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introgichion

“firowle the Lord af the Nazgil, A preat black shape apainst
the fires bevond A feacameid W, Bre B i VOEr e i
despair. T rade the Lord af the Nazgdl, under the arcfaay
that mo enenny ever vt had possed, and all Ted before his
e

§iF saver one, There waiting, stlenr and sl in the space
fefare the Clare, sarf Gandelf wpon Shadmwfax: Shodowfoo
witer aleone eprone e free Hiryes af the carfh endiired rhe
ferror, wnmoving, stedadfosf oy @ graven image n Rath

Lhimen

"¥ouii oot aiter Rere . soid | rlu|'||:||.!.'|||r. |.I|'Irl'|'|'lf'-I'?I|'|.;'| shadow

hatred” (Lot® T, p. 125),

Minas Tirith, the Guarded City, rises from the great knee of rock
thil stunads at the hase of Mount Misdolloim, the last and eastern-
moat peak in the White Mountains. Capatal of Gondor, il 15 the
precment symbol of the struggle agamsn Surod off Mardor, Mo
cther city in western Middle-zanth offers greater hope or a more
dramatic seming for twe defense of the Free Peoples,

Set akove the Anduin, where the Great River sweeps around
green Tields of Pelennor, Minas Tirith commands the wede gap
hetween the White Mountains and the Mountains of Shadow tht
encircle the Dark Lord s homeland, 115 seven stone walls seem o
grow out of the stone, us if carved by ancient Giants. Each tier o
the r-;1:,';||-;1'.:-. wrips around the rock and lodms aboyve the surrounsd-
ing@ quarter, its cool rampiarty giving way from a somber grey 1o a
glimmerng white with each sunrise

High atop the capital, on the seventh and uppermast level. the
greal Tower of Eethehon renches «L:.-'.l.'.ml hike i E-:Inh'lu R Spine of
silvery pearl and crvsisl. The Tower's (luttering bonners fly above
the magnificent Citadel. which reaches eastwinrd like & midssive
granite ship-keel, 115 sheer woalls costing shadows on the Great Crage
far below, Ammdst the storm spasaaed by Dhe Lanrd oof Hinp':-\._ this
Citadel] i the Inst hold in Minas Tirith — an unparalleled bastion
in n carinaous lime

VAR X IFANA

Mow the crown city wiits. As the specier of impending war
darkens the eastern skies, s sireets eem with commerce nnd
people from all over Middie-carth, until the doy that the Byl Che
upbenshes s hordes against s bright walls and noble wanriors.

1.1 THE CITIES SERIES

The O ites of Midale-earth series presents Gamemasters (Gids)
with extremely detailed overviews of the most famous and signifi-
canl clues in LR.R, Tolkien's world of Endor, Each packopge
documents the history, design, layout, garrison, and inhabiianis of
the city, Painstakingly elaborate maps, fleorplans, and perspec-
tivies h:ghl]g]ﬂ each 'pr|_1|;||,',|;'l; Hine i will il @ wast wealth of
pclveninres pnd seitings for use with the Middle-earth Role Playing
{MERP) and Rolemaster (RM) Tumtasy role playing (FRP) game
syateima, material which is ensily sdoptable to most other FRP
limees.

1.2 USING MINAS TIRITH

Before reading Misnas Tirith, ke o look at the four-page color
map of the city. Located in the bagk of the module, the map is
perforated and can be easily separated from the binding. An area
view covers the other side of this special color section, These maps
will give vou a clearer picture of what the text and graphics are all
ahoul

[T wosu cho ot use ICE"s Middle-earth Rale Plaving or Relemas-
fer fantasy role playing game sysiems, i o Secton 14,0 before
you begin reading Section 2.0, It provides guidelines for adapting
the material to most other FEP games

Section 150 contains tables which summanze game statistics
fior all the non-player characters (N PCs), milinary unis, beasis, and
random encolumers discussed in the wext,

Section 16.0 covers the terminobogy and abbreviations specific
1w ICE s Middle-earth FRF game series,

1.3 THE TEMPORAL SETTING

This musddule i2 erafied o be deliberately vague reparding the
temporal setting. We took core o delete tme-specific siatements
excepl where they are shsolutely necessury. Minas Tirith, how-
ever, goes through many changes during the Third Age, so it is
imipossibie (o present the ity in a ruly “timeless™ manner

Thus, like most of ICE's other Middle-earth modules, we place:
the setting around T. A, Dol whenever adoicd passage 15 reduired,
This approach follows the precedent set by other modules, which
state things in terms of the middle of Endor’s Third Age. In
pcddition, it capiures the city ol one of 115 Mmos] IMporLan moments,
when the Great Plague hid just passed and the throne had just been
movied from the old cupital of Osgilioth,

“Mimas Tirnth™ s actunlly a label which '.k.u1:-rmall:.-'..1dupl.-:d in
A 2002, just after the fall of Minas Ithil (Minas Tirith's sister
city mn Ithilien), Prior to that time, the city is called by its given
nxme: “Minas Anor.”
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2.0 CITY OF THE SUN

Mines Anor is o great city stepped agninst the Teet of the
Ered Nimrats (5. “White Mouniains™), Together with Osgiliath,
the Citade] of the Stars, and Minas lihil, the Tower of the Moon,
the City of the Sun forms the core of Gondor — the mightsest
empire in Middle-carth. This very year il has received an even
higher sccolede, chosen by King Tarondor to be the capital ol
his realm;

“Therefare et if be bnowe thaet we, Taromdor son of Minas-

LR 300 |!f Mimardil, g |.l_|'1.'|'|'l:'7-'.lr.'r.l'rl.", thi's dery decree thar
henceforth owur sear and the sead of the household and
porvermment of cer Eagdom shall be made in the city of
Minas Anor. And we commund that all our sevvants and
persans af bigh office and respoasibility shall remose thiom-
_|:|-I'|.'|_-','|'_I|'r¢.l.!a| e ciferale! of {.l.'.'_q'fl'J'.';.l.l'r el Ancliain and arrend
upwent Ehedr Nege lovd in the said cliv of Minas Anor. And we
r.-.l.rlli.rr:rr:lr.l'H.l.m'prm'm.'.l.rr fear vhe sintvig of owie seat avvad all au
servanly and officials be made by the city of Minas Aner, s
vowmranid expressiv avade snto our deacly beloved coudin
Mindacil Prirce-President of the Said oty and i3 prosince
Thiz decree dated the Tweelfth dav off Nimel i the One
Thousamd Six Hundred and Fortieth vear of the Third Age.”
The King's decision fo mowve his capiial from Dsgiliath to Minas
Anor has been brought on by the rapad degeénermtion of condilons
in the original royal citadel. Two hundred years ago the Kin-strife
took its toll, irreparably damaging many of the beautiful obd
buildings while Ekdacar held out against Castamir's siege, Then,
ovET Lhe sl Tive YEIFS, Ehvie B I:“""E-""" anEr=5jcle cay has suifered
gravely from the scourge of the Great Plapue, death swesping
nearly hall the cinizens away on a tide even the mighty Anduin
could never match. Torondor’s uncle King Telemnur died along
with his wife Elabriel of Lamedon, their fowr children, and
Telemnar’s sister Cethwen. It wiss & tragedy of priporion wn
known sinee the civil war.

Anorian Great-houss

Still, the awful Plague indirectly bestowed a gild 16 Minas Ao,
MNeighboring Cagiliath sufferad even maore than the City of the
Sumn, and the great metropaolis thitt spans the Andutn hes Bargely
ruing, So afier over seventeen centuries of of being known as a
roval refuge and summeer retreat, the seven-tered modanism city
Ivas assumed what many of its inhobitants consider to be s troe
festiny: i has become the new capital of the South Kingdom.
Mow, the seat of Andrion, an architectural marvel he v by the Girst
IMinedam from Mimenor, has become the hrlglﬂtht jL"'r'.'L"I. in the
crown of Gondor, For vwas it not amitten’?,..

‘Anid there were Timhas I'.lurum.u in the lI"l.l FricrE A

Two men came and each plicked a light

ine held Ws aloft, the other eloze o, and gparks fell

hetween them

Firsr mo fade was the glitrering light, for the waters clised

oaver il
And second 1o fade was the light held close, for the shades
dlid elraw' mear
Ar the last there was the red light held alofe, for all to see
Then e o placed the gh ov fits brow aind lof as ins dying
fighr faded, if did Waze forth renewed.”
Portion of prose poem, ca, S.A. 1400
Adtributed to Meneltir, Seer to Elendil

2.1 A HISTORY OF MINAS ANOR

The history of the city known s as Manas Anor and ater as
Minas Tirith is intimately linked with the story of the Elendali, the
Elf-frsemnds or Faithiul, These were the Danedain of Ndmenor who
did not sail 1o the Undying Lands agninst the Ban of the Valar, bl
raiher 1ok heed of the warmngs senil thein wnd fled Westermesse
i the shores of Middle-earth,

Chief aming the Faithiful was Ekendil the Tall. His sons wene
Isildur and Andrion, Upon their ammival in Endiar, Elendil aml his
people ook command of the vast stretch of the northwestern
continent, from Umbar in the South o Nenuil { Lake Evendim) in
the Morth., They started building cities and more permansm
seftlemnents than those the Mdmendreany had previously esiab-
lishied in the region, and they muled many subject peoples.

Ebendil di widhel his realm into the Morth Eingdom, later known
as Amor (5. "Roval Land™), and the South Kingdom, laer called
Ghondor I'E. “Crone Land'™y, Elendil ruled the Morth Kinj_‘dﬂlﬂ from
Annidminas while his sons were conjoint Kings of Gondor,  Al-
though both sons ruled from the twin thrones ot the copital of
Clsgiliath (5. "Fortress of the Stars™) on the Anduimn, they each had
a city built. Isibdur's High Seat was Minas Ithil, capital of the
provinee of Ithilien on the eastern shores of the Great River,
Andrion founded Minas Anor, capitol of the provinee of Andrien,
i the year 2320 Second Age,
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Tragedy and the War of the Last Alliance overtook both brother-
kings by the begioning of the Third Age, bul Andrion™s line
survived to rule the South Kingdom. Its Kings still ruled from
Dsgiliath which lay between e Iwo cities; 4 greal populous city
sprawled oul on both sides of the Great River.

Minas Anor was erecied al the end of the Second Age on a
smaller site that was vagueely modeled after Gondolin, the secret
city founded by King Turgon in the Elder Days, It rose from a
rocky spur at the base of the eastern end of the White Mountains
(5. “Ered Nimrais™). Before hisdeath, Anilmon had seen the Ouer
Wall of Minas Anorrise, built from massive blocks of granite. The
land wiss blasted and cul ino six lower levels below the lowering
Citade] Rock, and the stones were used in the construction of sheer,
Muted retaining walls, Scalloped and punciuated with tall towers,
the upper six walls seporated the city's temuced levels, The
phenomenal Outer Wall, a marvel of miliary architecture, marked
the poant when: Minis Anor proper met the sumounding district
called Pelennor (5. “Fenced Land™). Awesomely thick and strong,
unshakeable i ity foundations, fixed o solid rock hard enough o
keep an army of Dwarven miners ai bay, the Outer Wall endured
an age and more, keeping the citizens of Minas Anor sale from
even their direst enemies

Thind Ape 1G00- 1 700
I Arthedain, 2 Angmr, 3 Mo Man's Lind (Rhadaury, 4 Cardislian, 5
Giondor, 6 Haromdor, 7 Umbar, Candedan is noe longer a vinble
kingdom. nnd Harondor is contested by Gandor and the Corsales of
LUimbar,

Minzs Anor was thus built upon the lowest skirts of the gronite
puissil known as Mount Mindollwin (5. “Towering Blue-head™).
Sheer-cut slabs of its enduring rocky bulk sheathe the Duter Wall,
perfectly jointed, then fused to leave a smooth surface — unscale-
gble and impregnable.  Behind it, the lower termces of the oty
sweep back, planes cut into the hillside, each ending a hundred feet
phove the [ast A thoroughfare is threaded along them, paved with
white muirble brought from Lossarmach, For miles it weaves back
and farth scross the eastern side of the city, passing through the
Citadel Rock five times in its ascent o the gates of the Seventh
Level. There, the Citadel of Andrion surmounts the Rock and
looks down on the whole city. The topmaost room of the Citade]’s
White Tower soars eight hundred and fiorty feet above the Nebds of
the Pelennor. At the tower’s foot is the Court of the Fountain,
another marvel of this High Seat.

Some four hundred-odd years after the death of Amirion, Minas
Anor saw renewed royal patronage under Ostoher, the seventh
King. The High Hall and Kingshall were built on the upper levels
o accomaodate the royal household during summer residence. A
tradition was established, followed by subsequent monarchs, of
spending at least four months in Minas Anor, In keeping with its
increased importance, Ostober surveyed the Tand known as Inloc
Duinna or Panh Duinna (5. “Fields by the Loop of the Anduin™),
and decided 1o erect a further defense for the city, This was 10 be
a great encircling dyke, called the Moeg Echor, nnd the land within
it then become known as the Pelennor (5, “Enclosed-lands™;
“Fenced-lands™), The dike notonly protected the townlands from
attackers, but it guarded against the occasional Nooding of the
Anaduin.

Since the fifth century, Minas Anor has endergons litke oul-
ward change. There are fewer of the beautiful wooden buildings
constrescied in Andrion’s time, favor lving more with siurdier
constructions of masonry and mortar,  The patiern of streels
disimegrated under the building and rebuilding of houses and
halls; personalities come and went; fashions left fleeting impres-
sions; and secrets multiplied under the weight of long vears. Minas
Anor weathered the Plagoee well and is still busthing vwith life and
an optimistic moed.  Although the mortality rate was high during
the Great Plague of T.A, 1636-37, the good sanitation and advan-
tageous prospects of the city meant a much higher proportion of the
population survived. A clean oir blew up Trom the sed and along
the White Mountains, lifting the spirits of the beleaguened citi-
FEMTY.

Indeed, the greatest impact on the city recently has been the
great influy of reflugees, Many people journeyed here from nearby
Oisgilinth, where the Great River stank with decay, and there ane
few abandoned houses here, There have been so many newcomers
that the eity's puthorities have restricted entry (on a permanent
basis) 1o those who can find three sponsors and a place of work,
The delays in processing ppplications from would-be residents
and the ime needed by rany of them 1o sstsly the afficials of their
good intentions have led to the founding of Wood Town in
Pelennor, Temporary dwellings built outside the wills of the city
hove spawned o suburb which has only recently stopped growing.,

2.2 THE TALE OF YEARS
SEcoNn AGr
23500 Pelargir is built by the Faithful of Mimenor; a fort of white
migrbde with a small garrison is bullt atop the Citacdel Rock 45 a
watch on the Anduin, named Mindon Alnta,

2689 A fort and ferry-station are buill by the Ndmendreans at
Drsgiliath (then named Giluthiach).
M7T5 Civil war tn Mamenor; the Tors o1 Pelargir and Osgilinth are®
ghandoned and their garmisons are lefi to fend for themselves,
3261 Ar-Phorazdn declares war on Sauron, The “Golden™ King
ligdss in Uimibiar.

3262 Swuron taken as prisoner 10 Niamenor. Mindon Al
remanned and a beidge is built at Gilathiach {“Tant Giliath™) so
that a safe passage to conquersd Mondor 15 mauntamed,
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AM% Downfall of Ndmenor; escape of Elendil and his sons o
Middle-earih.

3320 Sauron rewmns o Mordor, The Bealms in Exile, Armor and
Crondor, are founded, Work beginsg on Minas Anor and Minus
Tthil in Gondor, but Osgiliath s made the capatal of the South
Kingdom. Palantiri (5. “Seeing-siones’) are installed af all three
cities, as well as at Angrenost (Isengard). They are linked to the
three located in the Morth Kingdom.

A5 The Outer Wall of Minas Anor is completed and the six lower
levels are loid out. Building confinues apace,

3420 Celebrations mark the Herenyand (5. “Centenary™) of Minas
Anor and Minas Ithil, The twin cities trede gifts. Minas Anor is
almost fully occupied and the Citadel of Andrion is completed.

M29 Sauron attacks Gondor, taking Minas lthil and destroving is
White Tree, [Isildur escapes with p seedling to Amor while
Andrion holds Osgiliath and Minas Anor.

HI The Last Alliance of Men and Elves 15 fommed bBelween
Elendil and Gil-galad of Lindon, The mustering of troops begins,

MM The host of the League cross the Misty Mountains and
confronts Sauron's forces, Baitle of Dagorlad and defeat of
Sauron. The host occupies Mordor and besieges Barad-diir.

340 Andrion is slain in the valley of Gorgoroth by a rock thrown
from the Dark Tower,

2441 Sauron emerges from Barad-diir and deels with Gil-galad
prd Elendil, slaying them both, bat is Bimesell thrown down,
Isildur cuis the Ring from his hand,

Tomp AGe

1 Meneldil son of Andrion assumes throne of Gondor, Construc-
tion of Angrenost at Orthane commenced (o defend the Gap of
Calenardhon. White Tree planted at Minas Anor in memory off
Andrion,

2 Disaster of the Gladden Fields; Isildur slain with his three elder
sons and the Ring losi.

158 Cemendur crowned King of Gondor, his brother Dilinaith is
made first Prince-President of Minas Anor.

138 Edrendil assumes throne,

324 Anordil becomes King.

411 Ostoher crowned in Oagilimb; sz aboul a vigorous building
program covering all the foriresses in Gondor,

420 Minas Anor rebuilt by Ostoher ind the Moeg Echor ridsed.
The city becomes the summer residence of the King.

4921 Death of Ostoher, greatly mourmned in Minas Amor; a statee is
raised to honor him. Tarestar ("Ramendaci] ') is crowned.

432 King Valacar of Gondor dics and the Kin-sinfe is tnggered
by opposition to his hall-Nonhman son Eldacar. The Sea-lords
of the southern provinces revolt, They are led by Castamir of
Pelarpir.

1437 Eldacar forced to Mee Trom the siege of Osgiliath, Thecapial
city is burmed by Castamir and the Tower of the Stone Talls into
the Anduin. The Master-stone of the Pelantin is lost in the wilers
of the Great River, Prince Omendil, Eldacar’s ¢ldest son, is mur-
dered, Coratar, Prince-President of Minas Anor, remains neutral
in the affair and allows Conclave o offer support to Castamir,
including a large tribule.

1447 Eldacar returns and defeats Castamir at the Bartle of the
Crossings of Erui.

1448 Eldacar’s rule resumed; Coratar is lseded after it is revealed
that he was masier of Eldacar’s intelligence network,

1634 Death of King Minardil, slain at Pelargir by Corsairs from
Uimbar, Telemnar takes the throng.

1635 First stimings of the Great Plague in Bhovanion (Dor
Ehiinen). Princess Cethwen, the first royal victim, dies.

1636 Telemnar, his wife and his four children all perish in the
Plague. Telemnar's nephew Turondor becomes King.

1637 The Plugue subsides, but Osgilinth is devasaed. Many fee
1o Ithilien, the southemn provinces, and o Minas Anor. Less than
a quarter of Andrians die, more than half in Osgiliath.

1640 Tarondor moves capital to Minas Anor, and a new Golden
Age for the cily begins.

1741 Mindacil, the last Prince-President of Minas Anor, dies
Taroasdor does Nl nUme 4 SUCCessor.

1798 Tarondor dies. A great mributary waork is sturted upon the
cliff-face of the Citade]l Rock.

1904 Calimehtar builds the 3000 @il White Tower piop ihe Ciradel
Rock, aggrandizing the Hall of Tsildur,

1945 Pelendur the Steward is given official power over Minas
Anor's Conclave by Edrnil 1L

200M} The Mazgil issue from Mordor and besiege Minas 1ihil.

2002 Minas Ithil falls and becomes Minas Morgul (5. “Tower of
Drend Sorcery™), Thus, the lthil-stone is lost. Minas Anor is
renamed Minas Tirith (5. “Tower of Guard™),

2050 Efimur slain by the Wikch-king, ending the line of Kings of
Gondor; Mardil the Steward becomes the first Ruding Steward,

2475 Anacks on Gondor renewed; Osgilinth finally ruined and the
stone bridge broken.

2098 Ecthelion | rebuilds the White Tower; now known as the
Tower of Ecthelion,

2852 Bebecthor 11 of Gondor dies, as does the White Tree. No
seedling to replace it is found. and the Dead Tree is left standing
in Minus Tirith.

2930 Denethor [T is bom in Minas Tirith,

2941 Sauron leaves Dol Guldur and reenters Maordor.

2951 The Evil One openly declares himself King of Men. Work
begins on the Rammas Echor around Pelennaor, & great wall baili
upon the ancient dike,

2957 Aragorn serves Rohan and Gondor ps Thorongil, visiting
Minas Tirith during his travels.

2976 Denethor weds Finduilas of Dal Amrath.

2978 Boromir son of Denethor 11 is born,

2983 Farumir is borm,

2984 FEcthelion 11 dies and Denethor [1 becomes Steward of
Gondor,

ca. 30 Denethor starts using the Palantr of Minas Tirith.

3017 Gandalf visits Minas Tirith and finds the Scroll of Isikdur in
the Rynd Permaith,

3018 Swuron attacks Osgilinth and secures the East Bank. The
Rammas Echor is rebuilt in antcipation of war. Boromir has the
dhream of the Sword that was Broken and sets out for Rivendell.

39 Denth of Boromir, Two of Sauron’s armics assal Minas
Tirith. Denethor commits sukcide during siege, The Riders of
Reovhom and the Army of the Dead led by Aragorn 1T arrive to help
in the struggle during the Battle of Pelennor Fields. The lorces
of Darkness ore vanguished. As the subseguent Battle of Moran-
non rages, the Ring-bearer reaches Ovodruin (Mount Doom ) in
Mordor, The Lord of Rings perishes when the One Ring s
destroved in the Crack of Doom, Aragom I1 i3 erowned King
(Elessar).
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3.0 THE CITY LANDS

Munas Anor 1% one ol Endor s Toinesd Cobees Cany Anonan wiokild
say the finestl. The capitul of the provinoe of Andrien, a royal bel
thal @retches from Losssmach n e south 1o Culenardhon
{Rohan} in the north, Minas Amor is the administrative center of a
Far belt ol preen postunes snd dolled womsdlamds bent ai o the
Ered Mimrais and girdled by the rivers Anduin and Entwiash

Andrien i not in the forefrom of the Empare,, but it is sill well
defended. All plong the shores of the Amnduin there are garmson
posts and fors, as well os ferries providing links with Tthilien and
points further east. The mountain vales are sparsely inhibiled,
with only a few remote formsteads herding hardy sheep and poots
Much of the fosthill-bnd is thickly wooded end provides o home
for the mysierious (and seldom-seen) Woses (5. “Driedain™)
Froam thie mountains Now clear, '-.|1:|.1LI|||:-: sEEAMS 10 wiler the

pastures ond provide excellent coffbe graxmg. Thene are miny
rioadks and Hnes of communication across the provinee, incleding
the row of seven beacon signals atop the foothills nonh of he
White Mountains, their lights reaching all the way to Calmimé (K.
*Aldburg™} in Calenurdhon (later Bohon), The roads amd bridges
are well maintsned and there are freguent travellers and coaches
Three of Gondor’s gregt tree-lined highwavs converge at the
Minas Anor's Great Gate,

The mumy small owns ol Addrien L a handy market for the
products of the Ciry of the Sun and olso provide raw matenals, such
as cloth, cured leather, thread (froem the Mok febds), stone (guarried
in the mountains, e.g., at Min-rimmon). beeswiy and tallow,
common imber and all s of fend
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The Ciry Lands The Prlemmr

3.1 THE PELENNOR

" Rammas Echor,, For ten leagiies or more if ran from the
mesntains feer and so back again, enclosing i its fence the
fieldy af Pelennor: fair and fernile townlands on the long
clopes and ferraces falling Iee e deepr levels of the Ancliin,”

(LotR HT , p. 2%)

The Pelennor, or the "Enclosed Lands’ of Minas Anor, are
surrounded by the Noeg Echor (S. "Encircling Dike™). a sturdy, if
basic, defense which protects the valuable farms and their fields
from inundation and invasion,

The Pelennor Fields are not a simple expanse of furmilond,
however, The land is rolling, dotted with sl knolls and hillocks.
The Moeg Echor is about 15 miles broad (there being 4 leagues
from the Cireat Gates of Minas Anor to the furthest point northeast,
on the rosd to Osgiliath), and thus is some 35 miles long. The
Pelennor cover some 150 squure miles (96,000 acres) including
tilth {eultivated limd), onchands, and fold (enclosures for animals)

The area is dotted with farmsteads and little walls, bams and
byres, oast and gamer. Many roads and tracks cross the green
fields, linking up to the two great areries which run straight as
arrowes; the northeast lighweay to Osgiliath and Minas Anor, ond
the nonh-south highway 1o Harlond, Pelargir, ond the southern
provinces, There are also streams which flow through the vales,
prevviding irmigation for agriculiure and cool ponds fior the country
folk's enjoyment

J3.11 THE NOEG ECHOR

The Noeg Echor is adike comprising a broad, deep dilch running
ouiside a high earthen bank. About 25 wide and [0 deep, the
diich’s steep sides are batieped with timber baulks 1o prevent
erosion. The ditch is continuous, being spanned by wooden
bridges built on stone pier-supports where roads carve through the
hank

The bank itself is 12" high. On the dilch side there is a nammow
(7 wide stone-Tlgred pathway separating bank and ditch, and the
face of the bank is near vertical, shored up with tooth-shaped stong
slabs brought down the Stonewaein Valley from the Ered Nimrais,
On the Pelennor side the bank slopes more gently from o well-
trodden path atop it. The bank is about 17 wide on topand 25 wide
nt the base.

The dike was one of the first additions o Minas Anor built by
King Ostoher in the fifth century of the Third Age. Since then it
has been well maintained and improved, and aow drains carry
excess water from the dike to the Anduin. Mew stone gatehouses
guard the entrances of the roads into the Pelensor. Each houses a
garnison of 20 men, who reside in one side of the building which
spans the road, The other side of the gatehouse is used as o shelter
and free lodging for trovellers.

NOTE: The Rawunags Echor (8, "Great Wall of the Ohter

Circle” ) surmounis the dike afrer TA, 2051, Buill in

response foSauron” § theear in fivilien, the mazsive fornifica-

non recenves frequent afferanions waidd i ix reluals i TA
A9IS.
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The Ciry Landy Harlond

3.12 HARLOND

Harfond (5. *South-haven™) runs along the northern bank of the
Anduin 3 miles south of the Great Ciates of the city, just beyond the
Moeg Echor. It is n small, fortified suburb of Minas Anor and
serves as the off-loading point for all walfic coming upriver from
the South, Most of the commerce from Pelargir, Gondor s princi-
pal port, and ull the coastal provinces of the South Kingdom flows
through this strategic anchorage,

Around five hundred people live in this busy area. They are
mostly sailors and merchants, along with sievedores and other
laborers, and their families. The havens consist of four greal biys
cut into the bank, separsted by stone quays, and a fifth harbor
which opens further downstream, Each wharf has numerous tying-
up points, and Harlond can sccommodate a hundred eraft with
euse, Ships berthing here range from large ocean-going vessels
with high prows o the linde fishing skerries and flat-bottomed
harges that ply the lower Anduin toting heavy loads of quarry-
stone, timber and the like.

The wharves lead to three markeiplaces surrounded by vware-
houses, chandlery shops and the offices of shipping concerns
Further from the shone are the ledging houses and dwellings of the
peopke who siay, live gmd work inthe havens. In Horlond, i1 s easy
fo by balk goods and other trade ilems; of 1o @ake passige 1o mes
purts of the Kingdom, be it the fishing villages on the Entwash in
northern Calenardhon or ihe far reaches of Anfalas, It is dlso
possible 1o find adventurers, mercenaries, and other outlandish
characters in the local mverns — for unlike Mings Anor, there are
numensis inns, dives and plehouses i Harlond,

Hartond has a smuoll garrison and relies on the naval base m
Pelargir to keep enemy shipping away, The guard units located at
the two main gatchouses are responsible Tor patrodling the town
aned keeping kiw and order, which is no easy sk in such o rough
ithough not really dangerous) locale. Patrol vessels stationed in
the seven-sided Ship-house in the middle of the harborage handle
the tsks of enforcing oll-laws and preventing smuggling

3.13 ROADS

Roads in the Pelennor are well maimtained. The migor onies have
o broad cobbled puth wide enough for cins 1 pass ane another with
ease, This trackway is cambered and provided with druins so tha
itnever becomes bogey or rutted. Flankimg the irsckway is another
brood strip, this time of turfl, used by riders. On the other side is 2
well-worn footpath. The roads are kept level and straight, curting
through bow hillsand banked up o cross vales; strong stone bridges

Cimss SIPEATS.

Pelennor's avenues are often hedped, and some stretches ang
fianked by magnificent poplar irees. Abong the ways are a number
of shelters: simple stone Wiuts with tiled roofs and a hearth, so thal
travelbers can wait out violent wind or ruin, Also provided for the
traveller are wayside leagoe-stones marking the mileage to various
places; these are labelled with the Angerthas (8. “Long Rune-
rows"") or angular Elvish lettering. and with the sign of the royal
Office of Works: a set-square with crown. A less commaon sight 1s
1he roadside gibbet where criminnls are hung for all 1o see,

WEATHER TABLE

Maonihs Constlands Inlasd mouminins
— Yestard {Fmbereakerr daw Vv

1. Marwain 155" 545" p R

{Winder) M. Hain Mod. Saow/Rain  Mod. SnosRain
Reeery Hroery Breery

2. Ninud A0-55" W50 25457

Winie- Maod. Rain Miad, Haln fnd. SnowHain

Srirrimg) Biresey Hreery Hreezy

1, Gwaceon 45440 150" 1548

{tirring) Mor. Raim M, Baim Nor. Raln
Wimdy W bty Windy

4. Gwiriill 55107 L A&

{Speingh Mor. Eain Maor, Rain Mo, Rain
Windy Breexy Windy

%, Lolkson &l)-75" 5575 ST

(Spring) Wie. Hain Mor. Rain Mar. Raim
bBeeery Breers Breszy

fi, Hérui 5-80" 80" 517§

STk iod. Hain Mod Haln Mod. Eain

Summer) Broery Calm Breciy

— (I} Lodnaé or i3} Enden fimieroaiary dops Midyes)

7. Cerveth L A48 080

(Sumines Mnd, Esin Mod. Ramn Misd Hain
Breezy Calm Breery

8. Ursi -5 £5-E5" 080"

{Summes Mod. Rain tdod, Rsin Mad. Rain

Aatuma) Breery Calm ey

%, Ivanneth 40-75° 55757 40-90"

| Austuminh Mor. Bain Mor. Bain Mo Haln
Windy Hreers Windy

W0, Narbeleth 4570 45657 050"

{Autumn) Rainy Rainy R aariy
Windy Windy Windy

11, Hitbwi 4560 1555 10-50°

(Fading} Moe Rain Mor. Rain Mar, Raim
Windy Windy Windy

12, Carichron 4155 0.5 15-45"

[Fading- Mod. Rain Mo Hain Wod, RainSnow

Wincerp Hreery Breery Brocey

— Mertary fercaiary day; Hearsend)

KEY

Tempersiure |5 expressed in degress Fahrenhest, Soie thal meos of Midile-
earth’s poaples do nol describe icmpemiee o perecsely; they ssmply say the
iemperature as cold, cool, warm, of hol. Mountss sempersture refen (o the
haiviahle regions hetween |D0G-3F abme sea level. T calcalaie bemperiles
&l bigher altitudes, sabtract 1° for oy JN© meone aboee sen level,

Procipliniben: Befers 1o the s chance of rain or ssow falling on o given day.
In the higher altiudes af the Ered Mimfals, wow will muwally occur when
Masderans Snorw/ Bain yields a precipitation resuli

Moderale Rain: 15% min; panly coudy

Modermie Saow. Rain: 5% wnow; 3% aleet; 8% raan; parily chowdy

Mormal Raln: 25% raim; parthy cloudy,

Rainy: 40% rain; cloudy,
Wind: Sgweedds see gives In miles per houe Above rhe tree Ene, winds are con-
siderably mowe forceful. Tremi Breery a Windy, asd Wisdy as High Wieds
(260 4+ mph., or & 10 o the Bay Winds Tuble)

Calme 4% m.phs or consult Bay Winds chart (-205

Beeery: 5-20 mph,; or conesh Bay Wimds Table |-5).

Windy: 1040 mph; or see Bay Winds Table (no adjusimeni),
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The City LandslA Typical Farmsted

A TYPICAL FARMSTEAD

The typical farmsiead of the Pelennor is a lurge affair, built
around the four sides of a sguare courtyvard, The buildings are
part-timber, part-sione, usually whitewashed and with a red or
brown tiled roof. Many are surrounded by orchards and pardens
where labor-intensive crops are grown, There may also be o
number of outhuildings.

Fammstean Prax
1. Main Bulldings. These include the sceommidations for the family
af ithe owner and the: families of farm workers (a)— the heavily shaded
area i e wecond story above the large open-plan kichen, hearth and
holl; & wing for the sioespe and packing of goods prodisced on tse Farm
(). such as fruit, eggs, grain, hay, vepeinbdes and herbs, and also in this
aren a henhowse allowing chckens o wander out into the couwrtyand and
scraich in the dim a wing comprising a slusghterhouse and ianning
aperaten (¢} where animals kept on the farm are Killed and pocked,
gither fresh or salved down in barrels, and their skims and ather inedible
portions rendered into leather, tallow and glee; & small brewhoase (di;
anc a slorehouse with a cart, Farm toads, two ploughs and @ stabde for
the Master's best harse. The gate is 9 high and 12 widse,
2. Dirive. The road away from the fnrmhowse leads theough on avenue
of trees b the fiedds of the farm and on b the main Osgiliath-Minas
Anor mad some two mides away.
X Owrchord, This crchand has a mixture of freit trees: sbowt half are
apples, o quarier cherries and a quarier peaches, Between them are
staked oul canes of black currants, respberries and cheselles, The
archarnd s well lended and also supports six thriving beehives (o) with
thie seamon ol blmsom and clover amongsl the iree mols,
4. Gardens, The pardens cover a fair area, and are hedped o keep oui
Irowsing anbmuls and the worst of the winds, A pagh runs from the bam
{5} through 1o the Mill-pond (Th), dividing the gardens in two, The
narthern hall (&) is deviied jo moots and other vepetables, such as
carrots, heeks and ensns.  The sowthemn half (b)) s mwed for prowing
herbs aned miore delicabe plants, There e ilso some still poolds fed from
the Mill-pond {c) which are palasenin beds

A TYPICAL FARMSTEAD

5. Barn. The gamer (a) is o store for hay and bolk grin, and also a
stable for the draught horses end oyen used Tos phmighing =nd caning.
Connected bo it are the milking parlor (¢} where cheese and batier are
also mnde i madest quantities; and a house for geese (b, also used o
Keep young calves and calving cows in bad weather, The geese are
excellent producers of eggs, succubent meat and goase-grease, used in
many medicinal compounds. The down is wsed for stulfing quibs and
pillows

6. Chsts, The oaste are circular builifings with conical moods, They
house kilns whichi dry bops and malting grains o be used in brewing.
T. Mill. The farm is lucky enough o have iis own waiermill (al for
grinding grain mio Mowr, It also operates i threshing malll The power
fisr the: mill coimes from o hesd of water bailt up behing o dam in the
Mill-pond (b1, The Mill-pond is also a useful spurce of ecls nnd every
apring Hve elvers {young eels) are brosught here from the Anduin o
restock it The mill mce (¢) flows away io join up with one of the major
streams flowing east across the Pelenmor,

8. Pastwre. The fann s best pastine lands dne on edther side of the mill
mce; a ford crosses the roce, msch muddied by cattle on their daily nip
I Ih:rnilking |;|:|r||1r. Twi v, I'Inl:-l:-l,:-ppml riunds besigle the sireain
are pillow miosaeds’, aefificial rabbdl warrens, The rabbins are cullsd
awery two monghs; slaaghiensd, skinned ond the meat and pedts sold in
Pelirs Ao

O, Giraveyard. The farmsiead, belng some disiance from the large
cemeiery south of Minas Anor, hos §is own gmveyard, The Masber's
Furmily has o large stone masoleum, kall sunk nbo fhe growmd ed
screencd by greenery, (iberiombs are less impressive. some just sione
coffins embedded inihe ground. The whole graveyand is suroanded

by & tall evergreen hedpe,
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3.2 THE WHITE MOUNTAINS

The city of Miras Anor is hullt on the knees of Mount Mindal-
luin, the greaiest eastern peak of the White Mountnins (5. “Ered
Mimrais™). This massif also forms the rear section of the Noeg
Echor, s the Pelennor reach up into two brosd vales of the
mountaims, Mount Mindolluin iisell owers up above the snowline
50 that its white-capped head is always visible atop the purple
slopes. Although other peaks are not as high as the Mount, the Lind
generally rises steeply from the gentle undulations of the Pelennor
and wooded foothills into high valleys once delved by glaciers.

This upland region |s moderately inaccessible. Here there are no
cartways and only & Tew paths which horses and mules can
traverse, There are, however, the tracks of human passige and the
trails of the mountuin goats and sheep (o follow, should one wish
0 venture info the interior,

Ome reason fior going mountain-climbing is the fact that many
extremely rare herbs and valuable plants Mounsh in the pure, if
rarified, air. Most imporiant of these are the secretly-planted
seedlings of Nimloth, the White Tree which is the royal symbol in
Gondor and which normally fourishes in the cour below 1he
Citadel of Anfdrion: “to the southern feet of Mount Mindolluin ..
i path made in ages past thar few dared 1o tread, For it led up on
the mountain toon high hallow where only Kings [went], toa high
field below the snows that clad the lofty peaks:

“rhere was @ slany slope g down frome the skiees of the
srow; and alowe iere in the washe a growirg thing stood

F) sﬂ;ﬂfhg free (with) leaves foag and J.J:Iulnr['l.'. darrk ePuave

and silver beneath, and wpon ity slender crovwn it bore one

smell cliwater of lowers whose white petals thone Tike the

siendit snow,” (LotR T, p. 308).

Other herbs such os the White Mountain Poppy, Dwarves'
Eyebright, Boneset and the Wight Orchid also grow here amad the
crabby prasses, the snowfields or the 10ose and treacherous screes
umbling down the sieep slopes. There are some dangers in the
mountains. With so much snow made unstable by sudden warm
winds or rains there are frequent avalanches; these are in addition
i the simple hizands of travellmg o path with a drop of severil
hurndred feer on one (o even both) sides where squalls of sheet or
hnil coan be as ferocious as the bite of any wolf. Dwelling here are
o few wild beasts and some less wild, such as the Greal Eagles,

The mountains are useful sources of fine limestone and morhle,
but in this arén there are no mines for gems or minerals, betier
deposits lie west in the dakes of Lamedon. Gondorians also shun
the Toresis owing 1o the presence of the Dredain ( Woses), “Wild
Men" whom most *ordinary” folk avoid. A few people dwell here
during the summer months, herding bong-hained {(and swre-footed )
poats and adveniurous sheep or gathering the wild plants. Many
of these people are descended from mostly Dunlending stock, and
retain 4 few of their customs.

Finally, the isolation and wild beauty of the kigher elevations
inake the Meir Vales (as the Anorians refer 1o them ) an atiractive
place of "pilgnmage” for the occasional poet or spinl-sesker. As
Menelur himsalf once wrole:

“My heart still ingers among the high stony wastes, among
Hhe morging and mogntagin-wreckage, silear in gpire of the
seuend af dhin, clhill water.” (Letters, No. 78 p. 91,

3.3 ANDUIN RIVERBANKS

The Anduin (5. “Creat River™} is the the largest and most
important river in northwestern Middle-carth. As westen Endor’s
mightiest watercourse, it his a great impact on the lund around it,
Most important is the Greal River's contribution 10 the economy
of Gondor’s heartland. As well as providing a bountiful supply of
fizh, it is a critical artery, essential for the Inexpensive lrmsparta-
thon of goosds Trom the North and the South.

There are imporiant havens at numerous poinks. most especilly
Pelargir, Harlond (3ee Section 3,125, and Osgiliath, where the
river, flowing south, first meets tidal water. There are also
numerous ferries plying from one bank 1o another, typically
berween fishing villages. The Anduin is heavily fished (see
Section 4.2) and between the Pelennor's Noeg Echos and the river
there are wide flat lands, occasionally flooded by spring tides or
prolonged rains feeding the Anduin 1o the norbh. Dotbed arownd on
the Mats are ‘tumps’ of small kills, on which the fisher folk build
their homes 5o that even at the worst times they might remain safe

Fortunately, the Anduin is not a very dimy river. Silt and
sediments from the Tar north are retained in Nen Hithoel, the lake
above the Falls of Rouros, while the Mouthsol Entwash fikier much
of thit tributary's deposits. Hence the Anduin remains a clear and
moderntely swilt stream with no reacherous levees or mudfags
until newrer Pelargin, Above the Ethir (5, "Mouths™), there are few
natural islands in the stream, The largest, Coir Arnddros, lies far to
the north. Thus, the unceasing seaward flow south of Rauros offers
few tricky currents or dongers (o the sailar.

One of the few places of node is the southem bank in the vicinity
of the great bend westward, where the Anduin skins the Emyn
Arnen (5. “Roval Hills™). Here — berween the Harlond and the
point where the Cirvant (5. “Dividing Stream,” the river crossing
the: Pelennos from Mount Mindolliin) joins the Anduin — there
are hackcurrents and whirlpools. No ferries and very few individu-
als are willing to risk the treacherous crossing. There is, though,
a small hamlet by the mouth of the Ciryant named Tharcairion,
which provides n regular service o its twin o in South Ithilien,
with access 1o roads along the south bank and also eastwards.

Warden's Hall {(Harlond)
Shlpwright's

Hall
iHarlond)

Ome af the most interesting areas along the riverbanks is the
stretch of land between the Harlond and Tharcainon. Other than
i few senlements along the road which runs along om artificial
causeway through the marshy land, the Mats betwesn the river and
the Moeg Echor are shandoned and desolaie. A sand bar divides off
a shallow lagoon filled with giant reeds and lilies. Large wading
birds such as storks, Mamingoes, spoonbills and cranes gather here,
slong with smaller water fowl and reptiles like the lesser crocodile,
mursh guvial, and moon-hacked lizand. The lagoon’s treasury of
rare and special plants {sce Section4.5) is legend, endowing it with
i stalbus as a unigue preserve, This is one of the few ancas where the
Anduin is actively building upits shoreline, adding a few feet o the
aorth bank while the waters churn gecay a1 the hills o the south,



Flara amd Fairna

4.0 FLORA AND FAUNA

Althouigh Minas Anor and the Pelennor are well-setled lands,
there are numerous domestic mnimals and cultivited plants (o be
seen by visitors 1o this region, Even some wild creatures dwell in
or pear the city.

The Dinedainare |_'||||'_-. h'_.,' force of Cifcumstance 4gric uliuriilises
und the tilling of the soil is generally left tothe least of Ieir society.
The servants emnploved for this “menial” labor are men and women
of mixed or lesser races, such as Dunlendimgs amd Morthmen,
However, certain skilled or supervisory occupations — like herb
gardening, the cultivation of grapes and other {rut used in the
manufaciure of wines and ales, and the ending of fine sheep or
are not considered beneath the dignity of the High Men,
grid a6 both noble masters as well as reder folk preside over the
munors and farmstends of Andrien and Ithilien. The noblity
comprise most of the form owmers of the Pelennor Fields, Tha

lWarses

townlands, as they are also known, encomipass i rich and prestig-
jous farming area. given their proximity o both Osgiliath and
Minas Anor. Bounding the fiekds and pastures are the White
Mountains, which rise sharply to the west, and the Great River 1o
the east, Both are suitable habitas for o range of wildlife, from e
benign to the mysienous and threatening

4.1 LOCAL AGRICULTURE

NOTE: A rpical form of the Pelensor (5 desoribed o

Secrion 3,

Pelennor's well-protecied farmiands grow many cash crops and
goads which do not iravel well here are pens of geese, ducks and
hens, especially the small but productive Black-backed Hen which
cin loy up o 150 eggs o year when well kept. There dare also pig-
and rabbit-farmers who rear animals on i intensive basis
scyppens, sties and artificial warrens, In larger fiekds the grear
white cattle are herded producing fine fattened beefl and rich milk
from the supert pastureland

The people of Minas Anor also appreciate the delicious fruits
grown in sunny orchards. Cherry. apple and some olive trees m
sheliered wreas are tended well in neat lines between which smaller
stakes form the wellises for soft froms: curmnts, goosebermies imd
cheselles, & small white Trsit with & creamy texiure, The orchards
make excellent homes for bechives producing plain and scented
honey.

Pigeons and small, plump game birds ane rmsed and nefied
during the late putumn and winker o provide succubent seasonil
fare, Along water courses {many of which are conduils and cinnls
built by the Dinediain W pmproye U rmgatioen and ferility of the
townlandsj ane pools with fisheries and ponds whene o wide vanecy
of water plants are cultivated. One of the staple green vegetiies
is 0 species of WIIEITress W ih |.Ilh_'|.' l.IIII'hl_'. leaves called 2n-
lasenin. There are wlso lilies with edibie roods, walermeions aoo a
few wiler meadows where flowers are grown supphying flonssin

the cities" markeis

4.2 FISHING

Oine of 1he major activitics of setlers just outside the Moeg
Echor along the banks of Ancuin is fishing. The CGreal River eems
with muany sorts of fish; it ceases being tidal berween the Harlond
and Osgiliath (although still broad and novigable) so thene 15 8
mixiure of salt gnd freshwater fish

salmon, trout and slurgeon, st phEre 1% 4 h.'q.'!II'!I1_|.'|‘_'. eradlEss vareny

The larpest fish wre gredl

af other fish with a range of Mavors and textures o enliven the maost
jacled palate

Fish forms one of the staple elements in the diet of the local
populace. Everything from the most delicate roes to the stromgest
flesh is eaten in pies. soups, patés and broiling dishes. No
howsehold i3 withodt o kemung: o clay pot, oval in shape. with a
rough-fitting lid, in which a whole fish can be baked wilh tender
herbs and o chopped bed of galusenin, A herce heat s used, and
partway through the cooking process, 8 goodly amount of swee
white wine from Ithilien s added

Ciondorians caich fish with both net and line. The hshermen's
st baats: put out froen their sicep-shoped neaches a8 dawn and
drop trail mets of cork-foated lines from which severn] baoeks
dmnig iz, Thise .._-.,'L||'|_: I:l.|:'._'|' fish use barbed spears atthched o
coils of strong ling, then huit the walers with chopped offal, Fine
niets gre used to catch el in the spring thousands upom thodsands
throng the waters heading upstream to Nindalf und the Mouths of
Entwash where they breed, swinming back down (o the sea lates
in the year, Salmon and trous migrake all the wiy up Anduin, or so
i1 i% claimied, bo eolder headwaters amd tributaries i the Masty and
Cirey Mountnins



Flova and Fasmalffertwalinm

13

4.3 HERBALISM

One of the tradititonal occupations of an older Dinadan is
herhalism. Some dedicate their lives to the healing arts, including
the cultivation and preparntion of herbs, but many in later life also
take to small gardens around cottages in the Pelennor where they
can kvish day-long care on the nemerous tiny plants and shrubs,
gently coaxing them to yield up their best leavies, roots and fowers
m order that Men might live longer and in better healih,

Thasiegh both are descended Trom e same Nimendreans, D
Amorigns and the Men of Gondor are dissimilar in many ways.
Those of the north tend w speculution, foretelling. “dreaming,” the
Gondorians would say. Those of the south place more emphasis
on history and fact. on action and power of the moment. And who
i 10 &ay they are not right, us Gondor wases ind Arthedain wanes?
This difference in philosophy also shows in maners as small s
giurdening, for the gardens of Minas Anor are organized, closely
watched and fended, marshalled aceording 1o wexts and accepied
prictice, not lefi (o grow wild

431 SOME COMMON HERBS

Numerous herbs are grown by the berbalists, and maore grow
wild outside the Pelénnor; on the slopes of the Ered Nimrais, in the
pastures of Andrien and by the Anduin’s waters. (Some of these
lainer are mentioned in Section 4.5 below. )

. hﬂjh 1

Tarondor

Own CasTLEHERS

Old Casticherb is o slender-leafed, delicae plant that likes
growing on twmbled rocks and ruins. Its leaves are a pale green,
greyish underneath, and the stens have a high tensile strength, able
to force their way through cracks and crevices, They nlso bear tiny
suckers like aerial roots i help them cling 1o the rocks. The leaves
are uséd 10 aid the healing of damage 1o joints and muscles. Old
Castleherb bears small lemon-colored flowers in Mdarui,

- HEaver's Ciamomng
Healer's Chamomile s & meadow plant with lacy leaves and
clusters of small, daisy-like flowers. A bed of this plant and other
related varseties is sure to be found in every herbalist's garden,
giving off a slight but pleasant fragrance, especially if the leaves
ire crushed. All parts of the plam are chopped together o make a
brew inducing a deep, healing sleep; like all medicines this must
be used with care as excessive dosages ane dangerous,
Davuens or CLouny-Eve
Dark tefoiled leaves and dazzling scarlet flowers mark the
tseful Dayherty— bt only when the sun is shining on it 178 clowd
passes across the sun's face, the flower s petals are quick to curl up
and hide its loveliness. This herb is used a5 a general addition to
the diet. reducing the chance of contracting communicable dis-
eases. It also srengthens the body during the course of an iliness,
improving the chance and speed of recovery.

4.32 RARE AND SPECIAL HERBS

Fiern Muss

The subtle tones of color in the fronds of Atanar, or Field Moss
as it is more commonly known, make it easy o miss in the
herbalist's water garden. Individual plants are said 10 take on a
protective coloration like a chameleon, assuming the shades of
those plants sround them. Because of this, itis very difficult 1o spog
in the wild although in certain places it grows quite widely, In me-
dacinal use, the moss is removed in toto from the soil and boiled
with salts and special oils, then immeditely applied to the fore-
head and wny afflicted parts of a patient with fever,

BuwsTnELas

Bursthelas, also called Lime-leaf and Marrowroot, is extremely
rare in the wild and does no grow well in the rich soils of (he
Pelennor unless constantly tended and treaed with lime (From
chalk or limestone), hence its nuome. The herh’s ealeiferous ineli-
nanons can be put o good use s i is unparalleled inits ability to
heal shaniered bones and joints. It cun be preserved by brewing the
stiilks four times over, retaining the jelly-like substance yiebded
each time and mixing it with powdered chalk, pure water and a
stock made from fish bones, This must be finally strained throwgh
charconl and left to see into a thick eream

HuUwsasys o8 BREAD-TREE

The small Bread-tree is a variety of the Furry Ook of Mirkwood.
It is one of the surpassing sucocsses of the Dinedain herbalists.
Despite being a dwarf tree, it produces & heavy crop of acom-like
nuts which can be pressed and ground. The essence extructed from
the pressing goes into the making of a sustaining cordial; the
ground, dried flesh is mken as a Aour and used w bake wafers of
wiybreid as is recorded: “each of the Duinedain cormied in a sealed
wallet on his belia small phial of cordial and wafers of a waybread
thit would sustain lifie in him for many days™ (LT, p. 276).
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4.4 WILD BEASTS AND BIRDS

The less intensively rornlized hlli‘l’l.'lu:l'uli]igh of BMinas Anor ond
its fief of Andeien are rich im animal and bird life. Bears and boars
lir in the thickets and thinly-wooded areas north of the Pelennor
and on the lower shopes of Mount Mindolluin and the Ered
Mimrais. Most commonly found are the black and brown bears,
usually docile amd living solitary lives unless mated and with cubs,
Much rarer is the blug bear of the moumains, an unnatural and
semi-sentient creature which is wsunlly shunned and never hunted;
o kil one is said to bring o great curse, The wild boar is comsidered
fuir game ahd thrives in the rolling lands since the virtual
extermination of its natural predawoss,  Higher up n the sparser
valleys closer 1o the

Algoin the sireets are many cats, dogs and some vermin. Minas
Anor docs not suffer a5 badly as many cities, perhaps dise to the
greater arnount of some wsed i s construction, but there are still
rits, juckdaws and strays to contend with, However, the ity does
nasi ignore ihe problem, paving for the upkeep of a civic official,
Terimhbrel the Ratter {see Section 10.62)

4.5 WILD PLANTS

With so muchof the land around the city under the hand of Men
for thousands of Years, it is not surpeising that there are Ffew wild
plants of interest in the area. The forests and woods are mainly de-
ciduous irees with typical undergrowih: bracken, brambles,

netiles, woodland

spowline wilkd poms
make their home,

Smaller animals
such as mermods, b
ciEls, black badgers,
lynxes, foxes, small
wihld dogs like terriers,
hats and molescan also
be found in many ar-
ens. Often they are
domesticated by the
loculs, particularly the
lesser men (for the
Dinedain  consider
dizaling with mos) ani-
mals beneath them)
Occasionally there ane
reports of larger and
more. dangerous crei-
tures. although these
are seldom  credited
Examples from the last
few vears include lirge
felines, thought per-
haps to be the last sur-
vivors of the gruss cats
of Calenardhon, now
ulmost extinet on
Rohon's  ploins;  amd
also one or fwo grey
wilves,

Finally there pre the
fumerous fowl of the
urea, and the hirds of
prey that feed upon them. The mountains and forests provide
roosts for falcons, howks, golden eagles and the Grem Eagles, On
Anduin’s shining wisters Mot graceful Nocks of geese and swans,
acecmpanied by divers and waders from near and far, dining on
rich (if fishy) pickings.

Within the city there are also several animals of note which
adventurers might encounter,  Firsl among these are the Roval
Lions, 4 “domesticated” variety of mountain lon origimally found
in the southernmost reaches of South Ithilien. in the hills bordering
Hurondor,

NOTE: These are more closely described in the Section

?.:.""’.J.-rl' I'-I'!ﬂ-l'i'.u'l'-'pn'ir-'n-'-[.Irl'f?l' Ciraraed iicir :.I'.ﬁhri.fn'_':rlln-“ 1k ]

are fratned for war,

plants and flowers

Between the clusters of
irges ang pasturg and
meadow londs, with
many small streams,
pools and  waterfells
flowing down from e
Ered Mimrais. In the
foothills smaller rees
profiferate, such as the
birch, ash and lnden,
and give way to shrubs
such as magnolia (the
tulip tree), rhododen-
dron, azalea and
broom. [n the higher
reaches of the moun-
tning plants are  re-
duced 1o hardy alpine
vanetes and o scrapgy
ground cover of
heather, ling, comel
ond dwarf chestmut
(which, unfortunately,
bears no fruits),

Some wild herbs pre
foumd, including
Bright Blue Evesin the
meadows and tall
Splayioot Goodwort in
the pocls; and higher
up thrives the Whiee
Mountain  Poppy.
Opposite  the Emyn
Amen, the south-facing bank of the Anduin is a peculiarly good
spadt Tor plants of the salt-morgin. The tides lap over g shallow sand
bar into a lngoon-like area surrounded by a narrow band of marsh,
wierein can be found, amongst the heron and pelican nesis, il
maces and reeds, brosd-leafed sea lilies, mamam and wingrove.
Some plants for the herbalists to find are Felmather, dark and
shade-loving; Yavéthalion that sprowts its tiny shoots in the rain-
water poods formed in the bark hollows of tewisied trees; Ebur witli
its dull white Mowers smelling vaguely repellant; and Gylvir, &
blue-green algae found on the roots and stems of water-dwelling
plunts.
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MOTE: This secion dergils phe ooty |'r||'|' el Wearhhi i i e
infectnitannes of Mismac Amor, xo that o pietere of rormal ife in
the ciry ean be portvaved witen adventerers visil it. Use thix
information to form a backgreand of typical activity, This
helps extatdizh the Plaver Characters amd gives theen on idiea

af hiow the focal Mon-plaver Characters live

Something of the colture of the Didnedain can be found by

redding the records of other peoples, such as the Red Book of

Westmarch und Angerinna’s seminal work The Bangers of the
Nartk, The Anorfans enjoy the fruits of an anclent clvilizatbon, one
ruised much higher in earlier timses, Gondor is a slowly declining
Empire, set in the warm, dry Southem clime where industriousness
i3 pilched agamst hedomsm and militenstc pride agamst muril
peace. The Kingdom's new capital naturally reflects many of the
realm's myrind facers

5.1 HOME LIFE

Adthough the Amnorians retuin i strong a sense of fannly as any
other culture, 1o cutsiders their way of life might appear more
distant. In a cramped city like Minas Anar there is a necd (o live
i Cliwser progomity o one anolher, and also for the smme space an
the groumd 1o be put 1o more than one use, As can be seen by
looking a1 the sample of siructures detailed in section 10,0, most
buildings are used hoih as & work place and gs living quarters fos the
workers and their families.

e, E jomlgtim
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Arnorisn Style Great-house

Town Houses

Dany Live

This is not (o say that everyone stays in the same house all day
long, Letus ook oo tvpical Anorian. Gillen is a besser Dinadan,
ihe wife of Hirluin. Hirluin 15 member of the Bakers® Fellowship
and rises very early in the moming, parting the drapes which
separnie the bed from the rest of the room; it is snugly built into an
gloove, flanked by a wardrobe and 4 washstond., He dresses
quickly and leaves. Anhour later, Gillen hersell nises, washing and
dressing showly, tidying the room and wiping the windows of the
late frost. Each of the small square leaded panes is traced with a

gy pattern,

She hurries downistuirs (o the kitchen 1o help prepare the com-
miunal breiakfast, o heary meal eaten st table, Gillen knows Hirluin
will have had o breakfasi somewhere on his way 10 work, Seémg
her friend Yarin has not risen, she takes a tray up o her. Varign
has just had o baby, and has 4 lorger bedchamber than Gillen and
Hirluin, needing room for the baby and her 2-year old doughicer. A
smill bed and the new baby's handsome wooden crudle are n
another aleove of the room. When her daughter 15 older, she wall
probably skeep upstairs in the girl"s dormitory uniil she reaches the
age of 21, when she might marry or obtain her own room and
support hersell. Adfler seeimg to Vari#n, Gillen retums downstairs
and helps the other womenfolk clean and tidy the bving quarers

Dther tasks, such as darning a dress and buying some sweet-
meats for Hirluin occupy her moming, and she buys o hol pie from
i street-trader for her lunch, going on 1o the House of Tapesinies
where she helps Dorelas of the Clothwrighis' Fellowship in
stitching garments, She hopes i work well enough to be nccepted
into the Fellowship hersell, so that she can sponsor her sister and
brother-in-law. Both moved to Osgiliath len venrs S0 10 set upa
lenther-shop. They now live in Wooden-town, having been ruined
by the Plague, which also claimed their two children.

After five howrs hard work, Gillen takes her leave of Dorelas,
collecting her wages for the week. Halfl of it she immediately
spends on her way down the city, mostly in the Diamond Market,
where she buys food amd other supplies, The sum is low in the sky.
Mount Mindolluin's shadow already cast over most of the caty, by
thiz tisise she reaches the Great Gutes, squeerang throwgh the throng
of citizens returning and visitors departing. She gropes through the
dark maze of shelters and rude hisuses in Wooden-town to find the
room where her sister lHves, and delivers the supplies to her, She

Just gets back 1o the Gate before they close, hall an hour after

sumser, The last lamps are just being lit by the men who have
worked their way down over five miles from the Citadel Gate. The
road buck o her lodgings on the northern secomnd level s quite long
encaigh fior her
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Hirluin is alremdy home and is playing gwithbal, aboardgame
like nine-men’s-gambit, with his father. Turluin is also a Baker,
and lives on the ground floor of the lodging-house His wile died
in the Plague. As Gillen helped with breakfast and also pays
something towards the upkeep of herself and her husband, she does

not hive (o help prepane the *day-meal”. Afier eating in the Hall of

the house, she and Hirluin have the evening to themselves: il is
rather cold for o walk, so they join some friends in the parlour 1o
talk and sing. Then they retire fuirly early. Hirluin goes straight
1o bed, but Giillen stays wp a while und stares up at the evening star,
reciling & silent prayer. She asks for i blessing on her hushand, on
Varién's new child, on her parents, sleeping in a house of the
Ironsmiths” Fellowship on the third level. Finally she asks that she
might be blessed with child herself, Then she dons o nightgown
and goes (o bed,

5.2 CUSTOMS, ETIQUETTE AND
DRESS

There are numerous cusioms observed in Minas Anor. Most of
all there is the natural courtesy of the Dinedain and the justice w
be found in any of their lands. Deference is observed 1owards
womenfolk, and this often extends into s situmtion where menfolk
are responsible for the protection and support of thelr wives and
dependents. However, itis not unusial 1o find independent women
supporting themseélves, or o hushand and wile who both work.

Itis the custom also for Anoruns todo things iogether. They ane
asocial bunch; they live, work. eatand relax together on the whole.
There are few private houses where just one family is found
Instead they group together m lodging houses and the buildings put
up by Fellowships which serve both as workshops and accomoda-
tion, Creditable workers in particular industries or occupations are
afbowed to join their Fellowship, which is o loose organization
headed by a Deputy who sits on Conclave, the city s council, There
are twenty-eight Fellowships recognized by the city, slong with
host of smaller, informal omes; these wield no political power but
still serve as focuses for the lives of their members, Fellowships
ilso protect the widows and retired folk who have given them good
SeTVIDE.

Lare Cusroms

Children are cared for by and live with their parents. At the age
ol six or seven, they may be slightly separuted, sleeping in =
cortumunnl dormitery (im the same building ) with other children
umntil their age of maturity, This is commonly 20 years for men and
21 for women. However, from the age of 15, o child may be
apprenticed, most often into their parent’s occupation. Stamdunds
of education are quite varied; some children are not even tught to
read and write, while olhers atiend schools mn by the Scribes
Fellowship or have private tuition. Some Fellowships organiee
tessons for the children of their members. Boys also enderake
training in arms from age 15, spending a week {or mare) each year
with the Citadel Guard or with a training troop in Andrien or
Loszarnach.

Few young men and women marry immediately. 'With a usunl
lifie span of eighty 1o o hundred years, or more for those of purer
blood, and a profonged “middle age” (e Diinedain being blessed
with  very short aging perisd), mamisge can often wall until o
person’s thirties, or even later, The murmage ceremony is simple
and jovous, taking place of an evening gathering of the Fellowship
of hoase, with additional friends and relations from outside
Evervone drinks mose thin usaual, and the couple rides off o 4
specially prepaned chamber in o guesthouse or hostel,

Ok folk are respected and supported by their relatives and
Fellows. (A brief discussion of demth rites is given in Section 5.4.)

Ciry Liaws

Mot lows are Informal; “Common Acts™ toke the form ol
customs which, iT not obeyed. lead 1o the ostrucization of the
offender rather than punishment, No priests practice within the
city, even for “foreigners” (the Dineduin themselves having no
true clergy amywiuy). Noinns or mverns — that is places open for
Ihe sake of drink to be consumed on the premises — iine permitbed
within the wiills. Instead, the city s hostels and guesthouses offer
only full board, including meals and drink, Street-traders. stall-
holikers, and small shops also deal in beer, wine, and other spirils.
b patrons cannot consume them on the premises.

The vigilant and well-organized City Walch (see Section 7.24)
patrods the streels to keep them clear of drunks, peace-breakers,
e thieves. 10 s they who also “chose” the Great Gate of the city
it hall howr nfter sunset. While i35 actually lefoslightly open, those
wanting 1o pass through must show good couse and prove they are
o vitizen o gain entry. Similarly the lesser gates have a sharper
wilch after durkness fulls and their guards will check on passers-
by,
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[n the crowded confines of the ity s streets and alleys, linenng
and the dumping of anything on the pavements is frowned upon.
The occupants of buildings ane nod supposed o block (he freés
passage of pedestrigns or traffic, although the waffic is normally
restricted fo hand barmows, rdmesir (palonguinsy, dlcaim (sing.
“thcam'™; boands carnied like streichers or on yokes by Dwi men)
and the peeasiona] horse orcan. Sometimes buskers full foul of the
City observances on free passape, miech o the annovance of
ceriain members of the Artists” Fellowship,

The wearing of prms and armor in the city is considered uncivil;
after all inimplics thatthe defenses of the city ane inidegeare. Since
violent cnime is not unknown, small orms {a dagoer, ckel, or
hundoxe ) may be borme, bul anything larger, or armeor Cineluding o
shield ) will result in oamfolk avoiding the person concerned, and
even those associnting with them. MNoturally, the City Wilch and
gorrison ane expecied 1o be sgen wearing arms,

Dhess

Men and women dress famrly distinctly in Minas Anor. Let s
remrn 1o Gitllen and Hirlwin, In their room's wardrobe Jumg_
parments belonging o both of them. Hirluin, leaving early in the
morning, dresses moan andyeth and a crissith, The andyeth is i
lowsse-fitting shirt; long and edged with ribbon or brocade. Like
most men, Hirluin prefers it o pale coloror white. However, in the
evening alter his day’s work b5 over, he dons another andyeth,
perhaps with mn embroidered, hand-paimed or batik design up the
sheeves, Al the andyeths are made from light fabrics like cheese-
clath. The shirt s a deep neck ventd, drzping sleeves und a front
ond rear venl

Ower this % worn the crisiath, a stylized and formal wiistonat
Where the andyeth is loose, o erisiath s tight and ¢lose-Titting, 11
has o broad warstband, chest and dorsal SERITIENLS |I|J|'IE aver the
collartme and shoulders and MNared skirt pieces. The girdle is
jomed by o thong or metal clasp-buckle. Tt is made Trom a light
lesther, the waisthand being ooled or stamped with o design and
having loops for hunging tools from.  Other clothing s less
nnporiant, Hirluin wesrs a hose []IE]LI-“HI!I:’L hreeches) of a dark
color.  His Tather Tirluin favours pantaloons tucked inio shon
boots, boggy or even pleated around the knee, and also has fancier
crastath, with padded shoulders and designs printed or embroi-
dered on the lefi breast.

Footwesir |_||..-|1.-|1|I~\. Li it i s, Lahver windals, colorfl
shoes (some with wooden soles) and mnkle bools are rocked n
Hirluin®s wall chest. Mails and tacks may o be used i cobblery,
by law, Being naot poorly off, Hirluin his a number of overclothes.
Most often osed is o lighter knee-length cape with slits instead of
wlomvieg,  He also has i |||||-||.'r|gllt poil, vl umeios, with wide
sleeves und quilied with sheep’s wool. For best wear, e owns
misching Tur manile and legrings,

Ciillen dresses differently, Her clodhes are many-layvered., using
nwarsety of shades in different layers. or layers of two contrastimg
colore, On :i\int':. she wall don o dress o Blouse and skirt, Maost
are o -fitting, although she will sdd o tighter bodice ar ypron for
wisrking weiar., Sleeves mre loose and not gathered al the wrist,
instead, Gilken has bad 1o leam to do things with her hands withou
cufching the hems. She wears gloves bul mirely — mowinter Neecy
eritiens of mulflers — usually hunds are bare,

Conlben nowminl ly wlso wenrs some sort of headdress: a banded net,
ribbons or @ hanging wimple. Owver her dress or skin she might
wrap a showl or cape. Ouiter clothes with sleeves are impractical,
and arms must be kept beld inside or poked through slits, Same of
Giillen's capes have wide hoods that may be drvwn aboist the fice
and sl secommodate her long Gubr tresses, Dn ihe evening time or
for formal occasions, Gillen adds adormmends incleding plaited
armbands, headbands, chokers, belts and so on.  Her pluits are
madle of colored woven theeads, .\1:’i|h 1!|r'd}'L'4.1 clodh, leatser and
bemds. Gillen's hair is long (like many Ancrman saomen s} and
plaited, making i edsy 1o form o headdresses, Hanging plails
and fringes ane a common decorative matif in much of her clothing,
along with embroidery, beadwork etc. Two of her favorite dresses,
o her mother's, kave historically fashionable designs inconpo-
rating stor desipns, but niely the resentment of refugees from
Osgilipth (“Chiadel of the Strs”) has begn expressad by the
aveidance of such designs.

5.3 FOOD AND DRINK

Although not s dedicated to their trenchers ns Hobbats, the
[inedain like toet heartily and well, They tke theee meals aday,
the lightest of which is nuncheon {from noon). Food s brought in
from some distances o supply the city — Trom the Pelennor,
crimmmed with Farmns (see & 1), and from Aadrien, Calenardhon,
Lossamach and Lebennin.
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BrEAKFAST

Everyone enpoyvs a large and filling breakfast to set them up for
the duy’s work ahead. Eversince the time of Atanaiar Alcarin (who
migle o joke aboul 1), the Anorians have refemmed o0 breakfast as
their "morsel”, The basis ks a platter of cold meats, including
stnoked (ish and patds, These are accompanied by raw vegetahles,
grated or shredded, with a dressing using homney wnd herbs; and also
by unleavened bread, scones or oaicakes, freshly made, Soured
milk or watered beer is drmk with this repast, or hot milk mixed
wilh bumt catmeal on cold days,

Tue Dav-siesr

The Dvinedain's main meal of the day is the day-meal a1 sunset,
It is & sociable and tasty occasion, with several courses, usually at
least onae fish and one meat dish, Fish are baked whobe in wine and
oither qurces, or Dlleted and packed in pies. Pies are almost o way
of life for the Anorians, who put all soms of things under a pastry
crust: eges, fish, vepetables, ham, cheese, beef, even venison and
rabhit. In seasom, nicher families engoy game; wild pig, deer, and
trds ke pheasant and grouse. Another standard course in the fare
— in winger, al least — i thick, creamy soupor hotpot. Each dish
15 served wath plenty of vepetables, including roois {carrots,
podaroes, lilies and corms) and green leaves like palasening a son
of wulercress. Lurge chunks of bread are always placed in baskers
on thie iable, The meul is generally finished with something sweet,
perhaps a large cake-like pudding sliced and doused with o sauce
of eream, fruit svrup and alcohol.

MusCHEDN AND (THER FARE

Virually anything is eaten as a snack. If something moderntely
filling 15 wanied, then o pasiry case stuffed with bone msrmow amd
cheese, or & meat and vegelable pie, fresh from a Buker's stall,
should do the trick. Visitors might be served small dainty cakes,
crystallized fruits, delicate friners (such as elderflowers), sugar-
wed pastnies or a simple board of cheese and hard biscuits together
with a strong red wine, Ome speciality is halva cakes made from
seedgriun and crushed honeycombs, sandwiched between thin
wafers.

ey

Almost any drink is available in Minas Anor; it is just a matter
of visiting enough wineshops and staying upright.  The most
commonly drunk are ales and red wines. There are many types of
both, from light and harmiless (o dark and deadly. There are also
white wines, mend, liqueurs, cordials, spirits (S, “Firirnin®™), cider
and non-alcoholic drinks such ws various sons of milk, frit juices
(especially that of the watermelon in summer) and herbal infi-
ShONS.

RemEnies
Every herh-grower has on hand two simple remedies for visitors
to thee city unused tovits rich life: a decoction of peppermin, fennel,
gentian and woodruff for indigestion: and an infusion of valerian,
chamomile and avender to cure that hangover,

5.4 SPIRITUAL LIFE

The religious observances of the Dineduin in the city are
uniformly informal. There are no temples or shrines and nd priest
may preach or conduct any form of service within the city. The
closest are the Ed-belguinar (5, "Holy Man of the Dead™) who
dwell the other side of the Closed Door (see section 10.66) and ke
the royal family when they pass away, Similardy there are no
religiows services or leachings.

The Diinedain have, of all Men, been nearest o the Valar, As
they see them mosd clearly for what they truly are, the instremenis
of that Greater Power who created Arda, they do nof hold them as
gods as do many kesser Men. True reverence in that sense is due
only to Eru Hdvatsr (The One). However, the Adomins do still
respect the Valar and acknowledge the fact that their blessing in
things, especially in the realm where a Vala has his or her strongest
power, will be a great aid.

O of the reasons for the Dainedain’s dislike for ceremony and
show in religious observance is the influence of Sauron on
Nomenor. The evil Main seduced the Kings and most of the
population inio believing that Eru did not exist and that the Valar
wite Lhe evil opponents of Melkor. They built hideouws temples and

ormied sacrifices 1o Melkor in the hope of avoiding death, For
i reason, all Anorians are suspicioos of those showing excessive
religiows fervor, and of clencs/animists in particular (other than lay
healbers)
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For their own part, the most fervent Anorians sometimes medi-
Eale and silently converse with an individual Vala for blessings.
They choose the most suitable day and times: speaking to Elbereth
{Varda) on the evening of the first day of the week (5. “Orgilion,
W Sterrendei), for example, when the stars are visible in the
heavens. On the intercalary holidays, some citizens pay special
attention to Eru and perform some simple devotion, often giving up
sommee thime 1o accomplish o charitable deed. There are also books
of devotions and prayers, written by both Elven and Mannish
authors, which may be read for inspiration, solace or out of
devotion. There are, however, no illustrations or depictions of Eru
o any of the %alar, such things being somewhat distasteful 1o the
uastere Anorians. Only abstract designs and representations, like
waves, waler, or podls for Ulmo, are employed,

The benefits of blessings are not provable, but the simple act of
faith in saying prayers may be sufficient to channel some power
from the Valur in order to influence events concerning the person
who prays, Naturally, pravers are no use o those who have no
faith.

