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Cover page illustration

THE DESOLATION OF THE DRAGON
This stunning artwork by Angus Mc Bride first appeared in the 1988 MERP publication Creatures
of Middle-earth. Later it was also included in Angus McBride’s Characters of Middle-earth from the same
line.
It features the great dragon just as he descends on Erebor and Dale, wreaking destruction all
over and seizing the dwarven treasures there.
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Fineprint
Submissions
You can submit your contributions by sending
them via email to
othermindsmagazine@gmx.net
Please send as plain text for all text contributions. For artwork and maps, please send the files
as .PNG or .JPEG/JPG (please no TIFF or GIF) at
a minimum resolution of 300 dpi and no greater than
600 dpi. If your file is too large to send by email
(more than a couple of MB), then you can create an
account on the Other Minds website
http://www.otherminds.net
and upload your contribution there. Then send
us an email notifying us of your submission on the
website.
Licensing
We chose to use a Creative Commons Attribution-NonCommercial-ShareAlike license as our
default licensing template. If the author does not
specify otherwise, every contribution is licensed
under said Creative Commons license.
It can be accessed here:
http://creativecommons.org/licenses/by-nc
sa/3.0/us/
Disclaimers
Neither the Editors nor Other Minds Magazine
hold themselves responsible for the opinions
expressed by the writers of articles or letters in this
magazine. The opinions expressed in the articles,
columns, advertisements, forums, essays and opinions sections are those of the writers/advertisers
and not those of Other Minds Magazine or its staff.
The contents of this magazine are the personal
opinions of the authors and do not reflect the opinions of the publisher or editors. To the extent permitted by law, we do not accept any responsibility for
any statement in the material contained in this publication. While every effort has been made to correct
errors in essay articles before they appear, this
magazine may include certain inaccuracies, errors,
or omissions. Other Minds Magazine makes no representations as to the suitability, reliability, availability, timeliness, and accuracy of the information in
this magazine for any purpose.
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Other Minds Magazine is an unofficial fan-based
publication (both online and sometimes in print)
created for those who love to role play in J.R.R.
Tolkien’s world of Middle-earth (and beyond) using
any game system they wish. This magazine provides original scholarly articles of interest to Tolkien
enthusiasts – whether they are role playing gamers
or not. There is no affiliation between the creators of
this publication and any current or previous owners
of the Tolkien copyrights, including but not limited to
Sophisticated Games, Cubicle 7, Decipher, Mithril
Miniatures, The Saul Zaentz Company, Tolkien
Enterprises, the Tolkien Estate, New Line Cinema,
or any other Tolkien license holders. This publication is 100% free and Other Minds Magazine does
not accept any kind of financial reimbursement in
any way. Online issues are available in PDF format
at http://www.otherminds.net
The use of the logos of Middle-earth Roleplaying, The One Ring and Adventures in Middle-earth
and other licensed products are for referential purposes within this magazine. They remain the property of their various license holders and their use
does not constitute endorsement, support or permission of the various license holders, including but not
limited to Cubicle 7, Sophisticated Games, New Line
Cinema, Amazon, Tolkien Enterprises or the Tolkien
Estate.
Advertisements
Any company or producer of products related to
role-playing in Middle-earth are invited to submit
advertisements free of any charges within the pages
of this magazine.
Please contact othermindsmagazine@gmx.net if
you have any questions or advertisements you’d like
to submit.
Fair Use
The copyrighted images on page 49 is copyrighted by their owner. It is believed that the use of
this image, in the not-for-profit scholarly online
fanzine Other Minds, qualifies as fair use under copyright law in the United States of
America.(http://www.copyright.gov/fls/fl102.html).
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Editorial:
Hope Amidst the great Plague!
Like many others, the plans and ideas for
Other Minds have been somewhat affected by
the COVID-19 pandemic. In Middle-earth we
would speak of the great Plague, even if – fortunately – do not experience the death toll caused
by Middle-earth’s great pandemic (if it was pandemic – we only have reports for the Northwest). The previous Issue came out when it
reached a first peak in many countries, and now
– almost half a year later – this is still a major
issue in many countries. But science has made a
lot of progress and now we have much better
knowledge and ways to deal with the threat –
which is good sign of hope. Do not lose estel!
Enough of that, and let’s go directly into the
Middle-earth content! We start with a campaign
outline, Ravens in the North by Andreas
Erdmann. It provides you with a framework to
develop a longer campaign in northern and
north-eastern Eriador. Inspired by content from
the Bree and Rivendell sourcebooks, it can easily
be used as an expansion of the two. It does not,
however needs these supplements to work.
Have fun with this outlook over a dark scheme
threatening Eriador!
Right on its heels comes another submission
for the area in the form of The Lossoth by
well-known author David Cole. If you his previous contributions to Other Minds, you can be
sure of its quality. Here David gives you a guide
to the Lossoth in the Far North, complete with
a guide to the land as well. Be sure to check this
out if you plan to lead your Companions into
the frigid lands of the North!
The third one is another contribution for
TOR – Below the Surface by first-time
author Alexander Walker leads you below Dale!
Explore the deserted and partly-collapsed
warrens below the city. An ancient danger
threatens the security and re-building efforts
and needs to be discovered and eliminated by
the Heroes. This is a perfect adventure located
in a civilised setting rather than wilderness.
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With the next submission we stay to Wilderland. Long-time contributor José Enrique Vacas
de la Rosa presents you some ancient legends to
use for your games. Secrets from Wilderland come out of the depths of time and give
LM’s the ability to integrate some ancient elements into their Middle-earth games.
A similar theme of ancient legends and creatures is found within the pages of Encountering Dragons. Here you can find some
information when and where to find such creatures, based on the information provided by the
Professor. In addition it presents and idea for an
additional game mechanic when using these
creatures. It comes with stats for MERP, AME
and TOR!
The next submission by veteran author Olaf
“Falenthal” Anguera leads us to Rohan, where
his Wings of Malady provide an excitement
close to this Issue of Other Minds. It is an adventure involving a mysterious malady of the young
Théoden and the Companions are the ones to
find out the cause and save the prince of Rohan!
Last but not least Peter Bergmann brings us
back to Eriador and presents us with a follow-up
to his Buckleberry Tales from Issue 19. Long
Journey to Deephallow is something really
special, as it is designed for a party composed
entirely of Hobbits! Follow the hints leading to
a missing shipload of valuable cargo and a lost
heirloom. The adventure manages to integrate
action to the otherwise peaceful Shire without
giving the impression of something unusual! Do
not miss out this one if you have a Hobbit-focussed Company!
As you can see, this Issue has quite some variation and I am sure it was worth the long wait
and there is something in it for everyone. Stay
healthy and see you (and perhaps some more)
all in Issue 24!
For the Other Minds team
Thomas Morwinsky
August/October 2020

“Then Ilúvatar said to them: 'Of the theme that I have declared to you, I will now
that ye make in harmony together a Great Music. And since I have kindled you with
the Flame Imperishable, ye shall show forth your powers in adorning this theme, each
with his own thoughts and devices, if he will. But I will sit and hearken, and be glad
that through you great beauty has been wakened into song.'”
- Ainulindalë (The Music of the Ainur)
The Silmarillion
by J.R.R. Tolkien
Listen to music by the many musicians around the world
inspired by the works of J.R.R. Tolkien.
Middle-earth Radio make available four different Internet radio streams dedicated to
the audio and music inspired by the works of J.R.R. Tolkien.
You can tune in 24 hours a day, 7 days a week from anywhere in the world where you
have an Internet connection, with your favorite streaming media player.
And when you hear a piece of music you like, be sure to support the musicians by
purchasing their music (if applicable).
See the lengthy list of inspired music at the Tolkien Music website: www.tolkienmusic.com
Tune in today and listen at:
www.middle-earthradio.com
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The Road Goes Ever On
Certainly it reminds me [Frodo] very much of Bilbo in the last years, before he went away. He used
often to say there was only one Road; that it was like a great river: its springs were at every doorstep,
and every path was its tributary. “It’s a dangerous business, Frodo, going out of your door,” he used to
say. “You step into the Road, and if you don’t keep your feet, there is no knowing where you might be
swept off to...”
—The Lord of the Rings.Book I (A Shortcut to Mushrooms)

There are many paths on the internet waiting to take you somewhere for Tolkien gaming. The
vast reaches of the worldwide community harbour numerous roads and paths—some dangerous and
some not—but it also has many havens of lore and respite where the weary traveller or loremaster
seeking knowledge may find what he is looking for. In order to aid people on their journeys, this
column of Other Minds (not exactly new, but with a new name) which will be a regular feature from
now on offers a quick overview and pointer to potentially interesting Tolkien roleplaying-related
websites.
For each site we give you a short description of its primary purpose and content to give you an
overview for better judging how it might meet your needs.
The following list does not claim to be exhaustive or representative. In fact, I believe it is only a
beginning. All the content of these pages is the responsibility of their owners. They are organised
according to their primary gaming focus (e.g. TOR, MERP or whatever else) and, within each category, in alphabetical order.
This listing is intended to be “living”, i.e. constantly evolving and updated. So, if you know
any other sites that present information of value for Tolkien gamers, do contact us at
othermindsmagazine@gmx.net so we can include it here for others to enjoy as well.
The following abbreviations are used:
TOR—The One Ring formerly by Cubicle 7 under license from Sophisticated Games; now by
Fria Ligan (see next page). The current licensed game from 2011 onwards.
AME—Adventures in Middle-earth formerly by Cubicle 7 from Sophisticated Games; now by Fria
Ligan. The content of TOR re-statted and adapted for D&D 5e.
LotRRPG—The Lord of the Rings Roleplaying Game by Decipher. Ran from 2002 to 2007.
MERP—Middle-earth Roleplaying by Iron Crown Enterprises. The licensee from 1982 to 1999.

TOR AND AME
Abenteuer in Mittelerde 5e: a group for the german translation of AME. Has 144 members as
of October 2020.
https://www.facebook.com/groups/418209615569312/
Adventures in Middle-earth (AME) RPGGeek forum: After the demise of the Cubicle 7
forums this is the place where a some AME-related take place:
https://rpggeek.com/forums/family/40055/adventures-middle-earth
James Brown’s TOR resources: James has set up a Google Drive with lots of material for TOR.
Don’t miss out this material. In addition, he also maintains a blog on the topic.
https://drive.google.com/file/d/1PNNmis-EMAQalCBa05RuTpl3coEmvAh9/view
https://advancementpoints.blogspot.com/p/the-one-ring.html
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Common skills and cultural baseline: some light analysis on the distribution of skills
within cultures from the first TOR core book:
http://thechamberofmazarbuldnd.blogspot.com/2012/02/common-skills-culturalbaseline.html
El Anillo Unico: A spanish fan-site dedicated to The One Ring by Cubicle 7 (see below for
their presence).
http://elanillounico.tumblr.com/
Facebook TOR group: This has grown further and has now (october 2020) 1,025 members. http://www.facebook.com/groups/222560297824158/
Facebook AME group: This is an unofficial group for Adventures in Middle-earth (AME), the
D&D 5th ed. Version of the TOR supplements. Currently there are 1,505 members
(October 2020). https://www.facebook.com/groups/1855668421386951/
Fria Ligan: The new publisher of TOR. By now there is not much on TOR on their website,
but they have set up a forum dedicated to the game.
website: https://frialigan.se/en/startpage/
Forum:
https://forum.frialigan.se/viewforum.php?f=129&sid=800abd77efad0095e2b0d504fc2e
3924
Glorelendil’s online resources: Designed for maximum usability with the PDF’s of the
TOR supplements as well as an excellent online calculating tools.
http://nameless-castle-5228.herokuapp.com/
http://thawing-shore-2005.herokuapp.com/
http://lit-oasis-7482.herokuapp.com/
The Hall of Fire Webzine: The webzine has moved to a new location. Find it at
https://mewe.com/group/5bd8b23b7f06b50b80681889
TOR Loremaster Guild: This is a Facebook group providing information, knowledge and
advice for LM’s running (or planning to run) TOR campaigns. As of October 2020 969
members.
https://www.facebook.com/groups/TORLguild/learning_content/
The One Ring – RPGGeek forums: A small but active community:
https://rpggeek.com/forums/family/4395/one-ring
Truant Spiele: A german publisher who does the german translation of AME:
https://truant.com/

LOTRRPG
Darkshire: Some useful resources. http://www.darkshire.net/jhkim/rpg/lordoftherings/
Facebook LotRRPG sites: First an interest page. Not much to see, but you can “like” it.
The second one is a closed group about actual gaming, but now membership has decreased
to 2 people. Both look pretty dead.
http://www.facebook.com/pages/The-Lord-of-the-Rings-RoleplayingGame/135039343195996
http://www.facebook.com/groups/jmezlotrrpgg/
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MERP
I.C.E. product listing: Contains a listing of MERP products for reference.
http://www.icewebring.com/ice-products
Facebook MERP groups: There are several groups/sites dedicated to MERP here.
Middle-earth Roleplaying by Iron Crown Enterprises, now (October 2020) has 980 members and has
been merged with the former Middle-earth Roleplaying group on Facebook.
https://www.facebook.com/groups/1614785935491947/
MERP UK is a closed group (October 2020: 61 members) dealing with “untold stories” in Tolkien’s world. You can find it here:
https://www.facebook.com/groups/231370666959142/
It seems I overlooked this one named MERP. Nothing new here for years though. Membership
still stands at 17 as of October 2020.
https://www.facebook.com/groups/5519656692/
Lindëfirion: A campaign log and resources for a mid-Third Age campaign set in the Northwest.
It is now closed though and only an announcement on this subject remains.
http://www.lindefirion.net
Loren Rosson’s Blog “The Busybody”: A blog with reviews (“retrospectives”) of a selection
of old and long out-of-print MERP modules. The relevant section is named “Middle-earth Retrospectives” and can be found on the left side of the links section (you have to scroll down a
bit). http://lorenrosson.blogspot.com
MERP printing edition reference: A great reference for all the editorial changes and different
printings of MERP 1st edition. If you are interested in the various editions of MERP up to 1992
(i.e. 1st ed.), this one is for you! Online again at a new site.
http://www.icewebring.com/MERP_Print_Ref/PrintingEditionReference.html
MERP Wikia: A Wiki-based collection of articles detailing the MERP canon and expanding it.
There is some info on other sources like the LotRRPG (depending on subject), but the focus is
the published MERP canon and its expansion by fans. Highly valuable for everyone focussing
on the MERP canon. http://merp.wikia.com/wiki/Middle-earth_Role_Playing_Wiki

SYSTEM-NEUTRAL OR MIXED
Fan-sourcebooks: This Yahoo group (formerly fan-modules) was founded in 2001 after the
demise of Other Hands. Yahoo has closed the document sharing capabilitiy of its groups, making
them (including this) pure email lists. http://games.groups.yahoo.com/group/fan-modules
Facebook Other Minds group: We are happy to greet new fans, so don’t hesitate to swing by
and become a member. Since last Issue, our membership has increased since the last Issue by
more than 120 to a total of 805 by October 2020)!
http://www.facebook.com/groups/othermindsmagazine
Gondica: Blog of former MERP author Anders Blixt with some of his Middle-earth stuff on it.
https://gondica.wordpress.com/
Iron Crown Enterprises: Publishers of HARP. Visit their website.
http://ironcrown.com/
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MERP.com: The site devoted to roleplaying in Middle-earth (though not exclusively or
even primarily ICE’s MERP as the title may suggest). It contains a vast vault of useful
information and gaming material. http://www.merp.com
Facebook group on Middle-earth tabletop games (in german): A Facebook interest group for tabletop roleplaying games set in Middle-earth, independent of a specific
system (171 members as of October 2020).
https://www.facebook.com/groups/209367129217255/
Mittelerde-Rollenspiel: A site devoted to tabletop roleplaying games set in Tolkien’s
Middle-earth for all german speakers exclusively.
http://www.mittelerde-rollenspiel.de/

TOLKIEN STUFF IN GENERAL
Ardalambion: One of the best sites dealing with Tolkien’s languages. You may need to get
used to the colour scheme, though. http://folk.uib.no/hnohf/
Compañía, La: A spanish site with a forum and dedicated to Tolkien in general (including
books, movies and RPG’s). Looks quite good, though due to my lack in Spanish I can’t
say much about it. http://www.lacompania.net
Deutsche Tolkiengesellschaft (German Tolkien Society): Similar to the Tolkien
Society (see below), this site is about the furtherance of Tolkien scholarship and analysis
in general. http://www.tolkiengesellschaft.de/
The Elvish Linguistic Fellowship: A Special Interest Group of the Mythopoetic Society,
this (and its journals) is the place for you if you’re looking for information and lore about
Tolkien’s invented languages. http://www.elvish.org/
The Encyclopedia of Arda: A good encyclopedic website about Tolkien’s world.
http://www.glyphweb.com/arda
Gernot Katzer’s History of Middle-earth site (German): A good site describing the
essentials of the History of Middle-earth series. http://gernot-katzers-spice
pages.com/tolkien/home.html
Grey Havens, The: One of the oldest reference sites on the web that is still in business.
http://tolkien.cro.net/
Tolkienforum (German): A good forum covering all aspects of Tolkien lore and fandom.
http://www.tolkienforum.de
Tolkien Forum, The (English): A good English forum on many aspects of Tolkien
http://www.thetolkienforum.com/
Tolkien Gateway: A good wiki site with an encyclopedia on many topics about Tolkien
and Middle-earth http://tolkiengateway.net/wiki/Main_Page
Tolkien Society: The site for everyone interested in the more scholarly and academic
treatment of all things Tolkien. http://www.tolkiensociety.org/
Wikipedia Portal “Middle-earth”: Even Wikipedia has a whole section dedicated to
Tolkien and his myth. http://en.wikipedia.org/wiki/Portal:Middle-earth
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ARTWORK
Aegeri: Find her colourful and inspirational art at:
https://www.deviantart.com/aegeri
Antti Autio: See his fascinating artwork at http://aautio.deviantart.com.
Sergio Artigas (Artigas): You can browse through his inspiring art in deviantart.
http://artigas.deviantart.com/
Onur Bakar: Find more of his art on http://bakarov.deviantart.com/
Steve Bellshaw (Seraph777): Explore his great characters here:
https://www.deviantart.com/seraph777
Matej Cadil: Found on deviantart at https://www.deviantart.com/matejcadil
Nacho Fernandez Castro: Visit his site on http://www.nachocastro.es/
Thomas Cole: Famous american romantic painter. See
https://en.wikipedia.org/wiki/Thomas_Cole
Ralph Damiani (ralphdamiani): You can find him and his magnificent art here
https://www.ralphdamiani.com/
Liz Danforth: The famous artists who skillfully illustrated numerous MERP books. You can find
her Patreon page (preferred, as it is up-to-date) at https://www.patreon.com/LizDanforth and
her webpage (outdated) at http://www.lizdanforth.com/
Jenny Dolfen (Goldseven): A great german artist who focuses on the Eldar of the First Age. Her
watercolour images are fantastic. You can also buy prints in several versions and sizes as well as
originals. https://goldseven.wordpress.com/ or https://www.patreon.com/jennydolfen
Nacho Fernandez Castro (NachoCastro): See his page at http://nachocastro.deviantart.com/
Katherine Carina Chmiel-Gugulska (Kasiopeia): Found on
https://www.facebook.com/katarzyna.chmielgugulska
Anke Eißmann: She is one the greatest Tolkien illustrators. Check her art out at
http://www.anke.edoras-art.de
Olanda Fang-Surdenas (Wynahiros): See her art on http://wynahiros.deviantart.com
Wouter Florusse (woutart): Check out his page on http://woutart.deviantart.com/
Caspar David Friedrich: Famous romantic painter. See the Wikipedia page for examples of his
work: https://en.wikipedia.org/wiki/Caspar_David_Friedrich
Raymond E. Gaustadness (shockbolt): You can find his fine work on
http://www.digitalartwork.no/
Olga G (steamey): Her beautiful art can be found at http://steamey.deviantart.com/
Donato Giancola: Find more from him at https://donatoarts.com/online-store/securestore/Middle-earth-Journeys-in-Myth-and-Legend-p133467821
Daniel Govar: A great artist whose website can be found at http://danielgovar.com.
Gin Hardiarso: He focusses on a theme popular in Fantasy - Warrior Women. He does it, however, unusually well since his subjects are not bikini-armoured amazons, but realistic heroines.
Check his work out under https://gambargin.deviantart.com/
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Arvid Hjorth: You can find his great works under the following link:
https://www.artstation.com/arvidhjorth
Jon Hodgson: The primary artist and former artistic director for The One Ring. It’s no
wonder that the game is so well received (beside the good rules) if you look at his art:
http://www.jonhodgsondesign.com and his Patreon page
https://www.patreon.com/jonhodgsonmaps
John Howe: The second of the great Tolkien artists that allowed the use of his artwork
within our pages. Check out his great index. http://www.john-howe.com/
Thomas Jedrusek: One of the illustrators of The One Ring. See his page at
http://www.morano.pl/
Milek Jakubiec (EthicallyChallenged): Thanks for giving permission to use your work!
See more at http://ethicallychallenged.deviantart.com/
Pierre Joubert: A well-known illustrator of youths’ books. See his official page (in french)
at http://www.pierre-joubert.org/
Jowita: Her exceptional work focuses on the darker themes of Middle-earth. Find it at
https://www.deviantart.com/dead01
Pawel Kardis (KardisArt): Meet his stunning work under
https://www.deviantart.com/kardisart
Liiga Klavina (LiigaKlavina): Check out her awesome art at
https://www.deviantart.com/liigaklavina
Joona Kujanen (Tulikoura): Find his amazing art at http://tulikoura.deviantart.com/
Elena Kukanova: Check it out on http://ekukanova.deviantart.com/
Olga Kukhtenkova: You can find her work on the Tolkien Gateway
http://fan.theonering.net/~rolozo/cgi-bin/rolozo.cgi/collection/kukhtenkova
Julien Labit (Ilanthar): An inspiring artist whose work can be found under
https://ilanthar.jimdo.com/
J. Lazarus (JlazarusEB): Find him and his numerous and diverse historic warriors under
https://jlazaruseb.deviantart.com/
Alan Lee: The third of the famous Tolkien artists.
https://www.facebook.com/alan.lee.5496
Carl-Friedrich Lessing: A famous romantic painter. See his Wikpedia article at
https://en.wikipedia.org/wiki/Karl_Friedrich_Lessing
Angus McBride: The famous illustrator of numerous historical books as well as MERP.
The Facebook page of his estate can be found under
https://www.facebook.com/mcbrideangus/
Turner Mohan: Find out more of his excellent work at http://www.mohan-art.com.
My Clipart Store: The webstore holds many useful designs - one of them being our new
background.
https://www.etsy.com/de/shop/MyClipArtStore?section_id=11138275
Ted Nasmith: The official site of renowned Tolkien artist Ted Nasmith, who was so kind in
allowing us to use so much of his artwork within Other Minds. For more information, see
http://www.tednasmith.com/
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Nolanos: find here fine artwork on Deviantart:
https://www.deviantart.com/nolanos
Gabriel Oliveira: Found at http://think0.deviantart.com/
Abe Papakhian: Check out his artwork at http://abepapakhian.deviantart.com.
Jereme Peabody (jjpeabody): Find more of this this skilled artist at
http://jjpeabody.deviantart.com
Pegasusandco: Very well worth a look. http://pegasusandco.deviantart.com/
Daniel Pilla: Great stuff. See it at http://danpilla.deviantart.com/
Vincent Pompetti: See his celtic-focussed artwork on Deviantart:
https://www.deviantart.com/vincentpompetti
Jan Pospisil (merlkir): One of our “old” artists, whose images we have used already in past
issues. Check him out at http://merlkir.deviantart.com
Bunny Powell: The artist who drew the map for The Black Arrow adventure in this Issue.
Peter Xavier Price (peet): See him at www.facebook.com/peterxavierprice
Rolozo: Among the oldest artwork-related sites around
http://fan.theonering.net/~rolozo/cgi-bin/rolozo.cgi/news
Carlos Gordo Sacristán: A spanish artist, unfortunately by now I have no homepage for him.
Tara Rueping: Find her great work on http://www.trueping.com
Sampsa Rydman: He has published fantastic maps and a great campaign, especially maps. See him
at http://www.lindefirion.net/
John Emanuel Shannon (jeshannon): Find his great artwork on devianart and his page:
https://www.deviantart.com/jeshannon/ and http://www.jeshannon.com
Sarka Skorpikova: Her great portfolio of Middle-earth 8and other) art can be found here:
https://www.deviantart.com/sarkaskorpikova
Matthew Stewart: This talented artist’s work can be found on the following webpage:
http://www.matthew-stewart.com/
Ari Suonpää: Please visit his beautiful art at https://www.facebook.com/artofarisuonpaa
Ulla Thynell: You can find her beautiful art at https://www.deviantart.com/ullathynell.
Danik Tomyn: Another great artist that can be found at deviantart. His section is at
http://danikyaroslavtomyn.deviantart.com.
Angels T.I. (Shyangell): A visit to her very enjoyable page is always worth it. See more at
http://shyangell.deviantart.com/
Tuuliky: As a regular OM reader, you will know her great work already. It may be found at
http://tuuliky.deviantart.com.
Maciej Zagorski: An artists specialising in maps. Find more at
https://www.patreon.com/user?u=2863325
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OTHER STUFF THAT MIGHT BE INTERESTING FOR
ROLEPLAYING IN MIDDLE-EARTH
Facebook “Fans of Mithril Miniatures” group: Lots of photos of painted minis plus some
awesome dioramas. http://www.facebook.com/groups/107518272188/
Elroi’s Mithril: The blog of a highly talented and skilled painter of miniatures. Please make sure
you don’t miss out his marvellous versions of Mithril Miniatures’ figurines. Please be aware that
this is in Spanish, but the images speak for themselves.
http://paintingmithrils.blogspot.com/
Forge of Doom: A new miniature company - run by our veteran contributor José Enrique Vacas
de la Rosa. Find out more on the next page and his weblink:
https://forgeofdoom.com/
Frothers Unite miniature forum: It is related to miniatures for sure!
http://deartonyblair.blogspot.com.es/
Gamerboard: Here you can order a cool gaming supplement for your sessions!
http://gamerboard.at/
Games Workshop: If you are interested in miniatures made according to the movie design, then
the Games Workshop miniature line (for skirmish-level tabletop wargaming) is for you.
http://www.games-workshop.com
Many Mithril Pages: A site run by fans of Mithril Miniatures (see next entry). Here you can find
extensive information and fan support for both current and out-of-stock minis.
http://mmp.faerylands.eu/index.php
Mithril Miniatures: They have been producing Middle-earth figurines since 1988; thus being one
of the oldest still in business. They now have a general line (though diminished in volume compared to earlier times; in fact practically non-existing anymore) and an exclusive ‘Fellowship‘
one which anyone can buy too, but the Fellowship members may vote on the next figures to be
made. They also have a board, which is mostly miniatures-centred but some general Middle
earth related information can be found as well. Recently they have been refurbishing their
website and the selection of minis seems to have narrowed down even further. They also have
started to switch to 3D-printing for modelling, but as they show CGI of these models rather than
the final metal figures, the quality and outlook of these cannot be judged from the website.
http://www.mithril.ie
Forum: http://mithrilfigures.proboards19.com/index.cgi
Wargames Terrain: Looking for the latest tabletop miniature wargaming and roleplaying news?
Make sure to check out the Wargame News and Terrain Blog which is daily covering new miniatures, tabletop scenery and wargame rules from companies worldwide. Venture into the magnificent world of tabletop miniature wargaming and engage in fantasy, science fiction and historical
warfare on your miniature tabletop battlefield. Check them out at
http://wargameterrain.blogspot.com and Twitter @wnt_news
Check the full review of the soon to be released Northstar Miniatures plastic Dwarf Infantry and
prepare to field epic Tolkienesque and folkloric inspired dwarf armies and roleplaying dwarf
adventurers soon.
http://wargameterrain.blogspot.com/2017/04/northstar-miniatures-plastic-fantasy_30.html
Facebook “Wargaming in Middle-earth” group: Lots of photos of painted minis with no
default manufacturer or style. In a way, it mirrors Other Minds’ approach; only in the field of
miniatures.
https://www.facebook.com/groups/151243738922969/?hc_location=group
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Inside Information
THE ONE RING AT FRIA LIGAN
Since the demise of The One Ring at Cubicle 7
on 27 November 2019, speculations have run
wild. This phase ended when on 9 March 2020
the transfer of the license to Fria Ligan was
made public (see last Issue’s Inside Information).
The central question now is of course what
and when we will see new content (or the one
planned under Cubicle 7, but possible reskinned).
On 3 July we got a bit of update regarding
the future development by Francesco Nepitello.
This also shows a glimpse of the future artwork,
which being different from the one of Jon
Hodgson’s seminal one, but still looks very fitting. The image below (from the link above)

© Free League Publishing (art by Alvaro Tapia), used under Fair Use

gets you a glimpse. It reminds me of the
artwork from another great game (though of
very different style) - Hârnmaster. Especially the
old versions with Eric Hotz’ woodcut-style
come to mind here, but Richard Luschek’s ones
are also similar. Beyond that, the news provided
in the link above are very good for the future of
The One Ring.
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By now, there have no further updates, but I
take no news for good news and we will see
what the future holds. What seems to be safe is
that we won’t see any new publications before
2021. On the positive side, this leaves us
enough room for discussion on the various platforms (see the previous section for a selection)
plus developing and publishing our own stuff on
platforms like Other Minds (or others).
And right in the process of writing this text
comes the news of the second newsletter,
where Francesco reveals more details on the
second edition of the game. He mentions the
reasoning for designing the first edition as it is
and provides a glimpse of the upcoming one.
The core points are:
▪ The temporal focus moves a bit forward to
TA 2960
▪ With this, the regional focus also moves to
Eriador
▪ The Shire will be covered in detail in a
dedicated sourcebook
▪ The new core cultures will be Elves,
Dwarves, Hobbits, Bree-landers, Rangers
and far-travelling Bardings
This heralds a new interesting era for The
One Ring and I am sure you all are looking as
forward to it as I do.

