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Guidelines

1.0 GUIDELINES

The Middle-earth Ready-to-Run Series is designed for
Gamemasters who want adventures which can be set up in afew
minutesand played in afew hours. The adventuresrequire little or
no preparation.

The Necromancer's Lieutenant has six parts. Section 10
dedls with guidelines regarding the use of the module. Section 2.0
provides pregenerated characters for the players (which can be
used as non-player characters if so desired). Section 3.0-details the
hazards common to travel through the woodlands.

The fourth part consists of Sections 4.0. 5.0, 6.0, and 7.0, the
adventures. Each adventure stands on its own, although atheme
unitesthe stories. They can beset anywherein Middle- earth where
the story seems appropriate. The fifth part, Section 8.0, describes
some of the treasures that play a relevant role in the adventure
scenarios. The sixth part consists of Section 9.0, the Encounter,
Beast, Herb, and NPC tables, aswell as other tablesto aid the GM

1.1 HANDLING PLAY

Each adventure is geared for adifferent difficulty level. The
one found in Section 4.0 is challenging for 1¢ or 2nd level
characters, or inexperienced players. Section 5.0's adventure is
amed at 2nd or 3rd level adventurers, while the adventures in
Sections 6.0 and 7.0 are designed for 4th or 6th level characters.

The adventures are divided into six standard parts: (1) thetale,
which describes how to start in terms of the setting, the background,
and the plot; (2) the Non-player Characters. NPCs, a person-by-
person description of the prominent non-player characters; (3) the
primary layouts and area maps. descriptions of the major adven-
ture sites, with numbered diagrams and floorplans; (4) the task, a
discussion of how to start the adventure, along with the aids, clues,
obstacles, and rewards awaiting the adventurers; (5) encounters,
which covertypical or probable meetings between the adventurers
and the NPCs, and (6) Gamemaster notes, which provide tips on
how best to conduct challenging portions of the scenario.

The GM should skim each section of an adventure before
beginning play. Then he can have the players pick pre-designed
characters from those provided in Section 2.0, or he can permit the
players to design their own PCs. (Of course, the GM can assign
PCs.) Once play ensues, the GM should refer to the Encounter
Table and the Beast Table at the back of the module.

1.2 ADAPTING THISMODULE

Like the rest of the series, this module is designed for use with
the Middle-earth Role Playing game (MERP) or the more ad-
vanced Rolemaster (RM) system, but is adaptable to most other
major FRP games. Statistics are expressed on a closed or open-
ended scale, using a 1-100 base and percentile dice (D100). No
other dice are required.

1.21 CONVERTING
HITS AND BONUSES

Bonuses: When converting percentile values to a 1-20 system a
ruleis: for every +5 on a D100 scale you get a+1 on a D20.

Hits: The concussion hit numbers found in this module only
represent genera pain and system shock. They cover bruises
and small cutsrather than wounds. Critical strikedamageis used
to describe serious wounds. The hit figures shown here are less
important than those used in game systems where death occurs
as a result of exceeding one's available hits. Should you use a
game system that employsno specific critical strike results (e.g.,
TSR Inc.'s Dungeons and Dragons), double the number of hits
your characterstake or halvethe hit valuesfoundinthismodule.

1.22 CONVERSION CHART

If you play something other than MERP or Rolemaster and you
do not use a percentile system, use the following chart to convert
1-100 numbers to figures suited to your game.

1-100 D100 D20 318 212

Stat Bonus Bonus Stat Sat
102+ +35 +7 20+ 17+
101 +30 +6 19 15-16
100 +25 +5 18 13-14
98-99 +20 +4 17 12
95-97 +15 +3 16 —
90-A4 +10 +2 15 11
85-89 +5 +1 14 10
75-84 +5 +1 13 9
60-74 0 0 12 8
40-59 0 0 10-11 7
25-39 0 0 9 6
15-24 -5 -1 8 5
10-14 -5 -1 7 4
59 -10 -2 6 3
34 -15 -3 5 —
2 -20 -4 4 2
1 -25 -4 4 2

2.0 PLAYER
CHARACTERS

The following chart provides the statistics for the Player
Characters that can be used in each of the three adventures. The
GM may wish to assgn his players a character or alow them to
sdect from the list. Of course, the GM can utilize the unused PCs
as non-player characters. After all, the players may design their
own characters or employ characters aready in use.

The GM should remember, however, that regardless of how the
players acquire their characters, each adventure is geared for a
different difficulty level (see Section 1.1). We suggest PCs tough
enough to meet the challenge.

Codes See the NPC stats for an explanation of the basic codes.
The following is a list of other codes and abbreviations which
might be ambiguous.

Power Poaints: The number (if any) given in parentheses indicates
the possession of a "bonus spell item" and its bonus (see MERP,
Section 4.56).

Skill Bonuses: NA, SL, RL, Ch = Maneuver and Movement in No
Armor, Soft Leather, Rigid Leather, and Chain; 1HE OB, 1HC
OB, 2H OB, Thrown OB, Missile OB, Polearm OB = Offensive
Bonuses for 1-H Edged, 1-H Concussion, 2-Handed, Thrown.
Missile, and Pole-arms; Dir, Spell=Directed Spells. Secondary
Skill:  Secondary Skills.

Secondary Skills: Each secondary skill is abbreviated by giving
the begining lettersof the skill (MERP Section 2.33). The bonus
for that skill rank is given following the abbreviation.

Languages. Languages are abbreviated by using their first three
letters (see MERP, ST-1); exceptions. BS=Black Speech and
Bet=Silvan(Bethteur). The rank for each language is given
following the abbreviation.

Spell Lists: Spell listsare abbreviated by using thefirst few letters
in each word of the spell list name; for example, "SL Ways'
refers to the "Sound/Light Ways" spell list.



RACTER CHART

PLAYER CHA

Name PC1 PC2 PC3 PC4 PCS PC6 PC9 PC10 PCII PC12 PC13 PC14 PC15 PC16 PC17 PC18
Race Silvan EIf ~ SndaElf Hobbit Hobbit ~ Beorning Dunadan Woodman Noldo EIf  Half-ef ~ Woodman Dwarf Half-df ~ Beorning  Dunadan Rohir SndaElf  Sivan EIf Woodman
Ht/Wt 65'/170 62'/170 38'/80 210'/70 66'/230 64'/210 5L 17190 610'/190 63'/190 54'/130 42'/140 64'/200 62'/215 65'/220 510'/160 67180 5I11'/165 6'2"/180
Eyes Amber Green SsaGreen  Dk. Blue Brown Dk.Brown  Haze Green Migty Blue Blue-gray Blue-green  Brown  Midy Gray Black Gray Sky Blue  Sted Blue Turquoise Blue
Hair Dk. Blond hairy Dk. Brown Cod Black Straw Blond — Black Dk.Blond  Honey Dk. Chestnut — Sunny Red Gold Black Dk.Red Dk Brown Dk. Blond Rae Gold Sandy Brown Dk. Blond
Professon  Warrior Warrior Warrior Scout Soout Scout Ranger Ranger Ranger Animist Animist Animist Bad Bard Bard M age Mage Mage
Leve 1 3 5 1 3 5 1 3 5 ! 3 5 1 3 5 | 3 5
Hits 37 51 & 53 26 31 59 57 25 2 41 27 56 4 25 74 55
AT(DB) CHW1440). Ch14(25) Ch14(30) SL/5(40) Ch/14(20) RL/9(15) Ch14(30) ChW14(45) CW14(40) No/1(5) RL/9(25) RL/Y25) No/1(10) RL/9(B) RL/9E5)  No/l(10)  No/l(15)  No/l(10)
Shield Y Y Y Y N N Y Y Y N Y Y N N Y N N N
Power Points X 3 X X X X 1 3 10 2 3 20 1 3 10 2 4 10
BaseSpellOB X (0] X X X X 0] (6] (6] 2 6 10 1 3 5 2 6 10
STrength 0 2 91 47 v 93 70 52 58 75 91 65 42 %5 60 62 50 59
AGility 95 62 X 42 0 0 69 68 72 78 49 98 94 54 93 61 86 77
Congtitution 64 52 66 42 46 25 20 0 93 51 92 68 72 95 65 62 48 56
IntelliGence 35 91 83 RO 73 33 47 63 98 62 36 7 83 92 9%6 N0 0
InTuition 55 37 60 36 91 84 w7 83 0 % B A4 56 49 64 85 89
PResence 7 57 50 31 30 8 43 91 43 50 A 9% 0 97 0 91
APpearance 76 48 50 87 23 0 56 98 86 63 57 89 98 66 87 72 74 53
NA Move M 30 15 25 25 15 15 5 20 10 20 15 40 15 5 20 15 20 20
SL MoveM 10 -5 20 10 -5 4 -10 15 10 0 -10 15 -5 -15 (0] -5 0 (0]
RL Move M -5 5 -10 -10 -20 5 -30 -15 0 -20 -15 15 -20 -20 -10 -20 -15 -20
CH MoveM  -20 -5 -20 -60 -10 -20 -30 -30 -5 -30 -30 -35 -40 -20 -30 -45 -45 -40
1HE OB 38 59 40 -9 X 63 17 X 45 X 3H 0 X 48 40 5 10 15
1HC OB X X 10 X X X X 26 X 20 X X X X X X x X
2H OB X X X X 3 0 X X 30 X X X 16 3 X X X x
Thrown OB 33 34 80 41 28 X 12 26 X 20 5 X 21 X 40 X X 20
Missile OB 53 59 93 51 28 50 12 41 50 15 X 50 X 13 55 20 30 20
Poleerm OB X X X X 28 25 12 X X 20 X X 16 3 15 X X 10
Climb 36 23 60 31 33 35 18 A 45 21 18 45 21 13 30 30 25 30
Ride 16 28 X X 18 45 13 34 70 X 28 30 X 23 66 15 20 10
Swim 36 28 33 21 28 30 8 39 25 11 23 40 21 13 3b5 25 30 20
Track 41 13 13 16 33 30 28 39 35 31 8 30 X X 20 20 25 20
Ambush 16 10 30 5 20 50 5 15 25 X 5 10 X X X X X X
Salk/Hide 5 40 49 17 63 40 3 56 65 20 (0] 35 36 1 X 35 25 30
Pick Lock 0 X 5 17 26 30 X X X X 10 X 11 8 X X X X
Disam Trap X 10 (0] 12 36 JO X X 10 15 20 20 I X X X X X
Read Rune 5 10 X X X 10 X 10 5 36 13 15 X 28 53 27 46 65
Use Item X 10 X X X 5 X 15 X 21 23 b 6 18 15 17 36 50
Dir. Spdl X X X X X X X 20 X 12 n 55 1 18 25 23 39 5
Perception 30 20 15 28 49 35 27 46 40 16 23 25 6 28 10 20 35 10
2ndary  Skill X Fletch1l0 Forage20 WealhW10 X Trick20 X WealhW10  Cook15 X Leathw15  Fletch30 X Dance20  PubSp20 Signal20 SarGaze?5 Music20
2ndary Skill X X Smith 15 X X Cook25 X X Diving30 X X Forage3s X X Music25 X X Star Gaze35
Language Que 2 Queb Kud5 Kud 5 Atl5 Adu4 Sin4 Adu5 Sn5 Nah 5 Khus Sn5 Wes5 Que5 Roh5 Queb5 Queb Nah5
Language Sn5 Snb5 Wes5 Wes 5 Wai 5 Sin4 Nah 5 Ques Wes 5 Wo5 Snb5 Wes 5 Sin5 Wes5 Dun3 Sins Sn5 Sin2
Language Sil 5 Sil5 Nah3 Sin3 Wes 5 Wes5 Wes3 Sn5 Que3 Sn3 Wes5 Que3 Que5 Nah 5 Sn5 S5 SJ5 Wo 2
Language Wes4 Wes5 — — Nah3 Kud 2 — Wes5 Nah 3 — Nah3 Nah3 Adu5 Roh 5 Queb5 Wes5 Wes5 Adu2
Language Nah3 Adu5 — — Kud2 Khu 2 — Nah5 Adu2 — — Adu 2 Khu5 Sin4 Khu 5 Adu4d Adu 2 Khu2
Language — - — — — — — — — — Atl5 Adu 5 — — — —
Language — — — o o - . o — Wai 5 — — — — —
Spdl Ligt surfw — — MovW Surfw MovW Purif Protect Surfw Lore ConSong  SoudC SMest FireL FireL
Soell List - = — — — Natw NatLor — NatLore ~ PIMast W WaterL lllus
Sl Lift _ - — — — — Surfw sufw  AnimMast = - Mt = EarthlL LightL
SdlList o - — — — — _ — - SdIDef Creations — — ConSong — LightL FWay
Sdl  List — — - — FdIDef —_ 1 celL _LoftyBr

4y Od
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Adventuring in Southern Mirkwood

3.0 ADVENTURING IN
SOUTHERN MIRKWOOD

Mirkwood isincreasing in evil. Intherange of living human
memory, travel through the southern woodlands has become more
and more hazardous. Few recall thetimewhen the areacarried the
happier title of "Greenwood the Great."

3.1 DANGER AMONG THE TREES

Spiders form amajor hazard. Giant Spiders block whole aress
of theforest with their thick, sticky ropesof web. Ennerlings, white
spidersthe sizeof aman'sfist, defend their nestswith apoison that
robs strength and leaves hapless travellers at the wood's mercy.

Those who manage to avoid arthropods are not out of danger.
Bears, wolves, and wildcats roam the region, looking for an easy
meal. Suchwarm-blooded predatorshave learned tolivein uneasy
truce with the spiders, attacking wanderers who are dazed by the
ennerlings or who have become forced off the path by webs.

Few M annish bandits and brigands dare to make their homein
the dark wood, but the Orcs of Dol Guldur enjoy harassing
travellers. A typical Orc patrol numbers ten, one of whom isthe
leader. These Orcsare armed with bows and scimitars, and attack
small parties on sight. (See Master Military Table.)

Not al of thedangers of the forest are obvious, or even animate.
The deadly milk-white trumpet is one of the grestest hazards of
Mirkwood. When it bloomsin midsummer, the forcefully ejected
pollen causes nauseaand blindness, and sometimeseven madness,
in those who come too near.

More insidious and possibly more dangerous is the moss Din
Fuinen, which forms a cool, soft bed in the woods. If a dazed or
exhausted adventurer succumbsto thelureof thistempting resting
place, ahiddenhazard awaits. Thepressureofarecliningindividual
causes the moss to exude an oil which steals memory. When the
unfortunatevictimawakes, hewandersthroughthewood, forgetting
home, path, and purpose. Evenifhelivestoregainhismemory (in
onetoonehundreddays), by thetimeheremembershistask hewill
be lost beyond hope.

3.2 LOST AND FOUND

Mirkwood is dark and oppressive. The trees of the Taur-e-
Ndaedelos crowd close together and grow to immense size. Little
light penetratestotheforest floor through thetangled and interwoven
branches.

Pathsabound, but most are faint and confusing. A few receive
enough traffic to make them easy to follow. Beware, for traffic
now is primarily composed of Orcs and other predators. Most
animal predators, and certainly Orcs, know that prey tends to
follow a clear path rather than trying to force a new one. If
travellers do follow a clear trail without an encounter with a bear
or wolf or worse, they may find that the track leads to an Orcish
stronghold or the lair of a Fell Beast.

Several of the dangers of the wood can result in PCs being
diverted from their path and possibly being separated from each
other. Once adventurersare lost in the Great Wood, they are likely
to wander hopelessly for months, if they live that long. "Good"
paths (versus ones patrolled by Orcs) are infrequent, faint, and
difficult to find or follow.

Logt travellers, if they arelucky, may be ableto orient by magic
to find away out of thewood. The clever (and light) might climb
an especidly large and strong tree to get their bearings. Dol Guldur
makes a useful, if dangerous, landmark. Most will wander aim-
lessly until someone or something finds them. Unfortunately, if
they find a path again, it will twist and turn, often losing itself in
atangle of underbrush.

It is rumored that some bushes and trees block or divert paths
intentionally, being possessed of a limited mobility and their own
evil purposes.

3.3 FORAGING IN MIRKWOQOD

The characters may need to forage in Mirkwood for any of
several reasons. They may be lost in the forest for long enough to
deplete their supplies, lose track of their possessions whil e dazed,
or their supplies may be stolen. They may drop items to distract
and slow pursuers, or to reduce encumbrance to outrun them.

Edible food and potable water can both be found in the Great
Wood. The catch isthat they are rare and difficult to obtain. A
party should always carry more food and water than it expects to
need.

Gamein Mirkwoodisscarceand wary, and frequently inedible.
Thespidersare poisonousand thesquirrel staste liketough rat meat
marinated in brine. What game survives the corruption of the
former Greenwood has often been harvested by the Wood-men and
Orcs.

Furry oak acorns are available and easy to gather if the season
is right. The season isfrom late fall until something else harvests
them, such as the evasive and disquieting black squirrels. Chap
beech nutsare also edibl e, but the poisoned needles on their husks
present an obstacle. They make atantalizing trap for a hungry
person. Only aRanger or Wood-man islikely to be able to safely
prepare and consume any of the other plants of Mirkwood.

Drinkable water is difficult to find. Rain falls often, but it
catches on the sooty leaves and runsal ong the fissured trunksto the
ground. Asistrue in most forests, water that touches the dirt is
immediately caught and held in the soil. Standing water is rare.
Gathering and transporting rainwater would be atime-consuming
problem.

Occasiona springsdoexist, but they arerarely potable. Nordo
they occur frequently enough to sustain aparty unlessthemembers
can store a fair amount of water — at least agallon per person per
day. Much more water is needed to sustain beasts of burden.

Theinfrequent riversmay bepoisoned or cursed. TheGulduin.
for example, causes forgetfulness and deep on contact with its
waters. Local streams and springs have often been tampered with
by Orcs, although most water near their holds is merely stagnant
anddirty. (MakeaRR againstalevel 3intestinal disease. Failure
causesvomitingandfever for oneday per 10% failure. All actions
are at 50% during this period.) Common Orc tricks include
planting deadly milk-white trumpet seeds near streams, choking
springs with refuse, and polluting other bodies of water.

The few streams and springs that still run clean are often the
homes of beastswho prey on creatures which drink at their banks.

Each Man in aband of adventurers needs one gallon of water
per day. Each Dwarf or Halfling needs three quarters of agallon
per day, and each EIf needs half agallon of water per day. (One
cubic foot of water, asin theMage Water Law Condensation spell,
is equal to seven galons.)

If aRanger casts Nature'sWay Water Finding, there isachance
(01-20) of finding awater source flowing at 1/2 to 5 gallons per
hour. Thiswater is potableonly some (01 -50) of thetime, andthere
is a chance (01-30) that it is watched by some predator. (Roll on
the Encounter Table, until a suitable predator is obtained.)
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40 A MATTER OF TRADE

4.1 BARD'S TALES
AT THE WUMBAHUD

A band of travellersare sitting in the Wumbahud. the only inn
in Buhr Ailgra. The room issmall, dark, and smoky. The meat is
stringy and the bread coarse, served on trenchers none too clean.