DEaTii axp INTERMENT

The one most solemn time in spiritual lifie is the death of a close

relative of friend. In some ways, the worst ravages of the Plague

either black or white, and the person closest to the deceised (or the
meost senior person ) reads a blessing from a book. Others may add
their own tributes and blessings, then the body is placed in the
space prepared for i1 and sealed in,

The cemetery is guarded by members of the Porters and Do
wardens' Fellowship, who also provide transport for the burial
party, Such duty is highly regarded and one of the reasons for the
Wardens" high place in Anorian society, Many folk of Gondor
have heard the temible stores of the desecration of roval burial
siles in Amor, whene the Witch-King sent his wights into even the
mobiest barrows; and they also pray that their ancestors remain
betier protected from so evil a fate. Naturally the Wardens also
keep treasures buried here safe,

5.5 ART AND ARCHITECTURE

NOTE: Some ideas aboit art and architective can be

Sleaned by reading the desoriprions of variows buildings in

the city { Sectiow 10,00 and the notes on Fellowships (Section
T2,

The Anorians, while not philistines, are not the deviotees of an
the people of Minas Ithik are, They seem o apprecinie the sedaie
e Bhan the lively. Art in Minas Anor dates back fo Mdmendrean
times. Some items were

bove hit survivors:
mormally the demd are
buried or entombed
with exireme fever-
eme and great cere-
many. Yelon the strict
advice of the Healers'
Fellowship, Conclave
declared that all
PMlagwe wvictims muwesi
be curried from the city
in sealed caskets and
cremated. In a normal
year there are Iwo o
three thousand deaths
in the city, Dhuring the
Piague years, up tolen
thousand died over a
fwelve month period.
During its height, the
siredis seemed
clogped with black-
ahrowded dlenm bear-
ing their coffing out of
the city and a curfew
was declared for thres
Bours in the evening so
that this ghastly traffic
did not imerfere with
whit wis lefi of the
marmal life of the city,

The city s main bur-
il ground lies two
miles to the south, on
the slopes of the White
Mountnins, Here there
ure fancy (ombs and sepulchres, and simple gravesiones marking
the resting places of thase less rich. Most tombs serve a family wnd
are apened for each new burial. After death, the body is wsually
cleamed, embalmed, and dressed in white, and may be perfumed or
adorned with flowers, The foce is always veiled. Mourners wear

Earbaldol

brought to  Middle-
earth before the Down-
fall, others were saved
by the Faithful, and
these o now musedm-
preces |"||'|.r|.||,‘||:|.' -
plicyed by their owners,
fetching extremely high
prices when sold. Al-
though the city's hones
clate back to the Second
Age, few individual
buildings from that
time remmain; they wene
nat bt with the same
enduring patience  of
the Chider Wall and the
Cireat Giage.

Chiven the ime span
navertheless coversd
by the city’s architec-
ture, it is surprising to
see 80 little change
design and style. The
basic feamunes of a [¥pi-
cal barilding are; round-
headed arches, stone
colonnedes und voult-
ing, tiled roofs wath fa
slopes, and overhang-
ing upper stories, Nau-
rally, different baild-
ings do show individual
Facets: lowers and tur-
rets, gables and 50 on,
During a two hundred yvear period about three centuries ago, there
wits a fendency o use pointed arches and vauks, and the local
masons are always chinging from round columns o square (o
polygonal and back to round again,
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Maost buildings are built from White Mountain stone quarried
within twenty miles of the city, This is pale white, speckled. cream
or hlue, and contrasts with both the roof tiles and the slae-grey of
the walls running around each level. Wood, once used extensively
in building. is now rare, and wholly timber houses number just a
handful or 50, Yet they are extremely graceful and still practical
after hundreds of years of use. There are also one or two other
oddities, such as Myall™s Vitrine (see Section 1047, a tower made
of glass, and the splendid cloister of the Houses of Healing {see
Section 10.61). More expensive marble for facings and interior
floors is brought from the southern vales of the White Mountains,
and is very good quality.

A faras art goes, Minns Anor has a fair complement of priniers,
sculptors and other artists, Paintings are tvpically portnuts rather
than decorative studies and lundscapes: the laner are found, but as
woven or embroidered tapestries and hangings. Painters are also
employved to paint designs on clothing, either using special paint or
batik wax so that the design is built up through multiple selective
dyeing. Painters also embellish the exteriors of buildings. either
with murals or with signs and symbols indicating the business
carried out within. Sculptors mainky make omaments or portral
ture: there are many busts and full figures to be seen within the city.
Among other Fellowships there are woodcarvers, stonecutlers,
jewellers and glasshlowers who deserve the title artist rather than
artisan, as their works are lovely to behold. Least enduring are the
works of the Master Bakers, but some hold them to be among the
most satisfying art to be found in Minas Anor.
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6.0 COMMERCE

Even though Minas Anor is not a mercantile capital comparable
with 1hpi|i.llh (ol old), there w stll a Ereal deal of tade and
commerce within the city. The myriad craftsmen producing every
sort of fimished good sell through their workshops and factories 1o
citizens and merchants alike, sending the goods off 1o the four
commers of the renlm and o the lands beyond. YVendors sell all the
materials imporied by the city from stalls and shops up and down
miles of sireets, There are scribes, bookkespers, bankers und
lowyers lo help with funding and look after profits, wages and bills
[T Minas Ithil dreams of silver clouds, Minas Anor washes with a
rain of gold. If adventurers wish to purchase anything in this city:
s, services, inlormahon; 1115 generally available someswherne,
Ask a Porer or Door-warden for directions to the nght area, then
ask anyone else.

Most coins are accepted in the city, which has its ewn mint.
Coins and pieces from far of f might be taken toa bank for pssessing
and welghing. The standard Anorian coins are:

Nindarin Wesiron Value
malinos or arb, sun or lmp= 10gp
haranco gold hundredmece [Ugp = 2sp
Erin pold crown | gp=Jsp
mmlath stlver iree d5p = 4llbp
celebam silver roval Lsp = 10bp
tarnib bronee ‘copper’ lbp = Scp
peret copper hll Shp = 2.5cp
benhar copper hii lep

Eschanpe Hate: | erin=5nimloh = Hicelebarm = 200 tamb = 404
perei = | ,LLER benbar

Traders in the city must obEin a Boense o else will be lable o
ilaa o goods possing through the Great Gate (in elther direction ),
This tox is usually 5% of the value of the goods, as assessed by the
Warden, Should a trader dispute the assessment, he has 1o wail
until an arbatrator from an eppropriste Feltowship is summsoned
{whio must himself be pard far s trouble), The license fee varies
accomding to the type of trade the individual wishes o undertike
It is possible, of course, to forge a license and evade the ax

There are few other mestrictions on commerce in the city.
Membership of Fellowships i not regudned in onder to conduct
bisiness in Minas Anor, although it can help, since the members
enmpoy many contacts and wield some influence with the city s frade
officials.

NOTE: For examples of poods made in the Cify, iee

descriptions of workshops and manufactories in Section 10

cerud tiee acdes on Fellowships in the following section

CURRENCY TABLE

Dl Furaiisl
Wi Amroiht® Blliimi Ao Frain Warim Limbes
Ohverse Frince of Kiag ol King al King of &
Image Diil Amsdin® Clondior Arihedmin [hurin's
hodk
Hirstras i Wi Sererm [urin’s ST P
F ke S&ap Tres Simrs Hammes provaed
i wEp
Al galle
Languags Slmdarin Sindaiin Tamdarin Smdarin Nddmaic
Leipering lengsar ST T Tevig Wi A e hak Erngpwar
Mlaria
lanury CALE L HL Sy LB C.HE, C.RE,
naime G G some M 5 some G U6 woimee |

Tsspe Cadex M < mihril; G = gold; E = slecirim (@ohd-silver allovk, 5 silver:
H = hiomee (oot allioy); i gsupper; T iin

Tim is moey radily avaifable ihan copper in Aribedain, s the min i Foenoi
Erain somreiimes sabesiiuies tin calne. | copper = 1 lin

T comnasrve: pold, which e b imporied, Umbar minis eleconem ooins. | godd

2 glectrum

* Escep for the period bavseen T.A. 910-1844, shea Gonder's copire was ai
| hesghin, Umbar hai beeh am independeni ciry-siate ruled by anoligarchy of Losd-
capiaing Bhefone 913, the Black Mumesdreans whir comtrolled Upndar mgraved the
Image ol Ar-Phamadn, b6 Kiag of Mémenor, on their cosrency, as they il oawed
i Nutnious allegance io ihe eotine dyvaasy, Since WAE vhe ruabng olgasshy descinil
el from bl Ceomsdorians has used the image of Cassssin, lase sighidul King o
Lsandor e chelr view

% Linhir"s Misi i & grm ol the Prince's Mine o Dol Amooth, prodecing sep
plemeninl copper and sfver coibags [0 Coinmasier, howees, is appoinied by the
King {or Siewand), and any ¢oins prodeced in Linkir are manufsciured only wigh
(e Beave @l e Foval Monss
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7.0 THE INHABITANTS

There wre somse 45,000 inhabitants in Mims Anor. The exact
number is unknown, despite the efficiency of the ciiy's new
admimistrators. The Plague wresked havoc on the population, and
it is estimated thet perhaps a fifth of the city's residents died; but
atthe same ime there was an influx of citizens from Osgilish. The
newCmers Swamped the ity s authorlies

‘Irin}'nrnnl

Many of the refugees possess noble blood, The Roval house-
hokd and the Gondor's governoes, all of whom once called Osgili
ath home, now live and work in Minas Anor. 1t is hardly surprising
that the native Anorians resent these immigrants

7.1 THE ROYAL FAMILY

The royal family of Gondor ks splendsdly represented by the
twenty-sinth King, Tarondor, The family tree shown on p 35 illos-
trates the recent fortunes of the royal ouse descended from Elendil
amd Andnon. (Individual members are detailed in Section 12,1,

The Roval Houseropn

The royal court and household is o loosely orgenized group of
people headed by the King and the rest of the roval family, The
King is responsible for all major appoeintmeants — and can termi-
nate them at his whim, His ministers are responsible for various
CMTices and their staffing. Some Offices lave slightly overlapping
preas of authority, which can lead to friction between minisiers, bis
such dispules are seldom serioos,

king
I
| | |

King's Commandes IThe Couri Lord High Justice

| {includes): |
Adlvieors =
The Counsellors Law
AETTY | Lsirts
CHTecials
Clerks

King's Commander
Lord High Justice
King's Curate

{ Eck-Beslgiinar)
Eing's Seer(y)
Eing's Physician
King's Treasure
King s Herald
King's Proclamutor

e King's Communder and the Lord Hijgh Justice are generally
Princes of the Realm, At this time, Vinyaran is Taromdor's
Coammander and also his Chief Counsellor, This latter tithe is bebd
by any minister or coumselbor serving the King s court, Tt bears the
responsibility of organizing audiences with the King and oversee-
ing the debates in the formal sesslons known as Great Couwrts
These are aitended by ronking nobles, officials from all OiTices 1o
back up their ministers and all the King s sdvisomns and counsellors
Ranking nobles are ones who have been personally appointed o
the Grreat Court, or who have inherited such a position. As with all
posations ot Coart, they are subject o electon and dismissal a5 the
King commanids



The Ibicrbsiviniis! The Anorians

¥or

Vinyaran is also responsible for the mainienance of order in the
roval household, another position he enpoys, although most of the
work i% left fohis capable deputy Othirhan the Chamberlnn. When
he is ot present for coun sessions, his mantle as Chiefl Counsellor
b wsually fullen upon Cdravan son of Princess Arambseriel, the
Lord Chief Justice. However, as the High Court will not be moving
from Osgiliath until the roval household is better setiled in Minas
Anor, the honor falls to Dior Ed-belguinar (Dior the Curate) of
Howse Lisalibng,

7.2 THE ANORIANS

The Anornians Form the majonty of the inhabitants of the city of
Minas Anor, Five years ago, they hiurdly referred 1o themselves in
such lerms but sice thie onset of the Plague ond the steady stream
of refugees Mlecing from the disease-ridden quarters of Osgiliath
ihe natives of the city have ken up the label as a badge of
supeTiority.

Of the three groups of people making up the populabion, twao
formi the: Anorrons (the third are the *new amrivals’ ). The city has
had & simple two-ther class diviston of the wealthy and the wealth
producers,  There is Iitthe sign of a maddie cluss based on the
merchunt trade since Gondor's great mercantile center s Osgilinth
There are a few rich families whao lave manipuluted e well, bt
they huve also denved money from owning and running produc-
tive businesses within the ity

The great bulk of the population is invelved in working in the
realm’s largest manufaciory, IT something can be made by ariisans
or crafismen, with wood, stone or metal, leather, wax, cloth or
purchment, then someone can be found to make it in Minas Anar,
The six lower levels of the city teem with activity and the sounds
of hummers, knives, chisels and treadies,

7.21 NOBLE HOUSES

There are few true noble houses in Minus Anor. All own fiefs
in the province of Andren, holding them from the Prince-Presi-
dent or directly from the King. All these houses are ancient; three
derive Trom leaders of the Elendili in Mdmenor and one from a
martial family of Ef-friends dwelling in Lindon at the time of ihe
Downfall whose patriarch befriended and Isildur and came south
wilh him, dying in the War of the Last Alliance.

Drusmaamio (WEST-0WELLERS)

House Dunmardois now small ond the least of the Anorian
noble houses, Iis head is Doron, an elderly scholar, House
Dunmarde is linked o the Jeweller's Fellowship. 18s symbol is an
arch with a sloping roof, like o stylized house, surmaounted by 5
seiting sun with red rays,

Usunisn (O s omes-wiso-Escaren)

House Usulini is another of the Nomendrenn families. Their
extensive fiefs were inken by Ar-Phorizin afler accusations of
treachery and they fled the Iske just before the Downfall. Only the
original lord's wife, sisier-in-law and his youngest sons escaped o
massicre in the form of @ blood sacnfice at the Temple of Melkor.
They were welcomed by the Faithful living near Edhellond, where
therr Boal pul ashore,  Whed the Kingdoms of Elendil were
ardersd, the lady wos given fiefs on the west bank of the Anduin
in srewardship for hersomns, She became a devout supplicant o the
Vitlar, who she believed had personally spared her sons, and the
House has always been a deeply “religions” one, Many Keepers
of the Hallows, Minas Anor’s houses of the desd, have come from
this noble line including Dior, current Ed-belguingr. The symbal
of House Usulini is a sailing ship above which are iwo silver siars,

Othirban
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ASTIRIAN (SHORE-GUARDIANS)

The Lord of House Astirion lelt Nomenor well before the
Dwvenfall. Three generations of lords had dwelt in Lindon before
Elendil and his sons came oul of the west and established their
Kingdoms. Criginally the House held lands inthe North-kingdom
(Amary, but their hesd marched with the Last Alliance and fought
with Isildur and Elrond. On his death, his heir was granted |ands
in Andrien and they became one of the first Houses of Minas Anor,
dwelling in o wwenng houseé on the sigth level. Like all his
forelsthers, the current head, Carnam, is & Momines o Conclave
and his son is acaptain in the Citade] Guard. The symbol of House
Astirian is 3 whine diamond superimposed by a sea-blue wave.

Eresa (STAR-WARDE)

House Elena retains the most adherence to the old ways of
Mimenor and is noted for s aleofness from the common people
of the city. Yery few members of this House evermarry outside the
purest Dhinadan families. Their large house on the Fifth Level is
secluded and impenetrable exoep 10 mviled visitors, who are lew
indeed, i is said o contain one of the most comprehensive
genealogical Hbraries in all Gondor; this is obwviousty an invaluablbe
asset when considening the suitnbility of potential suitors, The
House has like 1o do with the govemnance of the city. They do
throw exiremely exclusive parties for the highest of the high, and
the current head, Torassar, joing the Council of Gondor when it
miseds. The symbal of House Elena is ablack bomd edged with gold,
overlabd with o radiant star of white and silver.

7.22 GREAT FAMILIES

There are a number of important families in Minas Anor who
have a great influence in the goveming of the city, Some of them
hold more power than the noble houses, and all aspire to join the
nobility themselves although it is very unlikely that any could be
ennobled whilst still in the city.

CurmEci. Hagxastin

The Hornastin family is the most recent o arise of thoss
mentioned here. The dynasty was founded by Armagor Hurnastin,
n warrior captain under Rémendacil, who won fame and fortune in
the East after leading numerous successiiul raids and operations.
He acquired a vast fortune in plunder ind returmed haome o My
Anar in tiumph o mary a minor nobke’s daughier. Since the
thirteenth century, the family has continued a strong miliary
pradition — the current head is Curmegil. The symbal sdopsed by
the family is a wide-bladed falchion with o winged hilt,

CanBAL ACARINYA
The Agarinna family are among the mone mysieriouns and exotic
of the dynasties and individuals in Minas Anor. The commonly-
reluted story about them tells of three brothers who were sorcenen
o the tirme of founding of Gondor. They wene powerful and
opposed Sauron, but esch one in turm was betrayed 1o the Evil
One's agents by their only sister. They were persecuted then
captured, tortured and slain in horrible fashion, The sister had
earlier born an unwanied child which she abandoned but which had
been found and secretly rised by the three brothers, He leamed all
their magics and maore, and when he discoverad why they had died,
slew their betrayer, only later did he find out through sorcery that
she was his mother. He founded the dynpsty, which survivestothis
day, headed by Cambal. The family’s symbol is a small crown
drippring blood inlo a poal,
Timeror Mg
The fortunes of the Malréd family have been changeable down
the centuries although they have never been poor. For the past two
hundred years they have been doing very well, mainly thanks to s
major discovery at their gold mines in central Belfalas, This hos
funded an expansion of their mercantile interests and they are also
imvolved in banking. Their influsnce in the city can be measured
by their three effective votes in Conclave, Tirbeldr is a Nomines
andd financinl advisor to Mindacil. The family also sponsors
another Advisor, Tirbeldr's son Alddor, and they also have strong
finks with the Goldsmiths” Fellowship. The symbal of the Malnéd
farmily 15 a pair of overlapping gobd coins and a green tassel,
Duiacii. Heresyasn
The Herenyand family are noted especially for their leaming
und connections with the Scribes” and Sages” Fellowships, Anold,
monied family, they embrace s vaniely of inierests in the city
including ownership of a bookbindery and & parchment-miker,
The size of the Herenvand forune is not known, but they ane able
to sponsor the Deputies of both the Scribes” and Sages” Fellow-
ships, as well as Quincil™s position as an Advisor. The family’s
symbal 15 a three-plered bridge.
MEvLLorEL Sivpnag
The Simdbar farmily is 4 schon of & noble house of Minas Tthil,
They were rich merchants but otherwise had Litle importance in
this great city until Porothir Smdbar marmied Melloniel. daughter of
2 loed of one of Gondor s most remobe fiefs in the northem Pinmith
Cielin, The symbol of the family is a grey wower, circular and
ronfed. To this Mellonel bas recently pdded a gold ning,
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7.23 THE FELLOWSHIPS

There are twenty-cight Fellowships in Minas Anor. These are
akin to Medieval guilds and the Edfreahir of the northmen but are
Far less restrictive and formal. Effectively they serve iwo pur-
poses: (o gather logether workers producing similar sors of goods
ep that the economics of having a communal workplace are
nchieved, and also o provide o fellowship, & 5o of club thi
workers in that industry can join in order to gain palitical and social
benefits. The social benefits include looking after widows and
ofphans of workers and, on o highter note, revelries and get-
tepethers of like-minded fellows after ahard doy"s work. There are
n inns and taverns in Minas Anor, for everyone sups bn their
Fellowship Hall or some other communal place, (The political
benefits and organization of the Fellowships sre described in
section B.4.)

The Fellowships are arranged into four groupings, supposed]y
by ape and honaor, although such detmils are hotly debated and
contested by the Fellows on occasion,

st Ind

FPoriers & Stonewrights
Doorwardens Woodwrights
Huosteders Croldsmiths
Lampwrights Clothwrights
Bakers Waterwrighis
Healers slassmalkers
Armorers

Jrd 4th
Sireei-traders Cordwrighis
Cooks Cutlers
Cinopery Jewelers
Candlemakers Artisis

Tilers & Embroiderers
Roofwrighis Locksmiths
Fotlers Scribes
Ironsmiths

Lestherwrights g

PouTers & Dooswainess

This Fellowship is a smuall but important one. [Uis the only one
in the city to have o titular head; the Warden of the Keys (see
F 1S Al other Fellowships have just a Deputy, The porters and
dogrwardens look ifter all the gotes of the city including the Great
Gate and Fen Hollen, the closed door lending 1o Bath Dinen. They
plsg manage the liftings in each of the lesser gates and operate iwo
services much used by the rich and powerful: messape delivery and
the rdmesir, & pulanguin-like irnsport operated by two strong
me, Few who are rich ensugh care 1o walk miles w their homes
on the upper levels when they con afford someone fo cormy them.
Sirmilar transport can also be wrranged for goods, since few horses
of carriages and cans are allowed into the city,  Most everyone
requires the services of the Fellowship — if only when death
comes dnd they musi be escorted 1o their final resting place.

HosTELERS

There are ne inns o tvemns in Mings Anor by an ancient
tradition with nn unknown origin. However, there is plenty of
sccommodation for visitons in hostels and guesthouses, Here fond
wid drimks are served (and often Mow Treely) but only &8 part of o
genernl fee for board end lodging, or if bought from a wineshop{ for
prices see Section &), The arrangement works well for the
Anorians, wnd they ignore oulsiders who find it a linle peculiar,
The Hostelers” Fellowship is moderately smnll and has a high
proportion of women since widows with some inheritance often
open or ke over @ guesthouse.

LasrwriiHTS

Thatthe Lampwrights® Fellowship is old indeed is testified toby
the nume of the first muin street in the city: Rath Celerdain, Most
of its members live on the First Level und are invalved in the
making of lamps, lanterns, chandeliers, refractory telescopes,
magnifying glasses, sundials and other such items, Their work
depends for the most part upon materials supplied by the Inon-
sriths and Glassmakers of the fourth level, The Lampwrights are
also responsible as a body for the maintenance of the sireet hghis
of the city, and pay for the upkeep of two lamplighters jointly with
the Candlemakess” Fellowship,

Baskws

Minas Anor’s Bakers are accounted above simple cooks. Their
Fellowship rose in status afler the Kin-strife when a namber of
skilled Morthmen setthed in Minas Anor, Mow they produce o wide
range of provender, from loaves and buns to cakes and pastries, No
meal is considersd filling without a fresh round of bresd or 4 sweet
pastry 1o finish it ofT: no dinner entertainment properly complets
writhout o delicane copstraction of dough, sugar and colored con-
fection.
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Sign of the Healers

Sign of the Woodwrighis

Heavens

The Healers of Minas Anor are rightly famed through moch of
Condor and beyond. Their splendid Houses of Healing where
miost of the Fellowship dwell and tend their patients are on the sixth
level, facing south and east among scented gardens of herbs. The
Healers are skilled as surgeons and homeopaths, and knowledge-
able as herbalists, cultivating and extracting the useful essence of
many plants with & lore that goes hack 10 the earliest davs of
Mamenor: =, the Efdar .. broughs to Ndmenor many gifts: Weds of
song, and fragrant Rowers, and heebs of prear vieme" (Sl p.
316). They are among the most influential of all the Fellowships,
ever valued for their wise counsel.

ARMORERS

Another skill developed in Ndmenor and continued in practice
1o good purpose in Minas Anor is the manufechire of arms and
armor, Although sivles and preferences have changed since the
Second Age, the principles have not, and the Armoners hill on the
Sixth Level is known as the House of Ringing Sounds because of
the incessant beat of steel on steel. The Fellowship is kept busy by
the demands of Citade] Guard, Roval Guard and supplies traded 1o
other paris of the realm, The only weapons not made by the
Armorers ane blades; these are the domain of the Cutlers,

STONEWRHIHTS

The masons of the city hive o long-standing rivalry with the
carpenters. {Woodwrights, see below). 1t dites back 1o the very
eartiest days of Minas Anor. Originally, the Woodwrights were
held in higher esteem, owing to the greater beauty of their craft and
the elegance of the wood they worked, The Stonewrights built the
city walls and towers, but the grest houses and halls were made of
strong wood and timber brought from a dozen different forests,

each wood with a specific use. Galleries and screens of intricate
fretwork bedecked the early city, However, as time passed and the
houses needed renswing and replacing. the special timbers grew
more expensive and harder (o obtain. Long delays frustrated the
pramd designs of the few rich enowgh to be able to afford them.
Crradually stone became more favored, not beast for its reliability
nnd enduring qualities, and replaced many older works of wood.
Al the same time, the Stonewrights were themselves attracting
miore money and power with their increasad patronoge wnd could
develop their crafi o equal the skill of the joiners, MNow the
Woodwrights are less important and few wooden buildings re-
misin,
WoonwricnTs

Some of the history of the Woodwrights is related above, From
their former glory of housebuilding on a grand scale, they ane
reduced o the more usual carpeniry products: hausehold interiors
{doors, window frames, joists, floors); fumiture and furmnishings;
barrows, carmages, curts and rdmesir; tool and weapon hafts and
pieces; and sooon, All their products are of a high quality, and
amongst their number are many fine wood-carvers, There are
many woodwrights” workshops, the main being the Woodwrights'
House in the nonhern section of the Second Level.

GoLnssImis

The Goldsmiths" Fellowship is also an old and respecied asso-
cition. Although the Goldsmiths of Minas Anor might not rival
the Elves for the besuty of their craft, their works are as passing fair
ms any other produced by Men. They wrm out gold plate (cups,
platters, ewers) s well is specinl commissions. They also produce
gold leaf of fine quality which is troded far and wide, and wark in
other precious metals including silver, pewter and bronze,

Sign of the House of Tapesiries

Sign of the Glassworls
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CLOTHWRIGHTS
The Clothwrights do not produce cloth; rather they make every
sort of garment and ilem from cloth woven outside the city. Cotton
comes from Dor Bhinen (Rhovanien), linen from Calenardhon
and Lamedon, wool from the Pinnath Gelin. They also buy
copious amounts of thread, for they are industrious milors, lace-
mukers and sewers, Anything from a simple handkerchief to a
silken pavilion capable of holding a hundred guests can be made
by and bought from this Fellowship.
WatErwriGHTs
The Waterwrights are responsible for the mainienance of the
city's wiler supply, The Mimendreans devised an mgenioos
system for getting fresh water into and waste outof the city withowt
compromusing its defences (described in Section %.4).  Waler-
wrights also maintain the plumbing in individual bulldings in the
city. A branch of the Fellowship is involved in the manufacture of
lead piping and other itlems of keod, such as weights, seals ete.

(L ASEMAKERS

The last of the great munufactuning Fellowships, the Glass-
makers wre mostly o be found at the Glasswaorks on the fourth
level. They make smull-pioce sheet glass for windows (which is
o gxpensive Tor mast houses), bottles and olher vessels, phials,
cabinets and cases, omaments, drinking ware and lenses, along
wilh a host ol other, rarer lems, wsually on @ commission basis.
Cireait skill is required of a glassblower or handler, and great amstry
can also be exhibited in their cruft. There is no larper gloss-works
in the whole of Gondor and Armor,

STREET-TRADENS

Another “lopse” Fellowship, the Stroet-traders are wendors of
every sorl who work from small shops and impermanent stalls in
the marked places and side-streets of the city. Some even carry their
wares from place to place in trays balanced on the head or slung
around the neck, Virually all of the small wares common o
western Endor pre sold here. The commonest are items of food,
jugs of ale or wine, cheap aricles of clothing, cosmetics, herbs,
gifts and trinkets, and household items like pots, pans, brushes,
needles, cord, and dtensils, The Street-traders are perhaps the
most-ignored of all the Fellowships —with the possible exception
of the Artists — although few Anorians would admit o either
snobbery or philistinism,

L

The accomplished cooks of Minas Anos provide for a cityful of
stomachs, Some of the Didnedain’s favonite delicackes are de-
scribed elsewhere (see section 5.3). Closely associmed with the
Hostelers' Fellowship, the Cooks have a strong sntipathy for the
Bakers, whom they regnrd as less substuntive specinlists. The tall
Men of Gondor need solid ballass, not puff pastry, they claim. The
Cooks are also skilled butchers und cheesemokers, but although
they are known 1o use wine, abe and stronger spirits in their recipes,
they do not brew or distill the drinks themselves; everything s
imported from Ithilien, the southem provinces and, [of specil
occasions, from the reaches of Eriador and Rhovanion,

CiwERS

The Woodwrights do nol make every wooden lem in the city,
The Coopers are an important Fellowship whose skilled crafis-
manship turns out barrels and wooden vessels of all 2ors from The
Hundred Tuns, their workshog on the fourth level, Their brunded
mark is a recognized sign of quality for hundreds of miles around,
and barrels they make last for years, often wming up in the most
unlikely places.

CANILEMAKERS

The Candlemakers” Fellowship is o diverse if small group of
arfisans making both plain and embellished candles along stk
many other items of wax and oil. These inclisde lamp oil, torches,
cosmetic oils, sealing wax, wood polisher and so on. A Candle-
maker cun often be marked out by the distinctive smell of oil or
wink, and this his led 1 tem having few fricnds, despite the good
work they do for the city fueling its sireet lamps, The Candle-
makers tend 1o be a dour yet uncomplaining lot.

TiLEry

The Tilers have strong links with the Potters” Fellowshipas both
1B {Ia}; much of 11 obamed from the low vales of Lebennin and
dirmwm up to the city in special carts which shake the excess willer
from the clay and let it drain away through boles pierced in the
siddes. Tilers also make other roofing materials, such os decorted
slates and corved wooden tiles, Muost tibes Tor rools ane plain, of a
dull red color, but slipware tiles with & glossy finish are popular
with richer customers, Some ane tinted yellow or green and sho's
up beautifully in the mormings as the rising sun casts its Dirst light
upon the roofs of the city. The Tilers also produce bricks and other
ceramics, usually for decorative purposes

R Tii % &
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Porrers

The Potters’ Fellowship is a loose and friendly one.  Maosi
potteries are small, doned here and there aboul the city, with their
own small kilns and wheels. Many potiery goods wre produced,
including stoppercd stonewire jars for vininers east of Anduin;
bow s and dishes and every sort of ableware for the common folk
of the city who cannot afford to eat off pewter or silver; troughs and
basins for the balconies and tiny, crammed gardens of city build-
ings wherein flowering plants are grown 1o brighten the strects and
alleys; and =0 on,

IRosMITHS
Gondorians are nothing if not organized. Iron is generally
smelted in a more convenient and congenial place than the confines
of the city; thus the Ironsmiths work not with raw iron ere but with
the pigs of iron thut come up from the rural foundries. They supply
sheet, bar, rod and wire iron and steel 1o many other Fellowships
Lampwrights, Lock-

CUTLERS

In conrast, the Cutlers’ Fellowship, though small, is highly
regarded ond has a deal of authority. Although historically
connected more with the manufacture of knives and other impie-
ments and uviensils, the Fellowship has become renowned for ils
myrisd blades, especially their superb daggers and swords. In
Minas Anor, one can obtain every sort of edged weapon, from
throwing knives to greatswords, Many are exceedingly handsome
a5 wiell as fine in their fabrication.

In keeping with Dinadan tradition, biades are also popular, The
Gondorians, like the Anorians and their Namenonean anccsions,
frequently wear the eket (shorsword) or anket (broadsword)

JEWELLERS

All Minas Anor knows the Jewellers as o pedantic and deliberate
Fellowship: “As slow as a Jeweller,” the saying goes. Yet lor alf
their apparent caution and dullness, they can produce works of
surpassing  loveliness

amiths, Armorers, Cul
lers: and Coopers, for
example. Many different
fempers of steel are
achieved by skilled proc-
esaes.  Some lronsmiths
also prsiuce basic quan
titics of copper, bead,
beonse, brass and pewier

LEATHELWRIGHTS

The Leatherwrights
are a motley boad of cob-
blers, cordwilners,
stitchers and oolers. In
sir scafered workshops
ane can find evervihing
from thi '\.||11Fr||:-1.l hucket
o the most elaborale
boot; alomg with behs,
bags, packs, trunks,
boxes, purses, jerkins and
straps. A wide variety of
hides are used, such as
sheepskin, cowhide and
more  exotic  skins
broaght back by wdven-
purers in e south. Much
favored also are deer
skinsg (including those
from elk, moose and the
like) trapped in Erindor,
b LR E T 1! Ik i% dhome within
the city becawse of the

for Men. They wne espe-
cially noted for pwo ar-
cas of expertise; the
carving of stones, sich
as camens and
cabuchions (rather than
the simple cutting of
faceied gems), amnd for
their filigree silver and
gold — meis and meshes
of the finest wire swirked
and intricately curled —

which ame uwsed lor
brooches, coronets,
tinras, baskeiwork
weapon hilis, bracelels
andd prmaments.

ARTESTS

This Fellowship 15
very diverse und always
full of faction fights and
disputes, Tt imcludes
gvery sor of enteriaier,
visunl artisi (painters,
seulprors and soonj, und
miusician. While a Jug
plers' School has re-
cently orisen under ifs
AusHCes, however, “ling
artists” rernain the domi-
nant growp,  Painters,
scullpiors, and the hike
predominate. Entertain-

disgusting smell of the

process, but the prepared hides are cut and stitched here. Some of
the leatherwork is extremely fine. being beaten out, ooled with
delicate patterns and stained with dyes of bright color

CommwRInHTS
This Fellowship is also small, manufaciuring threads, cords und
ropes. Unfortunutely, they do not enjoy as good a repulation is e
ropers of Pelargir and the Fellowship is in decline, despite the
current fashion pmongst Anorians for wearing braids. There ane
ewen rumors thit Conclave 15 to unseat their deputy

ers are ofien ignored and
sometimes have been known i riot. ' With the consolidation of the
royil household in Minas Anor, though, bath factions continually
strive for increased patrom g
EmproimERERs
One of the smillest and most recent of Pellowships, the Em

broiderers, shares many workshops with both the Cordwriglts and
the Clothwrights. Yet their skills are well recognized and in much
chemand, especiaily for the fashiomnle I.;|'|1:--l|:'i-r_"~\. hung om entrance
hall walls, The Embroiderers also decorate clothing and uni forms
with personal designs, another symbol of stalus in the city.
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Bign of the Greni Bakery

Sign of the Porters & Doorwardens

Lo rssarms

The Locksmiths have o long history, develaping muny branches
aver the centuries. Although the manufacture of locks, bolts and
keys 15 still perhups the major part of their business, they also make
any device that involves mtncule metalwork (or sometimes even
windwork ), moving parts and so on, Shimple ‘michines’ such is
pulleys and lifs are made by them; the springs and catches for the
embrasure shutters of the Ouler Wall: clockwork devices (al-
thowgh their sophistication is limited 1o times of about 3 minuies
of less); and every munner of thap mechanism that sdventurers are
[ocly tov comee across. Mot every Locksmith makes afl these, bu
wimihd Knove' whens they could be found; nlsa some would have o
he made ‘to order”

SURINES

The Scribes” umd Sages” Fellowships are a linle unique, being
concermed with record-keeping end providing services rather than
proclucts. The Scribes include people available for hire o copy
manuscripls, wnle messages und 50 on; they also Tunction as
feachers, franslators, mathemsticiins, accountants, lnwyers amd
many other jobs nccording to their speciality, This Fellowship has
the respasiesibibity for the Rynd Thannath on the Fourih Level. (See
Section 10,44,)

Sanes

Alongside the Healers, the Suges ure the most respected *lower
cluss” inhabitants of the city. Anoriins revens learming as o great
Eset, o birthnght of soris. Unforunately, some of the Sages are
uite mad or completely by and do nothing all day except souk
up mawe useless information in the vaulied chambers of the Ryvnd

Permaith, o remarkable treasurchouse of books and scrolls of every
SN,

Despite the common idea of o Sage as i venerable, balding and
grey-bearded man, the majority #re younger, a misiure of men and
women and with close-cropped hiir, Most have an almost reli-
giows devotion to their reading and lend a cloistered air 1w their
dwelling and work places.

7.24 KING'S GUARD AND CITY WATCH

Minas Anor is the center for a large gorrison of the King s Army,
and now also for the King's Guard, the elite corps of men detailed
1o the roval household, The former is organized, like that st Minas
Ithil, along standard lines, There are four Companies or Ofitar-
rimion (sing. Ohtarrim) each hesded by a Targen or Commander,
Each Company consists of 3-4 Troops or Thangion led by a
Thangon (Captain). The Troop is composed of 60-100 men
ordered into 20-man lines (3. “Erith™). The following tahle sum-
miarizes the organizition;

FIRST COMPAMNY —

Commuander: Rodhel Humastin

Symbal: White Tree

Tww 5-ling Troops of heavy cavalry

Two 4-line Troops of heavy infantry
SECOND COMPANY —

Commander; Tindisth baolréd

Symbol; Fountiin

Two d-ling Troops of heavy infaniry

Une 4-line Troop of medium cavalry
THIRD COMPANY —

Commuander: Anarond Astirian

Symbol: Star & Sword

Two d-line Troops of medivm cavalry

Two 4-ling Troops of archers
FOURTH COMPANY —

Commnnder: Dursévagor

Symhbol: Shicld & Hamamer

One 3-line Troop of heavy mounted archers

Onve d-line Troop of miners (medium infantry)

Ome 4-line Troop of engineers (medivm infantry)

In adeiton 1o the 1 100 fighting men, there are a ol of 73
officers and another 20 or so staff, who are permanently m charge
of the garrison houses and (o serve as messengers, mapbearers, nnd
the like. Indivichnl fighting men are allocated as wides o their
commanding officers and deputize oihers whenever o levy is
necessary. The garrison consists of a mixture of troops including
many being given training. Minas Anor seldom sees fighting on
its doorstep, but trains fine warriors for the defense of Limds further
afiekd.
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T Kini:'s Guakn

The royal bodyguard is orgunized along slightly different lines.
There are two Troops of six lines each in this Company, making
2400 men in idal, The first Troop is mounted on heavy warhorses
with excellent handling gualitics and superb traiming to withstand
the noise of battle.

The second Troop is more diverse. lis three lings comprise
specialist heavy infaniry, each line made up from velerins with
their own weapons and armor. Omne ling includes light archer-
soouts, extremely skilled at silent maneuvers and deadly with
missibes. The second 15 composed of rangers and skilled horsemen
with fast sieeds, The final line s composed of the famous Lion
Scouts, light infantry sccompanied by truined Royal Lions, A
lovely tawny color, these beasts spori long claws and vicious fangs,
They have good climbing and stalking abilities and are usually
given & surcost of royal crimson edged with gold thread., The
Compiy is led by 99-vepr-old Lord Bathion, a pure Donsdan, tall
und dark and awesomely skilled with the biade.

EquirsesT

The garmison troops wear o mail hauberk made from forged
black steel rings and covered by a short surcoal of thick biack
miterial emblazoned with o silver embroddery design depicting the
White Tree. Any other Company adorms their lefi breast. Small
raven wings privee the sides of their high-crowned helms, which are
sl with a silver star in the center of the circler.

These soldiers carry a black and silver shield (size varies
betwesn Troops), & lonce or . and another weapon or weap-
ons, such as the anket (hand-and-a-half sword ), eket (shorswaord),
hamdaxe, metsl composite bow, and dagger, Heavy infaniry
warrhars wear Tuller mail coits, which are reinforced and padded,
They always use larger weapons.

The King's Guard, despite the individual appearance and equip-
menl allowed them. are offered plate prmor and top guality
wenpons should they desire them. Their surcoats and shiskds are
silver timmed with bluck and crimson, bearing the desizn of the
crown omd seven stirs, A veleran who serves with the King's
Civard 5 illowed o keep this design on his shield and bear it
wherever he goes subsequently. Weapons include halberds, pwo-
handed axes, falchions and more usual blades.

Cry Pathins

The keeping of law and order in the City is given over toa joint
military and civilian body, the City Patrol, Members of the Porters
and Dasor Wiardens' Fellowship join with Citaedel Guards in groups
of four {or more, il there is known to be trouble abroad) to answer
the complaints of citizens and try o stop the mevitable law-
breaking that will oocur in Mannish societies, City Patrols are but
lightly nrmied and irmored.

One of the commonest problems is theft. All citizens have the
right of thief-taking, but normally it is left up o the City Patrols.
Unfortunately they have little coordination, despite the atiempts of
Conclave on pumerous occasions 1o pul an enthusiastic and ener-
geticofficer in churge of this difficull operation. The plans to crack
the problem once and for all are always mysterioesly sabotaged in
me way or anather,

7.3 THE BUREAUCRACY

Two groups of people have been moving from Osgiliath o
Minas Anor over the past few years, Since the start of the Plague,
o number of smaller departments of government (for an example,
see the OfTice of Estates in Section 10.42) have been remaoved from
the former capital to the city. This has entailed moving both the
officials and the lesser buresuerais: the clerks, rovil servants, and
their familics.

Atthe same time, ordinary folk have been (leeing the ravages of
Orsgilimth for the fresher air and healthier climes of Mings Anor,
But despite the houses and chambers emptied by the Plague in the
city, 115 authorities were unwilling 1o simply allow in & flood of
refugee. Proud of its productive economy and well-managed
ireasury, Conclave decided thit only those who could fill o vacated
position in 4 Fellowship would be allowed in, Later, admission
with exlended to those who could oblain the invitation of three
adults wiho were themselves full citizens, either wealthy encugh to
contribite w0 the Refuge Tax or recognized Fellows,

7.31 THE ADMINISTRATORS

The sdmimistmutors are merely civil servants who deal sith the
minuiaeof government, sdministering the Offices required 1o keep
Taw, order and civilization in every reach of Gondor™s kingdom-
cmipire, They are despised by many Anorigns, who seg them as
insipid paper-pushers pdding unwanted burecnucracy o their lives,
Typically, the Anorians are mone inspired by craftsmen and
artisans,

Still, the administraiors are a necessary cog in the royal appara-
tus. Ciondor's far-Tlung empire provides an unceasing challenge o
the civil government, and even the independent-minded
manormen of Pelennor wnderstand the need for the sallow-faced
bureaucrats that guide life behind the scenes,

Irhalmir
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7.32 THE ROYAL OFFICES

The Royal Offices of government include oo many depart-
menis (0 discuss here,  Thus, descripions of only the most
impaortant ones follow,

Dwvce o Bursany

The Office of the Bursary is overseen by the King's Treasurer.
Responsible for collection of royal dues and revenues, the protec-
tion of the royil treasury and the funds and tredsures i contains,
apd for the of funds for expenditure in civil areas and the royal
household, it is vitn] department. The Bursary fumds all the other
Difices, as well as the King s Commuander, who receives a large
budget to provide for the upkeep of non-maintained roops, de-
fenses pmd lortilications,

Ovrce oF Estares

Owerseen by the King's Herald, the Office of Estates keops track
of land ownership and tides, Al Gels are held in chiel by the King,
Those estates which he does not retain for himselll are held by
tenants-in-chief, normally Princes and other great lords of the
realm. Other lords may then bold fefs from the ienanis-in-chief,
and sometimizs lesser lords and knights hold imdividual Linds from
therm. This complex armangement of landholding s monitored and
checked for legality by the Office of Estmes, Al wills should be
registered bere, and the (fficers pdjudicate disputed claims.
Similarly, they keep track of hereditary titles given by the king and
the right to wear various special devices or bear the arms of a family
or House.

Dvwice oF DEckiEs

The King's Proclamator presides over the Office of Decrees.
This department hos 4 high responsibality for the drowimg up of
decreey and lows agreed upon at Cirear Courts by the Council of
Gondor, or issued by the King, The proper legal style must be
followed corefully, and the Office is also responsible for copying
the decrees and ensuring their distribution and proclamation
arcaned the empire. On accasion, the Proclamatons must also nile
on the inerpretation of the wording of a decree or law they have
drawn up, for the King's Justice. All have to be highly proficient
m both the ancient Samendrean Addnae dialect, as well as the
Sindarin more commonly used fior such purposes.

(v o Wones

Ohverseen by the Minister aof Works, the Cifice of Works s a
responsible for the maintenance of royal demesnes, foresis and
chases, and also for roads and other civil structures outssde the
]1-I.|1"r|¢l.|.' aof ocal lords oF towis, The '|:|.'|‘|1I'III| of thi=z Oifice, &
crowned set-square, can be seen stamped on many consiructions,
from rosdside stocks, gallows-trees and milestones 1o boundary
markers, and from own walls 1o gatehouses and guaysides,

Tue Haste Post

The Haste Post is admimnistered by the Warden of the Post. Thas
Ciffice organizes a postal service for public use, bt this has arisen
ot of its older responsibility (o provide the King with readily-
available messengers, Sent oul to the four comers of the empire at
g moment’s notice, these roval couriers are exceptionally rugged
mnd trustworthy.

The Haste Post also temds the beacon-lires which stand ready 1o
link Andrien with the provinces of Calenardhon, Lossarmach, and
Lebenmin.

7.4 WOODEN-TOWN’'S REFUGEES

Bt what of the others that have flocked o Minas Anor’s goles
in the hope of succor and shelter from disesse and war? Decrees
from Conclave have demanded that they show good heabth, as well
as o means of sclf-sufficiency or relinble dependents, before
entering the ¢ity 1o fake vp residence, These demands have
necessilated (he inauguration of o special depariment o process
cluims; pnd whilst some are speedily deall with, others ke longer,

Al first people just camped outside the Great Cates in the
shadow of the Outer Wall; then, as lines (gquewes) grew, the bents
tirned 1o shacks, Traders wandered ambd the conlused wiirmen of
cannibalized dwellings selling food and other necessities of life,
soamee of them setting up permpnent pitches, Scribes pot up stolls
:rl'!;'riug help with ¢laims fior & |:'|-|'i:‘:|.". The shacks became
sturdier, and ground was cleared for a few timber structures when
winter bit more closely, Firewood séllers made a huge profit,

Mumerous single-siory houses and huts made from mod and
timbser have sprung wp o the north and eastof the Gren Gate. Mos)
are communal halls for sleeping and eating. The residents go out
during the day o hire out s laborers to the landworkers of the
Pelennor, or us servants i the city, or o see how their claims are
getnng on,  Meanwhile, chiliren are borm and mised amid an
unseemly squalor, the admimisiraions and the royal household all
prefer toignore, Some pssistance is now given in the form of fodod
and fuel handouts, Amd it is cliimed that the claims are being
processed more swiltly knd Wooden-fown, (or Outre-Mur, as i haz:
also been christened), will soon shrink away., Certainly the
miilitary commanders hope to clear the base of the wall as soon o
possible.
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8.0 POLITICS AND POWER

Minas Anor is, all things consadered, a safe place within the
empire of Gondor, [sis somewhat smugly below Mount Mindol-
luin, its citizens well |'|r-:l|-.‘:|."|r.'||._ :|:|||:I:|.':|\I|||.1.I_ ﬂLH"'IiI.TiI.ngr_’ giilll-;:l_"\- il
the folk of Minas Ithil in Mordor®s old shadow, or the people of the
coastlands that suffer e eikntions of the Corsairs, N-::-llu:lu_l
threilens the capital, for the Sun is still high in the heavens and
there is no sign theat its setting is imminent

attll, of Minas Anor lacks ene-

Seesions of the Gireat Court (the Council of Gondor) ocour once
every three months and are lively affairs, with nobies and officials
oflen travelling from distand parts of the Kingdom to attend. There
are feasts and entertniinments as well as the serious business of
poveming, and the people of Minas Anor look forwand to doing
pood business at such times,

Ihe royal Cifsces naturally come under the King's authority.
Most make a large impression on

mics beating at its gates, perhaps
there are subtler forces ol work
within the fabric of the city iself
Arnongsl the G [olk of Gondor
pre those whose emotions lead
them astray: jealousy, love, stupad-
ity, pride; all these can be the
downfall of noble men and
women. Few among the Wise
hiave yel contemplated the metum
of Sauron or any other organized
thdeal toh thér society, but all their
wisdom conmot foreseall the mos
hasic of the human drives: lust Tor
power, wealth pnd glory, N
everyone is allleted with soch
drives, but the few who arz become
prominent individuals, And
their guest for personal power,
mighl they jeopardize higher secw-
rity?

8.1 ROYAL
AUTHORITY

The King has traditionally been
i visor 1o Mines Amor, the guest
of the Prince-President Tor several
months of the year. Now he is in
eI residence, his retinue
all about hom with the machinery
to povern o reglm such as Crisindoe

the ciigens — as a useful and
stable source of revenue hail
they ane also requently resented.
When the Offices were in Osgili-
fith, the burdaucrcy of povern-
ment seemed ane place removed;
now the very streets seem choked
with edicts.

8.2 CONCLAVE

Conclave (W, "With Key™) is
the governing council for the city,
overseen by the Prince-President
of Minas Anor, Conclove meets
three times & month {or more ofien
i i emergency ) in os hall on the
Sixth Level. (See Section 10063.)
Muosi sessions are closed 1o the
public, althoogh members may
bring associales with them, Uoca-
sionally, though, an apen session
15 heldd wheere a mater necding the
opinion of all folk of the city is @
b cofisicdernad

Conclave denls with any marters
relaiing o the laws and povemn-
ance of the city. 1t formulates and
preasses afiy new kegislation — such
&t the rules resiricting immigrants
(see 7,32} — and it considers the

with efficiency, King Tarondor, though relatively young, is niol
insensitive o the effect his presence hos on the lordship of the
Prince-President, and has tried to stay outof all purely civil affairs
Nonetheless, Vinyaran, Tarondor s chiel counsellor, often acts *on
the King"s behalf” in trying to curiail Mindacils dominkon. This
has mainly been in the area of accommodoting the King's house-
hold and government Offices; and also, in his capacity as King's
Commander, Vinvaran has been trying o wrest control of the
Citade] Guord from Mindacil,

budget and expenditure from the
ciny's treasury, Most citzens make a contribution to this throwgh
their Fellowships or licenses to conduct business, Other sources of
incoame inchede gate mxes, ines (the wsual pumshment for those
who break city staiuics) and, occasionally, special levies. The
laner ane -.'-1|I:.-' wsed] where a iil,rl-_'u: sum ol TRy 1% necded for a
substantial project like the reconstruction of a public building.
Recently a special levy knoswn as Refuge Tax was passed to pay for
the temporary support of people in Wooden-town,
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The council is made up of three groups of members:

NOMINEES

Up to twelve Nominees, each appointed by the Prince-President
for life, serve in Conclave. They can only be removed from the
council for serious criminal or moral offences. A Nominee may be
anyone the Prince-President wishes 1o have the advice of, or
wishes 1o reward. Nominees may also hold other posts. They
receive an annual pension and may also be granted an allowance
for the services of clerks, scribes eic, for business they underiake
gt the Prince-President s or Conclove's request

Derumies
There ure iweniy-gight Deputes in the council, one from each
of the tweniy-cight Fellowships (guild assemblies). Deputies
receive no stipend from Conclave, and hence some are sponsored
by rich or powerful individuals.

ADVisoRS

Up to ten Advisors sit in Conclave. Each is sponsored by a
Furmily, institute or individual for an undisclosed annual sum at the
invitation of the Prince-President. Such invitations are rare and
can be very expensive. The revenue is added (o the city s treasury.
Each Advisor is sponsored for four years at a time. In addition to
these voling members, the Warden of the Keys sits on Conclave,
being the voice of the city's defense. He very marely votes,
although nod disqualified from so doing. The Chair at meetings is
taken by the Prince-President or, in his absence, by the Warden, If
neither is avuilable, the Prince may nominate someone or Con-
clave may appoint their own Chair. The Chair hus o casting vole,

Members may bring a secretary or Fellow to Conclave, and may
also call on outside speakers to offer expen opinions and evidence
in hotly contested debates. Conclave is also, when pecessary, o
High Court 1o decide matters pertaining 1o the ¢ity s own legisla-
tion. The Deputy of the Scribes’ Fellowship is responsible for
supplying a clerk to Conclave in order that a record of proceedings
is mahe.

It can be seen from the composition of Conclave given abave
that the Fellowships hold the balance of power. However, this i
checked by two things. First, the Prince-President has the ability
o override decisions of Concliave in many areas. This velo must,
like any other, be used judiciously, or else serious disturbances
occur, Second, the Fellowships seldom cooperate. Many have
rivalries, one with another, sometimes becoming antipathies
which lead to their Deputies taking different sides as a mamer of
course, Some Fellowships' Deputies are also more controlled by
their sponsors than by the concerns of their members. More
effective power is wielded by the great families and Houses of the
gity than the Fellowships, for the most part,

8.3 THE PRINCE-PRESIDENCY

Prince-President of Minas Anor i3 o (usually) non-hereditury
title given 1o a minor member of the royal family. This is unlike,
gy, the Princes of Minas Ithil and Dol Amroth, who hold their
princedoms for their families in perpeuity, Often the Prince-
President (so called because he presides over Conclave, Minas
Anor's council) is an older man, such as an uncle or cousin of the
King. The princedom includes notonly the city and its immedinte
envinons — the Pelennor and the Harlond — but also the overlord-
ship of the province of Andrien, stretching from Lossarnach to
Calenardhon (Rohan's Eastfold).

THE KINGS AND RULING STEWARDS OF

GONDOR
Year Year
wl ol
il Ruber [enils  Ruber
SECOND AGE IB56  Marmacil [
48*  Ansrion®* 1936 Calimehiar
Jdi*  High-king Elendil** 194d*  Dnedioher
THIRD AGE P~ Imierregrum | Steward
2 High-king siidur ids  Prlendur)
15K fdeneldil 4l Edrnil 11
I38 Cemendur M50 Edrnar
524  Efrendil Ruling Siewnrds
a1l Anardil HH0 Rlardil {~Vosonwe™)
442 Cistoher 2116 Eradan
441  Tarostar (“Romemdacil 179 | 2048 Herion
6T Turaminar 120  Belcgorn
T4 Ajanaiar | 2244 Hiarin |
A0 Sariondil 2178 Turin |
513 Tarannon (*Falosier™] 21985  Hador
QM Edrnil | 2412 Barahle
1o1®  Cirymndil 438 Dioe
1141 Cirvaher {“Hyarmen- - s LT
dacil I} 248%  Borormni
1226  Aumnaar 1] (“Abcarin 2567 Clrion
the Glorions™) 2608 Hnflas
1284  Marmacil | 2628  Hurin 1
1304  Calmacil 268%  Belecthor |
1368  Mfinalcar (" Romenidasl 2588 Ecihelson |
"=y 1741 Egalmoih
1432 Valacar 761 Beren
1437 [deposed) Eldacar IR0l Heregond
1447  jdeposed) Costamis R4 Belecthar 11
("The Usurper™) 2RE2  Thorondir
145 Eddascur 204 Tarin 11
1580*  Addamir 951 Targon
1621  Vinyarion 284 Ecthelion 11
(“Hyarmendacil 11" HH9*  Denethor 11
1634*  Minandil Heuniied Kimgdom
I635* Telemnar FOURTH AGE
175 Tarondos 120 High-king Elessar
1850 Telumebiar {Araporn (1)
(Limbardscal™)

® o gnnosural death

** o Brothers Dsldur and Anerion rubed Gomdor poinily ander leave
ol 1the High-king Elndil of Arnod,
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Minas Anor's current Prince-President is Mindacil, Tarondor's
nephew, (He is described in Section 12.) He gets on well with
Conclave although he seldom exerts frm contrel.  Mindacil
prefers 1o take sdvice and then side with the most popular Taction,
50 he is able 1o blame them if anything goes amiss, He s not
corrupt, but accepts personal gifts from individuals interesied in
getting an invitation o send an Advisos to Conclave as 3 maner of
course, and thinks it is what is expected of him.

Mindacil is now in a difficult situatson with the translason of the
throdie to Minas Anor, “his™ city, He feels that his authority will
be undermined and his office reduced to mere stewardship, Where
many of the Fellowships ook forward i regal parronage, Mindacil
sees only demotion looming ahesd, While he remains fotally loval
b the King, he seeks to prevent the royal household {and Viny gran
in particular) from laking over the runmning of the new capinl.
Mindacil % also suspicious of Haletin, the Minister of Works,
whom he suspects is a pown of the King s Commandier.

Among Mindacil's closest associates are Cornom Astirian and
Curmegil Harnastin (see Section 12.2), bedh of whom are his
Mominees on Conclave as well as being powerful men in their own
right. However, he wlso has his opponents, such as Cuiacil
Herenyand.

8.4 ORGANIZATION OF THE
FELLOWSHIPS

The Fellowships of Minas Anor are guikd assemblies; informal
associations of workers with similar occupations. All business i
the city must be licensed, and itis much easier to get alicense if one
is a member of the appropriate Fellowship, Fellowslips expect a
modest contribution from members, a fee which pays for admin-
istrative costs and for the upkeep of communal haldings run by the

Symbaol of the Rising Sun

Symhbol of the Blood Ring

Fellowship, 1t also may pay for the stipend of the Fellowship’s
Deputy who sits on Conclave, the city's ruling council, Ewvery
Fellowship has such a Deputy, although some are "sponsored” by
other interested parties, such as the Malréd family wheo spomnsar the
Deputy of the Goldsmiths” Fellowship, with whom they have
strong finks.

Membership in a Fellowship is not compulsory, although i
brings with it other benefits. For example, all Fellowships have a
iurmber of buildings where their members are accommodated,
These muy be simple dortours, with Bedchambers and dining
fwcilities min by the families of the workers; or they may be
combined with o workplace. All Fellowships also have a great hall
whiere a large number of their members can meet for festivities and
other gatherings. 10is af such festivities once a year that the head
of the Fellowship is "acclaimed.” This procedure is not strictly
demacratic: after various people have been nomibnated, they ane
cach in rm “acclpimed™ by the members, and the one receiving
miost “scclaim™ is held 10 be the head. Once established, few heads
fatl 1o b re=acclatmed in following years unfil they resign.

The head of a Fellowship may have o special title or honour by
which he is known, although this varies from one to another. For
example, the head of the Porters & Doorwardens® Fellowship is
hadled “Warden of the Keys," and has a special |'I-|.'I!i:|:i.-|:|l'l within the
city, (See Section 10.15.) He akso nominotes the Deputy 1o sl on
Conclave, This may be the head himself or some other member.
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8.5 SECRET SOCIETIES

Minas Anor is a close-knit and complex set of interrelated
groups, Most of these are open and accredited organizations, ba
afew hide behind facades in order 1o escape the public gaze. Few
people know of their existence and fewer are actually members,
but it is certain that their imfluence 13 felt, in one form or another,
in every tier of life in the city,

8.51 THE BLOOD RING

The Blood Ring is 2 society of practitioners of the sorcerous ars:
mages and seers, [t was Tounded by the sdopted son of the three
Agarinna brothers who were wrtured 1o death by Sauron, Mamed
for the the triad of brethren, it is sill controlled by the Agarinna
family, Combal Agarinna is now its master. The society acoepts
oaly neutrally-inclined spellweavers and scholars, and has a stric
cle of behavior. In return for adhering to these restrictions, a
member has access to excellent tors and a wide selection of
magical 1exts from which to leam, Some of the riles of the society
include;

— Mever use magic in purely civil affairs except where

treason is involved, or where (for example) detection of o

criminal is only possible through the use of spells.

— Oinly use sorcery against enemies of Gondor if magic is
being used by those self-sume enemies.

— Never use spells for deceit or for gain by deception; never
openly use magic; and never wentifly yoursell as a member
of the Blood Ring. or as a spell-caster, except when circum-
stances dictate such o course of action as imperative,

— Seck out items of evil magic and either destroy them or
report their existence to the Blood Ring as soon as possible,
There are usually 20-30 mages in the socicty. This number
fluctunies, for many pbsent themselves o po sdveniuring or assist
the agents of Gondor. The members incliede one of the King s
counsellors, so that the association may leam the King's wishes
and aid his plans without huving 1o openly offer therr services,
There is no “had fruit”™ in the barrel, and anyone evil attempting (o
jein will soon be uncovered and disposed of appropriately.
NOTE: The Blood Ring has no owtward sigrs or devices io
wmark fts members, However, they aee fanghe o special [t
Ievel spell on entry, "Blood Aura.” This has o deration of
15 minclevel, diering which time the caster exhilits an aura
that appears ax a crown deippeing wirtk Blood alweve his head.,
Thix is vizible only fo mermbers of the Blood Ring, or any
mage, ar desired,

8.52 THE ORDER OF THE RISING SUN

The peculior, secret organization of mystics called the Order of
the Rising Sun includes Heilers, Artists, amd Doorwardens, is well
s non-Fellows, They indulge in simple riwals and hokum which
they believe important 1o the physical and spirteil well being of
the caty. These rituals can mvolve the use of mildly norcotic drugs
and potent wines, and appear 1o be as much an excuse for a secret
binge a5 anything eise. A number of members are somewhist

crackpot: idealists and pacifists; others may actuially have some
esoieric powers connected with talking to dead spirits, foretelling
future events and tapping the enetgy of the elemenis. Adventurers
staving in the city are quite likely to be invited 1o join the society
for a bag of silver, and good luck to them. The Tinddmé-li# has no
formeal struciure or head.

8.53 COLLEGE OF THE SPOKEN WORD

Within the sedate and quiet halls of the Sages” Fellowship are
some less umid and bookish rypes who have more relish for the
living languages of Endor and who take the trouble to do fieldwork
and on-the-spot research, This group call themselves the College
of the Spoken Word, All the members are sages or Bards (mostly
the lntter). They maintain many ‘safe houses” throughout the north
and west regpons and travel extensively collectng information on
fanguages and lore 1o add o the already magnificent libraries of the
Eynd Permaith,

Membership 13 by recommendation and invitation only, The
College is not recognized by the Sages” Fellowship and gets no
funding; however there is a ready market for the works which the
members produce after their visits o foreign lands, The members
are known by a vanety of names including the Col-hitarun (Rh,
"“Wanderers"™; lit. "Those Who Go About™) from friends in the
regions bordering Dor Rhidnen, All the members are roguish but
sincere and devoied to their siudy, They have little Impact on
Minas Anor, other than providing o surpnsingly good source of
information on all sons of opics.

8.54 THE ROGUES' FELLOWSHIP

This “Fellowship' iz so-named in jest by its members, poking
fun at the creditable organizations of Minas Anor. Those members
are drawn equally from reputoble Fellowships and from non-
Fellows. It is well organized, although there ane naturally still
rany lome burglars and criminals, Unlike most other associations
in the city, it shows Little or no discriminatiion against women. s
o conde is homor: members never endanger the security of the city
o the realm, and they never divulge information if capiured.

There are two levels of the Fellowship., The lower, larger level
is made up of pick pockets, petty thieves, smugglers and fences
who operate a sizable black market: obtaining a variety of goods
nefariously and then reselling at bargain prices. The upper level is
smaller but more skilled and comprised of trained thieves and
burglars who plan and execule infreguent bul audacious thelis,
Typically their targets are the very wealthy, and the thieves firss
gain &s much information as possible through their many contacts.
Then comes the planning stage, which muy include the butkding of
special devices 1o assist the thieves. Afler completing the raid, the
thieves usually leave behind their token, a carved wooden flower.

The Fellowship is headed by Tirbeldr Maolréd, head of the
immensely rich Milréd family, together with Erdil, Warden of the
Keys., Malréd's banking and merchant operations are the perfect
{and mosi respectabie ) cover for the black marke! he operaies, One
of his best thieves (both for planning and execution) is also his
mistress, Linnod the Fair, daughier of Hunthor — Chief Fel-
lowsmith of the Locksmiths” Fellowship!
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9.0 CITY OVERVIEW

Minns Anor’s moginificent nidtural sie 5 on keepang with s
exaled status and noble origing, Erected upon o defensible out-
thrust knee of o grest mouniam, the cily enjoys commancing
views, @ securne rear, and fertile surroundings. Tts antiquity sug-
gests its resilience, the gift of its design and splendud seting, OH
course, antiguity should not be equaed with inferior skills; for
when Minas Anor was buili the artisans were skilled Momenoresns
who knew exactly what they

‘Earlr vie thar [the roed | possed the e of St Cereint Ceele
it went thvosgh an arched tunnel, pierced By o vasr pier of
rrack wiose hage bulk divided tn el the civeles of the Ciry
save the first.” (LotR HI, p. 25)
This rosck forms & narrow ovil ridee which, from the redar of the
wide court behind the Gate, rises like o towering bastion of stone,
its sharp edge appearing like ship-keel facing east. The rock’s

Wi |J.11||'||_.::

Current legends and chil-
drens” tales sugpest tha
Giants  aided the Men ol
Amdinon, s the enormily of
Minzs Anor's foundnfions
might themselves sugpest 1o
the unlearned, Too guickly is
the proud history ond mben-
tinceE of the Secondboim 1or
godten. The way the six lower
levels are sculpted out of the
bones of the mountain and the
towertng mupesty of wlls and
towers alike dwarf the
achievements of Men today
and proclaim the artful gran-
deur of the Gondoran’s

winlls themselves are precip
tous, sheer and smooth,
unassailably sold defenses
These ¢lifT foees march up
the mountzin slope, becom-
ing less formicable, and
ewventully giving way to the
precipace that stoasds behind
he cily

Tue Crrv's Dismwecrs

Within the city, the stius
of the inhabitants is loosely
indficated by the level on
which they live, Various
iypes of imdustry are oon
docied on different levels.
which each have somewhal
e h'.||I|.||:|I|:! siyles n
the Firsi (ond, to o lesser

Dinmdnn ancesiors. Al imes,
they truly seem like the fubled
iiarns of old,
Tae Crry Pras

11 15 small wonder thal the
Wowes of the 1Il.‘::H'|"!-.-.- Dirihadan
Forest (5. “Tawuar-in-
Dirtsecknin™) call the Anorians
“Sionc-caters.” Carved inio
the cliffs and constrcted of §
mountain of carefully-hewn
Hocks, the Cily seems o grow
out of rock. [t is solid and

mmposing, ke the glimmer- svinbol ol the

City of Minas Tirith

exlent, on the Second) Level
o multitude of smalber baikd-
ings <luster together,
crummed amicst a confusing
muze of alleys and ewmeshed
lomes.  Yel [I||'m:||§|"||.r||.| this
busy hive of Men there is
I1r_|li|1|||"ll.||1'||'| il|1I| |1|-|||r|:||'||:_
Allthe city"s buildings hove s
supply of waler and some-
thing approaching proper
druoinage, and few sk
empty or derelict for wunt of
OCCupLils or proper upkesp

ing peaks that rise fo the west.

The basic plan of the city is of six gréaler levels or terraces shiced
inio the mountainside, fanning gradually ever further back as they
rige up the slopes. Each level isell s graded so thil Belween iy
lower and upper gates there is a gain of around & hundred feet in
height. Each level between the first and last 13 separated by (he
Citsde] Rock

The Anorians are |'||:-.:-u-c|: ol
their capital and see it a5 a shining example to the world. Minas
Anor’s citizens understond whist of 15 (o be the closest subpecis ol
western Endor’s most powerful King,
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9.1 THE OUTER WALL

As an urhan citadel, Minas Anor is only surpassed by Sauron’s
fortress of Barnd-diir. This is largely due to s site, but a good part
of its strength is imparted by its impressive Outer or City Wall, OF
great height and marvellous thickness, the hard, dork, curving
rampart is tall and smooth and unconguerable by steel or fire,
Obviowsly the superfotively skilled Momendrean masons kpnew
whit they were up io when they built i

In & sense, the wall was forged rather than built, for after the
mighty blocks of grunitic rock were rafsed ino position, they were
sheathed in timber; every square foot of the outer surface encased
first with old wood and brush and charcoal, then planks, then damp
garth, then sturdy trunks. The mnermaost laverof combustibles was
then ignited ut the base and fanned so that a tremendous fire raged
between the earth and the stone. 'When the fires died down, the
struciure was lefl o cool slowly Tor seven diys, then the outer layer
of triiiks remioved, Beneath them was the baked eanh that turned
i crude bricks of dust and then crumbled away; and benetth thal
the fused, blackened wall became glassy and impermeable. Asthe
soneworkers Dinished each curve, they gathered more earth and
firewoond and the moved the trunks on (o the next segment.

The Outer Wall stands one hundred feet from the foot o the wop,
measured outside the city, Within, the distance varies considera-
bly as the wall has continuous grade while the terraces of the city
slope n different ways; and there are also the jumps between circles
o iake aceount of, The wall is thinnest at the top, where it measures
30 feet; at the foof it splays oul another 15-20 feel

The outer edge of the purapet giop the wall is well rounded, so
that grappling irons (if they could be hurled this high) cannot find
anything to attach themselves to. This low parapet runs the length
of wall's wide crest, guarding the Walch-way. The walk is used
primiarily as a sentry-route, since itcan only be effectively reached
by way of n portable ludder. No stairways or permanent footholds
permit access to the Watch-way and, in times of war, the top of the
witll can be abandoned 1o an enemy without providing them an
easy means into the city, Any enemy gaining the wall will find no
way down the other side except by jumping, and the lack of any
inward-Tocing parapet means that defenders on the inner walls can
rain missibes down on the unforuniste aggnessors that are stranded
on the naked walk.

Instead of relying on a defense centered an the crest of the Outer
Wall, the great rmmpart incorpornies o series of galleries, each with
36 firing poris. These galleries can be individually sealed off.
Reachable only by a narrow spiral stuir or up a winch housed in a
small lower overhanging the city side of the will, they are self-
contained bastions.

Octagonal towers interrupt the Outer Wall at critical points,
enabling the defenders to concentrate mEuinst atlackers assailing
the ndjncent curtmin, Like the bastions, these iowers are sclf-
contuwined; and like Watch-way, they are vulnerable to missile fire
from the inner walls and towers. Minus Anor's defenses are
interdependent.

Lo, unless in enemy cin find some way o completely stradidle
the Cuter Wall, it is vitually impossible (o storm of blast down., As
well as being beautiful, it is an unquestionable marvel of military
ENEInSEring.

LAYOUT
A, Gallery. Ench gallery exoends for 320 feet and is isolated from the
gallerics on either side by 20 feet of stone, The gallery is 1 feet wide and
aroared 13 feet high, making it comfortable for men to move past those
occupying firing ponis. The rear wall of the gallery has shelves siocked
with nesitly boxed supplies in case of smsck, These can be laid out 1o hand
on the shelves. Supplies include bows, bowstrings, arrows and boles {the
hows are either compasite bows or cronsbiws]; there will also be some
preserved food supplies, canisters of fresh waser, torches and lamp odl for
illmination, 1ools for repairing damaged firing ports, poles for repelling
ladders, rocks for dropping and so on, At either end of the gallery i a
pivating sione doar with iniermal iron bolis. Even if the thinmer (bt soill
5y rock separuting the gallery from ihe cuter face is breached. the gallery
can Thuk be sealed ol
B. Firing Pori. The firing pori is & shod pierced through the ouler face of
the wall from the gallery, Each is o bay wide and high enough for a
kneeling man 1o comfortably fire from; the actual hole through which
missiles are fired is just 4" wade and 22° il The port is well disguised
by & puinded sieel shuiter which perfectly fits the hole. Anached 1o the
ahutter is @ spring and a bover, The lever is operated by the Tirer's foot,
snapping the shutter to one sides the spring then retums the shutter to the
closed posithon when pressune on the lever isreleased. This allows the firer
10 be vulnerable for just a few secomds. As an added precaution. a leather
curindn is drawm ower the rear of the port (whene two steps lead dovwn 1o 1he
gallery floor, This blocks light from behind the firer {and preserves their
night-adjusted vision when necessary ), making them less of a trget, and
also if some missile should penetrate the port, this will catch or smather
i,
€. Spirsl Steircase. The stalr is nammow and allows only single-lile
movement up of down, Troops can sscend 10 the losding roams and
palleries using the staircases at sither end of a gallery. The staircases an
nat mommmally lit these going up or down should take o lyght sl g,
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D, Loading Room, This 15 by 200 room extends inio on overhanging
tower; these towers are locsted every 340 along the wall, between ihe
galleries; each ame connects io two galleries via their pivoting stone doors,
The rovam has a wide {3 by 10 high) dowbde door i the overlsanging tower
& that loads can be browght up m bulk 1o this room and then distributed
by ihe galleries” shelves, Inthe center of the room 5 3 drum winch with
two handles and a locking ratcher. There sakso a bdder o ihe upper Moo
ol the lower,

E. Rope & Pulley. The prijecting beam hokls a pulley through whick the
e fram the winch to the loading hook passes. A net or platform can be
nbtached do the hook and [oaded with ap w300 Ths weight, then raksed;
loads af e than 250 bs require two men (o opernte the winch, The
pulley system makes winding the load up quite slow {althouph not oo
SEFERLIGE L

F. Tower, A ladder provides scoess o a cramped apper Aoer with Foar
srched bays overlooking the first and second bevels, Walchmen are
sometimes posted here from the City Wasch,

G, Lower Door. Access for personnel is provided by these doors cul
ihrosigh o the spiral sairs, Bach doos s 7 ligh and &' wide, made from
an | 8" thick stome glab, They have concealed steel hinges and madsive
hecks, requiring a ST bomus of + | Qor mane (o open (The key weighis 21 Ths)
To pick the lock requires a ST boous of + 20, 1tis an extremely hard {-30)
mEnewver,

H. Walch-way. Folding ladders provide the sccess io this seniry-walk.

9.2 THE GREAT GATE

The Gireat Craze is 2 massive barbican defending the sole {appar-
entemimance 1o the city. [thas reditionally been a busy place, since
it =0 restricts wraffic. One of the earbiest ordinances of the city
forbade the pussage of wheeled vehicles drawn by horses or oxen
through the Gate; ihis led 1o the establishment of 2 number of
stables and carters outside the city, where goods are transferred
from wheeled vehicles 1o hand-ported Ulcwm [or their continsed
Journey into the city. The City Watch man the Giate, aasisied by the
Porters and Door-wardens, who are responsible for secing that
goods tuken either way through the Gate without a licensad irader’s
notification are properly laxed. Behind the Greal Gate lies the
Wide Court. used forofficial purposes only — mastly for the Door-
wardens 1o draw travellers on one side 1o check them. It is alson
marshalling place for processions and guardsmen,

LAYOUT
L. Ramp. A cobbled ramp leads up from the meeting of the roads, rising
ten feet abwe the surrounding ground.  The ramp is solid and casy w
climb,
1, Groave, A grodvve orskod of iron i sed imio the cobibdes bere for ihe ey
opening of the Gapes, which gre suppored by hidden wheels undernesth
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RAMBERAID

=Indicates direction
af fravel on slopes

LESSER GATE

A, The Great Gate. The Owter, or Great, Gate 15 42 feer wide. 25 feet tall
ab its center, it s arched and only 200 @llatits edges. [ s composed of thires
21" thick steel layers, each spaced omd separabed by an inmer frame
incorporating springs, Owerull, the Gate is ¥ thick, Unlike the lnner
Dirars, 0was constructad by the Elves of Lindon and transporied to Minas
Anar as a g from Gil-galad 10 the sons of lsaldur. [ B eaceplionally
strong. in pan dee io s slght fexibiliy,

4, The Inner Doors, Each of these two rectamgular pajes 15 20 feel wide
arsd BA) fet high st the censer (60 high at the hinges), Five fest deep, they
are made of 8 thick plaie iron, They ane hollow and fexible, affording
them resilience inthe face of bactering. The pair was made by the Dwarves
in reburmn For cerlain favars, Held in position by two massive bron bars, (e
Derars do ok nast, Both are complesely plain, although their housing has
some decoration. They (i perfecily tight, the hinges bemsg cut slightly imo
the stone of the gatehouse, Similarty, there is & lip against the sides and
i il the doars b prevent them being forced inwand, al a slasnied aep
at the fool,

5. The Bar. The Inner Dours e bared by a double bar. Eack bar s 157
thick solid ron: one set within the doogs. the other bebiind them. They ane
linked, and are nsoved logether, by o pl'l.-ul. A counder-weight is atached
sy than they can be lifted withowt 100 much touble or lowered onip o
peatruclig rest. The inmer bar falls |l1|.1.1u]h a mbd i the thickmess of the
dioors.

f. Door o Gatehouse, The gabchouses on either side of the Gates ane
idemtical, The diars leading indo them are like other doors i the Ouler
Wall (see U | &l #)

7. Lower Chamber. Within the patehouse, up & few stepa. is a chamiber
some 200 by 3 with & hexagonal spiral staar ot the far end, The chamber
i used for marshalling guards and also by the Door-wardens as a place for
resd und relaxation between turms actually manning the Gokes, There are
some Inesile tables amd marrow benches here, and some cuphoards Buils
into the weall hakling eddments,

A Level Ome Gaklery. This gallery is arcaded and looks down apon the
Lower Chamber, The entablajure is handsomely decoratesd, and each
pillar Is of carven marble, The passige around § leads 1o severd dooss,
while the stair ofT il contmees up.

