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EDITORIAL:
Introducing

Other Hands

Other Hands is an international gaming journal devoted
to fantasy role-playing set in J.R.R. Tolkien’s secondary
world of Middle-earth. It is a quarterly, non-profit publi-
cation welcoming submissions dealing with any aspect of
gaming in the context of Tolkien’s world: scenario ideas,
rule suggestions, gaming product reviews, gamemastering
aids, bibliographic resources, essays on Middle-earth, and
whatever else our readership would like to see in print. In a
word, Other Hands aims to be the definitive Tolkien-related

gaming journal for a world-wide role-playing community.

How did Other Hands come to be? The need for this
journal derives in part from the particular licensing ar-
rangement existing between the Tolkien Estate and Iron
Crown Enterprises (the gaming company responsible for
producing and marketing the Middle-earth Role Playing sys-
tem). The license to publish Tolkien-related role-playing
products is a world-wide license held exclusively by Iron
Crown. This means, in effect, that anyone wishing their
Middle-earth gaming materials to see print must go
through Iron Crown. This places certain inherent limita-
tions upon the prospective author.

To begin with, it means that the writer must utilize the
official game mechanics of Middle-earth Role Playing, even if
he or she prefers a different game system. There are also
certain restrictions built into Iron Crown’s contract with
Tolkien Enterprises sltipu]ating that no materials set in the
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First or Second Ages of Middle-earth may be published.
Finally, a prospective author writing on a region previously
described in an earlier Iron Crown module is constrained to
conform his or her own ideas to what someone else has
written.

None of these limitations imply anything positive or
negative about the quality of Iron Crown’s products; they
are simply inevitable consequences of the legal arrange-
ments described above. In the past, this problem was over-
come by publishing one’s material in a gaming magazine
(e.g. White Dwarf). Today, however, no major English-lan-
guage gaming journal exists that is interested in publishing
Tolkien-related material (most are now devoted to a par-
ticular game company’s products). Hence, there is a gap
which needs to be filled for Middle-earth gamers—Other
Hands seeks to fill that gap.

Within the pages of Other Hands the interested gamer
may publish materials with reference to any game mechan-




Role Playing). Such gaming material may deal with any time With this inaugural issue of Other Hands we are pleased
period of Tolkien’s world, and need not be bound to what to add the category of “role-playing” to Tolkien’s vision.

has already seen print in Iron Crown’s modules. Other Hands It had been our hope to release this issue on the first of
provides this freedom because it is a non-profit publication. January, so that our quarterly publishing schedule would

It is our hope, then, that this jourTua] will provide an open have an annual reference point. Unfortunately, our arrange-
forum for all Middle-earth gamers to communicate freely ment with Tolkien Enterprises was held up by ongoing de-

and to exchange their ideas with one another in the com- liberations between them and Iron Crown Enterprises
mon enthusiasm which they share for exploring Tolkien's concerning the latter’s Middle-earth license; consequently,
world through role-playing our spring issue is a bit late. We intend, however, to keep
Why call this journal “Other Hands?” In 1951 Tolkien  Other Hands on schedule, and aim to publish subsequent
wrote a letter to a prospective publisher, explaining the issues on the first of July, October, January, and April of
genesis and growth of his “Mythology for England.” In this  each year.
letter, he writes: We would also like to apologize to our overseas sub-
Once upon a time (my crest has long since  fallen) I had scribers for the rather steep subscription price. At present,
a mind to make a body of more or less connected legend. .. this is the bare cost of printing and mailing (if anyone has
I would draw some of the great tales in fullness, and leave an idea of how to make distribution less expensive, we are
many only placed in the scheme, and sketched. The cycles all ears). In the meantime, our goal is to make Other Hands
should be linked to a majestic whole, and yet leave scope for worth every bit you have paid, and to make each issue at
other minds and hands, wielding paint and music and drama least thirty pages in length (this, however, means that we
(Letters: 144—145). will need your submissions). We will also strive to make

each issue as diverse as possible, so that it contains as wide a
range of material as can be managed. B

Chris Seeman, 24 Apnl, 1993
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Dear Folks,

I\

ICE’s open letter to
Subscribers

of “Other Hands”

For ICE. Peter Fenlon

<

This is an open letter to anyone who might be perusing “Other Hands.” It embodies a few thoughts that the crew at
Iron Crown Enterprises (ICE) want to impart to people who are interested in gaming in Middle-earth. We hope to shed
some light on our publishing program and invite some constructive discussion about our future plans.

As you may already know, ICE holds the exclusive, worldwide license to produce adventure games based on J.R.R.
Tolkien’s The Hobbit and The Lord of the Rings. We acquired these very special rights in 1982. It took us two years to con-

Before talking about ICE’s plans, however, we think it is important that you know where we are and where we have
been. In this context, chew on the following:

General Philosophy

ICE cares about “what gets writ-
ten” as much, or more, than “what

gets sold.”

While we have failed on occasion
to produce an excellent (or even toler-
able) work, ICE believes that quality is
much more important than quantity.
Well researched, well written, and well
presented material makes us feel better
about ourselves and our careers. Of
course, about our work, it also makes
commercial sense. Quality products
generally perform better, especially in
the “long run.”

Commitment
ICE has always tended to look at

matters in terms of the “long run.”
(Having started with very little capital,
we had no other choice.) This per-
spective can be dangerous, in that it
creates a rationale or pretext for some
unhealthy delays; however, it has also
enabled us to build a company and
learn a craft in the face of some very
daunting obstacles. Patience and com-
mitment form the foundation of ICE’s

strategy.
ICE treats the Middle-earth license

as a fundamental part of our publish-
ing program. We will remain commit-
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ted to the property forever. What we
have published so far is only a begin-
ning. ICE intends to keep laboring and
tinkering until we get things “just
right” —which means we will persist
in our quest until we perish. This
open-ended commitment is not unlike
Professor Tolkien’s own creative jour-

ney.
Creative Philosophy

ICE’s crew is trained in cartogra-
phy, history, architecture, and (per-
haps most importantly) anthropology.
We care about these, and numerous
other, disciplines which impact on the
sort of creative and interpretive work




fundamental to the study of Middle-
earth. We try as much as possible to
employ the same techniques employed
by Professor Tolkien, and we share his
broad, interdisciplinary approach
(with special emphasis on land and
language) to every aspect of our re-
search. The idea is to create “seam-
less” works.

ICE pays more attention to, and
takes greater care with, this subject
matter than any other potential lic-
ensee. The point is to combine “real
world” experience with “fresh fan-
tasy.” For example, when we do a
piece on barrow-downs, we travel to
Europe and actually visit similar
round-barrows, long-barrows, and the
like. When we endeavor to create
proper names in the Variag tongue
(Varadja), we study Russian (which
Tolkien alluded to as an analogous lan-
guage). At the same time, we do not
rely on tired and mundane fantasy for-
mulas (e.g., simply plugging in “Chi-
nese-like” peoples and cultures in “the
East.”)

Form

ICE long ago dedicated itself to
producing both outstanding maps and
fine linguistic-based, interpretive fan-
tasy, staying true to the methods em-
ployed in the creation of ].R.R.
Tolkien’s works. We have always tried
to employ good cartography, solid
graphics, and compelling artwork in
our publications. In most cases, we

have succeeded. Nonetheless, we feel

that there is a lot of room for im-

provement. If nothing else, our past
offerings have often been too uneven
in quality and a little too “text heavy.”

Plotlines

ICE does not design products that
simply retell tales already well-told;

rather, we provide consumers with
adventure and mystery in a wonderful
setting borne out of those tales. This
approach is in the best interest of all
parties concerned with quality gaming.
We do not dilute the tales, nor do we
demean them.

Rules Philosophy

ICE originally designed the Middle-
earth Role Playing (MERF) game In
1982. We wanted to provide consum-
ers with a set of solid game mechanics

with which to adventure in Endor. We
tried to avoid grafting Tolkien’s world
onto an existing game system (as is the
case with most other licensed adven-
ture games). While we accomplished
one of these two goals (MERP is a good
set of adventure game guidelines), we

fell short of effectively achieving the
other goal.

Unfortunately, ICE’s presentation
of the MERP rules left much to be de-
sired. We often created a sense of con-
fusion and complexity, even where the
guidelines were conceptually simple.
In some cases (e.g., with the magic
and character creation rules) ICE also
failed to create a feeling that MERP
was designed around the setting. We
failed to create the feeling that the
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rules were uniquely well-suited to the

world of Middle-earth. So, while our

Middle-earth products are generally
very well received, and while the vast
majority of our fan mail is extremely
positive, there is a lot of room for de-
sign improvement.

Much of the problem can be at-
tributed to the fact that ICE wanted
the supplements, not the rules, to tell
the tale of Middle-earth. This enabled

us to reach more consumers, for we
knew that many gamers would prefer
to play another game or even make up
their own rules. We suspect that, to
this day, a large portion of the folk
adventuring in Endor use TSR’s Dun-

geons & Dragons or AD&D rules, even

though they employ our Middle-earth
supplements. This philosophy, how-
ever, has “diluted the line.” We plan
to address this problem in our forth-
coming revision program (see below).

There is little doubt, though, that
MERP has been a commercial success.
Besides selling over 300,000 English-
language copies, ICE has gencrated
one of the best foreign-language trans-
lation and distribution ever seen in our
industry. Middle-earth products are
now available in nine different lan-
guages. Three more translations are
currently in progress.




While quite profitable, ICE has
spent the last three years tocusing on
the elimination of its large and old ex-
ternal debt load. This necessarily at-
fected our Middle-earth-related
publication, sales, and marketing pro-
grams. We curtailed production, ad-
vertising, printing, and focused our
efforts on clearing out our old inven-
tory and laying the groundwork for
what amounted to a hoped-for revi-
sion and renewal program. Now that
we are once again healthy (more so
than ever), we are launching what
amounts to a rebirth of our line. The
plan involves a four-part strategy:

(1) the completion of the Lord of
the Rings Adventure Game subseries;

(2) the revision of the entire

Middle-earth Role Playing game line;

(3) the debut of the “three dimen-
sional” Middle-earth Adventures series
of gamettes; and

(4) the development and an-
nouncement of a Middle-earth board-
game (slated for release in 1994).

A few specific thoughts about our
future plans follow:

1) The Lord of the Rings

Adventure Game

First, ICE hopes to continue pub-
lishing supplemental adventures for its
introductory Lord of the Rings Adventure
Game. This game and its associated
sub-series provides ICE with the per-
fect vehicle to reach new markets,
novice gamers, and anyone interested
in exploring the idea of gaming in
Middle-earth without a lot of rules.

2) Middle-earth Role Playing

Second, ICE hopes to thoroughly
revise and repackage its eight-year old
Middle-earth Role Playing game (MERP),
releasing the very new 2nd edition for
Christmas 1993. 2nd Edition MERP will
retain the current rules; however, it
will incorporate a wholly new layout
and presentation. ICE will revise, re-
write, and/or re-edit the entire prod-
uct. We will add new cover art,
interior art, and new play aides (e.g., a
full color mapboard-style intro adven-
ture). It will look and read as well as,
or better than, any adventure game
product ever produced.

Substantively speaking, the newer
material will include guidelines to in-

ject a more “Middle-earthian” flavor
into the character creation process.
Fully illustrated and predesigned
“Character Templates” will enable
both novices and Lord of the Rings Ad-
venture Game aficionados to start play-
ing without having to wade through
new rules. A special section dealing
with the problems of magic in Middle-
earth should satisfy anyone’s concerns
about rampant spell use in MERP. This
section will address key concepts such
as “magic and the Balance of Things,”
“magic and religion,” “magic and the
sources of power,” and “magic and the
nature of evil.”

We will also add a section dealing
with how to use introductory Lord of
the Rings Adventure Game adventures
with the MERP rules.

In accord with the rules revision,
ICE will be revising its entire Middle-
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new interior and trade dress are com-
patible with 2nd Edition MERP, the new
trademark, and the new packaging,
ICE will be reorganizing its entire ap-
proach to the subject of Endor. None
of the current Middle-earth titles will
ever be published (as they are) again.
Instead, ICE will be publishing fewer
but larger titles like Arnor (the first of
the Realms Campaign Atlases). The races
outlined in Lords of Middle-earth, for
instance, will each be given their own
separate, expanded work (e.g., “Elves”
or “Orcs” in the new Peoples subseries.
Much of the old material will find its
way back into print as part of the new
titles (e.g., Most of Sea-lords of Gondor
and Havens of Gondor will appear in the
new “Gondor” product, and Gorgoroth
will be incorporated into a future
“Mordor”piece), but we will be taking
great care to reedit and improve all the
old prose. Each of the new titles will

focus more on the later years of the

Third Age and the early part of the
Fourth Age.

3) Middle-earth Adventures

Third, ICE plans to launch a series
of “three dimensional” adventure
game products called “Middle-earth
Adventures” sometime in 1994. A line
of self-contained boardgame-like ad-
ventures, they will contain simple
guidelines providing consumers with
three options: (1) for use as a board-
game using a simple rules system com-
mon to all the games; (2) for use as a
Lord of the Rings Adventure Game adven-
ture; and (3) for use as a MERP adven-



ture. In other words, these products
willsewebo&asstandalonegamcsmirgastandardbﬁd
set of rules and as programmed adventure
supplements for both Lord of the Rings Adventure
Game and MERP players. In the latter context,
the series will replace 1CE’s old Adventure Mod-
ules and Ready-to-Run Modules.

Each Middle-earth Adventure (e.g., “The
Mines of Moria”) will be boxed and will con-
tain full color cardboard playing pieces, plastic
playing pieces, linkable full color cardboard
playing surtaces, dice, full color creature and
character templates, and a booklet covering
both the adventure plotline and the associated
guidelines. Playable in an evening, each adven-

ture will serve as both an entertaining board-

game or as highly visual role playing game
supplement. They will be the perfect link be-

tween traditional boardgames and more ad-
vanced games.

4) Middle-earth Boardgames
Fourth, ICE hopes to finally produce a

mass market strategy boardgame that captures
the drama and flavor of Middle-earth at the
time of the War of the Ring. We have three
solid designs to work with, and we have finally
located cost-effective sources for all of the

uct will contain plastic playing pieces, a
mounted mapboard, and beautiful cards. Tar-
geted at consumers aged 13 and older, it will

provide both introductory and intermediate
level rules.