NEW ARTIST:
ARVID HJORTH

NEW ARTIST:
SARKA SKORPIKOVA

The first of our new artists is Arvid Hjorth,
and he is already present with wonderful representations of the Lossoth. You can find his page
under this link as well as in the links section.

The third new artist in this Issue Sarka,
whose work I have followed for some time and
now found the perfect to include it. Please
make sure you also check out her Deviantart
page, where there is so much more to see!

NEW ARTIST:
JOHN EMANUEL SHANNON
Second in line as a first-time artist within the
pages of Other Minds is John Emanuel Shannon,
whose colourful and evocative work can be
found on his Deviantart page.

NEW ARTIST:
ULLA THYNELL
Last but certainly not least among our firsttime artists is Ulla Thynell, who gave us kind
permission to use her work within our pages.
Please also have a look at her page to see her full
portfolio.

Ziehende Wolken by Caspar David Friedrich, p
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The Tolkien
Email List
The eldest of the lists.
This Tolkien discussion group has existed since the
First Age before the world was made round.....
Join and contribute.
Our list has existed since the early 1990s with many
members who have been here for years beyond count....
Now we have moved to Google and have become a
private Google Group.
To request to subscribe to this group, please visit
the following page:
http://groups.google.com/group/tolkien_list/subscribe
or contact rossiele@yahoo.com
(Elena Rossi, ½ Listowner)
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Ravens in the North
Andreas Erdmann (Asrath)
(roleplay@bei-stef.de)
per the terms of the CC license: bna

This submission is not an adventure in the strict
sense, but the outline of a campaign. Be not disappointed though, as Andreas paints a great idea on the
vast canvas of late-TA Eriador for his campaign.
I am sure that the concrete adventures sprung from
that will match this outline and I am eager to see
them in the pages of Other Minds as well!
Until that point, have fun with reading this broad
introduction and maybe it is you that will contribute
to the final product. For more on how to do it, just
read through the following article!

INTRODUCTION
I like the Bree book very much, since it provides detailed descriptions of the town, the
Prancing Pony and the surrounding area and
even includes three adventures. In this form it is
unique in the TOR and AiME canon, as it is the
only one to combine a sourcebook with adventures. It is therefore an interesting source for
new LM’s and Middle-Earth gaming groups.
The first two adventures Old Bones and
Skin and Strange Men, Strange Roads are very
thematic and my favourites. They introduce a
new antagonist named Gorlanc who sends out
his minions to make trouble in Bree-Land. At
the beginning only hints about his presence are
provided. He prefers to draw strings from the
background. But in both adventures Gorlanc’s
rune can be found (on paper or on an amulet)
with his crooks. This suggests that behind the
scenes there is a much bigger thing going on.
For me personally, this is great, since I love
adventures that provide an arc of tension that
spans beyond each individual story.
As both adventures unfold, the group learns
that Gorlanc indeed is a highly capable and dangerous bad guy. He even seems to be able to
cast spells! But his story is not carved out in
much detail in the Bree book. By the end of the
second adventure the epilogue simply suggests a
big assault on Gorlanc’s Fort by the Rangers of
the North or the High Elves of Rivendell as a
narration, forcing Gorlanc to flee. This then
leads to the third adventure of the book Holed up
in Staddle, in which Gorlanc's fate is played out.
But this adventure is not about an epic final confrontation, it rather describes Gorlanc as an
already broken man, making his final nasty
moves. But to me Gorlanc is too much a capable
villain to simply narrate the decisive events of
his fall off stage. I therefore needed an alternate
ending or another carved out adventure to tell
Gorlanc’s story in more detail.
In Other Minds Magazine #19 (p.39 ff)
Falenthal gives great advises on how to enrich
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the three Bree adventures.1 I can highly recommend that article, where he suggests giving
Gorlanc’s fall more weight by linking it with the
Harder Than Stone adventure from the Ruins of
the North adventure book. I deem this to be a
great idea! But for me I wanted to take the story
even further and started thinking about not only
adding or adapting one adventure but building a
whole campaign around Gorlanc. This is what
this article is about. Nonetheless the Harder
Than Stone adventure is a fascinating one and I
will get back to it at the end of this article.

and he found nothing useful apart from gold and
some old amulets made of green or red glass
embossed with a black raven. The raven caught
Gorlanc’s eye. The amulets apparently held no
great value but were nice to look at. Gorlanc
thought long about their initial purpose and how
they might be useful for his purposes. In the end
he decided to enhance them with some spells.
He named leaders among his followers and gave
them these green amulets as a reward for loyalty
and as a sign of rank and legitimation. He even
created a slightly bigger amulet in black with a
red raven for himself.

GORLANC

The amulets have different abilities as shown
in the table below. Additionally, Gorlanc magically marked the amulets. This enables him to
locate their approximate position and send messengers or worse, if his henchmen get off track.

To understand Gorlanc as a person and his
motivations we have to develop his story in
more detail. In my imagination Gorlanc has
been a servant of the shadow for several decades. He learned dark spells and rituals and reliably served the Necromancer in Dol Guldur
until the White Council launched the assault
against the fortress in TA 2941. The Necromancer ordered to defend the fortress at all cost and
then made his long-prepared move to the South.
But before he went, he gave some of his most
trusted servants secret missions. Gorlanc was
ordered to go to former Angmar and seek the
Steward of Carn Dûm (Rivendell book, p. 51)
to prepare the north for the return of the Witch
King.
The attack of the White Council was unexpected though and during the conquest of the
fortress Gorlanc was wounded and needed some
time to recover. He hid in the forest, where he
met Berelas by some strange chance. Berelas
took care of him and tended his wounds. When
Gorlanc noticed her skills and naiveté he talked
her into accompanying him to Eriador.
Gorlanc knew that he could not complete his
mission alone, so he immediately started gathering more followers in Eriador using his powers
of persuasion, playing on each individual’s
weakness like greed, frustration or ambition.
He also knew that he needed more mystic
power and started searching for buried treasures
and relics of the old kingdoms. Initially he did it
himself, but it was a lengthy and tedious work
1
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Anguera, O. 2018. Bree - Expanded Campaign
Notes.Other Minds,Issue 19, page 39 ff.

The amulets

Given to Additional powers for wearers

Green with black raven

Group
Leaders

Red with black raven

Commanding Voice; Strike Fear;
Captains +2 Hate Points;
Gorlanc is able to locate the wearer;

Black with red raven

Gorlanc

Blessing to Stealth or Awe;
Gorlanc is able to locate the wearer

Commanding Voice, Reckless Hate;
+3 Hate Points

Table 1: Amulet properties

As the years passed by, Gorlanc grew weary
of the treasure hunt and ordered his followers
to do the tedious work. Berelas and Hirlinon are
two examples that become the main antagonists
of the aforementioned adventure Strange Men,
Strange Roads. Gorlanc himself decided to
resume the Necromancer’s assignment and
move north to meet the Steward of Carn Dûm.
When he reached Carn Dûm and met the
Steward he delivered the Necromancers will.

b n a by Thomas Morwinsky

Figure 1: Angmarean cities in TA 1400

But afterwards Gorlanc tried to bend the
Steward to his own will, trying to make him his
most powerful follower. The steward laughed
hoarsely and both magically pitted their wills
against each other within the ruins over the
leadership of the Necromancer's mission. In the
end the Steward won and put Gorlanc in his
place. Both knew they needed each other to
fulfill the mission. But the Steward never
trusted Gorlanc afterwards. He gave Gorlanc
two Great Orcs under his command he knew he
could trust: the Orc Warlord Burzash (Rivendell book, p. 50) and Captain Muzlug (another
Great Orc). The Steward then ordered Gorlanc
to secretly build and man three fortresses at
sites used by of Angmar: Angsûl, Morkai and
Eldanar (Other Minds Magazine #13, p. 75; ICE
Middle Earth #2300 – Angmar Land of the Witch
King)1, to build up an army for the Witch King
and to prepare it for an assault on Rivendell and
the Shire.

After some time of recovery he felt strong
enough to individually put them to the test. He
managed to bend both of them to his will and
gained their respect. Eventually Gorlanc sensed
a rivalry between the two and gave them different tasks. As they fulfilled their duties, he
feigned recognition and gave them a red amulet
each. Both took them gladly as the amulets
enhanced their powers. Yet unknown to both of
them the amulets enable Gorlanc to locate
them. Receiving messengers and threats from
Gorlanc even in the remotest corners of the
country made their respect grow further and
both never managed to associate this with the
amulets they got from him.

Not being stupid, Gorlanc knew that the two
Great Orcs given to him were not to be trusted.
1

Kubash, H. 1982. Angmar - Land of the Witch King,
Charlottesville, VA, Iron Crown Enterprises (and later
editions)
Morwinsky, T. 2012. Population and Urbanization in
Eriador. Other Minds, Issue 13, page 42 ff.
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GORLANC’S PLAN & THE

Building fortresses

ADVENTURE LAYOUT

Usually we associate the terms “fortress” or
“castle” with typical great stone castles whose
ruins (or intact structures) you can visit today.
During Angmar’s existence, such castles were
also built there – and thoroughly destroyed in
the war of TA 1974. In TOR’s era, former
Angmar is very short of the resources (especially
skilled workers, engineers, craftsmen and the
logistics to support a major construction site) to
build such elaborate infrastructure. Thus the
“fortresses” or “fortifications” discussed here are
much more simple structures. These consist of
an earthen wall (partly reinforced at the base
with some usable stones from the ruins of previous castles) behind a ditch and crowned by a
wooden palisade. The inside buildings are
typical village-style ones for the area, rather
than the big elaborate stone houses found in the
time of Angmar’s existence.

Gorlanc developed a rough milestone plan to
carry out the Necromancer's mission. He gave
Burzash and Muzlug the order to build and man
new fortifications on the sites of former Eldanar
and Morkai respectively. These are strategic
places where strongholds of the Witch King
once stood, but they were systematically and
thoroughly destroyed by Gondor’s forces after
the final defeat of Angmar.1 The orders are a
contest: the one who scores better will become
commander of the entire army and will receive
Angsûl as his headquarters.
We will use Gorlanc’s plan to align the
adventures of our campaign. This will help us to
draw an arc of suspense and gradually reveal the
intentions and Gorlanc’s plan to the players.
Hopefully it will create good drama within the
campaign and draw the players into the story.

Milestone I:
Getting an Army and Labourers
Gorlanc assigns Muzlug and Burzash with the
task to recruit scattered Trolls, Orcs and Men
from the surrounding territory. They also have
to seek for labourers for building the fortifications. Initially, both Muzlug and Burzash find
some volunteers among the Hill-Men in the
beginning, but they soon also have to use violence to meet their needs.

Uruk-hai of the Dark Tower © by Olanda Fong-Surdenas,
used with permission

1
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See Morwinsky, T. 2012. Population and Urbanization
in Eriador.Other Minds,Issue 13, page 42 ff.” and especially
Morwinsky, T. 2019. The History of Angmar.Other
Minds,Issue 21, page 34 ff.” (page 48 of the latter)

Compared with the era of Angmar, these are
very primitive structures, but fitting for the
meagre resources and frugal times of this region
in TOR’s timeframe.

Adventure 1 “A Mass Abduction”
The heroes travel north to find out more
about Gorlanc. They witness an attack of
Burzash on a village of Hill-Men. All children of
the village are being robbed. Burzash wants to
use them as leverage to enlist the warriors and
labourers of the otherwise unwilling village.
Raduk, chief of the village, begs the Companions for help. The heroes have to save the children, are betrayed, find another green amulet
and learn about a dispute within the village and
with a rivalling tribe.
Returning the children, they realize, that only
the youngest ones have been saved. The older
ones are still missing. Furthermore, they find
chief Raduk trapped in a feverish trance for
days. To save the village from subjugation by
the rival tribe, that is following Burzash’s call,
they have to free the chief.
The heroes face the hard decision to either help
the other children (adventure #3) or the village
and its chief (adventure #2) next.

Adventure 2 “The Chiefs Challenge”
Hill-Men are able to leave their physical
form and travel the land as spirit wargs (similar
to the “Night-goer” ability of the Beorningers).
Raduk left his body some days ago to search for
the children by himself. But his spirit was discovered and captured by Mendamar, the leader
of the rival tribe. Mendamar supports Burzash
and openly wears a green amulet. He wants to
increase his power by subjugating first a pack of
wolves and then Raduk’s tribe. With the green
amulet given to him he feels strong enough to
challenge the leading wolf of the pack. When
the heroes meet Mendamar the first time, he is
about to face the leading wolf. Many wolves and
Mendamar's warriors are present. Raduk’s spirit
wolf is caged nearby, guarded by men. The
heroes can try to free Raduk, thwart Mendamar's plan to subdue the wolves or both. Both
options are not trivial to accomplish.
Back in Raduk’s village the heroes learn that in
their absence orcs have returned to force additional men to serve Burzash at former Eldanar.

Milestone II:
Rebuilding Strongholds
& Training an Army
Burzash draws all his forces to the site of
former Eldanar to build a fortification as fast as
possible. He pushes his men hard to win the
race against Muzlug.

Adventure 3 “A new fort”
This adventure has not yet been thoughtfully
outlined. Readers are encouraged to participate
in the development of the adventure by sending
in suggestions or by writing parts themselves. If
you are interested, please contact the author
through the email address provided at the first
page of this article.
The heroes have to locate the site of old Eldanar
and investigate the construction site of the fort.
The place is partly manned with Orcs, Wargs
and a Troll. Both men and children of Raduk’s
tribe are present. Both groups have to work
hard as slaves or are ruthlessly trained as soldiers. Raduk’s men beg the heroes to at least
save their children somehow, who seem to be
more dead than alive.

The heroes find out the existence of a red
amulet and spot Burzash, who is wearing one.
They learn of the rivalry between Burzash and
Muzlug and that both are directly subordinate to
Gorlanc. Gorlanc is regularly sending messengers to control the progress of the work.
Burzash wonders how Gorlanc is always able to
send messengers at the right / or the worst
time.

Milestone III: Testing the Army
Gorlanc plans to test the forces of Burzash
and Muzlug against each other. The winner of
the contest will be named Commander and be
the leader of Gorlanc’s total army.

Adventure 4
This adventure has not yet been outlined in
sufficient detail. Readers are encouraged to participate in the development of the adventure by
sending in suggestions or by taking over parts of
the writing. If you are interested, please contact
the author at the above mail address.
The heroes learn of the contest between
Burzash and Muzlug (who therefore seems to
have built another fort at Morkai) and see
Gorlanc for the first time. He wears a black
amulet. They learn that both Burzash and
Muzlug mistrust Gorlanc but seem to respect
and fear him somehow. The heroes can try to
take Gorlanc out of the game by either confronting him openly during the height of the
contest or by stealing the black amulet and inciting Burzash and Muzlug against him. Whatever
direction this adventure takes, the heroes should
assume that Gorlanc is the main enemy of this
campaign, only to find out, that the Steward is
the real mastermind behind everything. Now
that Gorlanc has built two fortifications and
mustered two forces, the Steward considers to
replace him – e.g. by the winner of the contest,
or by Mormog (Ruins of the North, p. 58).

22

Milestone IV: Get ready for war
The Steward as the new main-antagonist
with Gorlanc (if he survived) and two or three
Great Orcs as his servants and two forces under
his command are becoming a serious thread to
the North. At present the forces may appear
small enough to deal with them successfully.
But soon it could be too late, as the forces are
getting stronger week by week. The best time
to face this rising threat is now. But the heroes
cannot do this alone. This should convince the
heroes to alarm the Rangers of the North and
the High Elves of Rivendell.

Adventure 5
This part has not yet been outlined sufficiently. Readers are encouraged to participate
in the development of the scenario by sending in
suggestions or by taking over parts of the writing. If you are interested, please contact the
author at the email address provided at the start
of this article.
The heroes learn of comprehensive efforts to
prepare former Angmar for the return of a
Witch King. The Steward plans to grow the
forces into large armies. Large enough to start a
war against the Elves and Rangers as soon as the
Witch King has returned. The current forces
are already large by contemporary Eriadoran
standards. Even with the help of the Rangers of
the North and the High Elves of Rivendell it is
not clear whether they can be defeated before
causing too much damage.
So, this adventure is a race against time and
leads into a massive battle. The Steward might
use strategies to lure his opponents into a trap.
For example, by pulling his forces north only to
pinch his enemies in the mountains of Angmar,
maybe even at Carn Dûm. I suggest using the
fantastic Mass Combat Rules or the Loremaster’s Guide to Mystic Battles by James R.
Brown for the final confrontation. The basic
idea is to narrate the main battle but give the
heroes several playable strategic missions to
help to turn the tide. Example strategic missions
could be: rallying and leading Raduk and his
men into the battle as allies (if the first adventures went well), using Raduk’s support to get a
Warg pack to defect, conquering an important
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hilltop on the battlefield or taking down an
enemy commander, etc. The showdown should
of course be an epic battle between the PCs and
the Steward or Gorlanc / Mormog near the end
of the battle. Otherwise they probably would
stand no chance.

FINAL NOTES
I hope you got something of the presented
layout of the Ravens in the North campaign. It is
a running project and far from finished. The
beginning of the first suggested adventure “A
Mass Abduction” shows some similarities to the
first adventure of the Ruins of the North book.
This is unintentional. I read the book after
writing that adventure but did not find the similarities too great to completely rewrite mine.
The second adventure Harder than Stone in the
Ruins of the North book however can be run
nicely as an addition to the campaign, any time
it may seem appropriate. It can be used to introduce Mormog as another Great Orc, if you plan
his appearance in the 4th or 5th adventure. Otherwise – if you substitute Mormog by Muzlug in
Harder than Stone – the adventure can be used
to tell more about Muzlug doings during the
contest between him and Burzash.
A possible approach of the first adventure “A
Mass Abduction” is presented in the next chapter. I am currently outlining the second adventure „The Chiefs Challenge“. It will be published
in one of the upcoming issues. I plan to work
out and submit the adventures as they get ready.
Nonetheless I like to encourage readers to participate in the process if they are interested.
Stats of main antagonists that appear in one
or more of the outlined adventures are shown
on the next page. Please note that the stats for
Gorlanc and the Steward of Carn Dûm deviate
from those in Rivendell and Bree and thus are
listed here.

Muzlug (Great Orc)

Burzash (Great Orc)

7

7

Endurance

Hate

Endurance

Hate

62

8

48

8

Parry

Armour

Parry

Armour

5+2

4D

5+2

4D

Skills

Skills

Personality ¨¨¨

Survival ¨¨¨

Personality ¨¨¨

Survival ¨¨¨

Movement ¨¨¨¨

Custom ¨¨

Movement ¨¨¨¨

Custom ¨¨

Perception ¨¨¨

Vocation ¨¨¨

Perception ¨¨¨

Vocation ¨¨¨

Weapon Skills

Weapon Skills

Heavy Scimitar ¨¨¨ Heavy Hammer ¨¨¨

Heavy Scimitar ¨¨¨

Heavy Hammer ¨¨¨

Special Abilities

Special Abilities

Horrible Strength, Hideous Toughness, Great Size,
Commanding Voice

Horrible Strength, Hideous Toughness, Great Size,
Commanding Voice

Special

Special

Greater (Higher Endurance)

Driven (Commanding Voice)

Gorlanc (Wizard)

Steward of Carn Dûm

6

7

Endurance

Hate

Endurance

Hate

32

8

74

12

Parry

Armour

Parry

Armour

6

1D

7

2D

Skills

Skills

Personality ¨¨¨¨

Survival ¨¨¨

Personality ¨¨¨¨¨

Survival ¨¨

Movement ¨¨¨

Custom ¨¨¨¨

Movement ¨¨¨¨

Custom ¨¨¨¨

Perception ¨¨¨

Vocation ¨¨¨¨

Perception ¨¨¨

Vocation ¨¨¨

Weapon Skills
Dagger ¨¨¨

Weapon Skills
Ancient Sword ¨¨¨ Chilly Touch ¨¨

Special Abilities

Special Abilities

Commanding Voice, Bewilder, Hatred (his foes), Words
of Power and Terror,
Shadow of Fear*, Paralyze**

Denizen of the Dark, Unnatural Vitality, Fear of Fire,
Wraith-like, Strike Fear (TN18), Visions of Torment

*

Dreadful Spell TN16. As described in the
Rivendell book

** Dreadful Spell TN16. Fail: victim is paralyzed for a number of rounds equal to the
current shadow score (minimum: 1
round).

REFERENCES
1. Anguera, O. 2018. Bree - Expanded Campaign Notes.Other Minds,Issue 19, page
39 ff.
2. Morwinsky, T. 2012. Population and
Urbanization in Eriador.Other Minds,Issue
13, page 42 ff.
3. Morwinsky, T. 2019. The History of
Angmar.Other Minds,Issue 21, page 34 ff.
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The Lossoth
“These are a strange, unfriendly people, remnant of the Forodwaith, Men of faroff days, accustomed to the bitter cold of the realm of Morgoth.”
David Cole
(agnot1@hotmail.com)
per the terms of the CC license: bna

This submission is not an adventure in the strict
sense, but the outline of a campaign. Be not disappointed though, as David provides you with a rich
picture of the Frozen North and its inhabitants.
Should your Heroes ever tread these region, you will
find his treatment of it most useful and enriching.

INTRODUCTION
This article began as a planned series about my
take on the final days of the Kingdom of
Arthedain. This is just a small excerpt from what I
hope will one day be a complete Regional Guide
with an associated campaign. Though real life
events have stalled my progress, I still wanted to
submit some of the work I have completed for
inclusion in Other Minds. To that end, I tweaked
the content so that it fits within TOR’s standard
timeline (i.e. TA 2946+). Once things settle
down, you will hopefully see more in future
issues.

THE LAND
Travelling northwest from the lands of longlost Arthedain, one gradually descends onto the
snow-covered plain of Forochel. The scrubby
grasses and thistles of the windblown highland
gradually vanish until nothing but the snows of
this frozen land cover the broken landscape all the
way to the Ice-bay of Forochel. The once cool
summer breezes, now turn into bitter, frosty

Forochel b n a by David Cole
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winds that sting the skin and chill the bone. The
cold here is unnatural, a remnant of Morgoth’s
curse, placed upon this land millennia ago.
For its latitude, these lands are unusually
cold – more akin to lands farther to the north.
Of the few who tried to brave the windswept
tundra alone in winter, most have died,
entombed beneath its snowy drifts. Only fools
travel here alone without the utmost need.
Forochel is a tundra, a frozen land of ice and
snow that wraps itself around the Bay of Forochel, from its southern shores to the cape in the
north. For nine months of the year, the season
barely changes. The ground is frozen, and snow
blankets the land. It is not until the height of
summer that the snows melt and the earth softens, turning the land into sporadic bogs when
the rains come. In the lands along the cape and
northwards the snows never melt, trapping the
land in a perpetual winter. To the east, Forochel borders the tundra of Forodwaith, which
extends across northern Endor, all the way to
the Withered Heath.
The history of Forochel has long since been
forgotten, lost under blankets of snow. There
are none alive to tell the tale of the ancient cataclysm that broke this land, save in the old fables
told by the Lossoth around the dying embers of
their fires. For hundreds of years, the Lossoth
have lived undisturbed in these lands, content to
follow the traditions of their ancestors and to
live a life of peace. Recently, however, dark
forces, perhaps the remnants of ancient Angmar
(or people using that area for their purposes),
have extended their reach across Forochel’s
eastern border. In response, the Lossoth avoid
these areas, keeping close to the shoreline as
they continue to live in the manner of their
forefathers, while seeking to any confrontations.
Forochel is an ancient land, full of secrets
and mysteries that may never unfold. Reminders of Morgoth’s evil still linger here. Foul
spirits can be heard on the wind and the Lossoth
take precautions to ward off their many superstitions. Tales also speak of an ancient city built
of ice that lies beyond all reach in the far north
where one can no longer tell the difference
between land and sky; and that strange creatures, tall and fair, with pale skin that gleams
like freshly fallen snow live there.

Wildlife
At first glance, Forochel seems like a desolate land, incapable of sustaining life. However,
looking beneath the surface, one discovers a
wide variety of fish, game, and fowl. Throughout the land, large herds of elk and deer make
their yearly migrations around the bay, often
reaching as far north as the cape. Brown bears
roam these lands, as well as, much smaller
mammals, such as hares, foxes, hedgehogs, and
minks.
Salmon and trout can be found in the rivers;
and the fishing along the southern shore can
easily bring in pike, perch, cod, and herring.
Eagles and hawks keep a sharp eye on the icy
waters, searching for fish lingering too close to
the surface. Across the bay, in the waters off of
the cape, a wide variety of marine life, such as
beluga, narwhal, and the occasional humpback
whale can be found. Walruses rest upon the
shores of the cape, enjoying the company of the
seals and otters in the solitude of the far north.
Invisible against the snowy drifts, packs of
white wolves stalk the land searching for prey,
whether man or beast. The Lossoth give these
packs a wide berth, as their ferocity and
numbers are rightly feared.

NOTABLE LOCATIONS
Cape of Forochel
Jutting from the northern shore, the Cape of
Forochel extends like a crooked finger into the
bay. Though difficult to reach, the Lossoth
nonetheless value it as a prized hunting ground,
as the waters off the cape frequently contain the
smaller whales that they are capable of spearing.
In the spring and summer months, one must
circumnavigate the entire bay to reach the cape,
but during the winter months, when the bay is
frozen, adventurous Lossoth will brave the Ice
Road to quickly reach its rich hunting grounds.
Eroded over the years by lapping waves, the
western shore of the cape sits low and is easily
accessible. By contrast, the eastern shoreline of
the cape and that which wraps the interior of
the bay can at times be very steep, with high
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cliffs that are daunting to even the most rugged
explorers. The cliffs contain many caves, some
have been explored, but most have not. The
Lossoth like to ward their children away from
the dangers of the cliffs by scaring them with
tales of monstrous creatures that make their
home down below.

Lossoth Winter Camp
Nestled in the hills at the base of the Blue
Mountains, along the southwest shores of the
Bay of Forochel, the Lossoth make their wintercamp. Most of the clans can be found here
during the winter months, huddled together,
sharing in the resources each family has stockpiled for the bitter and long season. For a traveler unfamiliar with the ways of the Lossoth, it is
a sight to behold. Houses carved from the ice
gleam in the winter sun as the Lossoth slide over
the ice of the bay on skates made of bone.
It is during their time here that the Lossoth
hold festivals, celebrate marriages, and the
council of elders meets to discuss matters of
importance to their people. Many of the smaller
clans band together, sending their hunters
across the Ice Road to hunt for prey they normally do not have the resources or manpower
to hunt alone.

Ice Road
At the height of winter when the bay has
frozen over, the long journey to the Cape of
Forochel can be circumvented by sledding over
the ice of the bay. The Ice Road is not a road in
the traditional sense, but a time-tested path
across the ice between the southern and northern shores of the bay that dramatically decreases
the time it takes to reach the cape from several
weeks to a mere few days.
Though a more direct route than circling the
bay, the journey can be a dangerous one for
those not adept at judging the thickness of the
ice or returning from their hunt with heavily
laden sleds. Many careless Lossoth have died on
the Ice Road, but they accept the danger in
order to reach the rich hunting grounds where
walruses breed and other highly prized sources
of ivory can be found.
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Shipwreck
Lodged against the rocks at the base of the
cliffs along the eastern shore of Forochel’s icebay is what remains of a vast three-masted ship.
Long ago, on a voyage of unknown purpose, it
was cast upon the rocks, shattering its hull upon
the shore. Over the long centuries, it has
become entombed in the ice, remaining preserved and unmoving for hundreds of years. Its
broken masts and shattered prow protrude from
the ice like a desperate sailor clawing at the
cliffs that doomed him. Flecks of white and gold
paint still adorn the broken hull and the image
of a leaping porpoise sits scarred upon its prow.
The Lossoth give the ship a wide berth, its
foreboding presence only serving to feed their
many superstitions. Some claim to hear the
dying wails of her crew on the wind, while
others claim an unnatural creature makes its
home in its hull.

Hazard Episode: Trapped
Under Ice (Guide –Weariness)
The Guide unwittingly leads his companions across thin ice that is in danger of breaking underfoot. The Guide must make a
Travel test to avoid the potential Hazard. If
successful, the thin ice is avoided. If failed,
all Companions must make an Athletics
test. On a success, they manage to scramble
away as the ice cracks under their feet. On a
failure, they fall through the ice, soaking
their clothes and making themselves Weary
for the remainder of the journey.

THE LOSSOTH
Only the Lossoth call these lands home, and
their numbers are few. Unlike other Men, they
are not united under one name or single clan.
Indeed, even the name “Lossoth” is the name
given to them by other Men and not themselves. The Lossoth do not view themselves as a
collective. Instead, they are a loose confederation of small clans, usually comprised of ten to
thirty individuals who are all related in some
fashion. If they must give their clan a name, it is
usually named after that of its wisest elder - for
example, “Kauko’s People”. When the elder
passes away, so too does his people’s name, as
they adopt the name of the new elder.
Considered unwelcoming by most, the
Lossoth prefer to keep to themselves. They care
little about the affairs of outsiders, choosing
instead a peaceful existence hunting and fishing
the land of Forochel in the traditions of their
people, much as they have for hundreds of
years.
Aside from the Lossoth, very few are willing, or see a need, to travel these lands. The

occasional Ranger passes through – usually
tracking an agent of the Enemy who has fled
from the south. Dwarves from the Blue Mountains and a few Rivermen travel as far north as
the Bay of Forochel’s southern shores to trade
with the Lossoth, but none stay for very long.
On occasion, a Dwarven expedition will pass
through looking for veins of ore or some other
treasure that would aid them in rebuilding their
decrepit halls. So far, their efforts have yielded
little. Though it is an inhospitable land, it has
remained the home of a people whose ancestors
can be traced back to the First Age. Through
centuries of toil, shared tradition, and sheer
stubbornness the Lossoth have mastered this
brutal land and adapted it to suit their needs.
Very little is known about those who inhabit
this land. To other Men, their ways are strange,
their tongue coarse, and their manners befuddling. Most Men have never heard of, let alone
met, one of the Lossoth. Similarly, the Lossoth
do not concern themselves with the goings-on
in the “Summer-lands” beyond their borders.
Indeed, the only notable record of contact with
the Lossoth came during the final days of
Arthedain’s fall to Angmar, when King Arvedui,
fleeing the Witch-king, sought shelter with the
Lossoth.
A nomadic people, they have survived the
harshness of the frozen waste by placing the
needs of their community above all things. They
make what they need, constructing temporary
shelters from the ice and tools from stone and
bone, seldom trading with others. There is no
great history to be recounted among the Lossoth, no great kingdoms or fallen lords to speak
of, only what the oldest among them can recall
from their ancestral tales.