Barahdell the Bard sings and plays, once again, of wonders lost
inthe Great Wood, and of treasures awaiting the brave in the Misty
Mountains. Hesingswell, but seemsto bein arut concerning his
subject matter. Unfortunately, all pathstothewondersof which he
tellsseem to involve ajoumey through Mirkwood. .

A tall, dark-haired Northman approaches the travellers table.
He introduces himself as Fryancryn the Merchant. His lively
amber eyes meet those of each member of the party as he proposes
a contract.

Fryancryn is hauling aload of fine iron weapons and grain to
Woodmen-town, which islocated most of the way across Mirkwood.
The dangers of the wood have grown in recent years. He finds it
prudent to hire escorts. The strangers look like the best prospects
in town.

So far his pack-train consists of himself, his drover Gulstaff,
and six pack mules. He can pay adventurers 30sp each for
escorting his goods and party safely to Buhr Widufiras (Rh.
"Woodmen-town"). Fryancryn will also supply rations.

Hiscaravan leavesat firstlight. Heisinahurry to sell hisgrain
in Buhr Widufiras before the arrival there of the grain crop from
Taath Harroch, in about three weeks. Before setting out in the
morning. Fryancryn shows his newly hired guards an old, battered
map of the pathsthey must take. (If theparty needs supplies, prices
in Buhr Ailgracan be found in Section 9.0.)

4.2 THE NPCS

BARAHDELL THE BARD

Barahdell is thin and restless, with dark hair and eyes and a
resonant speaking voice. Heisskilled with sword and bow, as well
aswith voice and lute.

An Arnorian by birth, Barahdell was raised asthe favored first
son of a prosperous merchant. Luxury and indulgent servants
Filled hisearly days.

Petitioners wishing to curry favor with his father often tried to
surpass each other in giving the lad generous gifts. Once, when
Barahdell wasfour, one favor-seeker bestowed on him apony with
aredleather bridle. Not to be outdone, asecond gavehima riding
suit of sky-blue kidskin, with silver trim and amatching whip. A
third then bestowed on the child a blue pony cart with silver
mountings and bright red wheels.

Amazingly, Barahdell did not become demanding or ill-tem-
pered from such spoiling. Neither did he learn much self-disci-
pline. Hefound it impossible to sit still and learn from his tutors,
except for his favorite subjects, music and weapons training.

Starting at an early age. he began slipping away from histutors
and younger sisters, running on chubby little legs straight to the
servants' hall or the kitchen. There, whoever could best spare the
timeplied little Barahdell with sweet cakes, and played gameswith
him or told him tales.

Even when his wandering took him further afield, his sunny
nature and hisfamily name kept him out of trouble. All thefolk of
the neighborhood knew that taking Barahdell safely back home
would lead to a small reward, at least cakes and ale and a silver
piece.
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One time only, someone tried to abduct the lad and hold out for
greater gain, Barahdell managed to escape; the abductors myste-
riously vanished along with their households, and their friends
disappeared for months at a time, to emerge scarred and tight-
lipped.

His parents tried to train Barahdell to assist in running the
family estate, but to no avail. At the age of twelve, he took to the
open road, and has been making his own way ever since.

Of course, his family tracked him down and tried to persuade
him to return. When he refused to come back, they disowned him,
a fact that seems to amuse him.

Singing for his meals, and fighting when he must, he has
wandered from Arthedain to the Lonely Mountain, from Cardolan
to Khazad-dOm. Barahdell goes where opportunity beckons — or
where the wind blows. Wherever he goes, he finds at |east a song,

(The GM may wish to send Barahdell along with the party if
they areweak. Barahdell has been in Buhr Ailgramuch longer than
he would like. Heis eager to leave. Heis aseasoned fighter, and
his singing is good, so he should be a welcome companion.)

FRYANCRYN THE MERCHANT

Tall, dark of hair, with startlingly vivid amber eyes, Fryancryn
cuts adashing figure in his swirling cherry-red cloak. On closer
examination, thisgold-embroidered garment is travel -stained and
worn, but Fryancryn wears it with the flair and confidence of a
prince.

He is of Northman descent. Most Northmen tend to be
parochial, but Fryancryn has acquired acosmopolitan viewpointin
his travels. He loves to talk, and will cheerily discuss almost
anything. He will minimize the possible dangers of thejourney to
Buhr Widufiras until the party has gone some distance along their
path.

Fryancryn isan itinerant trader. He moves from place to place,
seeing what is cheap at one place and can be carried someplace else
a aprofit. He enjoys haggling, but most of all he loves to travel
and meet a variety of people.

Often the profits of the trading barely cover the costs of the
journey. It hardly matters to Fryancryn, as long as he can buy
another cargo and set out for a new place.

Ifamuledies, or if Fryancrynisrobbed, he works alittle harder
until heis solvent again. If he makesan unexpectedly rich profit,
he spends it on entertaining or gaudy clothes. If he finds himself
withextramoney,hemay hireextraescorts, morefor companionship
than as guards.

Rumor has it, among those who think him handsome, that he
loves an Elven princess of unearthly beauty, whose parents would
never permit their marriage. According to this tale, his constant
travels are to distract himself from his ill-starred love, or perhaps
aselaborate cover-upsfor clandestinemeetingsat far-flung, exotic
locations.

The truth is much more prosaic. He was engaged to a girl of
ordinary Northman stock. She was eager to settle down, but he
couldn't resist the lure of the road and of new things to see. She
married another, afanner tied to his land. That was long ago, and
both are content. |If they chance to meet on the street, she shudders
alittle at his wildness, and he at her provincialism.

He has travelled all over Mirkwood and the surrounding
territories, even going as far as the city of Minas Tirith, He hated
thecity, and quickly left it. Hefelt too crowded, and detested the
noise and smells.

In more rural places, he is warm and confident. He has an
endless fund of amusing anecdotes, and is an excellent source of
information on legends, cultures, and travel.

GULSTAFF THE DROVER

Gulstaff is about forty years of age. He is short, with curly
brown hair, odd green eyes with brown centers, and a consistently
sullen expression.

A dow, bullnecked man, Gulstaff retains a hunched posture,
eyes downcast, as if expecting a blow at any moment. Neverthe-
less, heis strong and well able to defend himself. In battle, hewill
try first to protect any beasts of burden,

Gulstaff's parents died of plague when he wasfour. The town
had many orphansthat year. Most were brighter, cleverer, or more
winsome than he. Y oung Gulstaff was lucky to be taken on asan
apprentice ostler at the locd inn, which was always short-handed.
The help kept running away or dying.

Gulstaff lived. The few wits he possessed were dulled alittle
more each year by the constant rain of blowson his head. Evenif
he could have conceived of a different life, he could not have
mustered the brains or initiative to pursue it.

With each passing year, he grew moreto resemble aswell asto
careforthemules he tended. Hisfew wordswere savedtofussover
his animal comrades, sympathizing with the abuse they took and
doctoring their hurts.

Eight years ago, Fryancryn found Gulstaff working at the inn
that was the only home he could remember: the Tarnished Penny.
Fryancryn needed adrover, preferably onewhowould listentohim
talk, and he admired Gulstaff's empathy with the pack train,

Gulstaff in turn liked Fryancryn's sturdy mules. They struck a
dedl. Fryancryn bought Gulstaff's favorite mule from the inn, and
left town. Gulstaff followed late that night, sneaking over the
stockades to evade the punishment he would receive if hetried to
leave openly. At best, beatings and interrogations, inevitably
followed by a night locked in the chilly celar so that he would
"come to his senses’ would have been hislot.



The Setting

As previously agreed, Gulstaff found Fryancryn waiting for
him by the roadside afew milesnorth. They have been devoted
companions ever since, each seeing in the other qualities he does
not have himsdf.

WINDLORE

Windlore is a scout employed by the Woodmen of Buhr
Widufiras as part of their defense system. Heis dark haired, with
smoky green eyes. Of averagebuild, he haslivedin Buhr Widufiras
al hislifeandis intimately familiar with the surrounding area.

Windlore grew up in the middle of acrowd. He was bom the
twelfth of fifteen children. After his mother's death in the last
childbirth, his father worked long hours, both to forget hisloss and
to bring enough food into the household from his small wood-
working business to support al the growing bodies.

The woodworking shop was in front of the two small rooms
used for cooking and sleeping. The older children ran the household
with absolute tyranny. Windlore was ordered to perform not only
choresand errands, but to do pointless and sometimeshumiliating
tasks. Protestsbrought swift punishment. Complainingto histired
father was of no use. He was either ignored or beaten.

Windlore learned early to survive through steath. Helovesto
be off by himself, with no companion within sight or earshot. In
town, he stays with one of his surviving sisters. He does not stay
long.

When not frantic with the urgency of his message, Windlore is
quiet but helpful. He will gladly tell adventurers who free him
from Zurtak al that he knows of Orcs, the Men-burzum, and his
hometown. Hewill ask that they make al hasteto get him and his
messageto Waulfa, the Althyn of Buhr Widufiras(see Section 5.1)
intime to save theE&rgil, a Dunadan artifact of central importance
to the Free Peoples of Rhovanion.

ZURTAK

As Lord of the Orcs of the Flame, an Orc captain, and personal
assigtant to Skauril, Zurtak is extremely proud. Being an Orc, he
isdso cruel. But mostly Zurtak is afraid. Heis afraid of Skauril
(see Section 6.2), he isafraid of the Wood-men, he is afraid of the
Elves, and he is very afraid of the Necromancer.

In the breeding pens of Angmar, he was aways the smallest of
hisage-group, and wasbeaten within an inch of death many times.
Zurtak became expert at excuses, almost glib for an Orc. He
continues the policy of ruthlessness that he was raised under. He
has good reason to know that none will show mercy to him.

Even when things are going well, Zurtak is sure that they are
about to get worse. He accepts no material reward for displaying
the viscousness so prized among hisfell ows, so has been promoted
instead. He was recently promoted to his present position.

Zurtak isvery good at hiswork. Hisjobisslayingtravellersin
Mirkwood without being seen, and following any other orders
from Skauril. If a particularly large or fierce party of merchants
gets through the wood, well Zurtak can't do everything now, can
he?

4.3 THE SETTING

Two sites within Mirkwood are pertinent to the adventure. The
first is a point along the path most frequented by travellers. The
second is a Woodman's forest holding overrun by the Orcs.

THE AMBUSH

Near Brugath Thraim, Zurtak and eleven of his Orcs have set
an ambush for the caravan.

As Fryancryn's caravan rounds a bend in the path, the leaders
will see the way blocked by giant webs (actually constructed of
rope) flanked by thick brush. The PCs may approach to examine
the webs, prepare to cut their way through, or look for away to go
around the webs.

© - Tree Trunk
== - Web

Z —Zurtak

X -Orc

When the party is preoccupied by the blocked path and balking
mules, the Orcs will emerge from behind the brush piles to attack.

Two Orcswill cut to the back of the muletrain, grab two sacks
of loat, and run for Brugath Thraim. Even if the remaining Orcs
are killed, Fryancrynwill want the goods back, especially if one of
the sacks held the food!

Zurtak's Orcs prefer to take prisoners rather than killing the
PCs, as this earns them ahigher bounty. If things are going badly
for them, they will retreat to Brugath Thraim.

BRUGATH THRAIM

Brugath Thraim was the home of a Woodman and his family
until they "disappeared” at the hands of Zurtak's Orcs under the
direction of Skauril.

1. Well. The water is thirty feet down, brackish but drinkable,

2. Rosetree hedge. Zurtak's Orcs are encouraging atangle of rose-trees
to grow around the house for added security.

3. Entrance. A ramp leads down to the door of the house. The door is
partialy below groundlevel,acommon Woodmancustom.

4. Main House. Three Orcswill bewaiting in thisroom, in additionto any
who have retreated from the ambush.

If survivorsof the ambush haveraised thealarm, al three Orcs, plusany
survivors of theambush, will have their weapons ready and trained on the
door. (Thetwo Orcswho stole sacks from the back of the mule train will
not raise the alarm, as they want to keep the loot for themselves.) Four
gools and 14 bedrolls will form a makeshift barricade.

If no Orcs raised the alarm, the three Orcs will be relaxing about the
room onthestoolsand on someof thebedrolls. Theother bedrollswill be
piledinacorner.

A large iron cauldron hangs on an iron tripod over a cooking pit.
Utensils hang from ceiling hooks, A smoke hole opens in the roof peak
against the far wall. The Orcs have painted the wallswith alidless eye, a
flame (Skauril's persona symbol), and scenes of destruction. Each Orc
caries 2-20tp.
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The Task

5. Bedroom. These are the quarters of Zurtak, |leader of the Orcs of the
Flame. Hisroom holds abed, aclay chamber pot, and awooden trunk. The
trunk contains a spare cloak and shield, a small pouch of jerked meat, a
hand ax, atinder box, and a skin of cheap wine.

6. Storage. A variety of equipment lies in heaps about the room. Among
rags, bits of rope, candle stubs, and nails, are 8 spears, 3 shields, 4 wooden
bowls, 2 iron knives, 6 Orcish cloaks, 40 pounds of jerked meat, a barrel
of water, and a barrel of cheap Orcish de.

If the two Orcs managed to steal goods from the caravan, the sacks can
be found in this room under a tangle of frayed rope.

A waxed, waterproof iron box liesin the bottom of the water barrel. It
is locked (Hard, -10) and trapped (Very Hard, -20) to fire a small dart
coated with Dynallca

The box contains 30gp,a 100 gpruby, apotion of Heal 10, and apotion

of Protection 1. (The box and its contents were al here before the Orcs
took over. They avoid drinking water, so they havenot touched thebarrel
or discovered the items. If they had found the box, they would have sent
it to Skauril, asthey do with al treasure they find.)
7. Prisoner. Moaning comes from an areathirty feet from the entranceto
the complex. Windlore, aWoodman Scout, lies chained by his neck to a
ring at the bottom of this fifteen-foot deep earthen pit. The locks on the
chain are Very Hard (-20) to pick. Zurtak carries the key with him.

The pit is U-shaped. If the captivekicks at thedirt, din will shower
down on him, adding to his misery but not to his chances of escape.
Windlore is being held here before being sent to Skauril for questioning,
and has not eaten or drunk in three days.

If released, at first he will but babble of danger and precious artifacts.
With food and water he will be coherent in an hour or two, but unable to
walk. He will urgethe party to leave him to go warn the elders of Buhr
Widufiras of an urgent mission. (See Section 5.0.)

Windlorewill be ableto walk for short distances in4-8 hours, but will
beoflittleuseinafight orasascout until herecovers. Thiswill takeabout
aday withrest, food, and water. Hewill till be weak then, but can act as
aguide and introduce the adventurers to the elders of Buhr Widufiras.

He was carrying a message to Buhr Widufiras involving the E&rgil
when hewaswaylaid by Zurtak's Orcs. Moreinformation onthismessage
can be found in the next adventure. Section 5.0.

44 THE TAX

A successful conclusion to the adventure involves bringing
Fryancryn, Gulstaff, and their goods safely to Buhr Widufiras.
This will involve fighting wolves, successfully dealing with an
ambush, and not getting lost.

With alittle luck, or nudging, the adventurers should be clever
or curious enough to pursue any of Zurtak's Orcs which survive
their ambush back to their hideout. 1f no Orcssurvive, the PCsmay
still discover thetrail back to Brugath Thraim, and shed alittlelight
on Mirkwood.

STARTING THE PLAYERS

Between the lack of excitement in Buhr Ailgraand the stirring
songs of Barahdell, the other side of Mirkwood should seem fairly
enticing. Lure the PCs with Fryancryn, his map, and his money,
and the adventurers should be champing at the bit.

One of Fryancryn's mules will carry three weeks of rations for
theparty. Theplayerswill beexpected to supply anything else they
need.

AIDS
Fryancryn's map and Gulstaff's strength can help the party
considerably. Barahdell is well traveled and, if the conversation
turnstoMirkwood, he will warn the travellers of spiders, both giant
and ennerling. Iftheparty isparticularly weak, Barahdell mayjoin
them.

BRUGATH THRAIM

20 ft
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OBSTACLES

The major obstacles of this adventure are the vengeful Orcs of
Brugath Thraim. The adventurers must first test their ingenuity
against an Orc-obstructed path, then confront acarefully prepared
ambush. Locating and exploring the Orcs home base should keep
alow-level party entertained.

Add awolf attack to keep things lively, and afew of the other
ever-present dangers of Mirkwood detailed in section 3.0 above.

If thejourney is going too smoothly, apatrol from Dol Guldur
can spice things up. Such a patrol is sure to attack if the party is
using largefires or damp wood for cooking or for night-watch, or
if they choose to bum through the roadblock in the rose-tree hedge.
(See Section 4.5.)

REWARDS
Between the goodsavailablein Brugath Thraim and the money
that Fryancrynispaying, thePCswill dovery well. Non-monetary
benefitsincludethefriendshipof theWoodmen of Buhr Widufiras
for saving Windlore, aswell asthegoodwill andhel pful information
possessed Fryancryn and Barahdell.

4.5 ENCOUNTERS

ROSE-TREES

One and a half days into the journey, the path is blocked by a
large deadfall. To either side are dense hedgerows of rose-trees, in
which the roots and crown of the larger tree are tangled. The
adventurers will need to create an opening if they wish to stay on
the path.

Thetreeis six feet in diameter and restswith itstrunk one foot
above the road. The roots lie twenty feet to the north of the path,
and the crown spreads out as far as fifty feet to the south.
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At least four to five hours with saws or axes will be needed to
cut through thetrunk. Remember that if asaw isused the tree will
sag downward as it is cut, closing the gap and tending to trap the
saw. If anaxeisavailablethe cut will not tend to close, but alarge
wedge of wood must be removed.

If sawsand axes are not available, the task will take fivetimes
aslong. Swords and daggers used for hacking atree are likely to
chip or break, and will certainly be dulled to the point of useless-
nesswi thinthirty minutes; timespenttoresharpenweaponswoul d
bein additionto any needed to clear the path. Blunt weaponswill
be almost useless for chopping wood or slicing through spiny
brush.

The mules can be used for pulling blocks of wood, but they
must be unloaded first. They can pull aside a 2- or 3-foot cut
section of log. They cannot pull the entire tangled deadfall loose.
Of course, the party cannot leave the mules behind if they are to
deliver the merchant's goods.

Asiit crashed over, the deadfall broke through any of the tree
limbsdirectly over the path that would have been strong enoughto
support the hoisted weight of amule.