Should the 3D Middle-earth Adventures scries
appear successful, we hope to produce full-
blown boardgames based on the same game
rules.

ICE believes that it has the education, ex-
perience, and skill to create the finest line of
adventure gaming products ever published. Af-
ter all, we are working with the greatest fantasy
setting published in modern times. In order to
achieve this goal, we have sought counsel from
2 host of interested sources. ICE is hoping to
address all of the critical criticisms expressed in
the past—including product quality, product
format and revenue flow—and we should be

able to build an extremely strong program
upon the current foundation. Should you wish

to contribute any thoughts along these lines,
feel free to write us at the following address:

ICE

P.O. Box 1605
Charlottesville, VA 22902
USA

Attention; Pete

We look forward to laboring in the world
we love so dearly during the coming years, and
we hope to continue refining and improving
our work. Ultimately, ICE believes that our
labors will be fruitful. We hope you agree. B

For ICE, Pete Fenlon




Beyond the Third Age:
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~ Role-playing
in all ages of Arda

Anders Blixt: Higervigen 16, 122 39 Enskede, Sweden
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Due to the strict restraints delineated by
the Middle-earth gaming license, Iron
Crown Enterprises has thus far published
role-playing material set only in the Third
Age of Arda. Moreover, their modules have
almost exclusively emphasized the period of
the 1640s, despite the great gaming.oppor-
tunities to be found at other moments in
Tolkien’s invented history.

This article attempts to remedy that
situation: to show how an enterprising
gamemaster might make use of the First,
Second and Fourth Ages as settings for role-
playing. Each section begins with a general
description of the situation in the “known
world” during the given time period, fol-
lowed by one or more adventure ideas (in-
cluding suggestions for player-character
backgrounds). This material may then be
utilized as a starting point for developing a
campaign beyond the usual fare.

(with assistance from Kathrin Vestergren

I. In Angband’s Shadow:
Beleriand in the First Age

““Oderint dum metuant”

— Caligula

The most suitable setting for role-
playing in the First Age is Beleriand as
narrated in Quenta Silmarillion, during
which time the Noldor return to
Middle-earth to reclaim the Silmarils
from Morgoth. This period begins
with Morgoth’s attack on the realm of
Thingol, just prior to the coming of
the Sun and Moon, and ends with the
War of Wrath some six hundred years

later.

The World

Beleriand suffers from a merciless
struggle between Morgoth the Black
Enemy and a fragile alliance of Men
and Elves. The moral dispositions of
the latter range from purest white (e.g.
Tuor, Melian, Beren, and Lithien) to
grey-black (Féanor’s seven sons).

There is no room for negotiation or
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compromise with Morgoth; the con-
flict must continue until one side has
perished. Those who collaborate with
the forces of Angband will be betrayed
(like Gorlim), or fail and perish from
other causes (like Maeglin). The world
is painted in strong colors and is
peopled with heroic individuals who

fight for no petty cause—the struggle
is about power, glory and incredible
treasures; hence it is suggested that
money not exist in the campaign
(there are no indications of the pres-
ence of coins in Beleriand).

Morgoth et Consortes

Between the time of the first sun-
rise and the War of Wrath, Morgoth
dwells in his subterranean fortress of

Angband far to the north, and passes
its gates only when challenged by Fin-




golfin. His servants who openly or
clandestinely fight for his cause in Be-
leriand and in other parts of Middle-
earth are many and diverse; some are
described only as “fell beasts” (leaving
the gamemaster free to invent his or
her own terrible creatures). Tolkien
mentions such minions as Balrogs
(who wield magical power over fire),
werewolves (who apparently do not
shapeshift), vampires, wingless drag-
ons, and phantoms with Mannish or
Elven guises. Such creatures are usually
evil spirits given shape by Morgoth’s
fell arts, and have powers and senses
that far excel those of Men and occa-
sionally even of Elves. Orcs and Trolls
form the common soldiery of Angband
[Note that, while these seemingly do
not differ from their later antecedents,
Uruk-hai and Olog-hai do not yet ex-
ist, being bred by Sauron only in the
late Third Age. ]

Following the Dagor Bragollach in
455, Morgoth acquires many Eiven
and Mannish prisoners, some of whom
have their wills crushed by his power
and are transformed into obedient ser-
vants. Occasionally he sends such indi-
viduals back to their homelands to spy
or spread lies. Only a hero like Hirin
Thalion is able to resist such power
(but even he is spiritually injured by
his many years in captivity).

Sauron participates personally in
the wars of Beleriand, possessing the
fana of a fair Elf. He is often sur-
rounded by werewolves, especially
during his rule of Tol-in-Gaurhoth
(457-467). Lithien is the only one
among the Free Peoples able to suc-
cessfully confront him (even a hero
like Finrod cannot overcome Sauron’s

mighty magic).

The Noldor

The Noldor of Beleriand have all
come from Aman against the explicit
will of the Valar and are subject to the
Doom of Mandos for the fell deeds
committed during their journey. This
curse manifests itself through deep
distrust among their princes, and is
frequently punctuated by contlict be-
tween the sons of Féanor and other
Noldorin leaders, climaxing with the
sack of Menegroth and the killing of
Dior and Nimloth.

The Seven Sons of

Féanor

Caranthir, Curufin, Celegorm,
Maedhros, Maglor, Amrod, and Amras
differ considerably in their disposi-
tions: the first three are the most ruth-
less and brutal; Maedhros and Maglor
are more sensible and try to mediate
between their brothers and other lead-
ers; Amrod and Amras are not particu-
larly active in these internal struggles.
Together with their father, all have
sworn a terrible and irretractable oath:
to slay any who seek to deprive them
of a Silmaril. This oath is their even-
tual undoing, since it brings them into
conflict not only with Morgoth, but
also Thingol, Beren, Lathien, Dior,
and others who struggle against the
shadow of Angband. The brothers par-
ticipate in the Kin-slaying at Alqual-
ondé, conspire against both Finrod
and Orodreth, and kidnap Lithien (no
wonder that the other Elven princes
do not dare to trust them!). In the
end, the oath causes the death of six of

the brothers, only Maglor surviving to
the end of the First Age.
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The Princes of the
Noldor

Fingolfin, Fingon, and Finrod Fela-
gund lead many of the Noldor in Bele-
riand in the struggle against Morgoth,
but are not bound by Féanor’s oath.
Most have high ideals and are little
corrupted by the war. Finrod Felagund
is even prepared to abandon his realm
in order to assist Beren in his quest.
The Noldor are foremost warriors and
reside in fortresses at strategic loca-
tions along Beleriand’s northern bor-
der. Their principal occupations are
hunting (there are no hints that the
Noldor practiced agriculture),
weapon-making, and preparation for
war (in which they appear as the only
warriors who fight from horseback).

The Sindar

The Sindar (Grey-elves) are those
who remained in Beleriand and chose
not to cross Belegaer to the Undying
Lands. They are not as powertul as the
Noldor, but know their land and
deeply love it. They prefer to dwell in
forests (principally in Doriath within
the Girdle of Melian). Their King, Elu
Thingol, resides there with Melian his
queen in the Caves of Menegroth. He
is nominally the overlord of all of Be-
leriand. The Sindar fight mainly with
spears and bows and, at first, encoun-
tered great difficulty when confronted
with Morgoth’s Orcs. Later they seem
to have obtained superior weapons
from their Noldorin relatives. The
Laiquendi (Green-elves), who are
closely related to the Sindar, dwell in
the forests of Ossiriand as hunters and

gatherers.




The Avari

Those Elves who remained in
Cuiviénen and retused to join the mi-
gration westwards are known as the
Avari. They have never been subject
the influence of the Valar and, so, dit-
fer considerably from the Elves of Be-
leriand. During the years between the
kindling of the stars and the first sun-
rise, they spread over most of Middle-
earth. The Sindar of Beleriand suspect
that there are Avari east of the Ered
Luin. [These, however, are never de-
scribed in Tolkien’s works apart from
the reference that the Sindar believed
that the Avari might have become like
the wild animals of the forests. If you
wish to introduce Avari in your cam-
paign, there is great freedom to define
them as you wish. They have likely di-
versified into tribes sundered from one
other since the time of the Awaken-

ing. ]

Men

The three Houses of the Edain
reach Beleriand around 310, befriend-
ing its Elven princes and joining the
war against Melkor. The closely related
Houses of Béor and Hador are tall and
skilful warriors—the ancestors of the
N{mendreans. The Haladin are
shorter and prefer to dwell in isolated
forest settlements. This tribe does not
survive the First Age, since it is com-
pletely defeated by Morgoth’s torces in
496. The few survivors are absorbed
by the two other tribes. These Edain
appear to possess a level of technology
comparable to that of the Vikings or
the Iron Ages Germanic tribes, sub-
sisting on agriculture and hunting, and
living in small villages or farms. Many
of the Edain are renowned warriors,
some of whom are almost as skilful as

their Elven contemporaries. They Oth er R&CCS
eventually paid a terrible price tor

their fidelity to the Noldor with the Some Ents and Entwives live in
Ossiriand but, as always, prefer to stay

out of the affairs of Men and Elves
(with one or two exceptions). The ma-

destruction or enslavement of their
villages at the hands of Morgoth'’s ser-

vants.

jority of their numbers appear to have

Various Easterling tribes arrive in
Beleriand during the 5th century,
some of which ally themselves with the
Noldor, while others join the ranks
of Angband. [Most likely these

are not related to the East- »
erlings that harass the ¢ /" § %
realm of Gondor during 4 ’

the Third Age.] A few e A
Drughu inhabit the \N/
wilds of Beleriand, pre- \ -
ferring a withdrawn life ' '
(though they are sworn
enemies of Angband

and will gladly slay
Orcs).

remained east of Beleriand among the
vast forests between Ered Luin and the
Misty Mountains. Eagles who serve

Dwarves

Dwarves seem to
be of little importance
to the affairs of Beleri-
and. Their two major
settlements, the mining
cities of Nogrod and
Belegost, are located in
Ered Luin on the border of
Eriador. Occasionally,
Dwarven artisans and war-
riors enter Beleriand. These are Manwé live in the mountain peaks
Morgoth’s lmplacable fo&, but not Whld'l surround thc l'udden va.le Of
necessarily friends of the Elves. Posses- Gondolin, and keep watch on Beleri-
sion of a Silmaril leads to Thingol’s and for the Valar. Occasionally, they
death and the first sack of Doriath at intervene to assist the Elves (cg the
their hands. The Dwarves are the best  rescue of Maedhros). Skinchangers
makers of weapons and armor in (like the Beornings of the Third Age)
Middle-earth, and their own works may also have existed among the Free

can endure even the heat of dragon Peoples of Beleriand. [The gamemas-
fire. ter is free to introduce beings suitable

to the mood of The Silmarillion, keeping

in mind that some animals are associ-




ated with the forces of good, such as
eagles and bears, while others, like
wolves and bats, typica]ly serve Ang-
band.]

Magic

The use of magic affects the senses
and alters perceptions, affording pow-
erful disguises or illusions (cf. “Of Be-
" renand Lathien” in Quenta Silmarillion).
While common to Beleriand, it is only
exercised by a few, very powertul indi-
viduals. Apart from the Valar and the
Maiar, only some of Morgoth’s evil
spirits (e.g. Thuringwethil and the Bal-
rogs) and some Noldor (e.g. Finrod
Felagund) seem to be spell-casters.
Neither Men nor Dwarves have access
to such power. [Magical artifacts (such
as swords) are quite common, but
there are no references to magical gad-
gets that are common in fantasy role-
playing games (e.g. rings of flying or
cloaks of invisibility). The gamemaster
must be careful so as not to destroy

the mood by introducing unsuitable
artifacts.]

Languages

The main language in Beleriand is
Sindarin, the native tongue of the Sin-
dar and the Laiquendi. The Noldor
originally spoke Quenya, but its use
has been prohibited by Thingol. Some
Noldor surely know Telerin and Vali-
norean. Dwarves speak the secretive
Khuzdul among themselves, but use
Sindarin with outsiders. The Ents have
their fantastic tongue which no other
race can be taught. The Houses of
Béor and Hador speak similar dialects
which form the roots of Adiinaic, the
tongue of the later Dinedain. The
Haladin and Easterlings speak their

own language. [What language the ser-
vants of Angband use is not clear; but

it 1S certainly not the later Black

Speech, since that was invented by
Sauron during the Second Age. Mor-
goth may have devised a tongue for his

servants. |

Player-character

Backgrounds

The heroes of the First Age are of a
far greater stature than those found in
later ages. But while player-characters
may possess truly heroic qualities,
these should not approach the level of
one like Beren or Finrod, such that
they might alter the basic fabric of
Beleriand’s history (though they may
well be far better than anything found
in a Third Age campaign). They should
also be well-equipped from the start of
the campaign in order to be properly
prepared for the struggle against Ang-
band.

Campaign Themes

The world of Quenta Silmarillion is
replete with grandiose deeds, heart-
rending tragedy and dramatic atmo-
sphere (in addition to ignoble betrayal
and a good dose of horror). A cam-
paign set in Beleriand should therefore
offer more than the conventional

“monster hunt.” Happy endings are
rare under Angband's shadow; and
when someone succeeds in an heroic

action, a bitter price must often be
paid. Moral flaws (most often pride)

and ill-judgment typically result in di-

saster.

The Watchful Peace

A suitable campaign setting might
bcthcperiodbctweenthcarrivalof

the Edain and the Dagor Bragollach
(310—455), during which time there

is comparative peace in Beleriand as

the protagonists prepare themselves
for the war which they know will

come soon enough. Morgoth attempts
to divide the Eldarin princes by sowing
discord and suspicion. Féanor’s sons
conspire to achieve their private goals;
Caranthir, Celegorm, and Curufin are
even ready to confront Beren and
Lithien. In such a setting it is often
difficult to determine who is your
friend and who is only feigning.
Player-characters might belong to the
household of a Noldorin prince (e.g.
Orodreth at Minas Tirith). Both Sau-
ron and Féanor's sons actively conspire
against their lord and try to infiltrate
his fortress with their agents in order

to strengthen their positions.

