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Bo-LA" summonffl his bond 0/ adw.'nlurrrs 10 quwt/y join him on 
th��kyrldgeloP. "Yond"ljcthe To�-er where the Ring 0/ Axardil 
lies, "h� ""hls�red, noddin, toward Ihe loomin, /ortress 0/ Cir;,h 
Un,oI. The others sludied the Joo' high spire ",'ith determined 
,azes. "A/ter we seize the mithril Ring, we ""iff sneak out the back 
""ay past Shelob - or weftght our way post her! Those who cannot 

face fhe /erroro/illal IOQlhsom� beast had best turn bock now. "For 
a siknt momen!, Bo·La" wondj>� who ... 'Ould leave and who 
... ·ould stay; Ihen he realized all in his group were as ,rut/yond bold 
tIS h�. "'Come Ihen, "he ordered, "on 10 Ihe Pass and the Ireosur�!" 
The ... wry band slood ul1d /offo ... ·ed Bo-Lags, who ... 'Ondertd who 
WQuldftrsl bf'lroy him ol1d run o//wilh Ihe Ring - if any o/ them 
gOllhal/ar. II is unfortunate Ihot Ihere is room/or only one/inger 
in Ihe Ril1g, Ihoughl Bo-Lags. 

1.0 GUIDELINES FOR USING 
MIDDLE·EARTH ROLE 
PLAYING MODULES 

Fantasy role playing is akin 10 a living novel where the players are 
the main characters. Everyone combines to write a story which is 
never short of adventure. They help create a new land and strange 
new tales. 

This series is designed as a tool for gamemasters who wish to run 
scenarios or campaigns sct in J.R.R. Tolkien's Middle-earth. The 
adventure modules are complete and ready·to-run studies of very 
specific areas, and arc intended to be used with a minimum of add i­
tional work. Each has statistical information based on the Mlddle­
Nrth Hole Playin, (MEHP) and Holtmasttr(HM) fantasy systems. 
The modules are, however, adaptable for usc with most major role 
playinllames. Creative luidelines, not absolutes, arc emphasized. 

Prorrssor Tonden's u.g8CY 

Each module is based on extensive research and attempts to meet 
the hilh standards associated with the Tolkicn legacy. Rational 
linguistic. cultural, and ,eclogital data arc employtd. Interpretive 
material has been included with great care, and filS into defined pat­
terns and schemes. ICE does not intend it to be the sole or proper 
view; instead, we hope to live the reader the thrust of the creative 
procnses and the character of the given area. 

Remember that the ultimate sources of information are the 
works of Professor J.R.R. Tolkien. POSlhumous publications 
edited by his son Chrislopher shed additional li,hl on the world of 
Middle�arth. These modules are derived from Tht llobbit and The 
I.ord o/Ihe Rln,$. although Ihey have been developed so that no 
conflkt exists wit.h any of the other sourees. 

1.1 DEFINITIONS AND TERMS 

The following abbreviations and terms are used throughout the 
series. 

1.11 ABBREVIATIONS 

Abbreviations are listed alphabetically within subcategories. 

c._s,*-
ftjl-:JU' _ _ _ _ _ _ _ _ _ _ _ Middk�1I Nok f'/IrJ'IIt, 
NM ____________ NokmaJur 
0I1Il'W1" s.". 
A& _____________ A"hly(NMand""I-�IIf') 
Co _____________ COft�IIUlion(NMlndMEN/' 
Vn _____________ EI!lp.lchy(NM) 
tl _____________ Inldloatna(MENPj 
II (1-) _ _ _ _ _ _ _ _ _ _ _ _ tmulilDII (NM and MEN" 
M� _____________ Mrmory(N,H) 
PI _____________ Pr�(NMandMt:H/' 
011 _____________ Quk�nn'(HM) 
R� _____________ R raK>flinl (N M) 

50 _____________ Sc:lfDoKlph�(NM) 

51 _____________ SI,"" lh (NMandMI-: H /, 

, 

AT _____________ AlmorType-
bp _____________ bfOftnrwai�1 
cp _____________ coppnpwa(�) 
Cnt ____________ Cnucalll"�r 

0 _____________ DkOlDt« 
011 _ _ _ _ _ _ _ _ __ __ _ [)Cfnls,,'( Bonus 
FRI' ____________ F.nluyRokPIa�lnl 
GM ____________ GamnnaM" 
IP _____________ IOkIPI«f1') 
'P _____________ i'OOPl«f1l) 
JP _____________ jadc�,) 
t.ol _____________ L"d (npirf�""lPdl W\'d) 
1'01" ____________ MutoaiArU 
Mod _ _ _ _ _ _ _ _ _ _ _ _ Modlrln Of Mod,rlClloon 
mp _____________ moch"I�,) 

NPC _ _ _ _ _ _ _ _ _ _ _ _ Non·pIa)'(. Ch.rao;t�. 
011 _____________ Olfnll-lo'�lIonw 

PC _____________ PlayrrCharx1 ... 

PP _____________ PO"'"POInIS 
ROfRad __________ RadiUS 

RndOfRd __________ Round (IOwrond pcood) 
RR _____________ Rn.m'-""Roll 
Sial _ _ _ _ _ _ _ _ _ _ _ _ Siall�K' Of �l1ICIm1tic: 
lp _____________ IInpl«�hl 

Midd ....... 11o 1'"_ 
A _____________ i\dilrwo: 

as _____________ "1 ... �Sprrch 
0, _____________ CirlhorCC'f1ar 
Du _____________ Dunknd'lII 
E _____________ Ed""n 
EI _____________ Eldann 

& _____________ Ealilnlonl 
I.A. ____________ �1.lIA.� 
�.A. ____________ FourthAat 
II _ _ _ _ _ _ _ _ _ _ _ _ _ lIobbill� tW$'Oft ...,ianl) 
Har ____________ 1·Il!adrun 

/lob ____________ TIt.UHb/I 

Kd _ _ _ _ _ _ _ _ _ _ _ _ _ Kudll� tadl;OCftl Hobtouu.h) 
Kh _____________ KhllLdw(o.-aoWi) 
I.I"N ____________ TMI.onIo/tIvNin,. 

Or _____________ Orkish 

Q _____________ Qurnra 
R _____________ RohirOc: 
Rh _____________ R hovan

i
on 

S ______________ ��n 
S.A. ____________ 5et:ondAJc 
5i _____________ Sih-anEJoish 
T.A. ____________ ThirdAIC' 

T ..... ___________ _ 
Y ____________ _ 
w 
Wo ____________ _ 

1.12 DEnNITIONS 

TfIII"'U 
'''''' 
W�tfOft (Common Spo:co;h) 
W�(�) 

The majority of unique terms and Iranslations from The Hobbit 
and Th� Lord 0/ Ih� Rings are not described below; instead, they 
arc to be found in the text proper. 

Aadwla: (s. "l.0III,,,,w7: l1w IJfll ,,� ... lhal ,�iII lhe erN Mllhria IS. "Ofry 
MOllntainn of RlIorovlllOll. flo .. 's iOIIlh.-ard, and nIIptiel Into 1M 8Q of 

!klfaw. 

ont" II hH (S. "Pauo/llv MOOft �J: The m aln,*,. h,ttlltllb bct .. � Muwllhil and 
lhe TO'fI-� ofCinth U,..oI. alon . .. 'luc:h I"-and troop lramfcn � ..... II � 
mlKh �awC110 nqouat� lhan lhe {;vult U..,a/(q.w.). an adjl(Cnl and UIUnn 
o;anfl«lni .... y. Afln 1M fin of MUlas hhilll '"'15 .drrrnilO as 1M "Mor.w 
l'a�I·. and 01 rotJrx hrlvil y "'Ilchniand .uarlkd by ,.....,Inl) 0/5 ..... 011 . 

Clrit" Ual<>l/S. "I'rm qJ 1M Spid.r"J: An �nl, nar.ow and "'indlnl""Y .. hK'h IlUIi 
bnically p.I •• 11d to 1M Cirllh Ilh,l. aJlhou .... 01 iI.-c ihcli"rd. Pan of itl fOIIl� 
p.I� IhrOllJh Shdob'sLai •. 

IH"."lln: l'IInor h"" men "rr� I� £Jt,,,, ("/.,� 0/ "",,"J .. oo Mllial 011 tM 

�.nd COOllllrnl of No"rw_. fu 101M .1$1 01 MJdd�."h. l1w DUacdai.n 
rorwj\ln'cd and/Oi toIonoud many altai � 1M ... �o:rn. iOI.OCltnn. and 
t�lrrn o;OaSisof Endor dlllin.,hr S«ond Aat-. and ""rre ar�ll lordumo", rnc:a. 
UnfOflllnlldy tlori. arell dnirf for po .. 'n (al Ictit 1monl_1 kd 10 lho: 
dnlrucrion of tlln. OOIlK island In the middk of lhr S«ond Aje. Tlut. 
"Oo"-nfIU" OC\"\Ifled as 1 rnull o( 1Iori, ,no' __ of the Undyi ... Lands and 
ch.II�1lIt to lhe YaW. Tttow caJlc-d lhe "f.,Ihlul" oppGIC(Ithe poIoo;in and 
hal,ed of EI�n .hK'h kd 101M oo..nfaJl, aDd "'nt sa�ed .'hm Ihe bk _k. 



Th�) laler roondfd Ihe tingdomH'lf AtAO! and Good", lin lhe North andScuth 
of IIOflhwalern Mid dle-carthl. \1an)" Mu nf.jlhful� poup$ IIIfYlvtd In tM 
�a,iou5 colome. or I� OU,..dain ".t ablistw In happ,,!"r lime! It ... Ille �81ack 
"umtnorea�sM ofl.mbar). TM tum Dunnl.in rdns 101M "hlmeno'e3JlJ .nd 
lhel' descendanli in Middie-eul h. voops ... ·hiell pclSSle-.l con.icktable physical 

and �nlal nrnl,lh, lona�I)·.llI\d Illch rull ule based in "cal part on EI\CII 

... ays. T�.rc bUI OOe group of the Edaln. a colla"livc .rOllplul of men ,,·ilh 
rdlllj.d)·IId�.n.cnl rllilunand IIll'tSOrEh-lloh tIkJod .... ho h.ad .lCIed In me wu, 
qaillSl MOIIOlh in the �ir$l Age. Trus: S. �EdalnofIIleWnl.MSin •. DUltadan. 

"OUfUI Ato" IF.A.): The foorl" 'o:rorded 0lII" Of Middle...,anh. Ihf MAac of Me n.M It 

bexan w)lh Iht Ilas�in, of Ille Tllr« Ring. O\·er 1M Jell. Dullna tile founh AI" 

JnO>.l of Ihe [he:. dq>ooncd Middlc:-arth for 1M L'ud)·;n, LoRds; otb(r nOn· 

mannish IIlCa ,uch a!. Ih·at\'" and Hobbit! bq3Jl 10 1'«" &011100", fOf Ihei, 
... ·.y�...,rc no Ion&tr underJ;lO()d by Ihe overlord� <If 110( CQntinenl - mco. 

Go""'.,., IS. "'$loftt·/f",d,Thegreal DlJMdom kinsdomlhll �""C:SI of ,\1orrkN.!I ill­
elu�a nU,l\oo of "'&iot1slncllldlna 111"'�", �1 .. tnI Mo rdar and IIIe Andll!lt; 
Ind AnrJrirn. easl IU1d north 01 the �I",a I:.·rrd Nimryi:J IS. MWhlle 

MountalnJ1. 

IthWirtt: fltf of Oonder, �ab!WlnI by I�ldllr In S ...... 3'>20 (as oppO$Cd 10 All",""". 
founded by .... nar ion). It I.e in Ihe narro ... land� bttwn:-n the Epbd Duath and 
Ih� Allduin. A fair and ri ..... l.ttnd, ilh;!jc,n ilthe ·prden ofGondol·. 

Mm.or: ($. "Blwk-IflNl'·, The hi&h bnd ";151 of th� Andui" .... hich j� Illarded on Ih� 
no'lh b) Ihe EFf'dLultui('S. MAsh MoonlaiM1. and onlb( ... � and 501IIh o,lh" 

£pJrt:IDulllll(S. "Shado .... Fmce1. T� two mollnta;n ra"anconveraearound 
Ih� vale of UdfJlt. f-1� .K1t"'d � Dalk Lord Sallro" aroond S.A. I{O) • .  'rIMdor 
has at ... ·a>s remained �iOCI.!ed .... ilh th� l)asl Lord. Bct"'l:n\ S.A. J.441 Ind 

T.A. 16J6. Oondor'sarmir.,luaAkd 1M land b"t ... Orlale. lhe ",,1I.((h has bern 
rnt1()¥t(lalld the minion� OCSauron hI'·f blraun 10 rnurn. 

Orn: Oripnalty brfll by Moramh in 110( Fin! AI".lhex tlcalur"l quickl}'b«amc:scr­
VallIS of Ouknca: II G Ii).."') !hlll H'�J .... ne nDC Lnltc:nenlly evtl, bul �«rul­
turally and m�nlally p«di�po!oCd loward IIle�rool hk � ulend haJ II mil 1b(lr 
111«5101$ """e Elv" "·00 ... e.t I";su�d in mInd and body b)·Ibe: Bta�t Enemy. 

0'1;1 areoft .. o 1ypc:J; lhe leuer or rommon Ora wIll ..... avcraaeabo\u fOUl 10 

five (<<I if! heigltl and I"'" BrOlr..(jIK. fan� faces; and 110( IfUtrf 01""" or 
Ulu�-hal . .... ho reIIch M1Jltlsof,ilI f«1 and "ave morc�humanMfC1llulr.,.AU lie 
hel�J of b.,,1d and ha�·e ].onB. Ihin amu and thick hides. 

&ed lIS Iaborlm.nd ..... rriors. Or(1 rap«! Uu'" but brule for�.lUldlle mOSl 
pclletll when !oeIYing under a -focuJ.ed .. ill. N TIo()':ue .... ilhoul ucq>\lon can­
ntbalitlic, bloodlhlllly Ind cluel, .nd care III1It for f(tCiaio,pnil:a.Jion. G:n­
nally. �makr lribaVdlllUll lluil1 IIr" 110( oorm. �d on II SIrODB leader; �adt 
employs ilso"..n dial«1. MOSIllIt stel1u sm,IIu. Their lbillty 10 \ll'olk .. ,III mo:tl! 
i$ hardly pant!lded. Althoulh 1M Ippnrllncc: of Iheir [lell1$ is of I ... poor, lhe 
performan« iJ V'edlCllt. Tllty rardy II\lIh icena unllS5Ociat�d wilh r!&hunl. 

h""l:"Cr. 
Le:!...rr OrCI a.e bom.lhe. fiJhI.lnddie ill darlme",; theylbhor lilbl and "'" 

blinded b� tho: lInl;hjc,lded sun. Greller Oro arc moK cardully bred and can 

operate ,n da)·ligh(. Their abilitjc,s 10 Ipcak, orpniu-. reason, and fiihl lie 
hl&lln !lIln Iheir brnhren. Some claim Ihe Uluk_ltai lie producuofSaruman's 

Wllite Hand, and ... er� first 'IJl"",nrd from Or� and men. It appean, """,",='·er. 
1rn.I!IIey firsl � in Mordor. lind !lial their hnea,e h� nOlhLltllo do "'1lh lhe 
Secondbom. Whlle the I� 010;1 favor (u .... cd ....-im;I.I.U and ";';ted UC�, 1M 
U,ub bear itla!ghl i"·o,ds and I .. ,der va,oeIy af s uperior antU. 

Soo:-OfI' A.cIS.A ): TltcK!COl\d f«ordnl AjcofMiddle-nnh.1I bqu IIrtcr llle fall of 
MOfloth ..... ith tile foundilll of !.he Gfr)/ H.,·ms atld Lin<lon. TheagecrlClcd in 

S ...... J4.II1, .... ben Elen!lillnd (iil.gllad Ilvt:nhrc ... Sauron. bildur look th� One 

Rinl, and the Dark l..<>.d and NiI1.jill paned ;nlo Ihe Ih.a00w5. S ...... ilused 
denutin, dates. 

TIdrd ,,� (T.A.): The third f«ordcd Age of Mtddlc�atth. It �pn followinB 1M 

defeat of Sa.lIron &s a result of the t.a-t Alliance 01 -'1m and Elvesand crICIed "'­
T.A. lO21, .. I\cn Ihe K«pcrl of the Rtna paned ova Ihe leI (fram the GK)· 
ha'en�). T.A. i, lite al:lbr�,·i;o.tion. 

1.13 CONVERTING HITS AND BONUSES 

When con\·ening percentile values to a 1-20 s}'Stem a simple 
rule is: fOf every + 5 on a Dloo scale you get a + I on a D20. 
The concussion hil numbers round in this module represent 
general pain and system shock. They cenr bruises and small 
cuts rather than wounds. Critical strik.e damage is used to 
describe serious wounds and fatal blows. The hit figures 
shown here are less important than those used in game s}'Stems 
whered�alh occurs as a r�sul[ of exceeding on�'savailable hilS. 
Should you use a game system Ihal �mploys no specific crilical 

slrike results, such as TSR Inc.'s Dungeons and DrogonS-. 
simply double the numb�r ofhi{s your characters takt or halve 
lhe hit values found in this module. 

) 

1.14 CO�\'ERTING STATISTICS FOR A�Y 
MAJOR ."RP SYSTEM 

All the Slalistics and numerical information used in this module arc 
expressed on a closed or open-{!nded scale with a J-loobase. They are 
designed ror use with percentile diet (0100). U� [he chari below to 
derive appropriate bonuses or to conllen lhe 1-IOOnumbers to filures 
suitable for non-percentile syslems. 

1·100 Honuson BOnU.!iOD 3-IS 
Sial. 0100" 020 Sial, 
102+ +35 +7 20+ 
101 +30 +6 19 
100 +2' +' 18 

98-99 +20 +4 J7 
95-97 +Il +3 16 
90-94 +10 +2 " 

85-89 +' +1 " 

75-84 +' +1 J3 
60-74 0 0 12 
40-,9 0 0 10-11 
25-39 0 0 9 
15-24 -, -I 8 
10-14 -, -I 7 

'-9 -10 -2 6 
3-4 -Il -3 , 

2 -20 -4 • 
-2l -4 4 

1.2 BASIC COLOR AREA MAP KEY 
ll) I inch." 20 miles 
(2) Mounlains '" � 
(3) 1·liIls = ..."...."... 
(4) Mixe-d fortsls = ., 

Pint' foresls "" � 
Hedgerows. brush. and thickets 
Primary Rivers = .".-. 
Sei:ondary Riun = � 
Sireams = ___ 

Intermillenl walertourses ="...--.-
Gladen and iceno""·s =: � 

. .. ---

2-12 
Sial, 
17 + 

15·16 
11-14 
12 

II 
10 

9 
8 
7 
6 
, 
• 
) 

2 
2 

(') 
(6) 
(7) 
(8) 
(9) 

(10) 
(II) 
(12) 
(13) 

Mounlain snowfietds and snowy rClitions halle 110 coloring. 
Primary roads"," __ 

(14) SKonda,) roads = .------

(15) Tmlls/lnteks - ........ . 