If the characters have no axes or saws and decide to bum
throughthelog, itwill takeonly sevenor ei ght hoursandthey need
not damage their weapons. The large column of smokewill attract
the attention of one or more Orc patrols. Both Skauril's Orcs and
those of Dol Guldur watch the wood for signs of prey, which they
think of asinvaders.

An earthen ramp woul d be ailmost impossible to construct here,
as the tree roots make digging laborious. A wooden ramp would
require both proper tools and carpentry skill. Even so, the ramp
would probably take more time to build than cutting the tree,
especialy if the party must fell the trees for the ramp!
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Ambushing the Orcs

A "felled" tree will still be held upright by its intertwined
neighbors, and require a (Very Hard, -20) maneuver by an experi-
enced lumberjack to free it.

Going around the rose-tree/deadfall barrier instead of cutting
through it will take at least two days. The thorny thickets form a
bewildering, winding maze, and prevent recrossing the path for a
mile or more. A (Very Hard, -20) perception roll is needed to
notice that the PCs have recovered the path. Otherwise they will
struggle across and beyond it without noticing the fai nt track. 1fthe
adventurers do not become hopelessly lost, they will eventually
cross the tracks of their own mules and realize their mistake.
However, this does not end their circling, merely draws it to their
attention.

(Thedead treewasfelled by the Orcs of Zurtak, who girdled the
tree and pulled it down when it had died. If the adventurers clear
the path instead of trying to go around, a Perception roll (Routine,
+30) will reveal that the obstacle is the work of Orcsor Men.)

WOLVES

Two daysinto thejourney, the PCswill have achance to notice
that they are being followed (a Sheer Folly, -50, Perception roll.)
The pursuers are two wolves, a mated pair supporting cubs in a
nearby cave. Thewolveswill attack at night, but can bedriven off
with torches.

Their lair holds three cubs and a scattering of leaves and bones.
It has nothing of real value.

THE AMBUSH

Zurtak's Orcs know that the caravan is coming. They will be
ready to attack. Ifthe Orcslose half their number without downing
at least one party member, they will retreat to Brugath Thraim and
set up defenses there. Certainly at least one Orc will try torun, as
Orcs are not noted for their bravery. These Orcs would raise the
aarm.

The two Orcs who took advantage of the diversion of the
ambush to grab goods from the last mule, will flee to Brugath
Thraim. They will not raise an alarm — they will try to hide their
loot in the complex rather than turning it over to Zurtak.

BRUGATH THRAIM

Ifthe PCseliminate or capture all the Orcsat the ambush (other
than the two thieves), the Orcs at the forest holding will be
completely unsuspecting. Otherwisethey will have set some crude
defenses. With bowsaimed at the door, they will be ranged behind
what cover they can quickly manage.

TheOrcsare now cornered and fighting tokill, but they will not
stop to finish off an unconscious foe.

46 GAMEMASTER NOTES

Zurtak and his band are the major opposition in this adventure.
Not exceptionally bright or brave, the Orc-captain and his troops
will retreat if their ambush turns into a fair fight, or if half of the
Orcs arefelled without significant lossesto their enemies. Magic
will weakentheir morale, and they will react toarapidly changing
situationwithconfusion.

The defense of Brugath Thraim will be hardly better executed
than the ambush. The Orcs will try to take cover and surprisethe
adventurers, but will not have thought to set traps or to plan an
emergency exit. They will certainly not show any knowledge of
advanced tactics.

If the PCs do not pursue Zurtak, Waulfa will offer to hire them
tofind Windlore when they arrive at Buhr Widufiras. The search
for Windlore will lead them right back to Zurtak's encampment.

5.0 THE TABLES TURNED
—AMBUSHING THE ORCS

5.1 ATALE OF TRAFFIC
ON THE MEN-BURZUM

Windlore, ascout from Buhr Widufiras, may have been rescued
from the dungeon of Brugath Thraim by the PCs in the previous
adventure. If not, he (or areplacement Scout named Wemetree, if
Windlore was killed) stumblesinto the square of Buhr Widufiras,
bearing this alarming tde ...

He had stopped for hismid-day meal while patrolling the Men-
burzum trail, when a single Orc loped by. Having good reason to
hate the foul Orcs, he slew the filthy creature. While disposing of
the body, he found a message that the Orc was carrying from
Angmar to Dol Guldur.

The message notified agents of the Necromancer that a mighty
Dunadan artifact, the Eérgil, had been captured by the Witch-king.
It was immediately being sent by dave-caravan to Dol Guldur.
(The Eérgil is a star-shaped medallion usable only by those of pure
Dunedain blood. It actsas ax3 PP multiplier, gives +50 DB, +30
to Perception, indicates the direction of true North, providesCalm
Water three hours per day, Summonsa 30knot wind three hours per
day, and Holds any water creature within a 100 yard radius. The
Eérgil is more fully described in Section 8.0.)

Droppingall caution, Windloreraced for Buhr Widufirastotell
Waulfaof the Eérgil's peril, but was waylaid by Skauril's Orcs.

Depending on whether or not the PCs played the previous
adventure, either he was captured by Orcs, then released by the PCs
(the first adventure), or he escaped unharmed through his wood-
craft and cunning.

Either way, he lost precioustime—and the scroll. Thereisno
longer timeto seek aid beyond Buhr Widufiras. Theslave caravan
will pass by almost as soon as an interception point can be reached.

In Buhr Widufiras, Windlore discovers that no able-bodied
people are available. What few persons could be spared are out
looking for him and a young carpenter's apprentice named
Clemendan who has also disappeared. Thus, it is up to the PCsto
savethe Eérgil. Windlore will offer what help he can, but he has
not recovered enough after his ordeal to accompany the party.

The Orc caravan will passby tomorrow evening. The characters
must leave by morning if they are to keep the Eérgil from falling
into the hands of the Necromancer.

(A weak party can be supplemented by one or two Woodmen
who happen to return in time to go with the PCs. Treat these NPCs
as ordinary men-at-arms.)

5.2 THE NPCS
ARCULAGLAR

Arculaglar (accent on the long "u") is amost attractive fellow.
Heistall and slender, with red-gold hair and keen blue eyes. An
Elf of Thranduil's kingdom, he was captured by an Orc patrol from
Dol Guldur. He was a dashing figure at court, and his skills at
oratory added to the respect that his people had for him. An Elf of
many talents, Arculaglar isskilled at acting, singing, poesy, dance,
swimming, cookery, and the harp.

Heisunfortunately now aprisoner, and hisskills help him not
at all. He has no interest in weapons or magic. He considers
fightersto be too sweaty, and wizards, too serious. He has always
most delighted in walking under thetrees, often with a pretty Elven
maiden, and seeing what the wood has to offer.
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Kham(l the Easterling is counting on thisimportant member of
Thranduil's court to give him much information. He is especidly
eager to learn the sze of the garrison and the structure of the
defenses, things to which Arculaglar has never paid any attention.

BRAIG THE BEORNING

A stocky fellow, blonder than most Beornings, Braig possesses
unfailing optimism. Inalifewith many setbacks, the latest being
chained as aslave in an Orcish dungeon, Braig is sure that things
will improve. When they do, he will be prepared.

He wasraised asamiddlechild inalarge, cheerful family. He
left at an early age to make his own way. Hisfamily was proud
when he left to seek hisfortune in the wilds; this has always been
the way of his ancestors.

At fifteen, when he had afew extrasilver pieces, Braig sought
the services of a noted seer. He is serenely confident that he will
achievetheend foredestined for him — ahealthy old age, enriched
by honors of friends, descendants, and wealth.

The fact that so far, at fifty, none of this is in evidence bothers
himnot at al. He hasawaysbeen ahard worker, and will be ready
when his opportunity presents itself.

BULKUPAR

A fighting Uruk-hai, commander of atribute train sent from
Angmar to Dol Guldur, Bulkupar is brighter than most of his
fellows. Heissquat and vicious, with acruel cunning, a prime
example of a rising young Uruk. His caravan will be well-
organized and prepared for attack.

Being selected as commander of a tribute train is actually a
disappointment for Bulkupar. Itisintended asareprimandtohim,
abreak in hischain of ever-increasing responsibilities. In hislast
assignment, he was abit dow in committing afriend's squad to a
suicide mission. This dull duty is a reminder to him to be more
decisiveinthefuture.

Bulkupar knowswhat happensto Orcswhofail theWitch-king.
He has heard much about the Necromancer. He has strong
inducement to see that the E&rgil gets safely to Dol Guldur.

Bulkupar does not redlize that he carries only half of the Eargil
(see Section 8.0.) Theessentia backingfor the medalion hewears
has been removed, and was sent by separate messenger to Skauril
four days earlier. It now restsin the Conjurer's parlor.

SCODERATH

A farmer by birth, athief by trade, Scoderath wasbominasmall
Gramuz settlement dong the Anduin. Blond and blue-eyed.
Scoderath standsonly five foot six, with athin frame not built for
the stress of the fields.

Noticing that his otherwise unpromising son was clever with
his hands, his father apprenticed Scoderath to a leather worker,
wherelong hours and meager rewardstaught him to despise honest
work. At nineteen he left town to follow amerchant caravan and
"seetheworld." Among the Gondorians settled in Talath Harroch,
he learned the skills necessary for alife of dishonesty.

At First working as a free agent for the Gondorian army,
Scoderathbegan toview hisskillsasaway to easy weath. Hewent
into the Great Wood to "outwit the stupid Orcs and bring back
some loot." Instead he ended up in adungeon, where he is being
held until he can be offered ajob with the Necromancer's minions
inthe Nan Anduin.

Scoderath isjaunty and curious. He will gladly join aparty if
it seems interesting, but will just as readily turn them over to the
Necromancer for profit, or steal the Eargil if given an opportunity.

SCUTSPARG
Scutsparg is a firm believer in brute force. Captain of a watch
post on the flanks of Dol Guldur, he islarge and ferocious, but not
very bright or cunning. He leads his troops through fear, and
usually from behind.

Realizingthat beinglargegiveshimabruteforceadvantage, he
values size highly. He collects extra-large furniture and other
over-sized possessons. He often daydreams of enlarging and
embellishing the hidden entrance to hisoutpost. Maybe something
tasteful in thirty-foot red columns.

The post near Dol Guldur was given Scutsparg as arewardfor
bravery and at his specia request. His youth was marred by
congtant teasing by all the Orcs of his tribe. They fancied that he
looked more like a Man than like an Orc, and reminded him of the
resemblance often and cuttingly. Although he has been beaten
enough to no longer resemble Men, he enjoys taking out his
resentment on them.

Scutsparg will be easily swayed by Bulkupar's intimidation.
The longer the party gives the Orcs to prepare a fitting reception,
the better defended the post will be.

WAULFA

Waulfa, awise veteran of many seasons, holds the position of
Althyn of Buhr Widufiras and the Sairtheod Clan. Heisaman of
few words, not especially eager to spesk for anyone. Asthelongest
survivor in adangerousarea, Waulfaisin nomina chargeof aclan
of independent loners. He is often sought out by the Thyns of other
Wood-men clans for his sound advice.

Tall and brawny after sixty years of rugged living, Waulfa
stands 6'2" and weighs 270 pounds. He isan accomplished tracker
and healer and a friend of Thranduil's Elves.

Although quiet of manner and dress, Waulfa throws himsdf
into everything he does, including games and fests. He is till one
of the best axe-hurlers in Buhr Widufiras, and in his prime
remained thirty years undefeated in tree wrestling.
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5.3 THE SETTING

The order of Bulkupar's caravan, the route taken by the Orcs
who flee with the E&rgil when the caravan is attacked, and the
Orcish outpost on the flanks of Amon Lanc are presented below.

5.31 THE CARAVAN OF BULKUPAR

Bulkupar's force consists of five Uruk-hai and fifteen lesser
Orcs, dong with 20 Mannish daves. Four of the lesser Orcs are
Scouts and are positioned so that their skills will be of use.

The path is drawn straight in the accompanying diagram
because the PCs may pick the site of their ambush, within reason,
The Gamemaster should allow the characters to map the area of
their ambush, including sope, bendsin the path, and placement of
trees. They may not use cliffsor gullies. There are
none available in the area.

The Setting

They will carry the Eérgil with them in an attempt to get the artifact
to Dol Guldur while the PCs are busy with the rest of the caravan,
Bulkupar is hoping that the battle and the slaves will dow the
adventurers enough to give him at least an hour's head dart.

(It is important for the GM to keep careful track of time from
the point where Bulkupar and his two Uruk-hai flee the caravan.
Bulkupar and his companions will only rest four hours anight, so
they will be almost impossibleto catch.)

The path Bulkupar will take is marked on the accompanying
map with specific obstacles noted and described below.

If the PCsdo not manageto intercept Bulkupar inthe meantime,
the chase will culminate at an Orc guardpost on the very flanks of
Dol Guldur.

GIANT SPIDERS
Point A on Bulkupar's Chase Route marks the

The caravan slaves are arranged by pairs, carry- BULKUPAR'S first obstacle the party encounters as they chase the
ing chests slung from poles like litters. Chains run CARAVAN fleeing Bulkupar and his two Orcs through
from iron collars to the chests to prevent the slaves Mirkwood. The path here seems to lead through the
from escaping. webs of giant spiders. No bodies appear to be caught

The eleven lesser Orcs not acting as Scoutsherd | sc SC sCc | inthe webs, but three Spiders are visible.
the slaves along, and are watched and pushed by the 50 'r;; /\/ Thethree Spiderswill drop on any party member
Uruk-hai, who carry whips and make sure that L f\/ SC who gets too close or stays too long. 'Too long" is
everyone is motivated to move quickly. o about the amount of timeit takestopick upBulkupar's

Bulkupar carries the Eérgil, and uses +15 weap- tracks on the far side of the webs. (Bulkupar's
ons. He aso carries a potion of Plant Control, which SL ) companions led the Spiders on a merry chase while
allowsthe imbiber to control any one plant for up to o . v he marked thetrail here. Creating the diversion cost
tenhours, although only the natural functionsof the SL them about 20 minutes; adjust the Orcs' lead time
plant can be controlled. Intelligent plants, such as SL accordingly.)

The other Uruk-hai are using +10 weapons, while SL By point B, the path is starting to get faint. The
the lesser Orcs are using normal arms. Bulkupar e characters will notice a clearing aheed filled with a
knows the importance of the Edrgil and will do ol large, healthy bush with large white blooms. The
every thing in his power to keep it out of the hands SL tracks seem to go straight through the stems. (This
of the party. _ o SL plant is a deadly milk-white trumpet, and quite

Thetribute carried by thecaravanfillsnineofthe Bo dangerous. Bulkupar used a potion of plant control
ten chests carried by the Mannish slaves. The tenth SL to get himself and hiscohortsthrough safely. Setting
chest holds food and drink for the Orcs. The slaves SL thistrap required only 5 extraminutes. For informa-
Eg\flee:de%?nal lntth{attht:ye?/e;vcﬁeDzlrcglcljgd’r 32‘3 V‘ggar;ost uu tion on the potion, see Section 5.31.)

unti uldurintw .
They will cower helplessly during battle, but all the ol At it trFerm\lERL”\tlr?S < e
Orcs will fight fiercely. B U pornt & on the chase map. the woods
The contents of the ten chests is as follows: appear sor_ne_what misty, &s does the path among the
L SL trees. This is caused by the webs of hundreds of
1.3546tinpieces. SL ennerlings.

2. 1,264 copper pieces, 598 bronze pieces, 263 silver
pieces, and 47 gold pieces,

3. Two +5 shields cushioned in straw.

4. 20 steel long knives wrapped in cloth. One is
enchanted (+20).

5. 6 mountain cat hides.

6. A tapestry which depicts a NUmenorean paace.

7. A kregorabox (8"'x8'x4") and a 14" marble carving
of alongship, both wrapped in velvet. Thebox absorbs
magic from anything placed within it. It is further
described in Section 80,

8. 30 sheets of vellum in four bone scroll cases, eight
crystal vials full of colored inks, a small box of gold
leaf, asilver-and-squirrel hair lifting brush, and asilver

If the PCscheck very carefully, they can perceive

SL that the Orc tracks lead to the webs but not through

SL them. This is a Routine, +30, perception roll if the
o} PCs stop here. PCs will need to make a Very Hard,

SL -20, Tracking roll tofollow the hidden tracksaround

SL the webs and on toward Dol Guldur.

Ho Setting a false trail and attempting to conced the

SL real one cost the Orcs another 40 minutes.

SL Ifthe characters disturb the webs and are stung by

the ennerlings, the chase may very well be over.
Carrying or curing paralyzed characters will at least
dow them down.

smoother for the gold leaf. KEY:

9. Four bolts of_ raw silk, one of which conceals_apair SC - Scout

of emerald earrings (one a+2 adder for Mentalism),

10. Food and drink suitable only for Orcs. bl g

' U - Uruk-hai

5.32 THE CHASE ROUTE B — Bulkuper

Bulkupar and two other Uruk-hai will bresk | She=Siave
away from the caravan if it is strongly attacked. .'M

THE TRAP

At this point (D), Bulkupar felt secure enough to
use some twine and his bow to set atrap across his
path. Anyone hitting the trip wire will suffer one
attack at +10 by the longbow. Bulkupar is very
skilled in setting snares, so he was ableto set thisin
only Fifteen minutes. Thetrap is Sheer Fally (-50) to
detect, but Routine (+30) to disarm.
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The Orc Outpost

ORC OUTPOST

5.33 THE OUTPOST

1.CaveEntrance. Thesmall, cleverly camouflaged caveopening iseasy
tomiss. Itisactualy Orc work, and the entrance to aguard complex.

OneOrcis pogted in the shadowsto watch the path. He isaimed with
a longbow and eight arrows, amace, and an darm drum. Besde himisa
greasy bowl and a soup ladle.

For thefirst eight hours after Bulkupar'sarrival, thereisachance (01 -
25) that thisguardis asleep. Afterthat point, thefirst guardisin aprison
cdl, and the replacement guard is much more dert.

If the guard is aerted while the PCs are farther than one hundred feet
away, he will spend oneround looking for the drumstick, after which he
will usetheladle to sound the darm. Whenthe party iswithin ahundred
feet, the Orc will dash inside the complex and yell an darm. He will hide
behind the barrel in the entry room (#2) to shoot at intruders.

2. Entry Room. This room holds atable, three chairs, a keg of water
topped by a bronze ladle, and an open-topped barrel in the comer, which
holds roughly a hundred spare arrows, and the missing drumstick.

3. Barracks. They house eight Orcs. Four two-tier bunk beds and eight
trunkscrowdtheroom, alongwith asmall tableandthreechairs. Five Orcs
arehereat any given time. Two will be involved in agame of mumbl ety-
peg (adagger contest) and will be able to throw daggers the moment the
adventurersenter. The other three are napping and will take three rounds
to wake up and arm.

