:

AT CoveringDescription

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-Length Leather Coat

9 Leather Breastplate

10  Leather Breastplate and Greaves

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

13 Chain Sirt
14 Chain Shirt and Greaves
15 Full Chain

16  Chain Hauberk

17 Metal Breastplate

18 Metal Breastplate and Greaves

19 Half Plate

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

5) Defensive bonuses are based on theNPC'squicknessbonus
as computed on the table in 1.32. Where the defensive bonusis
in parentheses, the value also includes the added capability of
a shield (an extra 20for non-magic normal shields, plus any
valuefor magical enhancement). In such a case, simply note
that there is or is not a shield, and ifthere is, what type.

1.35 CONVERTING SPELLS & SPELL LISTS
Spell references provided here arein theform of "lists," group-

ingsof related spells. Each list hasacommon theme and normally

will have adifferent but related spell at each 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. Whetherthespell user couldeffectively castthesespells
wouldbeup to the GM, the system, and the caster's|evel or degree
of skill. FRP systems using rules which provide for the learning
and development of spells through "colleges’ or along specialized
lines employ conceptssimilar tothose used in thismodule.

Many systems, however, dictate that player characters or NPCs
undertaketolearnbutonespell atatime, oftenwithnorequirement
that its subject matter/effect relate to a particular background or
pattern. ConvertingtheNPC spell liststoindividual spell counter-
partswill bemoredifficult, butcan beachievedwithrelativeease
using the following guidelines:

1) Look at the NPC's spell lists and note the various namesfor
the groupings. Each name will indicate what type of spell
specialization the NPC hasfollowed (e.g..the "Fire Law" list
indicates a preferencefor fire-oriented spells);
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2) Note the NPC's level and determine the number of spells or
spell groupings he/she would have under your game system.
Also consider the level ofpower of accessible spells the NPC
would have (e.g., a 5th level magician under your rules might
have a maximum of 8 spells- two 3rd level spells, three 2nd level
spells, and three 1st level spells).

3)  Sdect spellsfrom your system appropriatefor a spell user of
the NPC's level and profession, keeping in mind that the
preferences indicated in the module should befollowed where
possible.

1.36 ANOTEON LEVELS

When using certain "level-systems," a GM may find that the
levels provided make characters too powerful for hisworld 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.

1.37 SKILL BONUSES

General skill bonuses can be obtained by taking the level of the
character and cal cul ating 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. Thenormal bonusderivedfromskill devel-
opment has been computed asfollows: (a) wherethe skill level is
zero the bonus is -25, a reflection of basic unfamiliarity; (b) a
bonus of +5 is awarded for skill level one (a +30 increase); (c) for
each skill level between one and ten an additional +5 bonus is
applied; (d) for skill levels eleven through twenty the additional
bonus is +2 (e.g., skill level nineteen yields +68); (e) for skill
twenty-one through thirty an additional bonus of +1 per level is
awarded (e.g., skill level twenty eightyields +78): and (f) abonus
of+1/2 is given for each skill level above thirtieth level.

1.38 LOCKS AND TRAPS

Thelocksand trapsfound in thismodul eare described in terms
of difficulty to unlock or disarm. Subtractions are from the rolls
representing aperson's attempt to find or overcome these devices.
Thedifficulty factor may represent a specific column on an action/
maneuver chart (e.g., Rolemaster) or an additional subtraction or
modification to the attempt roll.

In any case, the terms are descriptive and will help the GM
determinewhetherthetrapisof aboveaveragedifficulty,andhow
tricky it isrelative to other devices and the PC's skills. The
descriptiveterm isarelative constant based on the foll owing order
of modification: Routine(+30), Easy (+20), Light(+10), Medium
(0), Hard (-10), Very Hard (-20), Extremely Hard (-30), Sheer
folly (-50), Absurd (-70). Poor lighting, one'sphysical condition,
nearby activity, etc. may affect thelock/trap modification number,
but not thedifficulty category. Thus, atrap might read"very hard
(-50)," indicating itisnormally a"-20" construct, but other factors
(e.g., dark) make it harder to disarm.

These additional problems are easier to overcome than the
intrinsic compl exity of the mechanism; thisexplainswhy itdiffers
from another well-lit trap which reads "sheer folly (-50)" (to
disarm). The"-50" associated with the "very hard" trap can, with
thought, easily be reduced to "-20," but no more advantage is
normally attainable, short of disassembling the mechanism. We
suggest that a modified (D100) roll exceeding 100 results in
success; skills, stats, etc. should be applied versus the difficulty
subtraction and the roll to yield aresult.
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2.0 INTRODUCTION

Even asthe Third Age drew to aclose, many of thefavoritetales
spun in the cozy inns of the Shirerevolved around the old Kings at
Norbury away to the north. Only those Hobbits with a most
peculiar interest in ancient lore, such as certain Bagginses, would
recall that there once had been another DUnadan King no farther
away to the south. That yarn woul d have been laughed away, for
inthewidelandsbetweenthe BrandywineandtheGreyfloodthere
now lived only afew lonely men, outcast or crazed. Indeed, when
the Fallohide brothers. Marcho and Blancho, had founded the
Shire in T.A. 1601 the Kingdom of Cardolan (S. "Land of Red
Hills") had been an expression only found on old maps. All that
now remained of the efforts and accomplishments of generations
of Men were the Wight-infested crypts in the Barrow-downs and
the treacherous ruins of agreat bridge at Tharbad. Even the Wise
had consigned Cardolan to dusty and forgotten tomes. Only Tom
Bombadil remembered:

Sheep were bleating in flocks. Green walls and white walls
rose. There werefortresses on the heights. Kings of little
kingdoms fought together, and the young Sun shone like fire
on the red metal oftheir new and greedy swords. There was
victory and defeat; and the towers fell, fortresses were
burned, and the flames went up into the sky. (LoTR1,141.)

Thisis their tale, that of the Dinadan Princes of the lost realm

of Cardolan.

2.1 OVERVIEW

Cardolan comprisesall of the landsbetween thetwo great rivers
of Eriador, the Baranduin and the Gwathl 6/Mitheithel extending
out into the En Eredoriath, the great central plain. Thetraditional
northern boundary of Cardolan was the Men Rhunen, the East
Road. Althoughtheclimateisfair, only asmall portion of thelands
are notably fertile. When Cardolan has prospered it has been
because of the Gwathlo, the Ramsir (S. "River-road"), that pro-
vides the easiest communi cations between Eriador and the rest of
Middle-earth.

Thecenter of thiscommerceisthegreat city of Tharbad, the self-
proclaimed Queen of the North. Tharbad was raised above the
fenlandsthat surround it through the efforts of generations of the
Men of Westernesse, dating back to the first tower raised by Tar-
Aldarion in S.A. 880. The results have the immense dike that
protect the city from the spring floods, the raised causeway of the
Greenway mat links Eriador and Gondor by land, and the won-
drous bridges that spantheGwathl 6. The last expansion of Thar-
bad came shortly after the Division of Arnorin T.A. 861 Siege,
civil strife, fire, plague, and flood have seriously diminished
Tharbad from its days of glory, but its industries and strategic
location ensure that Tharbad will not be soon forgotten.

The Men Caran (S. "Redway") and laur Men Formen (S. "Old
North Road") linking Tharbad with Arthedain conveniently di-
vides Cardolanintotwogeographicdistricts:Minhiriath(S. "Land
of the Streams") to the southwest, and Mintyrnath (S. "Land of the
Downs") to the northeast. The latter is home to the hills that give
country itsname, but both aretreel essand desol ate, with an austere
beauty. The fertile farmlands that once fed most of the north are
concentrated in south central Cardolan. Cardolan is currently
divided into sevenprincipalities, thetraditional number that dates
back to the warrior Kings of theancient Eriadorans. Theseinclude
the Kingdom of Saralainn, theHirdyr (S. "Lord-lands") of Girith-
lin and Tyrn Gorthad, the Domain of the Warlord, the the |ands of
the Imil (S. "Princes") of Tinaréand Calantir, and the Cantons of
Feotar. In addition the Beffraen of Rast Vorn and the Eriadorans of
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Pinnath Ceren pay scant attention to their nominal lords. Intheory
Gondor holdsstewardship over Tharbad until therestoration of the
DunadanKingdom; in practice thecity is ungovernable, or Gondor
would rule al of Cardolan.

It seemed in theearly seventeenth century that Cardolan might
be recovering from the ravages of the early 1400s These hopes
were dashed when Argil, now called the Last Prince, was assassi-
nated atAmonSQlinT.A. 1634, and by the Great Plaguethat struck
in the following year. The influx of southern refugees has done
much to restore the physical losses of the Plague, but the hope of
the peoples of Cardolan seems to have been broken and there
seemslittle will to oppose the decline of the lands into chaos, then
wilderness, as has already occurred in eastern Mintyrnath.

Lifeishard and unforgiving for the majority of the peoples of
Cardolan. For those with ambitions, or a strong sword arm, or a
lack ascruples, itisatimeof considerableopportunity. ThePrinces
of Cardolan are almost always at war with at least one of their
fellows or, if not, they are in league against foreign intervention.
Only the elite mercenary bands are picky about references, a
luxury thatmerchantsand minor lordscannotafford. Sell-swords
are noted for low pay and ahigh mortality rate, so many adventur-
ers are drawn into the constant political intrigues, or into the
exploration and plundering of the many ruinsthat dot theland. The
more powerful may entertain|ofty dreamsfor thereistheexample
of Gordaigh Trollbane, who won himself a Kingdom. There are
aso considerable opportunities for those who temper their quest
for glory with higher purposes. The Witch-king maintains many
agents in Cardolan, and the foul Lord of Angmar has generally
been able to strike at will. His mightiest servant is the noxious
Warlord whose demise few who would lament.

2.2 THE HISTORY OF CARDOLAN

The first persons to enter the lands of Cardolan were the
ancestors of the Beffraen who came early in the First Age. They
fled to the coast when the ancestors of both the Dinedain and the
Eriadorans arrived in the middle years of the Age. The untutored
and quarrelsomeNorthmen slowly builtuparelatively advanced
forest society led by brash warrior Kings. Theselittle Kingdomsat
first profited from their distant cousins, theNUmendérean sailors,
traders, and teachers who returned to the coast of Middle-earth. As
Numenorgradual lyfellintodarkness,itsinhabitantscameincreas-
ingly for tribute and to seize the woods needed for their fleets.
There were increasingly bitter wars between the Eriadorans and
Numenodreansthat greatly contributed to the destruction of the
primordial forest that had once covered all of Cardolan.

The NUmendreans came as colonists as well as conguerors.
They began construction of the havens at Lond Daer and Tharbad
before the wars and a few venturesome persons settled perma-
nently, though more of the most loyal of the Faithful only passed
through on their way to the lands that would become Arthedain.
Lond Daer was often wrecked by great storms, so Tharbad became
the chief city of the region, and the original settlers slowly
prospered and grew. Their leaders were granted wide but ill
defined lands and wider and even less defined powers by the
ineffectual Ar-Sakalthor in 3304 SA., the origin of the Princes of
Cardolan.
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Northwestern Endor was considered a dull backwater by the
later Ndmendreans, and the later Faithful emigrants usually
headed for the more pleasant lands around Pelargir. Thus the
colonistsinCardolanplayedlittlepartintheconflictsbetweenthe
King's Men and the Faithful, Nimenor and Sauron, and Ar-
Pharazon the Golden and the V alar—that isuntil Elendil theTall
and hisfour storm-tossed ships, filled with many of theremaining
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Faithful of NUmenor, arrived at the mouth of the Baranduin.
Although the old colonists easily surpassed the native peoples,
their achievements paled in comparison to thearts and technology
of the seat of the Dunadan domain in drowned NUmenor, so when
Elendil of the Line of Elros Tar-Minyatur (the founder of
NuUmenor) arrived there was no objection to his creation of the
Kingdom of Arnor.

The first years of Amor were atime of growth, as the Exiles
sought to assuagetheir grief through great labors: including the
reconstruction of the highways into paved roads, the construction
of many lowers, and the daunting task of bridging the Gwathl6 at
Tharbad. However, Sauron soon struck at Elendil's sons Isildur
and Anarion intheir Kingdom of Gondor. Elendil joined with Gil-
galad, High King of the Elves, in the War of the Last Alliance that
ultimately defeated the master of Evil, albeit at great loss. The
forces of Arnor took particularly heavy losses, and the few and
slowly multiplying Dunedainof the North never recovered.

THORONDUR
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Theearly Third Agewasgenerally agladif quiet timein Arnor.
The Dunedain of Cardolan gradually came to resent their Princes
lack of influence at the court, which was dominated by the Great
Families of the Exiles and consequently perceived a neglect of
their interests. Still, except for tensions within the Royal House
itself therealm was never in danger of collapse. King E&rendur, the
tenth King of Arnor, had three sonsbut heloved best hissecond son
Eldacar. Eldacar was better known by hiseponym, Thorondur (S.
"Dark Eagle"), for he was surpassingly mighty in mind and body
even by the standards of the Dinedain. E&rendur would have
passed the scepter to Thorondur, but his Lords would not permit
this. Thorondur was aso aman of surpassing pride who refused to
accept the overlordship of his elder brother, Amlaith (whom he
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regarded as a spadtic jackass). Edrendur finally decided to divide
therealm on hisdeath, and histhird son, Aldarion, was awarded the
dubious honor of ruling the wild lands of eastern Arnor as the
Kingdom of Rhudaur.

THE KinGDOM OF CARDOLAN

Thorondur quickly gained popularity in Cardolan by easing
restrictions on trade. His major program of public works, espe-
cially rebuilding the walls of Tharbad, stimulated the economy.
Problems soon arosethough because Eérendur'swill had specified
that the borders of al three of the new Sister Kingdoms met at
Weathertop (Amon Sil). The citadel atop Amon Sl was the
strongest fortress in Eriador, and al so contained themost powerful
of the northern Palantir (S. "Seeing-stones"). Eventually atreaty
establishingjoint use of the Stone and rotating garrisons was made
but tensionsremained high.

The first conflict between the Sister Kingdoms came when the
hapless Aldarion sought to re-establish Amor after his elder
brothers died. This ended in the farcical Battle of Nen-i-S{l, an
engagement beside the small river that runsfrom Amon Sil to the
Mitheithel where most of the troops refused to fight. This was a
perilous precedent, however, for in 1084 the Twelve Years War
began. Sides shifted, but most often Arthedain and Rhudaur
contested Cardolan's attempts to posses Amon S0l. The war was
indecisive, but its expenses and those of Thorondur's building
projects caused a depression in Cardolan.

King Tarandil of Cardolan reorganized hisrealm and brought it
to its height of power. He reduced the power of the Irnil, reducing
their authority by making them Hiri (S. "Lords") and establishing
anationa army paid by land grants. More importantly, Tarandil
disestablished the traditional communes of the common folk,
dividing the lands to encourage the large scae breeding of sheep.
Providing bountiesto theguildswho would work the wool and the
merchants who would export it in order to provide a market, he
rebuilt the economy. This succeeded beyond Tarandil's fondest
hopes and soon he could maintain a court, army, and fleet.

DisASTER AND CiviL WAR

Calimendil, thefifth King and only child of Tarandil, sought to
prove himself worthy of hisfather'slegacy and establish hisown
power by overthrowing the Hillman Rhugga, who had usurped the
throne of Rhudaur. He claimed thethrone of Rhudaur through his
mother, but Rhugga was an effective and popular leader despite his
sometimes unsavory methods. This war dragged on for twenty
years before Calimendil trapped Rhuggaand his army in Cameth
Brin, the capitol of Rhudaur. Though a mighty fortress, Cameth
Brin was unprepared for another sege in T.A. 1235. Sensing final
victory, Calimendil summoned hislordsand courttothebattlefield
towitnesshis second coronation and, when they arrived, launched
an assault that carried the lower levels of the fortress from the
starving defenders. Theroyalty celebrated that night, but unknown
to all, the Orcs of Gundabad had answered Rhugga's pleas for aid
and had secretly marched east of the Misty Mountains. The Orcs
fell upon the unsuspecting forces of Cardolan that very night.
Although the professional pikemen of Cardolan cut abloody path
out of the cul-de-sac, the Roya Pavilionfell, and with it well nigh
al the lords of Cardolan.

The Orcs and Rhudaurans pursued the beaten army and ravaged
eastern Cardolan. Seven persons claimed the throne, and the
situation was virtually as bad in four of the Hirdyr. Civil war raged
throughout the countryside onthe national, provincial, and local
levels. The Kings of Arthedain and Gondor both sent expeditions
toexploretheir own potential claimsto thecrown. During thenext
fifteen years Tharbad changed hands eight times, and the royal
compound at Thalion, eighteen. At last, the Dwarves of Moria
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(who were distressed by the collapse of trade) sent their army to
enforce the truce desired by the Wise. A great council was held at
Thalion and finally elected Tarcil, amariner of the Line of Isildur
who had been off trading in the South for most of the Time of
Troubles. The only acceptable compromise claimant to the crown,
Tarcil proved an unexpectedly successful ruler.

THE RIS OF THEWITCH-KING OFANGMAR

In approximately T.A. 1276, the Lord of the Nazgll arrived in
the North, entrusted by Sauron with the task of destroying the
Ddnedain of the North. The renewed war between Cardolan and
Arthedain over their respective rightsto Amon S0l from 1284-87
made the establishment of his realm of Angmar in northeastern
Eriador far easier. Thiswar led to thefailure of the Line of I sildur,
for King Tarastor proved an inept military leader. He gave the
regency of the Realm to his bastard brother Minal car, who took the
throne when Taragtor died in 1332,

The crown of Cardolan rested uncomfortably on Minalcar's
brow when he accepted Argeleb of Arthedain's claim to the
renewed High Kingship of Arnor and aided Argeleb in his war
against recal citrant Rhudaur. Thiswar failed whenthe Witch-king
revealed his strength in aliance with Rhudaur, which he quickly
reduced to a puppet state. Argeleb and Minalcar fortified the
Weather Hills against the assaults of Angmar, but Argelebfell in
battle. Fortunately, theWitch-king had to cease hiscampaignand
await the maturation of a new generation of Orcs in order to
replenish his loses.

THEFALL OFTHEKINGDOM
The second stroke of the Witch-king which began in 1408 with

a series of probing raids that found the Ddnedain better prepared.
King Ostoher and the army of Cardolan, which was comprised
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largely of infantry wastoplay theanvil holding Amon SQl and the
Barrow-downs while the cavalry of Arthedain and the Elves
maneuvered in the plainsto provide the hammer. Unfortunately
the Witch-king personally led the assault on Amon SQl. After its
fall, the army of Cardolan along with the King and his sons was
ground to dust asthey attempted to retreat acrossthe Downs. Soon
thereafter most of the forces of the Witch-king were trapped
against the Old Forest, and the remnants were pursued back to the
gates of Mount Gram and Cam DOm. It would take the Witch-king
almost half amillenniato recover from this defeat but Cardolan
never rose again.

Ostoher learned nothing from the Disaster of Cameth Brin, for
thedeath of his sonsleft only hisyoung daughter Nirnadel to take
the crown. Nirnadel was slain along with the able Chancellor
Nimbhir in an abortive kidnapping in T.A. 1412 after only three
yearsof rule. Cardolan was again racked by civil war, but thistime
Gondor intervened after only two years. Annael, (Hir of Feotar),
the leader of the then ascendent faction, was made Canotar (S,
"High Commander"), with considerable powers in name but few
in practice.

CARDOLAN SINCE THE FALL OF THE KINGDOM

In the immediate aftermath of the Second Northern War, Gon-
dor held a preeminent position in Cardolan. This position was
largely logt in the disorders that followed a widespread peasants
rebellion in 1434, and the disorders that spread northwards from
the bloody Kin-strife in Gondor in 1439. King Araphor of
Arthedain began to try to assert his authority as High King in
Cardolan beginning in 1455, Araphor tried to limit these excur-
sons to deges of the castles of hisreluctant vassals. Nonetheless,
there was considerable blood lost that further sapped the strength
of the remaining Dunedain of the North. The formalized warfare
of this period established the preeminence of the elite mercenary
companies.

Theearly years of the Sixteenth Century saw the demise of any
pretense of central authority in Cardolan. This process began in
1503 when Gordaigh expelled the DUnedain of Ethir Gwathl6 and
declared himself King of Saralainn. In 1509, the bodyguards of the
last native Canotar, Daeron the Bad, killed him and his retainers.
The former Hirdor of Feotar has since established so-caled can-
tons that rule the principality without the aid or advice of lords.
After Daeron's death, King Aldamir of Gondor made his legate in
Tharbad the new Canotar. This was a practical step, recognizing
that Gondor's will did not carry beyond the walls of Tharbad — if
indeed itcarried beyond theeyesight of her soldiers. However, this
led to the collapse of any pretense of cooperation among the
Princes. Those of Calantir and Tinaré restored their old titles as
[rnil, while those of Tyrn Gorthad and Girithlin enfeofed them-
selves to Araphor.

InT.A. 1599 an unusual pretender arrived in Tharbad. Argil's
claims went back to a supposed illegitimate daughter of
Tarcil, noworseor better than most of thislot. However, Argil
was also askilled diplomat, an accomplished swordsman, and
very wealthy (his riches were sad to come from the horde of
aCold Drake). He made hisreputation in the aftermath of the
Great Hood of T.A. 1527 that caused widespread damageand
carried off the Shanty Town outside of Tharbad. Argil cap-
tured theimagination of thecommon peopleand won at least
the grudging respect of most of the Princes. He was engaged
in rebuilding Amon SOl when araiding party of the Witch-
king'sfinest Hillmen Rangersslippedin and dew him. Soon
after his death, the Great Plague arrived in Tharbad, born in
that accursed vessel, the Lame Gull out of Pelargir.
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Thevirulency of the Plague diminished asit spread northwards,
but it still worked its infamous deathdealing in the fetid airs of
Tharbad. Between the disease and the subsequent panic, almost
eighty percent of the popul ation of Tharbad fled tothecountryside.
Waves of refugees fleeing the higher morbidity in the south
increased this disruption. In the days of the Kingdom, the rura
principalitiesmighthavewithstoodthisonslaught, butnow starva-
tion and brigandage were widespread. The Witch-king added to
the chaos by launching an invasion of undead spirits known as
Wights into the Barrow-downs which has only dightly abated
since. Duringthistime, theso-called Warlord al so led agreat band
of Hill-trolIsintocentral Minhiriath wherethey established them-
selvesin the network of gypsum caves seventy milesdue south of
Sarn Ford. Like it or not, the Warlord must be recognized as a
Prince of Cardolan though his designation of his realm as The
Domain of Minhiriath' denotesacertain mental instability.

Thelarge numbersof southernerswho have decided therisksof
contemporary Cardolan, while fewer than those of undertakingthe
long voyage home, have made up some of the losses of Cardolan
inthePlague ears. However, for thebrash clansmen of Saralainn,
and thegritty inhabitants of Tharbad, thedisruption of theseyears
seemed to havepulled up therootsto thepast that wereall thatheld
the peopleof Cardolan to their disintegrating homes. The birthrate
has not picked up since the Plague passed, and the south-bound
ships that leave Tharbad are packed with those who can afford to
take passage to Gondor.

2.3 CARDOLAN IN LATER TIMES

FrRom 1645 T.A.TOTHE FALL OF ARTHEDAIN

After another half century of slow but inexorable decline, the
few remaining Dnedain of Cardolan, even the doughty defenders
of the sacred Barrows, packed it in. They emigrated to Arthedain
and Gondor in roughly equivalent numbers. The Gondorian garri-
son remained in Tharbad but the rotation of troops and command-
ersgradually ceased so that they became a hereditary warrior class
in the decaying city. The people of Saralainn continued to do
reasonably well, but new settlements were made across the
Gwathir in Enedhwaith, rather than east or north because of the
increasing severity of the winters. Many of the common folk also
drifted south, most often to swell the population of Dunland. In
T.A. 1974 the Witch-king launched his last stroke and ruined the
Kingdom of Arthedain, although the late-coming revenge of the
Elves and Gondor utterly destroyed the realm of Angmar. Gon-
dorian engineers remained in Eriador for some time, demolishing
theremaining strongholdsand ruinsin thecountryside sothat they
would not become dens of evil. They withdrew in T.A. 2052 and
the garrison at Tharbad was dissolved. Many of the better folk of
the city departed for the south in the train of the Gondorian forces.

INTO THE FOURTH AGE

InT.A. 2116 thecapitol of Saral ainnwas moved from Suduri to
Isenmouth, the new port at the mouth of the Isen River asthe bulk
of the population shifted south of the Gwathl 6. Becoming increas-
ingly submerged in the tribal Dunlendings and Beffraen who
swelled the popul ation of the Kingdom, thecultureof the clansmen
declined. The clansmen became a petty-nobility in the scattered
villagesthat stretch from the middle of Saralainn toDrdawaithlaur
(S. "Old Pikel Land"). Suduri, and later senmouth became mere
towns, for fewer and fewer ships from the south braved the
dangerous waters off Cape Andrast. Thetitle of King of Saralainn
is dill upheld, though its power and authority are but a dim
memory.
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TheEriadoranswereamong thelast folk to abandon the landsof
Cardolan. They heldoutinever-dwindling numbersuntil the Orc
Invasion of Eriador of 2720. Soon those who remained were either
slain, or forced to flee and take up life among the coastal people.

Tharbad held out longest of all, though in its later years it was
little more than atown among the ruins whose fields were pro-
tected by thecrumblingwalls. After the Fell Winterof T.A. 2911,
the Midgewater Marshes did not thaw before the spring floods.
Even the island of Tharbad was submerged and the Great Bridges
that had survived without maintenancefor amost athousand years
were broken by thetorrent. Thefew who survived thiscatastrophe
had no desire to return. After the defeat of Saruman's invasion of
the Shire many of defeated men took refuge at Tharbad and sought
to make it a base for banditry. These rogues were driven out by
forces led by King Elessar's Messengers in the 3rd year of the
Fourth Age.

2.4ABRIEFTIMELINE

FIRST AGE

early 1.A — Theancestorsof theBeffraen, then indistinguishable
from other Druedain, settle around the Midgewater Marshes
and theNTn-in-Eilph(S. "Swanfleet").

mid |.A — The proto-Beffraen flee towards the coasts when
several Adan folk migrate into central Eriador and decide to
remain. These ancestors of the Eriadorans are often in con-
flict with a more advanced group of Edain in the Tyrn
Gorthad whose |eaders are eventually seduced by Morgoth
(in person) who hopes to block any Noldorin retreat from
Beleriand.

late |.A —Early Dunnish peoplesmigrate into Enedhwaith,some
are enslaved and eventually assimilated by the Eriadorans.

SECONDAGE

1 — Foundation of the Elven Realm of Lindon by Gil-galad, High
King of the Noldor.

32 — Elros Tar-Minyatur leads most of the remaining Edain to
NUmenor.

ca.400 — The early Eriadorans reach an advanced bronze age
culture in the woods of central Cardolan.

617 —Thefirst Niumendrean ships explorethe coasts of Saralainn
while enroute to the Grey Havens.

750 — Noldorin Elvesfound the realm of Hollin in Eregion. They
build threetowns along the south bank of the Mitheithel over
the next two centuries.

777 — Anardil Aldarion, then Crown Prince of Nimenor, begins
the construction of Vinyalondé (S. "New Haven") on the
south bank of the mouth of the Gwathl 6.

880 — Aldarion erects awatch tower at a small Eriadoran village
on the upper Gwathl6. This is the traditional date of the
founding of Tharbad. There, he meets with Celeborn and
Galadriel.

1078 — Tar-Ancalimé, the Queen of NUmenor, refuses her
father's (the retired Aldarion) wishes and abandons Vi-
nyalondé after its damage by a severe hurricane.
NUmendrean trade increases regardless of the Queen's de-
Sires.

ca.1100-1600 — Golden Age of the Eriadoran Kingdoms in
southern Eriador. Their decline begins when Sauron begins
increasing his influence in the region.

ca.1590 — The Elven Smiths of Hollin forge the Three Rings.
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ca. 1600 — Sauron completesthe Ruling Ring in Mordor.

1644 —Tar-Minastir,whil estill CrownPrince, begins reconstruc-
tion of the ruins Vinyalondé. He names the new port Lond
Daer Enedh (S. "Great Middle Haven™).

1693 — War between the Elves and Sauron. Within six years

Sauron has ravaged Eregion and overrun most of Eriador.
Elrond leeds the refugees out to found Rivendell. The Eri-
adorans of Pinnath Cerran hold out, as doesthe Ndmendrean
garrison in the keep at Lond Daer.

1700 — Tar-Minastir leadsa NUmendrean army that comestothe
aid of the Elves. His Captain, Pharconatar, uses thefleet in
brilliant amphibious operations along the Gwathlé that con-
tribute greatly to the utter destruction of Sauron's forces.

1793 — Pharconatar begins the congtruction of Tharbad as a
NuUmendrean colony and is accepted as Protector by most of
the petty-kings of the Eriadorans.

1914-1943—SouthernEriadorans uniteto opposetheextensive
lumbering undertaken by theNUmendreansto construct the
great fleet of Tar-Ciryatan. This conflict degeneratesinto a
guerrillawar, in which much of Saralainn is deforested.

ca. 2000— Distressed by the increased materialism intheir native
isle, some of the most religious of the NUmendreans begin

A Brief Timeline & The Kings

emigrating, settlingprimarilyintheregionof LakeEvendim.
Tharbad is their primary entrepot, and begins to prosper.

2350 — Pdargir is founded and becomes the chief haven for the
increasing emigration of the Faithful Nimenéreans.

ca. 2500-2600 — Second Revolt of the Eriadorans. Pursuing
Tar Telemmaite's desire for mithril, the NUmendreans move
into the hills and downs of Cardolan, provoking the natives.
This is the most destructive of the wars and largely respon-
sible for the later treeless condition of Cardolan.

2511 — Lond Daer seriously damaged in agreat hurricane, and is
never fully restored.

3262 — Sauron taken as captive by Ar-Pharazénthe Golden. He
succeeds in seducing the King and many Ndmendreans to
evil ways.

3319 — Ar-PharazbninvadesValinor. NUmenor cast beneath the
sess. Elendil and his sons, Isildur and Anarion, escape with
the remaining Faithful. They found Gondor and Amor, the
RealmsinExile.

3430 — The Last Alliance of Men and Elves is formed to answer
Sauron's attack on Gondor.

3441 — Sauron defeated and slain, though Elendil and Gil-galad
also fall. Arnor never recovers from its losses, for its
Dunedainwere ever in the vanguard of the Allied armies.

KINGSOF THE REALMSINEXILE
AFTER THE D1vision OF ARNOR, 861 T.A.

OF CARDOLAN OF ARTHEDAIN
THORONDUR* AMLAITH
861-936 861-946
TURAMBAR BELEG
936-1001 946-1029
CIRYON MALLOR
1001-1079 1029-1110
TARANDIL CELEPHARN
1079-1153 1110-1191
CALIMENDIL CELEBRINDOR
1153-1235% 1191-1272
TARCIL MALVEGIL
1235-1287 1272-1349
TARASTOR ARGELEB*
1287-1332# 1349-1356
MINALCAR ARVELEG
1332-1381 1356-1409
OSTOHER* ARAPHOR
1381-1409 1409-1589
NIRNADEL#* ARGELEB 11
1409-1412 1589-1670
various claimants ARVEGIL
1670-1743

NOTE: Tarcil lll and Aldor were the last Kings of Cardolan and Rhuduar from the unsullied
line of Isildur. Argeleb of Arthedain reclaimed these realms in 1349, but the subsequent rulers
of Cardolan and Rhuduar were recognized by Gondor and the Elves. Although some later
leaders gained widespread recognition, none thereafter were universally accepted.

OF RHUDAUR or GONDOR
ALDARION TARANNON FALASTUR
861-951 830-913
ORODRETH EARNIL*
951-988 913-936
ELDATHORN* CIRYANDIL*
988-1031 936-1015
ELDARION HYARMENDACIL
1031-1107 1015-1149
FORODACIL ATANATARII
1107-1176 1149-1226
RHUGGA (usurper) NARMACIL
1176-1231 1226-1294
ELEWEN CALMACIL
1231-1307 1294-1304
ALDOR MINALCAR
1307-13474# 1304-1366
ELAGOST* ELDACAR
1347-1355 1366-1437, 1447-1490
various claimants CASTAMIR (usurper)*
1437-1447
ALDAMIR ¥
1490-1540
HYARMENDACIL 1
1540-1621
MINARDIL*
1621-1634
TELEMNAR*
1634-1636
TARONDAR
1636-1798

* = Unnatural death.

elc.




A BriefTimeline

THIRD AGE
2 — Disaster of the Gladden Fields. Isildur slain and the OneRing
islost.

ca. 200-400—A new waveof Dunnish migrationto Eriador in the
wake of the sundering and downfall of the Daen Coentis.

Most are assimilated into centra Cardolan, but in the
sparsdly populated south, many retain their native folkways.
ca.600-860 — Increasing tensions between the lords of Arnor,
who live largely in the North, and their more worldly kins-
men in the southern areas of the Kingdom.
652 —King Valandur of Arnor dain during arevolt of the Hillmen
of the eastern marches.

861 — Death of Edrendur, who dividesthe realm of Amor among
his three sons. Founding of the Sister Kingdoms Of
Arthedain, Cardolan, and Rhudaur.

862 — Thorondur the Magnificent ascends the throne as the first
King of Cardolan.

949-950 — Aldarion of Rhudaur, the last of E&rendur's sons,
attempts to reunite Arnor. The war endsin a mere skirmish,
but it is the first slaying of Dinedain by Dunedain.

1084-1092 — Arthedain, Cardolan, and Rhudaur undertake a
more serious quarrel over Amon Sil and its Palantir.

1100-1200 — Cardolan reaches its peak of prosperity under the
reign of itsfourth King, Tarandil. who introduces large scale
sheep herding. Tharbad thrives as a center of trade and
manufacture.

¢ 1100 — Harfoot Hobbits enter Eriador, Fallohides and Stoors
follow within fifty years. The Harfoots settle throughout En
Eredoriath with the Fallohides to the north and the Stoors to
thesouth.

1197—Calimendil attemptstoconquer Rhudaur,whichhasfallen
under the rule of aHillmen usurper.

1235 — Disaster of Cameth Brin. Calimendil, besieging the
capitol of Rhudaur, is surprised by an Orcish army from
Gundabad. The professional forces of Cardolan cut their way
out with heavy losses, but Cdimendil, his sons, and all of the
ruling Baronsof Cardolan (who had gathered for apremature
victory celebration) are slain when the Orcs capture the
exposed Royal Pavilion.

1235-1248 — The Time of Troubles. Civil war on national and
baronial levels, foreign intervention, raids from Rhudaur.
Diet of Thalion summoned by the Wise dects Tarcil from
among many claimants to the throne in 1258,

1276 — TheWitch-king, better known asthe Lord of the Nazgl,
establishes hisrealm in Angmar as Sauron has determined
that the divided northern Dinedain can be more easily
destroyed.

1284-1287 — Arthedain and Cardolan war over possesson of
Amon S0l. Minalcar establishes himself as regent of Car-
dolan, ashislegitimatehalf-brother Tarastor isineffectiveas
amilitary leader.

¢ 1300 — The Hobbits move westward, many settle around Bree.
The Stoors become well established in the Angle and the
abandoned |ands of Eregion.
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1332 —Death of Tarastor, deemed to be the last of the true line of
Isildur in Cardolan. Minalcar, crowned as King, accepts
Argeleb of Arthedain claims to the High Kingship of Arnor
in 1349, and is promised autonomy.

1352-1359—First Northern War. Arthedain and Cardolan versus
Rhudaur and Angmar.

1408-1410— Second Northern War. King Ostoher of Cardolan
and his sonsfall in the Battle on Tryn Gorthad, after which
Amon Sl is besieged and falls, though its Palantir is saved.

1412 — Princess Nirnadel and the Regent, Nimhir, dain in
unsuccessful coup. Civil war in Cardolan.

1414 — Annael of Tryn Gorthad recognized as Canotar (S. "High
Commander") of Cardolan with nominal powersequal to the
Kings.

1503 —Gordaigh, aDunnish adventurer, establishestheKingdom
of Saralainn. Most of the remaining baronies and other
successor states declare their independence of the Realm of
Cardolan soon thereafter. The lands east of the Nen-i-S{l
river are abandoned.

1601 — Hobbhitssettlein the Shire.

1636-1637 —The Great Plague strikes Eriador. There are fewer
fatalities in the North, but it causes enough disruption to
overturn the two centuries of gradual recovery in Cardolan.

€ 1700 — Thefew remaining Dinedain of Cardolan abandon their
homelands; equal numbers go to Arthedain and Gondor.

c 1800 — The increasingly severe winters force most of the
remaining peasant population to begin a slow southern
migration.

1973-1975—TheThird Northern War. The Witch-king destroys
Arthedain, but Angmar fallsto the vengeful wrath of Gondor
and the Elves.

2052 — After demolishing most of the remaining fortsin central
Cardolan. the Gondorian garrison in Tharbad is withdrawn.
Most of the better folk go with them.

2116 — The capitol of Saralainn is removed from Suduri to
| senmouth.

