





extended by Sauron.

Stripped of her cloak, the evil spirit Thuringwethil hides in the
forests of Dorthonion. Sometimes ghosts here take the form of
wolves with burning eyes, and evil walks the land when ill will
waxes in Middle-earth.

The “dreadful woods” (Sil.206) and “mazes of Taur-nu-Fuin”
(Sil.207) were transformed from a natural wilderness after the
Dagor Bragollach (1A455):

Now Morgoth’s power overshadowed the Northlands; but
Barahir would not flee from Dorthonion, and remained contesting
the land foot by foot with his enemies. Then Morgoth pursued his
people to the death, until few remained; and all the forest of the
northward slopes of that land was turned little by little into a region
of such dread and dark enchantment that even the Orcs would not
enter it unless need drove them, and it was called Delddwath, and
Taur-nu-Fuin, The Forest under Nightshade. The trees that grew
there after the burning were black and grim, and their roots were
tangled, groping in the dark like claws; and those who strayed
among them became lost and blind, and were strangled or pursued
to madness by phantoms of terror. (Sil. 154-155)

The original version of the Quenta contained the line following
“remained;” “and he took all the forest and highland of Dorthonion,
save the highest and inmost region... (Ho Me V.281-282).”

The forests were dark by day and night —the only difference
being the “fainting beams” from the sun (HoMe 11.79). As such,
the forest was essentiaﬂy a desert. The only underbrush would be
the twisted roots of the trees, mosses and fungi. Fauna would be
likewise limited to the (rare) glades and fields and the mountain
rills which rise above the tree line. The character of the forest
would have altered from the First Age because of the increasing
rainfall due to the submergence of the mainland, perhaps becoming
less markedly of the fir type and tending to the redwood or water
loving varieties.

Foen (uncertain meaning, possibly related to Fuin, or said to mean
“long sight”) is the highest peak of Tol Fuin, though probably too
low to peer over the rim of the Echoriath. It is probably to be
identified with Treebeard’s Orod-na-Thon (S. “Mountain under
Pine”).To here Sauron probably withdrew after Beren and
Lithien cleansed Minas Tirith: “And immediately he took the
form of a vampire, great as a dark cloud across the moon,
and he fled, dripping blood from his throat upon the
trees, and came to Taur-nu-Fuin, and dwelt there,
filling it with horror (Sil. 175, dated in HoMe X1.62
to 1A 465).” The mountain would have been a fine
vantage for governing the forest and was
convenient to the Ore-road.

Eithel Rivil

(S. “Rivil's Well”)

Also called the land of Orodreth or
Aglon Sirion (S. “Beyond Siron”). A
country of stark beauty “clad with pines”
(Sil. 120), it is cut by the Rivil river,
which arises at Rivil’s Well. Near this
spring an Orc-camp stood after the
conquest of Dorthonion. Here Beren
pursued his father’s murderers and recovered
the ring of Barahir. The forests here were cut by
Orec-axes in the First Age and have never truly
recovered. None the less, the region around the Well must
have been forested enough for Beren to have approached it
unseen (Sil. 163).

To the northern edge of this land lay another Orc-camp “on the
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high slopes that ran down to the barren dunes of Anfauglith
(Sil.207).” Here Beleg rescued Tirin from the Orcs, but was
himself slain by his friend. So Gwindor and Tirin buried Beleg
there.

Little remains here in the way of ruins, since it was part of the
course of the great Army of Wrath at the close of the First Age. For
this reason, the country is considerably safer than the rest of the
island. Fauna and flora are natural and not inimical to life, and the
streams which run here are clean and wild. The ruins of the
Noldorin forts along the northern rim of Tol Fuin are blacked and
twisted, sheared at odd angles. This is evidence of Glaurung, father
of dragons.

Ered Gorgoroth
(S. “Mountains of Terror”)

These form the steep south-eastern edge of Tol Fuin. They are
described as “dreadful precipices” (Sil. 120). Few paths ascend
these nearly unscalable mountains. Their height may be estimated
at about 6,000’ if they are a little lower than the Blue Mountains to
the east. The tallest peak is Orod Ungol, which rises above
Gorothress (S. “Vale of Terror”).

Nan Dungortheb is the former abode of Ungoliant, and is cast in
perpetual shadow through its narrowness and by enchantment. It
lies close by Anach. As Ungoliant herself could be said to pre-exist
Morgoth, its “nameless gods” (see below) are possibly the brood of
Ungoliant or the consort-spirits she bred them by.

This region is described as “a land of dark forest east of Artanor
where on a wooded mountain were hidden idols sacrificed to by
some evil tribes of renegade men” in the Gnomish dictionary (p. 31;
cf. HoMe 11.62). These evil tribes may be among the folk of Ulfang,
who settled Hithlum after
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472. They arrived in Beleriand in 463, which introduces some
problems, since the whole Beren and Lithien tale begins in 464.
The next mention, and the main one, of these idols, was in relation to

4. Pertinent quotes for Aeluin and Ladros:

“Now the forest of Dorthonion rose southward into moun-

the tale of Tirin from which the quote above was taken. The events tainous moors; and in the east of those highlands there lay a lake,

of this tale in Taur-nu-Fuin were in 489. The Lay of Leithian
mentions madness-inducing waters of which Beren drank on his
travel south toward Doriath. These are probably to be identified
with the Shadowy Spring from which Aros and Esgalduin flow.
Because of the terrors of the island raised by Sauron’s Ring, runes
of warding were carved in the mountains and along the coastal
cliffs, and enchanted by the Noldor. Warning the foolhardy away
and driving off the evil from the approaches to the sea, only
blindfolded climbers can ascend with unbroken resolve.’

CREATURES

The continuing appellation of Fuin (Shadowy) that was first
given with the dominion of evil implies the presence of monsters
after the First Age. Of the monsters listed in Creatures of Middle-earth
(2"d ed), we might reasonably expect the following denizens:

e Evil Huorns and Trees (p.83)

e Giant Spiders (p. 123)

e King Spiders (p. 124)

e Corpse Candles and Lanterns (p. 125)

o Ghosts (p. 125)

e Mewlips(p.127)

e Specters, Swamp Stars (p. 129)

e Various types of Trolls, Goblins and spirits may be

found at some times.

e The bodiless spirits of Werewolves, Vampires (including
Thuringwethil) and other minions of Sauron probably still
haunt his fortress.

However, the island has natural fauna as well, comprising deer,
bird-life, bears, wolves and smaller rodents and hares, mostly found
in the less tainted north. The heights of the Ered Gorgoroth are,
however, silent and eerie. Carrion birds gathered around the fallen
at Tarn Aeluin, and probably still roost throughout. Insects and
bats fill the dark voids of Dorthonion and the Nan Dungortheb.
Owls (in particular), hawks and eagles might be expected in the
dense forest and mountains. In the open sea around the islands,
many seabirds can be seen. Seals, whales and dolphins surface in
these waters frequentl_y, making them favorites among mortal
whalers and hunters.10

FLORA

Tolkien mentions birch trees (HoMe 111.335) and pines (64, Sil.l
19). The “enchanted alders” described around the gate to Gondolin
are probably enchanted by the Elves, since the alder tree 1s
traditionally associated with Elves in Northern mythology. (In
German, the alder-konig is the same as the alf-konig.) Similarly, the
alders on which the ravens croaked near the body of Barahir were
probably to be associated with the protective nature of Tarn Aeluin,
not its desecration. Tolkien’s illustration of Taur-nu-Fuin shows
many mushrooms, but the ground cover is sparse.