9. Passage. This passage lesds through 8 wooden door 1o a spiral stair,
This im tarn ascends o the first gallery on each side of the gotehoase; there
is no ground-kevel exit & this end of the gallery save down theoagh the
e bimise,

10, Watchroom. This room has four windews overlisoking the immeds-
e suwniosinedings o the gabehaouse {Tnom 2% phove e mnp.n'_'-i' nbove the
grownd oatside. The windows are fitted with foot-thick sheets of arheled
{clear, enchanied lnen glass) on the inside and ane just one foot wiide. Here,
there are no reol weaknesses, The wakchmoms are seldom seriously
el

11 CdTicer’s Chamber. The chiel officer on duty (For three weeksata
thrie | livess o this rooi and has an ofTee during the daytine i the oom
i ihe opposite iower of the gasehouse, There is & bed, table, chair, bemps
el bere, as well aw three cheds holding andforms and personal belong-
ings; there will be little ressure here, just 5-50sp, In the Office there will
b comfudenital andor resericied documents relating o the members of the
Waich assigned here, duty mosters und the like. Both rooms sre locked; the
officer aid hic depuaty have keve

1L, Level Two Gallery, These roams are the equivalent in the gatehouss
towers of the galleries of the Duser Wall (wee Sectson .10 They arne
simiilarly eguipped wiih firing ports, shelves of equipment and so on, They
are also weex) occasonally as book-our posts, 10 the center of the room s
i peost whene the standards can be mised up the lagpoles on the tewers”
ol s

13 Firimg Port. Wiih stone shutber, see 9.1 oi #8,

14. Waich Chamber. CHT-duty members of the Watch can sleep i these
roais i ithey desire. Bach is provided with several beds amd blankes,
u.]un: with & latrine which dradns thinough a ;lipc im the wall. The fousn &
hizaved with o charcosl brusier.

15, Kitchonm pnd Mess, This room serves as a rudle Kischen whers simple
mieals imay be prepened on 8 range; cupbioands set inte the sione walls hald
o small range of food and soame drink. There are also tables and benches
for cating.

it Siores. Further supplics (both miliary and colingry) may be sioned
hiere when there is & danger of slege or war, Mormally, e room is Tairy
empdy amd moy be wssd as an additiona] Watch Chamber, (See #14.)
17. Overpass. The nammow passage b bocsed direcily over the Gases
themgselves, and also acts as o bridpe from ope side: of the gatehosiss 1o the
ather. There ane o nuiinler of murder chimes which have concealed el
behind the decoratians an the owler side of the Ciales. These can be used
o pear boiling lguids down, athough there are currently no specific
facilities devoted to this defensive motic inedther pallery of the gatehouse,



City hverviewThe Tnner Wally

43

9.3 THE CITY WALLS

9.31 THE INNER WALLS

The Inner Walls of the city are less formidable obstacles than the
Dhiter Wall, which is held 1o be sufficient defense in the face of
virtually any foe. Proctcally speaking. the lesser walls are simply
elabore divisions between the levelsof the city. Each is built into
the steep, mcky hillside as a sort grand retainer for the ferraced
district above, Al the lowest point of an inner wall, the outer face
i just T high, and only 30° of the barner ks comprised of et stone,
Thee rest 18 o sheer rock face, immaculately cut and smoothed oo
of the hillside. (There ix rarcly any problem with the rock
crumbling or fulling. )

The inner walls are only seven feet thick ot the top, and are
surmounted by a slightly overhanging walkway atop and outward-
facing battlements. Occasional, isolated staircases in the Ram-
beraid {5, "Wall wwers™} alTord the only access io the wilkways.
These are pormally barred agasinst use by the public.

The inner walls are simple stone-block constructions, Unlike
the Duter Wall, they are not fused, although their carefully-cut,
interbocking blocks impart tremendous strength, Their battle-
menls are a5 much decorative as they are essentin] defensive
features, and there are no stores of supplies agamst siege o aiack
anywhers, To some exient, the walkways are treated more as o
chear road for the City Watch 1o use than as platforms 1o defend the

city.
9.32 THE LESSER GATES

The lesser gates are a special feature of the rosd which winds
from the Great Gate to the Citade] Gate.  They are designed 1o
bridge the height difference between the levels as easily as pos-
sihle. The main features are oval it owers around which a sloping
moad passes. Fool tralTie and light wheebed vehicles use the road,
whilst heavy loads are lified o save houling up the 1210 gradient,
The lift wowers are ingeniously devised and handsomely buile. and
are munned by members of the Porters and Doorwardens® Fellow-
ships,

LAYOUT
I Approsch Ramp, A straight ramp 30 Tong and 307 wide leads up 1o
the circular ramp serounding the (i ower. The gradienn is 1 00,
4 Circular Ramp. These ramps are ope-way only, traffic beang
chennetled clock wise around the i iower. The ramyp beging afer o level
diea i front of te Kt sower ond ends of onostber Nag sepment belons the
gale Esell,
i Gates The gates are each [0V wide amd 13 high, They are left open all
day and closed (but not barred § an hour or 30 afier sandown.  Access
ihiough the gate afver this time, uneil simrise, is o8 the Warden s discretion.
He is supposed b check up on vagrams and non-residents. The Warden
and his fellows can be found i the offices of the i tower,
4. Lift Tower. The entrunce and exil of the lift oower s o 10 wide, [TV
high arched portal with nodoos. This allows sccess for beavy loads, which
can then be mised wsing the i, The ower is budlt from good sione ond
faced with blue-veimed whise marhie, Inside the level of the Moo is spli,
the frong half showt |2 below the rear hall. There are several arched
wiidiwes [ deh nas glass
8 Lilk. The life & coumberweighiesd and operated by o water wheel,
powened by ihe run-of{ water supply from the level above (see Section
4}, The wheel mechanism is concealed beneith the Moo, mainly hodsed
on e “high' sade of the hatl. It s simply powersd and comtrolled by
lewering or raising a slwice gabe in ihe supply pape. The ligher gates may
v |0 be assbsted by hand winch im dry perinds,

6. Woarden's (fTice. The Warden servies as the co-ordimator of the City
Woaach for the two levels joined by this gase from the gate up o the uanel
through Citadel Rock (Le. two half-levelsh. He i in charge of the 4-6
Pomers who man the lifi from sunrise 10 sunsel, and also of the &
Daarwandetis whio keep an eye on passers-by during the day and man the
gwie ot night, His office is normally kept locked. Incontains & lorge desk,
a rack for Books amd scrolls, & writing table, an easy chair, a hearth for
heating the room, and & wall safe for keeping valuables, such os the men's
pay (Lypically S0-Hlkp: it 18 locked and Very Hard, -24, 1o pick, the
Warden having the key) or special messages.

7. Mess Hall, Onif of the drafty muoin area of the tower is o rest area for
the men whamnn the gate aod the 11 There arewo tables with siools and
benches, anid a warm fire. By one wall is & large chest siocked with things
i pass the Iong howers of the night games Hice gwithbe | and chess, plaving
carcls, Magons of mild wine, boxes of nwts, fruitand cakes. Pegson the wall
are provided for clooks and coats, and lamps Fght the room,

B, Inner Wall. The imner wall is &5 described above, See Section 9,31

9.33 THE RAMBERAID

The Rumberaid (sing. “Rambarad") are watch towers mounied
atop the Inner Walls of the city, There are eight in all; ezch is
named for some distinctive feature or use. They are over 90 feet
tall, solidly built from stone with o marble facing and anractive
decoratbons: they also all have @ bell in the roof, rung on the hour
1oy mark the passing of timein the city. The bells are also rung three
times when the gates are prepanng © close (a hali-hour after
Sunser),

The Ramberaid ane:

1. Telpessar “Kilver Stone™

2 Kalérdmen “Morming Sunrise”

3. Limiri “Twilight Jewel"

4.  Erinnatarimg “Crowned Pillar™

5. Hallathdl “Tall Helm"™

B  Vilyatir “Bkywatcher”

7. Tinaiglos *Sparkling lciclke™

8. Kinombir “Commander”s Home™

Telplssar, for example, his twin bands of glittering silvered
stone about halfway up. All have the same general layou de-
scribed below,

LAYOUT

L. Enirance. The ground level entrance to the barnd is some 415 feet above
the ground, gained up o Mlight of stone sieps. The arched doorway is fitied
with an extremely strong doos of steel-neinforced wood, The lock s of
special manmfacture, fined with & shutter device that makes it Very Hard
(=200 b plek: however, it is pot trapped in any wiay.

1, Hall, Level Ome. The ground Moo of the tower is equipped with a desk
far a Wbl Sergeant and serves as o marshalling area for the guard smen,
There are stone stairs up o the next Moor, The hall is licwith ol Tamps.

A, Gallery, Level Two. Jatting out from the stone stair wihich continwes
o ug around the walls of ihe twer 5 o wooden *bridge” or pher scross (o
a gallery running around ubove the hall below. Tt is a simple (though
elegant) sructne with o wooden balustrade, 3
4. Hall, Level Thiree. This larger hall is wsed as o mess hall by the men
of the Waich and commands ncoess ando the walkways atop the inner wall,
Those dioors are bodh locked, and ane made from strong wool. s Yery
Hard {204 to pick these locks, The hall is Hi with oil-barning lamps aned
sleeps haelve Walchmen.  These men are ofl dravwn from the cittenry:
thedr eilisary counterparts skeep in the appropriale barracks. Eschman has
8 bl locker and senall wible; there are also two larper tnbles ond 2 hearth
for cating af pnd preparing meals, The guardsmen have leike of value (a
few couis) & they are oaily on shom-term duty here,
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& Latrime. Also comsine o woshstamd For simiple ablutions,

& Door to Level Four, This wooden doss s nommally kepl locked, bu
serves moanly t avoud drafts. The lock is simple { Medium, +4, o pick ).
The Walch Sergeant hns o stancard-lrdng key.

T. Main Hall. This arca is furnished with o simiple table and chair; it i
oopenio the alr and only used when ihe Wach need 1o man the observations
turreis (#1{H),

& Sergennt’s Bedchamber, The Waich Sergeant has a nicely-farmished
apantment for his own ose; somes ore mar bad and live with thelr wives (and
posatbly even children) here, The room has no window bod is §in with
cand bo-lasmips, [t s heated by o good heareh and has hangings on the walls.
There will be a suitable bed {or beds) along with cupboards fitted 10 the
walbs with ptfﬁul‘l-ﬂ l!'ﬁ'ﬂ‘.'l‘:\,clﬂlhhm urd the like, Same may b Jocked and
comtain valwables such as adomments and pewelry (3% chance of 3-4
ilems each vabied s b mollon the Mormal or Bich colamn of Table 5T-f0)
Other itemis, such as books, magic iems, weapons eic. may be present, and
may be puanded with uirrrp:l: trapes if nod cormied by the Ecrpunl when
ahsen,

9. Serpeant’s CMMhce. The office has some bookshelves and filing racks
fair semalls caﬂymgmh*h s eshuies anwd plans relaling (o the or ganssation
af the Watch, The Serpeant also has & desk with o writing table and special
reading lamps, several easy chairs and a brazier for warmih, some rugs and
hangimgs, & stand for his armour amd weaponry, and perhaps some
personal tuches (such as o baterfly collection, series of painiings or
taitimg frame), There is & safe concealed in the stenework under the desk
where funds for the numning of the wwer's puardsmen is kep; it is locked
ias ) and contadns [0 + 10100 sp

I Dbservation Twrret, There are three such tummets equally spaced
uround the fower, giving lookoul posifions o see across the city and
beyond, Each turret is arcaded and open io the clemenis.

Il Bellroom. The bells of the tower are rung in this room, Each ower
has two bells of distine noses which can be wsed o sbgnal,. They also vl
the howrs eac. as described above, The walls of this mner room are wiooden
{like the framework supporting the meof} with the upper Ball bousred sothe
clear jomes of fhe bells can ring owl, Other than the bell ropes there ane no
furnishings hee,

IL Topmost Gallery. An arcaded gallery forms the highest part of the
sower”s walls, directly bekow the roof, Men seldom come here, especially
since the rather lowd bells hang just behind a screen!

Merchant's
Town House

9.4 STREETS

Minus Anor wos, mitially, o very well plonned city. Naturally,
nearly twer millenii of contmuous oecupation have modified the
plans 1o some extent, but the sense of continuity inherent in the
Erinedain and the fact that their energies are generally directed (o
material and territonal concerns rather than echnological im-
provements, have meant that the city is much a3 Andrion knew il

There is effectively just one man skreclin the city, 1t runs for
ety five and a half miles from the Cirent Gate pothe Chisdel Gae,
passing through every level, switching back and forth, under and
through the Citsdel Rock via the clean-cut tunnels, The street has
eleven names for the various levels through which it passes, and
from it branch numerous lesser streets,

In addition 1o these thoroughfares there are much smiller alleys,
mostly just parrow ways belween buildings partly roofed over by
the overhanging upper stories. There are also a few open spaces,
variously vsed as gathering places, for markets and so on, such as
the Diamond Market on the first level, Many of the alkeys (and
even some of the lesser sireets ) ure crossed by overpasses Cconmect-
ing twao buildings wogether, (See 1044 for an example. )

The streets of the city aro maintzined inexcellent condition, with
niiitly-fied piving stubs. Lesser streets and alleys may be simply
cobbled, but even here il barlders labd out thi stomes in intriguing
patiermns. making use of their nafural colors and 50 on.  Properly
drained, the main streels have gutlers and sublermancan sewers o
carry away rainwiter and detritus, Lamps mounted on the sides of
buildings or on stone and wrought iron posts illuminate these
avenues at night, in fog, or whenever the city is beset by inclement
wealher. The lamps are fueled with mllow and enclosed in
cylinders of glass; they are [t by the Lamplighlers of the
Lampwrights” Fellowship.

Al the edge of the streel s 4 pavement of around five feetin width
for simply pedestrian traffic. The center of the street is used by
hurrying rdmesiath wnd Llegim, slong with other hand barrows,
amd the few horses and wheeled vehicles in the city.

9.5 WATER SUPPLY AND SEWERS

The sewers and drains carrying awiy the cily s water, bath rain
that fulls here and water brought from the reservodrs, are planned
differently, On each level there are @ number of underground
holding tanks where, through settling, sewage is carried off di-
rectly to be dumped in the Anduin, whike cleaner water is used for
powering a number of water wheels and for other operations such
as codling and industrial processes. This waier descends in stages
down the city before being tuken via a number of large under-
ground comduirs ifitted with sturdy barriers, cascade-swilchbacks
amd grills to prevent possible underwater imfiltration) to streams
leading o the Anduin, There are o numbser of access points down
to the holding tnnks; these take the form of man-holes in the back
sireels, Mone inlerconnect. The drains, being cut through the
natural rock of the city, never freese of wear down beyond nepair,

Water is brought 1o ond from individual buildings in stone
concidis and steel, copper, or (gasp) kead pipes. Most fascets are
pciually pumps which require manual operafion, afihough- some
bailcimges are equipped with cisterns which can provide an easicr
supply.

The ongin of ull pure water used in the city is the high vale
immechately (southiwest of the city. Snowmelt and witer falling
o 8 wide area supply o deep reservoir damimisd when the city was
baili, located severnl hundred feet above the highest point in Minas
Anor, From there three parallel squeducts, Tor the most part buried
below the ground and encased in clay, stone and eanth, convey the
winder o the city. Three an: required in cose of faulis, leaks and
breakages, These are maintained by the Winerwrights" Fellow-
ship, who also look after sll other matters of water supply and
driinage within the city, A number of large holding tanks are
delved within the Citndel Rock whence the conduiis reach to every
lewvel,

The fountain in the Citadel is the only one which is nol powered
simply by gravity and water pressure. The water supplied to the
city s very soft despite coming from a region of limestone; this
periaps is one reason why the finished cloths produced here ase so
fine and delicate, Superb management of the city waler supply is
ome of the essential contributions 10 the success and continued
flounishing of Minas Anor today.
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9.6 A KEY TO SOME CITY SITES

9.61 SITES DESCRIBED IN DETAIL
NOTE: These references (nelide all those sites described
in Sevilan JOU0L

The sites described here in greatest detail are referenced with
two-figure numbers, The first figure indicates the level where the
building may be found. For example, the building marked #22 on
the color map is on the second level and can be found under the
heading 10,22, (Tt is the Creat Bakery, )

There are also the eight Ramberaid, numbered 1-8 on the color
map and described collectively in Section 9.33. The Great Gale
and lesser gates are (ully planned in Sections 9.2 and 9.32,

respectively.
9.62 OTHER SITES

The following sites are simply keyed with a letter on the color
map and noted below by level. No plans are given for them, just
a brief description covering some essential points.

Frrst Leves
A, Great Court. See description of the Great Gase in Section 9.2,
B. Kalarin, 8 Lampwright. He has o small workshop with o couple of
parters and some apprentices; they make glass lamgps, small iable lumps,
tarch brockets, tinderboxes and lanterns, including some of brass o
bronee with ¢labornte scrollwork for decoration
C. Bathhouse. Largish buikding on one foor with boeth damp and dry
steam haths, dipping pools, & pymnasium and relasstion rooms,
D, Dbamond Market, Ofen crammed with small trmlers, these linke
stlls serve as & retall center for common goods and cheap snacks. Many
il theé truders wre thieves, snd many of the cusomers are victimes of larcewy.
E. Lampwrights’ Fellowship Hall. Long and low, with lodgings on the
first foor (where the Lamiplighters, among others, livel af night it i
ahlaze with lamps of every sort. The hall is made of stone with many
windows and holds up o 350 diners.
F. Aerden's Smithy. [ronsmith’s shop manufactering ion and sieels in
bar, plate, wire and premobded forms, Generally works o commission
only, and sells few Finished goods.
i3, Ironsmiths’ Fellowship Hall. A simple hall built from plain. dark
stone, sombrely fumished, Kischens ore in the adjscent lodging house
used by imonsmiths anid sireet-traders,

Secosn LEVEL
A. Woodwrights Street Guesthouse.  Pleasant, reasonabdy -priced
guesthowse for travellers. Erelion is the tandiord; his wife Nimelian & a
member of the Cutler” Pellowshig.
B. Findumil®s Poriraltury, Home of un ecceniric painter ithough a very
good one), a hachelor whio allows no women 10 stay in the house or o work
bere, The hisise is painted pale pink.
i, Histelers® Fellowship Hall. High-vaulsed rectangular hall, quie
large. with capacious kitchens sftached; opens during the day for
nuncheon ond aftemoon meals and snecks. Has o splendid paided ceiling
and many canvases on the walls for decoration.,

v, The Ruundhouse. A lodging house used mosily by members of the
Bakers' and Candlemakers” Fellowships, The central courtyand has a fine
pilkded stwiie of King Rémendacil and Ciseen Liclan.

E. Uwalmé the Astrologer. Usalm® is o fake, but o good one, snd
lesrmaed af many wexts; he is also a pood psychalogist. He has grown nch
from ihe support of mumerous older women.

F. Sundial Court. This open area has a large bronee sundial and some
stome bepches: often there are raders selling food and drink bhere.

Thinn LEvEL
A Bretel Usulini’s House. Built as o iownhouse lof o predocessor of the
current Usalini family, this is now a geesthouse, 1t his sumpituous
& and the vaulted crvpi-hall bs used 2s 0 meeting place by the
Tiinaddmié-Tg.

B. Siflanin Ringmaker. Sdilanin is o goldsmith with a paticular reput-
tion for (fiager) rings. He works clisely with o paniner wha is a jeweder
and gemcutier; they have three apprentices. Calkers al the shop are usually
treated 1o free wine and civil conversation by Sillanin’s vampish wife
Waila, who comes from Mirkwood.
. The Golden Ball. Nomed for the syimbol hung owiside, this impressive
arone hioise i well defended (all windows barred and four guards) as it is
a pownshop and bank run by the Mabréd family. There are three secret
entrances which members of the Thieves' Fellowship can use o get in and
ot with their hagls.
D, Potters” and Tilers” Fellowship Hall, This magnificent long hsll
werves bodh Fellowships. 11has teo tiers, the upper being o broad balcony
with rooem for diners, the lower bedng a hall for dancing or accommodating
even more feasters. The hull is open for evening entertainment when pol
in wse by the Fellowships, The foars and walls are extensively decorated
with the tikers” an.
E. Sammatho's Wigs. Small, poky shop: poor folk come here to sell their
hair, although animal hair is most often used. Sammiatho also supplies
false mousiaches and beards,
F. The Gildhall, The Goldsmiths' Fellowship hall.  Mostly wooden
construction and very well preserved.  Much of the interior is gilded
{hence the name) and golden-colored tiles roal it
. Laundry. Thisestablishment is run by Pymen, wife of Radelain of the
Clothwrights” Felbowship, 1t offers o full service of cleaning and mending
for all garments and other articles an very reasonabile prices. Radelain’s
s and daughter-in-law g profitable clothes shop on the premises,

Fuoummin Levil
A. The Hundred Tuns. A combined hall and workshop, both large, used
by the Coopers” Fellowship, Here are made barrels and wooden vessels
of all spnis, Muost work is io omder only,
B. Quiill & Inkpot. This modest building has three wings extending back
froem its colonnaded Facade. [t serves os one of the lodging houses of the
Scribes” Fellowship, amd there is alse a small shop selling inks and
Atationery.
. Rodlin Cunman, Rodin is 8 lnayer who may be hired by ibe bosr for
consultstion on city and roval lvws, He ks alsos pubdic notary and may thus
endorse wills and atler officinl documents. He ix a respecied member of
he Scribes” Felbowship and also a member of the Tinddme- i, although
hee weoubl never admbt it fresly,
%, The Herb Garden Eptery, This is a smallish bt pleasoni restauran
open all day (from breakfast through to doymeal ). The meals are very well
prepared and prices here are generally 2-3 tmes normal. Al arawend (he
twor noams with tables are poted plants.
E. Lower Fountaln Cowrt. This piagen has red and white cobbles o &
Founinin set about with sione iroughs wheee lilfes and inses grow. Bljou
trude stalls decked oul with siriped silk drupery sell all manner of peity
finery here: hraids, lace, embrosdery, simple jewelry ol adormiments.
omaments and decorated weapons gdc.
F. Heledil Glasscutier’s Shop. Heledil and his wife work jogether with
2 number of employees and a few apprentices making the best engraved
plassware in the city; their fine goblets are especially prized and ther
inscriptions embellish many a window,
;. Papermakers’. This small shop and house s a workshop at the rear
where vellum and paper is made and cut o size.
H. Eskernen ilhe Cobbler. A half-Dunnish refugee from Tharbid and
extremely skilled at the delicate stitching and manipulation of keather and
skims needed 1o produce the finest ladies’ shoes. He is fairly old, ravaged
by the Plague and a widower, He is also the keeper of an ancies
Dunlending talisman of necromancy. {See 13.3.)

Frrmm Leve

A. The Garment House, This is a large tailors” shop. A dueen men and
women serve customsers, taking measuremerts and fiatings, whilst another
3040 work in the rearcutting choh and sewing seams. The garments sold
heere are better than average, and o range of prices up o the very expensive
i% available.
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B, Leatherwrighis® House. This is a strocture similar o the
Woodwrights' House (see 1(L26). There {5 the Fellowship Hall and a0
exiensive workshop where all manmer of cobblery, cordwaimery and
leatleercrafl bems are made: shioes, belis, bags and 50 on.

. Heth Belamoch's. Heth is o new setiler from Osgiliath, a roper and
cordwright, The shop is rather taiy and the house in poor condition, fos
this is all Heth can afford ai the momen. He s also o fence {or siolen
goods, in the Thieves™ Fellowship.

D Mar Elena. This bullding is & squal, solid-looking bouse mosily
concealed behind a high wall. $tis the fumily e of House Elena (see
T.21) amdd nigh impregnable, Yisitors are not received aminvited, and
stmister sbiries are lokd aboul robbers and others who have rbed 10 ender
Mar Elena.

E- Hall of the Clothwrights, This Fellowship hall was recenily (m the
lasn D0 years ) pebiclll. The slomework s fresh, Highd sod mastly plam, for
inpesiries and decornbed choths hang over most of it. A canopy of cloth-
al-gald is suspenced over the “ligh® end of the lall where ihe Masters 510
F. The SHver Cellar. & disseputable house "of exotic delighis where one
can ohénin amd enpoy gambling, dnags, heady wines and the supposediy
besutiful staflf." The house i much frequented by certain members of ihe
Clitnde] Guard, so it is rarely roubded by the Wasch, An evening here can
pel quite expensive, naturally.

Sixtn Leves
A, Tirlom Astlrtan. The “towering house” of House Astirian, a noted
nobile familly of Minas Anor. 1 is archilecturally superb, with o surfeit of
atone carving and decoration o the extenior, Within, things ane jus as
sumpimoas, most decorations being of omilsary nature: coprured arms and
trophies from an hundred campaigns, Maturally there are special précai-
tions teken 1o safeguard the howse, its inhabiconts and contems; these
include traps and human gusnds.
B. Kamira Tarn (Ad “Great Hall™] of ihe Armorers” Fellowship, €5
somewhal different design to other halls, it is square with u fat roof of
stone and simple columns (no arches). The imerior has fooes and walls
faced with black and white marble.

C. The Bezel, A peweller’s shop; the finest gems are cul snd st in
magnificent rings and brooches by the skilled Anaristar. He works alone,
ohtaining all the settings pre-made from goldsmiths working 10 his
destgns,

I, Vilsinwé the Seamstress, A Mistress of Embroidery, Vilsinad em-
ploys asmall group of men ond women lurming ol good quality sitchery.
She is noted for her life-like Nower and plant designs, although ker shop
will happily provide anything requesied,

E, Cerdmi's Pastries. The most exguisioe baked goods are available here
for exorbitunt prices; nevertheless many wealthy folk will buy only from
ihis litille shop. Cendmeé has two pariners and four apprentices working
wilth i, amd 8 splendsdly-eguipped kichen.

F. Porade Ground. Here puardsmen from the Lower Barmcks may
exercise and fruin in various moartisl skills withow having o leave the city
for one of the Weapon Fiekds to the north. The Ground is nlso used for
royal events ansd ceremanies

9.63 THE MAIN STREETS

First Level Rath Celerdain Lampwrights Street
Second, South  Rath Galedhrildain  Candlemakers Street
Second, Morth  Ruth Cerdain Manom  Woodwnights Street
Third, Morth Rath Cerdain Magon  Stonewrights Stree
Third, South Rath Meigildain Cutlers Street
Fourth, South  Rath Corgibirdain =~ Coopers Street
Fourth, North  Rath Helidhiain Glissshlowers Street
Fifth, Morih Rath Fledhain Leatherwrights Sireet
Fifth, South Rath Linwedain Clothwrighis Sireet
{formerly Rath Kimieldain)

Sixth, South Rant Athegilion Healers Way

Sixth, North Rath Ceréngeldain -~ Armorers Street
Seventh Level  E-tdmig The Roval Tread
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10.0 BUILDINGS OF NOTE

KEY
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NOTE: Iu Endor, the lowest floor abwve the basement is
referred toas the ™ grovnd fTooe ™ The [Toor alwwve it iscalled
the “first floor.” even though it may afso be Lrown as the
“second level” This usage prevails throughont Sechion
fidl

10.1 FIRST LEVEL
10.11 THE OLD GUESTHOUSE

The Ol Guesthouse 14 a venerabie stone building, well weath
ered by the passing vears, It has two wings running back from the
streel, between them a narmow greensward and the many-win
dowed howse, fronted by o pillared porch and & Mgt of sieps down
on to the grass. The guesthouse is open to travellers and visalors
oy well a= o few longer-ierm guests, A couple of fsoms arc on
permanent kease 1o imders, The Old Guesthouse is owned and run
tvy Brandir, o Duinodan in late middle age who recently lost bodh his
parents. Brandir spent some tme in the grmy in his youth but has
been a Hosteber for most of his life. He 15 o well-respected member
af the Hostelers' Fellowship

Cemainmne Froim

The ground floor is a couple of fee1 above sireel level. Steps in
the porch (] ) provide the means of scoess o ils twin entry doors
These sturndy double doors are wooden, with carved square panels
depicting different places of interest around the kimgdom.  The
door 5 locked and barred wt might. The walls ore akso panciuated
with mumerows windows. all arranged in pairs. Each has o criss-
cross patiern of square pancs and a decorated surround. O this
flowor there is the entrance hill (#2) and corridor

Al either end of the comridor are six bedchambers (#3), each
provided with two single or one lurge bed, iogether with o wash-
stiprd (woter must be conveyed by jug from the batlroaom), o
warndrobe, a chest Tor belongings {the key is the same as the door

key), two chairs, a tabke and a wall lamp. The bathroomts (M4 ine
furnishied with lntrines, o large wooden b, a cobd water purmp and
g larpe kettle which 15 heated up in the moming over a slove
designed for this purpose; a copper spigol on the side drains the
witer off. There is ulso a rack of Wwels

The dining room (#5) is set with several long tahles and also
servies as a dayroom. [t is comferably fumished and hung with a
few paintings of Brandir's father and other ancestors, lighting
comes. from two metal chandeliers each of fourteen candles
Behind it i% the Kitchen {#6), o busy place with acoess down a flight
of siairs via the storeroom (875 1 the cellars (#E). Goods can be
owensd into the cellar from the alley (#9) af the side of the
guesthouse so that thiey dio manl v 1 be brought through the front
door,

Dipposise the stone (stocked with househaold and kitchen items)
is & laundry and work room (#1001, From here o spirul stur (w0 1)
rises straight up 1o the garret, where Brandir, his family and the
servanis who work in the guesthouse reside.  Finally, there 15 a
small office (#12) where Brandir keeps records of his geests and
the kevs to unbet rooms. Under o thick rug isa floor safe containing
Brandir’s wealth: some 385zp ples more silver and Anoran coins.
The doors from the cormidor 1o the work areas ure kept locked ol
night.

All locks on the doors into the bedchamibsers and workrooms are
Medium (+0) 10 pick, The mechanism on the door into the office
{5 Hard (- 10 1o unlock, whilst the safe’s lock 15 Very Hard i-300 1o
pick. Ttis trapped. and & bever will slide o rock slab across the wop
of the safe if the lockpicker is unsuccessful., The wwap yields o +30
MCr attack und obviously prevents any further attempd 1o pick the
|k !

Uireer Fiook

There are another nineteen bedchambers (83 here, a couple of
them larger than normil with additional plesh furnishings and thear
own waler Lisicers, drink l..l.|‘|:l|:l1lilTI.:|:‘|. ele. The central chambers
have access onto 8 baloony (#13) which runs along the rear of the
building; these rooms are slightly higher than the wings, as the
ceiling height of the dining and work rooms below 15 greater. The
rooms are cleaned and aired daily,

(i ARRET

The Garrel accommodabes sia small servants” chombers (R 14
plus two larger rooms (#15), One is Brandir's, which he shanes
with hiis wife; the other is his daughier and son-in-lnw"s, and is also
used by their two young sons. These rooms are very basically
furnished, and contain littke of value, although Brandir's wife and
daughter both own a few elegant items of clothing and Brandis
himsell kas a splendid silver-stitched cnsiath



44

Buildings of Newe/The O e sthowse

oA

0

[ Erref puodf) wanaag

g

ASNOHLSAND O 10 dHL
JALIEr)
M T =
= r =
=h s1 §1 =
m =5
FUEEER TS
Joiy| g sadd;y

Ll

14k SR

\

J00 | PUmBIDy




A0

Buildings of NotweiThe Qrrery Honse

10.12 THE ORRERY HOUSE

The Orrery Howse 35 o large workshop and lodging  house
producing complex instruments for navigation, gstronamy, time-
keeping and =0 on, The omeries for which it is named (and Tor
which it is most fumous) are clockwork models with o flat metil
upper surfice over which wires conduct smiill spheres (o represent
ihe passage of Anar and Isil. the Sun and Moon, driven by Arien
nnad Tilion across the sky. More complex models also show the
orbit of the brighter stars such as Borgil, The surface of the device
shows the coasts of Middle-earth as discovered in Nidmendrean
Limes,

Most of the artisans who spend their ime ereating such beautiful
iand mostly useful) objects are members of the Locksmiths'
Fellowship, although a few are Lampwrights or Goldsmiths, The
building housing these crafismen 15 a long, low structure with three
raised sections. The House is well off and shows many signs of
extri combon ind opulence, Both stones are butli of stone and the
roof is slate, The ground floor has 200 ceilings; the upper Moo is
just 11" high, The front of the building has a blind facade; that 1s,
aseries of arches and columms built Mush with the wall belind and
simmiply serving is decoration. Above the arcadé is o much smaller
series of arches with windows in; ndditional windows are betwesn
the main arches at the south end. There wre numersues doors,

-

Guouvsp Froon

The main entrance for receiving visitors (F1) is a double door
behind a columned portico. The doors have bronze panels elched
with examples of the ormerers” work. A small lobby leads onto a
passage hung on the left side with several lurge bead mapestries
worked in gold and silver thread, A sculpiured wood door leads o
he hall (#3), This large, stone, vaulied room (over 13 square] is
beautifully proportioned. It contnins a raised platform (#4) of the
fur end, where the Masters® Table stands beneath o stained glass
window. Sideboards and glass-fronted cases around the room
display special examples of products made here! o clockwork
carillon inlaid with mother-of-pearl and ebony; a gold banded
telescope; a filigres sundinl with a magic diamond which amplifies
the light of the sun so that the time can be told at ony lntinde, ¢ven
whien 1t s complelely overcast; and o magnilving glass cul from
clear amethysi; ec.

By the hall is the ample kitchen (#5), with a back door, and a
pantry (#a) stocked with foodstufTs, The wives of the artisans who
live here are responsible for the organization of the howsehobd:
swoeeping, cleaning, shopping, washing, and 5o on, although there
are a couple of craftswomen as well,

Beside the hall at the front of the building are three special alms
chambers (#7) provided for the use of retired, imjured or infirm
Fellows, Each has the same amenities asthe bedchaombers upstains,
Oipposite them s a small bathroom.

At the end of the passage a couple of steps lead through a deor
into the workshop, Those interested in visiting the workshop or
buying a product gnier via stair in the street (#2) throogh a pair of
sturdy wooden doors which stand ajar most doys, These give onio
i raised aren (M8) in the centeér of the workshop (another fight of
steps leads down 1o the floor), Here customers are seen g there
are display coses holding the commoner goods and tables where
designs lor special models can be sketched or the finished products
demonstraied.

The workshop itsell is divided into numerous areas; withineach
a Fellow stands surrounded by workbenches, iools, apprentices,
shelves stucked with oddments of metal and wood, steel chests
fixed to the floor and locked, containing whilever precious make-
rials are being incorporated in the artisan’s current projects, There
are normeally 60 or 5o artisans with about as many Luds {over half
the workers live here).

There are three basic areas on the workshop floor: #9 lefi of the
sales area includes crafiers of astrolabes, orrerses, sundials and
clockwaork devices; W10 1o the immediate right includes lens
grinders and makers of magnifying glisses, spectacies, telescopes
and the like; #11 at the far end hos makers of special musical
instrumenits, such as bells, chimes, metallic harps and lyres, gongs,
cymbals, glass harmonicas and so on. The workers are equally
spuced in these areas. Al the rear of the workshop are several other
rooms. Stores in bulk are kept in the two storerooms (#12), These
have rucks of shelving and several wbs holding nails, glue and the
like. They are kept locked (ull artisans have a key; they ame
Medium (-0} 1o pick),

There are also two offices. The general office (#13) contains
ledgers and records of sales, customers, the buying in of supplies
ancl soon., Motes are sent out Tram hene oallow the tas-free impon
of matertals into the city. Thene are several desks and bookshelves
crammed with years of records. There is also o hidden safe
containing 1,500gp in coins and the most precious materials,

The safe has three separate locks — all Extremely Hard (-30) 10
pick. It also hos a clockwork delayed trap ejecting a henisphere
spray of potent acid, hitting evéryone within 8 feet, The trapcannot
e disarmed from the ouizide and has a hidden safety catch inside.
It is Sheer Folly (-50) to disarm this trap aller opening, unless s
existence is known, The trap also shuts and locks the door
automtically. The acid spray initially does damage as 44l
Firchall. Then, it repeats any critical {(at ong less level of severiy)
delivered every round, until washed of T with a large amount of
wirter of an alkali solution.

Opposite the general office is the drawing office (¥14) where
four artists work planning the design of instruments with the
craftsmen. Their stores, nlong with hundreds of volumes of
records, files and old designs, are to be Townd in the library (3],
The hibrary 15 usually Iocked after working hours, as many of the
designs ure very valuable,

Urren Frosom

There are three divorced areis on the upper Moor, each with 3
number of bedchambers (#1) for the workers and their families,
Maost are a standard rectangulor shape; some are bigger or have
connecting doors so that o larger farmily can feel closer, In each
section there is also a bathroom (#2) inclueding latrines (see 7.41
and 10,11 for general notes on bedchombers, buthrooms und other
living areas). There are o few sdded rooms here, such as the
laumadry (#3) and spore (#4) whene household supplies are kept
wishing is dried in the sun gallery (#8) if the weather is inclement.
The rooms directly over the workshops are rassed a hittle higher
than the others, ence some small Mights of stairs,

The southemmeost section has o laft converied to o dommitory,
This is resched by a ladder which also conceals a door in the wall
{M5). The door allows access onto i precarious ledge (#6) justa few
feet wide, running slong the roof to the central section where
another tiny, concealed door (behind o wooden reliel carving)
allows egress,

The loft dormitory is used by the older daughiers of parents
living here, There is alsoa boys” dormitary (87 b used by older sons
and apprentices. In both there are simple rows of beds and small
lockers for personal possessions.
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10.13 LITTLE LOCK SHOP

The Little Lock Shop is a modest workshiop and townhouse. It
is owned by Egilmir and the business mun by his son Egalmoth,
iogether with his pariner Pelandor; these two were childhood
freends and remain very close. They are both Fellow Locksmiths
quietly respected for their good work. Both are married,
Egalmoth's wife Berylwen has a son and two daughiers and works
during the day at Eldacar's Breakfast House on the Second Level,

The building is an old one with strong stone vaulting and good
foundations; the outer walls have yellowed o a deep ivory colour,
The from of the house is raised a few feet above sireet level,

Gaowsn Froog

The main entrance (0] ) 1o the house is up some slieps al the fron
with an elegantly carved stone balustrade surmound. The front door
b5 solid wood handed with steel; the lock is Extrermely Hard (-30)
to pick. When the door is opened it mngs a bell in case no-one 15
in the shop (#2), This area is kept spic and span, There is an L-
shaped counler und three long display cabinets showing varieties
of locks and iraps. There are locks for doors, for chests, padiocks,
even tiny gold lockets which can be wom arcund the neck. There
is also a table and & couple of chairs so that customers can sit down
whilst waiting 10 be served, Egilmdr is usually in charge of the
shop, being a little old to work other than occasionally, ond he will
ireat special customers 10 a pint of ale i7 his wife isn't around.

Behind the shogp les the office and family room (#3). Since they
do not do a great deal of business, s single desk suffices along with
arack of shelves holding ledgers and scrolls with accounts, siles
and 50 on. There is also a warming hearth and some comfortahle
chiuirs, Beside this room is the Kiichen (M), province of
Egalmoth's widowed sister who runs the houschold under the
critical eve of her old mother, The kitchen i centered on the rnge
and fire, with the other three walls crammed with shelves holding
all manner of utensils, storage jars of food, borles, hanging meat
andd 50 on.

The workshop (#5) is gained from the ofTice, down a few =eps,
or through the back door (#6) which leads into the alley. This door
is less elegant than the front door, but just as well secured (and also
hies & bar at might). In the workshop there are numenous personl
workbenches where Egalmoth, Pelandor and Egalmoth’s brother
Ecthelmir work assisted by their seven apprentices, and occasion-
ally by Epilmir. One of the apprentices is Egalmaoth®s son Eredin.
The walls are stacked with special wols and muerials got from
rronsmiths.  Alse in the workshop is & smull forpe with the
MECESSAry accessories. A sipep stair leads up, the only way 1o the
first and second floors,

First FLoog

The stair up from the workshop connects 1o a lunding. From
there, another siair continues upward, lanked by a broad curtain of
fine brocode edpged with gold thresd. Behind the curtain is the
principal room of the first fleor, the main hall (#1 ). The household
gathers here for meals, and it is also used during the day and
evening as living space. Two fireplaces in opposite comers warm
the chamber, [s walls are decoraed with, and insulated by,
tapestries woven by Egilmir's grandmaother, who was s member of
the Clathwrights” Fellowship, Twolabbes min ncross the room, and
there are sideboards under the windows holding the pewter dinner
service; the older men have silver tankards of ther own, engrived
al their coming-of-age.

At the front of the howse are two rooms off the hall, divided by
heavy drapes, These are family bedchombers, #2 wsed by
Epalmoth's sister and #3 by old Egilmir and his wife. She has a
dpor onto a woeoden balcony clinging to the side of the house; there
are {our wooden trouphs placed here prowing flowering and
colorful herbs which she preserves and uses for cooking and
healing evervday illnesses and injuries.

At the rear of the house is the apprentices’ dormitory (#4). In
contwing 1% beds and a hearth, together with lockers for their
belongings. By the dormitory is a bathroom (#5), with a bath,
Eatrines, and stove Tor heating water,

All the bedehambers are kept warm with wall hangings and rags.
for the floors and walls ane stone. Tn Egilmir's chamber is a solid
iron casked containing various precious items; it has an intricate
tock (the key is hidden in a secret companment of the wooden
bedstend, otherwise it is Sheer Folly, 50, 1o pick) and o shooting
blade trap equal ioa +75 shortsword attack {Hard, - 10, o disarm).
The treasure here mcludes some jewelry and a magic amulel
shaped like o golden brooch,

Seconn Fuoon

This flsor has a swite of hedechambers for the household. The
siairs ascend ooa landing (00 ), which is illuminated by a trple
candelabr. There is a small washroom with no bath (#2) ofT the
landing, opposite a more cramped servant’s chamber (#3).

The remuining rooms arc all foir-sized bedchambers, hung with
drapes and with carpets over the wooden floorboards. #4 belongs
o Ecthelmir. He is rather dull (in character) and not very tidy; he
has litthe of interest kept here. #5 is just home to Eredin. He is
young and headstrong and would rather joan the Citadel Guard than
spend a lifetime fiddling around in a workshop. His treasured
possession 15 an eket on which he has engraved his own name. It
has pearls set on the hilt and scabbard (total value 30gp).

The largest room (#6) 15 used by Egalmoth and Beryviwen. At
one end is the weaving loom used to make the tapestries in the hall,
on which Berylwen is learning the same skills hersell, there is a
hali-finished tapestry adomed with some rather odd-shaped flow-
ers hanging on the frame. Berylwen has already decided 1o give i
1o Ecthelmir as a bedspread since he probably won't notice how
awful her first attempt is. The room also has a splendid bed, two
chiirs und a writing desk. Above the fireplace is a secret cuphsoand
with a irick locking device that does nob use a key (Ireat as Very
Hard, =201, 10 pick, with skill bonus halved), It contiwins an
enchanied dagger, several cut gemis in a silk pouch, 8 oz of mithril
wire and some jewelry belonging 1o Berylwen.

Chamber #7 is the lodging of Pelandor and his wifie, They have
o grown son who lives elsewhere in the city (they also had o
davghier who died in the Plagoe), Their chamber is draped with
good red silk, o present from Pelandor’s father-in-law, a cloth
merchint. As pariner (o Egalmoth, Pelundor hos a goodly sum of
money pul by, but keeps it in a bank.

The next chamber (#8) is a guest chamber, kept vacant for
visitors or sometimes let for a few months. The last room (#9) is
thal of Egalmoth’s daughters, The elder 15 hopelessly in love with
Pelandor’s son and usually mopes around the house thinking about
him. Her younger sister is worked hard but fairly by her aunt i the
kitchen and around the house.

Ly
Aladder on the landing ascends through a bolted trapdoor o the
nurres lolt, where a lof of junk and old Tumiture s stored. Some
of these iterms are real antigques nnd may be valuable, particularky
a forgotien case of 1410 lthilien red wine.
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10.14 PALACE OF LIGHT

The Palace of Light is one of the most imrguing buildings on
Rath Celerdain, Erected five hundred years ago after a fire de-
stroyed a more conventional workshop, it now belongs 1o Arland
and Yerdil Calardan, The two brothers serve as the city's Muaster
Lampwrights (Arland spent three years as Depuly some years
ngoj.

The basic structure of the Palace focuses on a high dome, which
is set between two three-story wings, Analley runs to one side and
behind the building, enabling supplies o be unloaded ot of the
sight of the main street. Two rings of glazed skylights surround the
pper section of the Palace’s white marble dome, and numerones
windows gruce the walls of its two wings, The outer walls pre
constructed of stone and faced with whitewashed plaster, which
lends the building a bright, glimmering air, Among its fine quality
furnishings, the Palace noted for chandeliers and candelobris,

Groysn Fuooe

The entrance io the south wing (#1) 15 quile impressive, with
flanking columns, wo wide s1eps, and a covered portico. The pale
wood doeors are studded with brass knobs. At night the deor i3
locked and barred, Twin fountains (#2) rise from the triangular
pools that flank the exterior sides of the dome, both inhabited by
floating lilies and sinall, red Nsh |

Inside the first room is 4 shop (#3) where customers ane greeled
and a number of the smaller tems made here (candlesticks, table
lamps and 50 on) can be displayed. Naturally, the room is well lit
itself with some twenty different lamps and chandeliers.

Behind the shop are two offices. The main office (#4} contains
two desks ond numerous shelves that support great ledgerbooks.
Hidden behind one of the shilves is the mxin safe, which harbors
ahout 300 golbd picces (in variows codns ), The safe has a lorge lock
requiring two keys 0 open: one held by Arand, the other by
Verdil. Neither lock is trapped, but both must be tumed simulia-
neously in order 1o spring the door. (This requires two separate
nctors, since exch key requines twio hands o operate.] Inone of the
de=ks is a locked drower with the day's takings (iypically 5-25gp
in assorted coins). The clerk manning the shop has the key, bt the
drawer is easily forced, (A lighs, +10, maneuver).

The other office (#5) serves as a drawing ofTeee and library,
Sketches in pencil and ink of various designs of lamp are stored
here in large files, which are placed upright in & wooden rck,
Artists workl on angled easels placed under the nearby windows.
In the office section, the room’s high shelves accommaodate old
record books. Beyvond them is a corridor leading past 4 curtain to
the waorkshop.

A door off the workshop opens onto # passage 1o some stairs and
living chumbers, The four ground floor bedrooms (#6) wre each
well furnished and ococupied by the Palace’s elderly resadents,
people who no longer care for stairs. In one of the rooms the
window swings out in its frame on the rebease of o secretcatch, thus
forming a secret exit door, Under the stairs is o privy (#7) with a
hathiub and a stove.

The workshop (#8) occipies all the space under the dome, The
dome itself is made of stone, supported by eight large angled
buttresses linked by a star of tic beams. There is plenty of space
for the 40 craftsmen and 20 apprentices who work here producing
every sortof light fitting, and other items such as braziers, censers
and thurifers. Standard items include wooden and metal candle-
slicks, table lamps, torch brackets, lanterns (both hand-held and
hanging), chandeliers for oil and condbes, nightlights and so on.
Muterials used include metals (especially brass, bronie, pewier
and wrought iron), virious sorts of wood, and cernmics. Some
ilems ire parily made here and part elsewhere {such as o potiery
lamp which might be fired in kilns on the third level).

Suspended by ropes from the tie-beams {28' above the floor) is
i reciangular platform (#9) of sound wood, A system of pulleys
ond ropes is linked to a winch in the cellars, powered by a wiler
sluice running through the foundation rock. The platform can be
raised {operated by levers on the ground) to a beight of nineleen
feer where & cantilevered cotwalk runs deross wnd arownd the
dome. The wooden walkways are just 3' wide but have railings of
rope (hreaded between iron poles, On either side ane hung
examples of the chundeliers mde by the artisans here: there are
ones of brass hung with gliss wears; wooden wheels with inon
candleholders; six-spoked ones with tiny oil lamps protecied by
thin horn cases; pewier spiders with dangling drip-fed foating
wicks, The variety and beauty seems endbess, is any customer can
see. Bipg wnd small, rich ind modest, here is truly a patace of light,

A trapdoor {#10) provides o route into the cellar, which contains
nol only the winch fos the plarform bl also siores of wax, oil. clay,
and pre-cast metal itlems. Bulkier stores are stacked on shell racks
{#11) ut the rear of the workshop, where there is also a door (#12)
for deliveries and 4 path beiween workbenches o the center.

The north wing opens connects with the workshop or through
the back door into the kitchen (#13). This has all the usual
equipment for feeding a host of hungry Fellows and their families
— task which is accomplished in the wood-punelied dining hall
i#14). Two splendid marble fireplaces heat the hall, above which
are hung wrought copper emblems of the Lampwrights” Fellow-
ship. The hall is busiest in the moming, for many of the crafismen
eat at the Fellowship Hall in the evening. During the day, peace
may be found in the quict parlor (W15), & sumptuous, carpeted
chumber adorned with drapes. Tts windows overlooking the street,
There are also three bedchumbers (163 and a small privy on this
floor of the wing, as wells 4s a staircase leading up to the first floor
The passages here all have paintings of previous owners af the
Pulace.

Fimst asn SEcosn FrooRs (507 ILLUSTRATED)

The first floor of each wing his nine bedehambers and o Luorge
privy, These rooms have standard furnishings, with wooden Moaors
and rugs. In the south wing, one of the bedchimbers is larger than
the athers ind incorpories a nursery for the youngest children, In
the north wing, two slightly lorger bedchambers are used by
Arland and Verdil, both of whom are married.  Arlund has no
children; Verdil has three duughters and a son in the Boval Army,
serving in Dor Bhinen,

The second floor of each wing has five bedchambers, a privy,
and o dormitory (girls” in the norh wing, boys’ in the south ). One
of the bedchambers in the north wing is occupied by Urthel, o
bachelor craftsman who is also & spy for the Corsairs of Umbar. He
is of Black Mamendrean descent and easily passes for g Gon-
dorian.  His contact is a merchant named Clothiel, who oflen
lodges af the Old Guesthouse.
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Buildings of Nore!Keylodge

10.15 KEYLODGE

Perhaps the first building ome sees on entermg the city, the
Reylodge sits by the Great Gate. 11 §s a teetering, rather ancient
structure with wooden upper stories (faced with plasier) and (a
rarity) a thatched roof. The thatch is specially imporied from the
lower reaches of the Anduin (ie,, the Ethir), Although small,
Kevlodge is an important building, for it is the home of the Warden
of the Keys, the second most important city official. (Only the
Prince-President himsel! outranks him. )

The Warden is head of the Porers and Doorwardens” Fellow-
ship, the pssociation thot owns the Keylodge., He bears the
Edrogdl, a magic key which figs any lock inthe ciry's defenses and
automatically wards the bearer from the effects of any traps
astociated with them, 1t is linked 10 the Warden's chair in the
Chamber of Conclave, to which it con be summoned by the
Warden or Prince-President a1 any time,

The current Warden is Endil, an ambitious man of late middle
age, He has a strong, often cutting, personality and fair hair, He
uswally wears a light mail shint shaped like o crisisth, and a velvet
cap with a thick, braided edge.

THE WARDEN OF THE KEYS

With the demise of King Edrnar in T.A. 2050, Andrion’s
ling fuiled and wardship of the South Kingdom was €ni-
trusted 10 the Ruling Stewards, The first Ruling Steward,
Mardil, naturally abandomed many of the hereditary royal
offices associated with the King's family. Other posts
became held in trust or existed only on paper.  As the
centuries passed, Gondor's bureaueracy evolved away from
the old imperial form, one which wis maore comples amd
often invialved two paralle] lines of authority: the firse royal
and hereditary, the second i meritocracy rooled in scholarly
sErvice.

The affice of Prince-President, however, wis abandoned
garlier. Afier Prince Mindacil died in T.A, 1741, King
Tarondor refused 1o appoint o succesior, realizing that thene
was o nesd for such an exalted royal administrator in Minas
Arvor so long as the city remsnned the King's seal, Once the
capital was moved from Osgiliath, the Prince-Presidency of
the City of the Sun was doomed, Thus, the mayoral duties
passed to the Prince-President s deputy — the Warden of the
Keys.

'I:I:h: Warden of the Eeys remained the chief ndmimistrator
in the capital throughout the Thind Age, for the Ruling
Stewards retwined the civil structure they imherited from the
Rings, Liter, King Elessar elecied 1o do the same, scoffing
ml the iden of resurmecting the Prince-Presidency.  Elessar
vialued the noble service performed by Hidrin the Tall during
the War of the Ring (who commanded the city while
Condor's army assailed Mordor), and sought o avoid the

unpleasant prospect of future dynastic intrigees

Gt FLoou

The entrance o the lodge is behind the row of square pillars (#1)
that supporis the upper Moors, Hewn from seasoned timber, the
pillars are bluck with sntigquity. To each is sapled a massive iron
key thal s purely decorative but holds o great symbolic meaning.
The doarble doors are of ribhed black wood with large iron hinges
and preat knockers, A passage leads straight along o o grond
staircase, o few steps halfway along are needed as the kitchens (#4)
@l the rear of the lodpe pre shightly higher than the front

Two rooms open off the passage. The first is an office (#2)
containing the Warden's desk, records of the organization of his
Fellowship, and two desks for clerks who work for the 'Warden.
Seven large 1omes deal with the axes o be paid on every sor of
material and goods brought into the city, for unless they ome
purchased by a Fellow for manufacturing, & levy musi be paid.
This is one of the major sources of revenoe for the city. The
Warden is responsible for it collection and during the day the
office and area outside the building is constantly busy with traders
and carriers,

A stone safe with a metal door also sits in the office. 11 can only
be opened with the Edrogdl, for it is vireally impossible to pick its
enchanied lock!. (This lock mechamism requires twenly-one
absurd, that is-70, manguvers to bypass! ) The safe contains a large
supply of coin, much of it foreign, which was tmken in taxes or
exchanged.

The wardens can caich o briel respite from their 1ol in the
sumpiuous parfous (#3). The chamber's fire, assoned chairs, and
tahles make it the perfect place in which 1o parake of the steady
flow of snacks and drinks supplied from the Keylodge's kitchens.

Up a couple of steps o the rear of the building, the nearby
kitchens are big enough to cope with a feast upstairs, Two large
roasting fires with ranges dominate the room, which contains
workiables and the full range of necessary wiensils. Two members
of the Cooks” Fellowship work here, both of whom were hired by
the Warden. The kitchens and the office each adjoin a small spiral
stair (#5) which connécts both stories. During feasts, most of the
food is taken up this way.

First FLook

The first floor is entirely cocupied by the Great Hall, a chamber
used for feasting and occasionally for meetings of a group of
Locksmiths who call themselves the Rizakhfirin (sing.
“Rizakhir), Anold Adfinaic label, their niome meins * Masters of
Puzzles.” They design and make intricate devices intended o
intrigue und frustrate the uninitiated — complex tovs for adulis,
For most of them this is just a spare-time hisbby, but o few support
themszlves by sellimg their ingenious wares.

The keader of the Bilzakh&rin is Goromil, a very old Ddnadan
miagic-user who has travelled widely durimg his life and learmed
many secrets from the Dwarves. A member of the Blood Ring and
a skilled Sorcerer, he i Gandalf™s { Mithrandir*s) chiel contiact
Minas Anor,

The Great Hall has many tables and chairs, all ald and carved
from venerable wood stained dark with time; the fleor has wooden
blocks set in o pattern and the walls are hung with paintings so
encrusted with the sood and dirt of ages that it is impossible to see
what they pre. Four large fireplaces around the room heat it well.

Seconp Froox

Supported by buttresses, the second Noor owerhungs the first,
The only way up is by way of a narrow spiral stair, which leads onto
o passageway that provides access o several doors, As Taris most
pewple know, this is the highest story of the lodge, The warden has
a study (#7) here, & room that houses a large desk with drawers
crammed with all documents he doesn®t want left around in the
office on the ground floor, There are bookshelves on three walls
of the study, each holding books of history, records, annals of the
Fellowship and the city, etc. Several fine woodcarvings decorale
the chamber, a legacy of an earlier Warden.
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Three bedchambers oocupy the second Moos, each well fur-
nished with thick, fleecy rugs and warm wallhangings. #8 is
occupied by the Warden's Deputy Gamallin, an ex-soldier with a
great spirit of camaraderie. Erdil trusts him in all things connected
with the Wardenship but not his secret life (see below), Gamallin
is a widower whose son of sixteen sull lives with him, The son,
Gerond, is tall and strong, and wanis (o become an apprentice
Warden, On the other hand, Gamallin hopes he will become @
soldier first.

The second bedroom (#9) is ocoupicd by the two Cooks who
organize the kitchens downstairs, while the third sleeping chamber
(#1007 is home 1o Erdil's clerks, MNone of them have wives o
children.

There is also a guest chamber (#1 1) used by people visiting
Erdil. The reom is kept in very good condition and contains 3
number of valuable ohjects sich as candlesticks, stalueties, amd
omaments (up 1o eight items at 5-50 speach). [ door is normally
kept locked, and it is very hard (-20) 10 pick the untrapped
mechanism, A single, large privy (#12) serves the whole loor with
all the usual amenities.

The final room on the second floor is the ibrary (#13). Locked
like the guest chamber, it is & repository of bookshelves, which
cover every avidlable wall and even jut out into the room. A scroll
cabinet stands in the center of the library, cleverly punciuated by
pigeonhole-like circular holes into which the scrolls are shid.
There are books an many learned subjects here, especially those
connected with the history of the city and the South Kingdom and,
al any given lime, one or two magical tomes or books dealing with
magical things rest on the library's carved shelves.

A fuke bookshelf rises from one comer of the library. conceal-
ing a secret (and very steep) stair up 1o the third loor, Although
heavy, it is unlocked, but anyone moving the set of shelves on ils
Trimge will quickly realize that it is ropped.

TRAP: The map's wigger can be hypassed i a lever

concealed down one of the tubes in the seroll rack ix

deprexsed. This lever is extremely hard {-30) o perceive.

Oiherwize, wihen the door iy opesed o bl of {+50F light

crosshow bolis fTv out from the shelves opposite the door

(The aperinres emitting the missiles are also extremely fard,

-30, 1 spot, even with a clase search,) The trap delivers 1-

5 missile sirikes to anyone sianding before the secret door,

Tuamn Frooe

The third MAoor is much smallér than those below. 1Econtains just
Iwio rodms, together with the namow passage conmecting them o
the secret stair. The lirst room i3 @ meeting room (#15) wsed by
thieves for planning raids. This chamber is filled with plans, and
maps of the city cover two of its walls. A blackboard covers
another wall, its face marked with chalk.

The room is furnished with a long table and an assortment of old
chairs. Shelves beside the door hald records of the proceedings of
the Rogues' Fellowship, a grave indictment of its heads Erdil and
Tirbelir Malrid, (See Sections 8,54 and 7.22.) The room is mostly
used at night, but occasionnlly a thief being hunted may find safe
lodging here.

The other room 15 the Warden's bedchamber (#16), which 15
opulently funished. Many of the items here have been stolen from
the best houses in the city und are of uniold valve: lamps with facets
cut from crystal; solid gold plaes and cops; a gem-encrosted
headboard; a cabinet of ivory and silver; belts and gaunilets
studded with tiny pearls; and many, many more.  Erdil also

possesses @ number of useful magic items including a Cloak of
Shadews, Boois of Silent Tread, u Ring of Balancing and a Girdle
af Climbing. He has had & long and successful career as o thief,
which roughly cormesponds with his service as a warden. When he
rose 1o become Warden of the Keys, he converied the attic of the
okd Keylodge o his needs.

The only other thing of note on the third Moor is the secned door
(#17), which allows access out onto the roofs of neighboring
buildings. Tt affords entry for “guests,” who occasionally arrive o
plan more involved thefis,

10.2 SECOND LEVEL

10.21 HALL OF WAX

The Hall of Wax is a combined workshop and lodging house. 1i
is the major crafthall of the Candlemuakers’ Fellowship and serves
as their meeting-place, The Hall is not owned by any particular
individuul or group, but the senior workers — the five Masiers of
Hall — muake all the decisions surrounding its affairs. OF the five,
Limlach the Baillie, head and Deputy of his Fellowship, is the first
among equals.

The Hall 35 o fairly old sione building, to which an extra story
wis acdded around eighty years ago, [t has an atractive cream and
grey exterior with a tiled, beige roof. The large, gilded, candle-
holder-shaped weathervane that crowns its roof |s a noted city
lnnadmark.

Cowrnwn Froow

A small garden (#1) is one of the most notable features outside
the Hall of Wax, The garden includes a lawn, some shrubs, and a
statue set behind a Nower bed. The statue is carved from porphyry
and depicts Lincelien the Brave, a woman Fellow who once sived
a whole level of the city from a great fire in 5.A. 1325, Her
imercession averied the explosion of & massive val of boiling oil,
and Jncelien was made i Nominee of Conclave in recognition of
her service 1o the city,

Beside the garden is the covered entranceway (#2) into the shop,
The walk is attractively paved with mauve and white marble, This
is surrounded by a colonnade, its row of fall columns supporting
the overhanging second foor. From bere, 4 stone stair affixed 1o
the ouler wall ascends up through the Moor of the second floor and
opens onto the lobby outside the Long Hall,

Dn the other side of the building is o fenced courtyard, The
wissden wall dividing it from the alley s 9 il and has but one
locked gate. {This is lirdly a barrier, since it is casy., +20, 1o pick
its simple bock.) The cobbled courtyard accommodates a waser
trough and a pump, and is adjoined by the workshop, the kitchen,
and o corridor, Several wooden lockers containing Ulcaimion,
tarpaulins to cover barrels, and varipus ools and supplies are
positioned arcund the court. There are usually one or two people
ol in the eourtyard during the day, although on finer aficrnoons
they might be joined by laborers doing the washing and drying
using rows of scrubbed tubs and vessels and long lines.

A rare double vaulted roof covers the large, 56" 5 46" workshop
arca (#4}, It has three entries: a large entrance on one side inlo an
alley, and two other doors, one into the courtyard and the other into
the living house. Stores and supplies are stacked beside the
courtyard, while in the opposite comer is the main val where the
candle wax is rendered down and bodled. The refined wax is then
drawn off imto three heated 1anks, each treated and used m a
different way,
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Buildings of NoteiHall of War

Dozens of workmen and women manufacture many sorts of
candles and wax objects here.  Their prosfucts include ordinary
candbes, rushlights made from dipping reeds in thin wax, thick oily
wa torches, sbow-burning nightlights, fancy candles cast in mokds
and colored or carved or painted, wax blocks bought by the
clothwrights for melting and painting on batik-work, wax dolls for
children, wixed sheets which are rolled intoa candle of any desired
thickness, candles marked scourmely with passing time as they
burn, wax paper for packing and preserving foodstuffs, sealing
wax for documents, as well as many kess comman goods, They do
not, however, make sozp, ofl, or other liguid fuels,

Small ovens and ranges for keeping wax warm are dotted around
the working area, Nanked by sand boxes, where molds are formed.
The other iools and pieces of equipment devised for making
candles are housed here. The most comman is a rack of poles from
which wicks are hung down either side. Lowered inlo a deep
trough of molien wax repeatedly, these tools allow each coating to
sef before the next is added, providing the candlemaker with an
exceptionally uniform product. As 8 precuulioniry measure, many
of the workers wear aprons and gloves made of supple leather.
Several of the older ones bear the scars of accidents, where they
have been scalded with boiling wax — & less than pleasunt
CXPErEnce.

The first room one enters on the living side of the building is the
shiop (#5). I is divided into two arcas: the sales area (#3a), which
hias stocks of the commoner items and two clerk-traders to serve
customers and record purchases; and the gallery (#3h), The goods
for sale are arranged on racks and tables in the center of the room,
while the clerks work on the righthand side.

The gallery is a display area for fancy goods and special ilems,
which are set out in cabinets along the walls and the panition.
Many of the items on show here are cxpensive, and some are ol
for <nbe, Bodh sides of the chamber hove windows, but the inmer
wall’s window is aligned with the aperture looking inio the
couryard,

Behind the sales areq is an office (#6) where records are kept and
filed: shelf upon shelf of musty, leatherbound volumes which
creak temibly when opened. Another two clerks of the Scribes”
Fellowship work here, under the light of & wooden chandelier with
sixteen candles. Ome is a petty thief and cutpurse.

Opposite the office is a large privy (#7). Used for washing, it
also contains latrines. The final room on this floor is the comma-
dious kitchen (#8), which serves the Long Hall two floors above.
Reachabie only by a ladder through a trapdoor, the kitchen’s small
but well-stocked cellar serves as a store for wine, ale and other
foosdstuf¥s, The kitchen also has a double hearth, a spirdl s@ir in
one comer, and o hamd-pulled plate i (#9) that enables food and
dishes 1o reach the second floor.

Fust Froow

The first Moo 15 mainly accommodation for Fellows, There are
twio stairs up; the main flight and the spiral stair from the kitchen
fior the store (81 1. The latter has household supplies such as cheaning
materials, bed and bath linen; 11 is also used for drving herbs and
food, as it his underfloor heat channelied from the kitchen hearths.
The bedchambers (#2) are hardly special, albeit adequately ap-
pointed, and some of the furnishings are a little worn and thread-
hare.

On the ether hand, boah of the neighboring Masters” bedcham-
bers (#2a and #2b) are anything but austere, #2a is the home of
Lindethin and his wife, the newest Master. Only 40 or so years of
age. he is o skilled waxwright and has developed a couple of new
and helpful iéchnigues in mold construction and wax dyeing.

Around town, Lindethin often wears a splendid eket (shortsword b
around town, & marvelous weapon adomed with seven emeralds
and a green snakeskin sheath with a hanging loop.

#2b is the home of a miserable old bachelor, Ascorin. He is
scathing and hard toward his apprentices and most of his Fellows,
and no one guite remembers how he ever got 1o be a Master.
Ascorin hoards a fair amount of gold i his room, hiding it in a chest
beneath the panels of his bed. The chest, msde of lebethron with
steel hoops, is locked and hard (- 10) w0 pick. Trapped with a sprung
poisoned dart, the lock can be a deadly obstacle,

TRAP: The trap is very hard (- 20} to disarm. I victims
receive the equivalens of a +30 shorthow attack. The dart
delivers a dose of Asgurath poison whenever it yields a
critical strike. Vietims must then resist a level 3 potion or be
paralyzed for 20-[C0 bowuus] howrs.

There is also & modest privy (¥#3) on this and the other floors.

Secosn Froor

The stone stair through the floor of the lobby (F1) provides a way
up to the second floor from e outside. Inside, the main inner stair
and the piwte lift and spiral stair from the kitchens all afford
additional access, The lobby has cloak racks for visitors and a
pleasant table and benches overlooking the street,

Several fine batik hangings presented 10 the Fellowship by the
Clothwrights® Fellowship some vears ago cover the walls. Each
depicts a swathe of flowers of similar colors, and together they
form an interesting nature study. Large wooden doors, each
intricately carved to resemble a honeycomb (complete with small
gilded bees), remind the guest where most of the wax used here
comes from.

Beyvond the doors is the Long Hall, a superb chamber panelled
with rich, honey-gokden wood., Several wax sculptures nestle in
aleoves, and the room is gently warmed by a hall dozen copper
braziers set sbout between the tbles, half encased in carved
wooden boxes. The Masters” table is situted in the middle on the
lefi, set hack from the length of the hall. Behind it is 8 secrel acoess
panel into Limlach’s bedchamber. The hall seats T0 guests.

There are three comfortable bedchambers on this floor, One s
Hidril's (#4), The only lady Master of the Fellowship, she is a
spinster of 55 who has had several paramours but never married,
preferring the company of women to chatter with, She has a good
artistic senss and designs some very elegant, bat still functional,
waxware. Hidril enjoys wearing gold and typically has a number
of bungles, a clasp or brooch and braided chains pround her neck.

#5 is Finwaren's chamber. Finwiren is geming on, and has a
wife, three children and eight grandehildren (although none of the
laner live here). He was a sailorin his youth, becoming a chief mate
before leaving 1o take up his father’s rade here in Minas Anor.
Contrary © local customs {and more in keeping with Umbaran
culture}, he worships Ulmo daily and has bailt a tiny shrine il the
back of his room. 1tis decorated with sea shells and is dominated
by a tiny fountain that continually trickles into a silver basin worth
hundreds of gold pieces. The antiquity and the skill of the
fountain's crafting make it @ precious heirtoom.

The final chamber is Limlach’s room. Limlach is a clever and
bright-natured man who has worked his way to the head of his
Fellowship using guile and the cultivation of many siralegic
friendships Still, he holds ruest o himself, and is unpopular on
Conclave, where the other members see (10 some exient) through
this facade.
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Limilach lives with his wife Andressa and their grandson of fouwr
vears old. since the boy"s parents both perished in the recent
Plague. The chamber is set with silver-embroidered hangings and
many lamps, for Limlach’s wife comes from Morthond and has a
mortal fear of the Undead and she believes that these irinkets will
prodect her at might. On one wall is a tall silver mirror surrounded
by perfumed candles.

Thigs Fuoos
A irfangular stair ascends to the third floor, which contains
seven bedchambers (#1), ahall (#2), and a privy (#3). Allare much
like those on the first Mloor, A relatively recent addition, this story
is made wholly of wood rather than stone.

10.22 THE GREAT BAKERY

Lacals wonder whether the Great Bakery is a workshop or a
tempde to the “gods of food.” Whatever one's apinion (and opinion
of bakers in Minas Anor generally tends towards acceptance that
they are indeed the earthly minions of some Vala), the marvellous
bakery is indeed a splendid monument. It has two octagonal towers
exch T wll. They are linked by o narrower eniry-building, as well
#s by the U-shaped bakery itself,

Asthe premier baking house of the city, the Great Bakery isalso
he residence of the High-baker, Palanthrar. Also known s the
Hayrick 1o the apprentices and other youngsters here, he is
enormous (easily over 25 stones), with an unruly thatch of dark
blond hair and a continually flushed and florid face. His arms and
fingers are impressively strong, despite his weight, and he can
knead twice as much dough at once us any of his compatriots.
Equal amounts of Didnadan and Norhman blood flow through his
veink, and some link him with the family of Queen Vidumavi, the
wife of Eldacar (r. T.A. 1432-37, 1447-90). Palanthrar rules the
Bakery with an iron hand, but remains kind and considerate 1o any
af his Fellows or their families, particulardy when they are in need.

Grovso Froor

Outside the front of the building is o small area of lawn (#1)
divided by a cobbled path. On one side there is usually & temporary
stall selling the freshest cakes, pastries and loaves in the city, still
warm from the oven. The path passes through the center of the
section joining the two towers. This arched passape (#2) is wide
enough for the hand carts that bring loads of flour, butter, sugar and
other supplies. They are offloaded in the paved central courtyard
(#1), and then taken through large doorways into the bakery
proper.  Here there are three storage areas: #4a for flour (of
deffierent vaneties ). butter, cream and other dairy products; #4h for
sagur and confectionery, dried and crystalized fruits and the like;
and #c for the firewood needed 1o stoke the ovens during the long
howrs of baking.

The avens (#5) form the central feature of the bakery. There are
two liers. The lower, broader ovens are 7 deep and are cocler than
the smaller ones on top. The lower ovens are for baking cakes and
pastries, while the upper ones are utilized for loaves, rolls and
biscuits, which require hoter temperatures. Ceramic and stone,
the ovens have conduits 1o circulue the hot air fueled by the fires
ateither end. The smoke rises through the two large chimneys.

The ovens have metal doors. The lower ones have a movable
froat section of rungs, behind which the bakers (using Large, flag
wooden shovels) place the trays of cakes ready to be baked. The
upper tier is reached up a short fMight of stairs, As the wp of the
lower ovens gets oo hot to walk on, the losders must wears thick-
saled shoes made of rope and canvas, and walk along raised
wooden boards, known as the “cakewalk.”

The working area of the bakery is divided into varying areas
designed for different tasks and products. Bread dough is pro-
duced in #6. In #6a the dough is mixed; the standard mix being
rmide in vast quantities. A great potlery basin is surmounted by a
steel gantry from which a large hook descends. The 1oothed stem
of the hook is driven round by a cogwheel, which is linked 10 a
waterwheel powered by a cistern full of water. The hook mixes the
flour, water, and veust together and does the initial kneading.
Then, the dough is removed from Lhe basin and divided into smaller
hatches. Taken to the proving rooms (#6b) 1o rise, the dough sits
in little wooden cupboards. each fitted with shelving and gently
warmed by flues from the oven fires, Once it has risen once, the
dough is divided into individual loaves and kneaded again on
wooden tables (#6c). Aflerwards, the loaves are arranged on
dimpled platters and allowed to rise again until baked.

All the cakes are made by hond in #7. Sweetmests wnd pastries
are tenderly layered in #8, and delicious, crunchy biscuits are
mixed, rolled, and cul in #9. Everything that comes out of the
ovens is first taken 1o the finishing mbles (#100, Thesa have many-
storied cooling racks, from where the bread. cakes or whatever are
*finkshed": jced, dotted with seeds or decorations; assembled with
cream fillings, and 80 on. They ure then packed into wooden trays
fordelivery to bakers” shops, eating houses, lodging houses and the
like.

Maturally this makes the whole work floor a busy, bustling
place. Everywhere you look, there are people beating. stirring,
kneading, trundling barrows, hefting baskets, and trays and sacks,
whisking, testing, tasting, and throwing their hands in the air.
Finally. everything used in the preparation ends up ol the steamy,
industrious wish area (#11) — where tall draining racks seem 1o
menscingly loom up o trap the unwary apprentice and hold him
prisoner for hours, releasing him only when he is as wrinkled as a
prune in one of Palonthrar's famous plum puffs.

