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1.0 NOTES ON THE 
FEATU RES AN D USE OF THE 
MI DDLE·EARTH SERIES 

COMMENTARY 
This series is intended as a 1001 for gamemasters who wish to have a 

strong working foundation for fantasy role playing campaigns based in 

J . R . R . Tolkien's Middle--earth. The modules detail specific regions of the 

continent of Endor. and attempt to give the reader a vicw of the physical, 

intellectual, and spiritual structures of Ihe given area; politics. culture, 

geography. climate. and magic are all included. Since these territories can· 

not be fully described in any modest tome, emphasis is given to the domi­

nant and/or primary features. Where it is possible, ''typical'' layouts are 

provided, giving the reader an approximate idea of what would be found in 

a given place or a similar setting. All of the data provided is aimed at giving 

a picture of pan of Middle-earth, and [he gamemasler is encouraged to use 

these resources to build upon; certain vague areas and details that could not 

reasonably be included in the modules can be defined by using the founda­

tion providt.."<.1 in conjunction with one's creativity. The invaluable source 

malerial found in Tolkien'S works and the continental map of Endor are 

ideal aids, and act to stimulate this process. 

Each module covers certain citadels and settlements with great care TO 

detail. Nonelheless, these works are not intended a .. "ready-to-run" cam­

paigns. The gamemaster is given the basic information necessary 10 unders­

tand and visualize a part of Middle-earth, This data, combined with ex­

amples and whatever source material the gamemastcr wishes to employ. 

will enable he/she to add whatever color and detail is deemed necessary 10 a 

given campaign. Any fantasy role playing rules system Illay be used, and 

any form of campaign can occur. so long as the gamemaster and players are 

salisfied that it fits their requirements. ICE provides a descriptive view of 

the continent. with a general overview and certain key structures and con· 

ecpls; beyond Ihe given foundalion. it is up 10 the individual user fO set up 

the campaign. Creative guidelines. not absolutes, are emphasized. 

The series also provides interesting soun:e material fOT those desiring to 

understand the nature of a particular region of Middlc-e8nh. Each module 

is based on extensive research and attempts to meet the high standards 

associated with the Tolkien legacy. Where the material is interpretive 

and/or speCUlative great care has been taken to insure that Ihe conclusions 

fit into the patterns and schemes that have been defined. In these areas. the 

modules aim at providing Ihe rcader with the flavor orthe region. no morc. 

Stimulation of the crealive processes is the goal, and ICE does not intend 

such material to be the sole or "proper" interpretation. In addition. always 

remember that Tolkien's works are the ultimate sources. Whal is provided 

in this series, however, is a consistent view of all of lhe continent. We hope 

that this will help the reader to delve deeply inlo the wondrous world that is 

Middle-earth. 

1.1 DEFINITIONS AND TERMS 
The follo"';ng subseciioos pw .. ide haOily reraconce .nd informational dala. Fo r . more in dtp.h 

analy�iJ of cen.in lerms, coosult Ihe various 50urcu lsec s-elec ltd readin!! S«tion of module). 

1.11 ABBREVIATIONS 

A. ________ _ 

A(t. ________ _ 

AT. ___________ _ 
bp. __ -------- -
n.S. ___________ _ 

0. ___________ _ 

Cit. ___________ _ 

cu. ___________ _ 

cp. ___________ _ 

CRIT. __________ _ 

Ou. ___________ _ 

E. ________ _ --

EI. ___________ _ 

Em. ___________ _ 

EP. _______ _ ---

1.1\. ___________ _ 

F.I\. ___________ _ 

OM. _______ _ ---

t". ___________ _ 

If. ___________ _ 

liar. ___________ _ 

Hob. __________ _ 
I " . --- - -

Ad unaic 

all,hly· 

IIrmor type 

btonu p ieCc(5) 

Blllck Speech 

chansma· 
<':"Ih 

c(msrhution· 

oopper piece($) 

erilicalitrikf 

I>lInl(l1diog lonl"('$ 
Ed.i" 
t::ldQrin 

emparhy· 

e�hllUSlion poinus) 

"r�1 Age 

FOllnh Age 

lamtmil..'ller 

told piC'Ce 

Ilobbili�h (Weslron �'ariam) 

Harlldrim 

Thr Hobbil 
inluilion· 

Inl.____________ intelliltnCeo 

ip.____________ .ronpiC'Ce(s) 

Ka. _ _ _ _ _ ___ _ __ _ Kuduk (Ancient MHobbilishM) 1 

"h. ___________ _ 

LQfN. __________ _ 

Mc.________ _ __ 

ME.____ _ __ 

mp. ___________ _ 

MP.____ __ 

Or. ______ _ ----
I'r. ______ � 

Q. -----------
Qu. ___________ _ 
R. _______ _ - --

II.t.___ _ _____ _ 

II.h. ____ ______ _ 

II.R. _______ ___ _ 
s. ___________ _ 

S.A. ____________ _ 

so. _____ _ ------
�p.---- -- - ---

S.T. ___ _ - -- - ---

51. ____ _ -- - ---

T.A. __________ _ 
T C'l1i· ____ _____ _ 

tp. ___________ _ 
" ._------ ----

Khuldul ,Ow.rvl�h) 

I.llra of Iht Rings (I - Book I. C'le.) 

mtmory'"' 

Middle�arch 

mithril pia:�s) 

mOH:mnu pOinlh) 

Orkr�h dial«u 

presence· 

QuenYIl 

q'lIckneu· 
Rolli.ric 

re;l.)()ninllo 

Rho"lmion lon8u� 

Tl:�illanC(' 1011 

Sindlrin 

Sfi:ond Alt 
self disciplinc· 
sil�rl piC'Cth) 

Silvln longllO 
�Utnllh· 
Tllird Ale 
Tengwar 

l in piKe(s) 
v� .. iag 

w.__________ Wnuon(Common) 

Wis. ____________ vo"jMlum· 

WOo ____ __ ______ WUIC (Orl)«1�rnl 

• refe rences 10 �UII� 

1.12 DEFINITIONS. 

The majo rily of uniqut 'trol�lInd Ir.nslalions from Thr Jlllbbif and Tllr I.ordoj,IIr Rl1flJ arc nOi 

dnctibc:d belo .... : ralher thty an: 10 be found dsev.·here in Iht lUI. in Iht \.t'C1ions tontuninK pla�C'S, 
in llabilanls, cit. 

A,",,,, T,pt (AT): Armor i� Ihe biuic prOCttllve upahilhy a�igncd to Iht maler;al tovtTing Ihe 

body. Armor I)"pe: refen 10 the spC'Cirit kind or cO\·eriOIJ foond on II liven tharKin/creature 

le.K. AT 15 rtftrs 10 �full ch .. in. n chal ll mail oovtrinS most of I hoc body in Iht form of a shin 

and lellllin,s· or any equh·lIlenl). Armor t)'pe" is �ynomymous with "armor cllH�." 

Chan",;!ln .. : Chllnrlf.'lulK u·p.C'Sents Ihe pOWtr from thOSe on high (C'.,. the Valar) a� channtlnl 

through their follo .... CTs. olhe' ipell us-eu. or 11K source ban,. I. IS .he POWtT of Ihe ditlies a! 

manifcMtd in lilt YC'vC'r�aay" world. Ptofn�ions uiinl channeling: deric, lIealn. animisl. 
r .. nlltr . :ul r olOllcr and sorcertr. 

(.lIl1l'fi'ltr: See "pillytr char.cler.� 

(;(lm"a' Roll: A roll rep resenl;nl a combat swing or missilt a!lack. 

Cuno.'\I)!>iun Hil�: Accumulated d�m�l'.c ro Ihe hody.IJO'I-\;bly lead inil io shod. lind unc(ln�lonlm:�). 

NO.,..:: Till It"., Yhi'� � .. ·iff 1(>fr.tfim", bt IlHfi ;trJftQd of "co<�u:;sir", IIlls.-

Critklll Slril,;t (CKIT): An �p«ially erfC'Cliv( swing. rni!>Silt all ack . Of spC'lI whio::h pene. rales I he 

I argel's bllsic defens e� II nd resull] in somt Jpn'ral OT .ddil ional damalC'. somt! hi n8 mOTe Ihiln 

Ihc Iypical concussion hit efrKI. 

Dde"HVt 80""5 Il}B): The lo.al sublrac1ion from Ihteomba. fOU due to Ihtdefeodel·}ad,·.magts. 

includi ng bonu� for def('1ldef dUltrity. shield. superiority of armor, �il ion .• nd masie 

items. 

D""td.in: Thest h iSh men w�re Ihu� Edain ("rarheu of men") wllo �lllcd on I he idand contintnt 

of Numenor, rar to .he wnt of Middk-catlh. Tht Dunedain oonqllclca anMllr coloniud 

many arus alons tilt wellern. southern. and ea�lern COlISIS of Eodol dunng the �na Agt, 

and were 8rtat lords :mlUng men. Unfortunalel), Iheir Ilrcltt dnicC' for po .... er latlea't �monll 

some) led 10 the destrUClion or their horne i�land in the middle of the Seeona Age. This 

YDo .... ·nfall� occurred a�. resuh of Ihcir iovasion or lilt Undyin& Lands and challenle 10 the 

Valar. 11lost eallt<! lilt MFailhful" oppo!<d Ihe pohcie, and hatred of tke!' whICh ltd 10 Iht 

Downflili. and .... trt uvcd when the islC' ,ank. Tht)' IlIler founded lhe kinadomsof Amor and 

Gondo!' [in Ihe North lind Soulh of nOrthwestern Middle·tanh). Many Munfalthful� gTOUp, 

luryived in Ihe variolJS culuni�) of lire DLl ncdain esl ahll�hed in happier limes (C' .g. tht ·BI3c� 

NumcnoreansM of Umbatl. The term lJuncdam rdtrs to Iht Ndmenorcans and thtlT dacen­

danl� io Mladlc·eanh. ,.oups "'IIit'h J'I'M�e\.o;ed coosiderable physic.' and mml.1 "'renlllh, 

longevily, and a rich cuh ure basrd in artal pan on tl"ell wa ys. They art but ont S'OUP orrlM: 

Edain. a collect h'e IlfOu1!inll of men wI! h rdal ivel)' IILI vanccd cult u re It nd I Ta ct'S ° r Elvl�h blood 

who hlld Dld�d in the .... ·ar� a&.iosl MOl80lh in the fir�1 A!!.C'. Tran\: S. "Edain orlh(' W�\.­
Sing. Duoadan. 

Owu,",'!! (Klluld): The DwarvC'S arc dcsccndanl5 of the Styen Fathtn of their kind and lied 10 Ihe 

Vala Aule IThe Smith). They He said 10 have coniC from 'lOne. The1f ",en 1i"t� or housc� iICl­
lied II "arkly of �eparalt area.�. usu�lly in or by monntarns. OW;I.T\'C'S .re rllther shotl. about 4 

105 fcel in hCllllt (Iht .. omen stiahll>·IC'S�). Mock)', ana ofruddycolllpluion. Thtyh.\,e deep­

!<tl tyes. d.rk hair. Iwd btard� , .. hidl they glOw long and of len braid). Resisllnl 10 di�3.\.C5. 

and t\tretlld� strong. they livt an lI\'tuge or250 years. lind of/en 10 Ihe lIjeof 400. The)' have 

�uperior �igh I undersr 011 nd and in plaees of n�A r 10Iai darkness. Their cra fts are �uJ1Cr b .  �nd 

Illey IIIC u'l�urpas�d worker� of �tonc. LlkC' orcs. Ihty are maJlu� of rnctal .... ork: but unlike 

.he 8oblin�. Ihey .clllt"oca s.tmt ofbeau.y as .... dl.urrenllh and ulrlrt). No race minn al well 

liS dwa,,('$. Rtlalivd), un fert ilt lind lae� i nit " omel1 ..... ho con�tilUle 1('$$ I han II third of IhclI 

kind), lhey larely slIe )'O\lns • or t\·tn marr)·. O .... arvcs know of malti,e alld t'C'l'IaHl encllant· 

menl s. bUI IIcl1erally .w:off alille .. 'aYl 0 r conjurer I or I hc us-e ° f spc:lIl. pr ef er n ns i n�tead to usc 
�uch po"'er in the makiog of physical hems. 

l)wa.ve$ speak Khuldul. a guardtd lOngue kno .... " by vinually no one bUlthe,mel\cs. and 
i nscribe U�I"8 the Anllertha) Moria, It variant of I he ellt h (a lunlC SCTlpl). K hu I.dol i� mar ked 
b� ha rsh C'onlon anls and lists 1 hrce-conml1:t.nt P11lltrn� 10 denote �U!1lmon con("cru 1. For e.'­

H m pit. "KZO" SI ruel u'el .erel 10 the Dwarvn or I h I nil esscnt ialw I hc O"'H rH'n idem ilY (e.g. 

KII.lld - Owarvcs. Klluldul- »wlln ish). 



The 1111'0 kindred! di�\uloed here afe tho�e of Durin Ihe Deathlm and !:Jalli (II Slone hand. 

Tht fUlmer. �Ourin'i FOlk.M is the old"1 and mOSI re"'ered of the Seven Uou!oe:S. They art iden 

ufied by Ihtir unu�ually lonl. forked Jx-olrd$ which are of len braided and .. am tucted inlO 

Iheir btlts: hcn("C Ihc labtl MLon.btard1." 8a1li'� Folt i� an "ea"ern " OIlP," and il� kin �pori 
each "'car • rinJ of dllllk.,I.�y l\(1ne on Ihe �mall fineer oflhe1r lefl hand. 1J0lh Hou� fa"or 
00101 fill. hooded clolh in, .nd hand .rms. Although man)' are prolicitnl wilh 511ndud bows. 
Ihey ,enerally employ crouba .. , .. htl! • ne ed for "llUlle .... c.l'0ns alisa:. OWDr�'C"S like 

I11cchanicol devices. 

rhe wneesl ral home or Durin's Polk h BI Khalild-dum ("MMia" or �Hlldh(]dlond" IIrnOn& 
Ihe �Ives). UalJi 'l HouJe i� cenlered al Akhu�dllh ("Ahul�"·l. 

t:lulfrlina) : A generali zed Irouping of a Iremendous �arielY of ra�'e� occupying Middle­
-earth as far Wf§l a$ Mhun. A OM should notE Ihal Ihe le.m essentially corresponds 10 �an)' 

.:r(/up of men .. hOle "ayslfealien .nd whose lands al� untnown . M II leaJt in Ihf�)'Cl>of annc_ 
cupanl of "'eSltm JI,1rddk-carlh. 

t'Jvu: Though buically �imilal In mnrlal men In n'051 wa)·s. EI�es ha"e ��eral ullpOrlant. If sublle. 
differences. As a IDCe. Ihey arc latlcr Ih.n mOSI humans. Ilthoulh slendcr: Ihe male height 
aYcruging bet .. «n 6 f('(1 and 6·1l)�. yel weighing bUI I �-200 pounds. le'p<'\:I,,"el�. The .... om(:n 

of lhe Elvt$rang.e rrom S'6" 106'2", and nrc also §Iim. �I"en mcn ha"e no faeral haIr. and 1I� � 
rule. they have Ie$.! body hair Ihon humans. Apparenlly hilhly resistanllo eXLle.nrs of nil I ural 
hnt lind .:old. Iheil ctothinll i� u�ually fnr deoorarion. camnunagr. or. p!:rhllps. mOOnt). 

GenCllI.tt), Elve� arc fairer in appu.ran(e I han I heir mnnal brnl hers, ha\ Ing n nCr (cal ur e� and 

unm/trrcd �lrn. Thei. Ioen�n arc e�lIcmelyl.:ef"n. e�pedally lhdr hurinl. and sil/,hl: they are 
able 10:1« on a ckar • �Iar-or-mooillil ni,hl . as if full day lighl. Their �i.�ion is (0' ropomli"r.1y • 
reslllelcd ... uh 1c:M h,ht. down to bUI a fe .. feel in .. hal a man would �alJ -pilch black�. 

I'elhaps mO�I imporlDntly: Ehes do nlll age or gTn ... old: and the .. bodies o.e immunc 10 �II 

baclerial and "iral inre('\iolls. Thu�. Ihey �re v, rluaU)' immOllal. lexeq:lIin& "Ioknl dealh). 

They heal quickly. and �how no.'ear� (althOugh they do rIO{ r\,&c:nCI�I� lllnb�). 

,\boUI Ihe kindrrdJ of Ihf Ehcs: Ihere arc Ihe Ih.«" d;vbiou) of Ihe EJdar; and Ihe Sil,an 

f!lyes: 

The "Fa.ir Eh·�-. highl'lir and mO�1 lordly. mignlro �\XIn dieT Ihe cumi ng o f  Ihe Valar 10 

Vali nor (The Und)'ins lands) lind d .. ell I he. c st ill. Thc)" havc hair Ilf golden h1onde. blue eye�. 

and fair skin; and Ihey prn)�t a \ I)rblc aura al all limes. The) are. a) II rule. mu�i�all>' ralemed. 

and "'car garmena of whlle. sil"er lind lold. 

The Hi&h Elyes. or Noldo •• lire more Siurdy or build (yet still mor"\" slendel Ihan human$l. 

tllld dllker: Ihc-ir eomplnlnn� arc a) iffllnned. and Iheir hail is black or dark brown ... ilh few 

e."(�plions. Their e)� can Ix' or any colour, althouSh brown or Mlel predominales. 

These Eh� are thr bUlldefs and craftsmc:n or Ihc: kind reds. mMI .killed in fille melal .... o. l: 
wellf'On}. armoUi and beaul. ful J('\I>eiry. Their jewekrarl is 1Ilsn unsurpa�\ed. The- H igh EI"e� 

arc t he mOSI litely rn li�e in �1I,es. builci.n.: I:ral"Cfut. marble-walled lo"'n� for Ihem�I'·n. 

Th�y arc al\O I he mml I'll riOIl� • po�'\C'\�cd wi I h It de�ire to learo a I I aoo ul I heir 511 11011 ndi nl',S HI 

lin Y COIl. which ha� mOl � ThAn r)rKe CillI!tCU IHem b"1 � 0 f Iheil ruce II) fa It fro m I he par h of light. 
Sindar _the third Rrl(t lea�1 Tloble "fth� Eldar. Ihe Sindarin (nr "Cirey") Elvu bC"&an I he greal 

mi8f1110n wi th Ihrir brelhren. bUI. ancl l'Ominl lO 8eleriand dId nOI ,0 o�er Ihe sea i nlO 
Vahnor and h\·t;d in Oollalh under Kirrll Thin"o!. AI Ihe �n d of Ihe hI\! A8e. many orlhe Sin­
dar �arled \\'�I, or dwelled "I Lrudvn or lOlien. ulldellhe .ule of NOldor l("8de.�. 

The Sindar 8re311y r�e'llbk Ihe Sihlln Eh'C'S physically. although Ihey lend 10 be more 

muscular. and pale hlue 0' �.cy eyn dIJmrnaled. The}' also !,refel CIOlhi1l1 of an apparent 

neulral ,ley colour which hu 8nra(lnl cllmounagin, f'O .. eu. 

Thf Sil�an. or "WoOO-<h·c«.M lIIe lIIore numfrous and "IU�lo..:;� Ihpn lheir brclhren. The)' 

lend 10 be rudd) of co mplc�.on ... jl h \andy hair and blueo. "('(11 cyes. NOI 8.\ lall a51he orher 

gtOUI�. I he)" are still C1uite lilltlll)f build. and lery adrpi HI mO'lng �iknlly. cSroeci3t1y in Ihe 
fOI est. They III e al�u lIIusic"tly falen led. alThollgh nOI as 11\ u,'h $0 as I he F ai r Elve�. 

TheH pI cf crred dOl he� arc u�ul\tly f Olest greell • .1:' ("). o. bnJw II. an,J ur e much more f unc_ 
lional in dnig.n Ihan Ihe drapc!d robe� and I umc� of I he Fair £1'C:5: Ihey arc less elabor31e I han 
ll.v�e "'VIII by Hilh Elvel. 

Ehn dv nvt nectJ.llcep. InMcad. rht)" r�ehe rtsl Ihlough medilalion in' ol�ing memoTl�. 

pall e' enh Ihey r�all .. il h remarkable yivld neM. NOlmally l he)' go in 10 I his I lance-like �Illle 

for appro,im,udy Iwo houn each day. ahhoUlh Iheycon lunctiOIl rVI rmmyda)'� " 'ilh linleor 
110 • eher. Wh ile rn .hei. mC"dillll ile SIIlI e. Elve\ are e,"emely dl rfi("ult 10 awaken; IhC}' ri<.e .III a 

('Ornl I're",ou�ly d�,dcd. 

.·umbl�: An C"Spt'Cially i neffcel ive ,wing or III i�ha. rdlilll! uri he "'ellpnn whiCh mlly pUI I he allac �el in 

a diudvanlagrous Pl»ilion IInd/O! damallc h.m. 

f;a",,.ma,'rr (GM): AI!>O kno\\n al I)M or dungeonmasler. Ihe lefelcc. judllC. elt. Thc uhim3re 

• U I hotil� I" ;,. lIiven fan III�y rolf pl.) illl18me. Th i� pemlO I� re�f'OnSlble for giyi nl life to I he 

game b) monilorina world e"enu and prO�ldtnllhe nectUllry lmalinall"(" aids. IIclshe inler­
preU rlll�, comrol1 c:realur,", and norr-vlaycr l·hllraclen. and mllinillins pla�·. 

(;0(1: NOI Ihe game.na�ler. bUI �ru • Ihe crealor or Ihe .. orld. inc:ludrnl Middle-c:arlh. 

t:.�ro«: The nloen� i� I hal ",hl�h b COllI ilIon to aliI hinl;�. li"in, 3 nd dead. organk a nd ; Ilolgallit. ! t 

Tepre.scnl� a forC:f and order whkh definn. or helps define, Ihe wAy<ioflhe .... orld. and IIl'h as a 
�()UTCe for !if)rne forms of spell po .. cr - for example. m3111C. Profess,ons u�lng e�Sl.'llce: magi­
cian. ill u�ion rSI. 3Iche.nisl. Ilwn k. 10 1 eel el . anu m)�1 ie. 

"'r�1 I\le (1.A.): The fir51 fC'Coldnl Aile uf Middle-earrh. h� besillrlillH) datt b��k 10 a period 
rel3li\ely KlOn a fle. Ihe dawn of li me aJ "'e kno ... · il and il� endullI paim was rn3r ked by Ihe 

o�tnhlow of Mor�O\h Ilhe MHlad Enemy"). Sauron's overlord alld menlor. The laiC!> of the 

1'1t�1 Aile arc. fOI Ihe mOSI part. found in J.R.R. Tolklen's Urtfini5hffi Tufes and Tilt' 

SII",arill,on. Thtse worh arc nOI u�ed or de!>(ribed wnhin .his module. �i,,�"C "'e lire focu�in8 

on Ihe Th,rd and tOllnh AICS. I(.'� usn I.A. 10 den ole rhe FirM Aae a.ld J' . A. 10 indicate 

F!\urlh Age dIlle, 

.·nurl II AI' ( , . . A.): The (ou rl h re.;ordrd age 01 M Idd ic-t:'arth. I f1e "Age or M en. � It began"" it h Ihe 

pI"i,,! of Ihc Three Ring' o'er Ihe \ea. !)lIringlhe Fou"h Age OIIQ.t vfllre Ehn dcparteu 
Mlddle-eanh for Ihc UndYln& I.and\: Olher non-mann.sh race� \uch al dwul\"C"S and hobbits 
�lIan I (J ,cc� !>OI il ude. fo r I heir .. aYI \\ cr  c no lonll('r undfr�lnml by lire 0' erlord I of Ihe ,"'om i­

nenl II1en. 
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1111, �t:one.woll 1IIIs): The amounl of damage an individual can 5u�tain be:fore he IOKiconsciolls­

m:u due 10 shock and pain. Death re!ultinJ rrom mlililive �Y51e1l1 s hoek OCCIIU if the K' 
cumllhlled d:otmllie points ruch Ihe 100ai or hiu + c:onstitulion. 

lIubbltsOI.JnlnRsl: Smalle.�1 of Ihupeaking peopk, hobbinlll"e-rag� bel"'een 211nd4 feel in heighl, 

and t end 10 be: fai. The), hue lar,e leet. YC"!)' hairy - to Ihe poinl 01 being �furry" ... -hich nf' 
almOSI immune to cold. nnd SO they 10 aboUI aim()S.1 al .. ars barefOOI. They.re;,.n innorremiye 

people. preferrinl lh e quiel of Iheir 0'" n �itla8e1. Loven of ,00<1 food Hnd drink , Ihey spend 

muc:h of I ncir lime 31 inns And friend's hou:\oCS. ealing. Th ey ar c able I", move "cry quici Iy. and 
have II high Ifvel af rna nua I de�1 eril)'. Hobbits alloO Dre po;».CI\oe,J of lin wrnllZin!l conslil UI ion. 

and c:an resi'l e"en Ihe mOSt I)()"erful magical and physkal darnaie for e�lended period�. 
There 3re Ihr� pnndpat .arielies. or Iribc1. Of Hobbits: Lh e lI(1r/IJQfJ, SWOTS, and Failohi(lf"s. 
The lall. 111m. f:air F:allohules arc Ihe lcan numerous. mOSI ad�erllulO us, and cJOS61tO EhCli 
an d men. The smaller. browner HarlOOl5 an� Ihe nlOSI common and arc dosest 10 Dwan'n: 

bolh race! enjov runed hrghlands and h.lls. The SIOOTS faU SOt!le .. hue in bc1"'«n in size and 

numbers. II Is I hl� Irrbe Ihal rel urncd 10 Wilde-rland durin, Ihe I 'Ih cenlury T A. and setl led by 
Ihe Gladden Fields. on Ihe Anduin'� "'(51 banle. 

InilillIVf: The ,urn of all f.el ors aff"'tin& Ihc i\Xed or a Jwinl. 

l.un: An unbre3kabl� rocle with a Slau-like lexlure and the Sirengih and cohe$ion of superb St�!. 

Norm311�. lacn i5 fou nd I n unique volcanic �pl U(iS. � pI tlars of 510lle WlilCh onc hilrdcned "'il h I n 
Iht sh3fl� or dorm;anl or exlincl Yolcanos. Th� deposia correspond w 1lh Ihe land formed 
during I he �lrug.l!tC$ or \,'clIgmh � nd r he other Valor when M iddlC'-t:'.li rr h wa� being $haped. Tht 

mCKI famou� 'lle is at Of/ltarl�or Istngtud. Blad laen is by far the 010" common. all hough II 
number nf clea./c:olored varielie� liso eXISI. The Olinedain of Numenor were Ihe only folk lu 

"'ork Ihe 5ulxlllncc on any "I".le. Ehn and o..a,,(5, howeve •• arc Icquainled wilh Ihe 

�ubslance's value and proper Ires. and Ihe art of lacn-clln·U!.I! i� "rlt lllo .. nln t'lIln:mc:ly �mllt 

cirde�. Its IDrlly and ullhlY arc legend. bUI fe .. men r«ollnilc or ulldeflland Ihe subl.la.nee. 

Maneu�fI: An aClion performed by a c:huOCLC"f thaL rCQuire� IInuJUul oonc:tOlration under pres�ur�. 

Of r i�k (i.e., cl imhing a rope. balancing on a IW8e, leaping a chasm). Thraclion II\USI be ora 

ph ysically a�li,"e nature. not "stallc. M 

Maneunr RC1I1: A roll reprcscntillg;an allemptw m;aneuver. 

Marllal An.!'! FOrml of Ili ad .nd �lf-defen5e whkh involve specialized menIal and physical train. 
ingand coordination. Milch of unlllmed combat and (Ombal uslnl weapon kala falls into Ihi$ 

ClIIC"&ory. 

Md«: Hlnd-Io-hand combat (i.e. c:omba! n01 usina prOJCCH�. 'PC"", or rni�ile weaponsl. 

Mtruall!ll1l.: That realm/sourc:e of power whIch IS c:onneaed with Ihe inl("fllal pallCf"ns of Ihe spell 
US(1". II is the manipulation of one's own essen� 10 produ� spclls. Profnsions using menIal· 
ism: menlolin. 5ter.lay healer, hard. mystic. and B)\fotOller. 

Mlddlt-nnlt: Endore: Endor: rhe Middle Land: Ihe Middle ConlillGIII. One conl;n�malland mass 
found in Lhe world. II wa\ no! Itself the entircty of tire .... orld. IIlthough Ihc aClion and events 
lound in The l/ubbillind Thl' I.ord Q/ rite Rings is focu� 0\1 tht Third Aae of Middlf-<arrh 

and Ihe ytry ocllinnin, of Ihe rounh Age of Middle-eanh. 

Mlrk.·ood: The IIrat slrelel'! of weslCTn foresl called b)' the EI�C's T(1ur·�NdiN'd'os (S. "Forest o. 

Greal Fe-arM). Like Ihe"Old ForcslM and Ihe�Fanllom.Mit in remnanl oflhe ,.eal forel! whkh 

orn:e cOI'ered mm;1 nf northweslern Endor. f'rior 10 Ihe end ohhc finl miltenium T.A. il ... a� 

known as "Greenwood Ihe Grelil. � bUI Sauron·.� Sh alll)wcnan ged the yerycuence of the non 

and fauna of I hc- (qion. NlJllhC"fn Mirkwood iJ Ihal area norlh of Ihe M en-i_NDugrim. 

Morgolh: The renelade Valli (sec Valar below) who coveted lordship O�'er Ihe world. and po$Sibly 
all e�islence. MOlgOlII (lit. "lJlack Enemy" S.) ",a� the embodiment and focus or dorkneu -evil 

Incarnale -and established lordihip O�CI northern MitJdle-cllrLh duringlhe Firsl Age. From hi..! 
hold at Thangorodrim in Ihe Iron Mountains (Ered EnlJIin) he btpn lo dominalelhc whole of 

the continenl; only the elVe1 01' tkkriand, the Edain. cCTIain dwan'ish groups. ele. opposed 

him. Morgolh crealC"d nlOIlY roul races or btinp by pen'enin, lhe living (for he eOllld nol 

ereare life ifloelf): orcs In mockery or ehes. Irolls as dark counterparl5 for enlS. elc. No power 
a�ide from Eru himself, or Ihe other Valar, could withsland lhe m.ghl of Ihis den\lgoo: he 

cnuld alter moumain ranles. ea�1 nlUlln anon hundr«l� (If mi les. and send 1egi0nl; of war' 

riors _ in("lud i ng dralon) alld balroLl,s - on nmpaitr:n s of conqu�l. His lerror .... s unpa rillelcd. 

Nnncthcle!.S, Moraolh'� "renglh .. aned wilh nch creal ion. Hi! Iron Crown was his Ll,rcaltsl 
pri7e. for it cmbrll�ed Ihe light or lhe �un and Ihe moon in Ihe form ofllle IhreeGreBI Jewels 

Ilhe Silmarilli) Iud eOlllaiLl�� much IJf Ihe Black Enemy'� nwn power. Mor&Olh wa� finally 

o'erlhro"n by Ihc hO!iI or tlrt Valu in a ClIlaciysmie bailie which SlInk much ornorLh"'nLCTJI 

M iddle-<arlh and MltetC"d Ihe .. orld. S3uron, one or Ihe Enemy's liculenlnls. surv,,'cd Ihe 

apocal)pse. 

NUJlul: Almealled Ihe "Ri ... wr.ilh..\�o, simply '"The NillC," IhC!oe w("fe nille a.cat lords of IIIen who 

"'ere en�la>cd b),Sauron in Ih(' Second Age. Each had apparenlly ro�((cd Ireat po .. cr lind at­
�plcd one of the Nine RinpofMen "'rOughl by $au ron . Smcc the TIn,s ... ·ere ,uled by the One 

Rina and keyed 10 the Dark Lord, Ihe NugOl bec ame $Ia"el!. A51lme passed th ey becamc im­

mon:il in a sense. undead, lind n o  longer possessed bodie, associatcd with LItt liying. El-ltn­

li aU)·. Ihey bcc,Inle M�hadow.�" of grea! power. and aCled as Sa uro\1', 1110S1 trust ed lieuLenant>. 

The Wilch Kinll or Angmar. also called lhe lord of Morg"l, wa$ Ihelr chid: he was Ih e LOrd uf 
I he NB7gui and pns\.tssed I he greal esl power of indcpendent .el iOIl. The Nallill"'ere ar raid or 

"·aler. some fir�. and rhe namc MElberClh." They were virtually blind by usual nandllrd�. bUI 

posSC"SStd arna.tin, sense. of smel t elc. whkh hc:lped Offsel Ihi, wuknCM aod lIa"e them 

Iremendous advanla,c.\ .n darknts5. Their po"'er wa) lessened durinSlhe dOl)'. and Khamul. 

the second 10 IheChid, had c()n�iderable fear oflhe lighl. Some oflheother� .nay ha"e �hared 

:ill or pari of Ihis na .. ·. Nonetheless, Ihese wr.ilhs lel\Cf.lly o,'creame their ... ·eaknnloe�. and 

were rarel� siayed for mOle Ihan bnef mlen·al�. Alsoeatlcd MBlac� Riders. MTram.: B.S. '"'Tina 
Ioen' ants" or "ring ,,'ullh$1" 

Non_pla�CT fhlrM:lff" INl'C): A bein8 Of crealure rnlcraClinll in • fanlas y role pla)in, !lame con­

Irolled ("run") by the 8amemaster. piaycl. or another. not a� II chwracl el synonymou.� wilh a 

pla)·ef. bill as lin enTily who has no idenlily wilh II human pwrtidpant. Sin�e Ihe NPCis nOI 

,dent ified wllh anyone, Its delllh or departure wlil nOL r�ult ill unyonc lea�ing the pmeor ha�· 

in, II) generale a ne ... chaueLe r. 



;'II"f1l1lM"n: Alsu calle\J f'IIorthron�. A grouping of taU. stnlllil. fair, and hairy manni ... h folk. The:y 

a� of the "Mid\Jk Men. � I !roup eullurally and physicilly dose:I 10 F.I,,� Ihlln Iho!.C labc-Itd 

-common." bul nonc:1hcless cllSllf'lc:1 flom the: -HiJ:h M�n- 01 Eclain. 8ranchn of the NUI­

thmen indude': 0 )  the Wood-men. (2) the Pllins-men or G'Qmu" (3) the Lal.e·l!Icn, 14) tht 
Oale.men. ($) tht �ulhni m, and (5) Ihe distant Ikijabar - all Rhovanion peopl" in T.A. 

164(). The Ruhlrrim lOf Ihe lat� Third Aar arc de�endllm� lOf Rho�'anion f'IIonhmen. They �rt 
the prinCIPal humiln �tock in Rho�anlon S� SKTinn S.O fCII more detail. 

Orren�i" Bonus (OBI: The IOtal additiun II) Iht combal roll due to the: allackcl's IIdnnt:ll!es -
includtnl thc lIuacker's physical PIOWes�. �upenorilY of "'capon. upc-rti�. nlllgic Items. eiC. 

Orientllion Roll: A ro(( represc:ntiol a oombatant'� dt'grer of control following unu�ual action 01 

�urprbc. 

Th One Rlnl(: A I�o called I he 11. u Ilug Ring 01 �impl)' I he RinG. Fcnged by Sauron in I hc dept hs of I he 
O,odruin (MI lJoomJ. Ihe One 1I.111g was the grealeS! Qf Ihe �Kings of Power.� Sauron In· 

ttodell il to be II ll1elln� of conlrnlhn! Ihr holde:r� of "n tht: utht:! jrelll rinl� fOl lt'll before it. 

thercb> e:ollbllng the Darl; Lord to hold sway o,'er the: clvn. dWllr,·t'S. and "'l'II, �ud, of 

SaurlOII') 0" u M�t renlt h _ .. rnl I nlO iI' mak tnl!, aod he could oe:ve:r be: truly .. hole "'it hout il. 
When thc Ring "a� taken from him b) hlldur al Iht't'fld ofthcSC'COnd Age: he: .. as nc�n able: to 

reclaim il. UplJn ,erorming alound T.A. 1050, SIIuron �ondudc:1l that Ihe: RinJl"'a� 10�1. pro­
bably aflcr nowing inlO Ihe IkICJllcr (St'al .... hen I�ildur .. aroppcd .. il in the Wl'llcr� of the An­

auin �I Ihl' Gladden Fields. Th� Ring hAd II !�n�e nf;t.� nwn and mught fl'Ower. patlicularly thai 
of il� rnMkl:'l. Saur on believed il would InevlIably surra,c sorne .. hne i n  wnlcrn Elldor. He 
.. cnl H boul t he: bu�' n� of oonquedna Thc conTint'fll . bUI always kepi his eye OUI for I h� rC\ urn 

of the Rill,. Hi.uienlS and troop' al ..... ays informal him oro.."('urencn..-.hich mrghl lead him 10 

'I. The!.Car�h becomC' more aeli'e whe:n he ... ;u aware: Ihat it was no 10Ilg(T\luly 10il. Although 
" appeared as m plain old band (il� inscription ",uld only bt rC'ad whrn the rina was hClteel), Iht' 
Onc KIng "'a5 actullily rhe mrn;1 powerful ilem furgt"CI in Endor lincc Ihe ('onstruction of I he 

(, 011 (;10'" n. It was purely evil and Q�Icd 10 magni f), the holder's d�i rn and obsession, 10 \uch 
11 degree Ihal. rtgHdlcs..s of mtC'nl, a rtCr�er� evil ��ult would e"enl ually occur. The Ring C'm­

bodied mueh ot the �ub�tancc of 5&Ulon'5 grealt'>t work� Ic.�. Barad-dlOr). Wilh Ihe Rinl'S 

de:�tructioll In T.-"-. )019, Sauron "liS fore"cr erippl«l: his �pirit lvuld no longer auume 
physical form a) we: know ,t and he .. as "banishc:1l" from Middk-c:-arth. 

f'arl): The u� of �ome: or all of a COmballllll'� offen$"'e bonus tu inC'�IISC: hi� dt'fen'I\'c ,....,lIIt). 

l'll}et chllrlet"r I PC): f\ tharaCle' lOI bdl1& cnnlrnllcd hy and idcnti lk1.J wilh on(' nf Ihe plnyen. I n  

Ihe game c<)I1IC)(I. Ihc player chlHllcter WC'I IS Ihe player �l1d vice H·r�'. 
"nrl('"IU�: I'l llTal · M)"IOfIC"ulli." A i;131inll lll I he galeway of a ca.�llt, fOflrt��, eiC. Ihlll C3n be let do" I 

10 har Cnlr)'. 

Pow"r Poinb; The lIun'bcr used to sho .. ho .. nlUeh sPCll l',bling J>O"� <I �pell mt'r h:t�:t(c�� IU in a 
gi"cn prliod tu,sually onc- day or the period bctwttll t .. ·o stretches of full)' �tful \lttp ur 

medit �I 'un). l'ow�1 point � a, e e � j"Ieflded when a �pell h cast. ThC) ore e'Chau<ted (un I I1 lhc nC\l 

pNiotl �grn.\) wilen Ihe IlQi11!\ e\pcndc-d (as a result of the �p�lI� caSI during the period) 
reaeh�1 IIt� n 1l11ll>t:1 cqu i, akm 10 the u'>t'r'� lotal power flOl 1lI�. I'o"'er 1)lI1Il1� UTe ��'non I'mou� 
.... Ilh -�pcl! ruinl)." 

I'roff':!lsioll: Also callcd Kcllal aelcr du)� H A proft'\sion ;� act ulIlI)' a gruupiug uf iudi, id oals .. ho had 
a rommon �el (If IIIIt:1 e,I� III Ilrt:1I ta, Iyl fornllll ivt' )'ellr�. l!,amp1c; Mallk'luIS ha' e a po ofC's· 
\ion h;r�cd on Ihtil e:mpha)i; un IlIe)t ud, of spell�. (>atlicul:!rly durinJl: t h�-j r ch Ildhooll llnd r'�1 � 

m;ul\c )·C':l.u. 
Roi,IMn,·t R(III t RK): A diet roll whkh determines .... · helher or nOI (I eha ra�lcr InclIl u rt 01 ot> J(,("I 

�\:c .... es)hely rr"�11 �inJ: affl"Clcd by II ��II. The rc�ult or IIn�uccf'S�ful lOlI� will be b�s<:d on 
the .\P<'II"� efftcl: 5ucc"5ful lolls rna\" m,'�n the spell hal no effecl or reduct"CI cll'IXti,·,·nt"Ss. 

Re:�i�.an(� roll IS s�'nonymom "'ith "!>lI"in� Ihrow" COl �!<lI"inll roll." 

Rlto".nlon: AI�, elilil-d Il'ilde-fluntl. Traditionall}. Ihi) If c,on meltldes all Ih ... land south of 
Ihe Ered "!u hrin and north of Mordor t>t't. .. rt'n Ihe MI)I)' Mountains and Ihc Call1en. n,(· 
I'n"CillalilY or the: I:tme nam�. hn .. c.er, .. as thaI region ruled by rht' f'IIorthman �il1g 

V,duga�ia durinl!. Ihc 141h ,·tl11lJf)' T .A. : this area w�) Ih�I caS! of M "1-: .... 000 and we�1 01 the 

Celdui 11. Some (!,"HI I us«! rq>r)rr \ h nve �hnwn I he Cddui r1 hAS \ he e(l �tt'rn hmder u f I he l�r);"'1 
);eoJl,laphil':l1 e�rlln�t. I h .. nre:! indudes MirkwlOoo. 1IIl(1 lhC lerm i� u<ed in Ihi�rnudulc ill II! 
ItUl1el COllie., 

Roll: �ormally a percentile roll Sh iog random rc.".'iulti from 01 1000 (t(llli 
NOTE: In«r/Aln <"itTUIft.wun"M. llri.f mil musl/Nudjuslffl lhroulh Ih,u.u· 101 An IOf'Cn-end"' 

J)·Jum. )i,/rflnl r,.sllils n/w.·' 100 (If htrmo' 01. 
OICt: MOlLlNG COf'll\'t;NTIO"S: 

IlIO RCII! � 2O-�idcd dlc 10 Itnernte :t number �l .. c-c.-n I and I(J l"tl" is read !I� 10) 
I) I 00 Roll 2 I "'enl )-�ided d I\'e \Un lilt aneousl) . I hey shau lei IX' of dl ff�rcn I color.� with line 

delermininl,l lho: ]O·� lI'II,I, Ihe olher rhe t·s. Sinl'e "00" b r(-ad as 100. ,e�lIh' Ihu, scn­
t'taled ale rro111 0 1 · 1 00  

f'IIOTF-:: MOM rolh of OHIO III the kcolemaster S�Mern art -opcn-ended. " If a rcoll i� 

copCn-ended: 

A. roll of ""cr 'IS l'ldl} fur II �"'ond lott 01 ])100 \I) 1-oc malic and addt'd to the fir�t to 
dererminc thf 101111 die loll. If OHr 95 i\ Tolled on tho: <ccond loll !IS well. 
lhe fif'1 IWO rc�ull) are 3ddc:-d 10 yet a Ihird filii of 100. Theorell�allyrhl' rrc>· 
ce\� could go on rurcvcr . 

A Ivll uf under 06 rcquirts Ihal a �econd roll be- n1adc �nd �ub,,�clcd t rOll1 lhe fi1<1 

(Ii�el� yit'ldlng a ne"athe rC$ulO. If Ihl' �t\:ond dit rull i� o'er 93 ,t i\ �1I1:!. 

t raetc-d from t he: fir!>t �"d " I hird die: roll I< made and )Ubll 11-.:100 from t hi� If.tal 
(lI�d) yieldiug II lesult or Ic� than � tOOl. Thi� P'Ol't'�'l'Quld alS(> thcnrt" i­
,ally go on fOlc�el. 

Roll� Ihpi are not open-t'lIdr-d .pecllically Include: 
Sial �cneration roll. 
SrBI potenlial scncralion IUII� 

Sial gllin lolls 
Spell gain roU, 

Sauro.: The I):ark Lord. Ihe Shado .... the I.ord of Ihe: Rinp. A 'lcsloC'r Vala' ""ho !oCn'«l Morgolh ,n 
ThC' FirSI .... ie. Siturofl �u"t"cd lind went :ooulh from Ihe eldel lands of darkness. 1)\I"I1! Ihe 

Second Ale he con"in('('(t I h� Noldor nf [re:jiml to cre;,t.le r1l1J.1 for t h� F rc-c.- Proplc): lat�, in 

S('Cret. he forged I he OIIC Ki n8. Thl� ri nl cmbodic:-d m ueh of h is power and was capRblc of unit_ 
inJl, Bnd controllil1l! the othel Rings ot Power - the Three Kings ofrhe Elvc1. lh� $e.'ell Of IhC' 
d .. aTvcn 100d.�, and the Nine lot inS' !'If mankind. BOlh the dWlt\·es and ElvC!; r�i�lcd his Irap: 
1 he: f urmci took off 1 he:ir rinl�. wh lie the lIut �T ra�� ent rusted t heir� to I hr« of I he Wise. Men . 
hO"'C"o'�r, "'ere not so Quick to realt1e the: daogc:T. and the f'IIil1e "np remained in Ihe hands of 

nine: proud IOld� ... ho soughl POWCI and found undying darkn� _ I he)' became Ihe: f'IIazlill. 

Sauron remo�ed hlnlself to Ihe fmITe"," 1:m\J ur Mordor in the SKond AI!e: and 111I:le butll 

Ilarad-dur. Muunt Doom (O,odruin) wa� already used as his pCTsonal forge. and within tilt 

new re:alm hf began to�a�1 a nt'w Shadow upon lhc conlmem. SIIuron was o,·erthro .. n t"'lce in 
Ihe Seruml Aile, fir�t by the Nlimenolum under Ar-Pharll/.on. and larer by the L,,�t Allian"" 
of �1cn �nu !:.l\'cs. I::ach rimt'o hO""c"cr, hc r�turn«l 10 j'IOwer. His -budy.� hU,,·e.'cr, WIIS 

dnlru�tu in the Uowofall of Numenor (from which he escaped), und he ... a� ne"cr again able 
to al>Sume I air t orm. Tht' lidless eye: (nurmllUy ted lIpon black) was his )}"lIlbol. He wa� respctn­
sible: rOJ treatin, t .. ·o superior variant) of creatures spawn«l by Murguth - ( I )  the: Unlk·hlll. 
or 1([(",<11 orcs. and 121 the Olo!l:-hai. or black troll�. 80th wt're fOlmidable: fllhtin! forcts. 

Sc(ond ""e IS. A. I: The �ond It'COrded Aje of Middle-<'arth. It belln after Ihe fall of MI)fIOlh. 
wilh the founding of Ihe Grey Ha�en� and Liodoo. The a,e ended in S.A. )44 I .  wht'o Elcodil 
and GiI-lilad overthrew Sauron, lsildur look Ihe One Ring, and the Dark Lord and NII�IQ\ 
passed into Ihe shado"-'·�. S.A. is used denoting dalt'S. 

Skill: Ao aspect or a �haroeler "'hieh enabl" him/he:r 10 pel form an action more eff«'lhely. The 
lerm ii used here to refer 10 abiliTies whkh arc partieularrty IIpplicable to FR P campaigns and 

ad'·enluring. 

Stal t(;har.�terI51IcJ: One of rhe physical and mental attributes which arc �onsidC'rcd mOSI impor­

lanl to an advC'nmrer in a FRP game. Slals dktilte how .... ·ell M chara�ler dC'velops, mo�e.s. 
tighl s, lakes dAnIAge. absorbs informll\1(Jn el c. They 111 e used 10 �"Ompute bonuses and suDtrac. 
lions 10 die roll5. 

Third "'" IT .A.): The: Ihlrd Iccorded Agt of Middle-carth. It be:pn followln8 thedefeat ofSauroo 
as a rr-;ult of the Lo,�t Alliance: of Men alld Elves and e:nde:d in T.A. J021 . whC11 the lCeepe�of 

the Rin� pa»ed over the $Ca (from Ihe Gte), Ibve:m). T.A. is the abbre�ialion. 

Vllar: Refer� to prim�r)' Vahu .. fifleen (including Morlolh). and IlIt�r fourteen �ervant� uf Eru. 
LClsc:r "gud�. M demi-lloos, en hI ie\ �on�ist in, of pure spiril bllf of len lakinll phy�ieal �hap". 
Many of the pcople�/bcings in �1iddlt'_eurlh wur!hip Ihenl or hold I hem ncrrd. GuardiYn$ of 

Ihe world. il i� Ihe)' .. ho �m I hC' Wiurd) (]�titti) 10 Middle-earlh. 

The W,,�: NorthY"ntern Midd1c-eanh, sptcifically the: arc;t .. ·'thln .. hieh the eVeOI) dC'5CTibcd in 

Thl' H()hhlr and The Lord oflh� HillIS look place. Loosely. Ihe arell from Umbar northward 
and Wt:$1 of tht' easte:rn shorct of the St'a of khun. 

1.2 MIDDLE·EARTH CAMPAIGNS: 
CREATIVE FOUNDATIONS 
Since each module in this series strives for flexibility. the GM is given set­
tings which allow for a variety of campaigns. Naturally, no one game. game 
system, or GM's approach is exactly alike. Some portions of this module 
will be betler suited to certain campaigns, while others may not come into 
play until the adventurers have considerably progressed in skill. It is, 
therefore. important thaI the GM focus upon the sections of the module 
which are geared 10 his/her campaign. 

The maps, cultural notes, sections and general descriptive lext relate to 
the area as a whole, and have bearing on the political and economic Struc· 
tures · regardless of the time chosen for the game. These aids are intended 
for use with any campaign; they provide the "common denominators" of 
the rcgion, and act as the ultimate creative foundations. A OM who wishes 
to create all or most of his layouts and adventures from scratch will still rind 
these sectionsextremcly useful_ Regardless oflhedelails and day·to·day ac­
livities associated with the area, these fundamental factors have a bearing. 
After ail, land forms and cullUral norms change relatively slowly. 

The individual layoliIS and descriptions of personalities are provided to 
give the GM an idea of the power structure at a specific point in Middle· 
earth's history. Interaction based on these sections will depend on one's 
campaign. Dominant political figures and their holds will provide adven· 
tllrers with certain death in many cases. Only the very accomplished and/or 
strong group of player characters will be geared for such an experience. 
Most adventuring parties should best be run in the conleXl of lesser power; 
therefore. more modeSI personalities and layouts have been provided 

- enabling the GM to get a creative start should he/she wish to employ 
already-detailed structures. Of course, all of the layouts and figures found 
in this module can be considered as navorful examples associated with, or 
comlllon to, the area. As noted above, these modules describe whole 
regions, and we encourage the OM to create his own detailed version of the 
given section of Endor. 

1.3 ADAPTING THIS MODULE TO YOUR FANTASY 
ROLE PLAYING CAMPAIGN 

COMMENTARY 
This module is designed fOf use with most major fantasy role playing 
systems. Since the various FRP rules have their own particular approaches 
to combat, spells, and character generation and development, certain com­
mon descriptive terms have been selected for the individual outlines of 
places, people, creatures, and things. Unfortunately, statistical data such 
as bonuses and character "stats" differ widely between systems; afler all. 
they are keyed to specific gamc mechanics. ICE has chosen to use percentile 
(01 00) terms as a bast=:, since conversion to 020, 018, and 010 can be 
achieved with relative ease (note Sec. 1 .321 below for a handy conversion 



chart). Player character and NPC characteristics/stats are also detailed in 
one particular manner: again, simplicity and consistency have been em+ 

phasized, and conversion to your gamesyslem should be relatively painless. 

This section deals with (I) tips for using this module with respect to stan· 

ing a campaign and (2) guidelines for fitting the given data into terms ap.­

propriate for the game system you arc using. Keep in mind that fantasy role 

playing is by nature a creative experience. and the individual GM or player 

should feel free to incorporate his/her own ideas into their game. 

1.31 APPROACH FOR INTEGRATING THIS MODULE INTO 

YOUR CAMPAIGN 

This package focuses primarily on Soulhern Rhovanion proper, 

although the area map covers areas west of the Anduin. 

The GM should lake care to keep the information contained in most sec­

tions strictly confidential. The discussions of the land. climate. nora. and 

fauna, and the cultural summaries arc more general and will help the PC gel 

an overview of the region. 

AU statistical summaries and questions concerning stats. adds. spells. 

etc. are contained or addressed in Section 8.0. 

The following steps may be helpful when beginning to employ the region 

here described: 

(I) Read the entire module to get a flavorful ideo oj the region; 

(2) Reread the sections devoted to notesjor (he gamemaster, and COIII'ert· 
ing statistics for your game system; 

(3) Choose the rime settingfor yourcampoign. Should you choose to run a 
game 01 the begilllring or end oj the Third Age, or early in the fourth 
Age, poy particular attention 10 the section devoted to Ihis region "at 
other times. " In fOCI. this section will give the GM an ideo of the con· 
siderations involved with setting a campoign at any dale other t�an thai 
c:hosen here. ICE chose Ihemid Third Ageas a particularly exd/ing era, 
but you may enjoy another limp even more; 

(4) Assemble any source materials (note suggested reading) you find 
necessary; 

(5) Research Ihp period you have chosen and compose any aU/lines you 
nced in addition to the material provided here,' 

(6) Convert the NPC, trap, weapon, spell, ond item statistics to lerms 
suitable to YOllr game. NOle changes in (he system you are Ilsing which 
musl be mode in order 10 keep your campaign in line wilh the flow of 
lije in \liddft>-(!orr/r ; 

(7) Creole a {OfOlsetting, using lo(sojmaps (0 detail pallernsand pro\'idea 
creative fromework. In (his woy you will have a rich and consistenl 
world, ond Ihe/oundalion dato will giveyoll thejlexibiUty todetaif ron· 
dom areas and events. 

1.32 GUIDELINES FOR USING YOUR FRP RULES SYSTEM WITH 

THIS MODULE: CONYERSION NOTES 

When using this module with your FRP campaign. be careful to nOte all the 

non·player character statistics before beginning play. Should any ad· 

juslment.s need to be made, you may wish to consider the following 

guidelines. The material provided is in terms of percentages and is intended 

to give the reader a relatively clear picture of the strengths and weaknesses 

of the individuals and creatures discussed. Most FRP systems will relate 10 
(he data, and conversion should be simple; remember, however, thal lhere 

are dozens of role playing rules and the change-over from the statistics 

given here may be troublesome; you may wish to design your own NPCs 

using (his module as no more than a framework. 

Notc: As a general rule, off bonllses indude advantages or 
disadvantages which normaffy operate in activities involving 
Ihe gh'en character. Ojfen.\·;ve bonuses include Slats, en­
hanced primary weapons, conslanlly or neor·conslantly 
operating :!t.peffs, skill levels or expertise, elc. Similarly, 
defensive bonuses iI/corporate the effects oj shields, stals, 
special items. skill, normally activoled spells. etc. Spells of 
limited duration or access • .''iecondory weapon!., and other 
faclors involved in a given situation may oct (0 modify these 
bonuses. The character's description will act 10 gh'e the 
reader a breakdown oj the specific components making up 
the bonuses. Bonuses preceding weapons or shields are 
mOdifications to the i"heretll strenglhs o/the given ilem (e.g. 
a + 10 Shield would subtrocl 30 from on oPPollem's allack. 
jar the shield would normally add + 20 to Ihe holder's DB. 
and the bonus odds another + 10). 5 

1.321 Convertlng/Dettrmining Slats. Ten stats are used to describe each 

character detailed in the module. Should you use a character development 

system with different characteristics and/or an alternative number of Slats. 

simply follow these sleps: 

I)  Assign the appropriate stat from your FRP system to the value given 
beside 1 he analogous characteristic listed in the module. I f you r rules use 

fewer stats, you may wish to average the values for those combinations 

of factors which contribute to a characteristic found in your system (e.g. 

dexterity -= an average of quickness + agility). Should your guidelines 

utilize more stats to describe part of a character, you may wish to use the 

value provided for more than one "corresponding" characteristic (e.g. 
you might use the value assigned loconstitution for both endurance and 

durability). The following is a chart listing some examples of equivalent 

stat terms: 

STRENGTH: power. might. force, stamina, endurance. cOl/dilioning. 
physique, etc. Note that the vast majority of systems in· 

elude strength as an attribute. 

AGI L1TY: dexterity, deftness. manual skill. adroitness, maneuverability, 
stealth. dodging abi/ily, litheness, etc. 

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

CONSTITUTION: health, stamina. endurance, physical resistance, 
physique. damage resislonce. etc. 

SELF DISCIPLINE: Will, alignmenl, jaith, memal strength or power, 
concentration, self control, determina/ion, zeal, etc. 

EMPATHY: emolional capacity, judgement, alignment, wisdom, mona, 
magical prowess, bardic voice. etc. 

REASONING: intelligence. learning abifi/y, study ability, analysis rating, 
mental Quickness. logic, deductive capacity. wil, judge· 
ment, I.Q . •  etc. 

MEMOR Y: inlelligence, wisdom, information c:apacity, mental capacity, 
recall, retention, recognilion, etc. 

INTUITION: wisdom, /Jl(.'k, lalenl, reactive ability (menial), guessing 
abilily. psychic ability, insight, clairvoyance. inspiralion, 
perception. pre·sentiment, elc. 

PRESENCE: appearance, level·headedness, panic resistance, morale, 
psychic ability, self cOfffrol, vanity, perceived power, men­
tal discipline, bardic voice, charisma, etc. 

2) Convert the statistical value of the assign<..-d characteristics to numbers 

appropriate for your game. If  your FRP system uses percemage values. 

no change should be necessary. If  not, use the conversion table below. 

TABLE 1.321 STAT BONUSES AND CONYERSION 

Unusual Personal characteristics such as a high Agility or Strength 

seriously affect the capabilities of a character. The following table gives a 

series of "stat." ranges on the 1·100 scale and the bonus (or penally) accruing 

to actions heavily innuenced by thal statistic. 

Columns arc provided for 3·18 and 2·12 statistics for comparison and/or 

conversion if other portions of the game syslem mandate use of non­

percentile "slals." 

1-100 

Stat. 

102+ 

101 

100 

98·99 

95·97 

9(J.94 

85·89 

75·84 

60-74 

40·59 

25-39 

15·24 

10·14 

5·9 

J.4 
2 

I 

Bonus on 

0100· 

+ 35 

+ 30 

+ 25 

+20 

+ 1 5  

+ 10 

+ 5  

+ 5  

0 

0 

0 

- 5  

- 5  

- 10 
- 1 5 
- 20 
- 25 

Bonus on 
D20 

+ 7  

+ 6  

+ 5  

+ 4  

+ 3  

+ 2  

+ 1  

+ 1  

0 

0 

0 

- 1  

- I  

- 2  
- 3 
- 4 

- 4  

• This bonus will vary with race jf appropriate. 

3-18 

Stal. 

20 + 

19 

18 

1 7  

16 

15  
14 

13 

12 

I ().II 

9 

8 
7 

6 

5 

4 

4 

2·12 

Stat. 

17 + 

15·16 

13-14 

1 2  

11 

10 

9 

8 
7 
6 
5 

4 

3 

2 

2 



1 .312 ConvcrUng/Delermining Combal Ablilly With Arms. All combat 
values are based on Arms LaHIClaw Low. The followingguidelines will also 
aid conversion. 

I )  S(r�ngth and quickness bOnuses have been determined .according 10 
Table 1 .321 above. Note the slots you ore using and compUfe these 
bonuses using the mles IInder yuur system; 

2) Combat adds based on lev�1 included here ore: + 3/levelfor fighters and 
rogue:,', + }/Ievelfor rhievesand warrior monks, and + I Ilevelfor bards, 
monks and rangers. Simply fake Ihe level of 'he NPC. note h is character 
class (or equivalenf under your system), and compufeany offensive bonus 
(due to level) appropriate/or your game. Note thaI the bonuses other Ihan 
those mentioned under armor type are "ojjensive" odds. 

3) If your system is based on Skill Leve!s (or orher skill increments), lise Ihe 
offensive bonusas given. You may have to convert lheodd too non-per­
centile value. Alternatively, you may wish 10 nofe Section 1.325 below. 

4) Armor Types given are based on the following breakdown: 

Armor type 
I 
1 
3 
• 
5 
6 
7 
8 
9 

10 
/I 
11 
/3 
I. 
15 

16 
1 7  

18 
19 
20 

Covering DeScription 
Skin (ur light InorUlal clothing) 
Robes 
Light Hide (as pari of body, not armor) 
Heavy Hide (as pari of body. 1I0T armor) 
Lealher Jerkin (pJiable leather) 
Leather Coat 
R�inforc�d Leather Coat 
Reinforced Full-Lenglh Leather Coal 
Leather Breastplale 
Leather Breastplate and Greaves 
Half-Hide Plate (as port of body. not armor) 
FIJII-Hide Plate (as port of body. nor armor) 
Chain Shirt 

Chain Shirt and Greaves 
Full Chain 
Chain Hauberk 
Metal Breastplate 
Metal Breastplate and Greaves 
Half Plate 
Full Plate 

Simply look at the armor description and suhstitute Ihe appropriate ar­
mor type/class froUl your FRP system; 

5) De/ens/,Ie bonuses are based vn Ihe NPC's Quickness bOllus os computed 
on Table 1.321 above. Where the defensive bonus is in parentheses, the 
\'alue also includes the added capabilily of a shield (an extra 20jor n(ln­
magic normal shields, pillS (lny valuefor magical enhancemenl). In such a 
case, simply note thai there is or is nat a shield, and if there is. wlial type. 

1 .323 Converllng/Determinlng Spells and Spell Lists. Spell references 
provided here are in the rorm of "lists. It groupings of related spells. Each list 
has a common theme and normally wil l  have a different but related spell at 
each level. For instance, knowledge of "Fire Law" to tenth level would 
result in the acquisition of 10 similar fire-based. spells, one of each level 
from one to tcn. Whether the spell user could effectively cast these spells 
would be up to the GM. the syslem, and the caster's level or degree orskill. 
FRP systems using rules which provide for the learning and development of 
spells through "colleges" or along specialized lines employ concepts similar 
to those used in this module. Many systems, however, dictate Ihal player 
characters or NPCs undertake to learn but one spell at a time, often with no 
requirement that its subject maller/effect relate to a particular background 
or pattern. Converting the NPC speli lisis to individual spell counterparts 
will be more difficult, but can be achieved with relative ease using the 
following guidelines: 

I) Look at tire NPC's spell lists and nOle the various namesfor the group­
ings. Each name will indicate whal type o/spell specialization the NPC 
has followed (e.g. the "Fire Law'" list indicates a preference for fire­

oriented spells); 

2) Note thl! NPC's level and determine the number ojspells or spell {:roup­
ings he/she MIa/lid have IInder your game system. Also con.'iider Ihe level 
of power of accessible spells Ihe NPC would have (e.g. a 51h level magi­
cian under your rules mighT have a maJrimum of 8 spells - two 3rd level 
speJJs, ,hree 2nd level spells, and three 1st level spells). 