NOTES
1. “Perhaps ‘Ever-Mist’, but muire = ‘mist’ is a sheer guess based on
context. It might be somehow related to MOR ‘dark’, but that’s
dubious as well.” [David Salo] “Through this region Morgoth
and Ungoliant passed in haste, and so came through the great
mists of Oiomtiré to the Helcaraxe...” (Sil.80)
Reading uncertain. [David Salo]

N

3. ie. ‘high lookout point’; cf. Hyarmen-tir. [David Salo]
24

Tarn Aeluin, with wild heaths about it, and all the land was pathless
and untamed, for even in the days of the Long Peace none had
dwelt there. But the waters of Tarn Aeluin were held in reverence,
for they were clear and blue by day and by night were a mirror for
the stars; and it was said that Melian herself had hallowed that
water in days of old (Sil.162).”

“.. .no soldier could to Morgoth bring
news even of their hidden lair;

for where the highland brown and bare
above the darkling pines arose

of steep Dorthonion to the snows

and barren mountain-winds, there lay
a tarn of water, blue by day,

by night a mirror of dark glass

for stars of Elbereth that pass

above the world into the West.

Once hallowed, still that place was blest:
no shadow of Morgoth, and no evil thing
yet thither came; a whispering ring

of slender birches silver-grey

stooped on its margin, round it lay

a lonely moor, and the bare bones

of ancient Earth like standing stones
thrust through the heather and the Whin;
and there by houseless Aeluin

the hunted lord and faithful men

under the grey stones made their den.”

(HoMe 111.555-556: Lay of Leithian 11.178-98)

. “Unanalyzable. An extreme conjecture might suppose it to
be related to anc jaw’ as carach ‘set of jaws, toothedness’ is
related to carch ‘tooth, spike’ (e.g. *anakke or ‘anakse); the
meaning might then be jaws’. This is guesswork.” [David

Salo]

6. “Never did we go so far from the borders,” said Beleg. ‘But
you have seen the peaks of the Crissaegrim far off, and to the
east the dark walls of Gorgoroth. Anach lies between, above
the high springs of Mindeb, a hard and dangerous road; yet
many come by it now, and Dimbar which used to be in peace

is falling under the Black Hand...” (Sil.200-201).

7... through empty hills and valleys by dark nights and
perilous days, till his blue lamp magic-kindled, where flow the
shadowy rills beneath enchanted alders, found that Gate beneath
the hills, the door in dark Dungorthin that only Gnome-folk
knew. (HoMe I11. 148: Lay of the Fall of Gondolin) [at this stage in
the mythology the door to Gondolin was placed in Dungorthin,
not in the vale of Sirion]

Tolkien illustrated a vantage from this region, the northern
slopes of the Echoriath, printed in J.R.R. Tolkien: Artist and llustrator
(p- 569). The view is of Tol Sirion and Minas Tirith. What appear
to be two birch trees are shown and a steep cliff to the northeast
(the region of the Rivil) which is pine-clad. My use of the term
“Gondobar” for the sea-mount of Tol Gwareth derives from the
Lost Tales: “O happy mariners
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upon a journey far, beyond the grey islands and past living things were snared; and monsters wandered there
Gondobar... (HoMe 11.275)." that were born in the long dark before the Sun, hunting
B . silently with many eyes. No food for Elves or Men was
10. ~ Thus did it fall out that Beleg became lost there in that haunted land, but death only...”(Sil.164)
and benighted in a dark and perilous region so thick with
pines of giant growth that none but the goblins might find a .. .Then all his journey’s lonely fare,
track, having eyes that pierced the deepest gloom, yet were the hunger and the haggard care,
many even of these lost long time in these regions; and they the awful mountains’ stones he stained
were called by the Noldoli Taurfuin, the Forest of Night. Now with blood of weary feet, and gained
giving himself up for lost Beleg lay with his back to a mighty only a land of ghosts, and fear
tree and listened in the wind in the gaunt tops of the forest in dark ravines imprisoned sheer —
many fathoms above him, and the moaning of the night airs there mighty spiders wove their webs,
and the creaking of the branches was full of sorrow and old creatures foul with birdlike nebs
foreboding, and his heart became utterly weary.” (HoMe that span their traps in dizzy air,
11.78) and filled it with clinging black despair,
Originally a pine-forest without taint. Treebeard makes and there they lived, and the sucked bones
reference to it in his hymn of praise to lost Beleriand: lay white beneath on the dank stones —
To the pine-trees upon the highland of Dorthonion I climbed in the now all these horrors like a cloud
Winter. faded from his mind. The waters loud
Ab! the wind and the whiteness and the black branches of Winter falling from pine clad heights no more
upon Orod-na-Thin!..." he heard, those waters grey and frore

that bittersweet he drank and filled

9. There the twain enfolded phantom twilight his mind with madness —all was stilled.

and dim mazes dark, unholy, He recked not now the burning road,

in Nan Dungorthin where nameless gods the paths demented where he strode

have shrouded shrines in shadow§ secret, endlessly... and ever new
more old than Morgoth or the ancient lords

the golden Gods of the guarded West.

But the ghostly dwellers of that grey Valley
hindered nor hurt them, and they held their course

with creeping flesh and quaking limb.

horizons stretched before his view,

as each blue ridge with bleeding feet
was climbed, and down he went to meet
battle with creatures old and strong

; o 5 and monsters in the dark, and long,

Yet laughter at whiles  with lingering echo, long watches in the haunted night
a distant mockery of demon voices

there harsh and hollow in the hushed twilight...”
(HoMe I11.59: Lay of the Children of Hurin, 11.1475-86) beneath his tree — ..

“...and fleeing from the north she went down into Beleriand, (HoMe 111.175-176: Lay of Leithian 11.663-591)
and dwelt beneath Ered Gorgoroth, in that dark valley
which was after called Nan Dungortheb, the Valley of
Dreadful Death, because of the horror that she bred there.
For other foul creatures of spider form had dwelt there since
the days of the delving of Angband, and she mated with them,
and devoured them; and even after Ungoliant herself

while evil shapes with baleful light
in clustered eyes did crawl and snuff

departed, and went whither she would into the forgotten

south of the world, her offspring abode there and wove their
hideous webs..." (Sil.81)

L

“Terrible was his [Beren’s] southward journey. Sheer were
the precipices of Ered Gorgoroth, and beneath their feet
were shadows that were laid before the rising of the
Moon. Beyond lay the wilderness of Dungortheb,
where the sorcery of Sauron and the power of Mehan
came together, and horror and madness

walked."(Sil.164)

10. “...he [Beren] became the friend of birds and beasts,
and they aided him, and did not betray him...