The Wanderings
of the Haladin

During the 360s, Haleth leads her
people on a long and strenuous migra-
tion from Estolad to Talath Dimen
and Brethil, searching for an area
where the Haladin can lead their tradi-
tionally independent lives. It is possible
to run this “long march” as a cam-
paign in which player-characters are
Haladin leaders—perhaps advisers or
commanders—under Haleth, whose
role is to plan and execute varous
tasks (such as reconnaissance, trans-
portation, or military strikes that will
facilitate the progress of the migra-
tion). Haleth herself might actually be
run as a player-character—a truly
charismatic leader comparable to Na-
poleon, Mao Zedong or Alexander the

Great.




The Evil Years

After Dagor Bragollach in 455, the Elves and Edain are
gradually pushed southwards from Dorthonion. Their de-
fenses collapse completely at Nirnaeth Arnoediad in 473
and Angband’s armies pour into Beleriand. In 496, Nargot-
hrond is sacked by Glaurung. At about the same time, the

Haladin are crushed and a few survivors scattered. Mene-
groth is sacked in 505 and 510, and in 511 Gondolin itself

is destroyed. Only the Elven settlements on Balar survive
unscathed, being under the protection of Ulmo. During
these chaotic and evil years, many hardy guerilla bands
(such as those led by Barahir, Beren, or Turin) carry on a
desperate struggle against the servants of Angband.

Morgoth’s commanders expend great eforts to capture
these freedom fighters, and in the most dithcult cases Sau-
ron himself participates (as when Barahir’s band is de-
stroyed).

A campaign with this theme would place heavy empha-
sis on wilderness survival (the antagonist being not only
Orcs and Easterlings, but also the merciless climate). Char-
acters must find food, water, and lodgings in order to sur-
vive the harsh winters of northern Beleriand. Occasionally,
they may get assistance from the Edain villages that have
been enslaved by the Easterlings, but such actions may be
perilous; the servants of Angband ruthlessly use any decep-

tions to capture or kill guerilla warriors.

A Brief Chronology of Beleriand during the First Age

This timeline covers the years between the arrival of the
Noldor and the War of Wrath (compiled with help from
Robert Foster The Complete Guide to Middle-earth (New York:
Ballentine Books, 1978) and Paul Kocher A Reader’s Guide to

Silmarillion (London: Thames and Hudson, 1980). Regretta-
bly, there are few dates referred to in the tales; hence it is

often impossible to locate events exactly.

Just prior to the first Year of the Sun and the coming of
the Noldor, Morgoth’s armies engage the Sindar in the First
Battle of Beleriand. The victory of Angband leads Melian to
set the girdle of her protection upon Doriath. The Second
Battle, Dagor-nuin-Giliath, is fought upon the arrival of
Féanor’s people. He falls, but Morgoth’s hosts are driven
back to Angband.

1 The Sun and Moon rise for the first time. Fingolfin reaches
Middle-earth and is named High-king of the Noldor.

Thingol grants the Noldor leave to settle and defend the un-

populated regions of northern Beleriand, but exercises little
control over the Noldo princes.

51  Finrod Felagund begins the building of Nargothrond.

52 Turgon discovers Tumladen and begins the building of Gon-
dolin.

Dagor Aglareb, the Third Battle. An Orc attack on Dortho-
nion is repulsed by the hosts of Fingolfin and Maedhros.

c. 100 Gondolin completed.
155 An Orc attack on Hithlum is repulsed by Fingon’s host.

255  Glaurung emerges for the first time, but is routed in a battle

on Ard-galen. The Dragons do not appear again for a long
ume.

1-20

c. 306 Maegii.nisbom.

The three Houses of Edain reach Beleriand from the south-
cast. Béor's House arrives first and is guided by Finrod to
Estolad, where it settles. The next folk, the Haladin, remain

c. 310

in Thargelion. During the following year, the House of Hador
arrives and migrates to Estolad. After some wandering, Béor’s

folk settle in Dorthonion and allies itself with Finrod of Nar-
gothrond. Hador’s people settle in Hithlum and Ered Weth-
rin. After some years the Haladin are driven out of
Thargelion by Orcs. They move to Estolad and, after some
years, Haleth leads her people westwards through Nan Dun-
gortheb to Brethil and Talath Dinen. Many other Men from
the three Houses remain in Estolad until Nirnaeth Arnoe-
diad.

Maeglin arrives in Gondolin. Eol and Aredhel die.
The Haladin settle in Brethil.
Hador’s House settles in Dor-lémin.

c. 330
c. 370
c. 425

c. 441 Hrin is bom.

c. 444 Huor is bom.

455 Dagor Bragollach, the Fourth Batte. Ard-galen is devastated
by rivers of fire from Angband. During the winter, the March
of Maedhros and Dorthonion are conquered by Morgoth’s
hosts. Fingolfin is killed by Morgoth at the gates of Angband.
Fingon becomes King of the Noldor.

457 Sauron captures Tol Sirion and changes it to Tol-in-Gau-
rhoth (Isle of the Werewolves). Béor's tribe flee from Dor-

thonion to Hithlum; only Barahir’s outlaws remain. The
Easterlings arrive in Beleriand and settle in its castern parts.




460 Barahir and his men die. Only Beren survives. 503 Tuor and Idril marry.

462 An Orc attack on Hithlum is repulsed. Hiirin becomes chief- 505 Dwarves from Nogrod slay Thingol in Menegroth and steal

tain of the House of Hador in Dor-16min. the Silmaril, but are themselves slain during their escape. The
o jewel is brought back to Menegroth. Melian departs Middle-
465 T :
5 Tirin s bom earth. A Dwarven army sacks Menegroth and captures the
466-468 The adventures of Beren and Lithien, during which Finrod, Silmaril. During their return march Beren kills them and

Huan and Carcharoth die. Sauron is expelled from Tol-in- recovers the jewel, which is worn by Lithien for some years.
Gaurhoth by Lithien and his tower is destroyed. A Silmaril is L T TYie ie K .
wrested from Morgoth and given to Thingol. Beren and 509 geﬂ:'ne:na;nd Lathien die. Dior is King of Doriath and wears the

Lithien settle in Tol Galen.
510 Féanor's sons attack Menegroth to capture the Silmaril. Car-

473 Nirnaeth Arnoediad, the Fifth Battle. The hosts of the Eldar . . . . .
and the Edain are utterly crushed by Morgoth's forces. Hith- anE]tl-n..l.r, Ccsc;cgon::o, g:::fn‘;gli; a;dl N@l oth are slain, while
lum is settled by the Easterlings. Tuor is born. pes '

‘ L $11 The Sack of Gondolin. Turgon and Maeglin die. Tuor and

414 ;l'hhc Fala:hls ;a;aeg;d !:vy Ores. Cirdan’s people flec to Balar Idril flee to the Mouths of Sirion. Ereinion Gil-galad is King
€ mouth 0 tron. of the Noldor.

482-501 '_?hmm;cmic advenan: ::ll descril?ed ul;fam i Hin Hizn. . 520 Faanor’s four surviving sons attack the Elven settiement at

Y Xensive summarized here. the mouth of Sirion in search of the Silmaril, but fail to cap-
496 The Haladin are defeated and withdraw into the forests. ture it. Amrod and Amras fall in the fight. Some decades

htcr,EErcndﬂmchaAmmandappea]stotlmValar. The
Hosts of Valinor go to Middle-earth and the War of Wrath is

502 Hiurin dies. fought. The First Age comes to an end.

II. Yoziyan iber alles:
the Second Age

“Rule Yozdyan, Yézdyan rules the waves.
Edain always are a master-race’
— Adiinaic hymn, c. SA 3100

[ ess source material exists for the Second Age than for other periods in the history of Middle-earth. Appendix B (RotK),
Akallbéth, and a section in Unfinished Tales make up the bulk of the available data. In this Age the Dinedain realm of NGm-

enor rises from its humble birth, reaches its peak of glory, and plummets into darkest evil, while Sauron builds his first em-

pire in Middle-earth, deceives the Noldor of Eregion, fashions the One Ring, and finally brings about the destruction of
Westernesse. Hence, the Second Age has great potential for gamemasters seeking freedom to design their own campaign.

Nargothrond is conquered by Glaurung and Orcs.

Nimenor (Yoziyan)

The Undying Lands have not changed since the First Elenna is a star-shaped isle with an area of about
Age, but play no active role in the Second. The Elves con- 171,000 square miles [Its geography is well described in
tinue to sail there and, at times, Teleri from Tol Eresséa Unfinished Tales.]. It is exclusively populated by the Dine-

voyage to Elenna or Endor. In the 34th century Ar- dain, descendants of the three Houses of the Edain who
Pharazén’s armament causes Aman to be removed from the  were allied to the Elves during the First Age. [t seems to
Circles of the World. have had a pleasant climate, perhaps oompanble to that of

northern California. The soil is good and there are no re-
ports of bad harvests or famine among its population. A




voyage from Elenna to Aman takes
5—6 weeks, and to Middle-earth 7-8
weeks. The native tongue of Namenor
is AdGnaic, a derivative of the lan-
guages spoken by the Houses of Béor
and Hador in Beleriand. Sindarin and
Quenya are also used for solemn occa-
slons.

The Nimenodreans are aware of
their superiority over other Men and
of their inferiority to the Elves. Ini-
tially accepting this situation grace-
fully, they respect the Elves, and seek
to transmit their culture to the lesser
Men of Middle-earth; but from 1800
onwards pride overcomes the Nii-
mendrean heart, and they gradually
abandon their traditional ideals and
turn to evil ways. Their friendship with
the peoples of Middle-earth turns to
conquest, colonization, and suppres-
sion, while their attitude towards the
Eldar becomes envious. During the
23rd century Tar-Atanamir is warned
about this development by emissaries
of the Valar, but the king and his fol-

lowers pay no heed. A small group of

Dinedain, who call themselves the
Faithful, retain the old ideals. For this
they are ostracized, and towards the
end of the Age are subject to outright
persecution. In order to survive many
of them settle in Middle-earth, and at

the end of the Age this group survives
the Downfall and establishes the

realms of Gondor and Armor.

Northwestern Endor

[Northwestern Middle-earth suf-
fered great destruction at the end of
the First Age, but from the Second
Age onward its geography seems to
have remained stable. Hence, one can
easily use the extensive, published map
material for the Third Age by adjusting
its settlements and political borders.]
The Second Age is considered a dark
time for the peoples of Middle-earth.
It seems likely that they live at the
same level of technology and social
organization as the Edain of the First
Age, and are probably based on clans
and tribes, centered around agricul-
tural villages in the extensive forests.
Some of the peoples of Eriador were
distant relatives of the NGimendreans
and spoke languages similar to Adf{inaic
(see footnote 3 from “Aldarion and
Erendis” in Unfinished Tales). There is
some migration into this region. For
instance, during the reign of Tar-Al-
darion, Easterlings serving Sauron en-
tered Eriador.

The Elves live mostly in Lindon,
ruled by Gil-galad, and in Lothlérien.
The latter are mostly Silvan, as are the
Elves of the Greenwood. Apart from
the Noldor in Eregion, the Elves of
Eriador are Sindar. Gil-galad seems to
have gained significant influence in all
of Eriador as the years passed, and his
realm is essential to the resistance
against Sauron. Eregion constitutes the

third major Elven settlement in north-

western Middle-earth, but is destroyed
by Sauron’s armies in 1697. After this

event, Imladris is established by Elrond
as a refuge. Others include the Nandor
settlement of Edhellond in Belfalas.

The cities of Belegost and Nogrod
were destroyed in the War of Wrath,
but the Dwarves soon built new man-
sions elsewhere in the Ered Luin.
Khazad-dim survived into the Second
Age unscathed, and grew to become
the greatest of Dwarven cities in
Middle-earth. The Ents have with-

drawn into Fangorn, whereas the Ent-

wives live in the fertile lands on the
other side of the Anduin. They disap-

pear at the end of the Second Age
when the area is ravaged by war.

It seems that Hobbits only reach
northwestern Middle-earth during the
Third Age. Where they lived during
the Second Agc is not mentioned in
any source.

The Nimendrean

Presence

The Men of Ntimenor spend the
early years of the Age building their
home on Elenna. They return to
Middle-earth in 600 when a ship voy-
ages to Lindon. Soon thereafter, they
encounter Edain living around Lake
Evendim in Eriador. During the 9th
century, they build the port of Lond
Daer (Vinyalondg) at the mouth of the
River Gwathlé in order to facilitate the
exploitation of Eriador’s vast forests.

In the 1690s, Y6zdyan sends an
| army to oppose Sauron in
Eriador. The Faithful

establish Pelargir

in 2350
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as a foothold on the continent. Many settle in Belfalas, Leb-
ennin, Anérien, Calenardhon, and around Evendim, regions

under Elvish influence and hence shunned by the King’s
Men.

Sauron’s First Empire

During his sojourn in Eregion (1200—1590) Sauron
wears a fair semblance (most likely the fana of an EIf) such
that he is able to persuade many Noldor that he really is an
emissary from the Valar (which must be quite a feat!).
Around the year one thousand he establishes the realm of
Mordor, and in 1600 fashions the One Ring in preparation
for war against the Eldar. In the ensuing conflict (1693-
1701) his hosts raze Celebrimbor’s realm, but are unable to
conquer either Lindon or Khazad-dim. When Niamenor
sends its army to the aid of Gil-galad, Sauron's armies are
crushed and forced to retreat back to Mordor.

Sauron then bides his time in Barad-dir (being im-
mortal, he is in no hurry). He expands his realm east-

wards and subjugates many peoples but, at the last,

surrenders to Namenor in 3261. Yet, in hum-

bling himself, Sauron achieves his ultimate goal:
the destruction of NGmenor. /

The Rest of Middle-carth

Very little is written about the rest of
Endor during the Second Age. Hence, a
gamemaster has great freedom of de-
sign. There are, however, certain facts |
in the primary sources which must
be taken into account. According
to The Silmarillion there are
Avari, Men, and probably
also Dwarves in other
parts of Middle-earth.