Afler the hectic Treney of hard doy’s baking, many of the
workers are ready to retire o their living quarters. First they have
a serub down in the twin washrooms (81 2a men's, #12b women's)
iwrd return their aprons and caps to the store (] 2c), along with any
special ulensils that are freshly washed and dried. Meals are served
in the Baker's Hall (71 3), an octagonal room with eight supporting
pillurs and a central spiral stair (#14). This staircase leads down to
the kitchens and their cellars. The Hall itself is lofty and a pristine
white inside. A large relief sculpture molded in o special variety
of unbeavened bread (4°x4') is the chamber’s only decoration.
Inedibde, it 15 changed each week.

The oaher rooms lie across e pussage. Right beside the tunngl
15 the bakery’s office (#15). All deliveries pre checked tn heme and
the triys of delivered goods are noted in the sales ledger, Accouni-
ing ledgers and scrolls of payment, all kept by two Scribes, occupy
the shelves. In the tower is the aforementioned storeroom, and o
parlor (#16) for day-visitors that is fumished with comfortable
sedls, some ornaments of siver and china, and a brazier for heating.

The door to Palanthrar's bedchamber (#19) is normally locked.
This mechanism is medium (+0) to pick and boked at night. No
trap guards this filigreed oak entry, but a small bell hangs from the
inside of the door,

The recipe librury (#17) is an important room where the Fellow-
ship keeps many ancient tomes containing the recipes of dishes
handed down through the ages, some from Nimendrean times.
Most are written in Quenya or Sindarin and use an aged system of
weights and messures, Some of the most important recipes ane not
kept here, however, but are locked away in the High-Baker's office
(#13].
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A murrow gap between the musty shelves of dark ook leads
through o the office. In contrast it is light and almost airy,
Bookcases occupy the center of the room, while Palunthrar’s desk
stands under windows. He has one trusted clerk (a Scribe ) 1o help
him in here, a considerable task in light of the plethora of catalogs
und files of the Bakers® Fellowship that line the racks on either side
of the desk. These hookcases hold many histories and tales of
baking, and a number of special recipe books. The lamer are
shelved behind a padlocked grill, which is very hard (-20) to
unlack.

These careflully-guarded recipes are for the special bread and
cakes, the most precious of which is undoubtedly Lembas (5.
“Life-bread™ or “Way-bread™; (). “Coimas™. The mysteries
behind dozens of rare, nourishing, or delicate foods are housed
here. {The recipe for Denethor’s “White Cakes,” which were
served o guests such as Peregrine Took, are but one of the special
macaraons in this treasury.) Each worth between 10 and 100 gold
peoces, the seven dozen books constitute a fortune,

Palanthrar has two other personal rooms in the wwer, #19 is his
bedchamber, This is heavily draped in old red bangings, most of
hem in Fairly poor condition and equally poor taste. Pulanthrar's
massive, four-poster, canopied bed, is more comely (albeil very
sturdy), Made from a dark wood, it is graced with elabogane
serolbwork and carvings, A similar dresser and wardrobe, how-
ever, make the room feel very oppressive. There is litthe of interest
or value here, suve perhaps o gross ivory statue from the Far South
(actumlly Mimakan), Carved from a single wsk and stained
reddish brown, the carving represents a voluptuous and grotesque
female with a rather dinbolical aspect. Behind this prize and a
drape; is 0 secrel door permitting eniry into the Litle Kichen
(#20

The Little Kitchen is exceedingly well equipped and carefully
kepl. Everything is personally overseen by Palanthrar himself, for
he allows no one else to enter, Emenging triumphanily with his
lntest creation, he prefers to work unhindered and present only the
final fruits of his labors. The door from his office is steel-plated
and has u special, complex lock., The stor-shaped deviee is
extremaly hard (=300 o pick. In the kitchen (whose windows are
of frosted glass) are notes on new concoctions, special (and some
very expensive ) foodstuffs and ingredients; silver end gold-plated
utemsils, splendidly carved serving dishes and platters, etc. Most
an: stamped with the symbal of the Bakers' Fellowship,

Fiest FLoog
The upper floors are reached only by the spirul stairway that
rises through the heart of the towers. On the first Noor there are 2
number of fairly ordinary bedchambers (82 1} for Bakers and their
famtlies. Between the two towers is o dormitory for voung lads and
pprentaces (R23), There are also privy facilities (#22) provided
Far the inhabitants,

Secosn Frook
Each of the towers extends further upwards, with another ring of
bedchambers; owever there is no link berween the 1owers at this
height.
Thimn Froxos
The final Moor consists of two spacious dormitories (cach with
its awn private privy Tacility). The one is for female apprentices
#ndl odder daughters of the residents; the other o mixed dormitory

for younger children. In the later two older women olso sheep,
ICINE a5 ninmes

10.23 HOUSE HARNASTIN

House Hamastin is a smallish but elegant iownhouse, the home
of Curmegil Hamastin and his family, The house is built of stone
and tile, its subdued tans and rusty reds set off by the bright
galeneiand creepers which spread over much of the front. For four
monihs of the year, from late spring, these vines bear vellowish-
white bell-like fMowers and exode a sweet, light scent.

et

Grovsn Fuoor

The entrance (#1) from the street is up an impressive flight of
steps and through a deep-set doorway under a semicircular arch.
The arch is banded with three rows of incised designs: 4 row of
dagper-maotls, o row of shields, and a row of ieeth. On either side
of the arch, there are three columns supporting a tympanum (a
carved stone fitting the arch) depicting o bantbe scene which
features Armagor Harnastin taking the standard of an Easterling
Chieftain, The steps are in tum flanked by two lange statues, each
larger than life size. One represents Armagor, the other his
grandson, the celebrated Marilgon, Both statues are carved from
grayish marble and somewhat worn, and both show the figures in
full military array, The heavy timber, double doors bear two,
crossed Northman swords (each riveted to the wood ), brocs of over
si% fear in lengih,
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The lobby (#2} is a wooden-floored chamber hung with tapes-
res of bartles past. All the furmishings are eleganily carved: there
are dhosrs intbo several rooms adud (0@ smll cupboard or cloakroom
(#3), o Tlght of stairs up and a side whle and chairs for waiting
visitors.  Alternatively they may be shown into the paror (#4)
This has very comfortable fumiture and is ofien used by the ladies
of the house during the day. These inclode Curmegil's wife

Acerinza, her sister-in-law Firigil, and her daughters Lithien,
Loinna andd Lindiviel. There are several precious amaments in
here, including a solid gold death-mask of Armagor displuyed in
& erystal cabinel, A decorated hearth warms ihe rooam when
necessary, slthough often the sun is egual to the sk,

The major room on this Neor is the Caplain®s Hall (5. *Rond
Thangon') (5}, which extends up through the next floor as well
The double doors are flanked by the squat, square pillars which
suppord the stone woulbed En.']]i.l'q.!. i e dGoors IhefmiseElves e sel
three bright shialds, carried by members of the family ot one time
or another. The Hall has a high table and two Nanking mbles. The
wills carry an impressive disploy of weapons and shields, trophies
of many long years of campaigning. Some date back to the ime
of Armagor, including on Asdriag Easierling sarier (As. “Sword-
lance™) of greenish metal siid to be enchanted, o falchion studded
with sax diamonds; and three iniricately forged iron hebmets that
ez achormied the heads of Uruk leaders. There are severa] hundped
iemns inall. An phsiract mosaic representation of Tulkas decorates
the cemter of the room,

The Hall is served by the kitchen and workrooam (#6), ilso home
to the three servanis who help run the house. A cook from the
Cooks” Fellowship comes in cach day to prepare meals: he fives
elsewhere. The kitchen is connected to the courtyard (#7) by the
back door, u small, solid affair, and also by the cellars: both hive
trapdoors down. The courtyard is bordered by an & woosden wall
with u bocked gate. Goods not ket i the cellar are put i the pantry
uned store (#8). Both are well stocked at all times with high quality
fowmd, drink and crockery,

The: last room on this floor, at the front of the building, serves as
Curmegil's study (89}, 1t is rarely used as such, and is more often
eniployed ik o parlor. Curmegil retires to this retreat for aquict talk
and drink with guests after a meal. There are some bookcases
stulfed with unread volumes, mostly boring military histores and
accounts of desd compaigns, together with 4 suspiciously tidy
desk, some chairs and achest, The chest is hard (= 10} to unlock and
holds some very fine glassware {(each goblet probably worth 1 1w
10 gph nnd some similarly valuable bottbes of the rare wine and
ier

First Froog

Bedchambers dominate the first Moor. A broad gallery (#1)
Ik s chivwm over i wooden balustrade onto the upper portion of the
Captain's Hall. This wres can sccommodiate extra diners during a
special Teast, or for playvers (o entenain those below, 118 also used
s a doyroom, Tis walls have a lew martial lems on display.

The hving quariers are served by a privy (#2) and include six
bedchambers, one of which (03] 15 Firigil’s. Curmegil”s younger
sister, she has been inflicted with failing health due 1© some
unkmpown, wasting disease. The Healers can help her somewhat,
but not complesely cure her. She has a very fatalistic ouwtlook on
life and wears exceedingly plain clothes, usually black. She also
carmies a staff around as she has problems walking. Unfortunately,
Uhais has bed to some of the street urchins calling her o witch

Rodhel and his wile Rosithil are o happier couple thit reside in
nearby (#4), He is Communder of the First Company of the Citadel
Giuard, and a very successful soldier. Ofien, though, he is away,
and although Rosithil enpovs both his company and being with his
lumily, she seeks soduce with other handsome voung men, OF this,
Riodhel knows nothing. Their room is bright and tidy and often set
about with vases of fowers,

Curmegil's second diughter was unlike her sisters; she though
litibe of the riches and power of the Hamastin family and instead
erjoyed 1 fead and wile poetry. Luimna met and married a
bookish Healer against the wishes of her fhers: however Curmegil
has come 1o apprecisle Teorthin pnd the couple live here (#5) along
with iheir four children. Luinna and Tuorthin ure both Healers and
sometimes spend long hours at the Houses of Healing; Tuorthin is
guite senior now. Luinna’s sisters ane unmarmied and shase a room
(#6); they are both vain and dislike her for geming such a dreamy
Bushind so young and so easily. However, they do not share her
natural beauty and have rather vulgar ixstes; this in tum has led o
few offers of momiage (despite thelr good breeding), whilch they
have rejected as ‘below them”. Their room is crammed with the
latest fushion in dresses and jewelry and all sorts of gaudery,

A elegantly apported, neat chamber (#7) is kept for guests or
the occasional visit home by Curmiegil s other child, his second son
Harwitin, Harwaim 15 o noted adventurer with o wide streak of
“good™ in him; he fravels around helping people out, teking on a
virety of fearsome opponents and usually just seraping out with
his life. He bears one of the family s herrlooms, a magic broad-
sword named Tincorava (). "High-metal™), The blade has a
surface wihich rellects hight strangely, like oil on water,
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NOTE: Tincovava was made in Namenar, A +20 ankes, it

ix the equivalent of a mitheil weapon for purposes of resolv-

ing critical strikex. It gives the bearer ¢ +25 RR apainst

Channeling magic and +50 RR agains Essence attacks. By

wiglding it vigorously, irs holder can prodice the effect of

"Breeze Call” spell up to 4 times per day

The last bedehamber on this Moo (88) is shired by Luinna and
Tuorthin's three daughters, 11 is a typical children’s room.

Beside the Hall's gallery there is a locked door to which only
Curmegil has the key, The lock, which is Extremely Hard (-300 1o
pick, is surprisingly good, and both the door and the bars on the
window of the room inside (#9) are toughened.  Anyone entering
the room should notice an immediate chill. The walls are bare
sbone, and o stone stair winds up around them. The room itself is
bare save for a small swone slab on the floor inscribed with
Angerthas characters but in an unknown language.

Secoxn Fuoos

The second Moor is more elegant than the firs. The stairs ascend
toa landing (#1), which is arranged symmetrically around a bronze
sculpture. The beautiful figure stands on o plinth of bronze. s
enamelled panels depict the constellations of the sky, all picked out
in gold on a dark blue background. A glittering chandelier hangs
overhead. The landing opens onto a small balcony through
window-doors, Another door opens inlo a privy.

The master bedchamber of the house (#2) s large and airy, hung
with drapes of cream, peach and pale gold. Gilded lnmps are
maounted on the wills and the scent of sandalwosd from South
[thilien wafts around delicately from hidden sachets. The room
also contains a splendid bed, several wardrobes, and many chests,
all containing clothes, shoes and miscellaneous garb and accoutes-
ments. A gilded and mirrored dressing table, supporting a forune
in jewellery and perfumes. and i stand for Curmegil®s armor and
personal weapons complete the furmnishings. The fAoor is covered
with furs and the windows are of stained glass,

Next door 1o this room of luxury is the nursery (#3) where
Curmegil’s children were all brought up; now there is & nurse and
wo Young boys: one of Rodhel and Rosithil, the other of Luinna
and Tuworthin.

Al the front of the house is Curmegil’s library and study (#4),
another fairly spacious and open room devoded 1o books. 1t houses
severnl modestly-high bookshelves, a fine, broad desk, a special
writing table of brass and silver, numerous silver lamps. und
Curmegil's special pride: & map-cabinet. This deep cuphboard
contains some forty maps, all mounted in strong frames which are
sulely stored and which can be withdrawn from their slots simply
and easily on runpers. Special lamps illuminaze the cabinet’s top,
which is equipped with a magnifying lens, The whole cabinet is
wery robust as well as fair 1o behold, with much ivory inlay. Easily
trunsported if necessary, it holds a priceless collection of knowl-
edge. Hall the maps are historical diagrams of batles, sieges eic.

Tue Towen

The side tower (#3) of the house reaches up to the fourth floor,
MNoentry is alforded from either the third of fourth Noors, Instead,
scoess (o this wreq i restricted 1o o Lladder, which connects the tower
with the secomd floor of the house. The base of the ladder is near
the top of & stair ascending from the first Moo (see Firs Floor, #9)
bhelow

Constructed of bare, unadorned stone, the tower is a chilly place
even during the warmest summer months. An sura of dread
surrounds the place. and anyone climbing the ladder 1o the third
floor will experience a disquieting feeling. Upon reaching this
level, an introder must resist & 3rd vl Fear spell, Victims failing
1o resast the incantation will invariubly flee, never to neurm,

The trapdoor 1o the topmaost floor is shut, but unsecured, 1f it is
opened, the nameless termor becomes overwhelming and a Teh level
RR must be made 1o avoid a blackout. Those succumbing, fall into
unconsciousness, and when they wake up will have a terrible fear
of heights (this will include. especially, stairs, and i1s effects can
munifest themselves in any way at any time, such &% in recurment
nightmares and soon ). This affliction can be removed with Memral
Cures, but the spell will resist the cure (at Tth level).

An extremely disturbed spirit reposes in the tiny circular room
atop the iower, Bound o simple stone-headed axe (once aken
as hooty by Curmegil's ancestor in the Eastlands), it will not leave
the chamber unless its focus is moved. The axe isan fpana and was
the focus of the tribe”s worship of the Losd of Night {i.e., Sauron),
Itis ¢ x3 PP multiphier (evil spells only), casts a 120'r. Arra
Protection I spell twice per day and 360°r, Conrage spell, Tis
limited sentience enables it 1o “Mindialt” in the Black Speech (at
Rank 1} with the axe-holder, as well as defend itself with a
combination of Fear's Song, Grear Song, and Phantasm [ spells,
The latter spell is the spirit’s last resort, and it will use it on anyone
entering the upper room. thereby creating a serrifying undeud form.
This visage, akin to that of a Barrow-wight, will cause the (mental)
death of any intruder who fails to successfully resist a 3rd level
Channeling/Menalism arack,

10.24 LETSEN'S STUDIO

Letsen's Studio is an antists’ community and workshop. It has
no great reputation and a fair tumover of people. There is always
someone aving or someone new wriving, Lemsen, however, is
plwuys here, Anold man with no family other than a brother who
rumior hodds deserted him several decades ago, be is a consummate
loner. His joy lies in his work. Letsen is a fine sculptor who las
muwde enough money over the Years o maintain the house and
studio as he likes them. His “guests’ often cannot afford 10 pay
much, and leave tokens of their art behind instead.

NOTE: The Snadio has the same plan as the Little Lock
Shewp, 1013} the ey mumbers below refer to that plan.

Grousn FLoo

The Studio has a small gallery ot the front accessed by a Might
of stuirs outside (#1). The gallery isell {#2) is a little shabby with
a central partition on which paintings are hung and sculptures seL.
There will usually be one of two artists lounging around here with
i glass of thin wine. A door leads through to a communal anea (#3)
with odd sticks of furniture, and then 1o the kitchen (#4), fairly
sparsely stocked. At the rear, down a few sieps, is the sculptors’
workshop (#3), Here Letsen works, usually in wood or ivory,
along with three to seven others, working in marble, jade, lime-
stone, porphyry, sometimes even wax orclay. There is a back door
{#6) and a fMight of stairs up to the next Noor. The workshop ares
15 usually clunered and litered wath debris

First FLoos

The first Moor is divided into three sections by simple wooden
walls. The largest is the general sleeping area (#1 & #4). This is
semtered with rugs and furs that serve as bedding. a couple of
mattresses for the lucky ones, and a few odd lumps. There are
numerous small chests, caskets and tied leather sacks holding
belongings. Two curtnined gups lead forward to another, slightly
more private, sleeping area (#2 & #3) where Letsen rests among
others. He has a chest containing an assortment of rather grubby
clothes and other useless items, 118 false lid conceals 90 golbd pieces
in crowns and seven, lustrous garnet stones (each worth 1-7 gp).

The last and smallest room at the buck of the first floor is o diny
privy (85}, Here the water supply only works 506 of the time (roll
51-1040).
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Secosn Fuoor

This floor is one large room, with no partitions, 11 is an absolute
mess, with heaps of cloth, frames, rolled canvases, easels, boxes
and other unidentifiable objects strewn apparently at random. This
i% the studio proper; anyone brave enough to want their portrait
painted or skesched can come up here. The anists have a variety
of backgrounds at hand (drapes, tapestries etc.) and the boxes
contmin various sorts of paint, chorcon] pnd inks,

A motley bunch of men and women, the residents melude:
Déincam, an age-obd Silvan EIf; Celena-élen, a ‘fallen” young
noblewoman with an addiction w0 Gort: and Amerod, a wildly
handsome and powerfully-built young lesser Dinadan whe is well
known to many women in the city for his prowess in sketching,
stfiging, and other mris.

10.25 ELDACAR'S BREAKFAST HOUSE

Half way down Woodwnighis' Street a lane branches of f it o il
lefiand o very pleasant sight greets the traveller's eve. A building
of warm red, orange and white rises behind a small terrce set out
with tables of good solid wood. This is Eldacar's, which has an
even betber delight in siore for the visilor whocares e stop: notonly
sights to feast one’s eyes on, but smells to savor and delicious
provender o consume, With the termace doors flung open one can
set the hustie ond bustle of citizens adroitly served by aproned
wititers. There are wirm cakes and biscuits and loaves rushed from
the hukeries, steaming mugs of mulled wine and spiced ale il the
moeming 15 frosty, pilchers of cool milk and chilled herbal infu-
sioms, platters of cheese and cold mears set aboul with galesenin,
fruit and vegetables,

Grousp FLoor

The arcaded stone lower floor of the House is built from an
orange-gcodored marble set off by plain limestone and red-viednec
blocks. A low wall of the laer surrounds the werrace (#1 ). This is
resched wp two wide sieps and holds 8 number of tables and
bemches of sturdy utdoor wood. Three large window-doors lead
through from the terrace into the main seating area (#2); these are
kept open in fine weather (o give the wholbe place a light, piry feel,
A number of stone troughs containing plants are placed around this
wrea, along with a multitude of tables and chairs. Up o & score of
waklers (both men and women ) scurry around, seating and serving
heir puests with all manner of foods through much of the day.
They open a1 sunrise, wlthough the cooks have been here for two
hours before then preparing dishes.

Fooud is tnken from the kitchen in larpe quantities 1o the servery
(#%). This and the other rooms on this Noor (and the cormidor) are
divided from the seating area by 2 wooden wall or partition some
K high, well below the ceiling, some 16' high. Three servery
hatches open into the seating area for the waiters 1o collect dishes
from. These ure deposited back the other side of the office (#4) m
#specil hotch i#Fa), There is a canvas bell here attached to rolbers
which can be hand cranked along to the store and washing-up room
(#F). A bell at this end is rung 1o el the workers there that the belt
i louded.

The office isell (#4) is run by the Housemaster, Telinnor,
iogether with his wife Emelien. Both are respected members of the
Cooks' Fellowship although neither does much cooking any maore;
Emelien is more 8 member of the Hosteler's Fellowship; she rmn o
guesthouse for several years before marrying Telinnor rather lase
inlife. Inthe office are two lurge desks and another writing table,
bookshelves and racks for their ledgers and reconds and a small
range o provide warmth and a constant supply of food and/or drink
for these two and thieir assistants.

The store and kitchen (#6) are frenetic during the moming, less
busy in the aflemoon. [n the store are towering shelves packed with
ull soris of goodies and also with the piles of crockery (mostly
woiden planers and cups ) needed for all those custormers. Beside
the shelves are busy sinks with a couple of lads or lasses always up
1o their elbows in steaming water. In the kitchen there is 3 now of
ovens against the courtyard wall, a massive range in the center and
preparation tabkes all round the outside. There is also a back door
indo the courtyard (7T, Here there is o water trough, a fise] bin and
a stoking hole for the oven Mires, There are also numerous crates
and sacks under roofed shelters with more bulk food supplies,

Fiest FLoon

The only way up to this floor is a spiral siair in the cormner of the
corridor of the ground floor. Most of the floor is taken up with
bedchambers (#1). These are well-appointed, for Telinnor and
Emelien like 1o think they look after their large ' family” well. Each
room typically has a hearth or brazier for warmth, along with wall
hangings of woven felt, and a corpet or fur on the loor, The buili-
in bed and cuphoards provide sleeping and storuge space and
ilmast every room has o window. All these furnishings are of good
quality, even il nol especially decorntive.  In addition to the
workers of the House, some others who work elsewhere dwell
here, such as a couple of Bakers and Woodwrights, There are of
course a couple of privys (#2),

Also provided is a dayroom for children and workers off duty
(#3). This has a broad window overfooking the street and boxes of
(oys and other pastimes, and also some inberesting paintings on the
wall of former butldings on this sile.

The largest room on this floor is Telinnor and Emelien’s
bedchamber, This s very comfortably furnished, althowgh not
overtly opulent. There are some fine Turs on the bed, including
some from northern bears which are valuable here, They also have
a small collecton of ivory figurines, mostly cerved into animal
shapes. The ivory comes notonly from the South, whene Cliphaunt
(Mirmak ) tusks are occasionally available (which in tum depends
on the state of war with Harad and Umbar), but also from the
westemmmiost shores of Gondor, where dwells a walrus-like crea-
ture known as the Aearochon (8. “Great-horse of the Sea™), with
tusks up o hall a ranga lopg.

The room his lamps with fine crystal apertures shedding gently
colored light ond a delicate wood und gold casket holding a vanety
of sweetmenals and delicacics they both enjoy.  As might be
expecied, both Telinnor and Emelien are a little overweight, A
sefred door leads (rom their room inio the back of the cupboard in
the adjscent mom, s opensed by the applicotion of pressure to
two spots on the frame af the same time.

Seconn Fuoow

This smaller Moor is reached up wooden sieps, There 1s o privy
(01}, a simply (but adequately) furnished dormitory for older
daughiersand young girls working here (82 ) and a similar dorm for
luds (#4). Betwoen them is a pair of guest rooms available for hire
on a weekly basis, The only ether room is 4 concealed hidey-hole
{#5) reached through the boys' dormitory, In it is hiddesd
Telinmor's secret collection of butterTies and other insects col-
lected from the vales of Andrien during trips be occastonally
miakes outside the city.

NOTE: There iy also a bridpe-patsage 1o the neiphboring
badleliveg frown the Bova” deowm,
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10.26 WOODWRIGHTS' HOUSE

Woodwrights' House was, when built, the most splendid edifice
of Woodvwrights” Street. The building has mellowed since then,
its timbers and stonework rounded and wom with age. The House
ts one of the finer examples of wooden architecture in the city, and
one of the last large stnictures (o be made wiith lebethron and
gethen woods. Since ils construction, the scarcity of the wood has
made such works prohibitively expensive. The House serves asa
major workshop for the Woodwrights and is also their meeting
haill.

Groasn Frook
The House i= set back a little way from the streel, This lowest
siory 15 strong masonty to support the elaborate upper floor, and

has few windows, The entranceway (#1) is a splendid arch
toremounited on round columms which also support a balcony
overtooking the street.  Within the arch are a pair of massive
worden doors of black lebethron, inricately carved with an
mmierlacing design like o open weave. The key is kept by Galadwe,
the Master of the House, who has his home in the neighbouring
dortoir. The lock is wooden, quite unusual, and Very Hard (-50)
i pick.

Inside is & high and spacious reception (#2). Here there are two
fables Munking double doors into the workshop; customers for (he
provlucts of the workshop are met here and their reguirements
planned and discussed. Senior Woodwrights are always on hand,
Atone side of the reception areais an office (83) where four Scribes
work, keeping records of sales and purchnses, ledgers, records of
workers and payments to them, annodating drawings and sketches
and making sure they ire properly filed for future reference, and so
on. These are stored in the library (#4), an arrangement of shelving
filling the opposite bay

Through the doors is the front workshop (#5). Here a broad path
extends down the room and branches out io the steps up to the rear
warkshop (#6);, the two are only divided in height, not by & wall.
In the front workshop mostly woodcarvers work, along with
joiners, responsible for the assemblage of complex wooden jlems.
The woodcarvers have numenous 1ools and workbenches; incled-
ing, for example, foot-treadles tuming lathes on which furniture
legs can be made. Mosily they work with chisels, gouges and
fretsaws, making smaller wooden items such as caskets, plates,
cups and bowls,

The rear workshop is larger and raised some feet above the front.
It is dominated by the massive wheel (#7) thirty feet across, at the
farend. Itis sunk beneath the level of the floor, os are a number of
reclangular pits (#8) in the room, The wheel is wide enough for a
sturdy horse o get within it and walk around, causing the wheel 1o
turm. Inturning, it rotates & great axle running half the length of the
rooqn. Beside the pits there are peg-toothed wheels on the axle
which may be used to wrn cogwheels which move saws o and
frexmi through off-center rods connected 1o them, The saws in the
saw pits ane thus driven with much greater force than men alone
could muster, und many (asks are made easier, such as the cutting
of timber for baulks, doors, floors and so on, Mostof the workshop
here is concemed with just thal; wood being brought to the rear of
ihe binkding and guickly redouced to the exaci shze desired,

The horses (of which there are three; great beasts half as big
aguwin a5 norminl riding animigls and bred in the west of Gondor) are
stabled in the dortoir.

Urrinr FLoor

The first Noor is reached via two sweeping wooden staircases
just inside the doors 1o the front workshop, Both are identical,
curved from the golden wood of the gethen-tree and ormamented
with boxwood and mahogany, They rise up to the magnificent
Woodrights" Hall (#9), This wpper foor is of entirely wooden
constrction, The round roof-bearing pillars form a double avenue
down the hall, spreading up al the 1op in a fan vault resembling the
spreading brunches of & tree, The walls are shining, polished
lebethron, immensely strong and enduring. All around the Hall is
u galbery set 10X off the foor and balustiraded with corved beech-
wiodl, AR the far end of the holl is & vast stained-glass window
depicting the Two Trees, surrounded by examples of every tree
known to the craftsmen of Gondor. The Hall seats up w 360
people; connecting i1 10 the kitchens and stores of the dortoir next
door is an arched passage over the alley (#10),

The frant of the building is divided from the Hall by a wooden
reredos fantastically sculpled and showing scenes of woodwrights
il work in gn hundred different ways, Facing outwiards, the screen
is laminated with lebethron and forms the back of the lower arcade
(#11). Thizis fromed with a row of arches, the narrower columns
of which are caken, the broader lebethron. Colored lamps which
reflect ofT the polished wood light the back wall.

Al cach end of the arcade is a curving stair that leads up 1o the
gallery surmounding the Hall and to the upper arcade, which is
similarly constructed, From there, it ascends 1o the stepped arcade
that redches up into the eaves of the roof, where it opens onto a
balcony (#12). Known as the talun-na-pediel (5. [wooden |
“platform-of -speeches™), the balcony iz used 10 sddress assem-
bilies in the street below. Acoess to this exalted spot is provided by
the double doors from the lower arcade, The platform is well
known to most inhabitants of the city, for in local folk stories the
Master of the Woodwrights® Fellowship is o figure of great fun. He
usually gets worked up about some minor guibble and raises o mob
to frantic pitch before rampaging around the city — only o
discover he was at faultall along, and have the mob chise him back
to the Houwse and up to the talan-na-pediel once again!
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10.3 THIRD LEVEL

10.31 MORTAR HALL

Naturally, if ever the Woodwrights did something impressive,
the Stonewrights of Minas Anor tried to go one better of them. IF
Woodwrights” House is splendid, then Mortar Hall is bigger and
mofe impressive, al least externally. It occupies an entire block
and dominutes Stonewrights” Street. Even mostof the surrounding
buildings are intimately connected with it 5o the adjoining is
occupied by an apprentices” dortoir, workshops, a guesthouse for
visiting misons, and so on.

The building i a brilliant white. Only the purest limestone and
marble was used in its construction, Capped with o roof of blue and
scarled tiles, it his a jovful visage. The lower walls are massive,
shout 3'9" thick, their windows and doors round-wrched and
decorated. The upper walls are thinner and chased with decorative
bands of carved stone, the most prominent of which is a simple zig-
g or dogstooth pattern. A seemingly random assortment of
garmels, fowers, furmets and bays precarously extend wpwards
shove the first floor, giving the Hall an almost palobal appesrance.

Caeosn Fuoog

The front entrance o the Hall is & wide doorway set into the wall
(#1). Stone fretwork — that is, hollow and carved right through,
ke lnce — surrcunds the doorway, The door iiself is made of
bromee, with silver gilded steel fittings; it booms rather hollowly
when closed, Within is the Great Hall (#2), so called because if is
one of the largest in the whole city, It can seat 560 persons in
continuous tubles down iis 150 foot length. Four magnificen
windows look in frorm the streed, while ten window -doors lead onfo
the workshops at the rear (#3). Barrel-vaulted, the hall's round-
arched celling extends some 30 high in the center, from which
hong numerous chandetiers of bronze, silver and crvsial. The walls
ame pure while murble and moriared with powdered silver, as is the
floor. A tapestry of Nimendrean design, rich reds and blues, hangs
from each of the end walls, and red-and-blue drapes cover the
windows and doorways whenever they are drawn.

Food is prepared in and served from the large kitchens (#3).
These chambers sccommodate numerous tables and counters for
chopping and serving; iwo roasting hearths, each capable of taking
awhole bullock; three capacious ovens; Three ranges; snd 1wo grel
ketlke-ranges with permonent kettles (huge cauldrons) mounted on
ihem, with mechanical devices Tor carefully tipping them. There
1% & store for utensils and tableware (#4) and another for food and
drink (#5), which also extends down into a wide cellar space.

The ever-busy Kitchens and storerooms are very well supplied,
unler the charge of Morbasto the Hallmasier, 3 high member of the
Cooks® Fellowship. He is a shrewd man, lean but tall, with long
curling hair often worn beneath a broad-brimmed hat decorated
with blue and red ribbons, There are some doeen kitchen staff, who
hove o restaney (#6) where they can relax or enjoy i nap.

Beside this is Morbasto's office (#7), where he keeps o large
stone cupboard, a safehold buill mto the wall, The safe’s wooden
door s a lock which is very hard {-20) 1o pick. Behind the door
is & money box, his private recipe book, special ingredients,
viluable herbs, and precious spices, Morbasio’s Tuirdy junior
assistants, a Scribe and o Hosteler, both lack access to this cup-
hoard.

Paralkel with the Great Hall are the workshops (#8). These are
nod closed off from the street; insiead, they are tucked in an srcade
under the overhanging first floor behind o stone eolonnade com-
prised of pillars which are spaced 15 apart. There is littde chance
of theft, since most of the work being done here involves large-
scale masonry for buildings and the blocks are too big to easily carn
off. Nevertheless, there ane normally 2-4 walchmen here during
the night. In daytime it is a noisy place, echoing with the sounds
of chisel on stone and mallet on chisel.

Al the other end of the Hall are a number of offices and
storerooms. Here, tools are kept neatly in racks in the tool stores
(#9), while special stionework and other supplies stay safely locked
up in the general stores (#10). All these rooms kave standard locks
to which senior members carry the keys, and all these mechanisms
are hard (-10) 1o pick.

Mortar Hill contwins two drawing offices (#1 1), where Artisis
work in collaboration with the Stongwrights to design every aspect
of a new building or other stone structure. Both offices have high
will cupboards stocked with hundreds of ancient plans. Even more
designs are stored in the meeting room (#13).

The wading office (#12) has & small door 1o the street and is
where customer inguiries are dealt with. A Stwonewright and a
Scribe work in the chomber, amidst furnishings that include o desk,
a writing table, and shelves of ledgers and records. The adpcent
meeting room (#13) has a polished stone table ringed with plush
seats, all reserved are for the twelve most senior Stonewrights.
This hatl provides them a place to meet and discuss the affairs of
their Fellowship under the supervision of their Master Mason,
Betheal,

Betheal has his own office next door (#14). He is a strong and
valiant man, very upstanding and somewhat snobbish, A widower,
he bost his wife and only son some twenty years 3go in the Plague;
andd, although he has two surviving daughters, both married and
moved to Lebennin. His snobbery is largely rooted in loneliness.

Betheal served for seven years in the King's Army, where he
leamed his wade well. Coming from a moderutely well-to-do
family of Minas Anor, he found promotion within the Fellowship
easy and is 3 well-liked leader — although not one prone to humaor,
Meither is he dour, however, for his disposition is exceedingly
EVen.

Betheal keeps special plans and record Books in his office, some
of which are very old und quite valuable, especially to people
wishing 1o find out accurate plans of buildings they cannol enter
legally. A secret flagsione in the floor, which is exiremely Hard (-
30} 10 find, conceals his prizes. This stone will turm and rise up o
reveal @ hollow in which there is a store of valwibles, including
gobd bars worth 750gp, snd 2 magic whetstone which brings any
edge o its proper sharpness in just three strokes.

TRAP: The flagstone is rigged fo tnap bock instantly if any

of the pold bars are moved. The trap may be disarmed, bt

ix a Very Hard (- 20 ) manewver, and any failure o disengage

the mechanism resulis in the victim receiving a +75 HCr

attack. Chhver vichimy are merely recipients of @ 50 HCr
atarck.

Betheal normally carries an eket, which looks ordinary (with
sparse orvamentaton b bt ks made of enchanted sieel and has a +20
bonus When held in the hand unsheathed, it also detects enemies
iip o 1KY away and can cast Light 4/day at 1 2th level,

A tall, muie Northman Scribe, Thingrik of Londaroth, works in
Betheal's office. His desk sits in the area on the aother side of the
stairs, and faces the door to e hallwy,
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A Second Level i bullt az a kollow ring, leaving the certrai
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there are |14 + 64 + (20) bedchambers, ¢ 480 population.
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Fist Fuooe

The firsn floor howses more than o hundred  bedchambers,
iogether with the requisite privies and store cupboands. The
besdchambers aliemate singhe and double, and are farly sparsely
furnished: a few luxuries, and only simple carpets, beds, and
fittings, All the outer chambers have windows, while skylight
Hluminate the inner rooms, At either end of the inner array of
bedchambers s a small, irregular and shallosw pool, one set amidst
n few plants in a litthe garden, A square stair ascends around the
water and leads up 1o aninner gallery-arcade. Above, directly over
the garden, is o square glazed skylight that is lelt open i summer,

The sixteen bedchambers at the front of the building are larger
und better pppointed. These are reserved for people of importance:
Betheal the Masier Mason; Maorbasto the Housemasier, six of the
senior Stonewrights forming the Fellowship’s informal council:
the chief Scribe 1w ihe Stonewrighis; and seven rich, retined
Stopewrights. Mosi of these chambers contain some hidden or
secreled treasure, valuable obpects of art, or decorations.

Urrin FLoors (507 ILLUSTRATED)

The second floor is composed of a ring running right around the
oulsideof the building. Here, an arcaded gallery overlooks the rool
and skylights of the inner section of the first floor. The gallery has
arched openings, which are only covered by shutiers and have no
profective windows,

The upper floors contain sixty-four bedchamibers, with all the
associated priviesand stores located on the second fMoor. These are
also furnished in an ausiere manner and, like those below, aliemaie
mecording to one- and two-person chambers, Therne are six differ-
et winding stairways leading up o various upper sections of the
building, the highest being the fifth Noor tower. Surmounied by
the Mortar Bell — an iron bell with two hammers that siriking a
double note unigque in the city — the tower is city landmark, These
uppermost sections of the Mortar hall include another twenty
bedehambers, all sharing facilities with those on the second floor.

10.32 HOUSE OF MEMORIALS

The House of Memorials is another house of the Stonewrighis,
one af Minas Anor’s more powerful Fellowships, The House is
owned and run by an artisan family called Taithrisan (5. *Mark-
cutiers”), The present head is Gulddmir Taithrisan, a rther elderly
man who is also one of the twelve senior Stonewnights of the
Fellowship. His son Urcamir is rather resentful that his old father
dozen’t stend down and ket him take over; he is impatient and
doesn't get on well with his wife, the long-suffering Fienwég, Itis
lefi 10 Lircamir's son Borddmir to be the bright spark around the
Houwse, He is recently hack from a sting with the Ciiadel Guard and
only recently wed the enchanting Darabeth, the dapghter of
Toguenk, a Master Embroiderer.

The Housé of Memonals produces inscription siones and all
softs of statuary, reliefs, and other carvings in stone. A number of
ihe workers here prefer to be members of the Arists’ Pellowship
rather than the Stonewrights. Much of their work 1= taken up with
standard items like the capitals of columns, windowsills and door
lindels. but they also produce some very [ine carved work wmd even
ke SO Mosaics,

Giwosn Froos

The Howse 15 a rather plain building with nocolorful adormmems
pred simple white and grey stones. However, o closer look reveals
thot the entire surfuce 15 covered with corvings and decorations,
mostly minue relief-work. The entrance (#1) is double wooden
door banded with iron and well secured.  Inside. an L-shaped
corridor leads rownd, Tirst passing the sales room (#2),

The sales room displays some examples of stoncwork and
sketches of work previously carmied out by the House, It is
furnished with & sofa and some chairs for visitors and. like the rest
of the House, is adomed with carved stone walls and a few batik
hangings. There is also a special case with glass panels exhibiting
smiall carved stonewanre made by Darnbeth. These are all excellent
pieces, most formed of fine stone such as jade, amber, rock crysial
and marhle.

Culddmir's office (#3) is opposite the sales room, Rather
disarraved, it reflects the Master’s slight absent-mindedness.
Gulditmir invariably keeps forgemting 1o tidy the place up. He has
i desk here, as does Urcamir, and the office is filled with cases of
books, ledgers, scrolls, and so on, all piled on shelves, Under
several feet of mess is a casket with three pleces of jewelry (worth
L1 sp, 125 sp, and 175 sp) that Gulddmir has forgotien about. The
office also contains an kron strongbox, which has a complex lock
that is extremely hurd (-30) to pick. Located in a drower of
Ciuildamir's desk, it protects cash for household expenses: 31 -80
gp worth of coins,

Down the hall, beyond the foot of the stair 1o the first floor, 15 also
i drawing office (#4). Filled with several large easels, racks of
paper and drowing implements, large folios of old drawings. and
records of inscriptions, it serves as o design studio,

The House of Memorinls' service area includes the modest
kitchen (#5), which is equipped with a runge and hearth, o walk-in
paniry, and 4 cellar for food siores, The communal dining room
(#6yopens onto the hall and kitchen and is dominated by an elegant
High Table and a sideboard holding a very valuable, ancient
pewiler dinner service inlaid with cabuchons and enumel. O the
dining room are two alms chambers (#7), where retired Fellows of
the House may spend their lnst days.

Down a side alley is the yord (885, Surmounded by the buidling
on three sides, it is separated from the alley by a high fence and a
three-bolted gate. From here, doors lead into the adjacent work-
shop (#9) and the stores (#10). The yard is kept neat and nidy and
typically contains nothing other than rubbish (such as barreks of
stone chippings) 1o be taken away,

The large workshop is a busy area divided by pathways. These
witlks connect the various specialized craflt aneas to each other, the
eniries, and the plain stone stairway located in the far comer of the
shop. #u s used by masons whocut building stones; workers make
headsiones and other burial monumenis in #h; while #c is devoied
to chrvings and small decorations on larger pieces, Area #d is
restricted o laborers skilled in stone inscriptions and lettering.
{They typically employ the Angerthas) A few other assorted
workers make unigque products on order, such s mosaics, stone
urns, etc. The siorage ares (#10) has foor-to-ceiling shelves,
which are reschable by wooden step-ladders, Stone slabs and tools
of all sorts that are used in the workshop remain here at night.

Frst Frook

The pluiner first Moo is home o numerous bedchimbers (71,
il | appointed woa fair standard. Most are slightly larger than wsual,
and each has either o window or a skylight. Those at the front of
the buikling have “inner” windows overlooking the street through
the dayroom, aperiures thot are closed off for privacy with heayy
purple drapes. The first floor also contiins acouple of privies (£2),
fined with baths, washing basins and latrines.

Two of the Iu@n bedchambers (73} are used by the House's
masters. #3a 15 Urcamir and Fienwi's, and is appointed with a
number of gaudy (even tasteless) items in the style known dispar-
agingly as “Anoran Matron:™ heavy gilded lamps, an ornaic
mirror with porcelain figures clinging to i, and a gold-embro-
dered mannegumn
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Urcamir owns a large wardrobe, which is stuffed with nearly
identical clothes of dull, respectable colors. Chamber #3b belongs
to Grubdidmir and has fittings somewhat worn with age but very
comfortable: a litthe like Gulddmir (or his life). One wall cupboard
is made from marquetry (pieces of different colored wood) and has
g apparent door; it is in fact a large puzzie box, for Gulddmir is
an occasional member of the Rizakhiran, by invitation of the
Locksmiths,

ROTE: The cuphoard reguires o stafic manenver roll o

apen, witlt bowes of Puzzling and 10 or IT. Inside there are

a miember of other puzzles, Each s worth 5-30gp.

Ad the front of the House is a long dayroom (§4) with seats and
an area for the women and children io get together. There is a small
Joam and spinning wheel here, along with a large cupboard full of
sewing materuils and the like.

Srcosn Fuoor

The rooms on the second Moo resemble those on the Dirst, Some
af the bedchambers hive halconies; these overhang the roof of the
first floor bedchambers and their skylights. Some of the balconies
are sei with troughs or urns plonted with Aowers, herbs und
mininture shrubs,

#3c is Borddmir and Darabeth’s bedchamber. It ks exguisitely
decorated although notexpensively, The walls are hung with Hiht-
colored drapes and the bed is cunmined with rothy muslin and lace.
Glitering silver lamps hang from the ceilimg, their with pared hom
shiudes and stnngs of glass beads acting o scaner light, 'White
gluzed poiery wms hold delicate ferns and blooming bulbs. These
are sct on pake wood stands carved like the stems of vines or
ENIWIRLIE SErpenis,

Al the opposite end of the hall (#4) is o door that opens onioe an
outside walkway (#5). From here, the walk lends down a Mhight of
wooden steps to the upper workshop (#6). Two ather staincases
provide nocess to this area, one o sbone stairwny from the first floor,
fhe other a set of steps from the workshop on the ground floor,

The upper workshop is devoted o fine aris: small engraved
slabs, statucs and pedestals, gold keal work, and =0 on,  Durabeth
keeps her work bench here, The work, if 100 heavy or awkward to
be faken down the stairs o the workshop, can be lowered oul of the
double windows into the vard, for there 1s a special winch and
puilley block. The windows hive locked shutters, all of which
require medium {-(0) maneuvers (o negotiate.

10.33 THE CHIMNEYS

The Chimneys comprise a set of three old kilns once operated by
the Tibers’ Fellowship. They have been extensively renovated and
converied into a place of entertainment.  After being bought by
Muster Haurian's father — who "acguired” a fortune by adventur-
ing (where or how is not known, although his exploits are the
subject of many long and wsually humorows wlesh— the kilns ane
now & center of cultural araction.

Master Howrian has invested almost all the money he imbenbed
il making the Chimmeys o popular and lucrative enterprise suited
iy his peculiar and varied talents, Always a man of leisure (as far
s mast Anorians would conssder), Haurian is a playwright, poet
and historian. However, he has a practical and energetic side,
urilike the dreamers of Minas Ithil. He is now a member of the
Artists” Fellowship, hiving been refused eéntry o the Scribes®
Fellowship.

Crmousn Frook

The three kilns have been left with their mough stone exteriors,
Beside them has been added a small house of whitcwashed stane
and brown tiled roof, The only entronce (#1 ) 1o the complex, o par
of double doors of reddish wood carved with sign of the Artisis”
Fellowship, leads through this outbuilding. A pleasant vestibule
adomed with very fine batik paintings serves as a fover, which is
overseen by o hostess that sits ai a table in the hall, The hostess
accepts donations, which are of course always recommeded! She
1% an old woman endowed with a piercing stare who wears a great
swathe of colored materials rather than the vsual clothing or
headdress one might expect.

Just down the hall is a door into Haurlan's office (#2), The rear
of this chamber serves as a small kitchen and is equipped a rnge
and cupboards for tubleware, food, and utensils. A low way under
the stairy leads (o the adjacent hall (#4). In the office Haurian has
gdesk and some shelves that howse general books of no great valoe,
He also has o study upstadrs, bul he neglects (o kesp proper
gecoums and keeps his money in the hank,

A bath chumber (83) is tucked between the office amd the
hallway beside the stairwell that separates it from the hall (#4). The
hall servies members of the household as a gathering place o cat.
When the buildings are open, light refreshments are served here,
bought in from the Cooks and Bakers, Naturally, there is also a
goiidly supply of wine and abe available. Typically, there will be
4-24 people here, conversing loudly and/or drunkenly on all sorts
of subjects.

One firstenters the central Chimney (85 ), which is an art gallery.
Pictures of various siyles hang around the walls and can be best
viewed from a pair of raised walks. #a affords a look at paintings
from a range of artists, while #b is similarly arranged but show-
ciases embroidery and batik pictures. In the center of the room is
a three-armed plinth (#c) with a round dais in the middle. Here are
displayed sculptures in wood, stone, and cast metal. On ane side
oof the room is a pedestal (#d) with a special sculpture depicting the
roval family.

Two doors open oul of the central chamber, One leads 1o the
theater (#6), an area which has been sunken to provide siepped
seuting around a circular stage. A speciil secret door sits in the wall
behind the backdrop of curtains, in order 1o allow players to enter
and leave unhindered, Most of the players reside (if only 1empo-
raniby) in Haurion®s house or the Amists” Donodr across the road.

The tast Chimmey (#7) has been converied into o library, mostly
concentrating on poctry and cultural history. Books ane rarely
allowed out of this sanciuary, which contains brographies, drimea,
literature and art. Tts shelves are arranged in o labyrinthine pattern,
around & wrought-iron spiral stairin the center that allows access
o the upper gallery.

Splendid gardens (#8) laid out with shrub borders, some small
trees and many Nower beds and gravel paths, surround the Chim-
neys,

Frrst Froor

The first floor of the house s lmked 1o the gallery of the library
(0T through o vaulied passage (#9). The gallery, being higher ond
s further iowards the neck of the botthe-shaped Kilns is necessar-
ily nwrrower than the ground foor. A wrought-iron gallery has
been braced against its walls, and is connected to the central stair
by iron bridges with twisted railings. The gallery houses wooden-
topped iron desks and seats Tor people 1o read the beoks from the
shelves below, A number of large chandeliers illuminate both
levels.
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The howse itself accommodates a numbser of roomes, Hawrian has
a smull sludy (#10) panelled in dark wood and with a heavy,
somber aimosphere, This reflects one sde of Hourian's character,
ihe dual noture of which can be seen in his writings and plays,
Some doys he falls into bleak, black depression; on others he is
bright and jolly, Some say his dork moods are the resuli of a lover's
suicede, but there are many rival tales.

The truith is simpler: he came into possesxion of a book wrilten
by some powerful servant of the Evil One, This magical tome has
convinced Hourian of the Darkness that exists in him like every
Miin, o fact with which he cannot easily live, The torment he
sulffers and despair he feels bas not, as it was intended, driven him
ko the service of the Necromancer; but he is becoming more ind
more unstable and prone o commin insape acs,

The book is hidden behind 4 secret panel in the study, & panel
wiich 1% very hord (<300 to detect. Hauriom also has another secret
nook, 1t holds four books, all bound i golden beather and euch
detailing & Band spell list (1o fifth level)

Opposite the study is Gysiel's studio (#11). Gysiel is a gifted
painter, and here there is o large easel, severnl poart-finished
canvises, boxes of paints, brushes, and associvted supplics, Cne
of the canvases depicts Haurian, but i1 hos been slashed repeatediy
with a knife, Another of the paintings nearly done is of Bosomis,
wifie of Duroin Dunmarde, She comes here for sitlings occasion-
ally and v-r.nn thie fabolous emerild necklace known as the Giliath
Gelin (8. “Green Stars™)

The other rooms are living quarers, Haurian's bedchamber
{F12) is Inrge and spacious, albeit clutered with manuscripts
overflowmg from the stedy. He prefers to work im here on good
days, ] besicdes the usual bedroom fumiture thene 15 0 writing
desk and ornate bookshell of beechwood, Although Cysiel has ber
own bedchamber, she sometimes sleeps bere with Haurian, In
front of the windows pre two gloss sculptures Hawrian loves, Both
are of seiscapes — foaming waves with leaping fish and doliphins,
the depths of the glass Mecked with blue and green

Beside the bedchamber is a lavish bath chamber (8] 3 ) equipped
with a water-heating stove and a pressure-driven pump, The siove
also cireulatey warm air inte Haurian's chamber.  Acrosas the
halPevary 15 Ciwseel s (814 ) roaom, o rather scatty but colorful cham-
ber, She was a poor, struggling artist belore meeting Haurbn, but
for all that he has done for her, she is siill unswre of ber true feelings
for him, She accepts few gifts from the Master, preferring o live
in the chewp and cheerlful surmoundings she s accustomed to

Artists’

Dartoir

Lawr

A ladder beside the bath chamber beads up o o bofl space uncder
the rool., This serves s adormitory (#15) Tor o shifting populabon
of players and artists, who are always on the move. On average
there are perhaps a dogen visitors sleeping here. Hauran provides
them with bedding and meals; however, they miust cam their own
money inthe theater or streets, Generally they are a hippy. if often
imebrinted, bunch

10.34 HOUSE OF GOLD AND SILVER

The House of Gold and Silver is an elegant and rather unigque
barilding built as & miniature replicate of & more massive struciune
from Armenelos m Mimenor. 11 15 one of the most imporiant
goldsmith workshops in the city, and i1s hall s used for smaller or
maore select mestings of the Goldsmiths' Fellowship, The House
i5 solidly built from white stone setoff with black granite imporied
from Ciondor’s castern domains.

WJ r" ‘f';"u
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The House wos founded with the aid of the noble Astirian
farnily, but no noble lineage hias grown up from its Masters. Their
inheritances petered out after twooor three generations, The currem
Master is Lourdyulmayn, (0. "Maker of the Golden Cup”™),
duughter of the old Master, Her inhentance had to be won, (or afler
serving & long apprenticeship under her Guher, be died withoa
nming an heir and the elders of the Goldsmiths” Fellowship were
loth to grant stewardship of such a House to a woman,
Lauréyulmayva challenged their decision gnd persuaded Conclave
o intervens, They allowed a trial by compenton (o tike place, b
disallowed a wial by combat on account of her sex (despite, or
perhaps because, she is also an excellent swordswomun). The
Cioldsmiths” nommanees spent a month creating a magnificent shield,
bt Laurbyulmaya’s golden cup won her Both the pasition and a
new name, on the decision of the Prince-President.

The cup is now displayed for all to admire within the House's
hall, Tt 15 made from solid, beaten gold, with three handles and a
tracery of ennme] and tiger-eye. More importantly, il 15 enchanted
nod through the cisting of mugic spells, but rather through the love,
effar, and energy its maker put info i, s0 that it is impossible (o
steal orcovet, Itis impossible nod to appreciate the cup, and anyoene
whao drinks from it must lay down any emnity with its owner (all
these effects may be restited at 18ih bevel).
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HOUSE OF GOLD AND SILVER

Gereisp Frone

AtCiround level, the Howse has missively thick walls. The main
entrance (#1) is an arched porial with a round window set over i,
The door is of mallosn wood, a gift from the Elves of Lorien wan
eartier Master. 1t will only open to a invited guest: others must pull
the gold-braided bell rope beside the door which rings a sweet peal
of bells and summons Annimbé the Butler, He is a personal friend
of Lauré {in fact he taught her sworderaft) and is the main guardian
of the House.

The Goldhall (#2) occupies the whole ground floor, 11 has twao
side bays and numerous niches holding beautiful statues in gald
ared silver, the whole being lit with numerous lamps and candela-
brag; there wre also severnl windows of crystal plass, nearly
unbreakable, for added security, The main section is aboul 16
wide and nearly 60 long. In the center, under a uniguee octagonal
vault {where the ceiling is painted with o superh piciire of
Meneltnrma), 1% o silver pedestal on which the Lauréyulma sifs
proadiy. 1t has no protection other than s own inlefent nalre,

Food for feasters in the Goldhall is carmied in throagh a door (#3)
from the adjacent Kitchens and dortoir. This area provides a home
e X5 workers and their fumilies. In a rear comer of the building is
aspiral stair (#4) built into the wall. This goes up and also descends
i the cellars which hold supplies of prectous metals in vaults
(typically there will 5-50,000gp worth of metals, gems and mate-
nals divided between the twelve vaults, each of which has three
lociks (all Sheer Folly (-50) o pick); the keys being held in different
bhanks in the city and the Master's safe),

First FrLoos

The spiral stairexits in the middleof the side wall of the fmshing
workshop (W5}, The entrance to the stair up 1o the next floor is in
the comer. This workshop has people bumishing and polishing,

bringing objects up o their best appearance. Some repair and
cleaning work is also done here, if cusiomers bring older objects
hick. A double door opens inio the centrul silver-beating work-
shop (#6). Silversmiths and their apprentices and assisinms work
here, producing every sort of silver besten itemc plates, cups,
heads, clusps and buckles, and many others,

Flanking this workshop are two others, 87 is the silver casting
room, where small furnaces are used o melt down silver ingols.
The liquid metal is then poured o molds and cast into solid or
hallow obpects, swch as statueties, candlesticks, rings and orma-
ments. The other workshop (#8) houses related crafts and accom-
miokates the silversmiths who plate and ename] objects for deco-
ration. Silver plating techniques are nod very sdvanced, and such
oijects still cost around half the price of solid silver ones.

The front of the House 15 a goldsmithy (#9), In this workshop
varying fechnigues including casting and beating are used 1o
produce all sons of golden tems, mostly on commission, Thene
are seven proper goldsmiths working along with o dozen assis-
tants, Each smith has his own individunl 1o0ls and workplace, but
there 15 also o communnl smelier and so on.

Workshops #5, #7 & #8 all have doors that open oul onto an
encircling balcony (#10). All of metal (o special steel alloy), the
doors are locked and boleed from the mside, (Thelr locks are hand,-
10, to pick. ) This balcony or colonnade is magically protected, so
that amyone passing between the pillars of its arches couses Hght 1o
pssuse Trom points set every |7, The equivalent of daylight, this
glow will naturally bring the immediate atention of the ix or s
gurds who patrol the House after working hours, As an additional
precaution, Sigas of Snensing ane inscribed (at [ 2th levellon the
windows 1 room #19,
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Secosn Frook

This floor is divided between living und working quaners. The
rear workshop (11} is occupied by some draftsmen-artists and
some other crafismen making molds, shapers and 10018 specially
for the gold- and silversmiths. The front workshop is the Master's
(#12), where the most experl pgoldsmiths work, ncluding
Lawriiyulmaya. Any object made here will normally have an
intrinsic value of ai least 100 gp, regardless of s minerials, Many
are valued in the thousands of gold pieces and some are completely
priceless.

Such has been the pursuit of the highest ideals of the Masters of
this House through the long years of Minas Anor that they have
bl p an impressive library (71 3) of designs, history, technigues,
and everyihing else connected with the goldsmath's art. Here les
unndrticed a scroll of Isildur.

WNOTE: This scroil is to be found by CGandalf, for it was o

iy howse that the Wizard camie seeking (nformation on the

fove of golden rings. Atthar time, during the War of the Bing.
the Howse was diswsed amd pken by the Steward Deneifor
for e cliv's dere.

It weas Isildur who ook the One Ring to the crucible of the Masier
and alone in the workshop read the words upon it when if did not
melt. The Master only received a sealed scroll and here deposited
it; but later broke his crucible and threw it out, for it muimed
everything subsequently made using it Amd nol two paces from
the scrodl le books oained from Celebrimbsor’s folk of Eregion
in the Second Age.

0075 I 2 777

Thee living rooms an this floor include a bathchamber (#14) and
four bedchambers (#15-18) Al are very handsomely appointed
and given over to the favored older goldsmiths of the House (lesser
members dwelling next deor), #15 is home 1othe aged bt wise and
still skilled Camarod, o white-haired gentleman who is alwuys
podite and self-efMucing, His skill les partculorly o minude amd
finely detailed work. Halldunl resides next door with his wife in
#16. A younger man with two children and o talent Tor sil-
versmithing, he is in charge of all silver work.

17 is the immaculately clean room ef Turbith, a rather super-
cilious, beak-nosed man of advancing vears who siill slightly
resents Laurgyulmaya’s position s Masier — maore o8 g matler of
principle than because of any dislike of her, He always alks down
to wonen and has never been ‘involved”’ with them,

The last chamber (B &) is Annimb's. As the Butler of the
House, he is in charge of the guards {who also sleep next door) and
security. He is a wery good Ffighier, experienced in several
campaigns and many years of sdveniuring elsewhere, A muddle-
aged Ddnadan, he his 3 stern face, o pleasant smile, and longish
dark hair.

Tumn Frook

The third floor is o smallsh sguere tower diveded by o passiagpe
that runs between two stairways, On one side of the hallway lies
the nursery (#19), which is occupied by o nurse and five childrent
two of Hallduril's, two of Viorendal's, and Lauré’s daughter
Tariel. The nursery is plushly fumished and even the childnen”s
toys that grace is shelves are valuable,

Yiorendal's bedchomibser (#2000 is opposite the nursery, Vioren-
dal i3 Lawréyulmaya's closest friend and stood beside her as ber
only - supporter within the Goldsmiths' Fellowship when the
Master wis fighting for her inheritance, Although once or twice
there have been rumors surrounding the pair, their friendship and
close association in work goes deeper than love. (Both are married
ps well) Viorendal wed a comely mawd of Lebennin named
Tssiwith, who has given him a son and a daughier. Their chambser
harbors many memories of the fair provinee of Lebennin and the
seashore, The lamps are golden shells, and the bedspread s
stitched with waves and fronds of seaplants, OF sl their heirlooms,
however, a carved piece of moss agate set in gold {worth over 2, (KK
gp) is undoubtedy their most valuable treasure,

Foummn Frook

An opulent (some say gaudy) starease carpeled with gold and
silver thread provides access o the topmaost floor of the House of
Gold and Silver. The floor of the small landing ar the wp is
carpeted with golden, suggesting & sumptueous elegance. A door
beside the steps opens into a magnificent bath chamber (#21),
which 15 only used by Lowr# and her husband who, like her, has
changed his name.

Elendil, who is generally known gs Elendil Lauréa (). “'Gold
Star-lover™), was ance a Prince of Arthedoin, A son of Araphor,
he fell inio evil ways after being seduced by a4 sorceress from
Angrmar, and althowgh in the end he munaged o save his Kingdom
amd family from the evil treachery and betrayal he had planned for
them, he feli honor-bound to leave the Morth Kingdom.  After
betraying his mistress, he staged his “desth™ and fled southward,
He came o Minas Anor afier years of windering and unwillingly
fell in bove with LaurE, who was then just a goddsmith and daughter
of the Master. Elendil 1old ber the story in a note after leaving for
Umbar, bt Lawuré pursued him outof the city for six hundred miles
hefore stopping his flight, She returmed his love, and they retumed
to the city together and made a new life,

Elendil is now a minor Thangon of the Citadel Guurd under
Amnarond Astirian, having refused all further promotion. He is atall
arsd impressive fellow of pure Diinadan Blood, with jet black hair,
piercing grey eyes. and a determined demeanor. By conirast,
Laurd has light brown hair, which she wears very long amd s
usually plaited end coibed on one shoulder, She s lithe and athletic,
very intelligent, and quick-wined.

Most of the beautiful polden itlems in their bedehamber (#22)
have been made by Magters over hundreds of years, and the whole
rosom is 8 miusewm for o fortune in expensive hangings, furmitire,
and decorative pieces. Huge wardrobes of beautiful chothes stand
along the walls and splendid arms, omamenis, and specil treas-
ures hang from the (vory-inlaid racks suspended near the
chamber’s high ceiling.

10.35 GREAT HALL OF THE GUARD
O the third level, Cudlers” Street opens oul into 3 broad place

between the Rambaro Kalardmen (5. "Rambarad Celerbnen™ ) and
theGreat Hall of the Guard (5. “Betegrond Tirith™). The Great Hall
is & splendid building built on o circalar plan ncorporaking a
rmulnsecked vaulied dome-like main structure and a square recep-
tion room. An adjscent building is stalfed by the families of men
in the Citsdel Guird who keep the Great Hall and serve there
during feasts and patherings,
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Once 2 month each Compuny of the Guard halds a feast here,
The men and their families gather and dine in good style amidst
vurying entertainments, including players, music, dancing, min-
strels, story tellers, and the like, Oceasionally there are other,
larger events held here which spill outside to the canopies and
pavilions erected in the adpoining square, Beneath delicate lan-
lems Chat sway like nightworms glowing in the dark, the warriors
and their kin feast on food brought fonh in cans and coversd
irolleys from the Kitchens of the Cooks' Fellowship.

The Hull is construcied from the limeshone snd marble that
Iypifies buildings in Minas Anor. Polished marble fagsiones
cover the floors. The massive construction of the main hall reachs
up soame 36" in height, and is supporied by two rings of pillars (one
of six, one of twelveh. There are no windows in the walls of e
Gireat Hall; instesd, the edghteen pillars are each ringed with six
special torches, all constantly fed by small oil reserves, There ane
also torches mounted at approsimately twelve foot intervals
pround the walls. Together, these flames provide a bright illumi-
nation, Mounted braziers hang below hall of the torches, and éach
is lit when it is cold so as to circulate warmth throughout the Hall,
The banners of the four Companies and other stundands of the
King's Army adorn the wills between these broziers,

The reception room is much lower and kess massively built,
Windows punctunte both walls and o statue representing the four
Companies of the Guard occupies each cormer. An honor guard
undd the hosts for o Company s celebratory dayvmenl — tvpically the
commander, capioins, and wives — usually gather in the chamber
by midday. Racks and tables stand on either side of the mom for
[Euests fo leave their arms, cloaks, and other belongings, and the
neighboring serving tables permil easy access o the plethorn of
ifrinks offered by the stafT,

The Great Hall itself can seat up to TOO guesis, Cenerally,
though, there are fewer people, so that there is ample room for
entertuiners and dancing, Much of the furnitre is emporary and
stored in the building across the way, Some of the permanent items
are massive and used only by certain exalied visitors, such as
members of the roval family, Other permanent features include the
stone-bisill stoves in the aléoves, where food is WAL

Surrpunding the exterior of the Holl & a lawn and carefully
tetded and trimmed beds of leafy shrubs, mostly azaleas and
junipers. There are also six larger trees of g species rare in Middle-
earth, a vanety which has pale, round leaves that tum silver in the
autumn and drop off in russling drifis like snow in winter, They are
calbed Losselitg in the Quenya tongue, which means snowflower,
amd Mithengwern( 5. “Turning Silver-grey”) in the linguage of the
Cirey-elves and local ressdents.

10.36 JERRIAD THE SHARP'S
Jerriad the Sharp is 8 master weaponsmith of the Cutlers’

Fellowship. He has o great interest in weapons in general, not just
in thode he makes, and he delights in repairing and restoring old,
or even antique, tools of combal (especially swords),  Jerriad
collecis old swiords and other Msde weapons but he still finds time
to indul ge his other passion in life: birds, Anaviary occupies much
of the loft ol this bouse, enabling him 1o keep acollection of various
birds from different lands.

Jerrind’s family is not large; however the house is big enough o
have some spare rooms to let as lodgings. Adventurers occasion-
plly rent these well-kept chaombers, and Jerrind delights in enter-
tining explorers.

The butlding is an old one, albein in good condition, Tts bire
stonework is kept clean and handsome. 1t is also well organized,
for the residence is insulated and solited from the smithy in the
rear. Dhvided from the house by a tunnel of round srches, the
smithy retains its distinct character us a place of business, The roof
of the house 15 of particular interest, being tiled with slates of a
greenish hue, almost like fish scales.

Gieoasn Fuook

The entrance o Jerriad™s house is at the top of a shon Might of
sleps (01 ) st imto the front wall. OF wom, greving limestone, these
aging steps seem (o grow out of the residence. The front door is a
solid wooden door on which o heavy sword has been mounted as
adoorknocker. The door is secured with iron bolis and opens onto
i vestibule that is separited from the hallwiy into rest of the house
by pcurtain. A plain wooden door opens of T the vestbule to a retail
shop (#2), The shop houses many individual cases, each hewn
from: a plain, teak-colored wood. Lined with cloth, they display a
variety of weapons: examples of both custom work and more
standard examples. Most of the coses are locked and are bolted to
the wall; the front window is guarded by very secure hars,

NOTE: The locks, like those an the honze' s outer door, are
wery fard (-20) 1o pick, This security ix necessary, for all

Jerriad’ s work commands a preminm. He can make special

weapnie ising aonsiandard materials fora +3 or even + 10

honus, or which welgh less, or which are sufficiently vali-

able 1o be enchanted (for example, sef with appropriate

g or matals),

The living rooms on the ground Moor include o dining and
dayroom (A3} This chamber has enough room to seiat all the family
mnd guests of the house, and is pleasantly Tumished with carved
wond punels and framed embroidery pictures.  Two wooden
wheel-shaped candelzbras hang from the bossed ceiling to provide
light, while smaller candlesticks of a pale, gilded wood are fitled
to the walls. A shapely und antique wooden casker with beaten
silver clasps and panels (isell worh several hundred gp) holds an
exquisite silver dinner service for 24 persons. This array (s very
vitluable, pnd may even date back to Namendrein times.

The rest of the floor contains the kitchen (#4), a small but busy
rowm with a store located off one side that holds all the wiensits and
supplies needed by the houschold. Jerriad is rich enough to be able
o offord o buy already-prepored food from varows Cooks'
establishments, so his servants are rorely busy.

Down a few steps from the side passage is the back door, which
opens oul onio the tunnel that sunders the main bouse from the
smithy, This passage proiects the rear éntry from the elements, as
well as from the smithy itself.

The smithy (#5) is generally 3 hot and even sieamy place. A
massive forge surrounded by racks of tools, cooling troughs, and
smelting crucibles dominates the far wall of this work area and
produces an inordinale amount of dry beat. Jermiad s stone work-
bench, much pitted and scarred from years of use, occupies a
cormer of the smithy, His tools and implements, each with its own
highly specific use, hung from the stone walls, There are also some
torch holders, for the forge is a gloomy place Honly by the forge's
chim fires. Beside the door is a large bin of coall and chorcoal for the
forge (different fuels for different iemperatures),

Inanother comer is a stone safe. Made from a very hard volcanic
rock, it has a magic lock.



Buildings af Neve'Serviad the Sharp’s

B3

Jerviad is master weaponsmitk, fHe not only
makes excellent weapons, ke alse repairs

old (even antigue ) omes. His collection is well
displarved and cleverty guarded - each ifem has a
trace of scent which hiv trained Bivds can follow!

First Floor

T

JERRIAD THE SHARP'S

TRAP: The lock can only be disengaged by the insertion of

Jerviad' s owen dagger {a + 15 weapan with a mitheil 5pilke ],

whivh fits into a certain slor. Whar appears to be a keyhole

i in fact @ rrap. Anyone lmmpering with it will be strack by

a bl of from spikes that spring onf of perforarions in ihe

vawitime ahove the safe, Victiog of thix clever frap receive

2-20 +25M o witacks,

The safe contains special materials (such as mithrl, sdarcer,
Barang, godd and silvery and other ftems of great value, such us
gemstones and enchanied objects to be included in the fashioning
of blodes. Al any given moment, Jerriad keeps a couple of such
weapons in the safe,

Jerriad’s som Pathirsd serves us the smithmaster and lerrind s
sole ussistant A pood-natured man in his thirties who sl leaming
the deepest intricacies of swordcrafting, Pathirad is wall, lean, and
quisct.

Finst Froos

A single staircase gscends 1o the Tirst Tloor, which conlains three
Indping rooms (#11. These bedchambers ane suitabile for one ortwo
persans, and are comioriibly, il not elabortely, fumished. Each
has beds, cupboards, lamps, wall bangings, and regs, and all ane
proviced with the mecessary linens. Guests shame the use of the bath
chamber (#2) with the family,

Ferriad's elderly mother and mother-in-law ressde together in
ane bedchomber (#3 ). Both are seldom seen outside the howse, and
spend misch of their tme in the dayroom, reading or sewing.

Jermind has four children. His eldest son is estranged and lefi the
ciny some vears ago, Pathirad, his vounger boy, shares i bedchim-
ber (#4) with his sister Perelenna. She is approaching thirty,
however, and is betrothed to o promising young man in the Tilers®
Fellowship, so this arrangement is quite iemporary, Perebenmn is
often away, for she goes off and stays with her intended”s family
from time to ume. Pathirad has no greal merest in wimen since
the death of a girl he loved (but never spoke of ) in the Plagee Tour
YOArs ago,

Jerriad and his wife limarien enjoy o splendid bedchamber (#3),
At the moment they are also sharing it with a recent addition o the
family, u baby duughter born very late in lives of two very happy
peapie, The rear wall of the chamber 15 lined with bookshelves
crimamed with hundreds of books, These ore quite diverse, since
Jernad's inberests cover bladesmithing and Keeping bands, while
his wife enjoys Elvish lays and poetry and stories of the Valar.
(lmarien is 4 member of the Scribes’ Fellowship,

The front window of the master bedroom his an upper secton
of stained glass that depicts many types of birds., These panes are
fairly new, having been specially commissioned by Jermad o few
years ago, A number of fine plum ind wine-colored drpes adom
the window, which admits fittle light. The bedchamber is instead
primarily illurmnmated with small oil-fed lumps of bronze, copper
and brass. One is especially well-wrought, with superb enamelling
and o shade carved from rock erystal. The baby’s cod is also guite
villuable, s wooden carving having survived over Iwo hundred

Years,
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The other room on this Moor is o the rear and houses Jerriad's
mugnificent collection of hlades (#6). These weapons are arrangoed
in open cases, mostly with custom-huaill wooden or meeal mouni-
ings; they are dusted regular]y.

NOTE: Ovher than being fixed in place with loops of steel,
rie Blades are fapparensly) unprotecied. However, ferriad
haz a nuniher of trained exotic bivds. Thix southers varieiy

af eroa has dazzfing blue plumage wader i wing s and, morg

retatly, can smell extremely well, Eoch of tve Wlades (s

freated with @ scend generally andisingsivhable o the

hirran mose, bt which, oFa weagpon was siofen, the s

coneld pick wp easily and frace,

The blades displayed here range from orkish scimitars and
shortswords 10 anketa (enkit) of the Second Age. The collection
includes: enchanted weapons bought from dubious sources that
may have onceé been pant of 4 barrow-hoard; sparkling, bright
swords of the Elves, lined with silver ond gems: und ckets (ikit)
crafted in Umbar and ser with pearls, Jerriod also owns huge
Morthman brocs made of solid iron, with hilts of sound bross wine;
stabbing seaxes of the native Enadorians; and wickedly thin and
shurp Easterling usrievs, all etched with bizame symbols

The blade treasury room measures some 23" x 26" and houses a
fortune in weapons. A& variety of visilors come here o view the
collection, bui the occasional thieves are always mysieriously
exposed and the blodes invarably return 1o their rightful owner.

Arnic

The space beneath the roof of the house is renched by o lndder
maounted ngainst a wall near the stsirs of the first flosor. The space
i bow (only 3" high inside) and mostly used for odd storige. The
rear of the house is given over to an aviary, Mone of the birds are
cagred or kept in, ond there are nmerous hokes of difTeren sizes (o
them to get im and out. Jerriad knows how fo treat them well and
does not need hars.

The wviary is home o various species, from small, budgengar-
like birds to larger ones, such as the southern crows mentiodned
above. Almost all of them are colorful in one way or another,
limarien also enjoys the birds, and the family makes a small profi
selling the splendid feathers to be used as quills ond decormtions,

Typlcal Inns

{Wooden-town and Harlond) i l I L
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10.4 FOURTH LEVEL
10.41 MYALL'S VITRINE

Myall"s Vitrine is o mos1 peculiar structure of recent ongin. An
eccentric Sape with special interests in the magic arts pnd alchemy,
Myl successfully persusded a patron of his o grant him land on
the Fourth Circle of the citv. Here, he built the marvelous and
eccentric Vitrine.

The Stonewrights’ Fellowshiperected o pedestal or plinth some
ten feet high and pwenty-five feel across and, when this was done
1 his sanisfaction, Myall got the Ironsmiths o construct o six-
pillared framework that rose another twenty -seven feet. As it was
compleed, speculation gripped the whobe city os o what Myall
wils planmning: was it o lorpe tent? 8 wooden hut to be baili dosbly
ruised off the ground? & madman s Tolly?

All became apparent some davs biler. A mysierious veil of
darkness shrouded the pedestal for three nights and days. During
this time, Calarhir, an Elven Glasswright from Caras Celairnen on
the river Lhiin, fashioned o massive cylinder of glass with 5" thick
wialls and an intermal diameter of 8. His molders wrapped the
hented twibe ground the iron framework in o spiral resembling that
of a whelk. The crowning element of Myall®s design ond
Cararhic’s craftsmonship was w 20 diameier double inested)
sphere, Perched atop the iron supports, was created 1o appear o be
nsingle globe, so closely is the imper sphene fitted within the outer,
but Myall contemplated an important two inch gap between the
bwer livers of glass.