... Therefore an army was sent against him [Beren]
under the command of Sauron; and Sauron brought
werewolves, fell beasts inhabited by dreadful spirits that
he had imprisoned in their bodies. All that land was now
become filled with evil, and all clean things were departing
from it...

...There [the Ered Gorgoroth] spiders of the fell race of

Ungoliant abode, spinning their unseen webs in which all
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USING D&D 3rd EDITION

FOR USING MIDDLE-EARTH
CAMPAIGNS

Brian McNeilly: 2006 Birch Grove PL, Burnaby, BC, V5A 4A3,
Canada (bmcneilly@home.com)
Dungeons and Dragons 3 Edition (D6D5) provides an excellent

framework for gameds set in Middle-earth, but there are a few minor
maodificationds to the rules to make them more appropriate for the setting
as described by Tolkien. This article provides some suggested
modifications that will make the De5D5 rules better suited to the Middle-
earth setting.

Material for this document was adapted from the DesD5 Player’s
Handbook (PH) and Dungeon Master’s Guide (DMUG), published
by Wizards of the Coast, and from Middle-earth Role Playing, 2™
Edition, published by ICE. Dungeons & Dragons i copyright of
Wizards of the Coast.

THE RACES OF MIDDLE-EARTH
Allowed Races

The following races may be chosen for PCs. Since there are
no Gnomes in Middle-earth, this option is not available as a PC
race. As far as the rules are concerned, there is little variation
between the sub-groups of the same race. The main differences
between the sub-groups occur in the background and
personality of the character.

Race Racial Sub-Groups

Dwarf  Dwarf, Umit (Half-dwarf)

EIf Avarin, Noldorin, Silvan, Sindarin

Half-elf n/a

Half-orc' n/a

Hobbit  Fallohide, Harfoot, Stoor

Human Apysan (Far Southron), Beorning (Berning), Black

Ntmenérean, Corsair, Daen (Dunlending), Dridadan
(Drig, Wose), Dtinadan, Easterling, Eriadorian
(Rural), Folyavulda (Dorwinion), Gondorian (Ur-
ban), Haruze (Near Southron), Losson (Snow-man),
Northman (Horse-lord),” Northman (Woodman),
Variag

Height and Weight
To account for racial variations as far as height and weight
are concerned, use the table found on PH.93 with the following
exceptions:

Elves

*  base heights are 5'10” (male) and 5’8" (female)

*  base weights are 110 lbs. (male) and 100 lbs. (female)
*  Silvan Elves use a Height Modifier of +2d4
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Half-elves
e base values are the same as Humans, with a Height

Modifier of +3d8

Humans

e Beornings, Black Ntimenéreans, Corsairs, Dinedain and
Apysani have a Height Modifier of +3d8

o Easterlings, Haruze, and Lossoth have a Height Modifier
of+2d6

e Driiedain determine Height and Weight using the Dwarf
entries, using base weights of 95 lbs (male) and 70 lbs
(female) and a Weight Modifier of x(2d4) lbs

Aging

Elves ignore the aging effects detailed on PH.93. Half-elves
who choose mortality use the aging effects as listed. Immortal
Half-elves use the Elf entry in the table to determine maximum
age. For Elves and immortal Half-elves, reaching the maximum
age does not result in death, but indicates when the urge to
travel to the West and leave Middle-earth becomes too strong to
ignore. Note that the urge to travel to the west affects only the
Eldar (the Avari are unaffected).

Favored Classes
The favored classes listed in the PH do not necessarily apply
to Middle-earth races. Non-human characters will have an
appropriate favored class assigned to them when the character is
created.

Class Restrictions
The D&D3 rules do not have any restrictions for
combinations of race and class. There are some, however, which
do not make sense in Middle-earth and would be quite rare. The
Gamemaster (GM) will have to decide whether or not to allow
any of the following combinations, which would have to be
explained by special circumstances.

Race Restricted Classes
Beorning Sorcerer, Wizard
Driadan Sorcerer, Wizard
Dwarf Sorcerer, Wizard
Hobbit Cleric, Druid, Sorcerer, Wizard
Non-human Monk
Special Abilities




Species
Dwarf
Elf
Hobbit

Human — Beorning

Human — Black Ntimenérean
Human — Corsair

Human — Daen

Human — Dridadan

Human — Diinadan
Human — Easterling
Human — Eriadorian

Human — Folyavulda

Human — Gondorian

Human — Haruze

Human — Losson

Human — Northman (Horse-lord)
Human — Northman (Woodman)
Human — Variag

Peredhel (Half-elf)

Perorch (Half-orc)

Umit

The above chart details the special abilities and additional

details for each Middle-earth race.

Special Abilities/Additional Details

special abilities are detailed in the PH
special abilities are detailed in the PH
special abilities are detailed in the PH

+1 rank in Animal Empathy: wild animals will
not attack unless provoked

+1 rank in Profession: Sailor

+1 rank in Knowledge: Weather

+1 rank in Climb

Low-light Vision (see ability descriptions for
Elves in PH)

+1 rank in Diplomacy

+1 rank in Handle Animal

+1 rank in Knowledge: Plants and Animals
+1 Fortitude save vs. poisons

+1 rank in Gather Information

+1 Fortitude save vs. heat

+1 Fortitude save vs. cold

+1 rank in Ride: Horse

+1 rank in Wilderness Lore

+1 rank in Ride: Horse or Camel

special abilities are detailed in the PH
special abilities are detailed in the PH

+1 Fortitude save vs. cold; other special
abilities are the same as Dwarves, except Umli
possess no Darkvision or Stonecunning

LANGUAGES OF MIDDLE-EARTH

Partial Fluency

There are many languages in Middle-earth, and most
characters have exposure to a wide variety. To obtain fluency

with a new language, 2 skill points are

skill point, however, a character can become partially fluent in
a new language. At this skill level, the character will only know
basic vocabulary, and will likely speak with a heavy accent.
Only basic written concepts wall be known as well, and

complex WOI‘kS Wlll be unreadable.

A character with partial fluency in a language can obtain full
fluency by spending the extra skill point. Bards obtain full
fluency in a language by spending a single point and therefore

never have partial fluency.

Starting Languages for PCs
The chart below lists starting languages for each Middle-
earth race. ltalicized languages are the home language for that
race. A character is considered to be fully fluent with native
languages, but only has partial ﬂuency in the other listed

languages. Bards are fully fluent in all
and other).

Language Descriptions

Adftinaic — native tongue of the Numendreans; the ancestral

language of Westron.

Apysanic —language of the people of Southern Harad.
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Ehwathrumiska —language of the
Ehwathrumi (Northmen of the early and
mid-Third Age).®

Haruze — common tongue used in
Northern Harad.