2720-275 —Orcs invade Cardolan, slayingor driving off the
few remaining Eriadorans. An attack on Tharbad fails, and
the Orcs drift off due to lack of plunder.

2912 — Unprecedented floods following the Fell Winter destroy

the Great Bridges and devastate Tharbad (which is aban-
doned).

3018 — Boromir of Gondor loses his horse while fording the
Gwathl 6 at the ruins of Tharbad.

3019 — Remnants of Saruman's forces establish themselves in
Tharbad.

FOURTH AGE

3 — Forces of King Elessar evict the bandits from Tharbad and
reapen the Old South Road.
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3.0 THE LAND

Thelands of Cardolan, like its people, are quitediverse. Within
its borders one can find deep and ancient forests, rocky coasts,
rollinghillsarrayed likelines of massive, ruddy warriors, and some
of the richest farmland in all of Eriador. However, most of the
landscape is dominated by slowly rolling, windswept and treeless
plains, ableakness offset only by the teeming city of Tharbad, the
Queen of the North.

3.1 GEOGRAPHY

TheKingdom of Cardolan encompasses all of the lands between
theRiversBrandywine, Greyflood and Hoarwell, which werethen
generally called by their Elven names: Baranduin, Gwathl6 and
Mitheithel, as far as the Great East Road. This forms an area
roughly six hundred miles long by one hundred and fifty across.
The Old North Road, laur Men Formen, cuts across the middl e of
Cardolan and dividesit fairly neatly into two geographic zones:
Minhiriath (S. "Region of the Streams') to the southeast, and
Mintyrnath (S. "Region of the Downs") to the northwest.

THE ORIGINS OF THE L ANDSCAPE
In the Elder Days, Cardolan was covered by asingle primordial
forest that spread over all of southern Eriador. The coast then
extended considerably farther to the west as the southernmost
region of ancient Beleriand. These lands sank beneath the ocean
during the great War of Wrath that ended the Elder Days. All that
remains of this region is the Dark Cape (S. "Rast Vorn"), and its
Dark Woods (S. "Eryn Vorn"). The great forests were destroyed
during the Second Age, revealing a generally poor and infertile
soil, like that of therain forests far away in the South. Much of the
newly exposed topsoil was blown off by the strong sea winds, so
that the fertile areas of Cardolan are those that are regularly

renewed by the annual flooding of its great rivers.

THE RIVERS OF CARDOLAN

Despitethenumeroussmall riversthatgiveMinhiriathitsname,
and the downs of Mintyrnath, on the whole the geography of
Cardolan is dominated by the great river valleys on its borders.

TheBaranduin (S. "Long Gold-brown River") tracesalazy path
from Lake Evendim in Arthedain down to the sea, forming the
northern/western border of Cardolan. It gets its color, and hence its
name, from therich earth along its banks. The Baranduin isan old
river, wide and slow; but it is aso shallow, so there is little
commerce on its waters.

The Mitheithel (S. "Grey Spring") to theeast isborn in the snows
and springs of the highlands of Rhudaur. A raging narrow torrent,
itisonly partially subdued when it joins the river Brunien at the
apex of the Angle. It continues on down to the Nin-in-Eilph, the
Swanfleet Marshes. Just above Tharbad, where the Mitheithel
joinstheRiver Glanduincomingout of Enedhwaith, itgivesbirth
to the Gwathl6 (S. " Shadowy River from the Fens'). The Mithei-
thel can be navigated with difficulty from Tharbad to the Angle,
but it is virtually unfordable for its entire course.

The Gwathléis broad and slow river like the Baranduin except
duringthespring floods. TheGwathl disdeep and can benavigated
by ocean-going ships asfar as Tharbad. The winds on the Gwathlé
are predominantly easterly and the river is full of ever-shifting
mud-banks, so smaller shipsply most of the trade that iscarried on
theriver. Thistrade is considerable for the searoute to Gondor is
much faster than the land route which has made Tharbad the center
of al the trade coming out of the north. The annual flooding onthe
Gwathlé is much more serious than that of Cardolan's other river
especially aong its northern bank. After a severe winter, Tharbad
may become avirtual island for several weeks during the spring.

TheLand: Geography

M INHIRIATH

The southwestern half of Cardolan receives its name for its
myriad streamsand minor riversthatempty intotheBaranduin, the
Gwathl6 and the Sea. Minhiriath can be further divided into four
geographic districts: Eryn Vorn (S. "Dark Woods'), the central
plainor Saralainn (D. "Exalted Land"), theGirithlin highlandsthat
extend from central Cardolan along the south bank of the Baran-
duin, and theGwathlébasin. The Eryn VorncoverstheRast Vorn,
alargepeninsulalyingto thesouth of themouth of theBaranduin.
Except for amarshy region to the southeast, it is covered by ancient
forests. The trees themselves seem to share the madlice of its
aboriginal inhabitants the Beffraen, influenced by the fractured
landscape that recalls the cataclysms of the Elder Days. The Eryn
Vorn has remained essentially unexplored throughout the history
of Cardolan.
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Thecentral plainof Minhiriathisamost featureless, savefor its
countlessrivulets. It dopesslowly down to theseaand the areanear
the streams are reasonably fertile, but most of the land isfit only
for raising sheep. One redeeming feature is the set of amber beds
found along the south bank of the Baranduin near its mouth. The
name Saralainn is attributed in folklore to a particularly glib
Dunnish Bard who was promoting settlement in the area and
named the land "exalted" as one might name an icy wasteland
"green”.

The Girithlin highlands rise several hundred feet above the
plains of Sardlainn in a series of gently rolling ridge lines. The
overall aspect of the highlands is not greatly different from that of
the plains, though erosion is a particularly severe problem here.

The Gwathlé Basin comprises the region that is subject to
flooding by that river. It is very narrow nigh to the sea and
irregularly spreads until it is almost eighty miles across near
Tharbad. These floods are an inconvenienceto theregion's inhabi-
tants but the silt endows the floodplain with the richest farmlands
in the North. The Gwathl6 basin serves as the breadbasket of
Eriador, though most of its surplus goes to feed Tharbad.
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MINTYRNATH

Where the geography of Minhiriath is relatively straightfor-
ward, that of the region of the hills is complex. Six occasionally
sudden divisions must be made. A substantial chunk of the
Gwathld basin extends above the North Road. To the north lies a
hilly plateau of the Pinnath Ceren, the red hillsthat give Cardolan
itsname. Slightly to the east lies the Old Forest, and beyond these
woods, the rolling hills of Tyrn Gorthad, the Barrow-downs, and
Tyrn Hyarmen, the South Downs. South and west of these ranges
is the Girithlin Highland. Eastern Cardolan merges into the great
featureless plain of Eriador, the En Eredoriath.

The most distinctive feature of Mintyrnath are the downs south
of the East Road. These are only one line of hills, but custom has
given two names: the Barrow-downs in the more concentrated
northwest corner, and the South Downsfortherest. The Downsare
a series of ridges running towards the northeast with relatively
steep southwestern faces that dope gradually down to the next
ridgeline. Thisregioniswindsweptand infertileand has beenlittle
inhabited. The Tryn Gorthad are particularly noted for their bar-
rows, or burial mounds that are thought to date back to the Adan
ancestors of the DUnedain in the Elder Days. The Princes of
Cardolan also make it their custom to make their graves here.

Directly to the west of the Barrow-downs lies the Old Forest.
This is a dark and dangerous place where the trees seem to
remember and to hate those who destroyed their once innumerable
cousins. The House of Tom Bombadil is located somewhere deep
within these woods. He is more commonly known as Orald to the
people of Cardolan, though he plays small part in their affairs.

To the southwest of the Old Forest are the Pinnath Ceren and
beyond it, the Girithlin highlands. The Pinnath Ceren (S. "Red
Ridges') ae a group of red-tinted hills surmounting a small
plateau. The iron oresthat providethis color were extensively used
by the Northmen who inhabited the woods of Eriador before the
return of the NUmendreans. It became a center of resistance to their
coloni zation effortsbecause thePinnath Cerenwastheonly source
of arare, and now mined out, alloy of tin and cobalt that could be
used inthe relatively primitive smelters of the Northmen to make
Cardolan Brass, ared metal that could almost stand up to the High
Steel of Nimenor. TheGirithlinHighlandsriseabovetheGwathl 6
basin to the east. They include amajor ridgelinecalled the Pinnath
Nimren (S. "White Ridges"), named for its many exposed marble
faces. Aside for its harsher climate, the Highlands are generaly
similar tothe Saralainn.

THE CoasTs

The north coast of Cardolan from the mouth of the Baranduin to
Rast Vorn is generaly rocky, with a kind of rugged beauty
recognized only by its inhabitants. There are few harbors but the
areaisfairly well protected from storms and itsresources, primar-
ily shellfish and small whales, are extensively utilized.

The coasts of Rast Vorn are the most treacherous known to
Duanadan mariners. There are innumerable shoalsand reefs that are
usually shrouded in thick banks of fog. The exposed northern and
western shores are segp and offer few placesto land a need. The
southeastern shore is covered by reedy marshes and said to be
inhabited by foul and unnatural creatures. The native Beffraen
often attack those who do manage to find shelter on these coasts.

In contrast, the shores of Saralainn are notable for their broad
beaches and dunes. The natives have taken little interest though,
perhaps because of the stormsthat strike the beachesroughly every
decade, devastating these low-lying areas. The vast amount of
trade on the Gwathl 6 is primarily served by the port of Suddri that
lies 90 miles up river from the sea. The city's location solves most
of these problems that defeated the NUmendreans' millennialong
effort to construct a port at Lond Daer.
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WEATHERTABLE
Months Minhiriath Mintyrnath Highlands
— Yestaré (intercalary day: Yule) —

1. Narwain 25-4(¢° 20-35° 20-35°
(Winter) Mod.Snow/Rain Mod.Snow Snow

2. Ninui 25-45° 25-40° 20-40°
{Winter) Snow/Rain Mod.Snow/Rain Mod.Snow

3. Gwaeron 30-50° 25-45° 25-45°
(Stirring) Rainy Rainy Snow/Rain

4.  Gwirith 45-60° 40-55° 35-55°
(Spring) Nor.Rain Nor.Rain Nor.Rain

5. Lothron 45-65° 40-60° 35-60°
(Spring) Nor.Rain Nor.Rain Nor.Rain

6. Norui 50-75° 50-70" 45-70°
(Summer) Mod.Rain* Mod.Rain* Mod.Rain*

— Loéndé (intercalary day: Midyear)— Enderi (3 middle days)

7. Cerveth 55-80° 55-85° 50-80°
(Summer)  Mod.Rain Dry Dry

8. Uni 65-85° 70-90° 65-90°
(Summer) Mod.Rain# Mod.Rain Mod.Rain

9, Ivaneth 55-80° 55-85° 55-80°
(Autumn) Nor.Rain Nor.Rain Nor.Rain

10. Narbleth 45-70° 40-75° 40-70°
(Autumn) Rainy Rainy Rainy

11. Hithui 35-60° 30-60° 30-55°
(Fading) Mod.Rain/Snow Mod.Snow/Rain  Mod.Snow

12. Girithron 25-45° 20-45° 20-40°
(Winter) Mod.Snow/Rain Mod.Snow Snow

— Mefttaré (intercalary day: Yearsend) —
KEY

Special Notes: #= 1% chance Great Storm (Hurricane),
* = 3% chance Severe Thunderstorm/Hail/Tornado

Temperature: Degrees are expressed in Fahrenheit. Note thatmost
peoples do not describe temperature so precisely; they simply de-
scribe the temperature as cold, cool, warm or hot. Mountain tempera-
ture refers to the habitable regions between 1000-3000' above sea
level. To calculate temperature at higher altitudes, subtract | degree

for every 300" more above sea level.

Precipitation: Refers tothe % chance of rain or snow falling on a

given day.
Moderate Rain (Snow)— 15% rain (snow); partly cloudy

Moderate Snow/Rain (Rain/Snow) — 5% snow (rain); 2% sleet;

8% rain (snow); partly cloudy
Normal Rain (Snow)— 25% rain (snow); partly cloudy
Rainy (Snow) — 40% rain (snow); cloudy
Dry— 3-10% rain

At higher mountain altitudes, snow will always occur when Mod-

erate Snow/Rain yields a precipitation result.
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ENEDHWAITH

The people of Cardolan, concentrated along the north bank of
the Gwathl6, must be concerned with occurrences on the south
bank in the lands of Enedhwaith. Most of Enedhwaith is a grassy
and semi-arid plain that ishometo tribal Dunlendingswho often
raid into Cardolan. Along the Gwathl g, beginning about 80 miles
southof Tharbad, therearetwoextensiveforeststhai provide much
of the wood used for shipbuilding in Cardolan. Thisiscollected in
great semi-military expeditions, for fear of the Dunnish tribesmen,
the cousins of the Beffraen who inhabit the southern woods, and
the Stone-trolls of the northern forest.

The four hundred square miles of the Nin-in-Eilph, the
Swanfleet Marshes, are often visited despite the treacherousal kali
bogs, and innumerabl e poi sonousreptiles. Sometimesthisisdone
in search of rare herbs, but more often the intent is to poach the
lordly swans of the marsheswhosefeathersare so highly favored
by the fashionable ladies of Gondor.

3.2CLIMATE

Although the landscapes of Cardolan may seem monotonous at
times, the weather providesplenty of variety. Cardolan hasahumid
mid-latitude climate which is mild on the average, but which is
subject to some of the most severe weather in all of Endor.
Minhiriath and Mintyrnath have distinguishable weather patterns,
however. As a general rule, Mintyrnath runs about 5 degrees
cooler.

Both regions have cool, wet springs, summersthat are usually
dry and moderately hot, cool wet autumns, and cold winters. The
weather patterns are dominated by warm, wet air coming off the
ocean, and the cold, dry air of the Misty Mountains and Forochel.
In the late spring and early summer these air masses are prone to
collide with often disastrous results. Most of the damage is done by
severethunderstorms, but these can very easily escalateinto hail,
and tornados. The latter are most prevalent in central Cardolan,
particularly during the month of N6rui. Less frequent, but more
devastating, are the hurricanesthat spin out of the equatorial seas
and strikethecoasts. Intheearly fall of every third year, galestorms
hit the shores; about one storm per decade will wreck widespread
havoc, and one per century will be a monster. Old folk still speak
of the "Ireful Storm of 1081". The predominant normal wind
direction in Cardolan is a strong westerly (wind out of the West)
that tends to complicate navigation of the Gwathl 6.

As Cardolan is largely tredess, the temperature increases
sharply during the day, and dropsjust asquickly at night. It isnot
unusual forthetemperaturetovary thirty-fivedegreesin atwenty-
four hour period, especialy during the summer and in higher
elevations. The average temperature in Cardolan has been drop-
ping very slightly over the past two centuries, but this change has
made the task of Cardolan's farmers, who cannot easily afford
having afew days shaved off their growing season, much less the
late killer frosts. The superstitiousattribute thisto the maice of the
Witch-king of Angmar (indeed this trend will worsen until his
departure in T.A. 1975 and then gradually improve).

Geography, Climate, and Ecology

4.0 CARDOLAN'S ECOLOGY

The lands of Eriador are an integral part of the continent of
Endor, yet they are geographically isolated. To the north lies the
vast desolation of the Northern Wastes, to the east the mighty
Misty Mountains arise, to the southeast lay the broad White
Mountains, and to the west is the sea. These barriers prevent the
easy immigration of new species into Eriador, and most of those
havebeen brought by the Menwhohaveundertakenthetrek. Inthis
relative isolation the ways of nature became very static and fragile
over the centuries, not unliketherain forests of the farthest South.

Asthe Entsrecall, all of southern Eriador was a single forest
before the first Elves taught them speech in the Elder Days. The
early Second Age saw a general warming trend that put consider-
able pressureonthedelicate balance of life of thewoods. With the
rise of advanced societies of Men, this balance was broken. The
Ndmendreans returning to Middle-earth in the middle of the age
felled many trees to construct their famous fleets. Forest fires
raged, s¢ by both sdes in the merciless wars between the
Ndmendreans and the native Eriadorans, or by theel ectrical storms
that previously had been very rarein theregion. For many forests,
fireisanatural force of renewal, but here it was new and deadly.

In little more than three centuries virtually all of Cardolan
burned down, leaving only two significant patches of the primor-
dial woods in the Old Forest and on Rast Vorn. There were few
species of plants or animals prepared to adapt to the barren new
countryside after long ages of shade and branch. The steady
erosion that followed made much of Cardolan unsuitable for
permanent agricultural communities, while making other among
the most fertile lands in Endor. Only various reptiles, the sheep
introduced by the Dunedain, and the wolves that soon followed,
can be said to have truly thrived in Cardolan.




Flora& Fauna

4.1 FLORA

The inhabitants of the annually renewed lands of the Gwathl6
basinjustly feel thatthey liveinoneof thegardensof Middle-earth,
butthisjudgement shoul d not beextended totherest of thecountry.
In Minhiriath the dominant plant is a plains grass called ablas,
whileinthewindswept Girithlin highlandsthe ablasisreplaced by
a short mossy grass named deblas which covers most of Min-
tyrnath. There are scattered patches of new forest that have sprung
up throughout Cardolan; these consist largely of beeches with a
few pines. Elsewhere, the larger plants are chiefly thistles and
brambles which provide some shelter for gentler plants. The
farmers of Cardolan grow wheat along the banks and streams;
corn, peas and cassona. a small potato, along the Gwathl6; and
eorna, a hardy grain resembling barley, in the uplands.

HAGAVORL

Perhaps the most notable flora of Cardolan is the Hedgewall.
Pharconatar, the first Nimenorean governor of Cardolan, began
theplanting of theHagavorl (D./E. Hawthorn-Wall) inS.A. 1777.
He desired a barrier to slow any large scale incursion of Orcs or
Hillmen from Rhudaur into central Cardolan, so that he would
have timeto prepare hisfew and scattered forces. The Hagavorl—
a hedge of sharp thorns stretching from the Mitheithel to the
Baranduin above the Old Forest — was an ambitious project even
by NUmenérean standards, but Pharconatar received aid from
Elrond's herbmasters. Nonetheless, the task was abandoned after
his death in S.A. 1812 and was not restarted until the time of
Elendil. The Hagavorl was finally completed by King Valandil in
1126T.A. aspart of hisfutileplans for eradicating the Wolves of
Cardolan. Now pierced in innumerable places, the Hedgewall is
punctuated by gapsof uptotwomiles. Itisstill very impressiveto

look at and can be a serious barrier to the casual traveler.

HERBS
Most of the common herbs of Eriador can be found in both
Minhiriathand Mintyrnath. Thereare afew plantsthat are moreor
less unique.

Lus — A low gorse-like shrub found mainly in Saralainn. Its
mauve flowers appear in the early spring and can be distilled
intoapotent poison. Itactsin 1-12rounds. A victimfailingRR
by 51 +iskilled, by 21-50isin comaandisblind, by 11-20is
blindin 1-2eyes,and by 1-10istemporarily blinded. (t-T-3—
Flower/Paste —31gp — Lvl 4)

Sailcha — A small violet orchid that blooms throughout the
spring. Sailchaisvery, andincreasingly, rareand the people of
Cardolan believe that its blossoms are a potent harbinger of
good luck. This superstition is very ancient, and is said to
predate the Eriadorans. Its psychological benefits are +10
morale, +10 to RRs, and +5 DB for 3-7 days (until bloom
withers). (t-S-8 — Flower/Wear — 50gp — AFQ)

Avhail — A hardy bush found commonly in Saralainn and rarely
in the rest of Cardolan. The sweet yellow fruits, which re-
semble asmall cherry, arenutritiousand tasty. Thisfruitisthe
primary ingredient of the popular and potent brandy called
biotaille.

Haruella —Haruellaisaconcoction of the Eriadoransof Pinnath
Ceren, Theformulais adeep secret, but isthought to include
the lichens and aphids from certain tree roots. The Shamen of
the ancient Eriadorans used Haruella in their infrequent deal-
ingswith theUndead. Haruellais highly prized at present asa
resource against the invasion of theBarrow-downsby wights.

15

Boskone — Boskone is atiny blue orchid that grows among the
leaves of the tallest trees of the Old Forest and Eryn Vorn.
These flowers can be dried and ground to make a blue power
which, when inhaled, so stimulates the user's sense that he
functions as though using the "Awareness" spell. Boskoneis
highly addictive and has particularly unpleasant withdrawal
symptoms. Gives user 'Awareness for 10-20 rounds, then a
severe headache (-30) for 1-8 hours. (t-H-8 — Powder/Inhae
— 78gp —AF18)

4.2 FAUNA

An uninquisitive visitor to Cardolan might return home with the
impression that the only animals therein are Men, Sheep, and
Wolves. Actually, theselands support a surprisingly diverse ani-
mal population that has been on the increase as more lands have
slipped back into wilderness since the downfall of the Ddnadan
Kingdom. Most beasts are till very shy of Men.

4.21 PREDATORS

Wolves — Another old Eriadoran saying: "Worry about the Wolf
that you don't see" The predator in Cardolan is the Wolf;
encounters with any others will be rare in comparison. The
common Wolf of Eriador is grey, though afew are black, and
will generally befound, or find you, in apack of about adozen
mature adults. They areviciousand intelligent hunters, tireless
inthechase, and (under themalign influenceof Angmar) prone
to kill simply for sport. Their primary prey is Sheep, but
Wolves are not afraid of Men and will readily attack lone
individualsor small groups. They do, however, fear the Sheep-
hounds and with good cause.

W ar gs— Wargs, sometimescalled War-wolves, are not common
in these lands. When not acting as mounts for Orcish raiders,
Wargs appear to bejust overlarge Wolves. This is true, but
Wargs are bol der and more cunning and usual ly are servants of
theWitch-king of Angmar. True Wargs, also known as Demon
Wolves or Wolves of Sauron, appear to be large Wargs, but are
intruththeundead creationsoff powerful evil magic. They will
act only on dark nights when their trait of dissolving if killed
will not be eadly reveded. The Witch-king has found little
need to send True Wargsto Cardolan sincethefall of Amon S{l
in T.A. 1409.

Giant Eagles — The Giant Eagle is an infrequent visitor to
Mintyrnathfor its home in the Misty Mountains is far afield.
The Eagles are wary of Men, and not without cause for the
noble birds are not averse to some occasional mutton. The
Eagles have very rarely intervened in the affairs of Cardolan.
Perhaps they consider these landsto be the responsibility of the
remaining Noldo Elves, or perhapsthey are too busy defending
their eyries against the Orcs of Gundabad.

Spotted Lions— The Spotted Lion gets its name from the black
spots on their amost white underbellies; the rest of their coat
is a burnt orange color. Although quite rare, due to hunting,
they till range throughout Cardolan. The lions are not evil
creatures and, whilethey are extremely cunning, they are not
capable of speech. Their feud with the wolvesisold and bitter
and has probably contributed to their decline more than the
efforts of Men. The Spotted Lionslive in small family groups,
keeping lairsin trees and caves. They prefer to hunt fiara, but
sheep will do. Spotted lions have been known tokill men only
in self-defense.
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Bear s—TheBlack Bearisunusual in Cardolan, unliketherest of
Eriador wherethey are common. Theclimateisalittlewarmfor
the Bears' taste, but the main factor in their scarcity is human.
The Eriadorans have an almost cultic obsession with hunting
bears; it is thought to be the ultimate test of one's prowess as a
warrior. News of Bear spoor will gather thesereclusive North-
men from a large area to join the hunt. The Bears are not
unawareof thisunpleasantnessand so tend to avoid these lands.

Glutan — The dreadful Glutan isfound primarily in western
Minhiriath. It is a solitary, black-furred beast shaped like a
large badger. The Glutan is unbelievably quick and fierce and
appears to be quite insane. They have been known to attack
large groups of armed men without the slightest provocation,
fighting to the death even if escape is easily available.

Madratine—TheMadratineisasmall cat-likefox found mainly
in the highlands. Its white mask and ears stand out in sharp
relief to its reddish brown fur. Madratine are very shy.

4.22 HERBIVORES

Deer — A little deer known as Fiara is the most common wild
herbivore in Cardolan, being able to thrive on the scant grasses.
Fiarakeeptosmall groupsof four or fivedoesand abuck. They
are extremely timed. Inthe woodlands, the Caru (EIK) isfairly
common, and the caribou of Rhudaur will stray into the En
Eredoriath in severe winters. Larger than an Elk, the Nimfiara
(S/D. "White Hart") is found deep within the Old Forest and
the Eryn Vorn. Itspelt isprized for fine garments and a potion
made from its horn is said (incorrectly) to retard aging. Very
wily, they will put up a good fight when finally cornered.
Hunting the Nimfiarawas very popular with the Dunedain, but
there are now few of either left.

Astabanhe — The Astabanhe or Pronghorn is an antelope-like
creature found mainly in the Pinnath Ceren and the Girithlin
highlands. They stand about 4' tall, adull yellow in color with
a loud white rump and short black horns that give them their
name. Pronghorns travel in small herds and are inquisitive, but
they are quick to flee.

Boars — Boars are common in both regions of Cardolan and are
generally found in large packs. The adults males defend the
perimeter of the pack against all enemies, redl or imagined. The
primary concern of Boarsis finding food, and most creatures
are wise enough to get out of their way.

Goral — Gora arewild golden, bighorn Sheep found exclusively
in the Downs. Solitary and intractable, they have nonetheless
been very profitably interbred with Cardolan's domestic sheep.

Golodos — A Golodo is a moderately largeflightless bird, rather
like a large goose on stilts. Golodos gather in large flocks
duringthe breeding season inearly summer, travelingin small
groups during the rest of the year. Golodos will immediately
fleethe scent of any predator with surprising, if ungainly speed,
except duringthenesting season whenthey will bravely defend
their eggs. Golodos enjoy the taste of meat, but they will eat
anything since they are poor hunters.

Rodents — The most common rodent in Cardolan is the Gopher,
closely followed by the Coney, or Rabbit. The Gophers of
Eriador resemble big stout Rats and live mainly on grass roots.
On the plains they are a major nuisance because they live in
large colonies of interlocking burrows. Their holes rise up
about afoot from ground level but their tunnels run very close
to the surface and cannot be easily detected by Sheep, Horses,
or Men (leading to many broken legs). Opossums, Mice, Rats,
and Ferrets are aso common in Cardolan.

Predators, Herbivores, & Birdsand Flying Creatures

4.23 BIRDS AND FLYING CREATURES

While there arenot many species of mammalsin Cardolan, there
isagreat variety and number of birds. The migratory birds of the
north are the most numerous and are of the greatest economic
importance. Three of these species account for the incredible
flocks that crisscross the area. These are the |ce Goosg, the Red-
headed Duck, and the Blue Pigeon. The Ice Goose is alarge white
and black bird that summersinthe Northern Waste and wintersin
the Drawaith laur. Itsmigration follow the coastline in late spring
and mid-fall. The Red-headed Duck is acommon sight on all the
waterways of Cardolan. In the late Spring they al gather in the
Midgewater Marshes and the Swanfleet Marshes to prepare to
migrate to the lakes of the Far North.

The Blue Pigeon does not linger in Eriador, passing over in their
migrations between Mirkwood and the Lindons. They have been
heavily hunted, but alarge flock of Blue Pigeons can still blot out
the sun. The Lordly swans of theNin-in-Eilphare a so of economic
importance, as the price of their plumes has increased as their
numbers have diminished.

There are many species of songbirds in the remaining forests;
the Lark and the Blackbird are happy in the open lands as well.
There are also large numbers of Crows and Gorcrows. The primary
carrion bird isaparticularly awkward and ugly stork known as the
Hopta. Severa varieties of Hawk reside here, though most are
small and dully colored. Great Owls still hunt the woods at night;
their calls are said to bealament for the lost ancient Forest. A small
owl, taken to living in abandoned gopher tunnels, is known as a
Barrow Owl.



Flying Creatures, Reptiles, and Domestic Animals

Of course, there are some flying creatures in Cardolan that are
not birds. Bats are common, and vampire bats have entered the
lands from Angmar. Another variety of large bat, the Flying Fox,
makes its home amid brambles. The Flying Fox is not nocturnal,
having good eyesight and presumably a fine sense of smell in its
long snout.

The last notable flying creature isactually agliding frog known
astheGrey Fyer. They are small, but carry anasty venom in their
claws. Grey Flyersare rare, living only in substantial forests, but
they livein huge colonies and woe to anyone who stumbl es upon
their nests!

4.24REPTILES

The reptiles of the primordial woods were, perhaps, the only
creatures to welcome the destruction of the trees, for it brought out
the sun. Cardolan in general, and Minhiriath in particular, has a
flourishing population of reptiles, including many venomous
serpents.

Nathair — This plains snake is found throughout Cardolan,
growing up to six feet long with creamy colored scaes. The
Nathair angers quickly and will fight rather than flee once
annoyed.

Nathrach — The Nathrach is an aquatic snake found in all the
marshes and pools of Cardolan. It is rusty in color with broad
bright brown bands, and ranges in size from three to five feet.
It venom ismild, designed to stun the small rodent that it feeds
on before enveloping and crushing them. The Arnathrach isa
much larger cousin that inhabits the brackish waters near the
coasts.

Coireal —The Coired isatiny (threeto six inches) snake of the
deep woods. It has yellow rings on a black background. The
Coirea is happy to hunt large insects and should be left alone

for its venom is highly potent.

Sea Crocodiles—The fish-eating Crocodiles of theGwathldare
inoffensivewhen et alone, but the samecannot be said of their
larger cousins. The Sea Crocodiles are uncommon which is
nice, for they resemble a Fell Beast without wings. They are
prone to attack smaller ships, seeking to puncture hulls with
their mightyjaws, then waiting for the ship to founder. The Sea
Crocodiles are thought to nest on the Rast Vorn.

Land Tortoises — Land Turtles were once common in the
Gwathl 6 basin, butthey were hunted to extinction asthe human
population increased. A few may still be found in central
Saralainn. They are very slow and inoffensive, fivefeet long
and three high, weighing up to three hundred pounds.
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4.25 DOMESTIC ANIMALS

Sheep and Food Animals— The Men of Cardolan keep many
beasts, but not a great variety of them. The most important of
these is, of course, the sheep. There are two important breeds
of Sheep. The common Sheep is relatively small and delicate,
producing vast amounts of wool and fine meat. These Sheep are
incapable of caring for themselves without Sheep Dogs and
usually shepherds in the increasingly wild lands of Cardolan.
The Harbdo is the result of crossing the wild Goral with
common sheep. The result is a lot less wool and less tasty
mutton, but alsoananimal that can survive unprotected in most
areas in Cardolan. The Harbdo have grown increasingly preva-
lent over the past few centuries.

Lately, domestic Kine have been introduced from Rho-
vanion and Gondor, but farmers are aconservative bunch, and
the Kine have not yet caught on. There are a few varieties of
‘barnyard’ animals. The most common is the chicken.
Cardolan's Hobbits keep large flocks of Geese but they have
yet to convince Men of the bird's virtues. Semi-domesticated
Boarsarenot uncommon, but they remain very nasty creatures.
Eriadorans also may keep afew Coneys. Rats are so common
in human dwellingsthat they should probably also be counted
among the domestic animals.

Dogs — Dogs are popular among the men of Cardolan, especially
among shepherds and the Ddnedain. The prime breed is the
Sheep Hound, a large, short-muzzled, long-haired Dog. The
SheepHound isvery loya and intelligent, and fierce. If they are
equipped with a stout armored collar, the Sheep Hound is a
match for two or three Wolves. The Dinedain also use themfor
hunting and asguard Dogs. Experiments in using them as war
Dogs have been failures though. A smaller breed is often seen
as a pet for women and children. The Dunmen's Dog is kept
only by the tribal Dunlendings. They look like a large fat
Chihuahua. These Dogs are sometimes used as guards or for
pack-hunting, of which they are marginally capable. Most
Dunmen's Dogs end up in the stewpot.

Draft and Transport Animals—The Horse has become a vital
animal in Cardolan very quickly, at least as the Elves reckon
things, being introduced by Northronsabout 650 T. A. Fast and
reliable transportation has always been crucial to the northern
Dunedain in their wide, thinly-populated lands. These Horses
arevery big (it hasto be in order to carry a 7' tall man wearing
achain hauberk and full equipment) and very noble animals.
They are often roan or black in color. The so-called Pony is
actually a small, stiff-maned Horse. Notorious for being ill-
tempered and hard to ride, ponies do seem to be mellowing after
centuries of domestication. The aurochs has been tamed and is
used as adraft animal on the main roads and for plowing in the
Gwathl 6 basin. Their wild cousins, who favor wooded regions,
are still somewhat common.
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5.0 PEOPLES & CULTURES

Even at its height, Cardolan was never a mighty realm, yet its
borders contained one of the most diverse collections of peoples
ever found in Middle-earth. The importance of trade and the later
need for mercenaries brought merchants and adventurers from
many lands, even those beyond Rhin and Harad. Dwarves and
Northmen from Rhovanion have come in greater numbers for
similar motives, and there are the indigenous Northrons, the
Eriadorans. Dunlendings, primitiveandcivilized formthe bul k of
the population, of course, and many Hobbits make their homes
here, though not as many as in the later years of the Dunadan
Kingdom. The aboriginal Beffraen still inhabit the Eryn Vorn,
while Elves continue to wander across the lands. The wars with
Angmar have brought foul Orcsand Hill Trolls across the borders.
However, Cardolan remains arealm of the Men of Westernesse,
and lifehereisstill largely areflectionof their society and culture.

5.1 DUNEDAIN OF CARDOLAN

The first NOmendrean sailors came to the lands of Cardolan in
the Seventh Century of the Second Age, and their lords maintained
garrisons at Lond Daer and Tharbad intermittently for the next
thousand years. Interest in Eriador then increased as the imperial-
ists desired the tail trees of the ancient forestsasmastsfor their vast
fleets and as those most Faithful to the Valar began to flee the
gathering darkness on their glorious island. These early exiles
settled mainly in the lands that would become Arthedain, but
Tharbad became their chief port and other NUmendreans began to
permanently settle there.

These colonists slowly expanded in the Gwathld basin, despite
theviciouswarswiththenativeEriadorans. When Elendil the Tall,
having escaped the Downfall of NUmenor with the remaining
Faithful, arrived in Eriador, the DUnedain, "the High Men of the
West" of Cardolan were quite pleased to be included within the
new Kingdom of Arnor. The early years of Arnor was very
prosperous, despite the horrendous losses of the War of the Last
Allianceof Men and Elves.

Thisvery prosperity led toslowlyincreasing tensionsamong the
Dunedain of Arnor, as those of southern lands were similar in their
attitudestotheir kininGondor, amaterialismthat themystically-
inclined Northernersdisapproved of.

Although the Division of Arnor was primarily a result of
quarrelsamong the PrincesRoyal, the L ords of Cardolan were well
pleased. They prospered for atime, but the internecine wars of the
Sister Kingdoms and the struggle with Angmar led to thefall of the
realm in T.A. 1412. Since that time, the DUnedain of Cardolan
rapidly declined though some of the old Hirdyr survive and the
Duanedain have retained their position in society (except in the
Kingdom of Saralainn).

APPEARANCE

The Dunedain of Cardolan have never constituted more than a
small minority. At their peak before the Disaster of Cameth Brin
inT.A. 1217 there werelessthan twothousand of pureblood; now
therealess than atenth of that number. Most recognizablefor their
great height, the Men range from 6'4" to 7' and women from 5'8"
to 64". Most of the Dlinedain have descended from afew families
of early colonists, so their unusual auburn hair and green eyes are
quite prevalent. Only those with some trace of Royal blood
maintain the classicjet black hair and grey eyesthat are character-
istic of the Danedain elsewhere. All have fair complexions and
very few havefacial hair.

The DUnedain & the Eriadorans

The vast majority of the "High Men" of Cardolan are of mixed
blood. Here it is customary to refer to them as Tergil (S. "High
Men") rather than the haughty designation of Lesser Dunedain.
Most of the Tergil are descended from the intermarriages of
NUmendrean sailors and soldiers with native Eriadorans. Gener-
ally, they have retained their forefather's height, their
foremother's blond hair, and usually can and do grow bushy
mustaches. However, theclearest distinctionamong theHighMen
is that the Tergil are fortunate to live for a century, while the
Dunedain often live half again as long.

The pure-blooded Dunedain prefer to dress in Nimendrean
style, with flowing robes and capes. Deep reds and dark blues are
themost popular colors. Thedress of Tergil depends ontheir social
standingandcanrangefromNuUmendéreanrobestoscruffy Hillmen
hides, though arms and armor is most prevalent.

SOCIETY

Most of the Dunedain of Cardolan belonged to the Lesser
Nobility and they maintained alifestyle reminiscent of drowned
NUmenor that is still seen in the Gwathl6 basin and along the
southern Baranduin. Their rural and agricultural life centers
around their great stone villaswhich form the centers of sprawling
manors. The villas are usually built of marble or alabaster and st
on hilltops. They consist of large two-storied houses with an
extensive courtyard that was once enclosed by elegant pillars, and
now by sturdy walls. Oncethe men devoted themselvesto hunting
and other idle pleasures whil e their women maintai ned the house-
hold with their herb and vegetable gardens. Now, the remaining
Dunedain are local warlords managing their vast folks, and the
needs of the villages that have sprung up under the protection of
their walls. Despite thesedemands the Dunedain still keep alife of
somecomfortand learning. Most will know Sindarinand Northron
(anorthern dial ect of Westron) along with asmattering of AdQnaic
and Dunnish.