4. Barracks. Quartersfor eight Orcs. Thisroom isfurnished identically
to the adjacent barracks (#3). All three Orcsfound here are sleeping.

5. Secret Door. Always locked. The door is trapped by alarge bronze
gong, which sounds when the door isopened. Some of the time (01-30),
this warning will be ignored by the other Orcs, as it goes off dl the time.
Thelock isHard(-| 0) topick and thetrap isExtremely Hard (-30) todel ect
and disarm.

6. Armory. A single lock (Easy, +20) guards the weapon stores. On
shelves and in chests around the room are 12 wooden shields, 18 daggers,
5 maces, 6 long bows, and 70 arrows. Two of the maces are +5 and one
of the shidds is +10. (These are of Gramuz make.)

7. MessHall. Twosubstantial tables are surrounded by low benchesand
six hungry Orcs, (Dinner is late, again.) The Orcs are amored in rigid
leather and armed with knives (for eating.) They will attack as soon asthe
door opens and the PCs are visible.

If the party appears to be strong, the Orcswill up-end one of the tables
as a shield, and stand on a bench behind it or lean around the end of it to
attack.

The tables, benches, and floor are covered with scars and stains, and
there are stal actitesof old food on theceiling. (Thetwotablesarenine feet
long by six feet wide, just large enough to bridge the pit elsewhere in the
outpost (#12) if placed comer to comer.)
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8. Kitchen. The room contains a large, heavy worktable and a massive
fireplace. Assorted pots and utensils hang from hooks. Unappealing
foodstuffs fill the center of the table.

Chained to the four comers of the table are the four Mannish daveswho
doall thecooking forthe complex. Threeof theslavesaretoowesak to fight
the Orcs, but one. a Beorning named Braig. has been practicing with the
kitchen knivesin case an opportunity should arise. Hewill begladtohelp
the party and is described under NPCs (Section 5.2.)

9. Pantry. Shelves and barrels hold the foodstuffs of the garrison. There
is little of value to the adventurers here. The de is sour, the cheeses are
moldy, and the meat is totally unrecognizable.

10. Waste Chute. The trash chute drops 10 to a large cavern, which
contains a very small, very polluted stream. The stream trickles under-
ground for forty feet before discharging into agrove of deadly milk-white
trumpet. A heavy smell of decay rises up through the chute opening.
11. Guest Chamber. This room currently houses Bulkupar and his
lieutenants, one of whom will be present on guard at all times. The other
Uruk isalwayswith Bulkupar, asis the Eérgil.

Both Bulkupar and the second Uruk will be in this room half (01 -50) of
thetimeand with Scutsparg the rest of the time. Scutsparg will be found
in the (01 -60) Throne Room (#20) or in his (61-00) bedchamber (#23).

The room contains one large bed and two bunks. Pegs on the wall hold
satchels and weapons. The only pieces of equipment found here are the
few essential itemswhichthe Orcsbrought with them ontheir flight from
the caravan.

In one of the satchels is a scroll that Bulkupar was carrying to Skauril
the Conjurer. The scroll is described fully in Section 6.1, The Plotting of
Skauril, and provides a setup for that adventure. If Section 6.0 won't be
played, the scroll need only be given to Waulfa (see NPCs) in order to
thwart Skauril.

Ifthe E&rgil isrecovered, and the PCsaregoing on 10 play the" Skauril's
Army" scenario, they can discover at this time that they have recovered
only partof the E&rgil. A backingismissing that isrequiredtoactivatethe
item. (If they are not going on to the next adventure, assume that the
artifact isusable asis.)

12 Pit. A pit yawnshere, 10 by 10" by 20' deep. A lever in the Hdll of
the Guardians (#14) causes a stone bridge to slide across the pit so that
Someone can Cross.

The bridge will be found already in place across the pit some (01-20)
of thetime. Orcstend to be careless. (Notethat thepit can be bridged using
the table in the mess hall (#7), if the PCs are clever enough to think of
turning the tablediagonally and don't drop it into the pit. Placing the table
isaSheer Folly maneuver, -50, and crossing it asa bridge is an Extremely
Hard, -30, maneuver. The pitistoo deep for thetableto belowered inand
used as a ladder to reach the bottom.) Nothing protrudes on the far side
of the pit on which to catch a grappling hook.

13. Prisons. Five identical cells hold prisoners. A lone Orc patrols the
hall, armed with amace and adagger. He isnearing theend of hiswatch,
and is dragging the mace behind him.

All of the rooms are carved of the natural rock, with oaken doors. The
doors are locked (Hard, -10) and bolted from the outside. The wallsand
doors of the cells are lined with iron to prevent spell casting. Food is
pushed through a slot in the bottom of the door. Waste is cleaned only
between prisoners. Currently three of the cells are occupied.
A.PrisonCell. Thiscell holdsArculaglar (S."Royd Gold-redBrilliance™)
an Elven prince from Thranduil's keep. (See NPCs. Section 5.2.) Heis
scheduledforaninterview withKhamal, whoexpectstolearn much of the
layout of Thranduil's kingdom. The prince is due to be moved to Dol
Guldur in four days and has no fighting abilities or magical skills.

B. Prison Cell. Empty.

C. Prison Cell. A Gramuz thief by the name of Scoderath (see NPCs) sits
inthiscell. He is better treated than most prisoners here because heisto
beofferedtheposition of spy intheNan Anduinafter proper " conditioning."
D. Prison Cell. Thiscell is inhabited by Goolgoff. the hapless Orc who
Bulkupar found asleep on watch at the entrance. If freed. Goolgoff will
attempt to escagpe from the party and warn the rest of the complex. He is
dueto be released in two days.

14. Hall of the Guardians. Two large bronze statues of wolves flank a
redtile path inlaid in the floor. The wallsare carved inrelief, with scenes
of wolves attacking various "good" creatures.

If anon-Orc enters this room, the bronze wolves will begin to howl. If
the trespasser then throws meat to the wolves, he will be alowed to cross
on the red path. If an intruder does not feed the wolves, or steps off the
path, the wolves will animate and attack him.

Thewolveswill attack until they have eaten the intruder, until they are
destroyed, or until Scutsparg orders them to cease. The Statistics and a
detailed description of these guardians are given in Section 80,

15. Door. This is a stone door with a dead bolt lock (Very Hard, -20). A
needletrap in thelock strikes as adart +10 andis poisoned with Asgurash.
ThetrapisVery Hard (-20) to detect and Extremely Hard (-30) to disarm.
(See Master Herb Table, 9.0.) Thetrap will reset 8 times before it runs out
of darts.

16. Trap. A trip wire crosses the path at this point. Triggering the wire
causesa ' x 5' section of ceiling to fall onthe party. An (Extremely Hard,
-30) dodge may be attempted to avoid a"C" Crush Critical, Thetrap does
not reset.

17. Door. This door is of iron and is fastened with an iron bar. An arrow
slit inthedoor allows the guardsto fire down the corridor. The door isaso
trapped to shock anyone who touches it. An electrical discharge does a
"B" Electricity critical.

18. Guardroom. Four €elite guards are housed here. Two of the guards
will be awake at any given time, unless they have been warned of the
party's approach. Then al will bealert. They carry maces and bows and
arrows, and are ordered to leave only when Scutsparg accompanies them.

The room holdstwo bunks and atable with bone diceand adeck of cards
atopit. A much-used bow target hangsonthewall. A small keg of watered
ale stands in the corner, topped by asmall tindipper. Onewall iscovered
with rude sketches of female Orcs and of tortured Elves. These Orcs have
atotal of 46 sp and 87 cp.

19. Door. This stone door is cased in lead and locked with two (Hard, -
10) locks. Thefirst lock istrapped withaneedleidentical to that of another
door in the complex (#15). The second lock istrapped with a Symbol of
Flame, which does a"B" Heat critical to anyone attempting to tamper with
the lock.

20. Throne Room. A grandiose, carved and gilded oaken throne domi-
nates the room. It is bracketed by a large carved oaken chest and a low
lounge chair covered in bear hides. The oversized furnishings crowd the
room.

A small table between the throne and the lounge chair holds de and
meat. The decanter, large mug, tray, and eating knife are pewter. A
tapestry on the far wall shows a naked eye overlooking afield of Orcs
looting and pillaging a Mannish settlement.

Thethroneisinlaid with quartzand agatesworth 40 gp. Thetrunk holds
arms, armor, and some other belongings of Scutsparg. These include a
+15 chain shirt, +10 shield, and a +15 Sword of Elf-slaying, as well as
another big pewter mug and apair of loaded dice. He will be armed with
everything but thediceif givenany warning of the adventurers' approach.
21. Secret Door. This door is made of stone and carved to resemble the
wall (Very Hard to find. -20). It isalso locked (Extremely Hard, -30) and
trapped (Hard, 10) with aguillotine blade that strikes as an axe +50 and
resets immediately.

22. Treasury. Scutsparg is not above bribery, extortion, and embezzle-
ment, and has gathered several choice itemsfrom Orc raiding parties. The
treasure trove includes 480 cp, 216 sp, 48 gp, five gallons of Dorwinian
wine, three mountain cat hides, four agates (10 gp value each), 12 yards
of forest-green velvet, apotion of Invisibility, and agold ring (x2 multi-
plier for Mages).

23. Scutsparg's Bedroom. His taste for large furnishings extends to this
roomaswell. A large bed, an oversized chest, a big round table, and two
armchairs leave little room in which to move about. The chest holds old
rags, a +10 sword, sword oil, and a large (of course) whetstone.
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The Task

54 THE TAX

Itiscrucial that the E&rgil not fall into the nefarious clutches of
the Necromancer. It must be snatched away from its current Orcish
guardian. Put more realistically, the task is to defeat the caravan
of Orcs, pursue the fleeing Bulkupar and his assistants through
Mirkwood, and recover the Eérgil from a well-prepared Orcish
guard post.

Difficultasthetaskis, it will befurthercomplicated by Spiders.
Bulkupar's Scouts, and deciding what to do with the twenty
Mannish slaves who haven't eaten in two days and are chained by
their necksto treasure trunks. They can't very well be left to guard
the treasure or even fend for themselves while the party chases
Bulkupar.

Another complication may result if the guard post manages to
send word of the attack to Dol Guldur. The forest will be overrun
with well-armed Orc patrols.

STARTING THE PLAYERS

The GM should make it plain that only the PCs can save the
Eérgil, Add the possibility of plundering atribute caravan and the
thanks of Dunadan lords and the adventurers should be interested.

Waulfa may provide additional incentive by presenting the
characters with food and | odging in Buhr Widufirasand apromise
to heal their wounds before they set out.

Windlore can sketch a crude map of atrail to a good ambush-
point, and mention expected hazards.

AIDS

The party will have very little time to resupply, although
Waulfawill offer what help he can. Encouragethe PCs at least to
be fully healed of any injuries before setting out.

Waulfa. Windlore, and Fryancryn can all direct the party tothe
Men-burzum, but all have valid reasons that they cannot assist in
the ambush itself. Windlore is weakened. Waulfa's first respon-
sibility is to protect his clan, and Fryancryn makes it a policy to
avoid getting caught in the middle of skirmishes.

The party can choose the site for the ambush, a major advan-
tage. The GM should allow the PCs to draw the area of the path
wherethey will await the caravan, including the placement of trees
and shrubs (within reason).

OBSTACLES
Ambushing Bulkupar and his caravan provides a fierce chal-
lenge. The wilderness of Mirkwood should make the ensuing
chase difficult. And a fully outfitted Orc garrison at the finish
rounds out the surprises nicely.

REWARDS

The contents of the tribute caravan are portable as well as
valuable. Party members will want to take some of the items for
themselvesand try to sell to others. Anappropriate gift to Waulfa.
the Althyn of Buhr Widufiras, would be gratefully received.

Waulfawould bedelightedto show hisgratitudetotheparty in
the form of acclaim, a feast, accommodations, and possibly an
escort to the PCS next destination.

If theadventurers should everjourney to Dunadan lands, their
reputation as recoverers of the Eargil should earn them a very
warm welcome. However, word of their exploits may earn the
adventurers a different sort of acclaim around Angmar.

Attempting to keep the Eérgil for their own use would not
benefit the characters, for only Dunadan lords can wield it safely
and successfully. In fact, should they attempt to keep the Eérgil,
the party would find life interesting but short. Agents of both the
Necromancer and the Wise would compete to pursue them across
the wildnesses of all Endor.

5.5 ENCOUNTERS
THE ORC CARAVAN

T hisencounter shoul dbeinstigatedby thecharacterscharacters.Windlore

can direct them to an appropriate spot for an ambush. The Orcs
don't know about the ambush — unless a passing crow tells them
about the noisy travellers up ahead. The encounter area is fully
explained in Section 5.3.

The GM needs to remember that Bulkupar and two Uruk
escorts will flee with the Eérgil, and to note the lead time of the
Orcs. The Orcswill stop only for four hours of rest, and will travel
asfast as the average party. When the Orcs stop to set traps, an aert
party can make up some time and close the gap.

THE CHASE

It is imperative that the GM keep careful track of time elapsed
during this section of the adventure. Bulkupar and his Uruk-hai
will rest only four hours each day. In addition, they will spend
some time preparing traps, unlesstheir pursuers are within earshot.

Remember that the short legs of Dwarves and Halflings will
slow the party, as will carrying any heavy baggage or stopping to
find tracks.

If the PCs choose to presson into the night, remember both the
difficulty of tracking in thedark and the effectsof growing fatigue
onall their abilities. Inany case, without theaid of magic or herbs,
the adventurers will ailmost certainly need to rest before entering
the outpost at the end of their chase.

THE OUTPOST

When the adventurers arrive here, the chaseisover, but not the
work. Stopping Orcs in the relatively open wood is difficult.
Confrontingtheminan areathey built to defend isnearly impossible.

If the party is careful and lucky, they will need go no further
than Bulkupar's room to recover the Eérgil. Most of the really
dangerous traps and encounters are beyond this point. Of course,
so is the best treasure.

On the other hand, if they are thorough, no one will send word
to other Orcs in the area, and no patrols will pursue the PCs for at
least twenty-four hours. If they are foolhardy, the party may
become permanent fixtures in the slave quarters of Dol Guldur.

THE ORC PATROL.

The GM should only use this encounter if the party seems to
want alittlemore excitement, or if they badly bunglethe retrieval
of the Eéargil. Asthe party leaves the outpost, an Orc patrol sneaks
up on them from behind.

The patrol will consist of one Troll, a brace of hunting Wargs,
and six lesser Orcs. The Trolls and Wargs will attack only if the
party appears weak. Otherwise they will track the adventurers
while one of the lesser Orcs carries word to Dol Guldur. When
reinforcements arrive, they will attack in force.

5.6GAMEMASTERNOTES

Bulkapar iscrafty and well trained. He will react to changing
situations quickly and efficiently, and the Orcs in his command
will be well-organized. These opponents are much moredangerous
than Zurtak's Orcs of the Flame; they will use available cover to
maximum effect.

During the chase they will not set traps if the party is within
earshot. If the adventurers approach to within bow-shot, first one
and then the other of thetwo Uruk-hai will fight arearguard action
to cover Bulkupar's retreat.

The longer the party gives Bulkapar in the Orc garrison, the
tougher the reception they will find. Guards will be progressively
more aert, and traps will be more numerous.



Assault on the Elves

17

6.0 SKAURIL'SARMY
- ASSAULT ON THE ELVES

6.1 THEPLOTTING OF SKAURIL

The Witch-king has sent his minion Skauril three duplicate
scrolls by three separate messengers. They order him to carry out
an attack on Thranduil's Elves. If the characters played "The
Tables Turned" (Section 5.0), they should have a copy of the scroll
that Bulkupar wascarrying to Skauril. Thisscroll reads asfollows:

Skauril—Myforces raid in Arthedain, keeping the eyes ofthe
foolish Elf-friends facing my kingdom. Now must you assault
Aradhrynd. Hasten. Although Thranduil's house guard numbers
less than 200, he will assemble more warriors ifyou delay too long.
Leave no later than two days past thefull moon.

—e Good Blood. Angmar

The message mentions a series of attacks perpetrated by the
Witch-king of Angmar into Arthedain. The Nazgdl intends that
these attacks should keep the Wise busy enough to give Skauril a
free hand in assaulting Thranduil. A victory over the EIf-king's
people would greatly lengthen the shadows of Mirkwood.

Luckily for the Free Peoples, Bulkupar carried not only the
scroll, but amap of the location of Skauril's caverns, the probable
starting point of his army. With thisinformation, the Wood-men
can better warn the Elves of the direction from which to expect
danger. According to the message, the army leaves the very next
morning, if it hasn't already set out.

Gihellin, aSilvan Elf visiting the Woodmen, will gladly take
word to Thranduil, but the Elves who form the King'sarmy live
scattered throughout the forest. It will take time to muster a
sufficiently strong defense. The house guard of Aradhrynd numbers
only 100, not enough to defend outlying Elven settlements and
guard posts. Skauril will not beabletopenetratethe Elvenfortress,
but he hopes to destroy many of the Elvesin the surrounding area.

Waulfacan sendthirty troopsto aid the Elves, but the Woodmen
too are scattered. They will barely arrive before Skauril's forces.
If someone could dow down the army, or at least track and count
the troops, the Elveswould stand a better chance. For each day that
Skauril isdelayed, the Elves could muster more warriors. Would
the adventurers scout the army and try to delay or demoralize it?

If the PCs agree to the task, the Woodmen will give them
anythingreasonablethey request inthe way of suppliesand normal
equipment. (They do not consider iron itemsor most other treasure
reasonable. Both are rare and in short supply.)

The Woodmen will offer the adventurers afew healing herbs,
all that they can spare. They will aso give each PC an inerenerab
filled with food, so that they will not haveto stop andforage. (An
inerenerab is an enchanted wood box constructed by the Woodmen.
Measuring only 12"x8"x6", these boxes will keep herbs fresh for
months, or store enough food to feed one Man for a month. The
inereneraban are further described in Section 8.0.)

Gihellin will address willing PCs as "Elf-friends," and offer
them hismagic dagger. Anoldfamily heirloom originally forged
inGondolin, theenchanted bladeglowswithacoldbluelight when
near creatures of Darkness. (It is also described in Section 8.0.)

While the adventurers prepare to depart, the Woodmen will
gather thegoodsthey haverequested. Gihellinwill draw amapthat
marks what he and the Woodmen know of the trails and terrain
between the Orcs and Aradhrynd, along with the information from
Bulkupar's map, (One line marks a path the Elf feels Skauril will
have to use to move a large force through Mirkwood.) No one
knows how Skauril plansto crossthe enchanted river Gulduin.

6.2 THE NPCS

GARDAGD

Gardagd was born of a Gramuz family in the East Bight. His
father contracted a wasting disease when Gardagd was only ten, so
he, his mother, and his four sisters tended the farm and their ailing
sire. The family was often short of food, and Gardagd would hunt
in the eaves of Mirkwood to add mest to the table.