3) Select spe/J.�from your system approprialefor a spell user of the NPC's 
level and profession, keeping in mind Ihal the preferences indicated in 
the module should be followed where possible. 6 

1.324 A Note on Levels. When using certain " level-systems," a OM may 
find that the levels provided make characters too powerful for his world 
system. If this is the case, multiple the levels given by .75 or .6 depending 
upon your situation. This would reduce a 20th level character to a 15th level 
or 12th level character respectively. Remember to reduce appropriate 
bonuses accordingJy. 

l .llS General Skill Bonuses. General skill bonuses can be obtained by tak· 
ing the Icvel or the character and calculating the appropriate bonus under 
the system being used. An NPC's add. as noted above, will be based on a 
compilation or level, his weapon and/or other items, the relevant stats, and 
skill levels. The normal bonus derived from skill development has been 
computed as rollows: (a) where the skill level is zero the bonu.'i is - 25. a 
reflection of basic unJamiliarilY; (b) a bonus of + 5 isawardedfor skill/evel 
one (a + 30jump); (c)foreac:h skill level between one and ten an additional 

+ 5 bonus is applied (e.g. skill level seven yields + 35); (d) for skill levels 
eleven through twenty Ihe additional bonus is + 2 (e.g. skill/evel nineteen 
yields + 68); (3) for skill levels twenty-one through thirty on addirional 
bonus of + J per level is awarded (e.g. skill level twetrfy eight yields + 78); 
and (j) a botrus of + YI is given for each skill level above thirtieth level. 

Sol4lth helm 

• 

J .326 Locks lind Traps 

The locks and traps found in this module arc described. in terms of difficult)' 
to unlock or disarm. Subtractions arc from the rolls representing a person's 
attempt to find or overcome these devices. The difficulty factor may repre­
sent a specific column on an action/maneuver chart (e.g. Rolemaster or an 
additional subtraction or modification to the attempt roll. In any case, the 
terms are descriptive and will help the GM determine whether the Irap is or 
above average difficulty, and how much. The descriptive term is a relative 
constant based on the following order of modification: Routine ( +  30), 
Easy ( +  20), Light ( +  10), Medium (0), Hoed (- 10), Very Hard ( - 20), Ex­
tremely Hard ( - 30), Sheer Folly ( - 50), Absurd ( - 70). Poor lighting, 
one's physical condition, nearby activity. etc. may affect the lock/trap 
modification number, but not the difficulty category. Thus, a trap might 
read "very hard ( - 50)," indicating it is normally a .. - 20" construct, but 
other factors (e.g. dark) make it harder to disarm. These additional pro­
blems are easier to overcome than the intrinsic complexity of the 
mechanism; lhis explains why it dirrers from a well-lit pit which reads 
" sheer folly ( - 50)" to disarm. The" - 50" associated with the "very hard" 
trap can. with thought, easily be reduced to " - 20," but no more advantage 
is normally attainable, short of disassembling the mechanism. We suggest 
that a modified. (0100) roll exceeding 100 results in success; skills, stalS. etc. 
should be applied versus lhe difficulty subtraction and the roll to yield a 
result . 

Example: Wonir th� thief encounters a supposed Irap in the 
passage wall. The GM tells him thaI the mechanism appears 
to be "hard" to disarm. and Ihat the darkness in the passage 
will make it even more dIffiCUlt; the module slates "hard 
( - 40) . .. As stated above, the normal modification for a 
"hard" category mechanism is - 10, so the OM knows thai 
the additional - 30 is due lofactorsother than the trap itself. 

Oflen tlie descriptive passage will show whal lhe other pro­
blems are (e.g. l ighting), but in any case the GM will be able 
to note some external foctor(s) and will allow Ihe acting 
character to reduce the diffiCUlty modificaTion to tlie usual 
addition/subtraction by acting correctly to overcome the 
outside obstacle. In this case, a lit torch will eliminate the 
-30 modifier for lighting, reducing the trap 10 a - 10, the 

normfora "hard"trap. Should the Irap read "extremely hard 
( -30), .. the GM would note that Ihe - 30 is the intrinsic 
modifier for a trap 0/ that category, and (hal lighting etc. 
ploy no port ifl thefigure; the trap would have to be disarmed 
accordingly. The terms used here. in order oj difficulty: 
Routine, Easy, Light, Medium, Hard, Very Hard, EXlreme­
Iy fiord

. 
Sheer Folly, and Absurd. 



SUGGESTED SPELL LISTS 

ESSENCE 

GENERAL 

Spell Wall: !tit enhanctrnflll 
EMt"�,, ""r("fpllo,,-,; lilleR; .... aleh 
Rune Master)' 
UMnrt lind: Ic:\dinnh 
Unbar]n" W.)'�: magic: lock: undoor 
Ph,*.1 Enhllnctmtnl: balance: rt'SillallCC' 
LnM, Ulu.-.jURJ 

Iloelffthlll W.,I 

":�mtll'.1 ShIelds: lighl/ht'lli/coid prOl�uon 
Delvln. Wa"l: text/clemental anlllysis 
Tnvi�ib'" WI)'J 

U,'lna O •• nlt: shrink: tRlaTS"; changc 

SpirIl Masl" y: charm: sl«p; words of command 

S.,..II Rti",; sian",: bend in,: ddayine 
LoHy Bridltt: leaping: '"avina: lon& Door: teleport 
Spell Enh.n�-emtnl: range; duration 
l)i�pc'l1inll WI/)5 

Silk-id .\h�It'r,.: shield: bladelurn: dfnC-C1 
fblpid W.y.\: run: haste; �p«:d 
Cal" Mulny: anima.l iJnd demon summa,,,,., 

MAGICIAN BASE 

tin' I .. ... 
Ice I .. ... 
Earlh I .•• · 

lIahl L ... 
Wind La..­
W.lt' I ..... 

ILLUSIONIST RASE 

III111iuII �h�'el') 

Milld Millie Mokllnlt 
GuiH'5 

Sound Moldlnlt 
UXht Muldlna 

.'m-T L,t""SIIN'II 

ALCHIOMI!)T BASE 
t:.thlnllng W.ys: bonu_�e!I fO weapons and armOI 
rMf'ncf EmbrddinJiC: spellS In ilrms 

M"nl.!Ch.n, F.mMddina: $IImt for olher rtillm, 
O".ank Sldll, 

Liqllid/Gu �ltm� 
Inu"".nk Skllil 

MONt.: RASI:: 

Mon"'s "rldK": flip; wa!! and cell;nS runnins 
t:"asioou: �""1n': dodge: hasl� 

Body KrtllS: slr�n"lh: un�in; concenuauon 
Monk', Mllw: vision; deteclion 
Body Htnr'll'al: mioor repaiu 

EVIL MAGICIAN 

t'hYlI'ul tAosion: pains 
Maller Olsrup,Io.: tanh to dust: shantr 

Dart.: Conl1CU: ... ·ilh demon, 
D.rt: Sum,"",.,: dtlm'"� 

D.rt:nt$!l: dal k of all li,".b 

SORCERER BASE 

SotII Uwntellon: pos�ion: absolution 
Mind DQ,,.,.('t!UII: Jolu; pain: Mind Breat 
.'ltst! I)",rl,Kliun: limbs; orlan�; body 
Soul OtstTut'liun 

(ja, inti ructIon 

MENTAI.lSM 

OENERAL 

l)ffv1ftl: dC1t"CI: Pit)1 .. bion 

nn.lill,!!: blur; in" i�ibilil)': displactmcnt 
n.m.!:!' Knist.rt«: ��. h�ar; cold; irun: hib 

AnrlrlpMllons: inluition5; dleams 

A".('1r. A�oidlln(r: �hield; deflcclions: bllldetum 
Urim.n",: light: lIura; shock-boll: sunfircs 
Scolf H"liOlK: (minor Irpai .... ) 
Ikl�llo� 

lll11sions Iminurl 

Spc'1I Itf'SiSIIiOICt': t'nhunced II: 11:5 
StoOl'" Ma5,rrJ: watt'r/{og/dark vi�lon: m�n1. t'ycand tIlr 

c.s Mlinipuilitiun: rtlg..� . . .  rn claudmaSI('ry 
SIIirtill,: billan.:c: chang1flg: rorm mMIC'1 
Lkjuld MIIHipDlatlun: hoil ,,·aler ... lo (11m sea� 
SjM'flI; run: spud: hlLSle 
Mind Mlldrry: prcilrnce; menial dcfw)�) 
Solid )t.nipul" lon: "'11111 Stonc .. . tu tlan�mulalion 
Tfl�kint'S11 

Mind'� Door: I�a�'ing; Il'Ing door; mind's door 
MOvrmn': '�apin8; fly: pa�sing 

MENTALIST BASE 

Ptt.�nft: mind SlOn:: mind typing: finding 
Mind Mtll!t': mind 5\.·an; pro�: thouShl "raling 
MIPd Conlrol; "uc�tion; hold: coma: mind masta 

SrnM ('-OlIlrol: IlIlinbing; n�n .. e stun: conrrols 

Mind A".rk: julrs: pain; mind�houlS 
Mind Sp{"ffh: IV I!roup� and far away 

SE.EN. RASE. 

PIISI VisiOtllf 

"'Ind \'i.sion�: qu�lions: \ruth: 5(lIn5 

Trut "eruptiun 

t'UIt" f \'ilIiuns 

SenSil' T""lI'lIh Olh�1'$ 

Trw" SiKhl: Ihroulh .... ood/stone/dl�tanct 

LAY I-'EAI.ER RASE 

MU,<w:lr Mg,�lfr)' 

Con('usslon MI�lrr) 

IkIIM' M.�trry 
Rkwd Mastn)' 
Prfl1.t hrll('� 

Nrn'r Ind O�lln M.�lrt)' 

BARD !lASE 

Lort 

C(lntrotling Sfina" 
Suund Conlro1 
Sound PrnJ�llon 
Itt-m Lurr 

bVIL MENTALIST BASE 

MlfId Erosion: dnlroy �Illl.s 
MIItd SlIbvt'll'ion: p)yeho��� 
Mind Duth: fOIIlC'I; Imlt eXpo!'rien("t 
Mind DI_s.:: menIal di.'iOTdeT.�; ["IhobiB� 

Mind l>ominlltiun: po�!ession; subju"aliull 

MYSTIC BASE 

CllnrUMnll: WI)" 

Hldln. 

My�lkll Ch.n�r 

l.1(juld Alf"fI'i(ln 

Saiki Altenltiun 
Ga§ "'''"nafion 

CHANNFUNG 

GENERAL 

S�II Orrrn�: RR cnhancem�lIt 

a."itr LII.: air/w31�l/lI>ond/�lone .... alh 
DrIK,lon o\-bSlr!') 
Lorly M uvrmrnh: I im b/�looe wal ki "8: 1l1t'1 gini: 

Wnlhtr WII)'�: prtdicri(m; weal ht'l ool1lrol 
Suund', WilY: siltnec; qllIC'l: sound .. ·.11 

u,:IIrI', Way: light: aura: shoctllightnin& bolts 

P.rifkll,iuns: dlsea� and poison cures 
Cunclusil'.') WII}: hI! poilU h ... lI.ing 
NII'u",'" La .... : herb lore: allllilal 1U1I)'..-,y 
81000 ... ... 
tklnt L ... . 

O�.n "''It 
\tu§d(o I ..... 
Nr .... r L ..... 
L(k'1llinlC W.,�: finding: direclions 

Clllon Spirits 

Crntiun�: food/waler ('Itatian: plant growrh 
S,mholk W')S: Imbrddillg of l)mbols 
I.orr: 'i&ht/dDrk/cur$('/poi�on 10le 

C'LEj.lIC BASE 

Ch.nntl�: lall> power; ahwlUIlQn 
SUnlm('"�: of animals and demon� 
enmmu •• 1 ",a)'�: d,eams: Inltl1110ns: communing 

l.irt ""a�'rl'): Ii fdttplllg; Ii regiving 1 rillS(' dndJ 
Pro'K"lion�: RR; AT �nd elemenral prolC(tion� 
Mrpul�iuns; of undead: chunnds: �Ulj.C� 

HEAl Fit !:lASE (m()�t powerful healing h�ls) 

�.rflK'f' W,)j: concu��ion htaling 
Boll" W�)S 

MUM'tt ",a)'� 
O'ltall WIl" 
Hlood WII)" 

Tntnd"rrin. WII)'S: wOllnd\ from la'!!el to healr': 
who ('all onl) heal wound� hom h'5 o ... 'n body. 

ANIMI�" HASE 

�alu�', Mu�rmrnt: !!mbiliont/llii "'alkinl 
Plan' Mast",y 
"'nimll "'''�rt) 

H",b Malil",)' 

Nalu",', I.4I1'1' 
N al urt's Prul�cllon: facadt:i; orllanic denecl ions 

RANGFIt I:iASE 

P.lh MII�I"y 

Mo.-III': WI)'� 

'1ll1ore',� GuiM's 
InntIW.II�: heat/cold prol�Chon$: 1(1( mod. 
l'i.turt'� W.y: weal her prediclion; localion5 

EVIL CLERIC BASE 

Dis.:._ 
O.rk Ch.nnrl�: �'iI ratal ehannelings 
Ibrlr. 1.(In' 

CU'�r!I 
NK"rOIll'''('y 

ASTROI.()(jEN. RASE 

'nlll<l" J Bridle: sceinll: 11110 1 hc pUl/f uture 

w.J .. r tht \'01",: mind !IXCch; cOlllrolilng Others 

Uoly VI!don: dream,: cOmll1uning 
hr Voice: mcntal s(Xf'Ch rar a"'ay 
Stllriill"''': li,hl: aura: �tllrfircs 
SI.norn!lt: prescllCC'; find,", 

1 .4 SPECIAL NOTES CONCERN ING MAPS AN 0 
INTERPRETATION 

1.41 GAMEMASTER·S REFERENCE MAP 

The color map is a relatively detailed work illlended for use by the GM 

and those characters who have vir.ually complete knowledge of the region. 

Major sites and selliemenls are accurale for .he period T.A, 1 100-F.A. I .  
Various holds of Saumn or his minions are in ruin aftcr T .A. 3019. The ruin 

symbols used here depict the remains of sites abandoned or destroyed prior 

10 T.A. 1 100, Of course all or the places change with time, and the specific 

charaCler of any fcature shown will vary throughoul the Third Age, 

A variety of maps and layouts have been provided in order to give the GM a 

creative framework within which to work. Remember Ihat the-accuracy of a 

graphic representation will depend somewhat on the scale used: the smaller 

the area covered, the closer the area is [0 its real-life size. lhe more accurate 

the illustration. If the scale is 1 inch = 20 miles (as i t  is on the color area 

map) the accuracy faclor is greater than a map with a scale of say I inch = 

200 miles. The following notes are helpful for approaching .he maps and 

graphic layouts found in this module. 

The text and maps often use regional, ra.her than "translated" ter­
minology (e.g. "Dol GuJdur" instead of the "Hill  of Sorcery"). This. we 

hope, will help t he OM [0 become marc immersed in .hecull lire of Sou/hem 
Mirk wood, and will enable him/her to beller aid the PCs. 

7 

The color map is .he main reference piece. bu. the OM is also provided 

wilh a black and wlli.e map detailing the locations of additional sit('s. as 

well as the distribution patterns for peoples, nora. and fauna, 

We suggest the GM allow access 10 the PC map on page 10, but only to the 

cxtell1 Iha. the playcrs have actual or inferred knowledge, ICE permits co· 

pying portions of this map (no more) for non-commercial purposes. The 

GM should cover or obscurc labels and featurcs which would be unknown 

to the recipient Pc. 



1.42 BASIC COLOR AREA MAP KEV 

( I )  The scale is I inch = 20 miles; 

(2) Mountains arc represented by the symbol � and denote 

relalively extreme grades which rise at least 2.000 feet above the sur· 

rounding "nat" land surface; 

(3) Hills 3re denoted by the symbol � and represent relatively 

sleep grades which risc al least 200 feet above the surrounding land 

surface. Usually the surface area immediately adjoining these rises is 

fugged; 

(4) Mixed (orests arc shown using the symbol ae&a1 and are com· 

prised of a variable grouping of deciduous and coniferous trees and 

associated plant species; 

(5) "Pine forestsn 3fC represented by the symbol � tJ; and arc 
almost exclusively coniferous in nature; 

(6) Hedgerows, brush. and thickets arc iUuslrated with the symbol 

... .f!'\-r: • 
• 

(7) Primary rivers arc represented by the symbol 

navigable; 
and arc 

(8) Secondary rinn arc represented by the symbol � and 3re 

non-navigable by vessels with a draft of more than two feet; 

(9) Streams arc represcnlcd by the symbol 
plelely non-navigable; 

, and arc com-

(10) Inlermltren. watercourses arc shown using the symbol 

and arc dependent on rainfall etc.; 

_ ... ---- ... 

( 1 1 )  Glaciers and ice flows are represented by the symbol � • 
• 

� 

(12) Mountain snowrields and snowy regions have no coloring, but may be 

noticeable by virtue of the conlrast with surrounding color; 

(13) Primary roads afe denotl!d by the symbol � ; 
(14) Secondary roads arc denoted by the symbol - - .. ___ ...... ; 

(15) Trails/tracks arc shown by the symbol ··· ........ · ..... ··. 

(16) Bridges arc represented by the symbol ;:; $;;;;;-. 
(17) Furds arc shown using the symbol JIi!"""'�< • • 

• • 

• • 

(18) Cilil's are represented by the symbol �!u and their relative 
size is dependent upon the width of the symbol. The red coloring 

signifies a non·miHtary settlement site with civilian character; 

(19) Towns are represented by the red symbol • • 

(20) Manor houses or "Great Houses" are shown using the red symbol 
• 
• 

(21) Citadels and huge castle complexes are represented by the yellowish 
sym bol t:tsIJ : 

(22) Small casUes/holds/towers/keeps etc. are denoted by the yellowish 

symbol ! . Military sites are all given a yellowish color; 

(23) Monasteries are represented by the symbol • • 

(24) Downs. cairn fields, and burial caves arc shown using the symbol 
• 
• 

(25) o.verns and cave entries are represented by the symbol 

(26) Butles and plateaus are denoted using the symbol • 
• 

• 
• 

(27) Lakes are represented by the symbol as are large ponds: 

(28) Dunes are shown using the symbol " ' r-'� " '"'' '''''' • >- ......... . ' '. -

- - ----- -

• • 8 

(29) Extremely rough terrain may be represented by a light shade of brown 

or grey coloring and encompasses pebbly or rocky surface, breaks, 

small ridges and hills, etc.; 

(30) Desert is represented by the symbol 

(31) Shoals are shown using the symbol 

(32) Neefs are represented by the symbol 

(33) Ruins are denoted by Ihe symbol 

. .  " '. ' . .. .. . .... ...... ,., . 
�.. ."  . .  , . '  . . ... 

• • •• • •• • 

......... " '" ... 

• 
• •  • 

· • 

• 

• • 

(34) Swamps are shown using the symbol +�;J.;�::' . All marshlands of 
significant size fall into Ihis category ; . . . . 

(35) Jungle appears as and is so labeled. It differs in colora· 

tion from other mixed forests. being shown in a brighter green. 

(36) Dry or �riodic lakes are represented by the blue symbol 

37) SIl't'p ridge faces arc depicted by the symbol 
." .. , 

side, there is a gentle slope away from the drop. 
; on high 

Note that the  symbols d('scribed above are applicable to all the view maps 

contained within this module, whelher color or black and white. The scale 

of miles. however. may not be applicable. The top of a map is the northern 
edge, unless otherwise specified . 

<iAMt:.MASTER'S REFERENCE MAP KEV 

I _ [")01 Quldur 

2 - Tholomir 

3 - Ctber FanulO 

oj. - Ur5h L11.11O� 
5 - IkiJlbMT holy silt$ 

6 - Flvorrd EOIhuim paSlUrt and camp sitH 

7 - Gondorian military 0\l1�1� 

II - Wood·man blind camp site) 
9 - Flvort<! SaSllh camp �itt"S 

10 - Fa"ored Asdrilli camp site) 
I I  _ Or.: holds 
12 - SttTet South Enlly 10 Dol Gultlur 

UpIMllI h�'oob "typo; MIto CDmPolIU.UnnlC _ Oak. Hickory; Oak·Chesrnur Elm.Ash; Popl.,. 
Hemlock. Some Rirch. Spruce and irn:ur�irms of NH11I�I�lf Conif�u. sucll a.� TemJM'''I� Pine and 

JuniPf'r. 
LOWUorl.'J hAAbwoob l.y�, - Oak·Mapl�; Bccch·Maplt; WilIow·Elm. 

lIp1.v1.'J COnlrt;1IS - llougJu .... ir: Jllniper; Ttmperlll� Pi n�. LallJt incursions of Oak ar� prescnt . 

SOlue pme - 3·20 rool hiJ!:h Spruct lind Temperate Pint. 

Scvt:IIC UnOcll"(fllOWth - Unnalurally h�lIvy gruundco\'cling. particularly in dark. d�nse lr� oon· 
.enlralions "\\'her� undergro .... th would not normall)' thrivc. BOlden or cI�arings impanabl�. 

The scale is 1 inch "" 40 miles 

PtOpJ�- Wood-elves 

Allimal lJfOuJ!' - Gru! £� 

Tr�t lylX"'l- SCQUB plOe 
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2.0 I NTRODUCTION TO 
SOUTHERN RHOVANION 

Long ago the realm of Southern Rllovanion earned the common name of 
South Wilderland. For despite numerous setllemenls or men over the years, 
Nature has always reigned supreme in this region of forest and plains. All 
who emer Southern Rhovanion, whether 10 travel or [0 live out their lives. 
must ready themselves for day·to-day enCQumers with the whims and 
forces of Nature. Every civilization that has made its home here - whether 

the primitive Beijabar, the savage Orcs of Dol Guldur. or the slately 

Northmen under Vidugavia - all have had (Q find ways to make their 
rugged ways of life respond to the grealer forces of Nature. 

Growing things have particular significance in this region dominated by 

the forest once called Greenwood the Great. In every corner of the wooded 

realm Nature is master, and to live here comfortably one must learn how to 
identify and gather the useful plants growing wild and free and, just as 
important, to identify, avoid, and use when necessary the potent poisonous 
plants Nature strewsjust as generously in one's pathway through the forest 

and the plains. 

There once was a day when the forest bloomed beautiful and prairie 
nowers sweetly scented The Plains of Talath Harroch. There once was a 

day when the Elves sang to the seasons, and when Nature seemed calm and 

forgiving in her way. But those days are gone - maybe not forever, but in 

this year ofT.A. 1 640  few inhabitants of Southern Rhovanion expect life to 
become any easier. 

During these years of recovery after the Great Plague, which hit 

Southern Rhovanion just as hard a<; it hit Gondor, people have been thrown 

back upon the critical resources of the natural world. The weather has 
turned harsher over the last few decades, and wi th the Plague ha') come 
illness from many directions. Vestiges of the Plague rise again among the 
citizens of Southern Rhovanion; perhaps due to the numerous refugees 

who come here from other stricken areas to live Or die, depending upon 

what fate holds in store for them. The Plague struck humankind more 
violently than it struck Nature, and those who live in SOUlhern Rhovanion 
are now more than ever at the mercy of their environment. 

No one travels or lives in the region without falling under the shadow of 
Dol Guldur. While only the wiscst have any notion of why thi.� mountain 
sheds such a ghastly spell, everyone knows that from it emanates the stench 
of evil and the shadow of death. Most hardships that befall one in Southern 

Rho\lanion can be traced back in one way or other to the influence of that 

accursed craggy peak. 

Yet connicls have arisen that apparently have nothing to do with the Evil 

of that mountain. Southern Rhovanion, almost became of its pastoral 

background, has become the warring ground of forces beyond its bounds. 

The great Kings of Gondor - in their quest for empire and the subjugation 
of the Easterling tribes - have brought constant eonnict and bloodshed to 
a land which was once lillie more than a corridor for wandering folk. Few 

great wars originate within the minds and hearts of Southern Rhovanians, 

but many occur upon their hills and plains. forcing them to take up arms to 
protect and defend whatever homes and resources remain among them. 
This is a country under siege - not amidst bat tle today, bll! always under 

the omnipresent threat that war or pestilence, drought or deluge, could 
wipe out everything tomorrow. 

3.0 TH E LAN D O F SOUTH ERN 
RHOVANION 

To divide a realm into geometric quadrant s  may seem the application of 
human conceit upon the vastly wiser patterns of nature and the agcs. But 
curiously enough. reason underlies the division of Southern Rhovanion in­

to four distinct areas. To be sure, rivers meander and cultural shifts ignore 
precise arti ficial borders. But Southern Rhovanion, particularly during the 
last few years since the Great Plague hit the South, seems to fall naturally 

into four quadrants. Inhabitants of the area have even given the four 

regions different names: ( I )  to the northwest, Anga
'
lolodh, the deep heart of 

rhe ancient forest; (2) to the nonheast, A ur Esgolobor by its modern name, 

Ramel/iour by its ancient. where woods meet plains; (3) to the southeast, 

the Tolalll HarrQcll - commonly called "The Plains" - where Plainsmen. 
rugged descendants of the race of Vidugavia, train wild horses and harvest 
precious grain; and (4) to the southwest , NUll Lothonduin (or "Nan 

Anduin'l, a diversified region stretching from the merciful Anduin River 

vales to Ihe ever-advancing desolation of the Brown Lands. The men of 

Gondor mark the whole as part of Dor Rhlinen. 
I I  

3.1 THE ROADS 

Through Nan Lothanduin stretches the road to the Morannon, of in­

creasing importance since Sauron's forces began the migration from Dol 

Guldur to Mordor. The Old Foresl Road still runs east-west along the nor­
therly border of Southern Rhovanion. and is actually travelled more now 
than in previous decades because of the traffic of refugees fleeing westward 
from the ravages of the Plague. These two roads are the major public 
thoroughfares shared by all races in the year T .A. 1640. 

Since settlement has concentrated along and parallel to the banks of the 

River Anduin, many secondary roads of the area weave through its eastern 

edge, making travel easy along the Vales of Anduin. Through the Talath 

Harroch, fewer roads diverge. An ancient road, dating back several hun­
dreds of years, still cuts straight through the East Bight, up into the 
Mirkwood Narrows. Some say it was the Glorious Road up to the Hill 
Citadel of Vidugavia, for his old capital of Burh Widu still stands partially 

occupied, not five miles from the Wood; but others disagree. In any case, 
the road does indeed date back to his realm, during which time timber was 
harvested for building and teams of mammoth work-horses dragged an­

cient logs out of Greenwood the Great and into settlements on the plains. 

The shadow of a roadway - still visible today, although it is little travelled 

- leads beyond the fotest edge to a ring of ancient oak trees and a circle of , 
stone graves. If one were conversant in the ancient Northmen's tongue, one 

might be able to decipher the curious inscriptions found upon them, to 
discover whose lives are commemorated there. 

Beyond this point along the ancient forest way many more recent dusty 
roads, footpaths and bridle paths weave in, out, and through thc dense 

Mirkwood. If a map were drawn of all the paths used by Elves. men, and 

creatures in their movements through Southern Mirkwood, intricate 

lacework patterns would seem to connect the Old Forest Road in the north 

with the road to the Morannon in the south. But no such overview can be 
available to those who struggle in the midst of these dark lands during the 

years just after the Plague. A person weaving his hard-won way through 
Mirkwood these days might very well be following the footsteps of many 

anmher who has gone before him; but in the drear Iight l1ltering through the 
twisted trees, he might feel convinced that he is forging a new path all alone. 

Only along the edge of the forest, from the East Bight to Dol Guldur - the 
Southern Eaves of Mirkwood, as they are sometimes called - can a well­
worn footpath be discerned. But anyone choosing 10 use that trail runs the 

risk of being highly visible and running into desperate ruffians abroad in 

the land. 

3.2 TOPOGRAPHY 

As to the general topography of the region of Southern Rhovanion, it is 
dominated by the Anduin River Valley to the west, the forest slopes of 

Mirkwood stretching from southwest to northeast, and by the monoton­
ously treeless plains of the Talath Harroch in the southeast. The Southern 
Eaves drop precipitously 300 feet to the Great River, but the mid-range of 

Mirkwood slopes gemlyto the west, one of the reasons why those vales for a 
hundred miles south of the Old Forest Road have always been populated. 

The steeper southern slopes are also perforated by the slark outline of Dol 
Gu/dur, that craggy open cinder-cone that dominates the vista at a height of 

3,649 feet above sea level. 

3.21 DOL GULDUR (Amon Lane) 

A half day's walk into the forest it stands; its harsh, black, jagged fingers 
of rock threaten the sky above with such heights that the mountain can be 
seen towering on high from miles around. To the far-sighted Elves, there is 
no place along the Anduin River valley, not umil they pass beyond the 
South Undeep. not unt it t hey cross the Great R i \ler a long t he Si Iverlode into 
L6rien, where their view of the bright blue southern Rhovanion sky isn't 
punctuated by the needle-sharp crags and crevices of Dol Guldur. They 
once called it "Amon Lanc", the "Naked Hill," for it seems once to have 

been an active volcano, and all that remains today is a frightful empty cone, 
a circle of sharp edges jutting up into the sky. Iron-clad fortress wall." weave 
in and OUI arollnd the spires of the peak, making the threatening summit 
seem even more insurmountable than in its natural state. 

Stand on the road to L6rien, a mile out of Mirkwood Forest, and look 
back east toward Dol Guldur. The dense gloom of Mirkwood appears 

almost cheerful compared to the imposing. impenetrable heights of the 

cruel peak. A dormant volcanic uplift, Dol Guldur still defies explanation 
by any but the most Wise versed in the lore of the earth. Thosewho have. in 
the last century, dared to climb its heights say that to someone peering down 
into its depths it appears totally run down and abandoned. But recent 
rumors suggest that a ruthless band of orcs led by an Evil Necromam:er 
have made the rotting fonress their home. Cracks in the fonress walls and 
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rouing timbers in the scaffolding visible from the outer rim make the an· 
cient moulltain·cjladei appear to be more vulnerable than it was built to be 
tong ago; although this outer appearance of decay might only signal deccp· 

tion from inhabitants deep within the cinder-cone. Occasional rumblings 
from deep within the earth under Dol Guldur have made Elves and men 

steer clear of the stern peak, even ifit has been totally descried. Men used to 

sing of the primeval spirit that fashioned those jagged mounlain peaks in 

limes long past, but so frightening were the dreams of children after they 

had heard the song that it came to be sung less and less. and today has been 
all but forgotten. 

3.22 THE RIVER VALLEYS 

Not all corners of Southern Rhovanion loom as evil as Dol Guldur. In· 
deed, even within the shadow of that dread peak lie fertile valleys. 

Wherever the River Anduin curves around, embracing some arm of land 
stretcnlllg out beyond Mirkwood's edge, lush and ferrile nockets of 
farmland lie. Among these fruitful centers, three arc large enough to have 

gained their own names. Th6rlorien, largest of the three, ranges westward 
to where the River Silverlode joins the Anduin. Through Th6rloricn the 
road to L6ricn travelled, a road which brings a lighter load with every 
westward step onc takes. Yet many people prefer to remain in Th6rloricn, 
as tempting as the road toward the West might be, choosing the plain course 

of farming men rather than the enchantmem of Elven way� 

South of Th6rlorien range twO pockets that have crucial strategi c value: 

North and South Undeep. These regions are an extension of the porous 
down·like folds of the Wold, and arc laced with long exposed ribs of 
sedimentary rock . The greal fords of the Undeeps are located where the An· 

duin crosses shelves of such rock; and there the river widens and rushes 

forth in the form of a vast. shallow tumult before sweeping intothc narrows 

of the Emyn Muil. !-Iere onc can make a manageable crossing. 
Accordingly, the Undeeps have seen many shifts in population, for they 
serve as the traditional communication and invasion route into Calenar­

dhron and Gondor proper. It was for this reason that R6mendacil l l  for­

tified the heights above the fords. His Argonath, the regal pillars which 
preserve the images of isitdur and Amtrion, mark the northern boundaries 
of Gondar. Many a skirmish has been waged to question the extenlof Gon· 

dar's sway, since from the time of At,anatar I all of Southcrn Rhovanion 

south of Mirkwood has been held by Gondor. 

3.23 THE TOPOGRAPHY OF TALATH HARROCH, THF; ptAINS 

The slopes of Mirkwood Forest facing toward lhe east run down rather 
gent Iy, until t hey nallen out into t he grassy prairie lands of Tala! h Harroch . 

Other than a few little streams. very few discernible topographical feat ures 

interrupt the hundreds of square miles of gent ly rolling hills and wide grass)' 
fields. Where the plains approach the Anduin River Valley. south and east 

of the Undceps. the landscape is beset by the scar known as the "Brown 

Lands". Its barren. Dorous hills resemble their counterpans in the Wold 

across the Anduin. bUl the mystery of the Brown-Itmdseannot beexplallleo 
in full by reference (0 Ihe forces of nature. These mounds, natural as they 

look today. in fact originally were sculpted as giant raised garden beds by 
the Ell/wives, whose constant tending of the underground watering system 
made a paradise of this region long ago. Today short, dry prairie grasses top 

these foothills, carni ng them t heir dreary name. But some believe that j r one 

could burrow down under the foothills of the Brown-Iunds, great treasures 
could be found: the tools and seedstock. maybe even stored harvest of the 
Entwives and their legendary gardens. 

3.3 THE WEATHER 
The seasons turn in Southern Rhovanion, yet for the most part not with 

the extremeS of winter and summer that afnict parts further north. The An· 

dui n's mighty now through the western eXlent of Ihis region keeps 
temperatures from diverging much beyond a minimum of SO degrees E. and 
a maximum of 225 degrees E. (200 and 900 F. respectively. for "E." = 

Ehibor, the rare Northmen Seers' reckoning for temperature. equal to 2·Vz 
times Fahrellheit reading). For the most pan, weather in the river valley is 

reliable. but over the last century it seems to have been gelling much colder 
in the wintertime. 

The same change seems to be happening in the Southern Mirkwood 
Foresl. There lhe density of shadows keeps summer temperature from ris­

ing much above 175 or 200 degrees E.; but in winter, whcn the dedduous 
trees have lost their leaves , the incre3�e of sunlight filtering down to the 

forest noor is coun teracted by icy winds blowing through the trees from the 
East. 

As far baek as living memory reaches. the Talath Harroch has always suf­

fered through snow·blown, freezing cold winters, since no great moull1ains 

or stands of wood bar the winds and snows from whipping across the lands 
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from lhe Sea of RhOn. Snow drifts pile up over the four months of hard 

winLer, then soon after the thaw the spring rains come. Natives of the Plains 
caU these springtime downJ>Ours fonwindar (Rh. '1ang-winds"). for the 

rains that regularly sweep the plains in  mid·Aprii or early May pour down 

torrents of rain nonstop for a week. occasionally two or three. Extensive 
ditching and wateHroughs have becn constructed throughout homesteads 

on The Plains. to protect homes and croplands from the surge of waters and 

to collect some of the water for use throughout the year. As devastating as 

thesefonwindar might seem. they are in their own way a merciful gift, for 

lhey are the only predictable precipitation that the Plains of Talath HaT· 

roch will see until the snows return.  
Until recently the Plains were the only atca in Southern Rhovanion that 

was consistently smothered in snow during wintertime: but frequent snows 

fell upon Dol Guldur starting in the eleventh century of the Third Age, and 

with each century after that one of silent, secret changes. the woods to the 

north of the peak grew colder and colder. The devastation of the Plague 

Years (T.A_ 1635·36) was magnified in Southern Rhovanion because, for 

the first time in  recent days, snows fell and stayed on the ground and in the 

branches of the ancient trees of Mirkwood. not just for days or weeks but 
for months. and well into the months that in earlier days the Elves had can· 

sidered spring. Biting winds and shifting snows besieged the Brown·lands 

as well, and only those who had discovered the numerous underground 
caverns survived the winter of the pl3Q,ue year in the land of the Talath 

Harroch. No one knows just whal to expect of the weather as T,A. 1640 

began , learning of the sort that informs meteorological predictions never 

having been of much use before in Rho\'anion. Some have rumored lhat ir 

the winter was so wretched. the coming summer can only be worse. 
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3.4 THE VEGETATION 
Others, particularly the tribcs of men who dwell in the northwestern 

regions of Angalaladh. specifically the Woodmen and the Beijabar, now 

worry about the effects of an unusually long. hard freeze upon the 

Mirkwood timber. Fully a third of Southern Rhovanion is densely forested. 



and for most of the peoples living there, the trees are esselltial to life. The 

northern reaches of the Southern Mirkwood Forest, up to and even beyond 

the Old Forest Road, grow predominantly in deciduous hardwoods and 
broad leaf evergreens, but along the edges of the forest and particularly in  

its southern end, tangled thickets of deciduous shrubs and needle·bearing 

conifers grow. Only around Dol Gutdur does the vcgctation deviate from 

this natural pattern. There - although [he forest edge once crept up on the 

mountain slopes - trees do not seem to be able to live in its shadow. Many 

volcanoes spew forth rich, fertile a<;h. but not so Amon Lane: Sauron's 

poison has strangled the life-giving essence of this apparently dormant pin· 

nacle. The remains of tall. majestic trees now stand like bare and ra�ged 
driftwood, and beneath them gnarled scrub-trccs·circle round this dire 

spot. Elves who venture into the forest reaches telliaiesoftimes within their 

memory when yellow rose bushes. nOI nasty scrub, circled round the peak 

of Dol Guldur. 

4.0 FLORA & FAU NA 
The patterns of plant and animal communities of Southern Rhovanion 

follow the contours of the land. One interrelated group of plants and 

animals forms lhe heart of the Mirkwood Forest South. Another very dif­

ferent group predominates in the Plains to the southeast. And aJong the An· 

duin valley, because of a different topography and thc influcnce of many 

different settlements, quite different plants and animals abound. The 

easiest ..... ay to categorize these three groups of flora and fauna is 10 consider 

each geographic region separately, understanding that overlaps and migra· 

tions do occur. 

4.1 THE FLORA OF SOUTH MIRKWOOD 
The dark and dingy atmosphere of Southern Mirkwood began to develop 

when the trees that now predominate the forest claimed that domain. 

Before, feather·leafed locusts and low·spreading chestnuts grew here, 

gracefully spaced so that the sunlight sifted down through their shifting 

leaves. giving the forest its namc, "Greenwood the Great." But during thai 

fatcful turnabout, when the shadow fell upon these lands, gnawing insects 

invadcd the locusts and the Ihousand·year blight struck down the 
chestnuts. The furry oak and the chap· beech remained unscathcd. growing 
in dense, overpopulated thickcts, trunks often standing not three feet 

apart. Both trees tend to grow tall, branchless. skinny trunks with a para'iol 
of leaves and branches forty feet above ground level. making a forest of 

them prone to be just the kind of dim. dark. moist, and foggy forest we 

know Southern Mirkwood 10 be. 

4.1 1  THE FURRY OAK 

Despite the dampening effect it has on a fOreSI. Ihe furry oak is a benign 

and valuable tree. Related to the whiteoak, its round·lobcd leaves, deep red 

throughout the summer, have a quarter·ineh of soft fuzz on their under· 
sides. A bed of furry oak leaves is comforting and warm. Furry oaks grow 

very large acorns. fat and round and big as plums. their caps growing fuzz 

like the leaves do. They ripen i n  late autumn and oflen all fall un the very 

same day. Squirrels and the Wives of Woodmen all scramble (0 .Rather the 

narvcst each year. The Elves of L6rien frequently send sorties across the 

river to gather these acorns, which arc swcct enough tOC'll, even raw. Baked 

il110 bread or dumplings they taste even better. If harvested quickly, the)' 

can be stored for excellent food value lasting indefinitely. Occasionally 

hollows and burrows of furry acorns can be found throughout Southern 
Mirkwood. ana as long as they have stayed dry since buned, tlley olfer 

sustenance equal to a fresh harvest. 

4.12 THE CIIAP-BEEOI 

The chap·becch, though al first glance beautiful. is considered by many 

to be a haunted tree. Its bark gleams an unearthly white color, particularly 

under the phase of the new moon. Its papery leaves grow so close together 

that the slightest rume of wind causes a chain reaction of endless hissing. 

produced by leaves rubbing against nearby leaves. 

In midsummer chap-beeChnuts tumble down. Numerous and nutritious, 

they mature in spikey seedpods, and when touched by bare skin, they pro­

duce a stinging venom which can immobilize the viclim. "Walls" of Ihese 

I rees guard the paths to Dol Guldur. Only if one finds a way 10 remove the 

stinging husks can one enjoy the pleasant navor of chap-beechnuts. Only 

the Bcijabar make use of this harvest, sending out their raccoons, whose 
leathery paws arc immune to the chap-beech venom. The raccoons bring 
home sacks full of nuts, which the Beijabar roast by the side of their great 

fires. Fire cracks open the sti nging husks, and the toasted kernels inside arc 

easy to pick oul without danger. 
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4.13 THE GRAPE-LEAF MAGNOLIA 

The most abundant of the broadleaf evergreens growing in Southern 

Mirkwood is called the grape·leaf magnolia. Its bark is soft and pitted. its 
growing shape slender but not as tall as the oak and beech. It does not com· 

pete with the larger trees, but forms Its own pockets in  the forest. Its leaves 

grow dark green and leathery, almost as if you took a holly leaf and expand· 

eel it to five times its size. Its flowersopell upin summerlime with blood·rcd 

pelals, blooms hanging downwards. At the peak of their blooming -

through the month of July - grOves of grape-leaf magnolia arc unap· 

proachable. so swarming arc they with the bees raised by the Beijabar. 

Honey made from grape-leaf magnolia nectar is colored dark red. Not only 

is  it sweet and nutritious; it can also have an intoxicating effect if  eaten to 

excess. The Deijabar make magnolia mead from this honey and drink it 

only at the most solemn or most fesLive of t heir feasts 

4.14 THE .-AMOUS ROSE-TREES OF MIRKWOOD 

The Forest of Southern Mirkwood is known for twO characteristic 

shrubs, one very beautiful and one very deadly. The famolls rose-trees of 

South Mirkwood grow dense and tail like a hedge of lilacs. Rose, burgundy. 

and pure white blossoms cluster logether over almost every inch of these 

trees as they bloom. As bealltiful as the flowers are, blooming from May to 

September, the hedges themselves puncture any skin with needle-sharp 

thorns. making a rose-tree hedge·row impervious to all intruders except thc 

wild goats, which eat right through them, thorns and all. Legend has it that 

an ancient Elf·girl concocted the nectar of these beautiful trees, and that 

whosoever succeeds in extracting a vial or their nectar, called "mi,.· 

me/ellen, "  has a potion of great value in cnchanttncnt. Such tales have 

merit, for the rose-trees were planted by Elves long ago in an effort 10 mark 

the boundaries of their realms; and even today, the healers of L6rien use the 

trees' precious gift to cleanse the body of any fout poison. The highest con· 

cent ration of rose-trees still can be found in the deeps of Angalaladh, near· 

by the Great Elven Circle. but chance hedges can bc found throughout the 

Wood. 

4.IS THE DEADI.Y MI LK-WHITE TRUMPET 

No plant grows more perniciously in Southern Mirkwood than the milk· 

white trumpet or "Giant /Jatura". A shrub that rcaches up to t ..... elve fL'C1 

tall, its every growing part exudes a sickening odor when bruised. Huge, 

pale trumpet flowers, SOllle a fuut in lenglh, bloom in late summer. If one 

happens by during pollination season, onc risks being overwhelmed by this 

odor. multiplied many times over, for tilt' flowers eject their silky whiTe 

pollen forcefully. Contact with milk·white trumpel pollen has been known 

to produce blindness and nausea lasting a week and. in extreme cases, 

madness. Cruel Northman assassins have employed a paste derivative as a 
means or securing information, since the delirium aCTS to release one's in· 

l1ermost thoughts. 

But the nowers aren't the worst of the milk·whitc trumpeT. By mid· 

autumn it produces a prickly seedpod quite as big as a hobbit hand. Inside 

grow black and bitter seeds the size of a raisin. One seed, when dried over 

three days and pulverized, gives a sense of euphoria and false firmness i n  

battle. More than one seed will kill a man or Hobbit swiftly; three seeds will 

kill a Dwarf. It takes ten seeds to kill an Orc. Only Elves are immune to the 

deadly Darura poison. 

No one knows how Ihe milk-white trumpet made its way into Mirkwood. 

but it is known to be a botanical late·comer. Some surmise that seeds came 

into Mirkwood via the exodus from the south during the Plague. But 

wherea.� this same Datura plant grows to be only ten inches tall on the banks 

of the river, in the shadows of Dol Guldur it seems to find its clement, grow­

ing to its full twelve-foot height. 

4.16 DIN FVlNEN. THE DEATHLY MOSS 

Many rocks and forest slopes of Mirkwood seem carpeted by a thick and 

temptingly restful moss called "Din Fuinen" (S. "Nighf's Silences" . Any 

passerby would gladly take a moment's rcst on such a cool and comfortable 

bed. But beware. Whcn Ihis moss is at its ripest. Ihe pressure of a human 

body causl:s it to exude a volatile oil known to cause amnesia Ihal lasts 

anywhere from uvernight to a week. depending on a person's imcllectual 

strength. 

4.1'1 A MIRKWOOO WlLDFLOWER 

The most common nower now found in Southern Mirkwood is the 50-
called "Sarah·pokes-her·head," distantly related 10 the Jack·iIHhe·pulpit. 

Dramatic in its bloom. this fooHall plant holds a purplc·colored sheath 

around its bright red flower. II can bloom even in the darke51 of places: l1S 

usefulness as a food occurs only outside its blooming, however. When it 

blooms, ils egg-shaped root would prickle and burn on the tongue. But if 

gathered and carried with one for the cycle of one moon, the roOl becomes 

sweet and tender. A single root can sustain three people for one week. 
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4.18 LICHEN GLORIOSA (Loth-nu-Fuln) 

One cannot forget to mention, when discussing the plants of Southern 
Mirkwood. the lichens for which this forest is famous: the Lichen Gloriosa. 

(The Elves call them "Lolh-nu-Fuin. " or "Flowers-ullder-lhe-NigJII.·� 

Growing out of rocks and slumps like underwater caral, these finger-like 
clusters of bright orange and green literally glow wilh life. and have been 
used to illuminate dark places. In the moonlight, they often move and sway, 

They arc becoming morc and morc rare, since invading men from Ihe south 
have discovered their fine navar. 

But the hidden value of Ihe Lichen Gloriosa is not in its edibility. They 
taste good. bUi they do not provide enough sustenance for someone wilh a 
difficult path to follow. They do contain secret magical constituents, 
however,which serve to sharpen any blade, making it able (0 cUl lhrough 
even rock and never need sharpening again. For this purpose, the lichen 

Gloriosa must be used immediately upon gathering. It cannot be picked and 
stored for later use as a blade-sharpener. 

4.2 THE FLORA OF TALATH HARROCH 
Ages ago these plains were cultivated, so many of the grasses that thrivc 

in Talath Harroch today have some food-value. But their growing habits 

have shifted away from the controllable forms of cultivars to the wayward 
ways of weeds. Careful study and tending can make of these plains a Iife­
sustaining region, but for those entering Talath Harroeh for the first time, 

they appear barren. lifeless, and without end. 

4.21 TOUCH-GRASS 

Although its numerous growing patterns make il seem LO the uninitiated 
many different plants. onc single grass dominates much of the Plains of 

Southern Rhovanion. It is called "Touch-grass," because a touch from any 

p3ssingcreature makes it change its shape. Curiouslycnough, this plant ha-'. 

the uncanny ability to distinguish races and breeds of passcrs-by, so that the 

shape it takes can be used by an informed scoul to discover what sorts of 
travelers have come before him. Since the Touch·grass retains its shape for 
one hour after being touched. il offers quite up-to-date information. 

For example, the Touch-grass shrivels to nothing when touchf.-d by an 
ore. It nattens to the ground when touched by humans. It stands straight as 

a In .. "C when touched by Dwarves. I t  tangles into curlicues when touched by a 

Wil.:ard. Only when touched by Elves does i t  regain ils naturally graceful, 
simple draping shape. 

At a certain harvest time each year, Elves make a trek oUi of the deepest 

forest to gather the nutritious grain of the Touch-grass. At that certain time 
of the year, the touch of an Elf makes the plant gather all its seeds at the cnd 

of a tall cluster, allowing for quick and casy harvest. At the same time of 

year. however, if an arc or human comes along, the Touch-grass falls and 
its seeds rapidly burrow into the earth, seen by only those with the quickest 
vision. 

4.22 A PLAINS WILDt'LOWER 

Early springtime can be a beautiful time in Ihe plains of Talath Harroch. 
thanks to the little wild llower called. Bright Blue Eyes. This tiny flower 
sprOULS and blooms ahead of the grasses. sometimes making its way up out 
of the last of the snow. It reliably makes the Plains seem a sea of bluc undcr 
the first full moon of springtime. For those who have the patience, great 
good can come of a gathering of the nower of Bright Blue Eyes. Gather 25 
ofthesc flowers under the full moon and brew a cup of tea with them. They 
will ensure enhanced vision, vision as sharp as that of the most observant 
Hobbit or far-sighted Elf, for a period of three hours. Unfortunately, like 
the Lichen Gloriasa, it cannot be stored without losing its potency. 

4.23 BOG-LAND GRASS 
One pernicious weed has recently begun to invadc the Plains, called the 

grass of the bog-land. It originates in the swamp-like bowls set between the 
ridges of the Wold and Brown lands. along Anduin within the area of thc 
Undeeps. Since T .A. 1000 thcse marshy plants have migrated east, bringing 

with them miring bogs and their accompanying ills; thus, the label "bog­
land grass." This spccies seems to need less standing water than other 
marshy Undeep plants, so alrcady it has overlaken the Anduin Vaney pools 
in and around the Brown lands, and threatens to blot out all diversity re­
maining in the Plains 35 well. It grows thick and matting, erealinga ground­
cover easy to walk and sleep on but useless for food or sustenance. Even the 
wispy leaves of Touch-grass or Bright Blue Eyes can be chewed on for a 
thirstquenching nibble. but the bog-land grass grows dry and hollow. Its 
only value has been discovcrcd by the Northmen of the Plains, who have 
passed on this knowledge to other neighboring tribcsand raccs. After a con­
siderable slruggle necessary to pull the bogland up by its roots, the tough 
fibers can be woven together to make waterproof ropes and baskets. 
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4.3 FLORA OF THE VALES OF ANDUIN 
Ages of irrigation and cultivation have made the Vales of Anduin rich 

and diverse in their vegetation. Dirricult it would be 10 name all the plants 
that thrive in these beloved valleys. Let it be noted, howevcr, Ihal just as 
communities of people have seuled in parallel patterns running from the 
river to the woods, so similarly plant communities shift as one moves from 
riverside slopes 10 forest or plains to Ihe east. 

4.31 TREES Of" THE VAI.U:V 

Willows and alders dominate the banks of the River Anduin to the nonh. 
cross-river from the region called "Stoorharbor". (The home oflhe Hobbit 
tribe called Stoors, located on Anduin's west bank just south of the Glad­
den Fields.) Neilhcr tree grows edible nuts. But moving eastward, toward 
the edge of the forest which houses the Tree-town of I he Wood-man tribes. 
Smooth Oak and Curly-bar .. Hickory grow more and more abundantly. 
Each grows edible nuts. although the smooth oak acorns takc onc full da)' 
of laboriOlLS proccssing before the)' can be eaten. (The nUls are soaked. 
crushcd and then boiled.) Furthermore, bot h oak and hickory provide cx­
cellent firewood for Beijabar and sturdy lumber for the buildings ccntral lO 

thc Wood-men's society. Some disputes of territory and ownership have 
arisen between these two groups over the use of forest trees now dwindling 

along the westcrn edge of Southern Mirkwood. 

4.32 WILD PERSIMMONS 

One OIher tree of note mingles in among fhe Anduin valley region runn­
ing westward from the forest , and that is the Wild Persimmon tree. In 
Middle-earth the persimmons grow as large as a garden-grown tomalO. 
They stay green until the first of the new year. when ripeness comes upon 

them and they glow a coral red. Those persimmons that grow at the edge of 

the riverside havc always been counted by thc Hobbits ofStoorharbor to be 
a special feast. The trees bend down over thc river, so they must be 
harvested either by someone good at climbing trees or by someone from a 
boat on I he river. 

4.33 CAREFREE MUSTARD 

Since the fields of Gladden, Th6r1orien, and thc Undecps once were 
cultivated, many plants still thriving thcre arc offshoots from vegetable 
crops of years gone by. Perhaps most prominent is the Carefree Mustard. 
Its blue-green leaves branch from a stalk standing two fect tall, and they 
have a sweet taste likc broccoli until they nower in late summer. They pro­
duce purple seeds thc size of pinheads. small and difficult 10 collect, but 
valuable as a mustard plaster. Place a cup full of Carefree Mustard seeds in 
a mortar, pound with a pestle, adding a few drops of water, and you have 
created a plaster thai will heal superficial wounds within an hour's time and 
soothe, if not heal, more serious pains. The seeds can be harvcsted and 
stored for later usc, but the plaster must be used immediately upon prepara­
tion. 

4.34 SPLA n'OOT GOODWORT 

Wild reeds and irises crowd into the marshy Anduin riverbanks, not only 

at Gladden Fields but also in the rare bogs nest led within the arid Undeeps. 
I f  one can discover the abandoned causeways of earlier days, or if one can 
maneuver a riverine boat through the reeds, onc may also discO\'er the 
beneficent marsh-dwclling plant called Splayfoot Goodwort. one of the 
only blessings one could claim for the development of marshlands where 
farmlands once held sway. 

The Splayfoot Goodwort is a tall, water·dwclling plant. Its �lender 
upright stalks are anchored in the water by adventitious roots that emerge 
as high as one foot above water level. The plant itselfcan stand five to seven 
feet tall, branching into delicate stalks wilh papcr·thin, scalloped leaves 
and dangling, delicate lavender-colored Oowers. When the seedpods ripen 
in mid-autumn. they take the shape of curved peapods, like liltlegrecn cres­
cent moons dangling over the marshes. Each pod carries three or four shiny 
black seeds. When mashed and mingled into any drink, these seeds instill 

confidence and singleness of purpose into the hearts of the good and 

honest. If fed to men or creatures of evil, the seeds bring on dizziness and 
confusion, lasting one to four hours. 

4.35 ATHELAS 

Clumps of Athelas can be discovered in dry and fertile regions of the 
eastern Anduin vales, marking spots where long ago Numenorean 
travellers camped for a season. Radagasl's herb garden, which circles round 
Rhosgobel, also grows a patch of Athelas, as well as samples of just about 
every other medicinal and magical herb found in Middle.-earth. Radagast 
has long been keeper of the original rootstock of magical herbs. ail hough he 
rarely harvests them and never gives permission to anyone, friend or foe. [0 

pick his herbs, unless picking them would mcan saving life or limb. He takes 

his task of conserving samples of every herb very seriously. Many are 

becoming rare in gardens and in Ihe wild. 



4.4 FAUNA OF SOUTHERN MIRKWOOD AND 
THE VALES OF ANDUIN 

Although the insidious innucnce has been ever increasing upon Solllhcrn 

Mirh.·ood over the past five hundred years Or more, many of the animals 

t hal Ii vc i II I he r orest here are 51 ill gentle and benign creal Ufes, f Tightened of 

human inl ruders. Charcoal-grey squirrels ju nlp r rom branch LO branch well 

above the heads of humans. trying 10 gel 10 ripening nutS before they fall 10 

the grollnd. Cuckoos seem (0 enjoy 1 he growing shadows of Mir kwood, for 

their numbers have increased noticeably in the past Icn years. Their .�OTlgs 
echo back and forth through the woods at dawn and sunset. On the other 

hand, bears. wild cats, wolves .md giant spiders also abound. 

4.41 RIRI)S 0 .. RHOSGOIlEI. 
Many olher bird .. make their homes in the trces or Mirkwood. but 

nowhere do they congregate in such greal numbers as in the area al the 

we�tern edge of the forest where I he Wi7.llrd Radagasl has his home, called 
Rhosgobe(. There not only arc the trees hung wilh every variety of bird's 

nest imaginable, but also the ouler walls of Radagast's own woodland home 

are constructed, quile artfully. with wizard-wrought bird hou�es, feeders, 

roosts, perches, and baths. At sunrise and sunset lhe sound is deafening and 

yet magical in its natural harmonies. Many of the birds seen in the 

southwest reaches of Middle-earth, even as far south as Urn bar. make a 

summer pilgrimage home to Rhosgobel at least once in  their lives, causing 

the Great Migrations Ihat sweep through - millions or birds coming north 

during each Spring, and scattering 10 the south, west. and east again under 

the Harvest Moon. 

4.42 ANIMALS AMONG THE KEJJARAR 

The other settlement that harbors animals is (of course) that or the Bei­

jabar (Sec S.21). Their relationships with the fauna of Wilderland is legend. 

Few animals are at odds with I hc Beijahar, and most bcasts COUn! them as 

great friends. This is largely due to their ancient cultural emphasis on the 

ways of nalure, particularly the mystical delvings which gave birth to the 

Clllt of the Bear (Rh. "Bairakyn'1, and Ihe associated ritual called 

"Skuiftfaikan" ("skin·" or "shape-changing"). 

Only a few of today's Oeijabar practice the ancient art of skin-changing, 

as it is said that all their forefathers could do - shifting from human form 

into an animal, prowling in the night as lordly bears. The two most promi­

nent in the region. 8eorohorn (the current leader or "Woifdollhoirj and his 

youthful friend Born/Jelleor. are both gifted with the skill; )'et they use it 

sparingly, only in rituals or when their kinsmen's lives are at stake. 

The vestiges of the Beijabars'skin-changing heritage remain, however. in 

their kindly interaction with animals. Because they still experience the em­

paThy with animals that arises from a racial memory of being one with 

them, they can communicaTe by words, thoughts, looks and gestures with 

Ihe animals around them. 

Their rustic homes are sharcd wit h dogs, raccoons, bears, wild cats, 

sheep and ponies, all of whom perform household chores. The dogs and 

raccoons gal her, prepare, and serve food (which is fish or exclusively 

vegetarian). The bears and snow lions serve as guards and mcssengers, 

while the sheep and ponies help in hauling lumber and tcnding children. 

In exchange for all ihese services, the Beijabar offer their animals food. 

warmth. and shelter. the animals living among the Scijabar as if all were 

members of the same family. They will not hesitate 10 strike if  an intruder 

threatens. They stay quite close to home, although Beijabar snow lions and 

bears have been seen as far south as North Undeep and as rar east as the in­

ner edge of rhe:: East Bight. 

4.43 SPIDERS 

The nastiest beasts one might run into while traveling through Southern 

Mirkwood are the spiders. Two distinct varieties of spiders spin their sticky 

webs in Southern Rhovanion. One variety. those moving southward from 

the Northern Mirkwood Forest across the Old Road, grows large (up 10 
eight feet across. including legs) and black, and spins webs from tree to tree 

in the northeast corner of the Southern Mirkwood Forest, making one's 

passage through Ihat region particularly sticky. After all one risks the fate 
of finding oneself hung upside down in a tree - bound in unbreakable silk 

strands and full of a poison which slowly turns one's inner organs into a jel­

Iy suitable for an epicurean spidcr palate. 

The other variety - concentrated in the southwestern Icg of Ihe 

Mirkwood Forest and more abundant as one approaches Dol Guldur - is 

native 10 the southern region. These spiders are Ihe many offspring of the 

white spider Enlla Son Sorab, eldesl offspring of Shclob. The child now 
makes her home in the depths of Dol Guldur. while her mother prefers the 

bizarre comforts of Mordor's Ephel Duath (S. "Dark-shadowy Ouler­
fences"). Every th irty-six days she hatches a new filmy egg ca..,e full of 

spideriings, which scatter from within those volcanic depths out into the IS 

spiderlings, which scatter from within those volcanic depths oul into the 

Mirkwood Forest. They rarely grow to the size or their mother who, since 

she has not moved for hundreds of years, now has attained gigantic size: 10 

feet to the top of her body, 13 feet from head to hind, eacl'! of her 6 hind legs 

measuring at leasl 20 feet long, her 2 forelegs measuring only 6 feet, but 

equipped with stinging pinchers at their tips. Her ofrspring (Ennerlings) or­

dinarily remain small enough to hold in a human hand - and are white col­

ored, with a blood-red dimple on their undersides. They spin dewy 

spiderwebs among the trunks of Southern Mirkwood, which can only be 
seen (and then only dimly) under full moonlight. Otherwise, it is all too sim­

ple to walk straight into an Ennerling web. They sting fiercely if handled or 

STepped on, but will not att ack without cause. Ennerling stings do not kill, 

unless inflicted in numbers greater than a dozen within one hour. They do 

debilitate men for twelve hours, bUI they do not slow down Elves. 

4.44 THE FELL BEASTS m' THE EMYN GULI)UR 

In recent years the old legends of crucl dragons coming out of the depths 

of Mirkwood have been partly confirmed. Large, black, flying beasts with 

whi p-li kc tails and great bat-like wings have been �ighted in the night skies: 

and some herders in the East Bight claim that these creatures have claimed 

more than one oft hcir strays. The reports have given birth to a revival of the 

old. doom-saying tale� of the coming of a great Darkness. Few have failed 

to suspect Dol Guldur as the source of the unsculing cvcnts. 

The coming of the "Net.:romoncer"to Dol Guldur marked a great change 

in the character ofSoulh Mirkwood, and indeed the whole of the forest that 

was once called "Greenwood the Oreat." Ever since the twelfth century 

T.A. races living in  Southern Mirkwood began to notice a change in the 

animals of the wood. Packs of unusually aggressive wolves began to ap­

pear; huge spiders began preying on travelers; orcs and trolls haunted the 

edges of nearby settled lands_ In  more reccnt years, since T.A. BOO, ''jeff 
beasts" (Rh. "Winanbanor, " or ''Jriend-slayers'� have made their home 

here as well, usually in high caves or on shelves beneath overhangs of rock. 

A number of them are spread throughollt the £mYII Gufdur (S. "Hills of 
Sorcery") of South Mirkwood. These creatures grow to lengths of 30 feet 

(with 30-35 wingspans), and may be distant relatives of ancient cold drakes. 

Morgoth seduced their kind in the Days of Ire. so hatred. and the curse of 

Darkness runs in their hOI blood. Unlike the great Uru(oki (Q. "hot· 

serr>ents," or "fire-drakes"), they cannot breath fire; but they nonetheless 

remain formidable. Their huge claws (up to 9") and awesome jaws (which 

hold modest 6" fangs) have persuaded more than a few that death can be a 

swift affair. In addition, their love for the dark sky - together with an un­

canny ability to quietly glide - allow them 10 slrike at nigh I with uller sur· 
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prise. During daylight hours they favor the direct approach; using their 
considerable speed . they simply dive upon a foe with outstrctched claws. 
The impact alone can be devastating. Perhaps worst of all, they often stalk 
in pairs; for unlike dragons, they are relatively cooperative creatures. 

Large fel l  beasts can support the weight of two strong men and are frc· 
qucntly used as mounts by Sauron's Nazgul. Occa�ionally the Olog·hai 
warlords employ them as well. Their coming may have coincided with the 
opening of AngOlar, since communicatIons wilh that remote nonhern 
realm are tenuous. Even as messengers·bearers, however, they have a dis· 
quieting effect on the neighboring countryside. 

4.5 FAUNA OF TALATH HARROCH 

In addition 10 the animals under harness among the remaining Northmen 

of the Plains, wild beasts slill wander over the Talath Harrod. These 
animals maintain themsclv(.'S on the rolling plains, surviving on wild grains 
and grasses, taking refuge either in the forest or underground during 

snows. Six dominate the scene: (I) wild horses, the very herds from which 
Ihe Northmen of the Plains have been selecting the finest and fiereesl for 
their own; (2) wild gOalS, carefree herds that roam between plains and 
forest, undoubtedly the vestiges of herds raised for meat and milk by 
Northmen of years gone by; (3) clusters of Culcornix. a wild though docile 
beast found nowhere but in these plains; (4) occcasional herds of the while 

kine (wild oxen). which are native to the lands by the Sea of Rhun and 
wander the eastern grasslands of the Talath Harroch; (5) the heinous Egil's 
Viper; and (6) the foul Uindorlaif, packs of jackals which appeared at the 
time of the Plague's coming ( Winter of T .A. 1635·6). and still haunt the 
hills. 