Ironsmiths, Glassblowers, Waterwrights, and Woodwrights
e the finiahing touches o this bicurre construct, fitting doors,
steps, drains in the iton suppons, furniture, the lnrge bookshelves,
anidl weentral column witha hollow cone to supply water. Myall had
also commissioned o special chandelier from the Lampwrights.
When all was done he took up residence in the glass tower, which
hus become known as the Vitrine. Maost folk still think be's mad
— iptally, and utierly, mad.

Srone Prasstal

The base of the YVirine (#1) is made of a pure, dark marble,
Unveined, it has o smooth, blue-grey color and a circular design
that arches outward as it ascends. Iis double door (#2) is of special
construction: aliemating diagonal bands of kebethron and mithrom
wood (respectively black and greyvish) secured by silvered sieel
hinges, There i no lock, for the door only opens ol the commuand
of Myall, or those to whom he entrusts the Word of Opening.

TRAP: Aninsoriprion in il for enchanied metal which

Rlows in siere or moonlight ) provides o feize Word of Open-

ing. Those who ater it maay enter ot find themselves, once

i Hhe plass fubve, J0 an endless spiral, walking arownd and

around, If they twrn round o try and descend, they find

themselves perched precaviously on the roof of & nearly
bwilding, chosen af random.

Inside the pedesial, 3 spiral stone stair (#4) winds round 1o s
tog. The surface of the pedestal is walled in by the glass between
the iron supports (#3§ — either the glass of the tube, or Mst sheels,
The platform 15 bare and unfrmished; however, there may be
fumps hung on hooks on the iron frame. Chherwise, they are used
s coathooks.

Moo SEcTios

There are two mtermediane Noors between the pedestal and the
upper sphere. Both are [inked by the ploss tube (#5), which is
pngled at about 115, The tube has an overall length of 330 and is
comipletely smooth; ba there 15 normally a magsical aura of friction
upon its surface, so that it becomes much easier 1o walk up, Myall
cun control the aura by concentruting; thus unwanted guests may
find themselves sliding down unceremaoniously. Some people
claim to have seen the Sage imself gleefully descending, slipping
along with o smile, while others claim o hive even seen him
sliding up the tower!

A simple open arch leads through to the fube from the stone
plaform. Part wiy up, there are Circular gliss doors onto the othér
floors, The lirst (#6) is 3 room abowt 1F across, furnished with 5
iabbe wvd several chidrs, with decorative stilueites placed around
the perimeier — these also being cunningly disguised lamps,
W] ciim wisee this s 0 maore formal meeting place und occassonally
catertnin guests with dinner here, The furnishings are very high
quenlity and ornpmenied,
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The second floor (87 is placed at the narrowest point of the iron
framework. Its door is inscribed with flowing letters of Féanorian
scripl, in an archaic form of Quenya; they indicate that 1o open the
door it should be roated 10 the right and the word "ADIRO™
spaken, The room is hare, but for three glass sculptures and a MNight
of glass stairs affived o the walls (#8) that ascends 10 the sphere
sbove. In the iron supports there are valves controlling (he
drainage of water from the sphere (see below)

Urrer Seurne
The floor of the room in the sphere (#9) is 17" scross, the domed
ceiling rising 1o 14" at the center, The room is built around the
centril bookshelves (#13) and forms 0 hexagon. Around the
outside is some seating (#10), with a sofa and n low table, a
welescope (71 1), o pairof prmchairs (#12), and & number of troughs
hodding small poted plants, Beside one of these troughs is a

contral vilve, This allows waterto flow upthe central iron conduit,
through channels in the glass Mloor, and 1o the gap between the inner
and outer spheres. The valve is also connected 10 a small copper
viessel which may be filled with dye; in this way the water can be
colored so that when i1 fills the space between the spheres, il acts
w3 sort of curtain, The water can be quickly drained awny down
the iron framework. (See #7 above ) Muyall buys o supply of
various different dyes from the Clothwrighty.

The bookshelves conceal a private study (#14). This hexagonal
room is also lised with books, A secrel door opens in one of the
shell-sections, i1 mechanism hidden behind a heavy book (a
dicticnary of the Rhovanion ongue). In the stedy is a desk stuffed
with munuscripls and special tomes, including many spell books
for Mages and other Essence spellcasters, Unbess employved by
Mvall, a small cache of powerful itlems is stored here:

The fche 5 ¢ 130" fong, Sliding down
e camnstant 10 mph takes 22 second!

il PRCERn owiiin,

Cheadelier

Fadalan ':.I|‘|l.l.~

frkaen Spiral 8ol pabe
praiieat [0S appror.

Entrance Spinm! shour bo phatfiores

1o 15

MYALL'S VITRINE

A micest peculiay strucniine

Myvall iz an eceenrrie
S faed, (' ® .'.'.'."rlng.l'_'.
sugpested, o wizard!)

drent Frmeme: wirh plicrs pamedls
Framy contmies water supm'y.

Celians sphiere Day dewelale xkiln foined al
few points. Space between aciy ax
inanlation, or can fe filled wish
codeneredd water (o varving el ety )

Cateny Do
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— Howked Stall of Wizardry: Mode of dir-wood, i0ac8s as
a 47 spell adder (for Essence ), improves REs aguinst Es-
sence magic by +30, and continually casts Detect Essence
spells.

— Magic Crysial of Revelalions: A 3" hexagonal crystal
mounied in & mithril band, it casis Delving 2xfday and
Chserve 3xfday.

— Robe: Made entirely of tiny, imerwoven beads on
thrends, it is enchanied and prodects the wearer as unencum-
bering chain armor (AT 16), Tt lsoadds +20 DB, and can cas
Sudden Light 1xfduy,

- Book of Lore: When read, the book sdds 2 ranks to the
reader’s Read Runes ability (once per person) and teaches
lechnigues which add +5 10 Base Spells and Directed Spells
abalities. In addition, the text can be consulied like an frem
Analveis | spell (usable once for any 1lem),

— Emerald brooch: The brooch will Dispel any mind-
affecting spell cast at the wearer thad fails a RR versus a 20th
level attack.

— Chalice: A relic of the royal house of Ndmenor, it is
made of a special alloy thet magicilly combines gold,
platinum, and adamant. The chalice is set with gems so pure
they glow with their own Hght, [t has no known magical
properties, except that the drinker is said o succeed in every
wish and thought (which can almost precipitiute one’s worst
fears), It is inconceivably valuable.

10.42 OFFICE OF ESTATES

The Office of Estates is both i building and a department of the
roval adminisiration, the one howsing the other, While the bullding
hus stood for severnl centuries, it was formerly o guesthouse and
wis only recently requisitioned for the Office. Tt has o stately
charm, although its age is showing. Built under the wall between
the fourth and fifth levels on Coopers” Street, it has a stone base that
forms the lewer half of the ground fAoor. wooden walls, and
vaulting with g timber colonnade along the front of the recessed
half, Smoll gordens and o mther stunted tree have been planted
behind the Offsce, but they poorly mainained by the current
UL,

When the Office ook over the building, it was completely
gutied. Only the supporting pillars and Noors and the splemdid
period staircase remain as they were onginally conceived. Mostof
the space has now been converted info narrow shelving and siorage
space, or cubicles for the sccommodation of clerks. The Office of
Estates is noted for its love of paperwork, administrative detail,
pedantry, and bureaucracy.

Grousn Froon

The exterior of the building is rather fusty and not oo cleun, Its
stonework 15 pitted and grubby, while its woodwork is wormn and
nicked, Constructed of a pale limestone and light-colored timber,
the structure now has a grevish ochre hue. The painted yellow
painted shutters on the windows are also dusty and o few hang
Iooseky, their hinges askew,

The most interesting feature of the building s facade is the once-
splendid arcade (#1) that supports pant of the upper story. The
timber pillars are square but deeply carved with decorative panels
depicting various native flowers in a stylized fashion. Similas
panels adorn the solid wooden double doors (¥2) that comprise the
main entrance. Locked at night, the doors are always guarded by
a watchman or a reception clerk (#3). (The lock is hard, <10, 1o
pick.) The clerk’s desk s usually neat and tidy, since he has little
io do other than proffer directions. ring the time bells, and be
unhelpful 1o visitors,

The entrance lobby exiends forward and o the right of the
clerk’s desk. Here there are some shelves contrining reference
ieats, situated around four large rectangular pilkars of carved wood,

Viery persupsive vizsibors muy be taken to see Caranloin,
whiose office{id) is locaed 1o the night — past a small stationery
store and the elegant polished wood staircase to the first floor. The
efTice is manicilly ndy, for Carinlain 1 an obsessive organiser,
His appearance is always precise and his speech clipped and
definite. He never repeats himself and generally scts in an
obstreperous manner o anyone who actuslly wants him to do
amything., Crrenlain can think of al keast o dozen reasons why he
is o0 busy mow, wwd will be for the indefinite future.

NOTE: [f vivitors inxisf, Caranlain will axk them fen i

Pweniry geick gane stiowes, ieowilich fiell answers irwriring rus

be given. If the challenges are met and the visitors return

with thern, he will sfaet picking the arawers fo pleces

Indeed, the only way for adventirers io pet anything dene in

the Office ix b bvpass Caratilain — either through one of the

clervks (risky, if helshe gets caught By Ceavanlain ) or over his

Frerred oev Rewmier wh o5, drfartwmaiely, winally ahsen

Beside the office is a simple bathroom (#5). Mosi of the rest of
this foor is occupied by 37 cubicles (86), These are walled off by
&' high wooden panels, which are undecorated except for the odd
scrap of parchment tocked wp os @ reminder of some offecial
procedure or rube. Inench is a desk and a chair or siool, as well as
the clerk that works there.

The Office as 0 whole 15 responsable for keeping records of the
large estates of Gondor: who owns them, how they are kept, who
will inherit them, and who is responsible for them ot different
levels. Much of the land in Gondor is held by a complicated system
of sublenancy and énfeoffment. 1t all iechnically belongs to the
King, but some is granted more or less wholly 1o various Princes,
Below them are Lords and Knights (5. “Reguain'™), who moy hald
From one 108 score (of mone ) individual estates — some from the
King. others from Princes. In tum, the Lords may divide up their
lands and give some to their supporiers.

All lund titles are beld, ot leastin duplicate, here in the Office of
Estmes, along with records of the familbes of all those who hold o
have held nd, This gencalogical information is also used for
oiher purposes and must be continually updated, Contiguous with
it 15 informstion on the devices and symbals used by families and
inddividuals to mark themselves oul, especially heraldic devices
used in war, Maturally there pre complex regulations goveming the
s of such devices, so a8 (o avold replicotion and the abuse of a
fomily's pame, fithe, or design. These regulations and their
continual reenactment keep the OfTice s small armry of Scribes and
clerks busy yeur-round,

The yards of shelving in the Esst Library (#7) are primarily
connecled with genealogies, Folled inside iubes Tor salekeeping,
family trees wre kept on special purchment and clodh scrolls which
cin be eisily exiended when necessary. There are over 10,000
such scrolls here, in racks some 7" tall. Many are very old, unused
and untouched for many years. The Scribes at this end of the
building mostly deal with news of recent births, deaths, and
marriages, adding those thet reach the Difice to the official scrolls,
They slso handle requests Tor information on families, dssuming
Cornniuin con be circumvented.

Clerks dealing with the genenlly more complicaled realm of
inheritance sit at the other (west) end of the Office. Overseen by
Caranlain’s deputy Perelindré, an elderly half-Deinadan woman
with u monumental memory, they check the claims and counter-
claims of inherlors, Most of their labor i devoled 1o processing
wills, bequests, and estamentory dispositions.
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Gencalopies & designs date bk fo the early
Secownd Age. Clerks working here copy vk

& dexigns; process willy in probae; cheok cloims
and cannler-claims; give ol information; receive
notification af lirths, deaths & marriages in
it honse; efc, @i,

Romer, King' v Hevald, {5 seldom
here, Caranlain ix in charge o a
dary-fie dery Peryis,

{sround Flooar

E.I'iwrnrr 'u'm-.u'.rrrr i rr.l'rn:u.u.-.'; J'.rrr
staircase i5 especially motable

OFFICE OF ESTATES

An old wooden building, formerly
a lodging hode,

Perelindrié is responsible for the splendid organizaton of her
section s recards, and has a virtually empiy office (#3), ocoupied
only by atable, comforiable chair, heating brazier, and supplies of
her favorite drink: heated milk with catmeal, cormmel, and a drop
of seven of cilunor {a cordial made from ginger and orange), She
wears somew hat dull clothes, being unconcerned with her pppear-
mnce, bl proudly displays a magnificent godd and pearl brooch
given tis her by a former King who valsed ber vears of sierling
work, (The brooch s worth 350gp. )

The clerks working here frequemtly need 10 consull the records
and reference tomes in the West Library (£9).

NOTE: Withous o sdv-month training period, the Tibrary

“filing svstem” Perelindrd has devised is virteally unfa-

thorurhle, awnd o Fegilies succesgil (Abaurd) static wma

never inorder fo diseover any particalar dociiment or plece

af tnfenramienticnn,

Al one end of this Hbrary is a locked and reinforced cabinet
containing “delicue™ material deriving from the most imiporiant
noble houses, Both Perelindré and Coranlain have keys to the
cabinet, which is always kept locked. (The lock is exremely hard,
~ML 1o open.)

Al the rear of the building are some tany gardens. Now mosily
Just overgrown shrub borders with o dying fruit tree in the middle,
they are basically ignored. Buried in one of the beds is the five
year-old corpse of a murdened thief.

First Foo
Al the top of the stircase 1% an imposing door with gold leaf on
reliel designs of a chariot coming through the waves. This leads
to the office of Romer, the King's Herald (#1), He is seldom here,



Buildings af MoteWaterwri gluas Heldl

The office is expensively sppointed with giled lamps and
opulent omamentation.  Bookshelves line the walls, housing
Romer's personal collection, a gathering of rare but somew hate
wseless volumes, A well-stocked cupboard containing botthes of
vartous fine wines and spirits, a collection of curios from Mordor
{Fairly tsteless), ond several large. embroidered wall complete the
decor,

At the eastern end of the floar there are another 30 cubicles (#2)
for cherks and Scribes, who working on different things, including
copying frequently-used lexts, (Gondor has no printing technol-
ogy, 50 all books are copied by hand, usually by members of the
Scribes” Fellowship.) Most of these clerks have lintle need 1o
consult the mass of documents stored downstairs, so they maintain
their o store of stationery and reference works (43).

The eastern end of this floor is the domain of Caranlain's arch-
enemy Lalquell, Lilguell obtained his position from his old friend
Romer and has never gotten on with the head of the Office. Soon
after the Office moved to Minas Anor, Lalquell joined the Artists’
Fellowship, just o annoy his conservative superior. Now ha has
command of the artists and designers of the heraldic section.

Canvases, easels, and special desks for drawing occupy a large
open space (#4) where six 1o len artists work at any given time
They wre joined by the six clerks who have cubicles (#5) here.
Between them they compile manuals on the devices and symbaols
incurrentand ancient use, relerring (o those already completed and
stored in the Design Library (#6). The multitude of designs, some
dating back to Nidmendrean times, amount 1o a staggering lesia-
ment to Adan history, Carefully copied on request, these designs
are worked into tapestries, embroideries, articles of clothing,
painted or enameled shields and other war gear, carpets and tiles,
and other household decorations. Some designs even end up in
stained glass windows, cups and plates, saddlery, carts and spe-
cially-planied Aower gardens,

Beyond the artisis” area is the Catdogimg Room (87), which is
hned wath imdexing books.  Further shelves divide the room mto
cight work spaces, suited to the clerks who work here. Their desks
wre little more than amate tables with worn ops that betray many
veurs of work, Their crammed books are full of kographies,
historical notes. and récords of the Office’s business, More
rmportantly, some document records about every single fief in
Ciondor, mcluding information about their revenues and produc-
ticm, and their owners over the past eighteen-odd cenfuries, While
not perfect, they are surprisingly complete for many areas,

The hewd cataloger is the dull {one might say terminally boring)
Hadluin. Uinblessed with o completely nomdescript appearance, he
has a soft voice which is indistinguishuble from the rustle of
parchment, His total absorption in work often means that he will
spend 4 good quarter hour laboring before realizing that anyone is
lalking 1o him or, in some cases, thal someone is even in the same
T,

10.43 WATERWRIGHTS' HALL

The Witterwrights' Fellowship Hall is primarily a meeting place
for members of the Fellowship, [t has no accommodations except
ihose the servants need to muintain the Hill wwd provide service for
guests, OF course this involves considerable resources, since up 1o
N visitors can be entertained in the Hall of Fountains.

The building itself is an exquisite stone structure, Light and
Iofty, it is faced with white and grey-veined limestone, which has
been cut to s smooth, sculpiured surface. A wavy design incorpo-
rating two hunds of bjuish stone encircles the entire building. The
roof isof blue and wiine tiles ina pattern of interfocking diamonds,
set off with s silver-gilt edging and peak. Inside, the Hall is round-
vaulied with slender beams of cut stone, its bare rock polished and
inset with patterns of colored alaboster and porphyry. Hangings of
blue silk and other rich, thick materiials are suspended between the
patierns of siome.

Pras

There are two entrances 1o the Walerwnpghis™ Fellowship Hall.
The more splendid is also least often used; this is the door from
Coopers” Street (817, A tall round-headed anch surroimsds double-
doors of burnished steel, normally locked from the inside (no way
to pick the lock). These are etchad with o design symbolising the
Waterwrighis® business. Flanking the doorway are two fountains
in square woughs, These play continuously, and their height can
be controlled berween 6" and &',

The other door (¥2) is off a side street and is less elaborate, being
made of wood, although stll hindsomely carved, 1t has a normal
lock (Medium (+ to pick). Bevond the ‘back’ door is the
Reception Reom (also called the Room of Two Pools, #3), This
spacious room accommodites guests prthering for some function
m the main Hall; there are padded benches and sideboards for
puests 1o relax and enjoy a gluss of mesd or wine (or perhaps jusi
simple, clear, sparkling witer — for waler seems more refreshing
ind invigorating drunk herej, The twin pools are L-shaped and
each sports i twisting fountain with a jet sround 5' high. Between
them is & wide, shallow marble bow| of dark blue color, mounted
on an oroate pedestal, During feasts and meetings of the Water-
wrights® Fellowship, each member present leaves in this basin his
or her own personil token: a piece of wrought metal or stone,
recogmisably individeal. Some members have oslentalious amu-
lets of gold and sapphire or emerald, designed in the shape of
mermids, nymphs and fish, others have worn, carved pebbles,
centunes obd, passed down through generations of wakerwnghis.

Through another reliel-patterned pair of wooden doors is the
ceniral Courtyard (#4) with a paving of mottled blue marble
Magstones, shaded from very pale through o a light turquoise. In
the middle of this splendid arena is an octagonal pool formed of
perfectly jointed dark blue marble blocks, its floor of polished
obsidian. In the center is a three-tiered fountain standing T high,
its jets cupable of leaping as high as the caves of the hall reaf: some
22, Surrounding the courtyard are the windows and walls of the
Hall of Fountuins; there are silver-traced doors in the middbe of
each wall, thrown open during fepsts so that the great fountain cin
be seen by all, and dancers can promenade out into the courtyard.
The windows are round-headed arched colonnides with stained
glass in the upper halves depicting o wide variety of water-scenes,
from ships upon the Great Sen 1o trickling woodlund streams.

The Hall of Fountains itself (#5) is a magnificent vaulted room
surrounding three sides of the courtyard in a U-shape. The
drumatic nature of the hall is heightened by the sixieen fountains
which oy down its conter. Around each is sela circulir table, with
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other long tables set down the walls: all in all the Hall seats 340
peopie. The most powerful and noble figures in the realm have
been enterimined bere and wondered o the splendour of (he
Waterwrights, not with a lintke envy, for it outshines most palaces.
The fountains are set in shallow collection hasins, no more than
depressions in the floor, and able 10 be withdrown into hollows by
i chever water-driven mechanism. The Hall is light and airy, with
acombination of blues and creamy-golden colors. The outer walls
hive no windows, being instead decorated with 5 series of frieres
depicting achicvemenis of the Widerwrighis with an ' etermal river”
runmning throughout the whole as theme amnd thread, There are
candelabra of silver and crysial casting bright light across the width
of the hall, with reflections and scattered refractions ever dancing
over the diners and revellers. Atone time itis said that an elevated
conduit, on @ level with the tables, carried all manner of dishes and
delightiul draughis down among those dining here. The continu-
ously circulating waters even had tiny vellow fishes swimming in

them, and the dishes were cammied in gilded wooden boats and
coracles, However, one day the Prince-President clumsily upset
one of these vessels, jamming it across the aqueduct and soon
ciausing a dam to form. The waters, fish and all, soon overflowed,
drenching all the roval party, Despite the Prince-President’s
ofwvious amusemenl ol the tone, the Sluicemaster ordered the
dismantling of the conduit and more kieman waiters were providied
for the serving of guests, The fountains were built ot that time.

The richness of the furmnishings of the Hall is manifest, A
splendid service of pewter and silverware, topether with fine glass
goblets, is stored in cupboards set within the thick outer walls, All
the tables and seats, of pale polden beechwood, are also dis-
mountabde and can be packed away in special recesses and the
pump room. Most of the richness of the Hall is in its own
construction: the splendid vaulting, the famps, the fountains, the
wall paantings aimd &6 o,

Each fecder conduit (5 dowble; ane o feed
Hhe feaentain, the other o pasy back coflected
wirer fdvrain )

Terbdex zer aoreniingd thie
vhattow collection owis,

WATERWRIGHTS' FELLOWSHIF HALL

The Hall of Fountaing seats 3080+ people. The
coprivard i ailso wied for entertainments and
dancing. Waterworky are controlled frinm the
Prmping Room. A permament staff of 12 are
intained here

Roof rifed wirk

1ider |'|.lr'1.-r|||; dierminnds

Feeder conduits are acoompanied by o
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The rest of the Waterwrights” Fellowship Hall is normally
secheded Trom the view of guests. An important room, the Pump
Room (#6), powers all the fountains vin a system of underfloor
feeder conduits. The comples pumping machines controlling the
wilervorks are themselves powered by waterwheels. These
machines have o be constantly tended by experts whils in use.

Dither rooms in this section of the Hall include two bathrooms
(#7) for both guests and swaff, and the lrge Kitchens (#8), stalfed
by hired members of the Cooks® Fellowship when needed. The
kiichens are used mosily for the cooking and heating of pre-
prepared food, since they are not of a sufficient size to cater for the
large number of feasters the Hall can accomodate, Finally there are
also six bedehambers (#9), cuch sleeping two persons, these twelve
forming the Hall’s permanend siaff.

10.44 RYND THANNATH

The Rynd Thannath (5. “Halls of Leaming™) are housed in a
venerable building, parts of which date back to the earliest days of
Minas Anor. The stone walls are thick, ind the nurrow windows
are grimy with age. Muany rooms and passages of the interior are
wood-panelled, giving rise to the apocryphal legends of passages
within the walls, which all know but none heed, The Halls are
divided in two at ground level by a small lane 20F wide. The upper
stories are joined by o fying passage that arches from one building
1o the odher.

Within the Halls there are nine lecture rooms, two theaters, the
great Seribes” Hall, some twenty-nine offices or studies, and &
number of service rooms, storerooms and libraries. There is also
a network of connecting secret unnels.

NOTE: The dimensions of these secret tunnels have been
exageerated for clarity’ s sake on the lovours,

The main entrances (71 ) 1o the twio sections of the Halls face one
another om the ground floor level. Each is larpe and solid, the doors
being haulks of timber bownd and reinforced with bands of bronze
anf square-headed nails of copper. Much of the ouiside of the
building, including the doors, is covered with graffiti etched by
students of one and a half milleniz: (The discerning can find some
very fumous names inscribed here!)

Tue Esst House

The Halls” two halves are known as the East and West Houses.
In the East House, the entranceway (#2) is most impressive. A
wide comndor flanked by two enormous paintings of [ormer Kings
of Gondor (Rdmendacil Land Hyarmendacil Cirvaher) leads down
1o & circulir hall with a central pillar supporting delicate fan vaults,
White alabasier steps ascend o o lending ond split info two
starrcases that wind wp to the first floor. Speckled with gresn mica
and veined with green cuprite stains, the exquisite balusters be-
speak an ancient, abiding elegance. Two statues stand opposie the
stairs, each portraying a former Master of the Halls, Opening off
the entranceway are four offices, given io the most eminent
scholors,

The round hall has four double doors, each opening onto a
lecture hall (#3). Eachchamber i filled with rinks of hard benches
for the students that are aranged around a wooden platform radsed
about 12" off the Moor for the lecturer. (Students have no desks;
instead, they have 10 use their own slates and laps.) Much leaming
here is by rote; that is, memorizing what is said even if comprehen-
ston and understanding does not come immediately. One by-
product of this system of teaching is that brighter pupils can be
recognized and encournged earlier, assuming they nppear at all.
Unfortunately, the Halls of Leaming are, for the mast part, mo-
nopolized by the very rich and the titled citizens of Minas Anor,
The education of the middle classes rests with the Fellowships.

The four lecture halls, ogether with four offices (#4) belonging
o senior s1aff, form the ground floor of the East House, The offsces
are used Tor smull wiorials and personnl study. Each of these
chumbers is designed for sole occupancy, owing to the rank of the
stalf, Wood-panelled, the walls are and lined for the most part with
bookshelves. Each is characterized by some unique peculiarifies,
such as spy-holes, secrel doors tito other moms, storeé rooms for
teaching equipment, and so on. The contents vary from the
exceedingly valuable to the disgusting, and for the most part
concell some other purpose! For instance, one office has a secret
door in a bookcase, behind which is a siep-ladder thin leads up 1o
i passagewny between the walls of the first floor and scross the
connecting corridor 1o the first Moor of the West Houss,

Tue Wist House

While less overtly impressive, the ground floor of the Wes
House s generally busier than (1% eastemn counterpirt. 18 housos
numerous offices (#4), another lecture hall (#3), and a teaching
room (#5], the latter well-Hi by o wide, Tancy, brass-edged window
depicting the noble beasts of Gondor and Mimenor. A broad stair
lends up o the first floor beside the Seribes” Hall,

Twa termaced theniers (M6 and #7) occupy the southwestern
juarter of the ground floor. Both have Tixed bench seating on
graded wooden terraces thil surmound, and desoend (o, a bottom
ared where the speaker lectures, recites, or sings. Simply appointed
s befits hard-used schoolrooms, each thealer is a solid, scholarly
eV inmmenl.

A number of secret passages run betwesn the walls, including &
secred back exit that opens onto the street just beneath the rear stair
thit ascends wy the kitchen and store on the first floor. Two other
comceiled halls lend to steps that also rise to the first floor, There
floor also contains a library (W8) of special reference works for use
misinly by the older students snd permanent staff of the Halls, and
1 bathroom (#0).

Tux Urrer Froos o Tue Haas

The upper Moors of both Houses are joined. Although similar in
construction o the lower foors, they ane essentially one unit,

Another thiee keciure rooms occupy most of the first floor of the
Eust House. They are armanged around the central landing and
halcony, which is crmamenied with staituary like the entrunceway
below (see #2). The offices here are larger and shired by two,
three, or four stff members (although they are seldom copable of
haolding them all at once). Crommed with thumbed texts and dog-
enred manuscrips, the panelled walls enclose chambers filled with
ancient desks af hard, dark saood, all stivined with dirt, ink, sweat,
beer, and other signs of the decades of inll. The musty smell of
papyrus, vellum, leather, and porchment pervades the aimosphers
everywhere, but it is strongest in the imneroffices where the spring
air mever reaches.

A corridor bridges the lane between the East and West Houwses,
0§ hats piciuresgue stalned ghiss windows, although they are seldom
cleaned, and it is centrally divided by g bookcuse filled with
commanly-used volumes. These works include gazeticers of
miuny regions of norhwestem Middbe-earth, catalogs of Nora and
fauna, mwd primers on language. They may be freely perused by
sameone in the company of o Scribe, Maore bookshelves and
anather smadl library can be found in the West House (the Rynd
Permaith having by far more books), along with more offices, and
the duyrooms of the Scribes’ Fellowship.
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Ruildings of Nore'The Glassworks

The lener comprise Scribes” Hall and the Kitchens. The Hall is
miagmificent, iT mol quite 1o thie tasie of other Fellowships or Halls
in the city. Several windows adom the great room, but even on Uhe
brightest day the linle light penetrating the thick glass of the panes
seems only 0 create controsts that enhance the Tundamenal
gleominess of the place and throw it into sharper relief, The wood
paneiling arownd the walls 15 50 dark a brown as to be black. The
furnishings wre also wemibly somber — the (Toorboards shiny as
new-cleaved coal, Massive, heavy candlesticks of wrought iron
and pewter hold thick tallow condbes whose smoke pecreles pon
the rafters in many-lavered sool. (In spring greal chunks are
knocked away and swept up 1o be sprinkled on the gardens of the
Heslers pnd herbalisrs, ) The Hall is neither warm nor cold, i i1s
long si2¢ makes every point seem distant, and the small pools of
light splashed here and there wre more like bright fires burning
upon & far plain, Narrow testle whles soreich down into the
dorkness from the kitchen end,

The kitichens themselves, which are adjoined by a small store,
are fairly commonplace and well-appoinied. The fare here is
usuilly simple and visitors are offered little choice. Fortunately,
meany dishes ane be bought in from the Cooks or Bakers on aregulor
basis. At lunch for example, there is useally hot soup followed by
greens, bread and pic.

The scholars who work and study hene wear a sort of unifonm,
and can uswally be distinguished by their darker, less ¢laborate
clothing. Graduates of the Halls may become Scribes and wear the
traditional feather in the hat denoting o man of the quill, Senior
members of the Scribes’ Fellowship have specinlly-dyed feathers,
while other scholars wear different okens aboul thekr persons.
Fellows of the Halls of Leaming, be they masters or pupils, are
supposed (o follow a quiet and sensible code of behavior, although
there is no strict discipline, In i society where edication is a
privilege, even the young are eager (o contuin themselves in order
1o bearn the magic of knowledge, reading, and writing.

10.45 THE GLASSWORKS

Close tothe gie berween the fourth wmd Tifth circles of the city,
stands o colonnade-fronted building whose facade belies its pur-
pose. Simce the departure of the Elven glass-smiths of Eregion and
the sumdering of tes with the North, the Glassworks of Minas Anor
are revered as the finest glazier's atelier in the whobe of northwest-
erm Endor, Hundreds of men and women are employed here,
making every Kind of thing from glass — both the common and the
ritre, as well as the occasional absundity,

The Glassworks are the preeminent workshops of the Glass-
makers' Pellowship. Raw materials are brought from distant
places, for the artisans can command high prices for their 1op
guality goods. Sand from the shores south of Pelurgir, limestone
from areas in the White Mountains far o the west. and colored
stomes and other minerals from lands north end east provide the
media for the Glassmakers” often stunning artwork. Handed down
from Mdmendrean tmes, the lechnugues employed here are an-
cient, the exquisite crafismanship sellf-evident in even the hum-
blest bottle ar hund-cut windowpine.

Despite this artistry, the Glasswaorks are more famous for their
prodigious outpul of fancy glasswane: vases, cups, goblels, sculp-
tures, ormaments, candleholders, crystal, stained ploss windows,
and the like. These products usually receive little siention, but
some incorporate greater skill and whimsy than the specialonge-
nals crafied by the Masters. Afuer all, the glass forgers, who work
silely Tor commissions, justily thetr grem renown,

Chief pmaong them all is the Grand Yitric himself, Gilcddor, &
tall, confident Drinadan with uncharacteristically tawny hair and

hazel eves, worn hinds and powerful nrms, he totally dominmes
ihe Gilassmakers and also has the mentil capacity and energy o
organize them on o masterful basis. Thus the Fellowship has risen
enormously in prestige and power during his twelve years in office

-t term which looks set o continee indefinitely, perhaps for
another four or five decades, Giloddor has no faults his Fellows
know of: he is a skilled crafisman. an excellent draftsmon and
designer, and most of all a gified adminisirator, He has been
marricd and widowed twice, losing both wives to the Plague, it
he now has g third companion, Emenie, the young daughter of a
senior army commander ond 4 stunningly beawtiful blonds,
Hoawever, the Grand Vitric still hos a number of offairs with young
apprentices in his Fellowship, since none seem o satisfy his
woraciows demumds.

The building is fronted on the main sreet by an arcade of
columns, each hung with a perfect orystal-glass lamp. Windows
are positioned af two levels, the first on the either side of the door
lower down, where they illuminate the display rooms of the
Classworks, The others are set higher and (o the nght, along the
focade, casting more light tnto the display rooms and the Fellow-
ship Hall, The lofty front portion of the bailding is constriscied of
fine stone, 45 i% the o lower annex at the rear that howses the kitchens
und store. Butting onto the the rear are three long wings, each
housing workshops,

The simphe, peaked, vaulied roof of the miin building i sup-
ported by the buttressed walls and a doubbe row of cylindrical
columns, Display rooms and the Hall comprise the main cham-
bers, und here the columns are fuceted with mirrored insel panes,
The display rooms are sparsely-wppointed with glass cabinets that
display the finest wares of the Woaorks, including a sword and shield
which is suid 1o be highly enchunted. a ewer and bowl, a thread-
work rose bush, a simple clockwork 1y of colored glass, a set of
seven decanters and seven goblets, the effigy of a former Princess,
and 4 distorting mask wsed 1o hide the Princess” disfigured face
during her funeral.

Behind the display rooms is o high-vaulted corridor with w flodos
of glass pavings, all colosed and grownd (o a sand-like finish, OfFF
this corrider are four square reoms: two offices (both austerely
furnished in black wood and bronee). o reconds chamber, and o
bathroom. Each of these rooms is In by skyhights and lamps se
within prismed cavities of the great supporting pillars which reach
i the roof of the building,

The offices contain two desks, wn assorirment of low cabinets and
seroll racks halding the business details of the Masters there, and
two scribes” tables, Detailed reconds of the Glassworks — inclsd-
ing all monner of sabes ledgers and drowings of the many mognifi-
cent articles they have produced over the years —. are stored in the
neighboring chamber, which is stafTed by » senior clerk and his
four subordinates. Both of the offices house a number of elegam
elussware itlems, each worth a consaderable wmount,

NOTE: Eack desk features a focked, concealed bronze
compariment which guards the perty cosh (up o 250 s5p),
Thedr locky are very Fard (-200 i pick.

T Havn

The Glassworks' Hall is magnificent, as befits the home of a
mespected Fellowship of the Fourth Level, 11 was entirely refur-
nished pround fifty years ago and now has a fleer of crystal clear
Elass sheets, highly polished and supported by o framework of
gilded irom struts. Seven steps of glass, each colored os n rinbow,
lead up through the entranceway. A muliitude of lomps is set
beneath the floor during feast times, Lamps et within the pillars
high over the feasters' heads provide sdditional lighting,
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Rualdings aof Novel Legdenhouse

A wall mural dominates the Hall, 1t is called the Mistress of the
Red Tower, for the central character’s dwelling-place beside the
Anduin in northern Andrien, This vast painting, measuring seven-
teen feet wide and eight tall, is said 1o be the finest depiction of the
city ever painted. It is hung above the fireplace on the east wall,

Many concealed cupboards which contain the many place
settings required when the hall is used. tuck within the sturdy walls,
They are surrounded by the wonders of the glazier’s art, all edged
with gilt and set with roundels of colored glass in many wonderful
hues, It seems as if the varicolored petals of a whole garden of
exatic blooms have been scatiered here, and even visiting Noldo
Elves find comfiort in dining in these surroundings,

THE WikksHoes

The three long, low workshop wings which extend back from
the remarkable hall of the Glassworkers are divided into rough
arens for the scores of artisans who work here. The first (#a)is the
manufactory for the “simplest™ products, where sheet glass is
turmed out for use in windows and cabinets. Workers here are also
invalved in the construction of stained gluss and decornied win-
dows, etching and cutting glass to customers® requirements, and
silvering plnss 1o make mimons.

The central workshop (#h) holds the main glass forge, where the
crimde materials brought 1o the Glussworks are put through the
secrel processes which wm them into all the variouws types of glass
used here. Also in this arca are specinlist glassblowers, who
produce more unique items, as well as the glass sculptors who
miake fures and other ormaments,

Attnched to this workshop is o separate room (#d) that incorpo-
rates the drawing and design office (whose completed volumes are
stored in the records chamber) and the generil stores, where tools,
colorings, paint, gold leal, and the like are kept under appropriate
security, Clerks, artists, scribes and handymen all work here,

The final workshop (#c) is also the biggest. Here there are more
skilled workers, weaving and welding gluss thread.  Apprentices
and lower journeymen lnbor beside them, making everyday
bexitles, vases, and tablewire (stemmed glasses, jugs, bowls, plat-
ters. beakers, and carafes), These products travel all over nosth-
wesl Middle-earth and are always highly prized and priced. Natu-
rally. there are also masters working in each of these fields,
creating brilliant versions of the commeoner pieces turned out by
the hundned.

Between the workshops is a hedged garden (#e). This ks actually
amare that was laid down some four hundred years ago. The walls
are of a dense, privet-like shrub which bears white inflorescences
in Nérui and dark red-brown berries in Urui. The hedges form a
perfect backdrop for the dark granite pedestals placed about the
mize, und the glass dome canopies that cover the beautiful pieces
of glass an complement their presence. Each hedge is said 10 be
migically protected, and the visitors who are often shown around
the mise are rarely unimpressed.

10.46 LEADENHOUSE

Leadenhouse is, or mther was, a dwelling place of the Waler-
wrights' Fellowship, A rather somber building of dark stone and
1 sloping tiled roof discolored with age, it now has an even mone
huunted and uninviting air about it. While one wing stands, the
other has been putted by fire, The building is now abandoned,

Prax

A semi-circular, halustraded wall surrounds the front lawn (#1),
now growing rank with weeds and with 1ts grass going to sced,
Twospreading banks of mulberry bushes front the arcade windows
of the entrunce hall (#2). The only entrance is 8 pair of wide oak
doars that open onto the sweeping entry hall, Beyond this foyer,
lie the flooded Kilchens (M4), in which the waterwrights managed
IO Cluse @ massive surge in waler pressure, bursting its many
pumps in order 1 stave off the fires that consumed much of this
portion of the structure, Other rooms, including the office (#5),
bedchambers (#8), bathrooms (#6), and the pleasant dayroom (#7)
have ill been abandoned now and stripped of all easily movable
goods and furnishings, Only fixiures such as some lamps, shelves,
cupbonrds, and the like remain,

NOTE: The upper floor is unsafe in many areas due 1o the

Sire and flooding, and hax completely collapsed over the

area shaded on the plan.

Rusoes

There has been much speculition over the cause of the fire,
i% thought that the blaze, which spread in the middle of the night,
probably strted inoong of the ground floor bedehambers off the
hall. A grate may have spilled burning embers onto a hearthrug or
o0l in the chimney, catching alight. Some wagging tongues have
suggested that it was a malicious act by a group of ex-Osgiliathan
witerwrights living in Wood-town, craftsmen who had been
refused eniry {nto the Anorian Fellowship.

Three people died in the fire, all elderly. About a dozen more
were seriously injured or suffered from the smoke and fumes, and
two sgill lie tended in the Houses of Healing.

10.5 FIFTH LEVEL

10.51 ERAGOL BOOKBINDER

NOTE: Lise the same fToor plan as Jerriad the Sharp' s in
10346,
Eragol Parmanil is a skilled amisan well known for his [ine
editions of many books. He lives in a narrow, two-story house on
the north sikde of the Fifth Level. Its gabled fromt cleverly carved
by Woodwrights 1o resemible a gigantic half open book Liin atop
the roof, the house isa warm, clever place. It incorporates Eragols
workshop and the lodgings for his apprentice scribes, which are
bisilt of finely grained old yellow limestone. Below the light and
airy decoruted window on the first flaor is one of Minas Anor's
masl fmaous graffick:
“Pedo abo dago
Ko mailo ghormi!”

which can be loosely transtied as:
“Speak, refiese 1o fight
Conjure friendvhip nor wrath!™

The mysterious engraving appesred during the Kin-strife when
seven supponers of exiled King Eldacar were hung in the city by
Castamir’s deputy Ciryvang. No one ever ¢laimed credit for the
deed, but afier the war was over the stone was framed with a black
marble border and preserved as a memorial to the soven Fellows
and the thousands of others who died for the King.
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LEADENHOUSE
Now partly ruined after a fire -
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Eragol is a bookhinder: he publishes books on all sons of
subjects. although he is perhaps best known for his historcal and
cubimiral ireatizes. His small shop (#2)is situated dowmnstairs at the
front of his house, wt the top of a notable stone outer stir (V1)
whose tresds and risers have marquetry-inset stars of obsidion,
supposedly 1o denote his ancestors” royal patronage.  Books are
gxpensive — typically involvng many man-hours of scribe-work
snd binding — and Eragol’s woods and/or leather-covered tomes
are no eaceplion,

The shop is manned by o clerk employed by the Herenyand
family, for they purchased the business from Emgol's father.
Eragol now has o handsome stipend and a freer hand 1o manage the
business without the responsibility of ownership. The clerk,
Leffwen, is of Northman stock, his grandparents coming from
Dorwinion. He enjovs meeting people he might sull call country-
i, although his manner is now very Gondorian.

Behind the shop are the living rooms, which include a dayroom/
dining room (#3), the kitchen, and the store (84). Eragol’s wife
Imisiel is nomitmally in charge here; however, she has a superb cook
and housekeeper called Cluith who is so good ot her job that Imisiel
is usually out following other pursuits. Unknown 1o any in her
family. these activities include membership of the Blood Ring.
{See Section B.51.)

Beyond a narrow covered passage ut the rear of the house (which
connects with an afley) is the bindery (#5). Hero are vanous
workbenches and frames with tools for cutting wood, stretching
andl tooling leather and engraving orembossing the covers. A large
rick holds notes on designs for particular customers, 0 thid exin
wolumes they order look similar on their library shelves. Exira
stock not placed on display in the shop is stored here,

The upper story of the house contains lodgings (#1) for Eragol s
rwo craftsmen, Parion and Malguen, who assist him in the bindery,
Dvior-Loss#, the scribe who oversees the apprentices, resides here
as well. Pamion is mamied and supports a small child, while
Malguen is old, widowed by the Plague, and has no children, An
attractive young and talented man, Dior-Lass# is openly courting
Erapol’s eldest duughter Mistria,

The upper floor also contains a bathroom (#2) and the family s
chambers. Mistria possesses a large and elegant bedrom (3],
which is appoinied with silk hangings and plessant rosewood and
mahogany furnitire, She owns a fine wardrobe of clothes and an
expensive collection of scents und cosmetics, but she rarely wears
any jewelry other than a braided pearl choker or bracelet.

Mex1 1o Mistria®s room is & bedchamber shared by her younger
sister and brother (#4), Erwien and Golddr. Erwien is sisteen and
hies a0 Terrific fondness for Dior-Lassé, becoming very spiteful
towards Mistrin on occasion, Her mother Imisiel is aware of this
passion but can do little sbout it except spoil Erwien in order 1o
distract her affections. Eragol's youngest child is Golddr, a
strapping youth of fourteen who disdains his father's profession
and wanis o become o warrior general. Dior-Lassé is hopeful that
with Goldér in the army, he can marry Mistrin and inherit Eragol’s
business one doy.

Eragol and Imisiel share the lovely front bedchamber (#5).
Decorated with golden yellow drapes and maple and sycamose
wood furnishings, it is splendidly appoimed. Sill, the scatiered
colored light that comes in through the decorted window lends the
ro<m appears an aftractive, cosy air. There are many valuables
here, for Eragol is well off and loves his wife well, dressing her in
fine things, especially the gold that complements her fixir hair and
complesion.
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Al the rear of the house is the scriptorium (#6), where Dior-
LassE oversees sis apprentice scribes who work at slanted desks,
copying out volumes by many noted and accomplished authors,
including Wilhnor, Gehdan, Féankon, Amsorand Soharad, Mistria
also labors here, as does Erwien (on rare occusions). Bath women
have amistic hands and help illusirate special books — tomes that
sell for at least twice the normal price. Dior-Lass# is responsibie
for keeping the ledgers and records of the business up bo date and
checking on the quality of work done by the apprentices under s
supervision. He can often be found dallying with his beloved here
while the apprentices are out at lunch!

Beside the door o the scripiorium is o wall ladder which leads
up through a trapdodar o the attic. The apprenices skeep al omne end
and the household stoff (Claith and a serving-boy ) al nestle the
edher, This anea also serves as a repository for stores of various
miterial used in househald el ndery work,

10.52 THE DIE-MAKERS'

NOTE: Lse the plan for The House of Mermorials fn 1032,
The Dic-makers’ has no second foor and noe wpper work
e,

The Die-makers are a branch of the Locksmiths' Fellowshipand
only naintain one estublishment in the city, Mevertheless, thels
waork is very imporiant, and they have to be highly trusted by all
high officials and powerful nobles in Minas Anor, since they ane
responsible for the manufsciure of seals and the coin samps used
in the Mint. Such items are extremely valahle amd must be kepl
well guarded so that forgerics and illicit duplicaies might not be
e

The Master of the Die-makers is Curnilam Thoron, His aun is
Eemernié, the wife of Trelos Erhir, Masier of the Mind of Mimas
Avporr, Curdlarm i &n ambliions man with only moderate wlent in
his chosen field, Using his family connections, inherited wealth,
and (when necessary' s a little applied pressure, he rose to whene he
is tmay. He never relied on his zlent as a craftsman amd would be
o seriows lnbility for the city, but for the fact that he delegnoes
autharity guite effectively, Cuonilam suffers from premoture
baldmness and 2 recurring skin disease on his hands and arms, so he
15 ofteEn s2en WEAMNE i ||:|-||g-h|::rl.-1,:|.| _|iu.,:kul il _H_|-|‘:|'-1.':-., 1-.lj.|_-|‘:[|'||.‘l
with matching hat, all of plush velvet. He rarely goes oul withoul
his chain of office. His invalid wifie, Aurien, suffers from both
obesity pnd her husband's scom and antipathy, and Cunilam hopes
she willdie soom so he cin mamy agun. OF course, such a marmage
wolld be for personal goin rather than fove.

Pr.ay

In the warkshops the die-mikers momfacture metal tools Tor
stamping designs, cutting shapes, and punching holes. These tools
are mostly used by amisans working in leather, paper, and soft
migtal godks (copper, o, bead #1c, ), although some ane also made
for woodwrights and stonewrights. Specinlty poods are oll made
in a walled-off srea of the workshop close (o the drawing office,
and they are kepl apant during manufaciure and stored in g special
safe in the Muster's office.

The living rooms for workers and the household are poorly
:|p-p|:]:n[|:n;l and meanlky furnithed, Comilam does not care Tor his
fellows very well and cheats them of maney, aid, and comfan
whenever he can,

10.53 RYND PERMAITH GWAIN

MOTE: The origingl hrary, the Rynd Permalth Tour (5,

“Oid Hailly of Books™ |, ix detaifed below in Section 140,54,

The Rynd Permaith (5. “Halls of Books™) wre one of Minas
Anor's greatest ireasures,  Beiween them, they hold nearly
525,000 books — together with innumerabie scrolls, notes, etched
iahbets, engravings, painted bark sirips, woven lexts from the East,
and other artifacts bearing wosds from every languape in Middle-
earth spoken where the Dinedain have penetrated.

i "f r'!'!!ri‘llu [
ll...l.l.u;_ 1

The Bynd Permaith Gwain (5. “Mew Halls of Books™) are
smalber and hold the overflow that has built up over the years,
Vilurmes come toithe Halls in various WIYE h'_n.'q.h.'llillﬂl.‘ll‘lli, a5 3 part
of property is seized by the Crown in law, and also through the
labar of a small trpop of scribes in the Eynd Thannoth, Sometirmes
wolurmes are bost through accidents, and the fingers of age which
corrupd with mokd, pests, and dusty dryness. Much of the librari-
nns" work here is concerned with the preéservalion and resiomation
of the oldest wmes, some of which pre over a thousand years old
(lbent rarely Tandlad)

Girousp Frook

The Mew Halls gre built according 1o the new Stonewright
trsbition, with blind colonnades, arches. mounded rooms, and
gently shoping roofs, Sitwated happaly pmong the nch archineciune
of the northern Fifth Level, the library is o fine exampie of modem
monurmenlal consifecinon It 1= i|_|||1|:'1.'||',‘_|:|l'|_'.l a A cobible mosaie in
russet, bluck, and twny yellow thil depicis an open book with the
Féanorian letters “r™ and “p” on either leal covers (he open area
ourside e mun enery
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A massive door of some dark, coarse-grained wood guards the
only entrance from the street,  Tight-fitting and studded with
dozens of square head iron nails, it is a formidable obstacle. At
night the door is double-locked with large, omase sisel ball
mechanisms that are both extremely hond {300 10 pick.

Beyond the door is an L-shaped comridor that is protected by a
low gate located about ten feet inside the building. Beside the gate
is the office (#1), a1 whose “'stable™ door sits a clerk to check on
people passing in and out of the Rynd. A number of desks for
librarians and sages clunter the chamber, a generally untidy place
filled with odd books tken from the shelves or awaiting allocation,
Books are scatiered all about, amidst half-<completed lists on half-
rodbed scrolls, boxes of wom-out quills, and empty inkpots.  Gil-
mecudor, the assistant head librarian, is in charge here, An aging

il passed-over sage, he maintains a special interest in the culiure
of the southern Mannish tribes influenced by the Mimendreans,
including the Haradrim and peoples of Umbar. He has greying hair
ared @ MyOPIE SLIne.

Beside the office wre stairs to the first oor and the Meeting Hal
(#2), where meals are served 1o the scholars and librarians during
the day and kectures are held in the evenimg. The kilchens, topether
with other living facilities, are housed in the building adjacent 1o
the Bymd and the two structures are joined by an imtermal connect-
ing door. Rows of benches fill the Mecting Hall. Amanged around
sepuraie lables during the day, they ire used as spectators’ seating
in the evening hours. Then, the iables pre pushed together ot the
reend end and covered o form a platform for the speaker or
demonstrator in the lecture.

P e s ey
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Most of the floor is eccupied by shelving in great, tiered, 127wl
racks, a1l crammed with books. Locked doors protect some of the
shelves. forming repositories for the more precious editions in the
Rynd's possession. The main area of this book chamber (#3)
conlains eight narmow passages, each flanked with 42" long shelves
What they cannot hold is housed on the wdditionnl shelves located
beside the Meeting Hall,

The Rynd Permaith Gwain holds texis dealing with only certain
subjects. namely MNatural Hisiory and the Sciences, Arts anc
Crafisand Other Manmish Cultures, Books relating o Custons,
Diress, Beliefs, Liternture, e1c. are kept here organized in a manner
known only 1o the librarians. There are some 15,0060 books on the
ground floor alone, covering both the practical and artistic aspects
of the subjects

A row of six gquict reading rooms (#3 ) runs along one side of the
racks, These nooks sccommodate scholars and sages, wiho come
1o the library to study in peace and gquiet. Simply appointed with
wooden chairs and desks, they are cheaned every night and wsed in
accordance with prior arrangements or, &5 is e case for three of
the bootha, on a first-come firs-serve hasis,

The clerk in the office sells stationery 1o those that need it. These
tools — jtems such as quills, ink and parchment — are stored in
store rooms (#4), along with the cleaning materials and other
supplies used by the library siaff.

Inorder to safepunrd the books, none of the windows in the Rynd
open. Smaoking and candles are nod permitted for the same reason,
fior fire is an even greater threat than thefl, Accondingly, the glass
of the windows and the lnmps that light the Halls, is especially thick
and hard to hreak. .

Fust Froor

The first floor is very simple in plan: bookshelves march up and
doan the room like on the Moor below. A baklcony (86 loeks down
on the Meeting Hall at the front of the Rynd, its arcaded pillars
sculpted from lustrous palished marble.  Edged by o low balus-
tricle and arch supports of pale stone, the balcony extends outside
into a walkway overlooking Rath Fledhain.

A pair of desks (87 ) are wicked within the maze of the shelving.
Manned by clerks responsible for the cataloging and munienance
of the books an the first Mloor, records for about 20,000 works are
pdministered here. Both clerks are dull, middie-aged men with an
appearance as leathern and dusty as the books about them.

A secret stair (#8) connecting the first and groand Mooes is
conceabed within the wall gt the rear comer of the chamber,

Urrer FLook

The upper floor i crucifoem and has rensverse bookshelves
holding a further 15000 or so volumes, Three offices (#9),
including that of the head librarian Cimrion, occupy the front end
of the building, Cimrion works directly under the Masier of the
Rynd Permaith, whio resides in the Bymd Permith Taur. A vigorous
Diinadan with hawikish nose and smooth, umlined face, be isa very
fast reader and scribe. His brilliant mind offords him an enormaous
memory and facility for immedinte recall of facts and figures. He
is 4 very competent sdministrator who reads voraciously. inspires
one half of his staff, and instlls deead n the other hall — who
would rather fake things a great deal more easily. Much of
Cimrion’s energy comes from his dread Tear of death, for he wishes
tov i s mvch s possibbe before his time in Middle-earth ends. He
is in his miid-fifties and fit os ever, having passed through two bouts
of the Plague with no ill effects. His office is neat and tdy,
although he has eventually given up trying to persuade his under-
lings dewnsiairs to emulate him in this. He has fourieen locked,
Noor-to-ceiling cabinets thit contain all manmer of precious mumnu-
scripts. His desk is inloid with ivory and mother-of-pear] and has
i solid silver inkstand, quill holder, ruler, and silver gilt lectern,

Theather two offices are shared by other subosdinaes whi keep
catalogs and records of the borrowers (although not thal many
books are lent out). They muintain subject indices and compala-
tions on the author, tile, and year of writing (or acquisition when
unknown) of every work, and their special numbening system
enohles them to bocate any given book's position in the library.

Anciher aren Tor reading (#1000, which contains benches and
three long tbles, oocupies the rear of the upper Tloor.

10.54 RYND PERMAITH IAUR

The Okl Halls of Books are old indeed, being of the inligus st
and wood prchitecture now lmost extnet in the city. The Halls
butt onto the base of the will berween the southem sections of the
fifth and sixth levels and fan out m a great arc. The magnificent
high vaulting of the Halls is nearly unbelieveable, so lofty are the
timber baulk pillars and spreading cross rees which hold the
rafters and rood, The Front Hall and the Rear Holl comprise the two
frEin sections fo the Bynd,

Eram Har

The Rear Hall (A} is trapezokdil in hape and enclosed within a
wood-pane] screen wall (#1). A passageway (81) runs betweesn
thils and the exterion wall of the Rynd. At the back of the Rear Hall
is a Reoding Boom (83 ) appointed with long tables and many seats
for sages 1o come and peruse tomes of (heir choice. This area is
weell lit; the back wall contains reference volumes in comimdan use
{such as dictionaries, herbals and histories), Even hene, at the
lowest height of the ceiling, the racks tower pweniy-five feel above
the floar.

Bymbol of the College of the Spoken Word
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THE GREAT SHELYES

“Ler me explain,” says the Master of Rynd Permaith,
Verylen Mgoldath,

“The primary reguisite of our assistants here is that they be
hright and able to read, in bath the Féanorian seript and the
Angerthas, But they must also be fphe and agile. When we
have so many valuale books, stering them (3 @ real profdem,
Our shelves reach up fo forre-five feet high!  The wood (s
reinforced with an iron frame and cross-strues prevent them
from falling over. Hooks and plagforms project from the
shelves, as vou can see”

He points o a place in the darkness way above your head,
outside the light of his lamp. Suddenly there is a rustle and a
light appears, illuminating a small form hanging precariously
ovier the edge of 4 minialure balcony, barely a foot deep and
twio wide,

“That' s Bethiel, She has a pole and o rope ladder, as you
can see. Now, with the pole, she can ook the ladder above any
shelf she needs. There™

The little figure has reached out vwith i pole some five feet
long and the ladder hangs looped between her plinth and the
shell.

"New all she has to do iy o work her way along the shelf
edge — like thar — and then drop down the lodder, There,
she’ s gt the voliome [ need, so she piis it in the book-pet, clips
it terber line, and can lower it down fo us. Andd here itis? Then
ahe fuest hax o hook the lower erd of the Tadder 1o the shelf,
release the fop with her pole, and she can drop down guickly
aridd sefely fo the [foor.”

The smiling girl with her bob of brown hair 15 soon beside
you with her pole, rolled ladder, coiled line and the net
refurned 1o her, She adopts o serious face and nods to the
Master, who pats her and fishes a white cake [nom his pocker
“Thank you, Grandfather!" she laughs, then skips off,
munching happily.

The feat of organisation and engineerimg which the Evnd
represents is truly staggering. An individual shelf rack in the Rear
Hall is perhaps 30 long with twenty tiers: that’s over three and o
half thousand books. OF course, some are larger! When the New
Halls were being built, it was decided not to attempt anything so
ambitious again. "Te tell you the truth,” the Master states slowly,
" don't know {f there' s anyone left with the skill to do it."

Verylen, the Master of Bynd Permaith, is a very genial, schol-
arly Dunadan of advancing years, still hale and hearty. He
habitually dresses in rich purple or royal blee and enjovs his job
immensely. Verylen manages to infect aimost all of his visitors, be
they roval or rural, with his enthusiasm for his half-million
churges. It is almost as though he could name every one, Mot all
the books are rucked, even: many are simply stored in crates in the
Rynd’s cellars.

MNOTE: A siiperh Sage, Vervien is the Masier of the Sages”

Fellowship. He ix learned in certain branches of magic,

alrthough not a member of any magical order. Hiv magical

Ring of Warding adds +25 to the wearer's DE and all hiy

RRs. It also confers an added SOPP for the casting of all

Extence Ways amd Spell Wavr spells (1o 10th level).

Fuost Haii

The Front Hall (B) is divided ino two grea sweeping arcs by the
forty-foot wide entry chamber (#4). A mosaic tribute to the city’s
I'nund:lng Prince, Andrion, covers the floor of the circular foyer.
The floor's shining white marble is polished 1o reflect the light
from a vast chandelier suspended benesth o painied dome. A
senbor Sage who greets visitors to the Rynd Permaith laur sis
behind the semicircular desk that is situated below the chandelier,
This duty is ofien undertaken by Yerylen who, in his boundless
enthusiasm, invariably takes any group of visitors on a guided tour
of the ageless library,

Twin staircases (#5) flank the foyer and ascend 1o an overhang-
ing mezzaning balcony which is supporied by slender, white-
painted columns, The fover is enclosed by walls of wood and
plaster, also painted o brilliant white. Beyond the fover, in the two
sections of the Front Hall, are seemingly endless rows of books,
Here stands one of Gondor’s finest reasures.

Although these chambers have higher ceilings than those in the
Rear Hall, theirs shelves ure the same height. Passages (6] lead
off the fover and connect with those of the Rear Hall (see #1). The
aisles between the main shelves (#7) are not always easily acces-
sible as the irom struls supporting the (wowerng bookshelves criss-
cross diagonally o provide maximum stabilivy,

SUnECTS

The Rynd Permaith Luur has hundreds of thousands of books, but
some subjects have been removed o the New Halls, heaving
groupings such as History of the Ddinedain, Elvish Literature and
Hastory, Poetry and Lays, Muogic and the Esoteric Sciences, Geog-
raphy and Travel, Religious Tracts and the Words of the Valar,
Langoages of Middle-carth, and many, many mare. The ends of
the shelves in the Front Hall are carved with a depaction (often very
loose) of the subject matter covered on that shell. Some are hard
o discern, owing to their age and the ignorance of the woodwrights
wh carved them,

Around the walls are shelves of easily-accessible index books,
cotalogs, and common reference works (#8). Eipht offices (#9)
ling the rear walls nedr the cormidors linking the Front and Rear
Halls, They are shared by the sages who are retained here full time
ling . The forty-five assistants who work all day fetching and
returning books live in a nearby lodging bouse. All are aged 14-
34, a mixiure of men and women, many of whom go on o become

S3ECE,

There iz an upper level 1o the Front Hall, where the most valuable
books on public display line are housed. Access to this area is
usually very restricked, which is a simple mafier since the staircases
in the foyver provide the only way up. Formed by the suspended
mezranine balcony (#10) that sits atop the foyer's wall and the
gillery around the Front Hall®s own wall, this upper structure is
entirely wooden and very handsome — all dark and curlicued with
swirling designs, The gallery overlooks the uppermaost tiers of the
hookshelves and the hanging lights which illuminate the whaole
aren. Lit all day and all night by gaslights, it is 4 umeless place
wilhout windows. Mo sunlight reaches through the hlind double
arcade with which the Rynd is fronted; nor are there any skylights
in the roof, since they might leak and ruin the precious tomes
beemest.
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Fellowships® Hall is looked after by members of the Porters and
Doorwardens Fellowship, 10 s normally locked, the keys being
kept in the nearby gatchouse connecting the fifth and sixth levels.
These keys and locks were specially designed by the Locksmiths,
The locks are Sheer Folly (500 to pick and Hard (- 10F 0 open, even
with the keys (assuming the cormect procedure is not known .

10.56 HOUSE OF TAPESTRIES

Dorelas’s House of Tapestries fronts onto one of ihe more
picturesque sguares in Minas Anor; Pheig Araneir (5, “Place of
Beauwy™), The bulkdings surrounding the sguare are mostly low
and elegantly proportioned, it affords stunning views across the
Pelennor and the whole is set off by the il spire of Rambarad
Hallathéd, (See Section 9.33.)

Dwring the day, the square is full of bustling. if refined, mer-
chants and traders plying their costly goods, Tt is the city's most
exclusive market place, where the finest bakers sell delicate
pastries alongside weivers vending brocades and silks, The wares
here include all manner of ihings for the idle rich: from parmals (o
portraits, and from plaits of golden wire to pies of shark sieak.

Dorelas is Master of the Clothwrights® Fellowship. His House
is the most prestigious of all cloth manufactories, although not the
largest. He employs several dozen people as weavers, twilors, and
statchers, including some members of the Embrokderers” Fellow-
ship.

The House of Tapesirses sits just a linle back from its neighbors,
An arcade (#1), however, projects forward, providing a sheltered
aren (most ofien sheltering visitors from the sun, rsther than the
riin) where prospective buyers can gaze at fabrics and designs, A
short flight of steps (82) leads wup to the wide-open interior of the
shop. The frond is set aside as abazaar-like display area (83, where
the finest workers can be seen sewing and weaving at beautiful
tapestries or cloth-of-gold. Behind this are two work areas (i)
where other employees make garments, linen goods, amd banners,
Each has their own personal wooden chest full of needles, threads,
(rames, Chilk, vipe, brocades, and other clothwrights" paraphernis-
lia, They also have other aids, such as tables, upright frames,
dummies, and the like,

Many of the workers live in the House, At the rear of the
workshop is an office (#5) where Dorelas keeps accounts with the
help of & scribe, a kindly middbe-azped woman named Tessilin,
Dorelas keeps the strongbox for his daily wkings and expensive
materials in a nook beneath the office window, This small
repository houses ihe real gold, silver, and precious stones used in
the manufacture of Howuse's maost elaborbe pnd luxorious items.

The ground Moor also contains day and living rooms for the siaff,
including adining room, o kitchen, and a bathroom, The household
staff ore under the charge of Mirabeth, o stern Cook with a
wenkness for alcohol. She has thick hlack hair and an annovingly
screechy voice, and wears ruther voluminows white clothes at all
times. Unfortunately, Mirabeth does not geton well with Torredel,
being ignorantly suspicious of her Elvish nature.

At the rear of the House is o vard (§6), A ramp leads down from
the workshop to this cleanly-swept area where, on fine days, some
workers toke their diay's work oulside 1o be in the sun and air. A
traspdoor in the base of wall an one side of the yand leads down some
stairs (under the stairs inside the house going wp to the Tirst floor)
to a cellar that sccommediies three storige areis,

The smallest stornee orea is & partitioned-ofT room with a locked
daoar (very hand, =20, 10 open) where Dorelas keeps personal and
precious items. This hoard includes his predecessor’s accounis,
patterns and designs of work, expensive materials, some antique
paintings he has collecied and also, most surprisingly, a small
collection of books relating to certain aspects of Elvish culture
(specifically their mental characteristics and behavior and their
religious belieis),

Dorelas’s father fancied himsell as a bit of a mystic and even
thought he had some strong trace of Elven blood, Under his
influence, Dorelas sought out a wife from Dol Amroth in the hope
that she would have even more Elven blood, and he is now trying
1o raise his young son and daughter in what he hopes is an Elvish
manner. The ciher storige aneas contain materials for working and
household supplies.

Urree FLooss

The first floor of the House resembles a typical lodging house,
with many { 1 3) bedchambers and two bathrooms. There is also a
twio-roam suite (87) that is occupied by Dorelas wogether, his wife
Torredel, and his children Edolion and Mellas. Their room is
summpducusly fumished, and many of the fems are of Elvish
muanufaciure from Edhellond asd Lindon,

A panel concealing o safe is secreted behind Torredel’s wand-
robe. It hos no key bul a special lock, which is Extremely hard (-
30 1o pick.

NOTE: In the safe are sixitemy of Gondorian fewelry {each

werrth - 10 gp ), an Elf-make brooch worth about H gp, and

a magic efoak woven by Dorelas himself. The cloak adds T 1 -

20 pointy fo the wearer' s Appearanoe Sl

The largest room on this floor is & nursery dormitory (#8). This
chomber is home to the House"s fifisen voungsiers, who share beds
in o brightly=decormied reom. Two Young nurses, amractive sisters
andd relmives of Tormedel, also reside here,

A spacious nitic with three dormer windows i situated above The
first Mor. The windows provide light and air Tor the apgrentices”
dormitory, the only attic chamber. This room can be reached by
twer Indders from the Moor below, The apprentices have few
possessions; but at least they all get a bed and decent clothing —
even if they have to muke the loter themselves, as their Tirst joh!

10.6 SIXTH LEVEL
10.61 HOUSES OF HEALING

O all the notable sites in Mines Anor, the most famous is surely
the Houses of Healing, N5 reputation his spread Tar and wide,
throughout the kingdom of Gondor and beyond, Occupying nearly
half the wrea of the south side of the Siath Level of the city, it is huge
comples blessed with the only extensive gardens within the seven
witlls. These well-watered plots are desp with impserted soll and
manured every year, and they form a placid setting for recupera-
tio.

The Houses are built from a creamy limestone with large blocks
and well-mortared joints, Many siructures occupy the vards, but
the three main sections join af the center of the girdens. Two af the
wings e north of the Rant Athegilion, while the third, and most
exclusive, sits o the south. All three sections ane two stones high,

The other buildings that comprise the rest of Houses are scal-
tered around st either end of the gardens, Each is somewhat distinct
and is surrounded by its own beautiful lawns, hedges, and ganden-
el
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M Hovse

The Moin House (#1) has a large double-door entrance. The
doors are of massive oak, carved with a border of wild herbs. There
are no steps io hamper the unwell and the doors most often stand
open, exce lae at might. Inside is a black and white tiled floor and
wood panelling, with alooves housing vases of sweet-smelling
Mowers. A long, low table stands at the Fir end of the entry hall,
where 4 number of atendants sit on duty

The Healers are an almost religions group, following their
chosen calling with a devotion akin 1o clerics. Indeed, their most
effective ool in the fight against mortality is prayer and supplica-
tion. The artendants wear white robes, so that they might preserve
therr cleanlingss more easily, Equal numbers of men and women
serve here, welcoming anyone appearing in the entrance hall (#a)
and offering help and sdvice. Healers happily vendure out from the
House 1o visit those oo sick or badly hurt 1o come o them,

Long wings (#b and #c) angle away from the street and toward
the Seventh Level on either side of the entrance hall. Kichens and
storerooms occupy the rear portion of the central wing (#d), just
beyond the end of the entrance hall, where a stairand Tift (o the firsg
Moor are situated. The 1if i= operated from one of the storerooms

The west wing (#b) is named the Wards of Sicknesses, the cast
wing () the Wards of Injuries. However, these names are often
ignored, for during plagues nearly all the beds in both wings were
filled with *sick” wictims, Oneach floor of each wing are two long
wirds, divided by a small area composed of three rooms: a rest area
for the attendants, a bath chamber, and a roem for the preparation
of compounds and remedies for those requiring treatment. Rows
of beds run along each wall in each ward, forming a dormitory with
encugh space for the attendanis to get (o each bed. Al the end of
e wimg thene 15 a door outand a stair providing access 1o the other
floor,

Mfices for the Warden and the other Wise Men and Wise
Women are located on the first floor, above the entrance hall, The
Wise serve as consuliants about various patients who require maore
than simple nursing or medication and their ofTices are siuffed with
hooks and odd bits of equipment and generally include a well-
stocked laboratory,  Their myriad volumes encompass learned
discourses on anatomy and physiology (even one or fwo dealing
with Elven and Dwarven mces), as well as on diseases, ailmenis,
and conditions of every sort. Other works cover medications,
preparations, potions, herbs, and magical substances which may
heal and preserve, logether with studies of the secrei aris of
miystcal healing known only 10 those initisted in the wiys of
Channelling,

The offices wre in part built out on an overpass (#2), crossing
Henler's Way, A wide corridor, richly decorated with painted
friezes and set with fresh flowers every day, leads from the lift io
the southerly wing of the Houses (#3). No more than four beds
crowd a given room in ithese wards, and there are many rooms
divided off for the sole use of a single person, This wing is reserved
for putients of noble birth or rich fumily, soexpenenced allendanis
provide the very best care, There are numerous sone rooms,
preparation rooms and day rooms dotted about in this wing, which
also has doors (wsually kept locked ) opening onto the street,

The Main House is surrounded by excellently kept gardens (#g ).
These are, for the most part, pleasant lawns dotted with shrubs and
some flower beds, To offer patients some privacy from the busy
roadway a beautiful arcade (#e) walls the garden. Built on square-
bused pillars, the arches are sculpled from grocelully inbertwined
loops of stone, A hedge grows about the base.

The finest garden is situated betwesn the south wing and the wall
(#). Here there are azaleas and juniper bushes, banks of chamo-
mile mnd cowslip and nasturtium, charming carved wooden seals,
stone ums planted with delicate flowers and miniature oranges,
and stone-flagged paths overlooking the southern city and lands
beyond. [is views stretch across the Anduin to Ithilien and on a fine
day are indeed breathtaking.

Ovrew ButLmises

The other buildings of the Houses of Healing are less imposing.
East of the Main House, ncross & narmow wiy, lies a grassy sward
set round with trées on three sides: tall, stately, aromatic pines 1o
give greenness all year, Upon this sward is a lirpe square building
with a dome (#4) of blue mosaic. This is a spring pool, where
special waters well up and are heated, so that patients and victims
ol vorious hurts might bathe and take the waters for their beneficial
effects. The pool s handsomely decorated with wnguoise and
green mosaic, its heating fires conveniently hidden away in cellars.

Close by the spring pool ure four nursing houses (#5) whens
elderly or infirm patients are personally iended. Each house
harbors some six patients (if full) and two attendants. Families and
Fellowships donate fair sums 1o keep elderly people here in gusel
seclusion and excellent care,

At the other end of the Houses is a collection of buildings put 1o
virious wses, Many of these are homes of the atendants and
Healers who work in the houses (#6). They are typical small
lodging houses, although all are finked by covered ways and
overhesd fool passiges intoa small warren of dwellings. There are
nlso numerous extensions and rooms converted into herbariwms
and laboratories and the like, Some are very strange, with half-
dissected animals pinned out on boards and bubbling crucibles and
stills producing all sons of wonderful decoctions and infusions.
Dihers are more like tiny, cramped libraries hung with bunches of
drying herbs and flowers.

Apart from these is o more somber bullding, a hospice (8T) for
incurable invalids and those who are doomeed to die. Although the
Healers dre knowledgeable and dedicated, they cannot cune all ills
nofs every injury, Those unformenats enough come here during their
last days or weeks seeking peace ond contentment. For those the
Houses fail, there is the Porter's House (#8) set just off the main
streel. The members of the Porters” Fellowship who make cofTins
and act as underinkers reside here,

The Sweer Garden (#9) surroumds these western buildings,
Mostly comprised of beds plunted and carefully tended by herbal-
ist-Healers, all of the gardens are meticulously situnted for wormth
and sunlight. They are sheliered or exposed as necessary, on wet
or dry ground, acid or lime soils, and treated with specinl com-
perinds. Just about any useful herb can be found here in s mos
flourishing cultivated form.

The Warden of the Houses of Healing is Doreom the Skilled,
who s also Master-General of the Healers" Fellowship, His
Deputy, Malegom, also works here and has charge of the hospice.
Known in his yvounger days as a phenomenal surgeon, Doreorn is
# white-haired old man known for his penchant for surgical and
magical skills and his relative disdain for herbal and homeopathic
remedies; thus, he gives linde attention o the later side of the
House's operation. The more subile practices are entrusted o
Imarial, s matronly Healer who commands fierwider support from
the lower ranking atendants. Inwaes she who wioned Emeblduin, the
King's new Physician (see 12,12}, and it is likely that Doreomn’s
mantle will one day fall upon her shoulders — all that stands in the
way are a few stalwart supporters of Doreorn’s fovorite Malegomn,
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10.62 TERIMBREL THE RATTER

A stmunge (actually unbqued ocoupation s Termbrel*s: he s
Minns Anor’srater. Assuch, he occupies anequally unique house
and u unigue position in Anorien folk history,

Sothe story goes (and itcan be heard many tmes in a singhe visil
i the city), back in the days of Ciryandil there was a dispute
beiween Conclave and the Waterwrights® Fellowship, so that all
the senior Fellows, and many of their journeymen and apprentices,
left the city, The Sluicemaster, il is sabd, was slighted by the wife
of the Prince-President and a long-hebd grudge aggravated the
situation. Whatever the ciuse, the effects were soon felt by Minas
Anor's citizens — from the lowliest worker o the Prince-President
himself, up on Citadel Rock. With no one to man the sluices and
operate the city”s complex system of water basins and discharge
pipes, effluent soon backed up. Filth poured oul ont the stre@s
and the fresh waer supply became so unreliable tha people dured
mot use it o wash the muck from their door, lest they werne left with
mone to drink. And what was the point, when more would flood
down Trom the higher levels in an hour or tea?