The other Dunedain of Cardolan fall into three classes— city-
folk, major lords, and professional soldiers— which have largely
disappeared. Most of the Dunedain of Tharbad who tended to be
great artisans and traders have found it prudent to relocate to
Gondor or Arthedain. Only three of the seven great families
granted extensive lands by the Kings of Numenor still retain their
ancient castles, lands, and autonomy. These lands became Hirdyr
or Terdyr (S. Principalities) during various administrative plans
over their long history. Theprofessional Dunedain warriors gradu-
ally becamealower landed nobility centered in the Gwathl  basin
and En Eredoriath. The later have virtually al been driven from
their lands since the fall of the Kingdom, while the former have
either blended into the Targil population or improved their status
tothat of thevilla-holding Requain (S. "Knights"). The ancestors
of the Tergil were fighters for the most part, and their descendants
have maintained that orientation.

5.2 ERIADORANS

The Eriadorans of Cardolan are descended from the cousins of
the Edain, the ancestral Enedain and the Ddnedain who did not
migrate over the Ered Luin into Beleriand in the Eider Days.
Without the Edain's extensive contact with the Elves, the Eri-
adorans remained far less advanced although they had evolved a
notable woodlands culture. Later, they fell before the might of
imperial Namenor inaseriesof bitter warsduring the Second Age,
afact that few Eriadorans have forgotten.



Eriadorans & the Clansmen of Saralainin

Many Eriadorans gradually submerged into the mainstream of
culturein Cardolan, but threedistinct groupsremain; theRivermen
of the Baranduin, the Bargemen of theGwathl 6, and the Eriadorans
of the Pinnath Ceren. Those who fled from eastern Cardolan into
Saralainn during the troubled years after the fall of the Dlnedain
Kingdom have also had a substantial impact on culture there.

APPEARANCE

Eriadorans are tall by the standards of most Men, if not by those
of the DUnedain. Most of the Men arearound 6' tall and thewomen
stand only afew inchesless. The prevalent garb is utilitarian; the
men favor leather or woolen pants and atunic of light wool. The
Bargemen and Rivermen favor waterproof |eather coats and boots
for heavy weather, while those of Pinnath Ceren favor hides,
particularly Bear-skinclothing.

EcuorioN HIR OF GIRITHLIN
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Sociery

Themost noticeabletrait of theEriadoransistheirindividualism
anddistrustof strangers. TheRivermenliveinsmall villagesal ong
the Baranduinand thecoast. The Bargemen and the Pinnath Ceren
uphold a more traditional lifestyle which centers around the
freehold. The typical freehold consists of about forty persons,
about half of whom a family of Eriadorans and their close kin
called the Tahaim. Therest are Marls, Eriadorans whose Tahaim
has been destroyed or dishonored and who have been taken into
sarvice, there are also a few slaves.

The center of the freehold is the Bechuil (E. "Main House")
which like the other buildings is built of brick reinforced with
wood and stone. On the back of the Bechuil isthe Cordra, alarge
fenced in yard for the domestic animals. Thereisaraised platform
on the far end of the Cordra. The Bechuil is a miniature fort
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sufficient to withstand casually marauding Orcs and Trolls. Only
themainfamily liveshere, the othersin scattered buildingswithin
aquarter mile of the main house.

The Teongar istheabsolute ruler of the freehold aswashisfather
before him. The honor of the Tahaim is the Teongar's highest
concern, and if it is impugned he must declare blood feud. These
are often long and bloody, extending long after the original
offense. Even at the height of their power the DUnedain could do
little to stop this quaint custom. The Eriadorans maintain a sdf-
sufficient home and generally see their neighbors only at Fairs or
when vigorous patrols for the common defense are required.
However, by strong custom any stranger coming in peace must be
provided withfood and shelter, though this obligation only extends
overnight.

Among the Bargemen, each Tahaim maintainsits own bargefor
navigating the Gwathl6. Because of the contrary winds, and
treacherousmud banksinthemain channd, thebargesprovidethe
easiest meansto navigate theriver. Their pricesare reasonable, but
the service does not come with a smile. The Bargemen do cooper-
ate in upholding a marine force to patrol the river; each Tahaim
must servein thisforce in ayearly rotation. Only Bargemen males
sall, so their womenfolk have an unusually large say in the
management of their homes.

5.3 CLANSMEN OF SARALAINN

While most of the peoples of Cardolan have ancient roots, the
clans of Saralainn are acomparatively new phenomenon. After the
downfall of the Kingdom, many peoplesought safety inthethinly
populated, and less than appealing plains, of Minhiriath. Large
numbers of common folk from central Cardolan, and many Eri-
adorans from the East arrived with little but the clothes on their
backs and joined these scattered tribesmen. Conflict could have
been expected, but thetireless efforts of the strange mage known
asTharkiln(i.e., Gandalfthe Grey) led toco-operation and integra-
tion. Withinacentury anew culturehad blossomed combining the
arts of the tribesmen, the diligence of the common folk, and the
valor and individuality of the northmen.

APPEARANCE
The clansmen of Saralainn average only about 5*7" in height,
thoughmany menarewel | over 6'tall. They are somewhat swarthy,
coming from primarily Dunnish stock, but considerably fairer than
the tribesmen with whom they share their lands. To contrast the
drab landscapes of this "exalted land,” the clansmen favor bright
colors for their clothes, a yellow dye derived from lus is most
common. The men wear Trews (D. "Pants") and a short deeveless
shirt. They top this with a long wrap, which the women also use
over their long dresses. Themen tend to shave, although long side-
burns are popular. Virtually all clansmen know both the locd

Dunnish dialect and Northron tongues.

Sociery

The people of Saralainn organize themselves into nine clans
headed by aCean (D. "Thain") which consist of half adozen small
villages that are moved when the land plays out and two or three
Torran (D. "Towers"). Thetorrisan odd circular fort of three of for
stories in which the large hollow walls provide residence for the
clansmen while the center isreserved as arefugeforthe sheep upon
which theclansmen largely depend. The Torran serve well against
the evil creatures that raid Saralainn from the southern highlands
and from the clansmen's own love of rustling.
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The clansmen are famous, even in Gondor for their arts. Their
bronze and silver work, decorated with intricate, intertwining
animals forms, command high prices — but not so high as the
oratory of their bards which even the Elvesrespect. The clansmen
are a rowdy folk who generaly ignore (and often indulge in
intrigues against) their kings, but their constant internal quarrels
result in few deaths. Their well-known healers get plenty of
practice.

5.4 COMMON FOLK

The common folk of Cardolan are largely descended from the
Dunlendings who have drifted into Eriador since the early Second
Age. Most are descended from Daen folk whom the NUmenéreans
engaged as mercenaries and encouraged to stay during their wars
with the Eriadorans during the Second Age. Asitisthroughout the
west, the common folk do most of the farming, and herding, and
provide the masses for the armies. They also do most of the
suffering when times are hard, as they indeed have been in
Cardolan over the last two and a half centuries. The population of
Cardolan was once primarily rural but now most of the common
folk keep to villages for protection.

APPEARANCE
The common folk are generally short, averaging about 5'6",
with ruddy complexions and dark hair and eyes. They dress in
earth-toned tunics: pants for the men and shifts for the women.
They are suspicious of change and of strangers, and most speak
only Northron.

Sociery

The common folk of Cardolan make up the bulk of the middle
and lower classesin Cardolan. In Tharbad, the guild members, the
laborers, and the poor (who subsist off the dole from Gondor) all
come from the same stock. Inthe villages, it isthe samewith the
rich peasants (who often possess more wealth than their nominal
overlords), the shepherds, and thelandlessvagrantswho aredriven
off after a poor harvest.

Oncethe common folk held the land of their village in common,
but King Valandil divided the lands to further large-scale sheep-
herding. Sincethat time the more wily or ambitious have profited
at the expense of their neighbors, a process accelerated by the
troubles of the land.

5.5TRIBESMEN

The latest in long line of Dunlendings to enter Cardolan are
those tribesmen who have migrated north since the collapse of the
Mountain Kingdom of the Dean Coentis in the early Third Age.
These Haredain (S. "Southmen") asthey are commonly knownin
Cardolan, havefallenintoatribal, war-like, semi-nomadicculture.
A great number of tribes have settled in Enedhwaith in great
numbers, and some have been allowed into Cardolan, particularly
Saralainn and En Eredoriath, and Rhudaur. The tribesmen of
Enedhwaitharemorelikelyjusttoraidthenorth. Thetribesmenof
Eriador are usually subject to little supervision by their lords
beyond paying tribute, and live largely asthey please. They most
often know Dunael astheir only language.

APPEARANCE
The Dunnish tribesmen greatly resemble the common folk of
Cardolan, save for being a shade or two darker in skin color. The
difference can be distinguished in clothing, for the tribesmen
prefer long baggy shirts and loose fur or hide pants (though the
women wear similar dresses).

Common Folk, Tribesmen, and Northmen

SocieTy

The tribesmen live in semi-mobile villages of 80-180 persons,
usually made up of two or three loosely-extended families. The
village cons sts of sod-huts surrounded by ahedgeof briars. They
rely on hunting and on agriculture, which is entirely done by the
women. Each villageisled by an hereditary Headman, the Ceann,
and anywherefromfour totwenty villagesmake up atriberuled by
an dective chief, the Ceanaird. While the women scratch out the
tribes existence growing small potatoes, the men spend most of
their time drinking, hunting cattle herds, poaching sheep and
raiding their neighbors.

5.6 OTHER RACES OF CARDOLAN

5.61 NORTHMEN

Many of the ancient cousins of the Eriadorans fled over the
Misty Mountains to preserve their freedom from the imperialism
of Numenor. Their descendants returned as mercenaries centuries
later to fight the wars of the Sister Kingdoms. These tall, blond
horsemen were particularly valued by the Dinedain, and they were
encouraged to bring their families and settle permanently. Their
five burhs, the hilltop fortress-towns favored by the Northmen,
once defined the military border of Cardolan in the east. The
collapse of the Kingdom, and the swift disintegration of the Hirdor
of En Eredoriath, led most of the surviving mercenaries to return
to Rhovanion. Daeron, 20th Hir of Feotar persuaded many to come
to his lands, which gave him adecisive edgein the civil wars that
followed the downfall of the King. The Northmen of Feotar,
however, revolted against the mindless cruelties of his grandson,
Gaertil the Bad, and established the peculiar situation in that
principality where the people govern themselveswithout lords.




Hobbits, Beffraen, Elves,and Religion

5.62 HOBBITS

In the later years of the Kingdom, Hobbits made up as much as
twenty percent of the population. They are a very practical race
though, and most of the Hobbits have departed for safer locals.
Bree very briefly recognized the overlordship of the King of
Cardolan. Many of the Hobbits who followed Blancho and his
brother MarchointotheArthadanterritory that thenewinhabitants
call theShirecamefromtheriver valleysof southern Rhudaur and
northern Enedhwaith.

Substantial numbersare still thought toresidein these areas, but
primarily those of the 'wilder families' who have not acquired
some of the veneer of Danadan civilization. These Hobbitslivein
widely scattered Smials(K. "Burrows") andareequal ly distrusting
of all 'Big Folk" bethey Orc or Man. They are not seen if they do
not wish tobe except by Elvesor themost stealthy Hillman Ranger.
A few Hobbitsstill reside near FennasDrunin or Tharbad. Mogt of
the later are Stoorswho serve asguidesin the Swanfleet Marshes,
or who serve the few Dwarven smiths who have remained.

5.63THE BEFFRAEN

The Beffraen were most likely the original inhabitants of Car-
dolan. They are descended from the ancient Mebion Bron, the
precursors of the Hillmen of eastern Eriador. Some have Wose
blood, being gifted with night-vision and a somewhat enchanted
quality. The Beffraen now liveonly inthe areaaround Eryn Vorn
andthewoodssouth of themouth of theGwathl 6,thoughthey once
inhabitedall thecoastsof Cardolan. They cameintoconflictwith
the NUmenoreansbefore other Eriadorans and retain a degp hatred
for al the Dunedain. Traditionally, the Beffraen have attacked any
outsiders, and are still amenaceto storm-tossed sailors. Of late, the
leaders of Saralainn have been able to establish contact with the
Beffraen and set up some limited co-operation.

The Beffraen are a hunter/fisher/gatherer culture, people with
little more than stone age technology. (They have many captured
weaponsthough.) Their tribal groups areled by achief known as
aKlag, though little is known of their organization or language.
The Beffraen are adept are handling their small hide skiffs, and
they must excel in the ways of the forest in order to survive the
terrors of Eryn Vorn.

5.64 WANDERING ELVES

By themiddle of the Third Agemaost of the Noldo Elves departed
Middle-earth for the Undying Lands. Of those that remain, most
reside in areas nigh to Cardolan: Rivendell and Lindon. It is not
unusual fortheseNoldortoventureintothelandsof Mintyrnathin
"Wandering Companies." These groups are made up of from one
to two dozen Elves. They know the lands extremely well and keep
to secret paths and places. TheCompanieswill beawareof all other
nearby creatures, and if they arenot inclined to bebothered all that
might benoticedwoul d beadistant echo of their songs. If theElves
wish to actively avoid contact, they will not be noticed at dl.
Although peaceful in appearance, these companies are well
equipped in armsand magic; enoughtodeal with any contingency
save a personal appearance by the Witch-king. Occasionally the
Elves will befriend some Men, but the benefits of this friendship
will be more spiritual than material.

GM Note: TheseElveswill not becomeactively involvedin
the affairs of any mortals, such decisions must be made by
their Lords. The most that may be offered is goad company,
a safe place to spend the night, and perhaps a very little
advice, for the Elves have "other concerns.” Sndarin and
Sivan Elves are less inclined to this activity, but a couple
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might befound in a company. They would more likely be
found in the patrols that Gaerdae, Cirdan's Captain in
Harlindon, occasionally sendsinto Minhiriath. Such patrols
are even more elusive than the Wandering Companies.
Generally Elveswill only be encountered if oneisallowed to
enter their lands or ifthe Elven Armies have marchedto war.

5.7 RELIGION

The Dunedain of Cardolan, regardless of their persuasion, are
not generally considered to be very devout. In Cardolan the Three
High Festivals are carefully observed, but there are few other
outward displaysofreligion. Giventhe Dunedain's long history of
intimate contact with theimmortal Elves, even those of Valinor,
and their direct experience of the Manifest Will of Eru in the War
of Wrath, the Gift of NUmenor and itsDownfall, itisnot surprising
that they arelittle concerned with overt worship. The Dunedain of
Cardolanare, however, very concerned with their ancestors, ascan
be noted in the black obelisks set in a place of honor in their
courtyards. Otherwisethey are moreinclined to action and less to
mysticism than those of Arthedain. They hold that, asthefirst of
the Children of Eru, they have an obligation to st an exampleto
other Men by deed and appearance; chiefly to rally and lead all
Men against the Darkness and the minions of its foul author.

The Tergil of Cardolanfollow asimilar, albeit lower, path. Their
concern with their ancestors is often expressed in an excessive
concernwiththeir personal honor, and they arerather superstitious
especialy with regard to "luck." The Tergil are dso inclined to
honor Eru through the Valar. Especialy among the warrior class
itiscommon for the men to follow aloose cult that exalts Tulkas,
while their women are devoted to Niesse. The Eriadorans tend
towards an attitude that could be described as irreligious. They
recognizethat there are other powersin theworld, but feel that their
purposes are beyond the knowledge of Men. The Eriadorans are
very superstitious.

Thecommonfolk andclansmenof Cardolanareusual ly familiar
with the lessons of the Danedain, but they have found the need for
more direct comforts, especially in these hard times. They seek to
honor the Sky Father (Manwé) and the Earth Mother (Elbereth) at
the Festivals and during the planting and harvest season with
simple but moving rites. On aday-to-day basis, they seek to keep
various benevolent and malevolent spirits appeased with charms
and libations. Since many southerners arrived during the Plague
Years, severa cults associated with "sacred mysteries' have been
making progress, and some lords rightly fear that some of these
cults may befrontsfor the black religion. The Dunnish tribesmen
hold odd beliefs, holding that their ancient culturefell because of
the death of the "old gods." Their current practices are primitive,
animistic, and shamanistic.
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6.0 POLITICSAND POWER

Cardolan has been a Numen6rean colony, a province of Arnor,
and an independent monarchy. The Princes of Cardolan, whether
they have gone by the titles of Protectors, Governors, Barons, or
Princes have almost always maintained a considerable degree of
autonomy. Inalitshistory,only Elendil,andKingsThorondurand
Valandil canbesaid tohavetruly brought the Princestoheel. Thus,
the current situation, where only aminority of the Princes recog-
nize any sovereign, isnot asanomalous asit might appear at first
glance.

6.1 GOVERNMENT

WhiletheDunadanKingdom endured, the King's position was
generally that of thefirstamong equal samonghi sfeudal lords. The
King alone had authority over external affairs and alone could
promulgate laws for the land. However, the King had very little
control over the internal affairs of the Princes. By refusing to
cooperate, the Princes could effectively veto many of the actions
of the King within hisown sphere, especially military decisions.
Theironlyexplicitobligationsweretopay anannual tributeandto
provide troops in wartime, and excuses could usual ly befound to
delay these dutiesif necessary. Therefore, Tarcil 1l instituted the
Council of the Scepter which included all of me Princes. The
function of theCouncil wasto obtain their advise and consent. The
King'sChancellor wasoften included in the council, and askilled
Chancellorcouldgreatly enhancetheKing'sprerogative, asfew of
the Princes had any taste for the mundane bureaucratic details of
implementingtheirdecisions.
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Power & Politics: Government

After the fall of the Kingdom, the office of Canotar (S. "High
Commander”, Q. "Kanotar") combined the administrative func-
tions of the Chancellor and the King's former position as Captain
of thejoint military forces of therealm. As might beexpected this
officedid not long endure, and the Princes now honor the Gondor
garrison commander and tax collector at Tharbad.

THE DUNADAN PRINCES

Four of the seven traditional Dunadan Princes still hold their
ancient fiefs in Cardolan. Their titles date back to NUmendrean
times, though they were renewed by Elendil, Thorondor, and
Valandil. The Princes of Girithlin and Calantir maintain the
ancienttraditionthat thetitlecan only passtoamaleheir, whilethe
other principalities have had female rulers. The functions and
shape of the government of the principalities have varied. In
general, the Princes delegated most local judicial and administra-
tive functions to the lower DUnedain nobility. Now it is more
common to see local military commanders or mayors exercising
thesefunctions.

Theprincipality of En Eredoriath on the eastern march, consist-
ing of all lands east of theNen-i-Sil, actually was part of Rhudaur
and was ashort-lived military state ruled by the exiled Prince of
Ethir Gwathldin Saralainn. He was commonly an absentee ruler,
living in luxury in Gondor, and concerned only with the prompt
arrival of histaxes. The surviving Principalities should be consid-
eredindividually.

THE HIRDOR OF GIRITHLIN

The Barony of Girithlin traditionally encompassed the north-
eastern half of Minhiriath, from the Old North Road to the sea.
Currently the Barony's portion of the Saralai nn has been taken by
the new Kingdom of that name, and a substantial chunk of the
northern highland has been expropriated by the Warlord. The
Barony is ruled from Balost (S. "Mighty Fort") afortress in the
highlands towards the south. The Baron has often supervised the
administration of his holdings from one of the great houses the
family maintains in Tharbad and Fornost Erain.

The Hir Girithlin has always been one of the richer Princes,
financed by the amber beds near the mouth of theBaranduin— at
least until recently, when the beds have begun to play out and no
new fields have been discovered. The Girithlin family has a
tradition of aggressive ambition and independence. Even now,
when the Baron playsthe loyal servant of Arthedain, some of his
funds go out to subsidize his more unruly brethren.

Girithlin is governed with a heavy hand, and the Baron isthe
absolute and unchallenged ruler. The only exceptions are the
Rivermenof theBaranduinwhoareleft tofend asthey please. This
has ensured that the isolated amber beds remain intact, and if the
peasants revolt therewill be plenty of money to buy some merce-
naries. ThePrincesof Feotar had asimilar attitude, but their lineis
now extinct.

THE HIRDOR OF TYRN GORTHAD

The Hirdor of Tyrn Gorthad consists of a strip of territory fifty
miles deep running to the south of the East Road from the
Baranduin to the Nen-i-SOl. The Baron now only controls a
fraction of that territory in the southern Barrow-downs. The Baron
once ruled from the beautiful town of Feagil south of Bree, but
Feagil was sacked in the Battle on Tyrn Gorthad in 1409, and it has
not been rebuilt. The Baron now keeps court in his fortress of
Minas Malloth further to the northeast.
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Because of the religious significance of these lands, the Hirdor
once had arelatively large Dunadan population. The principaity
was almost as exposed astheEn Eredoriath, in thewarsamong the
Duanedain and with Angmar, and has suffered accordingly. The
greatest peril has been the invasion of Undead spirits known as
Wights which have been seeking to take possession of the royal
dead in the sacred barrows.

Since the Wight Invasion began during the Plague Y ears, the
Baron has been avery loyal vassal of the King of Arthedain. The
subsidy from Fornost Erain supports the military efforts of the
Barony, sothefew subjectswho dareto residein thishaunted land
arelittle molested. There is still afairly large Hobbit population
here, most of whom live near the eaves of the Old Forest.

DoL TINARE

Thelandsof the Ernil of Tinare historically consisted of most of
the highlands east of the Old North Road. Since the destruction of
House Feotar, the Prince has acquired most of the King's [ands in
the northern Gwathl 6 basin that Feotar had appropriated. Despite
their ancient claimsto the Pinnath Ceren, the Tinareslong ago gave
up trying to rule the stubborn Eriadorans who there reside. The
Princes onceruled from the small city of Andrath at the very south
edge of the Barrow-downs. Andrath has been ruined and rebuilt
many times, but reconstruction hasnot been begun sinceits capture
by the Hillman King Bruggha in 1639. Metraith (Thalion), the
bustling town on the North Road virtually in the center of Car-
dolan, now serves as the capitol as it has many times in the past.

Exceptfortherecentacquisitions, Tinareisnotafertileprovince
and its lords have prospered because of their ancient right to
impose tolls on traffic on the North Road. The Princes have been
unusually astutein investing thisincomein mercantile ventures.
They arethe only men ever granted the hereditary right to becalled
Dwarf-friend. Tinare has probably suffered theleast of the princi-
palities in the troubles since the fall of the Kingdom. The Prince
follows avaguely nostalgic policy, designed largely to maintain
his own autonomy.

DoL CALANTIR

The principality of Dol Calantir has always been the richest
agricultural realm in Cardolan, for it contains most al of the
Gwathl6 basin in Minhiriath. The Princes have ruled from the
magnificent Argond (S. "Lordly Stone") atower twenty milesto
the southwest of Tharbad.

House Calantir is notorious for an arrogance more appropriate
to the Dunedain of Umbar. Thismay be because their position has
depended, more than that of their fellows, on the productivity of
their servants. The lands were very heavily damaged during the
peasantrebellionin 1414, and with the decreasing growing season
productivity has not recovered. Theresponse of the ruler has to be
moreand more authoritarian and few people woul d be surprised by
another uprising.

THE FREE CANTONSOF FEOTAR

The principality of Feotar consisted of the lands between the
Anthiel (S. "Long Well") and the Nen-i-SQl. A considerable strip
of southern Feotar has been removed by the Canotar of Tharbad
and Tir Tinare. Feotar nominally rules most of the South Downs,
but these have been abandoned.

It was a fairly prosperous province but the former Princes
obtained their wealth from their involvement in shipping. The
Princes were reasonably considerate of their subjects, but notori-
ous for their ambitions. Feotar "won" the civil war that followed
the death of Queen Nirnadel, but did not obtain the crown. The
third Canotar of Cardolan, Gaertil the Bad, was a psychopath
whose worst terrors were reserved for his homeland. Gaertil
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assassinated or exiled virtually of his minor nobles and his own
family before his bodyguard grew so disgusted that they slew both
him and his heir.

After Gaertil's death, there were no lords in the land, and the
common people had learned to loath any noble. After a time of
considerable confusion the people resolved to govern themselves.
In the towns aong the Gwathl 6, decisions aremade collectively by
the adult malesof thecommunitiesin long unruly meetings. In the
countryside the Northmen warriors and rich peasants effectively
ruleasanewminornobilitythatisfunctionallylittledifferentfrom
the system seen in the rest of Cardolan.

THE KINGDOM OF SARALAINN

TheKingof Saralainnclaimsall of Minhiriath, butactually rules
only the region of the same name, the former principality of Ethir
Gwathlé (S. "Mouths of the Gwathld). The capital is the port of
Suduri, formerly called Lond Gwathl6, and renamed in honor of
thefirst King'sfather. However, theking and his court are usually
on procession, visiting the clans and tribes. The irrefusable honor
and ruininous expense of entertaining the king is an effective
deterrent which keeps the endemic rebellions restricted in size.

Thebarren lands of Saral ai nn attracted few inhabitants whilethe
Dunadan Kingdom lasted. The prince of Ethir Gwathl6wasmainly
concerned with histolls on traffic on theriver, and allowed afew
Dunlending tribes to settle in his territory for vague and rarely
fulfilled promisesof tribute. Thepopulation greatly grew, swelled
by refugees from the north and east. The emergent culture of the
clansmen of Saralainn had little usefor their absenteelandlord, and
generally cooperated with the usurper Gordaigh Trollbane and his
newly proclaimed kingdom.

The King of Saralainn has enough trouble keeping some sem-
blance of order in his own rowdy realm. The clans and tribes owe
tribute and military service to the King, but neither is easily
obtained. If all the clans and tribes acknowledged him, the King of
Saralainnwould be, by far, themost powerful lord in Cardolan, but
that has yet to occur.

THEWARLORD'S'REALM!

During the Plague Y ears, the Warlord led an army of Orcs, Bats,
Wargs, and Hill Trolls out of Rhudaur. They established abasein
the gypsum cave complex in the south central Girithlin highlands,
and unfortunately settled down to stay. Several nearby vill ages pay
tributeto the Warlord who a so keeps many slavesto farm the lands
near Logeband (S. "Snake's Prison"), the new name for the caves;
named for the white serpent on the Warlord's shield. There have
been several attempts to squash this "Domain,” but the Warlord
has proven to be a crafty general, and Logeband is provisioned to
withstand along siege.
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THARBAD

Although Tharbad haslost all of itsglitter and most of its pride,
itisstill amighty city, at least by the standards of the North. The
King of Cardolan once ruled Tharbad; it provided him a power
base for the control of thisunruly princes. Few of the Kingshad a
taste for living in Tharbad, keeping to the roya compound at
Thalion (Metraith). They administered the city through the office
of the Mayor.

There is still a Mayor, but he serves only as a figurehead for
ceremonia occadons. After the fall of the Kingdom, Gondor took
an ever-increasing rolein Tharbad. Now the administration of the
city isin the hands of the Gondorian Canotar. Even the Canotar's
effective powers are limited. The real power of the city liesin its
myriadguilds. Theguildswerealwaysapotent forceinthecity, but
in the disruption of trade, industry, and food Supplies after 1409,
their influence vastly expanded. Although the conflictsamong the
guilds (and between the guilds and the refugees in the city) keep
Tharbad agitated, the Canotar finds that they must be indulged as
the only means to keep any semblance of order.

Within the context of politicsin Cardolan, Tharbad functions as
afreecity. Tharbad controls a substantial amount of land around
itsenvirons by virtue of the Gondorian soldiers of the Canotar. The
Canotar maintains a bold face, but all know that he is unlikely to
get reinforcements or more money from the South. He therefore
tends to play a cautious game in the morass of Cardolan politics.

6.2 WARCRAFT

Warcraft in Cardolan hasgreatly declined since the days of the
Royal Army. Then, the heavy pikemen of Cardolan, made up
largely of Tergil who had followed the profession for generations,
wereconsideredthefinest heavyinfantryinall theRealmsinExile.
Inthosedaystherewasa so aRoyal Navy, thoughitcouldfindfew
foes. Most of the ships were eventual ly were sold, afew still serve
the Prince of Dol Amroth. This was a better fate than that of
Cardolan's soldiers. For atime Cardolan stood in the forefront of
the resistance to the forces of the Witch-king, executing campaigns
and executing Orcs and Easterlings. Now, conflict is a constant
feature of life in Cardolan, but it is war of pillaging villages,
burning crops, and inconclusive sieges; war with little honor and
no glory.

MiLITARY ORGANIZATION IN THE KINGDOM

On paper, the Kings of Cardolan could gather and army of from
5,000 to 8,000 militia, 2,000 to 3,000 professional infantry, and
about 2,000 mercenaries. 200 to 400 cavdry, made up of the
mounted Ddnadan nobility who generally fought on foot, domi-
nated theforce. Thesenumbers, though, depended on the degree of
cooperation of their Princes. The King's own forces consisted of
600 of the finest Raggers known as the Maithoth (S. "Gold
Helms"), the Kinsmen of the King, a bodyguard of about 20
Requain (S. "Knights"), and about 2,000 militiaraised in Tharbad.
Hewould occasionally maintain about 800 mercenaries organized
into a banner of medium cavalry and a banner of archers. As a
genera rule of thumb, each Prince could raise about 400 Raggers,
300 mercenaries, 2000 militia, and 60 cavalry from among his
lesser lords. The standard tactics of the Host of Cardolan wasto use
the militiato garrison Cardolan's fortress and to protect the army's
lines of supply. The pikemen would then seek to force the foe to
engage, so that the nobles coul d strike the decisive blow on a flank.

Tharbad & War craft

6.21 THE WARRIOR CLASSES
Thewarrior classes of the Kingdom still survive, though often
mere ghosts of the halcyon days.

1. Raggers from Ragh Crann-Sleagha (D. "Ranks of Pikes")

The lesser-blooded offspring of the soldiers of the early
NUmendrean garrisons and their Eriadoran wives and mistresses
were less than welcomein Numenor, so many of these Tergil took
up their father's profession and remained in Cardolan. Over the
centuriesthey becametheprimary military classin their lands, the
steel heart of the forces of Cardolan. They al so adopted the epithet
hurled at them by Dunnish marauders as atitle of honor.

RAGGERS

The professional pride of the Raggers was legendary, and
throughincessantdrilling, they becamethefinestheavy infantryin
Endor. At least it was not wise to suggest otherwise when aRagger
was within earshot. Their most noted accomplishmentswere at the
Battle of Dagorlad in S.A. 3434 when they held the flank against
Sauron's M (imakil after the rout of the Silvan Elves, and at the
Disaster of Cameth Brinin T.A. 1217. There the Raggers, though
exhausted by a day of desperate fighting and taken at unawares,
ralied themselves and clove a path out through the hordes of
Gundabad.

The Raggers slowly withered in the internecine wars of the
Sister Kingdoms before the coming of the Witch-king. The last
great host mustered in Cardolan was hammered to pieces in the
Battle on Tyrn Gorthad in 1409. Barely a hundred warriors now
survive organized into the most feared and respected of the
mercenary companies. The Ragh Crann-Sleagha are notorious for
never having betrayed an existing contract.
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Theremaining Raggersstill usethe equipment of their longfa-
thers (oftenliterally). They wear afull chain hauberk and steel shod
boots. The men-at-arms wear afull helm, with adetachablevisor.
The main weapon isalong and heavy pike, 12 long. Asmight be
suspected the Raggers operate in very close order, and rely on an
irresistible charge for offense, and the impenetrable forest of their
pikeson defense. For closer quarters, the Raggers useadistinctive,
short and heavy backsword that they quaintly referto asa"knife."

2. Cavalry and Mounted Infantry

Inancienttimes, thelordsand lordlingsof Amor fought onfoot
beside their subjects. The infusion of fine horses by the Northmen
was greeted enthusiastically, as marching was somewhat beneath
one'sdignity. However, theDUnadannobility wastrainedtofight
on foot and horses were very expensive at first. Therefore, the
tendency among thelesser lordswasto protect their horsesby only
usingthemasameanstoreach battle. Only thegreater lordscoul d
afford the stables, and new equipment, and training necessary to
fight effectively from horseback.

Cardolan never developed the heavy cavalry that became the
mainstays of the Dilnadan armies of Arthedain and Gondor. The
minor lordsusedavariety of titlesincluding Roguen (S. "Knight"),
Ereter (S. "Noble"), Ohtar-Erain (S. "Royal Warriors'), and Hir
Nibin (S. "Baronet"). The mounted Ddnedain in an army were
usually gathered asastrike force. Their equipment always varied
but generally included shield, broadsword, and bow.

The lesser lords of the DUnedain suffered losses at least as severe
as the Raggers in Cardolan’'s many wars. Those who remain tend
to lead their forces from horseback. There are not enough left to
gather into a banner of mounted infantry as of old. The only
remnant of this system is the mercenary company known as the
Cruaidh Maraich (D. "The Stedd Riders"). They are actually the
heirsof Rhudauran exiles who entered Gondor in the 14th century,
and who usetheuniqueRhudauran practice of havingtheknight's
retainersaccompany him into battle by hanging on to hisstirrups.
3.Militia

By Law, all males over 14 years old are subject to military
service when summoned by their Prince. Thecodicil tothat law —
that all mates must provide themselveswith weapons— isreadily
obeyed; however, the mogt popular of Princes have done well to
raiseaquarter of their potential manpower fromtheindividualistic
common folk of Cardolan. In contemporary Cardolan, the Princes
consider themselves lucky to raise half that percentage.

When King Thorondor organized his new realm, he was well
aware of the main deficiency of hisarmies: neither the Raggers nor
the Requai n were given to missilecombat. He sought to repair this
deficiency by establishing an organized militia force, the Yeo-
manry, to supplement the levy of al healthy males. The Y eomanry
were to be equipped with long bows, leather armor, and a helm.
Those Y eoman companies that appeared at the Fairs that accom-
panied the three High Festivals were paid, and there were further
rewards for the winners of competitions in drill and archery. The
Y eomanry were under the orders of their Prince, although paid by
the King; this contributed significantly to the success of the
institution. Unfortunately,theRoyal Treasury couldnotaffordthis
expense after the Time of Troubles. Some Princes continued the
practice out of their own pockets, but the last Y eomanry, that of
Calantir was disbanded during the Plague Years.

Thecurrent militia, synonymous with theformer levy, are at best
an armed mob, useless in a stand up fight. They are best-suited for
providing muscle for the construction of siege works, and in
devastatingthecountryside. Evenfortheir most seriousconflicts,
the Princes are likely to halt the muster once 1,000 troops are
collected.
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4.WarbandsoftheTribesand Clans

The warriors of the Dunnish tribes both in and outside of
Cardolan areone of thefew aspectsof themilitary equationthat has
changed little over the years. The average tribe can gather about
200 warriors, the quarter of that which are experienced can be
distinguished by their soft leather armor. Dunnish warriors fight
with spear and alarge |leather shield. They dso use a notoriously
ineffective throwing club known as a Weeb. The tribesmen nor-
mally try torely ontheir usually superior numberstoenvelop both
flanks of afoe. This is usually suicide against a steady and more
technically advanced foe, but no better idea has yet been found.

The clansmen of Saralainn, when they are mad and/or drunk
enough not to view warfare as adangerous but amusing game, are
not subtle. The standard tactic is to madly rush thefoe in order to
closewith their deadly pole axes, which they wield with abandon.
The more experienced warriors have graduated to twohanded
swords. Big ones are especialy popular. The average clan can
muster about 120 fighters.
5. Mercenaries

Cardolan has aancient and honorabl e tradition of using foreign
soldiers, a practice that dates back to the Dunlending bands that
served the NUmendreans in their wars with the Eriadorans. The
constant wars and thin population continueto create ademand for
aid, and thebraveand thefool hardy provideawealth of volunteers.

The Golden Age of the Mercenaries lasted from 1050, when the
Sister Kingdoms began girding themselves for their first war, to
1409, when the Host of Cardolan withered in the Battle on Tyrn
Gorthad. Cardolan relied on Northmen from Rhovanion who
served mostly as medium cavalry, and Dunnish Tribesmen from
Enedhwaith who served as fodder. They answered the Easterling
light cavalry and Orc infantry who served Rhudaur, and soon
thereafter Angmar. The Northmen were particularly valued and
many were persuaded to settle in eastern Cardolan. Their Five
Buhrs (N. "Hilltop Fort/Towns") aong the Nen-i-Sil outlined
Cardolan's northeastern boundary for many years. Sincethefall of
the Kingdom, most of the Northmen have drifted back to their old
homes, save for a large number in Feotar.

6.22 THE MERCENARY COMPANIES

The Silver Age of theMercenariesis sad to have begun in 1459
when the remaining Raggers beseged Daeron Feotar, the first
Canotar, in order to collect their back pay. The success of this
rebellion led many of the professional warriorsin Cardolan (of
whom there were less than 1,000 |eft) to notice that for a Prince to
have any success he had to be ableto captureforts. Since they were
the only force capabl e of doing that, the Raggersand somelandless
nobles formed themselves into companies, loosely based on the
guilds of Tharbad and sold their services to the highest bidder. This
process has been often imitated but the success of the original
companies has never been matched.