4.51 WILD HORS.:S 

The Northmen who served Vidugavia, King of Rhovanion, favored by 

R6mendacil II in the 13th century T.A., wcre experts in horsemanship. 
bOlh in breeding fast and beautiful animals and in riding them at top speed 
without the sacrifice of maneuverability. Many of their ancient homes, 
campsiles and stables have crumbled - their herds escaping to join their 
wild forebears, who had always roamed these plains: but fate saw to il that 
some of the stronger steeds stayed behind to provide ready stock for the 
future. 

The horses ofTalath Harroch are large and heavy, colort!'d either whiteor 
grey or a mottled combination of both. They are skittish when approachcd 
by strangers; but if one feeds them raw furry oak acorns, they Quickly 
becollle docile, for the nut holds strange sway over these swift animals. 

4.52 WILO GOATS 

The horses' sometime companions are the wild goats, also left behind by 
Northmen. The goats are nOi as docile as the horses. Their horns grow to be 
two fecI long and they have learned to use them nOI only to bUll, but also to 
stab and prong a threatening foe. Only the Elven race can quickly bcfriend 
them; all other peoples evoke an unfriendly response. They eat anything, 
and are impervious to poisons except those concocted by a wizard. Their 
one vulnerability comes from an unquenchabledcsirc 10 bescratched on the 

head between the horns. If a person manages to sneak up on a wild goat 
from behind and genlly scratch between its horns, that goat will be ever 
loyal - as long as it gets plenty of leavcs and bark to eat, and suffers no 
abuse. 

4.53 THE CULCARNIX 

The most curious beast of the Talath I-Iarroch, the Culcarnix burro ...... s in· 
10 the grassy plains just like a giant prairie dog. In dder days these 
magnificently furry beasts were raised in great fenced colonies by furriers 
among the NOrlhmen. who favored their thick. silky, chestnut-brown fur 
above all other. Theanimals are harmless and rather cute. looking like giant 
reddish-brown guinea pigs, often growing as large as thrcc fect lall. It seems 
a shame to hunt them, so easily are these trusting beasts taken down with 
bow and arrow. But trade in Culcarnix pelts is rare indeed in these post· 
Plague days, and among the settlements of Northmen throughout Rhova· 
nion, an extremely high price (as much as 5 gp) will be paid to anyone offer· 
ing to sell Culcarnix fur. 

4.54 THE WiLl) KINE (Kine of Araw) 

The white oxen of the Eastern Talath Harroch. Dorwinion. and Thaun· 
ish coasts are considered by both the Nonhmen and Dunedain to be agift of 

Arow (Q. "OrOllle;" Rh. " Oemo"), huntsman of the Valar. They are huge 
beasts. often standing six feet at thc shoulder and weighing as much as one 
and a half Ions. As work animals they arc unparalleled, so the Easterling 
tribes use them to pull their chieftains' Greal Wains (wagons). Their long 
grey horns are prized as instruments by the Dtinedain, and arc used by both 
the Easterlings and Northmen for making (after being ground) healing po· 
tions and superb ( +  10) composite bows. Only dragon horn is more 16 

valuable. The Ki ngs and Regents of Gondor have hUnied them since the 
time of Ostoher . 

4.55 [GIL'S VII'ER 

Before the coming of the Ulldarlaif. lhe huge "Egil's Viper" stood as the 
Plainsmen's greatest nemesis. During the early days of the Third Age one of 
these serpents slew the first Rhovanion Northman Prince - Egil Eohari ­
by striki ng him from the high grass of t he East Bighl. Following Egil's deal h 
the Northmen drove the snakes eastward into the Talath Harroch. They 
used dogs, bows, and boar spears to hunt their formidable foe, named for 
the founder of the first Northman settlement east of Mirkwood. 

The Egil's Viper is a Quick. grass-dwelling prL'<1ator who feeds on 

rodents. egg. ... small cattle. and occasional mannish fools. Stalking in the 
late afternoon or early evening, these yellow·brown beasts quielly follow 
the scent of the chosen meal; they then strike in one of two ways: ( I )  by im· 
mobilizing the prey with a precisely aimed spray of venom which can be 
directed into the target's eyes from a distance of up to 30 feet; or (2) by 
biting the unwary victim and injecting a deadly poison into the wound. 
Their 3" fangs have been known to penetrate rigid leather and chain mail, 
and their speed and size (up to 20 feet) allow them to reach bewildered 

horsemen. Fortunately, however, they hunt rllone or in pairs, and are rarely 
sighted west of the eastern TaJalh Harroch. 

4.56 THE UNDARLAIt' (Jackals) 
During the early days of the Great Plague a new danger came to the 

Talath Harroch from out of the East. Packs of black jackals now inhabit 
most of the hill country not regularly patrolled by Gondorian troops or 
tothraim ollniders. There are aClually a number of types, but the 1110st 
prevalent group is (he Un{/urlUl! (Rh. "Ul/dl!r·leovi"8s'�. These dog-like 
predalOrs are the largest of their kind (often as long as five feet and 
weighing as much as 120 pounds), and arc quite capable of eating right 
through the body of a substantial "kill;" thus their name. They hunt mostly 
at night - in aroups of 4·20 - traveling quietly and virtually unseen. Their 
black coloring is ideal for nocturnal prowling; only their bnght blue eyes 
and scarlet ear naps break the darkness. Wit h tremendous night·vision and 
a keen sense of smell. they kill two thirds of their prey. This is largel)' due to 
the manner in which they strike: first they circle in small groups; then 
decoys draw off the SI rongest defenders; finally, pairs or trios at tack choice 
targels. When fond is scarce they scavenge (even in daylight hours); and 
when there is famine (as now) they have been known to approach set· 
Ilemenis. They are exceedingly swift. and as of late, a number of weak and 
unwary folk (particularly children) have disappeared. 

5.0 THE IN HABITANTS OF 
SOUTH ERN RHOVAN ION 

Great changes have overcome this region during the past len years, 
alterations most dramatically observed in the shifting communities of 
Rhovanian inhabitants. For not so many years ago. Southern Rhovanion 
was the broad and thriving homeland of Northmen, agriculturalists and 
breeders of horses who proudly traced their line back 10 the Third Houseof 
the Edain and their Eriadoran descendants. Despite their looseknit social 
organizations, the communilies of Southern Rhovanion played a crucial 

role in the vast, eenluries·long struggles between the Kingdom of Gondor 
and the Easterlings who lived ncar the Sea of Rhun and further cas!. No 
unified Northman military scheme held the Easterlings back from attack, 
but the very fact that men sympathetIC to Gondor mhabited Southern 
Rhovanion - both the impenetrable Mirkwood and the Plains -
diSt."Ouraged the threat from the East. 

Since the Great Plague Year of T.A. 1635·36, however. all that has 
changed. Only because Southern Rhovanion was not densely populated did 
the Plague slay any fewer here than in Gondor itself. Estimates suggest tha! 
half the population of the region perished by the end of the first year. The 
onslaughl of a hideous collection of maladies devastated what once were 
pastoral neighborhoods; the prosperous farms scattered just within view of 
one another lost their caretakers and many of the animals they housed so 
swiftly. so mercilessly. that in this year of 1640 T.A. the Plains of Talath 
Harroch and the Southern Eaves of Mirkwood smnd as a ghostly reminder 
of the communities of men who once lived here. Ruins of houses. barns. 
sheds. storehouses. tumble down in the snow and wind. Food stores, fine 
leather work, ropes, and farming tools remain behind, often still in lidy 
order in the wooden outhouses that crumble all around them. 

Nonetheless. pockets of life still thrive in Southern Rhovanion, despite 
the dwindling of Northmen in the Plains. Although I he Plague struck down 
many, it also brought refugees into less settled reaches. Gondor's hold is 
tenuous; lillie order, lillie political organization rules today, but life goes 
on. 



5.1 GONDOR'S EASTERN LANDS 
The vilSt Talath Harrodl has always been a land of changing tides. 

Residents more often than no� rOam with the seasons or move when the land 

has been exhausted. Frequent visitors find the lightly-guarded expanses 
ideal for travel, for few obstacles lie in the way oft hose seeking richt:r lands 
on the other side. The grassy plains and gemly rolling hills stand as a wide 
highway for wanderers and invading hosts. 

Before the return of the Dllnedain to Middle-earth, little was r(.'Corded in 
the way of mannish histories, and no remembrance exists of lhe passage of 
folk across the Talalh Harrod\. "Common men" no doubt came and went, 
but their trails have been obscured. With Ihe founding of Gondor. 
however, there arose a great and learned force which coveted the plains of 
southern Rhovanion; their talc dominates this land. 

St:TTLERS t'ROM GONDOR 

RaciaI O..-l"ln5: "Lesser Dunedain," a varied mix of folk who arc in part 
Nonhmen, derive some blood from the indigenous "Common Men" of Sc­
cond Age Gondor, and are directly related to the original Duncdain settlers 

who arrived from Nlimenor after S.A. 1 800. 

nome Region: The plains, rolling hills, and scattered woodlands east of 
the Anduin, north of Mordor and south ofMirkwood - stretching as far as 

the Sea of Rhiin. The highest concentrations are along the Anduin; and the 
larger settlements further east arc concentrated along the Mell Romen (5. 
"Eastern Way"), the road which serves as Ihe principal communicalions 
link wilh the region. 

Ecosyslem: Largely \'aried. The men of Gondor prefer mild winters and 

warm summers, but these hardy refugees have become used to the cooler 
temperatures, Most of the folk prefer ..... ell-wooded hills which overlook a 
source of freshwater. 

Polilical Structure: Gondor's eastern territory, generally called Dor 
RhiJllen (S "Eas(errl Land"), is officially a royal holding administered bv a 

Regel/l (S. "Na",ion, .. or "Qrdained" is (he tille, olld the prefix "Nom" is af· 
fixed 10 his name) who aCls as military and civil commander. Like the first 
official Regent Minalcar (R6mendacil II), this lord also serves a� an am­
bassador to neighboring pcoples, notably the Northmen and tribes of Dor­
winion. The locals call him the "MUlldH (Rh. "Guardian·�. Resents usually 
act through the military structure, but are empowered to work with Ihe 
retired "Requai,, " (S. "Knights") who make up the aristocracy and are the 

arca's chief freeholders. Eaeh "Roquen" who has settled in Dor RhOnen 
maintains a fief of up to 1000 acres and is responsible for all the citiZ'.cnry 
located within its bounds. He is also bound 10 provide levy troops and/or 
"Oluarj" (S. "Warriors") in time of need. 

So<-ial Siructure: Descenl is bilateral (traced through both father and 
mother). Marriage must occur outside of the family and can involve "non· 
Dunedain" (this has generally meant Northmen). Residency is bilocal: one 
might live wilh either the wife or husband's family. 

Settlement Pallern: Most settlers reside in very small townl!., some of 

which are fortified. Outside the Nan Anduin area. settlement is sparse and 
long distances separate lownsites. The Greal Plague has compounded the 
problem, and a number or lawns are entirely abandoncd. Few exist with 

belter than half their pre· Plague population. Most of the lowns are located 

along the Men Romen beside military outpost') and/or the fortified manors 

of the Requain. In fact, the Men Romen serves as the majn or only street of 
the majority of towns in the Dor Rhunen. 

Milltlllry St ruetun": To begin wit h, the organi7.at ion of Gondor's Eastern 

Army is uniqllc. Wide distances and tenuous communicationn lines make 
any reliance on a levy. based force unfeasible; and the limited resources 

have dictated that an elite. semi·mobile army serves better than the usual 
men·at·arms. 

The Torguen sene as the sub-commanders directly beneath the Regent .  

They command the standing army of over 2.000 warriors which is housed in 

a series of outPOSIS by I he Anduin or along the Men Romen. This field force 
can be supplemented by retired Requain and Ohlari. as well as by allied 
Northman cavalry. 

Each Targen commands a unit of SOO men called an "Ohwrrilll" (5. 
"Warrior Hos,"), which is in IUrn divided into five "Falmamdak" (S. "Bul­
'Ie Wuves'1. The Falmendal. contains 100 lroops commanded by a 
Thangon (pl. "Thengyn") and organized into five 20 man Fa/marcel (S. 
"Running Waves':;. All Ohlar;" leads this, the smallest of Gondor's battle 
formations. Both the elite Requain (5. "Knighl.f'1 and the noble Ohlari (S. 
" Worriors'� are organized according to this struct ure, although the men arc 
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5 . 1 1  THE CONQUEST OF "THE EASr' 

In the middle of the fifth century of the Third Age, during the reign of 
Anardil, Gondar began to look (0 the area east of the Anduin as a source of 
land. horses and cauie, and as a vast horizontal wall against enemies who 
might threaten IthHicn and the Kingdom's eastern nank. Prior to that rime. 
the men of Ihe South Kingdom paid lillie heed to the region they called 
Rhovanion, since it was land-locked, unlamed and occupied by "Wild 
Men" , Indttd, Ihe northern section of Rhovanion had already been offered 
to the Northmen of EriadoT. as a new home and payment for their aid in the 

wars against Darkness. But thirst for territory naturally Jed Gondor to the 
East. and Anardil sent an army led by his son into the region to secure 

alliances with the new Northmen settlers and explore rumors of Easterlings 

and the Inland Sea. This expedition returned in T.A. 489, and was respon­
sible for new claims across the Anduin. Anardil died in 492. His son was 
crowned as "O.uoher, " Commander of Ihe East and seventh King. 

segregated according to rank. Thus, a Falmecel of Requain will be uscd dif­
ferently from one composed of Ohtari. 

Dimedain tactics arc based on widespread usc of well-trained heavy in­

fantry; although the Eastern Army has an unusually large proportion of 
mounted units, for half of Gondor's cavalry is deployed on the plains. The 
typical auack involves drawing part of the line into a "dirnaith" (S. "moll­
spearhead"), or "wedge" which is lISed to sever an enemy line or disrupt an 
assembling foe. A "thongai!" (5. "slrield-fence'1 is employed in times of 
trouble. when defensive emphasis is crucial. The thongail can bend (0 form 
a circle of sleel which dissuades even the most determined charge. 

Outposts are manned by 60-100 men. The commanding Thangon - who 
may be either an infantry or cavalry leader (depending on locale) - will 
ha,.,c varying proportions of fOOl and horse soldiers, but no more than one 
Falmetel of Requ<lin. And, since a Roquen is allowed to live in private 
residence on a small fief, the Knishts require mustering and arcused only in 
limes of great need. The Ohtari perform the patrol and relay duties. Gon· 
dar's banner of royal blue faced by the image of the White Treeiscarricd in­
to the deepest out landing nooks. 

Gondor'S trOOps favor the broadsword and composite "steel bow" - the 

latter being an effective weanon, but nonetheless a pale shadow of its 

Numenorean ancestor. A number of the mounted Requain and leaders 

prefer two hand weapons. Lance., and spears arc the province of others, for 
the men of Gondor rely on their silvery chain or scale mail and heavy 
mounts to great effect in close melees, and have no qualms about fighting in 
close quarters when a charge fails to break a foe. After all, Gondor's cavalry 
is in many ways "mounted heavy infantry." 

Currency: The settlers usually barter with their neighbors, although coins 

minted at the rO),31 treasury al Minas Anor are in widt: circulation. The 

silver piece is the standard, ahhough most folk deal mostly in bronze ( 10 bp 
= I sp) or copper pieces (5 cp ::: I bp). A sprinkling of gold (20 sp = I gp) 

can be found among merchants or the wealthy. Due 10 Gondor's economic 
impact, these exchange rates and coins arc respected in bordering areas. 
The images of the White Tree and Tarondor arc widespread. 

LanRulIIge: West ron or Ihe "Common Tonguc" is the language of the 
citizenry throughout Gondor. and Dor RhOnen is no exception. Labels and 

placc names are often Sindarin, and personal namcs frequently take older 
Adunaic forms. 

Appearance: The Duncdain are generally dark-haired and fair-skinned 

folk with grcy or green eyes. They are tall, the men averaging 6"2", the 

women 5'6". Most have little or no facial hair. They wear brightly colored, 

elaborately trimmed tunics of fine linen, colton, or silk. Leggings are 
preferred over pants. 

Housing: Thc common folk live in rectangular stone structures with 
thatched roof!; . Most are one story buildings with three rooms, one for 
sleeping, one for food preparation and storage and the other for general 
usc. The main floor is level with, or slightly raised above, the surrounding 

terrain, Chimneys with cooking niches are universally utilized. and shut­

tered windows provide thorough ventilation. 

Did: Dor RhOnen's widely varied bill of fareinc1udes fish, poultry, game, 
a few hearty vegetables. dairy products and numerous breads. The Dune· 

dain are superb gardeners. 

Worship: Most worship revolves around the numerous holy days. The 

Duncdain have no formal organized religion per se: rather, they conduct 
quiet and highly personal ceremonies which largcly involve meditation . 
They respect the Valar and the dead Heroes of old, but avoid dogmatic 

texts, discussions. or inscriptions. Much of the ritual life centers on 

elaborate burials. After all the years since the Downfall, the Dunedain are 
still somewhat preoccupied with dealh and the afterlife. 
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In the years that followed the scribes of Gondor recounted the first signs 

of great Easterling armies. This was perhaps due to the new interest in the 
region, but in any case resulted in the first in a serics of great wars between 
the Heirs of Andrian and hosts of eastern barbarians. Ostoher's reign was 
markcd by the building of Minas Anor - not the defeat of thc Easterlings 

- and Gondor was itself invaded and Ithilien assailed. It was left to his son 

Tarostar (who �ucccedcd him in 541) to stop the new onslaught. The young 

King immediately drove his enemy eastward across the plains and, with the 

aid of the few Nonhmen then in Rhovanion. crushed them in the hills of 
southeast of Mirkwood. Tarostar took the name "RolIIl?lId(Jci/"(S. "Eas/· 

vic/or" . One hundred and twenty years later (T.A. 667). however. he was 
slain in a skirmish with a new Easterling horde. His son Turambar avengcd 

his rather's death and drove the eastern tribes into the hills southwest or the 

Sea of RhOn. Alanalar I subdued the barbarians altogether, and Gondor 

received tribute as a show of submission. Thc newly conquered territory 

was labctcd Dor Rhrinen. By the time orthe last "Ship-king." Hyarmendacil 

I (Ciryaher), Gondor was at the height of her power - and no people con­
tested her daim to all the lands from the Andui n-Celebrant juncture to the 

shores or the Sea of Rhun. T.A. 1226 saw the death of the "South-victor" 
and a great peace settled upon the Talath Harroch. 

The reign of Al anatar I I  Alearin "the Glorious" (T.A. 1226-94) was a 

splendid and placid era. during which the South Kingdom relaxed and 

reviewed its wonderous resources. Gondor could afford to ease its constant 

vigil and end ror a time the campaigning which had brought it to unparallel. 
ed heights. The watch upon Mordor was abandoned and many of the 
soldiers settled down on their new lands. Unfortunately. Atanatar's son 

Narmacil 1 was not so lucky; a fresh stirring of the Easterlings resulted in 

gradually increasing attacks upon the citizenry of Gondor's eastern 

holdings. The childless Narmacil sent his nephew and Regent Minalear to 
subdue the uprisings and thwart any invasions arising in the "Far East." 

Minakar gathered an army and crossed the TaJath Harroch ill 1248. II was 

at this time that Gondor began to realize thaI the Northrnl!t1 they had known 
in Eriador and as Rhovanion selllers in the late Second and early Third 
Ages had changed. The many chiertains Gondor labeled "Princes or 

Rhovanion" constantly warred among themselves, and many of the tribes 

allied themselves with the hosts of Easterlings then at odds with the Soulh 

Kingdom. Only a few northern chieftains led by the Wai/dung Vklugavia 

supported Gondor's position. Minalear was largely on his own in a territory 

where supply lines could not be guaranteed. Nonetheless, he prevailed. He 
decimated the Eastcrlings in one great battle, scattered their hordes, and 
destroyed all the camps cast of the Inland Sea. The victorious regent return­
ed to Osgiliath as the second "ROmendacil". 

5.12 THt: RISE Of VIDUGAVIA AND GONDOR'S KIN-STRifE 

Soon after his arrival home, R6mendacil sent his son Valacsr to the East 

Bight and the home of Vidugavia. There, in  the Waildung tribe's capital of 

Burh JVidu (Rh. "Wood Stronghold"), Valaear learned the ways of Rho­

van ion Northmen and gathered an understanding of the changes in attitude 

which had eluded the court at Osgiliath. The young ambassador scaled 
maoy friendships and grew to love the northern lands in unexpected ways. 
Three years a rter his arrival, in 1253, Valacar married Vidugavia's beaut i f ul 
daughter Vidumavi, and soon arter their son Vinitharya was born. This 

union sowed the seeds of the cursed Kin-strifc. 

Narmacil l died in T.A. 1 304, and his successor and younger brother -
Calmacil - passed away later the sallle year. Calmacil's son Minniear was 
crowned "R6mcndacil l l ,  " the nineteenth King of the South Kingdom. The 
great Ea!lt-vit.:tor ru k"t.! r or 44 years. cant i n  uing I he forti fkat i on or t he An­

duin rrontier he had begun as regent in 1250. During this period relations 

with the Northmen were marked by Iwoconnicting trends. New insight into 

Northman manners, customs, and politics led to strong military and trade 

alliances with most of the northern tribes, and Gondor supported 

Vidugavia's claim as master of the "Kingdom of RhOl'QlJiOtt. "On the other 

hand, many of the noble families in Gondor resented (he Northman wife of 

the heir Valaear. In Vi duma vi theysaw a  short-lived barbarian whose blood 
would lessen the Line of Anarion . 

Valacar lived a long life. This proved unfortunate. for during his infirmi­

ty t he enemies of his heir Eldacor (Vinit harya) rallied behind R6mendaeil 

I I's grand-nephew Castamir. These detractors cited Eldacar's weak blood 
and Nonhman upbringing as evidence or his unworthiness; they also noted 

the influx of Northmen into Gondor's army. The citizenry of the Kingdom 

was divided. When Valacar died in T.A. 1432 ..... ar brokeollt. The new King 
Eldaear was besieged in Osgiliath by Castamir's supporters and (in 1437) 

was forced to flee to Rhovanion ror safety. Ornendil, the oldest son of  

Eldacar, was captured and put to death. 
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Castamir's suppon came from the rolk ..... ho lived in Lamedon, Haran· 

dor. Umbar, South Ithilicn, and in his home province of Lebennin. 

Pclargir, his birthplace, shaped his views on lire; so he enriched the fleets 

and turncd to the sea, renewing the Quest of the Sea-kings to dominate the 

whole of the "Harad Shores." New settlements were established along An· 

ralas and the coastal towns south or Umbar were subjugated . Castamir 
was, arter al" the "Great Captain" before ascending thc throne. Sadly, the 
inland provinccs were neglected. Eldacar's supporters in Calenardhon, 
An6rien, and Ithil icn gathered strength and enlisted the aid of their 

previously apathetic brethren. Ten years had passed since the seige of the 

capital. 
In T.A. 1447 Eldacar's army marched out of the East Bight, driving 

southwestward to the Undeeps. No opposition was orfered east of the 

Anduin, so his troops reached the Great River undeterred. Castamir's 

guard at the fords was attacked by local rebels and fled southward, enabling 
the northern host to cross with case. The provincial administration collaps· 

cd. Supporters from all over Calenardhon joincd Eldacar on the west side 

of the Undeeps. Meanwhile, Castamir gathered a field army outside the 

pseudo-capital of Pelargir. I-Ie planned to meet his foe at the narrows by 

Minas Anor, but Eldacar was too quick, reaching Pelennor Fields in  a series 

of brilliant forced marches. In  addition, rebels from the royal fiefs of 
Ithilien and An6rien helped secure a loose hold on Minas Anor propcr, and 

reports reached Castamir that the region north of the River Emi were un­

sure. The Great Captain resolved that the battle would be fought at the 

Crossings of/he Erui, where his vast neet could anchor the nank, harass the 

invaders. and ultimately allow landings behind the Northerners' camp. 

After all, Eldacar had no neet to oppose him. Eldacar's army of Nonhmen, 

" newly enlisted" retired veterans, and rugged Roquen loyalists foiled this 

plan. ho ..... ever, and crushed Ihe unsturdy forces of Castamir in a bloody 

battle which was largely decided by the hcavy cavalry from Rhovanion. By 

his own hand, Eldacar took the life of his cousin. Castamir'S sons took to 

the ships, fleeing to Umbar with the remnants of their host. The Kin-strife 

ended with much of the best blood or Gondor staining the waters of the 

Erui. 

5.13 THE PEACE AND TilE PLAGUE 

Eldacar ruled until T.A. 1490 and lived to the ripe old age of235. Seem­

ingly, his longevity disproved the bclicfthat the blood or lesser men wou;d 

mar the line or Kings; but the seers' predictions had been tr\le, ror the great 

numbers of new settlers from Rhovanion resulted i n  the waning or the 

Dunedain or the South Kingdom. Nonetheless, the influx was vital in  light 

of the Kin-strife's bloodletting. Osgiliath had been sacked by Caslami r  in 

1437 and never fully recovered; many of her cit izens had been put to the 

knife. The campaigns of 1437 and 1447 had devastated the army. So, 

Eldacar's offer of land to the loyal Northmcn acted to replenish the ex­

hausted human resources of his Kingdom . 
The next three Kings - Aldamir ( 1 490), Hyarmendacil II ( 1 540), and 

Minardil (1621) - were sons of Eldacar. Each continued the policy of 

strong ties wilh the Princes of Rhovanion, and improved Gondor's control 
over the Talath Harroch and points east. During this period the South 

Kingdom was militarily preoccupied with the war against the renegade Cor­
sairs of Umbar, Castamir's heirs. Fortunately, there was peace east of the 

Anduin. and the consolidation process was undisturbed. Ties between the 

Northmen and Gondor grew firm. despite the collapse or the Waildung· 
dominated Kingdom or Rhovanion in the sixteenth century. It took a great 

calamity to destroy the grip that the Sons of Amirion had placed on "the 
East . "  

In T.A. 1635, during the second year of the reign of Telemnar. a terrible 
wave or Darkness came out of the East in thc form or the Great Plague. 
Rhovanion was devastated by a wide variety of ills which combined to have 

an effect no Plague berore or since ha.� ever had. Men died in many strange 

ways. The following year the Evil spread across [he Anduin and nonhward 

beyond the Cdduin. There the symptoms took fewer forms, but the effect 

wa.o;; almost as greal. Gondor and her allies reeled. and the King perished 

with aU or his heirs. Osgiliath was nearly deserted, the renewed watch on 

Mordor abandoned. and the White Tree withered and died. Only the acces· 

sion ofTelemnar's nephew Tarondor has stayed the erosion. Since his cor­

onation in 1636 he has replaced the White Tree with a seedling planted in the 

citadel at Minas Anor, restored order to the Anduin Valley, and gathered 
the shards of a shattered society together. Plans to move the capital rrom 
the half-deserled wreck ofOsgiliath to the high urban retreat at Minas Anor 

are already being put in effect. Unfor!unatcly, the chaos of the last five 

years has been overwhelming, and the rencwal will be a long process. Now. in 

\ 640, Gondor's hold on her eastern territories has been reduced to little -
more than military occllpat ion. The few roads are generally unsafe; many 

of the towns are wholly deserted; and the government is largely unseen. 
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THE BElJABAR (Bajatjtahllr or Beornlngs) 

RlK'ial Origins: A collection or smaU Northman groups, generally ramily 

groups. which compo� a loose clan. Their social structure, physical tylX' 

and norlllS are radically dirrerent from their NOrlhman brethren. so much 

so that they are considered to be culturally distinct; they arc not simply a 

Northman sub-unit. Originally they were the masters of the Northman Cull 
of the Bear (Rh. "Boirakyn") and became increasingly isolated from the 

other Nonhman or Eriador as the Second Age passed. By T.A. I they had 

retreated into the high foothills and passes of the northern Misty Moun­

tains (S. "Hithaeglir"). During this period the Uairakyn splintered and the 
Bcijabar assumed the role or "protectors" of the easl-west trade routes. 

When the Northmen migrated across Misty MOuntains during the first part 
of the Third Age. their passage was guarded by these hardy folk. 

Home Region: The Nan Anduin (S. " Anduin Valley") and highland 

passes of the Misty Mountains. Most lowland (�alley) groups reside along 

the western edge of Mirkwood, while the highland families stay close to the 

refreshing headwatcr� of the Anduin's numerous small tributaries. The 

highest concentrations arc found in the Nan Anduin between the Gladden­
Fields (S. "Loeg NingJoren") and Ihe Carrock. These folk help guard the 

Old Ford (S. "loch lour'') and make the valley safe for modesl trartic and 

commerce. 

"�In'ored ':'cos}'stem: Well-watered highland areas which contain substan­

tial stands of primary forest and have cool weal her. They favor rugged 

places. rushing rreshwater streams, and plentiful animal populations. 

Political Structure: Although they arc widely dispersed and seemingly 

apolitical, the Beijabar are a remarkably unified clan. The hereditary leader 

- the High Shape-changer or "Ruling Bear" (Rh. " Waildanboir"j - is Ihe 

religious and political leader • and acts an intermediary with other folk. He 

is generally the closest eldest male in the Iineofthe last leader, but there is no 
firm principle of primogeniture and further removed men of exceptional 

ability have been chosen a.\ successors on at least one occasion. One ab­
solute prerequisite exists: the Waildanbair must have the power to Shape­

chol,ge (Rh. "Skuijt/uik'1. This abiUty is central to both the leader's 

political and religious roles. Upon the death of his predecessor, the new 

Waildanbair removes himself from his family manor and takes up 

residence at a traditional sile near Ihe Carrock. From this point on, he lives 

alone and visits his family only periodicaUy. His word i� absolute, although 

he frequently consults with his hand-picked advisors. 

Social Structure: Strictly patrilineal (traeed through one's father) and 

patrilocal (the wife resides with the husband's family). Marriage is outside 

Ihe family but within the clan. 

Setllement Pal1ern: Extended family units Jiveon isolated "manors'I(Rh. 

"Hoiman''). Each Haiman has an associated territory of substantial size 

(often 400 SQ. miles), and the family maintains and utilizes this fiers 

resources. The eldest malt=(s) frequently leave the Haiman in order to main­

tain contact with other members or the clan. or participate in extended 
hunting or fishing expeditions. 

Military Sirueture: The oldest male in  the family is caUed UFrothagu;m" 

(Rh. "Wise One") and is responsible for training, maintaining, and leading 

warriors who serve the clan during times of need. The whole of the male 

population forms the Faird (levy). All males above the age of 7 learn 

5.2 THE NORTHMEN 
The hardy folk now considered indigenous to Rhovanion arc collectively 

called the "Northmen" by the Dunedain scholars in Gondor and Arlhedain. 

They arc fair and tall and strong, noble by the standards of men. Thcir 

fierce sense of independence, however, has led to a splintering of the an­
cient ways they brought wilh them from Eriador during the first centuries 

of the Third Age. Five sub-cultures have emerged. groups bound by their 

way of life and not through any sense of political unity. Common enemies 

and unique men of great stature have occasionally forged alliances and 
welded necling kingdoms. but the Northmen have always moved their 

separate ways. Even the mixed Northmen citizenry of the towns along the 

Cdduin and in the Ea.�t Bight have generally kept to themselves. The men 

Vidugavia COUnted as cilizens of his Kingdom of Rhovanion four centuries 

ago no longer look to one lord. Nonetheless, they are aware of their com­

mon ancestral bond and remain brethren in the struggle against the 

Shadow. 
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military and outdoor skills. By the age of 10. Beijabar youths are skilled 

trackers, superb bowmen. and animal masters. Men above the ageof 14 are 

eligible to serve in the main body of the Faird. Normally, this force is 

assembled at one of ten meeting places in the Misty Mountains or north­

western Rhovanion. The Waildanbair traditionally ini tiates the call 
through a network of "messenger beas/s" (Rh. "Haurllw;nor'') and heralds 
(Rh. "Hournwoir''). 

Currency: None. Trade is strictly by barter; and since the Beijabar ha�e 

an insulated culture and are essentially self-sufficient, interaction with 

other groups is on a relatively modest scale. Only the Wood-men and 

Wood-elves have regular exchanges with Beijabar families. A close friend­

ship is a prerequesite. 

Language: The 8eijabar employ two forms of communication. Their 

standard tongue is a derivation of ancient Eriadoran Northman Speech and 

is called "AtJiduk". (fhe word "Beijabar" is the Atliduk equivalent of uBa_ 

jacgahar," the latter being the standard label used among other Northman 

groups living east of the Misty Mountains.) Each of the Beijabar is also 

capable of communicating in "Waildyth, "a system of signs and equivalent 

"nature signals" which can be used in the ..... ild withoul betraying one's 
presence. 

Appearance: Physically, the Beijabar are the largest of the Northmen. 

Men average 6'4", women 5'7". They are uniformally strong in build and 

bone structure. Their complexions are fair; but unlike most Northmen. 

most folk have reddish hair, and considerable amounts of it. They ..... ear fur 

tunics and capes, woolen paRIs with leggings, and no armor. Warriors 

often fight in hardened and reinforced leather helms which are covered with 

fur and/or the horns of fallen beasts. 

Hoosina: Beijabar live in  relatively comfortable long houses which they 

call "Loengonhuido". These are usually one-room structures made of 
beautifully fitted wood. Unlike other Northman buildings. they are raised 

above the ground on pillars. They have high ceilings which have substantial 

rafters and occasional lofts. Huge cooking pils are set into the center oflhe 

house floor, and smoke holes are cui into (he roof peak in order 10 assist 

ventilation. Most Lacganhuida have one or IwO covered porches. The 

manor itself is called the "Muidwe", and is typically the site of numerous 

bee hives. garden.'i. and feeding structures for rorest beasts. 

Diet: An exceptionally balanced bill of fare which includes fish, cream. 

cheeses. fruits, berries, a wide variety of breads, numerous honey-based 

dishes. and hundreds of edible plants and spices. These folk enjoy a good 

meal. 

Worship: The Cult o/Ihe Bear (Rh. "Bairukyn '') is the center of Beijabar 

..... orship. The Waildanbair is master of the cult; but he is assisted by lesser 
lords or "Woe/on", some of whom can Shape-change. Ceremonies occur in 

well-defined. protected glens and involve men costumed as beasts. The 

Waildanbair and any other Shapc-changer(s) take the form or bears and 

recreate ancient epics (e.g. depicting lhe origi n  of the Beijabar, (he Crea­

tion, the Ancient Wars, etc). Other religious rituals surround the burial of 

the Waildanbair al the Holy Carrock (one of many river rocks which is nor­

mally labeled simply "the Carrockj. 

5.21 THE BEIJABAR OF THf: NAN ANDUIN 

Along Iheeastern banks of the River Anduin, (he benign race of men call­
ed the Beijabar have made their homes for who k nows how long. Their 

dwellings can be found from the point where L6rien wood gives way to 

green vales. northward beyond the isle called the Carrock. One might wish 

to call their loose gathering a community, bul to better describe it one must 

borrow a term like "pack" or "den" from the world of animals; for Ihe Bei­

jabar, Men though they are, give all the appearances of living together in 

Ihat sorl of rulelesli, instinctive way that a pack of bea\'ers or a family of 

bears might find comfortable. They are Northmen, Ihough. and are bound 

togcther by a peculiar bUI common culture and Ihe guardianship they 
assumed long ago: it is the Beijabar who guard Ihe mountain passes and An· 

du;n fords which link Rhovanion with the anceslral Northman homes in 

Eriador. Leadership rests with the oldest male member of each family unit. 

Because of their skills in skin-changing, Beoraborn and his friend Born­

beneor are the best known of the lords who reside south of rhe Old Forest 

Road and held in highest regard by all the Bcijabar. During rituals or times 

of crisis thai require leadership among the Bcijabar, they are among the 
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three elders who take charge. (The olher, Beoracer, is more of a loner and 
lives along the mountain wall west of the Anduin.) But otherwise, no ideas 

of government, of power by one Man over another, or of dominion by the 
Beijabar over othcr raccs have ever crossed their m inds. Tht'ir religion is 
pantheistic, worshiping the forcesofNalure in every form that manifests its 

overwhelming powers, from lightning to sunshine. from the full moon to 
the ever-running waters of the Anduin. Only one forcc is esteemed above all 
others, that of the Greal Bear Spirit, sacred to Ihe preeminent Cull of the 
Bear (Rh. "8airakyn"), however. for the Beijabar's very being is associated 
with the blood of these awesome beasts. Nocturnal Bairakyn rites surround 
elaborate dancing, and are accompanied by skin-changing and co.<>l Umes. 
Daily concerns remain focused on Ihe rigors of everyday sustenance: 

gat hcring t he fish, fruits, and nut. .. on which I hey live exclusively. tending to 
their homes of earth and wood. Their great strength is in animal husbandry, 
for they raise beasts so shrewd and gentle, from cows and bees to bears and 

snow cats, that they have come to be able to depend on those animals for the 
care of their homes and household. A Beijabar residence is a bustling 
menagcrie of animal workers. none speaking in an articulate tongue, but all 

moving together intuitively in productive harmony. The Bcijabar speak a 

a curiolls Eriadoran language, distantly related to Adilnaic, but cnham:ed 
by sounds learned from the creatures with which they dwell. They have also 

learned to dress themselves through lessons from their animals, for they 
gather shedding fur and spin and weavc il together into dense, Ihick cloth. 
Bcijabar marry for life. Thcy raise their children together as a couple, and 

as a couple they also lend and train their own household beasts, although no 
Beijabar would consider that he owned his animals. 

THE EOTHRAIM 

Racial Origin: A Northman group - actually a collection of clans who 
share a similar sub-cullUre based upon an extensive use of the horse. The 
term "EOlhraim" is one of convenience, and is derived from the label used 
during the brief period that these scattered clans broke tribal bounds and 
were united as one "Great Tribe" or "People" (Rh. "Vitllhuid"). The six 
"tribes" (Rh. "Thiud" or "Theod") of Northman Horse Lords are Ihe 

descendants of Eriadoran groups which migrated through the Misty Moun­
tain Passes or through the Greal Isen Gap in six waves during the first six 
centuries of the Third Age. These folk served as infantry and (later) cavalry 
in the armies of Arnor and Gondor, and were the first Northmen 10 make 

widespread use of the horse. The lack of Eriadoran horse herds and oppor­
tunity to secure vast pasture land made Gondor's offer of Rhovanion ter­
ritory exceedingly auractive. 

Home Region: Rolling plains of Rhovanion, with primary concentra­
tions south of the Celduin and north of central Dagorlad. Heaviest 
numbers cast and southeast of Mirkwood's East Bight. 

Ecosystem: Cool regions which contain vast expanses of open grassland. 
They generally favor areas marked by long grasses. scattered woodlands, 
rolling hills. and reasonably plentiful water. 

Political Structure: Basically a clan-based society led by chieftains 
("Thynos"or "Ear/as" . The clans generally occupy specific territories and 

jealously guard their boundaries. Those near the East Bight, howcver, 

often live beside one another in the same villagc or on joint land-holdings. 
The clans are grouped in six "tribes" (Rh. "Thuid or "Theod'') which meet 

thrice yearly. Tribal leaders (Rh. "Huithynas") are chosen from the 
strongest ofthe Thynas. (Gondor calls them "Princes".) BeL ween T.A. 1000 

and 1500 the clans were loosely governed by the Thyn oj Ihe WoUdlmgs, 
who was overlord of the East Bight and oversaw a unified council (the 
Fra/hing) which settled inter-tribal disputes and dealt with neighboring 
Gondor. 

Social Struelure: Strictly patrilineal (traced through onc's father) and 
patrilocal (the wife resides with the husband's family). Marriage can occur 
outside of the clan and. particularly in the case of "royaity", outside the 
tribe. 

Settlemenl Patlern: The fortified village, a collection of long-houses sur­
rounding the ceremonial Hall (Rh. "SaicgllllU'� serves as the center of clan 
territories. Most able·bodit=d lIlen are away managing the clans' resources 
(c.g. horses) and the borderlands during the non·Winter months. These 
groups ride a circuit and occupy semi-permanent camps. Constant conlact 
with the home village is the norm, however, for good horses and an intricate 
network of trails afford swift communication. Certain clans and some or 

the wealthier nobility among thc others live on fortified "manors" during 
the winter, and retreat to the village only in cases of outright war. 
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5.22 THE: EOTHRAIM AND GAAMUZ: NORTHMEN OFTHE EAST 
BIGHT AND THE: TALATH HARROCH 

One hundred years ago, Southern Rhovanion was the prosperous 
homeland of agricultural Northmen whose farms clustered along the 
Southern Eaves of Mirkwood, particularly in the great sheltered clearing 
called the East Bight. But the Plague swept through, bringing illness and 
death, and in its wake bringing vagabonds who combed the countryside 
looking for any place and any way to live through the difficult years. This 
sequence of hardships cut deep into the Northmen, leaving only Iht 
toughest families alive on the Plains. One Olll of three homesteads slill 

houses some Northmen who trace their ancestry back to proud princes like 
Vidugavia; but whereas these people were once rugged farmers and trainers 

of horses, they are now fierce defenders of what remains. They haVe 
developed spears and bows far beyond the ordinary, ones which nearly 

always fire true to the mark . . .  and these men rarely speak before shooting. 

Most of those surviving have fortified their modest villages, homesteads, 
and camps. A few others have chosen to let the outside of their farmhouses 
fall 10 ruin . out of despair or a hope that invaders will pass them by for 
abandoned. But this decision can spell danger to any traveller through 
Talath Harroch and East Bight, for no mailer how abandoned a farmhou5t 

may look, it might well harbor a Nonhman with weapon in hand. 
Two wounded Northman societies dominate the eaves and open country 

east and south of Mirkwood. Six tribes of grim Horse Lords ("Eothroim'� 
wander along the trails in the rolling hills and scattered woodlands, ever in 

search of herds of stag and other imposing prey. Many re(urn to their for· 
tified \'iIIages and clan halls only in winter or in timcs of great fear. Their 
neighbors and brethren, the morc sett led Gramuz, are relative latecomers, 

Military Structure: All males above the age of 7 receive training in sur­

vival and hunting skills. and all those 1 4  or older receive training in 

weaponry and rudimentary tactics. The whole of the clan's able-bodied 

male population serves as the primary levy (Rh. "Foird',), whi le the reo 
mainder is schooled in the arts of stationary defense. The clan chicftain 
maintains a standing "house-Ruard" (Rh. "Kuzdrollhlon'-'), part of which 
accompanies him; the remainder guards the village andlor the lord's 

manor. Fighting is exclusively from horseback, except where the enemy has 
driven the clan's forces into a sllrrounded defensive site. Family leaders 
serve as sub-commanders of the Faird, whi le the overall structure is keyed 
[0 the seniority of the knights (Rh. "Drillg") of the Kuzdrauhtan. 

Currency: None. Gondor's currency is quite commonly used, and dearly 
precious metals are readily accepted, but the society is nonetheless keyed to 
barter. 

Language: Variations of the Rhovanion tongue Eothr;k. Use of West ron 
is widespread, particularly in commercial circles or in areas in close prox· 
imity to Gondor . 

Appearance: Generally blond, blue-eyed folk. They are tall, the men 

averaging 6'1 ", the women 5'S". They have considerable amounts of facial 
hair, but are not otherwise hairy. They wear linen and/or woolen shins, 
medium-length pants, and leggings. The Driug sport chain or scale mail 

shirts and open helms. The I:!othra'im usually have an average to stocky 
build. 

Housing: Depending on locale and social status, the Eothraim live in 

wood or stone "/ollg-hollses" (Rh. "Lainghudan"). Roofs arc of woven or 
thatched grass over a light wood or twig frame and have a smoke-hole. The 
interior is normally one room with an associated storage area and lor 
loft(s). The few high windows can becovered with shunersand the walls are 
insulatcd with earth and wool blanketing. Entry is via sloping earth ramp. 

for the noors are set 2-4 fect into Ihe ground. Light wood or twig fences sur· 
round manors or the garden areas of the more prominent villagers. 

The nobility live in sprawling homes which may have ten or more rooms. 
Their noars may be carpeted or have a covering of stone. Generally. 
however, they are nothing more than an elaborate variation on the basic 
theme. 

Diet: A mixed diet prevails, with heavy leavened or unleavened breads 

providing most of the bulk . Wild or domestic fowl, fresh-water fish. and 

game are in abundance, and dairy products (e.g. goat or kine milks and 
cheeses) are usually available. Spiced or watered wine. beer, and imported 
meads are the favored potables. 

Worship: The structure is typically Northman. The CuI! of the Stag (Rh. 
"Ailgrakyn " )  is cent ral to t his group's rituals, alt hough the Cult of the Earth 
(Rh. "Uerdakyn") maintains significant sway. 



and maintain the farming homesteads that serve as the backbone of Rhova­
nion (,:ommercc. These battered Northmen work the gardens and lands that 
lie along the river and stream valleys. the road�. and other major trade 
routes. The greatcst concentrations are in north-central Rhovanion, 
around the Celduin. but scattered communities and homesites dot the open 
land and surround the concentrated settlements of "Urban Norlhmen " in 
the East Bight. Like the Eothraim. they are allies or subjccts of Gondor. 
Unlike the Horse Lords, however. they cannot easily escape the watch of 
polil ieal overlords or ravages of inva�ion by "barbarous outlanders." 

S.2J THE WooD·MEN OF SOUTHERN MIRKWooU 

Now that many of the Northmen near the East Bight have scattered, the 
most highly concentrated civilization that remains in Mirkwood is that of 
the Wood-men, onc group of which has built a city of houses IIp in the bran­
ches of the trees of Mirkwood'S Western Eaves. 

Most Wood-mcn groups reflect the primitive patterns of organization 
still found among the Ikijabar: individual families live in their own tem­
porary hide and wood-frame houses or rare arboreal dwellings, and quietly 
subsist - hunting and gathering for themselves. Examples of this sort of 
primitive Wood-men culture are the rule in Northern Mirkwood, from 
whence the more sophisticated southern clans of Wood-mcn migrated. 
These primitive bands arc much rarer below the Forest Road. Whether 
through intelligence, mutual enemies. or learning gained by contact with 
the Elves of L6rien, the Wood-men of Southern Rhovanion. even back 
before the turn of the Third Age, learned the benefits of an organized com· 
munity. Today the sophistication of their woodland society can be seen 
reflected in the network of houses that they have built at a height oftwelvc 
to fifteen feel above ground level, in among the trees. The complex of tree­
buildings began centuries back as children married and wished for 
passageways between their old homes and their new, without descending to 
ground level. Today no Wood-man house stands alone, and ingenious 
methods of carpentry provide both solid support and also artful walkways 
from dwelling to dwelling, all in among the leaves and branches of the 
woods. 

THE URBAN NORTH MEN 

The 4'urban Northman" of Rhovanjon occupy the principal towns of the 
Nan Celduin and Nan Annen in the North, and Mirkwood's East Bight in 
the South. No monolithic sub·culture exists among these folk; instead, they 
enjoy a relatively advanced, mercantile-flavored lifestyle which is colored 
by the more distinct ways of their rural neighbors. 

Northern Rhovanion's tOwnfolk migrated from Eriador at a relatively 
early date. making their way across the "High Pass" of the Misty Moun· 
tains. The first group settled at Dale. The founders of Londaroth, 

Esgaroth. and the smaller towns o f  the Nan Celduin (S. "River Running 

Valley") follo ..... ed later. These people had been at lhe center of trade before 
the migrations and left behind modest towns in Eriador ..... hen the lands of 
Rhovsnion became safe for settlement. Opportunities in the .. ne ..... 
territory" were appealing, and pressures from the Witch King, migrating 
Dunlendings. and lhe omni-present Dunedain made the journey even more 
attractive. Most of the citizenry remaining folJowed during the next twO 
hundred years. 

This second ..... ave of Eriadoran townspeople migrated to Rhovanion by 
way of the "Great Road" or "Kjng's Way", through the Great Isen Gap 
south of the Misty Mountains and across the Undttps. They settled south 
of the Ce1duin. where the vast open plains were occupied by scattered clans 
of Horse Lords. Still, their penchant for cool hills and protected townsitcs 
resulted in a remarkable degree of concentration, and nearly all of the new 
urban groups gathered in the highlands of the East Bight. There they built 
their towns - large collections of wooden long· houses, surrounded by 
palisades set atop great walls of earth. 

The townsmen maintain close contact with the great kingdom ofGondor 
to the immediate south, for a healthy portion of their trade is dcrived from 
the neighboring Dunedain overlords. In addition, these Northmen have a 
mercantile past; when they still called Eriador home. they ..... ere in close con­
tact with the High Men of Arnor and learned the benefits of dealing with 
others, particularly the rich and powerful. Their contacts have led to Gon­
dor's recognition of the Princes of the East Bight as the rightful masters of 
the "Rhovanion Kingdom", even though the Northmen themselves 
recognize no one authority. Nonetheless, the townsfolk are the focus of 
trade and act to lie together the more independent groups of their brethren. 
Their preoccupation with. and talent for, politics also give Ihern the ability 
to organize and act as imermediaries. Such a foundation allowed Princc 
Vidugavia and his immediate descendants to caJi themselves "Kings." 
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THE GRAMUZ 

Racial Onain: A Northman group whose sub-culture is based on 
agriculture. They became a distinct unit (tribe) during the first millenium 
T.A. The urban Northmen sub-eulture found in Northern Rhovanion at 
Dale. Esgaroth. and londaroth has often been associated with this group, 
but is in reality Quite distinct. 

Homt Region: Rolling plains and river valleys of Rhovanion, with 
primary concentrations north of the Nan Celduin. They generally prefer 
sheltered lowland areas where the soil is rich and the winds subdut.'<I. 

Political Siructure: Essentially a clan-based society led by hereditary 
chieftains (Rh. "Thynas"). The twelve (Rh . .. T .... ·(J-IiF' Thynas compose rhe 
traditional tribal Council of Elders (Rh. "Fadorthing''), which meets three 
rimes a year or during periods of great emergency. Their sacred meeting site 
in the ruins cast of the lach Celduin has never moved. 

Socilll Structure: Strictly patrilineal (traced through one's father) and 
patrilocal (the wife resides with the husband's family). Marriage can occur 
outside of the clan or tribe, but unions with non-Northmen arc extremely 
rare. 

Settlement Pattern: Scattcred farming units are occupied by one to three 
families. Generally, a number of these household groups compose a sorl of 
loose village (Rh. "Alanburh',) located by a protected refuge - such as a 
terraced hill surmounted by a modest wooden wall nnd surrounded by a 
moat. These "forts" are normally used to confine domcstic animals. Aside 
from the urban Northmen. this is the only (ruly non·nomadic Nonhman 
group, for the residences are permanenl siles which are occupied on a yc.1.r 
round basis. Some herd shecp. 

Military Slructurr: All males above the age of7 receive schoolingm farm­
ing skills. but training with weapons does nOt begin until a youth has reach­
ed the age of 14. All residents of rhe Alanburh are taught to use the tradi­
tional 8' spear; certain able·bodied males learn the use of the short or long 
bow, and most folk are skilled with a hand 3,1(e. short sword, or 
broadsword. Essentially, the Alanburh acts as a military SUb-unit of the 
clan's Faird. No standing army exists among the Gramu!, and theelite war­
riors are an informal grouping of men recognized for their noble blood or 
battle experience. 

Currency: None. Gondor's coinage is accepted in most Alanburh and 
clearly precious metals are always acceptable. Barter is still the norm. 
although garnet jewelry is often in circulation as a sort of quasi-currency. 

Language: Variations of the Rhovanion dialoct Gramuik (from which we 
derive "Gramuzi, the "Tongue of 'he Open Country." Westron is 
prevalent along major trade routes. 

Appearance: Generally blond, blue-eyed folk. They arc taller than "com­
mon men," the men averaging 6'0", Ihe women S'4". Their grain-oriented 
diet has resulled in a group which is shorter Ihan other North111ell. 
Although they art' not particularly hairy. men usually SpOrl beards. They 
wear clothes of linen or wool: panls or (for women) short shifts with legg­
ings, medium length shirts. fabric cloaks. and soft-sok'd shoes. Wealthier 
warriors may don chain or scale mail shirts. but the norm is leather armor 
- gcnerally a rigid leather breastplate, a soft le'tlher jerkin, or a long 
leal her hauberk. 

Housing: Most of the Gramuz live in rectangular strucl\lres which arc lit­
lie more than shorl versions of the typical "long-houses" (Rh. 

"Luinghudun'') of their Northmen brethren. These arc one-room structures 
(called "Bidah"dan'') set fwo 10 three feet into the ground. They have high 
roofs. wooden frames covered with layers of grass, which often have a 
storage loft. A small grain room is aunched to the side of the house and is 
entered via a separate door; it doubles as a pantry of SOTIS. One cmers 
through a low door ..... ay. and descends into the main room by wayofa ramp 
or stairs. 

J)iel: Generally g.rain and dairy oriented. with occ<lsion:ll, small portions 

of fi�h or poullry. Red meat (e.g. mutton) is relatively rare I!xcept at fC!olival 
time. 

Worship: Typical Northman holidays and clerical structure. The Cull of 

the Earth (Rh. "Uerdaky,,', is predominant. bUl lhe Cull o/lhe Growing -
a sub-cultural equivalent of lhe traditional Cull of Trees (Nh. "Altmokyn ") 

is common in certain areas. 
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Within this tribe, thc roles of the sexes are sharply divided, although 
without bitterness. BUI so important to daily life are thc responsibilities of 
both Wood·men and their wive5 that marriage is essential by the age of fif­
teen. From Ihc lime of marriage on, the Wood-man must always tend \0 the 

safety. comfort , and beauty of the home in which he and his family live. 
The wife of the Wood-man, benefitting from his labors, does her share by 

seeing thai Ihe family eats well throughout Ihe year. BOlh wife and hus­
band. therefore, must sometimes journeyoulward from Ihc community, he 
in search of useful lumber, she in search of food nOI found in forest eaves. 
Usually men or women travel togelher in groups on these outings. and 

usually they do so during different seasons: the men travel out in search of 
wood during Spring and Winter I and the women forage regularly together 
during Summer and Fall, meaning that at any time of the year one or the 

other adults within a Wood-man family can stay hOllle and tend the fire and 

the children. 
Religious myths and beliefs among the Wood-men revolve around the 

seasons of the year as expressed by lhe A lanakyn (Rh. "CuI, of the 

Growing·�. For them. each of the four seasons is a goddess, bringing good 

as well as bad. Necessary homage must be made by seasonal meditations, 

performed together by the entire band or tribal communities, reflecting 
upon the powers of Nature and expressing thanks for the world of trees. 
Four families (one for each scason) called "Ar;vwuiron "preside over rituals 
and provide most of the clan's healers. 

Most Wood-men and their wives are proficient in two languages: the an­
cient "Woodword, " which other Northmen call "Nahaiduk"(Rh. "Hidden 

Tongue'� and is shared only wilh the more primitive Wood-men to the 
north; and the Common SJX,.-ech of Westron, which they have learned as a 
result of the innux of men into the Vales of Anduin. Children are trained in 
the Woodword early, but upon reaching the age of 14 they spend a year 
learning the geography and language of their region from the Wuilan (Rh. 

"Knowing Ones''). 

THE WOOU-MEN 

Racial Origins: A collection of wandering Northman bands which com­
pose a small, loose tribe. These humer/gatherers adhere to a relatively 
"prim it i ve" lifest yle which reneet:.; the Slate of greater Non hman cullUre as 
it was prior to the mid-Second Age. 

Home Region: Mirkwood. Most can be found in  the westernmost section 
of the forest, just north and south of the Men-i-Naugrim: but many bands 
roam the northwestern section of the wood. 

• �a"ored f.:cosysl�m: Dense, mixed primary forest found in cool cJjmates. 
Area must support large populations of elk (stag) and other sizable hcrd 
animals. 

Polili<'al S,ructurt: No overall unity. The clans are composed of bands 
which gather three times a year (at each equinox and during mid-summer) 
for purposes of trade and religious rites and rituals. The storend ("summer 
solstice") gathering takes place in the northern part of the forest and �rves 

3S " union of all the clans, I t  is at this time that the annual polit ical 

assembly, the "m% dan", meets to decide inter-clan disputes. Each clan 

council is represented. Band leaders comprise the clan's council ("Aldiar­
thing"), and elect an elder to preside over the clan until the next gathering. 
The political center is the traditional meeting place, but this focus remains 

unoccupied during much of the year, Clans rarely deal with each other. 

Social Structure: Strictly patrilineal (traced through one's father) and 
patrilocal (the wife residl"S with the husband's family). Marriage is outside 
of the band but within the clan. 
SeUltmcnt Pattern: Groups of twO to four families live and travel 

together as "bands." Each band maintains its own small terrilory and main­

tains a number of campsites within that area. Their existence is essentially a 

nomadic one, based on hunting and gathering. Weaker men, women and 
children reside in the camp while The stronger men pursue the hunt for one­
three week periods. A number of the camps are occupied over the course of 
(he }'ear. The whole band joins the rest or (he clan during the spring, mid­

summer, and fall. One clan, the Sairtheod, Jives in  a settlement al 
" Woodmen- Tow,," and enjoys a unified struclure. Theirs is an abnormal 

e�istC'nce which has been derived from close contact with the neighboring 
Elves of Lorien. 

Military Strucfure: All males above the age of 7 are engaged in training 
with wenponry. and possess skills in tracking, stalking, and anything else 
associated with a hunting and gathering existence. They make fine war­

riors. bUI have no formal military training. The clan's mil itary structure is 

informal; the council can call upon the bands to provide men for the 
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This Wood-men community is fairly self-sufficient, isolated as it has 

been from many other societies. Over the last few centuries and particularly 

during the last few years when fugitives fleeing the pains of the Plague have 

been passing through their lands, the Wood-men have found that their 
facility in whiHling and joining fine woods has provided them with most of 
the essentials of housing and storage. This wood-craft has always served as 
a valuable source of trade. They are especially known in Rhovanion and 

Gondor for their rare, intricate boxes, called ";nereneraban" (pronounced 

"inner-enner-a-ban;" sing: ";nerenerob. "pronounced "inner-enner-ab'') by 

those who construct them. No wider than a foot, no deeper than eight 

inches, rarely taller than six inches - these Wood-men boxes look like 

simple oaken constructions, only occasionally decorated with inlaid or­
naments of other types of wood. 

But simple constructions they are nOt. Open an inereneraband inside one 
sees numerous compartments. Even more compartments exist within Ihe 
boxes, hidden to the intruder's eye. Magical powers reside in these works, 

powers reined in  by the Wood-meD's skills in harvesting and curing woods. 

Food put into an ;nerenerab stays fresh and nourishing for one month. In 
fact, when one rills these enchanted boxes with bread or fruit, the food 
takes on subtle power: it  can feed a man for four weeks without replenish­
ment. Herbs and roots put into an inerenerab retain their medicinal potency 
indefinitely; need less to say, poisons maintain their powers there as well. If 
one obtains an inerenerob with good will, then the secrets of the hidden 
compartments work to one's everlasting advantage, allowing one to hide 

precious items like rings or bracelets out of view of robbers and thiefs. But 
i f  one obtains an inerenerab without the good will of the Wood-man who 
made it,  or his legitimate successor, noneofthes<: exceptional qualities hold 
true. 

defense of their territory. Accomplished warriors command by virtue of the 

authority they maintain in everyday lire. Armor consists of helms with 
leather jerkins or hardened leather breastplates; round wooden shields 
covered with leather and reinforced with iron are the norm. All warriors are 

proficient with long bows, and short swords and hand axes serve as the prin­

cipal hand arms. 

Currency: None. Barter is the norm, and precious metals are prized 
primarily for their value in making ornaments. The useorcoinagc is virtuaJ­
Iy unknown outside of Woodmen-Town, and it is extremely rarc there . 

Language: Rhovanion sub-group Nahoiduk. West ron spoken by few 
outside of Woodmen-Town. 

Appearance: Generally blond, blue-eyed folk. They are tall - the men 

being 5'H)"' to 6'4". the women averaging 5'5" - and have large amounts of 

faciaJ hair. Their build is average to stocky_ They wear crude woolen tunics 

and short patHs with leggings, and favor coats. cloaks, and hats of fur. 

Housing: Primarily long, rectangular. arched structuresofwooven wood 

covered with hides. The single-room interior is sct approximately three fcet 
in!O the ground, and is entered by a sloped opening. Smoke from the in­

terior fireplace finds Its way out through the one or two window openings or 
via the doorway. 

Woodmen-Town is an unusual selling - the houses are set up in lall, 

stout trees and built upon platforms of wood, normally elevated 15-20 feet. 
Most have but one room, and are composed orsmall wooden planks or sec­

lions set over an inner frame and chinked with mud. The roofs are of 

wooven hide and are secured to the trccs' trunks (which usually run up 
through the center of the abode). Open platforms serve as meeting places, 

and communal cooking areas have walls but no roofs. 

Dlel: Generally meat in the form of fresh or dried and salted game. Fish is 
eaten on occasion. Berries and wild grains supplement thecamivores' bill of 
fare. 

Worship: Each band has a member who is formally designated as one of 

the "Wuilan" (Rh. "Knowing Ones"). These folk are generally women, 
shamans who act as healers, seers, and spiritual leadcrs. They uniformly 
adhere to the norms according to the tribe's ancient "Alanakyn·'(Rh. "Cult 

of the Growing"). All of the Wuhan belong to the Alanakyn, but the cult's 

leadership resides in a band of "A rviwililOIl " (Rh, " Everknowing Ones"). 

This grouping or four family unils maintains its own candidate through 

rigid t raining, a nd enjoys a relat ively sedentary existence. Ot her bands help 

support these shamans Ihrough constalll contributions, particularly al the 
times of the great tribal gatherings. 



5.3 THE ELVES OF SOUTHERN MIRKWOOD 
Before the Shadow fell upon Greenwood. Elves made Southern Rhova­

nion their home. Galadriel's influence is said to havcspread well beyond the 
River Anduin, through the region now called Th6rlorien and illlo the 
woods thcn innocent, sparkling, and green. Indeed the deep wood, called 
then and now AngalaJadh. was the homeland of many Sindar; and in its 
dept hs, where the servants of L6rien Sl ill keep a wary, quiet watch, t here re­
mains the dim outline of an Elven circle � stones for seats, all in a ring, sur­
rounding a great fireplace, 

But few Elves find the darkening Mirkwood a pleasant place to l ive 

anymore. Many travelled to Nonheast Rhovanion and joined the Silldar 
and Silvan-elves of Thranduil's Kingdom. Others moved home to Lorien, 
as the reach of Galadriel and her spelJs diminished under the black fog of 
001 Guldur. Nonetheless, despite the lack of Elvcn settlements throughout 
the land of Southern Rhovanion, many a traveller nowadays might keep 
ears and eyes open for song-like calls of Elven trackers, or the enchanted 
lights of sublle Sindar magic. The immortal First-born cannot believe Ihat 
the Shadow will dwell forever in the forest they still remember as Green­
wood the Great, so they feci it their duty to keep customs alive even within 
the reach of the omnipresent terror that is the mark of the heinous 
Necromancer. 