From the reign of
Tar-Aldarion onwards
the Men of Nimenor
explore the coasts of
Endor; but nowhere do they
encounter any culture as
highly developed as their
own, nor any sailors of
equal skill. Around 2200
the Niimendrean attitude

changes and they begin to
establish colonies along the

coasts. The natives are subjugated and forced to serve
Dinedain masters who demand heavy tribute. Umbar is the
focal point of the Niimenérean dominion in Endor and be-
comes a vast fortress. The King’s Men mainly colonize the
region south of this port. (Several of these colonies survive
the Atalanté and their evil inhabitants become implacable
enemies of Gondor during the first millennium of the Third
Age.) During Ar-Pharazon’s reign, the Nimendreans be-
come rapacious COnquerors who enslave whole populations
and sacrifice enemies to the cult of Melkor.

But the Nidmendreans are never so many that they can
evict a native population from its homeland; instead, they
become a ruling class that administers and exploits the na-
tives. They build forts, roads, bridges, and establish garri-
sons in order to ensure their rule. A colony is partially ruled
by Nimendrean law, in which Dnedain have many privi-
leges. Their armies are partially recruited from the natives
but have exclusively Nimenérean officers. Preferably, sol-
diers are stationed in an area whose language they do not
speak. [The colonial policies of the Roman empire may
| be the best comparable example from our own age. ] '

~ Campaign Themes

Niamenor plays an active role in Endor
from 600, when the Entulessé sails into
Mithlond's harbor, to its downfall in 3319
(approximately twenty-seven centuries).

A thousand years pass between the
time of Tar-Atanamir’s reign, when

the Nimendéreans left the path of
the Valar, and Atalanté. When one

considers all that has happened in
our OWn age over a comparable
period of time, the vast temporal
scope open to the gamemaster
becomes apparent.

Player-characters

The fact that the Second Age

saw no great heroes to match
those of Beleriand should be kept

in mind when scaling the relative
power level of player-characters.
Players should be able to choose the
same races available in a Third Age campaign with
the exception of Hobbits.




Sea-farers

Tar-Aldarion establishes the Guild
of Venturers in 750 and its members
embark on expeditions of discovery
and trade around the continent of En-
dor. They visit unknown lands and
learn about the conditions there, while
simultaneously spreading the knowl-
edge of Nimenor. Player-characters
could man on one such ship and en-
counter fantastic adventures in exotic

lands.

The Spies

As the conflict between the Eldar
and Sauron escalates during the 17th
century, the king of Ndmenor seeks
intelligence concerning Sauron's em-
pire (anticipating Dinedain involve-
ment in the near future). For this he
sends the player-characters as spies to
Endor in order to ascertain the might
of Sauron. There are maps in Nim-
enor of the lands east ot the Misty
Mountains, but these only contain to-
pographical details and have no infor-
mation on settlements, fortifications
or borders. Hence, characters will be
journeying through partially unknown
terntory.

The Warriors

Players who are interested in war-
gaming might have characters partici-
pate in the extensive campaigns in
Eriador in 1695—1701, perhaps com-
manding smaller units on independent,
secondary missions.

The Conquerors

During Tar-Atanamir’s reign, Nu-
menor begins the subjugation of the
native peoples along Endor’s southern
coasts and establishes colonial domains
there (perhaps in the same manner as
the Europeans did in Africa at the end
of the 19th century). Players wishing
to have more or less ruthless charac-
ters may participate in such projects as
leaders or officers. The Nimendéreans
have superior weapons and training
and are generally able to defeat the
native armies, but these can strike
back with guerilla tactics since they
know their country and can hide
among their compatriots.

The Conspirators

One option is to run an Elenna-
based campaign. When the Ng-
menéreans leave the path of wisdom
around 2200 they acquire the habit of
plotting and scheming. Power
struggles increase with time as the Nu-

IFor Non-Nimendreans

Player-characters need not be Nimenéreans; instead, they could be natives of

mendreans become more and more
corrupt. Occasionally there are revolts
and civil wars. A campaign based on
these political developments might be
designed in which player-characters
belong to one or more noble families
who scheme against their real or per-
ceived political enemies. It is an evil
and selfish time and it is hard to know
whom to trust. [Nimenor’s political
structure during these days is not de-
scribed, but it might be inspired by
some comparable civilization of our
own age. The European Middle Ages is
not a good choice, since Nimenor was
far more advanced. Rather, 9th—10th
century Byzantium, Diocletian Rome,
and perhaps classical China, would be

better sources.]

The Resisters

When Nimenor turns to evil ways

there are some who resist these
changes, both in Elenna and in the En-
dor colonies. This could be the foun-
dation for a campaign inspired by the
tales of Robin Hood or the feats of
Lawrence of Arabia. Brave individuals
who try to save the natives from the

brutal suppression of foreign masters.

Middle-earth who perceive the Diinedain as enemies and must defend them-

selves from the conquerors from over the sea.

The Resistance

Fighters

Player-characters belong to a na-

They initiate political struggle and lead
guerilla resistance to liberate their
compatriots from the Nimenérean

yoke. [Historical parallels include: the

tive people that has been conquered by  American war of Independence

the NGmenéreans, just as Asian or Af-
rican people were occupied by Euro-
pean armies during the Victorian age.

(1770s), China’s struggles against the
Europeans during the 19th century,
the Polish rebellion (1830s), and the

p——y——




land by Gil-galad to actively intervene much time fighting each other while

in a succession conflict. A ruler is dy-

~ ing and his heirs vie for the throne.

Vietnam wars (1945—1975).] While
the characters strive for these goals

the oppressed people rebel against

them. Sauron returns to Mordor and

Sauron’s emissaries work in secret to
infiltrate and establish their own posi-
tion, which will be used to give them
the real power in the end. The charac-
ters actually have to fight at two fronts
simultaneously.

The Elven Diplomats

When the Shadow falls over Nam-
enor, many Eldar in Middle-earth be-
come worried and act to protect their
interests and the Free Peoples from

Yozayan’s rule. In such a campaign
characters could be Elven diplomats

with human assistants, sent to a distant

One is supported by Numenor, and
Sauron has sent secret emissaries with
the task of discrediting those involved

and to cause a civil war.

Atalanté’s Aftermath

When Elenna perishes in 33 19 a
new era begins. Elendil and his follow-

ers reach the shores of Middle-earth,
unite the Elf-friends there, and estab-
lish Gondor and Arnor. Many Na-
menérean colonies survive, and Umbar
remains a stronghold for the evil
Yéz4yan culture; but the King’s Men
have lost their cohesion and spend

continues his relentless war against the
Dinedain. The two final decades ot
the Second Age are a chaotic time of
much war, espionage, and scheming in
which the Last Alliance besieges Mor-
dor itself. In this setting characters
might serve Elendil in various capaci-
ties.

The Age ends with the death of
Elendil, Gil-galad, and Sauron’s fall.
Isildur seizes the One Ring, and a new
era arrives with hopes of better future.
But that, as they say, 1s a completely
different story.

I11. Return of the Shadow:

the Fourth Age

“History has no happy endings— just crises that come and go™

During the War of the Ring, Gan-
dalf predicted that there would come
new threats to the Free Peoples after

Sauron, but he could not see anything
further—he affirmed that one must
confront the evils of one’s own genera-
tion, and leave the defense of the fu-
ture to others. After the fall of Sauron

the reunited Kingdom ot Gondor and
Arnor faces the future without help
from the Istari or the Eldar. The Age
of Men has arrived and supernatural

forces gndually fade away. The Elves

voyage to Aman or disappear into the
deep forests and shun Men. Tolkien

—— Isaac Asimov

wrote very little of this era. In the Ap-
pendices it is said that Elessar and
Eomer fought the remnants of
Sauron’s minions wherever they ap-
peared. Their armies went to war cast
and south of Gondor. The Orcs are

not yet exterminated, and ravage the
Misty Mountains and the Greenwood

for another century or so.

One advantage of a Fourth Age
campaign is that player-characters have
much greater scope for influencing the
course of history, which is more lim-
ited in previous ages. Characters have

opportunities to make their own for-

tunes or, perhaps, even to rule their
own realms. [I have been told that

Tolkien once began writing a novel] set
in Gondor during the Fourth Age. Be-
ing dissatisfied with it, he never com-
pleted it. I was told that the basic idea
was that evil again infiltrated Gondor
and made some people serve a Dark
religion. These hints inspired my
friend Kathrin Vestergren and I to out-
line the following campaign for Gon-
dor several decades after King Elessar’s
death in 120, emphasizing politics and
intrigue. ] |




The Fourth Age is the era in which
the realms of Men assume control of
northwestern Endor, Gondor and
Arnor controlling the lands between
the Misty Mountains, the Ered Luin,
Forochel, Mordor, and Umbar. Rohan
and The Shire preserve their ancient
autonomy within this reunited king-
dom while retaining close allegiance to
the Dinedain. Mordor has been taken
over by the former slave population
which inhabits the fertile area around
the lake of Nurn, and is allied with
Gondor. In Rhin and Harad little has
changed. The old realms remain, albeit
liberated from the Shadow, and their
inhabitants are probably not too keen
on Gondorian hegemony in the region.
Many of these have long traditions of
resisting the Dinedain, and such cul-
tural memories will linger on for many
centuries.

Elves and Dwarves

The Elves are gradually departing
Middle-earth, though a significant Sil-
van population remains in Lérien and
the Greenwood for many centuries
into the Fourth Age. Some Sindar also
stay for a long time in the Grey Ha-
vens, having the responsibility of pro-
viding ships to those that depart to
Aman. Few bother with the affairs of
Men in Middle-earth. Much of their
power has waned since the destruction
of the One Ring and the departure of
their mightiest Lords. They all realize
that their prime has passed and that

the dominion of the continent has fi-
nally passed to mortals.

Dwarvenkind enjoys a brief renais-
sance once their principal
enemies—orcs and dragons—have
been decimated or exterminated.
Khazad-diim is once again retaken by
the Naugrim and its ores are exploited
for new wealth. The Dwarves, how-

ever, are destined for a slow decline

and eventual extinction (due to demo-
graphic factors). Their outlying settle-
ments in Ered Luin and elsewhere are
gradually abandoned as the Age
progress and the Dwarves withdraw to
Khazad-dim.

Sauron’s Heir

Ancient legends speak of how Sau-
ron deceived Celebrimbor and the El-
ven-smiths in Hollin during the
Second Age. He came to them as An-
natar, Lord of the Gifts, claiming to
been an emissary of the Valar—many
believed him. One of these was
Celebrimbor’s sister Ariel, who was
seduced by Annatar. Soon after he had
left Hollin for good she gave birth to a
daughter, Aelindur. Ariel died from
birth complications and the child was
brought up by her uncle.

When Sauron’s armies crushed

Hollin they captured Aelindur and
brought her to Mordor. What then
became of her is not clear. There are
tales of a golden-haired maiden living

in a mansion at the shore of Nurnen.

There Aelindur had a garden in which
she grew evil herbs. When Sauron per-
ished at the end of the Second Age,
she escaped in the ensuing chaos and
sought refuge somewhere in the east.

Aclindur’s
Fourth Age Plans

In time Aelindur has become al-
most as evil as her father, though not
as powerful. She can be portrayed as a
kind of fallen Galadriel (read the se-
quence when Frodo offers Galadriel
the Ruling Ring in Lérien). Being part-
Noldo, she is bound to her physical
body. Aelindur has great knowledge of

magic and possesses much more talent
than any other Elf (save perhaps

Lithien, another Maia-Noldo child).
Only an Istar can match her in magic.
According to the essay on the Istari
(Unfinished Tales), Radagast, Alatar and
Pallando remain in Middle-earth dur-

ing the early Fourth Age and may enter
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the plot as Aelindur’s foes for reasons
ranging from helptulness to the desire
to remove a potentially troublesome
competitor.

When Sauron’s domain collapsed
after the War of the Ring, Aelindur
realized that this would be her big op-
portunity. Both the most powertul
Elves (Galadriel and Elrond) and Gan-
dalf departed from Middle-earth at the
end of the Third Age. The only poten-
tial rivals remaining are the three Wiz-
ards, but of these only Radagast resides
in northwestern Endor, and his inter-
est does not lie in power over Men.
Pallando and Alatar have long since
departed for eastern lands.
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Aelindur’s goals are simple: ven-
geance and power. She wants to throw

"the Dinedain realms into chaos and

assume control over the remnants, us-
ing discontented Haradaic and Gon-
dorian noblemen as her primary tools.

Unlike her father she does not rule a
state, nor does she have any hosts at
her direct command; instead, she re-
lies on her black arts and cunning to
achieve her ambitions. She will infuse
evil and egotistical thoughts into the
minds of powertul individuals, re-
molding them to suit her purposes.
When the Men of Harad revolt against
Gondor under her servants’ leadership,

many Dinedain nobles will rebel
against their own King and a new Kin-

The Ballad of Aelindur

strife will ensue. Then Aelindur in-
tends to reveal herself as the *“savior”
of the realm, and with the help of her
minions and her great powers usurp
the throne of Gondor, initiating a dark
reign that may last for centuries.

Aelindur has great patience as she
is not subject to mortality. She is also
very careful, preferring to work her
will through intermediaries without
being seen. Whenever she comes out
into the open, she is incognito, claim-
ing to be an Elda who has not yet gone
West. If her true identity should be
revealed, her plans might fail.
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On the southern shore of Nurn you find

Aelindur’s misty flower field
with her magic roses, black and white.

In the hour of midnight
she is dancing right across the field

weaving signs of magic, runes of might.

And she sings: “Burzum {ik,”

chanting words of power, Sauron’s child.
And then the swaying magic roses
growing in the field obey,

sending streams of evil, pale as death.
For though each rose is graceful, it is
filled with Mordor’s baleful breath

used by Aelindur Elvenmaid.

And when the Moon is rising,
then an evil eye looks down on you,

sending forth her powers to your mind.
You wake up to the sound of chanting;

Aelindur comes to you

weaving words of magic, words to bind:

“Be my slave, be my slave! ®
Then you must surrender, and you do.

Thus you are, thus you are
bound with words of chaining, thus you are.




The Conspiracy Tools

Aelindur has many means to fur-
ther her plots. She has established a
variant of the old cult of Melkor in
Gondor, whose clandestine priests
preach the coming of a Dark Queen
who will save the Dinedain from their
current decadent ways and re-establish
their ancient power and might (The
cult should be utilized in style reminis-
cent of H.P. Lovecraft: dark rites in
the moonlight and strange societies
conspiring against the realm).