There are currently four major mercenary companies in Car-
dolan, and the power and influence of their Captain's comes close
to rivalling that of the lesser Princes. The foremost is the Ragh
Crann-Seagha, the remnants of the Targil military class, the
Cruaidh Maraich are only slightly less potent. Next comes the
Troich-Armchleasah (D. "Dwarf-warriors'), a combined arms
force built around a nucleus of sturdy Dwarves. Last are Forak-
Eigim,  Forak'sViolators. Itisafair measureof thedepthsto which
Cardolan has sunken, that a Half-orc (Forak) can be a person of
note in the lands, dealt with by most of the Princes whether they
like it or not. Few trust Forak, though he has a record of success.
He is a necessary evil because the Violators possess the only
mobile siege train in the country and his henchmen are very
capable engineers.
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6.3 THE POLITICAL SITUATION

The Princes of Cardolan can beroughly grouped into three more
or less permanent factions, though the sides change often, and
often very quickly. The pro-Arthedain faction, the Arthedainen-
dili, tend to view the High King at Fornost Erain asthe traditional
font of authority, whose co-operation is required for any restora-
tion of order in Cardolan. The Gondorendili (S. "Lovers of Gon-
dor") respond that the King of Gondor is the only person with
enough power to rebuild the country. The Independents agree that
the current situation is unfortunate, but see no need to involve
outsiders. These are the positions taken for public consumption at
any rate. Each of the Princes, save perhaps Pelendur Hir Tymn
Gorthad. who has his hands full in his own lands, sees the re-
unification of Cardolan as a process that he/she should lead and
profit from. In the aftermath of the Plague Years, intrigue is in
relative abeyance but the politicd situation remains volatile.

BRAEGIL
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PoLITICSINMINHIRIATH

The current political situation in Minhiriath demonstrates the
convolutions considered normal in Cardolan. Echorion Hir Girith-
lin probably has the best claim to the vacant throne of Cardolan,
and Girithlinhastraditionally been anindependent. However, his
declining amber revenues have convinced Echorion, or his regent
and uncleEarnil, that it istime to play awaiting game. He isvery
vocal in his support of King Argeleb n of Arthedain. Eé&rnil
provides the most of thefunds for the Ragh Crann-Sleagha to serve
King Lanaigh of Saralainn in a campaign against the Warlord.

ThePolitical Situation

Actually themercenariesare doing nothing against the Warlord,
but are preparing instead agai nst an expected Arthadan expedition.
This secret is the rea reason for the subsidy. Lanaigh as the
unblooded heir of a usurper has the least to gain in a Dunadan
restoration. He is very uneasy about the unrest among the numer-
ous refugees till remaining in his capitol, and has been making
open overtures to Gondor through the Canotar of Tharbad. The
Warlord seemsto be content to continue his unopposed pillaging,
but heisdeveloping anintricate plot to trap Forak. Asunlikely as
it seems, the Witch-king really does consider Forak arebel, and
there is a large price on his head, just as the Half-orc claims.

MINTYRNATH

In an amost unprecedented situation, Pelendur Hir Tyrn
Gorthad is absolutely loyal to Arthedain, for only the Arthadan
Dunedain have important enough interests in his Wight-infested
lands to continue the struggle. However, Pelendur would very
much like to see the Saralainn expedition go east instead of south,
and heistrying to arrange aclash between Calantir and Girithlin
by bribing Khanli the captain of the Dwarf-warriorscurrently in
Finduilas Calantir's employ, not suspecting E&rnil's treachery.

Finduilas|ll, Ernil of Dol Calantir hasfound herself leading the
Independents, though by taste she is an Arthedainendil. The
Princessislittle respected among her peers because of her sex, and
because sheisamage. Actually she isamost competent player in
the great game. Finduilas is aware of the negotiations between
Khanli and Pelendur, unbeknownst to either. Sheisallowingthis
to proceed, as she has bigger fishin the fire, and such aminor war
wouldeffectively divert suspicions. Her best agents(after decades
of preparations) are about to unleash amaj or anti-Gondor rebellion
among the guilds of Tharbad. If it succeeds, all the better, as the
rebelswould be easily subverted.

Hallas, Ernil of Dol Tinare, finds himself aleader of thefriends
of Gondor. Thisisnotan entirely unusual positionfor him, but he
isfeeling hisyears, andislosing interest in the game. His current
ambition is to restore his former capitol of Arnach to its former

2 beauty, and he has retained Forak for this purpose. He has also

contracted with the Steel Ridersfor araid against the Warlord, for
Hallasisfindingreligioninhisold age. Celedur, Hallas fifthand
only surviving son, and Faradil, Hallas'sgrandson by hisfirst son,
take a dim view of the old man's attempts to sguander their
inheritance before they get it. It is unprecedented that the other
Princes are not going after the weakening and disinterested Tir
Tinare, like wolves after awounded ewe.

THARBAD

Imlach Hardadrimris only took office as Canotar only seven
months ago, after the suspicious death of his predecessor. Thisdid
not seem to be awise appointment, for Imlachis a battlehardened
soldier who had served Gondor for most of his life in Harondor.
Although the doughty veteran has yet to really get afeel for the
politics of Cardolan, he has instituted an impressive program of
reforms in Tharbad, which had grown accustomed to graft and
disinterest from itsgovernors. Unfortunately thisquickly made
Imlach a number of enemies among the more powerful guilds,
although he remains popular with the less skilled groups (espe-
cidly the salors and the laborers guilds). Imlach is dose to
uncovering the planned revolt, but whether or not hewill dosoin
time isan open question.
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6.4 THE ECONOMY

Whether the southern traveller enters Eriador by sea or by land,
he must pass through Cardolan to reach the North. Geography was
once the basis of Cardolan's prosperity; increasingly itis the basis
of bare survival. The people of Cardolan have depended on trade:
the fertile lands of the Gwathl6 Basin once fed Eriador, and the
wool sheared by the shepherds and spun and dyed in Tharbad
dominated the markets from the Sea of Rhiin to Harad. In these
troubled times only the most bountiful harvests can supply the
needs of Tharbad, and the sheep industries have nearly collapsed.

THEWATERROAD AND THEWOOLEN TRADES

The seavoyage from the coasts of Gondor, around Cape Andrast
andthe upthe Gwathl  to Tharbad, wasup until thetimeof theKin-
Strife in Gondor (T.A. 1432-1447) the safest route between the
southern and northern Ddnedain. It remains the quickest. Ocean-
going vessels can compl ete theentire passage, but the Gwathl 6 can
be deceptively difficult to navigate. Therefore, the normal proce-
dure isto unload the ships at Suduri, and to complete the passage
to or from Tharbad by barge.

At one time, the Gwathl6 was crowded with barges and ships
that had towaitfor aberth at Suduri. Thosedays have long passed.
The constant warfare between Umbar and Gondor has made the
Bay of Belfalasan unhealthy placefor fat merchantmen. Inturnthe
vastly reduced supply of raw wool reaching Tharbad, has forced
the weavers and dyersto abandon massive output and unbeatable
low pricesin favor of higher quality and higher priced woolens. In
turn, competition is difficult.
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Most of the towns, and even the villages, of Cardolan once
participated in the wool trade. The declining market, and popula-
tion have forced a reversion to a primarily agrarian and self-
sufficienteconomy. Withitsgeneral ly poor lands and lack of other
natural resources, Cardolan hasfew exports to substitute for wool.
The Great Plague caused an inflation that has almost caused barter
to replace the use of money. It has dso greatly reduced the price of
lands, and has caused most marginal farms to be abandoned.

The near collapse of the economy in Cardolan has had some
rather peculiar effects. Staples, especially food are extremely
expensive, while finished products are comparatively cheap.
Labor is generally expensive, but the price of skilled labor, except
for heders, has proportionally declined.

THe OLD SoutH RoAD

The Old South Road running from Osgiliath through Calenard-
hon (Rohan), Dunland, and Enedhwaith to Tharbad wasbuiltinthe
late Second Age. It took the new Realms in Exiles many years to
build up enough seapower to overthrow the Black NUmendreans,
and an alternate to the searoute was needed. Even at the height of
Dunadan power, thisjourney was long and not entirely safe from
raiding tribesmen. Now the maritimeroute iscompromised, simi-
lar to the situation two millennia ago, but the power of the
Dunedain has declined.

The Old South Road is once again the safest route between the
Northern Realms and Gondor. Thisisparticularly true in the late
spring and late fall when the uncivilized tribesmen are busy with
their crops. It has become the normal practice for the merchantsto
gather in great caravans for mutual defense, and a Gondorian
escort is often provided as well. Usually three or four caravans
come up from Gondor in the spring and return in the fall.

CURRENCY TABLE
MINT

Dol Amroth Minas Anor Fornost Moria Thalion Tharbad
Obverse Prince Gondor’s King Arthadan King King Cardolani King Sign of Guild
Reverse Swan Ship White Tree Seven Stars Hammer & Anvil  Ram’s Head Token Value
Lang, Sindarin Sindarin Sindarin Sindarin: Sindarin/Dunael Sindarin
Letters Tengwar Tengwar Tengwar Angerthas Angerthas Tengwar/Angerthas
Issues CB,5.G C.B,S.GM T.C.B.S,G CB,S,GM C&B,S.G B,S5,G

option but to adopt Gondorian exchange ratios.

10 gold = 1 mithril;

Issue Codes: M=Mithril, G=Gold, S=Silver, B=Bronze, C=Copper, T=Tin. Order indicates proportion of content.

Coinage Standards: The northern Diinadan kingdoms never developed a completely monetary economy, and so have tended to rely on coins
from Gondor to meet their needs. Cardolan’s economy revolved around a bronze standard until the era of war and inflation that began in the late
1200s that brought silver into increasing demand. Despite disequilibrium and occasional sharp dealings by southern merchants, there was no

Exchange Rates: 2tin= 1 copper; 10 copper= I bronze; 5 bronze = 1/2 silver; 10 bronze = 1 silver; § silver= 1/2 gold; 10 silver= 1 gold;

NOTE: The Royal Mint of Cardolan functioned from 862-1411 T A. Production was limited, ususally only commemorative Gold Pieces to

celebrate coronations and royal births. Copper and Bronze Pieces were minted for the King to give to the poor on Yule. However, during the
years of prosperity in Cardolan, the high level of trade required more money in circulation, and the mint responded with extensive issues of 1/2
silver and 112 gold pieces (both of silver imported from Moria). After the destruction of the Kingdom, the Merchant's Guild of Tharbad occas-
stonatly produced its own crude cofnage. The last (ssue was a fandful of bronze pleces dated 2814 TA.
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6.5 THEINSTITUTIONS

One mi ght suspect that the people of Cardolan arean unruly lot,
given the chaos of the normal political situation in Eriador.
Actually nothingcouldbefurtherfromthetruth. Asageneral rule,
thefolk arequitelawful ; thetroublecomes over theinterpretation
of thelaw. They also have an almost obsessiveinterestin tradition
and ritual. Most often expressed in organizationsand institutions,
the best examples are the powerful guilds of Tharbad and the
biannual Fairs held throughout the country. This tendency might
beattributed tothediverseand multi-cultural natureof Cardolan's
population, which givesriseto the desire to maintain one'sroots.
Lately, this trend has produced a quest for security and solace in
uncertai n and inconstant circumstances.

6.51 THE GUILDSOFTHARBAD

A recent history of the Guilds of Tharbad isvirtually ahistory
of thecity itself. The Guilds date back to thearrival of adissident
faction of the glassblowers from Fornost Erain shortly before the
division of Amor. Up to that time, Tharbad had been almost
entirely a trading city whose manufacturers could not fulfill
Tharbad'sneeds. Nonethel ess,jeal ousy over the preferential treat-
ment given to the glasshlowers caused virtualy all of the other
artisansto organize their own guilds.

The glassblowers soon divided again into guilds more con-
cerned with alchemy and with artistic merit. The lesser guilds, in
turn,languishedasfraternal organizationsthatdidlittlemorethan
march at Fairs and High Festivals; that is until King Tarandil
reorganized the political and economic structures of his realm
beginning in T.A. 1079. Tarandil was burdened with hisfather's
massive debts from the Twelve Y ears War and, given the largely
self-sufficient economy and the independence of his Princes, there
was little prospect of the debt being repaid. Tarandil realized that
his authority had to prevail, and that some commodity for export
was needed. Tarandil determined that sheep (whoalready outnum-
bered the peoplein hiskingdom) werehis best option. He restruc-
tured the law regarding both the lord'sand the peasant'sability to
own land, and provided subsidies for the guilds that worked wool
and mutton and the merchant's who sent it abroad.

The guilds soon came to rival even the power of the Hiri (S.
"Lords, Barons') but their decline began with the Disaster of
Cameth Brin and became precipitous until theFal of the Kingdom.
The decline in trade undermined the incomes on which the power
of the guilds had been built, but aso came to provide new reasons
for their existence.

The devastation of western Cardolan that preceded and fol-
lowed the Battle on Tyrn Gorthad led thousands of refugees to
migrate to the nearly impregnable bastion of Tharbad. They
gathered in Caras Gwanoth, the Shanty Town beyond Tharbad's
walls, though there were not enoughjobs, residences, or food for
them. Despite several colonizing effortsin eastern Cardolan that
contributed to the rise of Saralainn the refugee population contin-
ued to grow, and tensions increased between the Old Tharbaders
and the unwelcome and hungry newcomers. The guilds provided
the primary vehicles for the Old Tharbaders to arm themselves
against their riotous "guests'.

During the widespread peasant rebellion led by Lamril in T.A.
1434, theguildmilitiaprovided thebul k of theforcesthat defeated
the peasant army. The victorious guildsmen aso fell upon the
Shanty Town on their return, burning it to the ground while
massacring most of the unfortunate inhabitants. This led the
Canotar to disband the militias but protection has remained one of
the primary functionsof the guilds.

TheGuilds

THEGUILDS OF THARBAD
Profession Cockade
Alchemists Red, Brown, White, and Blue
Armorers Silver with Black Center
Bargemen Greyish Green
Brewers Nut Brown
Carpenters Light Brown
Coopers Light Brown with Black Center
Dyers Yellow
Embroiderers Red Rose on White Field
Fishermen Light Blue
Herbalists Light Green
Innkeepers Wine with Gold Center
Laborers Grey
Lampmakers Yellow with Blue Center
Masons White with Grey Center
Mercenaries Blood Red
Merchants Purple with Gold Center
Nightsingers Pink
Papermakers Light Yellow
Potters Reddish Brown
Salters/Packers Red with Bone White Center
Seamen Deep Blue
Shipwrights Sea Green
Smiths Black
Tanners Brown with White Center
Teamsters Orange
Traders Gold (rarely worn)
Vinters Wine
Weavers Neutral
Wheelwrights Black with Brown Center
Whitesmiths Silver with Gold Center

NOTE: There are at least two score Minor Guilds that have
official recognition but little influence. These include the:
Scribes, Scholars, Cobblers, Players, Guides, Gravediggers,
Farmers, Shepherds, Glassmakers, Locksmiths, etc. Each af
the Minor Guilds has its own colors, always a pattern of three
colors vaguely appropriate to their profession surrounded by
a white border. No guilds member or apprentice is likely to
be seen in public without their cockade as most guilds levy a
fine for such lack of pride.




TheGuilds& Fairsand Festivals

BARGEMAN

CURRENT GuiLD PoLITics

With thetensions that have been growing in Tharbad since the
Plague Y ears, the guilds have obtained an unprecedented "popu-
larity." Theguildseffectively control al economic activity in the
city, andguildmembershipisvirtually anecessity for thecommon
folk. Thisisgenerally demonstrated by wearing acockade of your
guild's colors, though this can get one into serioustrouble if the
wrong neighborhoodisentered. TheMercenary andtheMerchants
Guild'srentstheir colorstovisitorstothecity, and very few people
will bother someone wearing the purple and gold, at least during
daylight hours. A solitary sell-sword isalwayson hisown.

Theoldtriumvirate of theWeavers, Dyers, and Saters/Packers
Guilds remain the most numerous in Tharbad; but for that very
reason they are desperately poor, and their power has greatly
waned from the time they dominated the city. All three of these
guilds are fractured into rival factions which makes them quite
susceptibletooutsideinfluence.

The newest, and largest guild is that of the Laborers. They are
mostly refugeesfrom the south who cameduring the Plague Y ears.
They had the senseto organize in proper Tharbadian fashion, and
were granted adistrict to live in that had been gutted in the Great
Fireof T.A. 1634. Though numerous, few of theL aborersarewel |-
fed or well-armed, afact which curtails their influence.

The most powerful guilds are those of the Merchants and the
Traders; for though relatively small, they control agreat deal of
money. The Merchants Guild is largely controlled by Dwarves
from Moriaand Gondorian ship owners. They, of course, havethe
greatest interest in the stability of the city. The Traders Guild has
becomeso strong that they marchinthe paradesof thecitiesduring
theHighFestivals. Thoughquiterich, theTradersGuildisnot all
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that effective. It has come to specialize in the comparatively
victimlesscrimes of smuggling (especialy drugs), gambling, and
prostitution; acertain degree of complacency hascrept in.

Of the lesser guilds the Bargemen Free Association and the
Seers Guild are probably the most interesting. The number of
bargemen in the city varies greatly from week to week and from
season to season, and they generally disdain involvement inlocal
politics.However, theAssociationisactively courtedanddeferred
to,foritsrobust, brawlingmembersareprobably themostdecisive
and uncommitted factor in the local balance of power. The Seers
Guild wasofficially dishanded in 1504, and those few membersof
theAlchemistsGuildwhoknew any magics"retired." Thiscourse
of actionwasrecommendedby thepowerful wizard, Tharkn(Kh.
"Staff Man;" better known as "Gandalf the Grey") who briefly
resided in the city. Some of the leaders of Tharbad know that an
underground Seers Guild still exists, but not even the Canotar or
the Master of the TradersGuild knowsitsmembership or capabili-
ties.

6.52 FAIRS AND FESTIVALS

With its widely scattered population, the inhabitants of Car-
dolan havetogathertohonortheirdeitiesandtoconduct business.
Over the years these practices have become regularized and
formalized. Honorary positions, as officers and marshalls of the
fairs and festivals and straightforward standards of behavior, are
obeyed even by the most ragged ruffians. However, despite the
ritualsand thevital businessdealings, thefairsand festivalsarea
time of partying, celebration, and joy, even though these com-
modities have been in short supply in recent years.

The Autumn Fair is the most important of these occasions. The
harvests must be marketed, and gradually this fair has gained
significance as the main exchange time for al products. Traders
still gatherfromal overtheWest for the Autumn Fair in Cardolan.
There are several regional fairs, but the most important is the one
held a Thalion. Though there is no King, the Autumn Fair
coincideswiththeEruhantal & oneof thethreeDinadanHighHoly
Days. The Canotar now leads the prayers and parades of the
people.

The festival of Harvest Home occurs shortly thereafter, when
thefair goershavereturnedtotheir domiciles. Harvest Homeisan
entirely local celebration, as is the observance of Yule which
enlivensthelongwinter. Lifeisthenfairly dull until the arrival of
spring which isannounced by the Spring Fair. This coincideswith
Erukyerme, the spring High Festival. Thereislittletotradein the
pring, o this Fair is of less economic importance. Interest is
sustained by parades, and especially by the mock combat, and
tournaments of the warriors of Cardolan. Only the Dinedain and
Tegil tend to observe the midsummer festival of Erulaitale.
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7.0 PEOPLE OF NOTE

GM Note: Thefollowing character descriptions are keyed
to the date T.A. 1642. Character descriptionsfor the date
T.A. 1410areprovidedin thel CEadventuremodule Thieves
of Tharbad. The volatile conditions in Cardolan make it
difficult to supply universally appropriate non-player char-
acters. However, these characters would reasonably ap-
proximate for the Princes during the Times off roubles in the
13th Century of the Third Age. The circumstance of during
the reigns of one of the weaker Kings of Cardolan could also
be simulated by making the Gondorian Canotar into the
King.

7.1 THE PRINCES OF CARDOLAN

They are presented in a phabetical order so asto give no offense.

EARNIL, REGENT OF GIRITHLIN

Though not a Prince in name, E&rnil rules Girithlin in the
minority of his nephew, Echorion Hir Girithlin. E&mil ison of the
few modern Dunedain who approach the height of their ancestors,
standing 7'3" tall. He hasthe martial skillsthat might be expected
of aman of hissize; and heis bold and forward in battle, although
he is approaching his later years. E&rnil is a man of simple yet
refined tastes; poetry ishisfavorite hobby. He isan unmistakable
figure on public occasions, noted for his brooding crimson robes,
and hisrefusal to hide his balding pate beneath aconvenient helm.
Eé&rnil has picked afew bad subordinates, but his subjects hold him
to be afair, if occasionaly harsh master.

Foral hismanifest virtues, E&rnil isat least themost conniving,
if not the most ruthless of the Princes of Cardolan. He has
effectively managed the principality since hisyouth, something
that his more relaxed father and elder brother rarely noted. E&rnil
has never been directly implicated in any treachery, but he has
lived too long not to have had the rumor mill catch up with him. He
is no longer trusted by anyone except, perhaps, his nephew.
Although Eé&rnil wasonce content to rule from the shadows, he has
grown to like the trappings of power during the regency. It is
unlikely that Echorion will reach his majority if E&rnil does not
predecease him.

FinouiLAs |11, ErRnIL oF DoL CALANTIR

[tisnotall that unusual for either women, or magesto haveruled
the principalities of Cardolan, but Finduilasisthefirst ruler to have
been both. She is in her early adulthood, on the short side for a
women of pure blood, and rather plain, though it is said that when
she unveils her light green eyes they pierce one to the soul.
Finduilas appears to be very self-absorbed; she is quite content to
leave the day-to-day administration of her realm to her subordi-
nates. Thisallowsher further timeto study her magics, andto plot.
She would not be troubled to discover that her aides pursue the
same oppressive policiesthat characterized her forebears. In most
things, Finduilas is a traditionalist, favoring an archaic style of
robes that does little to complement her face or figure.

Finduilas has been considered a relatively minor factor in the
politics of Cardolan, a status that is about to change. Having
mastered the diminished knowledge of the Essence that was
available in the North (and having been found to be too eager a
pupil by severa Elvish masters and wizards), she finally took an
interest in politics. Shefound to her delight that the balancing and
manipulation of political forces was an interesting analogy to her
magics. Finduilas has now decided to play to win, simply for the
sake of the game, for she cares nothing for either the potential
rewards or potential consequences of her actions. This frivolous
attitude does not, unfortunately, detract from her abilities.

People of Note: Princes of Cardolan

HALLAS, ERNIL oF DoL TINARE

Hallas is getting on in his years, even for a Dunadan, having
reached his 164th year. This may be attributed to his having royal
blood on both sides of hisfamily, but in the last three years Hallas
has lost his muscle tone, and his teeth, and has gained a pot belly.
Hallas now wears his nightshirt on all but unavoidable occasions
of date. His wispy white hair and rheumy eyes belie his status as
alord of the DUnedain.

Hallas does not cling to life through pride or fear, for the one
thing he has not logt is his wits. In his prime, he was ruthless and
avaricious and almost always on the winning side. Hallas largely
restored the fortunes of hishouse from the nadir reached during the
reigns of the Feotarin Canotars. In so doing, he strayed from the
paths of righteousness many times and Hall as hasdetermined to do
one good deed before he dies. Ever practical, he has two options:
ridding Cardolan of the Warlock, or restoring the ruined festival
city of Arnach to its former glory. Hallas' determination is often
mistaken for senile obsession, but the old wolf probably is "good
for one last bite", as he is fond of reminding his impatient heirs.

IMLACH HARDADRIMRIS, CANOTAR

Imlach, thenew Canotar at Tharbad (asheisofficially styled) is
amatureDunadan, 62" inheight, withdark auburnhair, andmerry
hazel eyes. He generally dresses in the garb of the Gondorian
garrison, achain shirt over a simple white tunic and breeches. This
displays the scars that crisscross his arms and legs. Imlach's only
adornment isthe gold macethat isthe symbol of hisoffice. Imlach
has sold off the palatial furnishings of the former Canotar, and
given the proceedsto therefugees that swvarminthecity. Heresides
in asmple, spartan chamber in the Ryncaras Tharbad, the main
fortress of the inner city. He is a grim man, but he has an easy
humor, and aready, if ribald wit.

Imlach was born a simple yeoman near the town of Linhir in
Gondor and joined the army when his father lost the farm gam-
bling. Imlach made steady progress through the ranks, and hap-
pened to be noticed by the Prince of Dol Amroth as he rescued two
comradesfromaburning Corsairgalley. Imlachwasknighted, and
again found himself in the wrong place when his troop was at an
outpost that the Haradrim descended upon in great force. The
command of the garrison fell toImlach asall the other knightsand
infantry commandersfell, and the outpost held on for eight days,
as Imlach personally slew 23 of the Southerners. This stand was
later discovered to have saved the army and the Crown Prince from
a terrible ambush, and Imlach became a hero. He was still a
peasant, though, and did not fit in with the court at Minas Tirith.
When the previous Canotar at last grew disgusted with his post, it
seemed alikely spot to dispose of him. Imlach isutterly unprepared
for this assignment, armed only with a sense of fair play, common
sense, and an infallible courage.

KING L ANAIGH OF SARALAINN

King Lanaigh's great-greatgrandfather was Gordaigh Troll-
bane, a man of unknown lineage and unlimited ambition, the
founder of the Kingdom of Saralainn. Though Gordaigh was a
stranger to hisrealm, Lanaigh isfully acculturated as aclansman.
Lanaigh stands 5"9" tall and has deeply-tanned skin and amop of
black hair, which can concea his gaudy golden crown when the
wind is blowing. Lanaigh is not nearly as accomplished an orator
ashethinksheis, although he's somewhat accomplished. Lanaigh
isboisterous: oneof hisunfortunatebut favorite pranksisto throw
stillborn lambs out of upper-story windows at people. He hasafast
and hot temper, but it passes as quickly as a thunderstorm.
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Lanaigh is no fool, however, for he is exactly the kind of ruler
that his people desire— onewho will wrestlein the mud with you
and buy you akeg of ale if you win. There have probably been more
rebellionsin Lanaigh'sreign thaninthat of any of his predecessors,
but only one has been serious: that of the False Kennegh, in which
the Beffraen participated. When sober, Lanaigh is an astute poli-
tician, which has been necessary for his realm to prosper in its
peculiar fashion in the dangerous lands of Cardolan.

PELENDUR

PELENDUR HIR TYRN GORTHAD

In Pelendur we come a last to the ideal of a lord of the
Duanedain. An impressive man withjet black hair and grey eyes, he
could pass for one the Kings of old. He stands 67" tall and is
almost always found in the burnished cuirass and greaves that are
an ancient heirloom of his family. Thereisadefinitewearinessin
his bearing and his eyes though, for Pelendur bears a heavy
burden. Heguards one of the most sacred landsin Endor, the tombs
of the Kings of the Edain — dating back into the dim mists of the
Elder Days— against the horror of the wave after wave of undead
spirits that seek to take possession of this hallowed ground.

Pelendur is a soft-spoken man who treats King and Cotter with
equal honor. He participates in the intrigues of theother Princes as
he must to maintain hischarge, but thisdistresseshim. A master of
ancient loreand languages, heisclearly the Prince held in highest
regard by the Elves (which is no slight honor).
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THE WARLORD (ARDAGOR)

Not all of the hideous experiments in Dol Guldur conducted by
the Necromancer (Sauron) were as successful as those that pro-
duced the Uruk-hai and the Olog-hai. The Warlord is one of the
failures, an abomination, the result of mixing Troll and Elvish
seed. As had been intended by his maker, the Warlord is alover of
cruelty and dark learning. He is both a fearsome warrior, as is
widely known, and a passable sorcerer, which few suspect. Healso
has a pathological hatred of Orcs, and when seeing one will fall
upon it and rend it to pieces. This could have been merely a
humorousfoible, but the Warlord could not restrain this habiteven
when in the presence of his Dark Master. He was therefore sent to
the Witch-king. The Witch-king at last found a use for him when
a batch of Hill Trolls proved unamenable to military discipline.
The Witch-king gave them to the Warlord and unchained thelotin
the general direction of Cardolan. This has proven far more useful
than expected.

7'8" and black of skin, the Warlord's body and limbs are finely
proportioned, but his face and head are as misshapen as that of the
ugliest Troll. He wears a stout iron ring around his neck that is
imbued with the permanent illusion of ablack homed helmet. The
Warlord is askilled negotiator and, sad to say, has secret dealings
with many of hisfellow Princes.

7.2 NORTHERN CARDOLAN

EcHORION HIR GIRITHLIN

Echorion is three years shy of 27, his majority. A man of little
natural charisma, unimpressivein height or physique, he compen-
sates with hisrefined bearing. Echorion has spent most of his life
as ahostage in Arthedain, and he has become deeply steeped in the
mystique of the Requain Erain. Echorion pictures himself as a
Knight Errant, with the quest of destroying the evils that infest
Cardolan. He is, however, aman of considerable intelligence, who
islikely toquickly absorb and adapt tothereality hewill find, if he
ever succeeds in becoming Baron.

MINASTIR,
ARTHADAN COMMANDER OF THE SOUTH

Minastir is the third son of King Argeleb Il of Arthedain.
Knowing that he would be unlikely to be called to rule, he has
devoted himselftoamilitary life. He hasrisenquickly through the
ranksand isvery happy in hisfirstindependent command. Minastir
has terminated his predecessors' policy of remaining on the north
bank of the Baranduin except during interventions. Minastir is
hasty to lead his cavalry down across Sarn Ford at the rumor of
bandits menacing the North Road. This has done a great deal to
improve order in north central Cardolan, but severa of the Princes
have hopes of exploiting Minastir's hastiness.

Minastir prefers a smple green rangers garb when he is not in
battle. His 67" height is not unusual for one of Royal Blood, but
he has tan skin and sports a hint of an unfashionable mustache (of
which Minastir is inordinately proud). His unusual appearance
caused much unfortunate and false gossip when he was a baby.
Minastir is aman of manners who is respected by his men and is
becoming a hero to the loca peasants. He holds a singular dislike
for Edrnil of Girithlin.
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AETHELAN, JAN'S SON

Although Aethelan has no rank above that of any of the other
freeholders of Pinnath Ceren, hecommands grest respect and is the
closest thing the Eriadorans haveto aleader. Aethelanisnofriend
of the Dinedain or of any strangers. Heis, however, aman of honor
who reveres the dead buried in the Barrow-downs, some of whom
are his own distant ancestors. Aethelan initiated the sale of Haru-
ella to the Dunedain of Tyrn Gorthad, and allowed his son to war
with themforasummer. Thisexample has been followed by agood
number of his peers.

Aethelan is a great barn of man. Though he stands only 5'11",
he outweighs most DUnedain, and hardly an once of hisbody isfat.
Heis entering his old age, but he is still hale and can wield his ax
with a fury. Aethelan can not be mistaken, for his beard has
retained its black color while his hair has turned as white as snow.

PELENWEN

The twin sister of the Hir Tyrn Gorthad, Pelenwen is considered
the most beautiful of the women of Cardolan. She is aso the most
eligible, for her brother has not married. Thisignoresher intrinsic
virtues as an accomplished cleric, skills that are desperately
needed in the Barrow-downs. In her own way, Pelenwen is as
devoted to the realm as is her brother and she is not inclined to
marry.

Asnoted Pelenwen islovely; her skin isvery fair which offsets
her black hair, which isusually braided and falls below her waist.
Shy, her quiet manner adds to her beauty for many. She stands an
elegant 6' tall, and favors simple white dresses. These qualities
belie her grit and determination as Pelenwen often accompanies
forays against wight-infested barrows.

SHERL, ORACLE OF THE BEFFRAEN

Little isknown of Sherl to the outside world, but she is the first
person in many generations capable of instilling any common
purposetotheBeffraentribesof Rast VVorn. Sherl demondtrated an
extraordinary visionary power that is greatly revered among the
Beffraen. Though Sherl isawoman, her's isamale professon, and
Sherl has been raised as a male and is treated as such on all
occasions. Sherl hasapersistent and troubling foreboding of some
dire future peril in which the Beffraen must cooperate with
outsiders. She therefore provides some assistance to the False
Kennegh. Kennegh was a half Beffraen son of the third king of
Saralainn who led amajor revolt. The False Kennegh isaHalf-orc
who claims to be the original Lord of his adopted folk. Sherl
provides him with just enough aid to continue his operations, in
order to learn more of the strange world beyond the Eryn Vorn. No
stranger has been allowed to see Sherl and live to describe her
appearance.

7.3 SOUTHERN CARDOLAN

DAGOBERT, STEWARD OF CALANTIR

Dagobert appears to be ranked among the common folk, but he
claims a trace of Dunadan blood. Dagobert is noted as the finest
dresser and most elegant gourmet in Cardolan. Heis over indulgent
in both areas and has grown exceedingly fat. Dagobert plays the
fawning sycophant, though he hasasted trapforamind, andisthe
greediest man ever to hold such high office. His terror tactics
extractatax ratethreetimesthenonetoo low normin Cardolan, but
less than half that amount reaches the princess coffer. When
Finduilas took an interest in governing, she soon discovered
Dagobert's malfeasance. Although she respects his skill and his
gall, Finduilas allows Dagobert's corruption to go unabated, since
he will be a useful scgpegoat if her plots go awry. Dagobert
suspects neither the guile nor the intelligence of his mistress.

People of Note: Northern Cardolan & Southern Cardolan

FIOREL, THE MACTOSH OF MACTOSH

Fiorel isthe cousin of King Lanaigh, and the Chieftain of the
Royal Clan. Heisin almost every way theopposite of hiskinsman,
reserved and cautious. Fiorel has been the steady hand at the helm
while his cousin is off carousing, and he oversees most of the
financial andexternal affairsoftheKingdom.Althoughexception-
aly loyal, heisnonetheless nursing agrudge for the still painful
bums he received when the King threw him in akettle of stewing
mutton. Hemight now becompromised, but Fiorel engrossedwith
his deep concerns about the unrest among the southern refugees in
Suddri.

Fiord is undistinguished in appearance, standing a mere 54"
tall, with dirty blond hair and a bad complexion. Helikes to wear
Ndmendrean robes, and does so whenever affairs of state will
permit. Fiorel lacks the strength to wield a pole axe or a two-hand
sword, and he is aso cursed with a high-pitched nasal voice, yet
those who have insulted him have discovered that he is quicker
than acat. He wields adagger in each hand with equal skill. Few
of hisfoes have been lucky to escape without theloss of at least an
ear.

OLsy

Olby is the leader of the unrest in Sududri. A refugee from
Osgiliath, hefled northduringthe Plague. Hestands5'7" tall, with
closely cropped black hair, and generally appearsin theattire of a
well off townsman, but he has been known to wear royal robes or
armor. Little is known of hisorigins, for Olby caught the Plague
and passed into a strange delirium. He now believes that he is
Turin, the dead son of the deceased King Telemnar of Gondor
(both perished in the Plague). The best guess is that he was a
minstrel, for he knows something of ancient tongues and is an
awesome public speaker even by the standards of the clansmen.

DacosBErT




People of Note: Southern Cardolan & Tharbad

Olby's local ignorance of the use of arms obscures his explana-
tions of hisaltered appearance: that isthat hewasbewitchedfor his
protection. Olby's mission is to save the Gondorians still in the
North from their "oppressors' before he returns home to reclaim
his crown. Thereisno lack of refugees happy to take advantage of
Olby's delusions and ahilities.

BEMAKINDA

Bemakinda is descended from the ancient Northron mercenar-
ies of Cardolan. He is moderately tall 62", and is rarely seen in
anything but his short hauberk of silvered mail. Bemakinda is
growingold and hislong, once golden locks, are fading to white.
Bemakinda sarved as the leader of the forces of the cantons of
Feotar in their wars against encroachments of Tinare and Gondor.
Hiss success can be measured by therelatively small territories lost
by the sometimesanarchic leviesof Feotar. Bemakindalost all his
sons in these wars, and the rest of his kin during the Plague Y ears.
He has retired to his small housein the countryside and no longer
plays apart in loca affairs. He remains the person to whom the
cantonswill turninacrisis, and retainshisreputation asthefinest
swordsman in Cardolan.
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74 THARBAD

ERATIL, CHAMBERLAINTOTHE CANOTAR

Imlach's greatest misfortune to date, is that Eratil was not
replaced as Chamberlain when he took office. Eratil isanative of
Tharbad, the heir of a Ragger lieutenant disgraced for cowardice
several generations ago. Eratil isan imposing figure, who with his
fine clothes, dark hair, and height could easily pass for a pure-
blooded Dunedain. Eratil also does not lack for sang- froid as he
provided much of the muscle behind his father rise as Chamber-
lain. This office oversees taxes in Tharbad, and has been very
lucrative for Eratil.

Eratil hasmaintained excellent rel ationswith smugglersand the
Traders Guild, being unpopular with the masses. This might be
expected but Eratil made graft away of life in the city. He has a
reputation asasurvivor, although heis allowing his antipathy for
Imlach to interfere with his effectiveness.

