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FEATURES AND USE OF THE
MIDDLE EARTH SERIES
COMMENTARY
This series is intended as a tool for gamemasters who wish to have a strong
working foundation for fantasy role playing campaigns based in J.R.R.
Tolkien’s Middle-earth. The modules detail specific regions of the conti-
nent of Endor, and attempt to give the reader a view of the physical, in-
tellectual, and spiritual structures of the given area; politics, culture,
geography, climate, and magic are all included. Since these territories can-
not be fully described in any modest tome, emphasis is given to the domi-
nant and/or primary features. Where it is possible, “typical” layouts are
provided, giving the reader an approximate idea of what would be found in
a given place or a similar setting. All of the data provided is aimed at giving
a picture of part of Middle-earth, and the gamemaster is encouraged to use
these resources to build upon; certain vague areas and details that could not
reasonably be included in the modules can be defined by using the founda-
tion provided in conjunction with one’s creativity. The invaluable source
material found in Tolkien’s works and the continental map of Endor are
ideal aids, and act to stimulate this process.

Each module covers certain citadels and settlements with great care to
detail. Nonetheless, these works are not intended as “ready-to-run” cam-
paigns. The gamemaster is given the basic information necessary to unders-
tand and visualize a part of Middle-earth. This data, combined with ex-
amples and whatever source material the gamemaster wishes to employ,
will enable he/she to add whatever color and detail is deemed necessary to a
given campaign. Any fantasy role playing rules system may be used, and
any form of campaign can occur, so long as the gamemaster and players are
satisfied that it fits their requirements. ICE provides a descriptive view of
the continent, with a general overview and certain key structures and con-
cepts; beyond the given foundation, it is up to the individual user to set up
the campaign. Creative guidelines, not absolutes, are emphasized.

The series also provides interesting source material for those desiring to
understand the nature of a particular region of Middle-earth. Each module
is based on extensive research and attempts to meet the high standards
associated with the Tolkien legacy. Where the material is interpretive
and/or speculative great care has been taken to insure that the conclusions
fit into the patterns and schemes that have been defined. In these areas, the
modules aim at providing the reader with the flavor of the region, no more.
Stimulation of the creative processes is the goal, and ICE does not intend
such material to be the sole or “proper” interpretation. In addition, always
remember that Tolkien’s works are the ultimate sources. What is provided
in this series, however, is a consistent view of all of the continent. We hope
that this will help the reader to delve deeply into the wondrous world that is
Middle-earth.

1.1  DEFINITIONS AND TERMS
The following subsections provide handy reference and informational
data. For a more in depth analysis of certain terms, consult the various
sources (see selected reading section of module).
1.11  ABBREVIATIONS
A. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ Adunaic
Ag. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  agility*
AT. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ armor type
bp. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  bronze piece(s)
B.S. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  Black Speech
Ch. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  charisma*
Cir. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  Cirth
Co. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ constitution*
cp. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  copper piece(s)
CRIT. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  critical strike
Du. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ Dunlending tongues
Dex. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ dexterity*
E. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ Edain
El. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ Eldarin
Em. _ _ _ _ _ _ _ _ _ _ _ _ _ empathy*
EP. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ exhaustion
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l.A. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
FA. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
GM. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

gp. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
H. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Har. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Hob. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
In. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Int. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
ip. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Kd. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Kh. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
LotR _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ Lord of the Rings (I = Book I, etc.)
Me. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
ME. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
mp. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
MP. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Or. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Pr. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

Q. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Qu. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
R. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Re. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Rh. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
RR. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
S. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
SD. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
sp. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
S.T. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
St. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Teng. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ 
tp. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
V. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
W. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Wis. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _
Wo. _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _

* references to stats

First Age
Fourth Age
gamemaster
gold piece
Hobbitish (Westron variant)
Haradrim
The Hobbit
in tui t ion*
intelligence*
iron piece(s)
Kuduk (Ancient "Hobbitish")
Khuzdul (Dwarvish)

memory*
Middle Earth
mithril piece(s)
movement point(s)
Orkish dialects
presence*
Quenya
quickness*
Rohirric
reasoning*
Rhovanion tongues
resistance roll
Sindarin
self discipline*
silver piece(s)
Silvan tongues
strength*
Tengwar
t in piece(s)
Variag
Westron (Common)
wisdom*
Wose (Druedain)

Critical Strike (CRIT): An especially effective swing, missile attack, or
spell which penetrates the target's basic defenses and results in some
special or additional damage, something more than the typical concus-
sion hit effect.