Khuzdul — Dwarves’ name for their own
secret language.

Labba —tongue of the Lossoth of
Northern Middle-earth.’

Logathig —common tongue of the
Easterlings and the Men of Dorwinion
(Folyavuld).

Orkish —languages of the Ores."’
Quenya—tongue of the High Elves in
Valinor, spoken by Noldor and learned
Dinedain.

Rohiric—language of the people of
Rohan."

Silvan —language of the Wood-elves of
Mirkwood, Lérien and Lindon.
Sindarin — language of the Grey-elves;
most common Elf-tongue in northwestern
Middle-earth.

Umitic — language of the Umli.
Varadja—tongue spoken by the Variags.
'Waldiska —nature-signals used by the
Beornings.

Westron — common speech of north-

western Middle-earth.
Woodman — language of the Woodmen.'

2

MONEY

The most common coin used in Middle-earth is a silver piece,

required. For a single

silver pieces.

typically minted in Gondor. Each silver piece is worth 10 bronze
pieces, and a bronze piece is worth 10 copper pieces. Gold and
mithril coins are quite rare. A gold piece trades for 10 silver
pieces, and a single mithril coin would, in theory, be worth 100

In the equipment charts in the PH, replace “gp” -with “sp”,
and replace “sp” with “bp”.

CRITICAL SUCCESSES AND FAILURES
This skill variant is found on DMG.92. Similar to attack rolls,

a natural 20 on a skill roll is an automatic success and is

potentially a critical success. A second skill roll is made and if

listed languages (native

another success 1s achieved, a critical success is the result. The
nature of the result is left up to the GM.

Any natural roll of “1” on a skill check or attack roll results in
an automatic failure, and could potentially be a critical failure.
The player should make a second skill or attack roll, and if this
results in another failure, a critical failure or a weapon fumble
has occurred. The GM should determine an appropriate result

based on the situation the character is in. For example, a

weapon fumble might result in a broken bow string or a
dropped weapon. A critical failure when picking a lock might

mean that the lock has been damaged and cannot be opened at

all.

Avarin —there are six major Dark Elven language groups,

spoken respectively by the Kindi, Cuind, Hwenti, Windan,

Kinn-lai and Penni tribes.

RELIGION

The default pantheon provided in the PH is not applicable to

Berniska —tongue of the Beornings.
Drugic —language of the Driedain.
Dunael —language of the Daen.

Middle-earth. While Middle-earth does possess a pantheon (the
Valar), the GM will have to consider carefully how they might
be used for the creation of Cleric characters. Any intervention of
the Valar or Maiar (lesser divine beings) in the
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As a Devotee

Native Language(s) Other Language(s) performs deeds

Kbuzdul, Westron Sindarin consonant with the
Elf — Avarin Avarin Sindarin, Westron virtues espoused by
Elf — Noldorin Quenya, Sindarin, Westron their Vala, they
EIf — Silvan Silvan Sindarin, Westron acquire a certain
Elf — Sindarin Stndarin, Westron Silvan amount of “dout” or

Westron favor with that

Apysanic Haruze, Westron divinity. (The GM
[Human — Beorning Berniska, Waldiska, Woodman, Westron may wish to define
Human — Black Niimenérean Adinaic, Southron, (Apysanic or Haruze) Westron this in terms of
[Human — Corsair Westron,” Southron (Haruze) Adtnaic, Apysanic levels or by some
[Human — Daen Dunael Westron other form of
Human — Dridadan D/‘dg[c‘ Westron measurement, such
Human — Didnadan S[/19m‘in,4 Westron Adftnaic,’ Quenya as points.) Wilen
Human — Easterling Logathig Westron this support
Human — Eriadorian Westron reaches a certain
Human — Folyavulda Logathig, Westron level or intensity,
Human — Gondorian Weatron Sindarin,’ Quenya’ the Devotee may
[Human — Haruze Haruze, Westron Apysanic call upon their Vala
Human — Losson Labba Westron to aid them in some
Human — Northman (Horse-lord) Northron (Ebwathrumiska or Robirric), Dunael way (or,

Westron alternately, the GM

Human — Northman (Woodman)  Woodman Silvan, Westron may choose to have

Human — Variag Varadja Haruze, Westron
Peredhel (Half-elf) Sindarin, Westron Quenya without the
Perorch (Half-orc) Wedstron Orkish

Umit (Half-dwarf) Unutee Khuzdul, Labba, Westron

the Vala intervene

Devotee’s volition
at critical

moments).

affairs of their devotees in Middle-earth would be indirect, and

therefore special rules may be required to handle this. D}inadan mari{xers, for instance, traditic.)ne}lly call upon
The crux of the matter is theological: Middle-earth is ultimately a Uinen, Lady of the Waterls, Whe}? negotlatl?g & Lich
monotheistic universe; the Valar and Maiar are derivative of this One dangerous storm at sea. E: be}” eth, Q'ue‘en of Starlight,
True God (Eru), to whom alone “worship” may be legitimately given made b.Oth Fmd? an.d Samwise unwitting vessels of her
and received. For a Vala to usurp this exclusive divine prerogative powerm Shelob S la}r. . . .
would be an act of open rebellion against Eru. Consequently, the * Ra:rely willa Vala dll:ectly intervene in the affan?s of
Valar simply will not respond to or encourage misguided mortals thdle-earth. (Ulmo's appearance to Tuc.)r at Vinyamar

is one of those rare, fated exceptions to this rule.)

Remember that the Valar sent the Five Wizards to
Middle-earth for this very purpose (i.e., so that the Valar
themselves would not have to intervene directly). So if

who seek to gain supernatural power by worshipping them in the
conventional sense.

Worship of Eru, on the other hand, will not elicit tangible benefits
for the worshipper, because Eru is so remote. Sustaining the world
and aiding its inhabitants is a job Eru delegated to the Valar and
Maiar. The net result of this arrangement is that there are limitations

the Valar manifest their will at all to their Devotees, it
will most likely take the form of a visitation by one of
.. . . .. their Maiarin servants, or by creatures associated with
on the sort of divine aid a clerical character can hope to elicit. Here . . M ’ o4 W

1 their particular sphere. A Devotee of Yavanna, for
are some guidelines:

o  Clerics associated with one of the Valar or Maiar should be re- instance, may enjoy the aid and intimacy of Radagast the

. . Brown (who is normally uninterested in the fate of the

defined as Devotees (a term which connotes reverencebut not . .

To di . Free Peoples). A Devotee of Manwe might win the

necessarily direct dependency). The goal of a Devotee is to . . . .. .