(16) Bridgts ;;: � 
(17) rords = � 
(18) aliI'S = � 
(19) Towns - ,.$ 
flO) 
(21) 
(22) 
(23) 

Manor bouses, inns, small villall'!! = .... 
Oladels and huge atlSl:le complextlli .: ..... 
Small C1Islles/holds/Io",·ersiket'ps elc. "" 
Monaslerics = ,fr, 

(24) Observalories = • 
(25) narrows, caimfiekis, and burial rnyts _ .e. 
(26) 
(27) 
(28) 

eayerns and ca'·e enlrics = __ 

Rulles and pillltliUS "" � 
ukes ""<:3 

(29) Dunes '" �""-'::'" 

(30) Extremely rough lemJin ;;: ••.... -e/ 
(3 J) Desert ;;: .j 
(32) Shoals = .-: 

(33) Reds = ___ 
(34) Ruins - '-_ 
(35) Swamps lind mar.shlands = 'i--� 
(36) Jungle = .. 
(31) Dry or periodk lake5 ;;: � 
(38) SI('i'p rid/(e faces and downs / 
(39) Mush Villages ""  .r: 
(40) Walcbto",·er., 6 



2.0 INTRODUCTION 
AND BACKGROUND 

2.1 INTRODUCTION 
Minas Ithil rests bt�ath the rising moon, serenely unaware of 

the terrors stirring in the nearby Mountains of Shadow. TrallcUers 
enlrnnllhe Ilhil Vale in l6400ftheThird Age lKhold Ihc luminous 
marble .... alls and slender tower of this famed metropolis. the spire 
reneeli"g moon�ams that illuminate the vale with a haunting 
ethereal alow. Here. across Ihe ..... hite bridge of the Ithilduin and 
brt .... ·ecn Ihe floll.,tting meadows on dther bank. cllcning splendors 
brckon: Ihousandsof nickering lanterns promise saft1y and rest for 
the weary wayfarer. In Minas hhil men are immersed in the 
memoncs of thcir forlTltt glory, for now - since Ihe Greal Plague 
of four years ago - many of the city's mansions are tenanted by 
none saye ghosts. "ct none foreste that I his place ofbeaul)I is faled 
to b«ome Minas Morgul. dread clly of the undead and the frar­
some domain of Ihe Nazgill. 

The dangers are growing daily. Turning from the white bridge 
over tnc Ithilduin. one ascends a palh on the northern side of the 
vale. Soon he reaches a series of stairs climbing into Ihe Mountains 
of Shoo ow, and beyond that comes to a pass whost \'«"1 name con­
notes an age-old C'o'il: Cirith Ungol. the Spider's Cleft. Within a 
reek in,. dark tunnel al the summit of the pass lurks a primeval 
monstrosity, the devourer of Men and Elves - Shdob.the Greatest 
of the Great Spiders, Beyond Shelob's lair the weird and desolate 
landscape of Mordor. Sauron's ancient domain, stands stark and 
ugly as a vast scar. Once the troops of Gondor warded this land 
against evil. but since the Plague the I'o'atch has been abandoned. 
Now only a skdetal Gondorian garrison remains to hold the for­
midable Tower of Cirith Ungol. which commands the westward 
passes from Mordor. In these days of Gondor's decline, Orcs, 
Trolu, and other creaturesof Darkness dare to roam within sight of 
Ihe To .... 'er's I'o'alls. 

On one side ohhe bridge Minas Ithil siands tall and proud, offer­
ing refuge and pleasures. On the other side lie the perils ofCirith 
Ungol and Mordor. where Ihe valiant and skillful may win renown 
- or lose their lives tryi ng! Here civilization and .... ildemess con­
verge. and adventures are but a stone's throw away. 

2.2 THE LAND 

2.21 PHYSICAL GEOGRAPHY 

The Ephel Dualh (5. �Shadowy Outer Fences'') are aptly named 
the Mountains of Shadow in the Common Tongue, for Ihey cast 
Iheir domineering shadows over all else in this region of Middle­

urth. This segment oflhe 784-mile long chain borders Mordor on 
the .... est. dh-iding the Black Land from Gondor'S province of 
Iihilien. and is at some poinu only twenty miles from the Anduin 
River, Running from north to south the Ephel Dualh widen. to 
some 20 miles ..... ide in the vicinity of Minas Ithil. Although these 
mountains are somewhat lower than either the Misty or White 
Mountains (as is evident from the abstnce of a permanent snow 
cap) they are nonetheless a towering fence, with some peaks rising 
to nearly 8000 feet. The sheer face they present to the eastern lands 
is the most precipitous, creating a nearly impenetrable barrier 

bet .... C('n Mordor and the outside worki. 
Eyidence of the volcanic tumults thaI long alO raised the Ephel 

Duath abounds, for black igneous rock predominalei thrOulhoul 
the range. Foldinl and faulting arc e\,ident in the mountains; 
transverse faultssplit the diffs at \'arious poinu on thee3!5tern Mde, 

seemingly cloven by a giant's axe. Trnd across the Ephel Dualh 
outside the passes is impossible for all save the most experienced 
alld well-equipped climbers, 

Along the eastern side of the Ephel Duath, separated from it by a 
deep trough, runs the parallel ridle of the Morgai: the inner "fence" 

, 

of �·lordor. This ridge of mountains is considerably lower than the 
Ephel Duath - rising only 1500 feet above Mordors inner plateau 
of Gorgoroth - and is but five miles wide. The Morgai, ho .... e1ler. 

are scarcely less rough Ihan the l'\.lountains of Shado .... ' and contain 
man)' dark glens. notched and jagged slopes, and ranglike crags. 
Sliding scree makes ascem to the top or a ridge perilous. 

Only one river runs in this region. The IlhHduin (S. "River of the 
Moon") begins in the .... ·utern slopes of the Ephel Duath. gathering 
strength from mountain rivulets as it canon a deep gorge. The: river 
then passes between the outstretched arms of thc: mountains in the 
fourteen-mile 10llg In/Iud llhi/( . �Valley ofthc: Moon") and bistct5 
Ithilit'li into Northern and Southern provinces. The river nows 
t .... enty miles further on to join the Anduin below Osgiliath. north 
of the Emy" Amen (5. "Royal Hills"). Although the Ithilien is but 
3.5 miles long and narrow, its steep banks and swift·no .... ing ..... aters 
make it difficuli to ford. Many smaller mountain strums now 
down the gentler western slope of the Ephel Duath imo Ithilim. 
fonning numerous small lakes and pools, but on the eastern side of 
the mountains watercourses are rare and precious. A few streams 
can be found in the Morgai. forming dark stagnant pools in the 
glens. and occasionally a trickle will descend one of the transverse 
faults in thc eastern mountain cliffs. Thelrough between the Ephd 
Dualh and the Morgai harbors a southward·running strum bcd, 
dry most of the year; the trough's slope climbs gently to the north. 
lk�'ond the Morgai.the plateau ofGorgoroth is utterly devoid of 
water. 

Volcanic ash ordinarily creatu f�rtile soil. Here. however. 
nature's benefits ha1le been on�-sided, Due to th� gentler weslern 
slope of the Ephd Duath. erosion has broulhllhe hills of Ithilien a 
rich carpet of eanh, especially in the norlhern region. Because 
geography has barred a similar process to the cast, Mordor's soil is 
thin and infertil�, ha1linga sandy consistency and lacking nutrients. 
In the upper parts of the MOfaai and in Gorgoroth bare stonc lies 
expostd. and nothing can grow al all. 

l.n CLIMA Tt: 

Oimate on the eastern and ..... estern sides orlhe: Ephd Duath is a 
study in opposites, Prevailing $Outh""'eslerly winds bring rain-laden 
clouds from the Sea rlClularly, but the mountains act as a climatK: 
barrier, causing 1Iirtually all precipitatWJn to rail onto fertile 
Ithilien. When rainfall does come to the borderlands of Mordor, 
the normally dry gullies of the Morgai and the trough belo ..... e,,­
perience flash nooding, a process more destructi\'e than beneficial 
to the limited soil cover and dangerous to anyone caught on low 
ground. While Ithilien recci\'tS over 40 inches of precipitation an­
nually, the areas of Mordor borderinl the plateau of Gorgoroth 
recei1le no more than SC'o'en inches in a year. Rain comes to Ithilic:n 
an average of one day in Ihree, but to Mordor only one day in len. 

In Ithilien. the seasonal climate is most delightrul; mild .... ·inters. 
wann but not oyerly hot summers, and prolonged spring and 
autumn are Ihe nonn. (An Ithilien spring is an c."tperience to be 
sa1l0red!) Just o\'er the mountains, Moroor's northern r�&ion is an 
arid desert, miserably hot in the summer and bitterly cold III the 
..... inter. Alihough Mordor's north shares the same latitude as 
Ithilic:n, the astonishing contrast arises due to the greater e\e\'ation 
of the platcau of Gorloroth, to the absence of any moderating ef· 
fect from bodies of waler, and to the rapid heating and cooling of 
Mordor's dry soil and bare rock. Temperature extremes are equally 
C'oident bet ..... een Mordor's day and night, lIoith a t)"pical \'arialWJn of 
40 dlClrccs (f) or more. (Tra\dlers must burden themseh'e5 .... ith 
clothing for SC'o'eral seasons al once.) Higher in theEphel Dualh,of 
course, generally cool temperatures are to be: t.llpectcd, about )-4 
degrees lower for e\'cry 1000 reet of elevation. 

Ithilien enjo}'5 a regular air circulation, owing 10 the pre-.'B.iling 
winds from the Sea and the breezes generated by the warming and 
cooling of the Anduin. Bet:ause mountains border Mordoron three 
sides, air circulation is more restricted. Due to the abstoce of 
moisture, the air is notably dry, leaving a bitter. arid tang in the 
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throat. Heating and cooling of the EpheJ Duath generate upslope 
v.inds byday and fearsomely strong downslope winds by night: the 
tra"eller may feel in dange.r of being blown off the mountainside 
when climbing and would do ..... dl to watch his holds. Fortunately, 
Orodruin (Mount Doom) is generally dormant in this era, for the 
reeking smoke of that volcano in the center of Gorgoroth blou out 
the sunlight and poisons the air. 

1.23 ROADS AND PASSES 

Several roadways interlace in this region. improving upon the 
pathsafforded b)' nalure. AI IheCrossroads, an ancient �tingof 
ways just west of Imlad Ithil within aring of towering trees, the path 
is marked by the colossal slone statue of an enthroned Gondorian 
King. Running northward, beneath the western slope of the Ephei 
Duath, is the North Road of IIhilien. a straight and level Slone· 
paved course cutting through hillsides and spanning streams on 
arched stone bridges. Toward the south is the Harad Road, an age· 
old stone hilhv.·aycarrying trafrlc to and from the southern deserts. 
Toward the west, the Anduin Road north of the IthUduindescends 
toward the crumbling metropolis of Osgiliath: there it crosses a 
many-arched stone bridge and continues to Minas Anor, Gondor's 
m'w capital. Eastward. the l!hil Road ascends to Minas Ithil, para!· 
1ding the northern bank of the Ithilduin. Even in theSt troubled 
times Gondor's control of Ithilien is still firm, and all these roads 
are well·maintained, with milestone pillars marking the traveller's 
progrcss. 

Once the eastward road rounds the northern shoulder of the 
mountains and enters Imlad Ithil, it begins rising sleeply and 
crossn a white Slone bridge to the southern bank of Ihe Ithilduin. 
From there the road winds upward throu&h flowering meadows to 
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the northern pte of Minas IIhil, which is situated on a stony shelf 
proj«ting from the southern shoulder of lhe mountains some fh'e 
miles inside the .. ale. Beyond Minas Itbil, the road continues nine 
miles further to the head of the vale and enters the natural pass 
created by the Ithilduin's gorge, Cirith hhiL 

Just through Cirith Ithil and inside Mordor is a complex road 
intersection. The road from Minas Ithil spans the Ltough before the 
Morgai on a mighty Stone birdge and continues through a rift in the 
Morgai to the plateau ofGorgoroth, whereSauron's Road leads to 

Mount Doom and the site of ruined Bar�d-dur. Immediately before 
this Slone bridge, IwO alternalive rout.es converle with the main 
road. One rises steeply northward along the eastern cliffside of the 
Ephel Duath to the Tower of Orith Ungot The other, a long Stair 
cut in the rock, drops lothe bottom of the trough, meetina a beaten 
dirt I.rack leading nonh along the wwern side of the dry Slream 
""d. 

Finally, there eltlstSlhe higher and more tonuousmounUlin pass 
ofCirith URgol (S. Spider's Cleft). At its highest point. between the 
Winding Stair and the Cleft, the pass is over one mile in ele\'8Iion, 
higher even than the �ak of Mount Doom in Mordor. 

2.3 PLANTS AND ANIMALS 
2,31 VEGETATION 

Northern lthilien merits iu renown as the "Iarden of Gondor". 
Tren. shrubs and fragrant herbs flourish here in countless variet)·, 
thanks to the rich and well·watered soil. A miJlled broadleaf and 

coniferous forest largely compoStd of firs. cedars and cypresses 
extends between the lower slopes of the Ephel Duath and the 
Anduin's floodplain. Toward the southern fringes ofthe forest, on 
either side ofille Ithilduin, trees become larger and more scattered; 
great ilellcs, larches, ashes and oaks predominate, Glades and 
grassy meadows are interspersed throughout the forest, adorned 
""ilh berry-laden bushes and a riot of nowering plants. Mosses offer 
a natural bed on the banks of shady pools. Nonllern IChilien is an 
herbaliSI's paradise. where sweet and pungent odors of a hundred 
or more species scent the air and ease the heart amidsc t.he 
"dishevelled dryad Io,·eliness". Many herbs are native to this region, 
but others have been planted here by the Dilnedain ofGondor, ",,'he 
brought them from NUmenor or other parIS of Middle-eanh. 
Should any one be ill or injured, doubtless the remedy is near at 
hand. 

Ikyond the banks of the Ithilduin and the slopes of the Emyn 
Amen one finds agricultural and pasture land. Scattered heather 
and woods demarcate the wide rolling fields of South Ithilien. 

What life ellists in the glens of the Morgai is en� in a 
continual biuer struggle for survival. Scrubby slunled trees, coatSt 
grey tuflS of grass and withered moss inhab.il a bleak, sec:mingly 
haunted countryside. Most prevalent are the sprawling 
thombushe$, ..... hich hoard precious water and nUlrienu in their 
siems. These bushes flower during 8 late, brief spring, bringing a 
nicker of beauty to Mordor's desolation, but they eJllact their price 
by strangiing less resilient forms of vegetation nearby. Even the 
dying land of the Morgai holds appeal when contrasted with the 
dreadful nothingness of the plateau ofGorgoroth, which is devoid 
of greenery even lichen. 

2.32 ANL\1A.L UfE 
llhilien's profuse vegetation supportS a large animal population. 

Smaller herbivores and camivorC5 - rabbits. foxes. weasels and 
the like - are prevalent. Freshwater fish abound in the streams and 

lakes. Dozens of spedes of birds nest in the trees and along the 
streamsides of North Ithilien. Further south. smaller birds live way 
to larger avian hunten: eagies and hawks, which circle high above 
the plains in search of game. Deer and ..... ild boar roam in North 
Ithilien's woods, offering a fitting huntsman's quarry. Indeed, men 
are the only hunlers of the larger game, having exterminated the 
few larger carnivores that once dwelt here. Thus, Northern Ithilien 
is something of a "¥tell·stocked aame preserve. 



The northwestern borderlands of Mordor ha\e fe ..... nalive 
animals, "illen the Kant lIegetation. Insects such as flies and midges 
infest the liens of the Moraai, breedinl in the Magnant pools. for 
there are fewothercreaturcs to keep them under control. Some bur­
rOWln, rodents Inhabit the rocky hillsides and are preyed upon by 
vipers. Vultu�s roost in the eastern elms of the Ephel Duath, 
awaiting carrion. The only larger herbivores are ill-tempered wild 
goats, s�l\Iage thick-skinned beasts which can bra\'e the thorny 
shrubs during the drier seasons to obtain food and water. A few 
gaunt wollles, escapees from Orcish captillity, range through the 
Morgai. attacking anything they stand a chance of bringingdo ..... n. 
No animals make their homes in the wasteland ofGorgoroth, where 
there is nothing whatsoever to eat. 

l.JJ GIAl\"T SPIDERS 

One: monstrous predator of this relion remains to be considered. 
Giant spiders afflict many lands in Middle-carth, but their orilinal 
breedin"ground lies here. From Torech Ungol, lair of the mother 
of evil spiderkind, Shelob, spiderlinls have spread through the 
Ephel Duath, the Morgai and beyond Mordor, to the dark fortress 
of Dol Guldur and into shadowy Mirkwood. 

Middle-earth's giant spiders combine characteristics oftm: com­
mon web,spinning and hunting lIarieties of arachnids. They con­
greg8le in shadowy colonies of as many as two score. demarcating 
their ,Ioomy lairs with enormous v.�b5 of highly· valued spider silk 
struns between rocks and tr�. Giant spiders posscs.s deadly and 
paraJyzing lien oms: a paralyzed victim is securely bound in silken 
cords and dragged back to the lair, "'here he is leneraUy suspended 
from a trer or ca\'e ceiling until desired. (The digestille systems of 
these &iant eight-legged arachnids can only accomodate fresh. Ih'e 
lMat.) Giant spiders donot use their killing venom unless seriously 
endangered or angered. A giam spider is a formidable nocturnal 
hunter, cunningly stalking prey and seeking to trap victims where 
all o:its are blocked by its webs; it attacks In a combination of leap­
ing bounds and skittering runs. and at a speed fe ..... victims can 
match. 

Giant spiders, which grow to be 4'.g·wide, communicate by 
means of ominous creaking and hissina sounds and by a limited 
telepathic capacity ( .... ith a range of about 100'). Other minds ..... ith 
either natural or magicaUy gi\'en telepathic capacity can tap into 
spidm' thoughts and may well believe that the spiders are aduaJ1y 
speaking. There is, of course, little allraction in reading a spider's 
mind, salle only to learn what it will do next. Giant spiders are 
uniformly C\;I, and of low intclligen«, their thoughts mainly con­
cern how to sale their appetites. Howe\'cr, they are not servants of 
the Dark Lord. but products of an independent evil no less ancient 
and cruel than he. 