Defensive Bonus (DB): The total subtraction from the combat roll due to
the defender's advantages, including bonuses for defender dexterity,
shield, superiority of armor, position, and magic items.

Donjon: Also called "keep." The main defensive focus of a fortress or
castle, it is the usual place of "last retreat" and often the home of the
resident lord or master.

Essence: The essence is that which is common to all things, living and dead,
organic and inorganic. It represents a force and order which defines,
or helps define, the ways of the world, and acts as a source for some
forms of spell power - for example, magic. Professions using essence:
magician, illusionist, alchemist, monk, sorcerer, and mystic.

First Age (l.A.): The first recorded Age of Middle-earth. Its beginnings
date back to a period relatively soon after the dawn of time as we know
it and its ending point was marked by the overthrow of Morgoth (the
"Black Enemy"), Sauron's overlord and mentor. The tales of the First
Age are, for the most part, found in J.R.R. Tolkien's Unfinished Tales
and The Silmarillion. These works are not used or described within this
module, since we are focusing on the Third and Fourth Ages. ICE uses
l.A. to denote the First Age and F.A. to indicate Fourth Age dates.

Fourth Age (F.A.): The fourth recorded age of Middle-earth, the "Age of
Men." It began with the passing of the Three Rings over the sea. Dur-
ing the Fourth Age most of the elves departed Middle-earth for the Un-
dying Lands; other non-mannish races such as dwarves and hobbits
began to seek solitude, for their ways were no longer understood by the
overlords of the continent - men.

Fumble: An especially ineffective swing or mishandling of the weapon
which may put the attacker in a disadvantageous position and/or
damage him.

1.12 DEFINITIONS. The majority of unique terms and translations from
The Hobbit and The Lord of the Rings are not described below; rather they
are to be found elsewhere in the text, in the sections concerning places, in-
habitants, etc.

Armor Type (AT): Armor is the basic protective capability assigned to the
material covering the body. Armor type refers to the specific kind of
covering found on a given character/creature (e.g. AT 15 refers to
"full chain," chain mail covering most of the body in the form of a shirt
and leggings - or any equivalent). Armor type is synomymous with "ar-
mor class."

Channeling: Channeling represents the power from those on high (e.g. the
Valar) as channeled through their followers, other spell users, or the
source being. It is the power of the dieties as manifested in the "every-
day" world. Professions using channeling: cleric, healer, animist,
ranger, astrologer and sorcerer.

Character: See "player character."

Combat Roll: A roll representing a combat swing or missile attack.

Concussion Hits: Accumulated damage to the body, possibly leading to
shock and unconsciousness.
NOTE:  The term "hits" will sometimes be used instead

Gamemaster (GM): Also known as DM or dungeonmaster, the referee,
judge, etc. The ultimate authority in a given fantasy role playing game.
This person is responsible for giving life to the game by monitoring
world events and providing the necessary imaginative aids. He/she in-
terprets rules, controls creatures and non-player characters, and main-
tains play.

God: Not the gamemaster, but Eru - the creator of the world, including
Middle-earth.

Hits (Concussion Hits): The amount of damage an individual can sustain
before he loses consciousness due to shock and pain. Death resulting
from massive system shock occurs if the accumulated damage points
reach the total of hits + constitution.

Initiative: The sum of all factors affecting the speed of a swing.

Machicolation: An opening between the corbels (bracket supports) of a
projecting parapet (on a wall) or in the floor of a gallery or roof of an
entry passage. It is used to discharge hot oil/water/tar or other liquids,
or for firing missiles through, attacking aggressors attempting entry.

Maneuver: An action performed by a character that requires unusual con-
centration under pressure, or risk (i.e., climbing a rope, balancing on a
ledge, leaping a chasm). The action must be of a physically active
nature, not "static."

Crenelations: Battlements with spaced cuts in the upper surface which
allow defenders to fire missiles or otherwise shower attackers with de-
fensive fire. Synonymous with "dragon's teeth" in context of a castle.

Maneuver Roll: A roll representing an attempted maneuver.
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