Upon returning from one such hunting trip, Gardagd saw a
column of smoke rising across the plains. Hastening, he came to
the smoldering ruins of his home. Hisfather was dead, his mother
and sisters carried off.

Cursing the Easterlings for their cruelty, the Gondorians for
their absence, and the world for forcing him to hunt while hisfather
died, he returned to the forest. Living in Mirkwood. he soon
learned that Men were easier prey than beasts. Their silver allowed
him to buy food and supplies, so he hunted among the farms near
the wood.

Once he tried to hunt an agent of Skauril, noticing an excep-
tionally fat purse, and was thus brought before the Conjurer.
Skauril saw potential in Gardagd and immediately enrolled the
self-trained Angeringinhiscompany of rogues. Gardagd hasthusfar
kept hishatred of Easterlingsto himself, but hewill not hesitate to
kill Skauril if given an easy target.

GIHELLIN

The young EIf warrior Gihellin was raised in the woods north
of Aradhrynd. Aswith many of the Sindar, Gihellin isfootloose,
pursuingfrequentjourneysthroughthe Taur-e-Ndaedel os, Gihellin
enjoysthecompany of Men aswell asthat of Elves, andistherefore
used as a courier by Thranduil. It was in this capacity that he
arrived in Buhr Widufiras, bearing amessageto Waulfa. Gihellin
has extensive knowledge of woodland paths. Hewill make aswift
courier back to Aradhrynd.

NATAK

Always one of the largest of his brood in Dol Guldur, Natak
never learned subtlety. He was not as clever as his age-mates, but
Natak has |learned to use strength and terror to command histroops.
Orcs under his command gladly leap to the front to attack — it
keeps them further away from Natak.

To emphasize his strength, Natak wears plate armor and
greaves, with ahelmet carved in the image of aHomed Drake. He
fightswith agreat black (+15) two-handed sword with abloodstone
pommel, Natak has named the sword "Reaver." and it is of Dwarf-
slaying.

PENEMITH

Penemith serves as Skauril's assistant and as a leader of his
bandits. A Gondorian who thought the thieving fife would be
easier than an honest job, Penemith is lazy and cruel.

His earliest memories are of being a gutter-rat in Minas Amor,
living by hiswitsoff the meager scraps of asociety where little was
wasted. He barely survived until he was "adopted" by a girl
scarcely older than himself, but aready an experienced cat-burglar.
She found Penemith's big, crystal-blue eyesin his pinched, dirty
faceirresistible. Hepicked up someuseful and devioustricksfrom
her.

Although he is city-trained, Penemith finds the pace and
punishments of thecity rather too harsh for hisliking. Being lazy,
he prefers the smaller risks and smaller rewards of more rural aress.
Lacking bravery as well, Penemith prefers to gang up on small
parties, with the odds heavily in hisfavor.

Penemith stands 58" (with pasty skin. His hair is chestnut
brown, and his eyes are still aclear blue. Indolent and greedy, the
rogue drives his men hard and his slaves harder.
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SKAURIL THE CONJURER

Skauril is an unswerving servant of Dol Guldur and atrusted
lieutenant of the feared Nazgll, Khamill the Easterling. An
Easterling himself, Skauril isdark of hair and tall for hisrace. His
temper is short. He is brave, but not to the point of foolishness.

He bears no love for the West. Gondorian soldiers destroyed
his village when he was aboy. Skauril was the sole survivor. He
escaped only by hiding in the villageoven. It had cooled somewhat
from the weekly baking, but the scars he took on his feet and knees
will last all hislife, acontinuing reminder of deeper scars within.

Afterkilling everyonethey could find, the Gondorians finished
their looting, burning, and carousing, and left. Scavengers found
Skauril, unconscious. In return for the promised gratitude of a
distant "rich" uncle, they bandaged him and carried him to his
relative's encampment.

His uncle was angry at the prospect of another mouth to feed,
and a wounded child at that. At first, he refused to accept the
smelly, infected bundle. It soon became clear that the indignant
"rescuers’ were not going to leave without some compensation for
their efforts. He grudgingly paid the scavengers a small "reward"
to forestall bloodshed. They stomped off, muttering at having
taken so much trouble for nothing.

For the rest of Skauril's brief childhood, his uncle missed no
chance to remind the boy of hisdebt for the reward, for shelter, and
for each bite to go into his mouth. Skauril |eft as soon as he had
grown large enough to lie his way into an apprenticeship.

His training as a Conjurer gave him an outlet for hisrage. An
agent of Khaml offered him a chance for revenge. He rose
through the net of spies the Nazgll spread throughout the region,
and was given command of Orcs, Men, and ordered to a task.
Skauril is sworn to remove all vestiges of light and mirth from
Mirkwood.

Skauril iswell suitedtothisgoal. Heknowsthevalueofaniron
will and aclosed mouth. Sly and careful, when possible he makes
his attacks look like the work of bandits or wolves. He has
succeeded in cutting traffic through the Great Wood by half.
Khamdl is very pleased.

6.3 THE SETTING

THE PATH TO ARADHRYND

Skauril'sarmy will bemovingfromsoutheast of BuhrWidufiras
to the Gulduin River. Thranduil's troops will aso march to the
Gulduintotry toprevent ariver crossing. Themap andthetimeline
in the adjacent layout. The Army's Route, show the anticipated
movement of the Elves and Skauril's main forces, if the PCs have
nodelaying effect. Some unusual featuresalong the path are noted
and described below.

1. Skauril's Lair. This is the starting point for Skauril's army. The
complex is completely described in Section 7.0.

2. Rosetrees. A hedge of Rose-trees marks an old Elven boundary,
running perpendicular to the path. Skauril's forces will be forced to stay
on the path here, although if ambushed he will use magic to send troops
through or around the hedge to outflank the attackers. Leaving and
Leaping spells would both be effective at passing the boundary without
using the trail.

3. Spiders. Eight Giant Spiders spin their webs here. Hungry and
aggressive, they pose athreat to the PCs and foraging parties alike. If the
Spiders can be controlled in some way, they might slow or disrupt
Skauril's army. This would be a tricky feat. The Spiders may be
controlled by magic, or lured by clever PCs. Attempting to lurethe beasts
could result in the party being caught between the army and the Spiders.
Remember that the Spiders are descendants of Ungoliant, and therefore
not creatures of Morgoth. They will not cause Gihellin'sdagger to glow.

4. The River Gulduin. The trail being used by Skauril crosses the
enchanted river. The Gulduin iseight yards wide, presenting aformidable
obstacle. A stand of furry oak provides material for abridge, but Skauril's
small force of carpenters with hand tools will take two days to complete
thetask, The bridge would be crude, of whole logs roped together, and the
army would cross slowly even after it wasin place, The Animist with the
group will cast Limbwalking on the Scouts, so they may begin patrolling
the far bank immediately.

5. Aradhrynd. TheHallsof theElven-king isthe capital ofthe Thranduil's
kingdom, and the point at which the Elves muster and from which they set
out. Skauril will not be able to breach the gates of Aradhrynd regardiess
of the outcome at the Gulduin. He knowsthis, and ishoping only todrive
out the Elves between the Gulduin and the Faes River.

6. Buhr Widufiras. The Woodman settlement is the starting point for the
Elf courier Gihellin and the PCs. It is a small community, and Skauril
plans to destroy it at his leisure after he deals with the Elves. It is not
detailed here, but alist of available goodsand pricesisgiven in Section 9.0.

THE DEPLOYMENT OF SKAURIL'S ARMY

Skauril's main force is divided into five types of units. These
consist of bridge building, road clearing, scouting, and foraging
units, aswell asinfantry and elitewarriors. An adjacent schematic
depicts the traveling pattern of the bridge crew. Two other
diagrams show the main army on the march and the same force at
rest.

Orcs have more stamina than Men, so they handle most of the
campchoresandthenight watches, leavingtheMen 10dividetheir
time between sleeping and marching.

1. Bridge Crew. Skauril has sent agroup of twenty Men on horseback to
raceto the Gulduin, securethe far bank, and build abridge for hisarmy to
crosstheriver.

Gardagd, a Ranger, leads the group, supported by a 4th level Evil
Animist and four 3rd level Scouts. The rest of the group consists of
fourteen 1s level Warriors.
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Gardagd wears chain armor and carries a two-handed sword. His
saddlebags hold three water skins, acollection of finewoodworking tools,
150'of rope, and six days worth of cram, a condensed trail food made by
the Northmen, Hisweapons and armor are +10. and his bow also acts as
a+3 spell adder for Rangers.

The Animisttrustshismagic, and soonly carriestwo daysworthof food
and one water skin. Hedoeswear chain mail, and carries aflail andshield.
He dso bears a Rod of Heat Ten with twelve charges, and a blue spinel
bracelet that servesasax2 PP multiplier.

The four Scouts wear soft |eather armor with no greavesor helms, and
each carriesalongbow, thirty arrows, a dagger, and awar axe. Each also
bears a horn, two water skins, and thirteen days worth of dried rations,
mostly cram.

The 1st level Warriors are in rigid leather armor, and fight with

crosshows and great axes. Their saddle bags hold thirteen days worth of
cram, twenty spare crossbow bolts, a dagger, and three water skins.
Spread among the fourteen horses are eight hammers, six saws, seven
hatchets, five drawknives. and two bags of twenty iron spikes each.
2. Road Clearing Crews. The road clearing crews cut brush, widening
the path from threeto seven feet. Thiswasthe original width of the path.
Thework does not require theremoval of any largetreesor allow any more
light to penetrateto the forest floor. Thebrushisleft piledjust off the path
for the use of the rest of the army for cooking and watch-fires.

Each road crew eliminated will dow the army's pace by 1/2 mile per
day. Skauril will replace thefirst five road crewsremoved by the PCs at
equd strength. If these are removed, hewill use double-strength crews.
If three of thedoubl e-strength crews aredefeated, themain army wi l | just
pushforwardwithout tryingtoclear theroad, although thiswill slow them
by five miles per day.

These ten units are each composed of one Man, two Wargs, and ten
Orcs. The Manisa4th level Warrior, and the overseer of hiscrew. Each
overseer hasa+10 chain shirt, a+5 two-handed sword, along bow, thirty
arrows, and two daggers. They also cany two water skins and four day's
worth of cram.

The Orcs are dl 3rd level, wear rigid leather armor, and carry hatchets.
Each Orc has four hatchetsand asharpening stone, onewaterskin. and five
days worth of cram. The Orcs will gladly throw their axes at foes, and
would love a chance to fight instead of work.

The Wargs stay at the side of the Warrior and attack on his command.

They will howl! at the approach of any unfamiliar scent. This is a +50
Perception roll to notice PCs approaching from upwind.
3. Scouting Parties. Theseeight groupstravel infront of and toeither side
of theinfantry. Each group isled by an Uruk Warrior, and includes four
Wargs and four tracking Orcs, Tracking Orcs are specially bred for
tracking and scouting. Their skills are described on the Master Military
Table in Section 9.0.

All five Orcs wear soft leather armor and carry horns, short swords, and
aset of six throwing knives. The commanders weapons are +5 and their
armor is+10. Each Orcaso carriestwowater skins and two daysof cram.

Each scouting party moves in aloose group spread in aline thirty feet
wide, with the Uruk in the center and aWarg paired to eachtracking Orc.
4. Foraging Parties. An army the size of Skauril's, on foot, can't cany
enough food and water for a twelve day march and still move fast enough
to surprisethe Elves. Although there are enough spell castersto provide
water for thearmy. Orcsdo not work or fight well if hungry, and Men are
likely to desert beforethey will travel with hungry Orcs.

Therefore, Skauril has eight parties foraging to either side of the army
to gather food and water. Each party consists of four Men, six Orcs, and
two Wargs,

The Men arein charge of the group, which isled by a5th level Ranger.
The other Menincludea3rd level Animist andtwo 3rd level Scouts. Five
of the Orcs are normal 3rd level Warriors and one is a specially bred
tracking Orc. The Wargs are an excellent adjunct to the powers of the
Ranger and Animist, flushing quarry into thewailing arms of the Orcs.

The entire group wears soft leather armor. The Scouts and the Ranger
carry short swords, long bows, and thirty arrowseach. The Ranger carries
ahorn and ax2 PP multiplier, in addition to water skins, sacks, and food.
The Animists use +2 spell adders.

THE ARMY'S ROUTE

East Bight

o1 — Skauril's Main Army
D2 - Bridge Crew
D3 — Courier and EIf Army
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The Task

The Orcs each carry a broadsword and two spears. The healing herbs offered are aso valuable.
The normal Orcs each carry afull water skin, three days THE BRIDGE The Woodmen can spare three doses of Carefree
of cram, six empty water skins, and eight large sacks, CREW Mustard, four Kelventari berries, sx Mirenna ber-
ds{)l'relgtre)gbupsareq:)read out on either side of the main S ries, and two doses of Tulavar. They will freely
army, ranging up to ten miles to each side. I there is donate small amounts of normal items such as
more food or water than the foragers can cary, the § rope, net, gandles, sacks, shovels,.and axes.
tracking Orc bringsword to themain army. The Rangers Only five crossbows are available in town.
and Animists use their Water Finding and Food Finding There are no catrops, and other items of iron are
spellsto locate supplies for the army. w very rare, and too valuable to be spared. Gihellin

Skauril must keep supplying his army, and will re- w will contribute a dagger forged in Gondolin that
place up to eight of these groups before attempting short glows when within 200 of the creatures of Morgoth.
rations and magic to feed his troops. Each day that the w If the party is weak, one or more Woodman
arm); goes on short rations, its morale will drop by five w Scouts may decide to accompany them.
points.

5. Infantry and Elite Warriors. Skauril's main force w ) OBSTACLES .
marches two abreast down the forest path, single file if ) Of foremost importance, the PCs must survive
the road is not cleared ahead of them. In the lead are 350 " the dangers of Mirkwood, They will not need to
Orcs led by ten Uruk-hai, commanded by the Uruk w find their own food thanks to the inereneraban
Natak. Then march Skauril and his retinue of Animists, supplied by the Woodmen, but obtaining water
Mages. Rangers, and Scouts. Last come 150 Mannish G may be a problem.

warriors led by Penemith and five 3rd level sergeants. K Getting logt is a hazard if the party strays from
All of these troops and their magic and weapons are the trail. A variety of dangerous beasts wander the
d@cnbgd in the Malster Military 'Table. in Section 90. i woods. These will not bother a group the size of
aﬁ?;régjﬁ)%réemlmes,Managel;lal\tlz;IEsTe;qt;f;pment IS more w Skauril's, but the PCs may not be so lucky.

Each Orc carries three water skins and eight day's W Then therg isthe difficulty of finding Skauril's
worth of cram, whilethe Men only carry twowater skins army, travelling beneath the dense canopy of trees.
and three days worth of cram. Thiswill be redistributed w Once the PCsfind the army, they face the prospect
asit is eaten, so that the Men always carry some food. w of estimatingits size and slowing it down, the most

If the main body of the army is attacked by traps or difficult portion of the adventure.
snipers, morale will begintogodown. Lowered morde w REWARDS
forvariouslossestothemain army are showninthetable :
in Section 9.0. These morale Iosé/aﬁ improve the Elves = The inereneraban, herbs, and an Elven dagggr
chances of defeating Skauril's forces. This is further have already been mentioned gk')ove. Iftheparty is
explained in Section 6.6, Gamemaster Notes. S successful in delaying Skauril's army, Thranduil

When the army sets up camp for the night. Skauril will give them emerald ringsto signify their status
surrounds the area with dozens of patrols of five Orcs S as Elf-friends. These rings bear no enchantment,
each, which constantly move through the woods up to KEY: 5 but are quite valuable.
five hundred feet frpm the fires. The ar.rangement.of the S Sco Anything the characters manage to grab on the
camp and the location of these patrols is shown in the | § = Scout on Horseback march will be further reward, and Thranduil will
adjacent diagram. W-— Warrior on Horseback offer them some of the spoils of the battle of the

G~_Gatdlgduul{mb|ck Gulduin.
6.4 THE TASK A— Animist on Horseback
STARTING THE PLAYERS 6.5 ENCOUNTERS

If the PCs played the previous adventure, they found the scrall
addressed to Skauril among Bulkupar's possessions. If they show
the scrall in Buhr Widufiras, Waulfawill become agitated, saying
with darmthat the Elves need help. He will beseech the adventur-
ersto try to find out the composition of the army and its path, and
then to rush ahead to inform the Wood Elves.

Gihellin will add his pleas, asking the PCs if they could also
delay the Orcs while they are close to the army. He will say that
for each day they can dow the army, many more Elves and
Woodmen can be ready to meet Skauril.

If the PCs did not play the previous adventure, a Woodman
Scout found the scroll, and Buhr Widufiras seeks the party's aid
against Skauril. Or perhaps the party obtained the scroll during a
random encounter with an Orc patrol.

The aids offered by Gihellin and the Woodmen should prove to
be an enticing reward. Not every adventurer walks around with a
dagger forged in Gondolin.

AIDS
The Woodmen are willing to give the characters some equip-
ment to help them dow down Skauril. Chief among these itemsare
the inereneraban, which will be givento each party member so that
they need not forage for food.

LOCATING THE ARMY

The characters should have access to amap drawn by Gihellin
and the Woodmen (Skauril's March, Players Map). This will give
them a general idea of Skauril's route. Knowing Skauril's starting
date, and how long he expectsto take to reach the Elven kingdom,
gives the PCs an excellent indication of his speed.

Based on the dates in Bulkupar's scroll, the Woodmen will
assume that Skauril isusing atrail, as that isthe only way to make
such speed. They will asoassumethat hisforceismade upentirely
of Orcs, for an army of Men on foot could not sustain such a pace.

Thetrail, beaten down by the passage of over five hundred Men
and Orcs, is Routine (+30) to perceive. Any PC within a quarter
mile of the main group, the road crews, or the bridge crew will hear
them on an Easy (+0) Perception roll.

Characters above the treetops at dawn or dusk, and within three
miles of the main camp, can spot campfire smoke on an Easy (+0)
Perception roll. Chance encounters with foraging groups, use of
Path Tales and Nature's Awareness, or the ability to talk to animals
will also facilitate locating Skauril's troops.
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SKAURIL'S ARMY
DEPLOYMENT AT REST
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0O -5 0rcs

U - 10 Uruk-hai

ME - 10 Men

SE - 3 Human Sergeants
P - Penemith

S — Skauril

A — 10 Animists

M - 12 Mages

R - 8 Rangers

SC - 11 Scouts

PA — Patrol of 5 Orcs
W — 5 Wolves
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Encounters

THE BRIDGE CREW

This group is mounted on horses and travelling in single file.
Although they areled and followed by 3rd level Scouts, thecrew's
travelling speed prevents the Scouts from using their Trap Detec-
tion skill efficiently. The Scouts must make an Extremely Hard (-
30) maneuver to detect any concealed trap or ambush. 1If the bridge
crew is impeded by traps more than twice, the Ranger and the
Animist will lead the party, using Nature's Lore Trap Detection as
long as possible. Then the Scouts will lead at walking pace,
detecting traps as they go, using their Detect Traps skill.