Another variant of the cult has
been created for the Southron peoples.

There her servants preach resistance to
Dinedain dominion and the recovery
of traditional Southron virtues. The
goal should be to “break the shackles
of the Northmen under the leadership
of the freedom-giving Great Queen”
and regain what was lost in the War of
the Ring. The cult is successtul among
discontented nobles and merchants.

Rohan is a serious obstacle to
Aelindur’s plans since its éoher¢ is the
most powerful military unit in north-
western Middle-earth, and the kings of
Harad can never field a matching cav-
alry force. Aelindur pursues two strat-
egies to achieve this. One is to develop
a horse plague to kill oft a large per-
centage of Rohan’s herds. The other
strategy is political: enticing the Dun-
lendings to once again strike the west-
ern Riddermark to regain their ancient
possessions. Arnor is still so sparsely
populated that it lacks strength enough
to successfully intervene in a Gon-
dorian civil war. Also, a northern host
must march through Dunlending terri-
tory before reaching Gondor, which
should delay it significantly.

Player-characters

There are many ways for player-
characters to get involved in Aelindur’s
conspiracies. They might come to realize
that something is awry in Minas Tirith.

People are denying the true Dinedain ideals

and breaking old customs and traditions for per-
sonal gain. There are persistent rumors of evil
forces secretly gaining adherents in the city, and the
characters may be the only ones who realize the extent
of the threat. They are then forced to combat it alone,
while their compatriots disregard their warnings—except
for Aclindur’s allies who oppose them with all possible

mecarnns.

Such a campaign might well be centered on Minas Tirith
and be flavored by a tinge of horror. The all too common
expeditions into dungeons and fights against Orcs should be
completely absent. Instead, the campaign should emphasize
investigative role-playing. Characters must ascertain the true
nature of the evil machinations they have discovered, who is
involved, and how to stop these individuals from realizing
Aelindur’s plans. Preparing an armed rebellion is a difficult
task and the conspirators would have to make many prepara-
tions: finding suitable allies, securing the loyalties of military
units, establishing efficient clandestine communications, etc.
Such activities can usually be discovered, providing one
knows what to look for.

If a civil war breaks out in Gondor characters may try to
change its course [perhaps involving table-top wargaming].
Many battles will be fought for the control of the three
strategic cities of the lower Anduin valley: Pelargir, Minas
Tirith, and Ithilien’s new capital of Ost-in-Emil (the suc-
cessor of the ruined Minas Morgul, located in the hills of
Emyn Amnen). It is even possible that player-characters
might choose to ally themselves with Aelindur. If so, she will
most like betray them in the end, as befits her nature. @
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Corruption in iddlc- 3
Earth: A look at the use

\S

The Lord of the Rings is founded
upon the premise that the search for power
and knowledge contains within itself the
possibility of corruption, and throughout
Tolkien’s writings these themes are closely
intertwined. The imaginary races of Middle-
earth are each defined in terms of their sus-
ceptibility to corruption as well as their
capacity for resisting the lure of power. A
gamemaster who seeks to incorporate this
“nobility of resistance” into the realm of
game mechanics may wish to consider the
following rule suggestion for a statistic em-
bracing the quality of “fortitude,” designed
for use with the Middle-earth Role Play-
ing and Rolemaster rule systems.

As with the doctrine of Original
Sin, the potential for corruption in
Tolkien’s world inheres within a
person’s created nature; hence, noble

actions and a desire to do good may
work to offset the corrupting influence

of power—on the other hand, such
efforts may paradoxical]y lead one
down the path of evil. It is worth con-
sidering the corrupting consequences
of power in Middle-earth since, in a
role-playing context, the pursuit and
acquisition of power in its various
forms is a common orientation of

playcr-charactcrs.

and consequences of

Castle Cary. Somerset BA7 7LR, England

Exemplars of

Corruption and the
Races of Middle-earth

Examples of the self-undoing and
ultimately self-destructive nature of
the will to power abound in Tolkien’s
writings. The discord introduced by
Melkor into the Music of the Ainur
locates the primal Fall before the cre-
ation of the world and sets the pattern
for those who are to follow. Among
the ranks of the Maiar, the figures of
Sauron and Saruman are exemplary of
two different paths of corruption.
Sauron’s conscious allegiance to

Melkor from the beginning, and his

unchallenged inheritance of his
master’s dominion which in turn led

to his own overthrow, may be con-
trasted to the more complex character
of the wizard Saruman, who began
with a desire for good but whose at-
tempts to fight the Enemy with his
OWN wWeapons resulted in his metamor-
phosis into that Enemy. Significantly,
this fall from grace was accompanied
by the acquisition and creation of
powerful artifacts and the knowledge
of their use. Interestingly, both Sauron
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power
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and Saruman in their origins were of
Aulé’s people, whose characteristic
desire to make in the fashion of their
Creator was fraught with the ambigu-
ities of sub-creative power. Other ex-
amples of betrayal and self-deception
brought about through the promise of
power include Ar-Pharazén, the

'Nazgil, the Dead Men of Dunharrow,

and the Haradrim.

Individual propensities for corrup-
tion and resistance are to be situated
within a larger context of racial and
cultural characteristics. Men as a race
are extremely diverse and, as such, are
subject to varying degrees of corrup-
tion and corruptibility. Lesser Men,
such as the Easterlings or the
Haradrim, are highly susceptible to the
lies of the Enemy; by contrast, the
Edain, blessed by Iltvatar with height-
ened faculties of discernment and for-
titude, are paradoxically more
vulnerable to the fear of Death and the
desire for deathlessness within the
Circles of the World. The Northman
ancestors of the Dtnedain share many
of the weaknesses of Lesser Men but
are set apart from the latter by their
enduring ties with the West.




As a subset of Men, Hobbits repre-
sent something of an anomaly within
Tolkien’s world. Their absence from
the recorded history of Middle-earth is
used by Tolkien to amplify certain
qualities which make them distinctive
in their ability to resist corruption and
domination; namely, their lack of desire
for power. Most Hobbits have neither
the will nor the need to go out of their
way to obtain power; instead, their
activities are oriented toward content-
ment. The whole idea of “adven-
ture”—at least at the time of The
Hobbit and The Lord of the Rings—is
unpalatable to their sensibilities. This
general avoidance, however, does not

erase diversity among the difterent
branches of Hobbit-folk.

Dwarves are characterized by an
uneasy coexistence of intense loyalty
and honor on the one hand, and a po-
tentially amoral vanity and greed on
the other. The former positive quali-

ties are most forcibly presented in The
Hobbit and The Lord of the Rings, while

in The Silmarillion their less admirable
qualities are more often emphasized
(though this impression may be, in
part, a result of the implied Elven per-
spective of Tolkien’s narrative of the
events of the First Age).

Of the kindreds of the Elves, the
Noldor exhibit the greatest similarities
to the Dwarves and, as such, often
share in the unstable affinity between
nobility and corruption. As a whole,
however, the Eldar are to be distin-
guished from all other races with re-
spect to power and corruption because
of their deathless nature. Because of
their unalterable connection to the
life-span of the world itself, Elves lack
to a certain extent the drive for tem-
poral power that characterizes mortals.
This quality, however, is balanced off

by their closer connection to the sub-
creative process, which leaves them
prey to all the temptations associated
with such power. As Time wears on,
the Eldar become both less motivated
to actively strive for power and more

keenly aware of the Enemy’s machina-
tions—hence, in the Third Age Sau-
ron was no longer able to deceive the

Elves or to cajole them into his service.
This generalization, however, may not
technically apply in the same degree to
Avari Elves dwelling in places other
than north western Middle-earth.

Artifacts of Power

Iron Crown’s Middle-earth Role Play-
ing products often leave one with the
impression that Tolkien’s world is
overflowing with “magic items;” but
scarcity (rather than abundance)
would better characterize magical arti-
facts within Tolkien’s sub-creation.
Those few that are mentioned tend to
carry with them a weight of doom and
history which often has a great deal to
do with defining their use and personal
consequences. Most artifacts enhance
some faculty or capacity of their user,
often bestowing power in direct pro-
portion to his or her own inherent
power or capabilities. This progressive
increase of power, however, may be
accompanied by a corresponding, cor-
rupting influence over the user. More-
over, the full potential of an artifact is
often only realized or understood as it
extends control over its user. In this

respect Tolkien and Lovecraft share a
similar view of the transgressive eftects
of power and knowledge on the self.
This contradictory dynamic requires a
corresponding game mechanic in or-
der for it to be evoked effectively in

the course of play. The concept of a
“fortitude scale” is introduced to serve

this function.

Fortitude

The Fortitude Scale (FS) is mea-
sure of a character’s natural leaning
towards good or evil. It bears some
resemblance to the traditional concept
of “alignment,” but is dealt with dit-
ferently. Proximity to and/or use of
power beyond one’s measure may di-
minish one’s Fortitude score. Forti-
tude may be maintained or regained
through resistance to the temptation
of corrupting power, or by the perfor-
mance of certain actions defined by
the gamemaster as being in opposition
to or in rejection of the corrupting
evil. The maximum Fortitude attain-
able is defined by the level of one’s
natural or inherent power. A character
whose Fortitude score has fallen to
zero or below has become irrevocably

corrupted and effectively leaves the
control of its player at the

gamemaster's discretion.
Two possible methods are here

presented for generating Fortitude: 1)
1D 100 role; reroll any score below the
character’s Intuition statistic, 2) Forti-
tude = lowest prime statistic of the
character, and may not exceed Intu-
ition score by more than 15 points.
Either method is valid. Note that the
second method tends to generate a
higher score. If neither the MERP nor
Rolemaster systems are being used, the
easiest method for generating the For-
titude Scale statistic is to convert two
appropriate statistics to percentile
scores and use them as described

above.



Race Modifiers

DWARVES

UMLI
ELVES

Vanyar

| Noldor
Teleri

Avari
Half-Elves
HOBBITS
Fallohides
Harfoots
Stoors

MEN
Beornings
Black Nimenoreans
Corsairs
Dorwinrim
Duinedain
Duniendings
Easterlings
Haradrim
Lossoth
Rohirrim
Rural Men
Urban Men
Variags
Woodmen
Woses
ORCS
Uruk-Hai
Common Orcs
Half Orcs
TROLLS
Olog-Hai
Normal Trolls
Half Trolls

+5

+4 |

+20
+ 10

+5 |

+5
+ 10

+15
+15

-10
+15
-15

-10
-10

-10
-15

Using Fortitude

The FS statistic may be used in a
variety of situations. All players are
required to make a successful FS role
(as a percentage) whenever their char-
acters gain a level of experience. A
failed role results in a loss of FS equal
to the number of the new level. This

simulates the potential for corruption
occasioned by the new level of mas-
tery. This does not imply that the
character is becoming evil; it simply
means that if a situation emerged in
which that character were required to
resist the lure of corruptive power, his

or her claim to greater mastery would

prove to be one more disadvantage. An

FS roll may be required if a character

initiates combat against an opponent
of lesser level than him or herself. A

failed roll results in the loss of a single
FS point. An FS roll may also be re-

quired whenever a character makes use

of magical power not otherwise inher-
ent to his or her own being (i.e. any
kind of magic that is “acquired”). A
failed roll results in a loss of two FS

<

points. These examples are intended to
be illustrative of how the FS statistic
might be creatively used at the discre-
tion of a gamemaster. Similar circum-
stances may be designated as
opportunities to increase or award FS

points.

Fortitude may be deployed in sev-
eral contexts outside of combat. Ex-
amples include knowledge-focused
research (e.g. spells), mid-level in-
creases for certain skills, and so on.
“Role-playing based” examples are
more difficult to offer generalized
guidelines for, but could incorporate

mundane forms of “corruption” (e.g.
dishonesty, bribes, treachery, vice,
etc.) as well as magically-charged
events such as oathbreaking or crossing
purity boundaries. Once again, FS rolls
should be made at the GM’s discre-
tion. The use of artifacts may require

an FS roll modified by the Will of the
artifact (1-20). A failed roll results in
FS loss appropriate to the magnitude
of the artifacts’s Will, or by some

other criterion. I}
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This essay inaugurates what I hope will become a regular feature of Other Hands: informed
discussion of various aspects or themes of Middle-earth which will ﬁ]b' take into account what Tolkien

himself has written or said about them. As role-players it is our job to be sub-creators—that is, to make
Middle-earth our own by inventing something new, rather than limiting ourselves to the printed page;

and as each reader of The Lord of the Rings will have his or her own unique picture of what Middle-
earth is like, so too each gamemaster will create an idiosyncratic version of its history and of the events

which take place within that setting.

Tolkien's annalistic histories of the Third Age (as found in the infamous Appendix A) lend
themselves to such diversity. They are painted in broad strokes and leave many blank spaces to be
interpreted and explored by the enterprising gamemaster. There is, in fact, a long tradition of ‘mock
history’ among Tolkien fans—of pretending to write about Middle-earth as if it were the real world
(i.e. applying principles of ‘real world’ historiography to Tolkien’s imaginary history in the hopes of
achieving a supposedly more ‘objective’ orless idiosyncratic version of the ‘gaps’ left by Tolkien’s writings).

These mock histories of Middle-earth provide an abundant resource for role-players seeking creative
ideas to incorporate into their own games, and are therefore usually worth a read (they are an endemic

feature of most Tolkien fanzines). They also have a tendency to be frustrating if one already has a highly
opinionated view on things Tolkien (as do I). This is partly due to their inevitable idiosyncrasy, but
often they lack any discernible rhyme or reason whatsoever. This, in turn, is usually the result of a certain
morbidity that must accompany any attempt to write a mock history of a fictional world  for the hell of
it. This morbidity (I use the term jokingly) is less characteristic of the role-player, for whom the desire
to contemplate the secondary world is closely linked to a practical goal: the need to create a richly-detailed
background in which to set agame. In other words, mock history conjured up by the role-player is usually
more interesting than that of the pure Tolkien junkiesince the former intends to do something with it.