., 

3.0 POLITICS AND POWER 

3.1 HISTORY 
The tale of Cirith Ungol begins in the dark years of the Second 

Age. At that time fe:wcreatures dweUed in Mordor, and Ithilic:n was 
home to wandering bands ofSih'an Elves and some: common Men. 
most of them fishers and farmers along the banks of the Anduin. 
Early in that Age, after the ruin of )kleriand in the war between the 
Valar and Morgoth, She]ob ned south to find a new home. High in 
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the Ephel Duatb, in a pass then called by the Eilles Cirilh Duarh (S. 
Shadow)' elefl), Shelob hid hersdfand spun her webs anew. Later 
Sauron, ,reatest protfge of Moraoth, chose Mordor as his strong· 
hold, and around 5.A. 1000 be'gan building the infamous Dark 
Tower called Barad-<lOr. Men in Ithilic:n came under his infuencc, 
while the EI"es hid tOOnsellle5 or ned. Sauron's spreading pov.er 
was checked by the amllal of Nlimenorean colonists in the laller 
part of the Second Age. Though Sauron's deceptions at last 
brought on the destruction of the island of Numenor, the survillin, 
Faithful of that land escaped to join their brethren in Mlddlc-eanh, 
In S.A. 3320, Isildur and Anarion, sons of Elendi!, founded the 
southern Dunedain kingdom of Gondor. 

For O\�r a century the DUnedain ofGondor ruled thar new realm 
in peace. Guarded on the west by Anmon's fortress-city of Minas 
Altar (5. Tower of the Sun) and on the: east by Isildur's citadel of 
Minos IIItil (5. TO"'er of the Moon), Gondor spread her milht 
across the land. OsgillQlh, (5. Citadel-of-the-Stars), Gondor's 
capital city, s.panned the mighty Anduin and housed the mightiest 
of the four Polon/iri of the South-kingdom. Unknown to the 
DUnedain, Sauron returned to Mordor after the do ..... nfall of 
Ntimenor, and in S.A. 3429 his armies invaded Gondor and took 
Minas IIhil by surprise. lSildur escaped, and, while Anarion 
defended Osgiliath, the armiesoflhe Last Alliance of the Dunedain 
and Eh'cs assembled. Sauron had Iravely misca.lculaled the po"'er 
of his foes, and anrr a long and bitter ..... ar, the Dark Lord's forces 
feli to Isildur's men in S.A. 3441. 

Durinl the: early years of the Third Age Sauron's spirit was in 
hiding, and he was aenetally thouaht to halle perished. Shrlob still 
lurked in her mountain lair, entrapping Eilles, �len and Orcs. The 
Dunedain named her dreaded abode Cirith Ungol, the Spider's 
Oer.. Although the DUnedain had retaken and restored Minas 
hilil, Isildur's unexpected death in T.A. 2 foreller eclipsed its 
imporlance. Gondor then came under the sole rule of the House of 
Anarion. 

For o\�r a thousand years Gondor's power waxed. The South· 
kingdom's areat cities rose in maanifK:ence, while Mordor lay 
desolate, its passes guarded by Gondor's formidable border 
fortresses (among them the To .. ·rr of Cirith Ungol). Gonder's 
fortune began to turn under the splendid and placid reign of King 
Atanatar II Alcarin (T.A. 1 149-1226). Gondor rdaxed, hl\;na 
reached what she thouaht were her natura] boundaries, and amidst 
the extra\'agant pleasures of this era lillie was done to maintain the 
military supremacy forged by Atanatar's martial predecessors, the 
four Ship-kings. Durina Alanatar's reign and that of his IWO 
indolent sons the watch on Mordor was neglected, and Orcs began 
infiltTating into their former lairs. Sauron, by no ..... established in 
Dol Guldur in the guise of the Necromancer, plotted Gondor's 
doom. 

The bloody ci\;1 war called the Kin-strife ripped Gondor in two 
and raged from TA 1432-1438. Many noble Dunedain lords and 
thousandsof common soldiers perished in battle, fighlinl for either 
the rebel Castamir or for the rightful but half-Nonhman Kin" 
Eldacar. Both Osgiliath and Pelargir were sacked. Followin, the 
Kin-strife, the victorious but weakened King Eldacarinvited a mass 
migrat.ion of his Nonhmen supporters, many of whom settled in 
Ithilien. 

Two«nturieslater came asrcond and worse calamity, the G�at 
Pla8ue of 1636, which spread from the eastern pro\'inces to afflict 
the entire kingdom. King Telemnar and all his children perished; 
death st.a.lked Gondofsareat cities. includinaOsliliath. By the time 
the Plague abated Gondor lay prostrate, few families hallinl 
escaped loss. 

King Tarondor, nephew ofTelemnar, assumed the throne in the 
year of the Great Plague, 1636. He is young, and as his ascension 
was unexpected, was not fully prepared for the task. ofgoveming. 
Nonetheless, he has earnestl)' dedicated himself to the task of 
restoring Gondor's crippled might. In this year, T.A. 1640, Taron­
dor has decreed the removal ofthecapita] from low-lyinl Osgiliath, 



now partly deSC:rled and crumbling into ruin, to the higher and 
healthier elevation of Minas Anor. More ominously, Tarondor has 
also chosen to abandoll the watch on Mordor, lcaving only skcletal 
garrisons in the border fortresses. (The Plague cost Gondor many 
thousands of veteran soldiers, and replacements are desperately 

needed elsewhere.) Deep in Dol Guldur, Sauron laughs trium­
phantly, another step in his malevolenl plan achieved. 

3.2 THE KINGDOM OF GONDOR: 
THE FREE PEOPLES 

J.21 GOVERNMENT 

To the Fr� Peoples who reject Darkness, the Kingdom of 
Gondor is a tower of strength. withstanding the assaults of 
Easterlings and Southrons and constraining the as yel unreformed 
t\'il in Mordor. Goyernment in the Kingdom of Gondor blends 
features of absolute monarchy. constilutionaJ rule, and feudalism. 
The King (5. ArtlII. pl. Erain) combines in his person eJl:c:cutive, 
legislative and judicial authority. His power is limited by the 
unwritu:n obligation to uphold the Kingdom's traditional laws, 
which can only be changed with the consent of the Crown Council, 
an august body of Gondor's most prominent nobles. The Winged 
Crown and the Kings'banner, made of sable and emblazoned with a 
White Tree in blossom beneath se�'en stars, symbolize royal 
authority and tradition. A monarch ofGondor is expected to be not 
only a wise judge but a great general as well, and he often leads the 
Kingdom's armies in person. The monarchy is hereditary, although 
a King must seek the ritual acclamation of the people of the capital 
before assuming the throne. Unlike Numenor, ""here either sex 
could reign, Gondo,'s law of succession permits only maJes to 
inherit the throne, and descent is patrilineaJ in the royal house. 
Since the beginning of the Third Age the Kings of Gondor have 
been of the House of Anarion, reckoning their lineage from 
Meneldil, Anarion's son. 

Second to the King in Gondor's hierarchy ;s the Steward (So 
Arandur), whose function it is to rule in the King's absc:nce and to 
cnsuecontinuity between reigns. Though now held by the House of 
Hurin, a great noble family of lthilien. the Stewardship is not yet 
fonnally hereditary. II is generally conferred on a wise elder ""ho is 
prohibited from going to war or leaving the realm. 

The Tower ofCirith Ungol is formally separate from any proy­
ince, standing inside Mordor. Ie is part of the once- impressive 
chain of fortresses comprising the Watch on Mordor, strongholds 
which were once under direct royal control. Since the reign of 
Atanatar II, when the Watch was first neglc:cted, the burden of 
maintaining the Tower has fallen gradually OntO the authorities in 
Ithilien. In T.A. 1640, King Tarondor passed the duty of holding 
the Tower entirely to Prince Ohrondil, who now appoints Cirith 
Ungol's Captain. Ohrondil views the To""er asan expensive annoy­
ance to be vacated as soon as royal permission can be obtained. 

J.22 MILITARY FORCES 

Minas Ithil is the principal fortress of this region, harboring a 
sianding royal garrison 1200stong. A full muster of the province of 
Ithilien can raise as many as 8000 troops, but this is barely two­
thirds of the province's strength before the Plague. Most of 
Ithilien's troops are not trained veterans. Long has Ithilien enjoyed 
peace, secure in the heartland of Gondor. and few of its folk apart 
from the nobles have been forced to master the art of making war. 
The standing garrison in the Tower of Cirith Ungol, described more 
fully in Section 5.1,  was formerly an elite �'eleran force of royal 
troops but is now composed of provincial forces rotated from 
�tinas ithil. 

Levies, the most common gradeof the military, are drawn from 
those townsmen and peasants with limited trainingin arms and arc 
only mustered in wartime. Ordinarily levies have lillie or no field 
experience, unless they come from a frontier region that has faced 
invasion or attack. 
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Organization: Gondor's military forces arc raised in regional 
units, and organization is accordingly neJl:ible. For both infantry 
and cavalry the basic unit is the 2O-man "line" (u;th) led by an 
Ohlorin (pI. Ohtorrino), a senior warrior oftco of knightly rank. 
Three to five lines form a "troop" ( Thong) of 6()..IOO men under a 
knighted orficer, the Thallgoll (I'\. Thellgyn). likewise, three to 
five troops of varying size compri� the largest formal unit, the 
"compan)'� (Ohlorrim)of200-SOO men commanded by a senior of­
ficer, the Captain of {orgen (pl. lurgaen), 

Equipment: Gondor's heavy cavalry knights wear chain (RM AT 
16)or plate (RM AT 19), carry shields (RM DB ·20), and arc armed 
with lances. two-handed swords and shortswords (eke/). Their 
massive mounts are bred for the shock taclics and close: combat 
knights prefer. Medium cayalry men-at-arms arc outfitted in chain 
(RM AT 14), carry shields and arc armed with spears and 
broads",'ords. 

Infantry is the mainstay of Gondor's armies. Most of the 
Kingdom's men-al-arms arc arrayed in heavy infantry companies 
and are outfitted in chain (RM AT 14). They carry shields and are 
armed with spears or poiearms and longswords. Some moun­

tainous provinces favor ballieaxes. A few provinces, including 
Ithilien, field renowned companies of archer men·at- arms using 
composite bows. 

Light infantry levies are the poorest-equippcd troops, wearing 
only rigid leather (RM AT 10). The,), carry shields and are armed 
with inexpensive weapons, principally spears or 5hortbo",,·s. 

TaclK's: Cavalry. as mentioned, are used either for shock or skir­
mishing, according to the weight of mounts. Infanlry are trained 
for two principal melee formations_ In assault, the "wedge" (Q. 
Nerllehlo, S. Dirnoilh, lil. LTans. "man-spearhead'') is employed to 
sever an enemy linear to disrupt an as�mbling foe. II is most effec­
tive on level or downsloping ground. The "shieldwan" (Q. Son­
daslon, S. Thongoil, lit. trans. "shield-fence'') is a defensive forma­
tion, formed of twa serried ranks which can, if outflanked, be bent 
at either end to form a circle bristling with steel. Giyen the 
yul ncrabilit)' of Gondor's predominantl), in f anu'y armies to a heavy 
cavalry charge, Duneclain commanders consider it imperative to 
deploy on slopes and high ground. 

Gondor's armies are ordinarily superior in training, tquipment, 
and leadership to their foes. For Duocdain commanders, war is no 
mere test of valor, but requires organization and advance planning; 
Gondor's ability to supply and coordinate several armies in the rteld 
has confounded man)' an enemy. 

3.3 SHELOB: THE HORROR IN CIRITH UNGOL 

Among the most powerful of the baneful entities lurking in the 
shadows of Middle-earth is Shelob the Great, "last child of 
Ungoliant to trouble the unhappy world"_ ('IT, p.423) Her name, 
accorded most likel)' by the Orcs in their debased Common Speech, 
connotes a female spider, but how inadequately this depicts Her 
ladyship, queen of evil! Shelob has endured three ages of Middle­
earth, growing ever-fatter on her victims and ever-greater in power, 
and now she is yirtually invincible. 

In form Shelob resembles her children. the giant spidersofEphel 
Duath and Mirkwood. But the comparison is that of a tiger to an 
aUeycat, for Shelob is of vast proportions. Great horns protrude 
from her head, which is joined by a shon stalk of a neck to the 
colossal bloated pouch of her abdomen. Her upper body is hlack 
with ugly blotches, and her belly is pale and shiny. Shelobexudes a 
nauseatingstench, like rOiling carrion. Eight long legs, bent at great 
knobbed joints that rise above her back, bristle with steely hairs. 
Each leg is tipped with an iron-hard claw. 

Altogether Shelob is some 2O'long; eaeh of her legs extended to 
its full length is about 18'. Her entire body is enveloped in a many· 
layered hide. the folds of which compress to allow She!ob to 
sqUee7.t htr abdomen through narrow cracks and crevasses. Hard 
as plate armor, her hide is nearly in penetrable even to tht sharpest 
and most strongl)' wielded sword, and is impef\';ous to all wcapom 



save thO$e maaically enchanted against evil thinss. When gashed, 
Shelob'S body speYt'S forth an acidic yellowish-green slime. 

Mosl remarkable of all are Shelob's two great main eye clusters, 
multiface1ed and lit from ""ithin by a pale ,.,.hite flame. Even in uller 
darkness Shelob can sec very wdl, and Ihose who venture into her 
lair .. ill first sec her unblinking eyes heralding her approach. Full 
daylight or the magical equivalelll, however, blinds her temporar­
ily. and Ihe searif\£ pain crealed by bright lighl is likdy 10 cause her 
10 break off combat. Shelob's eyes are her most vulnerable poinl 
and can be pierced even by normal weapons ifaimed specifically al 
Ihal laraet. Her legs are similarly less prol«ted Ihan her main body 
and can be severed. [n time, both damaged limbs and eyes will 
rqenerate. 

Shelob pursues prey in a combination of rapid running and 
springing bounds. and at a speed fe"" can match. She is able 10 leap 
as far as 30' and will ordinarily do so as a firsl attack if space per­
mits, landing with crushing force comparable loa runaway wagon­
load full of bricks. Alainst a prone v)ctim, Shelob will attack wilh 
the claws of as many as four of her legs, using Ihe olhers for 
bala�. TII05e fighlers still on thcir feet must face Ihe l""o stabbing 
horm and Shelob's most formidable weapon, lhe \'enomous Slinger 
in her jaws. When hungcy, Shelob employs her paralyzing venom, 
rendering the victim comatose for a day at most (2-24 hours). giving 
Her Ladyship time 10 bind the unfortunate in silken cords and 
deposit him in one of the many larders in her lair. If seriously en­
dangered or angered, Shelob uses her potent killing venom, which 
takes dfecl immediately. For all her a .... -esome power, Shelob is 
co .... -ardly at heart. 

Of course, Shelob is no more a mere giant spider than Gandalf is 
a Hobbit-party conjurer. Rather, she is an evil creature in spider 
form. As a child of the d�monic Unaoliant. She10b shares her 
mother's immortality and ability to use maaical power. There are 
few in all Middle-eanh who eould challenge her wilh any assurance 
or victory. Sauron is aware of her. bul he is wise enough to tolerate 
her presence in Mordor. True. she eats Orcs and oth« servants of 
Darkness (along with many DUnedain), but she is a powerful irri-
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tant to Gondor, distracting Ihe attention of the Kingdom's troops 
from the aclivities of Sauron's minions. 

Unlike common gianl spiders, Shelob combines her malicious­
ness ..... ith outstanding cunning. and she is catlike in her playfulness. 
A consummate user of pD'A'er, Shelob is a master of parts or bolh 
Essence and Channelina. 

Shelob's Spell Lists: 

O�n Channelinl: D�t«IJon Mastery, Surl"� Ways (on self 

only), Calm Spirits. Sp�l1 lk/�nse, Prot{!CI;Oru. 
Animist Li§ts: All healing lists (on self only). 
Ranier lists: Naturt!'s Guises, Path Mastery. 

Oprn Essm«: Spells Way, Spirit Mastcry, Essence's Ways. 
Essence Pe�p'iollS. lllwions, Physical Enhancement. 
Bard Usls: COntrolling SonU, Sound Conrro/. 

II using ROLEMASTER she is a master of Mentalism and may 
cast the following lists to 30th level. 
O�n: C/OQk.ing, Damage Resistance, AUack. A voidance, �If­
healing. /R/ec/ions, S/NII Ruislanc�. 
Closed: Sens� Mas'�ry, S[N'rd. 

Base El'il Mentalist: Mind Erosion, Mind Death, Mind Domina­

tion. 

Unlike ordinary Spell Casters, Shelob can cast spells affecting 
several bOnIS simultaneousl)', simply multiplying the po .... ·er poinl 
expenditure for each individual affected. Normally she only uses 
minor spells on her viclims before the kill, reserving her full power 
for situations of morlal danger. Shelob's innale telepathic ability, 
effective to three miles, is so powerful lhat even non-telepathscan 
sense her brooding malice. Ho ..... ever. she can cloak her mind if 
desired so as not to give away her presence. Fina.lly, Shelob can 
belch Utterdark spells (HMOpen Mentalist Brilliance List) oncepet' 
lurn 9t no expenditure of pollo'er points. 

For any foolish or desperate enough to seek combat with Shelob. 
Her Lady5hip's characteristics ace as rollo ..... s: 

Ul'd: SO 
R.cr: Demon/Great Spider 
SlulSpttd: HugelFast 
Hits: SOO ({including. 20 (x8) legs, 30 (xl) great cluslers or 
eyes)) 
Armor (Defensive Do"us): Plate (-80) bod)'(RM AT 20); 
Rigid Lealher(-60) 1eg.s(HM AT 12); No Annor(-IOO) 
eyes(RM ATl). 
Attacks: Huae Pincher (see MI:.'RP tabJe CST-2) + 120, 
poison injected ir critical hit. (attack level SO. kills instantly 
or paralyzes at option). RM Attacks: 
Seconda!)' - HH + 100 (xl), 25'" probable. 
Tertiary - HOi + 120 if primary critical hit. 
Optlonal - HCr + ISO on initial jump. 
Crit T1Iblr: Large Creature -10 (RM: Super Larle 
Creature) 
S�ll Soaus: + 20 
POft'cr Points: 200 (an o\·er ..... helming presence I) 
Noles: Shelob attach al -100 in full daylighl or equivalent 
magical light. Given the option she will flee and hope to lure 
her prey into a situation more advantageous to her. She can 
only be hit by enchanted weapons. 

CamftJUL$lrr Noles: The GM should be especially cardul when 
dealing with Shelob, for fate has marked her with a special pur­
pose, and her death at this I.ime would be extremely inap­
propriate. Keep in mind that she is a co .... -ard and will flee 
without hesitation if she thinks she milht be in real danger. If 
her spells and other skills are used with skill and care, however, 
she should be almost invincible, paral)'Zing her foes with fear 
and then hal'inl her cruel way ..... ith Iheir helpless bodies . 



4.0 PHYSICAL OVERVIEW 

4.1 OVERLAND TRAVEL 
Wilderness travel is an integral part of adventuring in the vicinity 

of Cirilh Ungal. Adventurers will begin with a general map of the 
principal roads and terrain features, but thereafter they are on their 
own, gathering information from their travels and from those of 
others. 