. . . . . . tlmely assistance of the great eagles. A frlendly dolphln

maintain a harmonious relatlonshlp with the natural or social .

might rescue a Devotee of Ulmo lost at sea. And so on.

e Another indirect link between the Valar and Middle-
earth are those rare Noldorin Elves, still remaining in
Middle-earth, who were born in the Undying Lands and
personally interacted with the Valar in the Elder Days.
Such individuals (such as Galadriel or Glorfindel)
exude a tangible aura of sanctity and have knowledge
and wisdom that no being born in Middle-earth could

possess. Attaching and apprenticing oneself to such an

sphere over which a particular Vala exercises power. (See table
below for a list of these divine “provinces.”)

o The affinity of a Devotee with this sphere will result in unique
skills, powers and bonuses not otherwise available to characters.
The source of these exceptional abilities is not the Vala but the
Devotee themself. The role of the Vala is to help the Devotee
realize their inherent potential — physical, mental, spiritual —in
this sphere. For example, in the case of Elbereth the very
invocation of her name causes damage to evil creatures. This is ST . ..

. individual may be an effective means of acquiring (or

true for anyone who utters her name. A GM mlght rule that an .. “« e . ” . .

. . realizing) “religious” powers in a world where organized

nvocation by a Devotee would have a more potent effect than .. C e .

rehglous institutions are otherwise absent.

that of 2 non-Devatee. The Valar are listed below for reference.
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Players interested in creating Cleric characters should discuss
the appropriate use of the Valar, as well as appropriate domain

Lord of the Valar
Lord of the Sea

The Smith

The Hunter
Doomsman of the Valar
The Dream Master
Champion of the Valar
Queen of the Valar
Queen of the Earth
The Mourner

The Healer

The Weaver
Ever-young

The Dancer

The Black Enemy

Manwé Silimo Air
Ulmo

Aulé

Oromé

Mandos (Namo)
Lérien (Irmo)
Tulkas (Astaldo)
Varda (Elbereth)
Yavanna kementari
Nienna

Este

Vaire

Vana

Nessa

Melkor

selections, with the GM.

However one chooses to treat Clerical (or Druidic) powers
in game, the important thing to keep in focus is the concept of
where supernatural power originates: is it part of a character’s
inherent mental/spiritual potential, or does it come from
somewhere else? In Tolkien’s world, this is partly defined by
race. In the Undying Lands, the Valar taught the Elves how to
better use their own inherent powers, not to manipulate or
placate powers outside themselves. Most abilities which mortals
would view as “magical,” Elves would simply think of as mundane
“skills” to be developed just like any others.

Mortals, on the other hand, are not “designed” to achieve
such a high facility with these skills, though they do have a
limited potential for developing talents traditionally thought of in
D&D categories as “psionic” (telepathy, mind-reading, etc.).
Since devotion to the gods is subject to similar limitations, the
other option is “sorcery,” which in Middle-earth means the
wielder “borrows” power (often with religious connotations) from
Morgoth'’s latent spiritual energy, which inheres within all matter
like a cancer. So only for evil characters is it truly possible to
manipulate and channel a magical energy outside oneself.

For most mortal characters and societies, the only practical
alternative to this religion-less, evil magic-biased world is the
shamanic model of soliciting the aid of local, mundane spirits
(lesser Maiar) who inhabit Middle-earth in one form or another
and who have less scruples about involving themselves in the
world than the Valar. Many such spirits may even entertain the
idea of “worship” by mortals —though their willingness to
intervene directly is moderated by the correspondingly lesser
magnitude and narrower scope of their powers. As often as not,
however, soliciting such supernatural aid may entail no religious
element whatsoever. Tom Bombadil’s assistance to the Hobbits is
a good example of this.

MAGIC
Magic in Middle-earth is much more subtle than the system
detailed in D&D3, and is potentially more dangerous to the user
when it is abused. These rule adjustments allow the possibility of
failure whenever a spell is cast, and detail other potential dangers
for spell users.

Water
Earth, Crafts
Hunting

Visions

Combat

Light

Vegetation, Agriculture
Grief, Compassion
Healing

Lore, Memory

Spring

Performance Arts

Evil, Sorcery
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Spell Restrictions
There are certain spells in D&D3 which are inappropriate for
use in Middle-earth. Some examples
include Resurrection, Limited ish and
Wish. There may be others that can
be excluded at the discretion of the
GM.

Judgement, Prophecy

Spell Failure Roll

Whenever a spell (ritual or
arcane) is cast in Middle-earth, there
is a chance the spell will fail, due to
the mysterious nature of the forces
that govern these events. Whether or
not the failure occurs is determined
by a modified version of the Arcane
Spell Failure rules detailed in the
PH.

The Spell Failure roll is made by
rolling percentile dice at the time a spell is cast. The base chance
of failure is 5% plus the level of the spell being cast. The Ability
Modifier for the spell casting attribute of the caster (INT for
wizards, CHA for bards and sorcerers, WIS for clerics, druids,
rangers and paladins) is subtracted from this total. Wizards,
sorcerers and bards who are wearing armor add the Arcane Spell
Failure percentage from table 7-5 in the PH. If the caster rolls
above the calculated chance of failure, the spell is cast normally.
Any roll equal to or less than the chance of failure results in the
loss of the spell being cast. Results of 05 or less on the roll are
automatic failures, and a roll of 01 results in a critical failure.

Critical Spell Failures
A result of 01 on a spell failure roll has the potential for
disastrous effects on the caster. When such a result occurs, the
GM rolls 2d6 and consults the following table to determine the
effects of the critical failure on the caster.

Roll Result of Critical Spell Failure

2 A sickly look crosses the caster’s face as all of
the energy for the spell is internalized. They
fall to the ground and are completely immobi-
lized for a number of rounds equal to the level
of the spell being cast. Each round the caster is
immobilized, they take 1d10 of internal
damage. Anyone touching the caster suffers the
same effects. (10 extra CP)

3 The caster gathers the required energy for the
spell, but as the casting attempt is made, the
energy leaps from the hands of the caster and
enters their eyes. The caster is blinded for a
number of rounds equal to the level of the
spell, and takes 1d8 damage for each round of
blindness. Anyone coming into contact with the
caster takes the same damage. (8 extra CP)

4 The energy for the spell is misfired and travels
through the caster s body at high speed. This
rather uncomfortable sensation lasts for a
number of rounds equal to the level of the spell,
and causes 1d6 damage per round. Anyone
touching the caster will receive some of the
energy, causing the same effects while contact
is maintained. (6 extra CP)
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5 The spell misfires and affects the caster Roll Table above.
rather than the intended target. If the caster Corruption
was the intended target, the spell fails. The Magic in Middle-earth is potentially corrupting. The
caster takes 1d4 damage per level of the lure of power is often the undoing of goodly mages. As
spell. (4 extra CP) they delve further into the mysteries of their art, they may
6 The energy from the spell is internalized but  fall victim to its power and turn to the ways of evil.
dissipates outwards in an unusual fashion. If a spell is not used for good or noble purposes, or if a
Add 4 to subsequent Detection roll(s) in this  caster uses blatantly excessive power to accomplish a
area. (2 extra CP) task, the GM adds a number of Corruption Points (CP)
7 The caster loses control of the energy for the equal to the level of the spell to the total for the caster.
spell before casting is attempted. Add 2 to The CP total is kept secret from the player.
subsequent Detection roll(s) in this area. (0 If the total CP for a caster ever exceeds 100, their
extra CP) alignment shifts to evil and their lust for more power
8 The caster glows as the energy from the becomes overwhelming. The GM will inform the player

failed spell dissipates away quickly. Add 4 to when this occurs, so that they can role play their

subsequent Detection roll(s) in this area. (2  character accordingly.

extra CP) As CPs increase, the caster becomes more susceptible
9 The spell misfires and affects a random target to the power offered by creatures alr‘eady cor‘rupted. For

other than the intended one. The deflection every 10 CP in their total, a caster receives a —1 Will

causes 1d4 points of damage to the caster per Saving Throw penalty when commanded by such

level of the spell. (4 extra CP) creatures.