But while the will to game is perhaps an important ingredient to more consistent mock history
writing, it does not wholly erase conflicting interpretations of Tolkien's world. This section of Other
Hands will be devoted to such history writing; and to open further debate and interchange among role-
players regarding different possible ways of reading “the evidence.” I want to emphasize in dosing that
the goal of this section, as with everything else in Other Hands, is to further enjoyment of Middle-
earth as a setting for fantasy role-playing. We welcome submissions which invent new material out of
whole cloth, but the focus of this particular section will be on what Tolkien has actually written (i.e.
the published works to which we all have access) and how it might best be interpreted and used creatively.



Rhovanion and the

Realm of Gondor

The lands described by Tolkien as
“Rhovanion” (Wilderland) have been
the subject of a number of Iron Crown
publications, beginning with Southern
Mirkwood in 1983. In these modules,
the view has been advanced that during
the Third Age the Diinadain realm of
Gondor formally occupied and admin-
istered the wide plains south and east
of Greenwood the Great, giving to
them the name “Dor Rhinen” (ct.
Mirkwood: The Wilds of Rhovanion,
1988:46—47). The scenario proposed,
then, is of a territory controlled di-
rectly as a military border-march.
Tolkien, however, seems to suggest a
rather different picture of the relation-
ship between the South-kingdom and
the plains of Rhovanion. What | want
to argue, on the basis of the informa-
tion provided in “Gondor and the
Heirs of Anarion” (RoTK:324--337), is
that Rhovanion is better understood as
a frontier than as a border-march.
Rhovanion, I suggest, was never occu-
pied by the men of Gondor as por-
trayed in the ICE modules. The
Sindarin designation “Dor Rhinen” is
therefore inappropriate.

Rhovanion

as a2 Frontier

The view that the Dnedain occu-
pied the plains of Rhovanion derives
from Tolkien’s statement that during
the reign of Hyarmendacil I (1015-
1149) the realm of Gondor extended
“east to the inland Sea of Rhiin” -
(ibid:325). This is accounted for by
the reference to the ninth king
Turambar (541-667), who avenged
his father’s death at the hands of the

Easterlings “and won much territory
eastwards” (ibid:324). This view is

‘most likely correct, since there are no

further references to Rhovanion until
the time of Hyarmendacil; however,
this does not imply direct occupation
or even formal claim to the territory
on the part of Gondor, for at a later
point in the narrative we are told that

the kings gave the Northmen of
Rhovanion “wide lands beyond Anduin
south of Greenwood the Great, to be a
defence against the men of the East”

(ibid:326).

This suggests two things. Firstly, it
appears that the intention of this
“grant” of land was to create a frontier
or buffer-zone against Gondor’s en-
emies by delegating the burden of
military defense such that the Dtne-
dain would not have to occupy the re-
gion themselves. Secondly, while the
kings of Gondor are represented as
“giving” these lands to the Northmen
(thus implying some kind of propri-
etary claim) it seems unlikely that the
Diinedain perceived Rhovanion as “be-
longing” to the territory of Gondor.

Other information would seem to
corroborate this view. That Rémen-

dacil 11 would have shown “especial
favour” to a man who named himself

“King of Rhovanion” (ibid:326) im-
plies a recognition of autonomous
rule. Whatever the reality of the politi-
cal situation in 1248 may have been, it
would appear that Gondor made no
formal claim over Rhovanion in the
same way that it claimed possession
(for instance) of Harondor. On the
other hand, if Vidugavia had been the
first Northman to claim royal preroga-
tive over Rhovanion, then previous to
him Gondor may have advanced a
nominal claim to the lands “east to the

inland Sea;” but it seems highly un-

likely that such a claim would involve
any kind of enactment on the part of
Gondor. Moreover, the recognition of
Vidugavia’s kingship and the absence
of any evidence to suggest a change in
affairs until the invasion of the Wain-
riders points to a strengthening of
Northman autonomy as it becomes
more and more oriented towards
Gondor.

In the first Wainrider assault upon
Gondor in 1856, we are told that:
“The people of eastern and southern
Rhovanion [presumably the North-
men] were enslaved; and the frontiers
of Gondor were for that time with-
drawn to the Anduin and the Emyn
Muil” (ibid:329). Here Rhovanion is
called the frontier of Gondor, and this
function is linked to the freedom or
enslavement of the Northmen. If this

Turambar’s initial “grant” of the plains
to the Northmen in 541, that it
reached its culmination in the time of
Vidugavia and his descendants, and
that some four hundred years later it
ceased to be a defensible frontier. We
are given no positive evidence that it
ever recovered this role.

Thus it seems that Rhovanion
functioned as a frontier of Gondor for
approximately one thousand-three
hundred and fifteen years of the Third
Age. It exercised military autonomy
throughout the period of its settlement
by the Northmen, and at least in the
time of Vidugavia (1250 ? ) it en-
joyed formally recognized political au-
tonomy as a kingdom in its own right.
This frontier autonomy and the ab-
sence of any enduring contact with
Dinedain is reflected by the fact that
in 1250 Rémendacil had no knowl-




edge of the “language, manners, and
policies of the Northmen” (ibid:326).
Finally, there is no evidence that the
frontier ever received a Sindarin name
(as would have the case if Dtinedain
had settled theré or had laid formal
claim to the territory). Hence it is
likely that its original name “Rhovan-
ion” was retained because it was never
occupied by the men of Gondor. Fi-
nally, the realm of Vidugavia was re-
garded by the high men of Gondor to
be “an alien country” (ibid).

The Kings of Gondor
and the Northmen

We return now to the problem of
the exact nature of the relationship
between the kings and their Northman
allies, investigating the development of
this relationship from the perspective
ot the emergence and decline of
Rhovanion as a frontier. The basis for
the grant of Rhovanion to the North-
men was their supposed ethnic ties:
“they were the nearest in kin of lesser
Men to the Dinedain (being for the
most part descendants of those peoples
from whom the Edain of old had
come)” (ibid). The “favour” shown
them in the grant was therefore prob-
ably couched in the idiom of kinship,
and most likely lacked any formal
character.

The undefined nature of this alli-
ance is made manifest by the fact that
Romendacil found it necessary “to
strengthen the bond between Gondor
and the Northmen” (ibid) as a result
of uncertain loyalties on the part of the
latter during the second wave of East-
erling invasions: “the Northmen did
not always remain true to Gondor, and
some would join forces with the East-
erlings, either out of greed for spoil, or

in the furtherance of feuds among
their princes” (ibid). Earlier we are
told that the numbers of the North-

men “had increased greatly in the
peace brought by the power of Gon-

dor” (ibid)—most likely this refers to
Turambar’s route of the Easterlings in
>41. It is therefore probable that these
“princes” emerged as a result of the
expansion of the Northman population
and territory from Turambar to the
time of Rémendacil. If this is the case,
then we can ascribe the cause of the
eventual weakening of Northman loy-
alty to the kings in part to these inter-
nal conflicts. At least one characteristic
which defined the nature of these
“princes” was the fact that each con-
trolled a separate “realm” (e.g.
Vidugavia). Land and booty, then,
were apparently the most important
elements in establishing ascendancy
over competing princedoms.

Rémendacil had two strategies for
dealing with this situation, both of
which involved co-opting the struggle
of the princes for the interests of the
ruling house of Gondor. His solution
was partially motivated by the external
threat of the Easterlings; but perhaps
more fundamental to his reasoning was
the incipient danger of civil war within
the realm he was soon to inherit.
Tolkien provides few clues as to the

underlying causes of the Kin-strife
(1432-1447), but one of them surely
must have been Rémendacil’s appoint-
ment as Regent of Gondor in 1240.
This view works off the assumption
that Pelargir was the center of opposi-
tion to Eldacar, and that the rule of
that haven had at least from the time
of Siriondil been traditionally be-
stowed upon the king’s son (thus
avoiding any development of Pelargir
into a rival power against Osgiliath).

With the creation of the Regency (an
office which most likely did not sur-
vive Rémendacil) the heir to the
crown was hindered from taking con-
trol of the haven, and its rule passed
on to (again, my own assumption)
Calimehtar and his descendants. When
at last the Kin-strife broke out, two
reasons are given for Castamir’s ascen-
dancy over the other rebels: 1) he was
Captain of Ships, and 2) he enjoyed
the support of “the people of the
coasts and of the great havens of Pelar-
gir and Umbar” (ibid:327). In other
words, it seems that the rift between
Pelargir and Osgiliath began with the
division of power between Rémendacil
and his younger brother Calimehtar:
the latter (or his descendants) appar-
ently began to develop military and
popular support along the coastal pe-
riphery of Belfalas Bay in order to cre-
ate a separate power base from which
to challenge Osgiliath. If this hypoth-
esis is plausible, then it may shed some
light on what was going on in Rhovan-
ion between Rémendacil and the
Northmen—ijust as Calimehtar was
cultivating his own foundation of
power in the south, so too Rémendacil
was securing himself and his heirs by
strengthening ties with Rhovanion.
The first manner in which Rémen-
dacil exploited the situation beyond
Anduin was his recognition and sup-
port of Vidugavia’s claim to the king-
ship of all Rhovanion. Whether or not
this favour was formally granted, it was
confirmed in practice by the Regent’s
sending of his son Valacar as an ambas-
sador. This relationship was renewed
by Valacar’s subsequent marriage to
Vidugavia’s daughter which ultimately
precipitated (or rationalized) the Kin-
strife. We do not know how long this
relationship endured, but it was cer-




tainly in eftect for the duration of
Eldacar’s reign (1432—1490). The

sanctuary given the exiled king during

the interim of the Usurper’s reign in-
dicates that Vidugavia’s descendants
were interested in. maintaining
Eldacar’s future patronage.

The second means of turning the
princely conflict in Rhovanion to the
advantage of Rémendacil was his re-
cruitment of Northmen for his mili-
tary force: “he took many of them into
his service and gave to some high rank
in his armies” (ibid:326). Eldacar his
grandson continued this policy of favor
towards Northmen “by whose help he
had regained the crown” (ibid:328) by
settling many in Gondor following the
Kin-strife. In all this it is crucial to
keep in mind that the political au-
tonomy of Rhovanion became more
sharply defined as its involvement with
Gondor increased. There is no positive
evidence to suggest that the region was
ever directly occupied or controlled by
the Dinedain.

Conclusion

While this scenario of the relation-
ship of Rhovanion to Gondor is, | be-
lieve, more plausible than that offered
by the Iron Crown modules, we are
nevertheless left with the problem of
explaining why (if this was the case)
the territory beyond Anduin was in-
cluded within the realm of the kings in
reference to the time of Hyarmen-
dacil. We have imagined that de facto
the Northmen of Rhovanion exercised
political and military autonomy, while
nevertheless acknowledging some kind
of bond legitimated by kinship. By way
of comparison, the Northmen of the
Vales of Anduin are also said to have

“acknowledged” Gondor’s authority
(ibid:325); but unlike their brethren
beyond Anduin, the realm of Gondor
is never said to have encompassed the
Vales of Anduin north of Celebrant.
This distinction may therefore be in
part a consequence of the fact that
Turambar had “won” the lands east-

ward by military conquest, whereas no

such military expedition was ever re-
corded to have been carried out in the
northern Anduin vales. The grant of

Rhovanion to the Northmen was

therefore based upon right of conquest
as well as their ancient kinship. This is
the most logical explanation for the de
jure inclusion of Rhovanion within the
realm of the kings until the time of
Vidugavia and Rémendacil. B
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CHRIS SEEMAN: [ would like to
open this discussion with a leading
question which I think is of central
importance to the whole matter of
role-playing in Tolkien’s world. As a
gamemaster one must always consider
the elements that make up a good
game. Let us, then, begin by asking
ourselves: what goes into making a
good Middle-earth game—or, alterna-
tively, what in a game evokes the feel
of Middle-earth rather than some other
fantasy setting? What is it about
Tolkien’s world that attracts us as
role-players?

BRIAN T. MURPHY: Most obvi-
ous, [ think, is the fact that so many of
the so-called “sword and sorcery” or
pseudo-Medieval role-playing games
are, in a sense, based in Middle-earth.
Take, for example, Dungeons & Drag-
ons, the first and most popular of the
kind of games [ am referring to. Gary
Gygax disclaims any great debt to
Tolkien (Fritz Lieber is, of course, a

much stronger influence for him), and
yet Hobbits are running around in his
game. Quite often there is a crossover
from Tolkien fans to gaming and vice
versa so, in fact, he owes a huge debt.
Essentially, then, there is a connection
to Tolkien in these games.

ERIC RAUSCHER: What origi-
nally drew me into D&D was my inter-
est in the Mythopoeic Society; in fact,
the very first role-playing games I ever
played took place at Mythcon years
ago. Since then I don’t do much role-
playing because I got bored with this
mishmash of semi-Medieval “I’'m a
ninja, you'’re a flying turtle.” Without
a strict genre to set it in the game be-
came a free-for-all, which turned me
off to it.

CHRIS SEEMAN: | think that
Dungeons & Dragons and its successor
games do (at least in practice) consti-
tute their own “genre” in the sense
that they share an implied style of

Transcript Editor:
Chris Seeman

play—which, as you rightly point out,
is characterized precisely by this ho-
mogenizing of discontinuous genres or
settings into what we might call a mul-
tiverse. By way of contrast, Tolkien’s
world represents the exact opposite of
the multiverse, As we al] know,

inner consistency of reality.” This is,
of course, part of what makes Tolkien
a great writer; but the notion of a sec-
ondary world is, I think, also very at-
tractive to role-players (and, in
particular, to gamemasters like my-
self). More than any other fantasy
world that I know, Middle-earth con-
tains (ready-made) all the necessary
elements for a richly textured game
setting. Tolkien spent his entire life
creating this imaginary world in its
most minute detail. For the gamemas-
ter who would rather run a game than
spend all his or her time laboring over
a world to set it in, Middle-earth of-
fers an attractive alternative to
reinventing the wheel. One of the rea-
sons why there never was a Middle-




dominance of this multiverse paradigm

as the taken-for-granted frame of ret-

erence for gaming. From the early
eighties onward, however, a shift in
this paradigm took place which made
it possible to imagine Tolkien’s world
as a viable fantasy setting. With the

birth of such games as Call of Cthulhu,
Stormbringer, or Pendragon you finally

had visible examples of how the liter-
ary genre of a particular author’s
works could be successfully translated
into a game medium. It’s just ironic
that when Iron Crown Enterprises ac-
quired the license to publish and mar-
ket a role-playing gﬁme based on
Tolkien’s writings they ended up ori-
enting it towards the old multiverse
paradigm.