If they are ambushed even once, the Ranger will use Nature's
Lore Nature's Awareness to avoid a second occurrence. If the crew
takes 75% losses, or 50% losses in a single combat without killing
or capturing their assailants, they will flee. The Warriors and
Scouts will run in the oppogte direction from the attack and
attempt to desert, whil ethe Ranger and the Animist will attempt to
warn Skauril of the presence of the PCs and the loss of their crew.

ROAD CREWS

These units, which consist of ten Orcs, one Man, and two
Wargs, are not very well-organized, and will not be alert for traps
or ambushes. However, the Wargs keen senses will help to
counter this deficiency. The beasts will smell anything corning
from upwind long beforeit arrives. They also have keen hearing,
which results in a subtraction (-30) to Stalk, Hide, and Ambush
skills used by foeswithin a 100 yard radius. Road crews move so
slowly that ambushers lying in wait may develop cramps before
their targets approach. The Orcs are not bright or well organized.
They are also not much valued by their Mannish leader. He will
wait until two or three Orcs have been eliminated by traps before
he sends one Orc ahead to scout or to trigger traps.

The Orcswill not retreat from acombat unlessthey areheavily
overmatched. The Warg andtheMan arenot so foolhardy, andwill
retreat after losing half the Orcs.

Notethat thelack of truedistance weaponsamong the Orcswil |
have very little affect on combat, sincethere is amaximum clear
range of only 10-20 feet in the woods to either side of the path.

SCOUTING PARTIES

The purpose of these units is to locate traps and ambushes.
They will be alert and organized. Led by an Uruk. and composed
of four Tracking Orcsand four Wargs, these groups are formidabl e.
Their Wargs will make ambushes less successful than with other
groups, and their shifting path through the trees limits the effec-
tiveness of traps.

They areunlikely toenter apitched battle, and will sound their
horns if attacked and unable to retreat. They will dispatch a
tracking Orcto report to Skauril at thefirst sign of trouble. Tracks,
campfires, and other signsof the PCswill all be noted and reported.

These groups are more likely to ambush the party than to be
ambushed by it. If aScout group does detect theadventurers, they
will most likely track them while calling in another Scout group
and some Mage OF A nimi st support. The outcome of such abattle
will effect the morale of Skauril's army.

FORAGINGPARTIES

Aswith the scouting patrols, the foraging units, composed of
one Ranger, one Animist, two Scouts, six Orcs, and two Wargs,
will bewatchful and alert. They may be using Nature's Awareness
when the characters cross their path.

These units are not organized for combat, and will avoid
hostilities if at all possible. However, the presence of Wargs and
spell casters, backed up by Orc Warriors and Mannish Scouts,
make them formidable fighting units.

The Wargs, Rangers, and Scouts make the units very hard to
surprise. The Scouts and their wandering path make it difficult to
St traps in their way.

The foraging units are probably the toughest of dl the satellite
units the party may face. Unlike the scouting units, the foraging
parties will not track or attack the adventurers. Rather they will
report to Skauril, and let other units dedl with the PCs

SKAURIL'S MAIN FORCE

Only exceptionally powerful and foolhardy characters would
attack Skauril's main force directly. However, there are severd
things PCs can do to weaken and demoralize the army.

If the adventurersdo all they can to thwart the outlying parties,
they will be draining the main army. By the time they encounter
the main force, most of Skauril's spell casters will be using most
of their power points merely to produce food and water for the
army, and to detect traps. Traps set on the trail will be effectivein
catching afew Orcs. After the PCs have successfully deployed
three or more traps against the army, Skauril will send Scouts
ahead to try to detect others, though this will cut movement by a
half mileper day. The Scoutswill betravelling quickly enough that
they will suffer apenalty (-20) to their Trap Detection rolls.

The Orcs are numerous and disorganized enough that Change
of Kind spell smay allow adventurersto penetrate the camp. If they
are detected, Skauril will increase night patrols by ten percent. He
will do thisthree times, then instruct the Rangers and Animists to
take turns using Nature's Awareness to guard the main camp at
night. Plant Facade or Invisibility may allow the PCsto watch the
army pass by, so that they may report its organization tothe Elves.
Long Ear might allow the party to learn more of Skauril's plans.

If Skauril takes losses to his main force three times, through
snipers or raids, he will attempt to use magic to locate the perpe-
trators and attack them directly, probably with overwhelming
force. By this point, the characters will be close to the Gulduin.
Discretion should prove the better part of valor. They should
hasten away to give their information to the Elves.

SPIDERS
Theseeight Spiderscan be athreat or aboon to the PCs. Hungry
and aggressive, they will attack all who cross the path. This
includesOrcsaswell asadventurers. Ifthe Spidersaresufficiently
aggravated, they will chasetheir opponents all theway to Skauril's
army. Thisisadangerous gambit, asthe PCs may end up caught
between Spiders and Orcs. A Leaving spell could bevery effective

here. The Spiders have no treasure.

THE RIVER GULDUIN

The trail Skauril is using intersects the Gulduin on the very
border of Thranduil's kingdom. No means of crossing is visible.
Any who touch or drink from itswatersfall into adeep sleep, and
may never awaken. Astheriver isdeep, the crossing is difficult,
and can befatal. Thranduil haselected to attempt to stop Skauril at
the river crossing, hoping to use this obstacle to his advantage.
Skauril's original plan isto have his bridge crew build a bridge
here, and patrol the far bank for any sign of the Elves while the
whole army crosses the crude bridge. Thus he hopesto gain afree
crossing, and completely surprise the Elves.

If Skauril finds abridge in place, he will cross immediately. 1f
hethen encountersElves, ashewill assoon asthey fireonthe Orcs
crossing the river, he will pull his troops back into the wood,
|eaving bowmenand Magesto defendthebridge. Afterafew hours
of consultation. Skauril will decide to outflank his enemies. He
will use Leaving, Limbwalking, Levitate, and similar spells, to send
as much of his force as possible across the river 100 yards to either
side of the bridge. As battle is joined, the rest of the army will
charge across the bridge, accepting some losses as inevitable.

If Skauril finds no bridge ready, he will delay his army one day
while he orders one constructed. If necessary, he will use Invis-
ibility spellsandthecover of darknesstofell treesover theriver and
string ropes across.
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Once Skauril's forces establish a beachhead, along battle will
follow, as both armies quickly become disorganized in the wood.
If the PCs havejoined with the Elves, the Gamemaster may have
them fight adetachment of Orcsfor excitement. If the Gamemaster
and the players so wish, this battle can be fought using any
appropriate miniatures rules. Otherwise the outcome can be
determined based on table in Section 9.0

The Elves have adefinite advantage in woodland combat, and
a terrain advantage such that the Orcs will amost certainly be
forced to retreat. Skauril will use his Necklace of Deployment to
escape with his bodyguard if strongly threatened, or if his forces
havetaken morethan sixty percent losseswithout equal damageto
the Elves. (The Necklace of Deployment is asilver necklace which
bears an amber medallion in the form of acompassrose. It allows
the wearer to cast Leaving on five creatures at the same time,
sendingthemin up tosix different directions.) Skauril will leave
his army in the field, even abandoning his bodyguard, if need be,
to buy time for his escape.

Once Skauril has fled, his army will become further disorga-
nized anddemoralized, and will quickly berouted by the Elves. If
miniatures rules are not used, determine the results of the combat
on thetablein Section 9.0, and assume Skauril was able to escape.
If the adventurein Section 7.0 will not be played, Skauril should
be captured or killed in this battle.

6.6GAMEMASTERNOTES

Skawril iscrafty and tactically experienced. Hisforcewill be
organized and well-disciplined. It will react quickly tothreats and
changing situations.

However, a large part of the army is composed of Orcs, who are
fond of the direct approach to combat, tending to do impulsive
things like rush 100 yards along an open path to attack archers.

Skauril doesnot valueOrcshighly, and may use sui cidesquads
toflushtheadventurers, heedless of losses. In theinterest of speed
hewill bewillingtoloseindividual Orcstotrapsand ambushesso
that he need not ow down, or waste the magic he so badly needs
to provide food.

70 THE FUGITIVE
7.1 SKAURIL'S ESCAPE

At the end of the battle of the Gulduin, Thranduil will approach
theadventurers, namethem Elf-friendsand giveeach anemerald
ring. Thenhewill discussthe outcome of the battle. The Orcsand
Men have been scattered, and most Elves are pursuing stragglers.

Unfortunately, Skauril appears to have escaped. Hisevil is
strong: he must not be given another chance to assemble an army
against the Elves.

Thecharactershaveamapwhichleadsto Skauril'slair. Would
they be willing to pursue him. and finish the task they have begun?
Skauril hasbeen plundering Southern Mirkwood for years. There
should be much treasure in his lair. And what of the magic that
allowed him to escape? Some say they saw him touch an amulet
before he fled. Would that not be a great prize?

7.2 THE NPCS
CLEMENDAN

Clemendan is fourteen, apprenticed to a carpenter in Buhr
Widufiras. Mischance landed him in Skauril's dungeons. His
master had goneintothewoodswith himtoclearabrushtrail along
whichlogscouldlater bedragged. Thebosshad doubled over with
stomach cramps, and hurried back to town, intending to let
Clemendan keep working and come back for him later.
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The sick man rapidly worsened. Not knowing that his master
was by now hallucinatingwithfever, Clemendan worked on until
nightfall. Asdusk deepened, andhestartedthinkingaboutretracing
hisstepswhilehecouldstill guessattheway, heheardthechilling
sounds of wolf howls. They came from the direction in which he
knew that Buhr Widufiraslay. Panicked, hetried tocirclearound
tothetown, but flat dark found himin amaze of rose-tree brambles.
Thewolvesdid not pick up histraces, but neither did hefind atrail
he knew.

When at last, hungry andthirsty, hefound awell-marked path,
he walked right into the arms of an Orc patrol. The Orcs were
ecstatic at finding an unarmed Woodman. Clemendan was bom
intoalesser Woodman clan. Hewasapprenticedin BuhrWidufiras
only ayear ago. Heisgenerally familiar with the types of hazards
to be found in these woods, but not with the specific locations of
any. Clemendan is an appealing fellow, quick with tongue and
hand, but not very experienced. He fancies himself a daring
adventurer, but if he is handed aweapon, he is more likely to get
into trouble than out of it.

JASALA

The consort of Skauril was raised as an Easterling princess.
Following the customs of her people, Jasal a studied dance, music,
and seduction, and then was married young. The liaison was
designed to bolster the shakiest important political alliance in the
area, A generousdowry traveled with her.

When her elderly husband died, his most ruthless son forced
Jasalato marry himto strengthen hisclaimtothetitle. Hewasnot
agentle or considerate man. Unableto return home for reasons of
politicsand self-respect. Jasalawas stranded, afriendlessforeigner
in a hostile land. She taught herself the caution, intrigue, and
dagger skills necessary for continued survival.
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The Sen'ing_

Proud and haughty, a master of the knife in the back, shekilled
her former consort and took half his treasury before fleeing with
Skauril. She has grown fond of the Conjurer and will fight to
defend him. If the odds are strongly against her, she understands
well thestrategicretreat. Shewill await an opportunity to properly
punish her enemies. She feels that revenge is a dish best served
cold.

7.3 THE SETTING

SKAURIL'S CAVERNS
Skauril hasbuilt hislair in secret cavesin the eaves of Mirk wood.
The way to its entrance lies over stone to deter tracking, and is
guarded by rose-trees and Din Fuinen. A great black bear dwells
in the outer cave.

1. Bear Cave. The cave looks completely natural. An especialy large
black beer fivesinside. Thebeast is surly but actually fairly tame. 1t will
only attack if provoked or threatened — for example, by a stranger
intruding into itsden. Thefloor of the cave islittered with leaves, twigs,
and bones. Skauril has added some Mannish and Elvish bonesto heighten
the impression of adangerous bear, thus persuading intruders not to ook
beyond for further caverns.

2. Guardpost. This secret door islocked (Very Hard, -20) and hasa small
concealed eye hole so that the two Mannish guards can watch the bear
cave. The guards are armed with crossbows and swords, and wear rigid
leather armor. These two guards will not be among those attacking
Thranduil, and so will be here even if al the attacking bandits are killed
intheraid. The small room holds 20 spare crossbow bolts, a small cask
of water with two mugs, and a large brass gong for warning the rest of the
complex of intruders.

3. Armory. The armory is hidden by a secret door. Hard (-10) to find,
locked (Extremely Hard, -30), and trapped (Light, +10) withalooseblock
of stone that does a +30 mace attack to anyone immediately in front of the
door whenever the lock is tampered with. The armory holds racks and
trunks for Man-sized armor and weaponry. Skauril's garrison have their
own equi pmentwiththemor intheir barracks—thisisall spareweaponry.
Armor racks lining theright wall store two suits of chain armor, four of
rigid leather, and three of soft leather. A shelf behind them holds greaves
for the chain and rigid leather. The left wall has two large trunks. One
contains seven maces, the other six short swords. A smaller chest holds
twelve daggers. The swords and daggers all have leather scabbards. A
shelf above has baldricsfor four of the swords, sharpening stones, and six
vialsof swordoil. Theback wall islined with pegs. From them hang four
shortbows, three light crossbows, six quivers of twenty arrows, and three
quivers of ten bolts.

4. Door. The door to the main complex is concedled (Extremely Hard, -
30). locked (Sheer Fally, -50), and trapped (V ery Hard, -20), with six darts
coated with Nimnaur poison. The trap will only be sprung by someone
attempting to pick or force the lock. The trap can be sprung three times
before running out of darts.

5. Barracks. The room is furnished to hold sixty Mannish troops in
doublebunks. Only ten individualswill beleft inthe cavernsduring the
attack on the Elves, including the two at the guardpost (#2). but any
surviving the attack will return here and warn the compl ex. These troops
areoutfitted inrigid leather armor with both arm and leg greaves. They
cany light crosshows, swords, and maces. A satchd hangs from apeg at
the side of each bunk, for a tota of sixty satchels. They hold other
equipment and personal possessions. A thorough search reveals sixteen
spare tunics, two cloaks, thirteen combs, ten sets of cards, eighteen dice,
six satsof rune stones made from pear wood, twenty daggers, twenty-five
sharpening stones, twenty vials of sword oil, assorted rags, six pounds of
dry rations, and other goods. The walls are decorated only with graffiti
and the remains of old game scores from poker and dice. One wall holds
a knife target, which will be in use when the characters arrive.

6. Barracks. The chamber provides quarters for fifty Mannish Warriors.
It is very similar to the adjacent barracks (#5), containing bunk beds and
satchels.

7. Barrack. Fifty Men are quartered here. The room isvery similar to
the other barracks (#5 and #6), with two-tier bunk beds satchels, and
similar personal items.

8. Bath. The room holds four tubs and sixteen chamber pots, al brass. The
pots are emptied twice daily by slaves. The waste, along with kitchen
garbage, is carted to a Stream nearby.

9. Sore Room. Obviously the coarse work of Orcs, this room is of rough-
hewn stone, the back left wal entirely concealed by a winter's worth of
wood stacked to the ceiling. The remaining walls are lined with stone
shelvesand tables, left when the stone around them was carved away. The
goods stored hereare al non-magical and non-military. There areeighteen
cords of firewood, six bolts of cloth in shades of brown and green, three
barrels of water, two barrels of ale, two dozen assorted hides, nine cloaks,
two hundred feet of rope three grindstones, and sundry other, less
valuable items.

10. Kitchen. A huge stone fireplace and bread oven fills the far wall of
the room. Oak work tables support a large variety of cauldrons and pans,
while smaller pots, knives, spoons, and other utensils hang on hooks
hammered into the walls.

11. Servants Quarters. The twelve wretched individualswho live here
areal daves. They do the cooking and cleaning for the complex, aswell
as being the butt of Penemith's wrath and cruel humor. They are allowed
to roam freely through much of the caverns, as they are more afraid of the
wood than they are of Skauril. None have any possessions of value, nor
will they be of any use in combat, asthey will prefer to cower here until
Skauril is dead. One acts as a straw boss, but is primarily interested in
staying out of Skauril's sight.

12.Pantry. A locked oaken door,(Light+10,)secures thepantry. Shelves
and lockers fill it, holding three weeks of provisions for the complex.
Muchoftheprovenderislocal, although somespicesand dried fruitscome
from further afield.

13. Guest Room. This room is reserved for visitors from Dol Guldur or
any of the Necromancer's other holds. A large oaken bed with a down
mattress and quilt dominate the space. At the foot of the bed stands alarge
pine chest with alock and key. Against the wall sit atable and two chairs.
A hanging of the lidless eye completes the furnishings and obscures an
empty nicheinthewall. Uponthetablesitsabronzecandlestick, quill,ink,
and three sheets of parchment. The chest holdsaspare quill and anincense
burner in the shape of abronze Mumakil with silver tusks; it is currently
stocked with ablend especially good for driving out vermin, and isworth
six gold pieces.

14. Door. This door islocked (Very Hard, -20), and doubly trapped with
analarm (Sheer Folly, -50) and apair of portculli (Absurd, -70) whichdrop
out of the ceiling (at the points marked on the map).

15. Prison. Each cell is entered via a steel-reinforced oaken door with a
Very Hard (-30) lock. The doors are barred from the outside with oaken
boards. Each cell is bare stone with four sets of shackles bolted to the
walls. Prisonersare standardly shackled at ankle and wrist. (Ifthe PCs are
clumsy and arejailed here, they will not be put into the same cell.) The
individual cells are filled as follows:

A. Prison Cell. Currently unoccupied,

B. Prison Cell. Holds the skeleton of a Dwarf clothed in rags.

C. Prison Cell. Currently unoccupied.

D. Prison Cell. Skauril has placed within an animated Mannish skeleton
which is not shackled and will attack anyone who opens the door. The
skeleton wears a chain shin and wields a +5 scimitar.

E. Prison Cell. Clemendan, a young Woodman captured by Skauril's
Orcs whenhefled wolvesintounfamiliarterritory, languisheswithin. As
with most of Skauril's captives. Clemendan is to be questioned and then
sent to Kham(l for final disposition.