Description
The Snowmen of Forochel are a hardy
people, toughened through the centuries by
their continued exposure to the extreme
weather of the Northern Waste. Living in clans,
they lead a semi-nomadic life, following herds
of elk in the spring and summer, and settling in
the shadow of the Blue Mountains along the
southwest corner of the Bay of Forochel in
winter.
Lossoth of Forochel © by Arvid Hjorth, used with permission
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Lossoth are dark-haired and of swarthy complexion, wearing layers of fur to protect them
from the bitter cold and stinging winds. Sealskin
boots and gloves keep them dry, and they wrap
their legs up to the knee to keep the snow from
soaking into their clothes. Most tie their hair in
simple braids or pull it back with decorative
barrettes made of bone. Hunters will often wear
charms made of bone to encourage good
fortune or to ward off any lingering evil that
may inhabit the land.
The Lossoth are an unwelcoming people,
content in their isolation, and reliant on only
themselves for their survival. They have no care
for what goes on beyond their borders. Their
speech is blunt, free from the niceties of more
civilized Men and they frown upon those who
would seek to hide their true intentions behind
riddles.

Standard of Living
The Lossoth survive by creatively using the
few resources the land provides. The fish and
herds provide them not only with food, but
clothing, tools, and shelter also. The Lossoth do
not value jewelry or other fineries. They do not
collect treasures or hoard gold. Indeed, most of
their “wealth” is shared among those in their
larger community, freely exchanged or borrowed as needed between clans. They are an
unselfish people who choose to follow a life
grounded in ancient tradition. For these reasons, the Lossoth are considered Frugal.

Lossoth Adventurers
Most Lossoth do not aspire to a life of
heroism and adventure. The closeness shared
within their clans and their general lack of curiosity regarding the world beyond the frozen
waste results in very few ever journeying south
into the “Summer-lands”. Occasionally a Lossadan will trade with the Men along the river,
only to become enamored by their stories of
distant lands, never to return home. Those that
do are often considered strange folk who are
scorned for abandoning their families for a life
most Lossoth would consider self-indulgent. As
a result, such wanderers are generally frowned
upon. Still, the lands to the south are captivating
to those with a sense of wanderlust who have
only known a life in the cold snows of Forochel.
Suggested Callings: Slayer and Wanderer.
The Lossoth are renowned hunters whose
ability to survive under the worst conditions is
legendary. The nomadic traditions of their
people make them excellent explorers and
guides who have a vast, intuitive knowledge of
the landscape.

Lossoth of Forochel © by Arvid Hjorth, used with permission
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Unusual Calling: Treasure-hunter and
Scholar. The Lossoth do not covet great wealth
or seek ancient lore. They are a practical people
who see little use in the accumulation of treasure or scholarly pursuits.

Starting Skill Scores

What Lempi Who is Quick says…
▪ Men of Bree: “The men of the south are
ill-suited for these lands. It is best to send
them home.”
▪ Dwarves of the Blue Mountains: “It is
said that most of their people perished in
some great calamity or have moved to
faraway lands. Those who remain bring us
their metals for trade and in return we
show them safe paths through our hills.
They are a steadfast people, but their love
for things that shine makes their hearts
weak.”
▪ Elves of Lindon: “The old tales speak of
an ancient folk, tall and fair. But if such a
creature does exist, one has not been seen
in my lifetime.”
▪ Rangers of the North (Dúnedain):
“They want little to do with us, which suits
us fine.”
▪ Hobbits of the Shire: “It is said that
their hearts desire peace. In this way, we
are akin.”
▪ Rivermen of the Lhûn: “Their kind
journey north to trade for our furs and
bone. They are respectful of our traditions,
so are welcome here.”

Cultural Blessing
Tempered in Shadow – Be sure that
he took so little hurt from the evil…
Due to their communal nature, the Lossoth
are not easily tempted by riches; and emotions
such as covetousness and envy are foreign to
them. Furthermore, the harsh reality of life in
the frozen land where Morgoth’s ancient influence still lingers has hardened them to many
things others would find unsettling. This has
made the Lossoth more resistant to the subtle
effect that the Shadow works on other Men.
Any test made that would gain a Lossoth a
Shadow point has its Target Number reduced
by 4 to a minimum Target Number of 10. Also,
if an event or action causes a Lossadan to automatically gain any Shadow points, reduce the
amount gained by one, to a minimum of zero.
This ability does not affect Shadow points that
should be gained as a direct result of the Fellowship’s actions, such as theft or murder.

Common Skills
Copy the following skill ranks onto the character sheet and underline the favoured skill:
Common Skills - Lossoth
Awe

1 Inspire

0 Persuade 0

Athletics

2 Travel

3 Stealth

1

Awareness 1 Insight

1 Search

1

Explore

2 Healing

1 Hunting

3

Song

2 Courtesy

0 Riddle

0

Craft

1 Battle

0 Lore

0

Weapon Skills
Choose one of the following two Weapon
skill sets, and record it on the character sheet:
1. (Spear) 2, Bow 1, Dagger 1
2. Spear 2, Axe 1, Dagger 1

Endurance and Hope
Starting Endurance: 24 + Heart
Starting Hope:

8 + Heart

Specialties
Choose two Traits from the following:
Boating, Fire-making, Fishing, Forochellore, Bone-craft (see below), Story-telling

Backgrounds
1 – Can Run on Ice
Not all Lossoth are sure-footed enough to
master the art of running on the ice. From a
young age you took quickly to the bone-skates
you were gifted by your father and would disappear for hours across the frozen bay. Though
many fear the dangers of the ice, you find
freedom in both the solitude and danger it provides. That same fearlessness now serves you
well as your journeys take you well beyond the
land of ice and snow.
Basic Attributes: Body 5, Heart 3, Wits 5
Favoured Skill: Athletics
Distinctive Features:
(choose two Traits from those listed)
Adventurous, Bold, Eager, Hardy, Nimble,
Reckless, Swift, Wild
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2 – With Flame in his Hands
The bitter cold of Forochel is the persistent
nemesis of your people. You have been judged
worthy to be the watchman of your camp’s
flame, responsible for keeping it burning
throughout the day and night. Ever-vigilant for a
change in the weather, you exercise great skill
and patience in managing scarce resources to
keep your camp’s flame alight.
Basic Attributes: Body 5, Heart 4, Wits 4
Favoured Skill: Awareness
Distinctive Features:
(choose two Traits from
those listed below)
Cautious, Energetic, Hardy, Keen-eyed,
Patient, Steadfast, Stern, Wild
3 – Who Was Cast Out
You will probably never know why your
family abandoned you as a child. You have survived on the fringes of the Lossoth communities
for most of your life, in part by depending on
the charity of others but mostly by your own
stubbornness. Without a clan to call your own,
you have few prospects in Forochel and so, have
turned your attention south to the Summer
lands and what adventures may await you there.
Basic Attributes: Body 5, Heart 2, Wits 6
Favoured Skill: Stealth
Distinctive Features:
(choose two Traits from those listed)
Adventurous, Clever, Elusive, Hardy, Hardened, Suspicious, Wild, Wilful
4 – Who is a Clever Hunter
From the time you could walk, you joined
the hunters that tracked the movements of the
herds across the tundra. They taught you the
ways of stalking and hunting as a team,
corralling your prey and taking it down
with minimal risk of injury. Your skill
with spear and bow is formidable
and it has earned you the respect
of your elders. Having mastered
the tundra, you now long to see
what challenges await in distant
lands.
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Basic Attributes: Body 4,
Heart 3, Wits 6
Favoured Skill: Hunting
Distinctive Features:
(choose two Traits from those listed)
Bold, Cunning, Fierce, Grim, Hardened,
Hardy,
Steadfast, Wild
5 – That Speaks of the Past
The traditions of your people are preserved
through its oral history. When you were young,
you would sit and listen to the elders telling the
old stories of your people. In time you discovered a talent for telling those same stories and
children now sit attentively at your feet as you
recite the tales of your ancestors’ collected
wisdom. You have become respected among the
Lossoth as wise and your counsel is valued.
When you speak, the room grows quiet as everyone leans in to hear your words.
Basic Attributes: Body 3, Heart 6, Wits 4
Favoured Skill: Song
Distinctive Features:(choose two Traits
from those listed)
Clever, Forthright, Hardy, Honourable,
Just, Patient, Quick of Hearing, Wild
6 – That Knows Bones
At a young age, your mother taught you the
art of crafting with bone, building tools and
weapons for the community. The quality of
your work steadily improved and you have
earned a measure of renown among your
people. Even traders from the south have heard
of the intricate details in your work and you
have brought great favor upon your family.
Recently, you have grown intrigued by the talltales told by the Men along the river and have
decided to journey to the Summer-lands to see
things for yourself.
Basic Attributes: Body 6, Heart 4, Wits 3
Favoured Skill: Craft
Distinctive Features: (choose two Traits
from those listed)
Curious, Determined, Eager, Generous,
Hardy, Nimble, True-hearted, Wild

Lossoth Names
The names of the Lossoth are derived from
the Forodwaith, those inhabitants who once
roamed these lands during the First Age. They
often name their children after animals, plants,
feelings, celestial bodies, or even parts of the
body. This means that many of the names in
Lossoth culture are unisex and can be ascribed
to anyone.
The Lossoth are also known for adding
further descriptive phrases to the end of a person’s name. For example, “Tähti from the hills”
or “Susi that talks too much”. These descriptors
almost always change as a person grows and can
vary from person to person depending on who
is calling the name. A person may be called by
one descriptor by their family, only to be called
by something totally different by their hunting
partners. Each descriptive phrase is unique to
the experiences between the Lossoth and their
namer. Needless to say, this frequently causes
confusion with cultures not familiar with the
practice.
Males:
Aatos, Aimo, Ari, Armas, Ensio, Into, Iso, Jalo,
Kaleva, Kauko, Kestää, Mainio, Oiva, Onni,
Otso, Pilva, Pyry, Seppo, Sisu, Sulo, Suri, Susi,
Suvi, Tähti, Toivo, Urho, Väinö, Veli.
Females:
Aamu, Aava, Aino, Akka, Ansa, Hellä, Ilma,
Irya, Ilta, Impi, Kielo, Kukka, Kyllikki, Lahja,
Lempi, Lumi, Maire, Meri, Päivä, Pilvi, Rauha,
Ritva, Säde, Satu, Seija, Sini, Soile, Suvi, Tähti,
Taimi, Tuuli, Tyyne, Vieno.
Lossoth Descriptors:
…with bear hands, …that sings, …with
tangled hair, …who is quick, …from the hills,
…with a big nose, …with a fair voice, …who
is quiet, …with short arms, …whose feet are
flat, …that is tall, …who prowls like a wolf,
…whose hair is pretty, …who can walk far,
…with a seal’s belly, …who does not look
back, …that does not lie, …who waits.
Adventuring Age: 16-30
Lossoth usually do not become adventurers
before their 16th year of age, and rarely continue beyond their forties. Given the close

family ties of the Lossoth, many choose to retire
much earlier before their absence brings shame
upon their family.

Cultural Virtues
The communal nature of the Lossoth makes
them unique amongst the other Men of Middleearth. To many, their ways are wild and primitive, but the Lossoth have a surprisingly structured culture that is rich with tradition.

Nomadic Tradition
And yet their wills did not yield,
and they struggled on.

For generations, your people have wandered
the frozen land of Forochel, following the
migrations of the herds that provide your people
with their means of survival. You have become
accustomed to frequent, long journeys, through
harsh conditions, and can read the winds and
sky. Your keen intuition can guide the Fellowship safely to their destination in conditions that
would see others lost.
You cannot be made Weary during Journeys
as a result of environmental conditions and you
reduce the Target Numbers for all Travel tests
by 2, including those for Fatigue. Further, if
acting as the Fellowship’s Guide, you may make
your preliminary Journey check using your
Travel skill, instead of Lore.

Perfect Balance
…and it is said that they can run on the ice
with bones on their feet, …

From an early age you learned to skate
across the ice of the bay, displaying both skill
and agility. While many of the Lossoth are practiced with bone-skates, you demonstrate an
ability beyond that of your peers. Fortunately,
the skill and balance required to run on the ice
makes you all the more agile on land.
Reduce the effects of being Hindered by 2
when fighting on unstable or slippery terrain.
You also gain one free bonus Success die during
Onset when fighting in such conditions.
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Pack Hunter

He stands not alone.

You would die before your stroke fell.

Descended from the Forodwaith
…remnant of the Forodwaith,
Men of far-off days., …

Your people hunt in packs for both safety
and protection, much as the predators that roam
their lands are known for. You have been
trained to perform a variety of feints, distractions, and methods of engagement when fighting in groups to make your enemy more
vulnerable to attack. When coordinating your
attacks with others, you can quickly dispatch a
much larger foe.

Your lineage is traced back to the Forodwaith of the First Age, the original inhabitants of
these lands who were known to be a hardy
people that resettled on the southern shores of
the Cape of Forochel following Morgoth’s
destruction. Whether it is something in your
bearing or the manner of your speech, others
find you intriguing and tend to afford you more
deference than they would another.

While in a close combat stance and when
attacking the same target as another Fellowship
member, reduce the Target Number to hit your
foe by 2.

Increase your maximum Endurance by 3
points.
You may use Song instead of Courtesy when
introducing yourself during a Social Encounter.

Hound of Forochel
…they smelled danger on the wind.

Unlike the Woodmen, the Lossoth breed
their hounds to be huskier with square frames
suitable for bounding through snow drifts. Their
dense coats range from grey to black and most
have a patch of white on their chest to complement their black noses. They are vibrant, energetic dogs that are used to pull sleds and herd
game. Their erect ears are ever-alert to warn of
approaching danger. You have raised your
hound from a pup, and he is now ready to join
you on your adventures.
Treat as a Hound of Mirkwood per the rules
from The One Ring, pg. 112.
New Ability: Lead Dog
The dogs trained by the Lossoth are used not
only for hunting, but are also trained to work in
teams, pulling sleds across snow and ice. The
smartest of these hounds is the lead dog.
A hound with this ability may act as an additional Look-out for the Fellowship when travelling during a Journey. When a Hound of
Forochel needs to test Awareness during a Journey, the player tests using the hound’s Awareness of 3. Results of an C are treated as a
one and do not result in a Hazard episode.
This ability can be trained as per the rules for
a Hound of Mirkwood.
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Cultural Rewards
The items most treasured among the Lossoth
must serve either a practical purpose or represent one of their unique cultural traditions. All
are crafted from what the land provides and are
unique to their user. There are no heirlooms or
artifacts among the Lossoth because there is no
hereditary tradition to speak of in Lossoth society. The dead take the few possessions they had
in life with them when their bodies are set upon
the river.

Cable-backed Bow (Bow)
You are trained in the use of the cable
backed bow, a short bow that has been reinforced with sinew along the back of the bow to
increase its draw strength. Your people use the
bow for hunting animals whose thick winter
coats require a powerful weapon to pierce.
When you get a A on the Feat die, when
using the Cable-backed Bow, your Piercing
Blow automatically causes a Wound.

White Wolf Cloak (Cap)
While in the snowy lands of the north, a
Lossoth will eschew armor in favor of clothing
that is warm and more practical. The pelts of
the white wolves that prowl Forochel are prized
by hunters, not just for their warmth, but also
for the protection they afford. The greatest
hunters may earn such a cloak by tracking and

slaying one of these feared beasts. The wolf’s
head and upper jaw are used in the creation of
the hood, giving the wearer a fearsome countenance and signaling to all their prowess in
combat.
A White Wolf Cloak acts as a Cap for the
purposes of determining your Protection bonus
and Encumbrance rating. While wearing a
White Wolf Cloak and making an Awe check,
you may roll the Feat die twice and keep the
best result. Due to the nature of the cloak’s
hood, it cannot be worn with a Helm or Cap.

Whaling Harpoon (Spear)
When the seasons change and the ice begins
to break in Forochel’s waters, the Lossoth take
out boats made of wood and hide to hunt for
whales that have sought shelter in the shallows
of the bay. Working in teams, they use their
harpoons to hook and wound the animal, gradually wearing its stamina down before hauling it
towards shore. Their harpoons are heavy and
designed with long points to penetrate deeply
and hook themselves under an animal’s hide.
When you make a successful ranged attack
using a Whaling Harpoon, you automatically
inflict a Piercing Blow.

Fur trapper © by Turner Mohan, used with permission
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NOTABLE PEOPLE
Kauko’s People, Lossoth Clan
For decades, Kauko has led his people along
the eastern shores of the Bay of Forochel,
hunting the elk and fishing the waters. He is
respected among the elders of the Lossoth and
his people have gained a reputation for being
brave and adventurous, frequently crossing the
Ice Road and challenging roaming packs of
wolves who trespass too close to camp. However, all of this changed when his people stumbled upon a patrol of Evil Men from the east. A
peaceful man, Kauko greeted the strangers
according to custom, invited them to share his
camp, and many of his people were slaughtered
in return.
Since that time, he has largely abandoned the
traditional, nomadic lifestyle of his people for
fear of encountering more of these encroachers.
The last several years have been spent on a small
peninsula that juts off of Forochel’s eastern
shore. His people hunt what animals wander
onto the peninsula and fish the waters off of the
coast; but they rarely travel far, and they no
longer make camp with the other Lossoth to the
south.
Kauko’s fear of betrayal has kept his people
isolated and it has begun to cause strife among
the younger hunters. Members of his clan
counsel him to move his people south to join
the Lossoth at their winter camp, but his fear
has made him stubborn and he has refused. This
has led to dissention among his people, though
none speak openly against him out of respect.

Euric and Avina, River Traders
Euric and Avina bound themselves to one
another years ago and began travelling the rivers
of western Eriador, often as far north as their
birch-bark canoes would take them to trade
with the Lossoth. One of the few groups of Rivermen to routinely brave the far north, they
make a lucrative living trading wood, metals,
hunting supplies, and healing herbs to the
Lossoth in exchange for the exotic furs and
ivory that are highly valued by those in the
south. The Hobbits of the Shire are particularly
fond of smoking pipes made from the ivory provided by the couple and have been known to
pay quite handsomely. The traders are notorious for driving hard bargains, and like all Rivermen, they take pride in getting the best of
others in their negotiations.
Euric is a bear of a man. Unlike most Rivermen, he is jovial and cheery; usually greeting his
fellows with a slap on the back and a quick joke,
all designed to set others at ease before negotiations start. Avina is more wary, quietly taking
the measure of others and reporting her observation to Euric through knowing looks and
simple gestures. Euric is skilled in the arts of
fletching and bow-making, while Avina has a
keen eye for gathering curative herbs from
along the riverbanks. All these items are highly
coveted by the Lossoth, making for easy trade.
Together, the two are an excellent partnership; but others have begun to grow jealous of
their success.
Attribute Level Euric / Avina
3
Specialties

Attribute Level Kauko’s People

Trading, Woodwright / Boating, Herb-lore

5

Distinctive Features

Specialties
Fishing, Folk-lore
Distinctive Features
Cautious, Stern
Relevant Skills
Spear ¨¨¨, Awe ¨¨, Song ¨¨¨
Endurance
17
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Merry, Robust / Gruff, Suspicious
Relevant Skills
Craft ¨¨¨, Persuade ¨¨¨, Axe ¨¨ /
Search ¨¨¨, Insight ¨¨, Axe ¨¨¨
Endurance
18 / 16

Crooked Fang, White Wolf
Snow-white, except for the bloody scar a
malformed tooth has cut through his lower lip,
Crooked Fang has haunted the frozen plains of
Forochel for generations. The Lossoth claim
that he is an ancient spirit of the wind, trapped
and tormented inside the body of a wolf. One
could understand their suspicion given the alacrity with which Crooked Fang sprints through
the snow, downing his prey with frightful savagery. Standing to the height of a man’s shoulder, with one overgrown fang that twists and
hangs down beyond his jaw, the white wolf is an
unwholesome sight. He is greatly feared by the
Lossoth, who give his pack a wide berth whenever they hear his howls upon the wind.
Though he hates him, the one place Crooked
Fang will not dare to travel is close to Vesimi’s
cave. The mysterious hermit has scattered his
pack on more than one occasion, frustrating the
old wolf and further cementing his hatred of the
old man.
Given the torment wrought by the evil creature, it is certain that the one who slays
Crooked Fang will be remembered in the tales
of the Lossoth for generations to come.
Crooked Fang

Dírhael, Ranger of the North
Like the land of Forochel, the Ranger
Dírhael is cold and isolated. Making his winter
camp along the western edge of the Hills of
Angmar, he stands a silent watch over the
inhabitants around the Ice Bay.
In the warmer months, he patrols the lands
to the North. Though he avoids direct interactions with the Lossoth whenever possible,
sometimes necessity drives him to seek shelter
at their encampments.
Why he chooses this life of isolation is anyone’s guess. The oldest among the Lossoth say
he reminds them of a young foreigner who once
visited these lands many years ago and sought to
wed an elder’s daughter. No one alive can recall
how that particular tale ended.
Attribute Level Dirhael
5
Specialties
Enemy-lore (Wolves), Lore of Arnor
Distinctive Features
Proud, Forthright
Relevant Skills
Sword ¨¨¨¨, Battle ¨¨¨, Courtesy ¨¨¨
Endurance

Attribute Level

22

7

Endurance

Hate

63

7

Parry

Armour

7

4D

Strider finds Gandalf’s rune on Weathertop © by Liz Danforth,
used with permission of the artist

Skills
Personality ¨¨¨

Survival ¨¨¨

Movement ¨¨¨¨

Custom ¨¨

Perception ¨¨¨

Vocation ¨

Weapon Skills
Bite ¨¨¨¨

Rend ¨

Special Abilities
Great Size, Snake-like Speed, Fell Speed,
Savage Assault, Strike Fear (TN16)

Weapons
Name

Damag
Edge Injury Called Shot
e

Bite

Attr.

10

16

Rend

Attr.

C

14

Pierce

Special
Pierce: Attack results in a Piercing Blow, regardless
of the outcome of the Feat die
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Vesimi, Strange Hermit
On the southern tip of the cape, on a steep
embankment looking down over the bay, is the
cave of a mysterious, old man. The Lossoth call
the old hermit Vesimi with Ice in his Beard
because he always appears the same, wearing
robes of ocean blue with a long, brown beard
that is covered with frost. At all times, he
carries a tall staff seemingly made of driftwood
that has a horn of carved ivory set on its top. He
has lived many lifetimes and the Lossoth are
convinced that he is not natural. Some say he is
a spirit, others, call him a wizard. Tales speak of
him walking on water and they say the winds
obey his command.
The weather outside Vesimi’s cave always
seems fairer and evil creatures fear to tread too
close. On occasion, a brave Lossoth will
approach him, seeking a favor or advice. Most
are turned away; but, for those with whom he
speaks, his words have an unmistakable impact,
forever changing the course of their lives.
What Vesimi’s purpose is remains unknown
and is likely unknowable. He stands watch over
the bay, though none know why. Some believe
his presence serves to ward against the lingering
evils of Morgoth’s curse. If so, perhaps he also
serves to resist the corrupting influence of the
Enemy as well.
Attribute Level Vesimi
7
Specialties
Folk-lore, Old Lore, Shadow-lore
Distinctive Features
Secretive, Fair-spoken, Patient
Relevant Skills
Insight ¨¨¨¨¨, Awe ¨¨¨¨, Lore ¨¨¨¨
Endurance
88
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Who is Vesimi?
No one knows for sure. Given his long life and
his manner of dress, he could be one of the Blue
Wizards sent by Oromë in another Age to defend
this land and watch over those living in the
shadow of Morgoth’s curse.
Perhaps he is an agent of the Enemy and the
source of the bitter cold and long winter
seasons that currently plague the land.
Or, he may simply be a wise old man whose
life has become the source of many tall tales.
New Fellowship Phase
Undertaking: Vesimi’s Counsel
A companion may choose to seek out Vesimi at
his cave and undergos a vision quest. Doing so
requires a companion to confront their worst fears
and overcome, or succumb to, them. Deep in his
cave lie the mysterious ruins from a dark and
ancient past. It is here that a companion must
confront its fate and come to terms with his past
and future.
To complete the vision quest, a companion
must succeed on a Wisdom test at TN 16. No
Hope may be spent on this test. This Fellowship
Phase Undertaking may only be attempted once.
On a Success, the companion has a vision of
his future that heals a past trauma or brings peace
to a troubled spirit. Replenish your Hope score to
its Maximum. On an Extraordinary Success, the
companion increases his maximum Hope score by 1
and replenishes his Hope score to its maximum.
Alternatively, on an Extraordinary Success, the
companion loses one point of Permanent Shadow
(and its associated Flaw) and replenishes his Hope
score to its maximum.
On a Failure, the companion suffers a traumatic vision that causes them tremendous grief.
They suffer an immediate Bout of Madness,
gaining a permanent Shadow point and resetting
their Shadow score to zero. However, the tragic
event has left them sensitive to the presence of the
Shadow. They gain Shadow-lore as a Speciality.

Below the Surface
Alexander Walker
(alexander.walker@hotmail.se)
per the terms of the CC license: bna

ADVENTURE PHASE
This adventure is divided into six parts.

Part One – A Sudden Death
A murder occurs and the company is offered
This adventure leads you first to Dale and then
the opportunity to be the first to try and find
below its streets. Alexander provides us with a glimpse out what happened.
of what dangers might still lurk beneath Dale - remnants of darker times - that need to be destroyed before
Part Two – A King’s Quest
the city can flourish again.
Where the company is offered an opportuEnjoy this fascinating take on the city of newlynity to become agents of the crown while they
rebuilt Dale and contribute to its fortunes!
continue their investigation of the murder,
For the ease of a quick overview, you can find the which turns out to have connections to the
much maligned and troubled Brokenstone disprofile of this adventure below.
trict.
▪ When: This adventure is best placed
within the first decade of the campaign
while Dale is a city resurgent, but the
Kingdom is still young and the city is not
entirely rebuilt. It is worth noting that this
adventure can take place during any
season.
▪ Where: Within and below the city of
Dale.
▪ What: A murder most foul happens in the
Market Square and champions are needed
to delve below the city to end a threat.
▪ Why: Someone, or something, stalks the
poor residents of the Old Quarter of the
city and things have now escalated enough
to catch the King’s attention.
▪ Who: The First Captain of Dale, Elstan,
offers an audience with King Bard as a
reward for successfully helping him settle
the fears caused by the recent murder.

Part Three – A Hint of Wisdom
A potential venture in the King’s Library
where fragments and small pieces of lore and
wisdom may help guide the way forwards.

Part Four – A Sleuth in Squalor
The company braves the dank and gloomy
dispositions of the unwholesome residents of
the Brokenstone district in order to make
progress in their investigation.

Part Five – A Delve in Darkness
The time has now come to descend below
Dale, into the ruins of the City-that-was and dig
through the remnants of the past.

Part Six – A Hidden and Dark
Lair
Having reached the end of their underground trek, the company must now face The
Hunter Beneath Dale and try to end her reign of
terror.
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INTRODUCTION
During the dark years of Smaug’s desolation,
when Dale lay ruined and abandoned, foul creatures were attracted by the presence of the
Dragon. Most did not linger, as Smaug viewed
them as rivals or food – either of which would
end fatally for the “visitors”. But one remained –
a shadow that took its lair deep in the darkest of
cellars below the ruins. In that dark abode it
remained unnoticed during long years, until it
came to be that the dragon was slain and Men,
along with Dwarves and Elves, returned to the
city above.
Upon their return, the builders of the Free
Folk met a thoroughly ruined city. There had
always been natural grottos in the bedrock
below Dale and the dwarves had in the olden
days aided in building a network of sewers and
tunnels, but as the dragon had trampled and
crushed his way across the city as he despoiled
it, what lay below the surface was in as poor a
state as that above it. Rather than excavate
every hollow, the builders surveyed the
decrepit underground network and opted to, at
least initially, build atop the old, appraising that
the foundations were sound. This left a patchwork of ancient natural caves, forgotten cellars,
sunken houses and abandoned sewer tunnels
below parts of the new city of Dale and in this
underground warren the shadow remained
unnoticed.
The area above these warrens soon fell into
ill repute and to those of poor fortunes who
sought secrecy and gold, the underground passages proved alluring. Ever deeper they ventured in the dark, and the shadow came to be
aware of them and with this awareness awoke a
hunger which craved satisfaction. Now, word
has spread that the area is haunted and disappearances are rumoured to happen during dark
nights.
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PART ONE –
A SUDDEN DEATH
The company finds itself in the city of Dale.
They can be involved in any activity when this
adventure starts, but a specific is made below.
The weather will of course depend on the
season, but if the adventure takes place during
the colder half of the year it might be a nice
backdrop to have some gentle snowfall.

Cordial beginnings
The company is spending their evening in a
drinking hall, tavern or inn, whose precise location can be adapted depending on their standard
of living. Affluent groups are probably visiting
an establishment near the Market Square,
whereas a company of lesser means are probably
forced to seek venues in the Old Quarter or the
Quays. The Missing Scale on the southern side
of the Market Square (see Erebor, p. 43), or The
Drunkenstone in the Old Quarter, but still
quite near the Market Square (see Tales from
Wilderland, p. 109) are two suggestions.
The Loremaster is encouraged to play out a
scene befitting to their group, whether this
might be drunken carousing and boastful
exchanges of deeds, smoking pipe and telling
stories by the fire, or playing an intense and
high-stakes game of chance. Among the other
patrons are found the members of the rival band
of Skarf detailed in Part Five and if the seeds of a
rivalry can be sown here that will nicely foreshadow what is to come.