GLENN KURING: The beauty of
Middle-earth as a fantasy setting is that
it’s already set up (with its history, ge-
ography, languages, and so on) so that
those who have read Tolkien’s books
can pinpoint their relation to that
world during the course of the game
and say “Yes, I’'m in Middle-earth.” 1
have players who know the works very
well, and they find a lot of fulfillment
in exploring Middle-earth through the
game. However, in order to achieve
this the game has got to be run in such
a way that it lends itself to that kind of
response. This is not difficult so long
as the game remains fairly true to the
spirit of Tolkien’s works, but it can
become a major problem if the setting
is only superficially linked to Middle-
earth.

ERIC RAUSCHER: It’s easy to
say: “Hey, this is taking place in
Middle-earth; I have a Colt .45 and an
Uz.” But how do you make a game
that smells and tastes like Middle-earth?
That’s the real challenge.

ANDREW BUTLER: The prob-
lem is in trying to come up with rules
that fit the way the stories go rather
than fitting the way other role-playing
games go; because with games like
Dungeons & Dragons you’ve got set types
of adventure that most players are used
to. And I’m guilty of this as well—I'm
sticking these sorts of adventures into
parts of Middle-earth and trying to
make them fit, and in some cases they
will. But in others it’s trying to get the
square peg into a round hole, and you
end up distorting Middle-earth to fit
the game rather than the other way
around. Certainly in quite a lot of
publications that have come out, be-
cause of the way their audience does

things, the game designers have made
modifications which don’t necessarily

fit in order to do what they want to do
in that setting.

GLENN KURING: In order to
make their products financially viable,
| think that Iron Crown has tried to
market Middle-earth Role Playing for
more than one audience. On the one
hand, they are targeting D&D players
with hopes of getting them interested
in Tolkien; on the other hand, they
want to get people who have read The
Lord of the Rings (and who may not
have any experience with role-playing)
to buy their games. But at best this
effort has only been partly successful
with the modules and rules they have
published so far.

CHRIS SEEMAN: I agree with
Glenn that for a gaming company this
dilemma of having to “make the world
fit the game” derives in part from
these marketing considerations; but I
think the gamemaster faces a similar
problem in attempting to create ad-
ventures out of what is in some re-

spects a closed world. By this I mean

that the basic history of Middle-earth

has already been written and, as a con-
sequence, certain limitations are im-
posed upon the players as to what
extent the gamemaster can allow their
characters to affect that pre-existing
history without altering it beyond rec-
ognition.

AUDIENCE: [ think there is a
particular form of the problem in the
case of Middle-earth where, at the
worst, you get the hack-and-slay style
of game backed up by a Monty Haul
philosophy. Those two things are en-
tirely contrary not only to the spirit,
but to the letter of the basic narrative
of Middle-earth. You cannot have a

naive embrace of power and still say
“This is really Middle-earth.” Because
if it were you’d find yourself laying
waste to the Shire and trying to take
over Mordor. [ don’t believe it’s very
easy to set a role-playing game in
Middle-earth because Tolkien’s my-
thology is about not excepting such

power.

BRIAN T. MURPHY: I think I'd
like to distinguish between the stan-
dard hack-and-slay scenario where a
party of adventurers go in, clear the
dungeon, kill everything they see, haul
out anything they can carry, and go up
a level; and real role-playing which, as
the word suggests, has to do with play-
ing a role and developing a character. I
don’t think that this distinction is
made often enough. Tolkien’s world is
fundamentally character based—not
treasure based, not murder based—
but character based. The idea is not to
go in, kill everyone, haul everything
out. It is to fulfill some grander goal in
terms of your character.

ERIC RAUSCHER: The style of
play is also affected by the game me-
chanics themselves. The rule system




you use lends itself more or less to the
type of role-playing you prefer. If you
play the type of game where you are
trying to get points to go up levels,
then you are going to kill things—
that’s what the game system is de-
signed to encourage.

CHRIS SEEMAN: What is fun-
damentally at issue here is the more
general problem of how one is to
translate the themes or values ex-
pressed by a given author into the lan-
guage of game mechanics. While we
should remind ourselves that it is the
gamemaster and players who, in the
last analysis, determine the quality and
style of a game, we must also recognize
that unless the desired actions and
motives of characters are somehow
grounded in and encouraged by the
rule system itself, they cannot be sus-
tained indefinitely. The real question
then becomes how a game mechanics
could be devised such that Tolkien’s
theme of “the dethronement of
power” (to take just one example)
would be imaginable. Also, to Brian’s
distinction between hack-and-slay and
character based role-playing ought to
be added a distinction between the
style of play adopted by this or that
group of gamers on the one hand, and
the implied style of play promoted by
a game company on the other. It’s one
thing for a gamemaster and players to
turn the Middle-earth setting into a
simple “dungeon expedition” type of
adventure—that’s their affair; it’s
quite another matter when an exclu-
sively licensed company like Iron
Crown publishes material which is pre-
disposed to this rather limited focus.
Even the purportedly “neutral” area
description modules are written with a

certain bias towards that style, which

often renders them of limited value to

the kind of game which involves situa-
tions more complex than penetrating
an enemy stronghold or stumbling
upon a lair of orcs. This is not to de-
preciate the latter sort of scenario as a
valid element in any role-playing game,
but it would be refreshing if Iron
Crown were to publish something that

we could point to and say: “Now that
is what a good Middle-earth scenario

ought to look like,” rather than find in

module after module the standard fare
that could be gotten from any other

fantasy setting.

AUDIENCE: I have two things to
say. First of all, I think a role-playing
game is never good when it’s hack-
and-slay, no matter what kind of game
it is. And second of all, for me it’s re-
ally difficult to get into a Middle-earth
setting because I have the stories in
mind (which I've read a couple of
times), and [ can’t really take on a
character which has so much in com-
mon with those I’'m used to in the
book. It seems to me that there is a
problem in trying to replay scenes
from books.

BRIAN T. MURPHY: If you
happen to find a group of players who
have never read Tolkien (and, believe
it or not, they are out there) then it is
possible to re-enact portions of the
books. But in this case you as game-
master don’t take on the role of sub-
creator, and ! think the whole
attraction of role-playing games is that
they make it possible for us to do just
that. But beyond Tolkien’s map you
have other areas of the world that are
left completely undescribed, and |
think that exploring these through
role-playing is one of the most fruitful
ways of developing a Middle-earth

CHRIS SEEMAN: One of
Tolkien’s greatest strengths as a story-
teller is his skill in giving the illusion of
historicity and concreteness to his imag-

ined world through the use of lacunae.

These might take the form of off-
handed references to the blank por-
tions of his map, as Brian has pointed
out, but they can also involve allusions
to other historical events or far-off
times only glimpsed at in the narrative.
As a gamemaster, | find this sort of
lacunae the most engaging point of
departure for a role-playing game. Ul-
timately, what draws us most as gam-
ers are those aspects of Tolkien’s
narrative which awaken our desire the
most. In my case, I enjoy contriving
situations, plotlines and so forth which
make it possible for the players to con-
tribute in some way to the events or
outcomes already narrated by Tolkien.
This strategy of making the player-
characters the “unsung heroes” of
Middle-earth tends to eradicate the
problem of a closed world. This sort of
thing often requires some delicate ma-
neuvering on the gamemaster’s part,
but it is one of the jobs of any good
sub-creator. Regardless of what your
style of play or point of departure may
be, the most important thing in run-
ning a Middle-earth game is that your
players not feel that their characters are
simply walking through a cardboard
world, but one in which their actions
and choices will make a difference. In
this kind of usage of Middle-carth as a
role-playing setting we ourselves be-

come participants in the ongoing pro-
cess of sub-creation which Tolkien has

begun. I8
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(If there is anything that | have missed—and I'm sure there

is—please send me the references so that we can put together a
comprehensive bibliography qf everything in print having to do with

role-playing in Tolkien's world. )

The South-kingdom of Gondor

Osgiliath (forthcoming)
Anérien Minas Tirith (8301)
Calenhad: A Beacon of Gondor (8203)
Ithilien Minas Ithil (8302)
Gates of Mordor (81095)
Ghosts of the Southern Anduin (8109)
Lebennin Sea-lords of Gondor (3400)
Star Spray (White Dwaj'#?ﬁ 1-36)
Belfalas Havens of Gondor: Land of Belfalas (3300)
Assassins of Dol Amroth (8106)
Morthond Erech and the Paths of the Dead (8060)
Haunted Ruins of the Dunlendings (8101)
Calenardhon Isengard and Northem Gondor (2800)
Mouths of the Entwash (8011)
Harad Umbar: Haven of the Corsairs (2400)

Pirates of Pelargir (8104)
The North-kingdom of Arnor

Arthedain Rangers of the North (3000)
Bree and the Barrow-downs (8010)
Dawn Comes Early (LRO)
Darker than the Darkness (LR1)
Bad Men Full o’ Thievery (LR3)
Rogues of the Borderlands (8014)
Weathertop: Tower of the Wind (8201)
Rhudaur Hillmen of the Trollshaws (8040)
A Sample Game Environment (MERP:95-105)
Phantom of the Northern Marches (8102)
Trolls of the Misty Mountains (8103)
Dark Mage of Rhudaur (8013)
Cardolan Lost Realm of Cardolan (3700)
Thieves of Tharbad (8050)
Woses of the Black Wood (8107)

Raiders of Cardolan (8108)

of Middle-earth
role-playing
(1982-1992) Nowto, CA 4548

The Misty Mountains

Chris Seeman
P.O. Box 1213

Angmar Empire of the Witch-king (4020)
Mount Gundabad (3110)

Goblin-gate and Eagle’s Eyrie (8070)
Elven settiements Rivendell (8080)

Lérien (3200)
Khazad-d&m Moria: The Dwarven City (2900)
Fangorn Forest Ents of Fangorn (3500)
Dunland (3600)

Ghost Warriors (8016)

Rhovanion

Greenwood the Great Mirkwood (4010)

Halls of the Elven-king (8204)

Denizens of the Dark Wood (8111)

The Necromancer’s Lieutenant (8113)

The Dawn of Unlight (White Dwarf #1:28-32)
The Plains Brigands of Mirkwood (8090)

River Running (8114)

Perils of the Sea of Rhan (8110)

Dagorlad and the Dead Marshes (8020)

Tauréfanto (White Dwarf 87:30-37)
Ered Mithrin The Grey Mountains (3113)

Mordor Gorgoroth (3112)
The Tower of Cirith Ungol and Shelob’s Lair (8030)

Teeth of Mordor (8202)

Southerna Middle-carth

The Raj Far Harad: The Scorched Land (3800)
Warlords of the Desert (8012)

Forest of Tears (8015)
Hazards of the Harad Wood (8112)

The Yellow Mountains Shadow in the South (3900)

Greater Harad (3111)
Nazgll’s Citadel (8205)
The Mmakan The Court of Ardor (2500}

Thematic Modules

Riders of Rohan (3100)
The Usurper’s Reign (forthcoming)
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Other Hands needs writers as well as readers in order for it to stay afloat, and we urge you to submit what-
ever you would like to see in print. Although we are still in discussion with Tolkien Enterprises as to the legality
ot publishing actual adventure scenarios within these pages, Iron Crown do not object in principle to such ma-
terial being published in Other Hands, so long as they are not themselves excluded from participating in our
journal. Issue 2 is scheduled for publication on July 1%, 1993, and June 13™ will be the submission deadline
tor that issue {(any materials received after that date will be published in the October issue). At present, we have
the resources for translating submissions in Spanish, but all others must be received in readable English in or-

der to be considered for publication.

The content of the present issue is intended as a guideline for the kinds of things we are interested in pub-
lishing, but the scope of this journal is ultimately defined by you, the subscriber. We list here some ideas for
features we would like to see in the pages of future issues:

1) A letters column for those who wish to communicate and discuss about what others have written in the
journal, or about any topic of gaming interest.

2) Constructive feedback on ICE products, or evaluations of MERP (both Iron Crown Enterprises and Tolkien
Enterprises receive copies of Other Hands, so here is an opportunity to be heard).

3) Articles on how to treat certain aspects of Tolkien’s world from the perspective of game mechanics (by a
particular rule system or by rule systems in general).

4) Profiles on the inhabitants and creatures of Middle-earth (whether invented or taken from the books).

5) Articles comparing aspects of Middle-earth by analogy to the history of our primary world (and sugges-
tions for how such comparison might be exploited in the development of a campaign).

6) “Databases,” or collections of references from Tolkien’s works relevant to a particular topic (e.g. magic).

/.) Advice for gamemasters on how to run a campaign that “smells and tastes like Middle-earth” {to use Eric
Rauscher’s expression), or reflections on your own trials and tribulations as a GM or player.

Submissions are welcome in any form (preferably legible), but are easiest to edit when received on a floppy
disk. Word for Windows 2.0 is the editing software currently in use, so if there is any question as to the read-
ability of your disk, please save your document in ASCI! or text-only format and include a hard copy. All submit-
ted materials remain the copyright of the author unless we are otherwise informed. All submissions must be sent
to Chris Seeman: PO Box 1213, Novato, CA 94948 (USA). Please write me or call if you encounter any diffi-

culties, my phone number is (415) 892-9066.




eople of Osgitiath!” Orodrech of Mor-
thond addressed the multitude assembled
before the Dome of Stars. Your defence of
this city has been o valiant one, and yer
surrendering peacefully you have lost no honour
but racher have shown wisdom in a hand Time.
Eldacar who once was king is now fled, and so has
abandoned that claim. The captains will choose a

rightfal saccessor to rule over you in his scead. We

are ot your enemies! See, Ornendil whom you love
| have defeated in fair combat; he shall recetve mercy
and five without shame. Pledge to us your loyalcy
and you shall fare likewise.