Typleal Market Hail

With the dirt and sewage came something worse, however.
Minas Anor, built on solid rock and with its wonderful plumbing,
wlways held itsell above other ciues, for i1 bad no rats. There was
nowhere for the vermin to hide or breed or feed, pnd the few that
managed to smuggle themselves in with o cortload of grain or
cabbuges were soun discovenad amd killed or starved, Then, as if
from nowhere, rals appeared, They thrived on the rodting rubbish
and decaying filth that littered the strects, piling up in gutlers and
against walls, Swarms would occupy cellors and basements,
scurrying out of night fo scavenge what they could and even
occasionally anacking lone people or biting children at play.

Conclave decided something had tw be done, but the Prince-
President was ruled by his waspish wife and would not invite the
Waterwrights back to wash the city clean. Many doubted they
could accomplish the task, anyway, so few lobbied for their return.
I the midst of this despair, a stranger come 1o the city, whe stopped
at the Keylodge and spoke with the Warden, He asked to be taken
o Conclave, saying that he could help them with their problem.

The Prince-President hurriedly summoned Conclave and in-
vited the stranger 1o address them. He was a mall, wiry fellow,
dressed in russet-brown garh, with a long cloak which he would not
remove. He introduced himsell as Als-afur-Liistan and spoke with
athick Morthman accent, refusing 1o reveal his Face, which he kept
idden in the darkness of his hood, since e was, he said, hideous
o behold. The visitor stated that he could help the wise men of the
city, who were afflicted with a plague of rims. Als-afur-Laisian
produced a small Iyre and said thar when be plaved it, the rms
would follow him and beave the city, When the city’s masiers
taughed, and the wife of the Prince-President loughed loudest, Als-
ufar-Laiston kept plaving, wilking around the Chamber and out of
the door. Within a minute he retumed, and behind him was a line
of twelve rats. Then Conclave stopped laughing and the Warden
of the Keys asked him what payment he would reguire for s
services, which were, i appeared. most useful.

Als-afur-Laistan tumed to the Prince-President and said that he
would like a house on the highest level of the city and a hundred
thousand erenion or gold crowns. All the wise meén gaped al his
effrontery, and the wife of the Prince-President stamped her foot
indignantly. But Als-afar-Laistan stood firm and declared that
such was his price, and they could take it or leave il. The Warden
escoried Als-nfar-Laistan from the Chamber and let Conclave
detate the matter. Amidse an cutpouring of hasty words, the wife
of the Prince-President cried out against the man's outrageous
demands; bul eventually the voles of the Fellowships, for once
thinking of their suffering members, won the day and Als-afar-
Laistan was instructed that the city would purchase his services for
the fee he prescribed. The Prince-President then stood up (at his
wife's urging) and, glowering mightily at Als-afar-Laistan, iold
the strange lutist that if 2 single rat remained in the city his fee
wioubd be forfeit,

Als-afar-Laistan merely bowed and thanked the persons as-
sembled, mentioning 1o the Warden that he would be back on the
morrow toeollect his fiee. Then he made his way to the highes) gate
of the city, where the Lamplighters assembled. Following them
when they set off, Als-afar-Laisian strummed his yre in o dainty
mebody and swarming shadows gothered behind him in the new
ponls of light. The sounds of the scralching of tiny claws on the
cobbles and the pitter-patter of & hundred thousand paws upon the
stones cut clearly through the air, for none of the rts squeaked or
squealed. All were silent, intent on the dancing notes that hung in
the dark night.

Eventually, the lamplighters reached the Keylodge and hurried
inside, while Als-afar-Laisten marched on through the Great Gane;
and all through the ciry, the people marvelled at theiremply cellars,
abandoned basements and uninfesied storoeis. The mis had even
cleaned up almaost all the filth as they depanted, as il hungry forone
last meal. From every window and under every doeor they had
Jumiped and squeessd and poured in their teeming multitudes.
Mow all was quiet and not a single rat was left

That evening the Prince-Preswdent gol no sleep. Mot only was he
worried ahoul hiaving o pay Als-afar-Laistan, buthis wife continu-
ally berated him, nagging him about his incompetence.  After-
wards, she stormed off and summoned her most trusted servant.

The next day Conclave met again, and again Als-afar-Laistun
came before them, this time procluming that he hod cleared the
city of rats, The members sal stony [aced, for they knew it was true.
Each of them had been busy since sunnse, searching cvery nook
and cranny and asking everywhere they went il anyone hod seen a
ral since the previous night. Bul nowhere was there a ral o be
found. They would have 1o pay Al-afar-Laistan his fee. Just then
there was a peculiar sound, and everyone wrned to look ot the fiery
wife of the Prince-President. Shrieking. she jumped up on her
chair and silenced the assembly, Around the omate table she
shared with her hushand came a litthe snout and then & hairy body.
All the members gasped with reliel while the Prince-President
thundered for his guards w come and carry off both rat and rafier.
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TERIMEBREL THE RATTER

TERIMBREL'S HOUSE

Before they could lay a hand on either, Als-afar-Laiston hsd
produced his Ivre and started playing, a difTerent air this time. The
guards stopped and stared at the ceiling, suddenly calmed like
ships with the wind outof their sails, Inwas atthis moment that the
culprit pppearad. As il calling, the song magically summaoned the
servant of the Prince-President’s wife from her iding place behind
i twpestry, Clutching a small leather bag, she danced out before
Conclave while Als-afar-Laisian playved on, She scooped up the rat
iurid peorprped o it heer bitg, drasiang s stning tightly so the raf could
nod escape. Then, the wife of the Prince-President gotdown from
her chair, took the bag, pirovetied, and followed Als-afar-Laistan
from the chamber. She danced all throwgh the city with her roden
partner, oul of the Grent Ciale, and was never sean again

Als-afur-Laistan returned the following day, None dased 1o lay
o hand upon him, In the Chamber of Conclave there wene twenty
suc ks, ench with five thousand gold crowns, and the Master Mason
ready with a cluich of drawings detailing the plan for a new house,
The Prince-President was downcast, but ot least had slept well the
night before. Als-afar-Laistan declured, with o chuckle, that he
was stire there wene no moee rts of any sort in the city. However,
he had tost all inclination o sy, Als-afar-Laiston wrmed 1o the
Prince: President and asked him to summon the servont. When he
appeared, Als-afar-Laistan asked that the servant accept his fee
instead — on condition that he ook up rat-catching as his occupa-
tion, for which he was 1o be granted the house, and that he spent
none of the money on himsell. Relieved, the Conclave readily
apresd.

Adter that day, nothing maore was heard of the stranger from the
North. Some claim he was a magician, others an agent of the Dark
Lo webw b reebee e, oakhiers that it was the wizard Radagast the
Brown in disguise. But his kegacy has remained, and the Ratier's
Hiuse stands on the Siath Level of the city

The ratters through the centuries have been good, honest men
every ong, enjoying weilth few can match, and they are alvways
ready to help out the needy, poor, snd desperate, Whoever Als-
afar-Laistan might have beéen, the common folk of Minas Anor
regard him as o saint and their benefactor.

Tug Huouse

Terimbrel’s House is the self-same house mentioned in the
story, that bukll it the behest of Als-afar-Laistan. [1is a somewhat
peculiar shape, since the servant who became Minas Anor's first
ratter hod little ides of practical architecture, Bul the Moster
bluson tried hard to build according to his desires,

O the grownd Moor is 8 lorge square room Manked o owo sides
by an arcaded cloister (#1 ), which is paimted a dull cream. Two
burred, double windows face the street. The entrance (82) is a
sturdy wooden door with bands of iren that opens onto 8 plain
unadormed corridor leading to a staircase. There is also o plain
door, the base of which is plated with on and much scratched,
Behind it are Terimbrel’s kennels (#3), where he keeps some
twenly lerriers, small dogs with short sery hair suitable for irack-
ing down rots and catching them. They have sharp claws, sharp
leeth, and o sharp sense of smell to belp them. Seldom cleaned,
their den is smelly, although the dogs are well-looked afier hy
Terimbrel, us such things go. There 15 a trapdoor in the low ceiling
of the kennels through which they are casily fed each evening,

O the first floor there are two large rooms opening off the
cormidor which also has more stwirs wp, Onone side is Terimbrel's
workroom (#4) and kitchen (#5), These dayromms are wherne he
spends much time when not at work chosing vermin. They share
a firepluce-cum-hearth for warmih, In the workroom, Terimbrel
repuirs his mets, |esds, collurs, poles, snures, tmps and other
|!|.ﬂﬂl|il:|‘!l'l!u1|::| ansoeiatod with h1-u||:1g\ anicl nther fapects l;hl'mllmg
[n the kitchen wre o tble and chairs and cuphoards for food stores.
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Oipposite is his office (#6) and siore (77}, The office is untidy,
with a battered old desk and scrawled journals with entries by the
past two humdred years® worth of mters. Few were particularly
litcrate. The storeroom is even worse, its shelves piled with obd
Junk of every sort. There is literally nothing of value in the room.
Excepl... a secrel door lies hidden behind some shelves, Part of the
storerpom and office form a tiny secret room where Terimbrel's
true identity becomes better appreciated, for he is a member of the
Blood Ring and the master of the fortune left to the first ratter by
Als-afar-Laistan. The forune, reéal ruther than fabulous, was
carefully invested by the servant and hs seccessors and now
resides here in pan, exchanged into the most valuable of goods and
handled in the most surreptitious manner, so that none might guess
at ins size. Tens of thousands of gold crowns have been given away
by the ratters over the years, vet this hoard includes the 5,000 gold
pieces worth of jeweled and magical items housed here and another
10,000 gp stored in Terimbrel’s other secret caches. Terimbrel’s
magical books and iomes complete the magnificent reasure,
whi:rh is well protected against chance discovery by some lucky
thaef.

TRAP: The secret chamber is absurd {-70) to perceive and

&8 puarded by a lethal wall trap, 1is mechanism i extremely

hard {-30) to unlock and any fallure o successfully bypass

the lock will unleash a spring-driven wall panel that comes
onl of the rear af the opposing shelf sechiow, Amyoune wirthin

5" of thve trap musy make o focdfardy (=500 manenver or they

will be victims receive a + 75 FalllCrush atrack as the sprung

panel seals the secret door,

On the second Toor 5 Terimbrel’s large and once-spacious
bedchamber (#8). Cluttered and dimy and umidy, the room has a
somewhat offensive aromn. Numerous old, grimy suits are
crammed into the wall cupboards, along with a few once-hand-
some furnishings. A winding stair ascends 1o the pecgola (011}, a
tiny loodoout upan the city a story taller than its neighbors,

A spure bedchamber (#49) wlso occupies the second floar. Ter-
imbrel occasionally takes in paying guests, as much (o keep up the
appeamunce of poverty as anything, bai they seldom sy long.
Even Terimbrel suffers from a few odorous problems, in keeping
wilh the rest of his lodgings, Only the tiny, apparently little used,
bath chamber (#10}, remains tady.

10.63 CHAMBER OF CONCLAVE

Conclave: Minas Anor's great ruling council, a body second
only to the King's Court itself in power and prestige. Conclave:
from an<ient words meaning *with a key.” Each member bears a
key as symbol of authority and presents il upon entering. Is it just
coincidence that the magnificent Chamber of Conclave resembles
in shape a massive key-hole?

In fact the Chamber of Conclove serves adual purpose. Notonly
1% it the weekly meeting place of the Council, but itis also the daly
wark place of two score scribes who busily handle the most
important aspects of city administration — from payments to the
Waterwrighis to applications for citizenship filed by flecing refu-
Bees.

The Chamber is o toll and imposing building dominating the
Moble Saltire, a great square on the north skde of the Sixth Level.
Surmounding it are residences of noble and powerfol families.
Immediately belore and flanking the building are intriguing pave-
ments (#1) formed from round white stopes set into red maonar.
The stones wre said to have come from the beaches of Pelargir while
the mortar 15 supposed o be ¢rushed coral, Whatever the ruth of
the matier, the pavement splendidly sefs off the whie stone
columns of the building, each opped with a capital of reddish or
dull pink alabaster. Two bands of the colored stone encircle the
rivtunda, w5 the Chamber proper is known (sce #9 below).

The only entrunce 10 the Chamber is under a projecting porico
{#2) at the top of a sei of three broad steps. The topmaost siep is
paved with dark red marble with gold-leaf edging. Here, two
massive double doors Mank o central pillar of whilte whereon the
names of the past Prince-Presidents are engraved in sharp black
characters. Omn either side of the portico are massive golden suns,
the city's symbols (#3), which are cast from metal and plated with
itokd, Hung like huge shields, they burnished every week, Sentries
stand beside the doors, six inall, These are men of the elite Citadel
Guard who deter anyone from entering unoffically.

Both doors open onto on imposing entrance hall (#4), Some 25
high amd furnished only with a arc-shaped desk, the room imime-
dintely dwarfs all but the strongest visitors. The ceiling above is
painied with scenes from the life of Andrnon, including the Fall of
Nimenor and the War of the Last Alliance, The walls are plain
white for the most part, set with discreet lamps and eight statues
dedicated to aspects of the Aratar, such as OromE’s horse Mahar,
a Mowing pitcher of Mienna's ears, o stylized crown for Manwg
and a wreath of stars such as Varda wrought, The hall is guarded
by another six men in their full regelia of mithrl-bright mail and
gleaming swords, and their sergeant sits at the desk with fwo
Wardens who take the names of all those entering or seeking help
or advice from the scribes and administrators within,

The guardsmen are quartered during the day in the guardroom
(#5) just off the entrance hall, although they troop up (or down)
Troam their barracks, The owlside sentries keep guard all might long
as well, Guards are changed every twa hours, men serving three
two-hour penods ecach day. At night there are two six-hour
rotations. The guardroom contains seating and spoce lor relaxing;
food is brought from the barracks at appointed imes, Off-duty
men oceupy themselves with pumes or sttending to their accowtre-
mnis.

The Wardens® Room (#6), where the Wardens who are in overall
charge of the building maintain a small office, is opposiic the
guardroom. A number of messengers are stationed here, waiting
i b called by the administriors or members of Conclive who
require an errand run or a letter delivered,  Although filled with
records, the room i5 Kepd neat and tidy under the siem eyve of
Ciailong, an elderly Worden of lesser Dinadan stock who has o
keen interest in poetry, His job allows him 1o sinand read most of
the time, for he has his sinff orgenized o perfection,

A splendid cormidor (07 joms the entrance hall o the rotunda.
This broad passage is walled with wood panelling carved with a
honeycomb-like pattern of upright lezenges. Fifty banners, repre-
senting the fifty members of Conclove, hang from the twe rows of
poles that project out highon the walls, Sometimes there ore fewer,
when less than ten Advisors have been appoinied. Portraiis of past
Wardens pnd other notable members of Conclave sdorn the walls
below the banners. These tend to be rather old and either faded or
dark with grime.
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Large, open-plan offices (#8) open onte either side of the
cormidor. These long rooms are each divided by a low sereen of
light wood that is sumrounded by twenly desks. Scribes and
iidministrators who conduct the offical business of the city labor in
these halls, copying edicts and ranscribing proceedings of Con-
clave, recording pudgments in the courts, processing all matters of
finance and the Treasury, and keeping accounts of the tx collec-
tors and public services, The task is 0 mammoth one, so there are
other small offices doted about the city that house other organiza-
tions (such as within the appropriste Fellowships) thut deal with
the las.

The Chamber of Conclave nself, the larger half of this fine
building, is formed by & huge rotunds (#9). This is & circulas
chamber with siraight walls and a shightly domed rool. Atthe apex
of the dome is a large circilar window that sheds light down anto
the Floor of the Chamber and the Chair. The Floor (#¢) forms the
center of the moom and is situated in a slight depression, with o
gradunl slope down through four rows of seating. The seating is
armanged imlo four blocks, the largest of which (#a) occapies half
the central area of the chamber. lis fromt two rows of twelve and
sixteen seats with desks are for the Deputies of the Fellowships, in
their arder of precedence. Behind them are two rows of benches
which can sem up W fifty people; these are for the use of the
Dreputies " scribes and secretaries, and any guests they have invited,

The other blocks of sealing are similar; one (Wh) for the twelve
Mominees and their aides; the other (#) for the ien Advisors. The
smallest block (#d) seats the Chair, taken by the Prince-President
or, in his absence, the Warden of the Keys. While all the members”

seals are fimely mde, being of carved honey-colored wood smiooth
and mellow with age and polish, the contrasting detatl work in the
Chair is particularly superb, It is copstructed from lebethron, o
black wood, and has a high, straight back and a canopy, from which
hang silver drapes. So different is it from the plush chuirs and the
desks ond other furnishings of the Chomber that it forms an
immedinte focus.

The Chair looks oul over the open Floor (#e) where speakers
address their colleagues, The Floor is decorated with i manguetry
pattern of inlaid wooden biocks of the golden wood and lebethron
depicting o splendid sun, 15 radiant arms réaching oul 1o every
member’s seat. Wall lamps, brightly wrouaght in silver and gold,
surround the assembly area, as do stations for servants 1o wail in
attendance.  Another wooden floor, this one marked with thin
bands of dark timber, circles the senting area, Ordinary citizens are
allowed to file in here and watch the proceedings (supposedly in
silence) when Conclave sits in open sexsion,

10.64 HOUSE OF RINGING SOUNDS

Oine might imagine this bullding as hiving been picked up Trom
some other city and placed here — perhaps even browght from grim
Mordor, The dark grey stone and scuat outline appedsrs brooding
i by, 5o that it might sink into the very rock beneath it But
alihough this place appears gloomy from the outside and embocdies
some of the fiery aspects of Udun withing it is home 10oa very
respected group of Anorigns from one of the six foremost Fellow-
ships: the Armorers,

CHAMBER OF CONCLAVE

Each miemibver of Comeliave bears o
kew as svendedd of authorine,

There (5 a detachment of e
Cirerdel Gurard Bove af all
fimes; ore of them mari

the idexd

Sewrimg: poeslt desk and
chair for each peraon
Front 2 rows are for
members, ok mwe fior
aaii vranis and onlookery

Ircfivdadicd devkz vm
bt the soreen; recovdy
kepr i shedves af end

e olerks heve see i
alarvpo-alpy thiimps
FlERAIE MheE ey




Auildings of NevelHowse of Ringing Sonnds

Wil ke
WA Al
il et Adiriaidera’
i

Giround Floar

W

Earkh Seeinky

el nilh
jfrge, by, en

Hall of the Armarers” Fellowship

THE HOUSE OF RINGING SOUNDS

First Floor

11 = 11
1
i1
K] [ s 11
| 12
11
H[ ) 11
11 f
|:> L 1 11 1
n
i - 11

(Cenirad rodmy
have reof-lights

1

The House is one of the oldest baildings in Minas Anar, Tor it
wits builn of stone in the days when so much was being built in
wins, TE s said that o thowsand o more vears oo there were o
nurmber of Dhwarves amangst the Fellows, and that they had 3 hand
i the design of the struciure, Any signs of the Naegrim have now
loig pone, although Dwarven travellers are still occasionolly
welcomed here

Four ploin steps kead 1o the entrance (#1 5, which is a suout, iron-
platied door  Behind i1 i a long but dimly lit passage, On the right
is 4 desk (#2) where Matonor, an elderly smith-turned-scribe sis
pibiently mnd takes orders from custome s, or sends an errand boy
fromy the office (83 10 Teich o Fellow of the Howse.  Rurely is

anyone other than an Armorer allowed past the desk and down the
pussage. The office (#3) is kept in fair order by two scribes
anached o e House,

Thee passage leads o a descending stairway and then ends at a
door, a heavy wooden door reinforced with irom bolts which is
sually barred from the other side. If anyone knocks, a skot in the
dioor will be opened and the person knocking identified before the
door is opened, There is a staff of eight atendants who wait in the
open courtyard {#4) 1o perform this task and see to the needs of the
armorers at work in the wen smithics (85). If the weather is poor,
they shelier in the storeroom (#6), which has a similarly barred and
proected door thal opens out onto the narmow road passing be-
ween the House and the inner wall overlooking the fifth level,
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These smithies are arranged arpund the square courtyand and are
shared by a number of irmorers, so that their use is minximized.
The continual ringing sounds emanating from the stone chimbers
— the echoes of metal being hammered out upon anvils — give the
House its name. Each smithy contains a large forge comprised of
a number of ters, providimg o varety of lemperaiunes, They are
alsoequipped with all the iools imaginabile: including three or four
anvils of different sorts, plunge baths, cooling mcks, shapers,
trays, and shelves stocked with raw materials from the Tronsmiths,
Atany given time, up to three armorers work here, and each smithy
is also served by apprentice-helpers. One smithy (#a) is special;
this is Drégon's, and used only by him. As Deputy of the
Armarer's Fellowship and Armorer-in-Chiel he ranks his own
workshop, All of his tools are of superb quality, not to soy magical,
including several gifts from renowned Elven and Dwarven smiths.
Its stone door 5 handed with the hardest steel, and the door's
Fiendish triple lock requines three sepanile key s — or three separate
sheer folly (-50) maneuvers o pick.

The storeroom is stocked with everything the armorers might
require, from great sheets of sieel to tiny iron rivets. There are
many semi-finished items of wood and leather waing for the
crafismen here to assemble and finish with fine metals.

Within the House proper is u massive kitchen (87}, for the
armarers end be very strong, big men with comparable appetines.
A meal fit for an armorer, it is said, would feed 1 dozen
clothwrnights. And it is well Known that irmorers ofien have eating
compeiitions, even challenging other Pellowships on oceasion —

nod that they ever lase, The Eitchen staff are double the number

required in any other hosise af the same siee, 50 ther stones ane
extensive, A rapdoor (#3) leads down into rambling cellars {under
the main House only ) where there are innumerable sacks of Mour,
barrels of meat, and tins of wine and beer, Delivenes come
through & bolted rrapdoor in the adjacent alley,

Meals pre served in the stone-vaulted Hall (#9). 1ts atmosphene
resembles that of 4 erypl or some castle chamber, Tor the walls are
omvtouched stone and are surmounted with displays of the armorers’
art: shields, breastplates, chainmail swits, haoberks, helmets,
gauntlets, and the like. The windows are small, high on the walls,
made of thick glass and grimy with din, so that they hardly let in
any light. The ceiling is black with soot end smoke, for numerous
huge fireplaces are set about the Hall to provide searmith, and the
torch brackets are fitled with Maming brands for light. Dark
wiooden trestle tnbles gnd benches fill the main part of the chumber,
and are buill incredibly well in order 10 withstand the nightly
punishment of grear lnden dishes and rintous diners. At the far end
of the hall is o raised platform (#10) where the highest ranking
armorers sl and survey their owesome collection of workmates,
Such a band even a troll horde might fear, and rightly so. 5l the
armarers are decent and kind folk, many with a gentle sense of
artistry and @ caring, courleous nalune.

Above the Hall is a large and equally grim living ared a floor of
somber, wooden-partitioned bedchambers (#11) and bathrooms
(#12), each housing oné or two armorers and families. Few enjoy
much illumination, although the central bedchambers are fined
with roof-lights; all the windows are as dirty os the ones downstairs
anywiay, The bedchambers are furnished quite banely for such a
prestigious and relatively wealthy House, bt then the armoners
involve themselves so greastly in their work that they pay little
attention 1o such things. As long as there is a strong bed, they are
unconcerned, The wives and children of the armorers receive the
worsl deal; bl then, 1o be able o0 boast of an armorer Tather or
hushand is sufficient, and there are other places in the ¢ity toescupe
to during the day.

10.65 MERETHROND

Merethrond, the Great Hall of Feasts, also known as Kingshall,
lies on Rath Cerfngeldain opposite the Citadel Guard's Parade
Ground. Tt is a lovely building marred only by a slightly disjointed
appesrance, There are two sides 1o the Hall — a Feasting Hall and
i Ballroom, At one time there were twin rooms for feasting, but
two hundred years ago one bumed down in a terrible fire, 5o o new,
somewhnt whimsical ballroom was constructed in its place at the
command of the voung King Calmacil.

The new end of the building is all light and wiry, with adventur-
ous architecture in golden and white marbles, The older end is
more traditional in seyle, with typical Anorian limestone and
wooden vaulting. Somchow it just hangs together without clash-
ing too badly, and it is certainly the most resplendent of royal
buildings outside of Csgiliath.

Exrrance Hal & BaLiroom

The entrance to Merethrond is o senes of doors seét between
gold-veined pillars of quartzite marble. Each door (there are four
in all}) is eight feet wide and nipetzen feet all, Fashioned from
bronze, they are set with silver plates, which are in tum embel-
lished with designs in gold leaf: the symbols of the roval family
aliernated with the rising sun of Minas Anor, There is always a pair
of sentries stationed outside the doors, ever since a daring thisf
migbe ol with ven of the original silver plates one night — despiie
the presence of the Guards® barracks across the street!

Behind the doors is the opulent entrunce hall (#1), faced with
more golden and yellow marble. To one side is a trough planted
with tropical blossoms of almost impossible loveliness. Facing the
outer doors pre the dodors o the ballroom {see #5 below). These are
made of ivory insel with camelian, tigereye and yellow agate
cabuchons. The hall is brightly lit by seven gold-plated crystal
chandeliers and numerous oil lamps which also give off a delicae
scenl. Down o corridor, lined with rich tapesiries from all over the
kingdom, lies the Fountain Court (#2). This forms a link betwesn
the feasting hall and the ballroom. Its Mloor is paved with seven-
sided Nagstones of marble, the sur-shaped interstices filled with
special crysialline glass tinted with silver threads pnd rainbow
hues, Inthe center 15 a triangular basin of pure white porphyry. It
i% filled with water; rising from its center is a golden replica of one
of Ulmo's seashells, spouting seven jets of water up to cascade into
the pool. Two smaller rooms off this, which also connect with the
feasting hall, are powder rooms for noble men (#3) and women
{#4), complete with every luxury for one's toiletie.

The six-sided Ballroom (#3) is tremendous. Seventy feel scross
from comer o comer with no imterior pillars, it his a pyramidal
ool supporied by mpering columns of stone, The walls are faced
with yet more marile, surmounied by a gigantic circular mural
representing the view from Meneltarma, It reputedly took seven-
teen artists from the Anorian Fellowship three years to complete
the painting. From the roof hang thineen chandeliers, the most
magnificent being in the very center. On one side, two short Mights
of steps from the hallroom floor ascend either end of a balcony (#6)
fronted by an elegant balustrade. Here there is some seating for
those who wish o catch their breéath from the iypically hectic
Gondorian dances, Music for the dancers is sometimes. provided
by players on the balcony, but more ofien from the gallery (#7).
This 15 o wooden platform reached by o somewhat rickety metal
laclder-stmir, The gallery s omately carved and Tixed 1o the
ballroom wall some nine feet above the floor, projecting forwards
and also stepped, so that the back of it is another six feet higher still,
There is seating for up o eighteen musicians. A common joke has
it that they have to be paid danger money for putting up with such
vertiginous perches.
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If the dancers want to retive for more than a moment, 3 most
elegant twin staircase leads up to a gold-edged arch backed by
wny velvel drapes. These lead through 1o a smaller withdrawing
room (#8) with high windows and cozy, low lamps and furniture,
Servants are in allendance here to see to guests’ nesds.

Freasting Hata

At the older end of the building, the Feasting Hall (#9) fits more
with the acceped image of royal chambers. Lofty vet reserved,
with walls of sione and elegant, ancient timber, the feasting hall
gives one a sense of history and dignity, The grand doors from the
fountain court are dark wood, seasoned with time and years of
ceaseless polishing, their lustrous grain showing in perfect detail,
their hinges swinging open noiselessly. Inside, the fumiture is
superbly proportioned and perfectly suited to its surroundings,
from the elaborate vine-leafl motif carved into every nook and

cranmy of the high twble and roval seats, down o the wooden
brackets supporting smokeless torches and oil lamps, shaped like
bunches of grapes. The wood panelling around the walls cleverly
conceidls several doors through which servants tracelessly come
and go, bearing jugs and steaming platters. The hall seats a
hundred revellers in comfort, and sometimes more are squeezed in
for major social occasions.

When necessary there is also o private room (#1000 for the King
or Prince-President to retire inio, of enteraln a very few poesis.
Luxuriously appoinied, only a single exquisite dining table and a
dozen elegunt chairs occupy the chamber. Golbden, sculpiured
lamips grace the walls, their corved bone shades casting light our of
individual niches. This room is also used for the stormpe of the
silver dinner service used At évery feast, and has its own secrel
connection wath the Kitchens.

The Feasting Hall of
45" x 47" holds up 1o
T80 revellers in comford

T T

MERETHROND
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The servanis’ area of the Hall is dominased by the kitchen (711,
Here a gangway around o central working aren allows free acoess
to the outside, the feasting hall and the private dining room through
special concealed doors. The working space is dominted by
numerous ovens, ranges and two open hearths where food is
prepared and cooked. Some twenty staff are involved i these
areas, Further staff work in the pantry (#12) where the wiznsils,

and dinner servioes used in the kibchens and feast holls are
wizshed and dried, then retumed 1o their proper storage, The pantry
also holds supplies of basic food {most other fiood for feasts arrives
here fresh each day from the cily’s finest provenders) and has i
cellar for bulky goods,

Mext to the kitchen is a long, norrow room whene preparation
fables are laid out (#]13). When food is cooked and ready o be
servied, it 1s tnken up and camied here where runks of platters awail
As the currier progresses down the room, other servanis pile the
food on platters for o first course; then the carrier whisks the
platers away on trays (o the guests. The carriers then relaad their
seryving dishes and go out o the feasting hall with additional fare.
Bevond this room is one with o locked door only opén o the
butlers: it is the wine siore (#14), where baits of high guality wine
fromm across the Kingdom are stored. The butilers broach o suitable
cask and decant it indo their tll pitchers o serve the guesis at tiible.

The servants lnbor furiously during o feast, but they are provided
with a somewhat cramped rest chamber (715) so thst they might
regover o while, sssuming their overseer thinks they have been
working hard enough, A& small lovatory is-set in one side of the
room, which is burely fumished with old chairs and tables and a
Few oudd games, Tt lesds oul onio a parrow servanis passage (#16),
allowing them unobirusive access between the feasting hall and
entrance hall (this is shown in exaggerated scabe on the map), Tis
of particular wse to the doormen who collect the travelling cloaks
and robes of guests in the entronce hall. These are stored in the
cloakroom (#17).

10.66 FEN HOLLEN, RATH DINEN AND THE
HALLOWS

At the rear of the Siath Level, where o polished black saddbe of
rowk reaches westward toveard the peak of the Mindoluwin and
suncers the city, there is a secrél door, 8 Closed Door (5. “Fen
Hollen™). The Door is never spoken of openly in the city, for its
only purpose is the conveyance of the Dead — when a member of
the Royal Family dies, then the Porter of Fen Hollen summaons the
Ed-belguinar from their house on the Bath Dinen (5. “Silen
Street”). When the body hos been prepared and the necessary
rilgals performed, it s conveyed throueh the city on o bleck bier o
Fen Haollen, where the Door is opened.  Then the porers take the
hady in procession along the winding length of Rath Dinen, down
and then up the narrow rock ridge (o the vale harboring the
Hallows, where it is Laid a1 rest.

Fix Hina ks

From the city side, Fen Hollen resembles nothing more than a
by cramped house built up against the side of the Outer Wall. This
is not unusunl in itself, pnd strangers often pass itunawares. They
iy roke, however that thére are no windows on the ground fleor,
just a large snd ruther omate door (813, The door is, in fact,
constructed from lebethron and mithril, giving it the strength 1o
withstand almost any aitack. There is also o secrel entrance 10 the
Porier’s House concealed by decorative plasterwork. The black
ard silver door 13 Fen Hollen proper. Bevond il fies a short,
winding passage, ending in a massive stone door (#2) with seven
oribedd baolis of mithral -skeel o keep it in place.

MNOTE: Fromhe outiide, the doov i3 almost imdaible, being
set sk with the stone face of the wall, I s an absured (<70)
Percepion roll o spod,

The Porter’s House 15 divided into two rooms. The upper Dosor
with windows is a sham, designed 1o dmw atiention away from the
Dioor’s true nature and purpose. One of the windows actually scts
15 a skylight for the front Porer's Bosm (#33, where a black-robed
porter and doorwarden sit vigilantly, yet hopng they will not be
called, Service in Fen Hollen is purely voluntary, and while some
avaid it, other porters and doorwardens vie for the oppontunity to
keep such an important position,

The porter and doorwerden have living space in the Porter's
Lodging (84), which is siiuated so tat they néed never be far from
their post. A desk and some easy chairs occupy the front roon. Li
with o magical, ever-buming lamp, the lodging is furnished with
comforiable beds and @ mable, g washhasin and lnirine, and chests
and cupboards for the men’s possessions. A group of wardens
visis twice daily w bring them food, clean clothes, and the like.

Across the ppesage from the porter™s housea is & poard roorm (#3 ),
This his metil doors and is normally kept securely locked, but it
can be manned a5 8 contingency measure in time of war, The
doorwarden in the porier's house keeps the keys 1o this room,
which has supplies of militery equipment, such as metal crossbows
and baolis, shields, etc.

R Ihves
Beyond the stone Quter Door lies Rath Dinen (#6) the Silent
Streer:

Vo steep and winding read L rall polimny and carven
fipures heside the way .. descended in many carves dovwn i
Hhee nerrrew fand winder the shadow of Mindolluin' s preciplee
o etween anetent walls and many-pillared balusters loom-
g "

— Lotk I, p. 121

| Thee roaime oof the road ks shown on the lirge-scale oty plan. | The
road isell is even wunderfoo, well cobbled and Kept in good
condition by the Ed-belguinar, These latter are the “holy men of
the dead™, the only priests allowed within the city, They dwell in
it freezing monistery bailding and nuember no more thon o dozen.
Linthe is known aboul them, save that they isolate themselves
totally from day-to-day life and are said to revere the Féanturi
above all sther Valor, From this iniensely ascetic hife sivie and
introspection the Ed-belguinar are said to draw on great power and
pre mvch enlighiened, Such is their repatation that the King hasa
Curate appointed to the Court from wmong teir number.

Their House is easily recognieed from its dull grey and black
construction. [tis asimple, long, low building. There is a door at
either end, never locked, and within is bui a single room. A hearth
is sifuated in the center for cooking (nod for heat, for here are
unshutlered windovws down both wally), while simple mattresses
servie for beds, Tiny rushlighis are setin holders on the walls, while
the inhabitants work either outside or within, studying lexis af low
desks while seated on the Moor. The Ed-belgumar do not fight;
however, they have means 10 defend themselves, ranging from
their ability o commund others 1o the use of Chunnelled Power in
the form of spells. It is unwise to cross one of these holy men.
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Tar Havvows

The Hallows is a massive building surmounted by five domes
and only reachable via the Rath Dinen. Two arms housing
mausoleums fior ty reach out from the main structure, which
is calied the House of the Kings (Inter the Houwse of the Stewards ).
The exceptionally thick walls are practically unbreachable and
show no signs of mortar-wark, the stones being so carefully fitted
& 1o conceal any joints. A great hemispherical dome — 35 high
and 70 mcross — crowns the House of Kings, while two lesser
domes cover each of the mausoleums, All are built from a dull
greyish igneous stone of hard and enduring nature.

The path before the entrance broadens oul into a wide cobbled
area (#1 ), lined with black pavings slabs. An imposing porch (#2)
fronts the entrance, where seven broad steps lead up 1o the doors
(#3). A slender pillar on each step supports a projecting stralght
canapy of grey stone. Flanking the steps are two niches set about
by eolumns; set within them are pure white alabaster statues
depicting Nienna on the one side and Mandos on the other. The
doors are hollow and cast from bronze, Each messures some ien
feet wide and sixteen feet high. They only open at the command
of the King, the chiel Ed-belguinar, or someons sent by either of
these with express permission for that occasion, This enchantment
resists all magic as if Glth level.

Within the doors is the House of the Kings. At the time of King
Tarondor, twenty-two of the marble slabs (#h) around the outside,
set into rounded hollow niches, are occupied by the preserved
forms of the former Kings of Gondeor, from Andrion to Telemnar,
There are twenty-four such slobs, together with another thirty-
seven [aid oul in rows in the middle of the room.

The House has low vaults which are supported by Tour grem
cylindrical pallurs banded with graven designs (¥#a). Numerous
brackets for terches (#c) punctuate the walls, but thess are only sel
and 1it when a funeral is due. The only other feature of the vast, cold
room is & pair of two sone doors edged with black-enamellsd
metal (#d). These lead through o the mausobeunis (#5). Each
mausoleum has a central gap with a row of stone torch brackens:
bauilt out from the walls are repositories fior the dead relatives of the
Kings and Queens of Gondor (#6). Monumental engravings on
stone and metal plaques curry dedications to princes and princesses
of the past seventeen hundred years, who lie waiting here behing
the square tblets, on shelves of stone.

10.67 LOWER BARRACKS

The Lower Barracks are an unstimulating building of simple
pake sandsione block construction. Accommodating the Third and
Fourth Companies of the Citade] Guard. This is accomplished by
packing the poor guardsmen into rather cramped guarters. Since
the two companies have 27 erith between them (see 7.24) there are
two floors of fourieen dormitories (#1), each big enough to sleep
the 20 men of the erith. The men each have n bed and a locker for
their belongings (including their armos, weapons and uniforms),
but precious little else. The barracks is also provided with bath
fooms (B2} an either floos,

On the ground Moor there is also a large store room (#3) for
special trappings and equipment. such us ceremonial belmets used
for purudes. There are 26 individual bedchamibess (84) for officers
of the Companies and their elite staff. The two Commanders,
Anarond Astirian and Durfévagor, have their own handsomely-
appainted bedchambers (#5). Finally there is o kitchen (86) with
extensive cellars benesth kept well stocked 1w supply the guard in
times of need. The men cat in the mess hall above, on the first floor
ower the staflf chambers and Kitchen.

NOTE: Acrass the neighboring alley is a small stable. Very
Jew horxex are allowed within the city, bus the reval fomiliy
and the Commanders of the four Companies maintain siéeds
here, and keep prooms to tend them, The cavalry’s mounts
are stabled outside the ciry, in buildings just Rorth of the
Cireat Glafe,

10.7 SEVENTH LEVEL —
CITADEL ROCK

"Thus men reached ar laxt the High Court, and the Place of
the Fountain before the feer of the White Tower! tall and
shapely, fify fatbioms from ity base fo the pinnacle, where the
tanner aof the Stewards Toated o thousand feet above the
lain.”

— LatR I, p. 25

The Citadel of the city is synonymous with the seventh level and,
unlike the rest of Minas Anor, is devoled entirely 1o defense,
administrative affairs, ceremonial necds, and other royal interests.
Here, all the property is owned by the crown. Mo private matiers
interfere with the daily life of this rather closed environment,

In keeping with this role, the entrance to the Cliadel is carefully
protected, being located beneath the ounthrust mass of rock that
cuts through the eastern side of the sixth level. Facing eastward,
the simple subterranean door opens inward onto a sloping, lamp-
lit pssage that ascends 1o the seventh gate, A series of seven
porsculli guards this arched gate, which serves as the end of the
Royal Tread (5. “E Tanié™). Inside the gate are the pavings of the
High Court, where no harse is allowed to tread.

Sl e iy

10.71 THE HIGH COURT

The seventh level s shaped like o key, and its entry gate opens
on the eastern side of the large circular area known as the High
Court, between the Hall of Tsildur and the Place of the Fountuin.
The Court is surrounded by three great crescent-shaped structures:
the Kilchens, the Hall of Guests, and the Upper Barracks. These
colonnaded baildings are in tum surrounded by another open area,
the King's Walk, a circle dotied with seven grassy lawns and
enclosed by the seventh wall,

The High Court is paved with white stone. Nothing mars its
surface, and the shoes of those who walk bere must be without
nails, fior such is the custom of the city. The stones are swept every
evening and scrubbed every morming. so that their spotbess surface
is umsullied the whale day long.

The plan of the Court is uninterrupted, save for Hall of Isildur
(lster the White Tower) and two sculpitures: the mopuments
commemorating the kingdom’s two founders, Isildur and his
brother Andrion. Isildur's statee stands southeast of the Hall,
before the main door of the Hall of Guests, A cormesponding statue
of Aniirion — mounted on a rearing horse with his spear lunging
oul towards the East against the nomeless foe of Barad-dor — is
situled to the north and west of the gate, in front of the Lipper
Buorracks.
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10.72 UPPER BARRACKS
NOTE: There is oo iflusiranon of thin foeorplan.

The Upper Barracks house the First and Second Companies of
the Citadel Guard. Curving along the normheastern edge of the
High Cowurt, the building is sdjacent to one of the twia greal parks
thit dominute the eastward side of the Kings Walk, The longer
portion of the colonnade thai encircles the ground floor leoks
tovward this carefully-manicured park, which serves as the Guard’s
upperdrill field. Twenty-one doors open beneath the coversd walk
that acjoins the wwn, so the soldiers housed here can muster
guickly.

The Upper Barracks is three stories high and serves as the
residence for o fighting foree of six hundred men. logether with
their officers, stalf, and servants,  In addition o lodgings, it
cantains rooms for recreation, meals, and fraining. Mose splendid
than the Lower Barracks, its creamy limesione e is kept clean
and erisp, 5o that the elegunt stonework and carvings are displayed
to their fullesy

10.73 THE HALL OF ISILDUR

The groceful Hall of Isildur, an ancient granite chamber sathiosu
walls, occupies the center of the High Court, Opposite the gute, it
forms the western apex of the ciby’s ceremonial cenler. Mo
struciure i Minas Anor is more revened.  [is stowt but groceful
columns date from the city’s founding, while 15 glesming while
downe was comstructed during 1sildor’s brief reign,  The pillars
surround on open room, a meditstive place of sndersiaied gran-
diur

NOTE: The Hall ef fsildar ovcupies she center of the Seventh

erﬂl rhrmrg,ﬂ.lrlm .'n wirary .frf T A, ,IIW.I’”, Jlrm'q'ﬂ'r, fr ti dECnr-

pearated inte fhe Iase of the 3007 fall White Tower, which was
buiilt by King Caltmebitar as bis great keep, The Whire Tower
werves ax ihe principad bastion in the ciry after thar dabe.

Later, this Spive also became known as the Tower of Ecthie-

liewr, far i was rebadly by the Steward Ecthelion T (e, T A

2EUR-2608], (Ser the spevial section on the Wiile Tower

logayed ferer in this chaprer.)

10.74 THE PLACE OF THE FOUNTAIN

Thie Plece of the Fountmin is eas of the High Court, berween the
gate and the High Hall. Here, the large, round pool that gives the
sibe its name stretches poross the entry [o e nmow eastem section
of the Citaclel. The ponl harbors gn enchanting fountoin set in o
bowl edged with white marble of 5o fine a quality that it appears
rranslucent. Fed by u deep and powerful spring, the clear wiler
naturally donces. rising soumie eight feer above the cool surface,

s -

In the center of the Place of the Fountain is a small grossy sward,
the home of a dimure but wonderful sapling of a tree. The iree's
branches spread over the large roumd pool that gives the court its
name, and the sweet wulers of the fountein tekle the whinish
boughs and their spray glistens in the sunlight that dances of T the
silvery leaves. Tt is almost as if the rays are drawn W this paeint:
which ia hardly surprising, for this sapling is the mystical White
Tres.
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Tue Wiire Twreg

The White Tree is o descendant of Telpenon wnd iis descendanis
Cialathilion, Celeborn, and Nimloth. Elendil the Tall hroaght the
fruit of the line 10 Middls-earth when he Ned Nimenor, and Eler
planted itin Minas Ithil, Unfortunately, Sauron kser caprured the
city und burned this tree in S.A. 3429, The line would have
perished but for lsildur, who succeeded in rescuing a seedling
during his retreal. Kept in Amor unil the end of the Second Age,
the seedling was planted in the Citadel and endored there until T. AL
1636, when died in the Great Plague.

King Tarondor replanted a seedling here, which rapidly grew to
become a skender ten-foot sapling. Undoubiedly the most cher-
ished and valuable object in the city, it is the symibol of the South
Kingdom and it is intimalely linked with the destiny of Gondor’s
Kings. There is mo man or woman in Gondor whio calls themself
Ioval who would not lay down his or her life o save the Tree,

Consider then how unimaginably prestigious it is fo have some
sliver of the wood of the White Tree, such as when a branch falls
and dies, 35 sometimes happens. There are just a few examples
known of this wood bemg used to crafl an item as o gilt, and each
one is a relic and treasure in itseff, The Tree has pale leaves with
dark tops and silver undersides, but it is mumed for its pure white
bossoms, which can flower at any time. The ceof o
blossom wsually heralds some significant event in Gondor’s des-
tiny.

LATER HISTORY OF THE WHITE TREE

The Whise Tree located in the Coun of the Fountain died
inT.A. 2E52, the year thut the Steward Belecthor 1 perished.
No seedling could be found, so the withered runk was lefi
standing, as memory of the spirit underying Gondor's glory.
It is referned 1o thereafier as the Dead Tree.

Soom after the War of the Ring, King Elessar{ Aragom 11}
accompanied Gandalf up the slopes of the Mindolluin,
where he discovered a three ool sapling at the edge of the
snow. The young tree, which was less than seven vears of
age, was crovwned with a single cluster of white flowers,
Thus, the line of Telperion, the Eldest of Trees, was redis-
covered.

Elessar replanted the sapling in the Place of the Founsain;
bt rather than burning the Dead Tree, he had it corefully lald
i rest in Rath Dinen.  As the sapling flowrished, so too did

Gondor, which once again the home of the White Tree,

10.75 HIGH HALL

High Hall is onc of the largest buibdings in the city. The summer
palace of the King in former vears, il is now the principal royal
residence. Since it was erected as a place of refuge, however. it
lacks many of the comfons and frills associated with other regal
residences. High Hall is not the most light and airy of paluces;
instead it is somewhat of a fortress, albeit a place of reverence,

The High Hall is bwilt from sturdy, dark stome. Its architect
souight 1o produce a hall which would awe the visitor and remind
them of the ancient heritage and power of the Kings of Gondor. In
this he succeeded, for the structure mvites wonder and comminds
sober respect.

The entrances 1o High Hall le one above the other. At ground
level, there is a simple wooden door (81 ), unadomed yet massive,
Tully twendy-seven feel high and ten feet wide, Opening in two
halves, cach portion of this door reqguires considerable strength to
move, Med from the Throne-guand hive its defense charged 1o
them, and they admit visitors only on the invisible acknowbedge-
mient of the doorwardens who wail in the shadows. On the inside
of the door is a representation of the Winged Crown of Gondor,
picked out in silver studs struck into the solid wood,

The door itself opens onto a long, emply, puved passige; long
indeed, for it stretches (20 wide) for | 70 feet. Nothing adoms the
walls of perfectly jointed stone blocks. At the end is a tall, two-
section door of polished metal (#2), T nppears ungusrded and shut
at most times, but ever-vigilant doorwardens stand behind i,
beside concealed spyholes that enable them to observe anyone
approaching down the passage. These doors will open easily from
the Hall side, but they cannot be pashed or pulled from the passage
side.

Beyond the door is a great hall (#3):

“Ir wax liv by deep windows in the wide aizles ar sither side,
fevond the rowe of nall pillaes thar updeeld the roof. Mowe-
fiths of Mack marble, they rose to great capitals carved in
reany straage figures of heasts and leaves; and far above in
shadow the wide vaulting gleamed with dull gold, inset with
Mewiddng traceries of many colors,”

This is the center of the High Hall, o space like some cathedral, with
ro enodgh 1o hold the entire Guard marshalled together, or an
assembly of all the nobles in Gondor, Half way dowm the hall there
ire Pad short steps (Sa),

The hall is austere:

“No hangings or storied webs, nor any things of woven siuff
o wood were to be seen in that long solemn hall; but between
the pullars there stood a silent cowpany af tall inages graven
in cotd sreme™ (8h),

The colorings are ull block and grey, with the hint of color alofi anmd
arthe farend, if ane’s eyes are good enough (for the throne sits over
o hundred vards from the door). But color is often provided by the
dress of courtiers or others who assemble here before His Majesty.
Al the western end of the hull is “a dois of many steps™ (M),

Set upon this dais is:

“a high ihvone under a canspy of marble shaped like a
crowned helm,; behind it was carved upon the wall and et
wilthl gy an irrage of a tree in flower.” (#d)

— Lotk I, p. 28

This is the throne of the Kings of Gondor, newly installed from
Osgilisth, and brought here with much labor, The image is,
naturally, the White Tree which flourishes in the Court of the
Fountain, The throne sits of the most elevaled point in the room;
the counsellors of the King and other imporiant and influential
persons ke positions closer or further away from him, higher o
lower, depending on their satus.

A number of rooms are siuated af end of the Hall. The two
rooms flanking the lower portion of the dais, the Lords’ Chamber
{#4) and Ladies’ Chumber (#5), ure both devoted o the courtiers.
Each incorporates a separate lavalory (#2) and is atended by
servints who see (o their masters and mistresses” needs, The doors
from the rear of these Chambers are normally kept locked, for they
lead to the Royal Apartments; however, members of the Crown
Council are usually permitted through, since the Chamber of
Council (#6) lies directly behind the throne itself.

To resch this room, the King ofien uses a concenled door lucked
beneath the image of the White Tree behind his throme (d), Black
paneliing adorns the wills ol the Council Chamber, which conitains
a dark wood oval table mounted on massive stone supports. This
table can seat up o twenty people, since i s 70" round, At any
given time, an indeterminate numiber of members of the Council—
il appoinied and dismissed atthe King's command (with imme-
dinte effect)— sitin session here. Typically the councilors include
senior princes and noblemen of the kingdom, along with those in
personal service to the King, such as his Commander, Curate,
Seeris), Treasurer, Herald, and Physician,
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To one side of the Chamber of Council are two lesser roval
chambers: the Prince’s Chamber (#7) amd the Royval Dayroom
(#4). A large bedchamber used by an older son or daughter (or two)
of the King, the former room is pleasanly fumished. It houses
every luxury, as well as plenty of storage space for wardrobe items
and ether possessions. Mext to it is the Royal Dayrogm, wherne
mmbers of the royal family and their guests may retreat during the
day Tor informal emtertninment and diversion. Tt is also well
furnished with covche, chairs, and superb lighting, and it is well
supplied with provisions of every sorl.  Hoth these rooms ane
connecied by bellcords to a servant"s room above, and during the
night servanis attend in the dayroom,

Opposite these rooms are similar chambers for the King: the
King"s Chamber (#9) and the King's Dayroom (#10), Although
the laner is nolemployed as frequently, since the King and Queen
are olten busy ¢lsewhene in Court or with otber duties, both pre well
appointed and always ready For use,

Koowms o TiE Housero

A great variety of rooms occupy the other (eastern ) end of the
Hall. People who serve the Court utilize those on the ground floor,
Of these chamibers, the most importantane those privabe rooms thit
hoose the doorwardens (81 1o & 11b]), the two senior Wardens,
Five underwardens share sn adjacent chiamber (/1 1e) which, like
all the chambers of servanis in the Hall, is furnished with good, if
rather plain, Mumiture, Typically the walls of all these rooms sre
hmg with simple tpesries © preserve warmth, while small
hearths or brazsers provide the heating. Many of the servanis are
older thun the uvernge, having been honered with service here after
years elsewhere,

Beside the wardens' rooms is a large closet {#12) for cloaks and
outer drapes discarded by courtiers when they arrive, There is also
i SEAir 1oy the upper floor so that servants can unoblrusively resch
the puest suites. Also on this side of the Hall ane stores (#13) and
kitchens (#14) serving the Count. Both are kept busy, given the
constant demand for supplics of food, drink, and other necessities
{from spare hairpins 1o parchment scrolls). A capable storesmaster
and cook oversee proceedings with calm cenainty, for the mos
part.

In gither room there is o trapdoor (#s 0&b) which opens onio a
setof steps. Each set of stairs descends into the same underground
cellar, which serves as a coldroom and houses additional stores.
Two passages from this huge vaulted underground room descend
Turther to another cellar, bepeath the servanis” hall {#c). They then
lead down a final Might of stairs 1o a secret door on the sixtls level,
Located behind the Lower Barracks, this passage admits special
supplics and serves as a covert sally port. [tcan only opened with
d key held by the storesmoster, who never lets ot oul of his
POSSEREN.

Also on this floor are four dormitories (#15), These sléep the
elite Throne-gunrd, the King's personal bodyguard. Each of these
men hos at least five years experience in one of the toughes
regiments of the Roval Army — always in frontier postings such
as in Dor Rhidnen (Rhovanion or Harondor, The Throne-guard
containg four units: two of forty men and two of fifty, Each is led
by two sergeanis and o capiain, officers who typically share o
bechamber (#16).

The dormitories ane arranged with the men sleeping in double
bunks, thus giving (hem plenty of room (o move around and stone
their accoutrements. The hundred-and-eighty sirong Throne-
guard have their own mess bl | {01175, where off-duty puards spend
their time, The soldiers form a gaord of honor for he King
whenever he appears anywhere in the city, from the throne room
to the Merethrond. Thus, they always ensure his protection from

evil agents.

Ciuards are also posted throughaw the High Hall as a matter of
course. Each troop in lum assembles in the guard assembly room
(F18) each moming for the assigning of posts and duties for the
day. One troop is always ofT duty and can also use this room during
the day for necessary work (e.g., the muintenance of their equip-
menl, lwition, bricfing, weapons practice, aic. .

The servanis who look afier the needs of the noble and roval
mmhabiants of the Hall have their own hall (#19), which alsoe
doubles as their refectory and kitchen. Equipped with o larpe
hearth where two kettles or cauldrons hung, this is a relatively
comlorable refuge containing several long tables and benches,
Like the kitchen and storeroom nited above, these chambers also
conceal a irupdoor und stair to the lower cellar (see #¢ above),

Servanis’ chianibers (200 lkve the outer wall on the northeastern
sicle of High Hall. These are communal sbeeping rooms, two for the
lesser servanis of either sex and two others: one for the senior
servant and porter; one for the chief cook and hallmaid. Some
servants also sleep at their place of work, such as in the storeroom,
the kitchen, or the servant’s hall. Some work and sleep in the
Throne-guards” mess hall and assembly room for, unlike ather
trousps, the Throne-guards never perform meniil tasks.

Finally, there are two bath chambers for the use of the guards and
servants (F21-22). Each houses a small privy.

Urren Froos

Four spiral staircases ascend 1o the upper floor of High Hall,
which is also connected to thie Tower of Andrion (see 10.76). Tis
rmuisin feniures are the galleries ot either end of the main Hall, These
are stepped and have padded benches that accommeodate a fuir
number of spectitors, There ane three golleries in all, The Golden
Gallery (#1) has four tiers and, although situnted a1 the rear of the
Hall, it has & commanding view down its length. 11 is so named for
its gold-painted sents and gold-flecked obsidian restraining rail.
Two aerial walkways (72) link (his sumptuous gallery o the twin
Black Cialleries (#3), which look down upon the stepped dais of the
throme.

Al the Tismres wnd fumishings of the Black Galleries are dirk
as might, 50 &s not w0 detract from ihe throne's splendor. The
walkways are also black stone, supported by piers projecting from
the outer sides of the Hall's main pillars, The rails on either side
are rather bow, and & cireful iread is needed to be safe: the
walkways are not recommended to the vertiginous.

A the castern end of the upper Moor are nUMerous guest suites
(#4). These are amanged in three basic categories.  Eleven ane
muimnor suites{#a), small but uncramped and stll very elegant. They
are reservied for noblemen and important but untithed guesss of the
Court.  Each has up to three beds, so that a fumily may be
accommaodated tngether, along with sufficient room for travelling
clothes and possessions. Topestries and fur rugs decorate thess
chambers, which are pppointed with silver fittings.

Mext there are four grand suites (#b), cach endowed with a
magnificent personal lavatory and bathing facilities. in sddition 1o
niches for personal servants and maids to skeep in. The furnishing
here include luxurious furs and gold plate, silks, and warm fleeces.
These suites are reserved or princes and others of like stotus.

Finally there are two regal sulies (#c), Reserved Tor the eselu-
sive use of the most imporiant roeval visitors (e.g., kings), they are
seldom occupied, Both are fumished with every imaginable
comfort, und all their appointments incorposate pold and jewels,
Stores for these rooms (such as for cleaning and replocing linen,
s wnd the like) are kepi in o separaie room (#35),
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A bath chamber and privy (#6) for the use of guests in minor
suites Manks each of the castern stairwells (d). Secret doors puard
the access to these steps. Both are located in wall panels a1 the end
of the upper hallways and are very hard {(-20) to perceive. (Meither
is locked, )

More rooims of the roval aparments fill the other {westemn) end
of the High Hall. Here, the King maintains a spare bedchamber
(#T7), should he feel bored with the same one every night. This is
even bigger than the one below and has windows of glass which
may be opened. Numerons clothes, tvpically those more Tormual
and less often used, hang in the huge armoiries that line the walls
of this room,

At the end of the building is a lighter dayroom (#8), which again
SETVES as an allernative to those downstairs. This in typically the
king’s favorite room for gathering with his family, although such
pecurences remain rane. The room is probably the brightest and
Lightest in the Hall, especially in the afternoon when the sun comes
through the west-facing windows, before it sets behind purple-
headed Mindoliuin, Cleared of much of the old fumiture, which
has been replaced with lighter and gayer stuff, the chamber is o
Joyful spot. Even its wall hangings are bright and the present King
hopes for the day when he might share his enjoyment of them with
his bride, and then his children — in preparation for whom is the
currently emply nursery (#9),

Beside this children’s room is a serving room (#10), where
servants and serving maids are stationed. Summoned by o system
of bells, the servanis wait upon the call of those staying in the royal
apartments, Simple kitchen armangements and some stores fll this
chamber, which is plainly decorated. 1t is a littke cramped at limes,
particularly in the middle of winer, when Court is here and
everyone winls i cup of hot spiced wine or in extra quilt or fur,

10.76 THE TOWER OF ANARION

Since 5.A. 235, a tower has stood upon the very pinnacle of the
Citudel Rock, seven hundred feet above the Great Gates that lie
directly below, The first keep was named Mindon Alata, which
was buill hefore Nimenor warred with Sauron. Now nothing of it
remalins, for it has been répliced by the Andrion’s Ciadel, a
gleaming grey-white tower with ned rool.

NOTE: As nated above. the Tower of Andrion is the principal

astion n the city until TA. 1OK. I that vear, King

Calimehtar evected the speciacular White Tower ar the cenler

of the Seventh Level, atop the round Holl of Isildur {vee

Secrion 10735, This Spire also became nown ax the Tower

af Ecthelion wien rebuilt v the Steward Ecthelion § (r. TA

26982698

Jutting out on a spur of rock from which it derives its form, the
Anirion’s Tower is diamond-shaped in plan, tapering in stages like
a spire. A marvellous path known as Andrion’s Ascent, winds
around the its walls, affording continual and ever-improving views
over every quarter of the city and the lands far and wide bevond
Two small courtyards flank the western side of the tower, separat-
ing the structure from the adjoining High Hall (see Section 10.74).
This comples serves as the focal point of the city and 1s susch |s
deservedly and fittingly the residence of the Prince-President.

Lower Fuoon

A great arched passage (81 ) cuts through the fourieen foot thick
walls of dense grey-whine granite and serves as the entrance o ihe
tower, Giranite was chosen, since a very pure local form bears pale
blue, rather than black. mica, and the beauty of the slone s
inspiring. Embedded quurtz crysials lend the tower a dazzling
apperrance i bright sunlight.
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The broad Doors of Andrion (#a) — which are cast in iron,
paintéd with a lustrous silver malerial, and emblazoned with a
radiant sun — offer an obvious barrier o intruders; however, they
are but one means of prolecting the passage Although they are
guarded by sentries who stand to either side of the gateway in full
formal regalia, the entryway s real strength is rooted in the hidden
defenses buried in the wall above the aperiure, Concealed slots
above the arch contain massive blocks of granite, which are
suspended by chamns and can be lowered rapidly into positions (#b)
before and behind the doors, Pulleys located within a guard room
(#c) set into the Citadel's wall control their descent, enabling the
puards io drop the stones af any pace they deem necessary.

Inside, the ground foor is almost wholly occupied by the Great
Hull of the Sun (#2). A thiry fool ceiling covers the chamber,
which 1% [t by one massive chandelier that hangs twenty feet over
the polished floor. 1t takes six servants three days o replace all the
candles. However, the main feature of the Hall is the white marble
floor, which is a mosaic made of gold and an assorment of every
golden precious stone, Depicting the sun — Anar, us the Maia
Arien inmajesty — the fiery female formed by the stones draws her
chariot across the heavens and she is crowned with the crown of
Gondior,

The chamber's walls are white and decorited with & few chosen
embroidered banners, shields and weapons of former Kings and
Prince-Presidents, ogether with a tapestry portirail of Tarondor
that measures eight feet square, High above the floor is a glass
halcony (see #5 6&7 below) in two stages. There is no furniture in
the Hall, for it is used only by the Prince-President or the King, in
whose presence all usually stand.

However, the lower floor contains two storage rooms (#3 and
#4], where some elegani chairs and small tables are kept along with
other frequently-used ilems. The concealed store room (#4),
whose secret doors only open with the key of the Citadel’s
Commander, containg the royal throne, o chuir with a twll normow
back and splayed-out arms, Tt is made of rich, dark wood and
padded with cloh-of-gold; but it i otherwise simiple and relatively
unadomed — perhups 5o as nol to detract from the sitter. There are
a number of smaller chairs, styled similasly for the Queen or other
high-ranking personages who may be attending.

A marvellous glass baloony surrounds the lower floor, some
twenty of 5o feel above the Great Hall of the Sun. [t can only be
reached via a stair (), which cuts through the thickness of the wall
ind ascends past the balcony level af the Lower Gallery (#5), which
spans half the inner circumference of the tower. The flosor,
suppons and rilings of the balcony are all wrought from iough-
encd ghass crystal; as they hang almost on a level with the huge
chandelier, they are all lit up and sparkie like frozen waterfalls in
winler sunlight,

A small stair {d) within the wall connects the Lower Gallery with
the Upper Gallery (#6), which has access to the inclining walk
called Andrion’s Ascent via a short hall {e), Another stair (), joins
the Ascent to the Lower Gallery.

ANARION'S ASCENT

Andrion’s Ascent (BT} is i sloping pathway which winds its way
ground the tower. Only five feel wide and open 1o the air on the
putside, it is relatively unprotected. Oaly a low wall and &
magnificent colonnade inferfere with the stunning view. The
columns are hewn [rom pale Blue marble with o gobd leafl banisser
and capituls. The path is quite sicep but both smooth and sure
underiool — since the actual slope isonly 1:5.25, Races occasion-
ally take place here, from Lhe top to the bottom of the citadel, using
Anirion's Ascent — the runners timed by the clock in Andrion’s
Court. Al beast once, the comléstunts employed hores, although
they can only po down only one af & time (and their descent is

exceedingly dangerous),

MmpLE FLoor

The Middle Floor is emploved Tor personil use of the Prince-
President and is the first level whose walls are punctuated with
windows, Here all the rooms are connecied 1o an arrow-shaped,
wood-panelled cormidor complex (g) that joins the chambers (o the
rest of the floor and 15 1wo stairwells. The focal room on this floor,
though, is the Receplion Hoom (#8), which is sub-divided by
wooden inper partition walls, On the outer stone walls there are
paintings flanking a low circular dais on which sits the Prince’s
Chair, a simple mahogany throne with 4 high back. A lectern and
desk stnnd beside the Chair, while the numerows ather plush chuirs
fill the rest of the room. Together with the thick carpet, they an
intimacy comducive the Prince-President’s private day-to-day
bsimess.

& robing room (#9) lies beyond a concealed door 10 one side of
the main chamber, Used whether the Prince is (o wppear in the
Reception Room or the Gremt Hall, it houses many valuable
ceremonial robes and serves as a sort of privaie refuge.

O the other side of the Reception Room (s a counselling room
(#10) where the Prince can obtain confidential advice from his
servants and officers while enlenaining a visitor, This room is
furmished with large desks and tables and is also used by scrbes in
the Prince-President’s household.

The other rooms on this floor are more exclusively for the
Pringe-President™s use, The largest is an impressive library and
map room (#11), Glass-fronted cabinets holding several hundred
fomes line the chamber's walls, and low chests fill the center of the
room. The thin-drawered chests protect mups of all parts of the
known world and double as tables on which the maps may be
spread and consulted. In this very room past Kings and Princes
have planned bartles against Easterlings and the renegades of
Umbar, and it was here thot Corator plotied the retum of Eldascar
1o overthrow Castamir the Usurper

The Prince-President alse maintuins a dayrom (#12) Tor less
cerebral pursuits, Very comfortable indeed, it i adomed with
couches, chuirs, tables, warming bruziers cast in brogs (o resemble
dragons, and cupboards with all manner of diversions and enter-
tamments (such as hobhbies, pumes, and musical mstrumentsl. A
litthe room concealed off this da sccommodates & Few
servants, most of whom work in the kitchen (W13), This small
chamber enables the Prince-President or his puests to get the food
ihey desire immediaely,
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Urren Frooes

The Prince-President’s retiring rooms occupy the lowest of
three upper foors. Both he and his wife shure o sumpluous
bedchamber (#14), which is draped with furs and silks o keep it
warm and cory. Rugs and cushions cover the Noor, while per-
fumed bowls of flower petals scent the mr and small golden
chandeliers light the room. Greal salomanders heat the guirers
during the cool winter. The bed and furnishings are mostly of
brown and gold, A vast wardrobe runs along the rear wall (maore
clothes of the Prince-President are stored in the robing room, #%),
and other assorted chests and cupboards and dressing tables hold
all manner of jewelry and finery — along with perfumes, oils,
cosmetics, and decorations.

Adjacent to the bedchamber are a bathroom (#1.5) and nursery
(#16), both equally well-appointed, The bathroom i endowed
with a vast poiiery-tiled bath and a wonderous Dwarven water
pumip that forces the waler up o this great height. Cuboards stuffed
Tull with towels, robes, special unguents, and oils 10 add 10 baths,
surround the room’s discreet lavatory. When in use, the nursery
hivases 1wo nannies who look ifter the children of the Prince-
President,

Three bedchambers (#17-19) for members of the Prince’s
family nccupy the second of the upper floors. These are all very
well furmished and may or may not be in use, depending on who is
here af the time, When not in use, they sre cordoned-of T by tightly-
shuttered windows, their lumiture covered with dust sheets.

The uppermost upper floor, the highest stage of the main 1ower,
isdivided into several small rooms (#20-22) and ome lrge chamber
(#2413, all for the use of servants and officers of the Citsdel, The
makds, pages. butlers, footmen o ceoks share the communal
chimber, each with their own bed and cupboard, The individual
rooms wre for the use of the Chief Steward and the Commander of
the Citadel, and one is shared by ladies-in-wabting who serve the
wife of the Prince-President. They are all fairly pluinly furnished,
like fairly decent lodgings found elsewhere in the city, There is
ilso a bath chamber to be shared by the servants (723

Tue Boors & FLaciumeer
The upper Moors are joined 10 the rool of the wwer by way of
Andinan’s Ascent,  The roof 5 M, providing a platform for
wonderful views and battlement for keen-eved archers imiem on
defending the city below, From here, bowmen can easily cover the
Cimeat Giades with a ruin of deadly arrows

A Plagturret (B25) perches on one comerof the roof ltisonly five
feet wide, bt it is large enowegh to contain o mamber of banners, all
Turled and ready 1o grace the Tower's twenty-one ool fagpale,

Tue Hare or The PaLaxyin

Anoiher, lirger structure (826) dominates the center of roof, and
is essentinlly an extension of the mpin tower; but it 15 specilly
profecied, since it houses the Palantir of Minas Anor. Thistower’s
single, unndorned door of mithril steel is virtually unbreachable.
The kevhole is cunningly concealed, and there is but one key,
belonging to the King and entrusied to the Prince-President.
Stored in o Box of Retuming, if con be instantly summoned, from
any distance, 1o whoever wears the Crown of Gondor.

TRAP: The kevhole is very hard (-20) fo fird and its lock (s
wery extrennely hard (-30] fo pick, However, eves i 05 {1
suceessflly unlocked, it is sl conmected fo an enchanted
faen thread Mt draws and stores power from the sy

Assuming the proper key i not emploved, this filament
delivers a point-blank 90 Lighining Balt every rousd 1o
anvore wia gowches the dooy — regardless of the sfaies of
fhe lopk

The wwer his a peaked roal, walls of solid stone, and narmow,
mithril-bamed windows that are nommally sealed with sleel shir-
ters. Within its busali-lined confines is stored the Palaniir, a sacred
and powerful device rooted in the Diinedain’s distant past. This
Secing-tone 1% o magical crystal sphere created in NMdmenor and
brought to Endor during the Downfall. It communicates with the
Pulantiri of Minas Ithil and Orthanc, and was once tied (o the
Master-stone in Osgiliath,

The Paluntir 15 set in the bottom of a wide silver dish which lhas
been ireaied o ke on a hlack hue, This non-reflecting bowl i
never illuminated with light and affords skilled users access to the
Stope from any angle, The Palantir can be viewsed from any angle,
deriving sounds and imuges from anyome of any distance. The
positions for viewing the Onhanc-, Osgilisth- and Minas Ithil-
stones are designated by plutinum and dinmond markers, which are
precisely set on the basin’s rim,  The bowl is firmiy fixed in
position wnd the Palantir, slthough loose, is seldom ifever touched,
since it works best when 115 poles are propery aligmsed,




The City i Oifaer Timres

The following sections describe Minas Timth (n the context of
eriks other than T.A, 1640, Suggested adveniures associated with
these perniods are located in Section 13,0,

11.1 THE KIN-STRIFE

“Buit Eldacar elwded hix enemies.. and many,., came to hate
his wsurper, This was Castamir, prandson itf Cerlimveliar,
vounger heovher of Ramendacil I, He was gy anly one of
thise dearest v ood to the croan, bt he iod the preatest
following of all the rebels; for ke was the € g of Shipa
ard was supporied by the peopde of the coasts ang alf P
grevl favens of Pelergir and Umbar,” (Lot T, p. 406)
Dwo hundred vedrs before Tarondor's momentous decision o
move Giondor™s capital, Minas Anor was still the second city of the
reilm. While Gondor™s greatest citade] and symbol of delense, it
rermiined o guaet, stable city of workers rather thun o hoven foe
sometimes irational dreamers, like Minas Ithil, or o surging.
enthusksiic, mercontile center like l'ht:'.:|i|1l| Such was the siate
of things u1f the outset of the Kin-strife (T_A. 143247,

Wihen the Sen-lord Castamir claimed the crown and exilecd
Eldacar son of Valecar, the Prince of Minws il openly threw in
his lot with the new usurper. The citizenry of the capital of
Osgiliath seethed this way and that, eventually supporting the true
claimant when he was besieged there by Castamir's host of
southern Gondorians. Minas Anor held quietly out of the struggle,
amd the Prince-Presiden even though he was a long-lived
appointee of Komendact] 11 snd related by blood 1o Eldocar
illowed himself 1o be swived by the vole of Conclave 1o send
tentalive support to Castamir, With his lanks secure, Castamir
setzed Osgiliath in a bloody struggle and began o reign of ten
thankless years (T.A. 1437-47), The southerners torched the
Citedel of the Stars and executed Eldacar’s son Omendil. lis
Tower of the Dome de saroyed in the Dghtmg, Osgiliath wos ridied,
is umsurpassed Palintir lost in the Anduin's waters

Coratar, the Prince-President, saw [rom the outset that Eldacar
could not hope 10 defen Castomir with (he forces he then comi-
mianded. But Coratar had also witnessed Castamir’s rise js the
Captain of Ships in Gondor, and knew the pretender’s true, cruel
finlure would be reviealed when he seized posver and ruled unre-
strained, So, Coratar began working clircumspectly for the ousted
king, sending him covert help and directing a petwork of deserters
and frends northword, where they joined with Eldacar in exile in
Rhovunion. Afier len yeurs, while Costamir sat o ormplicent in his
W capital at Pelorgir mnd Eldsicor marched south with a combsned
army of Morthmen and Gondorian Knights (8. “Reguain™), the
Prince-President took quict and bopelul comfort in the fruits of his
surrepiacious L

During this time, there was tension and ek ety of many Sors m
Minas Anor. Whike he suffered Coratar to remain as Prince of the
city, Lastamir sent one of his mmost trusted friends, I:"||_1_.-;||||_g_ @
former Master of Pelurgir, 1o become President and take charge of
LConclave. Cirvang wias, namirally, 2 horsh and unforgiving chir-
acter. He was used to dealing with the rougher and more warlike
southermers and thought nothing of sending out press gangs to
recrutt for Lastamir's army and {especially the ) rapidly-expanding
mivy. Ciryang also forcibly deposed o number of Fellowship
heads, including the Warden of the Keys, who was hung from
Citadel Rock. Ciryvang placed more of his own men in charge of
the garnscns and wardens, so that often freedom of movement
about the city and through the gales was arbitrarily restricted or
subject o impost.  These taxes proved the casiest way of raising
extra revenue,

Anarond
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Another cunning ploy he employed was a tax in kind, so that the
Ironsmiths might be called on o supply four hundred ells of chain
and sixteen seore barrels of assorted nuils and rivets one year, all
1o be sent south for the construction of warships. During Cirvang s
time a5 President of the city, few folk were happy — only thosa
who waortned thear Wiy 1o % Tiavir with presents of valuahles or
information nhout supporters of Eldscar active in the city.