CRAIER, GUILDSMASTER OF THE MERCHANTS

Craier is a Dwarf of middle years who established his great
influence in the financial affairs of the city while it was largely
abandoned. He was born in Moria, but after having taken many
caravan journeysto Tharbad, decided to take up residence among
Men. Craier keeps an austere house and dressesplainly though his
bodyguard of 12 sturdy Northmen are splendidly equipped. They
often serve as Craier's enforcers for his primary business is
moneylending. Craier will finance virtually any venture for
enough security and interest. He has become a leading owner of
lower class properties, something he takes some efforts to conceal.

The Merchant's Guild now consists of six major firms. Their
owners, often known as the Merchant Princes, can be as competi-
tive and unprincipled asthe regal Princes of Cardolan. The Mer-
chants, however, possess a better sense of their common interest,
andtheirguild hasproved an excellent vehiclefor collectiveaction
whenitisrequired.
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NEBURCHA, MASTER OF THE TRADERSGUILD

Neburchaarrived in Tharbad nineyearsago asan escaped galley
dave, anative of the faraway land of Khand. His knowledge of
exotic poisons and hisexceptional ability to scale wallsled to his
acceptance into the Guild. Neburcha advanced rapidly in the
Guild, assassinating the previous master two years ago and fright-
ening off hisrivals. Neburchaiscurrently deathlyill, for hisriseto
power wasfueled in part by his constant consumption of the many
narcotic substances that passthrough Tharbad. The Guild's chief
Healer feels that Neburcha will either have acomplete recovery or
linger another week or so beforedying, more likely the latter. His
lieutenants are preparing themselves for the next struggle for
leadership, and the Guild is in a temporary state of disarray.

ROGETH, SPOKESMAN OF THE L ABORERS GUILD

Rogeth is Finduilas's foremost agent in Tharbad. He is of the
local population, a cheerful fellow with considerable charisma.
Rogeth generally wears disguises when working, and when acting
fortheguild. The Laborersare the largest and poorest of the guilds
and their leaders have suffered a high attrition rate, since ther
potential power is greatly feared.

Rogeth's parentsdied in ariot against the Gondorian garrison.
This was an accident, as these struggles rarely result in deaths.
Regardless, Rogeth hates the Gondorians and has vowed to see
them drive out at any price. The Laborers have been cozening up
to the new Canotar, while other agents ply the Dyers, Porters,
Teamgters, and Tanners with drink, money, and weapons. It is
hoped that, with the sudden switch in sides, Rogeth can act
decisively.

FARADIL TINARE

Faradil is one of the few DUnedain of Cardolan to still reside in
Tharbad. Faradil is an average specimen of Dunadan manhood,
standing 6'4" tall, with dark brown hair and eyes. He generally
wearsrobesinthe city with asturdy surcoat of mail underneath. His
allowance from his uncle alows him to maintain one of the larger
personal bodyguards in the city: 30 well-equipped southerners,
solid street fighting men.

Faradil hasamercurial personality. Hewasone of the staunchest
supporters of the late, lamented Argil. He is also currently exiled
in Tharbad to escape the wrath of his uncle Celedur, the presump-
tive heirto Dol Tinare. (Celedur uncovered Faradil'splot to poison
him.) Attimes Faradil can be expansive and open, and his parties
are said to be the best that Tharbad has seen in many years. He can
also sulk in his unlit chambers for weeks at a time, and is
considered too moody to berelied on in the intrigues of the city.
Still, the forces at his disposal make him akey player.

AELFRED, CAPTAIN OF THE BARGEMENGUILD

Aelfred is an intimidating Northman, standing 6'3" and weigh-
ing over 300 pounds. His head is topped with a shocking mass of
bright red hair. Known to bethe only man in Tharbad who does not
wear armor or carry weapons, his strength matches hisgirth. Heis
sad to have stove in the sides of a palanrist (large ship), whose
captain had cheated his crew with a single kick of his beefy legs.
That may be an exaggeration, but nobody seeks to trouble him.

Aelfred isnearing the end of histerm as captain of theguild. He
has grown to loath Tharbad in the past 11 months, athough this
may pass once he returns to his beloved River Gwathl 6. Aelfred
has gotten cranky lately and has chased away most of the messen-
gers sent to him. Ten barges are now in port, in anticipation of the
reopening of shipping lanesto Gondor reopen. Therefore, Aelfred
commandsamilitary forcepotentially as strong asthegarrison. No
oneknowshow hewill react totheincipient uprisings, buttheodds
favor non-intervention.
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7.5 MERCENARY CAPTAINS

TARHAD, THE RAGH CRANN-SLEAGHA CAPTAIN

Tarhad isaTargil of averagesze, 6' 1", with the standard blond
hair and mustache. Heis notable for his striking blue eyes, and his
booming voice. Heisawaysin afine set of Elven half-plate armor.

Tarhad enjoys hiswork, having most of thetrappingsand power
of alord of Cardolan and far fewer responsibilities. The petty wars
inflict few casualties among his troops, and both pay and plunder
are usually good. Tarhad's one vice is his excessive attention to
women. So far his sub-commanders have kept him from getting
intotrouble, but Tarhad has ahankering to test Pelenwen'svirtue.

DAEROS RHUADINOR, THE CRUAIDH MARAICH CAPTAIN

Daerosis apure blooded Dunadan of middling age. Heis most
easily recognized by the black patch over hisright eye, lost to an
Orc arrow many years ago. He aso has a pronounced widow's
peak, a distinguishing characteristic of the Roya House of
Rhudaur. Daerosisan man of earning and epi curean tastes, though
he prefers Hillmen hides when dressing casualy.

Daeroshasthebest surviving claimto thecrownof Rhudaur. He
long dreamed of recovering theselands, but such hopeswent upin
smokeduring the Plague. He hasgrown reckless, and many of his
soldiersfear that he is seeking an honorable death in battle.

KHANLI, THE TROICH-ARMCHLEASAH L EADER

Khanli is a Dwarf of the Ered Luin, the Blue Mountains to the
northwest of Cardolan. He was raised in poverty, and his success
as acaptain has prompted him to acquire fancy armor, which has
tobeoftenlet outto contain hisexpanding girth. Khanli hasanasty
scar on hisforehead, the gift of atribal warrior's spear, and is noted
for his fierce black eyes.

Khanli isnoted for being extremely hard to get along with. He
isactually easy-going by nature, but hi sburst of rageoften excuses
the Troich-Armchleasah from heavy fighting. Khanli has to be
cautious, since thereare few of hiskinsmen to replace any losses.
No Dwarves of Moriawill join him given their prejudice against
the Dwarves of the Ered Luin.

FORrAK, THE FORAK-EIGINN CAPTAIN

A Half-orc, Forak isconsidered quite handsomeamong hisown
folk; but the standardsof Orcs are not well regarded outside of their
dens. Forak generally wearsan envel oping cloak andafull helmto
avoid giving offense. He survives mainly because of his fast
tongue and hisvast knowledge of siegecraft. Widely and falsely
regarded as an agent of the Witch-king, most of the powers of
Cardolan have still required his services at one point or another.

Forak'shomeliesintheWithered Heath. Hewasgivenastribute
to the Witch-king while very young and received his training at
Cam DOm. Hisunit of engineers was involved in an unsuccessful
siege against some rebellious Hillmen, but the mercenary general
blamed the sege engineers and the Witch-king ordered them
executed "in order to encourage the others." Forak's unit was
selected for the sacrifice, and Forak led their desertion. The
knowledge that they will betortured to death if they fall back into
the hands of Angmar has stimulated his Orcs to great efficiency
andfaithful service.

8.0 THARBAD

Rising out of the fenlands of the southern Swanfleet Marshes,
the City of Tharbad is the greatest surviving work of the
NuUmendreans in northern Middle-earth. The tendency of the
buildingsandwallstosink slowly back intothemuck, challenged
the efforts of innumerable engineers over countless years. This
effort was abandoned many decades ago; decay in both the
appearance and spirit of the city has become readily apparent.

The Mercenary Captains & Tharbad
8.1 OVERVIEW

Tharbad wasonceaproud manufacturingandtrading center, but
its fortunes have declined with those of Cardolan. The home of
25,000 people little more than two centuries ago, it has only
recently recovered to a population of 17,000, if recovered is the
proper word. The wool industry and overseas trade have not
revived since the fall of the Dunadan Kingdom. Tharbad and its
people now survive primarily because of its strategic importance.
Arthedain, Gondor, and even Moria find it prudent to send food
shipmentsfor distribution to the poor and unemployed. In spite, or
perhaps because, of their reliance on these doles, the people of
Tharbad have become increasingly unruly and riot-prone. Now,
the city iseffectively ungovernable, although some semblance of
order is maintained by the presence of a Gondorian garrison.

82 THE ClTY PLAN (see center insert)

Tharbad sprawls across the artificial hill on which it rests, in
notabl econtrast totheorderly layout of other Dinadan cities Mogt
other NUmendrean settlements weredeliberately laid out tofollow
careful plans, whileTharbad hasgrown up fromasingletowerin
airregular series of expansions. Despite the influx of refugees,
however, the port's settled areas are shrinking.

The most notable feature of the city arethe twin bridges, the lant
Formen (S. "North Bridge") and the lant Harnen (S. "South
Bridge"), that span the mighty river Gwathl 6. The city has grown
up onto the bridges, and they now present a ramshackle appear-
ance, thoughtheirdauntingimmensity still suggeststheeffortsthat
went into building them. An even more enormous dike, the
Rammas Nin (S. "Water Walls") protects the city from the sur-
rounding marshes. Thedefensesof Tharbad rely upontheinability
of any enemy to build siege works in the fens, so the walls that
surmount the dike are thin and short, and often ill-maintained.

Tharbad isalso unusual foritsChiraint (S. "Canals'). Thecanals
were built to serve as an alternative to the city's crowded streets,
and they once bustled with commerce. With the decline of trade,
though, the inter-connections of the canals and theriver have been
neglected. The annual spring floods bring clogging silt, and many
canals have become little more than open sewers and dumps.

THE SouTH BANK

Althoughrecently built, the South Bank isthe ol dest section of
thecity. The Annon Harn (S. "South Gate") stands on the site that
Eldacar constructed a tower here back in the Second Age. The
South Bank is the bastion of The Weavers' and Dyers, Guilds.
Most of the Gondorian garrison resides here, as do most govern-
ment offices. This has tended to make the better homes here
popular with the city's merchants.

THE |SLAND

The districts in the midstream of the Gwathl6 are generally
known to the people as simply the Island. This is a accurate
reflectionof theisland'simportance, sinceitisthecommercial and
mercantilecenter of thecity. Expansion to the Island began in the
middleofthe Second Agewiththeconstruction of thenow-ruinous
fortifications on the northern end. The northern end is now the
undisputed domain of the Thieves (Traders) of Tharbad, as the
southern end belongs to the Bargemen. The central section is
neutral ground as al factionsrealize that business must continue.

THENORTH BANK

The North bank is the newest section of Tharbad, having been
built by Princeand then King Thorondurintheninth century of the
Third Age. The east end of the North Bank is now the strong hold
of the lesser Guilds, the Sailers control the riverbank, and the
Laborersholdthe scarcely rebuilt west end. Thecentral area of the
North Bank is probably the safest area for travelers.



Lond Daer Enedh

9.0LOND DAERENEDH

During the late summer, and midwinter, when the waters of the
Gwathl o6 ("Gwathir," or "Greyflood") are fairly clear, sailors often
can discern regular stone formations under the water nigh to the
south bank of the mouth of theriver. Theold saltsamong themwil |
know that these are the ruins of Lond Daer Enedh (or just Lond
Deer; S. "Great Middle Haven'), an ancient NUmendrean segport
that rivaled Pelargir and Umbar in the middle centuries of the
Second Age. The moral of most of their yams is that of the
overwhelming power of the seas, for as can be seen, only this
colossal wreck remains as reminder of the great efforts of the proud
Kings of old.

9.1 VINYALONDE (seefrontinside cover)

The first construction at Lond Daer was begun by Anardil
Aldarion, then the Crown Prince of NUmenorinT.A. 777 Aldarion
was a great friend of the Elves of Lindon, but their harbor at the
Grey Havens were hard pressed to hold his mighty vessels.
Aldarion alsofeared, aas correctly, that some new evil wasarising
in Middle-earth. Aldarion wished to have an impregnable base
nigh to the Elf-lands in case the Numendreanshad to take up the
struggle of the Edain, their forefathers of old. A port at the mouth
of the Gwathl 6 was an obvious choice for his bastion.

Aldarion chose a small bay sheltered from the full force of the
sea by a mudbank as the site for his endeavor which he named
Vinyalondé (S. "New Haven"). Aldarion erected lighthouseson a
small rocky i sl et nearthemudbank and onthewestern promontory
that formed the bay, and raised an earthen rampart to sea off the
eastern promontory. His men built docks, but the greatest efforts
wentintotheconstructionoftheBar-en-Uinendil (S."Houseofthe
Venturers Guild").

Aldarion knew that the greatest needs of aNUmendrean expedi-
tion to Eriador woul d be provisions—naval stores, food, and arms
— 50 his primarily concern was to build a unassailable fortress
where these could be prepositioned. The result was the Bar-en-
Uinendil whichwasoneof thelargest fortressesever built by men.
Aldarion knew the strength of the ocean, and he built this castle
with great sloping basalt wall on the seaward sidestoresist storms.
An el aborate drai nage system was provided so that thetwin towers
on thelandward sidewould not be overwhel med by the wavesthat
surroundedthefortress. A busy littlecity gradually grew uparound
Aldarion's defenses. Soon a palisade had to be erected to protect
the new town that arose on the western promontory.

Sadly, Aldarion had very poor relationswith his daughter Tar-
Ancalimé&,who became the first Ruling Queen of NUumenorwhen
he retired. In S.A. 1078 a hurricane devastated dl of Vinyalondé
save the Bar-en-Uinendil. Ancalimé had always opposed the
entanglements with Endor that her father had built, and she used
the storm asan excuse to abandon thefortress. Without repairsand
maintenance, the proud towers gradually were swept away.
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1) The main seawall of theBar-en-Uinendil.

2) The main gateintothefortress, defended by two silver bastions.

3) The Westerly Tower, seven stories of gleaming al abaster with two
basements.

4) The Easterly Tower, twintothe Westerly, only in black marble.

5) Garrison housesand apartmentsfortheVenturers.

6) The Long Quay, built of stone.

7) Wooden piers.

8) Theouter earthen rampart, surmounted by fourwooden towersat its
entrances.

9) Theshipyards.

10) Market district.

11) Residential district, hometoDwarves, Elves, and Eriadorans.

12) TheWarehousedistrict.

13) TheLighthouseon theRocks.

14) The DuneLighthouse, thesedefine themain channel into the port.
15) Thewooden PalisadethatdefendstheNew Town.

16) The dunes of the outer shore.

17) TheDunnish residential district.

18) The Dockyar dsoftheNew Town.

19) ThewharfsoftheNew Town.

20) Aldarion'sVillaaboutamiletotheeast.

9.2 LOND DAER (see front inside cover)

Almost 600 hundred years after Vinyalondé was abandoned,
another Crown Prince, the future Tar-Minagtir, saw the wisdom of
hisforefather's policies. The coastline had changed, and Minastir
centered his new city, Lond Daer, around the site of Aldarion's
house; Lond Daer was scarcely completed 56 years later, when it
proved vital to the success of the Numendrean expedition that
crushed Sauron'sinvasion of Eriador in S.A. 1700.

Minastir hadtocreatean artificial harbor for hisnew city which
he accomplished by the construction of two huge breakwaters. He
feltthat Lond Daer mi ghtbesubjecttoaformal siege, and provided
the city with mighty walls. The most arresting feature of the city
was the fortress of Minas Mellon (S. "Tower of Friendship")
placed atop amighty two-stepped pyramid. However, Lond Daer
was most renowned for its so-called Floating Avenue. Minastir
had decided that the docks should all be floating in order to better
resist the power of storms. The greatest of these piers soon became
the location of numerous homes and businesses and the Floating
Avenue became famous as one of the wonders of Numendrean
engineering.

Lond Daer became the main Dunadan haven in Eriador and
prospered until it was devastated by the incredible hurricane
known asthe Wrath of Os2in S.A. 2511. The Kingsof NUmenor
repaired some of the damage, and maintained troops at the port.
Thiswasanexpensiveundertaking, buttheKingswhowerefalling
intoevil wayssaw the bastion asanecessity to keepwatch over the
Elves of Lindon and the Faithful of northern Eriador. Tar-Palantir
withdrew the troops in T.A. 3178 during his ultimately futile
attempt to restore his people to the paths of righteousness. His
successor, Ar-Pharazén the Golden did not deign to restore the
troops. The abandoned site was overwhelmed in the tidal waves
that camefromthe Downfall of Nimenor, and earthquakes shifted
the coastline carrying the ruins beneath the waters.



36
Lonp DAER: S. A. 2500

1) Tor Uinendil, asmall island on the ruins of the Bar-en-Uinendil.

2) Tiras Formen (S. "North Fort"). asquattower overlooking the harbor.
3) The Royal Harbor, themain port for ocean going vessels.

4) TheFloating Avenue.

5) Minaslaur (S."OIld Tower"), anoutlying fort raised on Tor Uinendil.
6) The western breakwater.

7) The NUmendrean Quarter.

8) The Merchants Quarter (i.e. the commercia quarter)

9) Thewarehouse district.

10) TheQuarter oftheL esser Men.

11) Thecentral market.

12) Aldarion's House, restored, and now the residence of thecity's
governor.

13) The Soldier's Quarter, home of the garrison.
14) The Private Harbor, servestheriparianand coastal shipping.

15) 'The Battery' the heart of the city'sdefenses. There are seven very
heavy ballistas cast from the same material as the famed NUmendrean
Steel Bow, and ahuge catapult capableof hurling hal f ton blocks of stones.
These weapons are thought to have been removed by Ar-Pharaz6n during
his Great Armament.

16) The eastern breakwater.

17) The City Wall, fourstoriesof thick granite.

Lond Daer: S.A.2500

18) The Angannon (S."Iron Gate") the only landward entranceto Lond
Daer. Actually the entry is not directly barred, the twin iron towers on
either side are fell to provide more than adequate defense.

19) Inns, lodges and stables.

20) The Malannon(S. "Gold Gate") the sol e passage between the upper
and lower city, also the main gate to theMinas Mellon.

21) Minas Mellonthecitadel of LondDaer. A sted reinforced wall stands
atop an immense two-stepped pyramid.

22) The Government Quarter, the administrative center for
NUmendrean Eriador.

23) Thebailey of MinasMellon.
THE GReAT STorM: T.A.1643

The stupendous outflow of the Gwathl 6 carries agreat amount
of silt that has accumul ated over the long centuries into a series of
underwater hills ringing the mouth of the Gwathl6. These hills
formaporous, but effective dam that hol ds back theriver water and
traps some of the higher tidal wash. This barrier can be disrupted
by ahurricane of unusual fury that strikesatjust the right angle, as
happened during the Great Storm of 1643.

GM Note: During theforthcoming neap tidesthe ruins of
Lond Daer will be accessiblefor thefirst time in many years.
(A similar stormmight be expected in the early Fourth Age.)

Lonp DAER RUINS
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TheRuinsof Lond Daer and Vinyalondé

9.3 THE RUINS OF LOND DAER

AlthoughLond Daer doesnot lack for unpleasant denizens, its
greatest challenge lies inits unique setting. Even the most jaded
professional adventurersare unlikely tohavehad much experience
in underwater sojourning.

9.31 AREA MAP: LOND DAER RUINS

1) Themost easily visibleof the ruins: agraniteand steel wall rising three
feet above the sands. The section of thewall of Minas Mellon broke off
long ago and it liesonly 7' degp into the sand.

2) A low sand and mud dune. Some iron wall fittingswill be found if the
duneisexcavated.

3) Another sand and mud dune that tracestheoutline of theold bailey. The
Beffraen have dug out theend of the dune nearest to the wall, and resealed
theirwork. It will beabsurd (-50) to detect their handiwork, but this may
well be easier than finding another way in.

4) Just below the sand, perhaps popping out in places, is a section of the
wall of MinasMelloninitsoriginal alignment.

5) Threerocky idets dong the western breskwater.

6) The fourth rocky islet. In waist deep water off the south end isa 2 ton
stone slab that covers an entrance into the basements of Tiras Formen.
Watch out forthepoisonousseaurchins! (2-6+10Tiny Stingerswitha4th
Level Reduction Poison.

7) Just abovethe sandsis afragment of the outer wall of Lond Daer. Sadly
the peculiar rock formation at the west end is soldly a cregtion of the
currents and waves.

8) Scattered pieces of the eastern section of the east wall.

9) The underground stream that onceassured thecity's supply of freshwa-
ter isnow aboveground. Thereisalargeboggy areaat its mouth in which
the incautious explorer can sink three feet into the stinking muck. Most
will probably assume that they are in quicksand until they touch bottom,
though this may be alittle to late for aparticularly short Hobbit.

10) The normal shoreline.

11) An underwater sandbank.

12) Another sandbank, a popular fishing spot for crocodiles.

13) Searching the mudbank at #11, is likely to reveal an odd stone
formation that provides entry to Aldarion's house. These stones are
encrusted with sea urchins (See #6).

9.32 AREA MAP: VINYALONDE RUINS

To the west of Lond Daegr, theisle of Tol Uinendil rejoined the
mainland many years ago. Little has been revealed by the Great
Hurricane, and the basalt ruins of the Bar-en-Uinendil, being
indigenousarethought to beanatural formation.
1) A large section of the outer seawall lying at the low water mark.
2) Part of the basalt foundation of thewesterly tower, just above thenormal
high water mark.

3) At the eastern end of this formation, the raging waters of the hurricane
created a Very Hard (-30) to find depression where the water drained
downward. If thisis explored, some fragments of alabaster will be found

(Easy +10). It isadeep (5) and difficult dig down to the entrance.
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9.33 MINAS IAUR

FIRST BASEMENT
1) A storage room, thepassage way to the northhascollapsed completely.
2) Mot of the ceiling has collapsed here.
3) The drainage occurred in this corner, by digging down the party can
effect avery narrow entrance through the collapsed ceiling. Theair in the
basement seems to be okay, but is not. Relatively little air has seeped in
withthewater andtheoxygen contentislow. After 5-8 roundsanyonewill
begin to feel lightheaded, and 5-8 rounds later will take -3 per round,
cumulative, to dl activities. If light is being provided by torches, this
process will begin amost immediately and thepenaltieswill be doubled.
Thetorcheswill eventually flicker out after 10-12 roundsby which point
the explorers could be in deep trouble.
4) Central corridor. All the doors haverotted to dust.

5) Another section of thestor age room blocked from #1 by thefall of the
celling. Their are two amphora in the corner. Their wine evaporated long
ago, but they would be worth 20-30 gp apiece to the right collector.

6) Anarmory withapartially collapsed ceiling. Thiswas|ootedmillennia
ago, but some lesser weapons were pinned behind the debris and not felt
to be worth the effort. It isonly Hard (-20) to note the glint of High Steel
in the debris. A +15 dagger may be recovered with little trouble, but
roughly 2 tons of stone must be very carefully removed to get at the 6 +15
spearheads, 4 +15 ax heads, and +20 sword behind the rubble. If this is
doneby hand it is 80% likely that the workers will become infested with
sand fleas. Thefleas bites will cause apainful and very distracting (-15 to
-25) rash on the morrow.
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7) Side passage that served theservantsquarters.

8) Servants quarters, now quite bare. Very diligent searching will reved
asmall cache of 12 sp under atile near the far corner of the center room.

9) A cold storage room, naught but afew bones (cow and pig) remain
scattered about the floor.

10) Shaft for a secret elevator. There was an emergency exit into the
doorway at #9 which is Sheer Folly (-50) to detect. If the shaft is suspected
(from the use of magic or from tapping on the walls) this goes down to
Very Hard (-40). The mechanical spear trap, now rusted and inoperable,
on the opposite side of the doorway which is only Hard (-25) to detect
because of its rust; this may be the best clue. The magica trap on the
entrance still worksjust fine. Itisonly Hard to detect (-25) but itisdeadly,
as no one was intended to operate the elevator from this level. Try a+50
triple damage Lightening Bolt that repeats four rounds after it is et off.
This operates from awarding spell, so it cannot be magically disarmed. If
the party lacks the means to dispel thismagic it may be best to try to break
down the wall in the corridor. Another problem occurs when the elevator
shaft is breached. The sub-basement has been the home of many genera-
tion of anaerobic nematodes (little worms) who give off oxygen asawaste
product. The basement level will become hyper-oxygenated in about three
rounds. Thereisa 10% chance per round (non-cumul ative) that any open
flameor alighteningbolt will ignitetheatmosphere, thereisa 1% chance
that arandom spark could do this. Inthishorrid occurrence, all present will
takethree consecutive B Heat criticals, and then a+50 (no DB) Ram/Butt
asair rushes in from their breach. Thiswill also make the air in the sub-
basement unfit asat #3. If the air does not igniteit will immediately begin
to reverse the effects of #3. However, once the characters have returned
tonormal they will begin to get silly and haveimpaired judgement. The
excessive oxygen will begin to impair them at 5% to all activitiesuntil -
25 is reached for maneuvers, and -45 for static maneuvers.

Minas laur
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MINAS IAUR: SUB-BASEMENT

SuB-BASEMENT

The sub-basement of Minas laur was the deepest and dankest
prison of Lond Daer, although it once was merely devoted to
cisterns for the water supply of Vinyal ondé. Thus, no one bothered
to search it when the salvaging after the Wrath at Oss£ was
performed. None of the survivors knew that this was the secret
location of Tar-Telemmaité'sMithril Room. Therewereno docu-
ments, and the King carried the secret to his grave.

Maran the Silent

Maran the Silent was Telemmaité's most trusted agent, and he
was given the task of guiding the Mithril Room safely back to
Numenor. During the storm that ravaged Lond Daer hewent down
to the sub-basement to watch over his charge, and was trapped in
the collapse of the tower along with three prisoners. The air and
food held out for a dreadfully long time. Maran became quite
insane, but remained committed to his mission and never quite
realized that he had died.

Maran was a man of great determination; he has forced the
spiritsof the prisonersto assist in hismission, and bent the mission
of the guard constructs to his will. With his limited knowledge of
the Essence, Maran has maintained the traps in the sub-basement,
though he imagines that he has done so physically. He maintains
hisphysical appearance as best he can. Maran will probably greet
any visitors as his long awaited rescuers, at least initially. Fluent
Adanaic will be necessary to maintain this illusion and being a
suspicious fellow, Maran will seek to test the deliverers' knowl-
edge by leading them unto or under the traps. An extremely glib,
perceptive, and quick-witted person might just be able to talk
Maran into leaving. If not, he and his unwilling servants will
defend the inner prison with savage intensity.



Minaslaur & MinasMellon

1) The elevator shaft, aforty foot drop from the basement level.

2) Thelow ceilinged central chamber. Theroom isdotted with pit traps
with atwelve foot fall onto three +50 spear attacks, (Very Hard -20 to
detect. Routine -0 to disarm); ceiling traps which drop a 80 Ib. block of

stone for a+75 Fall/Crush (Hard -10 to detect, Very Hard -20 to disarm);

and spear traps for a +60 spear attack (Absurd -70 to detect, Easy +20 to
disarm). Four suits of fine NUmendrean full plate stand astride the two
doors out of the central chamber. They are constructs designed as guards
that now obey Maran. Any salvaged pieces of armor are +20 DB.

3) Thethree smaller cisterns, they stink and are teeming with the foul

appearing but harmless nematodes.

4) Theentry tothis cell isbarred by aportcullis, but the mechanism has
not been maintained. It will take someonewith astrength bonus of at least
a+25 strength bonus using an adrenal strength maneuver (or two or three)
to force entry.

5) Common cell, usedforthosecondemned to rot hereuntil they died. The
two resident ghosts can passeasily through the portcullis. There are many
human bones but no obvioustreasurewithin. They very perceptive may
notice that the left wall iscovered with faint niter encrusted lettering.It is
only doggerel verse cursing along forgotten governor, but it iswritten in
Addnaic.ArchaicDunael, Old Eriadoran, and Beffraen. A copy would be
worth a great deal to the right scholar for the Beffraen ideograms have
never been translated into acivilized tongue.

6) Thetorture chamber. The steel door will be unlocked unless Maran
flees within. The lock is Extremely Hard (-35) to pick. Within are an
elaborate set of mithril instruments of persuasion. The metal is worth 600
gpalone, but theintact set might fetchtentimesthatamount, at Can Dm
or Dol Guldur. Maranwill focushisdefense here seeking toprevent entry
to the inner prison at all costs.

7) Theinner prison doorisidentical totheoneat #6 andiskept locked.
The ghogt insde is of course free to pass. The iron frame of the cot within
islargely intact. 'Hidden' in the 'mattress’ are asheaf of decaying papers
that appear to be a set of treasure maps, secret orders, and alchemical
preparations. Theinformation on these papersispersuasive but it isalso
entirely a product of Maran imagination. By providing this plausible
‘treasure’ he seeks to provide a reasonable explanation for the fanatical
defense of theinner prison. Asalast resort thismay prevent thediscovery
of the Mithril Room.

8) A cistern similar to those at #3 only larger and deeper. The panels of
the Mithril Room have been prepared so as to be 99% certain of avoiding
even magical detection. Anyonewilling to dive into the mucilaginous,
maggoty muck is likely to quickly discover that something unusual is
under the water. With mere prodding by poles it will be Absurd (-70).

9.34 MINAS MELLON

FirsT LEVEL

No matter how fast one getsto MinasMellon, the Beffraen seem
to arrive therefirst. The accursed ruins of the city of the hated Sea
Kings remain their peculiar possession. Besides this unpleasant
surprise, theruinsof MinasMellon havebeen explored many times
over the centuries and there is little left to pick up.
1) A pseudo Pukel-man four feet downmarksthebottom of the Beffraen
diggings; the collapse of sand will mark the entrance.
2) Theentry tunnel, 2" high and 1.5 acrossit must betraversed on hands
and knees. The passage quickly divides.
3) Totheright the tunnel soon emergesintoasmall cave, part of whose
walls were worked.
4) Some explorers attempted to dig here long ago, a rusty shovel head
remainsintheir hole.

5) A small cavesimilarto#3 above. Thefloorislitteredwithfivelineof
Beffraen totems facing a pile of rocks in the rear.
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6) The pile of rocks iscunningly butcrudely fit together, itisonly Routine
(+30) todiscernthat thisisvery recentwork. It will be several hourswork
to remove them.

7) The rocks sedled off a short stairway going down.

8) A 110'long corridor heading east, even the torch holders have been
removed.

9) A side passage headed south.

10) A pentagonal room, the sensitive might guess that this was once a
shrine of some sorts. The Nurga avoids this level for that reason.

11) A small room, empty, of unknown usage.

12) A very small room, perhapsaservant'squarters. The Beffraen have
left votive figurines here for the Nurga's lucid periods.

13) Another side passage that has largely collapsed. Also the site of
unsuccessful diggings. At the very far end of the tunnel is asilver belt
buckle worth about 10 sp, and a chain links enough for a large shirt, -10
DB. Apparently someone almost got stuck once.

14) Largestairway going down.
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LoweRr LEVEL
1) The Stairway from the upper level.
2) Arrow slits at the bottom of the sairs.

3) A large water filled hole in the floor about 2' deep. There is a small
crevice, Hard (-15) tofind on thewestern sidej ust bigenough for aslender
arm to probe. Thisis the home of a very unhappy and very hungry eel.

4) The main passageway, similar to the floor above.

5) The old guardroom for the stairway. A pile of seaweed provides a bed
for the Nurga.

6) Rubblefallenfromtheceiling.
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7) Guardrooms. The Nurga will be hiding in one of these rooms

regardless of the present state of his condition. Otherwise quite bare.

8) The ceiling has fallen blocking most of the corridor here,

9) A narrow (2') passage through therocks.

10) Thepassage opensup into a narrow chamber.

11) A small pool of fetid water with the surface even with thefloor. The

pool isabout four feet deep.

12) A narrow underwater passage headed north.

13) After ten feet the passage opens up to the east into an under water

(cjave. Groping about onthefloor might berewarded with the blade of a+10
agger.

14) The underwater passage continues north for ten feet beyond the cave.

15) Asat #11. Theair isvery bad here, twiceasdebilitatingasintheMinas

laur. It will be difficult to light a torch.

16) A crawlspace aong the south edge of alargely fallen corridor.

17) After30'theceilingrisesto5'in alarge chamber.

18) Acompletelyfallencorridor.

19) A smallerfallen passageway, that wasoncesecret. If thewear withall

or power pointscanbefound toclear 70 of rubblethe passageeventual ly

rr]emh% the sub-basement of the Tiras Formen, and thence to Aldarion's
oUSE.

%0) Thelarge chamber, maybean officersroom hasal so been stripped
are.

21) On the west side of the chamber thereis a Very Hard (-20) to find

secret door . Itstrapsareno longer functional, but similar decay inthelock

makes it Extremely Hard (-30) to open.

22) A substantial secret room, probably atrystingchamber. Theoriginal

salvagers cleared the place out but they neglected theinlaid tileson the

floors and the fine mirrored tiles on the walls and ceiling. If carefully
removed these could be worth up to 800 gp.

MinasMellon & TirasFormen

9.35 TIRAS FORMEN

BASEMENT

Removing the slab found off the rocky islet will cause the
gradual or rapid flooding of these ruins, depending on how much
the stone has been moved. This is just as well, as the air is
completely unbreathable. The pickings are sparse here, and the
dangers are commensurately lower. It is mainly useful as a means
to gain entry to other aress.
1) Theslab wasoriginally astepinabig staircase, entry isthusgained at
thecentral stairway that haslargely collapsed. Itisonly a9  drop butthe
inrushing waters make this an Absurd (-50) maneuver.
2) The Main Hallway, itsgilded torch holdersremain. Thedozen fittngs
are worth about 2 gp apiece.
3)LargeDiningHall, about adozen piecesof silvercutleryand abadly
dented gilded tray can beeasily found. Worth about 3gpinall.
4) Barracks. Diligent searching can uncover ahandful of coinsof little
valuein the mud.
5) An officer's or sergeants room. A map ofthegeneral layout of theold
city is engraved on the wall.
6) Largeiron hatch in thefloor, A good deal of nibble must be removed
first, and thefour largeiron padlocks must be removed by force because
they aresorusted. Entrancetothewinecellar.
7) Kitchen. The copper and iron utensils that were abandoned have
corroded away to uselessness.

8) Quarter sfor thekitchencrew. Therewasnever anything of valuehere
inthe first place.
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TirasFormen & Aldarion'sHouse

9) Hallway tothe cold storage rooms, the first wooden door hasrotted
away, but heinner insulated steel door remains. Itslock isHardtojimmy.
10) Thecold stor agerooms. Enough of theequipmentisintact tofigure
out how theNUmenoreanskept ices and fresh meats during the summer.
Naught can be salvaged, but the information might be valuable in a
southern climate, eg., Gondor or Umbar.

TirAS FORMEN: WINE CELLAR -,
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WINE CELLAR
1) Secret Passage from Minas Mellon.
2) The outer door, constructed of teak withrusted out locksit will prove
easiest to batter down.
3) Inner door, Extremely Hard (-35) to detect largely because it is set
against thetop of the 12 ceiling rather than at floor level. For somereason
it wasleft unlocked with its traps unarmed.
4) Theiron ladder downfromthe Basement at #6 above.Anyoneover 100
poundsis75% likely to bresk theladder for anasty fall.

5) Wine racks. The best vintages were salvaged and all the wine has
turned to vinegar. About twenty bottles of what once was cheap cognhac
remains, and there is a slim chance that a few may have matured to be
exquisitealmost beyond price. (2% chanceper bottle) Theproper connois-
seur could not be found in Eriador though.

6) The drainage pipefromthecadleto thecity sawers. It would be Sheer
Folly (-50) to detect by sounding thewalls, and thewall would haveto be
knocked down to gain entry.

7) The sloping pipe down tothemain sewer.
8) The main sewer, apossiblerouteto Aldarion'shouse.

41

9.36 ALDARION'SHOUSE

Aldarion's House is the only ruin that captures any of the
grandeur thatwasonceL ondDaer, eventhoughvirtuallyall of the
fixtures have decayed and disappeared. Theruinsareentirely filled
with water, and exploring will stir up the mud on the floor and
gradually (about 5% per minute) reduce visibility within to near
zero.

THE BASEMENT

1) The stoneformation in the mudbank is the home of a very large and
mean ed, but itisalso an entrance to thecity's Sewers. Thefirst stop is
about 8' down where on can come up into Aldarion's House through a
commode.

2) A commondor mitory for servants, now thehomeof many seaurchins.
3) Thestone door iswedgedpartially shut whichhaskept marinelifefrom
totally enveloping theruins. A short corridor lies beyond the door.

4) A suitefor someminor visiting dignitary whichisvery silted up.

5) Similar but smaller suites.

6) Theback hall.

7) Thethreemain stair ways, now disorderedjumbl esof stones.