5.4 THE EASTERLINGS 
The racial and cultural links between the men descended from the Edain 

have forged strong bonds. and the relationship between the Northmen and 
Dunedain has been based on more than mere political convenicnce. Scat­
tered Northman folk in  both Eriador and Rhovanion have-always looked to 
the lords of Gondor and Arnor as military. cultural. and trading partners. 
This link has b�n further strengthened of late, particularly between the 
men of Wilderland and the South Kingdom, for both have experienced the 
turmoil and terror associated with the Great Plague. The common ex­
perience of ..... itnessing fallen brethren burning or rotting in the streets anll 
fields has created new grounds for understanding. 

On the other hand, the Northmen of Rhovanion have generally turned 
their backs on the East. Vast distances, ethnic barriers, and the lack of clear 
political channels make dealing with "Easterling" groups difficult, 
dangerous, and unprofitable. Regular bartering with those of RhOn and 
beyond only occurs along Ihe Celduin and Carnen corridor - where the 
watery highway affords swifl passage, and the partnership involvcs the 
relatively settled inhabitants of Dorwinian. (The fact that Norlhmen enjoy 
the slupifying effect of fine Dorwinion wines i s  also a factor.) 

Nonetheless, there are £ubstamial numbers of people living to the east of 
Rhovanion's Norlhmcn, Semi-nomadic tribes reside in the wild reaches of 
the ea. .. tcrn Talath Harroch, while more sedentary groups occupy the great 
river valleys as far west as the lower Nan Cclduin. Northmen and Dunedain 
alike use the collective label "Easterlings" to describe these folk; but while 
their communities arc all located to the geographic east. they arc often 
largely dissimilar. Th!.! nomadic groups share like settlement and migration 
patterns, and collections of tribes are racially and culturally related. There 
is, however, more than one unique Easterling race. Darwinion's residents 
differ as much from their neighbors as they do from the Northmen. 

5.41 THE ASDRIAGS 

The high grasses and rolling hillsoftheeastern Talalh Harroch have been 
n.'Cently invaded by a nomadic race migrating westward out of lhe plains 
east of Mordor. Pressure from the Variags and NOriugs (of Khand and 
NOradrespt.'Ctively) has forced the smaller Asdria/t tribes to journey to safer 
ground, and the first few tribes have sought refuge in Rhovanion. The 
Asdriags are related to the dark, utterly brutal races which drove them out 
of their most recent homeland, peoples who equate compassion with 

painless executions. Nonetheless. they are relatively gentle. not unlike the 
other Easterlings (I .e. Sagath) they have encountered in eastern 
Wilderland. Sagolh tribes hail from the region by the Sea of RhOn and en­
joy quiet pastimes like shooting scurrying rabbits from horseback as the 
bowmen ride away. The men of Khand and NOrad find spon in burning 
villages or making clcver decorations out of the skulls of their vanquished 
foes. On other occasions, these tribes engage in  truly perverse or blood­

thirsty  practices. Their Asdriag brethren, being fewer in number and less 
warlike, quickly took the him when a large Nuriag army slaughtered a half 
dozen Asdriag clans wholesale. New pasture-land was abandoned 10 the 
Nuriags, as the Asdriags fled to the nOrlh and then westw:trd. 
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Despite their inability to deal with the incursions into their last home ter· 
ritory. the Asdriags remain fine warriors, Lightly armored Asdriag 
horsemen ride lean. swifL mounts and carry shon horse bows and long 
Osriev, eight foot long weapons which look like a cross between a spear and 
thin two-hand sword. Their open baltic formations either circle an enemy 
while peppering them wilh wid e-tipped arrows, or sweep along the foc's 
flanks. using their razor-sharp Osrie'l lo impale: or genlly relieve their vic­
tims of \'arious extraneous appendages. Asdriag fighters also favor 
brightly-colored beast mmifs on their small. reinforced oval shields and 

adorn their layered leather helms with brilliant plumage which suitably 
complements their equally gaudy capes and cloth saddles. An Asdriag war­
band rarely escapes nOlice. 

Although the whole of the able-bodied male population is trained for 
combat beginning at the age of six, the Asdriags enjoy more peaceful pur­

suits. Women actually dominale rdigious and domestic life because pro­
perty and descent are traced along their line (i.e. the tribes are matrilineal). 
They are the rulers of the household, which normally consists of the 
family's women, their children, and their brothers. Men live with their 
sisters and help raise the women's children. not their own. One learns from 
his/her mother anu uncle. Single-roomed homes arc shrouded in one layer 
of heavy felt, which is sewn to an outer layer of tanned hide and stretched 
over an interlocking wood frame; noors and doors are covered with thick 
blankets. The priests and chieftains live in mult i-roomed monstrosities of 
the same fundamental design. Since the covcring is ticd together in sections, 
a whole Asdriag house (As. "A rsh,', can be broken down and moved in a 
remarkably short time. The only other structures the Asdriag depend on arc 
equally mobile. Outdoor cooking areas - accessible through a nap­
opening in  the household wall - consist of thin stone fire slabs placed in 
pits beside the Arsht, and smaller frames of wood allow them to be 
sheltered in inclement weather. Sharp, iron-reinforced stakes of varying 
sizes are driven into the soil in  a staggered pallern which surrounds the 
camp and slows the charge of enemy horsemen. 

When a camp is moved, the stakes, frames, wall-shrouds, and fire-rocks 
are loaded into specially designed hide saddle bags and packed by horse to 

the next site. Each extended family owns five to ten horses suitable for bear­
ing large burdens. and maintains a number of mounts for riding. Normally, 
a group will possess approximately two horses per person. There arc nine 
small (approx. 750) Asdriag tribes which form an occasionally close-knit 
union under the leadership of a Hurdriak (As. "King 0/ All the Tribes") who 
is generally chosen from one of a few respected families in the large Kfis 
tribe. 

Asdriag religion centers on the female pricsts, older women who are the 
mat riarchs of spe(:i fie "exalted families. " Priests train I he I ribaJ healen; and 
anoint certain warriors who have distinguished themselves in battle. The 
healers in turn act as prophets and physicians, while the chosen fighters 
(H!ika) form an elite class of combat ants which is exempt from usual 
domestic duties; instead they guard the camp's perimeter and act as scouts, 
trackers. and light cavalry. It is they who lead the charge or cover the 
retreat. Like all Asdriag fighters. the Hiika believe that death in  batlle will 
result in glorious reincarnation. This belief is tied to the birth ritual. which 
is essentially a "reunion" wilh a "returning" warrior ancestor. All women 
who have given birth 10 a child who survives puberty will also be reborn. 
while fallen H(irdria join the tribe's overpopulated pantheon of Guardian 
spirits. Most of the religious riles concern interaction with the dead who 
have not yet been. or cannot be. reincarnated - since they "can see the 
future" - or sacrifices to the Guardians (As. "Hlir-hlidr;a'1. Associated 
rituals involve the whole community (excepting the flfiku): dancing and 
drinking and song dominate ceremonies which often last for days on end. 
(The best time to attack an Asdriag camp is during the week-long recovery 
period after a good religious get-together.) 

5.42 THE SAGATH 

Like the Asdriags, the Sagalh are also nomadic "Easterlings;" but unlike 
the other invaders. Sagath tribes migrated westward from the eastern 
shores of the Sea of RhOn. These people are related to the race the Wood­

el\'es call "Tala/huth" (S. "Plains Hos,")," a huge tribal nation whose 
culture is based on the horse and wain (wagon). There are three Sagath 
tribes in Rhovanion - two on the northeastern Talath Harroch and one 
located on the northern nank orthe Iron Hills (5. "Emyn Engrin") - but 
many more reside on the plains just to the cast. Most of these tribes are 
small (approx. 250-5(0) or travel as collections of clans, joining together 
only when a semi-permanent campsite is established. Greal wains built of 
lavishly decorated bul slout wood (reinforced with iron) serve as the prin­
cipal mode of transporting goods and families. although sturdy pack horses 
arc in good supply. Warriors own at least two small, tough mounts. 
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Sagalh fighters operate from horseback in five-man units called 

"Yuno\'i" (sing. "Yllflom ·�. A skilled tracker leads three moderately­

armored spearmen and a lightly armed horse-archer. Field formations of 

YUfluvi are commanded by the clan headmen (Sa. "L)'wiF'J, who arc in turn 

overseen by the tribal chieftain (So. "Lyhud"). The Lyhlld also retains an 

elite bodyguard (Sa. "Yunovas;'" sing. "Yul/ovadi'�, 10-20 men selected 

frOIll Ihe veteran ranks of trackers. Short throwing spears (So. "Yurgo/;" 
sin?,. "Yurgos") and finely crafted short bows serve as the principal 

weaponry, although the more hea\'iJy armored Yunm.'odi often employ 

long. curved swords and colorful, elliptical shields decoraled with spiked 

bosscs (ccntcr-plates). Most Sagath lribesmen prefer to harass an enellly 

before closing on the foe's broken ranks, so light. accurate missile weapons 

serve them well. Few races coum so many fine moullIed bowmen. and one 

pursuing n�ing Sagath horse-archers should take care to avoid arrow.� 

fired from the peculiar " backward" riding position perfecled by the war­

riors of RhOn. The YUflovas present an entirely different danger: each car­

ries a Yurgas wh ich appears exquisitely pedest rian. but is act ually cunni ng­

Iy crafted; the grey-steel tips break off upon impact, exposing a well con­

taining a strong dose of the poison Pursrak.  

Sagath communities i n  Rhovanion are no more Ihan camps SCI atop small 

hillocks. I n  the mOre temporary camps the wains are drawn around in a cir­

cle to protect the site as SOrt of a mobile wall. Those settlements which are 

considered semi-permanent are usually surrounded by a low. wooden 

stockade which is occasionally used in conjunction with adry moat and ear­

then rampart. Likeall Sagath sites, they are filled with low one-room homes 

which are shaped like 30' Iong rectangles � 6' wide at the ends and 12' wide 

in Ihe middle - and are constructed of layered hide "shingles" drawn over a 

wood and sinew skeleton. One enters by way of a low hide-covered doorway 

at one end. Windows are exceedingly rare; when they are present.  they con­

sist of no morc than a narrow opening in the wall just below the roof line. 

The peaked roofs arc complctely shrouded in thick thatch. although a 

"smoke ho[e" is often cut in the center (along the upper spine). Residents 

sleep on grass and fur·covered earthen ledges, alongside the! usual comple­

ment of Oeas, mites, and other friendly vermin. Cooking fires are built in­

side ina sunken heart h. Horses are kepI outside t he cam p except in times of 

war or stress. 

The Sagath count their descent through their father's line, and revere the 
pat riarch of I he ext ended fami Iy a bove all but I he Lyhud (who is esscnl ially 

[he patriarch of [he whole tribe). One becomes patriarch by virtue of age 
and competence; the oldest male who is considered sound of mind holds 

sway, and is entitled to carry the family's garnet-encrusled, gold "blood 
knife" (Sa. "Nolwiov;" Rh. "Domecg"). This blade serves as both a symbol 

of [he line, and as a sanctified tool o f  enforcement. It is fr<"'quently 

employed by the patriarch, whose word is Jaw within the family household. 

so much so that he can order the execulion of a family member with no 

more than a word of "banishment. .. Accordingly. the Lyhud can dictalc the 

life or death of any tribal member. I t  is he who decides inler-clanal disputes 

and acts as the ultimate arbiter. The clans' LywiJserve as his councilors and 

act as the clan patriarchs in limes of disunil),: blll Ihey never question his 

final decision. 

Sagath religion is a curious combination of animism and rcverence for 

the Black Master. Day to day life centers around the belief thaI certain ob­

jects arc "ulivc" and have souls, just as all plants and animals. Red stones 

(e.g. garncts) are thought to be particularly strong animals who do not get 

around very well. During the night, however, the dormant "beasts" arc 

about . and traditional Sagath priests note (with considerable fear) that the 

quiet spirits dominate the darkness. Up until recently Ihis meam thaI the 

Sagath rarely ventured outside t he protective mantle of the fire-light during 

Ihe night: but this has now changed. Warrior priests now pass most of their 

waking hours after dark, for il is the lime oflhe Black One, and his servants 

are Ihen strongest. After all. the revelations spread by his servants (i.e. the 

agents of Sauron) have shown that the powerful "quiet spirits" which 

abound in every rocky hollow. thrashing stream, and wind-swept field are 

his minions - captured souls of men who did not serve him properly. The 

priests respt."Ct their new-found master's needs, and take great care to per­

form quaint sacrifices during each night where no moon can be seen. 

Perplexed Norlhmen rarely understand the niceties of these ceremonies. 

although they capture the overall thrUSI . . .  ofSagath stone-blades_ Perhaps 

it is for this reason Ihat the sight of brightly-colored. dyed-fur and steel 

Sagath war-helms have been unpopular around isolated Northman villages 

and homesteads. 

Cloaks spun from vividly-patterned linen serve 10 protect against harsh 

winds. Most folk also wear fur hats with ear-flaps, or fur-covered. skull­

cap helms. 
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These fine Easterling folk wear woolen tunics and rough-leather pants 

which cover the leg 1 0  just below the knee. Boots made of fur and wrapped 

with leather and sinew help protcct thc lower leg from the ravages of riding. 

Sagalh Lywif fight from rugged war chariots drawn by Iwo horses. Rare 

four-wheeled chariots are occasionally employed by the Hlika as mobilear· 

chery plat forms; these are drawn by twO or three horses. BOlh varieties are 

square or rectangular and built of oak and ironwood, and reinforced with 

leal her and steel. Paimed inlays adorn the (3'-4') sides of those used by the 

more privileged Lywif. When they are not being used, the warriors' shields 

arc slung over the side of the side walls on specially designed hooks. A war­

rior/driver handles the horses and carries a spear for emergencies. The 

passengers simply inflict pain on neighboring foes. 

5.5 THE LEGACY OF THE DWARVES 

Likewise Dwarves once made their home here. before lhe Evil One over­

took the Amon Lane (S. "Naked HiIf'1. For Dol Guldur was not always 

evil, even though it always stood treeless and bare. Once the mountain wasa 

modest Dwarf-haven. They tunneled through and mined precious jewels, 

primarily jet-black and blood-red i n  color. Fleeing lhe mountain when it 

fell under siege. they necessarily left behind great stashes of jewels and 

metals, not to mention the intricate tunnel-ways and haUs that once heard 

Owarven chanting but now hear only echoes of doom. 

ORCS 

Originally bred by Morgoth in the First Age, these creatures quickly 

became servants of Darkness; it is likely that they were not inherently evil, 

but were culturally and mentally predisposed toward the "foul life." Legend 

has il that their anceSlOrs were Elves who were twisted in mind and body by 

the Black Enemy. 
Orcs are of two types: the lesser or common orcs which average about 

four to nve feet in height and spar! grotesque, fanged faces; and the greater 

orcs or Uruk-hai, who reach heights of six feet and have more "human" 

features. All are heavy of build and have long, thin arms and thick hides. 

Bred as laborers and warriors, orcs respect lillie but brute force, and are 

most potent when serving under a "focused will." They are without excep­

tion cannibalistic, bloo(hhirslY and cruel. and care Iiltle for social organiza­

tion_ Generally, smaller tribal/c1anal units are the norm, based on a strong 

leader: each employs its own dialcct . Most are stellar smiths. Theirabilily to 

work with metal is hardly paralleled. Although the appearance of their 

ilems is often poor, the perrormance is excellent. They rarely make items 

unassociated with fighting, however. 

Lesser orcs are born, live, fight, and die in darkness; they abhor light and 

are blinded by the unshielded sun. Greater orcs are a recent phenomenon: 

they are most carefully bred and can operate in daylight. Their abilities to 

speak, organize, reason, and fighl are higher than their brethren. They are 

called " Uruk-hai" (B.S. «Orc-ra('e'� by lhe few thaI know Ihem as anything 

more huge lesser orcs. Sauron is breeding them in hopes of eventually pro­

ducing a great army of foul warriors with which 10 defeat the tall men oflhe 

Dlinedain Kingdoms. 



5.6 THE NECROMANCER'S ORCS 
Those Dwarven halls, once built and tended with such care, now house 

their enemy. the horrifying and neglectful race of orcs. For with the incur­

sion of Sauron into that mountain. along came Iht.' hateful orcs. Although 

he desired their foul presence, Sauron did not need to call them to the 

mountain; he knew they would come. Since the time of their "creation" in 

pits of Morgolh. orcs have always had an uncanny way of following Evil. 

They smell it through their skin. They feel their long, twisted fingers tingle. 

They seek Oul Slinking, overheated, airless dwellings, and once the 

Necromancer inhabited Dol Guldur, the mountain became just that. 

No onc would Ify to call the orcs who hovered in Dol Guldur a society or 

community, They respect little expect painful victory, power, and 

Darkness. Their disdain for each other's company is legend: cannibalistic 

orc tribes rarely interact without slaughtering one another, for they despise 

their own as much as they do all)' other race. Only in baltic do thc)' agree to 

any form of societal organization. Even then no rules hold sway. just the 

sheer desire for blood, gore, and destruction that motivates ever)' orc no 

matter where he may be. Whatever items of handicraft or trade these 

creatures maintain within the shadowy pits of Dol Guldur arc no more than 

booty torn from the poor souls whose homes were sacked and pillaged in 

the countless evening outings that the fun-loving orcs cherish so dearly. 

They hold no value to the orcs except as trophies, since orcs carc nothing 

about art and nevcr enter into any social interaction even approaching 

trade. 

Strangely, however, these perverse mockeries of Elves have talents 

beyond that of simple bloodshed. They are accomplished weapon-makers, 

smiths who rival Dwarves in the art or crafting a blade or armor . Their crea­

lions are uniformly grey or black and never particularly attractive, but they 

work well. Utility is their principal concern. 

Orcs are also fine healers. Despite their penchant for fresh meat, they 

often have a need for anothcr warrior or an important prisoner to deliver to 

their Dark Master. On sueh wondrous occasions, they employ one of many 

roul but effective medicines of which BUrdrQSuk is best known. This black. 

burning liquid restores one's blood now and strength to normal, and has 

been the samee of renewed vigor for many a long-armed, thick-hided ore 

fighter. 
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6.0 POLITICS AND POWER IN 
SOUTHERN RHOVAN ION, 
T.A. 1 640  

6.1 TRADITIONS OF POWER IN 
SOUTHERN RHOVANION 

O"cr the course of the Third Age. Southern Rhovanion has seen 

numerous skirmishes and conOicts. Powerful armies from Gondor and the 
steppes of the vast East have used lhese grassy plains, broken woodlands, 

and tumbling hills to play out their own games of war and power. The 

Nonhmen living on the plains and in East Bight came to the aid of their 

allies to the southwest when the)' had to, finding themselves in closer tune 

with the moral and cultural philosophy of the Dunedain Kings of Gondor 

than that of the Strange, "barbaric" Easterlings rrom beyond the Sea of 

RhOn. Today, Gondor retains a weakened hold over all the territory below 
the line that runs along the southern border of Mirkwood eastward to the 

shores of the Inland Sea. Some Nonhmcn live as vassals. others as allies, of 

the glorious South Kingdom; bul deep down in thcir hearts. the men of 

Southern Rhovanioll would prefer to be left alone to tend their land and 

animals in peace. 

The Great Plague of 1635-36 changed everyonc's picturc of power within 

Southern Rhovanion. Suddenly Gondor was stricken helpless; sudden I)' the 

Rhovanians found that they must fight for their own land and lives, not just 

for others. Waves of fugitives from the southwest struggled across the wide 

Undeeps, avoiding the parched and mangled Brown Lands that divide 

Gondor from Rhovanion. The)' found what food and shelter thc)' could, 
often bringing disease with them into the Anduin Valley, an area which 

suffered as badly as the lands they fled. So different from the noble 

Dunedain were these suffering Nort hman refugees that their long-standhlg 

reputation for power and majesty crumbled Quickly to nothing. 
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6.2 DARKNESS AND THE NECROMANCER 

Few had any inkling of i t,  but all these changes could be traced to one 

great event: the coming or "the Necromancer" into Dol Guldur in thewinter 

of T.A. 1 050. As secret and invisible as this evil figure remained, for well 

over a thoUSaJld years after his entry into the Naked Hill, 110 olle call doubt 

that from that cursed moment on, all vectors of power in Southern Rhova· 

nion could somehow be traced back to the Shadow in Dol Guldur. Aftcr all. 

"the Necromancer" was the Evil One: Sauron of Mordor, Ihe Lord of Ihe 

Rings. 

It was Samon's innuence - even in his absence, fallen as all believed him 

to be - that stirred the barbarous Easterlings in the early yearsofthe Third 

Age and led them to plot westward attacks through Rhovanion. II was the 

Dark Lord's innuence that cast the Shadow on the great forest, c:hanging it 

in more than name only from Greenwood to Mirkwood. What onc:e was an 

enchanted forest. full of the music of birds and Elves, became a dense and 

gloomy region which evoked fear and suspicion, weariness and travail. 

Some even venture to say that it was the influence of Darkness that brought 

forth the Greal Plague UpOIl Rhovanion and Gondor. Thousands of men, 

beasts, and Hobbits caught chill, and watched: firsl the young and weak, 

then their neighbors , lhen their own elders and children. then their stronger 

loved ones. and finally they themselves, experienced boiling glandular 

growths, uncontrollable draining, saering fevers, disfiguring pustules, 

and/or agonizing weakness. Half of Wilderland was stricken senseless with 

the Plague. The Nonhmen of Southern Rhovanion were in many ways the 

worSt hit, for the disease and pestilence manifested itself in many ways. 

Parasites and water, even the very breath of life, all carried some form of 

death. Some passed slowly; others found a quick and hideous end. Sauron's 

Evil carried with it a terrorofunpreeedcnted magnilUde(al least for Rhova· 

nion). and even those who had felt the occasional "ordinary" plagues of old 

could only muster feelings of horror and disbelief. No one can argue with 

the fact that Darkness had touched the whole of Southern Rhovanion. By 

1636, the Lord of Dol Guldur had infiltrated every pan of eVery life, 

6.21 SAURON'S PRESEliCE 

Everyone knew that some change toward the worse had taken place as the 

first millennium of the Third Age passed, but no one knew Quite how to ex­

plain it. The Beijabar sought reasons in the forces of Nature. The Wood­

men looked for changing patterns in the leaves of the trees. The Northmen, 

wiser in the ways of the world, knew that influences from thc East carried 

some ill wind with them. But no one seemed able to explain or counter the 

c:hangc Lhat had ocurred. 

What indeed had happened was that the Prince of Evil, who had not been 

thrown down for good as was belicved, had singled out the dormant, naked 

cinder cone called "A mon Lane" for his new abode. Although by oUlward 
appearance it did nOl lake on any changes for centuries after T .A. 1050, in· 
side Sauron built upon the natural lava channels and Dwarven tunnels and 

halls, crealing the most dreadful edifice, an underground complex of caver­

nous pits and crevasses in which only Evil could thrive. From these pits he 

sends out constant emanations of Darkness; on and on these clouds of sor· 

row have spread, bringing suffering throughout Rhovanion. His terror is 

omnipresent, but since his power dwells in his secrecy, the ways and means 

by which he deals his blows are difficult to detect and harder still to counter. 

6.22 THE NATURE Qt' THE NECROMANCER 

The Shadow thai arose in Dol Guldur during the dawning days of the se­

cond millenium T .A. could not be explained: c'Vcll the [star; and the nOblest 
Elvcn and Duncdain masters suspected it to be an insidious legacy of Ihe 

downfallen Lord of the Rings. Their fears and suspicions yieldcd a number 

of disturbing answers, but no one perceived that Sauron of Murdor had in· 

deed rearisen from the ashes of his defeat at the hands of the Last Alliance. 

The L>ark Lord's guise as the "Necromancer" was adequate enough to hide 

his nature and true purpose for many lifetimes, for his subtle mastery of 
Evil brought destruction without openly tying him 10 thesources. His hand, 

his Eye, were everywhere, and yet always unsecn. Even today, over five 

hundred years after the "regathering of his spirit ," only the effects of his 

hatred have manifested themselves. 

As the Necromancer, Smlron is ever·growing in power but musl c:on· 

stantly reslfain any obvious outbursts of irresistible horror. He acts solely 

through his agents, and only those captured unfortunalcs who arc destined 

for cerTain ext inction in t he pits of Dol Guldur ever gale upon his awesome 
presence. His Shadow confines itself to the depths of his temporary lair. 

There he continues to gather the might that he lost in the last moment of the 

Second Age, when the One Ring was cut from his "body" by the deft blade 

of Isildur. His power is such that he has been able to "take shape" again, an 

act crucial to his involvement with those of Endor - for as a Maio or 

"Lesser V alar" he is not t rlily of M iddle-eart h,  not in t he sense of t he beasts 
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26 

or Free Peoples created during the Song (Q. "A inilUndali!"). Sauron has no 

innate structure; instead he is of a spirit which assumes a necessary shape 

according to his desire. within one restriction: since his enve!opment during 
the Downfall of Numcnor in S.A. 3319, he has been unable to take fair­
seeming form. Physical tool". including a body and all ihat surrounds it, are 

prerequisites to his dominion, A certain sturdiness of soul is required to 

complete this transition, and wilhoUi the Ring which embodies much orhis 

essence SauroD regains his strength less quickly than in the days before his 

last passing. Now he stands as the greatest of the lords in Middle-earth, but 

he is stili but a part of his whole sel r, acquiring morc and more of the lost 
force with each day. 

Since his reawakening in the Third Age, Sauron has chosen the One, Red 

lidless Eye to be his symbol and focus of form. He is of both this and the 
" shadow world" and is therefore wholly in neither. He appears as an inex· 

plicably elusive image, with a black and mottled "surface" which burns with 

an intense but often invisible fire, The naming Eye, however, is always 

there, be it in mind or one's clear, unbel ieving view. 

The Abhorrenl One is as ever a servant of the Darkness that is Ihe gift of 

his master Morgoth. He and his followers, and those they dominate, wor­

ship the Black Enemy in many ways, and it is this reverence of Evil incar­

nate and the promulgation of overwhelming terror that makes Sauron so 

dangerous. He preys on the souls of Frce Peoples and remolds whole 

societies. Like his lord, he perverts the living creat ions of Eru and his Valar, 

breeding orcs and other crippled denizens of Darkness. The Evil One fcuts 

on misery and the unbridled anticipations of pain and suffering which grip 

each of his countless victims. Through his minions he has strangled nations 

and cuJtures all over Middle-earth: in the East and South his whip is 

greatest, but in the West the lands of Rhovanion and Angmar are plagued 

as well. His agents lise sheer force and silvery ploys to achieve Sauron's 

goals in many ways; so, although the ends are one and the same, the 

overseer is not revealed . To Ihe Wise, Sauron is simply "the Necromancer," 

a dangerous Ihrall of the Evil who has scarred Endor since its first days, a 
blight in Mirkwood who is but an impurity 10 be cxeised when the oppor­

tunity presents itself. 

6.23 SAURON"S SERVANTS 

Although the orcs throng around and inside Dol Guldur, slavering and 

slobbering about, and hoping in their black hearts 10 become more favored 

servants of Ihe Dark Lord, he in his wickedness neglects and debases them. 

It is the NazgUl that best serve his vile ways. 

Almost certain is i L  that Sauron ordered these nine wretched lords to 

dwell and rebuild in Dol Guldur. When he fell at the end of (he Second Age. 

they retreated into the cinder cone, there to reside and torment the Elvcs 

who lived nearby unt il their master arose in power and form once again. 

Upon taking his place in the mountain, Sauron empowered lhe greatest of 

the Nazgfil 10 go further north and eslablish a realm to comest and 

ultimately destroy the Duncdain's North Kingdom of Arnor; he became the 

Witch-king of Angmar. Of the other eight Ringwraiths, most went to the 

East or South to do his bidding. Two remained by his side in Dol Guldur as 

his immediate tools, messengers and envoys to serve his will and spread the 

clouds that would beset the great Wood. or that pair, Sauron named 

KhamOI the Easterling, the second of the Nine, to stand as Keepcr of Dol 

Guldur. The other seven were free to make the Naked Hill their home when 

they were summoned to Evil One's side, so their Quarters remained ever· 

ready. These chambers were constructed to renect their vague, remaining 

ties to their mannish source; since most were once Dunedain lords, a 

peculiar opulence was reserved within the black depths of the accursed 

caldera. Today as seemingly always, the few wanderers in the area often feel 

t he cold chill, and hear t he sickening cries of "dying "t hat carry on the winds 

that surround their coming - strange winds which rush by but move no leaf 

yct still stir fears in Ihe bravest of souls. 

The Nine themselves fear only their master, for it is hewho enslaved them 

with the Nine Rings of Power, and it is he who holds those rings. Their 

might, even before their corruPlion, was considerable; now it is far greater. 

Aner all, they are in a sense immoflal lords who have roots in  the Second 

Age of Middlc·e3f1h; and likc their Dark King, they are o f  both this world 

and the realm of the shadows, but wholly in neither. What they have gain­

ed, they possess because of some loss. They speak as those who have seen 

death and are in a sense perpetually in their last throes of life, but lheir 10lle 

can calise hardy men to cringe or nee. They are virtually blind, but their 

"dark-sight" and sense of smell enable them to find things which would be 

invisible to others. Great and terrible beasts do their bidding, butlhey trust 

nothing and call no one friend. Armies of men will die for them, but they 

cannot step without Sauron's favor. Normal weapons Or spells do not effect 

them; yet at the same time, they are upset by what would seem common· 

place: water, natural fires, and the name of the Vala "Elbereth." 



In this very year. 1640 T .A., the wisest observers have reason to believe 

that monstrous changes are going on, emerging from the depths of the Hill 
of Sorcery. For Sauron is in the midst of preparing his takeover of the vast 

Easl and South. and continues to plot againsl the remnants ofthe Dtinedain 
in Arnor and Gondor. While the Witch King closes the vise around Art he­
dain, the Dark Lord is sapping the strengt h from the peoples and plants of 

Wilderland. The gloom which has been ever-growing since T.A. 1050 is 

now spreading with increased vengeance. Fewer travellers brave the roads 

and trails in and by Mirkwood. and those that do must keep constant vigil 

or be swallowed by the Shadow's reach. Nazgul now move with less fear of 

discovery. The road from Dol Guldur (0 Mor3nnon has been Quietly 

reopened to secretive but dang("'rous traffic. Any day this trail may once 

again present the vicious threat of Ringwraiths or their minions. waiting 10 

grab an innffi:ent soul. 

6.24 THE TEREG (Trolls) 

In building his kingdom of awful ire, Sauron has careful ly selected 

capable instruments of terror. Just as his master Morgoth once molded • 
peoples into mockeries of Eru's children, Sauron has sought to develop new 
warrior stock from those creatures he has at hand; and, although he cannot 

create life, his mastery of breeding and manipulat ion has enabled him 10 
forge stronger servants through selective spawning. The Dark Lord has 
forever sought to increase the wits and strengths of the orcs and trolls who 

have composed the bulk of his armies since his rise in Mon.lor around S.A. 

1000. 
Like the orcs, the trolls or tereg were originally bred by the Bluck Enemy 

(S. "Morgo(h'� during the First Age of Middle-earth. They were creatro as 
hideous renections of Enls . At first they were as stupid as the stone from 

which they came, although laler they became able to speak in dull, gutteral 

ways. No intelligent action could be associated with their kind, but it did 
not matter; they were huge (up to 10' tall). broad. and strong like rock, and 

were capable of crushing their foes with brute force. Subtlety was not their 
mark. 

Sauron sought a better breed , however, and with his rise in the Second 
Age he resolved to forge an unstoppable troll host. Since that time he has 
remolded the works of his master. With his last coming he renewed his ef­

forts in secrecy. Now he has begun fielding a small but growing force of 

"Morlereg" (S. "Black Trolls") who are relatively quick, capable of making 
decisions, and call operat at any hour. Unlike the slow hill and stone-trolls 

which are their marc numerous kin, Black Trolls can operate on their own 

and survive the light of day without fear (although they despise it). Should 

they become exposed to su nlight , hill-trolls become blind, whi Ie s!One-1 rolls 
return to the rock from which they were madc. 

A few of the finest Black Trolls in Sauron's service act as an elite guard or 

(more rarely) lords of selected orc-groups. These underlings are called 

"Olog-ha;" (B.S. "Troll-people") by the few who understand the Dark 
Lord's tongue. They are kept secluded from the view of Sauron's enemies, 

for the Evil One plans to unleash their might only when he has them in suffi­

cient numbers, and only when the appointed day has dawned. 

6.3 THE PRESENCE OF THE RING 

No one, not the StoOTS that live on the west edge of the Anduin across the 
river from the Beijabar. not Khamlll, not Sauron, not even Gandalf. knows 

what pow�r dwell in the depths or the Great River just where the Gladden 

met its 110w, OUI there, deep in its marshy undergrowth, the One Ring lies, 
waiting to be discovcred . While one usually considers power in the world of 

men to emanate from peoples or creatures or from those on high. an excep­

lion must be mude when one considers the lost Ring. Although crealed by 

Sauron. it has a mind and purp<lse unto itself. 

The Ring slipped from the finger of Isildur as he noundered Ihrough the 
reeds ncar the Anduin's wes! bank one sad, dark night in T.A. 2. There it 

sank to thedeplhs. sucked down into the murk and entangled in the roots of 
marshy grassc:s and irises of t he river bot tom. From its final rcst ing place il 
awaited a keeper wonhy of its power, and in doing so changed the nature of 

the Waters around it. The conlluence oflhe Gladden and the Anduin had in 
legend beell counted a lovely place, and �o it was at the time of Is i ldur's un­
fortunate death. The Elves sang of river spirits mingling with the wind.� 
there. But over Ihe course of the Third Age. under the innucnee of the los I 
Ring, this river region (at least in part) turned ever more marshy and slimy. 
The Gladden (S. "Ningloron") was the most heavily affected of the watery 

nows, and thc efforts of isiJdur to wade to its shores now seem slight com­

pared to the rigors Of passage required along many of loday's channels. The 
mud seems almost like quicksand, as ifil wanlS to consume whatever treads 
in it. In some spots, what once was a pleasant riverside scene now looks 
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bleak and weedy; and although there are still quaint. nowery nooks, they 

no longer dominate the landscape. Once Stoor-hobbits went fishing for 

dinner anywhere they chose, but now they must carefully consider where to 
place their trusty lures. 

6.4 RADAGAST 
Between the wretched sorcery alive in Dol Guldur and the subtle in­

nuence of the Ring beneath the Anduin waters, it's a wonder that all joy and 

livelihood in Southern Rhovanion didn't shrivel up and turn to dust years 

ago. But the birds still sing in the morning and the nowers bloom in the 

Spring, and for the remaining men and Elves of the region, life does 

sometimes offer pleasures. Few if any realize what forces of power keep joy 

al ive in the Mirkwood. Few associate power of any degree with that s�m­

ingly comica], childlike Wizard named Radagast the Brown. 

For all appearances, Radagast lives a life quite apart from any of the 

struggles between Good and Evil. His realm of power seems to be the birds, 

the animals, the herbs, and the wind, He can speak with animals and his 

whistles have meaning to all the birds. He knows the hidden powers of 

roots, fruits, and herbs. and knows how to pick and keep them so they re­

tain their strength for all time. He can close his eyes and with force of will 
summon the wind to cast its mists or call upon the zephyrs to cool the 

belabored creatures of the wood, His powers indeed appear to al1 who know 
him. but they seem so limited to the lowly world of Nature, no one would 

suspect foolish Radagasl capable of wielding the great power ascribed to 
the Istari. 

6.41 A BEDSIDE TALE 

Among the Northmen of Southern Mirkwood Radagasl is a legendary 

figure who has walked the forest paths for centuries. His distant but jovial 

demeanor and apparent disregard for the affairs of men have lent him an air 
of harmless absent minded ness, and have given rise to a now-famous story 

which is told by the bedside of many a Wood-man child. So they say: 

"He uses his powers/or such silly ends. He colis upon the 

bluebirds and red-breasls to fly roge/her, forming mm·ing 

mosaics 0/ roloracross (he evening sky. He sends his brighr­

wing orioles out into the Plains oJ Talarh Harroch !Osee who 

Can find the longest s(rands of Bog-land grass. They fly 
home, lrailing strands of dry reeds, which Radagasl weaves 

logether fO make more rugs and tapestries/or his home. He 
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sends friendly frogs oul hopping a£"ross the A ndllin vule, 
bent on the task a/diving down under the depthso/fhe Greal 
River and finding the shiniesl, prefliest river rocks they can 

find. Since/rogs ean carry rocks lip 10 the waler's �Ilr/ace bill 
can't corry anything Wilh tltem on land, they leave Ihe rocks 
Of river's edge and Radagasl sends h is hawk Hanniganl 10 

select from among Ihem those rocks thaI shirre the brighlest. 
Over the years, Hafllligonl has brollg'u home thousands of 
shiny river rocks, and now (hey form a cobblestone walkway 
around Rhosgobl'l. " 

6.42 RAOAGAST l'HE ISTAR 
Radagasl doesn't keep any orhis activities secret . Still. rew men cross his 

trail, and yinually none have more than an inkling or where the warm 
abode or Rhosgobel has bcen tucked beneath the Western Eaves. Those 
who liye in Mirkwood write poems citing his "proud tapestries" and "shiny 
cobblestones." For that very reason. most forest folk consider Radagast a 
silly bUI well�meaning old codger who never will do much harm, but prob· 

ably won't do much good eilher with his wizardly powers. A rew consider 

his lies to Natur� to be a sign or fayor from the "W()(K.)spirils," while others 
merely note they are the ways of one most insane. 

Little do they know. Only an apparently roolish Wizard like Radagasl, 
only an enchanter who wields his power in ways thai appear meaningless to 
thc rest or the world. could reside so near to Dol Guldur. For witless and 
purposeless as Radagast's daily l ire may seem, in the larger picture. 
Radagast represents a stronghold of the Good in a land besieged by Evil. 
Were il not for Radagast's loving hand with animals, only monsters would 
roam this land. Were it nOt ror Radagast'S delight in providing a home for 
birdlings, no songs of delight would ride the Rhovanian winds. Were it not 

ror Radagast's gleeful admiral ion of each new day's dawn, the sun might 

not even rise on Mirkwood. Fool though he may seem, Radagast exert!! a 

power or salvation upon the realm or Southern Rhovanion. He is a beacon 

in a land beset by the ever·reaehing Shadow. 
Radagast (Q. "Aiwendil" first appeared in Mirkwood sometime after 

T.A. 1 100, and the mere confluence of the trails or both he and the 
Necromancer is evidence of his peculiar purpose. He was a rriend and 
onetime companion or Oldrill ("Gandalfthe Grey, "or as the Elves call him 

"Milhrandir'" who along with the "Blue Wizards" (S. "Uhryn Lui""; and 

Cururno ("Saruma" the White";. formed Ihe Heren ISfarion or "Order of 
Wizards. II These five Maiar were sent rorth out or the Undying Lands 

around T .A. 1000 in order to preserve the "balance" ofMiddle-earth. There 
is little doubt that their arrival was no coincidental mal1er; at the same time 
the Lord 01' the Rings was rising once again. 

Upon arriving in Endor the [sfari (Q. "Wizards,'" S. ""hryn'') began long 

journeys of learning. They gathered knowledge of the ways of men and 
other peoples while Quietly guarding their own power. Few save the wisest 
and most favored or the Elves had any him that they were anything other 
than old but sturdy travcllcrs who possessed considerable insight and 
knowledge of lore. Curumo (5. "Curunnir "Ldn; and the t\\'o Blue 
Wizards (Alafar and PaJJando) journeyed into the East and South, the lat· 
ter escaping rurther mention in eyen the most detailed annals or the West. 
Ol6rin became involved with the struggles of the Eldar and Olmedain west 
or the Inland Sea and north of the Greal Desert; Radagasl the Brown also 
spent most of his days in the northwestern reaches of the Middle Continent. 
Each was chosen by one of the High Valar, and it is said thai their concern 

was with the fabric or the North and West. ror the greatest hope resided in 

those lands and (heir peoples. Unfortunately, no common goal was agreed 
on, and of the Five. each finally went his own way. 

Radagast was originally or "Ya..,aflna's People, " and therefore close to 
growing thi ngs, especially the olvar, those things that grow with mots in the 
earth .  (As opposed to the kell10r which walk the land and swim the seas.) 

His nature was unlike his brethren and hedid not find comfort in Ihe com· 
pan)' or "speaking rolk." Instead, he became enamored or "wild things." 
Each day he would walk the trails least used, seeking knowledge and rriend� 
ship among the birds and trees which he cherished most. As theyear" passed 
he became drawn to the greatest remaining stretch or wild that had once 
been part oflhe Ancient Forest. Greenwood the Great was but a part oflhal 
forest which had once stretched from [he Carnen westward as rar as the 
Blue Mountains or Eriador and Lindon. At first. its charnlS fascinaled hinl 
and drew his rrequent auention, but with the passage or time he dwelled 
there more orten; a Shadow or terrible proportions threatcned the 
Wilderland wood and all its crealures. Radagast. whclher by plan or hap· 
penstance, became the rorest"s champion. There along the southwestern 
eaves he buill Rhosgobel his home. Even today, it remains his sale perma� 

ncnt lodging, and though he wanders still. he is most often round along the 
trails or the wild called Mirkwood. 
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6.5 THE LORDS OF THE FREE PEOPLES 
The people of Southern Rhovanion are led by a number or different lords 

and princes; t hey owe their loyalt ies 10 \'arying masters. Those who reside in 
the region Gondor calls "Dor Rlllinen" pay homage 10 the Dunedain 
masters in Osgiliath and Minas Anor, but generally deal with the King's 
Regent (Rh. "Mund") Vagalg. Wood·men and Beijabar look to their clans' 
headmen or Thynas ror guidance. The "Plains·Northmen," Ihe tOlhraim 
and GromllZ, also roll ow their local lords (Eor/as or Thyrras), although a 
few "Princes" (Rh. "Huilhynas '1 have risen or late; they control a number 

or clans, and count their followers as true "tribes." Among all these in� 
dependent Northman groups, unions arc struck only of great need: war, 

rare charismatic lords, and brute external force (e.g. the Plague or "Eastcrl­

illgs") act lo cemelll usually neeting ties. All of these factors are now present 
in Rhovanion. 

6.51 V AGAIC, GONDOR'S OVERSEER 

Vagaig, the current legate or Regent of DOr Rillinen. arrived in T.A. 

1639. He is the third man to hold the "Eastern Appointmemn since the ac­

cession or the current King Tarondor (1636). His two immediate 
predecessors, Huanring (d. 163S) and Talathir (d. 1638), succumbed to the 
Plague and Asdriag arrows, leaving the administration or this shanered 
frontier pravi nce in relative shambles. Hundreds of important settlers and 
soldiers died due the recent waves or disease, so the political sway Gondor 

has enjoyed east or the Anduin since the late seventh century is now 
t hrealened. The task or rebui Iding is just beginning. ror t hc new Regent has 
been in the area ror less than a ye:u. 

Tarondor made a wise choice when he picked Vogaig (5. "Sharp Sword") 
10 reorder the eastern rrontier. The new Regent is a veteran of Harad Wars 
againsl thc Corsairs of Umbar and their Haradrim ailies, campaigned 
under King Minardil's nephew in the Mountains of RhOn in T .A. 1 625. anti 
served in the "Watch" (or Mordor) whilc living at Minas !thi!. Nowonly61 ,  
he is still Strong, bUI his youth should not be confused wilh inexperience. 
His decisive manner and occasional rut hlessness have paved the way ror 
more than a few of Gondor's victories. Unfortunately. he i .. rirst anti 

roremost a leader of Requoin (5. "Knights"), and has li11k administrative 
experience. Tarondor is not bothered, however, for the depopulation and 
renewed threat from the East and Southeast have led him to believe Ihat 
Gondor's problems in Oor Rhunen are primarily military. 

Vagaig stands 6'7" and is strongorbuild. His black hair. fair complexion, 
angular but graceful features, and cool grey�green eyes have led many to 
call him handsome . . .  and he always agreed. Wars have laken their toll. of 
course - he is missing the lobe or his right ear and has a scar on his righl 
cheek - but Vagaig remains a pleasantly imposing characler. This image is 
bolstered by a dry wit and dedicated sense of humor. He is generally 
grecarious and given 10 berriending respected companions in a remarkably 
shorl time. The men who serve him rind him likable, althougb none mistake 

his exuberance for weakness or eXlraordinary aceessiblity. 

Vagaig's private moments are quite difrerenl rrom his public oncs. While 
his reputation is not based on any facade. a good deal or reslraint and 
diplomacy is involved when he deals with his soldiers and political circles. 
When alone with his wifc Lomomir orclose friends he is given to quiet bouts 

orgrief and longing which sometimes lasl ror a number of days: Vagaig has 

scen three sons die in the last six years, and only one - Gydda (32), remains 
living at the anceslral home in lhe Ringlo Valley of Lamedon. His sister 
Quesse perished during the same Asdri3g raid that claimed the Regent 
TalaLhir in T.A. 1638. Although Vagaig is generally considered even� 
handed with roes who rairly submit, and has been just in the race of his pen� 
chant for order, he has vowed to e.,<Lerminate the Asdriag tribes - and all 

Those related to them. 
This spirited hatred has caused Vagaig to deploy an inardinateamount or 

Gondor's thin eastern rorce in the central and southeastern hill area of the 
Talath Harroch. It has also led him to make rash excursions against real and 
supposed Asdriag foes. He does not rayor orcs, but his ncgleel of the Men 
Morannon (road rrom Dol Guldur to the gates or Mordor) and Men Uruk 

has contributed to revilalized evil aCliyity during the dark hours in and 
around Suuthern Mirkwood. 

The pressure has also contributed to an eSlrangement with Ihe wife he 
loves so dearly. Lomamir's already limited paliencc has been strained over 
the years or her husband's service, and she has been increasingly interested 
in the noble Nonhman prince Allgimund, the envoy rrom Ihe Mohr("ored 
(Thyn of the A ilgarhas). This bodes poorly ror Vagaig. ror Augimund is a 

subdued, philosophical dreamer whose passions run deep. so much so that 

his mission and loyahies arc in increasing jeopardy. The young Northman 
is beginning 10 realize Lomamir's charms. 



Vagaig favors dOlhing of a deep green hue. and (on rare days) wears a 
"greenish" chain mail on the rare instances he fccls a need for armor. The 
Regen! normally carries his round target shield and green steel sword, but 
scoffs at too frequent a usc of a warrior's protective covering. The weight 
and heal bother him. His neglcct of his own responsibility disturbs his 
lieutenants, but their respect outweighs their fear. This apparent lack of 
concern may also contribute to his di�dain for the bow, an item he uses ex· 
clusively when hunting or competing at fairs. Upon his shield is the tradi­
tional dual coat·of-arms of the Easlern Regent ,  the "hah'ed emblem" of 
Kingdom and House: on top sits the deep blue rield backing the WhiteTrcc, 
symbol of Gondor; beneath ii ,  the green field and White Fist of Spath lin. 
sign of Vagaig's line and fief from Lamedon. 

6.52 PRINCES OF THE PLAINS 

There arc a number of ThYllas, but a few have of late come into greater 
prominence. 

6.521 Mahrclln?d. Thyn of the Ailj,tllrthas 

Mahrcared is the powerful lord of Burh Ailgra. the largest single North­
man settlement on the Talath Harroch. In rccent ),ears his clan has gathered 
together their Eothraim brethren and reforged the "Tribc o/fhe A i(gart"as, 

"friends of the sacred slag." Since T.A. 1627 Mahreared has been "Thyn of 
Buhr Ailgra" and "Huilhy,,"of his tribe. Despite a devastating loss during 
the Plague Years, this huge Northman warrior held the clans together; only 
an infrequent use of name and sword was necessary to maintain the union. 
This is largely due to his personal reputation as an unyielding slayer of his 
enemies, for Mahrcared takes few prisoners. Those who have submitted 
once may not renege. 

Mahrcared is an old member (83) of an ancient house, and stands by the 
emblem of the three interlocking horse heads - one red, one orange, and 
one blue. He is a superb horseman, the nearesl of a long line of mobile 
warlords who have always placed a high premium on swift balllc and horse 
raiding. l Iis eavalr), have created a fine herd of steeds, but still enjoy the 
thrill of striking an Easterling camp. and carrying away the mounts of their 
foes. Like many of the eastern EOlhraim. they have adopted the practice of 
"counting C.:OIlP" (R h. "('mrnian beam "), an age-old R hovanion ritual which 
involves touching an armed foe without inflicting harm. This ritual serves 
as a rite of passage required of true warriors, and is considered as a 
humiliating insult by Northmen and Ea�terlings alike. Mahn;ared has 
counted coup often, and one such act prompted a Sugar" chieftain to take 
his own life. For this reason, there has been a special emnity between the 
Sagath and Ailgarthas. 

Mahrcared stands 6'4" and weighs 265 1bs. Burly, blond. and gruff, he is 
rarely taken for a child. Legends credit him with hreaking the fleck of an 
Easterling warhorse with his bare hands while on campaign as a youth. He 
has lost little with age, and slill stands as a champion wrestler and rider. 
Each spring he spends a month riding to each in the circle of encampments 
that will serve as the year's pasture sites. Like most of the Horse Lords. 
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Mahrcared lives among men who spend a considerable ponion of the year 
away from the main setllement. The Ailgarthas differ from most of their 
brethren, however, in that they maintain a strong village structure 
throughout the year. On I)' portions of the men travel with the herd; their 
families remain behind. but the riders are gone for shOTler periods than 
mOst Eothraim. 

Mahrcared is also expert with either a hand or bailie axe, as well as his 
belovcd inlaid broadsword. Clothes of deeply tanned, finely worked 
leather and bright plaid wools are his favorites. Light, scale armor, a great 
round-shield. and a tooled gold and steel hellll add an air of martial grace. 
When mounted on his red warhorse Mohrig, he presents a formidable 
presence. 

Despite the fact that Mahrcared's wife Bryua is only S'3" in height, their 
family is (all. Their sons - Isere" (16), Fe/ardun ( 14), and Muhacaed(9) -
arc big even by Northman standards, and their 10 year old daughter Eoraca 

has already reached S'. The houschold is closely-knit and Mahrcared is 
fiercely proud of both his young wife and his strong orfspring. His strong 
streak of loyall)' is reinforced b), the fact Ihat Ihis is his second family. The 
first perished during an ore raid in T.A. 1 6 1 5  while visiting friends in the 
East Bight; thus the 44 year difference between him and his beloved Brytta. 

6.512 Uirdiks. Thyn of fhe Wilhfllls 

Uirdiks is the leader and most learned of the Grarnllz cl;m known as the 
"Wirltras" (Rh. "Opposers"). These sedentary Plains-Northmen, farmers 
all. were given their name because of their indepcndent fervor; the}' han' 
never submitted to other men, be the}, Northman or "enemies" of another 
sort. Once [ here were but a handful remaining after an overwhelming force 
of Waugulh swooped down 011 their modcst fortified manors (ca. T .A. 665) 
and slaughtered those that had not taken proper refuge. Nonetheless, the 
core of the future line survived, and today their descendants remain en· 
trenched in the hills of the east-central Talath Harroch. 

The Thyn Uirdriks is a cripple who once slood 6'3. '. but is now deformed 
and bent in such a way as to give the impression of a much shoner man 
(perhaps 5'4"). He was struck by a strange curse while a youth, and a con­
toned frame has been his prison ever since. Oddly, he does not suspect and 
fear users of enchantments the same way other Northmcn do; instead, he 
reads works from far-awa), sources and scans the skies for knowledge. He is 
known to enjoy t he rare company of Elves, and has been given to trade with 
Dwarves. Of all the Nonhmen, he is the closest 10 Radagast the Brown. 
Much of this thirst for wisdom and insight is no doubt due 10  his inability to 
work with his own body. although the foundations were laid in his early 
childhood. Uirdriks' father Skuli/. the Elf-friend, was a Northman seer of 
great reknown. 

Skulifhad two sons and a daughter. Uirdriks was the eldest and has never 
married. so he has adopted his sister's SOil Gurli/u (22) as heir. Skulifs 
youngest son Wuilaric, left lhe home settlement at Leovidukas ten years 
ago. and was disowned because his fascination with Dark Rites led him to 
betray more than one friend. Village rumors place him to the east, or in the 
West with the curious Necromancer of Dol Guldur. 

The Withras are a unique lot in more ways than one. Few Norlhmen 
would follow a book-bound scholar whose bod)' is racked with deformit)'. 
Fewer stili lolerate the open use of magic. This clan. however, claims to be 
the remnant of an ancicnt Eriadoran tribe which once served as masters of 
the ancestral Northman heritage. Their forefathers, Edain who dosely 
aligned themselves with the Elves, were guardians of the lessons and works 
given to the proto-Northmen b)' the First-born. One sacred book. the magic 
lome called the Suimbolmynus (Rh. "£verfhoughfS'�. is evidence of their 
prudent use of magic; crediTed to one of the lasl Thynas of the Eriadoran 
Wit h ras, it is bot h a hist ory and talc of conj uri ng, com plete wit h greal spells 
or power. Unfortunately it was lost during the "Waagath War ," just after 
the migration to Rhovanion. The heritage and outlook left asa result of [his 
work explains in large part the clan that remains. 

Uirdriks wears loose wool robes which help to conceal his plight. Due 10 
the rugged nature of the village - and the fact that the Th)'n enjoys long, 
solilary walks in Ihe surrounding meadows - he bears a twisted, six foot 
walking stick of deep grey wood. a staff inlaid with bone and garnets. As a 
secr, he wields it as a focus of power: as a leader of his clan. he holds it as the 
sym�ol of the Thyn. This quiet , le.arned man is lonely and succumbs to a 
pronounced shyness when among women, particularly attractive ones. 
Often he isolates himself frolll everyone; but, like any good Northman, he 
slill enjoys the celebrations thai mark the seasons, and isquick to partakeof 
drink. (Most feci, with good cause, that he drinks too much; even as a youth 
he wrecked ten wagons.) Alwa),s, he seeks the word of strangers who appear 
to have some wits about them. Uirdriks can be a gracious host to those who 
can teach him something new. 
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6.S23 Aluguvla. Thy" or (he Waildungs 

Atagavia (40) is master of the venerated dan of the Waildungs. an "ur­
ban" Northman group who lives at Buhr JYidu i n  the East Bight. A direct 
desccndant of King Vidugavia. he commands respect throughout Rhova­
nion. More than a few high-ranking visitors from Gondor havc bedded 
beside his heart h. and of thc lords of Ihc hilly Ea.e;1 Bight. he i.e; the most 
powerful. Due to his dominance in both political and economic circles. he 
hasgained control of the town and the surrounding clans. His power base is 
considerably less than that of his forefathers - men who loosely ruled most 
of the Rhovanion Northmcn - but Ataga\'ia remains the Huilhy" or 
Prince of the Waildungs. 

Although his stature is only average for a Northman (6'1" and 180 Ibs.), 
Atagavia has been blessed with an aggressive malllier and piercing blue 
eyes. He sways mcn with his gifted tongue and unwavering glance. Ap­
pearance is important to him. for he seeks to dominate all men. and care­
fully seeks leverage wherever it may lie. His thick velvet tunics and em­
broidered cloaks have always set him apart from the common Nonhman of 
the marketplace, while his brilliant burgundy colored chain mail has mark­
ed him well in baltic. (Hi.e; matching helm, shaped and tusked as a real boar 
head. covers whole of his head. including his short beard.) For whatever 
reason, perhaps because of his heritage or shock of bright red hair. 
Alagavia enjoys being the center of attention. 

The Thyn of the Waildungs is also a colorful warrior. This i.� Jargely due 
to his grandiose horsemanship. the blaze of burgundy. and the awful nail 
called TOfUn. A rare weapon. the nail was named for the lord's great­
grandfather; if is difficult to usc, but c.'tcccdingly deadly, and both 
Atagavia and his black warhorse Eorg arc trained in its pcruliar ways. 
Often, the mere appearance of this assemblage drivee; a foe from the field. 
In ot her cases, the ncar insanity of his rash charges simply stuns the enemy. 

In every instance, Atagavia tends toward impetuousness. He has a 
beautiful. blond. fiery lempered wife Haithwyn (age 20) whom he married 
an hour after meeting. She proved to bea sorc�ress; but this I�.cina 
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so no blows were offered, although the secret IS well keg.1<Ollring theIr four 
year marriage Hailhwyn has borne two children: <;.&irl Lusunrha (2), and a 
boy Ugilulf(I). They are a pampered pair, and A1agavia plans to give them 
the whole of Rhovanion some day. 
6.53 THE LORDS OF MIRKWOOD'S WESTERN EAVES 

Two men dominate the hazy political circles of southwestern Rhovanion. 
One, Waul/a, is the leader of the region�s only major Wood-man scule­
ment. His Bcijabar counterpart, Beoraborn. is the "first" among the three 
high Fruthagaman. 

6.S31 Waulf •• Allhyn or the Sairtheod 

Since the vast majority of Mirkwood's Wood-men arc scattered over 
wide slrclches of the western rorest, the political importance of Woodmen­
town far surpasses its population share. II is the sole center of ("ommerce 
and intclicclUal activity among a group of rude, unleHcred hunters and 
gathers. Accordingly, its residents, the Sairtheod, arc politically and 
culturally dominant. Their leader, the 60 year old Waul/a, is an ac­
complished tracker and healer who has assumed considerable authority 
among the whole of his people. Many of the other Wood-man Thyns come 
to him for aid and advice. In return for his gems of common sense and 
digested Elven lorc, these clan lords bring whatever gifts Lhey can muster. 
Regardless of their worth, Waul fa accepts them with kind words. He knows 
the plight and ways of desperate men. 

30 

Waulfa is  the father of tetl offspring. all children by his wife Sisewyn. 

Although the eldest (the lovely Dainwyn. agcd 38) is thirty years older than 
her young brother Thuinand - and despite the fact that all but two of the 
brood have left the fold - the family is close: Odagis (27) is his father's en­
voy and serves as the town tracker: his sister Osantho (25) oversees the 
town's stores. 

A tall, robust man (6'2" and 270 Ibs.), Waulfa is  rarely ignored. He is 
quite wise, and often introspective, but has somehow cultivated a talent for 
festive partying and games. After all, Waulfa throws his whole soul into 
any endeavor. No one in Woodmen-town has ever remembered a better 
axe-hurler, and, in his prime, no warrior could best him in tree wrestling 
(see Sec.7.0). A few can out drink the man, but not eneean claim a better 
nair. 

This taste for color docs not extend to Waul fa's garb, however; rough 
furs, scratched lcat her. and torn wool make his wardrobe no better than lhe 
avcrage. He does own a finc set of chain mail which the Elf-king Thranduil 
awarded him some years ago, but he is usually content a simple tunic and 
some coarse pants and/or leggings. Personalities and problems concern 
him, not the frivolous trappings of vain mcn. Waulfa has always loved the 
Elves and hated all their enemit.-s with real passion. but he ha.<; never 
understood their wondrous clOThes. As for Elven wine, Elven lore, and 
Elvcn song . . .  well, that is anothcr story. 
6.532 Heorahorn the Shllpe-<hllRS!:('r 

There are three great lords (Rh. "Waetan" among the Beijabar of 
Southern Rhovanion. or these. one, Beoracer is rarely seen except al the 
times of theGrea! Dances. The two others. Beoraborn and Bornbeneor live 
i n  the Anduin Valley along the western fringe of Mirkwood and rarely 
retreat into seclusion. Their families arc the noblest of the Bear Clan. '"'guar­
dians of the old roads." 

Beoraborn is the oldest of the ones who possess thc gift of Shape­
changing. He has become the most rcvered of his kind south of the Old 
Forest Road. Only the WaUdonbair who lives i n  the North beside the Car­
rock holds sway ovcr this kind patriarch. From his Haiman (Rh. "Monor'') 

at Sam LOlhduin he roams the river vaUey and forest paths, taking care to 
visit t he isolated Beijabar families. For many. he is a sort of grandfathcr; he 
has no power over the individual f'rathagaman (Rh. "Wise Om!!;',), but his 
authority is  unsurpassed. Of the dozen Southern Beijabar who can Shape­
change (Rh. "Skuiftlaik·'), he is the only considered to be the religious and 
political leader of all the southern families. 

Beoraborn's homestead is located atop a hillock, in a small grove of trees 
overlooking the Anduin below the Gladden Fields. There - among the 
furry oaks, silvery maples, and gleaming larch - he has built a fine long­
house for his family of five: his wife Geilsyn (46). his sons Bork (24) and 
Braega (21). and his daughter Rcsufllho (19). Animals o f  all sorts abound 
within their carefully lended yard. Each performs a cooperative task. and 
all havc a home somewhere in or beside theentwilled rose-lrees that serve as 
Ihe fence and protective wall of the Inanor. They arc both and servants ofa 
very special lord. 

Beijabar prize their women and protect them with extraordinary zcal. 
This is largely a result of their insulated heritage; they ha\'e always feared a 
dilution of their sacred line. So, althoush the Beijabar woman is treated as 
an equal and an artist in her own right, her contact with those outside the 
clan is much more limitcd than that of her male countcrparts. This is  also 
true of young males, for the Bcijabar arc fcw, and their children are their 
fUllIre. 

When he is not wandering ill Wilderland as a fearsome Great Bear. 
Beoraborn wears the clothes that denote one of the Waetan: a tunic, vest, 
and cape created out of black "wars" fur (not the lychanthropic variety); 
pants of red wool; grey leather shoes and leggings: and no hat or helm. His 
carved white dragon horn and peculiar silver beard set him apart from the 
other Beijabar lords. (Each Waetan carries a distinct horn.)To an outsider. 
he may seem (0 be simply another barbaric hunter; to his kind, he is a noble 
master. 

At least one night in seven Beoraborn leaves his abode for the wilds. 
There, outside the enchamed boundaries of his manor. he takes the form of 
a Great Bear. This change is said to bring the Bcijabar closer to their beloved 
Bema (Oromej, for the great Vala is a hunter of foul beasts and master of 
changing ways. (All Valar, of course, possess the lattcr traiL) In elder days 
the Great Bears accompanicd Bema into battle against the armies and ser­
vants of the Black Enemy. Now they gather at onc ofthcir traditional glades 
to dance and commune with their Fathers. Then they go forth in search of 
the creatures of Darkness, hunting and killing with brutal determination. 
This instinctive slaughter runs dc..'Cp in their blood, and in t i mes of war. or at 
the sighting of one they call a "monstcr" (e.g. an are or troll). the Beijabar 
lord might see fit to revert to the ways of his venerated bear-cousins. 



7.0 PLACES OF NOTE I N  
SOUTHERN RHOVANION 

7_1 WOODMEN-TOWN 
One group of Wood-men in Southern Mirkwood has banded togcther, 

growing closer through ties of kinship and also through common enemies. 
With a sense of unity, and the aid from their Elven friends in L6rien, the 
SoirtJreod clan has built a remarkable edifice: an interlocking network of 
houses high among rhe trees, 

7.11 THE WAYS OF WOOD-CRAFT 

The plan began with individual lre<::-houses, a much more elaborate 
version of the kind that every child loves to build. But remember lhal nails 
are scarce among the Wood-men. Occasionally a Wood-men would trade 
an inerenera/J or other fine-hewn creation for a handful of nails from a • 
Dwarf. But fcw nails wem into the construction of the Woodmen-Town.  
I nstead, the skills of whittling, joining, and dovetai ling serve these Wood­
men very well. Furthermore, the Wood-men have perfected the vine art of 
"shifting carpentry," by which the timber members of a building can shift 
wilh Ihe slow-movi ng growth of the tree(s) in which the struclure perches, 
allowing the trees to grow but keeping the Tree-town fairly stable. 