The Murder
Once the Loremaster decides the scene has
gone on long enough, the adventure can begin
in earnest as a patron of their inn, who left just a
moment ago, bursts through the door and
declares that a murder most foul has occurred
just recently. The word quickly spreads across
the establishment that a violent death has
occurred in the Market Square. Should the
company be resistant to braving the cold outside
to find out more, gossip serves to present more
and more gruesome and outlandish details,
some true and some not, until the company is
tempted into seeing for themselves what has
transpired.

If the heroes choose to investigate the scene
of the murder themselves, they find the body of
a man in tattered clothing lying in a pool of
blood. Onlookers identify him as a pauper of
the city, presumed to be living in the Old Quarter’s most seedy parts, the reputedly haunted
Brokenstone district, which lies in the southern
part of the Old Quarter. If the body is investigated, Healing (TN 14) will tell that he died
from several savage cuts to his body, but also
reveal that he has bitemarks, as if bitten by a set
of long fangs, near his neck. Search (TN 16) discovers stains from a black mud smeared on parts
of his clothes and body, but not on his boots.
If the company looks for tracks, a Hunting
check TN 14 allows them to follow the running
tracks of the man eastwards (if near the Market
Square), or southwards (if in the Old Quarter)
– but only for a while until they suddenly disappear (or, appear rather). Another Hunting
check, or Insight (TN 16) suggests that the man
fell from the air and landed at the spot where his
footprints appear, but the location of his landing
is in the middle of a wide courtyard with no
nearby rooftops…
Walking about the city in the darkness of the
night and searching for more clues draws the
attention of the City Guard, who will tell the
company to find lodgings for the night.

PART TWO –
A KING’S QUEST
The following day, word is widespread that
the First Captain of Dale will make an
announcement around midday and it is generally expected to be about the murder, which has
garnered quite a bit of attention and caused
quite some concern among all the people the
company encounter. As promised, once the
many bells of the city quiet down after having
announced midday, the First Captain of Dale,
Elstan (see Erebor, p 50 for a description)
appears on a prepared stage in the middle of the
Market Square. He decries the death last night
as that of a resident callously murdered in the
very heart of their proud city. He further
acknowledges that there has been a string of disappearances among the least fortunate of the
community and that last night’s murder might
be connected to these. He declares that the City
Guard encourage any and all able-bodied citizens, not currently employed in the rebuilding
efforts, to aid the Guard in finding the culprit.
He then proceeds to declare that the King will
offer an audience and hear the words and desires
of anyone who puts a stop to these dark deeds
and that interested parties should announce
themselves at the Royal Palace within the hour.
With this, he steps down and withdraws to the
Palace.

What happened?

Filling in the blanks

In fact, the man did drop from the open sky.
The Hunter snatched him from a shadowy street
and lifted him into the air, intending to fly back
towards the Warrens, as she usually does with her
ill-fated victims. However, this man was of sturdier stock than most and fought her tooth and
nail, even as she drank deep of his life-blood. Her
flight veered off course during the brawl and such
was his tenacity that he broke her grip on him
and tumbled to the ground. When at last she
caught up with him after a chase along the
streets of the city, a blood-red haze had settled
upon her and she made quick and bloody work of
him with her claws before a group of approaching
passers-by forced her escape.

The Market Square is of course abuzz with
rumours and speculation after Elstan’s decree
and any information the company didn’t learn
the other night from investigating the body and
the tracks, they can now hear as part of the
gossip.

Meeting with Elstan
The company is hopefully intrigued by the
quest and joins up with a growing crowd of
hopefuls outside the Palace. The hopefuls are a
motley group of about two score in number of
all kinds and descriptions and as with the
crowds in the Market Square, gossip is lively.
Also part of the group is Skarf and his followers
from the other night.
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After a bit of waiting, they are all invited
into the courtyard of the Palace, where Elstan
greets them pleasantly. He explains that the
reason he needs additional hands with this
matter is that several trade delegations has the
City Guard tied up with activity in the Quays
and the Merchant’s Quarter. Interested parties
will therefore be left to their own devices, but
will be recognised as agents of the Crown
should they run afoul of the Guard during their
investigation. He specifically advises the parties
to begin their search in the parts of the Old
Quarter known as the Brokenstone. He knows
of, but will not volunteer, the fact that the City
Guard is less than welcome in that part of the
city. Several of the gathered people question the
advice of going to the Brokenstone, and Elstan
replies that the man killed last night was a
known resident of that district, as were almost
all of the people reported missing during the last
few years. This will spark talk amongst most of
the gathered parties about the haunting of the
Brokenstone and that neither the district, nor
what they call “the Warrens” are places for
anyone sane to try and visit. One man visibly
loses his nerve and shouts aloud that he will
never again face the dread of the Brokenstone,
before running from the courtyard.
Most of the parties will begin to trickle away
after this, muttering about ghosts, terrors of
deep and dark places and ill-fated quests,
despite Elstan’s earnest attempts at trying to
make them stay. A few of the people retreating
from the courtyard cite more mundane reasons
for doing so, such as not wanting to draw the ire
of the people of the Brokenstone by running
errands for the City Guard within the district.
Skarf and his compatriots stay, seemingly
undaunted, and Skarf brazenly asks about the
nature of the reward of the King. Elstan looks
slightly offended and merely offers that one is
rarely disappointed by the generosity of a King,
let alone one recently in the possession of a
dragon’s hoard. Skarf does not seem much
impressed by this, but does not press the issue
further.
Elstan fields any questions the company may
have at this point, but can offer little else in the
way of guidance apart from some background
information on the Brokenstone district and
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how the Warrens came to be (see Erebor p. 4748 for more on the Brokenstone district and the
Introduction for more on the creation of the
Warrens). Should the company ask for additional information regarding a specific topic that
might be lore-bound in nature, Elstan will
suggest a visit to the King’s Library, such as it is.
See Part Three for such a visit.
Wishing both parties the best of luck, Elstan
explains that should they be successful in their
hunt for the culprit behind the murder, the disappearances, or both, they are to report to him.
They can ask for him in the Barracks or the
Palace and a guardsman will see that they are
brought before him.

Legolas and Gimli in Minas Tirith © by Peter Xavier Price, used with permission

PART THREE –
A HINT OF WISDOM
If the company desires to visit the Royal
Library, Elstan can arrange for a guardsman to
escort them there. However, to gain entrance
to the library itself, the willowy old Royal
Chronicler Runa must be convinced of their
worthiness. She will not be interested in taking
too much time away from either the company’s
or her own work, so impressing her with a
finely crafted riddle, or some rare nugget of
lore will be enough. This requires a Lore or
Riddle check at TN 12. Each failure raises the

TN of the next check by one level of difficulty
and should three attempts fail, she will send
them away. In this case, they can still proceed
with the adventure, but won’t have access to
bonus dice granted by searching the archives
(see next paragraph).
Once inside the Royal Library is very much
in its early stages of conception. A large room
has been afforded it, but thus far, few books line
shelves in an orderly fashion. Rather, what
books, scrolls and documents there are, lie in
piles on tables, or stuffed in towering shelves.
Many of the works here are either in the process
of undergoing restoration from long years away
from a place of safe storage, or being catalogued
and sorted. If the company wishes to search for
information regarding the Old Quarter and the
Warrens beneath it, or information regarding
the haunting of the Brokenstone and what may
be behind it – they will be able to gather useful
information. Search can be used to find desired
texts. Lore to uncover scraps of useful knowledge. Riddle to piece together information not
readily apparent. All challenges are at TN 16
due to the dishevelled nature of the library and
one roll is allowed per character with each level
of success granting a bonus Success die to use in
the Journey variant as they delve beneath the
Old Quarter in Part Five.
It is conceivable that the company might
have come up with one or more specific queries
that they hope to answer to some degree in the
library that they desire an actual answer for,
rather than a bonus die. If so, the Loremaster
should set an appropriately challenging TN of a
relevant skill and upon success offer some
nugget of information, preferably without
giving too much away at this juncture. An
example of this would be to foreshadow, and
offer the counter to, the Denizen of the Dark
ability of the Secret Shadow by having an old
scroll tell of the fact that some fell creatures of
the Shadow seem to draw strength from darkness and to lure them out of the dark, is to
deprive them of power.

PART FOUR –
A SLEUTH IN SQUALOR
This part will likely see the company enter
the Brokenstone to find out more about the
murder, disappearances and the maze of tunnels
beneath the city. This will be portrayed as a succession of meetings, but will make use of the
overall framework of a single Encounter to represent sleuthing in the Old Quarter. A successful round of interaction from the company
yields a clue from the person they’re interacting
with, but unless great or extraordinary successes are rolled and the Loremaster deems it
fitting to dole out more, any single person will
only hold, or share one clue.

Set Tolerance
The Tolerance for such an encounter is based
on the highest Valour rating among the company, the people of ill-repute in Brokenstone
respects power and coin, rather than wisdom
and knowledge. A special circumstance for this
Encounter is that the company may spend
Treasure to buy back Tolerance, a point of
Treasure buys drinks and food for an entire
drinking hall, or fills the purses of a few paupers
enough to raise the Tolerance by one – though
it requires a successful Insight check during
some part of the Encounter to realise this.

Introduction
How the company introduce themselves in
Brokenstone will rapidly spread across the area
and influence how they are perceived by the
residents. If individual introductions are made,
the various members of the company will be
judged on their own merits, regardless of collective successes – The Loremaster should
therefore note how well each individual fare and
then adjust the TN of future rolls accordingly.
Courtesy is very unlikely to sway the hardened
hearts of the Brokenstone and is at TN 18.
Characters who didn’t introduce themselves and
then take an active part during the interaction
step will face a higher TN to reflect their
unknown nature. Lore, barring the invocation
of a pertinent Trait, will not be helpful for
determining any of this, but Insight will.
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Interaction
The company is looking for information and
most of the various residents of the Brokenstone
that they encounter will be looking to either
take advantage of them, or be rid of their bothersome questions. Useful skills will be Insight to
gauge who to approach. Both Awe and Riddle
will serve the company well in Brokenstone, as
long as they are successful at them. Persuade
will be useful to loosen reluctant tongues and
Song might raise the mood if things threaten to
go south for the company. Attempts during
interaction to appeal to a sense of duty or compassion with Inspire or Courtesy is destined to
fail with the grim residents of the Brokenstone.

The list of clues
The order in which these are handed out is
left to the Loremaster’s discretion.
▪ Ah, the Warrens, that’s what happens
when a dragon seats himself on a city, part
of it gets crushed into the underworld and
you get yourself a labyrinthine hidey-hole
for those of criminal dispositions. There
are many entrances to the Warrens below
the Old Quarter, but it’s easy to lose one’s
way, or get stuck down there. Not all remnants of old sewer tunnels, sunken cellars
and ruined passageways are even connected
to one another [Also offers a specific entry
point to the Warrens if asked for it – the
entrypoints are listed in Part Five].
▪ Had a friend, Ibba, who used to live in a
cellar underneath a derelict building, that’s
been missing for a few weeks now. That’s
at least the third person they know of personally who’s gone missing in the last few
years since they came to Dale, and the
King – spits - hasn’t paid it a moment’s
notice until one of us went and died in the
Market Square [Also offers a specific entry
point to the Warrens if asked for it].
▪ The Brokenstone’s haunted alright, been
for years now. It’s the spectre of some old
townsfolk who died to the dragon they say.
Now that Men again live in the city, the
restless dead rise from their makeshift
graves in the ruined warrens below and
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stalk the living during the nighttime. The
man who died last night, Berig was his
name, was a firm believer of the haunting
of Brokenstone and would never have gone
near the Warrens.
▪ Had a drunken conversation with Ole’
Mattí the Drunkard a while back and he
swore that as he woke up in the gutter one
night, he saw a huge shadowed figure stalking someone down an alley, very menacingly-like – but when Mattí peered round
the corner, the alley was all empty, even
though it was a dead-end, and with no
doors neither.
▪ No one goes down in the old tunnels and
cellars below the Old Quarter anymore –
the Warrens as it’s called. And it’s not
because of some made-up ghost, or other
story either – there’s just not enough good
pickings left in the old bowels of the city to
warrant the risks of cave-ins, floods and
pests down there [Also offers a specific
entry point to the Warrens if asked for it].
▪ Saw a fell shape moving in the shadows late
one night, but happened to be carrying a
hooded lantern and when the shutters were
quickly opened and the light held up high,
the shape seemed to slink back into the
darkness from whence it came.
▪ You’ll know who goes down underground
by the muck on their clothes – it’s the
ashes of the old city and the waters of the
Running River come together. So the ones
who still go down there are easy to spot
and they almost invariably have some sinister business there and are often not the
superstitious kind. But regardless of their
belief in the haunting or not, they still go
missing from time to time [Also offers a
specific entry point to the Warrens if asked
for it].

Failing the Encounter
Should the company fail the Encounter, they
will still take advantage of any successes accrued
as above, but will suffer either a meeting with a
pilferer (see The Lightly Fingered in Erebor p. 42),
or somehow end up being robbed or swindled
out of one or more points of Treasure by the
cunning and ruthless people of the Brokenstone.
List of personages to
meet in the Brokenstone
These people and their background may
be developed further as befits any Loremaster’s campaign:
▪ One-Armed Jofur is a long-faced,
crumpled heap of a man, sitting on a
porch with a far-away look in his eyes
and the heavy scent of spirits on his
breath.
▪ Dalla is a hard-as-flint looking old
woman, nursing as many grudges as
she does creaks and pains in her weary
bones.
▪ Herugrim son of Erling is a proud and
boastful man, of great size and voice,
and an intimidating amount also of
sharp wits and keen senses.
▪ Red Linhild is just trying to make ends
meet any way she can, but all of her
endeavours inevitably end up in ruin
one way or the other, triggering the
bouts of red-faced rage giving her her
moniker.
▪ Garm the Smuggler is as rough as he
looks and deep in his cups trying to
settle his nerves after a close run with
some guards, but despite the drink, he
can’t shake the feeling that something
far worse than the guards is out to get
him.
▪ Tófa, a tussled and startled looking
woman, is calmer than she looks,
bearing the weight of a crime that’s
haunting her far more than the dark of
the Brokenstone ever could.

PART FIVE –
A DELVE IN DARKNESS
From their investigation in the Brokenstone
the company has likely identified out one or
more entrances to the Warrens at this point. If
they have not, they’ll have to acquire some
assistance. There are several ways a company
can approach this. One is to simply buy the
service off of someone in the Brokenstone,
though this will cost them a princely sum of at
least 1 point of treasure – more if the company
are poor hagglers. Another is to go back to
Elstan for aid. The First Captain will ask around
within the City Guard and after a full day will
present the company with an entrance. A more
surreptitious approach is to stealthily follow
Skarf and his followers around. If one or more
characters manage to stalk them without being
noticed, an opposed Stealth check versus their
Perception, they will be able to see where
Skarf enters the Warrens and thus reveal an
entrance.
Specific entrance points as provided by methods detailed above:
▪ An old sewer tunnel accessible from
under a bridge.
▪ Through the collapsed wall of a cellar
under a derelict building.
▪ Under a heavy metal grate in a cracked
courtyard.
▪ A narrow flight of stairs almost imperceptibly nestled between two houses
precariously leaning towards one
another.

The secret stairs © by Wouter Florusse, used with permission
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The Delve itself
In general, making their way through the
Warrens is a dark, dirty and cramped affair,
with occasional watery sections that often
combine all of the above in a nasty way. Spacious parts do exist, but they are certainly the
exception to the rule of the Warrens. Most everywhere in the Warrens is the black ash from
when Dale-of-old was burned by Smaug and it
will seep into clothing, mouths and eyes as the
company delves deeper. When combined with
water, the ash combines into the signature black
muck of the Warrens, staining clothes and skin.

Rules of the Delve
Delving into the warren of tunnels beneath
Dale’s Old Quarter will be handled as a variant
of the usual Journey rules. Obviously, the
company will not set a route beforehand other
than identifying and choosing an entrance to the
Warrens. Assigning roles may be done as usual.
Instead of defining beforehand the number of
Fatigue tests needed, every day that the
company delves into the Warrens, increases
their Fatigue by 4 points, as they climb, crawl
and dig their way through the often ruined and
cramped passages of the Warrens. All may make
a Fatigue test using Travel (TN 14) to mitigate
this amount, with each level of success reducing
the number of Fatigue suffered by one. Assuming the company retires each day to a safe place
to rest, such as an inn, the niceties of a warm
hearth and soft bed recover 2 Fatigue every
night they rest. Forcing themselves instead to
delve farther and deeper without pause, they
must suffer an additional Fatigue increase of 4
points, this time using the worst of their Athletics or Travel to try and mitigate the
increase as above.
Finally, Hazard episodes are treated differently in the delve. The Hazard episodes are how
the company progresses through the Warrens
and try and reach the lair of the Hunter. Making
progress through the Warrens for newcomers is
rough and slow going. Many paths are either
hidden or partially collapsed, demanding much
effort to be spent searching and digging their
way past obstacles in the often-complete darkness of the underground. Each day of delving
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allows the company to trigger and progress
through three Hazard episodes, increased by
one if at least one Great Success was obtained
during their first Fatigue test, two for an
Extraordinary Success. Note that if they force
themselves to go on without retiring to rest –
they reset the amount of Hazard episodes this
forced delve affords them and they cannot
increase the amount with the additional Fatigue
tests they incur.
Failing two Hazard episodes in a row, where
failure is judged by the Loremaster, means that
the company has likely reached a dead-end in
their progression with the particular entry-point
they’ve selected and ought to select another
one. If they do not, or cannot, all skill checks
should be increased in difficulty by one step to
depict the company struggling to progress. This
difficulty level can be decreased to normal level
after one successfully navigated Hazard episode.
The company finally finds the lair of the
Hunter when they have successfully resolved six
Hazard episodes, or whenever the Loremaster
decides the time is right to have the Company
reach their goal.

Hazard Episodes
The Loremaster is encouraged to select the
Hazard episodes they deem most appropriate
from the list below, or roll a Feat-Die to decide
the order in which they appear.
1. The company crosses paths with
Skarf and his followers. The Look-out
of the party must succeed an Awareness
check TN 14 to hear the sounds of their
rivals as they navigate through the Warrens. If successful, the company may
decide if they wish to avoid Skarf, for
example using Stealth, or if they wish to
encounter him. If the Look-out fails their
check, the Loremaster may decide whether
Skarf notices them or not and whether the
groups collide unexpectedly, or if Skarf
decides to play some cruel prank on the
company, perhaps setting himself up on a
ledge to be able to drop ice-cold water or
stinking refuse down on the company as
they pass him by. In any case, a meeting
with Skarf is likely to be a tense meeting of

rivals, presumably with some traded insults
and jeers, and perhaps even further hostilities.
2. A smuggler’s den, where a bunch of irritable smugglers are none too happy to
receive unexpected visitors. The Hunter of
the party must succeed a Hunting check
TN 16 to notice concealed signs they are
about to enter an inhabited area of the
Warrens and be able to choose whether to
enter the den or not. If the Hunter fails,
they have no choice and blunder in wholly
unprepared. The smugglers are not really
looking for a fight, but if they discover the
company, they attempt to scare and intimidate the companions into making a retreat.
The smugglers are an ill-favoured lot with
a sinister look to them – All characters may
try resisting their intimidation with a TN
14 Awe or Battle check. Failure to do so
means losing a point of Hope, as they are
reminded of and intimidated by the wickedness of their fellow Men.
3. A dead-end, whether it be a passage
simply ending abruptly, a cave-in, an
empty room with no doors, or something
similar, the road ends here. The Scout will
have to find their way back along the
winding paths to the last place where an
alternate path opened up. Keeping their
heads about them as they do – The Scout
faces an Explore check. Failure means
everyone garners a point of Fatigue.
4. Rockfall. The company enters an especially unstable part of the Warrens with
many loose rocks and crumbling old walls.
Support beams here and there display previous attempts to make this area traversa-
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ble, but the work is shoddy and incomplete
and the company runs the risk of causing a
cave-in. As they proceed carefully through
these passages, The Look-Out must
succeed on an Awareness check TN 14 to
discover the signs of an impending rockfall.
A failure means all lose endurance equal to
a Success die result, as rocks tumble down
on them. Should the Look-Out roll an Eye
result, they suffer a Wound as they are
pinned badly by falling debris and must be
dug out by their companions.
5. A locked room. The passage suddenly
ends with a wooden door. It is locked, but
can either be defeated by a Craft check, or
smashed with Athletics, both at TN 14. It
leads into a curiously intact and seemingly
undisturbed room filled with rotting curtains and furniture, as if an entire sitting
room sank underground. Windows open
up to rubble or smooth bedrock and there
appears to be no way onwards from here.
If the company searches the room, a
Search TN 14 will yield a secret door by
pulling on a wall-mounted chandelier to
open a fake wooden panel into a narrow
tunnel that leads onwards a bit, but is then
abruptly interrupted by a cave-in that
blocks the original path, leaving its original
use or goal lost to time and ruin. However,
a gaping hole in the side of the passage
where the wall appears to have fallen away
offers the company a way forwards to continue their delve.
6. Treacherous water-filled passages.
The Guide must make a Travel check TN
14 to successfully navigate through a
watery area, with uncertain steps beneath
the blackened mud and
dark waters. Should the
Guide fail to keep to a
narrow path of safe
steps below the water,
the company must all
succeed an Athletics
check TN 14 to wade
and swim through deep
waters. Failure means
becoming weary for the
rest of the day of delving.
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7. The dam. An obstacle in the form of a
wall of debris is encountered in an otherwise undisturbed passage. The debris
seems easy to clear, but it is in fact acting
as a cork and behind it hides a mass of
pent-up water that, if the debris is disturbed, breaks through and washes over
the company. This can be determined by
an Awareness, or Craft check at TN 16.
If the torrent is unleashed, the company is
washed away by the flood and carried some
distance before the water finally calms. All
suffer a point of Fatigue and each Companion must also make a single roll of the Feat
die – on an Eye result, some piece of
equipment is lost in the water (the specifics
of which is left to the Loremaster to
decide). The Scout must now succeed at an
Explore check TN 14 to orient themselves at their destination, or the Scout
suffer an additional point of Fatigue from
exploring several dead-ends in order to
find their way back to where they were.
8. Labyrinthine passages. In the maze of
tunnels the company have entered, time
and direction are things easily lost. The
Guide must succeed on a Travel check TN
14, or suddenly find that they are running
out of fuel for their light source. On a failure, all will lose a point of Hope as darkness claims them and they are forced to
stumble for hours before finding their way
back out. Should the Guide succeed, the
task now falls to the Scout to find their way
out of the labyrinthine passages with an
Explore check TN 14 or everyone suffers
a point of Fatigue as they ramble on
without end.
9. Pests. Whether it be a nest of disease-ridden vermin, or of bats, the company draws
close to a haunt of unpleasant little creatures best left undisturbed. The Hunter
must succeed a Hunting check TN 14 to
realise the danger and steer away from the
area. Venturing too close to their burrow
will provoke the pests to swarm out suddenly and scurry about the company for a
few harrowing moments before they disperse in flight. Should this happen, everyone must succeed at a Protection roll TN
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12 or lose Endurance equal to a Success die
result from scratches and bites. An Eye
result means the character has also become
Poisoned from an unfortunate scratch or
bite.
10. Blighted remnants of Dale-of-old.
Entering the ruins of what appear to be
several crushed houses reduced to a series
of low, rubble-filled caves – the company’s
light-source seems to shrink back as a sense
of profound loss and despair wash over
them. These caves are the dust-covered
resting places of several families of Dale-ofold, who sought refuge in the cellars of
their homes, but perished when the dragon
crushed their houses above them, trapping
them here. Their skeletal remains are
under-foot as the company make their way
onwards. This area is considered blighted
by the evil visited by the dragon and the
anguish of his victims. All must make a
Corruption test at TN 14, failure means
gaining 1 Shadow, 2 Shadow on an Eye
result.
11. An undesirable treasure. A particularly
refuse-covered and stench-filled part of an
otherwise intact old sewer is encountered.
In the slow, fetid current of ash-coloured
water, several piles of refuse have been
piled up by the flow of the water. As the
company draws close enough for the light
to illuminate the area, something seems to
glitter for a moment in one or more of the
piles of refuse. A successful Search TN 14
will yield a large scale the size of the palm
of a hand. It is light of weight and, once
polished, is of a golden sheen with a red
tint to it. This powerful Scale of Smaug,
shed in his greatest time of triumph is a
Wondrous Artefact with a Blessing of
Riddle, but also marred by a Curse of
Weakness (see p. 85 in Rivendell for rules
on Magical Treasure). It can be made into a
brooch, or other visible ornament and
bestows its Blessing if worn this way.
Anyone laying claim to this artefact provokes a Corruption check TN 16, gaining
a point of Shadow if failed.

12. A welcome respite. The company
comes upon a thin flight of stairs leading
upwards and ending in a hatch. If they open
it, they find themselves in the middle of the
inhabited cellar-floor of a house. The
family living there is a friendly lot and if
properly greeted with either Awe, Courtesy or Riddle at TN 14, they will gladly
invite the company to stay awhile and listen
to a good story by the hearth, while they
enjoy a warm cup of tea. If they partake of
the hospitality offered, the heartening
experience restores 2 points of accumulated Fatigue.

Skarf
Attribute Level
5

Endurance

Hate

22

5

Parry

Armour

4+2

3D+4

Skills
Personality ¨¨

Survival ¨¨

Movement ¨¨¨

Custom ¨

Perception ¨¨

Vocation ¨

Weapon Skills
Sword ¨¨¨

Special Abilities

The Rival Band of Ne’er-do-wells
The Band of Skarf is not primarily presented
as a credible threat to either a fledgling, or a
seasoned company of heroes, although Skarf
himself is not to be toyed with. These ne’er-dowells are present in this story primarily to be a
thorn in the side of the company and to serve as
a dynamic narrative tool for the Loremaster as
needed. Though they may come to blows with
the company if they are challenged or goaded
into it (or lured by the spectre of treasure), they
will not in earnest try to kill anyone, only best
them and then make their escape.

Commanding Voice

Weapons
Name
Sword

Damage Edge Injury Called Shot
5

10

16

Called Shot:
Disarm

Special
Snide remarks, Boastful and ambitious
personality

Skarf son of Svolka
Skarf is a young Barding and the son of a
warrior who fought and fell in the Battle of the
Five Armies. He now lives off of his father’s
honour, but does little to honour his father’s
memory. Skarf is an entitled and wilful man
with a forceful personality that enables him to
dominate those weaker than himself. However,
his often petty and bullying nature means he is
often at odds with others and people of authority generally dislike him. Skarf is dressed as a
warrior and has bright red hair and beard most
often kept braided. His small, mean eyes are
always looking for weaknesses to exploit in
others. The fine steel helm of his father is his
most prized possession.
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Áilu & Vragi
The followers of Skarf are a gangly, impressionable pair of young newcomers to the city.
The silent, sullen Áilu keeps her long black hair
in a braid along her back and she always seem to
have a disapproving look on her face. In contrast, the jittery Vragi is always smiling, as well
as talking and snickering or making some other
noise. His unkempt flaxen hair keeps falling in
his eyes as he turns his head this way and that.
Both of them are armed as warriors, but the way
they comport themselves and the poor state of
their weaponry reveal their inexperience.
Áilu and Vragi
Attribute Level
3

Endurance

Hate

15

3

Parry

Armour

4+1

2D

Skills
Personality ¨¨

Survival ¨¨

Movement ¨¨

Custom ¨

Perception ¨¨

Vocation ¨

Weapon Skills
Sword ¨¨¨, Bow ¨¨

Special Abilities
None

Weapons
Name

Damage Edge Injury Called Shot

Short
Sword

4

10

12

Called Shot:
Disarm

Crooked
Bow

4

10

12

Called Shot:
Pierce

Special
Follow the leader, Reedy and Reckless
personality
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PART SIX –
A HIDDEN AND DARK LAIR
After a long delve in the Warrens, the
company finally approaches the lair of their
quarry. The sounds of the river can be heard for
some time before they draw near and it is not
hard to deduce that they are now at the edge of
the city above, as the river runs outside of it.

1. Entrances
These are cramped passages that wind their
way towards the underground lair.

2. Main Hall – Lower end
Entering through an empty doorway, the
company comes into a large, high-ceilinged hall.
It is spacious and rectangular in shape with
vaulted ceiling. Uncommonly for the Warrens,
the hall is illuminated from another source than
whatever light-source the company is carrying,
for along the length of the western side of the
hall, most of the wall, along with parts of the
floor has fallen away to reveal the sky above, as
well as the cliff-side adjoining the river, which
can be seen frothing and seething below them as
water crashes towards the bend that curves the
river around the City of Dale. Whether it is
spray from the river below, or rain blown in at
an angle, water apparently sometimes reach the
western parts of the Hall, for the floor near the
opening is covered with the tell-tale, blackened
muck of the Warrens. The hall itself is in a
decrepit state with piles of debris, mostly fallen
stones, scattered about the floor.

3. Main Hall – Upper end

Any light brought into the corridor seems at
first unwilling to pierce the shadows of the lair
and even once illuminated, the light seems bleak
and unable to fully lift the gloom. The corridor
itself is short, unadorned and ends in another
empty doorway.

4. Empty chamber
This room is empty, save for the usual
amount of dark ash and dust on the floor.
In every cardinal direction loom more
empty doorways.
Here, unless the company is exceptionally
stealthy in their approach, the Secret Shadow will
appear in the doorway to the north and engage the
Company. See Battle with The Hunter Beneath
Dale, below.

5. Bedchamber
This room has a few partially collapsed and
rotten pieces of furniture, including a wardrobe
and a bed. The wardrobe has a few rotten rags
hanging behind a partially unhinged door. The
bed has mostly collapsed in on itself and has
somewhat assumed the likeness of a coffin. In a
corner, a lidless chest contains the treasure collected by the Secret Shadow as she crept
through the city while it lay deserted.
The treasure is a hoard* of 2d6 treasure (see
p. 85 in Rivendell for rules on Magical Treasure).
Below is a suggestion for a Precious Object if such
an item is found. Precious Object: A signet ring
belonging to an old noble house of Dale – of
immense value to the house in question who, if
approached, will offer 10 Treasure for it.