10 In a dazzling display of color, energy The CP total can be reduced by spending time in a
fountains up from the caster’s head, then magically safe environment (i.e. a Haven). Each day
crackles outwards, striking anyone within spent in meditation and contemplation of the dangers of
10’ of the caster for Id4 damage per level of magic abuse will reduce the casters CP total by 1.
the spell. The energy burns the caster as it Another method for reducing the CP total is for the
leaves, causing 1d6 damage per level of the character to somehow atone for the actions which caused
spell. (6 extra CP) their CPs to increase. The method of the atonement is left

11 Too much energy was used for the spell, and  up to the GM to determine.

the excess shoots out of the caster in various .
directi triki t0 10’ Detection
irections, striking anyone up to away, . .

. & any p . Y When spells are cast in Middle-earth, a force

and causing 1d6 damage per level of the spell. .
emanates from the caster, much like the waves created

The caster takes 1d8 damage per level of the

spell. (8 extra CP)
12 With a brilliant flash of light, all of the
energy of the spell is violently expelled from

when a pebble is tossed into water. Shadow-forces are
lured to this emanation. Whenever a spell is cast and the
situation is deemed appropriate, the GM makes a
Detection Roll and consults the chart based on the

the caster’s body, as well as a significant . . X .
Y & location where the spell casting was performed. If several

amount of the caster s own life force. The

Detection Roll Haven Civilized Border Wilds Shadow Lands
5 or less No effect No effect No effect No effect No effect
6-10 No effect No effect No effect No effect Sighting
No effect No effect No effect Sighting Spotting
No effect No effect Sighting Spotting Spotting
No effect Sighting Spotting Spotting Creature/Patrol
Sighting Spotting Spotting Creature/Patrol Creature/Patrol
Spotting Spotting Creature/Patrol  Creature/Patrol Special
Assassin/Kidnap Assassin/Kidnap  Assassin/Kidnap Special Special
Special Special Special Special Special
caster takes 1d10 damage per level of the spells are cast within a one hour period at the same
spell. Anyone within 10 feet of the caster location, only one roll is made using the highest spell level.

takes 1d8 points of burn damage per level of  Degection Roll: d20 + level of caster + level of spell + (Time

the spell. (10 extra CP) Period Modifier) Time Period Modifier: -2 (early Third
Age), +0 (mid-Third Age), +4 (late Third Age), -4
(Fourth Age)

For critical failure results where the caster takes damage
for several rounds, first aid attempts will not work until

the energy of the failed spell dissipates. Any magical Explanation of Effects

healing attempted before the energy of the spell dissipates o Sighting — shadow-forces know a spell was cast as well

will fail and the healer will suffer the same damage that as the general direction of the caster

the caster is currently taking. e Spotting—same as Sighting; plus the exact direction and
When a critical failure occurs, the caster automatically approximate distance to the caster are known

takes Corruption Points (CP) equal to the level of the o« (Creature/Patrol— same as Spotting; plus a shadow-

spell, plus the extra points indicated in the Spell Failure creature or organized patrol stalks the spell caster
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*  Avsassin/Kidnap —same as Spotting; plus an assassination or kidnapping attempt is made on the caster

*  Special —same as Spotting; plus a very powerful shadow-force becomes aware of the caster

NOTES

1. Half-orcs in Middle-earth do not resemble the description provided in the PH. They are a created race, and only males exist.
Half-orcs are better described as large, strong and exceedingly ugly humans. Usually only a very close examination by a
knowledgeable person will reveal their true identity.

2. Includes the Ehwathrumi of the mid-Third Age and the Rohirrim of the late-Third Age.

3. The languages spoken by the Corsairs of Umbar vary according to time period. At the time of their first appearance (TA 1448),
the Corsairs comprised the predominantly Diinadan supporters of Castamir the Usurper. Over the next two centuries, however,
they intermarried with the Haruze of Near Harad so that, by TA 1634, all except Castamir’s immediate family were thoroughly
integrated into Southron culture. After TA 1810, all but the occasional Gondorian expatriate renegade among them should be
considered Haruze for purposes of determining languages.

4. The Dunedain claim to be the only mortal race that speaks an Eldarin tongue as a home language, and the ability to speak Sindarin
is regarded as proof of Diinadan ancestry.

5. Classical Addinaic is available to the Dinedain only during the Second Age. In the Third Age, it is only used by the Black
Nimenérean realms of the Far South.

6. Sindarin is the language of the Dinadan nobility but is not inaccessible to urban commoners, especially those who engage in
academic pursuits. It is not likely to be acquired through governmental careers, however, since the official language of Dinadan
government i1s Westron.

7. Quenya is an academic language only accessible to loremasters.

9. Labba is “translated” by real-world Finnish.

10. Orcs possess no common tongue. Each tribe speaks mutually incomprehensible languages. To communicate between

tribes, Orcs use Westron.

11. The language of the Rohirrim is “translated” by real-world Old English.

12. Ehwathrumiska, Woodman and early/mid-Third Age Berniska are "translated" by real-world Gothic.

»TOUCH MY DICE AND I'LL KILL YA.“
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THE GREAT SPIDERS

Justin Morgan-Davies: Flat 1F4, 101 Grove St, Edinburgh
EH3 8AB, Scotland (justin@cee.hw.ac.uk)

The fear of sptders has otruck terror throughout the ages in many of the
races of Middle-earth. I know, for I have traveled far and I bave heard tales
that would chill your blood and set your heart to pounding within its fragile
cage. Not just tales for the nightmares of children have I recounted, no! For
ever since that which the Elves called Ungoliant passed south, cloaked in
nighted darkness of spider form, leaving a barren swath behind her across the
land, spiders of evil intent have dwelt in the dark places beyond civilized lands
and preyeQ on all who lose their way and fall for their expert[y wrauy/at trapo.

No, these spawn of Ungol, and none more feared in later times than her
Sfoul ﬁtzugb[er Shelob the Great, have slowly but surely popu/a[ei) the earth
with their hideous offapring, each one born with the ever-present legacy of
hatred and bunger given them by their great mother, the Demon from beyond
the Pale, a /mnyer to devour all that has been made by the Song.