One reaches the height of the houses, ten or Iwelve fect above ground, by 
ladders of wood or Bog-land grass rope that hang from up above. Each 
family unit has its own ladder entrance. which can be pulled up into the 
home in time of siege. Horizontal walkways made of similar material now 
connect one family unit to anol her , and sometimes a ladder that brought a 
person up into the trees can be pulled up and stretched out 10 form a 
walkway 100. 

Since the Furry Oaks prcferred by the Wood-men of Southern Mirkwood 
grow s[raight and close together. each Wood-man home stretches across 
the limbs of several lrees. The upswept limbs all around rorm a foundation 
onto which the Wood-men lash log members lip to eight inches wide, 
creat ing a light log-frame wall strUCture. The wives of Wood-men, when a 
new home is being built. travel to the banks of the River Anduin and 
sometimes as far south as North Undl"Cp to gather the mud from the river 
bottom, which packs in and dries up for chinking in their walls. Logs of a 
similar size lie crosswise across the top of Ihe walls. which always stand at 
least ten feet tall above the polished noorboarcls. 

1.12 DAII.V LIFE IN WOODMEN-TOWN 

Woodmen-town would be cold and windy were it not for the lalent of 
Wood-men's wives in weaving wool. They are far rrom a pastoral com­
munity. living high above Ihe ground and in among the forest. But trade has 
continued over many years between thc Northmen of the Plains and Ihe 
wives of Wood-men, who annually offer largequanlities of tasty woodland 
nUIS they can easily gather in exchange for large bags of wool sheared from 
I he sheep t hat graze in the Plai ns. This pract ice has dwindled si nce t he years 
of the Plague, but numerous thick. warm, wooly tapestries hang on the 
walls and slay on the noors of Wood-men's houses in the wintertime. 

The SuirrheQC/ Wood-men spend a good deal of time trapping. hunting. 
and gathering wood during the Winter and Spring, while their wives main­
tain the homes. The roles reverse in Summer and Fall, when the women 
search ror nulS, wild grains, berries, and other forageable foods. At the 
time of each solsticc, and during lhe week preceding the longest ("Sturend'j 

and shortest ("Ftisleohl") days of the year, the whole community is brought 
together to celebr:lle the four-day festivals which commemorate the changt." 
of the seasons. Rituals which symbolize Ihe rising and passing of Nature's 
growth stages dominate the evenings, while games and trading fill Ihe 
daylight hours. 
1.13 Wool)-MAN GAMES 

The Wood-men enjoy a variety of sports related 10 their forest-based 
lifestyle. Some. like "u:re-hurliffg ", are similar to games found among other 
peoples. Others, like "v;nejlying"and "tree wrestling," are quite unique. A 
rew examples: 

Axe-hurling: The conlestanl attempts to Ihrow his hand-axe at a hide­
covered grass target fifty feet away. In'doing so, hc/she must send tht axe 
between two poles sct six inches apart and ten feet a ..... ay. There are three 
rounds: during the first, each thrower hurls one light, well balanced throw­
ing axe; in the second, the contestants must throw two heavier axes in quick 
succession, with the first being thrown while holding ils companion; and in 
the third round this procedure is repeated, but three heavy hunting-axes are 
used. 
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Yine Flying: Each contestant must swing on a 49' vine which is tied to a 
high tree limb. As he/she swings beneath a great log which is lied in a 
horizontal position between Iwo olher trees, the vine begins to wrap its way 
around the underside orlhe log. Just as the vine begins 10 break upwards on 
(he far side of the log. the contestant lets go and attempts to clear still 
another crossbar-like log set seven feel above and len feet beyond the first. 
Ideally the forward motion from the swing and the upward motion from the 
powerful snap of the wrapping vine enable the participant 10 get over the se­
cond cross-log. Should helshe succeed in clearing this obstacle, they must 
also find enough composure 10 land on the large grass-fi lled landing 
" pillow" without rolling off. The most brave and graceful contestant wins. 
As with most games, the Thyn decides who is winner (with the help of the 
crowd. of course). 

Tre� Wrestling: Here the four participants stand on a great plat form set 10' 
above the ground. Each wcars a leather helm and a six foot long (12' 
diameter) de-barked log across his shoulders, and allemptS to be the sole re­
main ing contestant on the platform. Nets are used to break the falls of the 
losers. 

1.14 THE DEFENSE OF WOODMEN-TOWN 

The Sairlheod rely on their considerable forest skills to provide them 
with a means of defense. Clusters of open-sided, grass-roofed "watch plat­
forms" arc spread throughout the west-centraJ part of Mirkwood. These · 
small, round log structures are set around medium-sized oaks, and are sup­
ported by a number of slanting beams. From these vantage points, Wood­
men scouts and trackers can keep watch on all the man-made trails and 
animal paths. Messages are relayed by way of complex combinations of 
animal sounds. At Woodmen-lawn proper there are two great watch spots, 
one on the north and the other to the south; the masters of lhe two respec­
tive guard networks remain at these spots with a few companions and 
monitor the wood's activities until a relief group arrives. I n  this way, the 
Wood-men of the town find a fragile security, 

7.2 HOMES AMONG THE BEIJABAR 
All along the western edge of Southern Mirkwood, one may encounter a 

long-house, or "Loenganhuidu", Ihe characteristic home of the Beijabar. 
Typically, such a structure is a long, narrow hall made of log, dirt, and 
stone. Its design emphasizes the right angle: 15 to 20-foot posts stand 
straight up to form its walls; 1010 12 fOOl beams lie across the posts, to form 
l:I roof. At roof center, a hole in [he ceiling provides a chimney for the greal 
fireplace within, which always sits in a pit al the house's center. At one end 
of Ihe long-house is the entryway, often served by a barned door to prevent 
cold winds from entering. At the other end stands the oaken table and stools 
around which Beijabar family members sit 10 work, tended by animals who 
stoke the fire and cook the food. 

The inner hall ofa Beijabar home measures at least twenty feel in length 
and eighl to twelve feet in width, and always has a rectangular noor-plan. 
Separale rooms mean nothing to the Deijabar, who mingle with family 
members, animal and human, and would consider it ungainly to sequester 
onc's sclfbehind a wall apart from onc·s family and friends. Lighling is dim 
inside. but every Heijabar homestead is surrounded by bright and colorful 
gardens that grow right·up to the home. with walkways and patios where 
family members gather when the sunshine and temperature allow them to 
enjoy the outdoor air. 

7.3 A NORTH MAN'S HOMESTEAD ON THE PLAINS 
Despite their dwindling numbers, the Eothraim and Gramuz ("Plains­

NOrlhmen") still manage their farmstead homes throughout the Plains, 
particularly up Ilgainst the caves of Mirkwood around EaM Bight. Every 
Northman brings tO l his own homestead his own personality and 
preferenccs for crops al� animals, but certain building practices are shared 
among all the Northme of the Plains, be they Gramuz, E:othraim. or 
"Urban" folk. 

Central to a Northman's omestead is. of course, the family home. Most 
arc built of wood. harvested rom Ihe Southern Eaves of Mirkwood; occa­
sionally a Slone home can be ound in the region, particularly where trees 
are scarce or the exposed rock p ovides ample construction materiaL Rare­
ly more than a story tall, Northm houses are low, rugg1 affairs designed 
to withstand the rigorous Rhovani winds. The homes r;f the Thynas and 
Eorlas often spread vcry wide and bra , since they o�n contained ten or 
I welve rooms. Thatched roofing, often 0 'the- pleot-iful Touch or Bog-land 
grass, usually tops the Northman home and needs annual tending. Fewwin­
dows disturb the plain exterior, and those face only to the west and south, 
from whence come warm br�zes and sunshine. 
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Auxiliary buildings play a large role in the Northmcn's homestead. 

Always standing directly opposite (he family house, across thecouftyard, is 

the horse stable, often of larger proportions Ihan the house itself, for every 

homestead maintains al least a dozen steeds. Gramm: mOUniS and the 

horses of the Urban NOrlhmen arc able to roam the Plains during daylight 

hours of the Spring and Fall, bUI they aTC returned nightly to fenced pens 

for food and water; in Slimmer herds are oflcn led into the cooler hills: in 

Winter the majority arc confined 10 [he stable or more confined yards. The 
Eothraim tribes accompany I heir herds away from their homesteads, 

manors, and villages on six to nine month journeys which follow favored 

circuits. Nonetheless. they keep fine paslUres heside their selliements, and 

their herds spend Winter in good quarters. 

AI least IWO olher barns are commonly found on larger Northman 

manors: one for animals like goats, sheep, ponics, and the other for birds 

like chickens and geese, stand partway round the courtyard circle. Tools 

usually find a home in another small, handy shed. Almosl every homestead 

has its own well, which is sometimes housed in its own little shelter. 

Sometimes a workshed. woodshed, or dog house sits alongside the main 

house as well. 

Most characteristic of the lone Northman homestead is the woven·twig 

fence that connecls each of the buildings one 10 another and creates a 

guarded courtyard and garden within their little ring. Northman wives long 
ago discovered thaI the young saplings of the ehap·bcech, i f  CUI when less 

than twelve feet lall. can be steamed to become more nexible, then woven 

together to form an attractive garden wall. The), bend the walls over at a 

height of six to eight feet , then interweave them, creating a covered water· 

proof walkway that connects each of the essential buildings in a homestead 

on the Plains. These walls provided comfort from wind and rain, but little 

in the way of protection from ill·meaning invaders. The)' are often ex· 

quisitely ornamental. creating a pleasant union of the diverse farm struc­

tures and allowing space for a quiet. private yard. 

Unfortunalely, the innocent quietude afforded by Ihese woven-twig 

walkways is enjoyed less f((:'quently these days. what with the incursions 

from the East, the onslaught of desperate fugitives, and the dreadful 

depopulation resulting from the Plague itself. So the remaining occupied 

homesteads embrace cautious families who frequently ereel great slone 

walls to supplement the slender woven·twig ramparts, making the manor 

more like a fortress. 

7.4 RHOSGOBEL 

Rhosgobel, the home of the wizard Radagast , is a celebration of the 

abundant forms of nalure. Nothing in the home has been created by the 

human hand, save the hund reds of bird houses that Radagast himself has 

made. Everything else in the house is just as nature made it.  with perhaps 

just a touch of human ingenuity, right on down to the massive furry oak 

tree that twists its way on up through the middle of Radagasl's home. 
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When Radagasl found his way into Middle·earth and started wandering 

with his friend Gandalf. he found enchantment with the forms of trees Ihat 

grew benealh the weslern eaves ofGrccnwood. He roamed the woods from 
one end to another, until he finally found lhe placc he wished to call home. 

There. not far from the deepening Shadow of Dol Guldur. he mel an an· 
cient tree whose spirit was akin to his own, one of the olvarhe favored mOSt. 

This tree pledged friendship unt i l  they sought. a part ing; it became the heart 
of the house Radagast named "Rhosgobel". 

7.41 A TALE OF TIl>: MAKING OF RHOSGOBEL 

Many legends surround Rhosgobel. Some say it was created in an instant, 

in a lime beyond memory. Others talk of Elven craft. A few spin yarns ofa 
house which grew OUI of the land like a tree. One tale, however. is a favorite 

among Ihe Northmen: 

During his wonderings he charmed into h is service Ihe birds and 
beasts who knew how 10 make a tree a home. Hefirsl had 10 can· 

vince the birds Ihal he did not wish 10 fly info fire branches of his 

favorite tree and rOOSI Ihere, bw rather to crealefour walls around 
if. But once they understood his desires. Ihey sel about his business. 

The brighl·wing orioles sel about weaving wulls Ollt of feathers 
and reeds. twigs ufJd grasses. The squirrels brought leaves and twigs 
for building materials, and the mud daubers set about cementing 
those walls wilh mud 'hal Ihey mixed wilh Ihe walers of rhe Greal 
River. The bure shell 0/ a building, a rarher irregular cllrving set of 
walls (hal surrounded fhe centralfurry oak trunk. woscomplered in 
a magical seven days. Bur ever since then, Radagasl and his (rollpes 
offriendly onil1/als 1/01'(' been fussing and rebuilding - adding win· 
dows here and shelving rhere - over rhepasf six hundred years, unlil 

now 10 a visilor :" eye Ihe place looks like an aSlonishing mWielWJ. 

7.42 RHOSGOBt:1."S STRUCTURE 

The inner dimensions of RhosgobeJ measure 30 fect by 20 feel. The ceil· 

ing hangs a good 1 2  feet above the noor. Windows look IOward the south 

and west, hung with gossamer curtains woven by well·meaning spiders, 

now all but extinct among the Mirkwood trees. A step·ladder winds around 

the gnarled trunk of the furry oak tree that accentuates Rhosgobel al its 

center. By climbing the ladder one ascends up into the watch· tower, a room 

that looks uncannily like a wasp's nest (probably be'J'use it was built for 

Radagast by paper wasps) and sits atop the highesy bough of the massive 

furry oak tree, 50 feet above ground level. Fror that lookout one can 

glimpse the glimmers of the River Anduin to th west, the long, dark ex· 

panse of dense forest to the north and east. Ever present. always merciless, 

the gleaming jet·black spire of Dol Guldur lies n hills 10 the SOUlh. There. 

amidst the wretched gloom, it carves a hau ting scar in the sky above 

Southern Mirkwood. 

Radagast keeps watch on the Hill of Sorce ' .  The barren hillsides of the 

Necromancer's lair are usually shrouded by d rk clouds, but the IS'ar� gaze 

is subtle and penetrating. The Dark movem nlS are monitored, and the 

forest is given what aid Radagast can offer. He works to stay the Evil, 

despite the impression that Dlher mailers ha e taken his mind off the 

neighboring threat. After all. there are alwa s things 10 tend to at 

Rhosgobel. 

The concern of the animals over the years of renov t-ion has been for 

Radagast's convenience. Great hawks brought river·rocks wilh which to 

create a lovely fireplace hearth. Chipmunks broughl scraps of bark and 

smooth stone and installed shclves on which Radagast could store his extcn· 

sivc collection of roots and herbs. Bears brought a large hollow log, think· 

ing Ihat Radagast needed a pOt to brew in. But all the while Radagast had 

his mind on renovations other than those for the sake of his own cOlwe· 

menee. 
For Radagast's passion is building houses for his birds. He spem the first 

century of his life at Rhosgobel wandering the forest, learning every 

method of construction and suspension, every kind of material lISed 

naturally by birds to build nests. Then he saw to it that he put into at.:tion 

every trick he had learned from the birds about how to build and hang a 

bird nest at his homc of Rhosgobel. The outer walls of his sylvan home. over 

the years, have become an intricate collection of bird houses and bird 

feeders of every sort of description. And once Radagast had built every bird 

nest he had seen in the forest of Mirkwood, he began using his wizardly 

powers 10 devise bird houses on his own. 

Needless to say, nonc of Ihese bird houses go uninhabited. For 

Rhosgobel is a haven for birds throughout all Middle·earth. Ask a raven 

from the Northlands. ask a pelican from Ihe southern sea shores. E\'ery bird 

will tell you, i f  you could ever understand their language. that at leasl once 

in their feathered lifetime they will try [0 stop in and paid a visit 10 
Radagasl. (Yet, as a testament 10 the Wizard's power, RhosgobeJ remains 
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exceplionaJly clean and fragram.) The seasons wouldn', lurn. (he saying 
goes, if the birds didn't come home to roost al Rhosgobel. 

Indeed the birds and Radagasl both follow the seasons. Many of Middle­
earth's birds come north to Rhosgobel, slopping for a lime during the an­
nual Spring migrations; some slay throughout Summer. but in the winter 
they return to [heir homes across the land. Radagast would find their depar­
ture all (00 saddening if it didn't signal lhe time of year (hal he begins his 
wanderings. He pulls lhe curtains shut and blocks up all the doors and win­
dows of Rhosgobel wilh woven mats and rugs. Hechecks to make Slire that 
the hatch opening up to the lookout tower is securely locked from within, 
and with nothing but his long brown robes and a satchel full of herbs and 
roots he sets upon his yearly journey out into the world. Were it nOI for the 
snow lions who agree to guard the door and grounds of Rhosgobel during 
the month." when Radagast is wandering. he would never leave at all. But 
the big cats keep the queer place weJl-prOiected, and R3dagasf can answer 
the wanderlust within him without worry of danger 10 his home. 

7.5 DOL GULDUR 
No visitor to Southern Rhovanion can escape the disturbing shroud of 

Dol Guldur. It dominates the landscape, almost M if an evil eye were gazing 
out from dLOCP within. But very few have hazarded a visit anywhere near the 
accursed peak, so only the Wise have an inkling of why the Naked Hill ex· 
erts such a force of evil. Many Rhovanian citizens speak of lhe 
Necromancer of Dol Guldur, but no one really knows who or what they 
mean by that epithet. Only Ihose who would risk life. limb. heart, and spirit 
to plumb Ihe depths of Dol Guldur would be able to tell the story. 

Long ago, before tales were inscribed by men, great bursts of volcanic 
fire spat OUI from the depths or the world, leaving behind an opcn cinder· 
cone with intricale pits and chambers tunnelling deep within the earth. 
Although much volcanic ash replenishes the soil it falls on. indudng fertili­
ty  in the aftermath of destruction, no such benefit came from the belly of 
the Naked Hi ll, or "Amon Lone" as it was called in the Elven tongue. 
Whether the mountain was cursed from the start of all time or whether even 
then, long ago, evil spirits chose it for their home, nothing ever grew on or 
ncar the craggy peak that remained. It stood for centuries, silent. unchang· 
ing, yet lifeless, even while the birds sang songs and the flowers bloomed in 
Greenwood the Great. 

During the Second Age, Dwarves mined the cruel mountain's depths. 
Thcy carved a winding stone stairway which began up the mountain's nor· 
thern face and Iheyexcavated grand cavern ways down into its depths. Most 
prizeworthy of all their discoveries in the depths of Amon Lane were large 
deposits of "Blood·red Glass" or "red obsidian, " a seemingly enchanted 
variant of the volcanic rock thought umil that time to occur only in a jet· 
black hue. There were never great numbers of Dwarven miners in the moun­
tain at anyone time, for the wealth oflheir home at Khazad Dum was such 
thai, even alone. it kept Durin's Folk quite busy. Nonetheless, the red varie­
ty has almost disappeared from the mountain bowels, although plenty of 
black obsidian still lines the caverns beneath Dol Guldur. Its value pales 
compared to its red relative. 
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Red obsidian can be polished and faceted. It is much harder. much more 
resilient ,  than the more commonly known obsidian. It shines like a ruby, 
only wilh a much deeper red. More importantly, red obsidian is durable and 
can be sharpened and utilized for engraving and the making of weapons. 
Arrow!>, hatchets, and axes cspeci311y - those l00ls that net.-d a small, sharp 
edge - Illai ntain their potency twice as long if t he blade is made of red obsi­
dian. The SlOne is hard enough 10 CUI into rock, and has been used over the 
centuries to inscribe many tombstones and gateways with beautiful Khuz­
dul symbols. Due to its inherent properties and relative scarcity, however, 
one now rarely finds reUcs hewn from this precious gifl. 

The Dwarves of Amon L..lnc found other wOrlhy ores and precious 
stones. and for the five centuries during which they delved into the Naked 
Hill's depths a spirit of prosperity and productivity emanated I rom Within. 
Dwarves were still working in the mines and living near the Naked Hill in 
the last years of the Second Age, but since tho�e times none of " Aule's 
Children" have been seen nearby. Some say that the Necromancer has 
enslaved them. Some say that they all migrated northward with their kind. 
All seem to agrt"C that the last of the "Naugrim" left before the Shadow ap­
peared at the end of the first millenium of the Third Age. 

I I  was then that the skies turned greyer than ever before. Eerie mists 
begall t? obscure the heights. The birds seemed never 10 fly over the moull­
taio. Those few yellow roses that used to bloom at the mountain's foot lost 
spirit a�d died. All the air around the moulllain seemed to take on a cold, 
wei chil�, as if one eouldn't leave the shadows even when one was in full sun­
shine. Even the bright aura of L6riell began to recede. 

SaurOD had entered the mountain. 
He did so slealthily, silently. secretly. Not even the wisest of seers can say 

exactly when, but the year T.A. 1050 marks the clear awakening of the 

"Necromancer." He came as one still-gathering Evil, with an unclear form 
and an ever-dt-epcning Shadows. Slowly. he continued \0 regain his 
strength and assemble his servants. Many minions came to join the 
Ringwraiths tha�ad prepared the mountain for the coming of The Lord of 
the Rings. No one �emed to nOlice the difference for a time; then slowly, as 
he began to find hi}. lQ!1t hsome shape, and renewed terror spilled forrh, 
Sauron once again struci((,ut IhrS'1lme slowly, subtly, carefully, but no 
less cruelly. His constantly increasing influence set the world around him 
changing, and it s�med as if  it would never be the same again. 

Noone is sure whether the Dark Lord wished it so, but soon everyone was 
calling the mountain "Dol Glildur" ; the hill of sorcery. Certainly it was he 
who started the rumor that some black enchanter. u magic necromancer, 
had laken up residence inside the peak. He hid himself beneath the guise of 
one Evil, but one lesser in stature, and so they accepted the ruse. He never 
betrayed himself. nor did any of his servants. To this day Sauron lives in 
those depths, completely undiscovered, awaiting his conquest of the Mid­
dle Continent .  

The harsh influence that reaches across the land is grounded deep within 
the mountain that serves as the home of the Abhorrent One. Todescribe the 
intricacies of Dol Guldur is to describe the inner workings of Darkness 
it.self. For Sauron, taking up where the mining Dwarves and lava left off, 
created of those dark and dingy caverns an underground citadel dedicated 
to the everlasting resurgence of evil. 
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7.5\ THE ENTRVWAVS AND TUNNEI K F1lOI. GULDUR 

The Slone road and stair that the D ...... arves built long ago as a means of 

rcaching Arnon Lane's caldera rim is now called the "Men Umk" (S. "Way 

0/0,.('s '1, It runs around Ihe peak from Ihe northern side-and, ahhough Ihe 

Dwarves originally conceived of it as a sally pori and a means to move orc 

from the mountain's upper reaches. it !ilill provides the best access il1lo the 

depths of Dol Guldur. Sauran's minions usually treat it as the sole ell· 

Iryway. Orcs have been known to scale the heights on the mountain south 

face, but the rocks often come loose and liltle remains for a dimber lO cling 

TO, making the pathless journey up the mountainside hazardous to Ihe ex­

treme. Funhcrmore. this roule ascends to lOp of the central core shafl's in· 

(erior Siair. from which all the primary sidc tunnels diverge. 

The stairway leads up and over the jagged edge of the cinder cone, and 

quickly down into darkness and gloom. Dark and narrow walkways, rarely 

equipped with railings - their stcps irregular in height - wind around the 

inner edge of a giant vortical chasm, occasionally connecting to a door or 

darkened tunncl lcading outward into some auxiliary chasm beyond. where 

dungeons and store rooms and are quarters have been carved out over time. 

Seven limes round the cone the central passageway winds. until il leads 

down 10 Ihe Greol Hall 0/ Darkness where stands the Throne o/Doom (S. 

"Mahal Amarlh ''). 

7.52 THE DUNGEONS AND STOREROOMS OF DOL GULDUR 

No one has evcr been able to map all the intricacies of the cavernous 

mountain dwelling of Dol Guldur. Many or the chasms now used ror 

dungeons and storerooms were originally natural pockets within the cone 

(e,g. lava tubes and channels). rirst dug out by mining Dwarves. then fitted 

au! for evil purposes by the orcs and then rurnished: with shelvc=s or 

cabinets, with cold, hard beds, with torches and torch· holds, with in· 

strumenlS or torture, with strong iron·supporled doors kept undcr lock. 

Dozens of such ghoulish apartments - ir one can call them thai - open oul 

onto the winding central passage. 

I n  some cases. one leaves the main shart only to encounter another set or 

eerie stairs. In other cases, a doorway off the winding stairway leads direct· 

Iy into a chamber. One such chamber, coming off the passageway about 

halrway down inlo the cone (Lcvrl Four'), projects at greal lenglh perpen· 

dicular to the winding staircase. When one enters it,  it looks just like a 

darkened cave. Dul orcs and Sauron know that doorway as the watch· 

house, for beyond the darkness, a hundred yards down the passageway, a 

window juts out mid·way up the side of Dol Gulduf, a window lhat looks 

out toward the southwest, beyond Ihe edge of the forest and Out toward 

Gondor across the Anduin. From this watch·housc window he often stares. 

One Eye, always longing ror the Ruling Ring lost centuries back. Little does 

the Dark Lord know that by gazing outward loward the ocean to the south 

he is actuaJly turning away from his precious losl Ireasure. 

7.521 The Weapon Stores (Armory) 

Twice around the inner circle of passageways winding through Dol 

Guldur (Level Two), and one encOunters the bolt·locked door to Sauron's 

upper armory. Orcs, chief among them Groshlikh. their leader and the 

chicfUruk commander·al·arms in Dol Guldur, guard the doors both inside 

and out. Only a rcw besides KhamOJ, the one NazgUl or Dol Guldur 

ultimately responsible for its care defense. carry keys to this storehouse of 

arms. Not only do the Naz.gOI kccp their own wicked weaponry housed here 

- they also bring to this dark cave all the weapons seized by marauding orcs 

rrom men, Dwarves, Elves. Hobbits. and any other race they encounter in 

war, making the Weapons Storeroom of Dol Guldur a veritable museum or 

, Middle·earlh weaponry. 

The armory is a 30·fool long, 1 5·foOI high windowless room. Orcs do nOI 

excel in organization, so the weapons of every race have been jumblcd 

together in piles strewn here and Ihere. In among Ihe stacks you may find 

razor-sharp daggers made by hard·working Dwarves, their hillS encrusted 

with precious jewels. Many or these were slored in this very room ccnturies 

before Sauron and the Nazgul occupied OQI Guldur. Alongside them lie 

Elvcn wares: longbows and yard·spanning, double·edged swords, narrow 
and graceful , madc to be used by creatures or lall proponion:s. Here and 

there Ihe axes and hatchets of Woodmen are strewn - tools preserved for 

productive use among their original owners, but put to roul purposes by the 

orcs who assailed them. Finely worked bows or sailors rrom the South 

reside in these piles as well, suggesting how rar the Dark Lord's Shadow 

rcaches. The battles that have resulted in the accumulation of weaponry 

here in the=: hearl of Dol Guldur have been numerous and widesprcad; yet 

Ihe clues 10 the true nalUre of Ihe Necromancer somehow remain evasive. 
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7.522 The Provisions Sioreroom 

Three descending spirals more around the inner core (Lnel Five). and 

another door - Ihis one not bolted so securely - opens into a low·ceilinge=:d 

storeroom in which the orcs have stockpiled daily provisions or every kind: 

rood, cloth and clothing, leather, rope; even those provisions orcs never 

eed, like vegetables and cheeses, have found their way inlo Ihis storeroom, 

ccause an arc steals anything that isn't his. Of courSe orcs care nothing 

. boul lhe ways or storing foodstuffs or fabrics that might be damaged over vme, so the foul smell of rOllen food and mildew permeales this room, 

,naking it dirricult to son through it. Orcs tend not to notice the bad smell, 

and they orten come just 10 finger their loot, even though they do nOI know 

what good it could do them. 

7.523 The Treasure Cave 

On the same level (Level .'Ive) of Dol Guldur, there is a hidden doorway 

opening into the mountain's treasure cave. Originally the central jeweJ·site 

from which Dwarves mined their most precious gems. this cavern has over 

thc last five centuries bccome thc repository of a vast quantit), of 

remarkablc treasure, from obscure baubles to enticing jewelry. Any little 

Rhovanion child who thinks she lost a necklace playing (agout on the grass, 

any Hobbit who can't quite remember where he put his shiny curmnks -

anyone throughout the Northwest of Middle·earth. or at least in its in· 

habited parts this side of Wi Ider land - who has ever lost anything beautirul 

and dear to them, would do well to come looking ror it deep in Dol Guldur. 

Most of the gliuering prizes takcn from the countless carcasses searched, 

dismembered, and or eaten by Sauron's orcs during Ihe last cent uries 

somehow find Iheir way to this place. The booty that remained arter 

thousands of bloodletting skirmishes is stored here. Within Ihis hall, lies a 

menagerie of caches found in the hands of hundreds of unfortunate thieves 

and once-lucky finders of wealth. Even during quiet lulls, this trove is 

augmcnted. for Ihe Dark Lord has many servants who have a way of sneak­

ing about in the dark of the nighl and finding any precious little thing that 

anyone has los!. They all bring them back to add to the collection in Dol 

Guldur. What is nOl takcn by Ihe sword. is acquired by stealth. 

The doorway to the Treasure Cave of 001 Guldur is cleverly disguised. 

Unlike the original Dwarven door to the mines, this constricting cntry was 

built by resident orcs trying to keep others away from their loot. The aper· 

ture looks like a little=: hole in  the wall. no bigger than two feet across. 

Because the narrow passageway it opens onto bends immediately to the 

right, no light travels out the hole; and ror a newcomer, no promise=: of 

treasure shines out from within. To enler Ihe Treasure Cavc, one must 

crawl on one's belly and bc ready to arc around likea snake for a good twen· 

ty  yards of twisling tunnelway no bigger than the entry hole. The labyrin· 

thine pathway leads to a large, vaulted cavern, once the central workplace 

or Dwarves as they mined the mountain. An occasional gem still peeks out 

rrom the cavern walls, but most of the nalUrally occurring riches have been 

pilfered by the inhabiting orcs. Their (reasures lie 10SSed about, although an 

occasional chest sits in the shadows, holding more goods. 

Few orcs rind their way into thjs Sioreroom anymore; instead they Slash 

their stolen 1001 indiscriminately in dark corners or vaults and rooms not 

currently put to use. They take care to avoid the Treasure Cave these days 

because il has bcen adopted as a home by the monster spider, Enna San 

Sarab, a descendant of Ungolianl and an orrspring Shelob oj Mordor. She 

cannot be seen clearly from within the vaulted treasure caves, but her lair 

opens into the vaults orflO the Icft of the Cave's entryway. She entered the 

Cave soon after Sauron overlook Dol Guldur. over rive hundred years ago. 

Al lhat time she was only as big around asa human hand. soshe could easily 

slip into Ihe caverns with nobody looking. Bul since that time she has not 

moved a single one or her eight legs, except perhaps to tantalize a spidcr 

mate (always smaller than she is). or to strike at an arc approaching too 

close to her lair. Now hcr diet consists primarily of prisoners no longer con· 

sidcred useful as inrormants or entertainment. She weaves a web or silvery 

threads whkh orten drin into the Treasure Cave, Once every 39 days she 

halches another sac or orrspring - Enncrlings, as they arc called - who 

scurry as fast as the:,-' can up Ihrough thc cavern and Ollt into the light. But 

Euna San Sarab never moves rrom the darkness. The orcs find her terrify· 

ing. because they believe that she represents some awful power of Evil. In 
fact , Enna San Sarab does not move because she is slowly dying or a broken 

hear!. can t inually deserted as she is by consorts and ctl [lei ren. Carerul, ki nd 

words, of which orcs arc wholly ignorant, work best to assuage the giant 

spidcr. 

At the far end of this deep, dark room, one can spy a bright red door, 

shaped like a square three feel on evcry side, decoraled with indecipherable 

ancient writing, with a shiny gold knob in Ihe middle. One's rirst reaction is 

10 reach up and turn the knob. just as one turns any other door knob. But 

this magical door knob won't open with such a Iwist. One must instead usea 



key in the left of t ..... o locks. or kno ..... to put one'H:tnd il-tluly UPOn the 
golden knob, close onc's eyes. and meditate upon the source of all t'fie-..---.., 
earth's riches. With either impulse. the red door opens, revealing the gliner­
ing depths of Dwarven jewel mines within. Since the orc guards have no key 
and cannot summon thcir mental powers firmly enough to meditate. Ihey 
have never opened the bright red door and do nol know where il leads. 
KhamOi (B.S. "He who pushes to the end of the earth") once meditated il 
open. but never told any of his fellows of the treasures to be found there. He 
quietly tends the bright red door, visiting it daily, but never opening it for 
fear someone else will find their way inside. He misguidedly believes that he 
alone holds a key; the Evil One simply allows his lielltenant this ignorant 
• • 
lI11pres.'ilon. 

1.524 The Befouled Dunj(eon 

The Treasure Cave sits five rings down around the inner cavern of Dol 
Guldur. Circle around the chasm one more time (u\'rl Six), and you'll hear 
the moaning, clanking, churning, and groaning of monSters and men trap­
ped i n  the Befouled Dungeon of Dol Guldur. This place, quite literally a 
hell-hole (S. "novadun"), not only serves as a prison for those suffering 
souls brought iOlo Dol Guldur by orcs or the Ringwrailhs. It also is the 
dwelling place of Caran-carach (S. "Red fangs";, the Great Warg o f  Dol 
Guldur. 

Whereas you have 10 know where to go to find the Treasure Cave, once 
you reach the top of the Seventh Circle Gust below Level Six) of Dol Guldur 
you must understand how LO avoid the: Dungeon. Otherwise, your journey 
inevitably leads iOlo this horrifying hole. The pathw�l)' that has been circl­
ing down through the mountain cavern leads you straight onward into the 

Tin: NECROMANCER OF OOl GULDUR alias Sauron of Mordor 

It has been over sixteen hundred years since Sauron lost his Ring, cut 
from his hand by lsildur with a shard of Narsil. Withoul doubt his power is 
a shadow of what it was; but he has been gathering strength, and is now far 
more potent than he would have been then without his greatest of items. To 
define the limits of Sauron is a task difficult; indeed. he is of course not by 
nature of Endor, being one of the Maior. However, some guidelines can be 
drawn which embrace - at least in general terms - the powers of the Lord 
of the Rings at this time. 

lEVEL: (240) 
lilTS: 600 

MelEE BONUS: t- 250 

MISSILe BONUS: t-2OO 
ARMOUR TYPE: 20(-200) 

SPELl. 8ONUS: t- I� 10 any dirrcled spell 
R"CP: Maia 

POWER POINTS; {�h:240)_ I 200 

ST, 110 CO: 1 10 

QU: 100 "0: 101 
EM: ., SO; .. 
IN 100 RE: 101 
"M: 200 ME: 102 

When in combat with Sauron (Valar forbid!), he should be treated as a 
'Large' creature (hit only by a magic weapon that receives an " Ej, and 
criticals should be rolled on the: appropriate critical hit table. 

Sauron is able to wield any spell On any list under any profession with 
equal ease. He possesses no power point enhancer. nor could he begin (0 
replace his Ring. The slats and powers listed above are applicable ..... hen heis 
in his physical form. He stands eight feet tall, with black and mottled skin, 
Part of l,is defensive bonus is due to the nebulous character of his being, 
and the distorting nature of his appearance. On Ihe rare occasion that he 
goes into combat, he wears full plate armor forged of a black alloy. I t  does 
not encumber at all. yet is AT 20(-80) due merely to irs composition. He 
wields two weapons with equal skill. The first is a great broadsword of (he 
same material as his armor, + 45. unbreakable, and 'Of Slaying' Elves. It is 
naming or cold at his will, and will deliver a heal or cold critical in addition 
to any regular critical when il strikes. Sauron's other weapon is the Gauntlet 
of Slaying: this absolutely terrifying item is a large glove ol'metal plates and 
black dragonskin. Sauron is able to use it as a full shield, parrying any at­
lacks, or to attack. If he chooses to parry, he may decide to grasp his oppo­
nent's weapon, and in doing so destroy it. The item mUSl make a resistance 
roll versus a 50th level attack or shatter into a shower of fragments. 
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depths far beneath Ihe level of theglound outside. dept hs never plumbed by 

Dwarves or men, depths tunnelled and tended by orcs alone. Were you to 
notice rhe steel stair-landing as you pass beneath the Sixth Level. )'OU would 

now how to avoid enlering the horrid breeding pits and mazes of Dol 
Idur's Ulterdeplh .... . Instead of venturing further down Ihe shaft. you can 

sta d for a while on the metal platform and begin plunging down into Halls 
of t e Throne of Doom. 

1.Sj5 The Throne of Doom 

.;Rarely does anyone. even an ore, choose that pathway which descends 
)Tom the Sixth Circledown through the trapdoor into the Sennth Level and 
the Halls of Doom. Here Sauron found his element; here Ihe Abhorrenl 
One makes his "temporary home." Here the Dark Lord's pre!)ence is mosl 
intense. 

Sauron's senses arc so different from those of men or Elves or Dwarves or 

IlobbiLs, that one can only imagine what the experiem:e of plunging into 
those depths might be for a thinking and feeling soul . . .  for the Dark King 
revels in places marked by extremes which drive "lesser beings" into the 
painful throes of death. He can tolerate the intense heat of molten 
cauldrons of burning metal or the frigid, unending, inexplicable cold Ihat 
comes from sOllree of all winds. where icy blasts rush throllgh on their way 
to creale Winter. He sees and feels and underslands tolal Darkness. 
whereas those races who dercnd upon their eyes for vision will inslead go 
mad without lighted objects on which 10 sel their focus. A place of fire and 
ice and Darkness - Ihis is how one's limited words and senses might try to 
describe the Chamber of the Throne of Doom. But t hcse metaphoric mus­
ings can only begin to suggest the agony of the plal.:e. 

Weapons with a plus redvC' one addilonal level (above firsl) for each + 5. 
Magical weapons arc given a base level of twenty, with an addtional level 
added for each + 5 .  Weapons with special powers may be granted extra 
'levels'. It was this glove which was the doom of Narsil, sword ofElendii. If 
Sauron opts to attack., al\ he must do is touch his foe (even his armor). For 
combat purposes, aSSlime he has 'touched' when one or more hits is de­
livered on the mace table, in which case the target receives - in addition to 
any hit andlor critical indicaled in the 'mace' attack - an "E" impact 
critical hit; in addition the target, if touched, is the recipienl of a point­
blank 'Dark Absolution' 50th level in power (as opposed to the Dark Lord's 
own Dark Absolution, which would be considered 240th level). 

As can be seen, Sauron is immensely powerful; but the watchword is 
restraint. He must not reveal the true grandeur or his might yet. His scope is 
also limited ..... ithout his ring. He is able to use his powers, as defined by his 
spells, only within regions overcome already by Darkness. While in the 
Halls of Travel (Sec II I  , level lhree). he is able to cast his gaze across his do­
main, and affect any wi(hin his vision through Ihe room. His spells are only 
at 60th level effectiveness, however, as some power is lost in rheehanneling. 

The Dark Lord is able to use his dreadful presence to eonlrol those about 
him. All ..... ithin his sight are potential targets, and he can control a total 
number of 'levels' equal to his own; e.g. the Necromancer could hold in 
thrall the souls of 240 first Icvel beings as lon& as he bent his formidable will 
upon them, or twelve lords of twentieth level. Let it be said that, in the 
unlikely event that they would ever meet, a true Lord or Lady of the Eldar 
(such as Galadricl or Elrond) would require Sauron's full exertion of his evil 
will to control, if even then he could. Of course, in  the ea�e of those fWO 
there is also the factor or their rings, which protect themselves and their 
wearer from the Dark Lord's searching eye, diverting it and dislorting its 
sight. 

A NOTE ABOUT THE ONE RING 

Shou.ld Sauron ever recover the One Ring, all of Endor would be in grave 
danger. As terrifying i n  his power as he was, he has grown in might since he 
lost his ring, and its function is to augment his own abilities. Just to provide 
a taste of the unbridled horror which would be unleashed upon all of Mid­
dle earth, some of the Ring's approximate powers are mentioned. These 
powers are for the Dark Lord alone; any other who somehow gained pos­
session of the ring would first have t o  be a mighty lord in his own right to 
wield it, and would also require time to learn its powers, which would still 
be a function of the \\ ielder. They include: preventing any of the wearer's 
spells, maneuvers, and combat attacks from failing; augmenting spell 

l)Ower x i S; allowing the range and scope of all spells to be virtually 
unlimited; and the ..... earer would be nearly invincible (0 any manner of 
attack. 

• 
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And here. in these terror-drenched surroundings, stands the focus of 
Sauron, the Throne of Doom. I f  one were able to struggle through all the 
tortuous trials at every turn of the pathway down to this Chair of Darkness, 
one would discover this frightening, strangely beautiful image. 

The only enlry to (he Chamber of the Throne of Doom is guarded by a 
pair of huge black wargs which arc housed beside the doorway OIUO the up­
per balcony. The Chamber itself is a huge, cavernous, eye-shaped room 
100' fccl in length and 60' at its widest point. A balcony circles the upper 
wails. and guest chambers for the Na7.gli l lic along the fringes of the main 
floor . Together. the whole is known as the Halls of Oaom. 

Beneath the firty foot dome of the throne room sits the Evil Focus itself 
- an enormous obsidian chair set on a low. fiery glass dais and SUppOrll!U 
by a pillar of black Eog. I I  is a ma�terful work of cruel artistry. inlaid and 
black and decorated with ghoulish charactcr. ... At the end of each of the 
Throne's arm pieces sit glistening globes of power. Pageants of the past and 
future ra .. s deep within the apparenlly clear. colorless orb that sits at 
Sauron's right hand. The orb at Sauron's left hand, jet black and freezing to 
the touch, is the orb by which he conjures the utmost Evil. With the blazing 
orb on his righLbe.·maTfi·pulates the image"'S""bQ n of his passion: creating a 
deadly b�ff¢eOfwhat could have been and whal uld be; so, the plans for 
conquest are laid down. As the Shadow sits, dancin names and pungent 
misl s spew fort h from the iris-shaped pit t hat is incised i�o the surrounding 
floor. An overwhelming sirength throbs from these dept hs, guided and 

, restrained by the unpredictably vile whims of the Evil Qne. Woe to Ihe 
wanderer who finds his way into the deepest deplhs of D�I Guidur. 

KEY FOR OVERHEAD LAYOUTS (E.G. FLOORPLANS) 
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DOL GULDUR: Layoul Descriptions 

General Note: All doors shown on the layouts, unless otherwise 
specified. can be assumed to be of IWO inch thick solid wood planks bound 
with iron straps. All such doors are four feet wide and eight feet high with a 
gothic (pointed) arch top, and dosed by simple but strong iron lift-latch 
mechanisms openable from either side, and not equipped with a lock. 
Unless otherwise nmed these doors open by swinging into any given room, 
thus the hinges are not accessible to those in the hallway, Lighting 
throughout the complex is provided by torches set in brackets on 
alternating walls every twenty feet down the corridors. In areas not often 
travelled. or of limited access, there are magical torches. identical 10 the 
other crude ones, hut which burn indefinitely without being consumed. The 
lighting provided by these torches is  rather dim. but ample for the orcish 
inhabitants and their superiors. However, it is sueh that any humans 
attempting to pick locks or disarm traps without supplemetary lighting will 
be at an additionai -IO to the subtractions listed below. Elves, Hobbits, and 
Dwarves, wilh their superior night vision, are unaffected. 

LEVEL ONE 

1. H.II of MIID� DUlh�. Thi� hatt b littned wilh trap�. alld IraYer!tC:d ollly by Ihe fooli5h. the 

careful. or the i(j:nor ant. Note thaI, allhQulth �ert !fin ar e,\) of I his �Qrridor an: reKularly 

used whilt other� are ne\'er trll�dled, dust and cobweb� are Cllrefutty cuhl�ated 

throughout. lind there are multiple &e\S of oreish footprints trav�rsin", the Ien",th of th� 

halt both way�, giving the illusion Ihat patrols ofl�n march o\'er Ihe entire passage. 

2. Pll lr.p. There are tlO'O eighl-foot �ctiolls 10 this trap: the rir5t is fairly �asily det�eted. 

and could probably be jumped o\'er. Howe'·cr, onc lO'ould land on t hc second $«Iion, 

whiCh In turn triSicrs the lirst. opening the pi!. The SC'Cond then lillS, neally dumpillg Ihe 

jumper illto the pil, which is 20 feet deep, and rilled with acid al the OOllom. Anyon� 

landing wilhin takes 5-50 hilS and a ··C .. heat crilical c,·ny round. All lhi§ happens ,·ery 

quick I}' of COUI'S<':. 8i�'ing tla· poor viclirnr�l litlle time 10 rell�l. 
J. t.:hlll Tnp. At each Clld of Ihis twent)" foot long Imp are one inch wide melal strips 

runnin8 around the edgc of Ihe hall (alon8 Ihe 1100r, ... ·alts Bnd ceilinlt in a continuous 

hand). Magk can he detecred on rhem, hur rhei r function is indecipherable; they areehill 

to th� touch. One person walking down the hall alone .... iII nor lrilger the tmp, as it i55et 

off when two people pan one of the strips before any pan the other (the trap operates in 

both direction5). When Ihis occurs, each slrip inmmtly creates a wall of ice " .. ithin iu 

perimeler. sealing all who are bcl .... C'Cn Ihe walls in. The wallo; could be melted by 100 heal 

hils ur brula:n through in 50 mitn·rounds, bUI in the meantime Ihe poor ,'ictims between 

Ihe walts suffer 3 ·'Call Cold". each receiving an �A" cold critical e,'ery round while trap· 

ped thercin. Thc ice .... alts dis!>apear after (60 rounds) and the trap is re!iCt. 

4. C1'1Iei pit I"p. Conceptuall� similar to pit trap 12, bm with II. different t ..... isl. 4S feef long 

overall. it is in thret: fiflun foot !tC'Ctions, the first beinll Extremely Ho.rd (·30) to delc.:t . 

Tht !tC:�Qnd �tiun is 1101 unusual. and in fact ean be slepped on without triggering the 

trap (although thaI is not obvious). The third seclion, if trod upon, triggers the trap: the 

middle �ectiQn drops aWIlY. and the rirst !tC:cliulI dumps all slandinll on il summarily into 

,. 

•• 

7. 

the pit, which is 40 feel deep. wilh Yidou� pOisoned (ASI!'urllsh) spiknjulling from the • 
bottom. Rott 1 · 10 mtd. lance Ilrikcs + 80 againsl lhe luckless victims. Any crilicals meall 

the targcl must roll to rcsbl the pOis.on each time. After being IriKltered, Ihe lrap resets 

itself. sealing any sur\'ivon inside. 

Killer tnlp. This i5 another trap similar to trap �2, but with other facets ou .... ell. As.suming 

the ""ily and clevcr rcs have din:o\'cred alld disarmed the trap, and are marching aeros'! 

iI, thinking themselvts quite wily and clever. they may discover to their dismay (unle!iS 

they afe Iru/y wily and dcver) Ihat there was a RCondary trap, which is that the next rif· 

teen fec:I of corridor noor beyond the second !>Cclion of IrBp is �ctually made of carefully 

painted paper, resembling �ery closely the �Ionc of the noor. The paper oonceal� a pit trap 

which is actually a chute, routing the luckle�s vil"tim oul a hole in the �idc of the central 

shafl of the cone and �ndlnll him plummetinlt to (almOSI) \."(rtain demise nearly 3.000 feet 

below. Th is !iCCtion is Extremely Hard (·30) to detect. tlOIO'C"('f, t here are art rutty carved 

hand alld footholds 011 the left wall. Only the most lO'ily and cl�"er will discover the Ab· 

sllrd (.70) to dc:tt'{:t trap eighl ket OUI on Ihe hand and foothold�: three in �ucCC'SSion arc 

Irapped. which 1I0t ouly nip thc wall to horizonlal. summarily dumping all crC("ping acrms 

throush the paper Iloor and down Ihe �hutt, but also lriggen the original pit and tilt trap 

jU$t 30 fcct back. no doubl catching a fe .... more caulious advcnlurcrs. 

Utadf crap. Actually t .... o traps, one fiye feet beyond the other (IlSSuming one is procetding 

clockwise around thc corridor), Each is tri"crr:(! by a tIny, almost ill�isiblc wire, and con· 

sisr� of a deadly sharp thin blade .... hich swing� OUI from a slot in the watt. The firs! is al 

neck level (D .... ar�u and Hobbil5 are safe), the $CCond is at calf/ankle 1e\'el. The IIrst 

deli\'ers a 2·H .�word �ttack + 100, ".-i/h " +50modiji,.r /0 rhe cri/iral. What this meiUlS is 

thaI any nicical delivered by Ihe slO'ord attack i§ a minimum of SO. and if Ihe rotl is  50 or 

over. the adjusted strike ;s a 100. The SC'Cond trap merely delivers a + 100 2-H sword 

nrike, with no spedal critical modiriers. 
Trap Itf ... rb!. The last thirty fcct of corridor are laced with a rine net of webs, woven by 

Ennu San Sarah. They urc sirong enough to remain taU! 1I0rmally. bUI C'".ill b� eil�ily 

broken, thus triggering the trap, So fine ar� they thai they are Very I-lard (-20) to detect . tl 

is imJXl5�ible to rearh the end of Ihe corridor wilhOllr triggering mOSI of chern. Each 5rrand 

,,"'hieh is broken cames a spray of tiny darts 10 fire our of the surroundi ng walls, scriking 

the area of the broken strand and ten feel behind. Roll 1·10 dagger + 60 attacks on each 

targ�t within this area (Ihe darts are small but of steel and \'ery powerful). Each dart is 

also tipped wilh Ihc substance Nurfraw. a corruplion of the rllre healinll herb Fraw (which 

reduC\.� dutting]. Nurfraw ho,,"c\ct, il an artificial ["IOison er�ated by Cdedhring which in 

effcrt turns the victim infO a hemophiliac until cured (or dead). Anyone receiving criticals 

from Ihe darts mUSI rcsist the pois.on (which has an attack levd of 10) or suffer the effect: 

all bleeding is duubled. dullinll witt nUl oc�ur nalunlly. �nd it require� double 1I0rmal 

herbs/spctts to stop any bleeding. Naturally, any bleeding eriticall recei�ed from the daru 

are applicable. If pOs.sible, it is adviuble for the GM to not allow the player 10 necressari· 

Iy kno .... Ihat he has been JXli!iOned righl away, as the effects arc not immediately obv;ou�. 

H o .... ever. a� the b leedi nil g0C'5 on . .  , 
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l)Cor 11"151. ThUt is a door at lhe end of lhe hall. identical 10 IU thc oilln rellular doon, 

(\tepl that the lalch is cunnin,ly Happed ""ilh a poisoned n�le. lipped ""ith Bra,golith. 

The unfortul1ale failin,lo r(:!;iM reverts 10 a small pile of ash. lakin, .. illt him 1I11 oflhe 

nonma,k.1 hems on his/her body. and in the proce� crealin8 a small firtball S fcc1 in 
radi lis. d damalt'. Beyond fhe door is a 10 x 10 fOOL cubicle ..... "11 • floor tr.p . .... hieh. if 

lnore Ihan 200 pounds o( pressure is cxel1ed upun il ill once. drops . solid deadfall neally 

fiJliol lhe cntirecubide. All more Ihall n>e fl'C1 from the door suffer It'll MEM crush 
cTiI ieals. Those wilhin fiv� (l'C1 of I he door mllke MExlremely H !lrd" maneu'·CIS. mod i fied 

by tht';, quicknns. For each ttn IX'rcenl Ihe� rC'\:eivt- on Ihe Ilible thty la�e one len 

crilical. II Ihcy try tu lellp or roll nUL "f Ihe "'ay of Ihe deadfall. The cubicle ha, no other 
eXII. 

Slutl door. 

Wllin mom. A,lIlnSI Ihe rar wall ate Slacked cheslS alld bou�. Jammtd �hUI, wilh IIm­

"Ii:dng hil'" of jewlery han,in, out; lIold lind 5.II'er p,eces art 5CatiCTet:\ aboul. The chesls 

Irc all empty. ho,,·e>·er. The rar hall' of the floor Ihis room is the trigger f()r Ihe trap: OOct 
'0 lb. or mure or weight is euned on Ihi.lsection. a SIl'C'1 pant'l wcillhinll SOO Ibs. drO(l5 all 
/I hidden IrKk 10 seal lhe doorway. and pre"iomly conctllln! chutn open, filling lhe room 

wit h wat�r. The polenl ially unple.!>IInl (al lea�1 for I he O«:\lpllnu) fit!!ng proc:ct'Ss I ak es 

but one minute Isix rounds). TI'e rOOtl1 rernairu; rilled to the \'ery lOP wilh Wlltr ror one 

hour (no one can hold Ihtir breath thai lonll:). Ihen drain.�. The Sleel panel can be rnade to 

ri", bllrk up u�ini a conlrol lever behind a j;CCrel panel at the end of tht hall. 

ClllLmbu Ilr Sublle I�mbe. This room hM wilhin il a ,enuine Ircasu!'e. bUI e>'er� item car­

riel! death .. -i lh it. There il a mhhril �""ord on II labk I -4- 20). ntll or!'iu- ��ilt wain 
Bnlhaau.tli. II brutal poison �lrikin8 whomever .IIrips il. Flliling 10 r(:!;i�t Is« IIliil� I). 
htlihe/it $u frer) lot Ill. incllpacital ing hardcninll o( all lendons 111 t he body. wh It'I! lakn: 
place o"er lhe splln of six hours. Thert is a cl!est. filln! ... ·i ll! JSO JP. bUI every pk>.:c is 

COiled ",,-"h a fitm containin. GUTlh-nu-fum: that deadly "irus wl!icl! hdn!, slow. painful 

<kath. The ooins arc permanently coaled • •  nd lhe "irus survh-n almOSI indcfinilc:-ly. so 
�nyone handlinl the COins. or comin, InlO contaCI .. ill1 SOllltvne whn hns handled Ihe 

coin$, must resist. There is I diminilhina potency. ho ... ·e�er. so the "iru$ dots nOI really 

ha�'e Ihe polenlial for 5tartinll l ne ..... epidemic. Many people havc d"""eloptd � resistancc 

rn Ihl} 5lraln, as it hH� been throulh before: ()I1t' of Ihe M'�eral which made up the PlaIUC. 

Allolher box holds 1000 IP worth of finej('\\·elry. but C'>'er� piece has an a.rrfully hidden 

barb ,,·hleh. II Ihc ilcm i� picked up or worn without bcil1l1 fir�1 cllrefull)' Cl(amined, could 

initel the lar,el wilh Nlmnaur, a poi50n which. (»'er Iht' Spall ()r 6 dll)'5, rtdn.:Cli all or 

hi,/her/iul!he;r bone:�_. mu)cle) and internal organs 10 a uSelcu (bul dtlicious to �pidcrs) 

blob 1)( j�lly. 
S«Tel door. 

Purtntllb culltrol5. Three levers sel in the Will I or I his I rianllulal pillar roOl rol Iht I hr« 

ponculli indicaled. which can be dropped to !'Cal off Ihe 1'<I)$lI&C). The le\'ers (and $0 Ihe 

portculli) can be locked in eilher Ihe up or do ..... n position by rnean) of .. Inct:hanism 

optrllln! by II key (all the are luatU � .. plain� as well as Ihe elite rnidel1t) ha\'e keys). They 

can be loded In eithet position. bUI ali lut Ioc:ktd or unlocked simuhan('CJu�ly. Thc bar_ 

r\tn 8r� normally in Ihe up pasllion. 

lev€! 
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SK�I mum. II �hould b� noced thlll tllC noar uflh;) room i� unu�uall)' damp, almost 

co,-cred wilh a film of Wilt!. ahhoullh il is no\ lying in puddlo. Tile PCs mayor may nOi 

nOli<.-c Ihis. 81 Iht GMs disgre:ssion. In lh("crnl� orthe room is a ellts!, Ihree f� 101lg. 

one foot nch high and wide. reSlin. on • (ille ... -oodeo pnkstal. Fa$.hlontd or lhe dart, 

almlh\ indnlruclible (U well as Illieden) dyr·""ood. Ihe ch�, ha< rilllnis of mllhril. II i� 
locked, Shttr Folly (-501 10 pick - only Khllmul has the key - and I$. in llddili(ln doubly 
.rapped. Bolh lfilln mu�' � diurmed firSl, and lhey arc 5h«r Folly (·SO) in complexit),. 

Sel1ill& orf the trap cau� Icn tighlninJ! bolrs 10 arc down from almoM in" i�iblt' metal 

studs in Ihe ecHing II') Ihdr cuunLcrp.m� on Ihe floor alon& Ihe cUIt'S1 tOule . ... hieh in thi) 

car.e. is anyone 11andinll on Ilu: moi�1 floor, "'ho will IICI a� e�ctllenr conductors. Up 10 len 

random members of the IITOUP (including the lock_pkktr) rtttwe poinl-blank Lighlning 

Mh 5Iri .. (:!;. No qUic�H"'�) bol1u,n art applicable. Sirikes are �" damaBe (due in pari 10 

rhe eJlcellenl conducli�Il)' of the larllen). If there are 1C:S!I lhan len people, random lucky 

Ingels lake lWO or lIlore boh$, unlil all bolts arc l.!Ji,ned. The s«ond trap. if nOI diJllrm­

td. call�, of all lh in,�. lilt' �'hn:1 1O pop open (thli IS nOl 'ppartnt from rxamining the 

tTllp). On Iht inside of Ihe lid. in full "iew of Iht pIcker. IS. SI,n of I'lralysi}. lie mil§! 
r�i�1 versllS 201h lc>d Essence or be paral� (or Ont hOllr per 10 .. (allure. Within Ihis 

IIwe§(lmely well dtfended chest Ire Ihrl'C' item!: iI shari s .. ord. of red laen (I.en brin, a 

subsumce ... imilar 10 ,blu in appearHn,·e. but mllny times harder �uch thai it IS "inuan)· un­

breakable. II ciln be IInred duriuS Ihe forlinll procn�, bUI renuainJ transpllrenr). II i� -4- 2�. 
.... ilh hilt� of ,old. It 1$ nl50 cursed. althou,h thai I� JlO! ob"ious unl l"S� a �DeIKl Curse" 
spell is u£ed. The curse i ... II modified one of "Friendslayer". whi�h �trik�� all �rson$ skill­

td in Ih� use of Ihe �horl sword who pi('k it up. He muSI rtsi�t >'5. a 2�lh level Channcliltl 

or, in th� firsl comhal �hIl8Iion, ... it! 811emlll to murdn the ntare�t. �ulntrable '"friend" 

(fl.'f the purpl>:'i� of the �p<'1I. ic could mean anyone in Ihe larset'$ sroup, unlC'»cir­
cumstam:e) )Ullie:<ll OIheIWIM!. al lhe GM'J discrt-IIon). E"('n Ihoit who S1>e Ihe s ... ·ord up 

RluSI rt�ht or )ufft-r Ihe ('urse; Ihe s .... ord oCC'd nOI bt' uKd in tht- murder allt-mp(. One can 

imllg.ine the polential ha,'IX �hould this sword be pass('u l't1olllld a ,1roup of fighlers. The 

second item, wrappn! in u buuliflll hlack "el"el clolh. IS a larle r«l lem. CUI and faceln!. 

bUI nOI in a sct. One 01:1,)' notice Ihal lhe ,tm is unUSUlilly cold, but It .. ill quick!)' warm 
up ill a perron'� hamJ. abo armin, Ihe Irap htld wilhin this crutl tle/ISUrt . .... ner bt'ing held 
for bul ont found, II tillY name .. itl spring 10 life In Ihe celtler of the g�lIl. This alone is 
('1I0Ullh . .... s Ihe sttolH,b lid, by. the lIem wilt gro ... brishler until il b giving off a ros� 

1110 .... After sl., round�, the �ern e�plodes. delivering II poll1l-blank fircbllll ,�4 hits to 

.... homc\'er is holdin,ll or (arryin" Ihe dreaded parcel. All other� within 20 f�el !Urrcr a 

fireball attll(k at x2 hilS. The lhird item, in a small box of O)·r-wood. i� II rin,: a band of 

gold ... ilh II sapphire SCI. II, too (of coursc) i�curscd: tht fir)t ptrWIl who slip) il on land 

it will magically fit any humlloOld, male or female) mu� rni)t '·cuu.!' a 20th I"""tl Channel­

ing or ')uffcr" the cur!oC of tht "IJcauty of Arraer": larICt') apl)('1lrance IS rlli'led 10 Ihe ma�­

mtum possiblt' (and then S(lme). If  anyone � Ihe 1l1100>cred r.ce of the laTj�� or 8el$ 
wI1h1l1 ]'(and 'S or the opposite !'C_ual I'tr�lIl1sil)n and rll1l� a RR). Ihey ,,·iIl .lltTnp-l to 

I)(l$se.n and �tI f orr the UUlet (I  he)' will fig,hl i f nccc�s.ary). The .. e:ater. f a,li ng 10 rCli'SI. 

will alw desirc tu nUl remov,.. the ring. and any who fail 10 rnht hi�/h,..r ch:arm� will al$O 

nOI want IhClll lO remo",.. Ih� ring. 

Guardroom. Thi� PO�I b �upplern�nlal lo lht lookoUIS j"26 I\l1d 27). All lIuards Slationed 

on Ihis lc"cl lorC bri",rcd on tht' IQCation.� of orlhe rrap� and how 10 a"oid them (for in­

Ilnl"lCC. Ihc� kno .. · 10 walk Ont al a timt Ihrough Iht' melal )lrip!! ur tr.p _3). Four ora are 

on dULY. challginll !ll "iA-hour �hifl!. 
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Chamlwr IIf 8all. Illis room 15 unlit; and unOlXupiciJ c.\!;Cpt for the S('\lcral hundred bur� 

roosling in tile: uneven ceilin •. Thc:� arc: \eVcra! nano .. -, winding fissurn through whieh 

Ih� winatd mammals pin entry and �rCM. but then' aTC .... c:ll 0"('1 a hundred in 
rtsiderlte: at all timn. many of which (()nc in len) 8fC J(hamu!'s 1m':.\\e"Str bll\s (considered 

In M '8, .. al bats'; Itt table 8.22), u5ed 10 dciiY('r mtsS:lgc:� 10 various ",T"anIS of the Dark 
I.ord. ThC'y can rteoilnizc unfamiliar intruders and will allad them tn IIIU$M! .. -tu,," Ihe 

laTStlS hll\'" rtached the middle of Ihe room. 
R_ of Sane-II ... t). The dour [0 this room sllulds ajar , lind those fl«iua the bats may 

find rcrUlt from them hCI". Al lhl: opposht(fid of the room is anmh .. r identical door, but 

t'105Cd. This room is .150, of courile. a tr.p: 5oe1 off by opening Ih� far door. Duc 10 the 

nature of thc Iriucring mC\'hani�m la ..... irc auached 10 thc door Icodlng lnto the Will 

Ixyond. as the door leads only to a $Olid Slone .. ·.all). II i� Ab�urd (-70) 10 del('Cl. On�'e I rig· 
,cred, the trap slams the door IhrOUlh ..... hich Ihe doomed 'Iue�u' or Ihe Necromancer 

Clllered. The closing tne('hanism on Ihls dool is only Very Hard (.40 indudinl -20 for 

darkncs:'l) 10 del('cl, bUl if 1 hc PC� arc boh inS in here to a�oid I he balS. I here is an addi­

liOllal (-30) 10 nOlicc- anYlhinll fishy. AI any ralC, Ihis door �Iams. and sleel boh� shoOI in-

10 place to firmly lock il 50 Ihal it would ha\'e to be blOkcn dO\Oo'n (treal a� AT 12. r«luir. 
ing 200 hits to 5m.�h, and only IWO pcoplt can be .1 il al once.) Nellil. the 1"'0 side walb 

Ix"in 10 ITlIld do .. l)' 10\Ooard each olher. MI llie ralc of one fOOl per round eaCh. 11lt'Clin" ill 

Ihe center of Ihi� Ihiny fOOl wide room "fler I�  roullds (two and a hl1lf minuIC'J). causing 
III bct"'CCII Ihem 10 Irow quile thill. Thc doors arc Ilcllrly nush wilh th6r adjacenl "·alls. 