6. Ruined staircase

The upper end of the mail hall is in better
shape, with less fallen stonework and ends with
a balcony on the second floor, flanked on both
sides by flights of stairs leading up to it. Once
the company is ascended onto the balcony, they
are met with an empty doorway leading into a
dark corridor.

This staircase once led upwards to a watchtower along the old wall of the city. Regardless
if the tower has since been restored, the staircase never was and is entirely impassable in its
current state.

This corridor marks the boundary of the lair of
The Hunter Beneath Dale and anyone who enters
the corridor must make a Corruption check TN
16, or gain a point of Shadow (2 points on an Eye
result) as they are overcome by the sense of anguish
that pervades this dread abode.

All the numbers in the paragraphs above
refer to the ones found on the map on the next
page.

Map
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Battle with
The Secret Shadow will at first appear in
the guise of a tall, dark and striking looking
woman dressed in a long dress. She will eye
the company with a pleasant look for a
moment and then move towards the one she
deems the most dangerous warrior, going by
their arms and armour, with a smile on her
lips. She does not listen to attempts to speak
with her. Unless the company react swiftly,
she will gain a surprise attack and her first
attack will benefit from her Bewilder ability
without her having to spend a point of Hate.
Initiative is thereafter determined as usual.
This scenario presumes that she encounters
the company on her own terms. Should some
or more members of a company succeed in the
exceedingly difficult task of creeping up on
her unawares, she can be found in her bedchamber, in her true form from the outset.
Her Denizen of the Dark ability makes her a
fearsome opponent, even when she is outnumbered and she is certainly a clever enough foe
to employ wicked tactics tailored towards any
company. For example, it is not unlikely that
all, or most of a company at this point are
quite near becoming Weary after their journey
through the Warrens, and if that’s the case,
she will sense their fatigue and spread her
attacks out in the beginning of the fight to
make them Weary and, as such, less efficient
at combating her. She can also disengage and
almost vanish in the dark at will, utilising her
Fell Speed and excellent Movement skills to
sneak about in the shadows and try to reengage again from an advantageous position.
It will be to their great advantage if the
company can lure her back towards the spacious hall where the wall has fallen away to let
in the light from outside. Regardless whether
it is night-time, the Loremaster is encouraged
to reward such clever tactics by having the
light of especially bright stars rob the Secret
Shadow of her Denizen of the Dark ability.
Though it is to her detriment, her nature as a
hunter will in most instances compel her to
follow retreating prey. If the company is victorious, their quest is practically at an end. All
that remains is to carry proof of their deed to
the First Captain.

The Hunter Beneath Dale
Long has this Secret Shadow dwelt beneath
the ruined city of Dale after having been
banished from her previous lair in the
Mountains of Mirkwood. As the city came
back to life after the fall of the dragon, so too
did she begin to stir, slowly at first, but with
each successful hunt, she has regained more of
her old vigour and has grown ever more
active.
The rules for the Secret Shadow can be found
on p. 249 of the Revised Core Rulebook. It is
suggested that she actively expends Hate
points to make use of her potent abilities in
order to make her a real threat. For an
experienced company, some of her statistics
probably ought to be augmented to present a
proper challenge.

EPILOGUE –
A ROYAL AUDIENCE
As promised, the company is honoured for
their deed by an audience with King Bard
(detailed on p. 48-49 of Erebor). Elstan will
relate the deeds of the company while in his
service and the companions themselves will be
allowed to address the King. Any treasure found
by the company below Dale is naturally actually
the property of the King, but Bard will graciously allow the company to keep all that they
have found as payment and reward for their
great service to his city. If this audience is
played in conjunction with a Fellowship Phase,
the undertakings of Meet Patron (Bard the
Bowman, see Adventurer’s Companion p. 127,
as well as p. 49 of Erebor for more on Bard as a
Patron), Raise Standing (Bardings) and
Receive Title (Bardings) are well suited to be
woven into the proceedings here.
Perhaps the gratitude of the King of Dale
will result in further quests for the company,
either immediately following their audience
with him, or in years to come?

FELLOWSHIP PHASE
If they successfully slew The Hunter Beneath
Dale and ended the haunting of the Brokenstone, the company may henceforth consider
Dale a sanctuary.
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Secrets of Wilderland
By José Enrique Vacas de la Rosa
(arthadan@gmail.com)

ELVEN LEGENDS

Here you will find some legends of the Elves
of Mirkwood. Just like the tale of Thranduil
defeating the Vampire of Mirkwood that
appears in the Heart of the Wild, they can be used
for several purposes: Revealing information
I have been running a campaign of The One Ring
about the location of a powerful treasure long
for two years now. While I use mostly official matelost, discover weaknesses of ancient foes to
rial, I have made up some extra details here and there
trouble the Free Peoples once more, or simply
to enrich the background. I am sharing these with
to add more depth to a roleplaying session. The
you, and they may be useful for enriching your own
latter can involve an elvish celebration where
campaigns.
poems are recited and skilled minstrels weave
This time, you will find some extra material for
powerful images of ancient heroes with their
detailing Wilderland with shadows from the ancient words.
past. Enjoy and I am happy to see any feedback on I!
The stories are presented chronologically,
from the ancient to most recent, but no exact
dates are given for most of them. All of these
tales came from past Ages of the world and few
Elves, if any, remain to remember the truth
behind the tale. All are told from an elven perspective.
per the terms of the CC license: bna

The Giant Old Sker
Note: this legend is an adaptation of the introduction of The Elven Horn, an adventure for the
Trudvang Chronicles RPG by RiotMinds. My
take of the whole adventure is quite close to the
original, so I cannot share it.
This a story of the Old Days, before the Sun
and the Moon, when the first Elves came into
the Great Wood, long before the Dwarf Lords
awoke in their halls of Stone and Men walked
upon Arda.
In those ancient times, a mighty Giant was
the Lord of the Forest. Hân we call him in the
old language of the forest, and Old Sker is his
name in the tales of the Northmen, distant
echoes of our own. He lived in the mountains of
the forest. Some dare to say he raised the mountains himself to become his abode. He had
reigned for years untold in the forest, before the
stars were placed in the sky and under the stars
when they were kindled, and he took care of
every creature dwelling in his realm. He wel-
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Elinor, to speak for the last time with the Elves.
Among all his friends in the forest, they were
dearest to him, so he entrusted them with his
most precious gift. He pulled out his left horn
and he gave it to the Elvellenathrim, in exchange
of an oath. If the harmony of the forest was
threatened, the Elves would blow the horn to
awake the Giant from his slumber and defend
his friends. After that, the Giant went to the
root of the mountains and fell into an enchanted
sleep of his own making.
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comed the wandering Elves and soon they
became his favorites. He delved a vast cavern in
the heart of the mountains as a present for
them, for he had foreseen dangers to come.
Inside the cavern he planted two magical trees
with sap of liquid silver and glimmering leaves
that lit the cavern with a radiance much like
starlight. The Elves rejoice with the magnificent
present and called the city Elinor, the Mountain
Star, and they took the name of Elvellenathrim,
the Star Elves.
A spring sprouted from the roots of the
earth, creating a subterranean lake. The light of
the trees shimmering on the water gave them
the power to heal fear and sadness, and cleansed
evil and hatred from their hearts. It is said in
later times the Elves befriended a clan of
Dwarves, and they drank from the waters, and
many wondrous treasures and songs, now sadly
lost, were created by the combined talent of
both peoples long before the High Elves
befriended the dwellers of Khazad-dûm.
Alas, nothing lasts forever and the Giant
grew tired of the world. He walked among the
trees one last time and he bade farewell to his
friends, he sang to the rivers, embraced the
mountains, danced with the animals and whispered to the stars. Finally, he went to the city of

The Elves honoured the memory of the
Giant, keeping the peace and defending the
forest, but the magical trees started to lose their
light and after many long years they eventually
faded and died, and the Elves left the cavern and
dwelt under the trees. However, a rare crystal
was discovered in the cave, a parting gift from
the Giant. The crystal had absorbed some of the
magic of the trees and the Elves made jewels out
of it, the elenatharn, and in later years they
became most precious because the servants of
the enemy shunned them.
At long last the insidious Shadow reached the
forest and the Elves were forced to retreat. Few
among them still held the power to blow the
horn and none reached the city alive. The
entrance of the cave was sealed with mighty
spells at great cost, and abandoned with grief.
The struggle of Bronâel, the Last Guardian in
ensuring the safety of the place is another tale
worth telling – his valiant last stand at the
doors. With him perished the last one who
knew the secret Word to open the gates. The
hordes of the Shadow could not breach the
sealed doors and the scattered Elves proved
hard to hunt. Ages of the World passed by and
the heroic deeds became legend even among the
immortal race of the Elves.
There are rumors among birds and beasts
that the seal has been broken and evil lurks in
the ancient city, and the magic stream of old has
turned black and poisonous. Some even dare to
say the giant has awoken and pledged alliance to
the Shadow.
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Adventure Hooks
▪ The white stones called elenatharn could be
the same jewels the Sorceress of Minas
Raug is trying to get hold of in the adventure The Gloomwaver Awakened (published in
issue #18 of Other Minds).1
▪ The Gibbet King might try to possess the
mighty form of the sleeping giant. In fact it
could be him (under a different name and
perhaps even other appearance) who led
the evil army that originally attacked the
city.
▪ Combining both, you could have an uneasy
pact formed between the two antagonists,
to unveil the secrets of the lost city of
Elinor, each one for his own ends.
▪ The Dwarven Runes of Power: There is a
monolith at the center of the cave with
ancient runes of power engraved by the
Dwarves of old. These are kerthâr runes
(for a complete description, please refer to
the Mysteries section below). Also, in the
catacombs within the cave rest the remains
of some Dwarf Lords with their mighty
armour and weapons because the friendship within these two peoples was true and
deep thanks to the magical waters.

Beren recovers a Silmaril © by Anke Eißmann, used with permission
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Kirk, P. 2018. The Gloomweaver Awakened.Other
Minds,Issue 18, page 40 ff.

The truth behind the legend
One possible interpretation is that Giant
was a Maia of Yavanna that fell in love
with the different forms life he was tasked
to look after. He took a permanent form in
order to have greater power within Arda,
but despite his good intentions, he felt he
was being corrupted because of the corruption of Arda by the power of Morgoth. So
he decided to leave his body behind in the
only way he could at that point, dying and
letting his ëala free to return to the West.
Should the horn be used, his return to Middle-earth would need to be sanctioned by
the Powers of the West, and thus perhaps
(or even probably) he will be unable to
answer the plea for help. The Powers may,
however, grant some subtle and indirect
help – like a ray of bright light at the
right moment to distract the enemy at a
crucial time or an unusual strong inspiration to rally against the Shadow, or a last
blast light from the dead trees of Elinor to
blind and frighten the creatures of the
Shadow within the old city, or driving
away the spirit of the Gibbet King if he is
possessing the giant’s body.

Adventure Hooks:

The Forest Dragon

▪ This legend could be used to introduce the
Eöldrim, a made up elf people presented in
Other Minds #62. In this version the mysterious wanderer belonged to this folk and
in later times he led his people into southern Mirkwood. If you choose to introduce
them, I suggest that the elf named Ash,
presented as the leader of the former prisoners of Dol Guldur, could be one of the
last of the Eöldrim, and the Enemy was
trying to get from her the secrets of her
people (such as the location of their hidden
city, how to create môrglan and some
more) . She appears in The Heart of the
Wild, page 493.
▪ Another option is that the mysterious
Wanderer was Maglor himself, and he
defeated the dragon using Songs of Power
at the Roaring Falls. As Lady Irimë has
foreseen, a great hero and a terrible
monster would one day meet their deaths
there. But perhaps if the truth behind the
legend is discovered, the echoes of the song
still ringing within the rocks of the river
could be made louder or its song learnt and
used against the dragon.

Before the arrival of Oropher and his Sinda
lords, the Silvan elves had split into different
peoples. Each tribe took the name of the tree
they loved the most, and they chose to settle in
the part of the Wood where their chosen trees
grew most abundant. So, it came to pass the
dragon Lamthanc (S. Forked Tongue1) came from
the North to the land of the Beech Clan. He
easily defeated and devoured the best warriors
of the clan and demanded a tribute to let the
rest live. The fairest elf maiden should be given
to him in sacrifice every year. An Elf warrior,
whose name is lost and his true identity much
debated among the Wise, came to the land of
the Beech clan, fell in love with the maiden and
wounded the dragon. The Wanderer, as he is
named in the legend, was not of the Silvan folk
and in, some versions of the legend, had a
mighty black sword.

G Dragon © by Daniel Govar, used with permission

1

See Fenlon, P. C., Sochard, R. & O'hare, J.
1994.Creatures of Middle-earth,Charlottesville, VA, Iron
Crown Enterprises. for more details on this MERP
dragon. The use of its name here does not imply any
continuation or adoption of the MERP version of his
history.

2
3

Vacas De La Rosa, J. E. 2009. The Eöldrim.Other
Minds,Issue 6, page 23 ff.
Ryder-Hanrahan, G. & Nepitello, F. 2012.The Heart of
the Wild,Cambridge & Oxford, Sophisticated Games
Ltd. & Cubicle 7 Entertainment.
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The Giant’s Teeth

MYSTERIES
Ythantoor
Note: This character is loosely inspired by the character of the same name from Trudvang Chronicles RPG by RiotMinds.
He is the oldest creature walking on two legs
in Mirkwood (or so he claims). He is big as a
troll or an ogre, with cunning eyes, a very ugly
and wrinkled face, and dirty hair tangled with
mud, little bones and small branches. He wears
rags and furs, and his trinkets are a necklace of
skulls (of men, animals and the odd elf of dwarf)
and many heavy rings of silver and copper. He
uses a severed tree trunk as a walking staff and
weapon.

East of the Dusky river, in Western Mirkwood, there is a hill south to the Old Forest
Road. It is far from the Woodmen settlements,
in a dangerous part of the forest and full of spiders. There is silence around, no beast dares to
get close. During daytime there is a feeling of
awe, as if standing in a sacred place, but at night
the shadows are so dark that even elven eyes
cannot pierce them.
This singular spot in Mirkwood is not
covered in vegetation. Instead, there is a circle
of ancient standing stones covered in strange
runes.
▪ Beholding the sunrise at the Giant’s Teeth
is a glorious sight. A Wisdom test with TN
14 can be made to recover 2 Hope points.
▪ Despite the eerie feeling it is a safe place to
spend the night, any heroes resting here for
the night will sleep soundly and wake up
refreshed. This place counts as safe place
for Fatigue recovery for Heroes with no
Permanent Shadow Points, on the other
hand Heroes with Permanent Shadow
points will have an awful night full of
nightmares and wake up Weary.
▪ The inscriptions on the standing stones are
a rare sample of kerthâr runes.

He has magic of his own; spells to hide,
deceit and fool to protect him from those who
would harm him. His knowledge of events of
the forest, past and present is deep, but he only
serves himself. His own benefit and survival are
his main concerns and he is quite reluctant to
reveal any information. Despite being a known
trickster and a cheater, he has a soft spot for
learning secrets and when a formal deal is made,
he will honour it.
The best way to find him, as the Tawarö Elves
know, is presenting a worthy offering at the
Giant’s Teeth (see next column).

The Kerthâr runes
They are are primitive signs created by the
Sons of Durin, prior to the use of the angerthas.
They are called Kerthâr 1(supreme
runes/misteries) in Khûzdul but they have no
name in the language of Men or Elves, to them
they are simply old dwarven inscriptions. These
are very ancient runes, more close to the original ones than the angerthas, which were developed later from this more ancient script. There
is much power in these old runes but to decipher its secrets they need to be studied, which
takes time and some practice on several inscriptions. They can be found in:
▪ Lost City of Elinor: There is a monolith
with these runes.

Troll © by Turner Mohan, used with permission
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The name is in fact Neo-Khûzdul, taken
from https://thedwarrowscholar.com/

▪ In the hidden dwarven crypts still sealed
under Mount Gundabad1.
▪ The older parts of Khazad-dûm.

THE TAWARÖ ELVES
There are Elves that long for the Old Days,
before the Sindar came to the forest. They consider that the whole forest should belong to the
Elves, to protect and enjoy, and they despise
King Thranduil’s decision of hiding under a hill
like a dwarf instead of reclaiming all Mirkwood.
The Tawarö respect more female authority than
most of the Elda kinsfolk, as they consider
females are closer to the cycle of life and hence
to nature itself. Despite being wilder and less
wise than the lofty lords and ladies at King
Thranduil’s court, they have the deepest knowledge of the way of the forest and it oldest
secrets. Many of the Wayward elves come from
the Tawarö. They are as secretive as dwarves,
using their own speech known as tawardrim (a
dialect of nandorin) only among themselves. All
names related to them are given in Sindarin, as
this is the common form.

▪ Some extremely rare and treasured dwarven
relics (like Durin’s Harp).
▪ The Giant’s Teeth (see previous page).
How to study the Kerthâr: The skill to
engrave kerthâr with true power and meaning is
lost in the Twilight of the Third Age, but there is
wisdom to be gained from their study. Only a
dwarf hero may try to understand the meaning of
the runes. Every time a Hero finds a runic
inscription for the first time and pauses to study it
(it would require many hours, at Loremaster discretion), he will make a Wisdom test with TN
18. This is a prolonged action, every time he
studies a new inscription he will make a new roll
(exceptionally extensive inscriptions, such a wall
covered with runes, may allow more than one
roll but would take longer time to study) and
They have a singular tradition of crafting
keep track of the result and consult the table
raedelei to be buried with their dead, to protect
below:
them from the Shadow at the moment of their
Number of
Effect
departure. Legend says they originally return
Successes
the bodies of their deceased accompanied by the
He feels overwhelmed by the primary energy
white stones called elenatharn, as instructed by the
Eye
of the runes, losing his grasp of their hidden
secrets.
giant Hân. But when the stones were available
No effect, more inscriptions need to be
no more, they resorted to their own powers and
1-4
studied.

1

5

The hero feels his strength renewed,
understanding that his very existence is part
of the very same story inscribed in the runes.
Unable to explain it, he feels it is his duty to
make his ancestors proud. Recover 2 Hope
points and uncheck the Weary box if
checked.

6+

For a fleeting instant he feels connected to
the very essence of his race, having a vision
of a mighty dwarf-lord (perhaps Durin
himself) engraving these very runes and
pausing to look at him in the eye. He can
remove 2 Temporary Shadow points or 1
Permanent Shadow point. Also, some
adventure or aid related to a quest relevant
for the future of the Dwarven race may be
revealed.

Given their millennia-long resistance to discovery by orcs
and sorcerers, it should be nigh impossible to find and
decipher them, unless the Companions have the assistance of a dwarven Loremaster highly skilled in such matters. More details on this can be found in: Morwinsky, T.
2019. The History of Mount Gundabad.Other Minds,Issue
21, page 18 ff.

Morning Watch © by John Emanuel Shannon, used with permission
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the power of the forest to craft a worthy
replacement. The raedelei are large wooden
rings with a “net” made from the hair from
elven maidens, and the process of crafting one is
a complex ritual full of Songs of Power which
have been heard in the wood before the Moon
and the Sun existed.
In fact, this tradition established by the giant

Hân serves the purpose of easing the passage of

the elven fëa to Aman, allowing them to hear
the Summon of Mandos loud and clear and
invigorating their resolve to follow it.

In the Old Days the Tawarö were protected
by the Weavers, elven women of strong will
singularly gifted in the Art despite their Avar
origin. As yéni passed by they become more and
more scarce. In the Twilight of the Third Age,
the Tawarö are led by the last of them, Nathroniel, the Weaver of Spells and Dreams. Deeply
respected among her people, her word is law
among the Tawarö. She is as harsh as Winter and
a fierce protector of the forest. As her predecessors, she can weave spells, read dreams and
sometimes she has premonitions of things to
come.
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Encountering Dragons
INTRODUCTION

By Thomas Morwinsky
(tolwen@gmx.de)

Dragons are among the most fascinating and
powerful monsters to be encountered in a RPG
– and Middle-earth is no exception. It is not
only their power in a game, but also the detailed
background provided by J.R.R. Tolkien that
There is always something more to find aout in
adds immense depth to these creatures. HowMiddle-earth. While thinking about dragons, I ponever, for every Middle-earth topic there are
dered the idea whether there might be more to them
always aspects that can be explored a bit further
beyond the stuff already laid out in the various adven– and again dragons are no exception.
tures and sourcebooks published by all the hitherto
Fortunately, we also have some articles
licensees.
dealing with the subject here – published both
This article is the result of these thoughts and I
within Other Hands and Other Minds. Specifically
hope you like them and perhaps even find them useful
these are:
for your games or own ideas of background development. Have fun and enjoy!
▪ Dragons of the North by Chris Seeman1
per the terms of the CC license: bna

▪ The Tale of Years by Thomas Gießl2
In addition, official publications dealing with
dragons can also be found. MERP and LotRRPG
were most resourceful for background information, while TOR also added some flavour:
▪ The Grey Mountains by Iron Crown
Enterprises3
▪ Moria by Decipher4
▪ Tales from Wilderland by Cubicle 75
▪ Erebor by Cubicle 76

1
2
3

4
5

6

Seeman, C. 1998. Dragons of the North.Other
Hands,Issue 23, page 9 ff.
Gießl, T. 2011. The Tale of Years.Other Minds,Issue 11,
page 90 ff.
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Crown Enterprises.
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WHEN TO FIND DRAGONS

The situation in the Third Age

This question may sound somewhat moot –
but indeed it seems that Tolkien had not envisioned his dragons to be omnipresent throughout the ages – and also spatially confined to the
northern reaches of Middle-earth. We hear
from them only in a few instances, when they
became enmeshed in the history of the Free
People. The following dragons were named by
the Professor:

For the Third Age, we do have a vague date
when the dragons became active (again):

▪ Glaurung: The father of dragons and the
primary antagonist of Húrin’s family in the
First Age. He was finally killed by Túrin.
▪ Ancalagon: Appearing at the very end of
the First Age, the mightiest dragon ever to
roam Middle-earth. First he drove back the
Host of the Valar before being slain by
Eärendil.
▪ Scatha the Worm: A dragon of the Third
Age who afflicted the Dwarves before
being killed by the Northman Fram.
▪ Smaug: The most well-known of them all.
He is the primary antagonist in The Hobbit
and finally killed by a skilled shot from
Bard the Bowman, based on crucial intelligence collected by Bilbo Baggins.
After their initial appearance in the First
Age, we do not have any further information on
their activities until the Third Age. One theory
speculates that those who escaped the Host of
the Valar fled and hid for a prolonged period in
an inaccessible region such as Withered Heath.
We do not have any evidence on possible activities during the Second Age1. Any inactivity may
be linked to their independence from Sauron
(the dragons being a project devised solely by
Morgoth) and thus unwillingness to take any
orders from someone they see – at best – as
their equal.

The Dwarves hid themselves in deep
places, guarding their hoards; but
when evil began to stir again and
dragons reappeared, one by one
their ancient treasures were plundered,
and they became a wandering people.
Moria for long remained secure, but its
numbers dwindled until many of its vast
mansions became dark and empty.
—LotR.Appendix B
(The Third Age; my emphasis)
The “evil stirring again” is likely to be Sauron’s secret return to Dol Guldur, and thus the
conclusion is that through the linking of both
events, the renewed dragon activity would
approximately coincide with that event. In
context with the note about “Moria for long
remained secure” (which ended in TA 1981),
we have ca. 900 years which fill the “for long”
part of the quote quite nicely.
In Decipher’s Moria (see Reference section),
Scatha is active already in TA 1289 (fitting into
this line of thought), while MERP’s The Grey
Mountains puts the start of dragon activity at ca.
TA 1600. To my knowledge, TOR has not
explored this aspect of dragons yet. If you use
the early date of activity for your game(s),
Scatha could be a useful – even if independent
from Sauron – servant of the Shadow in the
area.
In a way, Scatha can be viewed as the main
dragon antagonist in the North in the mid-Third
Age, while Smaug takes over this role in the
later part of the Age.
In my opinion, Decipher’s solution fits
better to the quote above and thus I deem
MERP’s interpretation as less useful if you
prefer authenticity to the original source.

1
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Michael Martinez has written an insightful article about
the question of dragons in the Second Age:
https://middle-earth.xenite.org/make-room-for-dragons/

The next mentioning of dragons is in context
with the migration of the Éothéod to the North:
Frumgar, they say, was the name of
the chieftain who led his people to
Éothéod. Of his son, Fram, they tell that
he slew Scatha, the great dragon of Ered
Mithrin, and the land had peace from
the longworms afterwards.
—LotR.Appendix A.
The House of Eorl
As Frumgar leads his people north in TA
1977, Scatha’s demise must take place in the
years thereafter. The exact date is not provided
by Tolkien and depends on the age of Frumgar
(and indirectly his son) at this time. MERP
chose to set this event at ca. TA 2001 (see The
Grey Mountains, p. 15), which I deem an acceptable fit. But in my opinion any date between ca.
TA 1990 and about 2010 qualifies equally.
In this context it is interesting to note that
this gives the people in the North respite from
the dragons. It is not said what exactly happened, though it is possible that any possibly
remaining dragons (Scatha being the dominant
and most powerful one) simply went into hiding
or hibernation or either retreated from the area
after the demise of Scatha.
This means that the death of Scatha caused a
pause of almost 600 years in dragon activity worth mentioning in the North.

The next mentioning of dragons comes when
they harass and finally expel the Dwarves from
the Grey Mountains:
But Thorin I his son removed and
went into the far North to the Grey
Mountains [TA 2210], […]; and after
many years they [dragons] became
strong again and multiplied, and they
made war on the Dwarves [TA 2570],
and plundered their works. At last Dáin
I, together with Frór his second son, was
slain at the door of his hall by a great
cold-drake [TA 2589].
—LotR.Appendix A.
Durin’s Folk; my emphasis
Here it is especially insightful to note that
the dragons “became strong” again (presumably
about the mid-26th century), implying they had
been less strong before that date. This coincides
with the notable lack of their activity after Scatha’s demise.
The dwarven exodus from the Grey Mountains then leads to the extensive enlargement of
Erebor as the primary home of Durin’s Folk,
which in turn again attracts the dragons’ attention – this time by Smaug – and the site’s
capture by that drake in TA 2770, later followed by his death in TA 2941.

Scatha © by Liz Danforth, used with permission of the artist
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Dragons after TA 2941
An important question is whether Smaug’s
death caused another recess in dragon activity.
MERP does not delve into this, as the late Third
Age is beyond its temporal focus. TOR has
several dragons still operating in the area,
notably Raenar in Tales from Wilderland and
Wruenele from The Laughter of Dragons.
In my opinion, a sharp decline in dragon
involvement is likely, given Smaug’s status as
the greatest (and presumably most powerful)
dragon of his day – comparable to Scatha’s
status (“the great dragon of Ered Mithrin”)
almost a millennium earlier:
[…] and at last Smaug the Golden,
greatest of the dragons of his day […]
—LotR.Appendix A.
Durin’s Folk; my emphasis
Given the existing – little – evidence both
options are possible, with a sharp drop in
dragon activity and involvement being the
slightly more likely possibility in my opinion.

WHERE TO FIND DRAGONS
This question seems to be a bit strange,
though in my opinion it is a bit more difficult
than it seems at first glance.
In MERP’s TA 1640-era, the Grey Mountains contain a great number of dragon lairs.
While it could be feasible to find dragons here,
Scatha’s death and the aforementioned subsequent disappearance of dragon activity makes
this in my opinion less likely – especially in the
context of the re-emergence of the dragons
several centuries later (see next column):

But Thorin I his son removed and
went into the far North to the Grey
Mountains [TA 2210], where most of
Durin’s folk were now gathering; for
those mountains were rich and little
explored. But there were dragons in
the wastes beyond; and after many
years they became strong again and
multiplied, and they made war on the
Dwarves [TA 2570], and plundered
their works. At last Dáin I, together
with Frór his second son, was slain at
the door of his hall by a great cold-drake
[TA 2589].
—LotR.Appendix A.
Durin’s Folk; my emphasis
The important point here is the mentioning
of the “wastes beyond [the Grey Mountains]” as
the region from whence the dragons came to
trouble the Dwarves. This suggests that up to
this point, the mountain range was free of these
creatures. They may have been there in Scatha’s
days, but probably fled when the great drake
was killed by Fram (see also the discussion
above on this subject). Here a comparison with
the First Age might be helpful, when the
dragons flee the battlefield, after Glaurung is
seriously wounded by Azaghâl in the Nirnaeth
Arnoediad:
But the Naugrim made a circle about
him [Glaurung] when he assailed them,
and even his mighty armour was not full
proof against the blows of their great
axes; and when in his rage Glaurung
turned and struck down Azaghâl, Lord
of Belegost, and crawled over him, with
his last stroke Azaghâl drove a knife into
his belly, and so wounded him that
he fled the field, and the beasts
of Angband in dismay followed
after him.
—The Silmarillion.Of the
Fifth Battle: Nirnaeth Arnoediad
(my emphasis)
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This gives us a good hint that, despite all
their might and power, dragons might be prone
to cowardice when feeling seriously threatened.
This ties in nicely with the quote about Scatha
from above, strengthening the interpretation
that the defeat or death of a great Dragon (i.e.
the greatest of his time) could cause his peers to
seek safety far away for fear of being singled out
as the next target. Over the course of many
years, this fear might wane and they become
more aggressive again. As we have seen, this fits
nicely to the reported events.
In this context, the dwarven settlement and
exploration of the Grey Mountains is interesting: Already in the Second Age it was considered as dwarven territory1. It seems though,
that this claim was largely used for some limited
mining operations, since even as late as TA
2210, “those mountains were rich and little
explored” (see above for full quote).
In this context Scatha presents us with
another facet of the area. It seems clear that a
large part (if not all) of his hoard was of
dwarven origin:
Then Éowyn gave to Merry an
ancient horn, […]
‘This is an heirloom of our house,’
said Éowyn. ‘It was made by the
Dwarves, and came from the
hoard of Scatha the Worm. Eorl
the Young brought it from the North
[…]’
—LotR.Appendix A
(The House of Eorl; my
emphasis)

In addition, the dwarven claim on the hoard
is well documented as well:
Thus Fram won great wealth, but was
at feud with the Dwarves, who claimed
the hoard of Scatha. Fram would not
yield them a penny, and sent to them
instead the teeth of Scatha made into a
necklace, saying: “Jewels such as these
you will not match in your treasuries,
for they are hard to come by.” Some say
that the Dwarves slew Fram for this
insult.
—LotR.Appendix A
(The House of Eorl; my
emphasis)
As so often, Tolkien is ambiguous (perhaps
to add depth to the story by weaving some
uncertainty in to it as if reported by contemporary witnesses with incomplete knowledge).
Despite this, the information is generally seen as
correct and thus reporting more or less accurately on the main point (the Dwarves killing
Fram over possession of the hoard).
The point is, Scatha was able to accumulate a
– probably – sizeable hoard of dwarven origin in
a region with little dwarven activity. This fits
nicely with a relative long period of his depredations, increasing his hoard little by little over
the course of the centuries – and not in one big
sweep as Smaug did at Erebor.
Regarding the question where to find dragons, even for Smaug the question of his origin is
only partly simple – from TA 2770 to 2941 he
inhabited Erebor. His location before this time
is not known for sure, though. Smaug’s origins
(in terms of his previous lair or area of activity)
are unclear. It may be that he had his lair somewhere in the Grey Mountains, but it is equally
possible that he dwelt in the traditional dragon
territory – the Withered Heath beyond the
Ered Mithrin.
For Scatha it is even less defined, and only
his area of activity (the Grey Mountains and
perhaps adjacent areas) can be pinned down
with some certainty.