Yeus! For this ts my own fear also. That when the Last Battle comes and
the Dead in the Halls of Mandos awake to do battle for the Valar against the
Hordes of Morgoth and Sauron his lieutenant, after the last sword has
Jaltered and dropped to the bloodied earth beside the battered corpoe of its
wielder, then shall the (tpt?)em sally forth from the darknesses of the world and
drink upon the slaughter and revel in their newfound lordship over all that ts
left.

But watt. The night is otill young, and we have a way to go yet before that

Jinal battle. Let me tell you some of what I have learnt concerning the spiders
of Middle-earth...

I wall tell you in due course what I have heard concerning the
greatest of the arachnids —of Shelob the Great in the Ephel

Duath; of Enna san Sarab beneath the silent cone of Dol
Guldur; and of the Mother of them all, Ungoliant, the Great
Darkness. But first let me tell you of the varied sort of spiders
known to inhabit Endor, and their methods.

Most folk will agree on basic principles: that a spider comes
in the form of a bloated body, small head with pointed beak and
eight hairy legs; that they spin webs of silken strands that hang
across a path or gap between rocks or trees to trap the unwary.
Well, this is true; but the real art of the spiders is their
adaptation to circumstance and to the prey they hope to catch.
Not dumb insects these!

No, spiders have a cunning comparable at least to us Men or
to the Elves. Dwarves have great respect for them also and
leave a spider, when they can, in place, using it to guard a secret
passage or exit from their hold. I do not know if Orcs
understand them, but indeed they fear them; for a meal of
Goblin-flesh is like any other food to the Great Spiders, and all
are considered prey.

It is little known fact that spiders come in many varied forms,
from bloated to thin and elongated, with short stubby legs or
long tubular ones like branches, hairy or smooth. Their eyes are
many and scattered across the face, some with only two, the
more dangerous with eight or ten, but all emanating a malevolent
intelligence —regarding, calculating, assessing. For the tactics of
spiders are as ingenious as the machines of the Dwarves and
almost as numerous as the insects themselves.

Shelob, Queen of the Dark, is a classic example of what I
would call a “Type A” spider. She is most like Ungoliant in

aspect. Swollen with poison to huge proportions, she hangs

suspended within a deep cavern near to the Orc passages
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through Cirith Ungol. Great horns she has set
before a spindly neck and a bloated bag of a

body that is black as the night above but pale

below, giving off a stench potent enough to

to brood and tend her hurts in the deepest
and most shadowed places of the world. In these

places, even now, you can find her offspring,

spiders with an intelligence and cunning far
beyond Yavanna s gift, and with their mother’s

hatred of all that is alive and pure.

paralyze the most hardy. Great knobby joints -
she has on arching legs that stretch high above ™
her back and end with great single claws like steel .

spikes, capable of puncturing Dwarf-mail as if it

were parchment.

And think not that her cunning skills of
hunting are pure]y physica] and due to her great
size and age. For no, Shelob, daughter of the
Great Darkness, has become adept in the powers
of mind and spirit. It is said that not even the Dark
Lord of Mordor would challenge her outright,
preferring her to be a neutral guardian on his
borders and left well alone. Nay, Shelob is a great
one to be feared.

But I have heard of ways to outwit such a demon.
Spiders are flighty creatures, easily deterred by swift
and determined action. Shelob’s game is one of
stealthy approach and sudden ambush, yet she
detests light in most forms. The brighter the light, the
more likely she will flee (only to return once more
aided by the shadows). I heard from an Elven friend
long ago that he was able to avoid Shelob, armed
only with a flaring torch, but I would consider him
to be tempting his luck more than I would care to.

Now Ungoliant was a creature against which
not even Melkor was able to stand (or so it is
claimed by the Quendi). They are loath to speak
of her, or even to utter her name; but I have
worked long to gather information concerning her.
This is what I can tell: The Elves had great cause to
fear this spirit, whom they named the Demon of the
Void and the Queen of Unlight; for she was an entity of shadow,
drawn from beyond the Doors of Night and was ever hungry for
the fire of living spirit that indwells all things. She was like a huge
dark cloud of nothingness, but with the vague form of a great
spider.

It was Melkor who first encountered Ungoliant, deep within
the Peléri Mountains in southern Aman, and called her to form a
truce. She was hungry for the promises given by the fallen Vala.
For Melkor’s plan she spun a dark bridge of silk over the great
mountain chain bordering Valinor, and together they attacked
the Two Trees and the Wells of Varda beneath them. Where
Melkor struck the Trees of Silver and Gold, Ungoliant sucked
up every drop of the light that poured forth and then, turning,
she drank the two great wells dry. Her demon-spirit filled the
Trees with venom, killing them both and befouling the hill upon
which they stood.

Made much more powerful by the liquid inside her, Ungoliant
fled with Melkor to Endor. But the legend does not end with
their escape; for after Melkor had crossed the Grinding Ice of
the Helcaraxé the Great Spider grew hungrier still and
demanded the treasure of the Noldor that they had captured in
payment for her aid. Melkor refused and called upon his allies,
the dreaded Balrogs, who drove off Ungoliant with whips of
flame. She turned and fled south, pausing often

Do I see you shudder there in the firelight?
That 1s good, for these are truly tales of great woe
that I tell here. But there is one other great
spider worthy of note, for she rests still near to us
now. Even as I speak, Enna san Sarab spins her
great webs across the dark caverns beneath Dol
Guldur. I can vouch for this tale, for it was told me
by an aged and wise friend of mine. Living alone
on the west side of Mirkwood with his birds and
his beasts, he hears much that is in the world and
knows of the deadly brood of the Whte Queen —
of Enna san Sarab, whom the Orcs call Lady of
the Web. She is the White Widow of fireside tales,
but those I will leave for another time.
Now, let me dispense with these tales and
provide you with what knowledge I have gained
from fighting these dire creatures. For though they
come in many varied forms with tactics all, I have
found ways to combat them. Indeed, I shall tell you
how.

First, you must forget the idea that all the
great spiders spin webs, for this is not so. A
handy torch is a good match for the silken
strands of the spiders of Mirkwood, but will do
you no good if the creature is already sinking its
fangs into your shoulder before you've even seen
it! There are some spiders, especially in the very
North of Middle-earth, in the stony recesses of the Ered Mithrin,
that dig a pit into the hard earth, then drag a large, flat stone —
perhaps three feet wide —which they place over the top like a lid.
The spider will brood within, spinning soft tendrils of silk linked
by strands to the ground outside.

As large creatures pass nearby, they brush these trailers,
alerting the spider to movement, and the beastly hunter ascends
its tube ready to pounce from under the very ground upon its
next meal. They are very clever in the arts of camouﬂage, these
so-called ‘trapdoor” spiders. But the dangers do not end there; for
others take this tactic further, injecting their victims with a
paralyzing venom and dragging them helpless to the bottom of the
tube where they lay their eggs upon him. The spider then leaves to
build another trap elsewhere. Believe me when I say that you
never want to hear the screams of a poor soul trapped beneath
the ground when those starving little insects awaken. It is a
sound to make one go mad!