F. Prison Cell. Currently unoccupied.

16. Torture Chamber. Thisis where Skauril "questions' his prisoners.
Although he prefers the use of Truth spells and the work of spies, Skauril
realizes that sometimes strength of will or dearth of time requires other
means of gaining information. The room is well-fitted with a rack,
branding irons, whips, shackles, and other tools of persuasion, The room
is rarely used, and will be unoccupied when the PCs arrive.
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SKAURIL'S CAVERNS

17.WineCeéllar. Thewinecellarislocked (Very Hard, -20.) Only Skauril

hasthe key. The shelvesliningthewallshold about sixty bottles of wine
of varying vintages. (No more than eight are of Dorwinion origin.) The
fourth bottle from the right on the top shelf is labelled as one of the finest
wines of theWest, but isactually filled with a poison made by blending
thewine with the sgp of the deadly milk-white trumpet, and has theeffects
of that plant,

18. Barracks. The chamber provides quarters for Rangers, Animists, and
Mages. Similar to the previously mentioned barracks (#5), the furniture
here is of better construction and more decorative. There are four tables
and nineteen stoolsintheroomaswell. Normal equipment includesquills,
ink, parchment, lock picks, and other items in addition to those found in
the other barracks. The Mages and Rangers are stationed heretemporarily,
before being deployed in the Nan Anduin, and so have little equipment
withthem.

19. Meeting Room, Here Skauril confers with visitors, spies from the
wood, Penemith, and Zurtak. The walls are decorated with frescoes of
burning homes, trees, and soldiers. A large stone table dominates the
room, and is surrounded by six intricately carved red granite chairs. A
many-branched oil lamp directly above the table illuminates faces while

throwing the lower part of the room into darkness. Skauril's chair,

although it appears likeany of the others, isdifferent. Oneof the coils of

flame carved on the right arm is actually a trigger, which opens pits
beneath the other chairs and drops them into cells 30' beneath the hall.

(Any PC falling into apit takes one "B" Crush critical.) The chairs are
secured to the trapdoors so that they will not fall into the pits and break.

Skauril will certainly attempt to parley with particularly powerful parties.

20.Library. Shelvescrammed with tomes and scrolls line one wall of this
room. Thefloor is carpeted with agrey wool rug on which sits awooden
desk and chair. Against the left wall are asmall table and two cushioned
armchairs. The tomes are mostly of general knowledge in the field of
Essence, rituals of the Dark Religion, and Easterling folk tales. Thereare
spell lists of Earth Law, Wind Law, and Lofty Bridge, each to 10th level.
Papersinthe desk indicatethat Skauril servesK haml the Easterling, that
he planstoattack Thranduil. and that theattack i splanned to coincidewith
aseries of attackson Arthedain by the Witch-king of Angmar. The small
table holds an onyx and agate chess board with black and white marble
pieces. The st is valued a 100 gp. Although the pieces are not the
standard variety, ihe next move is obvious: onyx Wizard takes white EIf.
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Items of Note

21. Bedroom. Thisisavery elegantly appointed chamber. The large
woodenbedisdrapedandcurtainedinsilksof black andgold. A wardrobe
of polished hickory holds fine garments of velvet and wool. The
beechwood chest at the foot of the bed has brassfittings, and containswool
blanketsand a smal ivory box. Inthevelvet-lined box lieagold ring and
asilver necklace. Thegold ring dlowsthe wearer to cast aShield spell
three times per day at the level of the wearer. The silver chain is a
Necklaceof Deployment, whichallowsthewearertocast 1-5L.ongDoor
spells once per day. The five targets can be sent in up to five different
directions. Both of these items will be with Skauril if he is found at the
Gulduin, or if he knows of the PCs approach.

22 . Treasury. Thisdoor issecret, (Sheer Folly, -50), locked (Absurd, -
70), and trapped (Sheer Folly, -50) to drop a pair of 10'x10'xI0" stone
blocks on the inside and outside of the door. These blocks will sed the
small chamber, and deliver a"D" Crush critical to anyone standing next
tothe door. The alcove beyond holdsthreechests, all locked (Absurd, -70),
andtrapped (Shear Folly, -50) withascythebladewhichattacksasa+50
swordandimmediately resets. Theright chest hol ds 1000cp, 500sp, and
200 gp. Themiddlechest contains 3 Rewk nodul es, 4 doses Thurl, one
dose Bursthelas, two doses Dagnather, and four doses Berterin, which
Skauril will useif he or Penemith escape with injuries. The left chest holds
a+15 dagger, boots (+10 to Stalk and Hidemaneuvers), gloves (+15 to
Climbing), and a +20 shield.

23.Bath. A largebronzetuband chamberpot sit onthefloor near asmall
fireplace. Thewallsof theroom are painted in scenes of desert steppes.
24. Parlor. The parlor overflows with dozens of velvet cushions and
pillows. A low table holds ajug of wine and a plate of cheese and dried
fruit. Another low table is strewn with the remains of a card game
consisting of hand-painted tiles depicting Mumakil. archers. Orcs, and
Trolls. Hiding behind curtains at the back of the room, Jasal a, the consort
of Skauril, wears the Eargil's backing in a linen pouch around her neck.
Shedsnisan Easterling, and will not hesitate to knife a captor in the back
if she feels mistreated, (i.e., does not gel everything for which she asks),
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STARTING THE PLAYERS

If the PCs played the previous adventure, "Skauril's Army:
Assault on the Elves." Thranduil will tell them of Skauril's escape,
after he proclaims them Elf-friends. He will ask them to track
down therogue and defeat him. If they did not take partin the battle
of the Gulduin, Thranduil may offer to hire them to stop Skauril,
or perhapsthey stumble across hiscavern whil e wandering through
Mirkwood.

AIDS
If the adventurers agree to clean out Skauril's caverns, Thranduil
will provide herbs and encouragement. But he dares not send his
troops, lest this was only the first of a series of attacks. He hasjust
heard reports of Orcs gathering in the North, and plans to send
couriers there immediately. (This is in fact true, but the Orcs are
not mustering for an attack on Aradhrynd.)

OBSTACLES

The adventurers must travel to Skauril's caverns and end his
menace to Southern Mirkwood. This requires either capturing or
killing the Conjurer, Skauril will fight like a caged weasel or talk
assweet as Beijabar honey if hethinksit will enable him to beat the
PCs. Having worked for Khamdl for many years, he knows the
Easterling's treatment of failure. He can retreat no further; his
defeat at the Gulduin will be hard enough to explain. Skauril will
use everything to his advantage, and now the battle is on his turf.

REWARDS
Skauril isapowerful spell caster. He has amassed considerable
wealth and magic in hislair. All thiswill belong to the PCs if the
Mage is captured or killed. As an added incentive, the Elves will
write songs celebrating the skill and bravery of the party. This may
prove to be more of a bane than a boon, as notoriety can bring
trouble and envy.

7.5 ENCOUNTERS

THE CAVES

Skauril'slair isdefended by the bear and 10 guards. Numerous
traps lie waiting, and Skauril along with other survivors of the
assault on Aradhrynd will flee here. Some troops are likely to
arrive after the PCs have entered the caverns, adding to the
confusion (and allowing the Gamemaster to balance the opposition
against the adventuring party's strength).

If the PCs do not immediately follow Skauril back to his cavern,
he may have time to get reinforcements from Dol Guldur. More
survivors of the battle of the Gulduin may straggle in. The Mage
may set additional traps and guards, in anticipation of Elven
pursuers.

7.6GAMEMASTERNOTES

Skauril does not accept defeat. He will make hisway asquickly
as possible to his caverns and prepare a reception for his pursuers.
Knowing something of the strength of the PCs, and fearing Elven
magics. Skauril will amost certainly attempt to parley with the
adventurers in his meeting room. He will offer drugged food and
wine. If necessary he will even fake a surrender.

Skauril is playing his last ace. He knows what happens to those
who flee the wrath of Khamdl, and he will do anything he can to
defeat the adventurers. |If Skauril must go down, he will go down
fighting.

8.0 ITEMS OF NOTE

THE EARGIL

The Eérgil is amithril medallion in the shape of afive-pointed
star, in likeness of the stars of heaven and the sea creatures which
echo them. The main part of the ornament is fitted into a round
white laen backing, essential to the full power of the medallion.
The parts arc always separated and sent by two different messengers
when there isany chance of loss. Persons lacking Dunadan lineage
are unable to use any of the powers of the Eé&rgil. They will lose
five points of form their Constitution stat if they touch the medal-
lion, rather than the chain on which Bulkupar has been keeping it.

Pure Dunedain of less than 15th level receive the benefits of a
x3 PPmultiplier. Butinthe handsof a Dunadan Lord of 15th level,
the Eérgil shows its true powers. Still ax3 PPmultiplier, theitem
also has other functions.

The qualified wearer will always know the direction of true
north, gains +50 to his defensive bonus, can Calm Water for three
hours per day, may summon a 30 knot wind for up to three hours
once per day, can Hold any water creature within a 100 yard radius,
gains +30 to all Perception rolls, and remains unaffected by all
unbalancing criticals.

KREGORA BOX
This small (8"x8"x4") box is composed of the metal kregora.
An enchanted alloy, kregora absorbs magical power. Thus amagic
item placed in the box will cease to function for one day for each
hour it is left in the box. The alloy dso prevents magic, including
scrying and detection spells, from affecting any item placed in the
box.

GUARDIANS OF THE PATH
Magical bronze statues of ferocious wolves, these guardians
are st to guard a well-defined path. The powerful figures were
formed in a corruption of the enchantments that create the Pukel-
men of the Woses. Whereas the Woses will their spirits into the
stone forms of an inanimate Pukel-man, the Guardians hold the
tortured spirits of Wargs bound in bodies of bronze.
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Further enchantments redtrict the wolves, allowing them to
satisfy their blood lust only under conditions set in their creation.

Also &kin to the Watch-stones of Moria and Cirith Ungol, the
Guardians have amber eyes that are able to seeinvisible creatures
as well as those camouflaged by darkness. Food thrown to these
beedts is devoured when no one is in the room.

INERENERABAN

Appearing as smple oaken boxes, these constructions of the
Woodmen are no larger than 12"x8"x6", and only rarely are
decorated with inlaid woods.

However, the inereneraban are far from simple devices. They
hold compartments within compartments in a bewildering array.
Items placed inside the box may escape detection by thieves.

The boxesdisplay magical powersasthey arecarefully crafted
by expert Woodmen. Food placed within an inerenerab will

9.0 TABLES

remain fresh for one month, as do roots, herbs, and poisons. And
if onefillsall thecompartmentswith bread or fruits, the food gains
the power to nourish a Man for four weeks without needing
replenishment.

All of these powers work for the bearer if the box isobtained in
good will from the maker or his legitimate successor. However if
the inerenerab is taken through evil means, it will act asmerely a
simple, compartmented box.

DAGGER OF GONDOLIN
Gihellin possessesan enchanted dagger (+20) forged of Ithilnaur
withgoldinlay intheformof flamesrunning along the blade. The
hilt is of steel cast in imitation of a stag horn. The dagger was
forgedin Gondolin. Itdetectscreaturesof Morgoth, glowingwith
acold blue flame when such monsters are within 200 feet.

9.1 MASTER BEAST TABLE

# Size/ Primary/2ndary/
Creature Lvl Enc Crit Sped Hits AT(DB) Tertiary Attack
Active Tree 25 1 L/LA —IMD 400 P1/20(0) HGr20/HCrl0
Bird, Large 2 1-100 M VFIFA 20 No/1(30) Pi30/CI20
Bird, Medium 1 2-40 S FA/FA 10 No/ 1(20) SPil0
Bird, Small 0 1-10 S FA/FA 5 No/1(10) TPi5
Bear 5 1-5 M MF/MF 150 SL/4(20) L Gr50/L CI50/M Ba30
Crebain 2 1-100 S FA/FA 10 No/l(50) SPi5
Ennerlings 0 1-100 S IN/VF 5 No/1(10) TStl0/Poison
Fell Beast 2 1-2 L/LA VF/BF 240 RL/12(50) HCI90/L Gro0/L Ba90
Guardian 8 15 M VF/MF 160 P1/20(40) LBi75/LCI50
Horse 3 5-50 L FA/FA 140 SL/3(30) LRa45
Milk-white Trumpet 3 1-10 — —f— 30 No/l(0) Poison
Mule 2 1-10 M MF/FA 0 SL/3(30) MRa30
Orc, Greater 5 1-5 M MD/MD 85 Ch/16(40) We75
Orc, Lesser 2 2-40 M MD/MD 60 RL/10(30) Wes0
Orc, Scout 3 1-5 M MD/MD 35 SL/5(25) We35
Skeeton 7 1 M MD/MF 100 No/1(30) Webs0/M Bas0/ConDrn
Snow Lion 8 1-5 L/LA VF/FA 130 SL/3(60) L CI60/L Ba80/LBi70
Spider, Giant 5 1-10 L FA/FA 40 SL/4(40) L S20/L Gr20/Paison
Squirrel 0 1-20 S MD/VF 5 No/ 1(30) Tt5
Troll, Scout 9 15 L/LA MD/MD 140 RL/11(35) L Cl150/HBa80/LCr90
Uruk 5 2-20 M MD/MD 85 PI/20(50) We90
Warg 8 420 L VF/BF 180 SL/4(60) L Bi75/L Cl60/Both50
Wildcat 5 1-5 M VFNF 100 SL/3(40) M Cl40/M Ba60/M Bi60
Wolf 3 2-40 M FA/FA . 110 SL/3(30) LBi60/MC130

NOTE: For afull description of all the creatures listed here see | CE's Creatures of Middle Earth.

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

Crit: When acreature takesa Critical result, resolve it on the Critical Strike Table indicated by this stat: no code=normal tables, La=Large Creature Table. SL=Super
Large Table (Large Table with a-10 mod for MERP), I=normd table with severity reduced by one (e.g. "E" becomes a "D", "D" becomes a "C", c.; ignore "A"
results), I1=normal table with severity reduced by two (e.g. "E' becomes a "C". "D" becomes an "A", ignore "A" and "B" results).

Speed: A creature's speed isgiven in terms of "Movement Speed/ Attack Quickness': C=Creeping,V S=Very Slow, S=Slow,M=Medium.MF=Moderately Fast. F=Fast,
VF=Very Fast, BF=Blindingly Fest.

AT (Armor Type): The two-letter code givesthe creature's MERP armor type (No=No Armor, SL=Soft Leather. RL=Rigid Leather. Ch=Chain, PI=Plate); the number
isequivalent to the RM armor type.

Attack: Each attack code startswith the attacker's Offensive Bonus. Thefirst letter indicatesthe sizeof the attack: T=Tiny, S=Small, M=Medium,L=Large, and H=Huge.
The last two lettersindicate the type of attack: Pi=Pincher/Beak, Ba=Bash, Bi=Bite, CI=Claw, Cr=Crush, Gr=Grapple, Ho=Horn, TS=Trample/Stomp. St=Stinger,
and we=Weapon. Weapon codes follow: cbh=composite bow, wh=whip, th=two-handed sword, da=dagger, ro=rock (usea S, M or L Cr attack, 50 range if no other
range is given). These codes may differ slightly from the MERP or RM codes.

(Primary/Secondary/Terltaryt=Each creature usually initiates combat using its "Primary" attack. Depending on the situation and the success of the "Primary" attack,
it may later use its "Secondary” or "Tertiary" attacks (all in the same round if previous attacks are very successful.)
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9.2 MASTER NPC TABLE
Melee Missile
Name Lvl Hits AT(DB) Sh OB OB Notes
Arculaglar 3 21 No/1(0) N -25da -10sb Sinda Scout/Thief.
Noble of Thranduil's kingdom. Co61, Ag79, SD82, Me%0, Re80, St69, Qu89, Pro3, Em75, In68.
Barahdell 2 27  No/1(20) N 401s 35lb Amorian Bard. Wanderer.
+10 long sword, +5 long bow. Co78, Ag98, SD80, Me96, Re61, St79, Qu90, Pro0, Em88, In96. Lute 40, Recorder 40, Singing 47.
1 37 No/1(10) N 20da 30da Beorning Scout/Thief.
‘Wanderer and kitchen slave. No possessions. Co92, Ag90, SD88, Med3, Re75, $t90, Qu66, Pr59, Em74, In55. Cook 25.
10 120 PI20(70) Y(15) 110bs 90lb Uruk Warrior,

/Fighter.
+15 magic armor and weapons, potion of plant control, Eiirgil — main piece. Co98, Ag97, SD71, Me79, Re81, St100, Qu96, Pr90, Em5S5, In79. Trap
Building 49.

Clemendan 1 19 No/1(0) N 20ha n/a Woodman Scout/Thief.
Apprentice carpenter. Co82, Ag92, SD30, Me91, Re50, S5t79, Qu87, Pr60, Em78, In92.
Fryancryn 3 19  SL/5(10) N 60da 40sb Northman Scout/Rogue. Merchant,
+15 dagger. Co69, Ag90, SDB7, Me%4, Rel00, St90, Qu83, Pr79, Em99, In83. Trading 87.
5 68 Ch/13(25) N 60th 701b Gramuz Ranger.

In service of Skauril. +10 chain shirt, +10 two-handed sword, +10 long bow which also acts as a +2 spell adder for Rangers. Co95, Ag84, SD75, MeS5,
Re62, St90, Qu86, Pr64, Em82, In87. 5 PP. Nature's Lore, Path Mastery, Nature's Ways, Moving Ways, Wood Working 35.

Gihellin 3 47  SL/5(20) N 45ls 601b Silvan Elf Warrior/Fighter.
Courier from Aradhrynd. +10 Leather Jerkin, +5 long sword. Co%4, Ag80, SD27, Mel00, Re58, St85, Qu81, Pr57, Em41, In72. Navigation 15

Gulstaff 1 17 SL/6(5) N 15¢l 15ro Rural Man Scout/Thief.

Drover for Fryancryn. Co68, Agd42, SD58, Me90, Re37, S160, Qu38, Pr35, Em93, In90. Animal Handling 45, Animal Healing 15.

Jasala + 22 No/1(20) N 35St n/a Easterling Bard (Princess).
+10 non-magic stiletto, Eéirgil backing, Silver necklace +15 to public speaking. Co68, Ag90, SD73, Me91, Re57, St44, Qu76, Pro2, Em92, In54.
Dance 40, Lyre 35, Seduction 50, Acting 40,

Natak 5 76  PI/20(20) N 90th 501b Uruk Warrior/Fighter.

Commander of Skauril’s Orcs at the battle of the Gulduin. +10 Plate armor with Horned Drake helm, “Reaver” +15 two-handed sword of slaying
Dwarves. Co96, AgBS5, SD71, Me74, Re78, 5t93, Qu8l, Pr91,-Em65, In80

Penemith 8 92 Ch13(50) Y(5) 110ba 751b Gondorian Scout/Rogue.
+10 chain shirt, +15 long bow, cards +10 gambling. Co94, Ag90, SD61, Me81, Re72, St90, Qu92, Pr60, Em59, In90; Fire law (5), Unbarring wys(5)

Scoderath 3 30 SL/7(25) N 30da 30da Gramuz Scout/Thief.