1

Morwinsky, T. 2008. A Brief History of the Dwarven
Mansions.Other Minds,Issue 4, page 11 ff.
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MERP’S TREATMENT
As already said, MERP placed quite a
number of dragons in the Grey Mountains
around TA 1640. This was first mentioned in
Northern Mirkwood1and its following iterations,
culminating in The Grey Mountains (see references). An update on the naming of the dragons
as well as a clearer depiction of their lairs can be
found in Other Hands, Issue 232.
The main advantage of this approach lies in a
detailed location list for adventuring, while in
my opinion the chief drawback is its lower compatibility with the conclusions discussed above
regarding temporal and spatial placements of
the longworms.

THE BLOOD OF DRAGONS
Moving from more overarching topics like
the regions and times where dragons are to be
found, we also have some specific and directly
game-related topics regarding these creatures.
Dragons are a common adversary in most
fantasy roleplaying games, and their abilities
generally reflect common themes like heavy
armour (scaly hides), deadly fangs, claws and
tail. Many are also able command a deadly
breath – mostly fire, but depending on game
system and background world other types are
also seen. In addition, they often exhibit powerful magical abilities or manipulation skills. In a
word, they are truly frightening adversaries and
are often used as challenges for experienced
groups – or a sign for any group not to come
near, as they stand no chance of winning a headon encounter.

“dragon sickness” as side- and aftereffects of
dealing with the hoard of a dead dragon.
There are other possibilities though – and
also inspired by literature as detailed in the following chapter.

Invulnerability baths
Legends often give heroes mythical
attributes. One is some form of natural armour
or invulnerability – coupled with a small but
often critical weak spot.
Therefore it is reasonable to incorporate
something in this vein also in roleplaying games
– set either in Middle-earth or another game
world.
The inspiration for the idea of acquired
natural armour originates in real-world germanic mythology – a source which J.R.R.
Tolkien also used as one of his main inspirations. The most relevant here is and The Lay of
the Nibelungs (german “Nibelungenlied”) and
partially the Volsung Saga.
The Lay of the Nibelungs is a German medieval
song epic (originally an oral tradition and first
written down in the early 13th century), whose
sources and roots reach back to the migration
era (ca. 4th to 6th century CE) and are closely
related to the Volsung Saga3. The key lines for
our subject are found here:
“And yet another story of Siegfried I
have heard:
How he did slay a dragon, with his
own hand and sword,
And in its blood he bathed him till
horny grew his skin,

Naturally, all of these aspects deal with live
dragons. Once they are dead (by whatever
cause), their treasure is open to loot and they no
longer influence the campaign’s development.
Beyond the fame gained for defeating a dragon,
their influence ends with their death. TOR is by
now the only Middle-earth RPG that also
includes the aspect of tainted treasure and
1

2
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Seeman, C. 1998. Dragons of the North.Other
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And thus no sword can cut him, as
hath been often seen.”
—The Lay of the
Nibelungs.Adventure III – How
Siegfried came to Worms
(stanza 100), p.18
There is also the case in Greek Mythology,
where Achilles – in some versions – was made
3

Probably they share the same sources.

physically invulnerable through a bath in the
river Styx1 as a small child.
An interesting detail to both stories is, that
despite the magical protection of the skin, one
weakness remains: In Siegfrieds case, a linden
leaf fell on his shoulder during the bath in the
dragon’s blood, and he remained vulnerable
there. Later on, Hagen tricked Siegfried’s wife
Kriemhilde into revealing the spot to him and
thus was able to kill him from behind. Achilles
was held by his mother at the heel during the
bath in Styx and hence remained vulnerable
there (thus the common phrase of an “Achilles
heel” for a small, but potentially fatal vulnerable
spot – literally or figurative) and was eventually
shot there by Prince Paris of Troy.
Tolkien himself did use dragons extensively
in his works. Interestingly, the ones described in
some detail (Glaurung and Smaug) also exhibit a
weak spot: the underbelly of his dragons is generally soft (despite formidable armour everywhere else) which was Glaurung’s undoing
when Túrin stabbed him from below. Smaug’s
underbelly was artificially “armoured” by gems
from his hoard who had grown into his hide –
except the weak spot where this failed to work
and which was identified by Bilbo and exploited
by Bard in his famous shot that brought down
the great dragon. Finally, both Ancalagon and
Scatha were “slain” (by Eärendil and Fram,
respectively) without further details on the
exact events.

First Age and Smaug in the Third Age. The
former is the primary antagonist of Húrin’s children, before being finally killed by Túrin
Turambar. It is also the only instance where
Tolkien hints at additional properties of dragons
beyond their mesmerizing gaze and voice, magnificent armour and overall deadliness:
Then he [Túrin] wrenched out the
sword, but a spout of black blood
followed it, and fell on his hand, and
the venom burned it. And thereupon
Glaurung opened his eyes and looked
upon Turambar with such malice that it
smote him as a blow; and by that stroke
and the anguish of the venom he fell
into a dark swoon, and lay as one dead,
and his sword was beneath him.
—The Silmarillion.
Of Túrin Turambar

It is also interesting that in the cases where
we have some detail, Tolkien’s dragon slayers
killed the beasts from ambush or distance: Túrin
ambushed Glaurung from below (very similar to
what Sigurd/Siegfried did with Fafnir), while
Smaug was hit by a skilled (and lucky) shot to
his weak spot. For Ancalagon we only know he
was “slain” and for Scatha we are not given any
details at all.
Dragons are also invariably major servants of
the Shadow, causing great harm and suffering
for the Free Peoples. Some level of detail for
them is only available for two – Glaurung in the
1

Glaurung © by Ulla Thynell, used with permission

Britannica, E. O. E. 2020.Achilles[Online]. Encyclopædia Britannica Available:
https://www.britannica.com/topic/Achilles-Greekmythology [Accessed 2020-05-10 2020].
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The theme of draconic blood is also seen in
the Volsung Saga, when Sigurd/Siegfried is probably concerned about being drowned by it:
‘Dig a pit,’ said Regin, ‘and sit in it,
and when the dragon comes crawling to
the water, stab him to the heart and so
destroy him. Then you’ll win great
distinction.’
‘What if I get in the way of the
dragon’s blood?’ said Sigurd1.
—The Saga of the Volsungs, p.30
1

The quotes above are the core ones, if you
are interested in further details of these
complex stories, please check out the original
sources. Interesting is the fact that Glaurung and
Fafnir share several traits like being wingless and
more snake-like, being possessed by both malice
and wisdom. They are also slain in similar way,
where the hero waits in ambush and stabs the
worm from below into the vulnerable belly.

General thoughts
about dragon blood

Siegfried in the Nibelungenlied.

Despite being a formidable adversary, Fafnir’s blood is not described as being especially
toxic, as Sigurd/Siegfried is copiously covered
by it after hitting Fafnir:
Then [after stabbing Fafnir] Sigurd
leapt out of the pit, wrenching back the
sword, and getting his arms bloody right
up to the shoulders.
—The Saga of the Volsungs,p.31
Sigurd has a lengthy conversation with the
dragon after wounding him mortally without
showing any negative effect of the blood on
large parts of his body. Thus we can conclude
that in the Volsung Saga, Fafnir’s blood was just
“normal” blood without any special properties.
As we see, the contact of Túrin’s hand with
the blood of Glaurung is described as venomous
– fitting for the dragons born out of Morgoth’s
malice. Interestingly, Fafnir – the dragon which
Siegfried (Sigurd) slew was also a creature born
out of hatred and greed. This is not part of the
Nibelungenlied, but of the Volsung Saga:
‘… Later on [Fafnir] killed his
father,’ said Regin [Fafnir’s brother],
‘hiding his murdered body, and I didn’t
get any of the treasure. He grew so
malevolent that he went off to live the
wilds and allowed none but himself to
have any in the and later on he turned
into a terrible dragon and now he lies on
the treasure…’
—The Saga of the Volsungs, p.26

67

Thus the origin and outlook of both dragons
share some core themes: malice, greed and
hatred.

No RPG set in or for Middle-earth has
included the idea of the blood of a recently slain
dragon as granting physical protection like in
the Nibelungenlied, however. In the wider context, to my knowledge only the German RPG
Midgard has taken up this concept, beginning in
its first expansion1, and continuing this to its
most recent iteration.
The aspect of the toxicity of a dragon’s blood
is clearly defined by the quote about Túrin – if
we can take this instance as being exemplary of
the rule.
This does not tell us about of other, possibly
long-term effects, as Túrin kills himself shortly
after this event.
For the purpose of a roleplaying game, the
idea of using a dragon’s blood as a source of
protection is attractive though. Of course, it
needs to be formalised to some degree in order
to make it useable.
The most obvious consequence of contact
with a dragon’s blood is the one experienced by
Túrin: Being born out of Morgoth’s malice and
imbued with tremendous power to the detriment of the Free Peoples, it is to be expected
that contact causes immediate pain and harm to
anyone getting in touch with it.
One possible practical issue is that the properties of dragon blood are unlikely to be
common or even obscure knowledge. Given the
1

Franke, J. E. 1987.Midgard - Schlüssel zum
Abenteuer,Friedberg, Franke, Verlag für F&SF-Spiele.

The Teeth of Scatha © by Matthew Stewart, used with permission

relative scarcity of encounters with such creatures and the long intervals inbetween, it is
unlikely to provide enough first-hand experience. In addition, this knowledge has to be preserved in some way. Furthermore,
encountering and surviving the encounter with a
dragon is even less likely than actually simply
seeing or fighting one. Additionally, anyone
having survived a battle with a dragon is likely
somehow wounded or otherwise weakened,
making any attempts on trying out a dangerous
substance even less likely.
In addition we have to the question how
Heroes/PC’s could know of such special properties of a dragon’s blood – regardless of
whether they actually put it to the test or not?
A solution here would be a local source. In
the Volsung Saga, Siegfried eats part of the
(cooked) heart of the dragon, which makes him
understand the language of birds (which warn
him of Regin’s planned treachery).1 It is not
necessary to eat any part of the dragon of
course, but it highlights the possibilities to
provide crucial information to the Heroes. For
1

Interestingly, the Volsung Saga does not contain the
element of Fafnir’s blood providing some form of
special protection.

example, anyone capable of understanding
animals might get a hint that the creature’s
blood may have beneficial properties, while also
being risky to try.

Specific effects
Now, what should be the effects of using
dragon’s blood? The most obvious one would
be to provide natural armour that is not encumbering at all. Here I deem it a good approach to
grant the bath in the blood armour protection equal to the creature’s own.
Despite the obvious advantages of such a
natural armour, it should be obvious that from a
storytelling perspective, some drawbacks should
come with it too. In my opinion, the following
points fit the bill nicely:
▪ Danger of the bath: The blood is venomous
and exposing yourself should come with a
substantial risk of being killed or permanently weakened by it.
▪ Massive exposure to the dragon’s essence:
Even if one survives the immediate venomous effect, the dragon’s evil substance will
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affect the Hero. In TOR, a copious amount
of Shadow is adequate for this.
▪ Inheritance of weakness: Like Siegfried in
the Nibelungenlied, and Smaug’s weak spot,
by some chance there will be a weak spot
(known to the Hero or not) where any hit
will be critical and potentially fatal (regardless of prior health status).
From the storytelling perspective, the last
especially offers massive potential for tragedy.
The weak spot may be known (immediately or
later in the campaign) to the hero or not. It is
tempting to use this as a dramatic plot hook for
the climax of the campaign, when he valiantly
defends someone threatened by a great evil and
is slain by a lucky hit to his weak spot (or killed
by ambush by an enemy who learned of it).
Alternatively, the accumulated Shadow might
make him overconfident and arrogant (like
Smaug by showing off his jewel-armour to
Bilbo) and inadvertently exposing his weakness
which may then later be exploited by an enemy.
The possibilities are endless and the GM/LM is
advised to be creative here.
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The following paragraphs provide you with
mechanical suggestions for MERP, TOR and
AME if you want to use the option of draconic
blood as the source for physical protection in
your campaign.
It is paramount to stress that the effect can
only be used with the blood of a freshly slain
dragon. It is suggested that the blood be not
older than an hour or two, after which it will
lose the desired effect.
The following sections summarise the risks
associated with bathing in the blood of a freshly
slain dragon for the three systems covered here.
These are:
▪ “Immediate effect” is the effect of the dragon’s caustic blood,
▪ “Lasting effect” describes the effect of the
dragon’s evil nature and
▪ “Weakness” is the weak spot that may prove
fatal in combat. This may come about by an
inadvertent covering of the area (like in
Siegfried’s case in the Nibelungenlied) or due
to chance the blood fails to cause the desired
effect on that spot.

MERP mechanics
Weakness: As mentioned before, the specific weaknesses may or may not be known to the character. Depending on the location, it may be easier to hit or not (i.e. being on the back or on the
chest). As a rule of thumb, if the attacker makes an open-ended roll for his attack and achieves a
critical hit, treat that as a hit to the weak spot.
Category

Immediate effect

Effect

Result

Resist poison against half
the lvl of the dragon1

Consult Static Maneuver table:
Failure or worse: immediate death,
Partial Success: lose 25 HP permanently (i.e. reduce racial
base maximum by 25; not recoverable) and unconscious for
1d10 hours.
Near Success: unconscious for 3d10 minutes,
Success or better: no effect
Failure: Gain of Corruption Points2 equal to 1.5x dragon’s
level
Success or better: Gain of Corruption Points equal to 0.75x
dragon’s level (round fractions up)

Lasting effect

RR roll: PC level vs. dragon
level (no modifiers)

Weakness

If hit with an open-ended roll, treat as “no armour” and add
Small part of the body
an extra 30 to the critical roll (stacks with all other
treated as having no armour.
modifiers).

1. It is suggested to use the rules found in Morwinsky, T. 2009. MERP Supplementary Rules. Other Minds, Issue 7, page 16 ff. when calculating the rolls.
2. Use corruption rules found in Charlton, C. S. 1993. Middle-earth Roleplaying Second Edition (Standard Edition), Charlottesville, VA, Iron Crown Enterprises.

TOR mechanics
Weakness: Use the mechanics for the Weak Spot ability as in Tales from Wilderland1 or Laughter of
Dragons2 also for Heroes who have bathed in dragon blood. The mechanics do not specify, however,
in which way the hero(es) gain knowledge of the weak spot (i.e. being obvious, pure chance etc.),
but only how to use it once it becomes relevant. A LM should make some preparations for this.
Category

Effect

Resist poison: Make a Body
Immediate effect roll with TN [dragon’s
attribute level plus 6]

Result
Failure: unconscious for 2d6 hours and lose END equal to
half the dragon’s attribute level permanently (i.e. not
recoverable; round fractions up)
Success: unconscious for 3d10 minutes,
Great Success: no effect

Lasting effect

Shadow test with TN
Failure: 2 Permanent Shadow and 5 Shadow,
[dragon’s attribute level plus Success: 1 Permanent Shadow and 2 Shadow
6]
Great Success: 5 Shadow

Weakness

As per the normal rules for dragons in Tales from
Small part of the body
Wilderland or Laughter of Dragons. It is activated by the use
treated as having no armour.
of a hero’s special ability or the use of a point of Hope.

1
2

Ryder-Hanrahan, G. & Nepitello, F. 2012.Tales from Wilderland,Cambridge & Oxford, Sophisticated Games Ltd. &
Cubicle 7 Entertainment.
Arcadian, J., Butler, P., Hanrahan, G., et al. 2018.The Laughter of Dragons,Cambridge & Oxford, Sophisticated Games
Ltd. & Cubicle 7 Entertainment.
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AME mechanics
Weakness: Use the mechanics for the Weak Spot ability as in Wilderland Adventures1 also for Heroes
who have bathed in dragon blood. The mechanics do not specify, however, in which way the
hero(es) gain knowledge of the weak spot (i.e. being obvious, pure chance etc.), but only how to
use it once it becomes relevant. A LM should make some preparations for this.
Category

Effect

Result

Immediate effect

Resist poison: Make a Saving Failure: immediate death,
Throw against [dragon’s
Success: unconscious for 3d10 minutes,
Challenge Rating plus 6]
Success (5+): no effect

Lasting effect

Shadow test with TN
[dragon’s Challenge Rating
plus 6]

Weakness

As per the normal rules for dragons in Lonely Mountain
Small part of the body
Region Guide (p. 91). It is activated by the use of a hero’s
treated as having no armour.
special ability or the use of a point of Hope.

Failure: 2 Permanent Shadow and 5 Shadow,
Success: 1 Permanent Shadow and 2 Shadow
Success (5+): 5 Shadow

Additional armour
Some PC’s or Heroes might want to wear regular armour over their natural “dragon armour” for
various reasons. Additional protection or hiding your unnatural armour are possible motivations,
but there may be others.
Some game systems ignore this altogether (i.e. only the best armour counts) and it is possible to
handle it the same way here as well. From the point of verisimilitude, this is somewhat difficult, as
an extra layer will grant extra protection, as any attack will have to penetrate more protective
layers to cause an injury.
If you decide to follow this line of thought, the following table gives some suggestions for the
systems covered here. Keep in mind that the best armour is considered the base. Mostly this will be
the hardened skin, but in case of a young dragon, this may be less than heavy traditional armour.
Please note that all penalties associated with armour fully apply according to the game system
used.
Game system
MERP

Effect
Add an extra +5 DB for every category of armour (SL: 5, RL: 10, CH: 15, PL: 20)

TOR

Add an extra +1 for Protection roll for every armour category (Leather shirt +1, Leather
corselet +2, Mail shirt +3, Coat of mail +4, Mail hauberk +5)

AME

Add an extra +1 to AC for every armour category (Light Armour +1, Medium Armour
+2, Heavy Armour +3)

Parapets of Angband © by Stephen Hickman, used with permission

1
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Ryder-Hanrahan, G., Nepitello, F., Hodgson, J. & Emmott, S. 2017.Adventures in Middle-earth: Wilderland
Adventures,Cambridge, Swindon, Sophisticated Games Ltd. & Cubicle 7 Entertainment.
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The Wings of Malady
"But now their art and knowledge were baffled; for there were many sick of a malady
that would not be healed; and they called it the Black Shadow…"
By Olaf “Falenthal” Anguera
(olafalo@gmail.com)
per the terms of the CC license: bna

I have been running a campaign of The One Ring
for two years now. While I use mostly official material, I have made up some extra details here and there
to enrich the background. I am sharing these with
you, and they may be useful for enriching your own
campaigns.

INTRODUCTION
This adventure ties in with the TOR publications Horselords of Rohan (HoR) and especially
Oaths of the Riddermark, where it is set
between Black Horses, Black Deeds, and Below the
Last Mountain.
Prince Théoden is deeply ill, and no cure has
been found for him.
Currently King Thengel and Queen Morwen
don’t have the strength to summon the council
for the wedding and the truce between Rohan’s
two Folds that will take place in the adventure
Below the Last Mountain.

DURING JANUARY OF THE
YEAR 2963, HALFWAY
THROUGH WINTER
In the last months, maybe even as far as the
last Fellowship phases, Prince Théoden has
shown signs of physical weakness. He is known
to have spent some days in bed every now and
then during the last year, as he has felt too
feeble to walk or ride for short periods.
But the malady that ails him has grown
stronger instead of improving, and King
Thengel and Queen Morwen have sunk deeper
in their worries for the heir to the throne of
Rohan. The Riddermark is known for its able
warriors and fine horses, but not for its knowledge in healing and medicines. Putting their
trust in the heroes, they ask for their help and
lore. Exactly what they demand of the fellowship depends on their own abilities and experience. If any hero has the Traits Leechcraft or
Herbalism, or a high rank in Healing, these are
good reasons. The presence of an elf could call
for the use of “elven magic” (even if the company’s elf doesn’t have any magical powers), or a
Man of Minas Tirith would be asked if he had
learned the famous arts of the Houses of Heal-
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ing. Also, the heroes could have met a wise
person during their former adventures (Saruman is the best option) and be asked to intercede on behalf of the King of Rohan to gain his
or her help.
All the while, during these bad times in
Meduseld, Théoden’s three sisters (Meril 18y,
Thaena 12y, Saewara 8y) are residing in
Aldburg with their uncles and relatives.
The truth behind the events
?The real origin of the malady is the Vampire, a spy from Sauron that inhabits Nan
Mordeleb (HoR, p.81), and keeps watch
both on Isengard and Rohan. To do so, the
Vampire shapeshifts into Sunnifa, the
chamber maiden of the royal family of the
Riddermark. Once a month she drinks the
blood of Prince Théoden, weakening him,
and also Rohan itself. Théoden is the only
heir to the king, and is still young enough
to be manipulated if kept weak and ill. In
her form of Sunnifa the Vampire has
gained the confidence of Théngel and
Morwen, and is the only servant that keeps
watch on Théoden and tends him during
his illness. That gives her plenty of space to
drain the Prince’s blood undisturbed. She
always does so before the full moon, as
that’s when the moon forces Sunnifa to lose
her disguise. It is during those days that
the servant has leave to travel north “to see
her family”. In truth, she returns to her lair
in Nan Mordeleb from where she informs
Sauron of the news she has gathered.
Sunnifa’s disguise would be seen through
by Saruman, so the Vampire commands
hosts of bats that dwell in the southern spur
of the Misty Mountains, and who spy the
Wizard’s Vale from above during the surprisingly active nights at the Ring of Isengard.

People of interest in
Edoras and Meduseld:
Théoden, Son of Thengel
(HoR, p.18)
In 2963 Théoden is 15 years old. He will be
found lying in bed in his chamber at all times,
always half-conscious at best. The company will
be allowed to visit him only if accompanied by
the Queen or Sunnifa, and always in small
groups to avoid disturbing his rest.
▪ In his dreams, drenched in sweat, Théoden
murmurs about drowning in a river of
gold, and glimmering green fishes that gaze
at him from below the waters’ surface – a
reference to Sunnifa’s blonde hair and
green eyes when she is drinking from him.

Sunnifa, Servant of Meduseld
(HoR, p.18, 19)

Sunnifa © by Jon Hodgson,
used with permission

The background story
found in Horse-lords of
Rohan is the lie she tells
about her origins, and also
her disguise. Only the part
about when she arrived to
Meduseld looking to serve
King Fengel, without any
known connections, is
true.

▪ She has managed to be the only one in
charge of keeping vigil over Théoden. Her
act of the suffering servant that loves the
young Prince beyond her duty has successfully deluded King and Queen. At night she
sleeps in a mattress only separated from the
Prince by a curtain, to be able to hear him
if in pain, but also granting the boy some
privacy. Sunnifa looks very affected, and
rejects spending time in anything that is not
related to caring for Théoden. She won’t
abandon Meduseld except to go to the
market, to fetch some vegetables and food
for the Prince. Those are the only
moments she could be interrogated outside
of the Golden Hall, far from the preoccupied presence of the King and Queen, and
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in which a Success on Insight could reveal
that she is hiding something before returning hastily to the Golden Hall.

Goldred, Merchant of Edoras
(HoR, p.20)
He can be found at Cépa’s
House, talking softly to
Gálmód. A Stealth,
Search or Riddle test
will allow a hero to eavesdrop the conversation.

Heáfod, Doorwarden of Meduseld
(HoR, p.19)
He will be known by the
heroes who have taken the
“Sparring with the King’s
Guard” Undertaking
(HoR, p.19). He keeps
watch at the Golden Hall’s
door, and knows who
enters or leaves Meduseld
at all times. He can also be
found sparring at the courtyard with the King’s
Guard, or sleeping during the night at an adjacent building to Meduseld.
Heáfod © by Jon Hodgson,
used with permission

▪ If asked about who has contact with
Théoden, he will tell that only the King
and Queen, he, and Sunnifa are allowed to
visit the Prince. Not even the nobles or
other servants are allowed to see him.
▪ If asked about Sunnifa with a successful
skill roll, or the use of a pertinent Trait, he
will talk about having seen Gálmód and
Sunnifa closer than they should – more
than once. The Doorwarden even declares
to have seen Gálmód arguing with Sunnifa
a few nights ago, in the yard of Meduseld.
Cenric’s foster son seemed to be angry at
Sunnifa, yelling at her in whispers. Heáfod
is suspicious of Gálmód and his true intentions. As a matter of fact, he says, he is currently in Edoras, lodged in Cépa’s House.
It is strange that he is there instead of in
one of Meduseld’s guest rooms.
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Goldred © by Jon Hodgson,
used with permission

▪ Goldred is trying to convince Gálmód of
the benefits of keeping both Folds on alert
with each other. Gálmód keeps quiet while
listening to Goldred. The merchant talks of
“powers beyond the short-sighted King”
that might be beneficial for the smart individuals of Rohan. As soon as the company
approaches the pair, Goldred stops talking.
Depending on the past achievements of the
company, he will praise them effusively
and openly in a loud voice, obviously
trying to flatter them and be publicly seen
as their friend.
▪ Goldred doesn’t play any part in Theóden’s
malady, so he can’t share any useful information. But if questioned about it, he is
clever and sly; he will in turn try to gain as
much information from the heroes as possible. Depending on how the conversation
goes, he can offer money to open the characters’ mouths, or bargain to keep his
“informants” watchful in Cépa’s House for
gossips and rumours, at the exchange of
some coins or other sensible knowledge
about Rohan that an egoistic conspirator
like Goldred might find useful (at the LM’s
discretion). For the duration of the adventure, Goldred won’t have any information
related to Théoden’s malady. But you (the
LM) can use him to share any rumour
(even false ones) you like – be it now or in
the future.

Gálmód, Cenric’s Foster Son
(HoR, p.34, 35)
In spite of his status, he
is lodging at Cépa’s
House.

Gálmód © by Jon Hodgson,
used with permission

▪ If pressed about the issue, or presented
with the information about him and
Sunnifa from Heáfod, he confesses that
the servant and him are lovers. But he
also adds that this time she has behaved
“weirdly”. She is obsessed with Theóden,
and has asked Gálmód not to go near her
and even to avoid Meduseld if possible.
Sunnifa doesn’t want to be distracted
from attending the Prince at all hours, he

assumes. But her elusiveness has kept
Gálmód worried, and he doesn’t understand what exactly is happening to her.
That is why he discussed with the servant
some nights ago.
▪ Gálmód isn’t lying, although he won’t be
open to talk freely about his intimacy. He
is not fast to be suspicious about Sunnifa,
or to talk about her and hypothesize she
might be involved in Théoden’s malady.
But Gálmód isn’t a fool either, and wellreasoned suspicions from the heroes can
change his mind and make an ally of him in
the investigations.
▪ Regarding Goldred and the merchant’s
talk, Gálmód will only say that he is interested in hearing all kind of opinions about
the situation of the Riddermark, and all
personal ideas about how Rohan would and
should improve. He is entitled to have his
own opinion after hearing all that, though.

The Golden Hall © by Ralph Damiani, used with permission
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Places of interest in Edoras:
Meduseld (HoR, p.20-22)
Théoden’s room is located in the upper right wing. Sunnifa sleeps at his door, next to the side
entry. The room in front of Théoden’s is usually used by his sisters, but is currently empty.
In the left-wing rooms sleep the King and Queen (upper room, next to the throne) and all the
servants (big room). Guards and soldiers, like Heáfod and the King’s Guard, sleep in an adjacent
building that also lodges visiting guests.
During the night, of course, armed Riders keep watch on Meduseld, though mainly doing
rounds along the outside yard to avoid disturbing the sleep of the residents with the ringing chainmail and clanking sword.

Meduseld © by Jon Hodgson, used with permission
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Cépa’s House (HoR, p.22)
Despite the name, Goldred is the owner of
the inn. But it is Cépa’s heirs who do the work
here, not him. He just gossips and is interested
in everything there is to know about the royal
family. He will offer any kind of help and
money for any inside information on the status
of Théoden, or about the situation of the truce
between the Folds. During the winter, when
travellers are scarce, Cépa’s House is mostly
empty during the dark nights, but full of people
seeking heat and company during the day and
evenings.