The crowd heard him gladly, chinking thac
cheir lives and the king s son would be spared if they
submitced to che victorious rebels. Orodreth, too,
was relieved at cheir response, for he desired to stay
che rebels from exacting punishment on Che cicizens
of Osgiliath who had supported the now—exiled
king during the siege of the preceding months. He
had personally led the final attack on che Greac
Bridge, and had captured boch Ornendil and bis own
cousts Mordulin, who was Ornendil's becroched. Ac
firsc he had purposed co allow chem to escape Che
city. for they had been close in friendship before che
outbreak of the Kim—strife five years ago: buc
Angbor, Damrod and Gelmir, Orodrech’s trusted
compantions from Linhir, urged bim Co bring Chem
before Che captams for judgmest. Castamrr, Chey
assured bim, purposed to spare them in onder co ga

It was a lie.

As the people debated among themselves what
cheir answer should be, a voice was raised among
the captains. It was Lord Calimon of Lebennin, che

- cousin of Castamir who held a grudge agamst

Orodreth. He had bribed Orodrech s compantons ¢o
persuade cheir leader to bring Ornendil inco cheir
power, and now his rival from Morchond had fallen
into Castamir s Crap.

‘Orodrech,” said he, ‘the captains applaud
your undying efforts to avert needless bloodshed m
chis unforcunate scrif; but ic seems that in sparing
Ornendil's ife you have overstepped your bounds.
For chough €ldacar is fled as you say. he has not
in truch relinquished his claim to the chrone. You,
Orodrech, have willfully spared che life of his son
and heir who is a Chreat €0 our righteous cause; and
some there are who tell us that you had even
contemplated to sec Ornendil free, rather chan
slaying him at once as you should have. What proof
have we that you also do not harbour ill-designs
agaiast us? What assurance do we possess that
your betrayal is not a ploy of Belfulas agamst Che
captains of Pelargir? Indeed, what coken of your
aflegiance could you give that would dissuade us
from naming you traiter?” At these wonds Orodrech
grew silent, knowing that he had been betrayed. His
treacherous companions swiled at Che success of
Cascamir's design. Mondulin clutched Ornendil,
farng for che e of b beboved, The e of

the confidence of the people. Only in chis way, Chey Osgibiach hung by a thread

said, could Orodrech hope to save the people of

Osgiliath from che vengeful captains of Pelargir.

But Calimon laughed, and mocked his defeated
rival. ‘Come now, Captam of Morthond! What
better way €0 allay our suspicions than by fmishing
what you have started? Kill Ornendil, or be
declared our foe!

Then Orodreth’s heart was smicten as with a
blow: and he drew his sword, knowing the evil that
he was about to commt for the salvation of
Belfalas. For he perceived that should he failed to
comply, Castamir would use his disobedience as a
precext to invade bis uncle’s fief of Dor—en—Crnil
that had remained neutral during the war agamst
Cldacar. Mordulin was torn screaming from
Ornendil’s side by Cascamir's men, cursing her
cousin to death and darkness for the doom he had
sown; but Ornendil stood his ground, seemg his
death. ‘Did 1 not warn you that che rebels would
be your undomng, " he said to Orodreth, whose blade
wavered; ‘now we are both crapped by Chis
usurper s design. But Orodrech, biided by despair,
raised bis sword and cried: ‘Forgive me, Ornendil,
and curse my fate!’ And he slew the king's son before
the people. Then he casc aside his blade and, fulling
to his knees, raised his eyes o heaven and whis~
pered: ‘Neichan #i gerino.

Uipon seeing the murder of Ornendil, che people
of Osgiliach were unable to restruin their wruth and
began o attack the rebels in a mad frenzy, only o
bcshngbteredinbeapsupntbcmpsoftkbm
of Scars. Castamir gave onders at once €0 burs the
city and 0 show %o mercy T0 any who resisted. The

Usurper's reign had begun, and the memory of evi




Sondor During the Kin-strife

A Forthcoming
Middle-earth

Campaign Module
by

Anders Blixt - Mats Blomqvist -
Gunnar Brolin - Sanna Fogelvik -
Ake Rosenius - Chris Seeman -
Dag Stdlhandske

The Usurper’s Reign will be the larg-
est MERP publication to date, contain-
ing in excess of two hundred pages of
text concerning the fate of the South-

kingdom during the civil war of the
Kin-strife. Drawing upon previously
published area description modules,
and the creative work of its collaborat-
ing authors, The Usurper’s Reign depicts
the political and military situation of
Gondor’s chief cities—Pelargir, Um-
bar, Lond Ernil, Osgiliath, Minas
Anor, and Minas Ithil—during the
repressive rule of Castamir the
Usurper (TA 1437-1447). Some
twenty, full-length adventures set in
the year 1441 enable player-characters

to participate in the ongoing struggle
tor the destiny of the realm, whether
as underground resistance groups loyal
to the exiled king Eldacar, traditional-
ist confederates seeking to advance the
hegemony of the Usurper, or as indi-
viduals out to secure their own exist-
ence (or survival) under the new
regime. Fell deeds and deadly intrigues
await those who would brave the tu-
multuous events of The Usurper’s Reign!

Coming Soon ...




Product
Review

- Joe Martin

River Running

(Middle-earth Adventure #8114)
Iron Crown Enterprises, 1992.

One of our hopes for Other Hands is
that it will offer reasoned cevaluations of the
latest (or earlier) Middle-earth gaming pub-
lications, as well as reviews of anything
which might be of value to Middle-earth
role-players (e.g. other books, articles, ac-
cessories, etc. related or relevant to Tolkien's
writings). We look forward to Iron Crown’s
expanded re-issues of previously-published
modules, as well as the revised MERP rule
system, and hope that Other Hands will
be able to provide constructive feedback from
ICE’s primary audience. o start sending in
your reviews——the more the merrier!

River Running is thc most recent
MERP supplement published to date.
The approximatcly nincty pages of
text, charts, and illustrations that make
up this modulc comprisc six sccnarios
sct in the land of Dorwinion (presum-
ably around the scventcenth century of
thc Third Agc). The scenarios arc in-
depcndent of onc another, but may be
run with cqual casc as a scrics ot con-
sccutive adventures. In addition to the
sccnarios, a bricf introduction and cpi-
loguc provide background on thc in-
habitants of this region and infor-
mation about thc winc tradc for which
it is tamous.

The adventures contained in the
moxlule share ccrtain common themes
and plot clements. Each sconario is sct
or begins in one of the many small vil-
lages along the Celduin (8. River Run-
ning) which, up until now, has cnjoyed
a rclatively screnc and prospcrous ex-
istence. An ill (or, in onc casc, an op-

portunc) event transpires which in
some way threatens the lives of the

- peace-loving villagers, and which can

ultimately be rectified only if a party of
wandering mercenaries is hired to set
things right. In five out of the six sce-
narios, the minions or purposes of the
Necromancer of Dol Guldur are di-
rectly or indirectly involved: in all but
one of them, violent contflict is the
necessary means of resolution.

The first scenario, The Corruption of
Durannon Wood, draws on the Tolkien-
ian theme of the malcvolence of sen-
ticnt forests. It tells the story ot a
vengeful exile from the sleepy little
village of Kardavan who was cheated
out of his inheritance, and who has
returned from a stint at Dol Guldur to
get cven with his ostracizers by trans-
forming the local forest into a minia-
turc version of Mirkwood, spiders and
all. A reward is offered for explaining
why the forest has gone bad, rescuing
any surviving victims of its malice, and
presenting proof that its evil has been
vanquished.

The second scenario, Hijacked Wine
Barge, tells you all you ever wanted to
know about trade on the Celduin, and
what to do when you run into the
problem of Uruk-hai river banditry. A
rencgade Orc band has just landed it-
sclf a valuable wine barge by ambush,
and its surviving owner is attempting
to raise up a posse in the ncarby river
dcpot of Caradsurga to exterminate
the thieves and recover whatever cargo
the Orcs have not already imbibed.

The third scenario, The Gargoyles of
J1aradruin, concerns an old, ruined for-
tress overlooking the small but impor-
tant toll town of Kartas. Another
wandering band ot Orecs, down on its
luck, has had thc misfortunc of taking
up residence in the crumbling ruins of
Haradruin, just prior to its having be-
comc the roost for a quintet of
beastics recently escaped from the

spawning pits of the Necromancer.

Each of these sorcerously created crea-
tures has its own personality and
unique talents, making them a veri-
table commando team for terrorizing
the locals. On top of all that, Hara-
druin is cursed with an apocalyptic
prophecy that the end of the world
will be nigh whenever suitably evil
creatures take up residence in it, mak-
ing their removal all the more pressing
for the restoration of peace, harmony,
and trade.

The fourth scenario, Carnage at Fo-
rodim, allows player-characters to as-
sume the roles of Aragorn, Legolas,
and Gimli by hunting yet another ma-
rauding Orc band across the plains of
Rhovanion in order to rescue innocent
captives before their captors reach the
safety of Mirkwood. This sleepy little
village is burnt to a cinder when its
potential saviors arrive on the scene,
its population recently abducted by the
Necromancer’s cronies. A cruising trio
of trigger-happy Elves far from
Thranduil’s halls offer their assistance
in tracking down the baddies, and a
pair of overzealous village lads who
managed to avoid capture beckon all
wandcring swords to oblige themselves
of the timc-honored tradition of giving
aid to strangers in need. A race against
timc begins.

The fifth scenario, The Wounded
Drake, begins when a wild-eyed Los-
soth stumbles into the small village of
Pardfan with the excited (and suitably
exaggerated) eye-witness account of a
dying dragon in a nearby cave ripe for
slaughter and “profitable dismember-
ment.” The gullible villagers, cager for
salvage rights over the worm’s valuable
parts (i.c. scales, horn, bones, etc.),
gather a harvesting party and hcad off
for the Iron Hills. Unfortunately, the
drake is not in as bad a way as the vil-
lagers have been led to believe, and
joyfully awaits its anticipated meal.
Characters hoping to partake of the
worm had better be quick cnough to




see that the current expedition is get-
ting the drake right where it wants
them.

The sixth and final scenario, The
Man-Wolf of Galgorin, is a classic tale of
unintended lycanthropy and the
struggle to cure (or destroy) the un-
knowing victim betore he devours all
of his neighbors and becomes a pawn
for the Necromancer’s machinations.
The peace and serenity of the isolated
village of Galgorin has been shattered
by an unnatural plague of wolves and
wargs that now infest the farmstead of
the swiftly-transtorming local who was
bitten by a werewolf while on sojourn.
Because the man is not yet wholly in-
tected with lycanthropy, would-be he-
roes have the option of trying to
rehabilitate, rather than kill, their op-
ponent with the help of the village ly-
canthropy experts.

All six of these adventures are de-
tailed and internally consistent, pro-
viding fairly conventional, “episodic”
plots which can be played out in a
single session of gaming; they may
therefore serve as useful “fillers” for a
lengthier campaign. There is also
nothing particularly original about
them—or, rather, there is little in
these scenarios that gives the player a
taste of what makes Dorwinion a dis-
tinctive and interesting game setting.
Small villages with their idiosyncratic
problems can be found practically any-
where in Middle-earth, Dorwinion
included; but one might have hoped to
find at least one adventure in this col-
lection which would involve characters
in what the inhabitants of Dorwinion
(according to their resume) do best—
namely, mercantile adventure to far-
oft, exotic places.

In actual fact, the epilogue of the
module addresses the issue of how
characters might utilize their new-
found fame (or infamy) from their re-
cent exploits to win themselves a
position in the wine trade, either as

agents for the Dorwinion “Realm-
master,” or as holders of the coveted
license to export the legendary Dor-
winion vintage. River Running would
have been a more balanced module if
these adventure possibilities had been
exploited as more than an after-
thought, particularly since the author
himself states that “arrangements for

proﬁt are more honorable than com-
bat or adventuring for treasure” (87),

which is what the greater part of these -

scenarios boil down to. Accordingly,
we look forward to a second Dorwin-

ion adventure module which bran-
dishes the cry: “See the Middle-earth!
Trade in wine from the Land of Maid-
ens!” (90).

While the content of this module
is in general solid and well-conceived,
there are a tew minor aspects of it
which bear nit-picking by the Tolkien
purist. The background material on
Dorwinion is necessarily incomplete,
and may be fleshed-out in fuller detail
with the Ready-to-Run module Perils
on the Sea of Rhiin (#8110); neverthe-
less, this reviewer at least would have
liked to have heard something more
about how the inhabitants of this land
characterize themselves. We are never
told, for example, what these people
call themselves (certainly not “Dor-
winrim,” since Sindarin is presumably
not their primary language). Why,
moreover, is Dorwinion referred to as
“the Land of Maidens?” This is never
explained.

Other peoples or races are some-

times referred to in this module with
unwieldy diction: Sagaths (Sagath?),
Logaths (Logath?), Logathian (Log-
athig?), Lossadan (Lossoth?). On a two
occasions, one Eothraim character is
anachronistically called a Rohir (74,
80). More significant a deviation, in
my view, are the references to the
Necromancer as “the Nameless One”
(6, 9, 32, 48), which seem to imply
recognition of the Necromancer’s true

identity (which is not supposed to be
revealed—much less perceived by
anyone—until much later in the Third
Age. Similarly, my understanding is
that Uruk-hai do not appear at all un-
til after the year 2000 in Mordor—
not Dol Guldur at this earlier period
(33). On one occasion, there is a Dor-
winion military officer who is conver-
sant in Black Speech (37), a secret
(and dead) language in the Third Age
known only to Sauron’s most intimate
servants.

The organization and presentation
ot the module is reasonably clear,
though it is often necessary to read a
scenario in its entirety in order to un-
derstand its basic plot. A summary
paragraph at the beginning of each ad-

venture for the benefit of the game-
master (such as we have provided in

this review) would have been much
appreciated. Moreover, because the
epilogue provides the overall rationale
for adventuring in Dorwinion, it might
have been better placed at the opening
of the module. Some of the illustra-
tions and maps might have been more
tightly integrated with their accompa-
nying texts. The one serious organiza-
tional flaw of River Running is its lack of
any map which locates the individual
adventure sites in the “big picture” (as
one who apprehends things visually, I
found the elaborate written descrip-
tions of the locations of some of these
village settings difficult going). It is
unfortunate that such a map was not
included, since I think many will agree
that Pete Fenlon’s cartography is one
ot the high points of the Middle-earth

Role Playing series. |

Reviewer: Chris Seeman