8) Thecentral hall whichmust oncehavebeenimpressive.

9) Thefront hall.

10) The main guardroom for thislevel.

11) Basement ar mory. Several dozen feet of +5wire bowstring can be
found in aspool onthe floor.

12) Guards quarters.

13) Practiceand recreational room fortheguards.

14) Common room for the apprentice smiths.

15)Smithy.

16) Forge.

17) Metalsvault for the smithy. Thelock still functionsand isExtremely

Hard (-30) tooperate. Theneedletrap al soworks, but itspoisonfadedlong
ago.

18) TheHead Smith'sroom. Anelaborateal uminumchandelieristill

hanging, and it is worth about 50 gp.

19) Thesuiteof theChief Butler.

20) A Secret Door at thefar end of the Butler'scloset with stairsleading
down. The door is Very Hard (-20) to discern, and Very Hard (-20) to
Unlock. A Symbol of Absolution waits behind the door which isHard (-

15) to avoid. Avoiding the Symbol and proceeding down the stairs makes
it Extremely Hard (-30) to notice another trap, adeadfall ceiling trap for
a+75doubledamage Fail/Crush. Thestonewill also effectively block the
stairs. If the later trap isdetected it is Routine (+0) to useaprop to disarm

it.

THE SECOND BASEMENT
1) The sewer pipe.
2) Chamber, alarge number of screwsand bracesindicatethat furniture
was stored here.
3) Privateconferencerooms.
4) Thestacked metal rodswould show that mapswerestored here.
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5) Corridor.

6) Larger Conference Room.

7) Shelves suggest an annex to the library.

8) Several silver spoonsandthemarblebaseof anurnhintthatlight meals

were prepared here.

9)Hallway.

10) Front hall connected totwo of themain stairways,

11) Secret conference room. Unlessmagicisperformed hereitisSheer

Folly (-50) to notice that the veins of the marble walls are timed an odd
greenish-violet. That is because they are laced with the extremely rare
mineral knownasKregorawhichseverely obstructsany mani pul ati onof
the Essence. This feature would have made the room immune to any
magical eavesdropping. If the blocks could somehow be salvaged they
would be worth at least 2000 gp.

12) Side Hall connected tothe other stairwell.

13) A long narrow room with red lines on the floor. There are four
perfectly spherical marbleballs scattered about thefloor. Their function
is acomplete mystery.

14) L argesecretroom,

15) Double secret doors. They areExtremely Hardtofind onboth sides,

and the locks are Sheer Folly to open (-50). The trap still operates, but its
poison gas will not be effective underwater.

16) On an ebony pedestal in the secret room isalarge crystal rhombus.
This is a primitive version of a Palantir, and "only" acts as a 5xPP,
5xduration, 5xrange multiplier for seer based and other scrying spells.
Unfortunately, thestonehasheenalignedtothislocation. Itwouldtakean
extremely talented Alchemist therest of hislifetore-align the stone. For
their aesthetic val ue therhombusand its base woul d be worth 100-500 gp
depending on the buyer.

17) PassagefromtheHead Butlerschambersabove, protected by aceiling
and a pit trap of the usual variety.
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Suduri and Metraith

10.0 SUDURIAND THE
TOWNS

10.1 SUDURI (see center insert)

Sincethedestruction of Lond Daer, the port on the northern bank
of the mouth of the Gwathl 6 has been the second city of Cardolan.
For most of this time, Sudiri was known as Mistalondg, and it was
renamed only with the foundation of the Kingdom of Saralainn.
Suduri isthe capital of Saralainn, mainly because the King's most
reliable revenues come from thetolls on the ships and barges that
call here. Thetown has retained much of its old, unsavory charac-
ter, playing little part in the development of the clans of Saralainn.
With the seeming permanent residency of many refugees from the
south, these tensions have increased, and the little city isnow ina
state of open rebellion.

1) The Gwathl6 Road, whichroughlyfollowsthepath of theriverdown
from Talsir and Tharbad.

2) TheToll House, asquat granite fort.

3) The wooden bridgeinto Suduri.

4) TheDunnish Town,alargecollectionof thesqualidhutsof thenative
tribesmen. Most have departed since Olby's Revolt.

5) The twin eastern gates of SudUri, each defended by two barbicans.
6) CityWall, threethinstoriesof nativegranite.Neverterribly strong, the
wal | sof Sudrihavenot beenproperly maintainedsincethedaysof Arnor,
and they are now crumbling in many spots. Olby's followers are desper-
ately attempting to repair the gaps.

7) The Northwestern Gate. It isdefended by two towersand a proper
gatehouse.

8) Market squares. Withfar lower tollsthan Tharbad, Suduri is noted for
itsbargains, and its smugglers.

9) Dock district.Thisrundownsection of thecity teemswiththesouthern
refugees who are the backbone of the Revolt.

10) The Docks. Alwayscrowded, thedockswereseverely damagedinthe
Great Hurricane and have devolved into complete chaos.

11) Businessand commer cial district.

12)Warehousedistrict.

13) Residential district.

14) Two towers. Theseprotected the causeway leadingto Tol Hir (S.
“Lord Island"). The causeway was burnt during the revolt.

15) Tol Hir. TheKing's of Saralainn have not bothered to remain their
residence which once served the Hiri of Ethir Gwathl 6. Fiorel leads the
forces loyal to King Lanaigh that have held out on the island.

16) Citadel.Thewallshavessenmuch moreattentionthanthecity walls.
The defensive val ue of the citadel has been compromised by itslack of a
bailey.

17) DUnadan Town. Now thehomeof theclansmen whotolerateliving
inthecity.

18) TheLittleLighthouse. Theneutra Bargemenholdthisminor fort.
19) The Bargemen Fort. The Bargemen have been happy to keep a
separate residence near Suddri. They have protected their homes with a
earth rampart topped by a sturdy wooden wall.

20) The Great Lighthouse. Fiorel's forces also hold this four storied
tower that isthe strongest building in Suddri. The defenders are rapidly
running out of food though.

10.2 THE TOWNS

During the height of the woal trade, Cardolan was the home of
over twenty substantial towns. They became less viable as the
economy declined. However, the main problem was that the
settlements provided an excellent target for the many forces that
have ravaged the realm. There are now only six towns worthy of
the name left, and all of these have been sacked severa times.
Metraith located at thejunction of the Redway and Old North Road
(Greenway), near the center of Cardolan, is reasonably represen-
tative of the lot.

METRAITH (see back inside cover)

The Palace of Thalion stands at the outskirts of Metraith, and the
two are often considered synonymous. (See Section 12.1.)
1) The southern route to the North Road.
2) The fire-gutted ruins of alarge barn.
3) TheRabid Cow. A seedy innthat prefers Dunnishguests.A good place
to find abrawl.
4) Dunnish Town. TheDunmen'sghettois seton ahilltop defended by
an earthen wall and a wooden tower.
5)TheChief'sHouse.
6)Dunmen’shuts.
7) TheFattened Ewe. A pricey inn,famousforitsstocksof usquebaugh,
an extremdy potent didtilled beverage recently invented in Saralainn.
Most roadwise travellers stay here, though the price is not worth the
service, and few secrets are safe here.
8) A collection of small shopsincluding aherbalist,an armorer, ageneral
store, a cooper and a wheelwright.
9) Large stone house. Once theresidence of aretired Targil soldier, the
building is now owned by a Tharbadian Dwarf who keeps it locked up
when he's not here,
10) Oget's House. A brothel for travellers.
11) Stables.
12) Thenorthern route to the South Road.
13) Theroad toAndrath.
14) Woodenwall,onestorytall withaditchinfront. Theformer Dinadan
villahas been converted into the center of Metraith's defenses.
15) Stone wall, two storiestall but thin.
16) Small spring, it can providewater for theinhabitantsduring abrief
sege.
17) Main Houseof the Villa. Thisisnow thehome of Harran's Death
Brothersalessthan well reputed mercenary company who havebeen hired
for defense of thetown and expected futuretroubles.
18) Three small two storied wooden tower s on the outer wall.
19) The path leading to the farmer's main fields.
20) Construction on two stone towers. TheDesth Brothers have been
commissionedwithimproving Metraith'sdefenses, but thetowersare in-
credibly badly located and work is progressing extremely slowly. The
townsfolk suspect that their Prince'sfundsare beingembezzled and many
suspect treachery. The Death Brothers are not yet that sophisticated, they
areonly guilty of incompetence and laziness.
21) House of Healing, maintained by the Sistersof Niesse.
22) Blacksmithy.
23) The Mayor's House.
24) TheMithril Earring. Anextremely fineand elegantinn that caters
to the elites who pass through from time to time. The service and lodgings
are excellent, but the prices are unbelievable.
25) Gallan's Folly.A newly openedinn, hencethename, Gallanprovides
simple but homely service at reasonableprices. Theinnisalso quiteand
assafeaspot aswill befoundin Metraith. Theenterprisewill likely fold
soon.
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11.0 FORTRESSES

Given the troubles of Cardolan, it is not surprising that is has
been aland of many forts and castles. By T.A. 1643 many have
been cast down, while some have been documented elsewhere
(Bar-en-Dindol, and Amon Sdl). Two, however, the Argond (S.
"Lordly Stone") in Calantir, and Barad Girithlin played a notable
role in the events of these times.

11.1 THEARGOND

Thehome of the Prince of Dol Calantir, theArgond, is an ornate,
three-storied, hollowed tower forty miles from Tharbad. The castle
is in the shape of an octagon with slender spires at each comer.
Each tower containssix |andingsand numerousarrow dlits. During
happier days, itsdull granite wall were sheathed with copper, and
the Argond is now a most striking hue of green. Built on a solid
outcropping of stone, the Argond lacks a basement. The Argond
has yet to be seriously tested by a siege, which isjust as well since
some of its defensive arrangements are questionable.

1) Entrance. Elegant marble steps lead up to a sturdy High Stedl door,
provided with seven deadbolts. Practically speaking it isimpossible to
force this door without Grond, the Hammer of Morgoth. The entry hall
openson tothefirst tower, and ontothecentral court yard. Internal defense
is mainly provided by the two dozen murder holes in the ceiling. Four
guards are kept here at all times.

2) Barracks for the guards. Eight guardsmen segp here when off shift.

3) The prime entrance to the interior of the castle. Two guards are
stationed here. Itisfurnishedinunusual pastelsand paideys. Entrancesto
the second and third towers. Each subsequent room is provided with its
own tower/stairway.

1"=100'

THE ARGOND: GROUND LEVEL

Agrond: Ground Level

4) Hall. Theportraitsof former rulersaredisplayed here. Thestairsin the
fourth tower are the most commonly used.

5) Kitchen.

6) Pantry.

7) Guard barracks as at #2. There is an exit to the central courtyard,
usually kept open and watched by one guard.

8) Servants Barracks.

9) Secret Room. Itistoo cramped to serveasan effectiveguardroom. The
door isvirtually impossibletofindasitishidden by atapestry. If tapestry
is removed, it isonly Hard (-10). The lock is Sheer Folly (-50) requiring
the simultaneous operation of three keys. There are no traps. Finduilas
likestospy onvisitorsfromthisandthen rush upthestairsinthefirst tower
to greet them on the second floor.

10) Central courtyard. Finduilashad theancient tilesand pool sremoved
andreplacedthemwithherbgardens. Her interest in herbshasdi minished
but the servants still maintain the garden in excellent condition.

THE SECOND FLOOR
11) The Great Hall of the Argond. Stairsenter from towerstwo, threeand
four, with aguard at each. Thisis primarily a reception area, decorated
with the heads of the many beastskilled by Finduilas' grandfather.
12) Secret Door.Connects withtheGuardroom at #18. Extremely Hard
(-30) to detect the narrow door. Itslock isdeceptively Easy (+10) to open.
ThereisaMedium (-0) needletrap in the lock poisoned with Lus. A Hard
(-10) to detect trap in thelintel dropsthree similar needles. However, the
greatest danger is when awire has been rigged to the cauldron of molten
lead alwayskept ready in #18. With but alittle carelesstension thiswill
pull aplug causing thelead to spew out on to thefl oor and about theroom.
13) Thisend of the Great Hall isdecorated withthesurreal paintingsdone
by Finduilas' father.
14) TheFeastingHall. Thefurnitureisadelicate, filigreed brass support-
ing carved pieces of white marble.
15) Theentranceto Feotar's suite. Twoguardsarestationedhere. The
door islocked, and is Extremely Hard (-30) to unlock.
16) Feotar's Office. His two bodyguards have to sleep here. The most
notablefeatureis Feotar'sdesk amassive pieceof cast highsteel, Thedesk
holdsfour drawers, one cubbyhol e, and onecupboard. Each has adistinct
(Sheer Folly, -50) complicated lock and complimentary needletrap tipped
with Lus. Two of the drawers (sdected randomly) and the cupboard
contain Runes of Petrifaction. These compartments are crammed with
papersdocumenting their ownersnefarious activities. Nonelink himwith
the disturbances in Tharbad. The cupboard aso holds a sack containing
150 gp, 30 mp, and 12 large river pearls worth 20-40 gp each. Egress to
thestairsin the seventh tower isblocked by aHigh Stedl door withsimilar
locks and traps.
17) Feotar's bedroom. A jackdaws collection of precious things are
tastelessly displayed. Thedoor issimilarto that in#16 asistheentry tothe
stairs of the eighth tower. Feotar has an elven dagger that detects malice
and/or hate hung over the door. It will glow green when such aperson is
in #16 or #18.
18) Prime Guardroom. Thefour guards stationed here have 200 slender
woodenjavelinsthat can bedropped through the murder holesinto #1 and
which strike as +20 Daggers. They aso keep a 40 gallon cauldron of
molten lead bubbling at all times. The lead can be poured through the
murder holes (with ladles or by dumping the cauldron on the floor, or out
over the main gate. Each pint of lead that strikeswill hit asa+30 Fireball,
though any criticals will repeat for three consecutive rounds.
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seriesof operationsthat will takeat least 3rounds. A loudchimewill sound

when the door is opened; it is Sheer Folly (-50) to attempt to silence it.

Finduilas receives few gusts and the room is strewn about with her very
impressive collection of magical lore. There is an unmade bed for her to
nap on, and it will takeahigh perception roll to deduce that thisisnot the

Princess bedroom.

29) Finduilas' Bedchambers. The secret door fitscompletely behind an

ancient full-sized chart of the essence centers of the body. It is Extremely

Hard (-35) to locate, and atactful invader should be reluctant to risk the
ruin of this precious heirloom in examining the portal. It is operated by

moving the latch of the center interior window of the parlor back and forth

threetimes, and placing light pressure on theleft shoulder of thechart. The
bedroom is atidy contrast to the parlor, but Finduilas has kept no evidence
that incriminates her even in her inner sanctum. The secret door leading
to the storage room at #19 is only Hard (-15) to locate, however the door
ismagically operated. One must place apencil sized stick of wood intothe
old mechanical keyhole and cast a Charge Wand spell.

THIRD FLOOR

19) Storage room. Feotar keeps a Rune of invisibility hidden under a
trunk filled with linens. He will flee here and hide if he feels threatened.

Finduilashasglued apacket containing paperslinking himtothe Thar-
badian rebel stothebottom of thetrunk that Feotar hasnotandisnot likely

to notice.

20) Armory for the Guards, several complete sets of +5 weapons and
equipment.

21) Guestrooms.

22) Suitefor the Castellan. Hewill beevictedfor particularly important

guests.

23) Sergeantsquarters.

24) Captain ofthecastleguards' room.

25) Chamber for Finduilas' fool.

26) Storager oom.

27) Chamber for Finduilas' bodyguard. A Secret Doorallowsaccessto
her mistress' suite. It is Very Hard to Find (-25). The door is not locked or
trapped, rather it is operated by apowerful spring. It will take a Strength

bonus of at least 20, and aquicknessbonus of at least 25 to operate. Those
failing may takea+60 Fall/Crush whileattemptingto dipin. It isAbsurd
(-70) to attempt to wedge the door open,

28) Finduilas' Parlor. Thestairsin theseventh tower up from the second
floor are plastered with warningsin many languageswarning the climber
to beware of demons. Stepping on the sixth stair from the top initiates a
programed illusion of a Demonic Gate opening with three powerful

demonsemergingtofight. Theillusionisverywell ensorceled (-25toRR).

Welcome guests are warned not to react. Those deploying and engaging
thedemonswill inevitably brushagainst thewallswhicharecoveredwith
myriad minuscul e needles. These are imbued with the refined essence of

Tartiella, brushingjust acouplewill give the wary guest a thorough dose.

TheLock on the door isonly Medium (-5) in difficulty, but it requiresa

1"=100'
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11.2 BARAD GIRITHLIN

Barad Girithlin, theancestral homeof the Lordsof Dol Girithlin,
is another of the mighty towers popular with the Great Houses of
Cardolan during the Late Numenérean period. Unusual for its
heptagonal design, it has been the scene of many sieges because of
the perennial ambitions of the Girithlin family. The tower has
generally resisted well, although it was taken by Annael the first
CanctarinT.A. 1414. The damage wrought in this sacking has not
yet been completely repaired on the lower floors and it seems that
the fire scars on the alabaster exterior are beyond repair.

1) Entrance. A semi-circle of broken black marble steps lead up to two
wooden doors each with a guard.

2) Left Door. Behind the wooden door are two sturdy portcullises, and
then an iron door. The portcullises are operated from the Guardroorn at #5.
The inner door is barred from the inside wear a guard is stationed.
3)Right Door As#2.

4) Entrance Hall. The sides walls tire covered with tapestries depicting
the great deeds of House Girithlin.

5) Guardroom. Two guards and a sergeant are stationed here. Arrow dlits
command the halls at #4 and#6 and the controls of the Outer Doors are set
on the inner wall. The iron door from the courtyard is similar to that at #2.
6) Servants Hall leadingtothecellar.

7) Guards' rooms. Two arelikely to be present in each.

8) Sergeant's quarters. Theoff-duty sergeant isnot likely to behereas
al three have homes in town.

lll: 50!
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9)Stairstothecellar.
10) Dumbwaiter upfromtheKitchen. 2' by 2' shaft.
11) Upper Kkitchenette.

12) Corridor to the courtyard. Theirondoor isbarred on both sides and
has a guard on each side.

13) Red Obelisk. 10' high,amemoria totheancestorsof HouseGirithlin.

14) Reflecting Pool. Fed by asmall springthroughtwosmall fountains.
The pool looks very deep but thisisanoptical illusion, itisonly 2.5'deep.

15) Rock Garden. Donein good taste. The iron stairs from the balcony
above are usually pulled up to the second floor.

16) Feasting Hall.

17) Ceremonial Hall. TheLordsof Girithlinhavetraditionally held court
here. The replacementfurnitureand furnishings are not up to previous
standards.

SEconp FLOOR
18) Central Hall. Twin stair down from the third floor, one guard is
detioned here.
19) Armory.
20) Captain of the Guards' Room.
21) Soldiers' Barracks.They are now on patrol.
22) Large Closet. Stocked withlambjerky, flour and vinegar.
23) Castellans’ Room. Stairsto thethird Floor.

24) Nominally Eé&rnil's quarters, Echorion lives here when not in
Arthedain. Theiron door's lock has been tampered with so that is Routine
(+30) to open. One guard watches the stairs to the third floor when
Echorion is absent or asleep.

25) Library.
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THIRD FLOOR

26) Iron balcony. Thenarrow walkway overlooksthe inner courtyard.
27) Circular Iron stair case. Thereisanother landingatthesecond floor.
;I'he(:j stairs to the ground level can be pulled up and hung besides the top

anding.

28) Earnil's Bedroom. Thewindow isheavily barred withsteel. Thested
door to thecorridor at #33 hasthree Extremely Hard (-30) lockswhich are
each trapped to operate the spear traps in the corridor, four +60 spears. The
traps are Very Hard (-20) to disarm. When Eé&rnil deeps he rigs a heavy
crossbow to go off if the door opens. This trap is Sheer Folly (-50) to
disarm. The room is somewhat to ornately decorated to be attractive.
29) Eérnil's Office. He does not bother to lock the door. He keeps no
incriminating evidenceasarule, but disguisein which herecruitedthe
party is sashed in the closet.

30) Sitting Room. It isaso overdone. The assassins will monitor the
partiesprogress from behind the barred window.

31) Double stairway down to the second floor. Two guards.
32) Closets.
33)Back Hallway.
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34) Dinning Room. E&mil deeps here during the winter to gain the
warmth of thefireplace. Thedoor is sted, triple locked asat #28, though
the trap drops the bal cony.

35) Storage Room. Now serving as the quarter's for the castellan's
mistress.

36) Emergency Barracks. Now the residence of Echorion'ssquire.
37) Guest Room. The steel doors usual ly not locked.
38) Conference Room. Doorsas#37.

BASEMENT
39)Stairs downfrom#9.
40) Well-lit hallway, 1guardonduty, many millingabout.
41)Guard's barracks.
42)Sidehall.
43) Exercise room. Arrow dlit watchesthe corridor at #40.
44) Storage Rooms. LocksareVery Hard (-20) to pick.
45) Corridor.
46) L ounge for servantsand guards, usual l y occupied.
47) SideHall.
48) Main Kitchen.
49) Dumbwaiter uptothe Feast Hall.
50) Pantries.
51) BackHall.
52) Servant'sdormitory, usually rowdy at night
53) Head Cook'sChamber.
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12.0 OTHER SITES

Space considerations preclude the discussion of all the sites of
potential interest to an adventurer in Cardolan. These include the
Eryn Vorn, the Barrows, the Swanfleet Marshes, and the amber
mines of Girithlin. Two sites, the House of the Old Kings at
Thalion and Creb Durga (Dun. "The tomb of Durga') are of
particular relevance to the events of T.A. 1643,

12.1 OLDPALACEATTHALION

The site at Thalion, by Metraith, has been the residence of the
ruler of Cardolan since the early days of Arnor. Thorondur chose
it as his capital upon the Division of Arnor, and when one of his
lieutenantscomplainedthat thelocationwasindefensible, Thoron-
dur proclaimed that hewoul d need nodefenses. Thisboastdid long
survive the first King of Cardolan for Thalion was captured and
ransomed by Arthadanforcesduringthe Twelve Y earsWar. Since
that time the palace hasfallen fourteen times and been destroyed
five times, most recently during the Feotaran Insurrection.

Imlach's predecessor as Canotar spent vast sums on yet another

restoration of the pdace a Thaion. Mog of the money was
somehow lost and the work has not been completed (its ten years
behind schedule). Imlach halted reconstruction on his arrival, and
left only asmall garrison to protect the museum of artifacts of the
old kingdomthat had been coll ected. Thesetroopswerewithdrawn
to Tharbad when rioting broke out, and a gang of highwaymen
have taken up residence here.
A) Thalion connects Metraith to the North Road (Greenway) via
the so-called Processional Road (see inside back cover). Near the
palace a 21' silver statue of Elendil the Tall once stood. It was
melted down after the Disaster of Cameth Brin.

Palaceat Thalion

1) The palace complex sets atop a doped artificial mound that was once
faced with alabaster and tourmaline. The renovators have use limestone
and soapstone on the 8" highwal |

2) Thesteps up from the processional road originally were covered with
brass but are now bare sandstone.

3) Six limestone and soapstone obelisks ranging from €' to 11' high
enclose the front court. These duplicate 20’ originals.

4) The Processional Courtyard. 56 wooden pillars, 10 tall, on abeveled
wooden base now definethisarea. Thismarblecolonnade at first sood 20
highwithintricate basrelief carvingson thetop and bottom. Two outlaws
will bestanding watch withinthisarea.

5) Pit. Anobelisk 120'tall originally markedtheend of the processions of
the High Festivals with a dais from which the King could address the
people.

6) The Festival Court. Usedfor majorfeastsand entertainments.

7) Four Reflecting Pools 3 deepanddry at present.

8) Stable and Servants' House. The restoration has not progressed
furtherthantheouter wall swhich arestill covered with scaffolding. The
banditskeep their horses here and at least onewill bewatching over them.

9) The Palace Court. Thereare two shallow pits, astherestorerswant to
include duplicates of the 40 statues of the Two Trees that were planned
but never actually installed.

10) Therestorationof theK ing' s Househasbeenmuchmoresuccessful
than the other projects asthere was moreleft to work with. The epic scale
of the palace and agood deal of itsgrandeur have been recaptured even
thoughmuch of thefacingsareplaster andthepaintisrunningafter afew
months of neglect. Windows and doors had not yet been added. The most
impressive view is surely that from the west (i.e., front). An immense
stairway leads up to an columned portico. These two doors have been
replaced. Their locks are Easy (+20) but the bandits have barred them as
well.
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11) Throne room. The banditshave madetheir camp hereand even after
four days it has become a real mess. Their are about 30 sp and 160 cp
scattered among their belongings. With great cleverness, their leader,
Walec, has hidden the 10 gp advance from the Traders Guild of Tharbad
in the cushions of the throne. Two glass cases containing old books and
maps have been left intact as the captive scholars, lonel and Padderec,
have convinced the bandits that they contain poisonous gasses.
12) Guar drooms.
13) Bureaucratic Offices.
14) Audience Chamber. OneBandit standsguard here.
15) Hallways.
16) Guardroom.
17) Main Hall. The ornately carved stairways are magnificent.
18)Guard'sChambers.
19)Captain oftheGuard'sQuarters.

Seconp FLOOR
1) Stairs upfrom #17 above.

2) The Sunset Windows. Originally held fabulous stained glass. One
bandit rotates his watch between the windows.

3)Upper Hall

4) EntrytoQueen'sSuite.

5) Secret Door to the Watch Rooms. Thebanditsbrokeit and leftitopen
during their explorations.

6) EntrancetotheKing's Suite.

7) Watchrooms. Protected the entrancesto the Royal Chambers.

8) King's Office.

9)King'sLibrary/Den.

10)Closets.

11) Royal Nursery.
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12) Queen's Privy Chamber.
13) Royal Bedroom.
14) Utility Room. Thescholarshavebeen locked within, andthebandits

have forgotten about feeding them for the last two days. There is a secret
door within that the scholars know about and can operate which is

unknown to the bandits, sadly there is nothing within the safe.

12.2 CREB DURGA

Creb Durga is an ancient (proto-Beffraen) ceremonial site of
unknown function. Ardagor the Warlord discovered the weird
ruinsshortly after he located in the areaand made it his home. His
lair is scattered across two small hills, and a series of quagmire
around the heights discourages most explorers. If the natural
fortress is discovered, Ardagor has a careful plan for greeting his
guests: the lookouts at the Cave are to noisily engagetheintruders
in order to give the bodyguards time to mobilize. They will then
feign flight back to the stone table, while other parties move out to
hit the intruders from behind and from the flank.

THE EXTERIOR LAYOUT
1) The low western hill, sparsely covered with pines.
2) Cavern and Tomb. located on the southern face of #1.
3) Small stream running down to the quagmirefrom the Big Hill.
4) Quagmire. Will cut movement by -75, and triple exhaustion effects.
The large stream is easily fordable. A popular hangout for snakes; likely
(02-50) to encounter one every ten rounds in the muck.
5) Small hillock.
6) Ceremonial Path. Noplantswill grow onthisancient walkway.
7) The Big Hill, fairly heavily forested with beeches.

8) The Cave.Thisappearstobea"normal” Troll's lair it isonly Hard(-
10) to find. Three of the Troll-guard stationed here.

9) Small Ridge. If intruders bog down in fighting at the cave, re-
enforcements will move up and attack from here.

10) The Old Well.

11) Crest of theBigHill. The path abruptly comesto an end amid ajumble
of boulders.

12) The Stone Table.

13) Small ridge at thetop of theBig Hill.

14) Beyond the crest the Ceremonial path begins again.

15) Lookout Post. One of the Trolls will just fit in thetiny cave.
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Creb Durga: TheTreasury & Troll Lair

THE TREASURY

a) Entrance. Thepileof rocksappearsto betheresult of alandslide. It is
Extremely Hard (-30) to discern otherwise. The rocks are fairly easily
removed, however, Ardagor has ordered his guards to catch and maim
insectintheir off hoursandbringthem here. Four tosix coirealshavetaken
up residence in the rocks to enjoy this bounty.

b) Cave, 4' highgoing deep into the hill.

c) Secret Door. SheerFolly(-50)tofindinthecrampeddusty conditions
of the cave, it is not locked or trapped. Beyond isanarrow and natural
extension of the cave.

d) Burial Chamber. Itsstonedooris locked, Hard (-10) and trapped also
hard (-10). The trap dumps a heavy stone 5' back down the crawlway for
a+35Fall Crush. The6' ceilingedtomb isthehomeisthehome of alesser
wight that will appreciate company. He will slither out of a crude but
strangely beautiful stone sarcophagus. If the sarcophagusisdragged out
of theway asmall holegoingdowntoatunnel will befound. Afterlooping
around the narrow tunnel end with a new Rune of Running Death on a
stone door. The new lock is Very Hard (-20) and has a Very Hard (-20)
needletrap poisoned with Uranna.

€) False Treasury. Ardagor hasstored hislesser, bulky oot here. There
arefour largesackswith roughly athousand coinsineach. About 80% are
copper pieces and therest are bronze. There isa smaller sack with about
700 tp.

f) Secret Door. Located intheceiling ofthe Treasury it was missed by the
Warlord. Itslock isExtremely Hard (-35) to open. One can crawl upinto
ashort 2'x2'x2" tunnel. Thedanger isthe Very hard (-20) todetect ceiling
trap which isset off if more than 501 bs of weight is place anywhere in the
middle 10' of thetunnel. Setting off thetrapwill causetheentiretunnel to
collapse.

1" = 50!

. '4‘0 ‘@
* T W,
Pes 22"

. An 0wty -
Tm TSRS

CRrEB DURGA: THE TREASURY

51

A 1" = 50"

-
druall th

g) True Treasury. Most of the materialswithin aredust as they were
meant to provide for the deceased in some afterlife. However, the solid
gold platearmor, helmet, shield, short sword and spearhead should reward
even the greediest. This comes to about 60lbs. of gold. If used the
equipment is-25 but plus50to RRsif theentire setisworn, it would fit
asmall Dwarf, alarge Hobbit, or a Beffraen or Wose of normal propor-

tions,

TroLL LAIR
1) Entrance. The widecave mouth isguarded by two of thethree Troll
bodyguard on duty. Brush has been piled around the cave mouth in what
issupposed to appear to beafeebleattempt to hideit. ItisVery Easy (+25)
to spot.
2) The Front Cave. Itisprovided with the usual assortment of crude
furniture, jars of "jellies’, and other delicacies.
3) Passage. The route to the middle cave is narrow and can be easily
defended by one Trall.
4) Middle Cave. Thereisabedfor theoff-watchTroll, and several dozen
tp and broken weapons are scattered about as treasure.
5) Side Caves. Eachistrapped. Very Hard (-20) to detect and disarm, with
adeadfall good for a+55 Large Fall/Crush.
6) Back Cave. The Trolls will make a last stand here if hard pressed,
though one will flee back to the main stronghold.
7) Pit in thefloor . ItappearstobetheTralls cesgpool. Thedisguiseis
quiteeffectiveand thisshould discouragetheinquisitive from climbing
down to discover the passage that leads back to the Old Well at #10 above
and thence back to the real lair.



52

CrEB DURGA: WARLORD'S LAIR,
MAIN LEVEL

WaRLORD'S LAIR: MAIN LEVEL

1) Three well concealed arrow slits command themain path up tothelair.

2) Stone table. Itsoriginal purpose is unknown but the Warlord has been
using it for human sacrifices. The flayed corpses of two of the foragers
have been left on the table.

3) False Door. A largewooden door has been convincingly worked into
therock face. It is locked, Hard (-10), and only solid rock and a Symbol
of Agony wait behind it.

4) Entrance. Cunningly set behind anarrow fissurein therock. Theiron
reinforced door is barred from the inside which makes it Sheer Folly (-50)
to open.

5) Small Door. Only about 4' high thisentry could not servetheTrolls so
the Warlord has had it barred and has piled stones behind it. He has tested
it and none of his guards can batter it down in five tries, so magic is
probably the only means to gain a quick entrance here.

6) Parlor. One bodyguard stands watch here, and there isan arrow slit
overlooking the left flank of the lair.

7) Obirt the Healer's Room. Itisquitetidy for aTroll's domicile. Many
useful herbs (determine randomly) are kept in histrunk. Thetrunk isnot
locked but has a Symbol of Mgjor Pain inside the lid.

8) Passage. Easy held by oneTrall.

9) Central Hall. Twoarrow dits. Off-duty Trollsoften roll the boneshere.
10) Stairs down to the lower level.

11) Secret Room. Thedoor isVery Hard(-20) tofind but it doesnot lock.
The acoholic beverages are stored here.

12) Hallway.

13) Large cave. Eight of theBodyguardsresidehereand it is consequen-
tially filthy. Twowill usually befound here.

14) Passage. AsH8.

Creb Durga: TheWarlord'sLair

15) Agin and Ognor's cave.Thedoor isnot locked but istrapped witha
needle armed with Sharkasar in the door knob, Very Hard (-20) and a
bucket of night soil onthelintel, also Very Hard. (Agin isrepaying one of
Ognor's practical jokes.) Neither of the Troll leaders will be in the room.
16) Crevice. Wherethe passage widen thereisacrevice looking overthe
stone table. Too small for the Trolls, but large enough for alittlehuman,
the crevice has been fitted with thirty outward angled nails smeared with
Sharkasar. Itwill beamaneuver of Absurd (-70) to avoid thenailsfor all
but the extremely lithe and agile.
17) Barracks. Five of the bodyguards reside here, generally similar to
#13.
18) Barracks. ThreeTrollslive here. Door asat #4.
19) Narrows stairstothetoplevel.
20) Guardroom. TwoTralls, on duty.

WARLORD'S LAIR: LOWER LEVEL
21) Stairsdown from #10 above.
22) Cavern. Itissomewhat low (5) for the Trolls and therefore is little
used.
23) Storage Caves. The Warlock has provisionsfor several months, some
of reasonable high quality.
24) Saggo's Room. The leader of the Troll guard has very violent
nightmares and so he lives apart. Thedoor isnot locked or trapped. Rather
reclusive, the big Troll islikely to bein his room.
25) Curing Room. The two battered but alive members of the foraging
party are shackled amid the butchered remains of the rest of their fellows.
Often unconscious, it isonly 25% likely that either will be aware of the
secret passage, 1-4 Trolls are likely to be amusing themselves with the
prisoners, including the Troll who is supposed to be guarding the secret
passage.
26) Secret Passage. Connects to#16 ontheareamap. Both secret doors
are Extremely Hard (-30) to find but are not trapped or locked.
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WARLORD'S LAIR: ToPLEVEL
27) Stair supfrom#19.
28) Small Cave, unlit.

29) Guard Station. Ardagorhasemplaced apermanent Shadow Spell to
conced the guard better.

30) Passageway.

31) Large Cave. Overlooksthestonetableareafromareamap#13. Itis
providedwithnumerousarrowsslitsbutnotmanned (Trolled) exceptin
emergencies.

32) Narrow Corridor.

33) Guard Station. As#29, except aTroll isonly stationed when the
Warlord isin his suite.

34) Warlord'sOfficeand Confer enceRoom. Numeroushighquality
mapsthat contrast therather crudewooden furnishings. Thedoor issimilar
to that at #4.

35) Warlord's Den. Ardagor relaxes here, which often means that he
indulgeshisvisceral hatred of Orcs. He hasacollection of 32 Orc skulls
andvariousinstrumentsfor hisamusement.

36) Warlord's Bedroom. Thedoortohisprivatesuiteisasat #4, except
that it also hasaneedletrap with Uraana, Very Hard (-20). The bedroom
is furnished with surprising taste and elegance with loot taken from all
over Cardolan. If carefully carried off, thefurnishings could be worth 2-
300 gp.
37)Warlord'sTreasury.ThevaultdoorisSheerFollytoDisarm(-50)
but itslock isonly Medium (+0) though it also has aneedle trap in both
hingesasthatin#36. Thereal danger arethe6Runesof Agony withinthat
areAbsurd (-70) to avoid. There areaso 62 sheets of unused Rune Paper
within,twolargeleather sackscontaining 813and 779gprespectively. A
| eather casecontai nsathoroughse ectionof Healingherbs, andapl atinum
and diamond necklace worth roughly 1600 gp.
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13.0ADVENTURES

Thefollowing adventures revolve around the maps and settings
described in this module. Most are keyed to the Great Storm of
1643thatseverely disruptedtheongoingstrugglesforsurvival and
supremacy in the lands of Cardolan. The Princes of Cardolan are
an adaptivelot, and it isatime of new perilsand new opportunities.

13.1 HUNT FOR THEWARLORD

Under the cover of the storm, Hallas' raiding force has moved
from Dol Tinaretothe Empirewithout opposition. The main body
is encamped before the Trolls caves when word is received that a
foraging party off to the southwest has disappeared,

Setting: Creb Durgain the Warlord's Empire.

Requirements: A medium-sizedgroupof adventureswell versed
in fighting, woodcraft, and stealth. A competent Ranger and a
Mage or Animist are probably needed, but fighting abilities are of
the utmost importance.