WHAT TO DO?
ROHAN
If the heroes ask who could be of help in this
situation, the King or the Queen can only think
of Saruman, Wisest among the Wise. They
could send for his help if the companions can’t
find a remedy to the illness that ails Théoden in
the following days.
Companions hailing from Lórien or Minas
Tirith could think about sending for the healing
knowledge of their people, or those who have
met the Barrow-witch in the adventure “Wrath
of the Riders” could think about summoning the
wise woman. But those places are very far away.
Prince Théoden definitely isn’t fit for travel,
and it is not sure that anyone from those places
would travel to Edoras in any time soon. While
messengers could be sent, the King and Queen
won’t encourage the heroes to travel there
themselves.
When visiting the Prince, Healing tests
or the Leechcraft Trait will reveal that it is no
malady of the body, but of the soul, that
weakens him. Shadow-lore can reveal that some
evil force is working in Théoden’s heart. It is
not with medicines and ointments that Théoden
can be cured, but only by discovering the source
of the shadow that has befallen him.
The company should ask around, investigate
the Golden Hall and Cépa’s House, and probably won’t take long until they suspect that
Sunnifa has something to do with what’s hap-

pening to Théoden. On the other hand, maybe
your players express other suspicions. Like
thinking that Théoden might be poisoned, and
therefore decide to follow Sunnifa to the market
as she goes there to buy food, and investigate
any trader she buys from. Allow them to do so,
don’t insist on sentences like “it is no malady of
the body, but of the soul”. If they choose to do
so however, you can use this for hints: Make
anyone the Companions talk with to ask about
Goldred. Remember that Goldred is a rich merchant, and has lots of contacts in several businesses in Rohan. He surely owns the warehouse
where farmers store their products on market
days, or the stables for the horses of passing
riders, or he is owed some favours by the guards
responsible of the collecting trade taxes,…
Anything in Edoras might lead to him and
Cépa’s House without making the players feel
they have hit a dead end. This is a very open
part in the adventure in how it should evolve,
although it is not planned to take a lot of time
from the gaming session. Feel also free to
include any Loremaster character in Edoras that
might have been important in the past to the
company, like the Reeve or Léora from Blood
in the Snow. Think of what they could know
about the matter at hand and their relationship
with the heroes. But primarily they should
direct the company to Cépa’s House, the only
hub of secrets and unofficial information in
Edoras.
If they don’t discover anything, linger for
too long, or ask for Saruman themselves, the
Wizard will quickly arrive in Edoras. He will
wander the halls of Meduseld, and watch
Théoden for several hours, not talking to
anyone but looking worried. Then, suddenly,
he will announce that he is departing to Isengard
to reflect and study on what he has seen. He
will give no explanation to the King or Queen.
But secretly Saruman will contact the heroes
before leaving Edoras, and tell them to keep
watch on Théoden’s chambers before the full
moon.
Whether Saruman who asks for it, or the
companions themselves suspect Sunnifa of being
involved in the case, they will witness the cause
of Théoden’s plight: When they watch
Théoden’s room during the night, thy will see
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the servant turn into a giant bat, fangs naked,
approaching the Prince’s bed to drink blood
from him. The reaction of the Vampire should
change depending on the circumstances: Consider that she needs to remain undiscovered, so
once confronted the Vampire will try to kill the
companions to eliminate the witnesses (Secret
Shadow, Core Book, page 249. Alternatively, if
the fellowship is very experienced, the stats of
The Great Vampire can be used (Darkening of
Mirkwood, page 107)). But the moment the
fight turns bad for the creature (i.e. it loses
more than 10 Endurance points), its goal will
change to stay alive and retreat to its refuge. It
will make use of its Fell Speed ability at the start
of next turn and flee the hall. In the latter case,
the Vampire will fly to the ceiling and escape
through a vent hole. The company can run to
their horses and ride chasing the giant bat. That

is also what they will be told to do if they decide
to warn the guards or anyone else in Meduseld.
The almost full moon will allow the riders to
follow its shape through the night. The Vampire
is heading towards its lair in Nan Mordeleb, and
will fly straight north towards Fangorn forest.
The heroes will need to ride at a sharp pace, and
will be able to reach the southern eaves of
Fangorn on the night of the second day after
departing Edoras. There they will lose track of
the beast, as they cannot enter the forest on
horses, and the tree canopy effectively blocks
free sight of the sky.
The heroes will need a Fatigue test at
TN14. In addition, having forced the ride,
an additional Athletics test is required:
with a failure they add 2 extra points of
Fatigue, 1 with an ordinary success, and
none with a great or extraordinary success.

FANGORN
If the company enters the wood, a
dense fog will surround them and they
will be attacked by Huorns as the group
necessarily splits when crossing a ford
with uneven banks and slippery stones
in the water. An Athletics test is
needed to overcome this obstacle and
climb to the flat path or clearing. Failing
to do so, the hero will be Severely Hindered during the combat. Athletics
might also be needed to jump from one
bank to the other in one turn and help
comrades in need. Otherwise, it will
take two turns to descend one bank,
cross the stream and climb the other
one. This should be a fight they cannot
win, so add Huorns as needed, waking
more of them up as long as the battle
lasts. Once several heroes are Wounded
and knocked out, the animated trees
will slowly back off, while the humming
of a deep song approaches.
It is Treebeard that appeases the
Huorns with a shepherd’s song [think of
Tom Bombadil and the Barrow-wights].
He will take the beaten heroes to Treebeard’s Hill (HoR, p. 80) where they
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can heal their wounds and recover their strength
(full endurance, Wounds will disappear, and
reduce Fatigue by 1 point). Meanwhile, Treebeard will ask about their affairs in Fangorn
forest. The Ent will in turn talk about a Shadow
that has established itself in the valley of Nan
Mordeleb, which lies in the direction the heroes
saw the Vampire flee. Treebeard, though,
cannot guide them to the valley, as he has
urgent business of his own with the wild
Huorns. But he knows of someone who inhabits
the slopes of the Misty Mountains as they meet
the edge of Fangorn, and who can take the
company there. Someone who used to live in
the valley well before such darkness nested in,
but still will remember the way.
Treebeard will also add that Saruman has
visited him lately, as the Wizard had been suspicious of some darkness nesting in the frontiers
between the valley of Isengard and the forest.
Saruman had asked Treebeard to keep an eye
over his western frontier and keep him
informed. Maybe the heroes would want to go
to Isengard first, and share the news with the
White Wizard, who could help them trace the
darkness. It is up to them whether they prefer
to get the help of Saruman in facing the Shadow
lurking in Nan Mordeleb (and thus losing some
time), or if they prefer to travel to the valley as
soon as possible with the help of Treebeard’s
guide.
After making their decision, he also asks
them not to talk about the sentient trees and
himself with anybody. Treebeard doesn’t want
visitors in his lands, iron clad feet over his roots,
or sharp axes cutting their trunks. The legends
and stories about the “enchanted” Fangorn have
kept the Ents free from dangers, and he would
like it to keep that way.
If they choose to hunt the Vampire right
away, Treebeard will take them along the
Entwash to the slopes of the Misty Mountains to
find their guide. There they will be introduced
to the Lazy Kadrik, a massive ogre who has
renounced strenuous fights against armed preys
in favour of the more soothing activity of fishing
his meal. Treebeard will tell the company about
Lazy Kadrik along the way, explaining that he
did personally watch on the ogre when it first

appeared in Fangorn. Used to ogres and trolls
being destructive and openly vicious, Treebeard
was surprised to see how Lazy Kadrik preferred
less violent ways of living. It kept to itself in its
cavern and only killed fish to eat. Lazy Kadrik
never hunted bigger prey and seemed to avoid
any strenuous activity. The tree-shepherd has
since talked with Kadrik sometimes, and has
learned from the ogre that it has had enough of
fights and wounds, and has chosen a life without
danger and peril. The heroes might be reluctant
in the first place to trust an ogre, but Treebeard’s words should be enough to change their
view on Lazy Kadrik and, at least, offer the
creature the benefit of doubt.
If you feel that a non-violent ogre is not
believable in your Middle-earth, you can easily
use the Ent Wyrmwood (HoR, page 78) as the
Guide to Nan Mordeleb.

Lazy Kadrik
He is a creature with its own background
created by Jared Earle and illustrated by
Jon Hodgson that appears in the Patreon of
Mr Hodgson.
Next is a shortened version of the ogre’s
description and background as appears on
the document. Some changes to his background would be needed if Kadrik’s history
should surface, to accommodate it to the
Rohan region.
Lazy Kadrik is above average size, even for
an ogre. He wears the skin of a brown bear on
his shoulders, a few strips of cured leather
hanging over his chest and a horse skin loin
cloth and skirt. His left leg has a long scar
running the length of the thigh, with leather
string strapping down the whole leg. His right
leg has similar tribal scarring marks to both his
arms. He has a javelin holder on his back, made
of a peasant scarf that holds three javelins, and a
short club hanging from the belt of his skirt.
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Background
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Kadrik is an ogre. He wandered the countryside, as ogres do, in search for food until met
Greviss Manshaw, a noble huntsman, and his
party. Manshaw was hunting boars in the
region, but got side-tracked by tales of the ogre
and set out to rid the lands of this scourge.
Manshaw was a formidable hunter, chasing the
large ogre from Manner's Clump on horseback
and hitting him a few times with his boar spear,
but he and his party were no match for Kadrik
and his mighty club. Manshaw didn't go down
easily, and he gravely wounded the ogre, nearly
immobilising him with a spear to the thigh, but
it wasn't enough. Kadrik won the fight, killing
the noble and his three staff. The injury to
Kadrik's leg was severe, but he survived. Even
though he was incapable of walking, he recovered by dragging himself to the cave, easily dispatching the hibernating bear whose home it
had been up to that point, and setting up residence there while he recovered [Note: could
Kadrik have killed the father of Stoneclaws the
Bear (HoR p.78), and gravely wounded his
pregnant mother, that barely managed to
escape?]. Surviving off the two horses from the
hunting party that he killed, and the tasty flesh
of the hunters, he slowly recovered from his
near-fatal injury, and when the horses and men
ran out, he switched to spearfishing in the river,
finding Manshaw's spear remarkably adept at
feeding him. This was three years ago, before
Kadrik just got lazy. Now recovered from his
injury, the ogre has turned to the peaceful life of
a fisherman, only varying his diet with the occasional sheep or deer that wanders within range.

This large boar spear has a lightly serrated
blade tapering off to a long, solid point at the
end, mounted on a heavy dark wood shaft.
The blunt end used to be wrapped in ornate
leather and velvet cord, but in the hands of an
ogre for three years, it’s become a greasy mess
of slivers of fish skin, matted wool and human
hair threaded through the once beautiful
weave. The occasional rounded nail heads
hammered in the shaft have been modified to
hold metal rings that have fish bones and
other trinkets hanging from short catgut cords
provided by local sheep that wandered into
the ogre’s wandering range. Manshaw had
this boar sticker made for hunting and has
prodigious, mechanical efficacy against
beasts, making it the perfect tool for a lazy
ogre that’s turned to spear-fishing for
survival.
Also, they don’t need to fear the Huorns
anymore; Treebeard will have a path opened for
them, but he will warn the heroes and Kadrik
before they part ways: “Don’t leave the path!”.
As a Guide, Kadrik’s personality will make
the fellowship advance slower than they could.
He will stop to fish every now and then (“we
will need rezourssess, and my legs aching
hard”), forcing the company to take an additional Fatigue test. On the other hand, any
Hazard that affects the Guide will be considered
automatically passed.
▪ The whole journey will take 6 days from
Treebeard’s Hill to Nan Mordeleb,
accounting for Kadrik’s slow pace. Two
Fatigue tests are needed at TN20.
The company can decide to inform Saruman
at Isengard of their findings at any moment
before they head for Nan Mordeleb, or even
before entering Fangorn forest. If they do so,
Saruman will erupt in anger, mumbling about
“an Enemy’s agent, spying and weakening
us…”. He will order the heroes to follow him
to Nan Mordeleb (if they already know about it)
or to “a dark place in the mountains, in which I
detected a strong presence of the Shadow some
time ago. Now I know what hides in there…”.
The White Wizard won’t enter into details with

the fellowship, and will act very quickly, seemingly oblivious to them. He will only order the
heroes to follow, in contrast to any other alluring conversations they might have had in the
past. He will walk with a speed that feels unusual, and the company itself will move at a pace
they never thought possible. But once they
reach Fangorn, Saruman will leave them behind
[see “Saruman Revealed in Wrath” in The Darkening of Mirkwood, page 49]. Luckily, he will
have opened a road of sorts in the wood, as his
infuriated presence has frightened the animated
trees that have split as if they were fleeing from
a flame, or a gigantic axe had cut a straight way
between them.
But once the Wizard passes, the Huorns
slowly revert to their regular behaviour try to
close the path again. The company will need to
force the march to take advantage of Saruman’s
passing. If any of the heroes fails his Fatigue test,
one of them will need to pass an Orientation
test (Explore) to follow the direction Saruman
was heading. If the Orientation test is failed,
they will still reach the mountain slopes, but
each hero will suffer 1d6 Endurance damage, as
roots and boughs have slashed and trampled
them in their way.
▪ Alternatively, if the fellowship went to
Saruman before entering Fangorn, you can
play the scene of the Huorn attack and the
meeting with Treebeard and Lazy Kadrik
once they lose sight of Saruman inside the
forest, or if they fail their Orientation test.

NAN MORDELEB
When at the slopes of the Misty Mountains,
they have to cross ravines and rocky hillsides
towards the inner parts of the mountain range,
where Nan Mordeleb lies. During their way,
they will have to face two hazards:
▪ Frozen waters. Little streams, tributaries
to form the Entwash and the Limlight,
flood the rocks and cracks. They are frozen
from the winter cold, with just a thin cover
of ice, a bit sturdier on the banks. The
Company can choose to avoid them,
looking for dry spots and taking some
detours (everyone gains 1 point of Fatigue
automatically). Or cross them straight and
not lose time (Fatigue test with no Fatigue
gain if successful, or 2 points of Fatigue if
failed).
▪ Nightmare near Nan Mordeleb. As
the Lazy Kadrik announces they are reaching the dark valley, all heroes will have a
nightmare that night. Each one will be
alone, sweating, under a full red sun that
burns the sky and dries their skin. They
find themselves at the shore of a river of
gold, glimmering and refreshing. Green
shiny fishes swim under its surface. Each
hero has to choose whether to jump into
the river to avoid the burn of the sun, or
endure it. If they jump, they will feel
refreshed momentarily. But after a few seconds, they will notice that they can’t reach
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out, as if the surface of the water was solid,
and begin to drown. Even as they abruptly
wake up, the sensation of being suffocated
lasts, and they have to succeed at a Corruption test: 1 point of Shadow if successful, 2
if failed. On the other hand, if they choose
to endure the sun, they need to check
against their Valour, as there is no place to
hide from it: 1 point of Fatigue if successful, 2 if failed.
An opening at the side of one mountain
reveals a gate of dwarven stonemanship, probably of an abandoned mine or guard tower. Once
you are inside, the darkness is thick, although
faint glints light the place dimly. They come
from phosphorescent fungi that grow all over
the walls, floor and ceiling. But the odour is
pungent, and humidity and stagnant air produce
a smell like putrid flesh. Once the company

The Lair © by Jon Hodgson, used with permission
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enters the lair, they are stepping into a Blighted
Place and must therefore succeed at a Corruption test or gain 1 point of Shadow.
If they came here following Saruman, he will
be waiting for them seated next to the entry of
the dungeon. “It was about time you arrived…”
he will reprimand the company, and will enter
the cave without allowing the heroes a pause or
respite.
A map fit for the Vampire’s lair in Nan Mordeleb can be downloaded from Jon Hodgson’s
free content at his Patreon page (see image
below).
Inside the lair they will have to fight goblins
(The Pale Ones, HoR page 124) and a fungal
troll (HoR, page 125) before reaching the Vampire’s lair. Because of the dimly lit darkness, the
heroes will be considered Severely Hindered

(TN+2). If Saruman is with them, he will light
the way with a white flame that is even a bit too
bright. But the heroes won’t suffer any penalty
to their rolls, while the enemies will suffer from
their Hate Sunlight weakness. Use the barricades and turns in corridors to ambush the
company and make combats more challenging.
Once in the deepest part of the dungeon,
when they reach the inside of a tower carved
inside the mountain by dwarves, they will find
Sunnifa, dirty and ragged, lying on the floor.
She will implore the heroes to rescue her and
return to Meduseld, “before the winged shadow
returns”. Of course, she is trying to fool them
into believing she was kidnapped by a monster.
But her abilities as a servant of Sauron allow her
to enthral good hearted people. If Saruman is
present, he will cast off the veil of illusion
immediately and show the Vampire for what it
is. If not, the companions will feel the urge to
believe Sunnifa. Consider the highest Wisdom
among the heroes, and add +1 if there is an elf
present, and another +1 if they saw Sunnifa
turn into the Vampire in Meduseld. That is the
Tolerance of the Encounter. No Introduction is
needed, but the company needs to achieve 4
successes with Personality skills or arguments
against the illusion (Lore, Song, Awe…)
before they run out of Tolerance to be able to
break the illusion and attack her. Otherwise,
tell the players their characters believe Sunnifa
and feel the urge to “rescue” her and bring her
back to Edoras. Remember that probably no
one in Edoras saw Sunnifa turn into a monster,
so she will be greeted with open arms and the
company will be rewarded as saviours. In time,
Théoden will recover under the redoubled cares
of Sunnifa, and the Prince will be so grateful to
her that the servant will be at his side at all
times. Even offering him counsel as he grows
older and faces new responsibilities for the care
of the Riddermark… Meanwhile, the heroes
will have an ever-growing blurred mist over the
memory of how they came to rescue the new
counsellor of Prince Théoden.
But if the company manages to break the
phantom, and attack the Vampire, the creature
will fight until it is Wounded or reaches 0
Endurance points. At this point it will try to flee
through the window opening in the tower. The

room can be filled with great bats if needed,
that act as the Vampire’s spies roaming the land.
They can fall down on the heroes to hassle them
during the fight and help their master flee.
Saruman won’t fight directly with the Vampire,
but his magic light will negate the Denizen of
the Dark Special Ability, and trigger the Hate
Sunlight weakness. If the fight is going too well
for the heroes, you can make Saruman lose concentration after a few rounds of combat, as he is
lured away by a strange mirror leaning on
wall... The company will face the unhindered
power of the Vampire and the troublesome
cloud of flapping bats without the extra help of
the White Wizard.
The lair has no treasures, as the Vampire is
not a creature that gathers or enjoys gold and
trinkets. And neither the Pale Ones nor the
fungal troll have any travellers or adventurers to
plunder in this hidden part of the world. But
there is a mirror, framed in gold, against the
wall. On its black surface there is just a tiny red
spot. Suddenly, the red spot grows in size filling
the inside of the black mirror, and it looks like
the burning red sun that they saw in their nightmare. It seems to move nervously, as if it were
an eye looking for something, and halts when
facing the fellowship. In that exact moment, the
red spot disappears and leaves the surface of the
mirror black as a burned charcoal. Each hero
gains 1 point of Shadow, and those that fail a
Corruption test gain 2 more, trembling but not
knowing why.
Even though they can’t know it yet, the
attacks by orc groups that appear in the next
two adventures have been mobilized by the
influence of Sauron. Seeing that his spy and
agent has been discovered, the Dark Lord is
quick to launch attacks on Rohan before the
Riders are able to recover from their internal
divisions. These hastened attacks, while strong
and numerous, will be disorganized, allowing
Rohan to have a chance to drive them back if
they manage to unite and call for allies (the
Dunlendings of past adventures). If, at any time
during the next adventures, you see the chance
to highlight this fact (that the orcs are mysteriously and for reasons unknown stirring in the
mountains, as if someone was activating them),
take it and allow the heroes to know that the
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Enemy has many hands, and that their victory
over the Vampire might have been also the
trigger for greater dangers.
As the company returns to Edoras with news
of what they have encountered, maybe Saruman
could be at Meduseld departing with the King
and Queen if they didn’t meet him during the
adventure. That is especially appropriate if
word was sent to him while investigating
Théoden’s malady in Edoras, but the company
left in a hurry chasing the Vampire just the same
or next night the messenger was sent. After
hearing the heroes’ narration of what they have
discovered, Saruman will be openly disturbed.
He will ask many questions about the mirror
and the nightmares, if the company mentions
them. You can also use him to explain some of
the foggier parts about what has happened, like
the fact that the Vampire was an agent of the
Enemy, that it didn’t want to kill Théoden, but
to keep him feeble and malleable, and any other
questions that might arise from the heroes that
only someone with a higher knowledge like the
White Wizard might know. Before leaving, he
will warn the fellowship and King Thengel that
he foresees dark times coming, despite all
efforts to the contrary in the Riddermark.

FELLOWSHIP PHASE
If the company kills or scares off the Vampire, Théoden will quickly recover month by
month. By summer he will be able to ride again,
and swing a sword and throw a spear vigorously. From there on, during the autumn of the
same year for instance, the next adventure
“Below the Last Mountain” can be run. Afterwards, the next
winter can see
the events of
“The Woes of
Winter” unfold.
As the year
progresses, it
will be evident
that Queen
Morwen is
pregnant. From
how it evolves,
the women at
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court will have doubts and gossip whether she
got pregnant while Théoden was ill (thus pointing at the desperation to have another male
heir), or after his recovery (thus being a child
conceived out of joy). This could add some
drama to the background of the future child, if
you think this could fit your campaign somehow.
Whatever the case, in December 2963
Théodwyn will be born. This could be news
that are part of the Epilogue of the campaign,
after “The Woes of Winter” has been played. Also,
Myldrid and Esmund won’t take long to engender a boy of their own after the wedding, called
Éomund. The happy family will live in Aldburg
in the East Fold, and after Cenric’s death or
retirement, Esmund and later Éomund will take
the place of Third Marshall. Théoden and his
sisters will all spend many summers in Aldburg
with their relatives, but also with the beloved
Myldrid, Esmund and Éomund. In a not so far
future Théodwyn and Éomund will marry, and
later will be the parents of the beautiful twins
Éomer and Éowyn.
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This adventure builds upon Peter’s submission
‘Buckleberry Tales’ from Other Minds, Issue 19. It
uses his treatment as the background for some great
Hobbit adventuring background. It is special, as it
focuses on Hobbit-only adventuring groups - something rarely seen and therefore all the more valuable.
I am sure you will enjoy running this adventure as
I had in editing and finally publishing it!

INTRODUCTION
The chill morning air makes you pull your
cloaks tighter as the high waters of the Brandywine flow swiftly by. Your boat, anchored just a
stone’s throw from the riverbank, pulls on the
rope from the current but still holds. The sun is
not even above the tree-line yet; one or two
early fishermen prepare for another day on the
river while the rest of Bucklebury sleeps.
Heavy rain and melting snows far up north
have caused the river to rise to dangerous levels,
closing down Bucklebury Ferry and making it
harder than usual to navigate the Brandywine.
You sit on the wooden deck of a sturdy riverboat, silently wondering if heading out is really
such a good idea.
You’ve all heard talk of a local captain,
Sadoc Greenhand, gone missing while traveling
south to Deephallow and the Shirriff’s attempts
to find him have brought up no results so far.
But Marigold Brown, a local and famous trader
of tobacco and pipes, has asked you to look in to
the matter more thoroughly, as she was the one
who asked Captain Greenhand to handle an
important shipment to Deephallow and head
out on the river in the first place.
Along with her trading goods, Marigold
included an old and very important heirloom
with the cargo. A locket of beautiful craftsmanship and securely placed in a wooden box,
meant to be delivered to her cousin Peony in
Deephallow. But to her dismay and horror, the
shipment never reached its destination; the
boat, crew, captain and precious cargo vanished
without a trace.
Now you wait aboard your vessel for dawn
and enough light to safely navigate the Brandywine towards Deephallow; searching for Marigolds Brown’s missing heirloom and to find out
what ill fate befell Captain Greenhand.
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OVERVIEW
When
The company may undertake this quest
during early spring, anytime around T.A. 3000

Where
This tale begins in Bucklebury and then takes
the characters down the flow of the Brandywine
River and the flooded woodlands of the eastern
bank between Standelf and Haysend.

What
A small band of big-folk highwaymen
ambushed Captain Greenhand and his crew in
the hopes of finding valuable loot but found
only boxes of tobacco and the old heirloom.
They stole the cargo and killed almost the whole
crew, sparing only the captain. The latter was
kidnapped in the hope of finding out more
about the region’s villages.
A terrible wight, old and hungry and
inhabiting the bloated carcass of a dead man, has
been freed by the rising of the river and has
shambled out of its half-sunken cairn. It caught
the highwaymen off guard, killed them all and
dragged them back to its tomb to serve some
dark and unimaginable purpose.
Captain Greenhand managed to escape but
went mad at the sight of the undead horror
from the river and now wanders the area alone,
scared and confused.
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Why
The characters are asked by Marigold Brown
to help find a golden locket that has disappeared
along with her shipment of tobacco to Deephallow. The locket is a family heirloom, very valuable and possibly of elvish origin. Her dear
friend Sadoc Greenhand is the captain of the
boat and is missing as well.
The characters know both Marigold and
Sadoc to be trustworthy and respectable hobbits
from Bucklebury. Few would hesitate in helping
them.

Who
There are only a few characters involved in
this tale. Marigold Brown is a tobacco and pipe
trader in Bucklebury, well-known and
respected in all of Buckland and even in the
Shire. Captain Sadoc Greenhand sails the riverboat Rose up and down the Brandywine and his
reputation as a worthy sailor commands respect
among most hobbits that know of him – even
though most non-Buckland Hobbits would
regard regularly using a boat in itself foolish.
The thing from the river tomb is a sinister spirit
of forgotten days, purposely imprisoned centuries ago, and now released by this year’s unusually strong rise of the Brandywine river. Peony
Brown is the cousin of Marigold Brown, lives in
Deephallow and has a reputation of being
slightly odd, as far as Hobbits go, but also
known for her skill and healing ways with herbs
and plants.

ADVENTURING PHASE
Part One – The Pipe & Barrel
The characters are asked to visit The Pipe &
Barrel, a quaint little tobacco shop on the outskirts of Bucklebury. They meet Marigold
Brown, the owner and proprietor of the shop,
and she asks them to help find her friend
Captain Sadoc Greenhand and the heirloom
locket she sent with him to deliver to her cousin
Peony in Deephallow. The characters realize
that the rumours about the Captain having disappeared are true and that something must have
gone wrong while he was navigating the high
waters of the Brandywine. To find the heirloom
and the missing captain, the characters are provided with a sturdy riverboat and head out at
the break of dawn.

Part Two – Searching for Rose
The journey south along the flow of the river
offers many challenges, as the water levels are
high and the currents strong. Asking other
travelers on the river or stopping by villages
close to the water provides no clues as to where
to find either boat, captain or cargo. After
having passed Standelf the river forces the characters to keep to the eastern side and they
finally come upon a cove where they find the
missing Rose.

Part Three –
A Turn for the Worse
Finding the Rose turns out to be a grim tale
indeed as the characters discover that the boat
has been boarded, the crew murdered and the
cargo stolen, including Marigold Brown’s heirloom. The body of the captain is nowhere to be
found and the tracks that lead away from the
cove show troubling signs of big-folk. What’s
more, it seems the captain might have gone with
them. The tracks lead south along the bank and
take the characters in the direction of Haysend.

Part Four – The Camp
After a day’s travel, following the brigand’s
tracks, the characters come upon a horrible
sight. The camp of their quarry is in complete
disarray and there are signs of bloodshed but no
bodies pr survivors are to be found. A strange
coldness lies over the area and a dreadful smell
of death. It is very hard to tell if anyone survived whatever happened at the camp, but it is
also clear that something came upon them.
Something unnatural. The locket is nowhere to
be found.

Part Five – The Madness of
Captain Greenhand
As the characters search the area they find
more tracks made by the thing that attacked the
camp. Tracks from bodies being dragged
through the undergrowth and over wet ground
can be found. This is when the characters realize
they are being followed and finally find the
starving, mad and terrified Captain Greenhand.
He tells his story and hints of the river-thing
that hungers for blood and comes to hunt after
dark. He also tells of the heirloom that the
leader stole and hung around his neck.

Part Six –
The Thing from the River
To find the heirloom, the characters search
for the body of the brigand that hung it around
his neck. The river-thing senses their presence
and moves to hunt as soon as the sun sets while
the characters track the creature to find either
its dark tomb or the horror lurking within. The
creature will not yield and will be a great challenge to defeat.

Part Seven – The Tomb
When they find the tomb it is partly filled
with river-water and reeks of death and decay.
It is a corrupted place and the bodies of many
victims lie in the water. The characters find the
locket as well as other ancient artifacts among
the rubble of the cursed grave. Having found
the heirloom they return to their own boat,
bringing poor Captain Greenhand with them.

88

Part Eight –
Delivery in Deephallow

Epilogue –
Returning to Bucklebury

With the heirloom safe, the characters travel
to Deephallow to find Peony Brown. She welcomes them and tells the Company more about
the locket, a tale of elves and shadows that
somehow rings eerily in the hearts of the characters.

They leave for Bucklebury to make sure
Captain Greenhand gets his rest and for Marigold Brown to see her friend alive and safe
again. She confirms the tale that Peony told and
shows them a secret about the locket that not
even Peony knows.