Let us move swiftly on then to another variety frequenting the
open grassy wilderness of the eastern plains. The Easterlings call
them wolf spiders because they often hunt in packs and drag their
victims to the ground (from horseback even) rather than sit and -
wait for a meal to arrive. These spiders are extremely stealthy and
can leap many feet from
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cover, knocking their target to the ground and
gripping him with many clawed feet. If
that happens, you are as good as
dead.

Now, these spiders are quite
similar to another variety in
the deep jungles in the South
beyond the Yellow Moun-
tains that I have heard
about. These I call simply
jumping spiders; for I have
been told that they exist high
in the trees and with their
many huge eyes can spot a
man passing below at
distances of greater than a
hundred yards. Some will
leap in great bounds from tree
to tree before dropping silently
upon their prey from above,
while others use a trailing strand
of silk as a kite to help them glide on
the wind or anchor themselves to the
surrounding foliage.

But wolf spiders have a different method of attack that you
must know of; for should you see the ambushing creature,
your natural reaction would be to run as fast as possible
away from it, would it not? Well, some of the larger wolf
spiders have been known to outrun a horse! My answer to

that is: turn and fight! Show it some steel. If you're
going to die, die bravely with your face to the
enemy and not run down like a dog.

The last form of tactics I have
heard tell of these arachnids is
perhaps the most bizarre of all.
For a traveling friend from the
Utter East has told me of a
further species that actually
‘fishes’ for its prey! Apparently it
also lies in silent waiting, its front
legs suspended up and outwards
above a path until an unsuspect-
ing visitor passes within reach.
This spider, a long-legged variety,
throws a ‘net’ of meshed silken
strands upon its victim, who is im-
mediately entangled. The spider
then drops down to finish off the
unfortunate with a swift bite to the
throat. These do not bother with ten-
derizing first, they will kill you there and

then.

So, you have been warned my friend. To be knowledgeable
of such things is to be fore-armed, and your chances of
survival in the wild places of Middle-earth will be greatly
improved. I am not the most experienced hunter of vermin in
the northern world just by chance you know!

— Brandir of Esgaroth upon Long Lake
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GENERAL CHARACTERISTICS OF SPIDERS

Generic Great Spider
Level Number Speed (MovM) HP AT DB Attacks Type Crit
5 1-10 MF 50 SL/4 40 60P/MGr20/MSt20 Med Normal

There are a number of well-known variations present still in the Third Age

Giant Spider of Mirkwood
(C&T.22; Mirkwood.28)

Level Number Speed (MovM) HP AT DB Attacks Type Crit
18 1-20 F 160 SL/A4 40 75HSt1/60LGr/75LBi Large Large
Brood of Dol Guldur
(DG.212; Den of DW.29)
Level Number Speed (MovM) HP AT DB Attacks Type Crit
8 1-10 MF 160 SL/A 40 75HSt1/70LPi/poson* Large large

*Any bite (A’ crit) yields a RR vs 5™ level poison or fall unconscious. If RR successful, RR vs extra bite, +2 to target Ivl. RR
fail >50, targett dies in 2D6 rnds as organs become an icky puree

Ennerlings of Mirkwood
(Necromancer s Lieutnant.27)
Level Number Speed (MovM) HP AT DB Attacks Type Crit
0 1-100 F 10 No/1 30 10Pi Small Norm
Enna San Sarab
(DG.209)
Level Number Speed (MovM) HP AT DB Attacks Type Crit
25 1 MF 3756  RL/12 60 120HP1/95LHo/90HB1 Large Large
Shelob the Great
(CoMe.123)
Level Number Speed (MovM) HP AT DB Attacks Type Crit
50 1 M (50) 500 PL/20 80 120HPi/100HHo/120HBA Large Large
RL/12 legs
SL/4 belly
Ungoliant
(Valar ¢ Matar.117-119)
Level Number Speed (MovM) HP AT DB Attacks Type Crit
450" 1 VF (235) 1238 PL/20 275+  450HPi1/300HHo0/420HB: Large Super Large
500" 1 VF (285) 1625 PL/20 325+ 520HPi1/400HHo/500HB1 Large Super Large

1. before drinking the Wells of Varda.
2. after drinking the Wells of Varda.

In Summary:
Using the Great Spiders in your campaigns can be far more dangerous and exciting than presented in past publications. As
well as the simple attack methods such as Pincer, Horn or Bite you could employ the following...

Trapdoor Spider

Level Number Speed (MovM) HP AT DB Attacks Skills Crit

8 1 MF 90 SL/A4 40 70LGr/50MPi/20MSt/*poison 90Hide = Normal

Fioshing Spider

Level Number Speed (MovM) HP AT DB Attacks Skills Crit

6 1-3 MF 60 SL/4 40 90NetGr/60Pi(IMSt20 110Hide Normal

Hunting Spider

Level Number Speed (MovM) HP AT DB Attacks Skills Crit

5 1-10 VF 50 SL/4 40 70MGr/50Pi/MSt20 80Stalk  Normal
60Hide

Jumping Spider

Level Number Speed (MovM) HP AT DB Attacks Skills Crit

4 1-5 VF 40 SL/4 70 110MGr/40Pi/MSt10 90Hide  Normal
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THE LORD OF THE RINGS COLLECTABLE SERIES

FROM THE SHIRE TO THE BARROW-DOWNS

For further details please contact Mithril Miniatures, Macroom, Co. Cork, Ireland E-Mail info@mithril.ie Tel 353-26-40222,
Fax 353-26-40004. For more pictures of the new miniatures please visit http://www.mithril.ie

Fine Print

Other Hands is an international gaming journal devoted to fantasy role playing set in J.R.R, Tolkien’s secondary world of Middle-earth. It is a quarterly,
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word, Other Hands aims to be the definitive Tolkien-related gaming journal for a worldwide role playing communitiy. Within the pages of Other Hands, the
interested gamer may publish materials with reference to any game mechanics he or she chooses (including Rolemaster and Middle-earth Role Playing). Such
gaming material may deal with any time period of Tolkien’s world, and need not be bound to what has already seen print in Iron Crown’s modules. Other
Hands provides this freedom because it is a nonprofit publication. Subscription rates are as follows: USA/Canada ($6/Issue), Latin Amerca ($6.50), Europe
(87), Africa/ Asia ($7.25), Pacific Rim ($7.50). For other zones, contact Chris Seeman. Payment should be made to Chris Seeman: PO Box 1213 Novato,
CA 94948, USA. No Eurochecks, please!

Submissions are welcome in any from (preferably legible), but we prefer if you can send a file. We use Word for Windows. If there is any question as to the
readability of your file, please save it in ASCII or text-only format and include a hard copy. All submissions must be sent to Chris Seeman: PO Box 1213,
Novato, CA 94948 [USA]. Please write me or call if you have any difficulties. My phone number is [415] 892-9066. Please note also that I may be reached
on-line at: chrisl224@aol.com. Check out our website at: httn://otherhands.com/
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