Aids: Thecaptainhasonly apoor mapof thegeneral areainwhich
theforaging party wasoperating. If thegroup lacksahealer hewill
provide some useful herbs. The few animals in the area could
provideexcellentintelligenceif theparty can befindand commu-
nicated withthem.

Reward: Thecaptain will pay 2 gpfor any recovered bodies, and
10gpforany foragersrescued. Thereisastanding bounty of 20gp
per Troll head.

THE TALE

TheWarlord has amild claustrophobiaand disliked residing in
the limestone caves with his army. When some Wolves reported
finding theruins of an ancient Eriadoran burial site, he decided to
movethere. Herationalizesthat this prevents his being bottled up
in the caverns, and increases his flexibility. The Warlord's elite
guards, and most of his ill-gotten gains are kept at Creb Durga.

The foragers had the misfortune of stumbling upon the true
location of the Warlord's Lair a Creb Durga. His well-drilled
guards made short work of them, athough two have been taken
alive for later torture and sacrifice. The ambush site has been
cleaned upand will be extremely hard to find without magical aid,
aswill theTroll tracks back tothelair. Theforagerstracksare easy
to follow.

THETASK

The party is assumed to have signed on as mercenariesfor this
expedition. Thesearchfor theforagerswill probably not beviewed
as an exciting assignment, and the party has no other options save
breaking their contracts and fleeing for they have "volunteered.”
The mission can be portrayed as awarm-up for the daunting task
of hunting out the Trollsin the labyrinthine limestone caverns. It
will rapidly develop into something far more important and peril-
ous.

THE ENEMY

The Warlord relied primarily on his gorcrows and traps to
providesecurity for hislair. The Storm blew many of thefoul birds
far into the east and disabled or revealed many of the traps. The
remainder of the birds are bloated and lazy from feasting on the
dead foragers. It would normally be impossible to approach Creb
Durga, but now it should be feasible if the party is extremely
careful. If thealarm israised, about athird of the Trolls will move
out to attempt an ambush.
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The Troll sentries on the hill itself are more vigilant and posea
more serious challenge. If they spot the party, the standard defense
plan (see 12.2) will be put into operation. The Warlord is an expert
tactician and this plan could devastate an extremely powerful
group. However, even his €lite Trolls are dim-witted, and can
execute the defense only through extensive practice. If the party
can disrupt the plan, the defense will soon devolveinto chaos. That
still leaves the unpleasant prospect of dealing with the Warlord in
person, for he is formidable both as awarrior and as a mage.

THE REWARDS

Beyond the paltry rewards for rescuing survivors, Hallas has
placed an 840 gp reward for the head of the Warlord. Merely
returningtothemainbody withinformationabout Creb Durgawill
bring a 50-100 gp reward, but the Warlord is likely to flee before
another assault can be mounted. There is also the considerable
prospect of discovering the treasury of the Warlord. Managing to
return to a safe place with all this loot could prove to be an
adventure in itself.

13.2 ABLOW FOR PEACE

The adventurers face that most daunting of tasks: covertly
seizing amajor castle, and converting the majority of the inhabi-
tants to their side by disposing of their "evil master."

Setting: The Argond, the fortress of the Princess of Dol Caantir.

Requirements: A medium-sized party of comparatively high
level characters. Loyalty to Gondor would be aplus, but efficiency
and expertise are the overriding criteria. A skilled mage, healer,
and archer areindicated aswell as acouple stealthy typesand afew
doughty warriors.

Aids: The Canotar Imlach Haradrimriswill provide minor magic
weapons, items, and herbs to make up any overt deficiencies of the
party. The Canotar possesses reasonably accurate plans of the
Argond, and ascheduleof the guards at the castle. If it is absolutely
necessary, Imlach can send one of his better fighters, or recruit a
volunteer from the shadowy Seers Guild.

Rewar ds: Ideally the party should beglad to serve their King and
to save the poor suffering folk of Cardolan from further strife. In
the rather likely event that thisis not the case, Imlach is prepared
to offer estates in Gondor's holdings in Cardolan, or various maps
to ancient treasures. If thiswill not suffice and Imlach isimpressed
with the group he could provide a license to recover "desperately
needed" heirlooms from the barrows in Tryn Gorthad. He will
provide horses and supply and 500 gp for expenses. Commerce has
virtually ceased in Tharbad, so Imlach'sstocks will be the primary
source of provisions.

THE TALE

Inalucky stroke, Imlach captured an important Calantiran agent
in Tharbad, and "persuaded” him to reveal much of what he knew
ere the agent expired. Thisinformation was enough to reveal that
Calantir not Feotar was behind the unrest in Tharbad. However,
Imlach needs physical evidence in order to have any hopes of
defusing the situation; a public confessions by the chief of the
provocateurs would be even better. The increasingly desperate
situationinTharbad makesitimperativethat any suchintervention
must come very quickly, there is no time for guile. Imlach has
decided to send an €lite group of adventurers to seize the Argond
and capture Dagobert, who he presumes to be behind the plot.
Imlach would prefer to go himself, but he has learned enough
diplomacy to realize that Gondor must be able to disavow the
mission if it fails. Hewill support whatever ruses the party plans,
and will provide appropriate disguises, props, and forged docu-
ments. Sadly, official Gondorian credentialswill not beavailable.

Adventures

Imlach's discovery isablow to Calantiran plots, but thisis a
situation that Finduilas has prepared for. Her gross Steward,
Dagobert, actually has no knowledge of the scheme, but as ex-
pected no-one suspects that the withdrawn and homely Princess
would be capable of such actions. However, Finduilas has not
calculated on the rashness of the Canotar's response.

THE TASK

The adventurers will have been in Tharbad only a short time
before they are approached by one of the Canotar's agents about
undertaking the mission. They will not as yet have taken sides in
thetroubles of thecity, and theyoung Dwarf, merchant-apprentice
who contacts them will promise or say whatever is necessary to
persuade them to come to an interview without revealing the
Canotar's involvement.

This meeting is likely to be noticed, and one or more of the
various factionsin town islikely to attempt to discover, subvert or
prevent their mission. Such an encounter with street toughsin the
city, and/or outlaws outside of Tharbad should scarcely work up a
threat.

A GENT ON THE RACK

&
)
Penetrating the Argond, obtaining incriminating evidence and
kidnapping Dagobert shoul dnot posethat difficult an assignment
for our brave and resourceful heroes. Unfortunately, Imlach has
indicated that that course would beanominal completion of their
task. Imlach needs reinforcements and he hopes that the eccentric
Princess of Dol Calantir will ally with him if the misdeeds of her
faithless, thieving Steward are revealed to her through his efforts.
Thus the party needs to gain possession of Finduilas, asignificant
portion of thecastle, and timefor potentially delicate negotiations.
No piece of cake this mission.



Adventures

The main variableisthereaction of Finduilasto the invasion of
her home; it is utterly unpredictable. The possibilitiesrangefrom
her sinking into anearly catatonic sulk to her rallying thedefenders
and leading a courageous counterattack to rescue Dagobert with
her potent magics. Il isreasonably likely that if captured, Finduilas
will play along, planning to ded treacherously with her deliverers
sooner, or Imlachlater. However, moderately sincere co-operation
with the party is not impossible. Finduilas overriding concern is
with a skilled and artful control of circumstance. If the party can
quickly and elegantly gain control of the Argond, sheismuch more
likelytobewell disposedtowardsthem. It shoul dal sobenotedthat
Finduilas is quite inexperienced with the opposite sex, and could
well be vulnerableto aknight sans peur and sans reproach, or to
highly developed seduction skills.

THE REWARDS

All rewards will come from the Canotar, save for what minor
booty might be recovered from thugs en route to Dol Calantir.
Neither Imlach, nor Finduilas will be well disposed towards a
looting of the Argond.

13.3 THE MITHRIL ROOM

Almostfasterthanan Eaglecouldfly, word hasspreadthrough-
out Cardolan that the Great Storm has exposed the ruins of Lond
Daer. Neap tide israpidly approaching and it appears that explo-
ration might be possible.

Setting: Lond Daer, northwesternEnedhwaith,Suduri,(perhaps),
and Thalion (possibly).

Requirements: A party of virtually any size and any level can
accomplish this mission, but luck and adaptability are vital. At
least one expert swimmer, and either magical or herbal means to
ded with flooded passages and bad air are vital. Thieving sKills,
Fighting ability, and healing cannot be neglected for those who
would succeed inthisadventurefacemyriad challenges.

Aids: A party that can find a noble sponsor will be lavishly
outfitted, although much of the money will be needed to procure
transportationfromtheBargemen. Mapswill abound, but mostare
bogus. Braegil's map of the ruins, kept at Thalion would be
extremely useful, although itsacquisition will incur great delays.

Rewards: Thepriceforthismission hasrapidly inflated to200gp
up front, expenses, and 10% of recovered treasure. This assumes
agroup of about seven (totaling about 40 levels). This price will
vary proportionally to the size and experience of the group.
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THETALE

Prince Braegil the Scholar, the second son of Ostoher (the Last
King of Cardolan) was a loremaster who was renowned even
among the Elves. Braegil devoted much of hisresearch to the hunt
of ancient heirloomsand treasuresthat might restorethe declining
fortunes of his father's kingdom. In T.A. 1405, Braegil led an
expedition to the sunken ruins of Lond Daer. In early 1409 hewas
preparing amajor expedition in great secrecy, but thiswasaborted
by hisdeath inthe Battle on Tyrn Gorthad. Word gradually spread
that Braegil thought he had discovered thefabled Mithril Room of
Tar-Telemmaité.

Mog of the Wise had virtually forgotten Tar-Telemmaité, but
thefifteenth King of NUmenor wasthe "bogyman" in much of the
folkloreof Cardolanashislustformithril had provoked the Second
Revolt of Eriadorans in the dim mists of the Second Age. Ta-
Telemmaité's wealth and greed were exemplified in legend of his
ordering the casting of pure mithril paneling to cover all of the
interior of 30'’x40'x12' room. This work could only bedone by the
Dwarvesof Moria, andthe Mithril Room wassaid to have been lost
when the ship bringing it to the King foundered off Pelargir.
Braegil found hintsthat the panelshad been secretly sent to Lond
Daer, and that a great warship had been lost in the Storm known as
the Wrath of Oss&, probably before the ship had reached port. The
800 pounds of "mithril" contained in the panels is a prize that
makes the greatest Dragon horde seem puny, but most of the metal
was cleverly debased by the Naugrim. Its actual worth is about
1600 gp (100 gp per panel).

Braegil's hunt for this treasure became a popular ballad, his
deathandthefall of thekingdom beingattributedtohisunl eashing
the curse of the Mithril Room. Few of the Princes of Cardolan put
any credenceinthisTale, butthey cannot afford notto besureifthe
priceis only afew hundred gp and afew much more expendable
adventurers. The race to Lond Daer is on.

THE TASK

The Princes, as is their habit, will seek their explorers in
Tharbad. Thesituationinthecity isextremely tense, aswidespread
riotingwashbroken upby thehurricane, and thevariousfactionsare
now arming and preparing forcivilwar. The group should become
aware of the map at Thalion. The need for this map must be
balanced against the need to leave immediately as competing
groups may do. Departure must be within two days to arrive at
Suduri before the neap tide.

Most of the vessels at Tharbad have been damaged by the storm,
and the Bargemen keep up well on rumors, so passage to SudUri
will be extremely expensive. The Bargemen will not permit their
craft to be used for fighting among the groups, though nighttime
raids against another camp are totally permissible as long as no
Bargemen are harmed. (They will stay on their craft, and will not
allow their passengers to do so, persuading them to navigate at
nightwill be prohibitively expensive.) Theparty can makedirectly
for Lond Daer but guides who know how to avoid the vicious
Beffraen of the areacan only be found at Sudri.

Although the Great Storm temporarily quenched the fires of
revolt in Tharbad, it precipitated conflict in Suddri. Most of the
native Sarlainnersfledinland, and the southern refugees seized the
city in Olby'sname. Lanaigh is slowly gathering asiege, and both
sides are likely to attempt to enlist any warlike types who drift by
intotheirarmiesby persuasion or by force. Pricesfor supplieswill
be exorbitant and it will be hard to find awilling guide.

Oncefinaly at Lond Daer, the party will befaced with Beffraen
raiders, the possibility of a Dunnish tribal war band, and the
questionable honor of their competitors. Thisis besides the mys-
teries and dangers of the ruins themselves.
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Travel inthewildsof Cardolanisnot without itsperils, but the
gravest danger to the party comes from their own kind, the
competing groups of adventurers with the same quest. When and
iftheruinsaresuccessful ly reached, the problemsbecome primar-
ily inanimate. Some of the traps are still operable, but more danger
lays in an incautious approach to the flooded passages and the bad
ar. This is compounded by the presence of the Nurga. The
Beffraen haverecurring problemswithwereratism. If theexorcism
ceremony isbadly botched, aNurga (Greater Wererat) results, and
the local tribe thought that the ruins would make an excellent
prison. The Nurga's condition is highly variable, and a weak but
clever party that has gotten this far will have to trust the dice to
overcome the beast. The true site of the treasure has its own
phantasmal guardians.

THEREWARD

Thefeefor undertaking thismission isby nomeanspaltry, and
thereisthe possibility of gather considerablebooty inconflict with
the other adventure groups. Once Lond Daer is reached their
remains considerabl e sal vagethat wasmissed or ignored centuries
ago. The Mithril Room itself, if it can berecovered, will prove far
lessvaluabl e than expected. The Dwarvesalloyed the mithril with
aluminumand they claimed to havelightened the panel sby magic
to disguise their fraud. This makes the panels undetectable by
magical means. The Dwarves of Moriawill not wish to havetheir
ancient chicanery exposed, and may attempt to recover "their"
treasure in any event. The Elves of Rivendell likely could recover
the 40 |bs of mithril actually contained in the panels, but are
unlikely to be willing to destroy such agreat work of art for such
crass and material reasons.

13.4 TREACHERY

The adventures must penetrate one of the strongest castles in
Cardolan to obtain evidence that someone is betraying the King
Arthedain. They have inside help, but who's on which side, who
isthe real traitor?

Setting: Barad Girithlinand vicinity.
Requirements: A small party that hasstealth, climbingand thief

skills and which is loyal to Arthedain. Their levels should be
medium.

Aids; The recruiter of the group will provide them with a hasty
sketch of the castle, the location of the incriminating evidence, and
themeans to contact Glaran, asergeant of the guard. Thegroupwill

deliver aload of mutton to the kitchen, and Glaran will hidethem
in a pantry where they are to await the dead of the night before
undertaking their task.

Rewar ds: The recruiter offers 60 gp up front per party member,
with the promise of 40 gp more after they have completed the
mission. There is aso the satisfaction of serving the King of
Arthedain through the exposure of a pernicious nest of vipers.

THE TALE

Therevolt of the southernersin Suduri in the wake of the Great
Storm has caused certain glitches in the schemes of E&rnil, Regent
of Girithlin. He has been subsidizing the services of the mercenary
Raggers in Saralainn in order to foil the invasion plans of
Arthedain. The opportunities of the revolt are too much for E&rnil
to resist, but the non-arrival of the Raggers at the siege of Sudri
will surely be noticed, even the inept Arthadan spy service.

Adventures

Eé&rnil has decided on aplot to eliminate his nephew Echorion
beforehe reacheshismajority. Hisincriminating correspondence
with the Raggers has been phrased so that the scheme could be
blamed on Echorion. Echorion, with hisunimpugnedintegrity and
considerablepresence, wouldmakeitdifficul ttoblametheperfidy
on him, if heisalive.

Earnil has recruited the gullible adventures. He plansto day
them once they have reached the safe, and to murder Echorion.
Things will bearranged so that it will appear that Echorion hired
the assassins to kill E&rnil after his uncle discovered his "treach-
ery." The plot wasfoiled, and sadly Echorion was slain before he
could face the King'sjustice.

THETASK

The party will discover that something is wrong fairly quickly,
Shortly beforemidnight they will hear thesoundsof struggleinthe
kitchen and find their egress from the pantry bared. On breaking
out they will find Glaran garotted. The guardswill beout in greater
strength than they were led to expect, and the only route they can
follow, isthattotheupstairsthat they planned to take. Anambush
awaits on the third floor.

Ideally the party will figure out what is going on in time to
survive, save Echorion, and capture E&rnil to facejustice. If they
can unravel the plot and escape to Arthedain, they can probably
bring the truth to light. If they merely escape, they arelikely to be
branded as criminals to be killed on sight, and restoring their
reputationwill provealong and difficult task.

THEREWARDS
Aside from the money provided by Eé&rnil, the party will likely
be well rewarded by both Echorion and King Argeleb |1 if they
succeed, being knighted would be appropriate.

13.5 CARAVANS, GARDENS, AND

TWO-LEGGED CURS

Eben the Merchant has decided that he cannot afford to wait for
thepolitical situation to settledown before he gets his shipment of
glass and amber to Tharbad. His fellow tradesmen, and most
mercenaries think he is afool.

Setting: The road (Redway and Greenway) from Sarn Ford to
Tharbad.

Requirements: A medium to large-sized party of low level
characters. Some outdoors and healing abilities are needed, but the
emphasisis on brawn and vigilance.

Aids: Eben will provide any norma equipment that is needed as
well asdaily expenses. Several of the Thalion Bandits carry maps
leading to their lair.

Rewards: Eben offers 2 sp per day for the trip, expensesen route,
and 15 gp given that the caravan is successful. Other opportunities
may arise along the way.

THE TALE

Therevolt of the southernersin Suduri in the wake of the Great
Storm has caused certainglitchesintheschemesof Eérnil, Regent
of Girithlin. He hasbeen subsidizing the sarvices of the mercenary
Raggers in Saralainn in order to foil the invasion plans of
Arthedain. The opportunitiesof therevolt aretoo much for Eérnil
to resist, but the non-arrival of the Raggers at the siege of Suddri
will surely be noticed, even by the inept Arthadan spy service.



Adventures

Eben, an unsavory Dunnish merchant, is being hard pressed by
his creditors, and has decided to take the risk of getting through. He
claimsthat getting hisusual cargo of ceramics, glass, and amber to
market firstwill alow him to get agood enough priceto pay off his
debts. His problems are more serious than he admits, and some of
Eben's less savory creditors has pressured him into an attempt to
smuggle a load of combat herbs (mainly Mirenna, Suranié, and
Harfy) stolen from Fornost Erain to Tharbad.

The Traders Guild has discovered this bit of free-lancing and is
not pleased. A gang of outlaws has been sent to Thalion specifi-
cally tointercept the caravan.

LoaDpING

THETASK

Wolves, and thepossibility of wandering brigands of the Man-
nish or Orcish variety are likely to enliven the first half of the
voyage. Later a nocturnd decent by theThalion Banditsisavirtual
certainty. The party may be tempted to pursue the bandits back to
Thalion, the former home of the Kings of Cardolan whose small
Gondorian garrison was withdrawn to Tharbad. Been is not dis-
crete when hehasbeendrinking, and the party may cometo suspect
theillicit nature of the cargo they are protecting. If they decide to
act on this knowledge they are likely to become involved in the
deadly world of the factions of Tharbad.
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The randomly encountered beasts, both two and four legged,
that prowl the unguarded Road will not be a minor problem for a
low-level group. Themain problem is, of course, the banditswho
seek the cargo of the caravan, but luckily in the current situation,
the Traders Guild could not afford to send its best men. Eben is
prepared to sell out hiserstwhileguardiansif that will savehisown
neck, and his servant Ragi will happily betray them and/or his
master for the dightest gain.

THEREWARDS
The fee from Eben in itself is rather high given the experience
of the group, given that every thing goes smoothly. There is the
possibility of booty from the brigands, and although Thalion has
been looted severd times, there are still a couple treasures care-
fully hidden. The herbs that Eben is smuggling are worth up to
1000 gp, beyond the 280 gp value of his legal goods.

13.6 OTHER ADVENTURES

1) APChascomeintoasubstantial inheritanceand decidestoform
his own mercenary company. Reliable warriors and support
personnel must be gathered quickly, and an employer found, in
order not to miss the profits of anew round of little wars. The
new captain will face the task of gaining areputation in this
highly competitive market while minimizing his losses, and
learning to survive in the perilousworld of Cardolan's politics,

2) One of the factions of Tharbad hires the group to attempt to
contact and recruit the escaped daves and other outlaws of the
Swanfleet Marshesfor the forthcoming struggle in the port city.
ThePC'swill bepaid abounty for each warrior they bring back,
and may also hunt for rare herbs, or try some poaching.

3) One of the Princes of Cardolan employs the group to try their

luck with an old treasure map to some of the Elvish ruins along
the southern bank of the Mitheithel. A long journey in the
perilouswilds lies ahead. At the end blood-thirsty Undead and
intricate traps await them.

4) A southern warship has been pillaging the waters of the mouth
of the Baranduin. The PC's must rally the local Rivermen to
undertake to stop the behemoth and its armored warriors with
their tiny vessals. Careful planning could lead to the recovery of
vast booty or the PC's may dare to seek out the Elves of
Harlindon in search of aid.

5) Suspicious persons attempt to hire the PC's to eliminate the
Half-orc Captain Forak, "After all, how can you murder an
Orc?' If the mission is accepted, the head of the cunning Forak
isnoeasy prize. If not, whoisactually behindthisrequest? How
far have the agents of the Witch-king penetrated into the rulers
of Cardolan? Skullduggery, mystery, and treachery lies ahead.




58 Master Encounter Table

14.1 MASTERENCOUNTERTABLE
OldForrest Major Rivers
Townsand andEryn Downsand Tyrn Gwathlo Eastern and Coastal
Encounter Tharbad  Sudiri Vorn Saralainn Highlands  Gorthad Basin Cardolan Marshes Waters
Chance (%) 65% 509 50% 15% 20% 35% 25% 10% 15% 20%
Distance (miles) 5 5 ) 8 1 4 8 g 5 8
Time (hours) i) 5 ) 4 3 2 4 4 2 4
Inanimate Dangers
General Traps — - 01-02 01 01 01-02 — 0l 01 -
Natural Hazards 01 01 03-04 02-03 02 03-04 0 02-03 02-06 01-05
Severe Wealher 02 02 05 04-05 03 05 02 — 07 06-07
Sites & Things 03 03 06-09 06-10 04-10 06-14 03-06 04-18 08-11 08-12
Animals -
Wolves — 04 10-12 11-16 11-18 15-20 07-11 19-24 12-13 13
Wargs — — 13 17-18 19-20 21-23 12 25-26 — —
Lions — — 14-16 19 21 24 — — 14 —
Bears — — 17-19 20 — — - 27-28 15 —
Glutan - 05 20-22 21-25 - — 13 — - 14
Ninfiara/Wild Aurochs — — 23-24 — — 25 — —_— —_ —_
Boar — — 25-26 26-28 22-23 26-27 14 29-30 6 15
Pronghoms — - — — 24-28 28-31 15 31-32 — —
Sheep (w/Sheep Hounds) 04-10 06-11 — 29-31 29-34 32-36 16-25 33 — 16-20
Bats/Flying Frogs 11 12 27-34 32-33 35 37 26 34 17-18 21
Poisonous Snakes 12 13 35-37 34-36 36 38 27 35 19-25 22-26
Crocodiles — 14 38-39 37 — - — — 26 27-30
Giant Catfish — — — 38 — — — — 27-31 31-36
Birds 13-17 15-16 40-44 39-43 37-40 39-40 28-33 36-41 32-38 37-41
Other Animals 18-20 17-19 45-46 44-48 41-44 41-46 34-39 42-46 38-47 42-49
Undead (N)
Wights — — — — 45-48 47-52 40 47-48 48 =
Other Undead — — 47-51 49 — 5% 41 49 49 —
LocalMen
Smugglers/Thieves 21-24 20-23 52 50-53 49 54-36 42-44 50 50-53 50-55
Mercenaries/Brigands 25-28 24-28 53 54-56 50-54 57-62 45-49 51-53 54-55 56-57
Beffraen — — 54-59 57 - — — - 56 58
Tribesmen 29-31 29-32 60 58-68 55-56 63-66 50-54 54-59 57-62 59-61
Common Folk 32-50 33-58 61-64 69-76 57-64 67-68 55-64 60-65 63-69 =
Rivermen 51-54 59-62 65 77-78 — — 65-66 — 70-71 62-63
Sailors 55-57 63-67 66 79 — — — 066 72-74 64-65
Merchants 58-62 68-70 67-68 80-81 65 69 67-68 67 75 66-69
Nobles 63-66 T1-73 69 82 66-67 70-11 69-70 68 — 70-71
Miltary Unit 67 74 70 83 68 72 71 69 76 72
Large Patrol 68 75-76 71-72 84-85 69-70 73-74 73 70-71 7778 7375
Small Patrol 69-72 77-79 73.76 86 71-72 75 74-76 72 79-80 76-77
Spies 73 80 77 87 73 76 77 13 81-82 78
Other Individuals 74-75 81-82 78-79 88 74 7 8 74 83-86 79-81
Other Men
Pirates — 83 80-81 89 — — — — — 82
Northmen 76-77 84 — == 75-76 78-80 79 75 —- —
Easterlings 78 — — - il 81 — 76-77 — —
Dunlendings 79-81 85-88 — 90-93 78-81 82 §0-82 78-80 §7-92 §3-87
Hillmen 82 89 — === 82 — - 81-82 — —_
Southemners 83-87 90-91 82 94-95 83-84 83 83-85 - - 88-89
Other Foreigners 88 92 83 96 85 §4-85 86-87 §3-84 93 90-91
General Folk 89-91 93-94 84-85 97-98 86 86-87 88-89 85 94 92-93
Non-mannish Races
Wandering Company — — 86-87 — 87 88 90 — — —
Other Elves 92 — 88-89 — 88 89 91 86 95 94
Dwarves 93-94 95 90 — 89 50 92-93 87 — —
Ores (N) — —_ — — 90-95 91-93 94 8§R-92 96 —
Hill Trolls (N) - = 91.94 = 96-97 94 = 93-94 - -
Hobbits 95-96 96-97 96-97 — 98 95-97 95-96 95 — 95
Stoor Hobbits 97-98 98 98 — — 98 97-98 96-98 97-98 96-98
Other Beings 99-00 99-00 99.00 99-00 99-00 99-(X) 99-(X) 99-00 99-00 99-00
Use of the Encounter Table and Codes:
The GM should determine the group’s location and the appropriate column and then roll for a possible encounter. The period of time covered by
an encounter roll is either the Time given on the table or the time it takes the group to cover the Distance given on the table, whichever is shorter.
If an encounter roll is less than or equal to the Chance of Encounter given on the table, a second roll of (1-100) is made to determine the nature of
the encounter.
Anencounter does not always require a fight of similar activity; a group can avoid or placate some of the above dangers/meetings with proper action
or good maneuver rolls. This table only gives the GM a guide for encounters with unusual or potentially dangerous sites or creatures.
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14.2MASTERBEASTTABLE

{Primary/
Secondary/Tertiary)

Type Lvl  #Enc Size Speed Hits AT DB Attack Notes
Auroch 2 -0 L MD/MD 140 No/4 20 SOMHo/SOLTs Domesticated, usually used as draft animals.
Black Bear 5 1-4 L MFMF 150 SL/8 20 65LGr/7T0LCl/40MBi Found only in woods, flee men unless comered.
Boar 2 220 M F/MF 100 No/4 30 50MHo/50MBa/40STs  Males are very aggressive about defending packs.
Fiara 1 2-20 M VEMF 50 Nof3 45 20SHo/35TTs/— Only males have homs, solitary during winter.
Glutan 3 1-2 S MF/BF 45 No/3 50 60MBIi/SOMCI/Both Attacks without reason, always fights to the death.
Golodo 2 1-200 M MI/F 30 No/l 25 40MPi/405Ba/— Run at least sign of danger, except when nesting,.
Greal Eagle 20 ] H BF/VF 300 Nof4 55 150HCI/90HBa/100HPi  Use Super-large crits, rarely intervene in Cardolan.
Grey Flyer 0 1-1000 T VS/MD 2 No/l 30 15TCI/10TBa/poison Swarm in early summer, Lvl 4 reduction poison.
Hill Troll 10 1-8 I, SL/MD 200 RL/I1 20 95LBa/85LCI/65We A few inhabit the South Downs, -30 in daylight.
Madratine 2 1-2 S F/VF 45 No/3 55 558Bif—/— Timid scavenger, fights only to protect its kits.
Nimfiara 7 1 L BF/VF 210 No/3 60 75LHo/60LBa/— Extremely rare, if crits when charging use 80LTs.
Sheep Hounds 4 1-12 M MF/F 65 No/3 45 S5MBi/—/— Defend against wolves, distrust unfamiliar persons.
Spotted Lion 5 210 M F/F 110 No/4 25 75LCI/T5LBi/— Very wary, if Bite crits next attack is 100LCL.
True Warg 8 4-20 L F/VF 200 No/4 55 100LBi/75LCl/— Undead (IV), dissolve if killed, servants of Apgmar.
Vampire Bat | 1-50 S VF/VF 10 No/l 60 25S8Bi/f—/— Often spy for evil masters, also often carry rabies.
Warg 5 2-40 M F/VF 130 No/3 35 75LBi/60LClH— Aggressive and cunning, often used for orc cavalry.
Wild Auroch 4 1-4 1 MFF 190 Nof3 35 75LHo/65LTs Becomes very aggressive with little provocation.
Wolf 3 5-25 M F/F 110 Nof3 30 65LBif—/— Will not attack mounted groups unless provoked.
Sheep
Goral 2 2-12 M F/VF 55 No/3 45 55MBa/SOMTs/— Wild sheep of the downs, males are aggressive.
Harbo ] 6-60 M FF 50 Nof3 40 50MBa/45MTs/— Crossbred with Goral, can take care of themslves.
Normal 0 102200 ™M F/MF 40 No/l 30  40MBaf35MTs{— Need protection to survive in Cardolan.
Pronghom 2 22200 M VE/F 70 No/3 30 35MHo/30MTs/— Capable of brief BF bursts of speed.
Snakesand Water Creatures
Nathair 1 | S MD/F 25 No/l 25 40SSt/poison Easily angered, Lvl 6 Circulatory poison.
Nathrach ] 1-2 S MD/MF 20 No/l 20 30SSypoison F/MD in water, hunts on land, Lvi 2 Muscle poison.
Ossenathrach 4 1 L F/F 75 No/4 30  650LSt/70mGr/poison Fully aquatic, SL/SL on land, Lvl 6 Muscle poison.
Coireal 0 1 T SL/VF 10 No/l 20 450TSi/poison Inoffensive but deadly, Lvl 10 Muscle Poison.
Land Tortoise I 1-2 M VS/NS 120 P20 5  35MBi/—/— Take several months to starve.
Sea Crocodile

in water b 1-4 L MD/F 220 RL/9 40 120LBi/100LGr/80LBa  Will attack small boats if hungry,

on land 8 1-12 L SL/MD 220 RL/S 10 80LBi/80LBa/— Nests only on Eryn Vorn.
Giant Catfish

Normal 3 1-2 L SL/MF 160 No/l 30 60LBa/60LGr/50LSt If Grapple succeeds may swallow smaller prey.

Ancient 10 | SL YSMD 260 No/4 45 90HBa/S0HGr/65LSt As above, found only in the lower Gwathlg (yay!).
Birds
Blue Pigeon 0 2-1000 T F/MD 5 No/l 70 OTPi/0TClH— Migrate across Cardolan in immense flocks.
Gorcrow 1 5-50 S F/MF 20 No/l 55 108SPi/10SCl/— Often spys for Angmar.
Great Swan 2 1-4 S MDMD 16 No/l 45 258Pi/108Ba/— Extinct except in Swanfleet Marshes.
Hawk 2 1-2 S VF/BF 25 No/l 50 45MCl/255Pi/— Rarely attacks larger creatures.
Hopta 1 1-20 S MD/MD 14 No/l 30 30SHo/0SCl/— Carrion cating stork, very cautious.
Ice Goose 1 2-60 S MD/F 12 No/l 40 20SPi/—/— Migrates along the coast.
Owl 1 1-2 S F/F 20 No/l 50 35SCI/10SPi/— Noctumal predator, rarely aggressive.
Red-headed Duck 1 4-100 S F/F 8 No/l 50 OSPi/OSCl/— Common along rivers.
Undead
Constructs 6 4 M MD/MD 140 PI/20 25  100bs/70LBa/— Prevent exit unless commanded (For 15.2)
Lesser Ghost 7 3 M F/F 100 No/l 35 Special/60MBa/— Drains 3 CON pts/md, 10'radius. (For 15.2)

Codes: The statistics given describe a typical creature of that type. Most of the codes are self-explanatory: Lvl (Level), # Encount (number
encountered), Size (Tiny, Small. Medium, Large, or Huge), Hits, and DB (Defensive Bonus). The more complex statistics are described below:

Speed: A creature’s speed is given in terms of “Movement Speed/ Attack Quickness™): C = Creeping, VS = Very Slow, S = Slow, M = Medium,
MF = Moderately Fast, F = Fast. VF = Very Fast, BF = Blindingly Fast.

AT (Armor Type): Thetwolettercode gives the creature’s MER P armor type (No=No Armor, SL=Soft Leather. RL =Rigid Leather, Ch=Chain,
Pl =Plate); the number is the equivalent to the Rolemaster numeric armor type.

Attack: Each attack code starts with the attacker’s Offensive Bonus. The firstletter indicates the size of the attack=T=Tiny, S=Small, M=Medium,
L= Large, and H = Huge. The last two letters indicate the type of attack = Ti = Tiny, Pi = Pincher/Beak, Ba = Bash, Bi = Bite, Cl = Claw, Cr =
Crush, Gr = grapple, Ho = Horn, TS = Trample/Stomp, St = Stinger, and We = Weapon. These codes may differ stightly from the MERP and
Rolemastercodes.

(Pri mary!SecondaryfTertiary) = Each creature usually initiates combat using its “Primary” attack. Depending upon the situation or success of
the Primary atack, it may later use its “*Secondary” or “Tertiary™ attacks (all in the same round if previous attacks are very successful),
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14.3MASTERMILITARY TABLE

Missile/ Mov

Name/# Race Lvl Hits AT DB Sh Gr Melee 2ndary M Notes

OB OB
NATIONAL ARMIES
SARALAINN
Royal Bodyguard/10 Eriadoran 5 90 Ch/13 30 N N 100ba 45da 10 Warriors. +10 Eriadoran battle-axes,
Archer Leaders/6 MannishMix 4 70 SL/6 25 N N 55di 70sb 15 Rangers. 1 spell list.
Royal Archers/48 Mannish Mix 2 50 SL/6 15 N N 30di 55sb 10 Warriors. Very steady.
Cav, Leaders/4 Mannish Mix 4 65 Chfl3 20 Y N 63sp 45sp 10 Warriors. Carry three +5 spears.
Royal Cavalry/40 Mannish Mix 2 45 SL/T 15 Y N 50sp 30sp 5 Warmrors, Also carry 3 spears.
Suddri Watch/60 Mannish Mix 2 45 SLf6 15 Y N 50ss 35sh 10 Warriors. Basically a police force.
Sudiiri Levy/~120 Mannish Mix 1 30 No/t 5 Y N 23sp —_ 0 Various. Useful only for defense of city.

Chieftain/1 Mannish Mix
Warriors/6-20 Mannish Mix
Clansmen/30-90 Mannish Mix

6
4
2

100 Ch/t4 20 Y10 A

80
45

SL/6
No/l

15

0 N N 60pa

N

N

Clans (Three or four of the nine clans will generally answer a royal summons to war, though one will probably revolt, The King’s own clan is always loyal. The
make-up of a typical clan is given below.)

100bs  60da 15
60th 50sb 15
25di 10

Bards/Rangers who know 3 Tists, +10 gear,
Bard/Rangers, | list.
Scouts. Long-axes use pa table, all Sl crits.

all the Princes of Cardolan.)

Chieff1 Dunnish
Warriors/8-40 Dunnish
Tribesmen/50-150 Dunnish

7
3
2

120
65
45

Ch/13
SL/4
SL/4

25
20
5

Y
Y
Y

N
N
N

Tribes (The King can usually acquire the services of a couple Dunnish tribes from his own lands or from Enedwaith. The later source of manpower is often used by

110sp  85wb 15
55sp 45wb 15
45sp 35wh 10

Warriors. Prefer gilded chainmail. 1 list.
Warriors. Poor discipline.
Warriors/Scouts. Very fragile morale.

EMPIRE OF THE WARLORD (The Warlord can mobilize twice as many fell-beasts and slaves if invaded.)

Troll-guard/16 Hill Troll g 150 RLA2 5 N AL 95cu 50ro -5  Warriors. Elaborate ammor, -10 in daylight.
Troll-levy/25-35 Hill Troll 6 130 RL/11 20 N N 85LBa 75LCI 10 Warriors. -30 day time, no direct sunlight.
Wargs/50-60 Warg 6 150 No/4 50 N N 75LBi 60LCI 15  The Warlord favors particularly large wargs.
Bats/100-200 Fell Bat 2 15 No/t 55 N N 40SBi discase 30 Vampires: reluctant to operate in daylight.
Mercenaries/20 Mannish Mix 3 60 P18 10 Y A/ 70ha  45ha 15  Warriors. Ensure that the slaves fight.
Slaves/120-180 Dunnish 1 25 No/t 0 N N 30sp — 5  Warriors, Terror makes them fanatical.
THARBAD

Commanders/8 Lsr.Dinadan 6 90 Ch/l5 35 Y A 95bs 65lcb 15  Warriors. +10 long swords.