Minas IIml, the natural base for exploration, i§ ordinarily 
reached by a preliminary journey through Ithilien. The Ithilirn 
countryside is suitable as well for adventures of a less hazardous 
SOrt. All of Ithilien's major roads are good, afroeding direct roules 
for any (onn of movement - afoot, mounted. or in vehicles - at 
full speed. South Ithilien's open rol ling fields areeasiiy traversed al 
normal speed offroad, unless with heavy vehicles; only in the steep 
hills of the Emyn Arnen is speed halved. Several tracks wind 
Ihrough Norlh IIhilien's forestS, but away from Ihe main rood or 
tracks, movement is at half speed. In civilized Ithilien, hazardous 
encounters are at a minimum. Peasants, merchants, and Gondor's 
military patrols are mosl frequently met. A few bandits in North 
Ithilien's detp woods and occasional raiders slipping across the 
Ephel Duath from Mordor are the most serious threats to the 
traveler. Accomodations arc easily found in Ihe villages every few 
miles along the roads and scallered throughout the countryside. 

Apart from the two main passes, it is nearly impossible to cross 
the Ephel Duath afool, and flatly impossible for mounts and 
vehicles. 

Through Orilh Ungol, excluding Shelob's Lair, movement is at 

the normal rate. Stairs bar mounted or vehicular movement, and 
only adventurers afoot and unridden pack animals (donkeys or 
mules) can negotiate the pass. Movement is likewise normal 
through Cirith Ithil, for the road through that pass is broad and 
smooth enough to allow mounted and vehicular mO\'ement, save 
when the pass is blocked by snows or when heavy rains cause the 
tributary streams of the IIhilduin to overflow. 

Avalanches and rockfalls are always a threat in the mountain 
passes. Wild goats, giant spiders, Orcs and Trolls may aU be en· 
countered in the mountains and in Cirith Ungol; it is even possible 
(though very unlikely) 10 come face to face with Shelob herself on a 
nocturnal hunt. Adventurers wishing to escape attention are best 
advised to use Cirith Ungol. where perils abound but the authorities 
rardy venture. No accomodations exist in the mountains and 
passes beyond Minas Ithil, and adllenturers can at best hope to find 
a disused cave or cranny to shield themseilles from the chill moun· 
tain winds al night. 

Travel inside Mordor - along the base of the Morgai and in 
Gorgoroth - is at half speed due to the rough terrain, unless a road 
or track is followed, in which case movement is normal. Encounters 
in Mordor are principally with the unsavory fauna and still less 
pleasant band50froving Orcsand Trolls. Gondor's troops from the 
Tower are no longer strong enough for regular patrolling and are 
only encountered outside the Tower ..... hen on specific missions. 

Shelob hunts in the vicinity of her lair. and Sauron's servants may 
be encountered on their ill·intentioned missions, if one is unlucky 
or clumsy enough. An inn ..... ith a comfortable hearth is not to be 
found in all of Mordor, but fortunate 4ravellers rna)' disco\'er a 
ruined Sauronic outpost, a worked...out Ore mine, or an abandoned 
Troll hole in which to pass the night. The less fortunate may 
discover 10 thei r  chagrin that the inhabitants were only out to 
lunch . . .  

Chances o f  becoming lost are minimal i n  the plains of South 
Ithilien, and though odds are greater in North Ithilien's forestS, it is 
easy to locate a stream flowing from the mountains to the Auduin, 
and so to reorient oneself. Prospects for holding to one's courses 
are ...... orse in Mordor, and worst of all in the Ephcl Duath. 
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4.2 THE TOWER OF CIRITH UNGOL 
From the sheer east ..... ard cliffs of the Ephel Duath - on either 

side orthe summit of Cirith Ungol - two sharp horns of rock stab 
heavenward, their tips lIisibleseverai miles away on the western side 
of Shelob's Lair. The careful observer may note a reddish light 
blinking from the northernmost hom, for this is no natural 
formation bUI the turret of the Tower of Cirith Ungol. From this 
height, Gondor's soldiers ..... atch the passes out of Mordor with 
ceaseless vigilance. Early in the Third Age. while the Dunedain still 
commanded Ihe architectural skills of lost Numenor, the Kings of 
Gondor ordered the building of the Tower as an adllanced easlern 
outpost of Ithilien's defenses. The Kings v.�re mindful of how 
Sauron's hosts had taken Minas Ithil by surprise in S.A. 1429. For 
o\'er a thousand years, Gondor's troops halle patrolled the 
borderlands to kttp the creatures of Darkness scattered and al bay. 

Access to the Tower is by I wo main roules. A broad road climbs 
from the south along the edge of the mountains through a deep 
cUlting, rounds the southern horn of rock, and suns a precipice to 
the outer gate. AJtemativcly, a path sharply descends by stone stairs 
and a twisting trail from Orilh Ungolto join the main road just 
beyond the southern hom. Apart from that stretch of road leading 
to Ihe gate, Ihe Towers outer wall is secure from assault, as 
climbing the sides of the shelf entails a Sheer Folly (-50) maneuver. 
Altogether, it is some 75' between one's first view of the Tower after 
rounding the southern horn and the end of the road at the main 
gate. 

Gondor's masons built the Tower principally from a dark, dense 
basalt quarried in the Ephcl Duath. This stone is so finely CUI, 
polished and fitted as to afford lIirtually no handhold to anyone 
attempting to climb Ihe outer wall or Ihe Tower's tiers, an Absurd 
(·70) maneuller at best. further, thediff has been smoothed in tht 
immediate vicinit)' of the Tower to remove handholds, 50 Ihat any 
aHempt 10 reach the tien of the Tower by ascending or descending 
the clm face is no less futile. Thus, the only entrances to Ihe Tower 
- unless one flies tolhe roof of the third tier - are the alloyed steel 
double doors of the main southeastern gate and Ihe riveted bronze 
double doors of the Undergate. The bronte doors exit the rear of 
the Tower's lowest level and connect to a side passage through 
Shelob's Lair. This dangerous latter route is mainly used to send 
secret messages and to deliver supplies. should Ihe Tower be 
besieged. 

4.3 SHELOB'S LAIR: TORECH UNGOL 
At the end of a one m.ile long crevasse foilowin, the Winding 

Stair, a grey mountain mass is thrust across the pass of Cinth 
Ungol, impeding further progress aboveground. Under the shadow 
of this natural waU a cave mouth leads into a tunnel beneath the 
mountains. Outside the mouth of the tunnel, the foul reek of cen· 
turies of hoarded filth assaults the adventurous. Unmistakably, 
this is Ihe entrance to Torech Ungo/(S. "Lair of the Spider1, home 
of Shelob the Greal. You dare to pass? Be forewarned - many 
others no less courageous have entered neller to reappear. 

Torech Ungol is a complex web of passages and caves beneath the 
mountains, radiating in many directions from Ihe vast round pit 
where Shelob lurks between hunts. The main passage through the 
lair is roughly 20' wide, arching to a 15' high ceiling, and runs in a 
straight line for some five miles betwetn the western and eastern 
ends of the lair, sloping ever upward toward the east. The walls of 
the lair are smooth and its floor mostly even, salle for a few shallow 
rises. From Ihe west. the passage is uninterrupted for two miles by 
any turns or exits; Ihereafter, an opening is first encountered on the 
south. Then several more passages of varying v,;dths appear on 
either side, but the main route remains clear, ascending in a straight 
easterly direction. Four miles from the w�stern entrance is a vast 
opening. Thirl)' feet wide on the northern side of the main passage 
the corridor leads to the central pit, which is over SOO' in diameter 
and a quarter mile deep. The abyss is rea.ched by a rock ledge wind· 
ing downward around the side of the rugged, rocky pit. 



Only a shon diStance beyond lh� mouth of the pit, the main 
passage forks. Beyond this point, the pro� course is uacka!" to 
those unfamiliar with the lair. The southern or right-hand fork is 
the corr�CI passage and continues a mile further to the eastern exit 
from the lair. The northern or left-hand fork leads to an apparent 
dead end, ..... here a Slone slab blocks the pusage - save for a narro ..... 
gap bC'tween its tOp and the arched roof. Even for a Hobbit, this gap 
isa light $quccze, and a full·sized Orcor Man could not hope to get 
through. In fact, the Stone slab is a secret door, mounted on a pivot 

and opened by pressure upon loose stones in the ",all on either side 
of the door. (The stones must be moved in proper sequence.) 
Beyond the door, the passage twislS and turns repeatedly for well 
over a mile, terminating in a straight corridor leading to the riveted 
bronze double doors of the Undcrgate to the Tower. 

Scattered throughout the many ..... inding secondary corridors 
branching off from the main tunnel are a number of C3\'eS and 
chambers cut into the rock. Some are empty, but others scr\e 
Shdob as larders, prison cells for captives, hatcheries for Iler egg 
sacs, or as refuse dumps for the bones and possessions of her \'ic­
tims. Although Toreeh Ungol has only Olle level in the general 
sense, passages and chambers are not all at the same altitude. 
Secondary tunnels may cross above 01 below others lather than in­
tersect them. The openings at either end orthe main passage are the 
easiest exits to locale, but the lair hal;; scveral other uits, including 
Olle at the Undergate and a. crack in the rock funher up the final 
cleft of Cirith Ungol. near the principal eastern exit. Thus, "'hile 
Shdob has many opportunities \0 ambush neeing prey, she herself 
cannot effectively be trapped in her lair. 

Toreeh Ungol's orilins art lost in the Elder Days, but cenainly 
Shelob did !lOt carve the grtat cenLTal pit and main passage htrself. 
Some argue that a forgotten race of Dwarves or Men musl have 
once dwelt here, but most sages who have considered the matter 
belie�e these portions of the: lair to be of natural oriJin. 

Just a fe.,,' fetl inSide an)· entrance Toreeh Unlol is pitch dark. 
and in combination with the still, stagnant airthe darkness secmS lo 
assume tangible substance, denser than the mere absence of light. 
Sound falls dtad. causing no echo, and human hands grow numb 
after hours of feeling one's way along in the dark . Pervading Ihe lair 
is a \'i1e stench ..... hich o\'erpowers all other scents and grows steadily 
in foul inlensily as one approaehes the central pit. There the Tttking 
air is so inlense as 10 be nauseating. 

Despite the danger of entering the lair, some bold or mad adven­
turers stiU venture inlo Toreeh Ungol. Dtinedain messengers find 
the route useful for entering and leaving the Tower without being 
observed. Similarly, Orcs and Trolls sneak by, hoping to escape the 
notice of watchful Dtinedain in the Tower. Finally, LTC3sure­
seeken han heard of vast hoards of booty rumored to be hiddtn 
here. Ovtr the course of thousands of years, Shelob has dragged 
countless �K:tirru; back to her lair, and the possessions or these vic­
tims lie scattered throughout theu\'esofthe lair willy-Dilly. A man· 
sized pile of loot Stands in thecenlral pit. Shelob cares nothing ror 
any of this lreasure, which to her is inedible clutter, but she finds it 
useful bait ror drawing rresh prey wilhin her clutches. All 100 often 
a temlXing heap of coins or ancient sword conceals a pit dug by 
Shelob and filled wilh her stickiest webs, 

Shelob does not auack eo,'eryone venturing into her lair, for if she 
did, !lO sane and fresh beings would come. She exacts her ghastly 
loll on perhaps a quarter of those merdy passing through; of 
course, the tonger one roams Tor«h Ungol sc.ooping up treasures, 
the more likdy is a disastrous encounter with Her Ladyship. Many 
other encounters of less danger are common; newly halched 
spiderlings roam everywhere, "'hile groups of DUnedain, Orcs and 
Trolls pass through on their ",uious missions. (As do occasional 
spies of Sauron.) Advenlurers may meet other avaricious treasure 
hunters. Tor«h Ungollures generation after generation, all seek­
ing wealth and each ..... illing lO endure the Slench and the �ils for 
the promise of gaining a quick fortune. Are you so bold or 50 
foolish� 
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4.4 AN OVERVIEW OF MINAS ITHIL 
Minas Ithil, a fortified metropolis centered in one of Gondor's 

three Great To",ers, is lhe natural base for adventuring in IheCirith 
Ungol region. The city offers man)' opportunities for adventure 
wilhin ils walls and is a safe place for resting between excursions 
into the wilderness. 

The city rests on a broad ston)' shelfproj«ling from the inward 
side ohhe southern arm of Ithll Vale. The major highway bet ..... een 
the Crossroads and Mordor passes before the diY'S gale on the 
norlh, High Slone walls faced with ..... hite marble enelose the diy, 
and rrom Minas Ithil's center rises Ihe s1ender Tower of the Moon 
after which the city is named. Secure in the uppermost chambers of 
the Tower of the Moon is one of Ihe se�'en Po/anlfri, the secing­
stones preserved from fallen Numenor. The chambers are 
accessible only to the King, the Prince and their trusled royal 
counselors. The \'ery existence of the Poiumir is not �nerally 
knov.n throughout Minas hhi!. 

Whi1e Minas Anor is a practical city, immersed in cour! politics 
and commerce, Minas Ithil is home to the Kingdom's artists. 
dreamers, sages and masters of the magical arts. Long ha\'e its 
inhabitants labored to perfect its sublle beauty. Minas IIhil is 
accounted by many Ihe fairest of all cities of Men. Evening festivals 
and antique pageants form a cycle of unending pleasures. drawing 
travellers from all the: lands or ."estern Middle-earth. Lei Mm"s 

Anor urk to outshme Ihe sun in spkndor, the folk of hhi! $8y; 
when Ihe �'Orld Brows dark, Ilten is lire 10veJin(>5S oj our eily 0 
bt>aron unmalched. 

Royal authority in Minas Ilhil, as embodied in the Prince. isexer· 
cised discreelly, for many of the folk here are nonconformuls by 
nature. The ch;ef duty of a Prince iSlo share in the city's pleasures. 
The King's laws are enrorced, but bebavior ofan unusual or e�en a 
bizarre nalure is tolerated as lona as no one is injured. All the ar­
listry and pleasures or the city have their price, however, in the form 
of the Travellers' Tax, which is levied upon all visitors to the city 
entering its gates. Folk from elsewhere in Gondor pay a nominal 
one copper piece if commoner, and one silver if noble. Foreigners 
are charged according 10 lhe most visible sign of .... ealth: their 
means of transport. Tr3\'ellers pa)" a silver pi«e each ir arri�in& 
afool, five silver pieces if mounted, and a gold pi«e if in possession 
of a ",arhorse. Upon payment, the traveller recei\·es a day token 
"'hich serves as a pass good for entry free of charge for the next 
month. 

Goods ofe�ery sort are readily available in Minas Ithil's markets 
and shops, the city being a metropolis of the firsl rank. Gondor's 
smiths and armorers can outfit the ad\'enturer of any stature, and 

both arms of superior qualily and ellChanted arms may behad for a 
suitable pric'e. Magical adjuncts of lhe ordinary son are available 
from the many specialized users of po.,,'er in Minas Ithil. Foreign 
commodilies oOen lind their wayintothe markeu, which overflow 
with common goods of domestic manufacture. Minas Ilhil's 
economy is cash·based, and only merchants who regulari)· deal in a 
particular type of good or specialized pawnbrokers ..... iII consider 
barter. On the brigtller side, the nobles and chler merchants 
hereabouts are rich enough 10 purchase virtuall)' an)'lhin& of value 
that adventurers may ..... ish to dispose of. Somewhat unfortunately, 
lhey are also sophisticated enough to detect all bul the most clever 
frauds. 

Only coins of Gondorian issue or of equi",alent weight are legal 
tender. and forei," currency must be converted by a moneychanger 
(at a 5 .... commission) 10 be useful. Mone),changers doub1e as 
bankers and .... iII make short·tem loans if collateral is offered. 
They will gladly deposit wealth for safekeeping at no charge. 

Lodging is a\'ailable tosuil moSt incomes and tasles, although the 
poor traveller will find life in Minas Ithil an eltpensi�'e proposition. 
The wealthiesl can lease enlire unt.enanted mans tons wbileordinary 
folk will find a warm hearlh, soft bed and good cheer at one of Ihe 
dozens or inns and guesthouSC$. A fine example is the Black Stag 



Inn, on Ihe Ralh laurandir (S. Old Pilgrim Streel). The Black Slag 
is a rectangular whitewashed stone building centered around a 
cobblestoned court. The Stag stands three stories high and boasts a 
tiled roof. One enters by an archway from the streel lhrough oaken 
gates opening onto the courtyard. The common room, kitchen, 
storerooms and stables are on the first story. while guest chambers, 
with glazed and shuttered windows, are on the upper floors. The 
innkeeper and his family live in a two-story annex behind the com­
mon room, and the wine cellar is below those q1larters. 

A varied menu is presented; roast venison and fish are house spe­
cialties. Dark ale is the favorite drink of most who frequent the Stag 
but a selection of liquors and exquisite wines is available as well. 
Lodging may be had in the common room, in a shared suite, or in 
private chambers. Mounts are well cared for, and the innkeeper 
assumes risk of theft of goods left in his custody. In Minas Ithil, the 
Black Stag is a well-known adventurer's rendezvous. 

5.0 AN OPERATIONS 
OVERVIEW 

5.1 THE GARRISON OF THE TOWER 

5.11 MILITARY STRUCTURE 

Traditionally. the Tower of Cirith Ungol has been garrisoned by 
a full company, and in deference to that tradition, the commander 
of Ihe Tower still holds Ihe rank of Caplain, (Targen). Since the 
actual garrison now amounts to no more than a troop of four lines. 
its commanding Thangon is also the Lieutenant of the Tower. Each 
of the four lines is composed of veteran men-at-arms and led by an 
experienced ohtarin. The six officers - the Captain, Lieutenant 
and the four Ohtarrina - have valets. Thus, the military element of 
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the Tower's garrison totals 92 men: 6 officers, 6 medium cavalry 
ohtari. and 80 infantry men-at-arms. 

In addition to the military garrison, the Tower has a support 
complement of 28 individuals, including a Mage and her appren­
tice, an armorer and two assistant smiths (2nd level fighters), a 
physician (actually an Animist) and two third level assistant healers 
(also Animists, 3rd level, RM Lay Healers), 3 cooks, 6 scullery 
hands, 2 stable hands, a carpenter, mason, and scribe. 

Men-at-arms are on duty eight hours a day, in staggered shifts. 
Twelve soldiers, including four archers, arc always stationed on the 
outer wall guarding the main gate. Six soldiers, including two 
archers, guard the turret and roof of the third tier. Two men-at­
arms guard the doors of the first tier and two the Undergate. The re­
mainder of those on duty patrol the interior of the Tower or guard 
the cells holding captives. When off-duty, men-at-arms are either in 
their barracks - where they sleep, eat, maintain their personal gear 
and engage in games of chance - or mustered in the courtyard, 
drilling and honing their fighting skills in mock combat. Each 
Ohtarin is responsible for the proper training of his men, and 
soldiers drill an average ofan hour a day. Off-duty men-at-artns are 
fully armed if training; otherwise, they will nol be wearing armor, 
but their weapons will be close at hand. 

Guard shifts are rotated every two hours. half the men being 
replaced at that interval. Never will every man at a position change 
shifts at the same time, nor are any soldiers at a particular post for 
more than four hours. Duty schedules are posted weekly. 