But the President by no means enjoyed everything his own way.
Collections of revenues often went astray and Ciryang unerly
fatled 1o penetrale the Thieves' Fellow '.-ILI|:|I whikch Mourished and
always remuined loyal to itseéll and the city. Althowgh they
exhibited little love for Eldacar, the Thieves frustrated many of
Ciryang’s plans. Even worse [or Castomar's sdmimistraiors, e
members of Conclave realized their mistake in offering support bo
the Lisurper,; ind when Eldscar s southward march became Known,
old lovahies re-emerged and for once the citizens acted in unison
i drive oul the President’s supponiers

Cirveng himself vanished, and s now rumored to have been
gither 1orn 10 pieces by a mob, chased 1o the top of the Ciiadel of
Andrion and forced to jump off, or to have made good his escape
via Fen Hollen onily 1o freeie 1o death while lost in the Whine
Mountnins, Chhers soy he managed fo escape dressed as an old
Crike

REGARDING ADVENTURES

Adventures set o the time of Castamir and Ciryang need not be
very different to those rooted in TA 16, Check the descriplions
of bulldings, for few kave actually change much in the intervening
JM) years.  OF course, there ane also some sies specilically
connecied with Cirvang's ocouppiion of the city and the conflict
ithat surroqdds the Kbi-stiile. The eivil war ofTers a6 exeel lEnt
chanece o involve charscters in plots and counter-plots of the secrel
supporiers of Eldacar mned the agents of Cirvang, regardless ol
whether the cheracters favor one side or the other— or are simply
il B0y menke whal Hu.-}' can Tromm the '.Intgt:H'

Dhiring this period, both the TinddmeE-liE and the College of the
Spoken Word are very small and minimally active as secret
sociclies. Meanwhile the Blood Ring holds itselfl aloof from the
confllict, fof the mos janisl H:L‘.Lulg -:1|:|'_|.' 10 Presiive Ciondor's best
inlerests above those of either faction,

11.2 THE WAR OF THE RING

“Crrend crowled an. The drums relled wildly, Over the hillx

of tlain a hideons shape appeared: o horsemian, fiall, hovoaed,

efoerked (n Mack, Slowly, trampling the fallen, he rode forth,

heeding no longer any darr. He halted and he held up a long
patle sword. Amd ax he did xo a great fear fell on all, defender
aﬂ;{_ll"ne alike: and the hands o B Jn-mprnl i Pheir side,

and no bow rang. For a moment all was still.” (LotR I,

p. 124-25)

At the end of the Third Age both the city and Gondor were i
heavy decling, The line of Kings had ended centuries earlier, and
Crondor’s shrunken borders were muled by the Stewards from
Minas Tirith, the Guarded Ciry, Taking its new name when Minas
Tihil fiell to the Nazgill, the capital was unrelently wigilant throwgh
oul the subsequent recccupation of Mordor by Sauron. With the
frontier (i.e., the Anduin afier [thilen's fall) just leapoes away,
Minas Tirith became Gondor's spearhead rather than its heart.

The heart had certainly gone from the city. Men dreamed of the
glory thut was, and cared litle for the crumbling stone that
remained within. Mony buildings stood wholly unoccupsed, since
Minas Tirith suppored only half its former population. Trade with
the North had diminished 1o virual extinetion and Gondor had
become introapective, obsessed with the foreignness of anything
I;h:_'..'und their borders, dnd w:|||1r|!l_ Ty Eresd @y one, The Gondaori-
ans waped an unwinnable war agninst the might of the Dark Lord,
with Munas Tirth servig as i hpriu.pf“u:l:jrl.‘l fior b ||:'In|:'|l'.'.~i-:1 sorties and
sillizs across the river,

When the storm foally broke in T.A. 3008, the city stirmed itself
into something resembling its former self, and peopbe busied aboan
repairing defenses and stocking up for war — but with no heart. As
Dxenethor the Steward fost his spinit, broken in despaifing encoun
ters with the will of Sawron through his Palontir, his subjects” will
croded. The city's leader became the epitome of Gondor's obses
shon and Introapection and merely went through the motions of
preparing himself, his fnmily and his people for a final, apocalyptic
struggle in which Gondor, lynch-pin and keystone of the Free
Peoples, would collapse and after all would come only Darkness.

HEGARDPG ADVENTURES

This is the setting for ndventures o1 the close of the Third Age,
a period in which Minas Tirith is full of many enigmatic possibili-
tics but lubors beneath an omnipresent bul unmentioned cloud. N
is an exciting, intriguwing time, for as the War of the Ring rages and
the sicge Minas Tirith continues, dreadful harm comes to the lower
levels. Many of the city’s institutions ¢ollapse under the weighty
gloom pnd treason grips many of the pamicked residenis

This period affords players an opporiunity to risk their lives in
the defense of the capitl, either as warriors or volunteers working
io keep the peace within the walls. Iialso is o point in history where
iension in courl and among the city's many urban offices amd
associations reaches a feverish pitch.  Adventurers hoping to
support or combat espionage and subterfuge will find a wealth of
Etiractive oppormunites o iy teir hand.

f_-,vun_luully, the chael "'41|..'g|_'.|| ofders s mmeins ;I|J;:|.il1.'|.1 the
Ohuterr Wall and the Great Gate is destroyed by the migghit of the gres
ram Grond, the Hommer of the Underworld, Only Gandalf's
iniervention acts (o stay the breach, Forunodely, the While
Witard s gullunlr_!.' 1] {'I:Il::lllj_zh Ty vy e |'||E~|:i|.':n||.~.'||rl'||: NECESRATY [0
turn the tide. Minas Tirith is saved by the victory on the Pelennor
Fields, where the combined valor of Gondor, Rohan, the Rangers
of the Morth, and the Army of the Dead prevails over the armes ol
the Lood of the Rings, Led by Aragorn — the King who retums o
claim Elendil™s sunderéd realms of Ciondor and Arnod
Peoples rescue the capital from the deprivations of the Witch-Eing.

the Fres
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11.3 IN THE FOURTH AGE

“At faxt an evening came when fromm the walls the pavilions
cowld be seen wpon the feld, and all night fights were
burning as men watched for the down,  And when the sun
voxe in the clear morning above the mouniaing in the East,
urpan which shadows lay mo more, then all the bells rang, and
ell the bammers broke and flowed in the wing; and uposw the
White Tawier of the citade! the standard of the Sfewards,
bright argent like snow in the sun, bearing no charge nor
device, was ralsed over Gondor for the last fine " (LotR 1T,
p. )

At the dawn of the Fourth Age, Minas Tirith s Teloontir's
capital. Osgihath s being rebuoill, end its people marvel at the
envigorating effect of the new King, a true monarch with an Elven
wife and friends of all mces: even Pheriannath and Naugrim (5.
“Dwarves™). New citizens from all over Gondor and the rest of the
hberated regions of northwest Middle-canth fock o the city,
which becomes, perhaps for the Tirst time, 0 humming metropolis.
Dozensof languages are spoken in the streets and adventurers from
all over meet wo form itinerint biands. With the blessing of the King,
these groups seek out lingering traces of Evil, in return for official
rewirds,

Before the war the remaining citizens of Minas Tirith are
reachioniry und conservative to an extreme degree; nothing new is
learned or suggested. and life i a mere riloal of existence. After
the Shadow is banished, the city is revived, as if from some
creeping sickness which sapped strengih and vitality and energy.
Where the Fellowships had become creaking, closed societies
where observition of the past waseverything, now they threw open
diotrs to neweomers and vied with each other once mose (o rekbai o
the splendor af the city and oaldo rivals. Od streets bumt out by
Crre-fires wene replaced with bright new buildings housing Men
and other folk from Ensdor, Rhovanion, South Ceondor, the
coastlands, even from the fastnesses of Lindon and the unshackled
slove-camps of Mim and the other lunds which had been under
Dark Lord"s dominion for so long,

Dwring the Age of Men, there is no Prince-President or Steward
i hesd Conclave and rule the city, for the King once again sits on
the throne. Prince Faramir depans for Tihilien with his new bride
Eowyn, while Elessar smiles benignly on the city and showers it
with money. Instructing the citizenry o rule themselves, and rule
wisely, the King promotes republican mther than roval povern-
ment, While Elessar retains the power 1o appoinl Nominees o
Conclave, asmuch to rewund his valued servants os anyehing, there
is nooverlord in Minas Tirith —oaly such advisors and adminstra-
tors @S Conclave sanctions and the townsfolk eloct.

REGARMNG ADVENTURES

Adventurers might only stop & day or two, but any sojourn in
Minns Tirith in the Fourth Age is likely to be beneficial, or a1 lenst
imieresting, in some way, This period affords adventures aplenty.
The city has become more relaxed in general, but just as the people
are quicker, so too are the Guards. With the gurmison newly alen
and keen to serve, and many folk able o make an honest profil, the
Thieves™ Fellowship performs poorly, its members reforming and
even tuming on unrepentant fellows, No longer can the Warden
sustuin fis habitual double life. 11 is am era when cormupt familes
wither and die in the Tresh armosphene thit replaced the dank and
choking air of Dencthor's morbid reign,

With local power diffused, the city becomes embroiled in
politics. Opportunities exist for factions 1o carve out small but
lucrative domains and work toward the consolidation of private
interesta. Thus, brave souls wre often required 1o ckbe problems
within the city. particulardy with respect to the pealous oligarchy
and the myriad commercial and culural rvalries, There is much
news o be had here which might lead to considerable bounties, and
there is a pever-ending list of 1asks for the bold 1o undertake.
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12.0 PEOPLE OF NOTE

NOTE: Aside from the material on the raval family de-
seribed in 2.0, the individuals discissed n this section can
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Fourth, Age. Prominemd Kings and Stewardy and their bin,
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they are detailed according fo the firre inwhich they appea
in hisiary

12.1 THE ROYAL FAMILY

King TanoNmsom

The young King of Gondor is jusi 49, When ook the throne in
T.A. 1636, many were unsure of his ahility toruke strongly and deal
with the crisis presented by the Great Plague. Fortunately, Taron-
dor displays a very good feel for government, and inthe four vears
since his rule began he has shocked many older counsellors by
enacting strong (yel necessary | measures,

Mot the least of these has been his recent commund to move the
entire roval househaold to Minas Anor. In this, like other matters,
Tarondor was well advised by his uncle Yinyaran, the brother of
Minastmn, Vinvaran might casily have claimed the throne fior
himself; but instead, he has ensured Tarondor's safe pussage 1o
power. The King has a good sense of the worth and motivation of
counsel offered o him, and has nd the court of severa] schemers,
making a fow encmies but many more loval friends,

Tarondoer's biggest looming problem is his unhappy marriage,
He understood the imponance of his choice for his bride — since
the memory of the Kin-strife still burns deep in all Gondorians; but
unforiunaiely he has fallen in love with Fimaled, the daughter of
odie ol the three Duinadan Lords in Edhellond (the EIf-haven near
Dol Amroth). Since she is but minor nobiliny and {worse) is
Half-elven (5. “Peredhil™) — Vinyaran chose to wed & more noble
urwd acceptable lady: Mirien of Man Requain, She is the vounger
sister of Menel, the wile of Celdruhil (the Prince of Dol Amroth ).
Her nieces, Menien and Edhetariel, are the daughiers of Celdrahil,
il they preséntly reside here in attendance to the King's Court,

Vinvanan

Vinyaran is a trusted pillar of the royal family, The brother of
the late Prince Minastan and King Telemnar (r. T.A. 1634-36), he
i% the third son of King Minardil (r. T.A. 1621-1634). Aside from
being the King's uncle, he serves us chief counsellor, the King's
Commander (in overall charge of Gondor's army), and the newly
crealed Lord of Usgihmth, He wields a greil deal of power, yei with
a statesman’s authoricy.

Vinyirin 15 & dedwabed military man and fought beside his
father when he fiell to the Corsairs at Pelargir. Helping regrougp the
shattered Boang s Ceikard, he lead them in a decisive charge 1o thal
saved the day. He isa superb military strategist and tactician, and
at 82 still rides and fights as well as any other Knight (5, “Ro-
gquen’’), However, because of his many duties, he cannot always be
with the King. Stll, he is frequently seen in the capifal, between
visits to Dor Rhidnen, Angrenost (Isengard), and Sowth Ithilien

Vinyaran 15 nof entirely without secrets. In their youth, he and
his alder twin vied for the love of Lady Melabrian, His brother
Minastan won her favor afler both had excelled 1in nals of song,
poetry, anms, and athleticism, but YVinyeran remained her fasi
frend unlil her death. The Lady came from Armelmth (5.
“Baeautiful Whlds™y, the fief berween Dol Amroth and the HIHE:]I'I_
and wis exceéedingly beautiful. Vinyaran loved her so that, after
failing to win her kand, he forsonk all interest in love and neves
mamied. Recently, however, he has been wooed in secret by the
mysiericus Ethudil, who is now his mistress. There is something
in her thiat strongly reminds him of his lost love, and he often seeks
her company,

Bererak

Histon ||.':|II:,'. the ebdest Prince of the “"."'“I Toouase bears the Helm
of Isildur, which was recovered from the banks of the Anduin afier
thie Digaster of the Gladden Fields, This i3 twe O off the ke
"Helm-prince of Gondor.” Twrondor's great-uncle Beletar holds
this tinde at the rroment but, while sill hale, he is now 117 years old
and he therfore restricts his activities to a pleasurable retirement in
Larmedion ( where he holds a number of small Hefs),

Beletar is close to the people of Gondor and a well-liked and
respecied member of the rodal Tamaly He hns dlwiys atrended
court for official functions, but he dislikes Osgiliath and was rarely
seen there while it was the capatal. With the roval seal’s move o
Minas Anor, Tarondor hopes (o see Beletar maore often,

Beletir's wile bore him three sons and three doughters. Two ol
his sons have since died in bartle, while the Plague chimed his
doughter’s whole fomily, His son Velanan led a successiul
campaign in Rhim in 1625 and now has command of the elite uniis
of the wrmy, which are currently stationed m Southern Ithilien as
the Corsairs of Umbar are perceived as the magar threat currently
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TrLEmEnTAR A8D ELATAR

Telemehtar, Tarondor's oldest son, is the curment Crown Prince
and heir to the throne, but Tarondor's brother Elatar believes that
b has a strong claim 1o the crown, This concerns Yinyvaran, sinos
Telemehtar lives in Pelargir as Lord of Lebennin and High-captain
of the fMleet. Thus, the wise counsellor has seen 1o it thin the
youthful Elatar is now training with the Daganm Hornen (5.
“Southern Army”) along the Poros for the next four years,

Despite being only iwenty, Elatar is o keen sobdier and looks
forward to a life of commond in all comers of Gondor’s empine. He
relishes the thought of becoming King and hopes thar Telemehiar's
frequent skirmishes with the Corsairs will result in his eventual
clevation to the throne. Elatar has no romantic connections as yet,
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Mispacn

Taromdor”s cousin Minduacil is Prince-Pressdent of the capital, A
short amnd serious fellow, Mindacll enjoys his puthomty.  His
bustling, muscular frime 15 oflen seen hurrying from Conclave 1o
the Chamibers or High Hall, usually attended by o small flock of
minisiers and deputies, While not really o military man, he is the
comsummine burcascral

The Prince-President dotes upon his wife and children, He
murried Daenya despite attempls within the government to disuade
him, Rumors arose reganding her purported lover, a fellow she
suppasedly dallied with before she was courted by Mindacil — a
noblemun of half Haradan or ieven wilder) Umbarean descent —

but the Prince-President courageously avoided vielding 1o the
cruel pressures,

MNow happily wed, Mindacil wishes he and his wife could have
more children; but after several atiempts since Minadic®s hirth,
physicians from the Houses of Healing have reluctantly concluded
that Daenya can no longer endure a pregnancy. This trial has
drained the Prince-President and diverted him from recent alfais.
As p resuli, Mindacil does not get on well with Vinyaran, wha
refuses 10 condone anyone who bets his Tamily interesis come
before his loyulty to Gondor, (Also see Section 8.3.)

MenEs & EpsEranm.

The Ladies Merien and Edhetariel are both daughters of the
Prince of Dol Amroth, and are bom of one of the most noble howses
in the land, They are also mieces of Tarondor's wife Mirien, and
frequently come to stay in the city’s Hall of Guests, Both regularly
attend court, where they represent the dowry-Tiefs of Dol Amroth,

Merien is 4 lovely, well-spoken woman of 38 who gets on well
with the King, However, she hopes o match herself with Elatar,
despite their differences in age, Having twice besn betrothed 1o
voung noblemen — one of whom died in batile and the other in the
Plague — she is somewhal desperate, Merien is an pecomplished
dancer, singer nnd musicipn,

Edhetariel on the other hand 15 only 27. Rather more lively than
her older sister, she enpoys prciical jokes ond her parents
(Celdrahil and Merial} had many reservations about sending her o
court, However, they hope the King will shock her into quieter

WHYE

MeLanmiss/Eviuon

The darker side of the royal family is represenied by the Lady
Melabrian, a ragic fMgure descended from a cadet branch of the
royal house (through o daughter of Eldacar). Bom in T.A. 1576 to
the Lord and Lady of Aranelaith, she is a stunningly beautiful
maiden who, in her youth, délighted in many things: riding,
runmning, and other spors; dancing and music: and most of all
exploring the wilderness of nuure that formed her father’s lands.
Then, Melabrian was presented at Minsrdil s cowrt end all declared
her ravishing, especially the twin Princes. She was wooed by both
of them for pwo vears, and loved each dearly — favoring Minastan
in the end only because be lost many of the twins” competitions,
and did so with a charming grace, while Vinyaran showed pride in
his ¥ictories.

However, her marmiage proved short-lived. She bore Minastan
twr children, Cnir wnd stromg boys, handly contemplating thi one
duy one woulkd sit wpon the throne. She loved the children dearly
but somehow grew a linde estranged from her hushand, who was
studious and spent much tme with books, dabbling in astrology
and ather besser magics, Seeking to win him back, she started
delving into the arcane ans that fascinued Ministan, and soon she
discovered an unsuspected bul sdroit skill. She delved deeper,
surpassing her husband's meager lent and discovering un-
touched realms of lore, sources others avodded because of the
sources of power invelved. Still, she let vo one know of her talents
Ve & magicien-sape and one of her makds,

In T.A. 1629, both Minastan and Vinyaran enberéd a jousting
contest 45 part of a celebration of their father’s rule, Once again
they found themselves vying for. Melabrian s favor, for such was
the "prize.” Unforiunately, Vinyaran™s enthusiasm led (o o serious
injury for Minastan, who ignored the wound all the next morming-
Later, while out hunting boar with the whole royul family, he fell
fromm his horse and was fally wounded, The Prince died two days
luter.

Melabrisn was siruck with grief, having nearly forgotien how
much she loved the man she had just los.  For many days she
dwelled upon the untimely and unjust end w which he had come,
sinking deep inio a dark depression. Some months later, sl shut
away in bBlack mouming, a mian cime unimounced 1o her hawse n
Osgiliath, Three days he stayed, and no one knew his name, but he
spoke with Melabrian for many hours, Then, on the fourth day, &
servant eniered the Lady’s reoms with the moming repast and
discovered i shocking scene: thene laid a sluin maid, bus thene was
na sign of her misiress; Melabrinn had venished.

Mo trace was gver found of the Lady, nor the mysterious man
who disposed of her or spirited her away. A day liter her sage-
confidant was found murdered; yet (strangely) noe connection
between the two events ever drew suspicion.

NOTE: Injfacr, Lady Melabrian kitled bath the maid and the

gage, amad thven wxed Revmagicel ares o leave Osgiliath along

Wit the Necromanoer § emissary,

Afer some veurs of wielage and practice, Melabrian returned,
first to Osgiliath and then 1o Minas Anor. Now ske calls hersell
Ethudil and lives a very private and veiled existence on the fifth
level of the city, Recently, she has succeeded in conguering the
heart of Vinyaran, becoming his mistress. With every visil o her,
he grows more in ber power, and she learns from him much that is
useful to her Master. Her disguise ix perfect, contmining elements
af her former self as an echo o lend an ours of trustworthiness. She
remains a mysterious Lady; no one in the city suspects her true
bentity or guesses at her ocoupation.
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ROYALTY WHO SHAPED THE CITY

NOTE: For a more complete listing of renval figures drawn
Ao the history of Minas Tieith, see ICE” 5 Lords of Middle-
earth, Vol I1,

AnARION

The younger son of Elendil the Tall, Andrion was born and
raised in Mimenor prior o the Downfall (A, ©Akallabeth™).
Together with his father and his obder brother Bsildur, he led
the Faithful 1o Middle-earth during the fateful cataclysm and
helped found the Kingdoms in Exile,

Anirion and Tsildur landed in Pelargir in what later
became Gondor in S A, 3320, They co-founded the South
Kingdom that year. Subsequently, Andrion established a
personal fief along the western banks of the Anduin, calling
the land Andrian. He chose the site of Minas Anor for his
seat, nnd so the city was borm,

Althoaigh both Istldur and Andrion co-ruled Gondor dur-
ing the late Second Age (r. 5.A. 3320-3440) from the capital
at Osgiliath, Andrion always called Minas Anor home, He
resided there periodically until he left for the last time during
the War of the Last Allionce. Between T AL 3434 and his
deith in T.A. 3440, Andrion campaigned m Mordor and
participated in the seige of Barad-dir. He was slain when an
unknown defender cast a rock from the Dark Tower, erush-
ing his skull.

Aniirion hod four sons, all of whom were bomn in
Nimenor, (Three perished in the struggle against the Lord
of the Rings. ) His wife gave birth to the youngest, Meneldil,
in 5.A. 3318, and the child was the last person who survived
the Downfall to be bom in Westernesse, Later, in T.A. 2,
Meneldil succeeded Isildur as King of Gondor (r. T.A. 2-
158}, thus beginning the roval line based on his father's
T,

EArmur

Edirnur was the eldest son of King Edmil 11(r. T.A. 1945-
2iM3). Like his fagher, e was a superb seamon and warrior;
however he lacked Elimil s skills in smtecralt and proved 1o
be a poor ruler, He preferred competitions and adventure 1o
coaperation and administration, and he loved fighting more
than women. ESmur's reign was marked by inefficiency,
corruption, amd constant strife.

Edmur sscended the throne us Gondor's thirty-thind
monarch in T.A. 2043, the veor thot Minas Anor wis
afficially renemed Minas Tirith. During the ensuing seven
years, the young warrior-king sought to reclaim control of
Ithilien from the Witch-king, and the Gondorians fought o

serics of battles between the Anduin and the Morgul Vale. In
the end, Elirmur rashly accepted the Nazgll's challenge 1o
personal combat and, in T_A. 2050}, he lost his life at Minas
Morgul (then the Witch-king's headquariers),

Having never married. Edrnur died childless, His pussing
created a succession Crisis and, since no one in the line of
Andrion could be found, Bardil the Sieward become
Gondor"s ruber. From that day until the crowning of Elessar,
the Ruling Stewards presided over the South Kingdom.

EcmmeLioy I
The Dhinadan son of Belecthor 1 {r. T.A. 2628-55), Ecthe-
lion was the father of Egalmoth and served as Gondor's
seventeenth Ruling Siewoard. He ascended the throne in T. A,
2635 and governad the South Kingdom until his death in T_A.
2098, His reign is notable because it was Ecthelion 1 whao
strengthened the walls of Minas Tirith and rebubin the Cinadel.
He died less than a year after his men finished the improve-
mients to the White Tower, the great spire erscted in T.A.
1900 by King Calimehiar
During Ecthelion’s doy, Minas Tirith flourished, It was
relatively peacefiul time, a bull befone the stormy years of that
characterized the subsequent century.

Ectuevuos 11

A Dvinadan Warrior, Ecthelion [T was the son of Turgon,
the father of Denethor [T, and the grand futher of Boromir and
Farumir. He served as Gondor”s twenty-fifth Ruling Stewnrd
from T.A. 2953-2984, It was during his reign that Aragomn
Il frequented the city of Minas Tirith under his guise as
Thorongil.

InT.A. 2980, Ecthelion Il commissioned Tharongil's raid
against the Harsdrim. Thorongil took a small fee southward
and, under cover of darkness, destroved a great number of
ships docked in Umbar. He slew the Captain of the Haradan
Hawen before withdrawing with modest losses. Retuming to
Pelurgir, Thorongil refused to jouney to Minas Tirith in
triumph; instead, he lefi on another urgent mission. The
Steward never realized the Ranger's identity, despite the fact
that Thorongil sacted as his counsel prior o the raid against
Umbar,

Ecthelion Il was tough, compassionate, and brave, Al-
though he was nol particularly wise or brilliant, he was a good
Judge of character and an able and honest administrator, His
reign, while marred by sporadic fighting and the spectre of
the prowing shedow in the East, turmed ou to be relatively
stahbe, enabling Gondor (o prepare for the coming war.
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DENETHOR'S FAMILY

NOTE: Fora more complete listing of roval figures drawn
Fram the hisiory of Mines Tivith, see ICE 5 Lordys of Middle-
earth, Vol. 11,

Desernos 11 (Bors T.A. 2935)

The twenty-sixth and last Ruling Steward of Gondor,
Denethor 1T preskded over the South Kimngdom during the
dark hours before and during the War of the Ring. He was
the: andsome, powerful, and loedly son of Ecthelion 1 and
came ko the throne in T A, 2984, only a year after the birth
of his younger son and five years before the death of his
beautiful wifie.

InT.A. 2950, Denethor marnied Finduidlas, the daughter of
Prince Adrahil IT of Dol Amrath, The two were very much
the opposite in character and disposition, but their love
proved deep and their union gave Denethor grem strengih.
Finduilas gave birth to two sons, Boromir (T.A. 2979) and
Faramir (T.A, 2983}, and provided the Steward with both o
fomily and good counsel. Her premature death struck
Denethor with a deep and unhealable wound.

Alone with his sons, Dencthor withdrew and was ofien
given Lo bouts of severe depression. He favored Boromirand
gave little outward love to Faramir, who resembled his
deceased wile in both his manner and nature. Slowly, the
Steward's life eroded. Denethor became bitter and reésolved
that the role of Sweward was demeaning in lght of the
responsibility it carried and the apparent unlikelihood of the
return of the “rightful King.” Hoping that his son Boromir
would someday mile a3 a e monanch, he sought a way 1o
legitimize his office & make it synonymows with the crown,

As war Joomed, Denethor amempied to discern his
encmy's plans by using the Palantir, but the Seeing-stone
sapped his strengih and eventually the Steward fell prey 1o
Sauron’s machinutions, Manipulated by the Dark Laord's
deceptions, Denethor aged rapidly and became slowly
gripped by o feeling of doom,

When Boromir was slain by Ores in T.A. 3019, Denethar
finully lost touch with reality. Although wise and strong-
willed, he no longer possessed the will to fight or the spirit
i live. He resolved to cremate imsell, and he erected a pyre
upon which he laid — alongside the wounded Faramir.
Gaandall ancd Beregond succeeded n fmling his deranged
plan by rescuing his only surviving son, but Denethor’s ploy
succeeded in part. Gondor s last Ruling Stevwand perished by
his own hand, consumed by the Mames on the eve of the
victory over his swom enemy — the Lord of the Rings,

Bokosum (poes T AL 2978)

The eldest son und heir of Denethor [, Boromir wos a
proud, handsome, and strong warmior who delighted in
physical contests and shunned Couri life. He embodied very
little of his mother Finduilas® gentle nature, since she died
when he was anly ten. Unlike his younger brother, Faramir,
he was not given o lender emotions, preferming the passions
of honor and loyalty 1o feelings of love and empathy,

Baoromir served as the Captain of Gondor's armies prior 1o
the War of the Ring. Afier a prophetic dream, however, he
left his post and journeyed north o Imladris (Rivendell),
whiere he sat in the Elrond’s Council and joined the Fellow-
ship of the Ring. Later, as the Fellowship was jourmeying
south past the Bauros on the Anduin (in T A, 3019), he fiell
under the spell of the One Ring and anempted o wrest the
evil device from Frodo. Although Boromir's desire to assist
his fellow Condorians was the underlying rationale for this
rash act, and he repented, his runsgression ked Frodow leave
the Company. Soon afterwards Boromir died while fighting
Ores, An armow claimed his life as he defended the Hobbdts
Merry and Pippin, the last noble act of a hitersweet life.

Farammm (Bors T.A, 2983)

The vounger son of Denethor 11, Faramir was Boromir's
younger brother. He proved o be more like hix mother
[ Finduilas of Dol Amroth) than either his father or Boromir,
however, and grew up without Denethor’s favor, His
mother's death in T.A. 2989 left him without much emio-
thonal support, but Faramir nonetheless grew 1o be a gentle,
cupable, und wise man.

While Faramir differed from his elder brother, he sull

ed to be an excellent outdoorsman and brave warrior,
He applied these skills outside of Minas Tirith, though, for
he loved the wilds more than the jealous confines of the
Stewards Court.  Thus, Foramir crossed the Anduin into
Ithilien, where he led a band of Rangers in the struggle
ngainst Saron prior to, and durimg, the War of the Ring. His
ambushes and reconaissance missions created hovoo behind
the Dark Lord’s battlelines.

In T. A, 319, Faramir carme upon the Hobbits Frodo and
sam, whio were then tired and disoriented after struggling
oward Mordor with the One Ring, The Ranger provided the
halfings o refuge — counscling, healing, and resupplying
them when they most peeded pid. All the while, Faramir
resisted tempiation and refused knowledge of the Ring, thus
enabling the Hobbits 1o find a brel peace before resuming
and completing their guest.

Later, Faramir led the Rangers during the skirmishes
amidst the ruins of Osgiliath. His hend covered the retreat
{rivm the abandoned capital, and then joined the main army
in Minas Tirith before the city was besieged. During the
strugile, though, Farnmir wis wounded by the Black Breath
of a Nazgil, His mad father aiiempied o cremate him, b
Gandalf the White and the Guardsman Beregond rescued
I, and Aragomn 1T (Elessar) nursed him to bealth, His
subsequent convalescence resulted in his meeting with
Eowyn, the Princess from Rohan 1o whom he pledged his
undying love.

After the War of the Ring, Faramir wed Eowyn and was
granted the titles of Prince of lthilien and Lord of Emvn
Armen. He moved east of the Anduin, where he ruled those
feefs on behalfl of King Eblessar until his death in F.AL 82,
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12.2 COURTIERS

The following courtiers are uswally to be found in the city, either
ol the bunldings where their CiTices are housed, or with thie royal
household.

Inmarsne: Kine's Terasunen

Irhalmir is an old Dinadan who served in the army for a few
years in his younger days, and then took up an inherited el in
Lebennin, An ambitlous figure, he married well and obtained a
position in the Council of Gondor. Afer many vears of service, he
was made Treasurer, and now he keeps a firm hand on the purse
sirings. He manages his Office well, although he i% rather short-
iempered. He suffers from a disturbing weakness, however, a
propensity for prejudice: Irhnlmir dislikes “foreigners,” including
anyone not of good Ddnadan blood.

Rosen: Kmo™s Hemao

A youthful and vigoroos man, Romer is a lesser Dinadan who
won renown fior his exploits in the Drdano (). “Ranger™) patrols
of South Ithilien. Later, he wis presented 1o King Minardil, who
was equally impressed by Romer’s skill with words and his
learning. He ook up a junior appointment in the Office of Decrees
and then moved to become Herald in the Office of Estates, King
Tarondor recently elevated him and now he heads this imporiant
department,

Romer is exuberant, energetic and helpful, but has so fr utterdy
failed in his aftempts to instill a similar feeling into the clerks he
mianages. His personal life, however, 15 less unsure. One of the
Coun’s most eligible bachelors, he is popular among the young
wornien of the city and is rarely seen without in escort.

Vercowon: KivG's Procravaror

A dour and apparently humaorless man endowed with n bating
wil, Wergorion is the head of the Oifice of Decrees, He is deveed
i the roval family and is a valued counsellor — not least for his
ability 1o cuf anyone down 10 size, be it in private debme or open
Court. Yergorion comees from & minor noble family of the Pinnath
Cielin, but he speaks (if rather slowly and pedantically) with the
formal sccent of an Osgilinthan.

Orrmernan: Covmny CRaMBERLAT

Othirhon is Prince Winyaran's deputy and 15 responsible for the
royal household. Very much Vinynran's man, he enjoys an
uncanny ability o organize and keep abreast of everything and
everyone around him. This skill makes him very useful indeed, b
naturally nrinoys others who would rather have their activities less
closely monitored. Monetheless, having been a senior captain in
the army {or thirty yvears prior to his corrent appointment, Othirhon
can rely on the maost powerful and well-armed Mgures i the city for
suppart and few contest his coven reign.

Diok Ep-seLcuisan: Kmg's Cunats

Drior, an Anorian of the House Usuldni, is one of the keepers of
the Bynd Cruinir (5; “Halls of the Dead™; betier known as “The
Hallows™} on Rath Dinen (5. “Silent Street™). He is not only-a
“pricst” concermed with the rituals of death and bunial {see Section
5.4), but also n counsellor to the King and overseer of the royal
family in spiriten] motiers. Stem and conservative, he is an aged
v, with white, wispy bair, and siricily formal anire. Dior rarely
condescends to speak to amyone other than the members of royalty
and their subordinate officials.

EAunaino: Kinvg's See

Although the wises! counsellors of the royal courl in Gondor
have kepd ihe title “Seer,” they are nol watchers of crystal balls in
the manner of the Seers of Arhedam. Instead, they ane learmed
sages, tutored in the libraries and schools of Minas Anor and
Osgilinth and summoned o the King's side.  Edrbaldol s no
exception, having served the crown for his entire adult life. Now,
he is fuirly old, although still hake fand o good nder),

Above all Elirbaldod is comfortable in the new capital, where he
feels much more at home, and he can often be seen going beftween
the High Hall and the Rynd Permaith or the Eynd Thannath 1o
consult the lore of either his peers or previous generations about
some weighty subject. His dislikes so-called “men of action,” s
well 45 those who wield magical power openly (sech as Gandalf
the Grev),

Esvmnur: Kisa's Paysicias

A shocking revelation stunned the Cogrt just three months ago:
Tarondor had appointed Emelduin as his Roval Physician,
Emelduin, a woman! And & woman of no special birth or rank or
tithe. However, she was the most gifted healer io have anended the
Houses of Healing in many long years.

Emeelduin is exmremely good booking; ahe has rich, waist-length
hair and sparkling green-blue eyes. Her honds are delicate bat
strong and her forthright opinions ofien strike the entire court
dumb — perhaps, for once, making them think again!

Favmarmin: Lorp oF Na-TyLiasp

Falmathil is o pure Diénadan and lord of Na-Tyliand (5, “Coun-
iry by the Muny Isles™), a fiel he holds from his cousin Prince
Celdrahil of Dol Amroth, Consisting of the coastlands south of the
cily, this domain centers on the own of Endil, where Falmathil
meainizings i small foriress, He is often the Prince's voice on the
Council of Gondor (save Greal Counts), and a valued source of
knowledge conceming naval matiers. Now setiled in his life as a
Councilor and courtier, Falmuthil resides in a house in Minas Anor
with his wife Cdomel,
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SERNESTA: Lany SPEARER oF CALEMBEL

Sernesin is & strong woman of late middle-gge, the younger
sister of Princess Elabriel of Lamedon. When Elabrie] became
Queen of Gondor, her title o Lamedon passed 1o her brother,
whose son now rules the great imlund fef. He holds a Prince’s
Court at Calembel, from whence the Lady Sernesta, widowed for
sorne vears, hails. She is very fond of her nephew and speaks well
for him on the Council of Gondor, OF course, having marmeed an
army man { Lord of Ethring), she can follow all debates, be they
domsestic or military,

Dosmie Mavosis: Hin Evuie

Maldring's tthe 15 nol widely used; he is better known as Lord
of Heerlond-gna-Lefnui, Haerlond is about as-far a8 you can get
westwards from Minas Anor without falling into the Sea—which
15 & good thing, for there is no one from that far away to challenge
his identity. Tarondor’s Hir Ethir is Lord of Spies and master of
an mtalligence network primarily concemed with keeping tabs on
Gondor's potentinl enemies. Much information passes through the
hands of this unobtrusive courtier, an expert on matiers such as the
Corsairs-of Umbar,

Dostir's only known attribute is his bumbling ineptitude with
women. From Tharbad and even Fornost Erain in the North, o the
spiithern Havens and the Watch on Mordor, he is known as 1 shy,
imsubtle, ungracious, or simply desperute man, In light of this
problem, Maldring's double life as representative of the Blood
Ring an the Council of Gondor is guite sarprising. He siis i the
Council as o quiet repressmative of Gondor's westlands, always
having given Vinyasan and Tarondor a private briefing before
EVEry SEssion.

12.3 THE CITY'S NOBILITY

Dramoay Dusstaro
MNow rather smiall, House Dunmardo 15 the least of the Anorian
noble houses. [ts head is Daroin, a scholarly man who once served
in Gondor's Mavy, Foratime, he was Gondor's Legate to Lindon,
dwelling for nineteen vears in the Grey Havens with Cirdan's
Elves. Afer his return from this mission, Daroin was made a
Mominee of Conclave. He his since served his city well, although
he occasionally misses meetings of Conclave, This is due to an
unknowi affliction e suffers, one that reduces him o a lethargic,
near-immobale state once or Maice o year,
Bonosus Dusmarno
Boromis is the wife of Daroin, One of the foremost matrons of
the City, she enjoys attention from flatterers and ofien dispenses
her husband s wealth rather liberally 1o dubious individuals, On
the whole, however, she thinks she gets ber money's worth.
Boromis attends every social event possible, and s Currently i the
process of trying w0 malchmiake for ber four granddaughters, one
of whom lives at House Dunmardo,

TrowtTe Usurgs

Thaorith is the current bead of House Usulini, His father was
[or Ed-belguinar’s younger brother and assumed the headship
after Dior took the full vows of priesthood. Both of Thonith s elder
brothers previously enjoved his statbon, but only Tor a shor time:
one died in the Plague, the other afier & tragic accident at home.

Actuaily, Thorith's short time of training with the Ed-belgui-
niir gave him a darker insight into life than he might otherwise
have hpd, He hastened the death of his father by secrel conversa-
tions which convinced the old man of the pointlessness of life; then
he poisoned his eldest brother and drove the other insane with
drugs, so that he nearly strangled his wife — after which he
commitied suicide {although the death was officially described as
an accident).

Outwardly, Thordth is on aminble man; however, inside he
seeks power and election o the Council of Gondor. Already
considering himsalf above Conclave, he does not even seck o
nomination there. He prefers to stay o Court trying to wheel and
deal, and his wife is Hitile maore than an elegint hostess for his select
parties,

Tanassan Eresa

A haughty and actually brilliant man, Tarissar seldom aiends
Court social functions. He is an appointes of the Council of
Gondor and the third highest judge in the land, sitting below the
King and the Lord High Justice (Prince Kdrinyan) as the final part
of the city”s judicial triad. As such, Tarassor is entrusted with the
Crown Tribunal, also known as the Star Coawrt, which meets an the
sixth fevel and in the Chembers of the seventh level.

Although he is not widely read or learned in o scholary way,
Tarassar possesses the kind of mind that can quickly assess facts
presented to him, analyze them, and logically deduce conelusioms,
He has no preoccupations other than revealing the truth and
perfecting his own self, Naturally, he likes things he is involved
with to be worked out as neatly snd effectively as possible.
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Fave Evesa

Bom Vordeni, the eldest daughter of Tarassar™s son Haraness#
Eleni rebelled from the strict confines of her famaly, Contrary to
her noble upbringing, she took the name Faivé, which means
“freedom™ in an ancient Elven tongue. She has since become the
audacious and self-appoinied leader of the young ladies of the
Court, Her wide circle of friends and admirers, envy her good taste
and elegance { perhaps her most favorable aspect) and enable her 1o
act independently and often imeverently.

Faivi is intelligent and witty and not unattractive, although there
are many women in the city who might be counted more beautiful.
Determined not 1o be murmed-ofl by her family, she seeks her own
mate; however, she sets her sights no lower than those of her kin,
and has not o ransgressed the etiquette of Anorian socicty as (o
allow them to disown her. FaivE is on intimate terms with a score
of dressmakers and other suppliers of finery and habilements and
is currently allowing a number of noblemen to court her — on her
own erms!

AnarONn ASTIRIAY

A noble and brave Diinadan in his last youth, Anarond is
Commander of the Sur and Sword, the Third Company of the
Citadel Guard. As he approaches forty, he is seeking either a high
position somewhere in the forefront of the Kingdom, where he can
dedicaie his life 1o fighting for the King, or a wife and a serled
home somew here closer to the city. He stands toinherithis father's
titke a5 Lord of Howse Astiriun but would forego it fior & generalcy
elsewhere.

Anarond has had a number of mistresse s— olthowgh never mone
than one ot any time — but none of these women have rempaed him
into marriage, When his duties allow, he aitends the Boyal Court
s representative of his House — which is often,since his father
Carnam is busy with matters of the City and Conclave, as well as
his fiefs in Andrien, Cormam also would like (o see his son married
rather than become an “army bachelor,”

12.4 POWERFUL ANORIANS
12.41 THE WEALTHY & INFLUENTIAL

Crnsecn. Hagnvasmin

Curmegil, a talented Knight, devoted many years service to the
Gondorion army. The veteran of many campaigns, he now sits on
Conclave os the Prince-President s Advisor for all military affairs.
He married Acerinza Astirian, a younger daughter of one of the
city s noble Howses, and they had six children. The eldest, Rodhel,
{5 the Targen of the First Company of the Citadel Guard, His three
daughters — Lithien, Luinna and Lindivie] — lve with him, but
o of his odher 2o 15 dead and the other (Herwain) resides in i
city only on an official basis (see [0.23),

Quiaci. HErexyasn

Quiacil is o venerable man with greying hair and a wrink led foce,
His body is large and broad af first sight, but he is actually gaunt
o spare: as if his fesh dropped from his skeleton as he entersd
his declining years (although he has always appeared this way).

Cuiiacil is curmently an Advisoron Conclave, Put forward a5 an
elder of the city und because of his knowledge, which is wide-
renging and deep on many subjects , he often lectures his peers on
history, languages, ond literature, Quiacil {8 an old friend of
Verylen Mgoldath, wnd helped him to his current position as head
of the Sages” Fellowship,

MELLoRIEL SivpEak

The Sindbar family is a scion of a noble house of Minas Ithil.
They were rich merchants but otherwise had linle importance in
this great city until Porothir Sindbar morried Melloriel, the
daughter of a lord from norihern Pinnath Gelin (one of Gondor's
mast remote fiefs). Those who despised ber rural origins soon
came 1o respect ber as o shresyd commercial mind and, in only a
few years, Melloriel multiplied her hushand's fortune fourfold,
Thus, she established the family as among the finest trading
concerms in Gondor.

Melloriel lived in Osgiliath with Porathir before he died in the
Plague, His passing left her a5 the only female Nomines on
Conclave, soshe moved when the roval seat was transfemed. Now
she is reknowned as one of the capital’s preeminent hostesses and
colleciors of fine urt,

Cavnal AGaRINNg

Cambal {2 one of the few known practitioners of magic in the
city. However, it is rane that a som of the house of Ajgirinn (5 not
adept in some branch of mystical knowledge, for this has been their
tradition for centuries, hack to the times of Mimenor. Cambal is
respected as a sage and some members of the Court, including
Daostir Maldring, are pressing for his appointment as a Royal Seer.
However, this mave is equally and strongly opposed by Earbaldol
(who Fears for his position) and Vinvaran, The latter mistrusts
magicians, deeming thern all servanis or, ol best, dupes of the
MNecromancer, and inhertors of Sauron’s malign paower,
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Cambal lives a life of moderae seclusion and marred lue, He
has no children but sdopted his brother's son after both of the Fellowship Title Mame
child’s both parents perizhed in the Plagoe, His wife Diriel is :
content with a life of quiet luxury, and especially enjoys hunting. Parers & Warden of the Keys Erdil
Disprwardens [¥ Gamallin
Hisiebers Laovd Taverner Berenidils
Lamgrarights City Lampaneseer Chinrodd Estlvan
Bakers High-Baker Palanbirur
Healers Masser-General Dioeoren
of the Hiuses % Malegom
AMmareTs Armorer-in-Chiel Dirégon
Somewrighis Master Mason Betheal
Woodwrights W nightsmarshal Werilch
Gioldsmiths Paramount Aurifer Amdacer Cinl
Clothwrights Master Taikor Dhorelas
Waterwrights Sluicemaster Tharendin
[ Osaisen
Cilassmakers Cirand ¥imme Cilcddor
Sirest-triders Mierchant-Genernl Herumir
Cooks Piemaster Puissant i Tiarleth
[ Forlong
Copers Master of the Tans Sarndor
Candlemakers  The Baillie Limlsch
Tilers & High Tiler Pervrren
Raoswrighes
Pisteis Kilnmaseer Clay Galbdor
[rsaismiiihy Sl OF Tust [k Aranel
‘Sirong-arm’
12.42 NOTED FELLOWSHIP MEMBERS [ s
The following list gives the names and titles of the heads of all Leatherwrights  Great Cordwainer E‘_"ﬂ'“;:d
the Fellowships of the city, Where there is a sepurale Deputy, this —_
is inafbcated by a [ Clerks are denmizd by o Cl,
Cordwrights Masier Roper Laimand
Cutlers Sworderufter Champion  Anghor
D Jerriad
lewelers Hagh Lagidarist Telissbring
Aty — Siifimwat ¢
L¥ T urim
Exbroidemers Eeeper of the Threads Liitin Erial
Laocksmiihs Claed Fellowsmath Huamthos
Seribes Mlaster of Gieiry the (Hd
Rynid Thannath Cl: Dinturien 1
Suges Master of Ryned Verylen
Permaith Mgoldath [ Cimireon

Great Hostel

t indicaies female,




138

Advemiares

13.0 ADVENTURES

All the adventures which follow are set in the city of Minas
Anor. Most of them are built on hints snd sugpestions mentioned
in the text above, and you may wish to use other ides you get from
the descriptions of people, places ond things in the previous
sechions — either to expand the adventures hereafler or for ioally
new adveniures,

13.1 A SPY FROM UMBAR

Thas s an adventure in which Gondor®s deadilbest foe 15 revealed
to have an agent in the city — an agent that the adventurers must
uacover i order to save o lady's reputation and the le of the
Crown Prince,

Requiremenis: A group of mid-level adveniurers skilled in
trucking in the city and capable of stealihily undoing another's
treachery,

Adds: Mone,

Rewinrds: Rosithil will give the adveniurers any reasonable

reward they ask for. This might include an introduction 1o et

Tarmily. or entail her family"s support on some matter. She might

offer & monetary reward in the form of jewelry (perhaps to the

vitlie of 0 hundred gp per sdventurer), or anvithing ¢lse suilable
Tue Tare

Raosithil Hormastin (see 10.23) s an elegant Lady. She comes
from well-esiablished and wealthy stock, although her family is
it eoiimited among the nobility. Since she is mamied o0 Bodhel
Huomasting the son amd heir of one of the city's fioremost families,
she travels in roval circles

Rosithil s hiusband Rodhel is the Commander (Targen) of the
First Company of the Citndel Guard., The son aof the Prince-
Presedent’s military advisor, he is one of Gondor"s most valuable
generals, (Technically, the Commpnder of the Ciiade] who heads
the City Watchenjoys a higher status, but the Harnusting have mare
responsability. ) Thus, be is entrusied with overseeing Prince Elstar
— whe serves with a detachment of the Citadel Guard in the
Dragarim Harmen and is currently stationed in South lthilien. This
is no mean sk, since Elatar is often reguired to retemn o the Cour
for certuin duties and functions.

MNow Raosithil is in wrouble, Her husbarsd is often away and she
has sought soloce with other voung men. One of them related a tale
to Telkurhid, a spy from Uimibar who is posing o5 & lampwright
named Urthel. He anonymously contacted Rosithil and threstened
o expiese her if she does not comply with his demands. Terrified
of the effect it would have not only on her, but also on Bodhel, she
gmve in, she has been |'|.'|_'|.||||E-: fm mformation gleaned from her
hushand for four weeks. She recently told him about Elatar’s plan
1o secredly return to the city and surprise the King on his birthday,

Desperate, Rosithil realized she has endangered Elatars life and
now she seeks someone to belp her

Tue Task

Assuming they are well-known, Rosithil will contact the sdven-
turers gither openly or through o trusted muidservant. She will beg
them o trick down the man she meets each week and capture him.
By doing so, they should be able to compel him to tell the truth
regarding his mission and intentions, 1T necessary, the mdventurers
may need o lake action agamst Lirthel s { Telkurhid s} compatri
ols, since they intend 1o act on his secrets Matrally, Rosithil will
not explain how the blackmnl arose,

Rosithil has to meet the man, whose face she his never seen, in
1 different place each week, and on different days. Each time an
ANGHYMOoNS nobe containing terse imstructiong is delivered o her
house, If she has no inlormation 1o give, she is supposed o wear
a whate lily,

Within two days of the sdventurers agreeing to help, Rosithil
will receive o node instructing her o be at Eldacar's Breakfas!
House in time to hear the fourth bell rung after noon (Urthel will
b there disguised ns a Baker), The adveniurers will have the
morming and aftemaon o prepare themselves. Unfortunately, the
Porter who brings the message will not recall who gave it 1o him

A mujor problem for the adventurers will be petting Urihel into
some sechsded ploce. IF they follow him back from the meeting
nfter he has talked 1w Rosithil, he will prove (o be o wary and
dangerous guinry. Limhel knows the city well, and should be able
o lose mewcomers.

NOTE: Be careful o check ro see if Urihel spors tose whe

seek s il kim, I 50, 0 gare of cor and mouse ensies

Lirthel lives in lodgings af the Palace of Light on ihe First Level,
posing as a bachelor crafisman-lampawright. He will retumn there
immediniely ofter meeting Rosithil, taking his davmen), and then
in the evening going out 1o visil Clothiel, Another spy, Clothiel is
Lirthel"s contact, n man posing as a genernl goods merchant who
lodges (when in the city) af the Cld Guesthouse

The sdventurers hiwve o chance tocapture Lirthel in his chambers
before or afier his meeting. I afterwards, Clothiel will immedi-
alely leave the city in order (0 meet & nuniber of assassins at the
docks in the Harlond. There be briel them on when to siisck the
Lrown Prince, who will be travelling 1o the city disguised as a
simple Knight, Clothdel will retum o the city on the day of ihe
allack (three dI.L_'r'k hence), so if the adveniurers bave Twiled to
apprehend him, the atack will proceed as planned. The adventur
ers will have o shadow the Crown Prince themselves and protect
him, or somehow warn him withoul compromising Rosithil
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Tk Exesy

Telkurhild is an experienced fighter and a clever man, A hall-
Drdnpcdan from Umbar, be served as a casile lord™s captain before
volunteering for this mission. When not sl work, he wears
moderately good clothes, incheding an eket (shortsword).  Al-
thoaigh i1 18 not magical, this sword s of extremely fing workman-
ship (+ 10 and hos o grooved blade that nommally aeoommistoles
a doke of a sticky polson (01-75 = karfar; 76- 100 = acaana).

Telkurhid habitually carries 2-3 concealed daggers and has two
magic items. The firet is & Pearl Ring which can cast Hold Kind 1 v/
aday a1 1 28h level. Thesecond is a Pouch of Concenlment, a leather
bag nbout 9" sguare.  Anything placed in the pouch can be
commanded to vanish, so that 4 search of the bag reveals nothing.
The pouch cannod be filled beyond its normal capacity.

Telkurhdd keeps a locked steel box containing supplies of
asgurath and rock viper venom in his room.  The box his a well-
conceabed keyhole that is haed (=100 to perceive, The false lock is
trapped with contact poison and, if found, is very hard (=207 1o pick.

Clothiel is a scout; a Gondorizn turned by the lure of easy money
from Umbar. He his been organizng a spy network in northern
Gondor for some vears now and maintains a number of other
contacis.  However, if captured, he will poison himsell before
talking, using the karfor concealed inside his false wooden tooth,
Among ethers, hiz comacts include soldkers in the Roval Army, in
Dsgilinth, in Cirith Ungol, in the Harlond, and in three Anosian
towns. Most are infiltratsm foom Umibiar,

Clothiel typically travels light and is based in o remole bouse in
rurdl Andrien where he hias a hoard of 1.500gp, several servants,
ind horses. He carries an ivery rod capable of casting Shield |1/
day, Confietion 1 3fweek and Sleep X | x/month, The rod also hos
i hidden spike, which can be extended instanily piwd used as s <15
dagger. In sddition, the rod pcis as p continual half-strength
Lackiore spell,

The thug-assassins from the Harlond are all urbin men. They
will come ready for the atack on Elatar armed with swords and
msces, clad in leather ammor, und sporting with cloaks which
concenl their imtentions, They will Ree if overpowered or ouwlmum-
bered. or &y woon as the Prince is dead or down,

13.2 RIOT IN WOODEN-TOWN

Requirements: A party of any level willing to undertake 3 covert
action to uncover the fomentors of recent disturbances in Wooden-
10w,

Aids: A low level party miny receive support from the City Waich
if things get out of hand — assuming they can wam someone in
time! All partics will be briefed beforehand,

Rewards: A successful pany can expect some privileges in the
ity from e grabeful Conclave, Citadel Commander, Alerntively,
they miay each be rewarded 100-200 gp,
Tue Tare

Wioenden-town (), “Karas Taurina™), the rabble of crude houses
nd shelters before the city’s gates, 15 an oppressive and mostly
gloomy place, When it rains, the town is wet and dank and sodden
with despair. When the sun shines, it is steamy and ugly and sharp
with hopelessness. Some people here, it is true, eventually pack up
their few belongings and leave, at lnst sdmited o the great city
after their sponsors finish battling with the burelucracy; miny,
miny more mast 30 and widl, begging for fosd or working as
Inborers and drudges (or @ piltance.

Giiven such circumstances, problems often erupt into violence
pnd members of the City Waich break up quite serious fights on
numers oocnsions: bl never belore have there béen placks on
Andarian traders o visitors o the city, In recent weeks there have
been six such anacks, each invalving murders, the belongings of
the victims stripped and gone. Two of the allocks were on
merchants with several carts of goods — ftems which have
appurently been distributed in Wooden-1own,

An attesmpt by a large force of Watchmen to round up the culprits
and the stolen belongings met with newly unified opposition
within Wooden-town, and & major riot almost ensued. Thus, the
Commanders of the Waich and Conclave have decided to try o
mare subdle iactic.

Tuk Tasx

The adventurers sre spproached by an important Anorian or
member of the City Waich whom they lave previously met. They
are asked to help in a covert operation to flush out the ringleaders
who are organizing these miacks from Wooden-town. None of the
Watch can be used, for they wre oo exsily recognizable from their
Anorian sccents; but as “foreigners,” the adventurers will easily fit
into the culture of Karas Taurino.

The adventurers will receive a loan of some simple equipment,
should they feel they are missing anvihing. 17 necessary, they may
lso aequire nmagical device to summon help. This device 15 an
umiulet which is linked to a similar jewel, one held by the officer
in charge of the Great Gaie,

The sdventurers should arrive in Wooden-iown apparenily
wedry after a long joumey. After a few days eating up their food
aupplies they should be able to stant mixing with the other refugees.
By then, they might witness another attack, although this assauli
will be beaten of T by the exira body guards the merchant concemmed
has hired. During the attack some dozen youngish men assael the
cirt with hurled stones and then rush i brandishing staves and
clubs. Three of the atackers are badly wounded and another two
are carried off by City ' Watchmen,

NOTE: A hard {10} perceprion roll will allow the adven-
fiirers fo spor an olider man some way back who fooks
anpeved when thwe atrack failx,

After the attack the sdventurers muy talk to any of the anackers
and gel themselves involved ina sehsequent plot {devise o suitable
victim)., If they perform well, the adventurers will be thisnked some
lours later by a middle-aged man in a dark hood, who will also
leave them some of the booty is a rewiird (i they perform oo well,
se attsckers might get suspicious!). 1f they follow this up, miking
Lo the man, suggesting idens and expressing o keen inlerest, he may
(make a reaction rolly invite one (or ot moest teo] adventurers W
come o a secrel meStng.

The meeting takes place in the dead of night in one of the few
wooden buildings in Wooden-town, where o secret cellar has been
excavaied. There is only one way into the celbir, and two burly men
stand guard over the sieps down, armed with neil-spiked cudgels
(treat as momingstars). There are eight people present al the
meeting plus the adventurer{s}; five men and three women. All
give dlinses rither than their real nimes (and expect the adventur-
&5 bo do the same ), and briefly explain that they are merely trying
o better the ot of the poorest inhabitants of Wooden-town by
stealing from the rich. Only desperation and the city's inhumanity
have led them o this course.



Adveritures' Kot in Wooden-Town

140

m

-

=

= i
4 =
-
88 &
b -
£ L 2T
"——..._Lw
S2ee
H.m_tﬂ

ul..-_"_

mc..m.n
EEE
70
F=eg




AdventaresThe Secret of the Ring

141

11 will be hard for the adventurers not 1o be convinced by these
statements, and they should be encouraged to question their lovalty
to the city. IT they admit who they are, 8 heavily-built man called
“Wease!™ will shout for the gunrds. who will attempt to seize the
adventurers. I the adventurers are captured, other gunrds will go
off to sekze any known friends of theirs, and all will be stripped, tied
up, and dumped at the ‘Great Gate, Only half the people a1 the
meeting will fight, butup o elght guards are in the immediote ansa.

If the adventurers po along with the meeting, they might
remember everyone present and identify them later. They may
help to plan and execute a further raid and lead many of the rogues
into o trap, where they can be roamded up by the Watch; however
ihls might spark a not again,

Given a sharp eve, the clever will see after one or two more of
thee “usaal” artacks thit the ploters ane bemg duped by two of their
members: “Jackduw” and “Weasel,” Jackdaw is an oldish woman
with a huge grudge against the Anorians, and has been muanipuli-
ing the meetings, urging ever more daring and violent attacks on
Anorians in the hope of a full-scale riot which will lead 1o much
damage and bloodshed in the city. Weasel is simply a brutish thief
who hus conspired with Jackdaw, He sées that most of the takings
£ o his bully-boys and only a token amount io the needy — just
enough toallay any suspicions. Maturally, if either are discovered
for their real intentions, the adventurers are Habk to be set upon by
Weasel's guards. But if they can be unmusked before a meeting,
the adventurers may well be able o persusde the other members 1o
give up the artacks, surrendering to the Waich, Such a gesture is
likely to leod 1o pardons for wll but the real malefscions, resulting
in o renewed feeling of generosity towards Wooden-town from the
citigenry in the iy, in the form of charity ond sssistance with
immigration,

Tue Exemy

Jackdaw is an ordinary woman from Osgiliath with no special
abilines other than a false sincerity. All of her family perished in
the Plague after being denied entry (o the capital. Fallen on very
hard times, they had been hostelers who lost evervthing when
disease kept truvellers from coming inte Csgiliath,

Weasel is of entirely different roots, An ex-soldier who has
served in Dor Bhinen and the Mordor gamrison, he was cashiered
foer loastimg & felbow wihio had been killed inan One ambuash. He ook
tothe Morth as amercenary for some years, then settled in Osgilisth
s a body puard. When his employer died of the Plague, e decided
it was time 1o seek employment elsewhere, so Weasel joumeyed (o
Minas Anor.  Ever since he has been working various ploys
including being part of o protection scheme, aring of pickpockets.
wnd @ gang of common streel rogues. He tries bo porirey himsell
o @ pallant outlaw-rebel, however he would never convinee a
skeptic, Forunately for him, he is wise enough to be happy to let
others do the talking.

Weasel keeps o fair store of goods in a dingy hovel he appropri-
mled to use as o wirehouse, Late at might, he oceasionally of floads
some of it to shady merchanis and dealers in contraband, The
idbveniurers may well be offered an additional reward if any of this
is recovered.

Weasel"s “gunrds”™ are 3 motley assortment of manual workers
tumned rogues and professional thugs, Many of them have done
miblitia service or leamed o fight in less pleasant circumsiances.
Some might well po hack to being mare Liw-ahiding citizens, but
have been offected badly by the satuation in Koras Tourin,

13.3 THE SECRET OF THE RING

Requirements: A party with a mage seeking & tubor, oF any group
socking help from o magician for some special reason,

Addss A crvptic scroll or message left forthe adventurers, should
theey find themselves in those circumstances.

Rewards: The fmendship of a powerful secrel sociely which
extends through Anorian society and beyond.,
Tue Tarx

The adventurers are in (or in the vicinity of ) the city when they
find themselves in need of amage, Perhaps, o member of the group
wishes to leam o new spell list or derive information aboul a
strange item, one which o mage might be sequainted. (While the
odventurers might already have knowledge of somesone with a little
magical or divinatory skill, this individual cannot help them in this
instince. ) Mo of the typical inhabitunts of Gondor dislike magic
el seldom is it practiced openly. Many attribute all magic w evil
sources, ond hence practitioners keep quiet about their unusual
tnlents,

The options for finding a mage of suitable stature in Minas Anor
(the obvious place to look — o big city ) are thenefore limited by the
need not 1o broadeast ai lorge the search. They might iry speaking
with prevhous contscis, seeking out n known practitioner {indi-
viduals such us Myull the Sage or the Agarinna family) afer
careful questioning of locals, or visiting places such as the Rynd
Thannath or Bynd Permaith in the hope of coming across informa-
tion from scholass or books. During this initial period, vou might
ru some ypienl city encounters, Any open approsch o a known
miige will be rebuffed (perhaps o cutiing remaork about the staies of
the adventurers is delivered by i servant), However, word should
g1 back 1o some member of the Blood Ring before too long. They
will secrefly investignie the ndveniuners (for example, using Fi-
rifiarsl If they deem them o be worthy (e, they won't ose any
help for an evil end, and suppor the general aims of Gondor in the
world), they will make contact with the adventurers. Exactly
which member of the Ring does this is up to you: o number ane
mentioned in the ext above, from Imisiel (see 10.51) and Terim-
brel the Hatter (see 10062) to Goromil (see 10015),

The coniset takes the form of o scroll, delivered anonymousiy
(perhaps placed by magic amongst the adventurers” belongings).
It is conmmined in a red-stained wooden whe with brass caps and
bears a riddle, This is o “est” for the adventorers: il they pass it,
they will be able to meet a member of the Blood Ring i person.
The scroll reads:

“Born were we in the gove of three

Life’ s exsence deipping eondiesxly

Cheer the Dark Lord 5 pit of sorcery.

e came io avenge them, their befrayver
Danrring sister, begetter of her slaver;
Right poawerfid tirough aeoes and lore and praver.

Fii thuat clay 2l be this cercle red —

Now can our secret name be said —

Crowidlar’ 8 ward °galast Sauron’ s saeie oread,

WHEN YOU KENOW IT, SPEAK OUR NAME AND YOULS

Wil RE HEARD ™

The answer to the scroll’s riddle is Blood Ring. After the scroll
is delivered, the adventurers will be spied on with 8 Long Ear of
Faratltar. 1N they speak the mume of the Blood Ring, n message will
be delivered within minuses {if this is possible realistically),
inviting them to be ar the stall of Serendur in Phetg Araneir on the
morrow, Serendur is o respectable member of the Street-truder’s
Fellowship, 3 vendor of fine gliss and pottery wire, from plajes
mwid cupes 10 broocheés and beads.
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The next day, the inleresied member of the Blood Ring will meet
the adventurer(s) at the stall and invite them o parchase a drink ar
a neighboring stall and then poin them on the wall-walk overlook-
ing the city, Here, the adveniurers will be asked why they seek a
mikge. 1 the request seems repsoneble, the mage will bell them they
are happy to oblige — after the adveniurers have performed a task
for them. The sk involves trucking down o magic item siolen
from one of their members. The fem was greatly valued, but the
mages do not huve time to go seeking it themselves.

The iterm i3 gy ik rh,r'.‘p'rl. en Sraey, 10 has Ty pWETs, 1|'||;||,:|-|l|ng
being a xX PP multiplier, pnd the wser can cast Detert Esgence 1)
turm, Shock Bolr Tidoy and Telepathy Liday, Only i mage can use
the device properly, although others can use it o cast Detdct
Exvence 1iday. IL appears as o clear gliss sphere, practically
unbreakable, and with seven tiny glinting sparks set deep within it,
It was in a box of dark cherry wodd lined with velvel the color ol
the might sky. It belonged (o Cambal Agarinna, but this will naot be
tsled 1o the adventurers,

If they ask for assistance, they may be given a magic Mirrar of

Leeation which can cast that spell 1fiday. With this they should be
able to travel round the city and triangulate or ctherwise discoves
the orb’s current resting place. [t was stolen from Imisiel, wife of
Eragol Parmanil, while she borrowed it, by o thief named Fanuilé,
whowis taken with its beaudy, nost realizing that it was o miggic itiem
of power. She hoas sold it 1o a contraband dealer, Heth Belanoch,
a cordwright dwelling an the Fifth Level (see 7.5).

Sl Ml &

The orb will not stay sull for long. On the same day that the
adventurers wre asked to find i1, Heth manages 1o sell it o Lircamir
Taithrizan (see 1L32), Urcamir is a disreputable adventurer who
has recently met Emene, o beautiful young woman marmied 1o
Gilcidor the Grand Vitric, Mow, be lusts after ber and has boughi
ithe orb to give (o her us a present. To prevent anyone in his family
discovering the orb, he has concealed it in 4 metd] box up the
chimney of the hearth in his bedchamber, Unfortunately for the
sdventurers, this backs onio the pugele box cupboard mounted on
the wall of Gulddmir’s chamber, to which they should be led by the
Location spell.

ITthe adventurers delay for more than three days in retrieving the
orb from Urcamir's howse, he will give itto Emerie. She, of course,
will e very embiarrassed but forced to aceepl the gilt by Lircamirs
sudden departure. Since she doesn’t want it {and certainly doesn |
Wil her hesbamd 1o see e, she decides to send 11 to her mather, the
wife of an army commander (Targen) siationed in easiern Do
Rhinen. Onee it leaves the city, o day and o half loter, the
adveniurers hove no chance (o trsce it any more,

Toe Exesn

There is no “enemy” as such in this advenire, excep perhaps
time. The adventurers will certuinly need to be circumspect in their
behavior, and either very pood ol conning therr way inlo people’s
houses and searching them, or else clever enough 1 break in
undetected (or a1 beast withoul getting caught by the Watch). Most
of the locations are described or can be put together from the
descriptions in the appropriate sections wbove. The Blood Ring
will fake o very dim view of adveniurers who steal odher things
wiinlé i the pursuit of the orb, or those who couse considerable
damage or harm. However, they would be especially pleased 1o
have a lence like Heth Belanoch exposed ind caught — he will
|.‘."|.~GIJ:,' confess who hl'l'l'll'bl_hl fim e o, so the ongainl e
iFanuild) can be found and brought to justice. Both Heth and
LUrcamir will lir_llr to defend themselves i L|1|.=:|.' thscover inirsders
in thetar homes, nlthowgh if the adventurers hove already got the orh
wihen Lircamir finds them, e might hesiiate in calling the rest of
the howsehold, since he doean't want his seenet fownd out. |

There is a 25% chance al any time for thene to be other thieves
visiting Heth: they will also assist him fighting off adventurers,
nlthough not w the endanperment of their own lives, Other
oppanents, from City Walchmen to passers by, may be added as
woul se fif
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13.4 THE HAUNTED HOUSE

Requirements: An adventurous party that either lodges on or
comes o the second level of the city, Tomdght be helpful if the party
includes adventurers who have encounicred undead before!

Abds: The adventurers miust rely on ther own witsand skills in this
adventure, for few in the city will beliewe their tale or offer
assistance, The only possible source might be the Ed-belguinair,
but this will mean either penetruting Fen Hollen to find the priesis’
house on Rath Dinen or else contacting Dior the King's Curafe.
The nature of any help they give is likely 10 be very unexpecied,

Rewards: Unless they are doing o friend o favor, the adventurers
can expect little reward from this adventure, in which case the
reward might be in kind or monetary at vour discretion,

Tuk Tark

Some two vears ago, Eskerzen the Cobbler came to the city from
Tharbad, He is an exiremely skilled and fine leatherworker and
possessed o letier of recommendation from the Gondorian legate
in Tharbad, whose shoes he mude and mended; thus he had no
trouble in securing eniry to the city and a loan from The Golden
Ballestablishment run by the Malréd family. With this he was able
to purchase a tiny house on the fourth level, barely twelve feet
wide, jammed between two geneel lodging houses on a busy
thoroughiare.

The house has three rooms, each occupying & floor: the ground
Moor is his workroom and shop, the first Moo is a kitchen and store,
while the wopmost floor is his bedchamber. Eskerzen scrimped and
saved om everyihing o pay back his loan. This he has just
acoomplished, ut his house is still, for the most part, bare, with
little other than necessites 1o fumish it. He has one apprentice.
Cendralion, who lives in his parent s lodging house on the Second
Level.

When Eskerzen moved from Tharbad be brought with him very
linthe: o few spare clothes, his cobbling knives and needles, and his
only treasure, a family heirfoom. This is an mirncately shaped,
gilded bronse ball, it surfoce carved in reliel with a very peculiar
design. There are w number of loops through which ribbons ane
threaded, by which Eskerzen has hung it up on a mail in his
bedchamber, The ftem is, unknown 1o the cobbler, an ancient
Dunlending tulisman of Mecromancy. Eskerzen is half-Dunnish
and obtained it through his father's family who ot one time were
priests of a Dork cult worshipping Sauron in the guise of the “Eater
of Might™, The ball is in foct hinged and can be opencd (this
requires an Extremely Hord (=500 pick lockipuzzhing roll}. Inside
5 a shrunken, mummified head, i1s skin black with age and ritual
treatment, together with nine black crystals, All these Hems detect
s magie (Channeling).

The power exerted by this evil ilem has recently been growing
and it has iy twen disturbed the resting souls of & family murdered
during the Kin-strife in the neighboring lodging house, One by
one, the five ghosts have started 1o appear. While ot first they only
stirtled one or two people, mslerializing but faintly wnd for a few
seconds, they are daily getting stronger. They now menace the
adventurers/the friend(s) of the adventurers,

Tue Task

At Tirst, the adventurers simply hive 1o nd the lodging house of
the ghosts. OF course, they will not know how many ghosts there
are; and, interestingly, three of the five spinits do not realize that
they are in fact dead. Thise ghosis are the children of the couple
caughit spying Tor Eldacar, Lesser Ghosts who act as if they are siill
living. They do not appear insubstantial in any way and can easily
be mistaken for ordinary children — until they walk through a door
oF infce i rosm with one exit but do nol emerge!

NOTE: Youis sight wish to inswre that there are real elildren

fiving im the xawme dodging honse,

Anyvone within 10 of one of these Lesser Ghosis is drained of Life
energy al o rate of 1 point of Confround. Halfl of this energy is
clyimed by the alisman. (Make sure all the Con droined is
recorded as lost.) When an individual Lesser Ghost has draimed 10
pis for itself, it is no longer reliant on the talisman for energy and
citn manifest at will, -Otherwise, the wlisman can only cause one
ghost to form ot atime, Cne of the ghosts, o girl of about eight, can
talk with the adveniurers. She will only reveal that she believes
Castamir (“the Bad Man™) to be the King.

The other two ghosts are the parents of the children. They an:
normal Ghasts, with more identiny and awnreness of their undead
exisience. Cunning when it comes (o ticking their prey. they can
drain Con energy ata rate of 3 points per round. As with the Lesser
Ghosts, the tmlisman takes hall the energy they drain, but they
become self-manifesting when they have drained 20 points Tor
themselves, These Ghosts are more recognizably undead, since
they have a somewhast speciral appearance and glow faimtly green.
Whenever they form, they alfect everyone viewing them, attack-
ing their victims with a Fear spell of Tth level. 1 he fails, a victim
flees; bat if the failure exceeds 30, the victim is stunned for 1-6
rounds. Fortunately, they can attack only onge per manifestation,

Mone of the Gihosts can leave the lodging houwse, nor can they
interfiere with anything matenal, They all act irrationally, causing
mayhem whenever possible. The talisman is frying 1o use them o
druin sufficient energy for i to store ap. Then it will oy o kil
someane by draining all their life energy; afterwards using its
stored energy to resurrect the dead person as a Greater Ghoul and
attack Eskerzen. The creature will then corry ofF the talisman to
some suitably horrible place, where it can grow even greater in
sirength end resurrect o Skeleton Lord, Wight, or Wriith.

The adventurers will have a difficoln time simply trying o keep
the ghosts from gathering. Initially the ghosts appear singly, and
iy be put to rest individually; however others will appear, und
those quieted eartier may repwaken, The ghosts may be affecied
with NMewrralize Corde and Remove Curse spells, but such spells
miust be pitted agminst the 18th level talisman (which will iy o
resint). Even if 4 BRemove Curse sucoeeds. there i5 o chance the
tulisman will be able o revive the spirit afier 1-10 weeks,

If the sdventurers try to force the evacuation of the lodging
house they will have o big problem on their hands, but it should nof
prove oo hard to demonstraie the bad effect on the guests 1o the
landlord. Unless they keep a very vigilant watch, though, two
homebess Inborers from Wooden-town will creep in one night o
sleep. Other possible victims might be voung boys entering the
haunted house for a dare, or disbelieving officials of the cily's
burcaucracy wying to house people from Karas Taurina and
issuing billets,



Advenmres Lighifingers and Lockpick

Boromis

After a while, the adventurers might try to look for the source of

the disturbunces. Nuturally, they will find nothing within the
howse, and no signs from detection of onything controlling them
Irom some distunce away. Even if they keep o suspicious watch on
neighbors, they will discover nothing — the hauntings continue
even whike everyone is awny, However, with deection spells (on
evil, magic, curses or Channeling), they might be nhle to locate the
talismun, It is capable of defending iself with the energy it has
stored (= power points), using spells from the Calm Spirirs list, as
well ws Curse (6pts) and Dark Bolt (Tps, as Shock o) spells. For
| ptfrd it can affect itsell as a Chill Sofid spell, and Tor 2 pisird as
i Shadow spell.

IT it manages w create a Greater CGhoul (this requires 30 pts of
energy), the alisman will try 1o head for a place where there is
death, such as the graveyards outside the city (see section 5.4) o
the Houses of Healing on the Sixth Level. Here, at the very leas,
it can raise other ghosts to drain more energy on its behalf. The
talisman might also be betier able to hide: for even if the Choul is
discovered, the talisman will ry to stuy hidden in some nook or
cranny. Further mayhem may follow,

Tur Exesy

The only real enemy heve is the talisman, After it leaves, any
CGihosts which were dependent upan it will vanish, and self-
manifesting Crhosts can be exorcised with a Remove Curse. Insuch
& case, they will resist at Tth or 4th level, with failure precluding
them from rising aguin. Any Ghosts will instantly vanish if the
wmlisman is broken or destroved, but this is not easy. It cannot he
harmesd by fire amd kas the equivilent of phite armor , requiring 100
hits to smash itopen, The conlents must then be dissolved in scid
(any acwd will do — weaker solutions just ke longer) or frozen
pnid shartered o pisces and then pounded 1o dust and the duwst
scatlered on the wind,

13.5 LIGHTFINGERS AND LOCKPICK

Requirements: A high-level party willing to act on the spur of the
moment in an exhilarating chase and surprising dencweement. The
pearty showld have an important contact in the city or be interested
in art and theater,

Adds: Theadventurers will probably be moving too fast for anyone
else 1o help them — but there are plenty of Tolk who might have a
reson [or slopping them.

Rewards: If the whole truth comes out, the rewards might be very
high indeed, for there is nothing less that the security of the
kingdom ot stake, Afier all, Gondor is under a threat from a
powerlul pgent of Sauron.