10 Ihere is no HI rei y Ihcre. In fact. thCfe i� nOI much hope, since all wilhin ,hc room Ulke 5 
"I:" §evel it)' C ru�h �nllc.al\. unl«s I hey CIUI beeomc \Cf)' thin (I he .. a 1I� aCI ually stop sh 

incl'itll apart). AfteT one minute Ihe .. ·alls �Iuwl)' rei urn 10 the-ir Original posir ion�. lind Ihe 

door unlock5. 

COl\'lb11 room. Nlllc the- poru.:ulli 81 each enlranee 10 Ihi, room. Each is comrollcd by a 

le\e-r jusl bq'(lnd il in II\(' al'ttSS h.ll, (rel1lchable hom eilhCf �ide or Ihe specific 
portculli) . but an can be operated by o\'erride le�'Cf!i at loe-alion .19.  The barriers are- ncr­

IllM1!� in the up (open) position. 

Purlcullb eon\foli. Th� Ire idcntkal in operalion !O thoS(' found at IIIJ, even usin, the 
same ke)'. 
Sfto�1 600f". 
C.uardmom. Same as fI�.  

Stahbln& trip. The-re i, a door Pl che end orlhe hall. indlslinllUishable from ali lhe Olhcr 
doors. 11 is, ho\\'e-,·Cf, a fake whiCh opens onto a Slone \O,pll. Tht nOUI fur len feet III frOll 1 

of it il one of t .. o IriDers (Ot Ihe trap. The Olher is an alnlOSI invisible Iri", wirc, Elluel1leJ\ 
1)' Hard(-lOl 10 delecl fh'c fcel to front oflhe door. Either Irlgler will loC'l off Ihe trap, 
which ilS('l fC}(ltnds from Il\('dool lO fir,,:en feel onl, and ;1 rol]�hl' ufll m .. �� or vcr)' 
lonl, ,harp 5plke5 which Slab 0111 flOnt Ihe "'alh (Iheir blades prniou)ly concealed by bUs 

of fale 11I0"arl. All caughl In Iht spike arn lale 1-10 rapier Jtrike.s + 100. The)' T�"e 

no Qoicknes, 01 visual ("IllUt", '"Shldow", ClC.) sublraelion5. Afle-r nabbing OUI, Ihe 

bladC$ hmanll) relracl. and any shlflll'l 01' .. 6,tl! on Ihe noor or alleTing the lell,ion on 

Ihe !rlp wire .. ill cauSt" lhem \tl .rike OUI again. 
Shlhblnl lrlp. Same ill '22. 
Chaml)u or SalM'llIIa!} Tnte. A srclion of wall JU51 Ixfore st'likt I.ap _23 )Iluh h merel)' 

an illusion, all hough a perfect vhuaJ one which 15 pt'rmllnenl. The pollal an: .. i) three f� 

hilh and wide, rlS"1 a! nOOI leyel (probably nO! louched in a ca$lIal l\eaT('hJ. II.nd eBn he 

"'B:tSed right Ihrough inlo the room. Thele arc no Iraps itl lhi� room . I I  i� .:omf{/rlably ru�­

nishcd wilh chairs and I""U beds. ktp{ TlCat and clean (rar clcanCf Ihan Ihe ore iarri�on 

area). There i, a ,mall box holding 4Q gp Ind a milk ring: a ",lain sliver band addill!! I 10 

10 AT dcfen!lot'. NOle: i f run cotrwl)', Ihis room ClIIi drive Ihe PC5 e-Tll),. t f  Ihe GM doe-; a 
1m of rollins whllc I hey look for nonexi�lenl Iral'S. Orcs lITe forbiddcn 11,1 emer Ihis room 
under an)' circutn�tancn, ahhoullh the)' arc to alert Iheir superior should they become 
IIware of 'Suesl 5' In I he rOOlll, so thaI Khamtll is evcllluall)' flOI ificd. Whal h� does LS 

Illlothel mailer. 
Combal roum. 

Lookuul plalform. lOdged by a J' high wall. Ihl� bakuny is m�nned hy 1"0 or�"S al all 
limes. in rour-hour shifls. 

LookOUI ,..rform. Sec '26. 
Snnl door. 

".'>!i.lI:c. 5plll$. and lead� IU two lookoul platforms �Imilal 10 Ihe IWO depicted ("26 I'mJ 
27). 
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I.andlnl. The spirliling slair .. ay IS inlerrupled oy a IOllI!U� of rack which juts ill10 Ihe 

open shaft in the cenler of the muunlain. Two O,,� gllard� (lheil position marked by ':<'�I 

nank Ihe hall 12). 

"urlc"IIn.. Normall), up, it can be: dropped via I le"el TlClll 10 the Ore ncar Ihe �haft. 

"nr1eum�. Same tl5 (2). controlled by leYer ne�I IO Ihe Or� al Ihi) (nd of Ihe hall. 

MH\ hall. 
Oft 11.ltlnl .ru . 
1K11"htlt�. 
QUaMHI or Cftihilk •. He is captaIn or Ihe orc Karrison of Dol Guldur. 
Quancrs f(lr ore: .lrri.M!n IUlrdS. I-ive pel room: 40 in an . 

(;utr(l lllrint . 

SHrf'l dOl)(. Leading to Ihe InnCf treasure looms, 11 I� protected by a number of 
!oIrcaualds. Only KhamCiI. GOIOvOl!, Frocdhlr. Ihe MOUlh, and Gnnhlllh have kcy, 

(Sauron needs no ke)') 10 th" IIlner vault. NOle Ihal Ihi� dool. 15, and 1 1  arc idcntkal. 

Th ... dour it�elf i� a block or slone fi�e fecI thict.:. anll llunS on 3 cOllntelbnlallce: Ihe OUler 
surface bein. clcverlre-ar�ed 10 le�mble a numhcr of \.('1 �Ione block .•• Ju�r like Ihe ICSI of 

the ,,·al1. One of the Slones to the lerl of lhe door pivOil b)' prcuing Ihe top edge. Icvealin, 
a melal pllte pielCC'd b), I keyhole; the keys 10 whkh Ire held by those rnenlOnro ilbuvc. 

And arc all madt of I silvery Illoy, IIlmOSI indestruclible. Once ill.'lCfled, Ihe key mU$1 be 

lurned clockw15e 180·. To Initiillly lurn It counttrciockwin, or 10 lurn II I'anher lhan 180' 
will rC!;uit in . ,hock (poim blank lighln;n, bolt +6\), �6 hilS} for the unfortunilit fool. 

1 1 .  
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Afler Ihc firSI turn, Ihe key mUSI be turned counlercloe-kwise one and . h�lf fun tllrn). lind 
remo\·ed. Turnin. further or rClllo"inl lhe key .fler only. half-Iurn ba�k will also t<,-,ull 

In lin clcctrlfyi� e"pcrien� fo the holder of lhe key. Once the key is temoved. lhe door 
slidC5 buck from nush .. ith Ihe .... an. and glidn up inlo Ihe lopoflhe portal. Ten feet 

beyond the- ponlll is :mother melal platc. Idenlical lo Ihe flul. InSCTlinli and Illrning Ihe 

key jU51 as before "'iIl: a) close Ihe dOOr, and b) flOP Iht secret panel Shill. HOWe\·Cf. Ihe 

key should nOI be ,cmO\·ed . If II is. a gona !oOund$ in rOOm (7) and a lrap is armed: a 10' 

b), 100"k'ctioll of noOi rivc feel InlO Ihc room bc)'ond each of lhe IhrC'C doors (no mailer 

which of Ihe doul� ,,'U enleted). A weight of SO Ib$. or morc I riuers it. opening a chute 10 

room _20 in level lhree below. (all three Irap� connecl 10 Ihis �hutel. The noor closes And 

Iht frap i� rearmed.. It is di"rmed autOmatically when a key is used 10 opcn a portnl frOm 

lhe oUlsidc. When the kcy IS lefl In. Ihe door can be reopened by push ina the ke)' strai,bl 

in Dlonl ltS ICllllh (there i, Mme re$;SI8 .. 't". like . spnng). ThC key locks for II moment, 

�",in5 360" by ilsclf, Ihen flO!'!S 001. The door opens. 

MonitorIng room. Elltered h)' a .\.Ccrel door al Ihe bllck of Ihe pial form. Ihi� room has 

peepholes Ihrouth which luard aCliviliu cln be monitored. This room connects via 

I)\'erhead passaln 10 looms " I 1. 
Ort' qUirt'"' Thr.;c house Ihf' more �PCflC1ICed luard�, \o'ho are only qUllrtered III four 
poer rOO111 (fOlly 1(111 1). 

��r pMntl. Ol)l:lIinl! onlO I small cubb),hole. in�ide of which Is II ladder to all ovethead 

J1.C1wo�k of passagn. Onl), KhamCiI, his elile rollowCT5, and Grashukh know of Ihese SCCTel 

wa),S, \Oo'hich conllCCl all lhc roon15 " 13. liS well as room 11 1 1 .  

hllM'f ... ull. The firsl Ihree blys arc filled with rich IreasurC1: gold. silycr, jewelry, magic 

items, weHpQns. �c. 
StcrCI duor. See ' 10 aOO,·c. 
TI't.s.I� My. This bay is nlled .. ilh a �uperb illu�ioll of the riche$I Ireasure of all. 

Ilowevf'r, from fhc reel inlo the b.a)' back is . "il lrap (5«lion MA', Ihe Ireasure il�lf 
JllIrting Ie-n feotl ill. Thus. Bnyone- walkinl! beyond fi"e feet lumbles held long Ihroulh Ihc 

/�---';;uor, Also, when the trap i� triUCfed, the floor behind it (seclion "0") tilts suddenly. 

slidinl anyone on il inlo the IraI' as wcil. The pit is 60' d«p, wilh poIsoned (Ahaml) 

spikes at Ihe bollOon. Roll 1-10 mId. IIII(C: 51rikcs + 100 as.inSi Ihe lu�kless viC1im$. An)' 

39 

11. 

1 •. 

1 •. 

lO. 

". 

zo. 

Z6. 

n. 

". 
". 

lO. 
J1. 

JZ. 
3J. 

crilicals mcall the larlel mU$I Toll 10 rnL�l lhe poi$On each lime. Aftcr beinl ,r'Iieled . the 

trap re�� ilself. sealing any survi�ors ill"de. 

Sti-rel room. Set 110. 

(;cnutol amtor) . AiYJ filled wilh v.riou5 baubles collected by raidill, parties over the cen-
IUtlC:S. 

SccrC1 1rns1l1't room. Furnished wilh Ihc HC'4111 of Ihe Dol (i\llr:llil hoald: mithrH, IAen. 

('(lg. and Ihe mo�t powerful itcms. 

Ch.mber 0' Ibn. "' __ ce. A tillY room hidden behind a tunllinl IoCcrel !Soor. II is com­

"letdy lilled by natural urugun: a black, slqltle rock which is imbued with powel of Dark 

Euencc. Slandi"g in Ihis room ror but a few mlnules "'ill com"lelely reslore an E�d 

E�).ence user'. i'IOwer poim�. (I f I h is is donc mOrt thin I hrke II "·C'Ck. however, the po"'er 

overload will render Ihe u:.cr • mindlC$S Idiot). The maleri.1 is onl)' IhlS powcrful in il 

nalural. unmined 5lale: thu) the chamber cannOI be rcmo\'cd or altered. 

A""011 door. SOlid Ifon, il is locked. lhe �e)'s hdd b)' Gr.shOkh and Ihe four Untk-hai 
ell,,13in5. 

P,I>S.gt. Leads 10 a con fusinlt ",aLe of rOOlll5 lind torridms 10 «InfOLlnd lind entr .. t'I an)' 
intruder. 

Tomb of [)(Ifln, In the ccnler or the rOClm is a 12 foot lUll, ".Koph.,us. tour feel high. 
.... ilh . lid of 10lid oraque icc. unmdlilli. ThCfe is wriling on Ihe Willi OPPOSIIC the CII' 

tr)'\Oo·ay. All Ihose comins III Inll)1 roll below Iheir Self Dbcipline -30 01 be cnscreened Inlo 

.ecilin.: Ihe 'pell \Oo'hich summons DOrall lo life. (It only lakes one, bill ,fthe Icader(l) Itfe 

fcndered l..trM:oncious by Ihdr fellows before the)' fini)h readillg Ihe .pcll . which lah Ihler 

found�. it will not take cfft:C1) Duran is I demon be),orni lht Pale-- !>Ce ,I"isoll nOI� fo. 

hIS S[als_ Amons l'ois po .. er� are: Ihe ability 10 regenerale 10 hilS/rnd: .150 an),one .. ilh;" 
10' of him [all [hose in mcl�'C) recelvtll II polnl blank cold ball al1ack ('\'er)' round due 10 

[h� chilling lLura hecxhudes. Onc� Ihe spell or aWllkening Is compltle. Ihe ice lid explodes. 

the ,hards delivc.-in&.n "AM impact crilical to all in the room. He b Itandillg. read)' 10 

�Irile dowll his dlSlOllxrs (all),one in Ihe room). He .. -ill fiaht unlll either he dieJoor he 

kills all of hi' fOCI in Ihe chamber. When cilher �ur�. he "'ill fall back inlo hi� coffin, 

lind Ihe ice lid will reform. 

Traj.l. A IwenlY foot long deadfall is tri8iered .. hen '0 Ibs. or more "'eI8hl IS neTlcd 
anY'"'he� in I len foot span io the middle or Ihe deadfall Ilca. All under Ihe mMJdle tC'fl 

fcci SUUCf len "E" imp.{1 crilicab. Those on the OUler fi�'e feet al ell her end makc ME.\_ 

Iremdy �hrd" maneuver�, modified by I hCIT qmckncu. ,'-or eaeh Itn pelctTlt th�' IC'CCIVt 

011 lhc lable they lah one Ie�� crilie�1. u Ihcy II), 10 kapQl roll OUI ar Ihe Wa)' of Ihe 

deadrall. The ... tillil blocks Ihe pluSl1ge .nd .. dghs t\Oo'elll)' Ions. The onl)' method of lifl_ 

illg Ihe deadfall lgllin is at '2S. 
GuardPfl�. Olle Ore is �Ialioned 10 monllor Ihe pusale. ThCfe i� al!oO a level .. hlch. when 

pulled, engaltll ihe dcadfal1 lo a counlerbllance and lif" it. 

P'-lISlltcC. Thl� Ilinnel itads 10 a ��rCI entr), 10 001 Guldl.lr in Ihe side of Ihe Nlln L.II� 

(MNaked Vale"). 
('III.rdpMl. T .. o Orcs ale �ta[iOlled here. Ind can use Ihc walls u full co"er from behind 

which 10 file al .nrnlden. AI.$O thele is II lever on Ihe- nOl1 h w.1I which when polled clo§es 

doublt sliding sleel doon JuSI wilhin thc wnlls should the allack be 100 much for Ihe 

lIuards. 
Elit� Untk.hll q\l'I1�rs. Tell Il"r loom, inciudlnl one of the four c.plain� in cacho 

MPIIl),TDOm ." OlhCf\o"i� u�lCS$ pri.$Oneu .re occasionall)' liven by Io:h.IIIOl lo the Orn for 
their enlertainnlent. 111il room is filled with Iri51y apparllu� of e\'Cf)' type. Prll,oners lire 
of len lortured 10 de-alh. then colen. 
Stor,�t pass:a.f'. Kou.llh hewn \\'aIl5; din flool. 
()r1Id end tr.p. The dirt noat conce.I, . Ooor tTl.llger (E1Llremely H.rd I-JOl lo delecn ill 

Ihe 1a.c;1 {en f�: do�cns of ruur sharp \p;lt' Sllb Oul from [he \Oo'all$ Ilheir pornlS 

previously conc-caled III I hc rou"h .. ·.lIsl aloll, I he tnl; re "'l" or t he corridor (f 301. The 

dead·end !>Celion is ufe. Ho",cver. t he spikc\ form II burier imp.lls".ble b)' normal 

hUl1lanOJd_�, and Ihe only "'a), to relract them i5 10 open one of the secrel doors lIam. All 

�'U8ht ill Ihe �t'like arca lakc 1-10 rapici strikes ... 100. Tht)' rKeh'e no Quickness or v",u.1 

("'Blur". '"5hodo\Oo''', CIt.) SubtrlCI ions; if Ihey I C\:ci,'c • critical I he)' pre I'll nned in I hcit 

PQSition. 

Kitehcn u'" qu.tltn. Inhabited b)' 1 0 sllve norlhmen. 

StUff'room _ 
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Ib.lI-, of Tnvrt. Four semicirculal halls wit 1\ domed roufi. each with I throne on a round 

dais in the «nter. The four lhronn ra�'(' oulward along tht four primary aACl uf the com­

pa�l. Wilhin rhese chambers Khamul or hi, licIL!enan\5 can �i1 011 8 IhTOn\!'. hlvinll cho�en 

a direction, and seem ro Irayel 01,11 across thl.' land: Ihe flour . .... alls and an:hillil roof 

Yani5h, rcplattd wilh clca! visions of Ihe land bt-low. Ihe hOrilOli all around. ;lIId Ihe �k)' 
above. Thl.'re lUI.' $e,·eral IInll'aliull$. ho .. ·ever. The throne alwa)·, "ho .. a$� 110 lo� than 

one Ihou�d feel aDolte Ihe Iiound, allhoulh II can be made 10 ri� lip to an althudl.' of 

nine miln. The HallJ can only bt- ",niled al niShl by the $eryanlS of Uarknen without risk 
of ix'inl blinded by dayliglll; .he user eannol see inlo enclosed arcas �uch as buildinKS 01 

ca"cs Of hliYen Ihe ahilUde) under fornt C"allupil:':'l. However, forcsTS such as Mirk"'ood 
(afll.'rl can bc made 10 appear as if thcy IIrc ,�trippcd of lcaYe�, Finally. the yie .... er can onl)' 

Mlra'·I.'I" to the Dorders of the lands dominated by tnt Shadow (depending on Ihe lime 

period, thi. (auld be far to the North inlO Angmar, South into Mordo!. very rar ea�I, bm 
lillle dimlnce weu. Cert&inly nOI inlo l.6raen or (jondor. Use of Ihe chambeT5 for marc 

than a fe ... mlnuln per day over an �.Iended period hM an 'allinll'dfcci on Ihl.' LI�r. This, 

o( couue:, is  of no concern to Ihe 'immort.I' Khamtll. 

Audleltn' th.mlwr. lIe:re KhamQ1 l�sues orders 10 hb adherents lind miniolU. There [� a 
huge black Ihrone or red veined blad: marble on .he dlas. and on I he: Ie:fl ann arc three 

je ..... els set in a 'a ... . By touching lhe front maS! jewel, Khamtll causes an alarm 10 wund 11\ 
the guardrooml (,'i 9, 1 0, and II). Touching lhe sc:..-ond rina� a chime in Ihe library �um­

moning Ihe 5Crlbc$. "r"�inl the third bUllon opens the sc:.:rc:t door and !plru lhe throne II) 
(ace Ihe back. 

Ruom of IJq"kI Dutil. Behind the thlone I� a !lecrel door lcaditll to thi� loom. The t ... o 

far walls ha .. e on each of Ihem a 20Ih 1C\'c-I Dealh S)'mool. All f.ilinl to rnist suffer the 

lotal liquiflcalion of Iheir skclellil iitru�"ture over Ihe neJeI ten nlillutCl (:.ec room 115 for 

cure). The NW .... 11 of rhe aUjacent curridur glows an ;ntermille:nl )le:llo .. ·-red . giyinll ihe 

illusion of. transilicenl slass \'I·all with p raging fire behind it. The ... all i� even ... arm to 

the touch. 
KII.mOI', prhl.lt q •• ntD. TIle main li,hl illlo Ihi� room Is supplied by Ihe mckerini .. ·atl 

In the corridor. Furnished ill a maUlier best described as 'dark ,ran<kur'. thne challlbeT5 

have deep red �·elvel drape$, carPC'l li/ld wall hangings; and furnl/ure finished in bluk lac­

quer ... ith ,old lillln,s. Khamlll"s bed is hUie and canopied, with cunains all around, 

though usually pulled back. The Nazgul normally retire5 here durin" the lint iIC�·eral houu 

of liJtht ea�h day (even .he undead need w resl lo re;tore Ihelr po ... ·cr points). 

Slfl.'. Ik'hl nd � se-crE1 dOl)I is !£ small wlllk.in chamber within wMeh Khamtll SlOrf:S �Yetal 

items. amona them a oollection of Krolls contalmna runcs or.1l of the: &u Evil SJ)!'l1 

lisu. AIKIlTe four !.Crolls of �kele .. 1 R('(onsITllction", Which, if read upon it victim 

befole he dies, will reverse: Ihe: e:rrccu of Ihe Dl.'alh Symbol in rOUIII 113. NOle thai anyone 

a!lemptln, 10 use the 8a!oC e"iI !oCrolb ... iII have 11 10"" chance of bcc<mlinl I:'o·il and 

enslued to KhomQI each lime he reads 11 ilCToll. 
Llb"u�/S(flbt wort.: arn. Wilhin arc houKd 11 nUllltK, ur tcAI) and scroll� leilina of Ihe 
hiSlor)' or Dol Guldur. the dominarion lind YkrOfie� of sauron. �Ic. The:re are al� wrilinll: 

dcsk5 11nd materials ror Kha\l1\1I'� scribes to utilize in recording thC1C' historiu. !£s well a.� 

wrilinl mCS5a&CS to be sent to various servanlS and affiliatts, 

Qtutrt,nr of the Strilln. T .... o Noldor Elyes. a brother and siSler. are Ihe scribes of 

KhamQI . They arc not eYil, bUI kept in II continuous state of terror by their ma�le:r and Ihe 

Orcs, who arc nOnC1hcln� rorbidden 1/) harm the Elves. KhamQI is amu�ed by Ihem and 

keep!. them reas-onabl)' oomrorlllb1c: Ilnd 5-ilfe. They hl\'e been fOleed 10 learo the Black 

Spe«h. and record all IhiniS in that hlnauage. The bIoI her's nalllC" is feaw" (S."Unwilling 
SpiritR). !£nd rhe sl$1er's i� Wen;rin (S. "Tearrul maiden"), both nalllCi liven to them hy 
The Mouth of Sauron. who h� had the mos. dealinss \'lith Ihem (w great is Ihdr Icrrur of 
Khamilt that they can anI)· bear hb pre;mee for �hon pt'riods). The:y only loalhf thc 

Moulh. wno kidnapped Ihenl .. hen Ihey were children, jusl pnor 10 Ille War bctwct'1l lhe 

EI¥e� and Sauron in Eriador; Ihis being one: of Ihe Moulh'S firsl Ileal acts of evil ill lhl.' 

wrvjce of Ihe OtUk Lord. Each firs ankle) are: shackled logtlhel on a lellllih uf chaiu !ill 
thai . though Ihey are able to \'I·alk, normal �tridl.' is impossible, and runnin, unthinkable. 

Quarlen of Ih� Mouth of Sauro ... A I>lu$h room, in Ihe- style of hiib Numcllure!£n 

sple-ndor. 
Ore: G"atdrlHlm. Four on duty al III timn. 

FJllt On- Gu.rdrlXtm. Three elite Uruk·hai on tluty al all times in each room. 

Guardroom, See '9. 

Qanlcrs of Goro"od. Starkly r urnilihcd ..... 11 h iron fixtures .nd bare "'alb, Ihb is the 

bedroom and offi« or Ihe Sorcerer (joro\'OO the Variag. 
Ce-III. The", .re th� qUllner� nf rhe n'e priCliI lind sorcerer Adherents of KhpmOI. All 
narll), and minimally furnished, 

Library. Thl$ ls rhe readinl and �tudy room for the Spl'1I u«!rs of Dol G\lldur. 011 the 

wall� are boakJhdYC!i filled with luts on Sor�er)', MaBic, and Clc-riei�m. indudinll RII �PI.'I1 

1i51S 10 20th leyel for each profe!OSinn. Note Ihal there Ire uap$ (01 the: un ..... ary: e:yelY nimh 

page In eYery book b a 20th level Dl.'alh Rune. The olher (umnalical) IOllies in the IibralY 

arc ulI/rapped. 
AIIIT. This Is Kh.mOI's sacrirtcial altaI tn Moraoth, upon which he c-nacts grisly ,iln ill 
thl.' name or Ihe Black Ene:my and hi� ma�ler Sauron. 

"'"tment ehlmb'r. Here: the prie:Stly Adherents of KhamOI don their ycstments in 

preparation for Dark religious rites. 
lloldln. room. A cdl ror prisone:u Wh05C sacrifi« is immed;ately impending, or thO$(' 
.. ·hom KhalliOi "'i�hes to 5« the dCllh of another. The door 10 Ihis «11 is a sinllie sheet of 

clear laen: I ,Iasshke substance, bOI harder than an)·lIlan. The 'aen dour 51idcs Opell and 
)hul alan, II �Ieel luek runnin, tlte perimeter of Ihe dOUI, and Is controlled by a ke)l in­
serted in a small panel in the wall jusl OUIside I he door. KhamOI. the Mouth. and Oowvod 

have keys. Insertlnl and turnlna lhe key dockwi$C Idgaeni an JIItricale mC'Chanism which 

slides Ihe door smOOThly open to one side. Turning the key the othcr way alor.cs the door. 

and cause! steel bolts 10 shOO( Icross the- trock in the Will, locking the dOOr intu place. 

The peI"al is soundproof one .. ay; thu, the impriliOned nne is granted a rull view of the 

grim proceedi"", and can hear Ihe cries of the victim of The Slcrifice, bUI cannot 

inlerrupt. 

ACffII room. Behind I 5CCrtl dour IS' Imy dluel-likc room, whh an ilon tadlkr bolted tn 
Ihe fa' wall. Like the $cerCI passages llbo,·e, il leads up 10. corridor which conn«t�, via a 

ladder bad down. 10 The 5mall secrct room fl). 
TonlHe" room. ThiJ is a wphlsticaled 'tnterTOlialion' room. which KhamOI anti hi, 
lieurcnam� utili�e 10 utrOict information from prisoners. 
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t:1.'11. For recei"inll; .. 1(1 im, of the fral'S in the IrC8)Ury on level 1'1'0 I.\CC' It I 0). In the «III el 

oflhe noor i� a I>ilc- (If rug.� and Olher paddilll to break thl.' fa11 o(lhe n� .. pr;<,(lner�. (Ont 
wouldn't ..... ant them 10 fall on Iheil heads and die (Jrridrnfully). Thl.' door to Ihis «11 1$ a 
�im plf .t cd grate wh i�h swings OLlt whtn un lock�d. K hlLrntll, GofOYod, I he: .\IIoul h. 
GrashOkh, lind the: fuur �Ii!e Uruk_hal clptains all hllye kl.'y� to Ihls ��Il. and .1'2 1 .  

Cdl. Minimal rurnbhinp. Used to hold pn50ners who arc scheduled for 'intcrvll.'w;n,' by 

Khamul or hb assistants. 

MOlC'rooms. Ulihted for holding spcciOlllit.ed lonure equipm(:nt and fine i"�trumenls of 

pcrsuasiQII. )uch a) ;YOI)' handled kni"es aod pms, jaued bladn and burr) of ,old and 

m;lhril. 

AcCl.'!ls room. Sec '18.  

GUMnI plllrGrm�. On� I.'lile UTuk.hai nn dut� on each platfurnl. A �omrol leYer for the 

maniyc iron doors into the pT�sionlll corridor is on tach plat form. ThHe donr.� arl.' 
t .. ·enty rett high and ten wide. and slldl.' opcn on SI«l tracks. The (dan whCTI.' they meet 
are: cut In I Jawd pallern !to Ihal Ihey inlerl()(k when shul. 

1.8 •• OOws. The noor of Ihls room 15 apprOll:tmalely fiye fCC1 below ,hal of the resl o( the 

1C""1.'i and i� OOmplcldy covered by i flow or la'il from dcrp wilhln Ihe volcano. The hOI It· 

qUid enteu lind CiIlIIS �il thl.' slol5 in Ihe wall on either side. If WnlCQne should fall inlo the 

laya, lhe:y would reeei,'\!' a poinl blank firehllll Slrlke .. .so,)lS hi!!; and all autumatic "E" 
Heal Crit ical cvcry round while in Ihe la"a. 

HrtdRt_ Supported by pairs of ob!iidian columni, this blldle spans the len,th of the pro. 

cesslonal corridor. It ha... no railinss or walls. 

"lIam irs CCf'elllulli.1 Ch.mMn. Door. Idc:nllcal to I hose encountered befnre enlerilll the 

corridor bar Ihc "·ay 10 Ihls room_ These, howeyer, ale malll("llll)l locked; they open al 

Khamtil's command. llrinding slo\'lly into pocktls nU lhe nanllllil walls. Wilhln is & dim 
hall. wirh a large dc�k of obsidian. smooth on lOp bur ... il h janed edlle:). supported nn 

legs of gnarled wloughl iron. The only �hair in I hI.' ronm i� KhRm(\l'� behind the deSk. 

LiJ!:hling i.� provided b)' torche) on the wall which spring to light when the room is cntercd. 

The walls and !lour arc bart SlOne, unadorned by tapC1try or sign, "Ith one u�tion; Ihe 

back twa .. ails afe covered by an absotutely black hanginll . 

SIMlr. Continun In �piral do ... nward. acressin.l! onlO a drcular balcon)' which runs the 

j')Erimeter of the Shllfl nt this level. An Ore Jluard i� POSled al Ihl.' �ntry to cal'll curritlor. 

".1,1)"1.'1". Slair� lead dO\'ln into this triangular room. On the two far walls are IIlowi", red 

)Ylllool\ of Dlinding (20th 1c..·r:I). Blindno:n only lasl for ni ne hours for folk who fail 10 

roi�1 by only I-)(); hnwever, lhe retinas of thosl.' who (&il b)l lTlOfc are: almOSI completely 

tleslrayed. Thne poor devils see only darllnC'!lS eKCl.'pt for Int bornllli lune, whiCh is II 
�yrnbol of Saunrn . 
Innl.'r rOYfT. Thh rooll1 is very s1milar 10 '2 in re�e:ne. meaning Ihal Ihe 11'0'0 tOmplet� 

wall� have- idrtlllku.1 8linding Symbols. Sauron is of counc immune to these: run�s. Be),olld 

thi,� room is a 100 yard lang corridor. leading to Sauron', Y!ewing room. 

Shllul.'. Pro·entin8 direct Cfln)' Inro Ihe �i("\ll·inll room is a 20' .... ·ide STone wall wilh a niche 

l"llrved inlo il. Within thl� niche i� a li(('sue bluIILC slaille of a warrior In full pillte armOI. 

In racl lhis IS not a JlatUt hut a golem, an enchantN cre:alion. The lolc-m .... ill slay anyone 
atte:mptiOI to enter the room \'Iho b nOI Sauron or someone specifically inviled by him. 

SIUro .. ', �tr .. ·inll rl!(llll_ Carved 011/ of Ihe rock just within Ihe side of rhe mountain, Ihb 
chamber loob uul IInOH Mirkwood 10 .he !>(,)uth ... cst. Wh)l he sits here for hour upon 

hour, bendinl hi� powers of vision and delC\:lion in this direction IS uncltar to Inser 

ntind�. Pcrhap� he �IrivC'S 10 pierce the: �eils of the hllted Caladriel and sec: .. ilhin the ... ootl 

of Lorien. wheleln he �\npeC1S lies one of Ihc Three Eh'en Rin,s. Also '" this direclion lie� 

tscnll8rd antl lhe "'IUll(! Saruman, held of tnt While Council. Laost, and most likely, it is 
in this dile<.:tlon. in Ihe shallows o(lhe Anduln in Iht Gladden Fie:lds, Ihat lhe RinS lies. 

Ma)"bc il1d«d he is dr ...... n this WI)'. thollgh C\'en Sauron in hi.� power and wisdom don 

not know the true rea.�on . 

"r�eliSlonal currid .. ,. Sloping 8ently down frOlll Ihl.' levc:1 al .16 10 t haT of I he accesswa)' 
inro Ihe �iewinll tuom, this is a mystical, almost hypnOlic walk, whkh i� to belin It room 
_16. Atong bOlh "'alls, in the flowin, Icnlwar script, 151he entire Ring verse, as quoted by 

Gandalr: -norc:c Rinp for Ihe Eh'en-klna_ unde-r the sk)'.1 Se\'en (()T the ()warf-Iord� in 

Iheir halls of)tonc.l Nine (nr Monal Men doollled to die.! One for Int Dark Lord on his 

dalk Ihrollel ln the Land of Mordor .. here the Shadows lie.! One lUng 10 rule: them :III, 

Onc RinK to find tltem,! One RinS'o brillg Ihem all and in Ihe dlrknes� bind the-m/ ln Ihe 

lond of Mordtn ... here Ihe Shadows lie." The ve:"e on the right wall is in reyerse: the mir' 

rnl imasc of the wrhinS on Ihe Icft wHIl (to renC'Ct the pcT\lerllan of The Ring5· purpose. it 

it tOld.) Thf decply graven 5)'mbols glo" a� they arc pa!I'lCd. lind a deep booming �okc 

recilCli Ihe '·CTl!e in the nJack Speech. Anyone: attempt ins to walk Lip The corridor will hear 
rhe vcr$(' backwardJ, II:rowing louder .s tnty PIOCCC'd: and all mWI mllke a resistance roll 

aplnSla 20th Ie�el Symbol 1'( De:II(l.'nin, (Or e�'C'I'Y found in Ihe COrridor afler ha�II\' pail· 
!>Cd Ihe halr .. a)l poinl (looms'1 and 8). NOIe Ihat lOoms 1 and 8 arc hidden frnm Ihe cor· 
ridor b)' permonent illu�ion5 which resemble bllllk oorridOI .... hile within 16; and cln be 

reAdily scc:n Ihrough ... hile in Ihe side rooms. The illusionary walls arc .wundproof. 

howc,·cr. 

CUllrdpo�l. Manoed by four Ore ,uards .. all timcs, thi, foum i� equif\ped with a balli�ta 

moumed all a track runnin, parallel to ttt.c corridor ('6), and ph'OIS 50 thaI the .... ic:ldc:rs 
are afforded a .... idc )hm range. The balUita lirn as a hClllYy cros.sbo\'l t]O 10 hIt, ."d 1Il 
damagc. It carl fire ante t�·r.ry Ihrl.'e roullds ... hile three 10ard) operlile iI. once ("oery fi�'e: 

with only two using II. NOle that. due to the special nature of tnt iIIuJionary sCICC"n, which 

hide Ihis room Iwd .s from rnlk ;n I he- corridor. the guards in each room are able to look 

acroS5 as Ir the sen'cns were no. therc (10 prC'\'e:m accidenlal �hootin8 ofuch olher). 

Ccledhnng and hiJ alchemical staff 8al l1 1cceu 10 thcir rOlgill1 �'Onlplcx �'il the.�c rOOIllS, 

pas.-;inS throUlih the: corridor. Simf\ly passlnil acrOs5 don nOI. howeYcl, cause Iny of the 
runes 10 slo", or loOund. 

C;uardpost. Sec '1 . 

Cdl.'dlt'll!t's main f." I.'. Equipped .... ilh am'ils, cooling tubs, and Ihrte lava healed for • 
Mees. There ale ��'era.1 air shafu, on,inilly formed naturally lind ex;tins hi,h up Ihe silk 

of Ihe mountain, adapted as vents for hal air. The .... alls are covered with �arinlls forging 

Tools, and common fmlling materials Ire ,lacked in the: cornen. 

Slorl.'TOom. A steel door locked (�'e-ry hard to oprn) by a key held onl), by Celetlhri ng, Ihis 

room contains the more �alliable for,in, rnlterial�. sllch a� Lacn, Mithril, Eop and laid. 
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OU.rt�fI. Herein fHide CdC'dhrinll'� three lIMiSlant akhmi�u. Sec tht ,arrison li';l for 

their SlalS. 

O'lllrtt'f'S. Three forser" occupy Ih(:$C looms, all vcry skilled in IIIt'if nan. Note Ihe 

diSlinC'lion Ihal for&en conccntrllc only in the mallul'acturc of wt'llpon� of variou_� 

m:uffials and desisn.,flther Ihln [ofusin& them .... ilh malical C'nhanc('mcnl� and flOwel� 

(as il the function of alchro}l�I�). 

QII.Mtrl or FroecIl'llr. Cch:dhnn,', personal aUislan! Akhemist JiVt5 htre. lie is a [..(In­

dorolh, In fae! the brother of 8rOC'hir. Ill<: A5trolOgcr of llle CUll of tht Long Nighl (� 
/VorlJ"," Mlrk w(H)d PI. 39). 

.'U}'U. Al the ape" of lhis r(lOm is a sLonc door which Ica(b \0 Ihe prim!!.I)' D ... ·arvcn mines 
of Dol Guldur. An Ore normally stands suard at this door. 1IIIII0Uilli it i� nevcr upened. 

Tht' kty to thi� impo!linl porllli is htld by Celedhrinl and Vorotha. For Ih� i1dvtnlurou�. 

tht lock is Vtry Hard (·20) 10 open. 

foyt'r. Tht' door at the end of thl$ chambn is a singlt slab of r�d obsldilln. barring tnll"} 

10 the mine of that IoI.mt material. Th� ale rumolS amons the larrison Ihal Saulon 

IhroWl l'OflW: pri§Oners and/or IroubleloOme OICS into IhlS mme to be sliC«! to ribbons on 

the jaaaed obsidian deposlu or die' of slarvation. OthelS say Ihal !-ire Demom dweil ihere. 
Yt'"I olht'rs len of rkh jewel deposils stm within Ihis mine, yet ufllipped by Ihe Dnk Lord. 
None of these rumors Ire. or (:(IUIM". 5ulHllUlliattd. The door is locked. Elltremely liard 

(·30) to open. Cel«lhrins, The Mouth, and VorOlha hove kc�s. One Orc i� IIlwI}"S posted 
beror� Ihl� door I.'i well, 

Itlll of Un�' ... IKhl WlYS, FiYe Orcs, roSt«l lU rhc ��" notlltions on the plan, bar enlfy to 

the corrldor� unlns all(' i5 of Ihe Elilt of 001 Guldur. Note Ihc door pre.,..enllng immediale 
a�u ro rhe corridor which leadS to the etntral core (III). II is of Iron. and operales on a 

countelbalan�. opc1"aled via ll le""el in the niche whert a 811ard SlInds immediately op­

po�i 1e Iht door. There is also a $CerCI oonllol: a SlOne in the hall len fCC1 flom Ihe door 
nClrer Ihe central oore. Pre»l", it 10'111 raIse the door. NOle thai Samon n('"\o'er llses this 

palh. pleferring 10 pass throulh room 122 along oorridor 27, and IhrOulh loom '16 

before be8innins down the PtOCC"$slonal corridor (I6). 

CclmmlinlullolS room. Kcyond a secrel dool ilnd a shon .'Ilir down, Frocdhir fulfills his 
�ondllry purpol'e al Dol Guldur: liuon with Ihe Cult of Ihe Lon, Nllhl, Ind his brother 
tht' A)lrolo&er. Utllizinl an orb on a Imall iable in Ihe cenltr of Ihe room, Froedhir i} able 

to see and speak wirh his brother Brochir, Imd pa�5 on 10 him inSlructlons from KhamUI. 

Anyone wearin8 Ihe robe!; found in the dosd (IIIB) i5 able to Ule Ihe orb, however. thl' on· 

Iy per.wn .. ho can be conlaCtt<! thrOuilh the orb is Brochir. lind. IS he Is fairly briSh!' 

thl're is a load chance he will lllempt t o  oonlrol lhe other person usi!\! the S5X"lIs a�ai lable 
to him as a 12th le,·eI AscloloBer. Anyone linding themX"l�n lra"ioIIO roll I resistance 

roll velSu�such an IMauit must aliCfllpt such It -JO, a� tltdr mind is alrudy all lined to lhe 

orb by their own will. 

CIo!lt'I. Within are kepl lhe 10bc$ which allow Frocdhir (and anyone else) In U!oe fhe orb. 

Allt('Toom. This chamber and '20 make up the quarteTS of Wenwllme (5. Mlormented 
lirl"). She is I Sindlrin mliden ool1,hr by Frocdhir, and b hh)lave Ii"jnl! in con5ranl ler_ 
JOI of her I1lI�ter. The quuner$ Ire elepntly furnished, the bedroom esJl'C'Cially 50: in ract 
Wtnwllme Is actually trealed (in 8eneral) very ,,·ell. The suilc is prOW;Ied by a secrel door 
and a sleel door al lhc bottom I)f Ihe �horl srair. Only Froedhir has a key - ElIrremely 

Hald (·JO) to unlock. Besides him, only The Mouth. KhamOI, aud (of course) Sauron, 
know of her uisten�e here. 

8t'lk'ltIImbu. Sc'C" fl9. 

Hkklt'll Moom, Within this rOlllhly cyhndrical cloSCI Is one objct'l: a stafr. �ill fcel high. of 

Inarled wood .. illl a yelluw lem IoC"I in tht head. The staff, named MAngrin� (S. "Iron 

!lilemory") ho"CTs on Ihe center of Iht' ci050el when not in usc. An hcm of l"Omiderolbk 

power, it IS Cdedhlinl'� fOlainl aide. �Ii$ usual routine is, afler departing his Quaners 

(room '24). he prOCftds down rorridor 11"21, lhen, as � !>IRnS do .... n 1126. he remo"es the 

Starr from it� place. If anyone bUI Ct'lcdhrin8 Ir)'5 to touch lhe stafr, il unleushe) a :W' 

radius fireball (poinl blank for rhe fooi lluempling 10 sleal lhe AUgrin) � 4 damage. I I  i� 

highly Inlelligent. Ible to spuk man)" languages, including Ihe professional longues of all 

�pcll uStn. Wilh Iht staff in hand, Celedhring procced� down �orridor '-26, menIally 

preparin& for lht' lasks of Alchemy. 

Akhfm) Chlmbt'r. llerc Ccledhrin8 works his spells in hi� mallie for!!.e. utilizin; the 

po .. erl of the Anl.in. iIS well as the miLny enchanled lools which ht' haSert3tro and in 

Mailed. 

Lll)rlry. ThIS room, protecled by a �et door, holds telltl and sClolis diag.ramming 

vlrious mc.:hani�ms and item" and derailing Ihe power� and specifICations of a.1I the 

myriad \¥earons Celt'dhllnl has o:.ulC:d, as well as COpieol of .n or IhI' Alchemical sp(1I 

lislS 10 10th level. The5C3J!('1I booh arc ht:ld in � seper�te glau ca� in the fal .... all, lo.:k.ed. 
The keY ;$ held by Cc-lcdhl1n8: or C"OurlC Ihe glass can be bloken, IIil8erinli the TRAP. 

The Irap consiSH of a ral.OI sharp. lIuill11line·like blade, which drop.� Ihe InSIAnl Iny of t.he 

bookl inside Ihe case Is louched. The thief musl roll a Shcer Foll� nlaneUYcr to delermine 

what perccntllc of hj� hand he hll) 511c:ct'eded in remo"ing hefort the blade drops, ahum­
in8 Ihar O� i.� righl llt wrist leveL The blade is po"'erful enoush to eD111pktely �tycr any 

uniLrmored limb. The amOllnt of armored hand CUI should ht delermin«t by Ihe GM. Us­

in8 the key, of course. dlscngasu Iht blade, makinl removal of the boob eOlnplC1ely 

5:11fe. In this room Celedhrillil draw) 1,lum for ne .... Items and he lind hiS 1"1SI1InU study 

Alchemical spclls. 

CriWartn.'. quar'"" Comfortably rurnished, and equipped with II "arie-I)' of umque but 

nOI parlicularl)" powerful dcvlcn. 

Chanllellnvt:sse1K't' IIbury, This room, hidden behind 5e\:rrt doors, eonlllO$ boob 
holdin" the enrun�d Jpells of all tists cOI1:>idered within Ihe realml ofClcrl"ism and M18ic. 

Cetedhring and hl5 a5515111015 usc Ihese le�(s in their Alchemical ... ·ork (sec illS and 29). 

Beh i nd elch of the SeCtel doors 10 tit h dlll111bt:r i� a door of )atn. clear b11l tl nr cd blue. i 11 

the �nler of which is a Circular melal plate .... ith a keyhole. Surroundlnl lht keyholc il1 II 
10ulhly dr�ulllr �IICTn in the I'tate are riYe indentallons, dnisned to rC"<:eivt the fingertiJl!i 

of a humanoid hand. The function orthe lock is thus: the key CorlC IS held by Celedhrin" 

and Floedhil only. Isinscrted, turned 360- clock"'l$(" and removed. Th05(" without the 

benefit of. key will lind that tht lock i� Shcer Folly (·'0) to pick. After doing Ihis. the 

fingeN of the riaht hand are inseTlt'd, and rhe disk" is t .... isted 90- l,.'Qunterciod(wisc. The 
door .... ll1 lhen slide smoothly up into the: �ilinl. II .... iLl remain 100 until a mt"lal plale (at 

waj�r level on the len WAil Just pa)t the door) is !Duched by a .... 'arm hand. 

Pa·�sa.ae of Akhemy. The enchanted hypnotic corridor used b)' Celedhri1l8 to prep;arc hi� 

O1ind for forlin8. An)" OIhen who .... ·alk down il (eilher dirle1;:tionJ mUM resist II 10th level 

spell or sufrer confusion, and be forc�d to sil down. Than folk flliling lo ruist by more 

thwn 'O lire rendered unconscious in lhe corridor. 

AeuM corridor. 
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21. Corridors. ng and f29art' myilicil path .... ays similar in nal1,1re to the PI.'ISIlse of 

Alchemy, but differi", in pUT}'lOse. oU8 is rhe Way of the Mind. Walkin8 slowl)' do .... n Ihis 

corridor. lillY user of E£$("ncc (meanins anyone able to 1,1)(" $pell� inlrimiC1llly). upon 

readliug the ent!, i) able to utilize runeol and maginl iltllU of menlalism as if he/she ""�" 
a u�r of meutlthm, of the samt' level lhe person is normall)'. Their po ... er points can be 
expended to cast <r>ells from nmes .... nhout burmn, 011" such runcs. The purpcn;e of thi5 

conidor 1� oln'iou� .... hen ooe considers CcledhllnS's profeuion. Using this hall. he amI his 

3§.�i�Ianl .• arc ahle to Icmporarily 'tIp into' other profmionll powen, to ;aid Ihem in 

crcalinjl majlical ilems which rcquire su.-h spells eul upon Ihem as PIIrt of the Alchemical 

procel,l;. The walk do ... o the hall musl be: from room "16 10 00; takin" Ihe reverse route 

forces lhe walker 10 re�lst versus a 201h level menIal attlck. Failure reolult.!. in a "sensory 

o,·crload". rtndt'rin8 Ihc tugtt unconscious. Failure by mort than SO� .. renders the tar!!el 

• mental ,·e.!l:etable for 1·10 )'ears. Corridor 129 I, similar to U8, uecpt t hat it ii th� Milan 

Unholy", beinll the .... ay to tc:mPOlary U!;e of Channelin8 pn ... ·ers. Ry the ,"try nature or thj� 

hall, the reptreussion$ or wll .. in8 up it the wrona way ate! more scvere: any wl"lo atlenlpt 
such must rl'.!ilst a lOth level (.'hannelin. or �UrrCT MAbMJlulion�, in which their !>Qui is 
removed from Ihrir body ( .... hich fl.Jls into a coma) for one wcek per 10.,.. raillllt. The 

po .... ·er ..... hich is inherent In these WIYS is aw<"Ome, to be sur�, and it exacu iu own pri�: a 

walk down Ihe Way of Ihe Mind, aner pru"idinl the Menlllisl spell abiht;es for one hour, 
will reduce the usel'� Memory Ind Presencc by 10 pIlinU ror 24 hOUri. Ir Ihe walk is 

ondertaken allin wilhin 24 1touu, the decreilst i5 pcrmtUlf'nI. The effccl ;s the spme in the 

Hal1 Unholy, but the twO SlalS affC<:led are [nluition and Self D;Klpline. AI!>Q, none�i1 

penons will lose 1 · 1 0  �rmun"fll pOinn from (heir Con�tItUllon, IS 'heir souls are sub­

jecled to raw EVIl Channclintl . 

29. Corri(k)r. Sec '28. 
Xl. T"-�IIII ellamber. This routh·he ... n hal1 is the J1ro�ing and t<'Sltng ground for many 

E§SeTlce and Mentalism spells alld It('l115. The .... all) arc bladellet! and pitted from the im­

paCI of ,·arious allach. SclltlCTcd abuut the ruum are se�end mohrlt:' waUs, 10' II 10', of 
laen, some raced ... irh the eltrcmel)" rarc allo)' K�Qra ( .... hich inhibits all speU t$.'i('nce) 

u!;ed u shields .... hen particularly pOtent �pclls arc bein, 1('�It'd. 
3 I .  Ttltlnl chambH. IdentIcal in purpose as room flO, uccpt this hili is rtserved for te<lin8 

Channeling spell,. 

LF.\' H • • ' IVE 

\. Al'Cnll .. mp. Continues thrOllgh Ind p8St leYcl 5. 

1, Ooub'" doon. Of stone. yel they 5w;nl In easily on theit hin8es. They .re unlocket.1. A 

�airway k'ad) dO"'n into '3. 

J. T .... Hall uf Mal,. Bridtft. The noor of this chamber h a.-williy I small subterranean 

lake. fed by II walerfall and a StrtJIm. The "Stream itselr is actually a poisoned artificial 

....alerway: an evil creation or Sauron which feeds eventual!)' inlu Iht Anduin. The walers 

are 0001 and Id,ahin8 It finl, bur t�re is a SUbtle pobon, whieh, if  undetC<:led, lowen 

•• 

,. 

•• 
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I he l11elllOry and sel r -di$Cipline or Ihe victim b)' 1 · 10 poin ts a d�)'. Ont drin k IS 5U (fielcnl: 
it .... ill a.-I 10 deleliuralt' the unresistant IITlel until he dics, which occ:urs .... ·hen any of hi) 

�tat' rcach� lero. The hrid8es ... hlCh span Ihe cave are 6"lhick, lind suspended ol1e fOOl 

abo,'c Ihc surf��c oflhe waler, supported entirdy by the StOnc pylom (nOled on Ihe 
dial',ram as black !oquatt'sl risil1' OUI of the .. aler 10 IIIffi Ih� rou8h crilin8. I f  one ... ere 10 

stand on lhe circular pial form at rhe base of tht �\alr, Ire/�he "'ould rc.:clvt enoullh of a 

dose from the miSI� of the falls alone to flllly efrcct him/her. Sauron and KhamOI eOllle 
here 10 meditate; they lire, nf course, unaffecld. 

SlaiN. Running a windin8 palh nUl lO thc 10"'er water rail, these stairs mark Ihe be8innin8 

of Sauron's :leerel path to Mordor. R1,1nninl!; ror neally t .... o hundrtd miles, Ihis lUnnd 

p&S!;eS under the soulhern pllins of Rho�anion and into the Bro .... n Lands, There it ellltS 

from a �ma11 hill. viu a secret door Just ouuidt of the Land of Shadow. 

!fIver of Mi5t,. Hele is the source of an underaround stleam, which in fact carved mOSl of 
Ihe \«rel lunneJ used by Suuron, and leadin, al last 10 the Anduin far to Iht .wulh and 

"·cst. The mighty Anduin i� lar8e enough 10 dilule this river to the point of beinK ineffec· 

ti""e, fortllnately. 

SecrCl �omp.nmt'nt. Within this nawral pillar of rock rising Oul or the water to mcel lhe 

ceilinjl is a smldl compolrtmtnl. One mUSI lean out o,'er the .... aler 10 reach it, and ir is parr· 

"'a), around lhe column from the bridge, Ihererore difficult to set and lueh. Within is I 

smali lcathCT puuch. holding a ring and len sold plCCC$. Tht rin& is or ,iI�er "'ith I blue­

&rttn gem, and has the ma,ieal po ... er of allowinl the WcarCT to "'alk on waler. Sill IOUnd� 

after donninl the tinll h(1 .... ever, he must resi�t venus a 10th level Channetin8 or ha"e an 
unnatural fear or "'alkinB on land, \uch thai he .... 111 not wllhnaly do n.  He mll�t make I 

5Cl'arale rni�lan� roll ver<;u� a 20t h level (lral1neltnl or be ullQble to nke I he ring off 

( .. ·lth II � mudifiel to hI' delrlment If he IS stllndln; on ..... atel II the lim�). 'Ilre pouch and 

I',old pieces aft' Min. m�"ical. If  !lnt removes Ihe sold pIece, lind. for imlance 1,1ses Ihem 10 

buy something, and leaves, when the drawslTin& orlhe pouch I� pulled tilht, the 80ld will 
�Injsh front th� puour 5h!lpkeeper's rill and ret 11m 10 Ihe ball. They will do Ihis bUI on� 

p(r day. Also, any thin" hUI tht laid pieces pllced In the blli will my!terioud)' diJappocar: 
althoulh Ihe rinK docribed abtwc i� peculiarl)" immune. 
SHn" paS5Igt'. Throllah a (nonsecrel al rhis end) iron door, I narlow pa��8C: leads 10 a 

sccret door inlo ruum 1110. There is a small peephole lhroulh which to vicw tht' loom as 
wdL 

POf1fttliis. Normally up, it ea.n be controlled by either of two levers; one .djace-nt to Ihe 

portcullh itsclf, the othcr juS! around lhe corner II Ihe far end orlhe hall. The innel le"er 

can override Ihe oUltl. N01e lhe "X�'� denOl inl lulrd po!illions, 

Sltlln� room. lkhind a rine iron bOllnd wood door lie� In elellnl chamber . 

Gt;NEMAL NOTl':; AI/ II/ Ih,. 'GIIl'St Room!" huv(' (loon]" Ihrrk (l/.f(J/ld ouk b()llnd wilh 
iron, urld /iIIM .... /1 h $1'(111, /<><.·ts, "'hleh Ure' nul 1"''''f'(lrull'/), (lbI'lOus. bUI urt QlWfOletl by 

"'un;plilulin, Ihe IUlch lin Ih,. (lu{sld�. Th� '(lde nrn.'hufli.rm l.f ,WI (I("(NS,blt' /r(>IPf Ih,. tnII(/,. 

of Ih,. rooms. TItU.fly .'WIurmt � '''t'lll con be /repl sufI" /Q/lhou,h lhis mt'(J$ur, Ij ru'�/y 

"so,,«1/o). 

10. Gunt room. Thi) is the main, and most C1tpen$ively furnhhed, loom. Nole Ihe secrel 

pb$age n. 
II. 
Il. 
Il. 
14. 

l' . 

Oi_i,," room. Apin. �.1tpen�;'·ely furnished. It can )Cat up IU ten. 

IUte-hfl. Abo quaIl ers ror t he t;('r�1 01 �. 

Gllr!ll r()Om�. 

Storeroom. St�cked "'hh crnres of nonperi5h.ble�, old furnilure, uniform�, ClC. NOte 

secrel door lu '- 1  �. 
SKrt't room. Anylime thele ArC guestS. thiS room is manned. It hiL.lo � spyholt to Yitw Ihe 

corridor, and so anyone cnterin8 nr leavins tht luUt roorn�. There iJ also a "irwin8 hole 

and a �ret door leadin8 inl" tht adjacent rOOI1l .n. 
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Ch ... btt of E,m. S.II Sinb. 
Rtd I*f. ThrK fed square, and let three fttl above the nOUl'", Ihis small door i� of wood 
pllimC'd ltd lind filled with II golden knob and IWO 1<(")'1101(,: one on either sidenflhc 
knob. The wood b t� prictless Oyt variety, and virtually indemuCliblc afTcf hc;nll �ur­
rtct])' curro (although this is not apparent, &5 the door h�� 1>«11 paim.....:! r.-d). There is also 
II plllquc lid Mb�hC Ihe ttlob • •  Iso of sold, wilh an inscrIption In an ancient longue. 111:1 
doubt • dialect or the fiul DWltr\'cn inhabilants, Thi� 15 npecially unu$ual since Dwa�'es 
repuledly never 'oniu: in their own 18I18uII8C. To deciphcl Ihis "',ilinl would 110 doubt u:­
qUlle Ihe combined c:rrOfts of II flardic lingui�'ics ClIpt'il and iI .. iIlin. D,,'alven So:ribC' (_ 
highly unlikely .:ombin&tion). AI any nllt. the inSCTipliOn i$ "Sparklin8 Itta�urn lie 
beyond, but those who aratp for Ihem will yield up only ,ems of factlS 100 .�harp Iu bnr. 
The left is filhl." The torr«1 interprClalion of Ihi� �tl� IS 'The knob i� '" tfap: and tum­
inll it .... ill �t It off; and usc Ihe lefl lock.' l f l he knub h Iw.Sled 1,,"e11lY one long nC'Cdlu of 
laen (fuceled Mnd jc .... t'I-likel nrc Ollt of hidden �lol� 1111 aboul lhe door, [lincu�hionin.l lhe 
fool billdlng tht knob. They should all )Irike It) rllpicf� + 100, doing puncture crilicltb. 
n.eu� Hre backup needles, so Ihe lrap is equipped tu firt up 10 u:ven .imes i(lhe knob is 
I in kelet! wilh lepcaltdly. The liShl keyhole t ri"en Ih(' �ame t rap if S()RI«lnt IItlemplS 10 

pid il or C"en in�rl Ihe correct key. There are IWU \'opi('$ of the key, both of lold. One 
Sauron him�lr has; tht Olhcl is held by Khamul. who dOo:� 11m �hart tht secrcl of the 
dom w.lh Ihe olher Na/.gOI. Thert i� an alternali�e way to o�n tht door: simply touch the 
knob Iighll)' <llld conceni rHIC dcepl)' upon I ht ,'IOurce of all the "'01 Id'� I khes. The door 
... iII $prinK open of ils own accorn 

tllntr trUlIure room. Beyond are Ihc je .... eI mines of Ihe Dwan·r... 
SrtrC'1 door. Clt\'crly $Culpled to lelotmble the: rough.hewn wall of the ccnlla! �hdt. It t'8.11 

be opened ""ith a ri�m ,ho,·e • •  fl('1' whith il swinls e:uily in, and .... ill slowl)' d�e·iIKIL 

Thne is a handle on the inSide ,,"h ,,'h14:11 10 pull the doOr open. and Ihere is a hn"y iron 
bar whi�h un be laid aOO55 It and filled into lloob, rendtTinil the way im[l"�(IIhl�. II can 
only be '''''ked as long as Ihert Is K!rnffint inside, or�'Our:.e. 

\. 

\ 
"\ 

lJ 

" 

20. Ihril'pol.w" " oralf, Access 10 Ih.s room is vi. a secret dool. To opc'n, ooe mUSI firSt 
pmll the door .rea. and a 4' ... . de II)' 8' high 5«lion of .... 11 slides three f«l 51raishl in. 
....nls. UpoIiinl a ponatway of smooth Slone. §CI in ... ·hich on the Icfl sidc i� a 6" square 
mftal platt" ... ith a keyhole. The lock is ShC'Cr Folly (-SO) 10 pick, There is also I lrap: the 
entire metal platt mU�1 be pressed 1""'flrdS 3M, al ... ·hieh poinl It snaps inlo it$ oorred 
linkage whh Ihe door. Note that plnl or the SO mollifier Is due 10 the faC! thDl the Jock is 
SCI r inlO Ihe wall. If 50me (lOOr unfotluna\C attempiS 10 pick lhe lock ... hile Ihe plate i� 
s,till flush wilh the wall il il mcrely Extremely Hard (-30). Succnsfully (or unsu«essfulbl 
pickIng the 100k I hen only I rl"tTl IhC' II  ap. Ob�iously I he Ilap 11!;tlf il au;y 10 t!iwm, but 
because of iu unusual nature, Ullin, the rool 5pttifically tKamines Ihe plale ilKlf for . 

n.p. il i� Sheer Folly(-SO) 10 diy;ovel. The trap, tdueTed irnnltdialely after any .11(mpt 

10 pkk Ihe lock in III� unrcc�'iCd plale, is a §CI of dozens or lin)' name jCls eunninlJly hid­
den around the porlalway, fueled by a natural gillS "enosh. Anyone inside the oortaJ itself 
rcceivel a poinl blan� fireball strike. )IJ nil5 damaSe. All olhen; .,..I\hin 20 feel of the porlal 
also suffer the "rike, bUI nOt pOinl blank and their dllmDie is onl� x2. The If"'P will 
en&allt e�er)' lime $Om«lne attempts to pict Ihe toct unlm the plale is depresl<Cd. AI any 

rate. if thC' lock is correctly manipulaled (only Cricdhrlnl has keys) the door slides in 
anmhtr fOOl, and Ihen ,rinw; up into the edling on �Iccl tracks_ Wilhin are myriad tOt� 

stoppered jars, vials, fine ... ·ood bo.\cs, and kathtT pouchC'J, filled ..... ilh nearly e�ery herb 
and poison kno .... ·n. Ther� are betwC'C'n ten lind I .... 'enly doses of mMI common hcrb�, and 
1_4 doses of Ihc r.rel type.! (sec chart 8.32). There I1re III leUl lhrcc doses ofc�ct)' poison 
on the liu� (SC'C chllrt 8.3J). The conlliners �re al! markell, bUI In lJIack Spc«h: Ihey arc 
oL'iO all relllli�ely fragile and nOi suitable for tra�cL There arc Ihree belu equipped ..... \1 h 
nifl)' pouches and lin)' tuugh �ials, bUI IransferrinS Ihe tontentJ would be limt consum· 
ing. Also in the room arc a number 01 Jar� containing �'arIOU) ('heOlleals u.�e'eu 1(1 '1-
noranl intrudef$, bill important to Cdcdhring', ehemical research, .nd. very prc.;isc �If 
and weighl). 

17  
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11. 1.alH,lnwr'}', A reinro� �Ieel door)<'1 in deep sled !rack, ban Ihe ..... a)'. lind can onl)' be 
openro b)' tht' unnance of Ihe word "Edraak". Thc dool ",ill 'hcn iUde .�mOOlhlv inlO the 

CClhns and aUloma!lcally CIO$C' len second� lalcr. Thc onl)' way to opC'1l Ihe doOi ... lIile in· 

side Ilhe door is cO'mpletciy wundproof) 15 fO sa)' "Aardek" (1101 quite Edraak bllId:"a,d)). 

Down a shon nllhl or �(aJr5 if Celedhrins', lab, rllltd wllh beakers and nasks, bun)CT1 

burners (fueled b), I he natul .. 1 ga:s which 1I.!J,0 power, lhe name Irap on t he �lora8e room). 