Due to the inadequate strength of the garrison, regular patrols 
are no longer sent out from the Tower. Occasionally, upon special 
orders from Minas Ithil, a force of 5-20 soldiers led by an Ohtarin 
will be mustered from off-duty men-at-arms and sent forth on a 
raid, usually to take Orcs captive for later interrogation or to rescue 
some hapless soul. Officers leading these missions are under strict 
order to minimize losses and to avoid unnecessary battles. Despite 
the dangers, these expeditions are popular with the men-at-arms, 
offering welcome relief from the boredom of Tower routine. 
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The 120 inhabitants of the Tower arc isolated from life in IInilicn 
and welcome visitors from Minas Ithil. Once a month, a supply 
train from Minas Ithil guarded by 20-40 mcn-at-armscrosstsCiriln 
IIhil bringing rations, replacements and news from home. A 
mounted mcsstnger occ.a.sionaJly arrives from the Prince wilh 
dispatches or orders for the captain ohhe Tower. Orcs often Iry to 
ambush suppl)· trains and capture mcssengers; if there is reason 10 
expect an Orc attack, Cirilh Ungol and Shelob's Lair are used as a 
Icss desirable and slower alternative route. (Pack mules must be 
ustd to make the climb instead of horses.) Soldicrsand supporting 
starr in the Tower are entitled to fOUf weeks' annual leave, an 
eit&erly awaited event. Gh'cn the undesirable nature of duty in the 
TO'Aer compared with service in Minas hhi!, members of the gar­
rison also receive SO'!. higher pay. But even with this bonus, the 
Prince hassomc difficulty finding officers and men who ..... ill accept 
the boredom of military life in Mordor. 

5.12 PROMlNEI''T L","DIVIDUAl.s IN THE TOWER 

Vrantur, uptain or the To'n�r 

The scholarly and reserved Veantur would seem an unlikely can­
didate for Captain of the To ..... er ofCirith Ungol. Heirtothe House 
of A,urdi! (one of the ancient and most noble families of Minas 
hhil) Veantur has always enjoyed the privileges and security 
guan.ntttd by immense wealth and cOfisiderable personal power. 
He has never known real hardship, although, like any properly 
raised Dlll1edain noble, he has been trained rigorously in the use or 
arms. Veamur's military achievements have nOt been rlXorded on 
the battlefield but rather in several acclaimed campaign chronicles 
which he has written. 

Veanturis now90, middle-aged for a Dunedain ofpure an«stry. 
Greying hair adds dignit)' to the sharp lines of his handsome 
countenance. A g1illering gaze, alternately kindly or fearsomely 
stem, outwardly expresses the will of his powerful mind. Veantur, 
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who stands 6'IO" tall, to ..... ers above most of his soldiers, Althoulh 
he is neither extraordinarily strong nor tough, his lean body is ..... eU­
cond itioned and surprisingly aaile. The Captain's dress is invariab!)' 
or high qualit)· and tasteful in the Iraditional manner. 

Balur, Armorer or the Tower 

Balur, member of a distant clan orDurin's Folk, oncedwelt in the 
Ered Mithrin (the Grey Mountains) wilh his kin. There Dwarves 
labored and reasted contentedly, until the comin, of the firedrake 
[tungos(, who routed them from their halls and stole their treasures. 
Just a generation ago. Balur was forced to flee his home with only 
the clothes on his back. Too proud to accept charity from his kin· 
folk at KhazAd-dilm (Moria), he came south and enlisted as a 
mercenary armorer in Gondor's army, chOOSing to serve in the 
Tower for the higher pay. His ambition is to save enoulh lIoid to 
return north in proper Owarvish style, to lather his kin, and to take 
revenge upon the dragon. 

A bachelor, Balur is lonely in the Tower, so rar from his kin. His 
closest companion is Amrod, and lhe t",·o dro ..... n their sorrows 
together in drink. Balur has rather moreconuol than Amrod, and 
his work is unaffected by his ale-guzzling. 

This skilled d ..... arf is 4'6' tall (or short), very broadly built, with a 
prominent n� and a long forked red beard. Balur, al 160 years 
old, is wetl into Dwarvish middle.age. 

Athugula, Lleutenanl or the Towe.r 

Perhaps the most rcspected rlgure in the Tower is iu LieUienant, 
Athugovio. A des«ndant of • Northman chieftain who ser.'ed 
under King Eldacar and later migrated to Gondor, Athugavia is 
proud of his warrior heritage. Like several of his forefathers, he has 
chosen to make his carur in Gondor's army. An CJl:pert Ranger, the 
Lieutenant often undertakes solitary patrols in the Morgai, sp)ina 
on Orcs and Trolls. For his courage, the common soldiers admire 
him greatly. 

Athugavia is 36, in the prime of his manhood, and instantly 
stands out among the Dunedain: his long blond hair and curling 
beard and mUSlache make him unmistakable. His unusually tanned 
complexion is the result of many yues spent as a scout in the wild. 
Standing 6'4", Athugavia would be accounted tall among his 
kinsmen, although he is but average heighl in his present company. 
Athugavia favors armor and clothing of black and silver hues and 
wears Northmen-style shirts and leagings in preference over the 
Dunedain tunic and hose. 

Four years 310, ..... hen the Great Plague swept through Gondor, 
Athugavia lost track of his beloved fiancte Lidumavi, who ..... as then 
visiting kinfolk. in Rhovanion. Until recently, be had good reason to 
think she ..... as dead. A few months ago, a black-doaked figwe ap­
peared before Athugavia while he was on solitary patrol and cast at 
the Lieutenant's fret a pouch containing a parchment scroll and the 
necklace he had gi\-eR Lidumavi upon their betrothal. From the 
scroll, inscribed in Eothric, Athulavia learned with dismay that his 
beloved was a captive of the Necromancer, and that she would suf· 
fer horrible tortwes if Athugavia did not cooperate with the 
Necromancer. Torn between his loyalty to Gendor and his love for 
Lidumavi, Athugavia a ..... aits with indecision further word from the 
Black Master. 

Call me tlalfdnn, Mage or tile Tower 

Although unions between Men and the High-Elven Noldor.reso 
rare as to be legendary, in certain sheltered parts orMiddle--earth. it 
is not unknown ror utraordinary Men to wed Sindarin or Silvan 
Eh·cs. Calime Halfdven, hailing from 8elfalas in Gondor, is the 
orfspring or such a rare union; her falher was a DUnedain noble, 
and hcr mother a Grey Elf or Edhe1lond. Calimc's mother tutored 
her in the magical arts rrom an early age, and for t ..... enty·fi\'C years, 
lhe younlt noble maiden lived a happy life in her father's luxurious 
manor by theSea. Sorrow befdl her in the year of the Great Plague; 
her noble father died, and her arief-stricken mother turned her 
back on mortall.nds and lOOk. ship into the West. Calime chose not 
to forsake Middle-earth, thus abandoning immortality, but she is 



bltssed with a lifespan far exceeding that of mortal Men. Finding 
herself sole heiress to her father's fortune, Calime journeyed to 
Minas lthil ..... ith a single companion, her maid and apprentice 
Erwen, hoping to forget her loss amidst lhe Ihousand pleasures of 
the metropolis. Alas, Calime had never learned to manage ..... ealth, 
and Voithin thr� years she had squandered her fortune. She faced 
ruin. Then Prince Ohrondil offered to fr� her from debt and save 
htT Ireasured heirlooms from the auctioneer i/she would assume 
for five years the posl of Magt at the Tower ofCirilh Ungol. Ne ... er 
having seen firSlhand the bleak desolation of Mordor, Calime 
rc:adily accepted the Prince's offer. She has since wondered more 
than once ""hether debtor's prison might have been kinder to her 
than her chosen service. 

Calimt Halfelven is lovely as only one of Eldarin blood can be, 
possessing glossy dark hair that falls down her back, shining amber 
eyes, a radiant complexion and a ravishing figure. She accentuates 
her beauty with an extensi\'e wardrobe of silken gowns, fur mantles 
and jewelry. She is partial 10 fiery reds and lighl yeUows, according 
to her variablt moods. Calime stands " 10" tall and is now 40 years 
old by Men's reckoning, although lime means lillie to her. 

Understandably, in a lower full of soldiers, Calime is jealous of 
her pri ... acy and keeps to htrself. Many think her aloof and 
secretive. Both Veantur and Taurendil, Ohlatin of the Fourth Line, 
secretly court her, and it amuses Calime nOt to let either know of the 
other's intentions. 

Gamin, Physit::ian of the To"'ff 

A country ..... oman of South Ithilien, Gamin losl her husband in 
tht great Corsair raid on Pelargir in 1634 and her sons to the Plague 
twO years later. These calamities did nOt -break her spirit, but only 
touahened her outwardly, reinforcina her indomitable will. Ha ... ina 

no family to care for, Gamin ofrered her services to the army thr� 
years ago and was assigned to the To ..... er. Though her formal train­
ing is limited, her good sense and tender care pla� her among the 
best of physicians. Gamin is dearly loved by all the soldiers in the 
Tower, many of whom call her "Old Mother". 

At 110, Gamin is into late middle age for a Dllnedain, and her 
hair has gone grey. She is not physically altractive, but ... ery impos­
ing, standing 6'4" and built more heavily than the averagt malt 
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$Olditr. Toward those in her care, her eyes twinkle with affection, 
and her firm, patient manner instillsconfidenceinmanya wounded 
soldier. Gamin looks like a touah opponent and livts up to her im· 
agt. She will \'enture inlo the thick of melee, ifneed be, to rc:scue a 
fallen warrior. 

5.2 THE ORe TRIBES 
5.21 THE URUK-ONGRUM 

The Uruk-ongrum (B.S. "Orcs of the Iron Skull'j, larger of the 
two principal Orcish tribes in this reaion, number about 900, of 
which some 420 are adult male warriors. The Uruk-ongrum take 
their namt from their fearsome tribal standard: an enormous, 
bejewelled, and magic iron skull lOOted from the ruins of Barad­
dur, tht Ongrum. The tribal overlords are the Chieftain, Guard 
Captain, and )6 Uruk-hai, of whom 27 are the Chienain's 
bodYauarcis. The other nine Uruk·hai act a.� officers over the 
masstsof lesser Orcs. Great Ore offlCCrs are fighters, a ... traging 8th 
level; the bodyguards are fighters oflhe6th level. Oflhe k:sser Orcs, 
Ihere are Iwenty-seven 5th level Lurg leaders, and 3" ordinary 
warriors, including 18S full adults (2nd level) and 110 young adults 
(1st level). 

Forly sla ... es, principally ... arious breeds of Men and a ftw 
Dwarves, labor in the bowds of Kra·bunum (B.S. Mines of 
Darkness), the Orcs' underground stronghold, doing the dirtiest 
work and providing some special skills tht Orcs lack. Kra-burzum is 
hidden norlhoflheTo .... er ofCirith Ungol al theeastem end of one 
oflhe glens ofMorgai. Slaves areof ISI-3rd levels and are treated as 
fighters. The Uruk.ongrum pos.se.ss as well 2'0 aoals and 30 wlr 
..... olves. Several Orcs of specialized skills serve the tribe, including 3 
healers of 4th level (actually Animists: RM Lay Healers) and a Sth 
le ... d Animist, all of whom are malt Uruk-hai. 

From ��� of Kra-bun:um's warriors will be absent from lhe 
lair at any Jiven time, aoat herdin&, foraging, or raidina. Those in 
the lair will be laboring at their crafts, diuing new passages, C!r 
simply resting and eating. One Lura, which is composed of 1()"20 
common Orcs, will alwlys be stationed by the gate leadinJ lhrouah 
the outer wall and into tht alen. Another similar Lurg auards the 
stone doors oflhe main entrance from inside. One-third of the of­
ficers and bodyguards are always on duty; officers prowl about the 
lair or lead large raidina upeditions. 

s.n THE URUK-GHASHVIR 

There are 6OO0rcs in the Uruk.ghashl'l'(8.S. "Orcs of the Fiery 
Slar,,) tribe, including280adull male warriors. These Orcs live in a 
more impressive hold called Lugshar (B.S. "Old Tower"), built 
both above and below around on a ledgejulting out from Moriai's 
rocky slopes. The partially collapsed watchtower, erected in the 
Second Age by Sauronic aaenlS, is four stories high (about lOO,)and 
is sixt)' feet in diameter. The Chieftain, his 7 Uruk·hai ofrl(:trs, and 
18 bodyauards comprise tht tribal aristocracy; like others in the 
Ghashvir, they carry reddish shields emblazoned with tonaues of 
name. Officers are Warriors of the 9th level, while bodyguards art 
7th level Warriors. The host of lesser Orcs is comprised of 19 Lurgs, 
each with a 'th level common Ore Warrior in command. Ordinary 
Ore Warriors number 23' - 125 full adults (2nd level), and 110 
youna adulls (1st level). An elite shock rorce of' Hill-trolls con­
trolled by a Troll Chief is allied with the Uruk.ghashvir and 
quartered in their lair. These six Trolls are so feared that the Uruk­
ghash...ir stand on roughly equal footin& with tht more numerous 
Uruk-ongum; that is, the Trolls treat them alilikt dirt. 

Twenty.five slaves arc: imprisoned in the caves of LUJShar and 
share living space with the Orcs's goalS. Whil e tht Ghuhvir goat 
herds are smaller than those of their rivals (only I�), the tribe has 
been launching viaorous raids to rectify the imhalance. Two 4th 
level lay healers (Animists specializing in hea1ina spells), and an 
Animist (6th level), all Uruk-hai males, serve t.he tribe. 

At any time 0-5OOJ. of Lugshar's warrior Orcs WIll be aVo'ay from 
thtir lair herding, foragina or rliding. Two Lurp of lesser Orcs, 



altogether 20-30 strong, always stand ready to defend the wall sur­
rounding the tower. Two orricers arc on dUly at any lime. and a 
third of the bodyguards are always at the: Chieftain's side. The en­
tire guard accompanies the Chieftain to ..... ar, as does the Troll 
Guard. 

5.23 PROMINENT INDIVIDUALS or THE ORC TRI.BES 

Skargnakh, Ch�ftllin of the Uruk-ongrum 

Skargnakh has held the Chieftainship of the Uruk-ongrum for 
thirty years, having won posstssion of the on&rum, §ymbol of 
leadership, in a sinliecombat tothedeath. Heis a fearsomeOrc, 6' 
tall. and phenomenally $Irong, but lacking in guile. His ph)'Sical 
po ..... er has always won him victories. and he has let his brain 
atrophy. Lately, Skarngnakh has beenc:mbarrassed by several suc­
cessful raids on his herds and foraging parties launched b)' the ri ... al 
Uruk-&1lashvir, and he ftals that his control over his officers may 
be slipping. In eonsequence, he has become: e�'er more brutal and 
suspicious, reacting violenlly to any open criticism. 

The Chieftain collects the skulls of his �'ictims, ..... hich he mounts 
on stakes around his throne or transforms into jewelled goblets to 
hold his fa�'orite drink, spiced fresh blood. 

Krob the Demon, Troll Chid 

Krob commands the Hill-troll allies of the Uruk-ghashvir, rivals 
of the Uruk-ongrum. His behavior in battle has earned him lIIe ap­
pellation of "Demon," for he froths at the mouth and bellows with 
rage al the sight ofa foc (2�, chance or going berserk each round 
of batt It). Krob stands 1 1' high, looming over even the largest Orcs. 
He is of but average Trollish wit, stupidly loyal to Uklurg, the wise 
Orc clUeftain who feeds his trolls plenty of raw meat and beer. 
When drunk - after tossing down a couple ofkc:gs - Krob can be 
ludicrousl)' scntil1lCfltal. 

Htrumor. The Dark Oat 

Sauron's nuncio in northwestern Mordor, Herumor is charged 
..... ith a dual mission: to gather informaLion on the strength of the 
Dunedain and to encourage the Orash tribes to unite their violent 
ener!ies a.gainsl Gondor. Trained at Dol Guldur, he is steeped in 
dark knowledge and knows well the Necromancer"s secrelS, 
Herumor is 6'8" in height, or a gaunt build, and boasts a distin­
guished counttnance. Now 8O),ears old, he is in middle-age for one 
of his race, and his black hair is streaked with grey. Herwnor is in­
variabl), swathed in black hooded robes. The Orcs call him Bur­
zash. "Dark One" in Black Speech. He has no fixed abode, but 
travels about Mordor mounted on a Fell Beast of the air. agift from 
the Dark Lord. Few have the stength of will to long resist 
Herumor's piercing gaze. or the hypnotic powers orhis voice, alter­
nately smoothly persuasive or darkly threatening. The Dunedain 
have heard that a user of power called Burzash is at times seen 
amongst the Orcs, and a few have seen his fell beast flying at a 
distance. but none know anything more or Herumor. 

6.0 SUGGESTED 
ADVENTURES 

Below arc SC'o'eral suggHted scenarios for adlienturing in the 
Cirith Unlol area. 8e<:ause the Tower ilSClfis important to several 
adventures and a center of activity, it is described here before the 
actual adventures are detailed. 

6.1 THE TOWER OF CIRITH UNGOL 
6.1J GENERAL INI-'ORMATION 

While the 300' high Tower is foremost a military outpost and 
therefore differs in design from a residential castle, Dunedain 
architects have contrived to make life in the Tower as tolerable as 
possible. All principal living quarters adjoin the 10' thick outer 
".'alls of the Tower at some point; thus. each room has windows for 
ventilation. These windows admit lillie: light, being deep-cut and 
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narrow for the protection of archers. Each "';ndo ..... has tW0 5Cts of 
shulters, the inner of glass and the outer of solid iron. (In Mordor's 

dryclimale. ferrous metals rust slowly. if at all). Many larger rooms 
have wall firepla.:es. from which smoke is channeled out by a 
complex system of ducts and flues leading to the roof or the third 
tier. Inhabited rooms lacking fireplaces are heated by coals in 
bronze braziers and have ceiling ducts for "entilation, Frequented 
corndors are lit by torches in wall brackets, regularly replaced by 
soldiers. and rooms are illuminated by their hearths and by oil 
lamps hung from the calinl. 

Doors in the Tower, unless otherwise nOted. arc g' hiah and 4' 
..... ide. set in archways, and are constructed of 2" thick, polished, 
iron-bound oak_ Their lUnges open inward. Door locks are or­
dinarii), Hard (-10) to pick_ Each offICer has ke)'s for all rooms on 
the level where he resides, and Other prominent individuals have 
keys for their areas of responsibility and personal chambers. Only 
the Captain possesses a complete set of ke)'s for the entire Tower. 
Those doors normally locked are noted in room descriptions; 
rooms in use are unlocked. 

Sanitation is provided b)' a system of"gardc:robcs", combination 
latrine and waste disposal chules which connect to tubes running in­
side the outer wall and empt)· onto the rocky siopes far below the 
Tower. Garderobes must be regularly flushed OUl to k.eep them 
from clogging, an onerous dut}· assigned to soldiers for minor 
misconduct. 

Communication through the Tower is carried on by means of the 
central stairway and by an alarm bell mounted on the roof of the 
third titr. The bell can be rung from there or from the Captain's 
chambers. Heavy supplies are mo�ed between all elt,'en levels by 
means of the dumbwaiter shaft in the center of the stairwell, 
reached on each le,,'el by a wooden hatch set into the wall. 

Tower corridors and rooms are t)'pall), IS' high; corridors are 
10' wide in most instances. 