City Garrison/160 Mannish Mix 3 55 Chf1l3 20 Y N ©60bs 55lch 10 Warriors. Reluctant to expedition.

City Watch/240 Mannish Mix 2 45 RLM 10 N N 50qs 30sl 10 Warriors. Local constables, sl is on staff,
Mob/Militia/400 Mannish Mix 1 30 No/l 5 N N 25da — 5 Various. Tharbad is prone to rioting.
Traders Guild/30 Mannish Mix 3 50 Ne/l 20 N N 65da 40da 20 Scouts. The muscle side of the Guild.
Naval Captains/1-8 Eriadoran 6 90 No/3 40 N N 10gs 60sb 25  Rangers. Patrol Gwathld, 1 to 8 in port.
Marines/20-160 Eriadoran 3 60 SL/5 25 N N 50ha T0cb 15  Warriors. Solid street fighting men.

GIRITHLIN (About half the leser nobles of Hir Girithlin will answer a summons to war. When mobilized, Girithlin forces tend to include a comparatively high
number of levy, that is 600-700 of the potential 2-3,000.)

Ereter/14 Diinadan 8 125 Chi15 25 Y5 A/ 100bs 75lch 15  Warriors. Command retainers and levy.
Retainers/140 Mannish Mix 4 65 Chf13 10 Y N 75bs 50sb 10 Mercenary Warriors. D¥istinctive regalia.
Mercenaries/60 Mannish Mix 3 55 SL/6 10 Y N T70sp 45sb 15  Warriors. The Hir’s retainers.

Levy/650 Mannish Mix 1 35 No/l 0 N N 25sp — 5  Warriors. Very prone to dessertion.
TYRN GORTHAD (Older norms of military organization are still upheld in the troubled Barrow-downs.)

Ereter/7 Diinadan 9 135 Ch/il4 25 Y5 A 110bs B5cp 20  Warriors and Rangers. +15 equipment.
Retainers/56 Mannish Mix 3 50 RLE 15 Y N 70ha 45sh 10 Warriors. Mostly foreign mercenaries.
Ohtari Hiri/28 Lsr. Dinadan 6 05 Chf13 20 Y N 90pa 65hch 15  Warriors. The baron’s bodyguard.
Rangers/6 Eriadoran 6 100 SLM4 25 N N 100ba 45sb 25  Rangers. Most know 2 Lists lo 5th Lvl.
Militia/500 Mannish Mix 2 40 SL/6 10 N N 55sp 63sb 5 Warriors. Excellent morale in defensive.
Cairl/100 Hobbit 2 40 SL/5 40 Y N  60ss 60sb 20  Rogues/Warriors/Scouts. Can be tough.

FEOTAR (Feotar tries to rely on a volunteer army, with only small forces standing at any given time. Trained Warriors are supposed to be joined by the local levy.
The results of this system are always unpredictable and often disasterous.)

Warriors. Very good if well led,
All types. Rarely more than 500 gathered.

Warriors. A couple are pure Didpadan.
Warriors. Mounted infantry, poor horsemen,
Warriors. Castle duties have softened them.
Warriors, etc. Good as these types go.

Guards/500 Northman 4 60 Chfl13 20 Y N 75bs 50sb 15
Levy/4000(7) Mannish Mix 1 30 No/t 0 N N 30sp e 0
TINARE (Tinarean forces have just been re-organized with a significant mounted element. The Emil of Dol Tinare generally prefers lo use mercenary companies
rather than his own militia.)

Ereter/11 Lsr Diinadan 7 105 Chfl4 20 Y5 A/L 105bs  60Icb 15
Ohtari Rhyn/97 Mannish Mix 3 55 RLAO 10 Y L 65ha 60lcb 10
Bodyguard/8 Northmen 5 70 Ch/13 15 Y N 90bs 35sb 15
Levy/200 Mannish Mix | 35 No/l 0 Y N 35ss — 5
CALANTIR (Calantir uses large [orces for intenal control and tends to rely on hirelings.)

Ereter/27 Mannish Mix 5 65 Chf13 10 Y5 N 85ma  55sb 10
Retainers/300 Dunnish 2 45 RL® 5 N N SOsp 30wb 10
Reeves/635 Dunnish 3 55 Ch/13 10 Y N 65ms 40wb 10
Mercenaries/50 Mannish Mix 3 55 Ch/l4 10 Y N 65bs 50cb 15
Militia/6000(7) Mannish Mix 1 20 No/l 0 N N 25 Sro 0

Warriors. Relatively few like to fight.
Warriors. Local thugs, weak in combat.
Warriors. Primarily tax collectors.
‘Warrior. Castle Guards.

(Warriors.) Undependable rabble.
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Namef# Race Lvl Hits AT DB Sh Gr I\O&Belee L(’,)ndary ‘™M Notes
B

MERCENARY COMPANIESANDFOREIGN GARRISONS

Although all of the Princes of Cardolan maintain professional native troops, the national army was not reconstituted after the Battle on Tryn Gorthad in T.A.
1409. Only two principalities — Saralainn and the Warlord's “Empire” — have effective “national” armies. The Princes generally rely on various mercenary
companies and/or co-operation with the garrisons maintained by Arthedain and Gondor. Four such companies predominate in the contemporary military

situation,
CRUAIDH MARAICH(D. “The StceilRiders")
Sergeants/S Lsr.Ddnadan 7 105 P19 30 N A/ 1tdba 80cb 20 Rangers. +15battle axes. 3 spell lists.
Stee] Riders/28 LsrDinadan 5 85 Ch/l4 15 N A/L 90h 60ch 20  Warriors. +10 weapons, often melee on foot.
Left Siders/28 Dunnish 2 40  No/l 50 Y15 N 55sp 40wb 5  Warriors. +15 wall shields to screen riders.
Right Siders/28 Dunnish 3 60 SL/6 30 N L 65sp 55wb 10 Warmiors. Carry 4/5 weebs for missile fire.
Scouts/8 Hillman 4 70 SL/8 15 N N T75sp  60sp 15  Scouts, Spears are +10 vs Pl or Ch.
(Warhorses) Great-horse 4 160 Ch/l5 10 N A/ LBa70 MBi45 20 Very scarce, valued above personnel.
RAGH CRANN-SLEAGHA (D."Ranksof Pikes")
Knights/4 Lsr.DGnadan 7 115 PI20 30 Y10 A/L 135bs  95jv 10 Warriors, Cardolani Requain. +90 shield bash.
Sergeanis/8 Lsr.Dinadan 6 100 Ch/l6 40 N N 1l0pa 25da 15  Warriors. +10 halbards. Also 70fa.
Pikemen/79 Lsr.Ddnadan 5 90 Ch/l6 30 N N 95 20da 10 Warriors. 12' + 10 pikes. Also 60fa.
TROICH-ARMCHLEASAH (D.“Dwarf-warriors)
Wardens/4 Khazid 6 110 Ch/l15 30 Y5 A/L 100ba 65ha 5  Warriors. +10 battle-axe. 3/4 throwing-axe.
Warriors/14 Khazid 4 85 Ch/l5 25 Y5 A/ 80wm  55ha 0  Warmiors. +5 equipment.
Merc. Line/30 Mannish Mix 3 60 Chfl3 30 Y N 65ss 50sb 10  Warriors, Some carry light crosshbows.
Light Cavalry/40 Mannish Mix 3 55 RLM® 30 Y N 60 40sb 15 Warriors. If forced to melee, use 40ss.
Auxiliaries/30-50 Dunnish | 30 No/l 15 Y N 40sp 35wb 10  Warriors. Fodder.
FORAK-EIGINN (D.“Forak’s Violators™)
Leaders/4 Half-orc 4 80 P17 20 Y5 N 90sc 45sb 15  Warriors. +10 scimitars.
Engineers/12 Lesser Orc 4 70 Ch/14 15 Y5 L 80sc 65sb 15  Warriors. Have 4 mobile light balistas.
Sappers/48 Mixed 2 45 SL/6 20 N N S0sc — 20  Warriors. Efficient construction troops.
Warriors/70 Dunnish 2 45 SL/8 15 Y N 50sp 35wb 5  Warriors, Fierce but brittle morale.

OTHER COMPANIES & BRIGANDS (There are currently five other mercenary companies, who will readily indulge in banditry when contracts are scarce.
There are also three outlaw gangs who will consider mercenary employment. The force below, Harran’s Death Brothers, is more or less typical of both groups.)

Captain/1 Various 8 120 Ch/I3 30 Y5 N 120ha 75ha 15  Usually Warriors or Scouts. +10 weapons.
Sergeants/3-6 Various 4 80 RLM 25 Y N 80bs 35da 15  Warriors. Usnally seasoned veterans,
Regulars/15-40 Mannish Mix 2 45 SL7 20 Y N S0sp 30sb 10 Warriors, Ferocious if comered.
Foragers/10-30 Mannish Mix 2 40 SL/5 25 N N 50ss 30sb 15  Scouts. Not noted for loyalty.
DAGARIM GONDOR na THARBAD (S."Gondorian Army at Tharbad™)
Knights/12 Diinadan 7 120 P19 20 Y5 A/L 115ml  95¢p 5  Warriors. Gondorian Requain. Use 110bs.
Squires/12 Diinadan 4 75 Chfl5 30 Y L 8&ml 75¢cp 10 Warriors. Operate with Knights.
Mid.Sergeants/26 Lsr.Dinadan 3 65 SL/8 25 Y N 60ml  40sb 10 Warriors. Padded leather armor.
Men-at-Arms/72 Lsr.Dinadan 3 65 Chfl§ 20 Y A 65bs 50ch 5  Warriors. Scattered in several castles,
Auxiliaries/86 Mannish Mix 2 50 CWI13 15 Y N 50bs 40sh 10  Warriors. Mainly kept at Tharbad.
DAGARIM ARAN na ATHRAD SARN (5."The Royal Army of Arthedainat Sarn Ford™)
Arequain/9 Dinadan 10 130 CWI15 45 Y5 A/L 120bs  120cp 15  Warriors. Royal Knights of Arthedain.
Ohtari Rhyn/77 Mannish Mix 4 75 Ch4 35 Y5 L 8B5ml 80cp 10  Warriors. Professtonals that use 65bs.
Ohtarif26 Eriadoran 4 75 Chfl13 40 Y5 N Biss 85¢cp 10  Warriors. Serve garrisonfcaravan duty.
KEY

CODES The statistics given describe each NPC; a more detailed description of some of the more important NPC’s can be found in the main text,
Some of the codes are self-explanatory Lvl (level) Hits, Sh (shield), and Mov M (movement and maneuver bonus). The more complex codes
are listed below

AT (Armor Type) The two letter code gives the being’s ME R P armor type (No = No Armor, SL. = Soft leather, RL =Rigid Leather, Ch=Chain,
Pl=Plate); the number is the equivalent Relemaster armor type.

DB (Defensive Bonus) Note defensive bonuses include stats and shield. Shield references include quality bonuses (e.g. *'Y5” indicates “Yes,
a +35 shield"),

Gr (Greaves) “A”and "L” are used to indicate arm and leg greaves respectively.

OB’s (Offensive Bonuses) Weapon abbreviations follow OB 's fa— falchion, ss — short sword, bs — broadsword, sc — scimitar, th—two-
handed sword, ma— mace, ha— hand axe, wh — war hammer, ba— battle axe, wm — war mattock, ¢l —club, qs— quarter staff, da— dagger,
sp — spear, ml — mounted lance, ja— javelin, pa— pole arm, sl — sling, cb — composite bow, sb — short bow, Ib — long bow, Icb— light
crosshow, hcb — heavy crossbow, bo — bola, wp — whip, ts — throwing star, hb — halberd. Melee and missile offensive bonuses include the
bonus for the combatant’s best weapon in that category.

Stats: Ag — Agility, Co — Constitution, SD — Self-Discipline, Me — Memory, Re — Reasoning, St — Strength, Qu — Quickness, Pr —
Presence, Em — Empathy, In— Intuition. For MERP, average Re and Me for Intelligence.

Skills: Most skills are self-explanatory: S/H — Stalking and Hiding, Per — Perception, Amb— Ambush, Acrob — Acrobatics, etc.
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Missile/ Mov
Name Lvi Hits AT DB Sh Gr Melee 2ndary M Notes
OB OB
PRINCES OF CARDOLAN
Pelendur 13 104 PII8 50 Y5 A/L 108bs 102lb 10  Dinadan Warrior/Fighter, Hir Tyrn Gorthad.

Ag90, Co80, SDI1, Me66, Re92, 5t94, Qu69, Pr8S5, Em92, In96, Climb30, Swim40, Ride80, S/H54, Per60, Amb 8, Traps 40, Locks 10,
Heraldry35, Caving 40. +15 long sword, Slays Undead; Nimen6rean Steel Bow +20, double range; Amulet +25 vs Channeling; Knows
Dispelling Ways to 5th Lvl.

Edrnil 15 120 Ch/14 30 Y10 A/ 122ma 88ma 15 Diinadan Warrior/Fighter, Regent of Dol Girithlin.
Ag98, Co85, SD87, Me75, Re82, 85196, Qu84, Pr93, Em&6, In83, Climb10, Swim3, Ride62, S/H40, Per20, Falsifications 50, Diplomacy 67,
Pub Spking 35, Poison 50, F. Aid 60. +20 mithril mace, inflicts extra Impact crit; Greaves avoid 35% of arm and leg crits; +10 full shield,
Bladeturn True 1xday: Boots, -20 Man. fumbles.

FinduilasTIT 14 9T No2 60 N N 88m X 30 Ddnadan Mage/Bard, Ernil of Dol Calantir.
Ag72, Co74, SD40, Me98, Re93, S181, Qu93, Pr99, Em52, In95, Climb3, Swim-30, Ride35, S/H80, Per65, Seduction 76, Runes 54,
Staves& Wands 54, Interrogate 80, Strategy 60. 56PP. Ring 2xPP, +10for/vs Magic; Rod Lightning Bolt 4xday; Robes +15DB; Pearl
Necklace-always gets initiative; +15 rapier.

Lanaigh 12 132 SL/& 25 W N 127wm 62sh 25 Dunlending Warrior/Fighter, King of Saralainn.
Ag92, Co97, SD68, Me57, Re77, St98, Qu92, Pr90, Em75, In84, Climb30, Swim20, Ride15, S/H45, Per25, Forage 50, Herbs 35, Pub Spking
45, Traps 20; Ath. Games 76. +15 war mattocks, 3xdamage on Puncture Crits; Heavy Hides +10DB; totem +20 RR; +35 short bow; Armbands
of Strength 3rnds, 4xday.

Hallas 17 74 PY20 20 Y5 A/L 83ss 671b -30  Diinadan Warrior/Rogue, Ernil of Dol Tinare.
Ag54, Co77, SD92, Me62, Re91, St83, Qud4, Pr28, Em90, In94, Climb5, Swim10, Ride45, S/H30, Per55, Ad Maneuvers at +50, Music 54,
Star Gazng 40, Navigate 60, Runes 20. +20 Mithril swort sword; +10 plate armor, 50% weight; Rune of Absolution; Medalion detects lies and
forgeries; +15 long bow.

Imlach 12 165 Ch/13 25 Y5 N ll2fa 86lcb 35  Diinadan Warrior/Fighter, Canotar at Tharbad.
Ag92, Co97, SD94, Me78, Re67, St100, Quis, Pr59, Em81, In90, Climb35, Swim40, Ride45, S/H10, Per25, Smith 60, Tumble 35, Subdue
40, Cook 50, W. Watch 35. +15 falchion, +23 to parry; Chain shirt +10db; +10 light cross bow; Helm reinforced with mithril; 40% head crits
avoided; Vial of Healing Potion, 4doses @heal 40

Ardagor 21 236 RL/11 40 N N 145th — 45 Half-elf/Half-troll Bard/Mystic, Warlord of the Empire.
Agl100, Co86, SD90, Me63, Re76, $t93, Qu54, Pr101, Em99, In77, Climb30, Swim [0, Ride-5, S/HS5, Perd(, Acrobatics 50, Staves & Wands
60, Trap-Building 84, Lore 35. +10 two-handed sword, does 2x damage, and crits twice; neckband +20DB, illusion of helm; amulet +20RR;
Wand of Fireballs; Sandals double range of leaps.

LESSERLORDSAND OTHERLEADERS

NORTHERNCARDOLAN

Echorion 7 97 PI/19 25 YI0 A/ 104ml 67cb 15 Diinadan Warrior/Fighter*, Hir Girithlin.

Ag96, Co76, SD90, Me72, Re81, S5t98, Qudl, Pr84, Em96, In53, Climb20, Swim40, Ride67, S/H15, Per20, R.Stroke 50, Sing 40, Sail 30,
Row50, Amb 2, Traps 25. 6 +10 lances; half-plate +15db; +10 composite bows; knows two base animist lists to 5th Level, 14 PP,

Minastir 11 153 RL/12 35 Y5 A/L 130bs 80hcb 10  Diinadan Ranger, Commander of Garrison at Sarn Ford.
Ag91, Col00, SD93, Me99, Re89, St98, Qu74, Pr83, Em76, In97, Climb15, Swim235, Ride74, S/H35, Per50, Channel 30, Runes 25, Navigate
40, Track 55, Traps 40. 425 mithril broadsword, never Fumbles; Full Rigid Leather -20d; +10 Heavy crossbow, usable when mounted; Rimg
+20 DB, +15RR; Royal Banner +20 morale of his troops.

Aethelan 10 155 SLB 20 N N 132ba 25ha 25 Eraidoran Warrior/Rogue*, A Lord of the Pinnath Ceren.
Ag86, Co91, SD93, Me66, Re87, S190, Qu72, Pro4, Em91, In96, Climb40, Swim20, Ride10, 8/H45, Per67, Herbs 50, Forage 35, Amb 10, F.
Aid 52, Track35. +15 Eriadoran battle ax, +30 vs metal armor; many herbs, Hides +10 DB

Pelenwen 9 132 No/l I5 N N 89gs 155l 35 Dinadan Animist/Healer, Pelenil’s twin sister.

Ag92, Co98, SD90, Me95, Re76, St49, Qu78, Pr101, Em87, [n99, Climb20, Swim20, Ride45, S/H30, Per55, Caving 30, Acting 35, Embroi-
dery 55, F. Aid 50, Traps 15. Ring 3xPP (Healing Spells Only); +10 quarter staff, sash +10 DB; Neckalce 30% avoid head crits; Mithril
earrings each allow an Adrenal Maneuver without Failure.

Sherl 7 83 No3 25 N N 74sp 25sp 40 Beffraen Animist/Seer, Oracle of Eryn Vormn.

Ag84, Co86, SD93, Me72, Reb4, 5192, Qu86, Pr97, Em51, In101, Climb15, Swim15, S/H60, Per80, Forage 20, Signal 45, W. Watch 60,
Contort 40, Herbs 20, Traps 40. +10 spear; The Stone of the Oracle: Double range and duration on forecasting spells, 2xpp. 28PP

SOUTHERN CARDOLAN

Dagobert 8 97 Ch/l14 30 YI0 A/L 84mg Tdmg 10 Urban Man Scout/Rogue, Chamberlain of Dol Calantir.
Ag85, CoB8, SD75, Me68, Re96, 5195, Qu77, Pr66, Em81, In92, Climb10, Swim5, Ride40, S/H35, Per50, Trickery 45, Rope Mastry 30,
Falsifications 50, Runes 30. +15 main gauche, returns via Long Door 1xday; normal shield +10DB; Pen set +15 forgery; Key will open any
non-magic lock 1xday, only once per lock.

Fiorel 10 92 No/4 45 N N 90da(2x) 85da 60  Dunlending Scout/Thief*, Matoch of Matach.

Agl00, Co81, SD77, Me87, Re90, St33, Qul00, Pr93, Em&4, In96, Climb60, Swim35, Ride20, S/H100, Per30, Acro 40, Diplomacy 30,
Fishing 30, Pub Speakng 35, Herd 30. 4 +10 daggers; Hides +10 DB; Ring of Invisibility 1xday Srounds.

Olby 3 52 No/l 20 N N 30 5¢l 25 Common Man Warrior/Rogue®,

Ag86, Co7l1, SD84, Me%4, Re82, S5t66, Qu78, Pr100, Em97, In45, Climb20, Swim10, Ridel5, S/H30, Perd0, Sing 55, Pub. Speakng 80,
Seduction 40, Jugaling 35. Since his illness, Olby has an inexplicable +50 RR; his followers have given him many gifts which he cannot use,
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Bemakind 9 140 Ch/l13 35 N N 155bs 60cb 20 Northman Warrior/Fighter, Retired Feotarin General.
Ag77, Co94, SD95, Me59, Re85, St100, Qu98, Pr90, Em67, In85. Climb30, Swim20, Ride45, S/H25, Per30, Tactics 45, Strategy 35, lai 50,
R.Stroke 93, Amb 9. +20 broadsword, extra elec. crit.; Chain shirt +10 DB, negates a crit, 2x day; Gaunlets of Strangth 2xday.

THARBAD

Eratil & 105 RLMO 30 YS N T3ss 60k 15 Mixed Man Scout/Rogue, Chamberlain of Tharbad.

Ag72, Co88, SDY0, Me94, Re96, Si83, Qu93, Pr84, Em78, In97, Climb5, Swim20, Ride30, S/H40, Per35, Seduction 50, Diplomacy 35, Traps
30, Locks 45, Amb 3, Runes 15, +15 short sword, grooved to retain poisons; wall shield +5Db; 8 Runes of Glamour (he uses to make cp look
like gp); Rigid Leather Breastplate +10 DB.

Craier 12 98 Chl6 20 Y5 A/ 8ms  55heb 10 Dwarf Warrior/Fighter, Grand Master of Merchants Guild.
Ag89, Co62, SDY7, Me88, Re99, S191, Qu52, Pr75, Em80, In92, Climb15, Swim-5, Ride20, $/H30, Per50, Trading 80, Acting 40, Trickery
20, Diplomacy 35, Signals 15. +10 morning star, extra crush crit; Chain Hauberk -15d; Ring detects Poison, +5 DB; +5 heavy crossbow.

Neburcha 8 61t No/l 20t N N S5S0sc{t) 60sl(t) 30t Easterling Scout/Thief*, Master of the Traders Guild.
Ag80(95), Col4(90), SD22(100), Me61(71), Re70(80), St82(97), Qu65(80), Pr74(84), Em52(62), In91(101), Climb70, Swim35, Ridel0, S/
H65, Per50, Rope Mastry 45, Trickery 50, Traps 60, Locks 40. +15 Orcish scimitar slays Men; Trap Kit +5; Lock Kit +10.

Rogeth 7 114 SL/6 I5 N N I[2lma 60sb 25 Urban Man Warrior/Fighter, Speaker of Laborers Guild
Ag59, Co90, SD93, Me49, Re82, St97, Québ, Pr99, Em,74 In87, Climb20, Swim30, Ride15, S/H50, Per35, Pub, Speaking 60, Bolt 4xday;
Several minor runes.

Aelfred 9 132 No/l 40 N N I52MAStr S50ro 20  Eriadoran Warrior/Fighter, Captain of Bargemen Guild.
Ag99, Co98, SDB5, Me83, Re86, St102, Qu92, Pr79, Em50, In62, Climb30. Swim50, Ride5, S/H10, Per!0, Row 70, Sail 60, Subdue 65,
Diplomacy 15; Adrenals +50. Gauntlets +10 Striking; Belt +15DB; “Burglar Proof Purse.”

MERCENARY CAPTAINS

Tarhad 11 126 P18 35 YIO A/ 129bs  90cb 15 Mixed Man Warrior/Monk, Ragha Crann-Sleagha Captain.
Ag99, Co76, SDY2, Me83, Re71, St95, Qu8s, Pr80, Em93, In78, Climb30, Swim30, Ride40, S/H35, Per33, Tactics 65, Staves & Wands 30,
Diplomacy 20, Adrenal +35, +15 broadsword, extra cold crit; +15 composite bow 2xDamage; Greaves- no encumbrance penalty; Cuiass +15
DB, 25% chance avoid torso crits; Wand Calm II 2xday.

Daeros 10 118 PI/I8 40 Y5 A/l 120ha 55Icb 10  Dinadan Warrior/Fighter, Captain of Cruaidh Maraich.
Ag96. C092, SD84, Me86, Re78, 5196, Qu8s, Pr92, Em73, In 87, Climb20, Swim15, Ride75, S/H30, Perd0, Pub. Speakng 50, Tactics 40,
Forage 30, Smith 45, Runes 30. +20 mithril hand ax, slays evils channelers; target shield +5DB, protects as normal shield, Plate armor +20
DB, +20 RR; Ring- Aura True 3xweek.

Khanli 9 123 CWI5s 15 N A 115ba 65ha 15 Dwarf Warr./Fighter, Captain of the Troich-Armchleasah.
Ag93, Co91, SD66, Me77, Re82, 8197, Qu90, Pr80, Em68, In71, Climb45, Swim10, §/H55, Per20, Amb 6, Adrenals +30, Caving 50, Mining
40, Contortions 30, Tactics 30. +15 Battle Ax, Full Chain, -15 Encumbrance penalty, +15DB; 4 +10 Throwing axes return via levitation,
Amulet- can't be surprized when underground.

Forak 9 80 Ch/13 30 N N 95sp 75sp 20  Lesser Orc Warrior/Rogue*, Captain of Forak-Eiginn.
Ag6d, Co72, SD96, Me63, Re85, St98, Qu9l. Pr100, Em94, In99, Climb35, SwimS5, Ridel5, S/H40, Per35, Seige Eng. 70, Mining 30;
Trickery 30, Diplomacy 55, Pub. Speak 30, 3 +10 spears; Chain Shirt -10d; Boots-never fumble a maneuver; Knows | Base Essence List to
10th Level. 9PP.

MAJORNPC’SOF OTHER AREAS

CREB DURGA (NPC’sfor 13.1 Adventure)

Ognor 10 277 RL/12 25 N N 140ba 60ro 15 Cave Troll Warrior, Ardagor’s Aide and Bodyguard.
AgB3, Co79, SD91, Me55, Re29, 5198, Qu76, In96, Em70, Pr39, Climb40, Swim 10, S/H50, Per35, Amb7, Caving 40, Trap-Building 50,
Smith 40, Adrenals +235. Battle ax +15; Belt treat skin at AT 12; Dagger +10 Detects Elves and Dunedain within 200"

Saggo 11 304 Cwl13 15 N N 130th 45lkcb 20  Hill Troll Warrior, Leader of the Guards.
Ag92, Co86, SD43, Me66, Re71, St93, QuB6, [n57, Em63, Pr88, Climb30, Swim?20, S/H45, Per30, Interrogate 60, Fletch 20, Tactics 20, Amb
3, Locks 15, Dwarven Two-hand Sword +20; Chain Shirt -10d; Light Crossbow +10; | Suranié.

Obirt 5 97 Nofl 10 N N 60da 25da 10 War Troll Animist/Healer,
Ag78, Co79, SD33, Me96, Re4d8, S136, Qu80, In97, Em91, Pr59, Climbl0, Swim5, S/H15, Per40, F. Aid 60, Act 35, An. Heal 25, Diplomacy
25, Star-Gaze 35. Ring 2xPF, Dagger +15 extra slash crit. Knows all Base Lists to 5th Level. 20PP

Agin 7 206 RL/II 30 N N I26sp 80thrsp 30 Hill Troll Scout/Thief, Chief Scout.
Ag97, Co70, SD92, Me65, Re62, St75, Qu88, In53, Em79, Pro0, Climb45, Swim30, S/H60, Per25, Track 45, Amb 6, Traps 35, Navigate 40,
Tumble 60, Trick 30. Spear +15; Spear +10; Linen Vest-20d +10 Stalk/Hide; Amulet [nvisibility 111 [xday.

LOND DAER (NPC’s for 3.3 Adventure)

Akbulkalthir 15 120 No/l 60 Y Y l44bs na 75 Greater Ghost (Once Niimendrean warrior).
Stats NA, Drains 5 ¢p per round from all within 25' radius, Shriek: all within hearring must save vs Fear, -30 RR; still wields his +30 magic
broadsword.

Nurga 20 250 Nof3 75 N N 156LCI(4x) — 40 Greater Wererat (Once Beffraen Animist).

Stats NA, If a Claw attack crits, the Nurga can follow with a 160 LBi. The Bite will infect the victim with the curse (45%). All hit must save
against infection (90%), tetnus (60%), and plague (30%). Superlarge Crits, Immune to stun results. The Nurga is in the early, highly variable
stage of the disease. Its ability to act intelligently, and its capabilities may be modified to reflect this.
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Sereccan 12 8 SL/B 30 N N ll4sp 88sl 45 Beffraen Ranger. A local Chief.

Ag78, Co90, SD93, Me56, Re86, St92, Qu67, In89, Em49, Pr99, Climb45, Swim40, S/H60, Per55, Forage 45, Track 55, Trade 50, Traps 35,
Act 35, Pub. Speak 45. Spear +15 Slays Men and Orcs, Sling +10 Double range, Heavy Hides +15DB. Knows 4 Ranger and 4 Base Lists to
10th Lvl. 12PP

Algen 8 123 RLM 15 N N 102pa 86lb 25  Eriadoran Warrior. A Barge Captain
Ag77, Co81, SD78, Me60, Re80, St94, Qu76, In99, Em90, Pr74, Climb20, Swim40, Ride10, S/H25, Per40, Sail 65, Row 80, Navigate 50,
StarGaze 30, Trade 45. Boarding Pike +15; Long Bow +15; Leather Cuirass +10DB; Ring of Detecting Mudbanks.

BARAD GIRITHLIN (NPC'sfor 13.4 Adventure)

Roensen 7 87 Ch/l4 10 Y5 A/ 77ss 45heb  -10  Targil Scout/Rogue, Castelan of Barad Girithlin.

Ag65, Co71, SD90, Me92, Re84, St54, Qu78, In82, Em86, Pro3, Climbl15, Swim3, Ride30, S/H20, Per25, Diplomacy 40, Forgery 45,
Heraldry 40, Cook 35, Act 35. Swortsword +13 extra elec. crit 1xday, Chain Shirt and Greaves +5DB.

Imrahad 9 130 Chil4 20 YI0O A 112bs 65hch 5 Dinadan Warr./Fgt. Captain of the Guard of B. Girithlin.
Agl7, Co77, SD66, Mebb, Re88, St96, Quol, In73, Em80, Pr59, Climb30, Swim20, Ride40, S/H30, Per20, Act20, Nayigate30, Heraldry30,
Reverse Stroke60. Broad Sword +20M; Arm Greaves +10DB, 70% avoid arm Crits; Helm of Nightyision.

Edallaigh 3 40 SL/s 10 N N 55da 25da 20 Dunnish Scout/Rogue, Head Cook.

Ag91, Co71, SD88, Me94, Re68, St76, Qubl, In84, Em79, Pr34, Climbl0, Swiml0, Ridel0, S/H15, Perl5, Cook75, Tumble20, Herbs20,
Stone Carvel0. Dagger +10.

Riadeegha 4 46 No/t 20 N N 40c -— 35 Dunnish Scout/Rogue. Roensen’s mistress.
Ag97, Co52, SD48, Me67, Re77, St38, Qu92, In77, Em90, P91, Climb15, Swim20, Ride5, S/H25, Per5, Seduced(, Embriodery3(, Med10.
Esseu 6 80 SL/5 25 N N 75mg 65ls 30 Easterling Scout/Thief. Assassin Leader.

Ag90, Co72, SD65, Me62, Re81, S5t96, Qu77, In86, Em46, Pr55, Climb40, Swim10, Ride5, S/H50, Per35, Falsify20, Ambush12, Traps30,
Locks33, Trap Build.20. Maine Gauche +15; Rope +10; Leather Vest +10 DB; Lock Kit +5.

Thergor 4 63 Ch/13 10 N N 60ss 45sb 10 Half-orc Warrior/Rogue. Assassin.
Ag80, Co99, SD30, Me38, Re44, 5t94, Qu55, In70, Em23, Pr92, Climb25, Swim10, Ride5, 8/H30, Perl0, Poisonl15, Acrobatics20, F.Aid20,
Ambush 4. Short Sword +10; 3 doses of Sharkasar; Chain Shirt -10 Encumbrance penalty; Short Bow +5.

Mino 4 54  Nofl I5 N N 70ha -10sb 10 Urban Man Warrior/Fighter. Assassin.
Ag97, Co53, SD37, Me66, Re80, St88, Qu75, In61, Em72, Pr26, Climbl5, Swim25, Ride20, S/H20, Per5, Trickeryd(, Ambush 3, Track30.
Uses another hand ax in left hand +40. 2 Hand Axs +10.

Zarby 3 44 No/l 5 N N 30sp T5¢ch 15 Urban Man Scout/Thief. Assassin.
Ag98, Co80, SD47, Me70, Re30, St63, Qu78, In59, Em78, Prdd, Climbl5, Swim5, Ridel5, S/H30, Per10, Fletch40, Ambush2, Adrenals +30,
Tumble30. Composite Bow +10; 12 arrows poisoned with Sharkasar; Earring 10% chance avoid head crits.

Barendil 5 64 RL/MO 20 Y15 N B80sc 25sb 10 Dunedain Warrior/Fighter. Echorion’s Squire.
Ag83, Co75, SD67, Me80, Re82, 5196, Qu93, In65, Em70, Pr84, Climb5, Swim10, Ride40, S/H10, Per10, Diplomacy20, Lore25, Tactics20,
Ambush 3. Scimitar +15M; Wall Shield +15 DB; 6 Mirenna berries; Leather Breastplate +10 DB.

ARGOND (NPC’sfor 13.2 Adventure)

Llewi 6 75 P19 5 N N 85pa 30da -20  Dunnish Warrior/Fighter. Feotar’s Bodyguard.
Ag68, Co57, SD85, Me45, Re52, 5196, Qu74, In60, Em80, Pr33, Climbl0, Swim30, Ride20, S/H15, Per20, Ambush 5, F. Aid 0, Herbs30,
Track40. Man-catcher +10M; Half Plate +10 DB; 2 Mirrenna berries.

Ogar 5 68 SL/7 20 Y10 N 75bs 45da 10 Northron Warrior/Fighter. Feotar’s Bodyguard.
Ap88, Co77, SD78, Me63, Re64, 5195, Qu9l, In54, Emé65, Pr79, Climb20, Swim5, Ride45, S/H25, Per25, Trade30, Trickery25, Falsify30,
Seduction30. Broadsword +10M, exira Slash Critical; Leather Coat +10 DB; Full Shield +10 DB.

Murryelle 8 97  No/l 10 N N 92ra 50da 40 Rural Woman Scout/Thief. Finduilas’ Bodyguard.
Ag81, Co88, SD76, Me91, ReS58. 5195, Qudl. In34, Em73, Pr80, Climb25, Swim3, Ride30, S/H40, Per25, Ambush 6, Acrobatics50,
Tumble30, Navigate25. Rapier +15M, exira electric 2xday.

Ilran 7 80 Ch/l6 15 Y A/ 82ma 40ma  -10  Targil Warrior/Fighter. Captain of the Guard.
Ag51, Co89, SD83, Me77, Re72, S5192, Qu80, In93, Emé4, Pr84, Climb5, Swim15, Ride30, S/H25, Per30, Smith60, Star Gaze20, Ambush 2,
Adrenals +35. Mace +20; Mace +10M; Full Chain +10 DB.

THALION (NPC’s for 13.5 Adventure)

Walec 5 106 SL/6 5 N N 77l 40sh 10 Urban Man Warrior/Fighter. Bandit Leader.
Eben 4 54 Nod4 20 Y N 52ss 35sb 10 Urban Man Scout/Rogue. Merchant.
Ragi 2 36 No/l 10 Y N 30ha 20ha 20 Dunnish Scout/Thief. Eben’s servant.
Tonel 4 220 Nof2 15 N N 25da — 15 Targil Bard/Bard. Resident Scholar.
Padderec 2 30 Nofl 5 Y N 40da 10da 5 Urban Man Bard/Bard. Resident Scholar.
Edrec 3 4 SL/B 15 Y N 60sp 35sp 25 Rural Man Ranger/Ranger. Bandir.
Intorin 3 46 Ch/13 5 Y N: Shsc 30da 15 Targil Warrior/Fighter. Bandit.

Eliver 2 36 No/4 10 N N 45th 30ich 10 Rural Man Ranger/Ranger. Bandit.
Domar 2 288 Nof/l 15 N N 40pa 255l 10 Urban Man Scout/Rogue. Bandit.

Hurin 2 29 RL/I0O 10 Y5 N 40ms  30sb -20  Urban Man Warrior/Fighter. Bandit.
Halbered 2 21 No/2 15 N N 20da — 25 Rural Man Animist/Evil Cleric. Bandit,
Pinto 2 200 P17 10 Y N 45ss 35¢cb 15 Urban Man Bard/Evil Mentalist. Bandit.
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