No possessions. Co81, Ag90, SD70, Me47, Re58, St76, Qu90, Prd7, Em61, In83. Pick Locks 40, Gambling 25, Trickery 30.

Scutsparg 7 110 Ch/13(60) Y(10) 90bs 50sp Greater Orc Warrior/Fighter.

Commander. +15 chain shirt, +10 sword of Slaying Elves, loaded dice. Co90, Agl00, SD43, Me84, Re62, 5t90, Qu97, Prd48, Em52, In93. Subdue
70, Frenzy 47.

Skauril 10 35 No/2(0) N 20us 15sb Easterling Mage.
Lieutenant to Khamil the Easterling. Necklace of Deployment, Ring of Shielding. Co86, Ag81, SD79, Me97, Re98, St74, Qu72, Pr63, Em100, In87.
Spell lists (to 10th Ivl): Fire law, Water law, Wind law, Light law, Earth law, Ice law, Lofty Bridge, Living Change, Spirit Mastery, Spell Ways,
Unbarring Ways. Directed Spells: Water Bolt 40, Fire Bolt 50.

Waulfa 18 125 PI/17(30) N 140bs 1201b Woodman Warrior/Fighter.
Althyn of the Sairtheod. SD86, CoB4, Ag89, Me85, Re83, St95, Qu91, Pr88, In93, Em8S.
Windlore 3 38  SL/5(20) N 40ss 351b Woodman Scout/Thief.
No belongings. Co39(73), Ag74(90), SD8S, Me44(70), Re49(62), St55(84), Qu70(90), Prd0(79), Em53(77), In67(77).
Zurtak 7 95 Ch/14(60) Y(10) 90ba 501b Greater Orc Warrior/Fighter.

Commander of the Orcs of the Flame. High steel weapons and armor. Co97, Ag92, SD52, Me73, Re75, St93, Qu88, Pr80, Em30, In41.

* — Armor or weapon is magical or specially made. Bonus is included in the DB or OB.

Codes: The statistics describe each NPC; a more detailed description of some of the more important NPCs can be obtained from the main text. Some
of the codes are self-explanatory: Lvi(level), Hits, Sh(shield), and MM(Movement and Maneuver bonus). The more complex codes are described
below.

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

DB (Defensive Bonus): Note defensive bonuses include stats and shield. The DB of normal shields is 25. Shield references include quality bonus (e.g.,
“Y5" means “yes, a +5 shield).

Gr (Greaves) - “A“and“L“muadlnmdm:rmandlcgg:um.mspemvcly

OBs (Offensive Bonuses): Weapon abbreviations follow OBs: ba-battle axe, bs-broadsword, cl-club, da-dagger, fa-falchion, fl-flail, ha-hand axe, hb-
halberd, ja-javelin, ma-mace, mg-main gauche, ml-mounted lance, ms-morning star, pa-pole arm, qs-quarterstaff, ra-rapier, sc-scimitar, sp-spear,
ss-short sword, th-two handed sword, wh-war hammer, wp-whip, wm-war mattock, bo-bola, cb-composite bow, Icb-light crossbow, hcb-heavy
crossbow, Ib-long bow, ks-kragashsard, kn-kragnif, ro-rock (as club except base range = 15), sb-short bow, sl-sling, ts-throwing star. Animal and
unarmed attacks are abbreviated using code from the Master Beast Table. Combatants untrained in a type of weaponry (e.g., Orcs untrained in missile
combat) suffer a penalty of -25 when attacking. Melee and missile OBs include the bonus for the combatant’s best weapon in that catagory.

NOTE: Weapons in ( ) are the most common weapon of that type used, but are not commonly carried (e.g., a first level Lesser Orc Kragashi does not
normally carry a short bow, but will use one if it becomes available).
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9.3 MASTER MILITARY TABLE
Mdee Misdle
Type/Rank Home/Race # LVl Hits AT(DB) Sh OB OB  Notes
ORC PATROL — DOL GULDUR
L eader Greater Orc 1 5 85 13(40) Y10 75 50sh All weapons are dedl.
Warrior Lesser Orc 9 2 60 10(30) Y 60sc 40 All weapons are iron.
ORCS OF THE FLAME — BRUGATH THRAIM
Leader (Zurtak) Greater Orc 1 7 95 14(60) Y10  90ba 501h High sted weapons.
Warrior Lesser Orc 14 2 60 10(30) Y 60sc 405 Ironweapons.
BULKUPAR'S CARAVAN — ANGMAR
Leader (Bulkupar) Uruk 1 10 120 20(70) Y15 110bs  90lb +15 magic armor & weapons.
Assistants Uruk 5 5 85 18(50) Y10 75bs 501h High steel armor & weapons.
Warriors Lesser Orc n 2 60 17(30) Y 60c 409p Iron wesgpons.
Scouts Lesser Orc 4 3 35 5(25) N 35sc 30d Iron weapons.
ORC OUTPOST — Dol GULDUR

Leader (Scutsparg) Greater Orc 1 7 110 13(60) Y10  90bs 50sp +15 magic armor, +10 sword

of Elf-daying.
Bodyguard Greater Orc 4 5 85 13(30) Y 75ma 501b L ow stedl weapons.
Warrior Lesser Orc 16 2 60 10(30) Y 60ma  40sb Ironweapons.
Guardian Construct 2 8 160 20(40) N 75LBi —

SKAURIL'S ARMY — SOUTHERN MIRKWOOD

Main Army
Penemith CommonMan 1 8 90 13(50) Y5 110ba ™ +10 chain shirt; +15 long bow.
Sergeant CommonMan 3 5 70 12(40) Y 80ba 501b Iron wespons.
Bandit CommonMan 150 3 30 10(20) N 0ls 30d Iron weapons, low morale.
Natak Uruk 1 5 76 20(20) N 90th 50tb +10 plate; +15 Sword of

Dwarf-dlaying.
Sergeants Uruk 10 4 60 20(10) N 70sc 451 High sted weapons.
Orc Warriors Lesser Orc 350 3 45 9(35) Y 60c 405 L ow stedl weapons.
Skauril Common Man 1 10 35 2(0) N 20us 15 DescribedinNPCs, spell user.
Animists CommonMan 10 4 40 2(10) N 30 20sh X2 PP multipliers.
Rangers Common Man 8 5 45 9(20) N 501s 501h +1 spdl adders.
Scouts Common Man 22 3 40 4(20) N 65da 50da +30 Detect Traps.
Mages Common Man 12 4 20 1(20) N 20ss 10da +3 el adders.
BridgeCrew
Gardagd Common Man 1 5 68 13(25) N 60th 70 Described in NPCs.
Animist Common Man 1 4 40 2(10) N 30 40p X2 PP multiplier.
Scouts CommonMan 4 3 40 5(20) N 65ba 20sb +30 Detect Traps
Warriors CommonMan 14 1 25 9(10) N 3Bba 40 Stedl weapons.
Road Crews (Ten Units)
Over seer/Warrior Common Man 1 4 70 13(35) N 75th 40ib Sted weapons.
Orcs Lesser Orc 10 3 45 9(35) N 65ba 20ha Low discipline, high morale.
Wargs Warg 2 3 110 3(30) N 65LBI —
Scouting Units (Eight Units)
L eader Uruk 1 5 85 9(50) Y 75¢ 501h High sted weapons.
TrackingOrcs Lesser Orc 4 3 60 10(30) N 60sc 40da Sted weapons.
Wargs Warg 4 4 110 3(30) N 65L Bi —
Foraging Parties (Eight Units)
Ranger Common Man 1 5 60 9(20) N 50sp 501h x2 PP multiplier.
Animist CommonMan 1 3 30 2(10) N 255 159 +2 spell adder.
Scouts CommonMan 2 3 40 5(20) N 455 409 +30 Detect Traps,

+30 Ambush.
Orc Warrior Lesser Orc 5 3 45 9(35) Y 50sc 35sb High morale.
Tracking Orc LesserOrc 1 2 30 10(30) N 30 40da +40 Sak & Hide

+30 Track.
Wargs Warg 2 4 110 3(30) N 65L Bi —

ORC SCOUT PARTY — DOL GULDUR

Scout Troll 1 9 140 11(35) N 150LC1 — Will only attack weak parties.
Wargs Warg 2 8 180 4(60) N 75Bi — Will only obey Troll.
Runners Lesser Orc 6 2 60 10(30) Y 60sc 40 Iron weapons, low morale.

Notes: ba=battle axe, bs=broad sword da=dagger, ha=hand axe, |b=long bow, |s=long sword, ma=mace. sb=short bow, sc=scimitar,
dl=dling,sp=spear, ss=short sword, th=two handed sword, us=usriev (an Easterling weapon)
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94 MASTER HERB TABLE
FOOD SOURCES
Name Codes Form Preparation
Furry Oak m-D-2 Acorns Eat raw or cooked, keep well; 10 acorns= 1 mesl
Chap Beech m-D-3 Nuts Roag to cook and remove poisonous spines. 25 nuts-- 1 medl
HEALING HERBS
Name Code Source/Prep. Cost Effect
Arlan c-M-2 |eaf/apply 13sp AF1 Heals 4-9 points
Berterin m-D-3 moss/brew 19p AF20 Preserves organic material up to body size for 1 day.
Bursthdas t-S-7 galk/brew 110gp AF22 Repairs shattered bones and joints.
CarefreeMudard m-C-8 seed/poultice [0gp Heal superficial wounds in one hour.
Dagnather sS5 spinebrew 28gp AF12 Heals Cartilage Damage
Kelventari t-T-3 berry/apply 19gp Heal first and second degree bums, 1-10 hits.
Lichen Gloriosa m-D-7 lichen/pick |0gp Sharpens swords to even cut stone, must be used fresh.
Mirenna c-M-3 berry/ingest 10gp Hed 10 hits
Rewk t-D-3 nodule/brew 9% APl Heals 2-20 hits
Thurl t-D-1 clovelbrew 1sp AF1 Heals 1-4 hits
Tulaxar c-S4 leaf /brew 750p Stops all bleeding in 1-10 rounds.
HAZARDS
Name Code Source Affliction Appearance
Asgurash c-T-7 Snake Ivl 7 poison; madness bright red
DinFuinen m-D-5 Moss ail Ivl 8 poison; amnesia green
Milk white Trumpet  m~D-8 Pollen Ivl 4 poison; nausea white
Rose-trees m-D-6 Spines bleeding brown
Spider, Ennerling — Spider Ivl 2 poison; paralysis white
Spider, Large — Spider Ivl 2 poison; slow liquification milk-white
9.5 RESULTS OF THE BATTLE OF THE GULDUIN

Calculate the results of the battle using the following formulaand then look up the result on the table below. (Total Levels of Skauril's
Main Army + Morale of Skauril’s Army) — (Total levels of Elves + Total levels of Woodmen) = Combat Score.
Combat
Score Results
550+ Absolute Victory for Skauril; all Elves between the Forest River and the Giilduin killed.
45010 549  Thranduil's forces delay the crossing of the Gilduin long enough for most Elves to evacuate north of the Forest River.
35010449  Most of the Elven settlements between the Forest River and the Gilduin destroyed before Skauril is driven off.
250t0 349  Several Elven tree forts burned and heavy Elven losses before Skauril is driven off.
150t0 249  Large Elven losses, but Skauril’s army is driven back over the Giilduin.
0to 149 Roughly equal losses of Elves and Orcs, ending in stalemate at the Gilduin; Skauril's forces withdraw after taking fifty

percent losses. They will be back.

-1to-150 Giilduin frontier held, although many Elves die. Orc stragglers trouble the area for weeks.
-151to -250 Skauril’s forces driven off and remnants hunted over the next several days.
-251t0 -350 Penemith escapes with a loyal bodyguard, but all other evil Men are slain, as are all Orcs.
-351 10 -450 Token losses to Elves as all of Skauril's forces are destroyed in the attempted river crossing.
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9.6 PRICES IN BUHR AILGRA
AND BUHR WIDUFIRAS

9.7 ENCOUNTER TABLE

East-Wes Around Dol Skauril's

Buhr Ailgra Buhr Widufiras

Item price price
Battle-axe 13 1sp
Broadsword 10sp 159
Club, wood lcp 1tp
Composite bow 35 40sp
Crossbow Op 3B
Dagger 3 5sp
Flail 159 1rp
Halberd 125 14sp
Hand axe 5 4sp
Longbow 10sp 5sp
Mace 65 7sp
Net 6sp 55
Quarter saff 5cp 2cp
Shortbow 6sp 5sp
Short sword 7 0sp
Sing 9bp %p
Spear 23bp 27bp
Hammer 15¢p 10sp, wood
Greaves,|eather 2 2sp
Greaves, metal 5% 8
Helm, leather 29 29
Helm, metal 59 8y
Soft leather armor 3 3
Rigid leather armor 9 8
Chain armor 409 100sp
Plate armor 70p 200sp
Shield, woodand|eather 65 3P
Beer, pt 2tp 2tp
Cider, pt 1tp 1tp
Mead.pt 5tp 4tp
Wine, pt, local 6tp 5tp
Wine, pt, Dorwinion 3sp 129
Light meal Ttp 5tp
Normal Meal 2cp 15tp
Rations Tcp 5cp
Trail Rations 2bp 9cp
Lodging 5cp 3cp
Stable 4tp 1cp
Boots 1sp 1sp
Cloak 17bp 150p
Arrows, 20 4bp 6bp
Backpack 2bp 2bp
Bedroll 2bp 2bp
Crosshow bolts, 20 14bp 18bp
Flint and sted 1lbp 2bp
Lantern 15bp 25bp
Qil flask 6bp 5bp
Stakes, wood Ttp 3tp
Stakes, iron 3bp 7bp
Quiver 1bp 1bp
Rope 35¢p 30cp
Scabbard 3bp 2bp
Torch 2p 1tp
Water skin 1cp 1cp
Charcoal, 4 hours 27bp 19%p
Chisd 1sp 150p
Grappling hook 12bp 17bp
Nails, one pound 1bp 8bp
Paper, 5 sheets 3 23p
Saw 25 3P
Spade 29 2p
Tinderbox 2cp 2p
Wedge 3p 1lbp
Whistle 35bp 3

Encounter Trail Guldur March
Chance (%) 20% 40% 30%
Distance (miles) 2 3 2
Time (hours) 6 3 1
Active Tree 01 01-02 01
Bird, Large 02-07 03-07 02-07
Bird, Medium 08-15 08-14 08-15
Bird, Small 16-26 15-23 16-28
Bear 27-30 24-27 29-34
Crebain 31-35 28-34 35-38
Ennerlings 36-39 35-40 3941
Fell Beast 40 41 42
Milk-white Trumpet  41-45 42-48 43-46
Orc Patrol 46-49 49-55 47-48
Snow Lion 50 56 49
Spider, Large 51-53 57-58 50-53
Squirrel, Black 54-63 59-70 54-63
Troll 64 71-72 64
Wargs 65-67 73-77 65-67
Wild Cat 68-69 78 68-69
Wolf 70-76 79-85 70-76
Din Fuinen 77-81 86-90 77-80
Rose-trees 82-85 91-93 81-84
Elves 86-87 A 85-87
Woodmen 88-92 95-96 88-92
Rain 93 97 93
Mists 94-97 98-00 94-97
Arlan 98 — 98
Lichen Gloriosa 9 — 99
Rewk 00 — 00

Use of the Encounter Table and Codes:

TheGM should determinethegroup'slocation andtheappropriate
column and then roll for a possible encounter. The period of time
covered by an encounter roll iseither the Time given on the table or
the time it lakes the group to cover the Distance given on the table,
whichever is shorter. If an encounter roll is less than or equal to the
Chance of Encounter given on the table, a second roll of (1-100) is
madeto determinethenature of theencounter.

"~ 9.8 MORALE TABLE

Skauril’s Force has a beginning Morale of 300, which is
modified according to the following table. The force’s Morale
can become negative, but at -100 or lower the force will start to
take desertions of 1% per day.

If bridge crew is destroyed -10
For each day without road clearing crews -5
For each day without foraging parties -5
For each successful raid or trap

affecting the main force -10
For each Orc killed -1
For each normal Man killed -2
For each elite Warrior killed -3
For each Warg killed -1
For each Uruk killed -2
For each leader killed (NPC) -5
For each PC killed +5

For each PC captured +10




More Ready-To-Run Adventures from ICE

Each Ready-to-Run features three MERP adventures that set up in minutes and can be played in
one or two evenings. They include pre-generated characters, so little or no preparation is needed.

Gates of Mordor™ $6.00

Track down a band of wine bandits, reclaim a tower from a pack of vicious Orcs, or discover the secret behind the fierce Scara-hai! A ready-to-run
adventure module with 3 scenarios that promise danger and excitement!

Ghosts of the Southern Anduin™ $6.00

Bar-en Tinnen is a sleepy little town on the banks of the mighty Anduin in Harithilien. But now its complacent inhabitants must keep their eyes open.
A ghost haunts the river on foggy nights; the prudent bar their doors at sundown. Can you unlock the mystery?

Perils on the Sea of Rhiin™ $6.00
Three adventures on the Sea of Rhun involve an unseen killer on the decks of the Ocean Noise, the rescue of Princess Herufara from the evil Lame
Priest, and confrontation with the awful Dark Messenger of Tol Buruth.

Denizens of the Dark Wood™ $6.00
The Necromancer’s presence in the forest has brought Orcs from the Grey Mountains to lurk with the Trolls and Giant Spiders native to the Mirkwood.
Confront these denizens when several residents of a village disappear without a trace! Three exciting adventures are included with complete layouts
and stats.

Hazards of the Harad Wood™ $6.00

Secrets lurk within Far Harad's Vale of Tears. For the rural folk who dwell in nearby scrublands, these enigmas can spell misfortune and disaster.
Four detailed scenarios are provided.

These fine products are sold at better retail outlets worldwide. Available at better game stores — or order from ICE, Inc.
P.O. Box 1605 Charlottesville Va 22902, USA. Write for a free catalog! VISA & MASTERCARD orders call (800)
325-0479. Va residents, Canadians and overseas customers call (804) 295-3917. Please make phone orders during
business hours: 9am-5pm EST, Mon-Fri. Prices and availability are subject to alteration without prior notice.
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the NECROMANCER'S Licutenant’

Mirkwood, the mighty forest once named
Greenwood the Great, extends east from
the banks of the Anduin River to the vast:
plains of Rhovanion. In days of old, Elves
made merry in its tree-ringed glades,
accompanied by the music of chuckling
brooks and trilling songbirds. The advent
of the Necromancer has changed the
forest's character. Its shadows are
darker, and Giant Spiders lurk in their
depths, while Orcs prowl the trails that
windthrough Mirkwood's increasingly
dank undergrowth.
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