Se�eral traps limit acce5S to 5Cnsiti�'e areas of the Tower. Only the 
Captain possesses a complete diagram of thHe traps. Otherwise, 
knc.wledge is on a "need to know" basis. confined to offars, 
soldiers and servants who have business in the area. 

6.12 TOWER PLAN �r: S«oobow.lwad nearllle backoflbe boot;. 
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mld .... � Ib.ou,h llie an;h 1110" bGt� ... oil 10 � dumped on r� allmlplin, 

10 b«ak In. T .. rl�, IOldteJ1. lnctlldln, foot uchrB, Pllfol lhr ..... JI.bo>.c. 
2. nrt,.. 1'1.Ir_. T .... o "mdl ntapu!tli alt mounled heR. ..-,111 rockl .aac:hd by 

each f01 ammunlllon. 
J. �laltl",., Tile lower ponioft oflbb bulldintbo..sr5111clwohuvy ..... horKIOT'hc 

(Hr.""i"" OrlM A.1iI Ind SKond LuIn. 6 rurdi�m ...... lIorses ofllle HqIl;rH, 
and 8 bl"""" mules. A taddo-r !tlld, 10 lbe lof. ",Ion, tilt IWO,ta\>lduJltis Iito!p, 
Ea." 1I1l!' "r.w poolk. ud. """It ctonl: for possruions., ";\h. Medium ( +  0) 
Iodr;, OOidllll t-Slf)and l-20 bp. AdjOlm,..'ho: "lbIo: IUIQlalI ... llhy rouhoc­
ir\I � S •• ble:h..,(iI .. , prtKfIl in 'bit llfU 9O"'t oflbe him. 

�. COOifl)"IW1I, T1Ittc it.:!O'fo dwI� Ihat S-IOl-Otd,en .,1I be drill.,. lone. "'pc:T_ 
"'tftI by an O!t •• ",. 

tlMST nt:k 
Lt;\'UOM; 
S. "'--II'" of A ..... A 20' wuk ud:!!l' hi .... C1Dfndor Wllh ..... Jled mof.nd K ...... I 

doon.nd Opminpon Cllher lIIok, this � CUll diqonally � I� le¥et 
from .lIe Oilla' door 10 L� UDder .... 'C_ It II continually iUulll;n.,:ed by Iordla in 
.... 11 bratkru 

6, Sll ....... '. Thcll!1 Opmin. on lho: ri&hl ohlor Passqrof AtmllraclllOI� vrin_ 
d,n, llai� COIIII<<U,.. lr\'dI l-801lbc T�e •• 1-..: !ow-rr red ofl� dumb-­
wailH sII.n ilion lbe fIIIIl III one: appnlKheJ tile land ..... 

1, U ...... ,�. C_ rUCIed <lr broaa pllola riwtcd lotallH onIO •• eeI frame ,1M 
U..ocrptr '" IS· .. lclr IrId :!O'II�, ,,"h. roundedu"",. lu doobklktoo, ;.on­
bar.ed from .. ithin, , .... ina in .... d and � be 1/I00'nI b,onc man. l'lle IIn�lUai 
drsian OOIlcals I formidable: dcfenilw lrap. PrCHUrtof.t klu till 1'1",11.11101 
CHUin pOlJltso',1Ic tunnd noor (Wlthin to'ortt-.eplC] wil l ClUK .. "eralofIM 
ptatt$ 10 J\o"in. lIatf..-ay OtII ... - .. d from til, bottom, rck�", QAAtflwarc 
canisltn ofllia"l, ilamlllabk Mliqllid rlf'-, an I:l1plosh'e d1rmlcal rni"'IIIC .. hId! 
,«"itH upon OOfI'ACI willi air. Tlle ..... nitlcn �lIaltH AI til" ... ike lbe lunnel f100r 
OIIUidt tile II", �"Iul fin, all wilhin )(l' oftbe ,ate ;n 1ft , .. r,mo ofn..mc. (II 11.., 

ITipped wff" I_S ME-hal cnlkllb.] 1'hctrI,r mouah (anisl • ., in lhe pIc for 
lho: trap to be ItIn·.t nI 'hrto! """" before tI mu51. be refilled, The '1iquid IireM 
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n ... W"IIU� burns ��I( 001 in JO minulos, bIOI IM:ro� Ihal lime can only tit CA' 
Il!liulllt¢d by m.aica! means.. The� ila � ,hlUl� lha. eacb ilKl;"'idual of ",m· 
rif:nc weiam ;opp • .-hi"l'llot pIC ",ill on offllot !nip, whicll i,Sh= Follyl·jQ) 
10 locale, bill can be lvotcied if OM knows ,,'hete 10 Jlep. as do Ihe DdDelb,n, 

8. U-.'l.Ie Canlroe ... JUII inside the Unduple, lhil lma.ll pludroom is flO'· 
nisMd ",,111 • bench coal brule. and WlI�r butlel. ASJ)CIloina lube penniLl tOOl· 
municllion ";tll Ih05C oulside Ihe laic. An i.on I�er, oonnaJly raised. can be 
depl"fiKd 10 \k.lcI,valC lhe pIc 1111),>, In a I(l(ktd iron ch�. ut.rmdy Hard 

l·lO) 10 Clpm, an: 20 Illare caniSlers of the "liquid fire". B hi&bly uscful ml5.!ile 
weapon. T .. o huory infanll)' soldiers are IlwaysSlalioncd here. 

9. O'I ... C .. nI ......... UXalcd inside the ..... m door leadinl 10 llot C1lu"yard, Ihi. 
,ulId.oom is furnished "';Ih a b.!och • •  eo&! brazier and I wlla" bllCket. A�· 

inl lub.! penniLlcommunlCllion ",ilh Ib...., OIJlli<k che door. T .... o hel"')' infan· 

Iry soldien arc al,,-aYI Slationed hen:. 

10. aslems. Two larae Slone .... LI Ill' filkd wich ..... Ier f",m mountain Itn:aml 
d,wnod by an aqucduCl and a Ihah CUl thlOUlh lhe cliff to lhe reu. EKh cister-n 
holds cwo Wftk'Huppl� of' _Ie' and hll$lIap and I pipe COMecr:in, iliO lhe kit· 
dlml and Iwhhoux. 

II. GrrM Klldwm. A caVetl\o,," n.!l. the k�,henl arcfrarned II eilher-end �Icol. 

0",,1 firepla«. and in Ihecer-ller I,a rnaSlinl pit with I bronullood. �«aI bu· 
in, ovenl. a m«hlnical eraia mill, and basins w�h /Unnin' ..... l ... c.ps bIN' lhe 
room, lalli' ... ·ooden labIes. ulcns;il ...,;b, .nd cabinel$ forcarthenw&lc d� 
arc lhe p,iac� furnilhi,.,. A locked wooden iroa·bound chal. Vel}' Hard 
(.20) to opcn. lIokh , fllD .I"'el table II:IlInll for 11, worth lOO 'p. The ki,chens 
arc ab(! lbe tin", qlllnenot lbe ,hree cooks IndsU scuUCI1' halKll, who keep 
therr JU'lw mlllIres.scs and dleMs �. lbe tatler .. uh Medium 1 +0) Iods. each 
colll.ininll l·,S IlIlnd 2·20bp. Thne JCl"Vlntsha'iean IIQ'!'o char>a:ofbcin,pre· 

�,. 
]2. PUlly. ] ..... �r.Qh tn"mdand vqetabln, kell'ofsall, pq:lper. and v.rlou$oook· 

ins herbsill' Morn!. The door is lad<ed. 
I), BuIWry (V.lrw (AII1l). AIw.ys locked, Ihis cool .OOGI conl.liaJ doun, Clf kep of 

beer. ale Ind 1nCId • • nd • ...,;k of riM ... ines and liq_l, ino;]udia, Kv ..... 1 bottles 
of Dor-..lnioa white ,",'int (.s III each). ud IWO flasltl of Elvm miluvor (11.0 &II 
eacb). 

]4, Booth' ..... ,.. This .... rm chamber has .lilod floor and I callrai lUnkcn pool, J' 
deep, filled .. ilh hoI w.I .... HOI Slellll 'SI\lel from .... c. pipes '1U\I1in,OVCf hoc 
c:oaIs. creati ... ' pk;uanl slumy cried. 1-4 wldiers, OfroCtfi orlCl'\'lnts ... iIl b.! 
hr:re j(l'I'o of the lime. 

]�. lAM ...... Roo •• M.n� COl.-of SI...:kcd firewood an kepi he.t. 
16, Coal Ctll ••• A doun bins ... f eo&! flD lhi. lOOIy room. 
17. (A]II.. Thi. block of.ix ]0':.]0' nells, tKh hanna an iron door ",Ih I barred 

peephole. ;llIIIarded by I heavy ;nfanlry �ic. " any Clll'lriW$ &Ie p.rscnI. Cdl 

doon arc kepl lockfd: che p1ard hll$l key. Ther-cis. 2C ... Clwluthal each cell 
"" .  ItoId an Or( CIIptl�t (1O'ro) • •  Troil (j"'). o. a toidkl brin, PIln.!>bed for .  
�Ol cond"",c infraclion (]S.,.). Each ctU is dark Ind has. Slraw pallet and ",all 
�"'. 

18, C.nn-abc. A "lriM for Ih.ee. rhil loom il ..:cnlfd wilh f'lVanl herbs. 

U\'EL TWO 
1\1. hnxu H ... 8arf1l.cb in thc To"""," conform to a st.ndard o..;ln. eao:h in· 

lendod 10 00&d .  full lint of 20 men, 
A. Slftpllllca. ......... A ImaD hearth WlI.ml the 'OODl, and the f",nu.hinll' arc 10 

.. mille wooden cots sI1am1 b)' wldir:rson diffe�nl.hins. lO personal chests hold 
b.!lonalnpand,,·ulthof 11·ISspand 11).100b�,*"� . ... lIhlMelhum ( +O)Iodt. 
fiO'C eanhea"·...., wl$hba.inl: rC$l "'Il 5mali tabIeL 

B. Dial_,o.l .. b«. Sct in one ..-all ;s alar&e fireplace. The room i. h""lshtd ..-jlh I 
ktaa lable on 11 .. 00 and benchel. 

c. Ohl .... n .. ca.11l�"". Thil .oom IS IISCd by Ihe Otuarin. hi. esquire and v*t. lt 
bal .  �mall hearlh Ind it (".nlibed with a full bed, 1"0 wooden COU, I llble, 
cabinet. t .. o IorISItbasinHtheOtllllin's isof bIOrw), and Ihree penonal chests. 
Tbc .... lel·schal holds ]·5 'Plnd 1 1 ·lObp. thctsquirt'l ]6-2JIhpand II). ]OObp. 
80th CheitS Mn MtdiWII (�O) loeb. The Obtarin'l penonal chell, .. hid! i. 
II'On·bound and has a Vr:ry Hard (.20) lock. COn!linl l00'lIlnd SCOIII. This bar. 
rdl hall is Ihe quartr:rl of the Filii Line of hea.,. infantry, ,,1KIr:r Ihe oblarin 

Hallandllf. N"� 10 lweI¥( sold,","" "ill al..-BY. be present . ..... aIly wwmored, 
bu! .bll: lo.me� Ihci.we&pOl'lS in onc.ourMI. ThereilaSO'" clt.aroceth .. HaDan· 
duro hil esquire, or .  v .... "IG be h .... e. 

20. Barntu lI .. l Simil.r IClII>( Jarlcr Barrxks Hall (I ]9) ClCccpl r�al lhi�&leI is "a· 
canl . ... ilh no 1rClI.I1f1l'. ,IKI is locked. II is openod 01lC<t a month fOOl IIIe eICOIt of 
the supply train. IIKI so is Upt reuonably (11:l1li. 

21. A.......,., Spare 'rnu . .......... , and olh.,. military �ar al� Slored bere:. T1w Iron 
door, ,1 ... \'1 kel'lllodfd. is Vt:rj H.rd (. 2(1)10 qlen. An Ifn.lKCeuflllalll:lllPllo 
lIid< the lock, or In� l"cmpl lO fora il open, If'riall' I tap. The IIOIN' floo, 
oIXIII inlo I 100Wjlflre lIil b.!fort che door. and Ihe intrud .... drgops Winioa cell 
on �."dOned"ectly bdow. Tite Ira�Pfom!'lll) rcc� lO lhal rescUeilbarnd. 
IMidt Iht annOI)' arc found: 2j KII nf chain. 'Sell of .laid lcath .... , 1O�.ohofi 
leather. 40 hdlDClS of ,"&rious.om. JO shieldl, 12 unstrun, + S �ew Ionabows 
(the SlrillJ;S ...., in • dllSt with . Hard (.10) lock Mub)·), 3000 � )0 
1H000dI ... ords, 100 Javdim. 10 Ihoru ..... dl. 1 0  bllllcaxel, 10 sllap, 1000 irOII 
lti,.. buUcu. IOdub •. 2S d ... r:rJ, S ouen .ta""".1KI 4 mountN lances. 10'1'1 of 

Ihell1ll$ and IlrmOr hcma arc of +, I�l, wllile lhe rest is OIdinacyiron. Othn 
supplies - b.:kll.:ks. lcoU, und�, .ur!lOl\J, ct�. - an .bundanl. 

" 

22. S .. ilh). A lar� fOflclnd Invi] arc cbe ""mr:r1l1tttS orlh .. loom. and lhere arc 

K"VCf1I.l""orklabks. racks of toots, and scallr:red piecaofarmor and "t.llPOIII. 
The I",CI ...,ilh, ""'ell on lira", mIIllI�; lhei. pr:rsollli (hests with Modium 
( +  01 loch each conlain 6-10sp I1KI 21·SO bp. Aa .-ljoinilll lox.od .OOGI is che 
bctkh.mb.!r of the "'mOICI. "'hld! is furnisllfd wilh I bed, chell, cab""'t • • nd 
�hbasi�. 8alu.'� room u. heated by. ,mall heanh. In one comer oflhc 100m .. 
a ]O'5QIlIIC ;,on pblc Soct into thelloor. 10 whidl an ilOll coffer il boIlod. 11 con· 
talns BalUr'1 hoard of800lIPlnd 1lOOI�. Thtlock iso(O"vv.\.h dc$i1O.Sh= 
foI]y (·SO,IO pic •• 1lIIr.lllllyunlucceuful tamPCTlflll or .11CD1i11 tO fOltt Ihe Ioxk 

will rtlea.., I pDWClfuJ dearie claarII'. An)'Olle in contact w�h the chest or the 
;.on IIllce IIbs an dKtricity MD· crilical nch roo�d. (Baku is vCI1' COI'IDCI"ned 
about his !110M)'.) 11 is 80� Ilkd� thai 1M JIIlithJ and Armor« .... iII be \ftKTl1.1 f 
8alu, Is p.esenl. Il>co"e lsi 10'1'1 chance lhat Amrod ""i]1 be her-cab(!, and IMt lhey 
will be d.inkinll. The imith� (,,,,cains I l"'� quanlicy "r � mellis: SO iron in· 
lOll. 10ilm inlO\l, and S illiouearn of IUpcrior st..:l and 11«1 alia,. 

23. Graul]'. l..ar� blr�ls and bini In thb room ItoId tlora of vario,," lIIImilLed 
crains: ... bc.aI, corn. """. oats and bar tty. The door II usually locked. 

24. S .. 01< .......... A lowwood ri.c in.noor pil m.irtlliru.umok�.unosphcte; tarat 
cuts ofmear arr iU$pClldfd on hooks from Ibe ""mnl. TM door il noSIomarily 
Ioxted. 

2S. SIOlT ......... H ... r IlaP-I of oil, torch .. , bIIff'tls of dried, Wted IIKI p .... Led 
fClOlhIUffs, bolt!; of doth, and IIlber lenr:ra! pr ..... ilior1S are kept. The dOO1' is 
Ioxkod. 

26. G .. � .... olw. Sarnt as .18. 

LEVEL THREE 

27. 80rrnckl HII. Sameas119. This h.aUia the quartc'loftheScwnd UpcofbcaY)' 
infant!)' under Amrod. T1w Oblllln'J penonal cllm. ;.on.bound wit� . v�I)' 
Hard (.20) lock, oontalrt, :IO II'. 100 III. and _end bottles of purioiPCd wine. 

21. Bamock. II •. Like 119. buc vacant. wilh no ...... lIff. Ind tockod. I,ia opened 
011« a month fOl tbctsCOll OflbcMlpply train, and "' ;.,  kept .easonablydean. 

29. 111111 of lIalinl. A 10l>lchamber "'�h a fill'pl8Cltit OM end. Ibil Hall il rumi$hcd 
wilh a !COil' of woodencou, tach .. ith a personal flit btuicr lo keep lheoa:�. 
pIlIIl warm. An ad;oinilll room isthe bclkhamber orlhe Pttysician .nd t ... o assis­
taal iayhcalcn. It is ... mtcdbyasnWl hearthand f ...... Wtod with thrccbcdnnd 
dlcsts • •  cabinct. IINt and t .. o IorISItbaslnr.. Each Ulilllnt heakr'lchca, .... ith I 
Hard (·10) lock, hokIs S,� and II,IS III. � Phytician'I, ;ron· bound ... jlh a 

Vt:rj HlId (.20) kd,lw 20 &II, lOOJ.P •• nd nne :U IlI lem. A _rei room COn· 
n«ted 10 thc bcdd!ambc:r. Ext�mely Hard (·30) 10 1ocI�. (Of1taUts lhe be,bal 
lIorelofthe To...·r:r, .. 'hdo lI.nd In assonod conlllillClI.nd boItlts Ilbried in Sin· 
darin. An� hetb 1I0win& In wesl or north ... esl Middlc-.-th can be fooDd here. 

ThCl"e wiU be ]OOd05C50f each be.bOl)o$[la, undc:r ] IP. ]Od_of 1·IO&llIlr:rbl. 
1 do ... of 11·[  00 IP hr:rbs. and oniy I d05C of ho::rbI ovCl 100 IP �aiue. (Aa:oum 
for 'Cllonald'�lancc in takul"in, vallie.) AI any lime. ]·S JOldi�rs will be laid up 
in Ihf Hallot H�lln" T1w Physic .... . nd II ... auillantllll' !'IfCS(nl !lO'l't of Ihe 
lIme. 

30. '--undry. This room il furnished with KVcnJ woockn lubl. lables and rbniroaJ, 
100 a melal heati", ITlY over. cootl bruiet, A fifcpiaoe alIow,...-.. « to be h�11Od 
in kettles. ]-4$01dielf or "alCI$ will be prrscnI Xlor. ofllw time. 