Tue Tare

This adventure is & number of set pieces running on Tram ane 1o
ancileer, Jusl as the sdventurers think they ve solved something,
another mystery appears, leading up (o a grand finale against a
major oppanent. The settings mclude several places described in
the text, suurting with The Chimneys, a place of enlertanment on
ik third level, one might,

Here Lightfingers and Lockpick, a puir of thieves and conmen
who pose as scribes during the day, pull off a daring robbery,
stealing the fabulous emerald secklace (the Giliath Geliny from
Boromis Dunmardo while she sits having her portrait paineed by
Giysiel, The adveniurers are attending a poetry resding by Hourinn,
Muster of the Chimneys, when the distracied artist and noble-
wonmian burst i with their tale of woe. Gysiel will mention how she
munaged o throw paint atone of them ba just missed kisface. The
adventurers should act Tast 10 chase the thieves, who were seen
heading soross the marketplace owtside. By the time the adventr-
ers get oart of the chimneys, they wre just in time o see, in the
maanlight, two fgures climbing up the sheer rock face of Ramba-
rad Erinnstaring

Thit these are the thicves is atfesied to by the drops of paimt
spattered on the pavement below them. Other people from The
Chimneys will also mill around outside, so the adventurers will
have wimmesses forany aciions they perform (hence excluding most
migic ), They can aitempt o follow the thieves up i tower (an
absurd, -0, climbing roll without a rope) or race round all the way
b the southem gate between the levels and back again. Other
possibilities include shooting al the thieves (there is time for one
shot aguinst Lightfingers and two against Lock pick — bt only if
the adveniurer has a bow to hand, At a poetry reading ¥, Sall the
adventurers should be encouraged to do something, especially by
Bormmis's rash promise of o thousand gold pieces reward for the
return of her necklace {a price her hushand will decline to pay)

By the time the sdventurers reach Glussblowers” Sireet there is
nor slgn of the thieves, The sleepy 'Watch has been roused byt has
seen nothing of them. Astule adventurers may think to look wround
for any witneésses up here; and who should there be but a tramp,
previously curled up i the deep shadow of a doorway wnd
unncdiced by the Walch, Perturbed by the alarm, he may even stop
lhe adventurers himsalf, worrying aboul whit has transpired. 17
questioned, the trmmp will describe two men dashing a short way
down Glassblowers”™ Street and slipping between the houses of
Rymd Thanmah, {This looks like a sure lead!)
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Ao 50t 5 — foron the paving beneath the overpass connectimg
the edst and west houses i3 another apol of paint, and round the
back, another, The Holls pre all locked ap ot this e of the
everning = so whtare they doing here? A further drop of paint can
be found beside the staircase wt the rear which leads up o the
kichens — buf the kitchen doors ane locked tight. Um the ground
flosor wall beneath the staircase, however, 15 another smear of paint.
Here, sdventirers may attempt hand |- 107 perceplion rolis 1odetect
ihe concealed door set within the stonework. 1t opens o eveal o
narrow passage just under 2" wide (refer o plans of Rynd Thannoth
110.44),

The thieves are within the Halls, admiring their spodls in the
ensternminst of the three offices on the first floor of the East Howse
If the adventurers make o lot of noise honing through the secret
passages and Halls while secking them, they will be alerted and
will try to escape, They know all the secret doors and passages in
Ryl Thannath, even in thedork, They will tryy 1o get down the
secrel stircuse 1o the office beshde the Lecture Room (#3) on the
grownd floor of the West House (via the Library), The pdveniurers
should have a final batgde with them here, with both thieves fighting
to the death,

While the chase and hanle ensue, the Waich should cach up
with the tramp and the adventurers, husthng the Wirden of the
Halls oait af bed sothat be can unlock the door. Just s the st theel
drops, the Waich bursts inand takes over — welling the adventurers
they have just one chance 1o grab the necklace if they wani it
themselves, The Watch will then insist they leave, a serpeant
1aking them o the nearest gatehouse (o lake theér slatemenis

[T theéy desine, the sdventurers may try o return the necklace the
next doy, Unforunately, House Dunmarndo (on the Sixth Level
between the Howse of Ringing Sounds and the Howses of Heshing)
is undera heovy guard and the soldiers are under orders ned to allow
any uninvited guests in, nor to accept any strange packages (this
wiis how Barorris was 1IU|H:d '.-l.'"\.ll.'lIJiﬁ:r' |."=4.'Jlill.!'.'! I. If the adveniur-
ers brundish the necklace, the guards will atiempt to seize them: if
the adventurers resist the Watch will be summoned and they will
be thrown inio juil, only being relessed with some apologics two
days lnser. 17 the adventurers are scized, the guonds will fake the
peckloce wnd then throw (he adventuners oul unceramoniously

Three days after the robbery, the ndventuners ane sent a noe
psking them 1o come to House Dunmisrdo. The note is pohie and
hints at the adventurers gaining “something to their advantage.”™ It
his been sent by Kelvarguin and Morchaint.  Kelvarguin s
scholar who works al Bynd Thannath; he s also an obsessive
psidermist who recently conceived the foul notion of presery g
u human corpse as o experiment. He is in league with Morchaing,
a puppeteer from the Jugglers™ School of Ducervis Cleg in Cabed
Angren in Lamedon, Morchaint iz 8 thoroughly tainted womin
who enjoys a dark life of crime in addition to her daily routing of
enleriaining children (and ndulis) with her tnlented strings

In just three days {such is Kelvarguin®s skill — or {5 seanething
moge sinister at work?T), these two have obtnined the body of
Lighifingers, preserved il and practiced ity use a5 a ghoulish
puppet, even to the extent of having the corpse fight,. When the
adventurers arfive for thelr evening assignation ai House Dan-
e, Morchaing will be atop the wall that surrounds the property,
clooked with a spell Trom her mogic ring {casts Shaede 4 odoy, Dok
T 3fnday, Unseen 2xdoy, and Sifent Moves | fxday), Before the
pdventurers reach the gate o Knock. the figure of Lightlingers
pppears causing Pear imake RE i 3rd level or be stunned | round )
and pitpcking with o bastard swaord; 1ts (B s hall Morchunt s,
Only criticals have any chance of puiting the puppet off e g. o head
strike might slash one of the imvisible sinngs by accdent

When they hear the sounds of fighting outside, the House's fwo
rermaining (permanent guards will rush out. 1T they recognize the
sdventurers, they attack immediotely, suspicious of their presence.
Diherwise, they will distract the adventurers long encugh for
Morchoint o whisk the "|1u|1|;u:l" up over the wall. (Let the
adventurers explain that!) While they try, the rest of the House,
whohave nol vet gone o bed, come out and joinin the commotion

During this time Kelvarguin will sneak into the Howse from the
rear and steal the Giliath Gelin from Boromis™s moom.,  (Another
difficult scenario for the adveniurers o explain! b If the adventurers
can overcome the guards and rush into the courtyard surrounding
the house, they will discover the puppet of Lighifingers. Mean-
while, Morchaint and Kelvarguin will try to make their escape.

Baramis will immediately go o look for e necklace, which she
wiks jusl aboul 1o put on for a celebration supper, and scream sboul
its loss from the upper window, Two shadows vanish... They guin
the wall walk behind the House gnd make for lower gate 1o the Fifth
Lewvel; if the adventurers are Tasa, they will jump down into the
garden of the rich side of the Houses of Healing 1o hide or, if
despernte, down to the rool of the Rynd Permaith laur, This is o 30
drop and only Morchuint (sometime trained a3 an acrobat) makes
ity Kelvargum beeaks bodh his legs and an arm and falls uncon
soiows, I in the garden, Morchaing makes it through an open
window ufter mking the neckince from Kelvargiin, then Kelvar-
guin i= spotied, and out of a misplaced lovalty leads the adventimers
astray, finally attcking them suicidally. In any event, Morchaing
5 likely o mike i down in the Fifth Level, with the adveniuners
atill in purswit (albeit some iy befund)
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Morchaint decides 1o head for the back streets o lose the
acdvenmirers and avord Walchmen

NOTE: Adventurers may make very g (-20) Tracking

el fo II';'.'.I'.I'nlm' i, ar -.'l'?rq'u.ql ened e Sy j"'|_'n'¢"|'.lr|'.-:|r,' rafls,

Chree agein theyare a few steps afead af the Weatel aud seed

ta carel the thieves again i order o prove their inmocence,

being well ser-up by the pupperesr. Look Lindily on the

adventarers and eventually allow one of them to spot either

Morchaint's hiding figure or some sign of her recent pass

|'.I'r||.;'.
The chase 15 on, Morchaint’s lithe figure daming through the dask
sireets ahead of them. Onee again she is desperate pnd looks for a
hanlding to lose them in. Abruptly, outside o discrete but very
exclusive looking townhbouse, they see her figure swing up from a
ground [Toor window (0 an arcide, o another window whose
shuiters stand ajar, then inside. This is plain to see, for there is a
full moon. A sudden, terrified scream comes from within the
house, then an unenrthly growl. The slemder Mgure flies, hurled
with fmmense force, out of the window, to splatter against the
howuse opposite and fall into the gutter, o crumpled mess

This is the house of Ethudil (formerly Melabrian, mother of
K!ng Tarondor, 'rl.'hl.h:li'-.ﬂl!l;lﬂil.ll.'i! i 16 6 servanl of the Necro-
msancer. She s 6 vears old and still beaugiful with classic Ddnadan
features; her acooutrements are black and edged with evil designs,
simge she 15 @ sorceress embodying great evil power, one who has
Just l.'.'I:II!'I'IpJI:I.-I:lJ o ritesl |."-'|.'|k1|:1;|‘: adermon on the uln'nglh. of the Tull
moon (from beyond the Doors of Night). For she has learned
through Vinyaran of Tarondor's secrei lowe for the Hall-elven
makd Fimalcd, who 1omight attends a ball with ber parents a1 the
Merethromd.

Melabrian/Ethudil

The denvon is 8 vamipire — now commuomded o assume a M
guise amd infiltrate the hall, then returm to s more usual form, seize
Fimalch, and My off o Dol Guldur, In this, she hopes (o provoke
Twrondor into precipitate and dongerously rash action, or at the
wery beast break his heart and cast him o bieak, black despair
The vampire will shortly fly out of the window and over Citadel
rock, heading for the Merethrond while Etvsdil defends her house

Trx Exeviies

The fimil enemies are Exbudil pnd the vamipire. Ethudil isa 14th
level Mage, She speaks all major Ianguiges (including Black
Speech) Muently and has 34PP with 14 spell lists: 1l Mages Only
spell lists plus Physical Enhancement, Essence Hand, [usbons,
Spell Ways, Essence Ways and Spirit Mastery, She has the
following items: ebon neck chain of black plutes linked by gold, a
% 2PP muluplier which allows her an Influence check against any
opponent (no mudier how viobently inclined) w1 +20; &n evil +20
long knife which triples all bleeding inflicted in critical hits and
ucts ws o shortsword; sonyx ring which doubles the range of all Bolt
spells amd adds +20 to their OB; three pouches of blackfire powder
which 15 thrown over o 15" rodius and combines Call Flame and
Dk im thut area; black robes which give +10 DB and protect like
ATHVRL pnd also give + 10 bonus to Ritunls, Dunce and Mediin
tion skills; and a seroll of fell beast summoning: drains 20PP from
the summoner and gives servitude of the beast Tor 24 howrs

NOTE: Evhudil has the fodlowing skills: Climb 4340, Ride

+&0Fly +45 ), Swimr 40, Track +50, Siall Hide + 20, Bead

Runes %0, Use Irem 460, Direcied Spells O8 +78 {Bolt

+ U8 Pere RN + 58, Riruals +94 |'-'n.]’-'rj..l|.llrl.'.|'1?||'hr4'.l|;'r

+55, Essence RE 430, Poison/Disease RR +15

Ethiudil will use her skills and items o moximuam effect, aitack-
mng the party and then escaping while using the scroll of summon-
ing (omece she can delay the adventurers). Her house is simple, like
thiat of House Hamostin or Jeriad the Sharp's abode. There is no
tiled roof to the house; 1 has a Mal ool garden. The fell beast will
pick her up here, defending her if necessary,

The vampire is 4 §5th level créature (see nulebook for details),
It may sssume the form of 0 man, o women or a giant vampine b
Both the human forms are very attractive (AP and PR of 100)
unkess they smile to revesl horrible teeth.  In human form, the
Wi |:|ir|::I-:.'|4 wires & negdle-1hm ||1|'|ll.:\1.'.-4,1rd with both keen cdp:_- and
poimnt {the s\word is 420 and does both Slash and Punciure critical
strikes, ane secondary and one primary at the vampire’schoice). In
all Torms, the vamipire has o Stength of 102
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Weapons striking & vampire must make an RR against a 3rd
level disinizgration effect (see rulebook ). This vimipire is demanic
and has magical abilities: it has S50PP und can use them 1o cast
Holding Song, Stun Sorg, Charm Song or Fear Song. 1ts eyes can
glow red 1o cause Fire Starting a1 will {no PP expenditure). In
hurman form, it can also utilize the following spells: Hasre, Aura of
Flame, Dispel Eszence and Prosection I,

If the vampire and/or Ethudil are too tough for the adventurers,
there are two possible sources of aid — Terimbrel the Ratler ot
Ethudil"s house and Cambal Agarinna st Merethrond, Both are
magicians of the Blood Ring. Terimbrel has been suspicious of
Ethudil for some time and tonight sensed her evil power surging.
He arrives shorily after the adventurers and may take her on while
they chase the vampire. All the while. Cambal A garinna is at the
ball and may well be the only one able 1o mke action agninst the
demon, since the guards will be too frightened and the others here
lack suitable weipons and armor.

NOTE: Another passible source of ald, though, is Elendil

“Laurén” {see F0.34), who miay be one of the puards here.
If ke is present, he will be brave enough 1o face the monsier.

Muake sire you don’t make this one a walkover for adven-
frers, however. They may well deserve 1o acquire the

Colliath Grelin at the end of the adveniure — Boramix by now

deems it is far too unlucky an item to possess. Perhaps she' s
right,
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Adapiing This Module

14.0 ADAPTING THIS MODULE

This module is adaptaoble o most major FRP games, Statistics
iure expressed on a closed or open-ended scale, using a 1-100 hase
and percentile dice (D100). No other dice are required

141 HITS AND BONUSES

When converting percentile values 1o a 1-20 system, a simple
rule ys; Torevery +3 on & DK scale yosiget o +1 on o one-fweniy
(D20} or three o eighieen (D1E) scale,

The concussion hit numbers listed in this module only represent
general pain and system shock. They cover bruises and small cuts
ruther than wounds, Crtical strike aitacks and damage are used o
descnbe sericus Blows and woumds (respectively ). Should voo use
a FRP system that employs no critical strike results (e.p., TSR
Ine. s Advanced Dungeons & D egonsH pame ), simply double the
number of hits the PCs 1ake or halve the hit values found in this
e

14.2 CONVERSION CHART

If wou play an FRP pame other thun MERP or Rolemaster ind
Wil g ol use a |'I-|.'1Ll.'I'I’.-||.' EVRICTI, use The hrllrm'||1|; chari Eo
convert |-100 mumbers 1o fgures suiled 1o your game

1-100 Banus Bonus AR 2-12
sial. aon [RI0 on D2 Siai. Siai,
1124 +15 +7 2 1 T4
1431 + 3 +ih ] 15-16
1 £ 75 -5 LB 13-14
GE-H0 + M - |7 12
Q547 15 23 16
QW14 +10 +7 15 I
15RO +5 i1 14 1
75.84 5 k1 E i
=74 ] b | 2 K
4(3-50 il 0 =11 T
25-39 i () g [
15-24 -5 & # 5
Ik 4 -5 | Fi 4
55 1] oy o i
1.4 -15 ] 5 :
2 Nl -4 | 2
-15 | 4 )
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15.0 TABLES

15.1 LESSER NPC TABLE

Melee Missile Mov

Mame L¥l Hiis AT DE Sh Gr OR OB M Notes

Courtiers (bec, 12.2)

Mor Ed-bebguinar 71 I® o) LLL M [} Thus A5ap 1] Drsuadan Animani ] e
Eing's Curstr aind g predly Kogper of the Bynd Guinar, Keera 13 s o 2008 vl 6 Tsts o Jigh ] 42 TP

Eairbralddad I Mo 5 M i f%ma 5 Dmadan Mage/Scer
Eing's Seer. Knows 148 lanis b 20uh el £ L o 1h Wl o8 PP

Falmaaihil 17 44 PR 4l YaF AN | illss 1 A%ap 3 Dirigidan ‘W arter
Laawrd o (- Twhimul it Dior-en-Edml, spacfosiman Tow i Prange of Dl Asapoth on ohe Council ol Condar. | [st (o 51 v, |R PF

Irhubmar 25 RS o L] ] | Ha Tilh 5 Dranaddan Scoul/Rogue
Fing & EreEsurer

Hill:l-rl.ug_ 14 I ] | | ] ] I A%as I ¥kep I g ph Lt Man and W armmod
Easrd oof Hacrhsmd in Aslilas. Kisg Tl 's Liml of Spies.

Dikirhas 15 il Child i Y L 1 Miha 1 Xk § Cwimudan Animmisl/Remtalisi
Cosarn L hamberinin. knores B s wo 20m vl K lisis oo 1kh ), 43 PP

Biiiiibie 1% 4% KL 45 YA AL 1dks (R LT b Dhifiiabain Komjpe,
King's Herakd, Enivws 2 lisis to J08h Ivll 2 Gsis so [k b1 | Bist o Sth vl 30 PP

Sernesis | 11 Moy i i | P o Sikln dilkp i} [Himadan Bard

Lmchy il Speaker ol UCalembel, Sisser of Unieen Elabrs

Lesser Nobility (Sec. 12.3)

Anar o - 137 me 4% il AL ks &ilb 1 Diinsiftan ¥Warmdr
Coemander of 3nd Co

Rarnmis 5 i Kal 15 N | 555 Swp s Lirban Man and Renl
Wil of Darmin. Kesows 3 bl ao 10k il 1 PPE

IhErdsim 14 el a1y | 15 M b | 2%1s ] 1% Phanaiban HamlAsmslopss
Aasier off House Dunmaride. Knoes 6 les o 2008 el T Tt i 108h 156, 1 26 2 1k . 28 PP

Faive ] 11 Mayl ] M N 55da Wids B [Wimaifan Fard
Lesifer of yoang Cour ufies, Knasy 3 Qe s 100 0, 0 PP

Tarassar 15 ik Child 15 | b ] R Ll 5 Diirridilan Adiiem sl/Meimalis
High Jusisce, Kirws B lisds o Mk lvl, 7 lists io 10h L 10 PP

Thuridk 15 vl L 1 M b | fillms - 0 [Diinsfan AnmasiClernic

Btastey (o House Ulsubinl, Knowes (0 Vs m 200 Iel T Jises o 10kl 1wl 26 PP

Powerful Anoriens (Sec, 12.41)

o haad Ih 13 il ] M Y M, 15cp 1] Diinstan MopeMagician
Molasrer of House Agarma. Kaows |1 lises o JTR0 I B By 6o DRI v, 45 PP

[ urmegil 13 (R !n] M7 M Y5 1 | iy 11 Rip [} Dxinmian Warrim
Prince-President s mdvisor

Uaincil 17 an | | M | fiigs Hmp 3 [Minsdan MageSees

Nl o Sage s Fellowship. Kaawa 12 Dists jie 2080 10, 8 lisfs 6 1K WL 50 TP

Mausters of the City Fellvwships (Sec. 1241, 7.23)

Anghisr 1% (i % P 15 s ™ | B8 s 15568 . | Exinsdan Warrsr. Swondemner Lhampson
b railager It L M| W) Y ] i B ik 5 Mnimhman Maps! & liheniiag

Pemmourd Aurifer, b Mastor of the Goldsmiths. Kpowes 12 l=is 0 2ih vl 3 lists 1o 108k vl 32 PR
wranel 14 E  Chily 4] ] L] | 5% 1&ika ] ENinadan Warrin

sipih o b 1k Masier af the [vmamishin
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Rerendor 13 N RLAD 45 ¥5 AL 1358 Tt 15 [eimadan Sromfogue.
Lood Tavemner, Knows T lmis g0 5tk vE 13 PP
Raiheal I3 1M Cwid - NN (EE ik M Dednadkin Warrior, Masser Mason,
Celefurath ] 13 RL® 5 M L] 12%m 1 15jn i Mimadan ScosyRopue
Cireal Cowlwainer, l'iumn 2 It b Stk vl 24 I"PI
1Y meyi M Sieln Sk 0 i(Esiven) Erisdorn Mage'Alchemin.
Lampmasier. Ihnu}nlhlqmm.ilhqhmmnrﬂ :
1'.1nrhn & SLA 5 ] E5ap Slp 0 Duipsdan Band
Vierylen's depany hnnu-l 3 1Inu 1o Tk Iyl 16 PP,
Traanend i Nt M RN Togs 28du M i Taiwheth) Diinodan Mape/Alchemisi,
 Prermasser of ghe Cooks” Frlu.wﬂh!. W 17 sty i 20ch bel, 3 lises 1o 10th 1ol 28 PP
nh.-'h‘l T 3l RLY L] b | ) Fimn 550n 15 Dhinaclam Harl, Geir's depury
Dowilus 15 A Owie 48 YID AL At {30IB i3 Ui Man and Warrsor, Master Tailar,
Irparem X I Ml 1) | ! Hilma Al b Unban Man minl AninsaiHealer
Mastor-Cenerl of the Houses of Healing.  Knows 16 fisis i 20ch bel, 2 Tises 1o (kb 40 60 PP
Dregan 17 8 Nl m NN Hhe i 0 Dummdun bageAlchemisl.
Aypmereran-Chiel, Kooes 16 Bsts fo 200 b, 3 diss o s vl 51 PP
Erdil 1% sl Ve in Y15 N 1 Hlks 1801 i} Dhlmacfan Warror, Wenfen af jhe Keys
Forlisg B 13 Nall L N % A%ma - 15 Eradorn Mago/Alchemist.
0 Damped™s deputy. Knows 14 kst o Jinh vl 24 PP,
{inldnr 13 144 PNT Al Yi0 N 15w h 135cp i Dhinaidun Warmsor, Kitnmaster Clay,
Lamalliin i o0 8L LLE Y5 A (WL 1Y 138 i%  Dhinaden ScoulfMogue, Enfils deputy,
{Eri (i) K] Chil} &5 Y M L6 T E5sk 5 |"iein the CHE™) [hinadan Band
Mwsicr of Rywd Thannath (5. “Hakls of Leamings Knows 2 lits to 20th vl 4 Fists i 10 Ivl, 1 list s S 1wl 51 PP
Lyileidos i i Ol s 5 L I 1mn 11500 5 Dnncden MagedAkchemial, Clramd Yinc
Herumir 14 A RLm 44 M M | 3i0ms sl 0 Uiy Mlan and SeoulThiel
Mitrchanl-Gereral of the Stree-imilern keows | Hists io5th vl 24 PP
Hunthue I35 2 Nl 4 N N 130ms Mi0dn 25 Denadan ScouliThicl.
Chiel Fellowsmith of the Locksmiths. Kaows 2 lists (5 5th i, 45 PP,
Jerriad U I Y 15 M M 125th I § 584 5 Sonhman Warrine
Anghar's depaty, (50 11360
Lain Erinl 14 B4 SLS I3 NN IiHke I08cp M Mosthmen ScouifThiel,
Keeeper of the Thrends, Masser of the Embroiderers, Knows 2 liss o 50 1sL 14 PP,
L bmikachi 15 Sh Mol 3 N b k.5 Ml 15 Rural Man and Mage/liusionisi
The Elulllll: of the Candlemakers, Bhews 10 lsis m 20h b, 7 lises o 10 vl 45 PR
17 e RL0 (T . | ik S4op 10 Rmml Man ond Raspes,
mmmnmnw Ko 5 lils b 206 bl 1 fistan 100 vl 34 PR
Sllneud ] I Chill L] YiD N 1254 1 1ikcp i Uitian Man and Warrior, Celefamih’s degoty
Malegurs (B} 1 Mol kL] M N Sdda Jkida 25 Uroan ban and AnimisHealer
- Duarcoren's degufy. Kases 7 lisks o Bhth Ivl, 7 lisis s 100k (v 26 PP
Chslisem 7 W CWiA 1% Y5 L 05hs Eiap 5 Lirtan Man and Warrar. Tharesdin®s deputy
Palanthrar i 52 RKall 15 M W L Akp M Lrban M & Mupe/Alchemist
High Baker, Knows 9 lists i 2 191, 8 bsis a0 1000y ), 28 PP,
Fathirud 4 I RL& 15 M M S5k Rida 11l Moriduman Wamor Jerred' s son Cwee [0 %6
Ferueren 1% 151 Chiis 43 ¥ L 155hu Itk % [ Mool umghil Dimadan Warrior, High Tiler,
Sarador i4 41 KL 11 Y5 A [ELTH 1 3kp 15  Lirhan Man and 'Warrion
Master of (b Tuns, the heal ol the Coopers' Fellouship
147127 Mt 1] WAL EDMA OSap 15 Dunadan Mank.
| Mnvier of the Arists, Knows. 2 lisia o Sih i, 43 PP.
Telissd ring 1H o Ml ) M M fifiss ik 33 Hammckarian Mapge/M i
High Lapidari=, Masier of the ewalers. Knows 7 Bsis to b bl 03 s o Vi s, 7 Biss o Sihoivl 58 P,
W 3T Oyl ) ¥io L (EEET 144l I Ui Man and Warmar,
* Shaceinasker of the Wakerwrights, Knows | Tl i Sah vl 14 PP,
Turim i 41 Ml 15 by M Afun Yijn 2 Driimchiny Mage /Tl usicmisi

Siilenaet’s deputy. Knows |7 lisis i 1800 k), 3T PP,
k1| i Cwid 15 ] AL Biss 55cp W s Banl,
 Master of Rynd Pommaith Ngalilaih (5. *Halls of Books™) and chicl of e Sages. 6 lists 1o 30h 9L | Gl so 100 v, 63 PR
Waerdih 15 II& RLS 25 M ! 135ha 125ha M Mibman SeouyRogoe:
Wright=marshall of the Wiomlwilghis, Enows 3 lsis i Sth b, 13 199

NPCs During the War of the Ring ica. T.A. 3019)

Barublr 25 RS Sl ] W b Wlxs Tk a5 Chinaddan Banl. Served the King ol Gondor
Baranar 15 0 Chid 45 Y& AL F4dlwh 111Hk i Brunaden Wamios_ Futhicr of Beregomd.
Bereguad Iy 1y Chita i Yig L | b 120k 5 Didnndan Warive. Cpi ol Farsmbes guand
Bergil 2 I Ohi 15 Y5 AL S5 Scp ik Prinmian Wastior, Soii of Bercgond.

Deruffin # 10 Cwyld 15 TS L [ltma 1150k %  Dmsdan Warrior, Son of Dainl

e prari 13 M Cwil 41 i L I A0 11#:h 1 Ddmmiay Warrky, Solilser of Fira Company.
Ihmimhir L} ] M0 PUY 40 'I"!” AL 1404 135 5 Deksiu&in Warrar. San of Sam Erech

m | 124 Pyid i ML 145w Fikp 5 {Hurin of the Keys: ihe Talll Dibsulan 'Warrior:

Wlﬂ!nflhmrl-d' Hlmmhhn.p‘h%:ﬂhﬂhl Fresided aver city darmng Moraneen Campaipn,
Targan 7 iy S 15 M M L ETT B ALl Urhan Man and Warrkir, Uoak of Third Ca
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15.2 ROYAL NPC TABLE

Melee Missile  Mov

Mame Lyl Hiis AT DB Sh Gr OB ] [ M Noles
Adtdrion 45 173 P20 55 Y20 AL 1RSbs 1TRp | Dhinwdin Wiirrior, King of Comdor with
Lsilear.
Arwen 15 g0 - RLMT2 95+ N AL 160 135ky S0 Half-glf Bard, Daugheer of Elvond, wife of
Elessar, and Queen of Amor and Gondor,
Belecthor [ 28 63 P18 45 Y20 AL 16dbs 15500 - Dinadun Warrior, 215t Steward of Gondos,
Belegom 8 157 Child 4 Y20 AL [5bs 160D 13 Dinedan Ranger, 4th Steward of Gondor
Beregond L] 150 Child 8 Y20 AL 135bs  14dcp I Diingdon Ranger, 20th Steward of Gondor
Beletar® 27 119 P17 XM N N 140ss  10Scp 0 Dinsdan Warrior, Helim-prince and King’s
Commander. Great-uncle of King Tarondor,
he 15 the eldest member of ihe royal family
Ay in T.A. 1640, A it
Beren = 2 SLSS Hi N N Mbs 105ha 45 Dinsdan Bard/Monk, 19th Steward of
Geondor.
Boromir (1) 28 6l P18 45 Y20 AL 1657a  165kb 5 Dinsdun Wirrior, 1 1th Ruling Sweward of
Crondor,
Boromir {I1) 200 150 Chflé& 55 Y25 AL [55bs [40cp [0 Dindsdan Warrior, Eldest son and heir of
Denethor 11
Calimehtar 30 [55 Chll4 45 YID AL 145fa  140cp I Dhimsdan Ranger, Son of King Calmacil,
Calimehar 30 160 P& 55 Y20 AL Ib0bs  1551b 5 Drinasdion Warrios, Son of Marmacil,
Calimmucil 24 165 P18 40 ¥5 AL [|55bs  I3Dsb 0 Dunsden Warrior. Gondorian Prince.
Ciron i1 3o Chilh 45 Yo AL |40bs  (4isb 5 Dinadan Ranger. 12th Ruling Steward. |
Denethar | 7 120 P17 45 ¥YI5 N |10bs [5cp 1 Drinsdan Bard/Seer. I..utllulh,lsurwﬂ.
Bepethor 11 37 120 PIAT 45 Y15 N 1i0bs 105cp [y Duonsdan BandSeer.Last Buling Seeward
Do 3 35 Slio 25 SRS o R 17 1516 o || Dinsdan Bard. Son of Barahir and father of
(i | Denethor 1.
Esirnil 11 34 1700 Pl S Y2 AN I63hs D&k il [inmdun Wiarrior, ‘i"n:l]-l:m],[ .:urf."nm:l.nr
Elimur Al 162 PFIIE A% YD AL [a3bhs  |60cp -3 Dianaden Warrior, 33nd and lust King.
Ecthelion 1 27 48 Chileé 50 Y15 AL 160fu  [48cp i Ddinodan Warrior, 17th Ruling Steward,
Ecthelion T 27 46 Chil5 45 YID AL 5% [6lcp 5 Diinsden Werrior. 25th Ruling Steward.
Edhetaricl - T Nol 25 N N S0 25da s’ Diimadun Bard. Sister of Merien. Knows
thee Base Bard lists o [0th vl
[Egalmoth 26 142 PIAI8 35 YI0 AL 155bs  150cp 0 Dinedan Ranger. 18th Ruling Steward.
Elitar 7 49 P18 40 YID AL [Sbs  153sp - Dinmdin Wirrior, Prince. Tarondor’s
brother and Telemehtar's rival Tor the throne.
Elessar i 185 P19 75 Y25 AL XdObs 180G 0 (Aragom 1) Danaden Ranger. King of the
Reunited Kingdom of Amor and Gondor.
Ethiuidil 14 51 Nafl 50 N N 5D | 5da 1 {Melabrian) Dinadan Mage/Evil Magician,
Vinvaran's consort. Knows al|l Base Mape,
four Open Essence Hats wo 2th Ivl; eight
Open and Closed Essence lists to [th Ivl.
Faramir 24 |60 Chil4 45  ¥5 AL |50bs 1450 §  Dinsdan Ranger. Later, Md’&wm
and Lowd of Ithilken.
Hador 15 Tl NoZ 25 N N BSgs 55sb ] Diinsdun Mage/Astrologer, Tih Ruling
Stewurd. Adjusted Stewand's Reckoning in
T.A. 2560,
| Hallas 6 61 PIN7 L MoOAML 145h 14006 5 Dinisdin Warrior, 13tk H.th'l;ﬂl-ﬂtmﬂ.
Herion 23 13 PlIM7? 40  YI5 AL [45bs | Mep w] Diinedan Warrior. 3rd Ruling Steward,
Hiirin 28 13 P8 50 Y20 N 165bs  160ib B {Hiirin of Emyn Arnen) First Steward,
Hulrin | 265 128 MA7 15 Yiz 1 |55bs | 55cp l Diimadon Warrior. 5th Ruling Steward.
Hiirin 11 25 130 PIT i M AL |50tk 1351h i Drinpcdan Warrior, 191h Ruling Siewardl.
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Melee  Missile Mov

Mame L¥l Hiis AT DE Sk Gr OB DB M Moles
Mlaratil 28 165  PI1E 40 YI0 AL 15Ths 1641k i {*“Varmwas") Dimadan Warmior. Siewand
umsder Elirnur and afiervands 151 Ruling
P - 11, Stewird of Gondor {r, T.A. 2050-80),
Meneldil 23 160 P20 45 YIS AL 160bs 1550b 0 Drikmiadan Warrior, 4ib son of Andrion and

3rd King of Gondor, he was the last En
dorian bormn in Numenor

Merien T a9 Moyl 1] N N  45da —_ 1] Diinadan Seer, Sisier of Edhetariel, Knows
eleven Channeling/Mentalism lists o 10th
Il

Mindacil 21 141 P17 40 YIS N 14555 1400b 5 Dinadan Warrior, Prince-President.

Narmacil I 21 160 P20 45 YIS AL 155ml I60cp O Dinudun Warrior. 29th King of Gondar.

Ondoher 2 150 P20 45 Y10 AL 155k IS0 -5 Diinadan Warrior, 31th King of Gondor.

Pelendur 24 143 Chl6 45 YI& AL 155 [451b 5 Dvinodan Bard, Regent Steward during
Interregrum (T.A. 1944,

Tarendor 35 |50 PY20 55 Y2 A/ 168bs  155lb 0 [ninadan Warrior. 27th King of Gondos,

Telumehtar 23 |65 PVIE 55 Y20 AL 175k 165%cp 10 (T.A. 16400 Dinudan Warror. Crown Prince

il Gomdor and Lord of Lebennin, Resides in
IO 17 Vi i b (WSS T ; . Pelargir as Captain of the Ships.
Telumehtar 33 163 P20 50 Y20 AL 160bs  160Ib 5 (T.A. 1850) (“*Umbardacil™) Drinadan
Warrior, 27th King of Gondor,
Thorongil 27 180 No/i 60 N N IBSs 180 30 (Aragorn II) Diinadan Ranger posing as i
MmeToenary capain,

Thorondir 26 152 Chilé 40 YI5 AL 150bs 1315[h 5 Dvinodan Warrior. 22nd Ruling Steward,
Tugon 28 147 W16 40 N L 155th |50cp 5 Dinadan Warrior. 24th Ruling Stward.
Tirin 1 ¥ 144 Ch/i15 40 YIO L 140fa  135cp § Diimadan Warrior. 6th Ruling Steward,

Tirin 1l 9 152 PNT 40 YI0O N 155bs 1300k {1} Diinadun Wareios, 23rd Riiling Stevarid.
Vinyaran 2T 140 P 33 YO AL 175 1251b i Dinadan Warrior, Prince and King's Com
mander. Brother of Telemmnar, 3rd son
of Minardil, and uncle of King Tarondsor,

“ okl names indicure characiers described in the main body of the text found in Section 12.1

KEY {Also applies w0 Sec, 15.3)

CODES The statistics given describe each NPC: 0 more detailed description of some of the mare important NPC's can be found i the main texi,
Same of the codes are self-explanatory Lvl (level) Hits, Sh (shackd). nnd Moy M (movement and maneuver bamaus . The mone comples codes
are lisied helow

AT tArmor Type) The two letter code gives the being™s MERP urmar type (No = No Armos, SL = Soft leather, R = Rigid Leaber, Ch =
~ Chain, Pl = Plave); the number is the equivalent Rofemaster armar type.

DB (Defensive Bonus) Noie defensive bonises inclde stats and shickd Shield references include quality bonuses (.5 “¥5™ indicaien “Yes o
+5 shield™}.

Gir iGreaves) “A”™ and "L” are used 10 indicate arm and leg preaves respectively.

OB's (OMensive Bonuses | Weapon abbreviations fallaw OB s fa — Falchion, ss — shor sword. bs — broadswond, s — scimiar, th — two-
handed sword, mi -~ mace. ha — hand ane, wh — war hammer, bs — battle ane, wm — war matiock, ¢ — cliky, gjs — quarier siaff, do —
dagper, sp — spear, ml — mounied lance, j3 — javelin, pa — pole arm, o — sling, cb — compasise bow, sh— short bow, Ib— leng bow, Ich
— light crossbow, heh — heavy crossbow, bo — bola, wp — whip, 1s — ihrowing star, hb — hulberd. Meloe and missile affensive bonuses
inchsde the bonus for the combalant’s best weapon in thai category.
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e —————
Melee MHH
Name  Lvl HisAT DB Sk Gr OB OB M Noles
NPCsin “A Spy From Umbar™ (Sec. 13.1)
sl imivl 3 M il i ¥3 M Thks il 5] Lirban Men snd Scout/Rogee, Spy in leugue with
Umnbsr. Emowws 1 fisa 12 Sihy dvl. 5 PP, i
Ellaiar 17 149 PR Aan Yo A 1 5 155=p i Dinisdan Warrior, Prince, See 15,3,
Bafhl % Il Pl a5 Y0 (ALY 0be 1630h | {Hamestin) Dumadan Warrior, Commiander ol ihe 1a
Company ol the Giairl, ) !
Bt bl 5 16 'l i M N 45la 25da 29 |elsiiitan Rl L.I.I.I}' amd wife af Roadhel. Knows 3
Faats o [ Odh Bel. B0 PR
in 11T Child ) Yo L [FLT 11 W (Telkurhbd) Conair ScoutRogue. Lesder of same
Umibsipeart sples. Kndws 2 lises fo Sth vl 30 PP, i
NPCsin “*A Riot in Wooden-Town™ (Sec. 13.2)
dachdaw f 32 Nei 1] M . filsp Jidn B0 Ulrhes Man and Sost®ogoe. She is an old lnaeeious
troultlentaker, o refuges from Ospilith. Koows | st o ikl 879,
Weasel 4 15 SLyS 15 N M LT 4ish 1% Rumal $am smd ScouyThief
NPCs in “The Secret of the Ring” (Sec, 8.51 & 13.3]
Cambal 16 53 Ml 4 b M s 15ep o Dinacian MapeMagician. Master of House Agsreas
Knoss |1 lists s MRb bel, & lisgs o Vil Bl 45 PP
Emeric f el Mail || M N Eilldn #45dn ) Deimacian Band Wile of Crleaddor the Grand Viinic,
Krvas ¥ Lisis di 1k el 12 PP,
Famulle 4 47 Fui'| 25 M b fu%ra Al 25 Daisadan Scout/ Thief
Leoromil i S5 Mafl M N K il 5 Dhinadan MagefSorcerer, Leader af the Rimakhinn
s Cinalali™s oo m the city. Knows 7 T i 208h v, 13 Fstoso §0h 4, 1 Hl-tlﬂl Il 57 PP. See (K14
Leubdisimir 13 139 RLW L[] M N | Ak 1255l L[4} Chinodan Wamior. Mester Swonesoight and caretaker
il 1he Hosz ol Memonals, Seo 10037,
Heth lelanimh 5 T Sl i% N A Ui LI I Morhnan Warrsor, Condwrighe dwelling oa Tifih kesel
whe ileals m mhl:ru:lmd. Bee TA,
Imisied 3T Mol 1o N M S4da 1 dika [0 Chinsdsn Bard, Wife of Erdor (Bookkinder
Pammeeil. Keows 2 lisgs i V0t IvL 10 PP, Ses 10.5]
Myall iy Sage IT 4% Mot 2o N M 45 25iln 0 Urban Mas s MageiAlchemise, Knivws |4 Rals io
20gh B, 3 dists 10 10k vl 33 PP, See likd1.
Seremibur 4 i 1.9 2 k| N Eilns 151k 15 Livtsan Mam and Scoul/Rogee. Member of the Siect-
trndder” Fellonaship win opersses & still in Pheag Aranelr, Knnws § s o Sth vl 8 PR,
d H e REL% kL M N I 1ihs L lli] Iy (“the Rater") Livkan Man aod Wartior. See (042
Lrcamir 4 ht SL0 3 ¥ AL B Thsip 3 (Talihrizan | Dhiradan Wamor. Disenchamed s of
Liubdidmir and bashand of Fenad, Adverbaner fescimaied by Emere. See 132
NPCs im “The Illunlnl House™ (See. 13.4)
Cendraling 4 Min'l i M b 25ms (3 Lirban Man ond Mage. Exberzen's spprentice. Koous
9 lisn i 10k Il 10 PP
Dior E1 | LT It N M T A5ip 10 Dinsdin Animist®Cleric. King's Curme s 5 priesly
Kooper of he Ry Guinar, Kicows 12 Bisis 10 20h (vl § Beis b0 |00 vl £2 P
Eskerzen 11 L] o'l 24 N N LT - I Erisdoran Dusenes MageEvil Magscan Cobler
Eromm | Paibod, Kpoes |0 lisis o 1440 vl 32 PP,
it (Uireater) 7 [L LR G i“h - — Special  — 15 T Ditnaddan scwlis alain in Kin-sisdle, Drain 3 pis Cofed
Froom wicrims witkin 0. Whizn shey fomm, veetims must ke BR va Feur,
Liharsi | Lesserh i i [l TR B (el - Spocual . | | Dinacan chiliren slain m Kin-serife, Denin | gy Cof
rd [rom wactime witbsin 107, When ghey form, siciims must make BR va Fear,
NPCs in "'I.l.hllh:ln and Lockpick™ | Sec. 11.5]
Tssramis 16 Mol £ M LR A0sp 15 Urbam Men and Bard, 'Wife of Dardin. Knows 3 liss
W UES vl (0 I'F'
Eibiidil 4 5 Radl k1] M by Slna 15da 10 {Melsbrian) Dénatan MupsEvil Magiciin,
Wanyanns citsort. Kirees 14 Bisis 1o 20k bl 84 P
Fimube:d 4 L T an N M Sep 4lkp M Half-glven Band. A maid, she is the nbject of
Tumandor's desire. Knowe 2 [ests g [08h bl |6 PP
faymicd 5 K. Moyl L] N M dilliln 4filu 25 Dueamdan Beed She = o il
Huisrisn 13 I Moy M} N N 1Mks 1 2HE M Urban Man and ScoulPogue, Master of e Chim-
neys
Relvarguin L LY M m N N s = [E] Dinadan AnsmisLay Healer, Taxidermasi ui Rynd
Thammath, Enoras 13 Lisis o 100 Wl 18 PP
Lighifinpers 1 i Mndl 15 N b filkda Tida = Dhinnden ScoutThiel, Scnite and pickpockes. Knows
I lisd 1 %ah Wwl, T P9
Lackpick fi 44 Nofi k[ N M Tisa Sicp 0 Coinsder ScoutThiel. Scribe and borgle.
Murchaini i i Mol Lk ] b M Tasp nfsp 2 Dhinzedan Scout/Thiel. Pappeseer from Larmedon
Komovwes | Bisi die %gh 1wl 06 PR,
The Yampirs IS 134 {Nafl) Wy M M 1Hiwn — | Undead Warrar, Can attack with +30 Med, Bie,
Tossch draios 1 Co paaied, See iead re spells. gic.
Vimvarsn 1T a0 MIE L1 Yio AL 17 5sba 1241 {l Drmaifan ‘Warmar. Prirce and Kisg's Commander




154 TuhlesiMaster Military Table

15.4 MASTER MILITARY TABLE
The fallawing sbibrevistions ane wsed below: Lyb=Level; Hits=Concussion Hiss, AT=Ammue Type; DB=Defensive Bomus; SheShieht: CGreGresves; O=Offensive
Bomes; MovM=Movement i Mancuver Honis.

AT — Twu letier codes give the characierioreaiure's MERP smor (ype: Mo=MNo Ammon S1=5001 Leaiher; RL=Righl Lesiher; Ch=Chairg Pl=Plae. The number
i the eyuavaloni Rolemasler amor vpe 1=No Ao 2=Robes; S=5clt Hile {as skin; 4=Heavy Hide (as skin}; S=Leather Jerkin, G=Leather Jerkin amd Gieaves;
Vel caiher Coai: E=Reinforced Leather Cioat: 9= eather Areastplale; | D=Leather Breadplsse and Cresecc | =Hall-lide Plae (as sking; | 2=Full-hide Plate (as skin);
| 3= Rain Shim; V4= hals Chim and Gregves: | 9=Chaan Madl Swic; | 6=Chaan Haobed; 1 T=beial Breasiplaie: 1E=Meall Beosstplae and Cireaves) 18=Hsll-plane;
Mis=Full Maie.

Weapsnis — Wenpin uhbeeviaiioes Falling ihe Ofls: ha=hatile ase; bo=fuols; beelrmudssont, cl=ciub; mlmmwwmmm
hi=hathard; hchshervy cronbow: ja=javedin ih=longbow; kkb=lghl cromsow: mesmce] ml=nmie nce; pa=pale ams qe=quancrsiafi, m=mck (Roc=Fall!
Crushy mitack 1; sbeshom (o0 horse) bows; se=scimiiar; sl=sfing: spespear; ss=shon sons; th=iwn- honl ssomb B=thmwing st wl=w i) wh=war WM, wik=war
matiock.

D&, Shy Gir — Deleasive honeses include sabs and shield. Sheehd references include quality bonos (eg, =Y HF mdmm “yes 8 +108held ™), A nd "L indicaie
mm e leg preaves mspectively. Parenibetical reforences indicare some equivalon covering

Anbmal Abtwcks — Anbenil siincks pre denoted by an (08 Bolbowed by theee leiers, The first detier indscates the size ol the soiock: T=Thnw: S=Smull; Me=Medism;
L=Large; and H=Huge. The second and thind letiers refer w the stack type: Bamfash; B, CleClaw; CreCrust; GreGrapple: HosHom: Pi=PinchenTieak:
Ti=Tiny Testh & Claws; TreTrampleSiomp; Se=Singer.

Prim. Sec.  Mov
MName Race Lvl  His AT B 5h lar L] 1] (i bt | Modes

CITY GUARD (Sex Sec. 7,24)

Chuard meemmbers wiear black madl srmod and 4 shiet black surcoat emblazened with aa silvery image of the White Tree, symbol of Gondor. Thelr
black, leather-faced shickds are also embellished with the same silver symbol. Small raven wings adorn e sides of thebr high-crowned helms., which
are set with a silver stur i the center of the circlet.

U nmimander Dinadan  17-18 16k o L 45 Yo (AL 1 frlihs Lk L] 1 Warrior Fighiers,
i Targen) These elie Guard Kalghts command 4 company composad of 3-4 moops of abouat 60-100 men. Easch knows two base spell hsts (|
Animist and | Ranger) io Sth 1], has 40 PP, and wears a Commander's Brooch (+1 spell sddery. Theis =10 wilverd plite mail wears as AT 1
Theey carry +15 rowid-shaekls, +15 broadswirds (enki), <10 shorssords (ikin), and colored lances. Each is provides] three loyal Warhorses
r|;|r|'|:|.' rwo of which ACEOmpany theem, amdi only one of wiach is anmored, al a given tinke)], Mos) Ko Four Innganges! Westron, ."iimhmum:.g.-
Rhiovanion of Bohirke), and Sindarin, and either Addinaic. Dunoel. or Harsdaic.

iWar-horses)  Grear-horse 4 15T  EBL3 20 — — LTeT0 —_ M Heawy horse,

} ﬁwm mMMMMH}'MlﬂhﬂﬁnHHHHMD.MIImanuiuAT]il! =1y,

flplllTI!- Diinadan ] 1 Chil& 45 Yo Al 1250 K 10 Warrtaru/Fighlen
(Thangion) These Chunnd Knights command troops of about &0- 05 men. Each knows ome base Avimist or Ranger list (1o 5th e, has 30 PP,
and wenrs a Capiain’s Ring (+ 1 spell adder), Their+ 10 silver plate mail wears as AT 10, They carry + 10 round -shiekls, + 10 broadswoeds fenkin),
+5 shortswords (ikit), and coloned lances. Bich 5 pros kled tiree loyal War-borses (aily teo of which sccompuny them, and only ane of which
isarmored, af o gi.l.lm timel. Most know three Inrmuug«:h: Westron amd Simdarin, ardd sither Morhman (e.g., Rhovanion or Bolimic), Addiinadc,
Dumasel, or Haradake,

Diinadan & I Chilh 45 Y5 (AL} INShs  Biwp 5 Warniory/Fighiers.
Em:hﬂnr+}1ﬁmuﬂm+mm=mwmThwun?m'udlsmuilpmndlﬂntﬂ{hpm

.HEI:I-H- Dinadan § 48 Chile 4 Y5 (AL} E e Tisp i WarnoruFighters
(Medimm Infanty.) These Chinn mse + 100 it (shorswonds) os thedr basic weapoms.  They camy Do daggers, o +4 sptir. and a +5 mnker
longsword],

(Horss) Midhorse 3 B35 A 13 _— - [ 10 Medium horse.
Tough and moderately fast, they operate effectively in varied sestings. Cavalry wiirmors use them 1o ride to bartle.

Archers Dinadam 4 1| Child 3 N ! s Whcp 20 Warnomy/Fighler

Lesser Deinedaln amd Urbon Men, They carry o spear as & seconidary wespon, bul emphoy it i barle formations. They rely on +35 broadswonds
when in elose quariers.

CITY PATROLS
AiRiiamen Lrban Men 1 T2 RLA 35 ¥ N Tisp Bwp 10 Warniors/Fighters.
* Lesser Diinedain and Lirban Men. Members of the Pomers” or Dosrwarndens” Fellowships.
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DAGARIM ARAT wxa Pecesson (Hovar Anay a1 PrLEss0u)
- Rayal afficers (princes, captains, and seegeants | wear slver srmor and n black suscoat ensblazened with the White Tree, symbal of Gondor.

Lord-Caplain =~ Ddnadam 20 165 PLAD 85 Y25 (AL i85bs  I6lep 10 Warnor/Fighiers.
These Old Royal Knights (5. *Arequain ™) command theee 10 seven companies, cach of aboos |00 men. Each knows two hase spell fists | |
Animist and | Ranger) 1o Sth vl has 40 PP, und wears 2 Lond-capeain’s Brooch (+3 spell sider). Their +10 silver paie mail wears as AT 10,
They carry +15 round-shiclds, +15 shorswords (ikit), + 10 broadswonds tenkir), and coloned linces. Each is provided three levyal W ar-hirses
{only twa of which accompany them, and onby one of which is armaored, ot s given timel. Mot koow four languages: Westron, Morthman (e.g..
Rhavanion or Rohirric), and Sindarin, ond either Adiinaic. Dunael, or Harsdadc.

Captains Dinadan 15 160 P9 50 YIS (AL 155s fSep 10 WamiondFighten i
! mmhluﬁmThdr.ﬂﬁmn-ﬂnmﬂhum-ATln.Thqmyﬂnm-kﬂ tswonds (ikith, +5
|

roudswords (enkit), and colured lances. Each is provided three loyal War-horses (only two wmm
- Isarmored, at s given timel. Most know threg languages: Westron and Sindarin, and either Northman ie.g.. n
Dunnel, or Haraduic. )
(War-wwses)  Cireathorse 4 155 SLA r b ] — — LTG5 — 2% Heawy honse,
yei very fass, When armaorcd, they are merely fast and have a -+ 10 MM bonus, but they defend ax AT 15 (-5),

[Ming-scrgeants  Dunadon 30 05 OIS 45 VIO (ALD I2ks 9%p 10 WamiorwFighters
ﬁp:h_nnr_ Lewser Drinadan warriars ane the st experienced and.for decorated warrior in the army. Supesbly tmined, they are fie horsemen
sk addeppt bowmen. Thei chiin ahirts ase suitod to missile wespans. They ofien ride fo battle, bus they usually fight on foot, An Arohiar uses |
i+l ekt {shorisword) us o haslc weapon, Thymrmduum."mupur,uduﬂmmm T ey

Sergeants Dinadan 6 0 (Wi4 40 YS AL Sss  Blep 10 WarmioryFighters,

(See Ring-sergeants.) These Arobitar] use + 10 8Kil (shorswords) as their hasic wenpons, They carry two dagpers, o +5 spear, and 4 +5 anke
{ Bonrsswenang

PR Midlgrse 3 I SwE a0 — — LTrds — 15 MWhediwm harse.
Tough and moderntely fist. they operase effectively in varied sertings. Sergesnes use them 10 ride 1o hatle.

Men-al-arms Diknadan 4 H5 Child 40 Y5 N Qs T5sp 0 Warmsors/Fighsers,
Lesser Dhinodsin and Urban Men, They carry a spear 2 o secondary weapaiL bt employ it in baitle formations, They rely on +5 broadswoends
when i close quiariers.

CCRAFTSMEN & SERVANTS )i
Coucy Urban Man 3 #4 Moyl {[1] M by Eillha 35dn I (WarriorsFighters).
Smithy/Labarers  Urban Man 4 1 Sl 15 N A Tiwh  AfSsp i (WarionFighiens),
Anisans Urlan Man 1 4 Mol il N M LT Jikia i | Warriors/Fighiters),
Servants Urbam Man 2 i Mafl i N M A5ma [ Cla 5 {Warricm/Fighters).
Pilgrims®efug.  Varlahle 2 20 Mol 5 M M 15sp IOa . & i W arrsors Fighiers),
W arreoes Yariable 4 (] RLS 30 Y L s Tiep 0 (WarriorFighters),
Thagves. Varuble 3 45 Noj 5 N N fidas  S3sh 15 (ScoutwThieves)

Mexhies  Vuble 3 &2 MWl S N N S 4%p S rFightess).
RislTians Varmble 3 M RLAD a5 L ¢ [ Thbw Tish 10 (ScounRogues)
Dags Variahle 4 A Ml EH — — 4B 5500— 30 Sireed bensis, FAMVE.
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Fa
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"—I‘.L‘l_!n'rdum the period, Mines Tirith has & unigue and very -rmln l;d'nl iri-l BN EngUniE! pm:-hillq-mln;m
fl'l_lfllrvul'l_mhhuzhtﬂn down as Folbows (roll D1OM: 01-60 = Dinedes/Losser Démadan: 61-75 = Narhman; 76-00 = Rural Men ie.g., Eriadorss, Ensem,
nui.ﬂ.:.ﬁt-iﬂ--ﬂuh:ﬂ:.:ﬁ-ﬂ = Soihroms; 99-100 = Oiher (inc. Elves, Dwarves, eic,) |

+ — Trages 23 defense mochanisns in the wlks and the upgce levels, Standand st hazards In the kiwer levels: e 2. heavy imilc, § funawn agem,
Mt.mmmﬂahﬂ|m&m ”

nwuquum
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16.0 APPENDIX

Because of space considerations, we cannot reiasonably discuss
all the peculiar werms found in this module, 'We can, howeve
provide a sampling of the most commonly wsed lerms and con-
cepts. Remember that the mapornly of unigque lenms ad iransi-
ticins froem Tive Hobbit and Tiee Lord of the Rings appeor i the 2x1
proper

16.1 TERMINOLOGY

Andor = (5. “Land of the Gift."1 Sindann lsbel for Mdmenorn
(Westemesse

Andrien — (5. “Land of the Sun;” B. “"Sunkending.”™) Although
|'.fl.'|1l'|l'|.'.'|||:|-' i provinoe, Andtien 15 essenially a royal fief in
niorthem Gondor. Founded by Aniron, 15 capital e located al
Minas Anor  Euer called Minas Tirith), Andrien encompasses
all thee Enneds north of the river End, south of the river Onod]da
(Entwash), cast of the Mering Stream. and west of the Andiin

Arnor—( 5. “Land of the King " or*Roval Lond, ™) Encompassing
mast of Ertador, Armor 1 the northernmost of the two “Renlms
in Exile.”™ It constitutes the North Kingdom, while Crondor
its sister land — &5 the South Kingdom. Founded by Elendil the
Tall in 5.8, 330 Armidor s sefbbec] B (he Faillilil Momemnbreans
wha fled the Dovanfoll of Mamenor. These DHimedain domimate
the indigenois Enadoran groups until the callapse of the realm
In T.A. Rbl. Armaor '.5~|:I'-. min thiee successor sialeEs
Arthedain, Cardolan, snd Bhodmur

Arthedain — {5, “Healm of the Bdnn. ) Coganally the north-
wastern portion of Amor, Artheduin is independent after T.A
A1, 11 survives as a Diinadan realm unti] overmun by the forces
of the Witch-king of Angmaorin T, A, 1974, Withits collapse, the
lzst remnant of the Morthemn Kingdom passes mio obiivion
Arthediin's name is shared by its relatively uniform, afbeii
small, Adan { Daiadan b population (sing. ~Arthadan )

Bailey — An enclosed courtyard.

Baranduin — (5 “Long Gold-brown RBiver;” W. “Bran-
dywine.™]

Barbicun — An nuiwork contnming n castle gafeway

Barrow-downs=—{5, “Tvm Corthac. ™1 An ancient burial _;".l||||||
the Barrow-downs consitute the oldest ond most revered of
Adan gravesites, The grass-coversd maunds contaimn royval
pnssgpe-graves and surmown e wepled 1€lls of nodtywestern
Cardalan

Bartizan — A small tower suspended from g wall or tower 1o
provide Munking (e

Batilemeni — The protecied defepsive posihon lecsied abop a
wall or inwer

BelTraen — A relmively primitive folk found in southern Minhiri-
ath, the Beffruen are relatives of the Drndedudn, or Woses, of
Deriwmith laur (O] Plkel-land), Like the Hillmen of B
and the other foothill régions of the Misty Mountoins, they are
nlso descendmnts of Che ancient olk Known as the Mebion Bron

Cardolan — (5. “Red-hill Land™ or “Loamd of Bed Hilks,”) Car-
dilan s the s |||'|:.'\-:'I:-. papulaied prea ol old Amor and
contains sizable populations of Duenlendings, Eriadoran North-
mei, and Duinedain, as well as scattered groups of Hellrien The
southernmast pan of Amor, Cardolan is o separate Didnadan
kinadom from T.A. 861 until T.A. 1408, Tt collapses under the

b of the Witch-king™s Angmanm, and s los Ruling

Prince perishes whibe fighting in the Barrow-downs, at the edge

af the Old Forest

Wit

Corsairs — Originally descendants of Castamir (*the Lisirpe )
of Gondor and his followers, the Captains who fled Gondor in
e later days of the Kin-strfe (T.A, 1432-47) This group
seiged controd of Umibar in T.A, 1448, Therenfier, they bacame
associated with moritme riiding and were labeled *Corsairs.”
Mhe werm later became associnfed with any prdes based i
U'mbar of wlong (the coasts of Hnrmd.

Crenelation — A potched battlemen (parapet) resemiding
“spaced weeth™ with altempting openings (embrasumes called
crenels) and sections providing cover imerlons).

Curtals — A straight section of defeénsive wal

Daen Coentis — (Dn,  “People of Skill”) Ancestors of the
Dunlendings and (indirectly) the Driedain {(Woses) of the
White Mountninsg. The Ercdrim of Doer-en-Ermil are descen-
danis of the Daen Cosntis. This forgotien race is the indigendaies
Mannish population in most of what is now central and westem
Ceondor, Animistic, superstitiows and industrious, they leave a
wealth of stone carvings and megalithic strectures in the hills
and high vales they find so sacred.  [hey trace their lincapes
through the female line and revere the Earth Misivess (@ mani-
festation of Y avanna) as high podides Thisir tomEueE. Dhaennel,
is aften called Old Dunael, since it spawned the Dunac] spesch
sl the Dunlendings

Dike — An artilicial embanknent such s 0 man-mode earthen
witll; also an escavition

Drawhridge — A bridpe thot can be raised and lowensd
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Apperdin/Danlendings to Nidmenor

Dunlendings — (Dn. “Daen Lintie ") A rugged race of Common
Men who, for the mos! part, migrated out of the White Moun-
taing in the Second Age. Most settled in Eriador, with the
heaviest concentration in Dunland, in eastern Enedhwaith.
Descendants of the Daen Coents, Dunlendings have a medium
or stocky build, sparse brown hair, and tnned or ruddy com-
plexions. Men average 510" women stand around 5'6".
Mostly mountain-dwellers or hill-loving herders, they are
known by vanous names —Dunmen, Dumnish Folk, Dunlan-
ders, Eredrim, the Hillmen of the White Mointains, eic.

IMinedain — (5. “Edain of the West;™ sing. “Diinadan™), These
High Men are descendants of the Edain who settled the wesiem
island continent of Mdmenor sround 5.A. 32, The Dhinedain
returned to explore, trade with, colonize, and later conguer
many areis along the westemn, southemn, and eastern cowsts of
Endor during the Scoond Age. Unfortunately, their hubris and
desire for power led them 1o attempd an invasion of the Yalar's
Undying Lands, Asaresult. Eru (the One) destroyed their home
island in 8.A. 3319, Those called the “Faithful” opposed the
policies and jealous Elf-hatred that prompéed this “Downfall.™
The Faithful wiere saved when Ndmenor sank, sailing east to
northwestern Middle-eorth. There they found the “Realms in
Exile,” the kingdoms of Amor and Gondor, Although sparsely
populated, Arthedain (in Amaor) contains the highest proportion
of the Faithful and the most purely Dinadan culture i all of
Endor. Many “unfaithful” {(or “Black Ndmendrean™) groups
survive as well, living in colondes and independent staes such
a5 Umbar.

Eldar — (). “Elves”™; “People of the Stars™.) The Calaquendi ().
“High Elves"), who made the Great Jouney to the Undying
Lanids.

Embrasure — A specially designed opening from which a
defender fires missiles, such as a crenel or a space hollowed in
a thick wall which provides access to a loop.

Eriador —All of the werritory north of the river Isen and between
the Blue Mountaing (5. “Ered Luin™) and the Misty Mountains
(5, “Hithaeglir”). Its northern boundary lies along the highland
midge that runs rorhwestward [rom Cam Dim and reaches 1o 1he
[ce Bay of Forochel. Some accounts place the southern border
along the line bounded by the rivers Greyflood (5. “Gwathlé™)
and Swanfleet (5. “Glanduin™). Mast hold it o be that area north
of Gondor's traditionil western border. Eriador loosely trans-
lmtes a4 the “Empty Lands™ and includes the regions of Minhiri-
ath, Ercgion, Cardolan, Rhudaur, Arthedain, and, by mast,
Dwunland, and Enedbwaith.

Gondor — (5, “Stone-lund.™) Also known as the South Kingdom,
Ciondor is the great Ddnadan reatm that lies west of Mordor and
north of the Bay of Belfalos. It includes o number of regions —

(Elockwise from the north) Cilenisdbon (Bohan after T AL
2510) Andrien: Dhilien; Lossarnoch, Lebenning Belfalas:
Lamedon; Anfalus (including Pinnath Gelin); and Andrast,
Osgiliath on the Anduin serves as the Gondorian capital until
T.A. 1640, when the throne is moved to Minas Anor (Minas
Timiih).

Great Plague — Awful plague that struck Rhovanionin T A, 1635
ind swept through Gondor in T.AL 1636-37.

Greenway — (S, “Men Galen.”) The section of the Old Nosth
Road between Bree and Tharbad, the Greenway cuts ncross
Cardelan. Ttis so named because of the grass that grows between
its paving stones,

Ithilien— (5. “Land of the Moon;" R. “Moonlending. ™) Although
technically a province, Ithilien is essentially a roval fief in
northermn Gondor. Founded by Isildur, its capital is located at
Minas lthil (later called Minas Morgul). Ithilien encompasses
il the lands north of the river Poros, south of the Dead Mirshes
i Nindnlf), east of the Anduin, and west of Mordor. The river
Ithilduin Mows through the center of the ince, dividing it
it twa parts; Forithilien (Morth Ithilien) and Horithilien
(South Ithilien),

Harad — (5. “South.”) The vast region locpied below the river
Harmen, south of Gondor and Mordor. Although (periodically )
autonmmous, Limbar 45 in Harad, (5ee Umbar below.)

Harknd — (5, “South-haven,”} A port suburb of Minas Tiriith,
Harlond is situated southeast of the city, It lies on the the
narthern bank of the Anduin, just outside the Rammas Echor,
and serves as the capital’s principal commercial entry-point,
Harlond s five snchorages are surrounded by o landward wall,

Howrd — An often lemporary, overhunging timber galley project-
ing frodm the top of o wall.

Keep — Also called a Donjon, it is the independent, self-
defensible, inner sronghold of a castle or manor.

Khazpd-dim — (Kh, Dwarf-mansion™; 5, “Hadhodrond™; ‘W,
Dwarrowdelf™. ) It is also known g8 Mona — (5. “Black
Chasm'™), the Black PiL, and the Mines of Moria,

Kin-strife — The Gondorian civil war, The Kin-srife took place
between T.A, 1432 and T A, 1447 and ptted the forces of
Castamir “the Usurpet” against King Eldacar,

Loop— A narrow opening in o wall for the discharge of missiles,

Lirien — (5. "— Dream™ ) Also kivown i various Hmes as
Lothlorien (5. “Dregmfower’™), Laurelindorenan (8. “Land of
the Valley of Singing Gold ™). Lorinand, Lindarinand (N, “Land
of the Singers™), and Dwimordens (R, “Haunted Yalley™.) The
Golden Wood was Tormally established by Galadriel in T.A,
1375, although a number of Nandor Elves preceded her there.

Lossarmach — (5. “Flowery Arnach.”) Region near the headwa-
izrs of the river Erul. Lossamach is tucked between the White
Mountains (to the north) and the provinces of Andrien (to the
northeast) and Lebennin (to the south).

Machiocolation — A projecting gallery a1 the 1op of o wall or
tower with shots (murder hobes ) in the foor from which missiles
can be dropped or fired down against an enemy,

Moai — A defensive diich,

Motte — A large defensive mound.

Noeg Echor — (5. “Encircling Dike.) See the Rammas Echor
below.

Noldor — (). “The Wise™ all. “The Deep Elves™ ) The Second
Kindred of the Eldar,

Nomenor — (5. "West-land "™ or “Westernesse. ™) The large, fertile
islund continent locateéd in the middle of the Grent Sea (5.
“Helegaer™) from its crention at the beginning of the Second A ge
until its destruction in 5.4, 35319, The westernmost home of
monsl Men, Mimenor wiss often called Andor (5. “Lond of the
Gift™), for it was o reward for the Edain’s aid in the struggle
against Morgoth during the First Age, From 5.A. 32 until iis
Downfall (A, “Akallabéth™), Ndamenor was occupicd by the
High Men (Eduin) of the West, who became known gs the
Diinedain {Ndmendreans ), These proaid Men wene the incesiors
of the Dinadan rsce that Iwter domimoted wesiern Endor.
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Osgiliath — (. “Fortress |or ‘Citadel'] of the Stars."™) Originally
fiounded as the cupital of Gondor, Osgiliath 15 situaled on both
sides of the Anduin, just north of the confluence of the Great
River and the Ithilduin and a shont distance northeast of Minas
Tirith, 1t is the largest city in the South Kingdom, and is the
homee of the Master-stone, the chiel Palontir {until the device is

White Mountains — (5. “Ered Nimrais.™) Snow-copped moun-
tains which run eastward from the Cape of Andrass and end
above Minas Anor ( Minas Tirith}, just west of the Amnduin. The
Paths of the Dead cross under the White Mountains between
Harrowdale (on the noarth) and Erech (1o the south). .Mpi.m: in
characier, the White Mountiing nse 1o heights of well over

lost during the Kin-strife), Osgiliath is sacked in T.A. 1437 and
suffers great hardship during the Great Plague of T.A. 1636-37.
Afier the Plogue, the roval seat is transfemed o Minas Anor
(Minas Tirith), but the great port remains importand untl it is
ruined by Orcs in T.A. 2475, The eastern half of the city is
captured by Sauron’s minkons in T.A. 3018, the wesiern half in
T.A. 3019,

Parapel — A bank of earth ora wall over which a defender may
fire.

Pelargir — (5. “Garth of Royal Ships.”™) Great port city on the
Anduin, Founded by the Faithiul of Mimenor in 5.4, 23340, it
is the oldess city in Gondor. Pelargir is the cupital of Lebennin
ang serves as the home for the Roval Flest,

Pelennor — (5. “Enclosed Lands.”™) The %6000 pere aren sur-
rounding Minas Tirith thit is enclosed by the Bamimas Echos, It
about fifieen miles in digmeter. Pelenmor consists mostly of
rolling pastures and farmland.,

Portcullls — A verical, sliding grill with spiked tips that serves
ns & barmier pite.

Rammas Echor — (5, “Great Wall of the Outer Circle,”) Origi-
nally called the Moeg Echor, the Rammas Echor is & massive
witll system that surrounds the Pelennor Fields. s consizsied
of 8 high earthen embankment encircled by a broad, deep diich.
Later, after T_A., a formidable wall surmounts the embankmenL

Silvan —All of the Elves who are not Eldar

Sindar — (5, "Grey Elves™, alt. "Elves of Twilight™.) The Sindar
are neither Moriguendi nor Eldar,

Sothrons — Term used in Gondor for Men from Harsd { Harsdrim )
or Umbar { Umbarim or Umbareans},

Splay — A sloping base of a wall or wwer, which frustrales
ramming by deflecting sirikes upwards.

Talus — A sloping wall, thicker {splayed) at its base,

Tharbad — (5, “Crossing-way,”} The forified nver-port that
struddles the nver Gwathld ot the point where the Diid MNorih
Road meets the O1d South Road. Founded by the Nomendreans
in the Second Age, it is the principal city in Cardolan.

The term Dimeduin refers o the Namendrenns and their
descendants in Middle-earth, groups which possess consider-
able physical and mental strength, longevity, and a rich Elven-

influenced culure, Adfnaic is thetr nistive language.

Turrel — A hartizan.

Umbar — (5. “Fate;™ also “Evil Dwelling.”} Pon city and
surounding coastal region locwed in eastern Harnd, across the
Bay of Belfalas from Gondor, Umbar’s great firth and numer-
ous smiller bays provide havens for the Corsairs that ridd
Gondor”s southern flank. Founded in the Second Age by the
Men of Nimenor, Umbar has been held by various groups at
odds with the South Kingdom: Black Nomendeeans, Corsairs,
and Hordrim,

11,0060 fizer,

16.2 ABBREVIATIONS

LRAME SysTEMS

MHERP .. Mkl -rarty Role Flayimg RBM ... Rolemanvr
CHARACTER STATS

Ag o Al RMIMERP) Me . Memony(RM)
Co..... Constitation] R M ERT) g ... Intelligence MERP)
o Srengthi R&HERF) Re .. Reasoning{RM)

PR ... Presencel RMIMERF) Em ... Empathy{ R}
i) - Imtuitsoni BMIMERF) D Oidckeness| R

5d ... Self Biscipline( M
(samiE Tenms

AT ... Armaor Type Ll e Level (exp, or spall level)
- hronee piece(s) M. Martial Ares
C . COPPEr phoceis) Mod . Moifier or Maodificatson
Crit ... Criticul sirike i ... talihril pheceis)
| » T Dvie or Dice NPT ... Non-player Characier
[F1THD . Percentile Dice Resili [ 41 . [MTensive Bonws
DB . Defensive Bonus PC ....... Player Chaoracier
FRP.... Faniasy Role Playing ) ST Fower Poiits
M . Camermaster B or Rl ... .Radius
. [ gnld p-i-:i;nl:q] Rnd or Rl ... Honmd
(1 g— T RE ... Resismanos Roll
[ T Y St ... Stafistic or Characteristic
e Hn plece(s]
Mumoee-Eanti Tenvs
A e Adilinic Kho.. Khusdul i Dwarvish)
B5 .. Black Speech Lotk ..The Lord of the Rings
Cir ... Cirth or Cerar L - Crkish
[...... Dunael { Dunlending) l'.} ........ Qnr."r:ljrl
Do, Daenaeld (O Cuinnel) A Rohirric
E ... Edain B i Risovanion
El ... Eldarin - -Sindarin
Es ...... Ensterling S esecond Age
LA . Fimst Age | e _Silvan Elvish
FA .. Foarth Age TA ... Third Age
Hi ...... Hillman Teng ... Tengwar
1 [ Hobbinah{ Westron variami) V... - Wariag
Har .... Hararim W, Wt Commion Speech)
Hib .. Holbbs Wa ... Wose{Druedain}

Ed ... Kndukinnceemt Hobhitish)
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Look for these LC.E. and Hero product lines at your favorite retail outlet! Each of the role
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ROLEMASTER
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saphisicased rule. The componenas of the Ralemmger system cam be
used sepurnizly with moar mapor F sysema
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fiction Role Plaving system. A complete game in one baw, Space Masker
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MIDDLE-EARTH ROLE PLAYING
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The CITIES OF MIDDLE-EARTH™ series provides Gamemasters (GM's) with
detailed presentations of the most significant cities in ].R.R. Tolkien's world. Each
book documents the history, design, layout, garrison, and inhabitants of the city.
Painstakingly elaborate maps, floor plans, and full-color maps highlight each
product. Here you'll find a wealth of adventures and settings for use with the
MERP™ and ROLEMASTER™ fantasy role playing (FRP) game systems, material
easily adapted to most other FRP lines. Why adventure anywhere else when you can
journey to the CITIES OF MIDDLE-EARTH™!

MINAS T

Mo 11 j{_i’j |

Minas Tirith, the Guarded City, rises from the base of Mount Mindolluin.
Capital of Gondor, it is the preeminent symbol of the struggle against Sauron of
Mordor. No other city in western Middle-earth offers greater hope for the defense
of the Free Peoples.

Minas Tirith commands the wide gap between the White Mountains and the
Mountains of Shadow that encircle the Dark Lord's homeland. Its seven walls and
seven levels seem to grow out of the stone, as if carved by Giants. Each tier of the
Royal City wraps around the rock and looms above the surrounding quarter, its
ramparts glimmering white with each sunrise.

High atop the capital, on the uppermost level, the Tower of Ecthelion reaches
skyward like a pearl-and-crystal spire. Amidst the storm spawned by the Lord of the
Rings, this citadel is the last hold in Minas Tirith, an unparalleled bastion in an
ominous time.

MINAS TIRITH™ features:

* A double-sided 16” x 20” full-color mapsheet

* 40 pages of floorplans and layouts

* Detailed descriptions of key locations in the city

» Complete overviews of Minas Tirith’s seven levels, the Pelennor, and
the port of Harlond

e Descriptions of Boromir, Faramir, Denethor, and other famous figures
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