�nd ali Ihe pllraphcrnali. anociated wilh a sophislkHttd lab. Sm�1I �upplie� Clf mallY 

chcmical� are alia prcKnt. a.5 We'll as nrnounu O'r .!Iold, �ilvtl plalinurn, lead, elC, "erhaps 

I1IOST illl)\)1 IQnl, huwtvcr, :ue I wenl)' na�ks conlalning artirlcial healing druss of l'aflOUS 

I)'pe$, and a larle' book, comllininglhe fO'rmul1U. and instruclions on how 10 �)'nlht";i7.(' 

Lev€! SIX 

1 

2 

LEV!':!. SIX 
I.  PDn,"m�, Of ,olid iron, it i,{ normally down (do!>C'd). Controlled hy a lever I,n rttt 10 the 

Idl around the perimtter of the ledSe, il IOt'ks hlto pla�e \I,'hen clo\C!d. Orcs fire alwa)') 011 

dUlY nankinll lht: doo",,"a), (;al positions noted b), an "X"). 
1. 1'0'111" dllnaf'f,ln�. EII�h is II single, rough.l\ew·n chambc-r: II holding area for common 

pri�II'u. There arc �hacklu on chains rnoullttd alon� Ihe walls for more lToubl(\.Orne in· 

dividuals. The: door 15 of Iron, one ioch thick. with a .'Imall barred wlndo\l,·. The chi!:'f orc 

on duty t'lIrrin Ihe I:t)' to these and all nlht'T ct'll doors. The shacklC$ IIrc un/oded b)' a 

simple 1o;e)', and all orcs on dunleon dUI)' carr),ont. The rooms are u�ually unlit. RII.I� and 

random llllll!:' �pider' arc the only pc;rmancnl rcsidenu. 

J. Gnlrd �1.llo". Generally Ihree (lrC$ on dut), In each. 

-4, "rl�lIle nib. Cleaner ,han rhe main dungC'On ( .. hi(h 1.111'1 saying mueh). l>oors arc of solid 

OIIk Zoo thid" bound with iron. None are weakened wilh ale (in fact, some seem 10 ha'e 

almO$! ptlf1fied ,"'0 glelller hardne$�. Eal;h room hn� a COt ana minimal �nnltar)" 

•• 

•• 

facilities, and I� IiI by 8 sinille IOlth. Standard equipmel1l also include.1 an ankle �hack!t: 

flJlo"'ing the prl.!Oller 10 mu,'e abour his cell. but diJcourasJnil C!iGlJ)C allemplS, '·hl:' lock 

011 this Immade iJ con�idenbl)' more complex. aJ are Ihe locks on Ihe ctll door�: E,· 

Ire-md)' Hard I·JOl lo unlock. The chi('fOIC on duty hll$ ke-y� 10 Ihnccells, lind 1/ dupli(ate 
�t i� kept in Khnmnl'� quaner�. 

Mal" 1 urI un mum, Perha� Olle of I h(' 11I0�t compler e collec! iOIl� <J r i n�lrumenlS of per· 
suasion is here, i n�l\Jdi nil racks 10 increa�c Ihe htlllh I, lables \\Ill h wrht and an k Ie binders 

10 OCl:Onlnloti.ale II�� of llimost ;my race, 1T0n maidm� and Olhc:r quaint dc\,cn dt5ij:IIoI.'(! 

10 pC'rlorm III sorts 01 delicious allOCllic:l on Iho!>C' whn are- ulilorlunlllC- enouih 10 lind 

IhemM'lvr:'S here. On hooh and shel"e5 on walls aboul Ihe rOOI1l are ISjOTled 1001� and in· 
.lInlment� for more delailc:d operarions. All ill all a Jlrue�ome placc, 

Cen'nl ltllard Illtloli. The chid Ole 011 dut), �upen.i<C'� Ihe loel from Ihis local ion, lided 
hy two luislllntS. 

4S 

22. 

23. 

>S. 
U. 

1. 

•• 

•• 

10. 

I I. 

I�e hC'alin, drup rrom relallvel) int'J(pen�lve ffilileriab. The book i� wrillCIi ,n II �'()m' 

hinalion of Dladt SpC'C't'h and a code III�CllIed b),Celedhnns, and would probably reqUire 

II ZOth It'�el Bard who already had nucnl knowledge of Alnck SpCC'Ch to decipher it. 

POl"It'ulll,. Normall), opC'n. Ihe eollllO'I !tH'r is in the niche: in the 10Ulh hewn conidor 

llboUl lweUly ft'C1 rurlher Iruide. 
Tr()l/ q"ulel'S. 14. Set'�t door, The I'roUs art ...... re of Ihis door, and p,even! unautholll· 

cd personl lrom u�ing it. 

OI01-hal quart'". 

S'air.J. R)'rfls�illll lf:\'("J 6 emird),. Ih� 51ain j)ro�ide dirt("1 acxt:�s tu II:'\·eI 7. 

.:II'e «lis. or '!C"l �lOnr, and fairly wcll lllu.illlitined. Other rh�n rh(' rpCt thai Ihc!>C are �C-pl 

reas.onahl� clean, Iht3e' cells arc rurnished identic-ally 10 Ihe priva/t cdb 1'4}. 
ell'lI (If t:'uommunl�.II(l •. III apptafllnCC $imilar 10 an elile cdl Ucqll that any usel of 
Challnding w'ho is placed in Ihis ccll i� unable to caSI any af his spC'lIs. due 10 c-nehanl· 

mems plAced Ikre b)' Ihe IIn,� of KhamOI. Should Ihe pril>Oner be fOl1UlfltlC clloulIl1 10 

e�capc or be rdcu.scd. he will regain his powers after a night of r�l . 

Cell of BIM�" wit. Analher elile ccll, excepl tha/ lhe wall� arc shnthM In a rare material 

called cOil: black beinll the I'el)' rar�t , and 'alued for lis JXI",er 10 IIlhibn nOIl-("\11 E�rn:e 

(malic) spell use. The U'>C'f of Essence pul in thi� ct'll will rind that hii Po"'cr Poillt� are 

drained, and remain so unlil he ha_� �n out or lhi� room and hilS rCSled . (Note: Iheree.,\:-

1m a while COli. which inhihilS Evil Esstncc �lK'n II.O;C, hut you Will rind nalfe of il in 001 
OllldvI). 

Cell of Kal.rum. Vt'T)" much li�e Ihe- eo, room 1.-91, C.liCCj)1 Ihal Ix'hind the ..... alls is II rillC' 

ntl of Ihe alloy Ralurum, which adS Ihe same on uscrl of Mentalhm all eOI doa. 10 Ihose 

of Esscnce. 

t..r'Io:(J1'lII �II, A LTul)' l�rrif�'inl charnbc:r for those who lovl: tllc-II 1'0\l,'t'T Points: like ct'li 

_10, Ihi, room ha� a wlr(' lllt'Sh hidden Ix'hind Ihe sel Slone walls, thlll time or K"k(>fQ; a 

I art'. golden colored alln)' which. in surrid("1I1 quanl" y. eonl"lC1ely da'nncn� all spell !I nd 

cllchanled item "owen or any 1 indo I'Clhap� the mO�1 fJOwerful arlifa"IS would rec(ive a 

resislarn.:e roll versus K rrgof':t, bUI II i8hl)' modi ric-d. I\n !lvNagr ('ndla nltd II CII!, 11ft cr hllv. 

Inil spenl .'lOlIIe lime in Ihil rOOIll . ..  ould probably recover IU POWt'T� in a day (II two. A 

spell USCI "'ho has $pt'T11 more Ihan a r"" lIlinules in Ihi� room .. ould plobabl)' take wed .. 

\0 recO',·c-I. 
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U:Vt:l. St:vt:N 
I. 

2. 

The Ail" .. The cenlral hollo .... core of Ihe volcano conlinu� down into � dtf:p pit: the 

�tair continues down inlo Ihe darkness. bUI pau� al II landing with II len foo! square 51eel 

panel 5el in the �nln'. Thl� i� Ihe enlry 10 the thrnne room of rhe Necrnmancer, 

The door, This lIeel square IS aCtually an ele\'atm platfor111 10 the throne room. ON' 
round (len �nds) after an)' weight is placed on ii, II be&11\$ the slow d�nt. FOI fifty 

feet II is surrounded by solid rock, but below thaI point the �all� Ilull bad:, one becomes 

.... a,e - if one call see in the dar�ness, )illce a mnal door �"de� ,�hut to �al lhe opemn. 
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above, and cuI offall lillht - lhal ht IS �lo .. 'l� �inkin& through the eente!" of a lalge ene, 

There an: no railinK�; the ,quare �rind$ do"'n on four trKh running from nom 10 ceiling. 

lit its rOUl l:Ornen, AI lll!il Ihe plalfoml )toP), nu�h "'ilh Ihe Slone nom, Ten second� aflef 

the "'eight leave� the pIal form il ri!o(� back up to ils upper position, The only ""a)'IO 

IrlliC'<1: 11 is b)' in>erlin¥ a key in a ke)hole in Ihe wall uflhe I:hambcr Ilt fl, Onl)'lhe Nille 

Il;!we keys (the Necromancer has no n� of one), The lock IS Shttr Folly (-70) 10 pid" .nd 

i� lrapped, Failure 10 dilum Yldds a poinl blank Lillhtnina Boll )( 50 . .0:6 hiu, 
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Ooor. A lonjl;, "'indina. ruugh·hewn corridor leads I' last 10 a hUKC' JI�1 door, {wrmy Iff! 

hi,h , mlttn wide:; ils Itonc doorframe is in ,he shape: of II gmhk (poimt'tl) ar�h. II 0JM'n� 

Il lhe approach of any Ih.nking heing. unleu Ihe NecromallCt'f "'j,h(5 otherwise. Heyond 

i, . . .  the ThrolK Room. 

Thro.c roo .. , A 10113 r.tmp slopt'S ,radually down 10 the n001 h:yC'1 of Ih", room Thirty 

fcct belo"": alu:rnatt ... dy. there ;. a narrow balcony rUlloin" the ptrimcler or Ihe room. ,hC' 

floor an imn 8rarina. ThC'o�'elAll I<'nllh OflhC' room ;1 100 fecI . rhe vddth acros� the 

ernter i, sill!Y. Note the cOJr�pondllll rafllp runnin, alan, t he other clIl'vlni "all. In tht 

ecnrer orlhe" rOOm is II hUie circular slab of ,lass, one fOOl lIigh .nd lifly (cel in diameter. 

The alau ,Iow� red and amber. and i� 51101 ... ·ith rlaiali llA �trt�k� of color. 11 re_l�mbl�5 lh� 

Iris ora hus� �y�. Dis«linS eh� 'irh' i� a len�·5haped hole twenly fcct wide, " blaclt.: and 

boltomla! pit: Ihe pupil of lhe eye, Rising OUI of lhe center of the pit i! II column ofah· 

wltudy bla,k 5tone. five fec1 in diameter and )hca in ,1ilS5. It if of hlack 1008: Iht 

malerial which prC"'enU the runCllonina of non-cvil esxm:e. The throne itself. re�lins on 

the wlumn. is a lar,e Jin,le Plett or black obsidian. CII-� 10 form II- chair .. -ilh a wide 

nared back len feet hi,h. Silt bar. or black iron radiate oul (rom Ihc column 10 Ihe 

perimcter of the pit 10 "cady Ihe colulml. htKt in Ihe biu:k of Inc Ihrone i.\ thc Jign of Ihe 

c)'e. $et in preciou5leml. Ihc Ir15 a sinde piett of Ilowing red Ilicn. Whilc SUlcd on ehe 

throne, Ihe Necromancer 15 able 10 comrol St\eral fcatun:,; or lhe room with bUI a 

IhoUllhl. The throne cln be mlde 10 plVOI 10 ra� any direction: the C)'C on Ihe back of the 

throne can ealt a Fircboh ... 60. �6 dama8e. al his will. In addition. due 10 the nature of 

the slau of the iris. the Lord of Dol Guldur can summon ilt ahility In inhlbil all spell u�e 

In the ehrone room but his own. He is also able 10 conlrol lhe operallon of the two fa<.:ing 

�Ieel doors whkh provide a�� 10 Ihe room. RllJIdom fire; ICllp up frnm the d("J)lhs of Ihe 

pit around the throne. often nick-inll up to blllcken Iheceitins hi&h above • ..-realhinll: the 

hlack throne in blinding. burninl fifC}. AI other limes. clouds of slllo�e anu Sleam surge 

up. pIl,!ially obscurin, lhe Ihrone lind ill occupant. billoll'ine out Itround the ..:bambcr in II 
choking fOS. 

Level €'qht 

l 

l 
2 

l 

LEVEL EIGIIT 

I. 

2. 

Suir. The coilin, stair or Dol Guldur ends here. IIhhollgh ,he Shafl C(lnlinue:s hr down in· 

10 the darkneu. 

])our. Elich of theK doors is thrc-e inch I hick hardwood bound with re,nfor� �(cel 

Mrap'. Thcy arr lock«l b)' Ihrre irun b�r� cBeh which shdf OUI of rC""Ccssc� on one side. 

aerou Ihe door. to fie inlO notches on Ihe other side. The doors arc
)
,hduly to keep thing� 

in. a.s opposed to Ollt. 
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J. 

DolH'. Each of Ihe ci8hl dools is. �inlk dear lacn �hec1 one inch Ihick flaen is a 8Ia��like 

5ub3ilance. bUI "inuall), Inde�lru,"lible). in poinlC\J archwll)'). Snide each door on Ihe left 

i) a mnll! plate "'ilh a keyhole. Each I()(k is E ... tremdy Hard 1·10) to pIck: all afe d,r· 

fnenl . Whcn the corrCCl �ey is insa-Ied and turned e1ockwiw. Ihe laen door glid" straight 
up inlo the- door frame. 

G�I quart,,". These ale lhe gunl rooms of the olher elghl Nl7gul . .. hen Ihey come 10 

Dol Guldur 10 oon$ull "'ilh their mDlcr. At Ihc cntrance 10 each chmmbccr lS a laree door 

of polished oak. bound in silver. Within i� a mile of room) 10 11�.l lhe most rO)'al 

quarters in all Middle carl h. After all. Ihe Rin&wnilhs were once kina! among mortal 

men. Almost like museums Ihcy are, rlIled with and�nl Ireaurell And furnish111gs of Ihc 

fin'""t qualily: worth II. fOTiune. If one could )urviv� 10 81.'1 them OUI. 

l>OOr. See U. 
Qllant'rlI of 1M Nf'('r(l .. anfer. Of qualit�· 10 make the rooms of tile N.�8ul appear as 

ho.·els. lhese rooms arc rich bc)'ond eycn Ihe imaginin8! of mOSI I;-ings. The door 10 Ihc 

antnoom is of$Olid milhnl. And slid" loone side a, Iht' word n( ,he masler only. The 

doors bci..-een Ihe room� arc all or priceless D}'T-.... ood. I\c)'nnd Ihc an'eroom is Ihe hUll.' 
bedchamber. and '0 0111.' side i511 )illiol·room. Of eouru. e,'en nlore' $0 Ihan the 

Riogwraiths.  all lhelle Ihing, are but con\'mlioru; unneces,ar), trapPlnlS for one who i� ae 
tUAII)' a noncorporcal ,pi,it ... ho lakes on physical form ror his o .... n amusemenl. or lhe 

lenor of Others. 

l 

Brft'IIinJ pit). Here the Oark Lord commils hIS m()�e hideous cnme� against lhe creatures 

of En dar. corrupling lheir ver)' bodiC$ Ind b'tcdinl them U1l0 his o ... n sl�,·cs. Whllll 

techniqUe!> . .,.·hal llnspc:a ko hie sk11Ls I he ma�t et of Dol Guld II r Ul ilil.c) to mould I he� poor 

wrelched creatures 10 rulnll his purpo�Cli arc unknown. but hi) palient work has producC'd 

I he hybrid orl:$: I hf Uruk _hll i. Mild hii troll·lordl. the OIUI· hai. Drc neari nil complet ion. 



, 
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7.6 CEBER FANUIN (LAIR OF THE SEER) 

Ceber Fanuin (S: "spike or the doudy nighl'") The Citadel of Huinen the 
See, 

General Note: The ecber Fanuin is the home and laboratory of Huinen 

the Seer, long believed to be quite insane by the few who are even aware of 
his existence. The house is actuafly quit e beauti fu I, wit h its several graceful· 

I)' curving balconies jutting horizontally from the jagged peak. The sheer· 
sided hill is capped by three towers, their bases fused with the nalUral rock; 

and the lowers afld balconies are all interconnected by corridors carved out 
of the heart of the pillar. All of the doors are of two inch thick oak bound 

with iron strips, and fastened with sophisticated steel slide-bars, operated 
by twisting a handle on either side of the door. All of the doors have locks, 

but these are not normally used; all of the locks are identic'll except where 

specifically designated otherwise, Light is usually provided by lamps 

moumed on wall brackets - in the corridors spaced at ten fOOL interval.s on 

alternating sides (closer over stairs), and at varying density in  lhe rooms . 
There is a stairway rrom each balcony down into one of the rooms below; 

the stair may be closed by a heavy oaken trapdoor securely bound with iron 

strips, and bolted shut from the inside with three iron deadbolts. The dcad­

bolts are inaccessible from the outside. 

1. Lo •• re. The larse!t 5in,k room In tht complex, this chamber hil� three tarlt ""i"dow� 

offerin,' a panoramlt "itw of Ihe surroundi� fornl. The fumilUre is. all low coudu:s il.nd 

cushiom in earth lonts. 

2. G •• reI 5""ion. (See "'Tower A" layoul for plans of the upper le"c:I� of this to .... n-) l1'r« 
Eh'en guard/JC'P1ant5 IIrt alwltys 011 duly hert. 

J. Guard lounae. 

4. Rrffu .... y. This $tctioll of hallway is completely open on ol1e �ide _ with Ille c�crplion of 

a railins - 10 Iht .Ir, and a JO fOOl sheer drop. 

S. Lib�r,. Thb " the m.in library oflhe hnu,-" cl)ntllininl IltIUlY hisloric�, ;.u well iI� 
amhropolO&i�1. u\lI.ll1Unlkal ll.nd ph)'Sin r�laled 1'-'1:1$. Then� is an tnlire lIC'\'lion de'ote!! 

10 the joufOab of Huin"n, includinl his pasl and (1IIUrt vii'on�. Mo)t of lhcse arc ;drnoSi 
lolally incomprthensible Jibberllh. There iJ abo lin extensh't littralUle colleclion. A� II 

C€Il€R J:3nuln 
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rule, Huinen's librar� h open for his .'\Cryanl�' and iU(!iI�' use. The room is furnilMli onl) 

with $t\eral labIC"S. The willl� are lOlally CQ\'ered ... jlh bookshth·C"S. 
Rudin" r\O\lm. Comronably fumished and well iii by a !'Quthem exposure. this is Iht 

plefe. red r()(.lm in ... ·h.ch 10 peruse: malenal from lhe librar�. ".intn's nffiee. Furnisht'd 

Wllh a hUKC Ullk desk lind �everal plU5h chlirs, Ihls is 101 dim, clullered room; dullcred 
ba:-au� of IIIr llatk5 of IIlerall)' hundreds of paperlo Jlre"'11 aboul Ihe room, nOI to 

mention IIIe IInfini�hed. journals and n<Hcbooks Slacked haphalllrdly aboul. There art abo 

myriad knid:nlcks piled uound lht room, nont or Ihem �cry valuable. I lowt"". thrft il 

a �rCI pancl in the �tone .... all ne!fl to the window, and inside il is Ihe headband 

Rirllalason (S: M$Ouud of mlmy .... inJ5") - .� lahle 8.J3 for detlils - in a small box of 

fine wood. Huinen occa�ionally will lock himself In his omce (lhe lock 011 1his room is 
differenl, aud only lIuine-n has Ihe key; il is E�lrcmdy Hard (·]0) to pickl open Ihe 

.. indow and uS(: Ihe Rimalillon 10 SP)' oul Ihe Iinds about his home. lie nuely g('N!;S OUI 

txcepl II ni,hl. 
Laboralory. This room Is equipped .... ith an c,\lcmive lab and II "ariClY of chemieals, bul 

Hujnm kno""$ liule- of chemistry, and d.bbks .... ithOul pUfJJ05e. There is nOlhinl hCl"t of 

panicutar usc. The door to this room is ke� locke-d, Ibrd HO) 10 pick; and Huincn haj 

Ihc only key. 

Gu.n! men Ind kittlw-n. (See 'TOWER B' for details of upper levels) This il Ihe informal 

lal herinl place of the &.rriwn. 

I)r.wlnR rlH.Jm. Carpele-tl and curtained In dark rl'd . 

Trap. The lasl lel1 rf'Ct of noor i� a pit trap, Iriucred �'hcl1 more Ihan Fifty pounds of 

wcilill is clCet'ted on it . The trap is II chutt. dumping an� �ho fllil throullh OUI Ihe eliff5idt 

10 bounce their "'a� down Ihe 100 fOOl drop. 

Dinin. room. tle-sanlly furnished; scating fOr ,"eh·e-. 

Kilt�". 
Panlry, 
Balton}' 

�.nl quarlen. Thrt(' 5CrVllnt'i reside in Ihi� chambel, whith is subdl�·idl'd. They art 'on 

('all' al all lime-s '" ans .... er 10 I he needs of I heh mUle-n. There is a pulley SYSICTt1 $0 that a 

ro� pulled in either room IIlII l)r �lll �'iI1 rinl a btU here. 

CUI'lllI qUIUlfl'li. Rithly furni$hed guCSt bedroom. 

KingUn's quulHII, 1-luinen'I mYSfic assl51ant Rinillin liye'S here- amonil.�1 simple- but 

ClCpo:nsiv� furnishinil}. Ringl;n i5 a Noldor Elf, lo�alto Huine-n. but basically neutral in 

nalure. He i� at odds .. ·it h Arlen ,see '19), as he belic-\"(�, Ihal her 5ullilClilions are conlrary 

10 Huinrn'� health and Ihe lon, lerm sur"h'-al of Ihe hou5C. He-, of toursc. has hlile inklin& 

of Ihe Iruc source of her ideas. kinilin h.s black curly hair, is slender of bllild. and Siandi 

6'7M lalL His e)C"S are- pcrhap! nl$ most unusual fealure. and earned n.m hIS "arne: ' ... ·nicll 

means �(hi1lin!; clllnce� in Sonda"n): thty arc- a brilliant �iolet and it is said Ihal his illnC(' 

alone- call Pfllalyte-. 

• 



19. Arlen', qUlrltra. TheSlark bedroom of Huincn's Seer assislant. �he i� a �ilvan Elr. 
seduced 10 evil by Sauron himulf long "go. whom §he had tried to spy upon with her 
Seein! abll nlu. Of couru He dC1ecJed hcr fumblinl IIUtnlptS and look conlrol of hcr with 
his po ..... ers. She hils been instrucled to turn Huinen to the ''Hue "'ay' or evil. Huinen's 
aClions Dre. ho .... ever. $0 erratic that there is seemingly no danser of him prescntin, any 
or,anilc:d Ihreet to anyone. The entire garriwn is completely loyal to Hui"cn. 50 there is 
liule chance that Arien could anlnlle an ·overth'ro .... •. Aricn has lonl chestnut hair and 

vet'n e�n; she b 6'2� till and Clrfin her body wilh klinegrlKe. A rarc beaulY C'oCfl 
amon, the Immorills. 

W. Wurkro..,m. A lencral operations Dru .... heu� upkeep of dothes, furnllure, eiC. IOC'S 011. 

11. C •• rdroom. (S«" 'TOWEK C for detaib of Ihe upper levels) ,"our ,arrison luards ale on 
dUl y here III III timn. 

22. Stalrwa}', The matn 51airwlY In the houSC', in Ihal i l  i5 Ihe only cOlw('lIIiollal method of 
feachinl Ihe for""l noor. The 51111 spirals down 100 feel, opening OntO a winding, lough· 
he .... n tunnel. and fin.ny I small lIabl.e ",here 6 hor� arc kepI. T .... o guards .rc posted al 

thc ent ,an�'C bc:lo ..... The 11001 at Ihe bOl1om IS a skliliully m.de 5CCrCl one, e"en lhollgh 11 
is lMrgc enough 10 allo .... . hor5c �nd fldcr 10 enl('r and (':\11 (:2511y. II elln abo be 5ccur('l), 

locked from Ihe ut,sille. 
ll. Arlnury. The highllghls induck threc ... I S  10Ilgbo .... �. five "' !O sho" s ... ·orlls, t(,11 ... , da",· 

geu, one +20 dagaer, tWO '" IO sh lelds, lind onc + I' ge. 

l€VE1 2 
l€vEI 3 l€VE1 4 

TOWJ::R A 

1.��eI 2. Guard qIlIHI,n. 1I0II$inl 20 guard� in 5ubdividCIJ rooms. 

1.I'�·eI J. "llIfllre hili. Thi� i, an unfurni�hed chamber in ",hich Ihe garri!K)1I bru�hcs u)'l on Ih{'ir 
fishtin, s.kills. 

l.C' .. eI ... ObR,n,llIn lounlC'. II comfOflably furnished room .... here Iht guaro;h �pclld mall)' of their 
off·hours. 

tilth"" IMSflor 
PROFESSION: "'� Sf, " CO: .. 

I EVrI : H OU: .. AG: 100 

H ITS� 1 12 EM: " SD- .. 
MEl CE BONUS: . .  00 IN: " RE: " 

M ISSII E BONUS: -" PR: 101 ME: .. 
AR:-'10R TYPE: I( 100) 

SPELL BONUS: + 20 ( ... 80 lhoc"'boh; +60"llh 
.... alerbolt lin,) 

M.ACI;.: Noldor 
rOWER l'OIN1S: (9') x 6) , .. 
In appearance Hili ntn ( .... htn nOI disguised. liS hnlmOl;t in"ari3bly i� whCfl ht ll'3vt'S his home) is II 

Lall. �Itndtr man. 6'1 O� In hri1'!ht. "ei,hm, but 200 pound�. The I)'pica] noldorin black hair i, in thll 

��"cr) CUll)', anu .hUI wilh maI1Y �Lred.� of while; he ..... ellr� il �hort in an unkempi mop. He hal P 
long race .... ith IIlIlIe hlll.el (,Yell .... hich are roflletimc<i emerald, somelimes deep brown. d�pending on 
the I i.:ht: II smnll nl)'Ie IIbove u !!lout h .... hich i5 ll.'iuall)· hunain, �hl!.hIly Op.!'n 1 he rtvetnll Impre��i(ln 

.. hen "h'en the rarc ol'JIon unit), 10 meel I I  uinen I� I hili he 15 eil her very 51 upld or mCfllally incomplele 
('not ratin . ..  ith both hands' 15 the 1I0bbits $:I.)'). IUs voice is YU)' 10 ..... and he �peah with a sluncr 
IIhe rieL thai Ihls is a d�hberat� affC'\:IDlion is • .  �CC1'CI h� share$ wilh no one), rurthtr addinS IO 'he 

n�erall apPClualU:eof tOllltllCpl1lude. lie hasbeen kno"'n lodrool, On lhe mherhand, .... hen playing 
a role, Huillell can be Ihe epitome of the trul), repl Elven 101d. or an)' oth�r lullt: wh,('h he m.)' 
choose. I k IS a siellar actor. 

lIuincn lion not (on Ode complelely in In)'one. If Ihere is lnother pcnon ht truslJ at .11, it Is 

Ringhn. his prlll�ll. He !.nO"l'J that Adell IS now I slDve l oSauron. bUI allows her 1011a), In Ihe hope 

Ih., she "'III reform. The Seer's allilude lo",,,.rru "u�s' ,,·arie$. Ind could bc considered Lrul)' r.n· 

dam. Umn,ued mlruders m Ihe house are not of len trealed ..... lIh ,reat kmdnen, usu.lly h.ylns.1I 

m�mo'1" of II' IOtalton ,emoved rrom Ih�ir mlrw:l. and SCllio, �ft in rhe forest far ..... a)'. On theolher 

h.nd, HUUlell l, .1 ... a)'5 .c.nnlnl l� surroundms "'ood. and memben; of his household ,u.,d are 
al .... p}� oul 1'4111011111' Tn'cltel� .. ho .,e (t rul)') In Irouble arc frequenll) talen In alld aided. Iht'n 
helped on Ihell "'.y. Far ..... ay. H ulncn valutS his hom�'s 'ioCCrC1 IOClI110n 'cry hi,hly. 

The ma,i.: hem� which h' IClularl), carries indude II fulI lenllh cloak ",hkh allo""'� him 10 become 
invisible inMantl)' .l often as Ontt pt1' round: a rin, .... hkh allo .. . � him to nrc Wmterbolu 300'. and .1 
... 3 hil5, al frtquellLly ;l.' .11\ timn per dM),. The TIn, r�chargl'<i dati)' .nd cllnnot be: perm�n�nlly el(· 
hllu .• ttd. Hr 11'>0 ha� a headb.nd "'hlch prolect. 3� a metal h�lm, 11 �Iud eaTrlnl (emtrald <eL In 
mit hlil) "'hith 1\ hiah Iy I nl �lIi,enl and �pt'aks J 00 laniual!e. {mOSI ally I hili .... 011 Id be encou III tred): 
.nll a SCI of lelll her "'ri�t bra�'el) .... hich crntta ml!ly IlUr!l about him III ""III. adding bOlO his Defen. 

,h'e !Jonu!. 
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C€8€" j:anUln (3.E"'''' V'EW) 

TOWt::R B 

l.e .. eI 2. Guard quarteTi. Housinll 32 guard� In $lIhdlvidC'd rooms. 

l.e�rl J. Pmllner quartcr�_ Subdivided 1010 fhe edls. this arta accomodale:s any IClTlporary unin_ 

"'ired �i�iron 11'1 ""hom Hui nen is not inlerdlC'd 10 e."<lending h 1$ filII hospil.lh y. E"en I hesc looms arc 
fairly comfortable, although they arc equipped with shacklc� fllounled 10 the .... all, on ('hains long 
enough for Ihe prisoner to fllll,'e about Ihe room. Each «II is closed by.n iron door with a sm.1I bar­
red .... indow. The 10th arc Elrlfemc!y Hard (·)0) to pick. Huin('n .nd his bod)llu.rds ha"e keys. 

Lf�fI 4. MU5flim. This room is rillcd .... ith. �.rietyof biulrle objetl d'a": Sluffed raleanimals, fish 
and birds (�po,.!; .... ·oods. Collj.cu. Paylors and Kolbjorn� 10 name a fe"'·.J: a1w Sialuary in bronze. 
marble and glass. ThC$oC i,cm� arc �a"ered ahout Ihe room un pede$tals of "arying heighl and cir­
cumferCllct. c,caling a "'mlable mal� . 

toWER B 

lCVEI 2 
LEVEl 4 

leVEl 3 

LEVEl 5 

Lurl 5. Ob.\er ... Liun IIrck. The .... illl� uf Ihis le"cl afC nlade up almUliI enlircly of Ilan. the roof being 
§Ujljlorted by �Ieci r�inforcing bars. The fluor of this room b "el)' unusual in that the area from the 

OUler wall in Ie" feel rOI�le.l $lowly. Four chpin arc SCI cvenly mbout the perimeter; occupied al all 
1 imn by /lar rison lIuard�. I heir i nst ruet ion� arc t 0 �U",e)' the �u rlOU nd in; lu nd�calX' for intruders or 
an)' unusual aClivily. Shift§ chal1l1� every t .. u hours. Eath I:hair makC$ � complele lurn abouL th� 
loom eHry S minuln. 
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TOWER C 

I A .... 2. AfttnOOIll. The �plllll �Iair .. ayt"nd, II Ihh l�c1. Thedoor from tht slai,W3)' IO Ihi� 1(\'cI ap­

peaf'$ ;d�n1 iclll lO all I he O1h(rs bUI in facl i� 001)' wood .'cneerovtr II SIC1;I "ort. Th(' lod on rh(door i� 

Shtotf I-olly (·50) 10 pick. ami ils m«haoism c.uscs Ii" dud boLlS 10 shool from rht" dool Jmo rtin­

f(lfCed M)C1(1s ur Iht" surra\lIIdilll doorfnm('. Fo. addilional securily. IWO .K\lid iron bar.' can bt 
s"'un@ dowil inlo bnlckeu on the door for additional bracing. 'I hCS( bau are inaC\."C�sible from the 
�Ialrwell. In shorl • I he dool i) P'II"I kal1y unbr nochable by nOrm!!L fitllOS. This 1("0(1 consi�ls �nlifely 

of II large mnrCToom. filled ,"," 111 an ill�fcdible coll«tion oflhe ,audy and Iht bt"3uli ful. Ih� ,ommon 

and Ihe bizprrt. M�riad 'IIrptU O�trlltP on Iht floor and lapeSlrlt' co,·tr Ihe .lIone .... alLs. The fur. 

nllurt" whkh pa,ks Ih(' room I� hom al Irasl Itn diffcrenl Mylcs lind lime p�nod�. and 01) of iT i� 

oovC'rcd "'ilh IIranlic knicknacks and dcvic�. Mi"cd in with I ht I rash 3re perhaps I ,,·cnt)· small ilCIII:! 

of IrUie 'alue, IOta IIi 011 apl'!rCUinlRltiy 10.(lIJO&p. 

I.tvel J. 1IIIIIft�II'J Setl"!!. mofl'l. Th(' ullly furobhi III!, ill I hl5 room is a largt. Tllrondike chair mou nted 

onto a IWO srep p('(lntal. Th� chalf i� m:mh'e In de�iin. lind made of oak. with rcod I, .. fol/f upholslCfY. 

Thc tups of both arms of Ih(' chair nil'! up. re\'caling fouf bunons Oil cacho Iht" prnsing of whlth do 

I ht" following: foront Irft : rolate I hc chair Ind dah conI elelod:", isc .... hile held do .. ", Srcond !cft: 

rotate Ihr chair clockwi�. Third lef,: ,au�� .reel panel� 10 slld(' down ovcr I he windO,",s io the room. 

prolminl thtm from oUI�idt" 1IIIIId and CUlling off all lighl in Ihe ehllmbt"l. j>re�in& Ihe bolton 

apm raiJooeS Ihem. Founh left: eallSO I sleel pantl to slide anou til(' opening in  Ihe nunr through 

which I!\)C) Ihe �lair 10 Ihe ameroom. Rillhl fronr: (Irllp) cau.� a 5prinll lo.aded needle 10 (ire OUI of 

Ihe back ohhe chair into Ihe back or whome>. er 15 siuinll in il. Tr(al as a fapiCT ... 100. no qUlckne�� 

OOIlUS for lallel. R apier i� lipped wit h I he pOi<;()n Ondohil hu; (5« chart 8.3]). Anyone receh'illil II 

cr!rical mU)1 r�siM Ihe poiwn or �l1frer Ihe effe.:r�. Sttund righl: tri�CTS a masicil fOi!. TlliS miSI i� 

crelued 31 Ihe perimetef orthf, room along thectilina. a"d noalS in Igle-y. oflaqut" sheet 10 Iht" noor. 

""lItre- il rolls aboul and e�t0111ally dlsr;ipal�. Hllillcn u:;e� Ihis mhl a� a 'projeclion screen' UIl'OII 

which he 'all carr'loe �Arious images and �ne5 to appear u�ing his �jX:1l puwer�. including Ken(':S I'rom 

his "tC'mory. Third rilthl: A frtr pf('MinK Ihi� hunon (and :aflCT h'''11I1'; �ummoned I ht" fogl. anyon(' sit· 

Iillg in I he ehD" can me-nI :ally 'I ra"cl' anywhere in I he huuJe. F ourl h righ I: (trap, ell U$t"S a magical rOil 

�i1lli lar 10 I h(' scrcc:n fOi. bUI Ih i� luu a ,lighl Ircc:n Ii nae _ and IS deadly I 0 breathe . It fill.' Ihe room. 

a nil all m u�t r(':SiSI Of fall ilsleql and e.'e-mu311� dlt". II IS iI dCTi. atlve of I he poiwn Uilh·i·Girl! h (�cc: 

charr 8.JIl  bur much �trunger. "reulng the fint and �nd left bUllon, �imull ""00usly eausc lh� 

I hrone and dias to rais-e ioto Ihtccilin, throu8h lsecrct door .... · hkh opens as Ihe chair ri�. Thisisthe 

onl� 'llornlal' mode of an'n.\ inro Huine-n's bedroom . 

towel> C 

o 
o 

Level 5 
Level 2 

level 4 

® 

level 3 

1"" 'rI .·owr. lIui",,,'j brdm"m. A. large cUltained bed rCsl& agaiml Ihe wali: Ihe .. alb. whert" nnl 

pUntlualed by largc ,,·indo ... s. a,e cuvc:rro by Wardrobe's �d a8Aln$l lhcm. Ihese btina filled wilh an 

�cle<:lie nsorlmCIll of dOlhcs M varrou� slyl� Dild Iy�, it� "'eIl IS SOMltodiJ padded iTem� . ..  hieh The 

ItSlule intruder may ralr .. t 10 be body paddrnlt 10 alter HU1fl('n'5 nittun!! form. The- bild. o( ont of 

I hcse .. ltr d 1000 ,\ fAt'C!, and is in (ael a secrel door ... hieh opens 0111 0 iI r u 1I 1enSI h 111 i, ror. The- minOI 

II. a� one may �USPC�I, mallieal in nBlure: il b II )hOrl TOnge Ieleporl, Ihe only access "I� 10 the Sec-inl 

roomllbu�(' Ont" $implysler' Ihmugh Ihe mirror. and apJl('arsin lhe mo.nabu .... in (mnl 0(3n ... lh('1 

such dC'\ iee-. The-I C I� aiM) 3 hust dft.r.t'I" wil h I h ree flan kIng min OIS. The I op of Iht d I esser i� CQvca"tJ 

wilh m�riad jars alld cans of�ill iou, IIlllkcuplI - an (�Ilemd) SUphl�lkaled and compl�l�colle<:l lon. 

The.e- ar(' .bo a numbel of hecslllndin,.fuil lenglh mirrors SC"I about. 

l.nrl l1,·r. SHin!!. I(onm. Hert is Ihe nexm of Huin('n's po .... er. Tltt window5 in Ihr room flre in fllcI 

ICIoefl, anll quile ul1br�al;llblt: thc YClY .. aU, would rail fiul.and Ihey Me feinrOf�ed "'ilh Sitel b8r�. 

rhe onl)' lurnhhil\l� in Ihls 100m arc a !13b of glan dill( feel hIgh, Ihree wille-. alld onr Inch rhlc� . 
.• tandi nl .. II hOIll IIny � isihle �u pport . bUI immovable Rod vi 11 ullily i nd�1 1 ucl i Ille: I he 01 her end 0 r 
IIle- leleport f r011l I he 1('\·t"1 btlo .... : abo It chair and lable. 1 ht" chair i� ornalt and dClalled in d(':Sigl1. of 
oak "'ilh R padda:l rcd ,·f'!ou,. scal. The labk has II p()lish«l bla" � marblt rol'!. Ihr(C" il1ch� Ihlck alld 

four fee-I in diameler, sum)CIrled hy Dn OO"lllllr iolden pedeslal �hapetl 10 rt�cmblc II Iree with 

�p"cadinK roou a� .he base !lnd radianng branC"he� 10 hold Ihe lOp. xt upon Ihe labk is an olb of 

erYSI ai, one f()CIt III d laroele-I , I rM i nil on an i OCI edibly drliclII e bll.'>C of finel) wroughl III il h ril . TI,c Ol b 

15 I Irul)' powerful dt�iCC" ofSrting. alld .. itll it I-Iuin�n i� ablt 10 IItillLe hi$ Secr', power� as if he "'�re 

II mllth h'lhe-r kO'd. To bt mort pleche, il I� a ,6 pp ellh;mcer. and all()"'$ any Ster 10 e3st any spell 

li�t5 (alread� "nO"lI lo him) up 10 IwrlllY le�cl� abo�c hls o,,". while USing Ihc urb. Thi.' i� heavil), 

dl ain'nM:, and HIli nen I§ ollly capable- of doinll il a few I imu per .... ed; ..... 1 houl penllanenl dll magt 10 

hl� peTmanenl Sla,� Huiocll i� able 10 rap Ihe pp mulr'l'l)in, aids of Iht" orb .... lIhoUI bt"1"g '" il's 

presence. He has Itrarned IlIu,'h of evcnt� i n the WOT Id. and perhaps I hal WTl1 rr bUI cll lrCall)' I 0 hi, nil' 
lelll stalt or'ln�nily', reali/inl! a� ht d� Tht pcril or lhttn�mie�or Sanron Much doe� hr �nn .. : IiI. 

lie "'ill ht" communicale 10 1I1I�·one-. c, en hIS I I  u�leU adht"renH . 
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7.7 THORONTIR (A GONDORIAN OUTPOST) 

(S. "eagle's watch") 

Gondorian Border Outpost (facing the Asdriags) 

I.  Gale. The pQrlal .. OIY is fiftec-n (CI high Ind Rn .... ide. prOlccttli On Ihe OOICI )ick by a set 

of four inch !llid: iTOn bound .... ood doors. which can bt" reinforced by t .. ·o hUlLe .... ood 

b.a� laid acfO$' them. A few f«1 funhcr In a portcullis can be dropped to sea] the passage. 

Made of oak .nd n:inforeed O"crllll with Iron "raps. The portcullis i� operated by II 
C<lunlerba lonce- in I he left (in ncr) lower. 

1. To .. ". All ar(, of ba.'ically similar construction. hl\'inl a spiral �Iair in Ihe ctmeT, ";Ih 
landin8s al rach of Ihe Ihrt(' slori�. There- art no .... ·;ndow' on thr (jrst floor: and arrow 

.�liT! on The��n)lld and Ihird. The roof wlIlI� arc crenellated, All are J' fett hiah. The "'aIl5 

eonnmill.l the lOWers Ire Ilso cfellt"lIaleU to provide plot«lion for bowmen. 'and lIe Ie· 
t:eS5td via narrow doors on nanking lowen on Ihe Ihird noor. The walls flrt" 25 feel high. 

Shifls change- �"ery 8 hours. Of\(' man is sialioncd on neh to .... n. and one patrols elch 

wall4«tion. 

J. Well. 

•• 
,. 

6. 

Stlbltt. Hou�illi 70 SleedS: 60 for Ihe CI�alry .nd len ror couritU and the OrrKt'rs . 

BI�b. HOUJing 100 mtn ('OhiO';'): fony infanlly (puison) and sixly ca .... lry. 
Pn�I'", galt. Deepl)' in�t in the wall, Ihe Sale is !leI DI an IInlllc 10 make ballering rims 

uounblt. The door is r thick oak bound with iron StrIps and relnforccd by an iron bar. 

KEt:P 
I.e,·tl I 

7. Main hili. SCI ... ing a� a mC'C1ing plaC('. dining hall. and �Iallrng are-a. 

•. Klt�hefl/pMftlry. 

9. Sjalu. 

10. Sinnae. 

l.t'·el Z 
II.  Annul']'. 

Firi"l .. all. Ano .. ' slil� are placed every lCO fC'C1. 

Gu.rdpu,l. ACCC'ss 10 odjacclII Willi. 
-11. 

Il. 
1<. Meellnl l'OOm. The larae "'lndows of Ihls room o�trLook Ihe courlyard, thoughl Ihcrt art 

htavy ,,'ood shulten which call be closed over Them. Thtrc lhe offkers of Iht" oUlpo�t mt:'C1 

ro di!cus� �'ariou! issues. Maps and charts of .. l1 tht lands nCllrby arc ktpl. rolled. In a w .. 11 
rack. 

l .tvel J 
IS, Oll.rUr�. Roorn� fnr Ih(' fi�c Olrllll"rina: Ihret ca�lllry leadt"fs and IWO who supervist thc 

Lt"cl 4 

16. orner. Of Atsn()r. thr Commander (So �Tltenvn W) ()f Ihe OUlpoSt. It is spananl� furni.<;h-

00, bUI The �"iSling furnilure is of high qualilY. 
17. Qllar1r�. Aegnor's �uile of rOO1ll5. The windows arc I.H and narrow. und III ha\'e Ihick 

.. olXlen ouulde shullers. The (urni�hini! here arc of fine workmanship. feflcelina tht 

hrilhl u( Gondor's LJlory by Iheir "elY present(' in II miliTary OulpoSI. 

thOllOntll> 



• 
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7.8 UASH LANNA (AN ASDAIAG HOLD) 

Outpost of the Asdraigs 

The Asdriags' fortification design is rather unconventional. and bears 

special note. Their technique. where possible, is 10 utilize a natural hill, 

and. by terracing the sides, create a series of walls, reinforced by wooden 

bumessing. In additon. many of the structures in the confines of Ihe fon 

are actually built against the inner sides of the wall, to add further to its 

strength.  Al.-cess to Ihe fonress is gained .... ia a winding narrow footpath. 
easily defended by a handful of warriors . 

I. 

I. 
}. 
•• 
S. 
6. 
,. 
•• 

Entnnn. Cut inlo the uppermost ",all, it i� a .... ouden portalwny. clostd b�' a thick door of 

mahog,any phullu. 

GUtrel qllUltnl. HOlisina 80 wllfriors ("Huh '�. 
Stnlthy. 

Slabk5. HOUSing 50 horses - sitoeds of Iht cavalry . 
elitt"" 
Quar1tf1;. Of Ih� lord of the fonras (" IIOrdfl(l"}, who in this �IISC is Chtrcch)·ann. 

M�, hall/kltd'fns. 
SlolII.I1'" . 

UlISh IAnna 

7.9 BUHA AILGAA J.a)'OuI orr o:olm- irrs .. ". 

BURH AILGRA 

I .  

I. 

). 

•• 

,. 

6. 

Camb.i,,·lnlh IhC' Iml1h'l house. One 13' I( " room with 6'lI. 7'Iofl. G. is a sturdy man, 

but ill middle IIIC. Hc ddegala much of his work 1101'1' to his 1 .... 0 SOliS, Athauf and Alark. 

Athauf. the cider, II "mng, a(,COIlOlC'd handsomt, and hasjUSl passed hi� ninelet;OIh year. 

An ulremely �killfil smith, he is CQUrtinl the mason'� dau,hter, Eorlyn. Alaric, while also 
amlCth'c by mOSI standards. has �ho""n little interesl in finding a wife, thnugh at SC"'C'n· 

tccn most lads are ,eekina to uart a family. Instead he plefets to wander the p;llhs of the 

Dight, hopinl to meel lra�dlin& Elvts. who In: UClIttd with suspicious a .... e b)' most of 
Alarie'� people. Although he is ikiiled "'ilh lhe 00"". he is trepted with deriSIOn b� most of 

his peers because of his odd obsC'nioll .... ith the Immortpls. His father lends to Ignore him. 
Gambnwinth'S wife, Ellvira, died ten years allO of an unknown iIlntss. 

M.ln Gatt, I)' I( \J' break in earthtn wali lintd with monartd atone. Machicolations and 

firing slils IlIow defenders in parapet abovC' 10 diKour .. e entry. 

StablC'. SWllth, .nd Iron .. or ..... J5' Jl I' area can comfor1.bly house $C\'en hor�. 10' lI. 8' 

.. ork alelll contains Iwo fOrKe5, Ihrft' anvils, and a WIde usorlment or 1001s. A 4' dtep Ion 

runs the Interior length of tile struclUfe, and a larger r.il· ... eather foriC is built ill'" ell.· 

terior wall. 

Gllird hOUM. iJuiit of spruce and oak, it contains one 17')1 " rooUl. Watch wmntander 
and hi& runners u5C' these Quuncr! while on duty. A 5111all 151011 nt ... 1ll of weapon� which 

SCl'V(:3 as a �rcady lI!.Cnal- is stored along Ihe ,,·alls. 

H.II of tht Klltdrauhllln (RII. "JfOUy·,uord-}. Here the Th}'n's fift�n·man auard r�id�, 

ready fOI ..... One 40' 1(1' loom «tnllins slttpins shel .. �, a health. a table and bnrches:, 

and usoltcd chau. The a\lards' ITms all'. stored in I Ireat Ifoll·rcinforcc:d bin. One 10 fif. 

t«n + 10 �pcars, fiyc to forty·five .. , dllJI.JI.ers. one to Ihirly + 10 shidd�. one 10 five I S 
horM'/short bows, and one to fifteen . S lon8 swords andlor hand ""\C'S ('an be found here 

10Kclher ... ith one to twemy + S chAin ShirtS (all nonmIl8ic). 

HOllx of Adlll,. the leatherworkfl', One 40',. 9' room .. ·hh 1"'09' I( 9'lofu (akin to houses 
7·9). He livn here with his wife Livra tnd three dllUilhtC'u, OM of whom, Doeyna, is being 

[Duned by lOurie, son of ThaStllr. The other t ... o lJirb lllte aged II apd 12. 
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•• 

•• 

10. 

I I .  

11. 

Il.  
1< . 

". 

RHid",nee or \'odOM'«.r IItt nrlK'lIttT. VodoaCC'r. hIS wife ikorya, thdr lon Arod and 

dnughlel frt)'la Itsid(' hert. Arod aspires 1(1 be a metal,,·orker. and spends much of hl� 
lime .. Swimhala', )hop. Frn'la h .... � a crush on Alari .... alld h conlinually frmtrated. Htr 

mOlher has advi.\Cd her to look tlsewhere. 

1I0use of �oYll1lld Ih", irun· ... urktT. ThC' tnunl (1.5 )nr old) min lin'� Ilunt. bUI hn 

ffndf'l.Y(lu\ lite at nll1hl "'ith Wililll�' tld"'�t dlu,hlfr t:orlyn, ,,'ho lo�'C'� him: allhoullh hC't 

fllhfT .. 'anIS hC'! to m.rry Athlild. 

flome- of 1\1Irhl1iluif tht .. ·ftponsmllh . 
Itftldtnct of Wamal�llIuha 1M Mff. She Inst ht:r husband 10 the Asdri�. but hleS main· 
tai� her family ..... dl. Shc selvo a� an hC'rbali�t and lends Illc �11lJ.jc &ankn�. Wood 
,�UU<:1ure �OU5C5 one )()'.\ 9' room. a 10' II 9' Iofl and I 6' lI 9' �dr)'ing Tad, � for herb�. She 

ha� sill ... hildrcn: twO wni and four daughtelS rans.lng in  agc from 4 to 17. All help hC'r in 
\'arious wly$ Cl(cept thc eldC'St. her son I.\.eren, who i� in I hc lo .... n lIuprd. 

Smoke 1l0uSC' Ind mC'1I1 �lurH. 8' I( II' room r.crvC'S as rtposi lory for 5moked, dritd, and 

ultn:l muts. 

VlIbl(c garden" Thi� area also dC)uhld as an elllCfgency IXn fur horU'J and IhC' few cailic 

Ihe tribe �sc�ses. 
\\'foIl. 
"'"'ptt O�tf ,",r ptc. A IWO man ..... atCh IS on duty lit III timn. (There Ilre eisht thl� 

hour shifts.) Thatch is 500.ked in oil lo reslu nllme�. FilinS sliu and II �·ie ..... ing port aid 
dcr ... osc and providC' \'iew of localit)" Machicolations in noor Il]JO ..... lluurd 10 pour hnl oil 

on ilwadtl� .... ·hu enter lIate hreach below. An iron bar b lowered from this posilion and 

!oI:rn:5 11) supplement IhC' (main) woodcn aate lock . 

RUT IIlIt�. Like the main galc, it if r�chtd by way oT a ... ·ood-lined roadway ... ·hich lemLy 
dip� aCTOS� 1M dry mOIl. A heavy l."urC'd-oak lOll is U5ed to PU\I('Ot entry, and a man is 

(onJltanll), on dUlY. (Each one cornes Oil Onc hour aftcr lne pntpel ,uard.) 

16. Dry moal which becomes muddy aftC'1 a �lOrm. II i$ 6' 10 10' wick tnd 2' tool' dttp. 

17. 1I01Ul" of l)lharl Iht lra('ker, One 6' x S' room. He has a magical il('m, which he Ireuum: 

the bnots callcd ()oll('Or ()(e chart B.H for details of Iheir pow�n). 

]8.  Ruldence of tAl\Il.ul' 11l� �Iddlf, hamu� and rcln mlkC'r. Ont 3" x II' room houses E.'s 
wifC' and four �On5, and acts as the liYinl and work area. A 14'.\ If rear room is uS('d for 

stOTC'S and srn'C'S as t:.othaulrs beddifl.ll plate. The olde.1I son Hanllf�n has b�n un�u('· 

c=,fully trying 10 SCI Illeallcnlion of Eorlyn. HC' is also a hully. and has been known 10 

19. 

20. 

beal up Alaric. 

Ilnmc nf Wlndaswlnth tht (klo:her lind bu ... ·m.ku. One 6' . 8' room with a J'lI.  B'lor.. 

IInu1oi! of Olooln Iht ma�on. One 6' I( I I '  room. 01hion, a widO"'('r, has one daughter: 
Eorlyn. th(' most btll.utifui llirl in th� town. She Is holding sevtntl tligible �ounll men It 

bay, enjoying htr position I hof('lughl�. 

2 1 .  KnldelKC of S,.inth.la IhC' mc'alworkC'r, COlUains on ... J7' :\ ]0' room (like hou� 22-2JI. 

Arod is often here, tryin. to glean mC'laJwo,kinl lnrormalion from him. 

22. Home of Rlnd,",.jnth tltt Ito rx- m •. """, 1'.11.,.' 'ntinet' .nd •• Tlmid """"'. 
2.). Ho.w vf Witi�hj thf n'ptntfl', one whO oo::uionally M'r�'es 115 .. millie .:ooper. He, hiS Wife 

and five young children live here. 

". Kf'SldC'ncC' of Chi:W!bulh Ihr rope ma"'�r. He rtside� her ... with hi� wife, his twn duu8hters, 

and his ion lind daU)l.ht�r·in·law. Ont 37' x 7' room lI";th Ihrt'\' 7' x 7' lof" lind I 9'.'( 7' 
storase crllar built bf-nealh thC' rear floor (which is wood, nut the U5ual earthen surface). 

25. VUlllCt «"Ier. A IIf11�s-covered common c,iss-cfos�ll by numerous dilt palhs. Here m05t 

usemblin. drill�. markel�,  lind ",eremonil'.$ are held. The main d�I"'", loc.ted by IhC' at· 

mory selva lhe whnle villllge, and il f,eQuenlly replenished .... "h "'ell Wlter. 

26. lIulue of Ulapw UIC 1It1ltr. 01lC' 18' • S' loonl lCrve5 as his heahn, pl.CC', .. hilt another IB' 

� B' area a('u os hb sleeping and li<'inll ... hllmbc-r. lie is a True Heller, uthC'r larC' arnonK 

this people. He has an armlet, a d  PP mul tiplyer, which also has the po .. cr to numb IIny 

27. 

area of lhe patient's body on contlltl. 

Home CIt Wumba thr mlllc' .nd �t'r mllkn. One J2'. 8' room is his home which he 

sharl'S .... ·ilh his .... ·i re I)rorwyn, and thr« "QJuptUOU$ daughlcrS, .1I of whom work in the 

'Wumb.ahlld'. There is tlso a 20' d�p 10' � S' (:()(lltns and slollie ... dlu. The rront of the 

hou\e is sepe .. te, and is a ... lually Ihe 'Wnmbahild', lhe vil1aae inn, and &tneral social 
sathning plac:c:. 

28. ItHldclKf or Thuid.m�r IhC' mlllC'r .nd brud m.ktr. It  b built like 27 above. but also oon· 

tains twO bnkin8 htnrth� set into th� floor lind rear .. 'all. 

29. Ilnuw of t:nlarlc Ihe wu�"r. OnC' 41 '  � 10' room wilh a 10':\ 10' lort. He, his wife, and hIS 

'0. 

l I .  

lJ. 

l4. 

H. 

16. 

l'. 

five children, indudinll hi) two lecnasC' �ns, .. ho spend part of their limC' srryin, on thc 

lown gUllrd, all help with the looms, which IlIke up a large pOri ion "f IhC' house. 
HOIllC' of Ruid.rih th" U"'·C'f. A �insle 16' I( S' room. 
AOOdC' of DUlii. the pri�t, keeper of lhe U .. rdakyn (Rh. Lult of'"'' E(m" }. OnC' 26' K 10' 

room, .. ith a r.cntt 4'. 10' area houS«! behind the �dryinl wal1�(whttC' the famil� hanp 

tVCf\'t hin& from rntat� and fi�h In .. et ..... 0(1). The laller can be reached by turnins a false '. 
spigol in  the red ('a�k '�I up and in!() the wAll. Botila i! an Animist. and has many powcu 

o�cr plant and animal, few or whi ... h he displays. He c;!.rrin a "uff which is a �3 PI' 

multiplier of Channeling. HC' is neutral, and !11 lruth a spy for the Str\'Rnt5 of lhe 

N«Tomaneer. He does not realize .. h.1 C"il he i ... doing 10 his people. 
IIv,"(' of Tiluidalilld.r Iht priesl, kctpcr of Iht AiI�rt1ky,. (lUI, "Cu(/ of ,h .. Sf(1X�J. Duilt 

like J I above. T. h a aerie, po$$CSsillJl. an !lmulel of 1(4 PI' muhiplying. 

1I0UM uf Vllrk Iht lIunt�m.n, a skinner, Hlnnel'. hidtworker, and ma!tef of lhe hum. (He 
!erVe5 as the Th)'n', "IIShl hand.�) A ,ingle loS' '" 12' room with IW() 12'. 6' lofls adjOIns lin 

I I ' .  12' slttpin8 area. His ..... Ife Th('orida and threr som . .. ho 80 with him on all huntin, 
upedilioll5. share hia hOll\e, a� "'eIl 81l hi� daulJhter-in-la ..... , mllrried to hi, $ccond son. Tht 

youn! hU5band and wife arc 18. Vuric'l m(l�t prized ilem is his hllntll'l, bow: an EI�en 

de$ign cnmJl(lsite bow, + ]0. 

The Stllethull (RII. "n>""'Q,.ialllall'�. A 47' , 12' holy pla<:e ,,'h,('h\scTva as the Acred 

c:c'OII'.'T of the tribe. Elaborate wood·car ... ingJ, brilliant inlaId animal mot,f�, and numerou� 
hnrm adorn the wall�. The stone noor with . rniS('(l stage al one end hB� an daborale iron 

and garnet inlll.)·, 

1I0uSf or Mahr .... rtd. tht Thyn uf IhC' AII,h(1rf1S (Rh. "Fri .. nds 0/ tht Slu, "J. Conlain5 five 

rooms: a central 14' . 22' livin8 :IUlI: II ]4' )1 ]0' cookin& and storaSt �pace; a 14' I( 14' bol'd. 

ehambel: a 14' I( 46' famil)' stOlas.c and slcep'na ('hambcT aOO,'c the main nnol; lind, off 

Ihc li\'ing room and 10 Ihe rear of IhC' mail' Strtlelurc, III 9' A 14' meelins and plannins 

room. Mahrcared is wed 10 Sryna and has four children: heren, his oldest . a ]6 year old 

boy; Felanian, a lad of 1 4  years; a 10 ye�r old dauKhlel Emlea: and Mahllclled, a \I yellll 

old buy. Mllhrcarcd hu a + IS  ' .... ord, Ind Ihe mllgieal gaunOeT A "gbor (sec table 11.33 tor 
It dC!oCription or iu Jlower�), 

Houst or I,.uidarlh the IHrned one, scholar, rn��e, embroiderer, bone worker, and 
coumclur. One 21' )1 10' room with a 10' • 4' lofl. 

Armury. A �in&le JB'. 9' room. 
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8.0 NOTES FOR THE 
EMASTER 

Numerous locations and suggestive situations can be derived from the 
text, but here are a few handy, detailed ideas for starting a campaign in 
Southern MirkwoocL 

8.1 PLAYER CHARACTER POSSIBILITIES 
- A young Wood-man who wishes (0 purge the Western Eavcs of any in­

vaders, for refugees from the Plague have fled into the Forest. He wants 
to develop a partnership with the Beijabar just north of the Tree-cily. 

- An Elf from L6rien who, learning of the waning of the Northmen's 
Kingdom in lhe Eastern Eaves, brings a troop of Elves back into 
Mirkwood Forest hoping to find the ancient Elven Ring of AngaJaJadh. 

A direct descendant of Vidugavia who summons the help of scattered 
Northmen and attempts to push the men from Gondor back across the 
River, returning the lands cast of the Anduin to his kind. 

A direct descendant of Vidugavia who calls upon the Northman tribes 
to unite and drive the Easterlings out of the hills of eastern Rhovanion. 

A Dwarf from the Iron Hills who comes to Dol Guldur, following a 
dream-vision in which he learned that a wise and ancient Dwarf was still 
entrapped by orcs in the mountain. 

A bird-master, attendant to Radagast, who stays behind at Rhosgobel 
when the wizard begins his yearly wandering; she hopes to fend off an 
orc group which was waiting in the shadows to and has laid siege to his 
home. 

Leader of a band of Northmen from the Plains who wish to explore Dol 
Guldur and determine the nature of its inhabitant(s). 

A Hobbit from across the River Anduin who wanders into Mirkwood 
seeking to learn which forest herbs have magical powcrs and whether 
any might be made to grow in riverside Stoorharbor. 

A leader of the Northmcn who, in  concert with rulers from Gondor, 
musters Northmen forces against invasions from the East but event ual­
Iy belie\'es that the minions of the Necromancer are the more serious 
common enemies and begins plolting against their destruction. 

8.2 CHALLENGES FOR GAME PLAYERS 

For Wood-mcn and (heir Wives: 

- ACQuire .s cratcs of Dwarven nails for renovation of Tree-town, now 
crumbling under wcight of fugitives. 

Gather enough materials to create a second-story walkway from one 
Tree-house to another, making sure it is impenetrable by orcs. 

Trade whatever goods arc available for 1.s0 pounds of grain, to be found 
among the Northmen of the Plains of Talath Harroch. 

Visit the mysterious Radagast and secure from him medicinal herbs to 
prevent any more children from dying of the post-plague rash. 

Fo.- the ReiJabar: 
- Trap and cure or kill as need be a trained mountain lion which has gone 

wild. 

- lead a serit."S of nocturnal hunts in search of the lairs of the rell beasts 
who have reportedly haunted the forest by Mirkwood's southern hills 
(the Emylf Guldur). 

Fend off invading Mcn from the East who wish to kidnap animals and 
enslave them in a newly rormed encampment southeast of the Old 
Forest Road. 

Needing more nelling for curtains and rugs, attempt to befriend the 
white spiders of Southern Mirkwood and introduce them to animal 
community of Western Eaves. 

Scarch forest heights for wild boar to bring home and supplement now 
dwindling supply of house servants. 

Accompany the Beijabar who seek to cleanse the woods of the invading 
giant spiders who have come south from Northern Mirkwood. 

For Nor1hmen of .he Plains: 
- Defend homestead against orcs, looting for weapons and goods. 

- Strike the Asdriag camp and disrupt their attempts to lake Norlhman 
territory. 
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Act as an envoy to anothcr Northman group, say the Wood-men or 
Beijabar. 

- Search oul underground treasures left behind by Entwives underneath 
the Brown Lands. Investigate legend that Entwives still  live 
underground, or that there, beneath the arid hills, is the secret to their 
present home. 

- Seek provisions stored in Dol Guldur to round out meager harvest of 
this year. 

With aid of your grandfather's friend, the strange Radagasl, you seek to 
investigate the principal powers alive in the dcpths of Dol Guldur. 

- Search for lost family. They flcd during the Plague while you were on 
campaign with an army allied wilh Gondor. 

- Plunge into the depths of the forest, looking for new food and medicinal 
crops to bring home. 