PART ONE THE PIPE & BARREL
Bucklebury
Tobacco, pipes and a cup of tea
The Pipe & Barrel is located in the northeastern part of Bucklebury, a house standing apart
from others with a thatched roof and tall chimney, a short walk from the northern gate. A
wooden sign in the shape of a curved pipe hangs
above the door, faded golden letters spelling out
the shop’s name. Approaching the house, the
musky scent of pipe-weed lingers in the air and
the garden outside holds a handful of tables and
chairs for guests to enjoy a cup of tea, some biscuits and a fresh batch of Old Toby.
Marigold Brown, proud owner and proprietor of The Pipe & Barrel, has reached out to the
characters asking for help. Her dear friend
Captain Sadoc Greenhand has disappeared and
with him a whole shipment of goods destined
for Deephallow. It also included a private
package for Marigold’s cousin Peony Brown, a
carved wooden box that held a golden locket of
beautiful craftsmanship.
Spring rain is pouring down and Marigold
greets the characters warmly as they answer her
call for help and invites them in, offering tea
and chairs around her kitchen table in the back
of the store. She lights her pipe, the fire crackling pleasantly in the background, and as she
begins telling her story it becomes apparent that
the locket has a history that reaches far back,
long before Buckland or even the Shire existed.
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”It belonged to my mother, Moira Brown, and
her sister before that and reaching further
back many generations. You know how it is,
old heirlooms pass down through generations.
But we thought my mother had lost it years
ago it until recently when I went through an
old chest of hers, long forgotten in the back of
an old wardrobe. There it was, a small and
carved wooden box with the locket folded in a
piece of cloth inside. You know, the story goes
that it was made by Elves, long ago and given
as a gift to an ancestor of mine, presumably
named Delilah Brown. Rumors has it, she
befriended an Elf and the locket was given as
a token of affection and friendship. Nobody
knows what’s inside though, since we don’t
know how to open it, but the craftsmanship is
remarkable.”
If the characters ask for a description, she
tells them it is a golden, elegant oval locket with
thin intricate lines framing the blank center.
Marigold then moves on to talk about
captain Greenhand, the rising of the Brandywine
and the lost shipment. It doesn’t take long for
the characters to realize she is no stranger to
treacherous waters, knowing full well the
dangers of navigating a swollen river. She genuinely fears for the life of her friend, since there

is no Hobbit that knows the Brandywine like
Sadoc, and he wouldn’t simply get lost due to
inclement weather.
”I told him to wait, as it is of no use rushing
into danger. Better be safe and not
underestimate the Brandywine. Now look
where we are. Dear Sadoc is missing, the
cargo and locket gone, and not a trace of
where they all went. I hear good things about
you though, your names come up from time to
time in these parts and I can tell you’re
Hobbits worth your salt. Now, danger is on
the Brandywine, make no mistake and it
won’t be easy finding out what happened, but
if you could find and return him together with
the locket, then none would be a happier
Hobbit than me.”
As the Companions accept, she offers them a
sturdy riverboat to use while searching for
Sadoc, as well as the promise to provide them
with excellent pipe-weed and a handsome
reward for their kindness once they return.
”Go talk to Hamfast at the Old Barge. He’s
got a fine riverboat, steady and swift in the
water, that he’s agreed to let me borrow. He’ll
make sure you have everything you need for
the journey. Be safe, friends, and mind the
currents.”

Bucklebury there is actually a well-known
blacksmith and weapon’s master who makes
most of Buckland’s quality weapons. Her workshop can be found on the left side down Ferry
Road, only a few minutes west from the central
square, and goes by the name of Adamanta
Twofoot.
Since Bucklanders, more so than Shire
folk, often are born with a bit of a traveler’s
spirit, the need for good, wholesome waybread,
less spoiling provisions and hearty meals for the
road is on high demand in Bucklebury. Cotman
Noakes brags high and wide about the quality of
his breads, biscuits and meals for the weary
traveler, and by many accounts he is right with
that. Few Hobbits would contest the greatness
of his food, and none go hungry nor tired who
take it on a long journey. Some say his recipes
are too good to be true, and that he must have
some secret ingredients that he doesn’t share
with anyone else. Cotman’s shop lies on Oak
Street, a few houses down to the southwest
from South Gate Road.
If you go to the central square in Bucklebury, and face east towards the Old Forest,
you’ll see an old smial facing the square. Most
buildings here are houses, but this one has stood
the test of time and a green wooden sign outside

The characters can stay a bit longer, should
they choose so. Marigold can be a source for
Buckland stories, legends and news. Many locals
and travelers pass by her shop and her trade
connections run far and wide, at least by Hobbit
measures. Eventually however, she will urge
them to go on, as their quest allows no further
delay.
There is a section on Bucklebury as well as
other places in Buckland in Other Minds #19,
Bucklebury Tales1, but if the characters have a
need to explore the village more thoroughly,
there are a few places that might prove interesting and worth a visit.
Buckland in general is a relatively peaceful
region, with very few violent feuds, but in
1

Bergman, P. 2018. Buckleberry Tales.Other Minds,Issue
19, page 119 ff.

Hobbits © by aegeri, used with permission
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reads Trader Maggot in deep red letters.
Everard Maggot, his wife and three children, all
work very hard to make sure they provide the
best goods the region can offer. Everard is said
to have seen the Blue Mountains and to have
traveled as far south as the ruins of Tharbad.
Everard knows the pitfalls, understands the
need for good equipment and won’t sell you
anything that’ll break after a week on the road.

The Old Barge Tavern
Safely moored to the dock, the Old Barge
Tavern has managed to weather the rising
waters of the river, and as the characters
approach along the wooden gangway, several
guests have escaped the rain by seeking shelter
under a wide tarp spanning the central parts of
the deck. Bucklebury drinking-songs can be
heard from under the makeshift tent and a few
lanterns offer light over cramped tables as the
darkened sky rumbles overhead.
Hamfast Brownlock can be found below
deck, serving customers and telling stories
about the early days of Buckland, a time when
the region east of the Brandywine was far more
wilder than it is today. He’ll recognise the characters when they arrive, and will offer them
food and drink before he mentions his boat.
”It shows character that you all offered to
help. Sadoc gone missing on the river seems
very odd to me, and something is definitely
wrong there. Some fellows from Rushy told me
that they’d seen tall-folk further south a few
weeks ago, somewhere along the banks beyond
the Overborne Marshes. Small group of harsh
men with weapons and a dark look of
desperation.”

Prancing Pony © by Matej Cadil, used with permission

Along with dinner and supper at the Old
Barge, Hamfast provides the characters with
food, drink and other necessities for the journey, should they need it. He then leaves the
characters to their own business until just before
dawn, when he wakes them up and takes them
further down along the riverbank to his boat,
made ready to depart. He stays silent for most
of the walk, but as they get ready to head out he
looks out over the water and whispers.
”Be watchful, friends. Something’s stirring in the
river. Can’t say what, but I have a bad feeling.
Like dark clouds on a distant horizon. Don’t
linger and avoid the banks close to the forest and
the marshes. And make sure you come back.”

He offers the characters to stay the night if
they wish, there are several hammocks in the aft
sleeping quarters that they can use, but he
strongly suggests they leave at dawn.
”The river won’t calm down for a long time
in this blasted rain. It’ll probably make it
only worse. But I’d say there’s no time to
spare. If Greenhand is stuck somewhere, then
he’ll need help as soon as possible. Just stay
clear of driftwood and mind yourselves out
there.”
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Bywater Pool on the day of Bilbo’s party © by Sarka Skorpikova,
used with permission

‘Long Journey to Deephallow’ adventure Map b n a by Peter Bergman
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PART TWO –
SEARCHING FOR ROSE
Driftwood
Mists dance over the surface of the water and
a cold drizzle begins to fall as the characters feel
the current taking hold of their vessel. It slowly
pulls them away from the river bank and into
the main flow of the Brandywine, beginning
their perilous journey south. The boat is
equipped with both sail and oar to make the
most of any weather, but the current is so
strong that all their efforts to navigate the river
become a battle using its rudder and poles to
avoid debris floating in the water.
Use the rules in The One Ring Roleplaying
Game rulesbook1 starting on p. 153, and combining them with the additional rules on boats and
ships in Journeys & Maps on p. 15 and onward of
the same book. With this, the Loremaster
should have the Heroes steering the boat roll for
an additional Athletics Test, besides the
regular Fatigue Test, to see how they handle
the currents and various obstacles that cross
their path. In this case the TN is 16 and there is
enough room for two Hobbits holding the
rudder, should the need arise.
To the west lies the Marish and the Eastfarthing of the Shire, and its wide stretches of
farmlands dominate the landscape. Patches of
alder, birch and willow are spread out along the
riverbank and beyond can be seen a low rise
running in a north-south fashion. Along that rise
the road between the Great Eastern Road and
Deephallow curves its way and many carts and
wagons can be seen, slowly working their way
towards Stock or Rushy.
The eastern bank between Bucklebury and
Standelf is more wooded and it slowly rises
towards the Old Forest in waves of low green
hills. Scattered areas of farmland can be seen,
but for the most part Buckland is wilder than
the Marish. However, as the Company closes in
on Standelf the landscape becomes flatter and
gives way to a more open terrain. High grass
1
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and great white boulders and rocks spread out
and join the river, with many small streams
coming down from the eastern hills.
Beyond Standelf, the region returns to its
wooded state, and creeping down the hills from
beyond the Great Hay, the Old Forest slowly
inches its way towards Haysend and the Brandywine.
For more information on Standelf and
Buckland, please see Bucklebury Tales in Other
Minds #19. Should the company want to make a
stop at Standelf, they might find it an intriguing
place, though it offers nothing of importance
with regards to the fate of Sadoc Greenhand.

The Hidden Bay
The finding of The Rose largely depends on
the abilities of the one who acts as Scout,
Huntsman or Look-out as they journey
south. As the brigands never tried to conceal the
vessel, this should not be too hard. They simply
boarded the boat and then forced it into a small
and partly hidden cove on the eastern side of
river. The small bay is now filled with driftwood, debris and flotsam, making any attempt
to free the Rose or accessing the boat to find out
what happened, very difficult.
Should the Scout, Huntsman or Lookout trigger some kind of Hazard during their
journey, then that might offer some obstacles in
finding the boat, but apart from that it is simply
a matter of succeeding at a Prolonged Action
with an Explore-, Hunting- or Awareness
Task (TN 14) and achieving a total of five
Successes, depending on how the characters
want to go about finding it. They might of
course want to work together to achieve those
successes, which is fine.
The cove itself has been affected by the
rising water level of the river and many trees
have lost their stability and fallen into the water.
Trunks and gnarled branches have drifted into
the bay, creating a treacherous tangle that surrounds the boat and there is no way to reach
The Rose without risking life and limb. Traversing the floating trees is a Hard Task (TN16) of
the character’s Athletics.

PART THREE –
A TURN FOR THE WORSE
The Rose
Surrounded by driftwood, a stone’s throw
from the riverbank with its hull pierced by
splintered branches, The Rose is slowly taking
in water and its stern is already below the surface. Regardless whether the Company
approaches the site from land or water, the ship
looks like it met its ill fate from colliding with
the debris of the Brandywine.

signs of carrying heavy cargo, but perhaps the
most interesting find is a set of prints that
stumble along with the big folk. Hobbit tracks,
seemingly unstable and dragging their feet, but
unmistakably Halfling-sized and very much
alive. The logical conclusion is that someone
from the crew was taken by the attackers, and
dragged away by them.

But when taking a closer look, either
through an Awareness, Hunting or Search
Task, it becomes apparent that something more
sinister was afoot when The Rose entered the
bay. Attached to the side of the boat can be
found a rusty grappling hook stuck deep
between the planks, scratches mar the railing
and there is blood everywhere. These signs tell
a story of dark deeds and merciless violence.
There is no sign of the precious cargo, the
barrels of tobacco gone and anything else of
value taken. Should anyone in the company
succeed with a Search Task, they would probably find a quickly scribbled note among
Captain Greenhand’s personal belongings, on
the floor of his bunk beside a broken chest.
Black ink spilled on the floor, dripping over the
parchment.
Brigands on the water. Trying to
board us. Looks like big folk.

They might, on a great or extraordinary success, also find his ship’s log missing, along with
his trusted old maps, charting out the ins and
outs of the Brandywine as well as the lands surrounding it.

Hobbit Feet
Performing a Hunting Task, the company
might gather that the brigands for some reason
left on foot over the side of the boat. Then they
continued up the river bank, and not by any
other craft made for transportation over water.
The tracks lead off into the woods, showing

Marshes © by Ulla Thynell, used with permission

PART FOUR – THE CAMP
Treacherous paths
The tracks lead south though not in a straight
line, as the river is so high that some of the
lower areas have been flooded, making passage
near impossible. A Hunting Task is required
to be able to follow the tracks as they slowly
snake their way through the landscape, sometimes taking necessary detours to avoid the
worst of it. The journey to the end of the trail
stretches for about twenty-five miles through
Moderate terrain. The whole of the Shire,
including Buckland, is rated as Free Lands, and
so the TN for the journey is 12.
This region is usually quite pleasant to
wander, following the soft flow of the Brandywine, but with the heavy rains and the rising
river the lower areas have turned into small
bogs and tangled traps of wet undergrowth.
Traversing it now demands a sharp eye and light
feet, else the Company might find itself stuck in
a hidden sink-hole, lost among the small islands
of sure footing, or worse.
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A most gruesome find
The tracks lead to the remains of a small
camp overshadowed by a crumbling and overgrown stone wall, the forgotten remains of an
old house. There are no signs of life from what
can be seen from a distance, and as the characters approach they might feel a disturbing sensation of lingering darkness, a distant sinister
intent, should they succeed with an Awareness
Test (TN14).
The camp itself is in a state of complete
disarray. Barrels of tobacco smashed, equipment
thrown about and backpacks and sacks of cloth
drenched in mud and spattered with crimson
blood.
A successful Hunting Test (TN14)
reveals unnerving tracks and signs of chaotic
struggle. Something came at them from out of
the dark woods and attacked the camp. Most
were taken completely by surprise but tried to
make a stand. A handful of the brigands appear
to have fled into the night, though to no avail.
Those who ran were hunted down and slayed in
the dqrkness, and the tracks of bodies being
dragged away, all in the same direction by whatever killed them, sends shivers down the spines
of any who notices.
But there are other tracks that lead from
the camp as well. Among those who fled, when
the thing from the woods fell upon them, can
also be found the tracks of their captive hobbit.
Barefooted and running, the tracks lead away
from the grim scene. No signs of being dragged
back, or in the direction where the others were
taken, can be found when searching the area.
Should the Company perform a Search
Test (TN14) they’ll find all the equipment and
supplies belonging to the brigands, the stolen
cargo from the Rose and some personal items.
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PART FIVE – THE MADNESS
OF CAPTAIN GREENHAND
When Captain Greenhand felt the approaching darkness and fear grabbed him, his mind
gave in and he desperately fled into the stormridden night. Why the thing didn’t come after
him right away wasn’t something he pondered,
stumbling in panic over root and puddle, but
soon it became obvious that whatever it was it
could smell him, and night after night it crawled
silently under the shadows of the willows,
looking for its trembling prey.
Sadoc’s role in this tale is perhaps first and
foremost that of a victim, but finding him and
bringing him back safely is why the characters
were asked to travel downriver, and the night of
the attack on the camp is carved into his broken
mind. The Captain could be of some help in
defeating the thing, but only provided the
Company is able to find him, gain his trust and
convince him to share the memories of his terrible ordeal.
If the company decides to follow the tracks
of the Captain, they’ll need to succeed with a
Prolonged Action for either Hunting or
Explore, depending on their approach to the
Task. The area is hard to navigate and walking
in a straight line is nigh impossible, so a total of
four successful rolls against a TN of 14 need to
be made in order for the Company to reach
Sadoc. Should they track him after nightfall the
TN is 16. He usually wanders around aimlessly,
trapped in a state of fear and exhaustion, never
stopping for more than an hour at a time, when
tiredness overcomes him.
But the horror roaming this flooded strip
of land is also out to hunt. As soon as night sets
in and the mists from the river rise from the
banks, it sets out to find its quarry, driven by
hatred, hunger and corruption. When the
Company starts to track the Captain, sunset
becomes the starting point from which the thing
starts rolling its own Tests, to see who finds the
poor Hobbit first. If the Company decides to
begin with finding the lair of the monster, this
might possibly result in the monster getting to
Sadoc before they do.

If they do get to him in time, they’ll first
need to calm both mind and heart with whatever skills they have. Song or Persuade could
be ways to approach Sadoc, but Insight might
also help in understanding his pain and state of
fear. There are many ways to succeed, but
intimidation and harsh words will only make
him close down and might even generate
Shadow Points.
Sadoc Greenhand has lived through something that will haunt him for the rest of his life,
and if the Company succeeds in persuading him
to talk, he has quite a dark story to tell. His eyes
stare into the distance when he starts to narrate
his woeful tale.
It was just before twilight when they came
upon the boat. Strong as the current were the
bastards, managing to row upstream from the
western bank, using the Brandywine mists to
hide their approach. Fremgar, poor fellow,
was on watch and called out a warning, but
an arrow felled him by the railing and he
went into the water. We tried to steer portside,
but they were fast and had a look of murder in
their eyes. Their grappling hooks flew and
they forced us into a hidden cove on the
eastern side of the river, boarding us as we
entered calmer waters. I managed to scribble a
note to whomever might come find us, not sure
if we were going to last. We tried to fight
them, but the bigfolks had the upper hand
and seemed determined to leave none alive,
curse their fell deeds.
We put up what fight we had in us, but
none but me were left standing when they
sheathed their dull blades and rummaged
through the cargo. Their leader, Rathar I
think his name was, threatened me with his
bloodied dirk and said they needed someone
that knew the region, the villages and farms
closest to the water, and demanded to know
what valuables were in the hold. But no
matter, they took everything, and me with
them. Said I was to keep quiet and do as I was
told or I’d feel the sting of his blade. The
brigand even found Marigold’s locket, stored
in my own personal chest, and hung it around
his wretched neck.

They seemed to have no permanent place to
rest, and too small a boat to carry what they
ransacked from The Rose, and so we set afoot
on shore and they explored the area for places
to set up camp. But something was amiss the
moment we moved into the flooded areas close
to the river. A bad feeling, mark my words,
sinister and old. Hungry. The brigands felt it
too, looking over their shoulders and getting
little rest. I heard them mumble about being
watched, something moving about in the
darkness outside the glow of the fire. But stay
we did, and see what happened. One night,
not sure how many had passed since the
attack, it moved in from the west. I could hear
it hissing and whispering. Ancient it felt, old
words. The guard was the first to scream and
soon chaos spread through the crew. I was so
gripped by fear I couldn’t move, let alone
breathe. A shadow of vague proportions swept
in and overwhelmed us, dragging brigands off
into the night and returning for more within
nigh but a moment. The smell was awful,
mold and tainted water, together with the
rasping sounds of someone breathing on the
brink of death. I could see it avoid the light of
the fire, one of the crew even threw a torch
and the thing recoiled temporarily. But in the
end it was in vain, they all fell to its malice.
When at last I panicked and found my legs
working, I just ran as fast as I could through
the darkness. I fell many times, and I think
fear overtook me completely, I can’t remember
anything after that. Just cowering in
darkness, too afraid to sleep at night, too
exhausted to move during daylight. I was sure
the thing would get me eventually, like it did
everyone else. Its presence was constant and I
could sometimes hear it hissing among the
shadows, as I lay hidden under root and
stone. Searching, smelling. In many ways I
really died that night in the camp. Now I’m
just a ghost wandering this flooded landscape.
At this Captain Greenhand trails off and
becomes silent, unwilling to say anything else.
Should the characters be too late, they
might actually hear the screams of Sadoc from
the darkness under the trees as the thing finds
him and ends his life. Depending on where the
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Company is, it might provide an opportunity to
find the creature and try to defeat it. Hearing
the screams of poor Sadoc, knowing that he’s
been taken by whatever attacked the camp, will
give each member of the Company 2 Shadow
Points.

PART SIX –
THE THING FROM THE RIVER
The creature is an evil spirit, once imprisoned and held at bay in an old tomb from
ancient times, but now awoken and set free by
the flooding of the river. Based on the WoodWight from The Heart of the Wild with
added details from Rivendell, it is a sinister
remnant of old corruption and hatred, relishing
in the fear and suffering of its victims. Once
freed, it took possession of a drowned body, an
entangled collection of broken limbs, knotted
branches, and muddy seaweed floating in the

river. It went on to roam the area searching for
anything to still its unyielding hunger, and after
feeding on various small creatures, along came a
band of brigands and their prisoner.
If the Company is to defeat this creature,
they will most likely need to find and enter its
lair, especially if they want to find the locket of
Marigold as well, and there are certain weapons
that work well against its dark powers. But if
the thing senses the Company’s presence, it will
begin hunting them as soon as the sun sets. Fire
and sunlight will drive it away, if only temporarily, and when cornered into a situation where
it is at a severe disadvantage, it will flee and
return later. Its foul nature is connected to the
diseased waters and treacherous pools tainted by
shadow and hate, and when in its natural surroundings it will be more fearsome and harder
to defeat. Only when the creature is fully
robbed of both its Endurance and Hate and
wounded by some form of magical weapon
is it completely destroyed.

Swamp-Wight
5
Endurance

Hate

49

8

Parry

Armour

6

3D

Skills
Personality ¨

Survival ¨

Movement ¨¨¨¨

Custom ¨

Perception ¨¨¨

Vocation ¨¨

Weapon Skills
Strangling Claws ¨¨¨

Special Abilities
Denizens of the Dark, Strike fear (TN16), Unnatural Vitality,
Fear of Fire, Wraith-like, Horror of the Waters*
* If the creature is encountered in swampland or water, all
rolls of Battle is made to gain Combat advantage see their
TN raised by the creature’s Attibute Level.
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The Barrow-Wight © by John Howe, used with permission

PART SEVEN - THE TOMB
The Wight still lurks in the very tomb it
inhabited for so many centuries, returning there
with its poor victims and the tracks that can be
followed to the sunken stone pit are from the
lifeless bodies of brigands killed on that darkest
of nights. The corruption seeping out from the
cracks and openings of the grave and the movements of the ting itself has affected the whole
area. Small but clear signs warn of its presence.
Animals avoid it. A palpable silence and sense of
dread plague all that remain in the area for too
long.
When first built, the tomb’s entrance
stood between two large slabs of stone carved
with mystical decorations. In an open and paved
area in front of the tomb there stood small
statue of a prince of old, facing west with an
adventurous look. Dug into a low mound supporting a large willow tree, the opening of the
tomb led to a narrow hallway burrowing
straight into a room with several alcoves, the
deepest of which contained the stone sarcophagus of the prince.
Now, after centuries of corruption and
imprisonment, and nature reclaiming its surroundings, the tomb is a black, gaping hole
filled only with fear and darkness. The statue
has since fallen and its broken remains are hard

to spot under the thick cover of moss and
undergrowth. The Baranduin finally broke
through to the tomb after years of inching away
stone, earth and root, and the door that sealed
the entrance cracked and fell. Filled with water
too deep for a hobbit to stand, part of its
earthen roof has caved in, creating mounds of
stone and mud. Floating in the filthy water, and
dragged up the muddy piles of rock, the ragged
bodies of beasts and brigands lie cast aside with
empty eyes staring into darkness. On top of the
crumbling remains of the sarcophagus, the
leader of the brigands can be found spread out
on his back, clothes torn and ripped. Beside
him, carefully placed on the stone lid of the
grave, the locket lies in the open as if on display, its golden hue gleaming faintly in the thick
surrounding gloom.
The area close to the tomb requires a Corruption Test at TN16 or gain 1 Shadow each
day, and upon entering the tomb itself another
Corruption Test needs to be made but at TN18
or gain 1 Shadow, each hour.
If the Company has no magical weapons at
their disposal, then there is ample opportunity
for the Loremaster to place such valuable items
in the tomb, cast aside in fear and shunned by
the creature, to provide an opportunity to be
done with the wight once and for all.

Cuween b n a by Thomas Morwinsky
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PART EIGHT –
DELIVERY IN DEEPHALLOW
If the Company manages to procure the
locket, along with the shaken Captain Greenhand and whatever goods can be salvaged, they
will at some point need to deliver the heirloom
to Marigold’s cousin Peony Brown down in
Deephallow. If Sadoc is with them, to be back
on the water will help calm his nerves, and he
will make no arguments against taking a detour
south before returning to Bucklebury. But he
will remain on the boat at all times.
Deephallow is located on the western side
of the Brandywine, a hidden cove with steep
banks, boulders and light grey cliffs cradling a
scattered group of small islets. Great oaks, ash
and elm cover most of the surrounding terrain
and Peony Brown’s home is one of many smials
dug out on one of the islets. It has its own landing, a small collection of boats and rafts tied to
its sturdy posts and a great willow overhanging
the entirety of her house.
Coming from the river, Deephallow can
only partly be seen from the water. The outermost smials, occasional houses and the village
outer landing is clearly visible, but with the
trees and the way the cove twists and turns its
way inland, large parts of the village is
obscured. However, passing the outer boulders
and a natural stone pier, the view opens up
somewhat and buildings, boats and small
bridges can be seen. A few homes are even dug
into the banks higher up above the water, with
stairs leading down to stone landings.
Approaching Peony’s place, a garden lush
with flowers and herbs can be seen with a low
stone wall built all around the edge of the
water. From the main landing an arched
doorway in the surrounding wall opens up to a
gravel path heading towards the front garden
and the main entrance.
Peony Brown bears the likeness of her
cousin, sharing that uncompromising look but
with a warm smile for friends and guests. She
doesn’t share Marigold’s occupation, but makes
her way by growing, preparing and selling herbs
for various purposes, and her garden shows it.
There is no local weed, plant, berry or root that
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she can’t identify and to many her wisdom of
things that grow is unrivaled, perhaps even just
a little bit strange. Peony has received word
from Marigold that she has sent out help to find
both the Captain and the heirloom, but time has
left Peony worried and fearful for the fate of her
friend. When the Company arrives, she will
undoubtedly meet them as they make anchor,
eyes red with tears of joy and countless questions. She will invite them all inside, offering
food, drink and a warm bed for those who wish
for it, and then beg them to tell their tale, dark
as it may be.
When the locket is first mentioned or presented, she will get a strange look in her eye and
receive it with no small amount of thankfulness
and respect. Upon this, she will pour more tea
and begins to tell the following story.
”I don’t know how much Marigold has told
you about the locket, but it’s only fair you
should know that the value’s not really in its
gold, not even the heritage it represents for the
Browns. You’ve fought darkness trying to
bring it back to us and for this I am truly
grateful, and now that you’ve become part of
its story and struggled so to bring it all the
way down here to Deephallow. Thus I believe
you should know I know. Made by the Elves it
was, long ago, and you’ll find no painting of
someone’s old sweetheart inside. Marigold’s
mother, auntie Moira, told me about it years
ago with the intention of giving it to me when
I was older. The locket is a key to something
old and magical, a map of sorts she used to
say, that shows the way to a place known only
to a very few. A safe haven for weary travelers
and broken warriors, as the saying goes.
Hidden among great trees and impossible to
find if you don’t know the way. Supposed to
be a healing place of elven music, long rest
and dreams that sometimes come true. Auntie
Moira used to say that the very first act that
passed this locket from Elves to mortals, a
deep friendship between an elf maiden and an
ancestor of ours, was a token of love and a
will to keep whoever had it safe and free from
harm. The story tells of our great great grand
mother Leonida Brown who found and aided a
wounded elven hunter in the Old Forest. Her

name was Narniel and the friendship that was
founded that day lasted until the end of
Leonida’s days. The locket was a gift to her
from Narniel with the accompanying words:
If ever in dire need Leonida, you or your
kin, look for the woods to the south where the
ocean meets the sky and the trees reach
towards the sky. You’ll find safety there, and
beauty and moonlight the likes of which
you’ve never seen.
But it seems the story also came with a
warning, of how if evil enters the haven and
destroys the love that sealed the bond, a
darkness will take those bound by it. I can’t
help but shudder when I think of what might
have happened if this locket ended up in the
wrong hands.”
Peony Brown will invite the Company to
stay and rest as long as they like, if only to
regain strength enough to return to Bucklebury.
She has plenty of room and lives by herself, but
for those who decide to stay it becomes apparent that Peony is very busy, with visits from
early in the morning and all through the day by
locals hoping to benefit from her wisdom of
herbs and plants. Should the Company wish to
stay longer, she will not turn them down, but
Marigold will want to get news of Sadoc and the
heirloom as soon as possible, and Peony will
point this out if the heroes linger. In any case, as
the Company leaves Deephallow, it is with a
heartfelt promise of always having a roof over
their heads and a warm bed if they ever find
themselves in Deephallow again.

EPILOGUE –
RETURNING TO BUCKLEBURY
It is, of course, up to the Loremaster and the
players how the return journey unfolds, but the
most reasonable path would be to navigate the
river upstream, even though the water is high.
To take the road north would mean to cross the
river via the Brandywine Bridge, since Bucklebury Ferry is closed because of the floods, and
that would add a significant number of days on
the road. To be fair, the northern road would
be a lot safer and requires no additional Tests
but Captain Greenhand will be hard to convince
that travel by any means other than water is
their best option. See part two of this adventure
for details on additional Tests and navigating the
Brandywine. Regardless, the Company eventually returns to Bucklebury and the Pipe & Barrel
tobacco shop of Marigold Brown.
Marigold will make no small effort to ensure
that the Company are aware of her deep gratitude for helping out with this horrendous
ordeal. Her promises include access to her
finest tobacco, hand-crafted pipes and pouches.
She also offers the Company 2 Treasure each as
payment for their help. But perhaps most
important, she offers them her eternal gratefulness along with a most solemn promise.
”I am indebted to you all, make no mistake. A
bond has been made and that bond means
something, for whatever it is worth. That
locket carries with it a certain promise of
safety, beyond the one who wears it, and I
swear to you with the blessing of my cousin
Peony that from this day we will to the best of
our power make sure you’ll know the warmth
of that safety, should you need it.”
With those words she excuses herself as she
needs to tend to her business but the promise
and the story of the locket leaves the Company
with a deep rooted sense of this latest adventure
being only the beginning of a larger tale. That
whatever bond was made here, will return and
demand their attention once again, when they
least expect it.
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LOREMASTER CHARACTERS

Captain Sadoc Greenhand

Marigold Brown

Captain sadoc Greenhand

Marigold Brown

Specialties

5

6
Baranduin-Lore, Boating, Swimming

Distinctive Features

Specialties

Adventurous, Hardy

Herb Lore, Smoking, Trading

Relevant Skills

Distinctive Features
Generous, Steadfast

Relevant Skills
Craft ¨¨¨¨
Insight ¨¨¨
Lore ¨¨¨¨

Courtesy ¨¨¨
Persuade ¨¨

Peony Brown
Peony Brown
5

Specialties
Gardener, Herb-Lore, Leechcraft

Distinctive Features
Clever, Patient

Relevant Skills
Awareness ¨¨¨
Healing ¨¨¨¨
Search ¨¨¨
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Craft ¨¨¨¨
Lore ¨¨¨

Athletics ¨¨¨
Explore ¨¨¨¨
Travel ¨¨¨¨

Awareness ¨¨¨
Lore ¨¨

Hamfast Brownlock of The Old
Barge Tavern & Bell North
Tooks the Buckland Shirriff
See Other Minds, Issue 19, “Bucklebury Tales”
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