31. SfOn;"" .... !Mllnc as ru. 
32. C ..... t.nbe. SlIme ... 'I'. 

SECO:ofDTlt:N 

LEVEL t'OUR 
n. OUI ... l>oor. Lcadinalolhe Icdlt, Ih .. archcd doorllfSlmaJloy u 4' .. ideand ,

. 

hlah. It u kepl lockfd and is Vtry Hard (.2C) 10 open. From the insidt, � opens 
IUIGmltiaU,. Failufe 10 pick Ihe lad< or any arltmpllo fOltt miry fromoutJLde 
CIIUSC$ CM UYWjuall' block of the icdae !>cfOfC thcdoor lll lill do",n..-.d,drop­
p,al lhe haplas intruder 80' to the courtyard, The� arc no window1orllfoja;· 
liolli to JTllIl direcll, In lhe IIncof f.lI, 

J.I. B.""'tuHal. Li�CI]9. ThisbatTllcbischequanl'lSoflhcFounh Lineohrch· 
en. under Ta;ll'nd�. The Ollilrin'l pr:rsonalcbesl, iron-bound willi, Very HanI 
(·20) Ioc:t:. (Ontllilll40 &II, 500 'II, and four IOIl'l ICIlU. 

1'. a. ... �u Hili!. Lih t19, bUI vacant. filled wilh cobwebs and dust bul no 
\JUiUIl'. This bar...,;b is 'cpulo:dly haunted. Actually • •  looK chilllllCY flue 
ctellQ adlill in Ihe air Ind makes lI'IOurnful oouno:k ...-bm the ...-ind bin."" out· 
Jide. 

l6. Offkff's ca.lmbtfJ. Follo",inlll rea,ular pallCnl, Ihi, ... ilt if desiptcd for tht 
Th,,"1Of' of I troop, his esquire and ,·aIeI. It IiIl.nenIIY''lClllt, with nouasllfC. 
onl)' I IlUck layr:r of dust. 

A. 1kdch ... Mr. A lmaU hearlh hcalllhi. room. fu.aUhinplndudel bed and IWO 
wooden COli • •  cabi,,". Iwo ,,'8.SIIbasins (one of bronze). and rhr-oc pcnonal 

dlQts. 
B. Di.i.IC ............ Heal comes fromlw&tflll'"]llatt. Thcroom is ru..-nWtcd with 

I table. hip·bllcked chair. 1Il1'0 benches and Xfilin, buffet. 
c. �·anI.obo'. This is 1 la'll' d<*t ... ·db doIlIlnl pqJ IfId a clothts !'IlCM. 
D. S«�I Oottl. T� illl .... ys such .  room In I chamber of this tYP!'. allhou&h 

DC""r in cxaaly lhe _ platt. It is E�cfcmtl)" hard 1·30) 10 locale and ,lands 
b.!hind Ihe W.rd ••. 

37. CIICII C .... IIc ... ln�ndl'd for Important visilOl1. Ihll ,ullt: is k(pl lodtlOd ""'n1 
_ in UIC, but is rcuonabiy c1tan. 

A. � •• bt-r. Thil roans has .  frnplacc. fine haniin .. co""'; ... lhe walls, IWO 

be,li. 1Il1'0 JICI10nal ehc1L1 willi Hard HO) loco. and tlO'O bronze washbasins. 
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8. W .... ,..k. TIul lar,�dCl$C1. hal; doI"in, pcp and a dotl\cs pn:Sl. 
JI. C,..,...1n"to C._Wf. flirnishinp h� an simpi(-. Itmilo:d to I wooden COl.. 

dI�, 'ftihbasin. "'orkllllk and tool rack. A ANI Manh provick$ IIt .. . TIlt 
l;!1�t, "'III I M«Iium (+0) lock, b.oIds IOlpan(! lObp. Th�carpelller IS preocr1l 

60�. of tile tllM; If n01, thoc door is locked. 
J�. SlOrwoOfJl. ldnltkal lol'.j, 

40. GI ............ SaJM as.I •. 
LE\'EL .WE 
41. B..,...;b lIail. Same as '19. llti$ barlao:b iii the quaml'l of the Thll'd IiI'C' of 

hea¥)' IlIrllltry, ullller F,O<:a. The:Ohtl.'lII·lchocn, ilon bound with I \'Cf}I Hard 

(-201 lock. contahu'O ,p, lOO Ip Uld Ihra: ]0 III ,enu. 
42. B..,...;b Han. SaJM al '19, blJl "loCant. wilh 00 trealun, only oob....a,,; IIMI 

duu. 

"). ()orfQ,'1 a...1IetL Litt '36, ud lilllibll)' _I - IhOlt. n.c MIlle is 
haunted II)' the:spirit or, Thanaon .. h.g died ber� after Milia pol$oocd ill batik. 
SoIdIa'S fear this Ir�1 _ wtlen: fllnlllure ia Knl ll  tlInt$to 1\11", mo"td Ihoup 

no 01'C' h .. been in thc room - Ind a �rpdllal cllill is in lhocair. Ton:I'IesII .... ,.. 
S«IlI to blo .... GIlt. III racr, tbe &holt ia IIOI lIoaik 10 the n.tnedaln ofthcTower. 

bUI ollly .... anU 10 be kl't alone. Should eMllltc:I enltr IIIe chambtr., be wiU �vtal 

hlln�ctf ud aUld. Th� a/IoIl in ]OOI k"ch,arrior, I ZO hiu. dlain tRM AT 16-
OB·IOOI. Melft DB] I!M, hit onI)'bytfldlankd "'eapolU, Upoa fitltteein&lbe 
POll, IIl IIIU.1 �.., apin51 rnor I .. Rard '!XII) Of I\ee: the loom III ICITOI. nw 
&holl .. �U rIOI lNOUC ixygnd lhedoor. ln theroom'Ul'(r� dotct. in an ironc:o( • 

fer, Very H"d {·;!Ol tO open, Is a cache of ten 25ap II'ml thai beIoneo:d to lhe 

Thanaoa. 
.... Muon's CIIUIMo-. Sparxl, fllr.Wwd. tbe room has only I wooden 001. (tw.. 

Wtihbasin. IIId rack or 1DQOII's tools. T'hr dlat • .,th a Medium 'i-Oj Icd:. 
hoIds20$pandlS bp. Atmalhc:anh proridahnol. 'no:lUJ(Nlis praml60-..111 
Ihe lime; i f  _, lIM: dool is locked. 

45. SU'reroo... Same IS '15. 
46. CuHl o-.� Jdentkai lo U1. 
4'. C,tdcreM. s...C&I '18. 

l.t:"EL SIX 
..... Itan'xb Hall. Ute 'I�, VICIlII, with no treasure, ....:I visibly disuKd. 
,,�, Banxb H.U. Same II 'I�, lI.cUIt lnd ltOt uied. 

'0, OffknC.IIIIM11. Uke 06. Thll .aitch Ihe rcsidaceofthe Lieulcuo\ohht 
TO�I. AthlllnM. and hit c:5!IlIJrt and �alet. A KCfe1 closet eonlaill$alock� 
iron c""', "ery H.rd I'� 10 pick, wilh .ao ap, 1000 $p, r",e (20 IP) ,ems. 
I.iciIlmalli's nco;klKc of.l'fU "'ilh IJina,JedWnoad .'lmh UOIP. and IIMfdl­
IIlmI Kroll frOllll lhoc Necromana:r "T1t�n .. Eothrio; art &Iso uOf� .,thin lhe 
ili6dcn doIct, What not. carried by iaOWftcr, /oI .. !td",� the iWOld iii "oral he« 
\lOS ....:11. TIle pa'JOIIIi dlat oflhe "lid, ,.;111 I M�;u ... ( -t- 0) Iod. COIItailU I. 'Ip 
and 1 1-20bp, ,./Uk the esquire's dim willi _ Mco;Iium (i-O) Iod oontaillS 16-20 
liP .nd ]0-100 bp. T1It Thanaon'l; pcr10IIai atal fall ill Opal vitw In tht bed­
chamber. iron..mWld ,.itb , Vcry Hard (·11 lock. ooaW1I1 10 IP. 30 'P and .. 
Jil wcr aobIc1. WOfIh ' ,p. This IlDMl cadle is dnil;ncd 10 delude thieoa /rom 
tarchl", rurth .... TIII:� lIa � elolJlce lhat tlw Lieulnwrl .,111 his rctiDuc will 
M present: Irnot. lhe atambcnan Ioo;:.�, 

'I. ScriIJc,'1 Cha .. !Itr. Furnishinp hen arc • bed, Cllesl, wll$h.basin, and _ IIIrle 

desk. on lOp of which .re ink bottles. qllllb, ilachof parchmtrn, and" tomes on 
.... IU .. t$ and calJit;raph)' ( ... orth , IP eacb). Heat is Pfo�id� by I SIIIlI] btarth. 
Thcscribt·sctw., wilh I Medium I +0) lock, contaias lOllland 5Osp. lo.dt::Jt 
drl..-e, 1ft 2 bollJ,cs of in..tllble iM . .,... oliN lune lilt xriix ia here; ir lOt, IW 
cbmbcr il loclrd. 

n. S�. Like m. it OOC1tai1u fewer ,upplitsJino:e few men liwc on thll lewl. 
53, GItelIOUIIINn. idatlicallo '37. 

sa. GatdC1'oIk. Llkt '18. 

nHRD TIF.Jt 

l.t:VEL SH'EN 

55. Dolle, Door. Lih,n, ,nd",lh the_ trap. There .. how�, aehuccth.al 

anet the IiI'$I 70' drop. one "'ill calCh tilt nut ioedae, a.t Extrtllld� Hard (,)0) 
mll'C'u"er: ifnot., ii', another 110' fall to the han:! cobblcstoncsoftllecourtyard. 
(Ool)! Sec M€RPlabIt: CST-2 fOf fall e{ftc!. 

56. IkrTldt. It ... LIke " 9, VICIfII ... Itt.oo treat'""', tndc!carI'¥er)'loqirldilusc. 

" . Barrac:II, H •• Likr '19. vaanI, notCOUllUlll l1lt &hOlt. nis Ju.lI ia haImIo:d t., 
lilt spirie of In QoIIIQ'ri" ,.'bo ... u � by a demon _ Ibe unfonullolluidu .... 
ftel of I pI'('�ioul Mqc'1 iprlb - and had to be slain by hil 0_ men. UnciC'!' 

'tand,lir. mili Id'l tht Ohwin wilh ill feelirtp. The lholl is maIe'tolenl !O'Nard 

anyoneentcrilllthec:hambtn. in whtd! c .. ther�is.XIII't c!aaneeth.l lilelhott 

"';11 appear and attaek. TrCIll tilt &bOlt lIS I 7111 It\orl ...... it:II . 90 hiu. AT 
chainl RM 16 (SO). Melee DB �ba. hit only br cru:hankd "'tapOftI. Any ,.w  sec 
the pOll mUlt ��e 'IIinJl (ca.r (lIS 8a.rd spdI) or /lee 10 tenor, The: &IIOIl WI. not 
purllN: bt700Id the b_u. aad ir fl(ed ...;th . pO'Ifa'ful ellOClwltrd 1Iapoll, 
"'i11 d�. Under lilt mlltn. in lhe Ohr:arin'l bed il l i- 1 S  "cd a110), 

broadlWOld "';Ih _lOk!en hilt, 
,.. 011.,"" or 1M ",,,. Heu is lho: "","dellCe ohhe Maae c.JilManlJ IICI" lpIJ"n· 

tioc er-... "'ho 11"1: pruent � of the timr. if not, tilt dwnberl .e lockrd. 
AnI'),1 pramI is CUimt's ramiiilor ud rl�'Oritc pet, I blue lofI.&baired cat, 
t.uut., (S. �BIIH: Fin'"), wind! -.rl. eollar of rille lealh« Imbedded .... h an .... 
wilibllit)' IprU UAbk onu a !by. 
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A. IXddlll1loo. This room is ... rmn! b� a firfJIla« and is arpete<! and ricbly 
hlllli. IIi rurni$hin� induok. ikUnplUOU$ red..:anopied bcd. awnalkr bcd.I"O 
ctints(""ilh 110 IltaSUfe) aoo IWO bronze wlLlohba$'nJ. 

8. ml_, O.m�r. A w� fueplace I/o"lh a malble IN.oldpiece huts IhlstoOnI • 
.. Ilkh;' furnilbed ""'III a �.hnI ml.ltopnylab�. W' hia/l-b;u:ke<! �hain. and 1 
ser";na buffel. "!"hoe floor IS liled, and a sil � chandtliotr hang. from abow Uk 
,"' .. 

C. Wwdrolw. Clolhes radtl and 1 � rumWl miscklift. Pl""ke<! .. ith Calimc'J u­
lelli'� wardrobe of silken ,,,,"0$ and furs. 

O. Ullnory. The room il Malfd b)'acoal brwn and fumGllfd wilh Idnk. lectan. 
lAd ,wv�1 tabinelJ. In IIw J.hclvu "" 60 �oIumes on lIillOl'y. lan", .. n • ..,d 
cuAurel lworth IO,p cadi, ..., 60n maikal lolc (wortll 100 III each). A 5«I'ct 
romp;u1mml behind ooe orlhe cablncti. llItremdy Hard h)())IO Ioeaie. �beu 
lhe CI'}Y"/ of R .. mrmb""'....,..(xc:K<:'lioo 1.1). n'Honlpatlmenl l, auanlfd by a 
trap. Vcry Hard (·20) [0 deled .nd deactivate: . sleel blade ""ill ,lie., down 10 
iron any hand pl� within. 

E. t..1ton1W)'. Hen: lhe "'q.e performs lumm,miJll,l atld spell rneatCh. Wal 
",et.·n.u well J!oded with arame nscm:a. na.u lAd beakers. A ltranIe. 

NnicJymbol ls in",ribed na Ihe I'Ioor. In.n I,o"rofrer. with an ElIlremd)· Hard 

(-30) ioc:t. Ite 2S sa-olls or tulle p.II�r, I of \Ot!kh hl� bm\ inser\bfd with 
...... iou. !:lase MlIIit,"" J.I)dIs Ihrouah 5th it:IIel, Ihe lest hl.'e varied ()pen. E.uo:no;.: 
Spells (roll D" MEllr \.Ilbk ST-6). 

F. Scent 0 ..... 1. Sheer FoIlyl·3O) 10 IOocalt.lbild<lJoct wruainsl locked irotrchar. 
Vny Hard (-20) to open, wilh IIw remnantlofCa!ime's f"'u�: 200 Ill. �SP. 
10150 BP) gc:ms. and S pieces of � .... eLry, illCludin"l (100 1P)&Illdm rrnp • •  he-­
j....,1led ck>;Ik claJp or silvn ... onh so lIP • •  2SO lIP diamond ntcklll!:e. and. 
JOkIen tiara .. onh 100.". "Tho: Rod ofGrlU>d(Ji« l«lio" 1. I I  ulbo stOfte! Mrt 
... he" 001 needed. 

'9. Stoftroa ... Ukt '2'. bul lIoldlftl fe .. el supplies sill« f� people Ii..., na IhiJ 

..... 

60. c. •. Four 10' by 10' cdls are lih thO$( cksc:ribcd in .11. bul are .... rtl' uxd. 
61. CanIa'o .... Like 1111. 

LEVEL (JCHT 

62. lI ..... u HIlII. Like rill, •. ..:al'll ,..ilb no ,,«surt, and dcarly \on, in diswe. 
63. II.".., ... H.II. Similar tOlluno(IIII. vaam withllolrelOSll,e, and ionain d"lOK. 
64. I.-KIU�I. A si"&k l"le rorcplace standi 00 OIW wall of tha room . .... illl a 

buill-'" �kina ()\oe". A small sidt pantry holds 101M 1I0les of cook;"" lin •. 
Th"aru i5> used for poqIari .. fooo;l, when rheCaptaIJI or Maaeiscnlertainin" 

JoO Ihal meal!. I/o'ill nOI ba:orno: told 00 the .,.."y up r,om l.covd One. 
65. O ... lxrs of Iht CllPlalII. These are t� qlli.ll.,rs of me Captain ofl� To-.. 

V"""hlr, and hisesquireand vakI. BeyOf1d doubl, it iJ the Il1Oi!.t riebl, furnWocd 
and sp.:ioUi mite in 11K To....".. � Capl,,;a and his rcr:illllC are hert 10'1'0 of me 
lime; if "o1. the dwubftsar., locked. 

A. IIHdlanbo:r. HCaI is pn)ridnI by I r"rpt..;:.,. The floor is liled, and rich 
laptJlOO rover Ihe smooth I/o·aI�. FurnWllnp illt;ludc: a masli..., blllC<InOpicd 
bed. alnstr b«I.nd a WOI)(kn 001. a cabinH. IlIfft cbnlli. and th ret ""IIhbIIsi1ll 
(Ihe Clptlin'l lI lil>e,). T\II'O of 1M chestl hI� Mediull'l (+-O) Iockl; Ihe "akt'J 
c:oot.llll$ 1_' Ipand II_lObp. and Ihe�u"c'$ t6-20loPUld lo-lOObp. TheCap­
lIin's eIInl. of iron·boolld kbo:lhrcn .... 000;1 willi a Very Hard (-20) lock. c:olll.llins 
)() IP. 200 'P. and. aoldco ,ablel wonh 100 tp, bul thiJ hoard is merely 10 
d;'lr:tn thieves frocn. lhe arwe' Hea.surc hid�o ..... heIC. 

B. DOni,. Chamllcr. A wide fi'rpla.:e ""illl I blade marble manld .nd immtdy· 
Qr� lJeorI'Cuicdaq;n1 "alldsat oot md Oflhll loom, which han tiled Iloot. 
The 10<11 polished nu<hopo)' ... tlle il rhe «"\aJIi«c. lIIrToundcd b� 12 hiah­
baockfd ch";". includina the CaPlain·s,w.r of 1I:�lIrOll wilh draann-hc.d II'1N. 
To me side is a serl'i". buffa, and loo,.t the IIble han&l a,lIvn clwldoelicr. 

C. V.-lrdnolH. Thi.tarp:doxt, ..... h a dOl ton po"CSlatldl'Kks • •  filled "'llIlheCap­
laiD'I.,�penljve .. ,ments. 

D. OIT_. A small hoanh hcah Ibisrnamber, whicllis furllished .... ilh l la!"iC'oUea 
dc:.k. I cushioned.5C.r. iro·craI Clbinctl lloldi". booksand the ,ooordJ o(Town . 
.... 'Ilik tile r«onU are _Iy mundane ilUpply IIa:OWIII Uld the like. on hour 
spmt _eIIin, throuah IIInn " .. ,D ullC""er. c:ompklt map orllleTOW't:I' and iii 
Haps. AllollC1her. there lIe I� 'o'OIumcJ on tWtory, poirtK'S, and mililary UlCIic1 
(worth 10 ill eachl atld 10 0'0ftmles on the Iorco( &icll« ' .... orlb 100." mo;b). 

E. Sftrt1 Roo ... S/lttr foil, (-SO) to 1000000e, lhis '00-1 is prot�cd hy. I .... P. 1110 
Shecl'" FoUy (·30) 10 00«1 and disarm. "!"hoe trap drops '''tNder$$I.andina '0 10' 
sq..are bo:fOl'e Ihedoor 25' down Ind inlo I cdl 011 Lnd Se�n. TIII::n IIIe "'''p 
p'olllpori)·rfo;:ioses. "!"hoeroonl holds, i�I" iron chest, \'eryHlrdl-2O)IOoptn.11w 
ClpI.ain's librlm ofSpeUswonh 16001IP. 110", wilh 20 mp. 1200iIl, 2OOOJP. 20 
(Ioo,p) leml, atld theeaM: fOf lhe RI", of AGnIiJ. Tbc: c.pl.lln abo kttpl bil 

_ord O,/dil,or'oo 1\1, ,..IIIt,iJ armor .nd tIIkld llerc. 