- Your tribe's grazing territory has been contested by anothcr group of 
Northman Horse Lords. Onc particular Northman of this othcr lribe 
has been preaching a new spiritual creed, and has been fomenting dis­
sent. 

For Elves. Dwanes, and Hobbits: 

Join a company bound to investigate the source of all shadows in Dol 
Guldur. 

Having heard from Radagast that a potentially friendly spider dwells 
deep in Dol Guldur, with powcrs useful in a concerted effort to over· 

throw the evil therein, construct a plan to find and solicit that spider. 

Radagast has given you an ancient book of Norlhmen wisdom which 
may translate the gra .... estones in the midst of Mirkwood, thus revealing 
important secrets about the powers sliU at work today. 

8.3 CHART OF USEFUL PLANTS INDIGENOUS TO 
SOUTHERN MIRKWOOD 

Format: Location; Name: Effects and dosage. 
LocaLiun Abbreviations: F-Forest, V-Vales, P-Plains, R-RhosgobeL 

EDIBLE PLANTS 
- F ,R; Furry Oak Acorns: Harvest immediately. 10 acorns, raw or cook­

ed = I meal. 

V; Smooth Oak Acorns: Process I full day before eating. 12  acorns = I 
meal. 

- F,R: Chap-beechnuts; Stinging husk must be removed by roasting. 
Nuts small but nutritious. 2.s nULS = I meal. 

- V; Cuny-bark Hidwr)' Nuts; Small but nutritious. 50 nuts = I meal. 

- F,R; Grape Magnolia Hon<'), & Mcad; Deep red honey, highly valued 
among Bcijabar. Magnolia mead (a flOney wine) highly intoxicating, 
used only all feast days by Hcijabar. 

- f,R; Sarah-pokes-her-head: Root, gathered when plant flowers but car­
ried for onc month, provides I week's sustenance for 3 people. 

- F.R; l.ichcn Gloriosa; Tasty but not nUlritious. Of greater value in 
weapon and tool maintenance. 

- V;  Carefree Mus.ard; Leaves edible before flowering, lip through mid­
summer. 

- V; Wild Persimmons; Ripens at Ncw Year. Must be han'csted from 
river. Tasty, but nOl nutritious. 100 fruits = I meal. 

MEDICINAL PLANTS 

P; Mi.--me!cllcn, Ncctar of Mi rkwood Rose: Ripens in midsummer. Dif· 
ficult to collect and store. Useful in enchantment ( +  25 to spells on ob­
ject so covered). 

- F, v: Milk-white T.-umpel Pollen; Poison. Ripens in late summer. In­
haled or eaten, causes blindness and nausea for onc week. May cause 
madncss. 

- F,V; Milk-white Trumpet Seeds: Poison. Ripcn in midaulUmn. One 
seed gives euphoria and false firmness (-2S) in ball Ie. 2 + seeds kill men 
and Hobbits. 3 + seeds kill Dwarves. 10+ sceds kill orcs. Elves immune 
to poison. 

- V, F, R; Athelas; Legendary healing herb whose effects are keyed to the 
user. A knowledgeable, "rightful" King can employ it to cure the worst 
of maladies, so long as the patient still lives (for it will not keep or give 
life), while a "lesser" man will find more modest uses. 



F; Ointn Fuintn; Volatile oil causes amnesia for I-tOO days (rarely per­
manently). Usually contacted by 51ccping upon moss-covered banks. 

- P; Bri�ht Blue Eyes: E.ssence. of nower enhances vision. Gather 25 
nowers under fuJI moon to brew 1 cup of tea. Enhanced vision lasts 
three hours. May not � stored. 

V; Carefree Mustard; Soothing poultice made from seeds. ripe for 
harvest in autumn . Heals superficial wounds, soothes morc serious 
wounds in 10-60 minutes. Mix I cup seeds + water and pound with pes­
tle. Mustard must be used immediately upon preparation, but seeds 
may be slored. 

8.4 COMBAT CAPABILITY SUMMARIES 

8.41 MASTER MILITARY CHART 

TYPE/RANK 

UKUK-TOM.O 

Uruk Command 

LI.ITX Loradt'u 

Warrior, 

Young Warrlon 

Wlir worv« 

URUK·HARNA" 

Ufuk Command 
LUTe Lc:a�rl 
Warnon 
Youn, Warrior5 

URUK·HAI 

UTU� Command 
Guard Band 
WarriurJ 

Plitrol Band 

You", WarriOrs 

URUK.THANO 

Troll Guard 

• 

HOME/RACE • 

SOUTI-I CEI'o'TRAL MIKKWOOD 

Uru�-hai 6 
I �T OrC 

LHW'T Orc 

l..Hser Orc 

Orta' Wolf 

SOUTII MIRKWOOD 

Uruk·hal 

I �r Orc 
Lcuer Or� 

Ln,erOrc 

16 

" 

1 10 
1Q 

• 

l6 
96 

72 

LVL 

, 

• 

l 

2 
• 

• 

J 

2 
, 

DOL GULDUR GARRISON (MIKKWOOm 

Utuk-hai IZ 18 

Uruk.hal 
Uruk.Hili 
Uruk·Hai 

UruL.Hai 

30 

JO 
«I 
.. 

I)()t nUI.OUR (MIRKWOOD) 

Olo.·hal 10 

10 
8 

6 

l 

" 

H'TS 

"" 
1Q 
" 
" 

'00 

1 1 0  

>0 

40 

30 

." 

120 

'" 
40 
" 

AT(DD) 

�4i.l5) 
B{-.10) 

B( ·20) 

7(·0) 
3(·)0) 

14{·;ZSl 

7(·2.0) 

7(·2.(1) 

5(-0) 

16(-3S) 

14(·30) 

8(·20) 

7(-Oj 

7{-O) 

1 1 (·25) 

V; Splayfoot Goodworl; Seeds. ri� mid-autumn, mashed together and 
mixed with water to drink. Instills confidence in good men, causes dizzi­
ness and confusion (-50) in evil men. Effects last I to 4 hours. 

USEFUL PLANTS 

V ,P; Touch-gf1llss; Inedible reed. but shape represents race passing by 
plan I within last hour. 

- F; Lichtn Gloriosa; Usc upon gathering 10 sharpen metal blades. Glows 
sufficiently for one ounce to illuminate 30 cu. ft. area. May not be 
stored for future use. 

V,P; Bog-land Grass; Watcrproof material used for ropes, mats, and 
baskets. 

SHIELD 
MELEE 

OB 
MISSILE 

O. NOTES 

VlO 

Y 
Y 

N 

N 

y 
y 
y 
N 

VI> 

no 

y 

N 

N 

N 

I05hs 

SO" 

,"" 
'Op, 

!.Ri7S 

1 20'. 

"'" 
"'" 

"po 

."", 

9(hh 

''''' 
"'" 
-

. ,"" 

6Ssb 

,0., 
,0., 

'0.' 

"", 
"., 

" ,  
. " 

I3S�b 

"'" 
,.., 

,., 
-" 

-

Uwo {lobon AJeuruh. 
CUI orr one ur. 
Can tide wah"n. 

Some UIot' Uel; or scimitars. 
Vel)' flUl; faJI if ridden. 

UN' pol50n A$llIra�h. 

Somt uSot hand U:�. 
Some usc pole arm5. 

Some ust" sc and shield . 

Rcmo\'c rallcn ro.:'$ eyelid!!. 
Can Uite b� & Ihi�ld. 

Some 11K 5C lind shield, 
Some UK K and �hkld. 
Some u''IC' spear�. 

Use larse crear UI"(' crit . 

-

-

.-

WOOD-ELVES 

ParfOl Ldr�. 
TIIUrlll1!.."'lI Wa • .  
Young Taur. Wllr. 

iJEIJAiJAR 

Lord�Man·rorm) 

(Bear·form) 

Warrior$ 

WOOU·MEN 

Lord:. 
Exp. Warriors 

Warrior!! 
Young Wamon 

PLAINSM[N 

War Lord� 

( .... a' horses) 

Warnor� 

(heav� hor!;C<;) 
Wllrrior Leyy 

(nledium horsc)) 

FATHASHAR 

Headmen 
(medium harK'S] 
Spearmen 
(hghr hOl)C)) 

S .... ordsmen 

Shngef5 

SASHAO 

He .. dmen 

tnw;dlum horS('$) 

Traders 

1I0r5C Archcr5 
SPt'prmen 
(1i&hr hor��) 

Swordsmen 

GAIUUSON 

SOUTIIERN SE nLEMENT (SOUTH MIRKWOQUj 

Silvan En 6 8 90 
Silvan I:lr 
Silvan Elr 

MIRKWOOO 

Nonhman 
-
Nonhman 

MIRKW(x')O 

Northman 
Northman 
Nor1hman 
NUrlh man 

RHOVANION PLAIN 

Nonhman 
-
Northman 
-
Norrhman 
-

J6 
" 

J 
, 

.00 

." 

.00 

,>0 

"0 

60 
-

"" 

'200 

• 

2 

,. 
,. 

• 

13 

, 

J 
2 

" 

, 
• 
J 
• 

J 

" 
" 

." 
2AO 

" 

.40 
70 
" 
JO 

,>0 
'" 

SO 
,>0 

" 

130 

TALATH UARROCII (EASTERN DACtORLAD) 

Common Man I 8 9S 
-
Common Man 
-
Common Man 
Common Man 

" 

, 
, 

J 

l 

, 
, 
2 

.'" 

" 
1 10 

40 
" 

TALATH HARROCII (EASTER'" OAOORLAD) 

Common Man 

Common M�n 
Common M1I:1'I 

Common Man 
-
Common Man 

2 
-
1 0  
' 0  

JO 
-

8 

1 0  

J 

6 
J 
J 
2 
, 

CEilER FANUIN (SOUTHERN MtRKWOOD) 

"" 
" "  
«I 
" 

" 

l 1 U  

'" 

1)(·)0) 

13(·151 

1)(·20) 

10(·30)· 
8(·50)· 
9(-20) 

S(-SlW 

S(·301 

1(·30) 

1(-2S) 

16(-JQ) 
3(·30) 

16(-201 
3(·20) 

13(·20) 

3(·10) 

IS(·40)-

3(·15) 

U( -20) 

l( -2S) 

\](·20) 
1(·10) 

ISt-4l)j-

3(-IS) 

11-40) 
lHO) 

13(-20) 

3(·;!S) 
U(·20) 

YIO 

Y 
Y 

N 

N 

N 

w 

Y 

Y 

Y 

YIO 
-
y 

y 
-

VI" 

y 

y 
N 

YIO 

YIO 

" 

y 
-
y 

911b, 

«I" 

SOb� 

16""" 
LBa I20 

.,.. 

14Sha 

'Oh, 

'Oh, 

40hll 

'4Om' 
LTI60 

looml 
LTrSO 

,0., 
MTISO 

IOSsp 

MTrSO 

65ja 

MTr3S 

'''" 
20., 

12(", 
MTrSO 

' ... 

SSsp 
70jll 

MTT3S 

4ln 

'OO1h 
tiSI h 

'''Ib 

'001' 
-

nib 

1lOib 
801' 
401' 
"" 

I�p 
-

-

'00"' 
-

6Sja 
-

J20ja 
-

""" 
1Q,' 
"J. -
ISsb 

Rne Trackers. 

RCl'Qn/bln!c·r fOOps. 

Green troops. 

Highly dispersed. 

Some tin shape-c:han.e. 

Lar,e crdWU' (Tir 'able. 

Some Ule ha and Shield. 

Wander Over whole of ... ·ood. 
Some IIl1C baule·llIe!!. 

AII .,e rine 'rackers. 

Some u� maces. 

Some L1K dubs or macc�. 

EOlhrlim e,�. 

I-Invy CI\alry. 

Unarmored. VCI"y fur. 
Heav)' eaYalry. 

Unarmored. FaST. 
Medium ca�alry. 
Unarmor«i. hs1. 

Cyrry t .... o javelin) (9.'1a). 
Ver� rlnt. lleadrncus'. 
U!IC' shorr spears Ual. 
Very fnt. Normal mounts. 
Foolsoldiers. 

Fool�oldicrs. 

Also L1-'C sb.t90 sb). 

Very fan. Headrm-ns'. 

R.n,er,. 3 spell liM�. 

C.n firr ndin. I ..... �. 
UK shorl speals Ua). 
Vrry ful. Normpl I1I0UI'IU. 

FoouoldiCl"�. 

Noldor Elr I tJ Aldllron 130 17(-60)' Y20 ISOb� 1601b Huinen's bodyguard t· mithril). 

Randae Sindari n Elf I 12 120 1(·100) N 1 2()(ma) 1201b WllrMonk. ma _ martial arts. 

GultrdCaj)laln� Sindann Elf 6 10 110 U(·30) Y I O  I lObs 1331b Suprrviscrhc lllUrison. 

Warriors Sllvan Eir 4Z " 4S 9(·25) Y 60bs 6Slb T)'Pic:a1 Iuri50n troops. 

SeT I S Silvan Eir 1 2 Z 3S 1( · 10) :-.1 JObs 40Ib U 5ually n onoombat .nu. 
--��':'"�----------�::�--------�-------:----�----���- 5J�------------��------��------��������-----------



TYPE/RANK 

CONDOR FORCES 

Tar8l'r1l 

Tarpr1l (mid) 

(h�"y hor�\1 

Thrnll)1l 

ThenlO1l (mid) 

(hca ... y hOI""", 

Ohlarllna 

Ohl:arrina (mid) 

(hea ... y hor-.eo.) 

Itequam 

Iteqllam (mid) 

I hu\)' honel) 
0111 ari 
Ohlari (1I11dl 

IIRIGI\�OS 

liOME/RACE 

IIlAGORI.AD) 

I "  ()unl"lIain 

I \1. Ouul"lIain 
-

I.SI. OUlleda;1I 

I �I. 00n(111:11n 

-

I �, OUliedai" 

I � ' .  Uunedali'l 

-

I ,r. [)ullcdacn 
L�t. Oulledain 
-

I.H. Dunedain 

I � I .  OUlll-dain 

VI\IUOUS I'LACES 

• 

2 

2 

10 

10 

so 
so 

200 

200 

1000 

1000 

LVL 

2() 

2() 

• 

" 

" 

, 
8 

, 

• 
, 
, 
J 
) 
) 

\ Iii(' lIli� of Norlhm:tll. nigh Nonhmoll. ond Common Man Iypes. 

COI)FS 1\ NJ) COMM ENTS 

HITS 

1110 

1110 

180 

110 

110 

160 

"0 

"0 

'''' 
1l 
1l 

1)0 

" 

" 

AT{D8) 

19(·J5) 

19(· 10) 

4(·30) 

19(·30) 

19(.15) 

4(.25) 

15\40) 

1 �(.25) 

4(·20) 

15(·lS) 

15(·20) 

4(·20) 

UI·301 
1�(.I�) 

SHiElD 

no 
I' l l  

YlO 

y, 

Y l l  
Y 

MELEE 

OB 

180'" 

180 2b� 

MTr70 

155bs 

155bs 

MTr50 

1 101>$ 

100b> 

�'Tr4S 

115bs 
8Sbs 

MTr45 
J5b� 

75bs 

MISSILE 

00 

l8O<b 

18Or1i1 
-

I IOcb 

1 1 5m! 

8(kb 

_, 
-

,0<' 

"'" 

NOTES 

Pari of E,H{em Army. 

Command 500 infantry each. 

Command 500 cavalry rach. 

Trained wal hours. 

Command 100 infancry each. 

Command 100 cavalry each. 

Trained "'ar horses. 

Command 10 infanuy eaeh. 

Command 20 c .... alry elich. 

Traincd "'af horStS. 
Trained Kniglm. 

Tf1I;ned Knl,h" 

Trained "'ar hor$C"S. 

Garrison lroops. 

CIt\alry Iroop§. Also usc ml. 

;I) Uruk.hat Ind OloJ·hai �an Op('(;tle fr�ly in dayll8hl. LC'Sscr (HC) fiiht wuh a luber.clion of ·100 in trued.yllgh! and·25 in mllJka! or tnch8111ed daylillht ; norm:ll artificia! li,hl ''',11 Il0l boIhel 1hem. 

Hun.l) Ol�"'ll may eal lhe enemy and/ollhrir()",n dead. 'StoOl' IrQlt. turn 10 5lon� in re-al or masical daylight. Othrt Ieutr troll � operale as Ies.sc:r orcs. 

b) ShIelds cqual to 20()l" 2j of OR. An • means armor is ma,ical or �pec:iully made. 

cl )\;otc defen)i\c bonll� Illelude �UU\, and �hicld. Shield rc(l"Tr'm.TS illdude quality bonus(e.,. "Y5" mrans -yes, a .... � shield"}, S« S«1ion 1.3 (01 e,planation o( sial. adeb • armor lype$. spells. and othel 

OOnu\.l'). CombatllJll\ uJllralned In 9 l)'fIr' of weaponry (c.,. Url'S untrained in mis.�ile cnmb;u) �ufrer It penally of·2.'5 when Illac"',ng. Melt( and ml��lle offtnsi�e bonu5n include lhe bonus for Ihe 

eomlxl1ant', bt�1 "'I"apon in 1hal cmqt.ory 

dl Weapon abbrr"'iallOn, follow 08s: �-'hOrt ) .. end, W. -bloadwo'Ord, \C_ �mi':u, lh -1"'0 hand s"'ord, m.-"Ia�. ha- hand He, II h -... ar hammer, b. _ N11lt .Xt. wm_ .... r maltock, ci-ciub, 
q\ . qU3rtr'f �t(lrr, da -dallet'. SI'I-spear. ml- mounted lanae. ja - j .... elln. l'Ia -pole aIm. )! -sl,n,. cp-o:olnpOSitC' 00". sb-short 01 horse bo�·, Ib-Ion, bow, t..:b- li&.hl crou 00". hcb-hea�'y 
O:IO\\ooW. 00 bola. I' Ihro"'ln8 �cal AnImal atlad.s are abbrc�ialed USIn, code (rom �bC1IS1 ehaft" (�ft (''hart •. 0 briu ... , 

e) U nl", OIhn"v.·I� ilaltd, nloun{ed 1 l� ha ... e fully effeclivc OB� ",hen nahlln! fr()m horse. 

n l)�a,",t'Io .. car crucl·I(I(Ik!n� �lrn� ,,'h k"h ha�'r ca .. 1s (mu"s) resemblen" slytlLC(! hOlned bc.sls. Orher grouJ)'I rarely wrar helms wilh face: mash. alrhOuJh some !kijablll and Ea.�lerhnl lord� rnj()y lhe 
alldl1ional pr(1lecll()n. Con liar'> (roop" .. �ar ht'lm� ",hl,;h ':O\'el rhe whole of I he non·fl,·c Irea of rhe head. and nne chain proleclion fOI I heh nech. 

II wLc��r OUI1('(hlinM lereu W Jl1tn ... ho jlencrally ha ... e 5(lme UunC'dAIII blood. bUl ilTe nOI Jtric:1ly "Hi,h Men" in the pure sense. 

8.42 BEASTS OF SOUTHt:RN WILDt:RLAND 

"�·ti ... c Tree 

." 

Black near 

Culcarni� 

EIIgic 

EiSil's Vltwr 

I'ell Oeul 

GIAni 
Giani Spider 

Grear Sal 

Greal !kar 

Gr�al Falcoll 

LeS$r'r Giani 

MIn, Lion 

Ral'en 

Spider 

Slone Troll 

Uindarlaif 

Wall 

Wigh,· 

Wild Ooal 
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Wild Kinc 

Wolf 
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IIvf 
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lIil.!l 

"'" 
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2AO 
'lO 
160 

60 
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1 00  
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1 00  

2. 

I. 
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100 
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J 
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o 
.. 
'" 

• 

JIl 

60 

SO 

'0 
'" 
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'" 

, 
2. 

<140 

SO 

30 

" 

.. 
60 

7l 

I l  

2() 
,0 

'0 

HOr 20 
S8i 2, 

LOr 50 
S8i 10 

MCI4� 

MBi 7S 

HCI90 

HRa 175 

HSI 7� 

MRi JS 

LRa 90 

LCI90 

LBa90 

MCI40 

SCI 50 
TS1 0 

HOa 120 

M8i 7S 

LBi 75 

loot., 

MHo 60 
LBa50 

L83110 

LSi 60 

HCr to 

LCI j() 
SCI l �  

SPi H 
Sp�.ial 

tGr90 

HCr 1 00  

LGr60 
MCI60 
LCI JS 
MPi 60 

Ler M 

MBa 6(l 
MCI 25 

TI 10 

LCI 120 

LCI 60 

MBa �s 

MBa SO 

1.1'S 3' 

l.e,90 

lloth 90 
-

MBaJO 
-
-

-

LlJa 90 
-

LBi 75 

LOr 75 
-
-

M B 60  
-
-

LC, 90 
-

Both 50 
-

STS 20 
-

-

-

0 .... 

Varies 

TCI )0 

MBi 25 

-

LOi 60 

Club ISO 

-
-

I.Ui '0 

MB.a 50 

Club Jj 

-

-

-

LUi 80 

MDi 25 

-

-

MOJO 

COUES; � .. jSd SILe lind Speed lespeclivel)'; 1st �ymbo!: i-small. m - medium. ! - targe. vi_very 1:lI1ge. h -hl,ge: 2nd symbol: �-�Io ..... m - II)((1iulll. (- fiJI. �f -... �ry fa$!. 

US-IlI€V 

Large 

No� 
Norm 

Norm 

Norm 

Norm 

Large 

Large 
l .arge 

Norm 

Large 

No� 

Large 

Norm 

Norm 

N�m 

Lalge 

Norm 

No� 

No� 

Norm 

N� 

La'l�e 

Norm 

AIIM'k Modf1 and ()K'� .. lsi Imer: T -tiny, S -small. M -medium. l- large. H _ huae: 2nd It'ners: Ba_ buh. Bi -hite. CI-claw. Cr- ctu�h. Gr- crappie. Pi -beak Of pincher. Tl_ t;ny l.:elh; 

H _ horn or IU��: TS- t rample/stomp: SI -51lnger. NU1l1bcf equaisoffensiH bollU$ u�if1g liven aBaci., mode. Calegories ref1ecl prohabllity bea�1 will lIse ,I"'en made: e.,. "primuy� mOSI probable. �OIhcrM 

lea\1 likely; MhrnhM IItlack� arl" madl" onl)' whr're II ,ut'CC$,ful primary auack OI."'("ucrc:d ill the prt"\.-cdinll round. 

erll T I bl� • TylX' of table uu:d .... hen crilkal strike I, lO be rr'$Ol yed againSI I he creat ure. N()rmll.! I Ible il I hal used for man·sized creal u res and bea51� of like 'o'ulncrablllt y; large and super larle efeaturt 
critlclil labl�� rcne!':1 increased prolCl;lion. 

·W1iht'l can oilly be damaged by enchanted or magic weapoM: l00h� mean5 + 100 OB with broads .... OI"d. 

54 



8.43 MASTER NPC CHART 

NAME 

Dol G.ldur 

SAURON 

CELEOIIRING 

KHAMOI. 

DURAN 

MOUTH OF SAUH.ON 

OOROVOO 

FROEDHIR 

(iRASHOKH 

-

RADAGAST 

CAbn" F .. uln 
HUINEN 

RINGLI.">I 

ARlEN 

VAGAIG 

AUCiIMUNO 
MAHRCAREO 
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8.5 ENCHANTED THINGS 

�.5I POISONS AND ROTTEN TlIINGS 

NAME 

Hil h+C,irii h 

Y�vln Glrilh 

Angurl h 

01lc.lohilhul 

A�lura�h 

Nimnaur 

Brilha.,gurlh 

Lhugrulh 
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Pol50n 

Polson 

SOURCE 

Leavt'.� 
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Pl"nl Sap 

Bet 8100d 

Firefly fluid 
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Plan! 

FORM 

MI�I 
Juict 

"aCltriA 

Pa�lt 

PaslC 
J\lic� 

J Ull.""t 

Ju.et 

JuiC't 

Viru� 

Juict 

Jukt 

Oil 

!'Qllen 

Sct-d pod 

APPEARANCE 

Mild Vapor 

C,oldcn/clc-ar 

ln�" ihlC' 

nlutllrC')" 

"rnwn/red 

Milky whilt 

ntack 

C,rC'y/hlad, 

Green 

Im'i�ible 

Oran&t 

Ytllow 

f'hosrh(lr�em 
,rfen 

I'fen 

tileen 

While 

Cr�am 
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EFFECT 

Immedialc .�Ieep 

Mild coma: memory losJ 
Slow. painful dC'alh 

Fa,al dehydralion 

UpJl(r body paraly�i� 

Slow lilluifiauion 

Hardening or lC'ndon!-

Rapidly dis.sol'·e� arC'a eonlact�d 

Turns (1.41 hands and/or fH1 to �Ione 

Slo ... ·• painful dl'alh 

When eOnl.lCIC"(\ with mUCOIiS 

membranes 'urns acid (blind$. or 
desllCl)"� wmdpipe: and/or �l)phll'II�) 
Com�n� optic juice� or 1-2 tye� 

10 hon�y 

Call� .... iC'rim 10 !polllanfou�ly eombllsi 

Amnc�ia 

Nausea: rlladnc\s 

Dcalh 

LEVI:L 
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'0 
, 
, 
) 
, 
, 
• 
7 

) 

, 

'0 

, 

, 

• 

'0 

FREQUENCY 

Moderilu 
Rar� 
Oimif1i�hing 

vcry rare 

Modelsle 

Mode-u,u' 

Rare: 

E:.lr . •  ar� 

Vtry rart 

Diminishing 

FrequC'ncy 

RarC' 

Vny Rare 

Exl. Rart 

Moderate 

MOI.lC'rale 

ModeralC' 

-



8.S2 ITEMS Of NOTE 

Most Potent 

R1MALACON: (S. "Sound .Qr Many Wings") 
Of tooled leather. it is a headband just over an inch wide, with four biro 

feathers secured in bronze clasps about the perimeter so that they dangle. 
The headband allows the wearer to physically transform instantly into onf 
of up [0 four different bird types (as represented by the four feathers: spar­
row, crow, small hawk, cagle). He/she can become each type once per day. 
Each shape-<:hange lasts up to three hours. 

fONHRAD: tRh. "Quick Fang") 

A spear of rarc Dyr- wQod (a very hard, black wood) tipped with a golden 
head, it can be hurled at targets as far as 100' away with no distance subtrac­
tion. The spear also has a + 20 bonus, and the head glows with a yellow light 
wthin 100' of orcs. In addition. it returns to the hand of its wielder after 
traveling 100' or striking an object (whichever occurs sooner)_ 

HOLLENILON, (S. ··Closer or Paths") 

To all apearances merely an unadorned S' long staff of oak, the 
Hollcnilon is 'activated' by tapping the lower end (the bottom is lapered) on 
the ground. Thereafter the path behind the carrier of the staff. (until it is  
struck to the earth again) is blocked for 24 hours by whatever vegetation is 
ncarby. Naturally the effectiveness of the blocking is subject to the amount 
of plantlife in the vicinity. Ideally this staff is used in the forest or where 
there is ample flors_ The path in these cases is  completely closed, and in facI 
hidden, even i f  a cleared way had existed before. The staff also will part 
mOst growth before the holder if he is moving through dense underbrush, 
and it deactivates TOllch-grass. 

SUIMBALMYNAS: (Rh. "EverthoughLs") 
A large tome with inlaid wood covers, it contained a rune of cvery spell 

within the realm of Essencc. Thc runes were permanent (reusable), and 
could be conjured by anyone aligned to Essence. It was lost just after the 
migration of the Withra. .. into Rhovanion. 

POlen I 
ANCBOR: (S. "Iron Fist") 

A gauntlet of fine steel mesh and overlapping plates, it allows the 
wearer's fist to have the effect of a Illace + 10_ It docs nol aid or impede 
him/her when using other weapons. 

COLLOHWESTA: (Q. "Cloak Of Breezes") 

Grey. of Elven qualilY to aid in hiding ( +  80 while immobile: + 20 mov­
i ng) I his cloak also casts "Wind Dri ft ing" inst antly if the wearer should fall 
(or jump) from any height. He/she will then floal slowly to the ground 
below. The wearer is subjcct to any winds present,  and so could be blown 
quitc a distance (to be determined by the GM) if he drifts from a con­
siderable height 

GALAnIUN: (S. "Tree Of Hiding") 

This collar is fashioned of Iwelve rectangular, curved pieces of fine oak, 
approximately 1 "  by 2" long, bound and linked together with bands of 
silver_ It allows the wearer 10 "Merge True" with a living tree oncc per day. 
This means t hal he/she can enter the tree and be hidden. as well as sec OUI of 
the trcc and cast spells (thm he would normally be able to cast) on himself. 
He/shelit can remain in the tree as long a� they desire. but once they depart, 
they cannOl re-entcr until after having rested, 

Modest 

YULMITA: (Q. "Sparkling Cup") 

A small goblet of sk i 11 fully wrought yet 1I ndeCOTaI cd pewter, the yulmit a 
will complelely purify any water placed into iI,  as many as three times per 
day. Holds onc cup. 

ANCOl: (5_ "Iron Cloak") 
A suit of magical light weight black leather, it will fit snugly any human or 

Elvish wearer. Composed of a jacket. pants. boots, gloves and a headband 
(which protects as a full metal helm), all pans must be worn for the suit to be 
effective. The wearer gains AT 4(-20)_ Allacks by the wearer are handled 
normally; however. allackcr takes 1 - 10 hits of dam;.'ge each time he/she 
Slrikes a foe. It is said Ihat this suit was made by a guilt-ridden Elflord who 
wished to feel the pain or his victims. 
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DALRlM, (S. ··Many Fw·1 

BoOls of soft leather which, 31 a thought, can be made to leave any man­
ner of animal tracks desired by the wearer. His/her siride is even altered so 
thai even an experienced tracker will have difficulty in discerning Ihese 
tracks from genuine animal prints. 

OALICOR: (5. "Feet nf Circles") 

Boots which appear identical to those above, except that these either ( 1)  
create footprints facing whatever direction desired (e.g. it appears that the 
wearer has walked in Ihe direction opposite to Ihal actually laken), or (2) 
create no footprints whatsoever. The wearer also has the option of creating 
no foolPrints at all. even in son soil. 

9.0 SOUTHERN 
RHOVANION TH ROUGH 
H ISTORY 

This section is intended to provide an overview of Southern Rhovanion 
throughout the Third Age, and includes material which gives the GM 
temporal flexibility. This allows for a variety of campaign settings. 

, 

9.1 A BRIEF TALE OF YEARS 
What follows is a tale of the years in Southern Rhovanion begulI1ing with 

the coming of the Entwivcs, and ending with the dawn of the Fourth Age of 
Middle-earth.  

9.1 1  THE ENTWIVES 

There once was a lime when birds sang sweetly and flowers bloomed 
throughout this realm_ We must remember that Southern Rhovanion was 
once the happy home of the Entwives, the keepers of small growing things 
and the teachers of agriculture. During the First Age - no one is quite sure 
when - the Ents and Enlwives left their ancestral home of Beleriand and 
moved eastward into Eriador. They roamed these reaches for centuries, 
slowly moving 10 the south and east umil they passed through the mountain 
gap below Isengard and came near the shores of the Anduin. Strangely, 
they separated, and the Ents remamed to tend the AnCient }-orest (where 
they cared for the tree-spirits, the Huorns) while the Entwives chose to cross 
the Anduin Rivcr. There they planted gardens more sumptuous Ihan any 
known before or since. Luseious fruits hung on the vine. The sweet scent or 

nectar whistled through the air. Harmonics between the earth, the water, 
and the air could almost be heard, and could always be seen, thanks to the 
special touch thc Entwivcs had as they tended all growing things. Those few 
men who lived in this region during those days learned the art ofagricullure 
from the Entwives_ These men revcred the mothcrs of the soil. 

The Entwives dwelt in the region now called the Brown Lands. bUl lhose 
lands were far from brown in those years gone by. When Ents and Entwives 
(S. "Enyd"or "Onodrim ") lived together, a harmony was formed much like 
the partnership of Heaven and Earth, and their parting was sorrowful; 
nonetheless each had their own gift to the ofl/or. The Ents secured a link 
with the elements of air and fire, and spoke to the winds and the birds in the 
skies_ Thc Entwivcs provided a link wilh Ihe clements of earth and water, 
and it was their way to sing to the rivers and the stones, and order their 
plentiful gardens. Ents favored greater trees, the tallest of the o/var; their 
Wives looked to all the olher plants. Just as the Ents saw to Ihe healthful 
growing of plants upward 10 the sun and sky, the Entwives performed a 
complementary task by seeing to things closer to the soil, and to the 
underground necessities of the olvar. They created intricate underground 
networks of chinks and holes, tunnels and waterways, and their needs were 
lovingly served by earthworms, moles, millipedes and grubs_ 



Once the Ems had abandoned their Wives, they began to dwell on their 
own passions and slowly took root in the Great Western Forest (which once 

stretched from Fangorn and the Field of Celebrant to the reaches of the Old 

Forest in Eriador). In their absence, the Entwives gradually forsook the 

bond they shared with the Ents. No one knows quite what became of them, 

nO( even their husbands. Many speak of the "moving trees" periodically 

seen in Eriador; others say they ned to the East when Sauronof Mordor laid 

waste to their horne. Someconjecture that they migrated under theearth, to 

mingle with their own clements. Indeed, one might delve beneath Brown 

Lands today and still find evidence of the Entwives. although the traces of 

their gardens are now lost in the parched hills along the Anduin south of 

Mirkwood and east of the Limlight and the Wold, a region made "brown" 

in the last days of the Second Age. Only the eroded hill-folds that were once 

terraces give onc a hint of the green pims that once graced this land. 

Without thc dcf! touch and gentle love of the Emwives, growth could no 

longer prosper. Some say that if only the Ents would return wit h t heir songs 

to the sky and the wind, thc Entwives would also resurface. and the Brown 
Lands would grow green again. 

9.12 THE FIRST MILLENIUM T.A .. A QUIET TIME 

For the men of Southern Rhovanion, life during the first millenium Of the 

Third Age was prosperous and happy. Predictably good weather and 

copious harvests marked those happy times. The abandoned fields below 

the Undeeps dale back to this era. and those regions, plus Th6rloricn, fed 

many - not only those living nearby, but even those Elves and men of the 

Forest and Plains. who traded other goods for farm products. Seeing the 

good life that could be lived in Rhovanion, many men came 10 settle. From 

Eriador there came rugged Northmen, friends of the Dunedain who were 

granted land in the regions subdued by the Kings of Gondor. Out of Gon­

dar itself flowed a steady stream of farmers who crossed the Anduin in 

search of free, open land. These folk overwhelmed the older residents (who 

uere largely "common men"). and blended to form the core of the 

homestead civilization of Talath Harroch. Thc two groups of men. from 

North and South. did have their differences of culture, opinion, and 

language, but trade and intercourse were common and peaceful between 

them during early centuries of the Third Age. The Wood-men travelled 

south of the Old Forest Road, the few Beijabar families helped guard the 
crossing of the Great River and kepI watch over the new roads from their 
scattered manors at the edge of t he woods. In Greenwood itself. Elves lived 

happily. The u-Elven Ring" in the depths of the Forest (sec 4. 14 and 5.0). a 

meeting place for the Gofodhrim (S. "Tree-people'') of LoTien call 

Angofafadh, dates back to T.A. 27., although the incursion of Plainsmen 

into the Forest for lumber innuenced the Elves (Oward secrecy. Despite a 

lack of understanding. the Elves and men somehow co-existed peacefully 

during those early days. 

• 

9.13 THE COMING Of THE SHADOW 

Longafter the Drown Lands had taken on that shade, other changes were 

occurring in Southern Rhovanion. The great Queen Galadriel, whose in­

fluence spread outward like a halo from L6rien, even into and over Grecn­

wood the Great, saw the first clouds from the East. Thus far the forest of 

Greenwood was a cheerful Elven home, where tunes were whistled during 

daylight hours and songs were sung at night in glades like the Angalaladh. 
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The years, the decades. all Oowed together. and time had little meaning in 

the days of Greenwood the Great - until the time those clouds becamc 

great rumblings. and new enemies came forth. Galadriel could not explajn 

to orhers the changes that she felt, but she slowly could envision thar the 

reach of her power was shrinking as another forcc entered the realm. The 

songs of the Elves in Greenwood inexplicably took on a quieter ke)'. The 

crops on The Plains mysteriously dwindled. By the year T.A. 1 1 00. 

Galadriel found herself without power beyond the western edgcs of the 

forest, and many Elves moved back across the river to L6rien. Little did 

Ihey know that they were easing the way for the spread of their worst 

nightmare. The Evil that had come to Dol Guldur was the Lord of the 

Rings. 

The Elves date Sauron's entry into that mountain at about T. A. 1050. No 

one knew it then, though. The Dwarves that had lived within Amon Lanc 

and each day mining deep beneath the land had departed, seeking greater 

riches at Khazad-dOm. No one had ever noticed the dark-robed figures that 

once lurked in the caverns' corners, figures that would stay behind in the 

depths of the mountain when the Dwarves were marching out of the vaults 

at dinnertime. Sauron had sent his NazgGI from the East to seek out a 

suitable environment from which to lay plans for the conquest oflhe West. • 
and the Ringwraifhs wisely combed the Naked Hill. Their master found it a 

fine refuge. 

9.14 THE RISE Of' THE RHOVANION NORTHMEN 

The years surrounding the beginning of rhe second millenium of the 

Third Age mark the height of the Northmen's civilization on the Plains. 

Gondor's empire (after 750) stretched across the Talath Harroch to the 

western shores of the Sea of RhOn, and Ihe varied Northman groups had 

carved a comfortable hold in every area of Rhovanion. Although thcir 

loyalties were divided between their own and those who dwelt in Gondor 

(which held titular control as far north as the forest edge), no connicts had 

yet arisen serious enough to erode the strength of their communities. In­

deed, they prided themselves on being able to combine. the best of bmh 

worldq; they had security. and learned much from the Oaunedain; they 
were independent. The Wood-men of Northern Mirkwood. learning of the 

agricultural and carpentry ski lis of their Plainsmen cousins. sent emissaries 

to the South to learn those trades. This group of Wood-men scollrs never 

managed to return to their homelands, instead scttling in the Western Eaves 

of the Forest . forming the core ofthc more sophisticated Wood-man's col· 

any now found to the south of the Old Forest Road. 

Numerous individual homesteads dOlled the Eastern Eaves and the 

Plains to the east of the Forest. A budding but crude urban subculturegrew 

up during these days at the innermost point of what is now called the East 

Bight. Although it was not the home a recognized King of the Northmen, it 

was a focus o f  trade and politics. Gondor'soverlords sent their emissaries 10 
the hili settlements that overlooked the surrounding forest and sat astride 

the trade routes that connected the Talath Harroch to the road and river 

routes of Northern Wilderland. It represented to all who lived in lhe realm 

of Southern Rhovanion a visible symbol of the land's prosperity and pro­

grt=Ss. 

But this cultural center was besieged before it reached its height of 

development. Because elsewhere, in the world of Man, other changes were 

occurring that would change the f�lce of Southern Rhovanion during Ihc • 
Third Age's second millenium. Despitc the progress, Southern Rho\'anion 

remained a wilderness in the eyes of many, cspecially those who dwelled to 

the southwest in Gondor. Still, wilderness though it may have been, 

Southern Rhovanion remained a key in the plans of the Kings ofGondor -

because it provided a buffer zone between Gondor and the far East, from 

whence attacks of Easterlings could be launched at any moment. 

Indeed, the intuitions of the kings of Gondor came true. for in 1248 

Vidugavia - the noble, but self·styled Kingof Rhovanion - aided R6men· 

dad I I I  in defeating an onslaught by the Easteriings. Were il not for the aid 

and quick word of Vidugavia, all of eastern Gondor might have been lost to 

the barbarians. Instead, thanks to the alliance between a Northman Prince 

and a Dunedain King, the realm of Gondor prevailed and strengthened its 

grip on the land they called "Dor Rhunen. But that alliance, which meant 

safety and momentary peace to thousands, soon resulted in bloodshed. The 

Kin-strife of T.A. 1432·44 proved quite contrary to the legacy of the elder 

Kings who formed the great alliancc. 

Valaear, blonde-headed son of ROlllendacil. was sent with glad tidings 

into Rhovanion soon after the Easterlings had been rebuffed. Indeed his 

move into Rhovanion marked a minor migrlltion of men and women from 

Gondor into the pasloral lands to the east. He fell in lovc with the beautiful 

dark-eyed daughter of Vidugavia. They married. and the alliance bctween 

the two lands seemed safe forever. 
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Eldacar. son of Valacar and grandson of both R6mendacil and 
Vidugavia. look over rule of this greatly extended realm of Gondor. Yet 
those whose families wen: pure in Duncdain blood - unmingled. as they 
said themselves. with the blood of NOrlherncrs - fell quickly into disagree­
ment with the youlig ruler. since his heritage was not purely Dunedain. 
Eldacar's father Valacar died in T.A. 1432. and the little unrest thai had 
eruptt.'d during the elder man's lifetime exploded into biller warfare. 
Rebellious forces saw to it thai Eldacar ned to Rhovanion, then enstatcd in 
as King Caslamir. their favorite son, whose success as ruler of GondoT was 
short-lived as well. Ten years later Eldacar fe-entered Gondor, and 
although he slcw Caslamir and regained the throne, life in Gondor and 
Rhovanion was never Quite the same. 

9.15 THE CONTINUING STRUGGLE 

Wars between Gondor and the Easterlings cominued to be waged on 
these Rhovanian battlefields, interrupted only by Ihe devastation of the 
Plague. Toward the end oflhe second millennium T.A. new lines of baltic 
were drawn, and for as many as one hundred years, Southern Rhovanion 
was the sctting oflhe great struggle between Gondor and a new enemy: the 
" Wainriders" and their Variag allies. 

! 
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North"nst Endor. T,A. 1600-1900 

Arrows depict thrust of Wainrider invasion. T.A. 1 854. I Arthedain; 
2 Angmar; 3 No Man's Land (Rhudaur); 4 Cardolan; 5 Core Territory of 
Gondor; 6 West Gondor. including the West fold; 7 Calenardhon or North 
Gondor; 8 Gondor's Eastlands, weakly ruled after Great Plague of 
1 635-37, relinquishcd in 1 854-55; 9 Harondor, contested by Gondor and 
the Corsairs of Umbar; 10 Wainrider Kingdom in Rhovanion 1854-99; 
I I  Umbar. 

In  the midst ofali lhis human warfare, no one realized that in Ihis same. 
locale a minor occurrence, one cas)' to overlook, would to be the beginning 
of the cleansing of Rhovanion. For during the year T.A. 2063. thc wizard 
Gandalf decided the plumb the depths of Dol Guldur. Sauron ned to the 
East. and Gandalf at this time ooly began to fafhom the intricate evil works 
that had been going on beyond the ken of mas I of Wilderland's inhabitants. 
It took almost a thousand years for his observation to come to good. but 
from that moment on, light and hope began 10 rekindle in the realm of 
Southern Rhovanion. 

9.16 HIE GREAT YEARS 

With each passing year the strength of the Dark Lord grew and his 
enemies became fewer. By the end of the third milleoium the Shadow of 
Mordor extended over most of Middle-earth .  The North Kingdom of Ar­
nor had fallen and Eriador had become a land of few roads or towns_ The 
South Kingdom was greatly weakened: the line of Kings ended with the loss 
of the unmarried barnur in T.A. 2050, and the Stewards ruled in their 
stead; the great Dunedain armies retreated back across the Anduin. leaving 
the Talath Harroch to the Sauron's Easterling servants; Harondor became 
a debatable land claimed by all and ruled by no onc. Gondor's ally - the 
While Isror Sammon - began to embark on his own dark course, and 
sought the losl Ruling Rin8_ 
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T-k 301� 

Third Age 301 9 (At the time oft  he War of the Ring). Showing the 
area where the Shadow had complete dominance. 

So much of the rest of the story has already been lold: the young Stoor 
from the Gladden Fields who rescued the One Ring from the depths of the 
Anduin and died at the hands of his jealous cousin; Sauron's fear that 
another great lord would employ his precious Ring against him; the long 
search. and the coming of the NazgOl to the Shire of Eriador. Then came 
unleashing of the forces of Evil - as Saruman's servams assailed Rohan 
and Gondor from his hold at Iscngard, and Sauron of Mordor sent armies 
imo the unconquered lands east of the Misty Mountains. Northern Rho­
vanion and Gondor saw hordes of orcs and Easteriings, trolls and 
Haradrim, wolves and Mflmakil. The War of the Ring had reached its 
climax. The Shadow grew stronger until that quite hallowed Hobbit who 
took the Ring to the Crack of Doom and scaled the fate ofSauron (with tht 
help of the tortured "Gollulll''). Along with these great changes came the 
organized forces of Men and Elves, led by Celeborn and Thranduil, who 
marched to overtake the citadel of Dol Guldur. That action, combined with 
all the others. saw to the spiritual cleansing of Southern Rhovanion. 

The Ring destroyed, the Evil One forever cast into the Void. the begin­
ning of the Fourth Age in Rhovanion saw another dawn of good feeling. 
The forest for so long called "Mirkwoo<J" now sang wilh Ihe songs of the 
birds who had lived through all sadness, thanks to Radagasl the Brown. 
Many Elves came back across the Anduin from Lorien and reclaimed the 
forest as their own, giving it its ancient name of ErYII Lasgafen. They 
reopened its leafy shades to olhers around them. The Northmen of Ihe 
Plains began to enjoy plentiful harvests. The Wood-men and Ihe Beijabar 
could rejoice without fear of attack anymore. The hold in the Hill of 
Sorcery had been ruined, the walls cast down by Galadriel. although it took 
the Elves and men long months to cleanse the mountain of the stench and 
foul objects left behind from evil times. Indeed, legends say that the mi­
nions or Darkness have reclaimed the caves underground. But servants of 
Evil have (at least for now) greatly dwindled. and the harm they can inflict. 
now thaI Sauron has been overwhelmed, will amount to vcry lillie com­
pared to the horrors they embodied when their actions were being directed 
by the Evil One. 



9.2 TIMELINE OF EVENTS IN 
SOUTHERN RHOVANION 

SOCOND AGE 

, 

, • 

THIROAGE 

c. I-SOO 

�. 1 - 1 000 

2 

'" 

492 

c. 5tlO 

'" 

667 

74. 

1(I5Q 

1226 

1248 

12S) 

c. I)()() 

�. 1400 

1.:a)2 

l.:an 

1441 

'49. 

16)5·36 

1856·1944 

'971 

WSO 

'06' 

"'" 

C. 2460 

2510 

2S41 

2850 

,." 
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l:.mwh-�s cro�� the Andu1n lind !Crrl� in elut('nl vain. They Itach 111('11 or 
llli:rkuhur�. 

(11l1�r) Entwlvtll de�crt Iheir gardens, ""hich faU inlO ruin. and eyell!ually 
bec(lme kl\(lwn a� th( 'Oro"'n Land_\'. 

I.oosc:-d hom S3uron'� snp. Eanerli njl:� \I�ge- erralic altacb un Southern 
Khovanion. G�ladriel e�te-nd§ her in nucnce hcyond the bOrdn� ur Lorie-n inro 
Soulllron Eave�. 

The OUt Rin. dro.,.. fmnl hildu�'s linlCT into the dCI)lhs of tlot GJ;!ddcn Rr�cr. 
IsddUl IS slain by orc.(. From Ihi) r�linl place I he- Rr ng bc-gin� 10 ue-rl an eotI ie­
IIlnUcnce on Ihe Ihe- Iinds lind propk) all aboul. 

The ,on of Anardil. kinll of Gondor. Ie-ru�n5. ha" inll claimed I!-I�al Iracis of 
land e�SI (If the Anduln. 

!.)eal h of Anardi I. I I  i� '011 h crowned OMoh�r. "Corn rn�nde-r of the- l:.asl �. 

Ea.\lcrling� in�adc GondUf. Building of Minru Anor. 

I)toalh (If o.\Iohcr. I-"� ""n TaroSlaT immcdial(iy dlh'� Ih� Fa_Me-rlill!:) bad. 

and wilh Ihe- aid or Ihl; NOllhme-n. uush� Iheln. 

Tafl)Slar is �laUl ln II �l.lrmish wilh a nc" E�Ie-fiillll hoarde. Hi� son. Turam· 
bar. �'�nges hi( dealh. 

!\Iunarar 1 subdue:� the: burburian! airo!clhcr. and Gondor exa'l, II Irlbule. 

Unh/:kno"n�1 10 Ih( inh�biranrs of Grccn .. ·ood. S3uron e-mers Amon L�nc. 
re-nnmmg il Dol G"I!Jur and maling il hi) �'(rnC'T uf (lpC'raiions. A �ha!Jo" 
gTO"\ OVCI Gr(fnlOOOd Ihe- GrUI. "hlch IlIall) htllin t(l nll .\luk .. ·ood . 
I)ealh of Hyarme-ndacil I. Pe-ace sctlln upOn Ih� Talalh Hallo..:h.  

A idet! b)' thC' R hO"�nron llnll Vidug3via. Rl'imendllcil I I  of Gondor def cau 1 he-
1:.a�ler!inJ:s of RhOn. ce-nlelllirlll liC', bclwee-n the 'StOIl{' Land' and Soulhtrn 
Rho'-anion. 

Vllla�ar. )On of R6mtndacil I I  and e-m;\\aIY 10 Rho",mion, nI:lrrin 

Vidugavi .. ·s daughler Vrduma'i. Soon afle-r. Iheir son Vinilharya is born. 

nitlasl Ilobbil uihe fl'lClOssthe Mi)l) Moumlllll�. Ihe-Sloors. depart hom Ihe 
And",,, Vallq. The- HarfOOl5 IIrId Fallo" hidc\ hnd alrc-ady headed lO'tl'iI'4ard. 
I::I'n lind men of Ihe uea ..... crc mo.\! clOloC 10 Ihe- lnlle-I aroup, 
Enemie-s of Vala,al'\ heir !!Iro..- in numb�r. su�pidous orhi� mi�ed blood. Let! 

by R6mendacii'\ grand·nephew Caqamil. Ihc� aho crilicize hl$ pos�ibk 
R hO" anion alleglel1c('). 011 OIh(r f ronr,. nlllny of I he SII.>OI) re·ero�' I he mou n· 
lalll� and resettle- on IhC' Wnl(rn sid� oflhe- m'e-r by Ihe- Gtadde-n Fie-Ids. 

lXalh of Vailical. War brC'ah OUI. annd the bcginninf! of the "'"'�Irifc. 
Eldaear (V,nll halya', cn)" ned name-) ;( bniC'SC'd III (hgilial h. 

EldacaT forc(d 10 n('( 10 Rho"a n ion. Orn,nd il. hb e-Idest <.On. i, ('apl rJ red P lid 
PUI 10 dealh. 

E1dacar re-I urn� In r(ll\:�. �layin8 CUlamir and I"ceping hi_I arm,c-<; inlo Ihe 
I-('a<. for .... ma Ihelll ll> n« 10 Umbar. 

I)e-alh of Eldacar al Ihe rif\C IIge of 2J5 

The (jll:al Plague- slrikC'$ Gondor and Soulhe-rn Rhmanron. 

It«"UHC'nt balltC'S hct"'Ci!n I h( Wam,;dtf � uf I h� E.D_(I and Gondor. wit h Rho" �' 
niOIl oneil an unwilling hadllround. 

The EOI hraim and 01 he-< ref usC<' Non hlll3.n IlfUUp.< lea " C  I he OJX'II O:OUIlI ry of 
Rho'linion and seuk along Ihe Anduin bctw(e:1l the I nch laur IS. HOld Ford�) 
and th� Gladde-n Fidds. 

The- �Ihlarm. nu .... called Ihe- �olhCod. ale ltd Il(lflhward by Frulngar. Th(}" 
�e-It Ie- nea I the- SOUl �c:\ (If I he- Andul n. nOlI h" nl of M ;rl ... orod kllnd SOUl h of 
Ihe bed Milhrin. ThC'ir ne-,,' land i$ al)u �'ltlled Ihe �(llhffld. 

l:nd 0 f I h( line of K i ng\ of GondOi . arid txJlin n i ng or r he It III ing SI c"':lrd�. 

tia ndal r allem piS 10 d 1'>1:0"(1 I he maSler u f Dol Guldur. bUI Sau rOil cl ude-5 hi m . 

The- Dar� Lord relurn. Dol vuldur. 

The Oakholh, 1111 Ea)ICf lUll con froe-ralmn. e-nlen :)oulhe-rn Rho,-anilln. and 

bC',in\ laidrn, lhc IIIhab.tanlS of Ihe V�IC"i of And,llll: Ihe�' C"'enlually arrack 
Gondor'$ borde-I outPOSI�. 

\ka,ol. a Sloor li�'rn, ne-lIr Ihe Cladde-n. diKo'crs Ihe One Rinxon Ihe ",ur�)" 
I,,'cr wale-TS. Sme-agol. lrii �ousin (laler known as GoII�"n). )lay� lXagol Hnd 
lakn Ihe Ring. 

The lJ�kholh cion Ihe- Anduin and Invade- CalenardhOIl. TIlty are annihilated 
b�' Cilion of (">(IndOI with IIld from Ihe !:olh�d al Ihe- fi(ld of Cclebranl. The­
E:ut hCod, no'" called by man)' the Eorling.' fit FOIIiIl1l8S. mig�;lIe roUI h and .\e-I· 
Ik ill whal i� lalCI Rohan. 

Thniin caplurC'd Ind imprisoncd at D<11 liuldur. Lasl uf &"e-n Ring\ lakcn 

from him. 

Candalf aaain Cnln) 01,)1 GuldllT. rhl� lime- diKOV(filili Sauron rn H� de-pi lis. 
The- "" lard aiM) $PC'a�� ..... ilh Thr;iin be-fore he- dre'S. 

The- Whl1� Coune-II d�i"C'S Saulon f�()m Dol vuldur. 

The Dark Lord stud) IIIIn: uf his NugQl bll(k 10 001 Guldur. 

A fle-Ilhe War (If th� Rings. Celeborn and Galadlicl le.d an arm,' out of Loden 
10 Dol Guldur. "here Ihc Eh'(n f(Jrce� d��"ny Ih( remnanr of Ihe orc popula· 
I ion . and Galadrie-I la�� wa�lC' 10 Ihe entire Sllucture of Dol Guldur. cleansillS l1 
of (,·il. 
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9.3 CHANGING THE CAMPAIGN'S TIME SE IIING 
The primary temporal setting of this module is T .A. 1640. just after the 

Great Plague. It is a period of recovery. when Gondor's hold is relatively 
weak. and when the peoples of Rhovanion have (0 deal with the societal 
disruption of both disease and its afler-effect.s. Modest Easterling presence 
also provide for some tension. The tasks of rebuilding, reuniting, and 

defending the region must be undenaken. In addition, Sauron's role as the 

Necromancer adds a good deal of color. His minions arc deadly. and seek 

three things: (1)  \0 provide a safe haven for their Master; (2) 10 keep open 

communication with the Witch·king in Angmar; and (3) to lay the 
foundation for the eventual conquest of Rhovanion and the nearby 

strongholds of the Fr� Peoples: the Northman communities. the Dwarven 
Halls. and Gondor and l6rien in particular. This dramatic atmosphere is  

ideal for adventure and allows for tremendous flexibility. 
Nonetheless. another period may fascinate the GM and/or players more. 

I n such a case. simply read the material 10 get an overview of the land and 

cultures; then employ the lime line (see9.2) and the following notes {a gel a 

dearer view of the more important themes of the other era. Tolkien's own 

works arc also an invaluable aid, for extrapolation of detail is  facilitated by 

a wealth of generalities. 

9.31 ADVENTURES IN THE EARI.V THIRD AGE 

The first five hundred years of the Third Age see the arrival of large 

groups of Northmen from Eriador to the Wesl. These folk come in waves 

and seltle in various areas. displacing the sparsely-settled "common men" 

- the indigenous "Rhovanions." Most of the new residents came at the 

bidding of the Kings of Gondor, since the land was "open" and claimed by 

the South Kingdom. Amirion's heirs wanted to reward their Northman 

aUies for their aid against Sauron during the War of the Last Alliance at the 
end of the Second Age. Because of their older differences and the 

separation during the journey and sClllcment period, these groups form a 
number of sub-cullUres and remain polilically divided. 

In  the meantime, Sauron - having 1051 the Ring - has been temporarily 

indisposed. his body collapsed and his weakened spirit scattered. He will 
not return until after T.A. 1000. The primary pressure on Rhovaniondur­

ing this era comes from the "Eastcrlings," varied groups of sometimes 

related nomadic tribes (see 5.4 for examples). 

During this period, then, the primary conniels center around: (I)  Gon­

dor's altempts to subdue the Easterlings on or by the Talath Harroch; and 

(2) the struggle of the Northmen to settle in a new land and form societies 

that can work together and with their neighbors. A few ofSauron's minions 
remain, and the legacy of Morgoth - in the form of cruel beasts - still 

causes problems, but no organized Evil is continually prese",. Dol Guldur 

is stilt Amon Lane, although Sauron's servants begin laying the foundation 

for his return some time beforeT .A. J OOO. Mirkwood isslill Gr�nwood the 

Great and the Elven presence is sl1l1 Quite high. It is a bright frontier 
recovering from a difficult war. 

From T.A. 500-1000 the Northmcn become settled and begin building 

villages and manors. Gondor conquers the Talalh Harroeh and incor­
porates it into "Dor RhUnen." Most is well, and the struggle to survive is 
disrupted only on rare occasion by Easterling intruders. 

9.32 ADVENTURf;S IN THE MID·THIRD AGf: 

The era from T.A. 1000-1850 is one of the growing Shadow and has been 

thoroughly illuminated throughout this module. One might note that it is 

marked by a gradual penetration of Sauron's Darkness, with the greatest 

time of disruption being T .A. 1 635-37, when [he series of pestilences gave 

the land the Great Plague. During this era thcstrongholdsoflhe Dark Lord 
become conlinually more widespread and fortified. although care is always 

taken to conceal the NI..'Cromancer's identity, and the extent of his hidden 

kingdom. The Easterling impact becomes quite prominent after about T.A. 

1840. but has yet 10 come to a head. 

- --



From 1854 through 1944 the confederation of Easterling tribes known as 

the "Wai"rider:5" (so called for their huge wagons, or "wains") moves into 
Rhovanion. Gondor abandons Dar Rhtinen ( 1 8.54-.5.5) and retreats in face 
of this onslaught. One of the invading tribes is the Sagath . A Wainrider 
Kingdom (T.A. 1856) is founded and lasts until 1899, when a revolt by the 
Northmen throws off the yoke. The bruised Wainriders invade again in 
T.A. 1944, and with Ihe aid oflhc Variag cavalry (and a diverting Haradrim 
invasion into Harondor). nearly wipe out Gondor. Althoug.h the King is 

slain, however, Gondor prevails and Rhovanion begins to relax a bit. 
The period 1854-1944 is an ideal time for adventuring in a land opening 

beset with problems. The Easterling invaders are everywhere, and the need 

10 defeat them is great . In  addition, Sauron's strenglh still grows. 

9.33 ADVENTURES I N  THE LATE THIRD AGE 

During the last millenium of the Third Age a few events are most 

Siglli ficant : 
( 1 )  in T.A. 2063 Gandalf the Grey enters Dol Guldur hoping 10 discover the 
nalUre of the Necromancer, but Sauron slips eastward and avoids 
discovery; 
(2) Sauron returns to Dol Guldur in 2460; 
(3) aboUl the same lime (ca. 2460) the "Balc:harn", another grouping of 
Easlerlings, crush the Northmen east of Mirkwood, and begin a period of 
loose rule in Rhovanion. They are crushed at the Battle of Celebrant by the 
forces of Gondor and the Horse Lords (Eolheod) undcr Earl after they 
cross the Anduin. The remnants of the Balchoth nee. and Earl's folk settle 
in Calenardhon, becoming the Riders of Rohan; 
(4) in 2941 Sauron leaves Dol Guldur under pressure from thc White Coun­
cil of the Istar;. The lair is quickly reoccupied by the NazgUl Khamul . while 
Sauron rebuilds Mordor; 
(5) in JOl9 the Dark Lord's armies openly strike out of Dol Guldur; 
(6) Dol Guldur is "cleansed" by an army led by the Elves of L6rien. 

These events, particularly those between 2063 and 2510 (when invaders 

are about and Dol Guldur is quite a bit weaker), form a list of the best 

backdrops for campaigns in the late Third Age. Connict and adventure are 

present. 

9.34 ADVENTURES An ER THE WAR OF THE RING 

After T.A. 3019-20 the area enters a period of great peace, but is still not 
without its problems. The Fourth Age begins in March the nexi year. and 
the Northmen of Rhovanion begin rebuilding after another war. Sauron is 
forc\'cr gone, and Dol Guldur is in absolute ruin (the walls cast done by 

Galadriel). Still. there are wild beasts about, and rcpom of foul tcrrors 
from deep beneath the carth. Minions ofSauron and Morgolh remain. and 
the lower reaches of Dol Guldur are still haun led . 

Resurgent Easterling and arc groups provide some conflict, and the 
always complex politics of the Northmen add opportunities for adventurc. 

The Fourth Age, because it is a mysterious and uncharted time, is a fine set­
ting for any campaign. 
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ARMS LAW-CLAW LAW (80",('<1 Stl) 

SUlek U6OO . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  SI6.00 pp(!. 

ROLEMASTER conrains ClIARA(..TI-:R LAW. SPI-:I.l I.AW. ARMS I.AW. CLAW LAW, 

and dict. 

Srock .-1800 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  $38.00 ppd. 

Historical5imulallon; 

MAS4SSAS. SUNDAY. JUI.V liST 1861. This uniqu� simulalion beautifully and accura1ely 

Slock 'HOO. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  S20.oo ppd. 

Coming Soun 

BRANDV JooTATION 

CREDITS 

Author: Susan Tyler Hitchcock Editor/Designer: Peter C. Fenlon 
Floorplan.'i/l.aynuls: Terry K. Amthor. Peter C. Fenlon 

Cover Arl : Chris Whi le 
Maps: Peter C. Fenlon 

Inlerior Arl: Charles Peale, Terry K. Arnlhor. Peler C. Fenlon. 

Leonard "Swamp" Cook. Richard H .  Brilton 
Production: S. Coleman Charlton 

Editorial Contribulions: Christian Gehman. Heike Kubasch, 
Terry K. Amlhor. Carl Wil lner . .leff McKeage. John Ruemmler 

Cover Graphics: Richard H .  Briuon 

Spet'ial Cont,.ibutions: Howard Huggins. Betsy Carwile, Tom Williams. 
Don Knight, David Walkins. and the Foul Ones: l\'lirk Strovink, 
Grace "Be Prep" Paylor, Sam "Hard Driver" Irvin. 
Bruce "Who's a Hobbit?" Neidlinger. Heike "Look, I Have to 
Live With Bruce" Kubasch. S. Colern3n "Well, Ed's Been In 

School Longer Than Me" Charlton, Brian <'I Create My Own 

Medical Caseload" BOllton. Stephen "Brian . . .  You're a Fool" 
BOllton, Terry "I'm Either Levilating Or On Vacation" Amlhor, 
Leonard "Gladden Fields" Cook. and the crippled "Shot Blodec" 
Captain "Ned" Fenlon . and Olivia " Fenlon ,. J l,hnston 

Printed by Kaminer & Thomson. Charlouesville, VA; 

Typesetting by USI Graphics. 


