66. C"'�1. Ordiroan/)". 'Iot DUIIed,,;o ... Drt.hipinIlflIN�KlliIlP. bul Voetl lhelact 
ohullable ";16 i" �1o,dOI'. lhisehapel h"" !lun ""ill wullln lhe Tower. It iscir­
cular . .... ith t ... 'o tiers desomdin,lo In open Jpatt in lhe ttn[u .. hidl llliJhled b)' 
a..,idHlchand( lier. Furnishinal are lWiler., - mcrelylW<HO .... IOrplaln�bes 
aroulld the tie". 11M: floor is tiled. and tapc:!ilri.,. on IIw walls depict the founeeo 

Valli' in malerial form. TheR is, of co.rt'K. 00 I't"[)I'esmI.rion of En. fOl' lbat 
.... a\lld be 5aC"liaiOl4. 1O'!'t or 1M time somnlltC' wiD be: here medilll", Of1IM 
dr.·ine. 

M. Go�. Same lU f la. 
68. • .. fll,. Sill iOIdku, ;llCllldioa IwO ....,hen., &rena IlIani here. � wlb U'JIO 

pin atI)' IIllchn w,llIln the 10' ",Are domed dwabcr roverin, the stairwdl. 



.·liIlII, th ... Ihc: an:hco reU ... tl" lhe: l .... reI. In rither casoe IlKy wiIJ. be sure 10 
"",nd I h� WI'lII hell at lho: ed� of 11M: parlpet Ind IIlert-by lien Ih�alli,� 10,""" . 

l"UMIlt.'· 

U;n:LMN[ 
69. ......... ... CIllO_Nt This it.va 0' IIw:: tUlieI COMSS of 11Iqk fOIIM .. ,adoooo.ll:IS 

'00IIl. W m dlamela. which II II ways locked II is IlItmded .1 place- o. rlllil 
It,-. 'or lho: pniIoft should 1M lower ludl fall and iI. 'IIJl1i.shc,d .... tn 10 
..-oodm COIl. I lalar IIIlk Ind bmchei. Ind a ,uda. 'Of one. The chamber IS 

Kt�lIy drviled KlIne 10' abc<oo� th� blse of the tllm"! In Ihr ij)1DL' bdow I!. a 
Clll�1n filled by .,. aqueducl from II� mountains Ind rtldled by I trap door ,n 
the cenla 0' lho: .oem. 

LEtt:'. n:fl. 
10. Sloreroo ... Hered.ird rDO<htufb. bilrtfl,ofIJt. lood"I'J.";!.lndothtrsuppt;n 

JlJrr�nt 10 allow 20 nxn 10 defmd lho: lunei ro. , month Ue slaud. III add;· 
lOOt!, Ibtr� IS ,Wpp/)' ofSOOln_i. 100 .. i", bulleil ud20j.1�lins. Tlwdoor it 
al"lI)'S Ioc�ed. A ladder for '�etld,", 101M Hi&/l Chamber it fiOfed here. 

71. T�_t). Tlw woodmdooron Ih;'Mdeo'Iht:�a.1lII(M he �ed.liil is 
lalw. AlItlllpli lO (Of", it WID (lIIW I sltd plait 10 slide."." (ram lhe "'all by the 
SoI ...... ay ..,d ",alol'O;1 f.om Iht PaMlic: f.Qm.".,llIdt, It ell! tot reopmed by 
I'OUU,,,,Ihc:I()r(hbradtt'l OtI lbtb"di",. n.c rnllk>oris IU'unbndownUldit 
�. Shm" FoIlY('�)lo dtI«t. IfOpetlC'd .... thout UttdllJ",o!>C·styu. I Sit" 
of P ..... ,..'...cnbedon IM or>pas;le , ... 11 ir"idclho: room wdlaffe(1ll1loo1tin, 
in .. 1oo '.l loruUl vs. 100h it....,l. TlwTrCll3;ury conlaim !i_e locked lfoncMsI5. 
e...lrellk'ly Hard ( • .10) 10 open, holdlna �"tI): 2IlO IP. $000 sp. JOOO bp. 
4000ap in anns. Ind 4 in&QIs of mll�rj/. 

LEVt:l. EI.t:Vt:''''; 

n. Hi&' a..-ber. This round chamber. $0' In 1I1i111Wta" al the �, fOfm5 a 
lIanispMrf.,.;I CUI be ruch<-d Cflly by I K'CrtC "ap door 1& tile cerUa oflht roof 

of ChefIIMIIIIC belo .... The� door .. E>.lltlHly Hud (·lOllo locate. It ito r".· 
n� .. tth I sintl� mimi lamp. 1101 oct.pHI.1 libk "'1" ri&ln h1Jh- bK�td 
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cltain. a slra .. poIlIri, and 1("1 of mlna.;IQ. Tile manao;a.c ''''tred 0)' I Vetltn 
of 'too_ b.II IK I<luall) made of 1M loldtn alloy K�, .. hocll d.aint the 
.,.,...n poinuof any()Otc ....,..'n.IMm Ind prtvmis In)' spetlJ Md implutcd j.pdl 
ilt'lllS frora funcdooinl 

6,13 MO\'EMENT AN)) ENCOUNTERS IN THE TO\\'ER 

Mo\'�m�nt through Ihe Tower is al nOf"mal rates. but inlrud�fI 

trying to kup Iheir pr�sence unknown or any invoh'ec:i in combal 
must make a general maneuver roll each tum 10 del�rmine parly 
s�ed.laking inloaccount faclorssuch aslighling. Every 5 minules 
a roll should be made on lhe Encounler Tabl�, until lhe intruders 
are discO\'ered (and thus the entire To ...... er is akned). 

Rol. 

.-40 
41·55 

66-85 

86-9' 

96-.00 

Encounter 

No"" 

$crYanls (�.g . .  valels or scullery hands). 1-2 en­
counlered. Will avoid combat and raise alann. 

Soldiers. returning rrom/going to guard dULY, 
ruUyarmed. 1-6 encountered. Randomlydeler­
mine ...... hich Line each is from. 
Soldiers, off-duty, unarmored wilh one weap­
on. 1-4 encountered, randomly determine 
......hich Line each is from. 

Ohtarin with esquire on patrol. Randomly 
determine which of fOUT. 
Captain or Lieutenant wilh esquire. Randomly 
determirlC which one. 

- ... ... .. .. • .. ';':' ':;.' _ .. -

YeanlUf " 

AI'-:P\'II " 

<=- II' 

,:.. . :. 

-- " 
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-

" Ch/I9 " 
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., ""IZ " 
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• 

-
-: 

D , FO • 

- » 

• 

I>\ot\edlla 1 

-

CODES AND COMMENTS 

• Shields �II'" 10 2001' 2� . 

,.., AIL -

, AIL ",.. 
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y All. 
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• 

• 
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• 

" eM' 

,., SVl 

.. COl" 
• QIU 

.. COIU 
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- -
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� ! 
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., " AIL 
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10 N · 

�nWaa -m. \1i1hrih:tI.nhaubcrl. tnithrilsh;dd. � . .... of 
A.u.tdiI • ..., Ph. 6 IiIII � ItO! _ .-.nor ..m.  t/wowq; lfJeh). 

. a::: an-or (blIICVadl.anlcdl. MtJotdw. . .". t 10 booo • 

. B_ """ " p.... . 

.�t ' . , . ...,... 
.... , . 
o-t ...... .. ..... .. ... ...... 

P1' • •  _'-�_�,P� I .... 
8la.;t: "' __ � IAII ro6otn"). Staff, V PPt.. . )0  IQ kilt Md Oft. 
Itoba • •  XlIO kdintI- 72 pp." II btU. 
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- -
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10 . ,  AT.- and ShIdd. 

p_ \1odiwn .....t.c>na. 
10 -

• _ L _  
0 nw ...... ... • , .11 

- =L 
• .... u.. t.I ... -. • •  

, J L+5--. . ...... 

� .... tll l  ... l onl) ln  , 

10 Noa<embatanu; ... iill r'&lli1 ortIy .. 

, �� 
b) NOtE dtfensi\·t bonusa inclutlt. "1'I .,.d ihidd. Shidd rdermca IItC!utk quallty boou) (t ... �Vj· manl "yoeI, I +, lbiddj. C>tnblulnu IIntrlint>tl in I r"..., oI "-eapolll")" 

" 

') 

If." DlQ unlr.med in missile rombal) JlJffn I pnaIc, of -� "MO �tlckIJt .. Mel« and lIIisaile offens.O'e bonuJet includt IIIe bo"us for 1M comballJl,'s bat oot:apot> I. Chal 

CltqDf)'. 
We.pOfI abbrtvlatlons folIo .... OU.: M - .hort ..... old: bs - broadiwo.d: IC - .. tim;c.r: Ih - IWO hand iwcnl; rnl - mact: hi _ hlll1d Ill�: wh _ ww hlramn: biI _ bUlle 
IUt: ""m - ..... mil lock: cl _ club: q5 _ qUirtn II.ff; cia - da&aer; iP _ Ipta.: ml _ mounted 11IIce; pol - pok Irm:" - Illn,: cp _ compoJitc bow: sb _ shon bow; Ib 

_ Ionlbo ... : cb _ crc:os...bo .... : boo - bola: r. - r.lchlon. Ammll luach au .bbrtl'iroltd u,;'" oode f.ora "t>ntst dUlTl�. 
Thor numbnt Iftn 1M Amoor T� [i"td �;:n-oc the tharar;ta-s �IIC\ Irmor. Thor number Ipplia 10 the patincnl ROI.KMASTlf.ll lmtOr" (1l1li. �A� and �L � are IIwd 10 

I ' . All armored . I 
" 



6.2 A BOUNTY HUNT 

Stllin,: Tower of Cirith Ungol; int�rior of Mordor. 

Rtquirt:lMfI� A Iow·l�\'el pany, made up of lSi - 4th level 
adventurers should be 5ufficKnt, if there arc at lust five or six. 
FCI'o'cr pany members would necessitate slightly higher levels. Since 
lower-level characters would find it difficult to lake on the perils of 
Mordor unaidtd. thisscenarioisa possible inuoduction to the area, 

Aids: Maps of the Mor,ai area, rumors of Nazog's habits and a 
possible hideoul location. 

One fine mom in, in Minas Ilhil, as the adventurers awaken after 
a niahl ofrevdry they find this notice, writlen on a parchment scroll 
and lacked above the mantel in their inn: 

HARKEN. ALL YE LOYAL SUBJECTS 

OF PRINCE OHRONDIL! 

FOR HIS THIEVER Y AND MURDERS COMMITTED 

AGAINST THE SOLDIER Y OF /TH/LiEN. THE OUTLA w 
NAZOG HATH BEEN CONDEMNED TO DIE! 

ALSO KNOWN AS THE FINDER, NAZOG IS SAID TO 

DWELL IN THE BORDER MARCH OF THE MORGAI. FOR 

THE PERSON OF NAZDG, OR A TRUE TOKEN OF HIS 

DEMISE, THE PRINCE OFFERETHANY SUBJECTORANY 

STRANGER THE SUM OF JOO PIECES OF GOLD. INQUIRE 

FURTHER A T THE TOWER OFCIRITH UNGOL. 

Adventurers are free to take thesafe:r route throuBh Cirith Ithil to 
the Tower, and to usc the TOWff as a base for tbeir boumy hunl. 
Clues to NazoS's whereaboutS may be: offered by Lie:utenant 
Athugavia, who is familiar with tbe waysofthe Morgai. Spying on 

the Orc tribes may yield further information. Nazog is an elusive 
quarry, requiring sc�'era1 expeditions to hunt down, if he can be: 
found at all. Belwccnjoumeys, playe:T.(:haracleu may interact with 
the NPCs of the: Tower. 

A related adventure for slightly hightt levels might be a raid on 
one of the Orc tribe Jairs, perhaps to rescue a captured officer from 
the Tower - maybe even Athula\;a himself. trlhe group is fairly 
low. level, a couple of 'volunteers' from the Tower garrison might 
accompany the group. 

aRC tlOLDS 

Passages in Ore holds are typically 10' wide and 10' high; c.\'n 
are lS' highand of irrquJarsiu. Onlya few doors stand; most exist 
to seal orrimporlant areas. Doors are6-S' high and 4''o\'ide, madeof 
iron· bound crude wooden planks 2" thick, and have locks of 
Medium ( + 0) difficulty. When occupied. caves are Iii by torches in 
wall niches and rirepilS, but heavy shado'WS still prevail, due to the 
smoke:. The air inside is heavy and stale and everywhere carries the 
scen! of garbale and rOI. Tbesc: ca�'es are obviously aniric:ial, hewn 
from the igneous rock. Sloping passages are indicated by arrows. 



6.21 KRA·BURZOM 

U .... D CA V.:S 
L. Milia GIll .... Thrw!ioobk .... oncwabl . ... l\M:h Ir� mOlll'lt�d 001 ,,"o"pWou, I.e 10' 

.,idt. 1$' hlah Uld 2" l�ick, Opm ["ward, .1>11 U"I' saled by ,"11& iron ban 
A<:.osslhe te1Mer. T ... o Ora are rajuiRlC! to open udl door. 

2. 0. .... _. One 1I.,..0( 11·1  SOrct itah'I)'ISI� ioned hcn:. JILIoIlnsidc 1M 'U". 

TM ue. _by is fllrnWlIId .,Ih $I011C _lI.1>I1 I b ..... d of (heip �qllor. 
J. L ..... C.'t.J. AIIOJrIher 270rthntt"·nf�$I thro�0\I1 thel;l'lmpIQ. I'on Uw: 

uppn lewl. EKh is '-'w 10. lu., of 11·1' rommorl Ofa. Typially, a 1'"1 .a· 
duclts I miJrlu,e of yount ud ;adll!l Wlmon, .. ,,/I. klldo:r. SUI; to nine f_1e 

Or�d"fU here lind IItrocuilie,d 10 � 1M proj)(rt) oflM leader Uld older .... ,. 
,ion. St" " palkts lie K.llered In 1M comen. &fon . r;IOI>C table. BoMi"� 
5IlYWn .00111. It jr; ro"' likdy I�l tht .... riors oflhe lit" will � prncnt II any 
lime; the femalallell"'Ylhcrc. Orc:�ekh ha\IC I., bpilJld6·IOep.and 

tlw Iadcr cu.ics6-IO", .nd I�·JO bp. 

4. Iad)'p"" Ca�. The dwdlina of 1M UN"·"'i &u.anil is no ku "nk tbin lhe 
Itt" 1toIeI. bklt morc IJlIOOUIi . .. ,th limil_ ru.nilihill&l. plOd)' lmphin. IIld 
$f�rr1Il bllrels ofllqoor. I l·U of Ihe III.nll will liways be p.exnl.lnd it is � 
likd� lbil Grok.ha. lhe Captain of Gua,d. will be found heu. Personal Ill'Ullhof 

1k lloII,<h i, �ID II> and 1'-20 sp. 

S. 0flI0Iers' C.¥a Eadl U",k·1lai offica hat I privare dm doted off b)" door. 
Ead! pri .. alt� is fUlnlshed .. '"h ISlOIIC table II1d $lone slab fOO' �is btddn>l. 
Ind I k� of liqllOl'. An omca' is SO"" lrkdy.o be praml . .. il h I·) fnnale Or�1I 
hisbiddln&. If roo one is preKtll. Ihe door isloc:ked. OffICell each bi�e I I · I S  IP 

and 21·ll lp. Nine such cava �WI. 

6. CWcf""'·I Dra.. Sk_""klt's "'r ... le ho� is barred by .door wirh. Hard {·IDJ 

Ioc:k. FumWlillp indlld� I SlOIIC table and snu, a,lliKd SlOIIC Nb fOO' beddinl. 
IOquor kfJi. and UI • .sortrnClltof elalll MJ""rDcd $kull coh"'t ....... rth 10,p ucb. 
A VCfet $lone dool • ElIlmnely Hard (·30) 10 dele<.:l. COIleTa!, a doIin in the .. all. 
Thcdooril llapfled. 'IInr Ha,d (·2D)loloeu� and dUarll'1, and ... ·iUdrop . Slon� 
bl«k froon lhe ,oof'onlO I 1000squlle before IMdoor (lrnp&Jllq an ME" imJ*:! 
ail all. In1ide t� den lie .IoId:i fiDed whlt Uw: tribal loor.; 8QO JP. 2:000 s.p. lOOO 
bp, 5»,pinaerns. TM 0",,,. ... 11 also $IOfft1 hne .. haI Ibt OIirft.,n does � 
.-d il. SkUlfllkh il6O"It I'kdy to bt: praml. wllll6-IO fcrn.akOra II hI. bid­
dI ..... Nine U,uk·hallualdsS(and oulluSelhe door. When n� in 1IK. lhedoo,of 
lhe dn! II; Locked. 

'7. Tw- Iloo_. Aca� <IO'hIJ;h ancI l2O'bll, IItd hall isthe qril_ofOrcish 

"Ulrkllr. II a IlJhlrd by thpilSlnd upI1dd by sroac pill ..... carved .... illl 'trI1lk 
1Ce1la. Rubbish COV'CB mud! ohM floor. The Chien,in\ bual. th,OI'M:. "'hleh 
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rests on I kroto d.&is and jr; iU'Tolinded the lokulls of hll victillls LmPlled on .Pes. 
aands .. Ihe fll end. Sk"lndh a .o-. Iltdy 10 be 11m: (I\oe& .. ilit On,,.,,,,) 

and il IMOI«tro by � U,,,k·hai I�ardi. PT�Ii,dl lLi o�a the ch_1C and often 
bloody le .. cllof hiuubj«u Of Ob5c .... 'qIM lPfCIKk of I he tortu,eof I Clpliw. 
JUIl bc'forc 1M d.&is ii I Jll'C�t trap door, lO'sqLWe; raisUIa Ul iroa�, 011 tlw 
len IIlII of lhe Ibrone �_ the doubk pOftak 10 open, dJOppiq ."",·anted 
luau. into 1M wolf den 4(f belo .... 

B. HeIlers' c..,. Ocxupied by the IhreE InlMl helJrn., IAninlills, Ihll aI"e ilinks 

from Ihe(Om�adin. ofOrc: rncdldna. .. l\M:h bubble In ke\l)es�, I fl'qrll. 
Al kut one of .he healen is 9Of;o likdy 10 be hne. 

9. SIt ..... ,,', c.�1t.. Truly I den of lilt billlTr, Ihe sh .... nl An .. ,,""\ d.oelli .... a 
Jamnocd ... ,,1'1 1cffi1l,IftII;U, Ir"') JI&JIrd ,ltual knl'U, and PUlloOnDIlI pIanIul>l1 

IOOts,,,),,,,n, in bunches flom lhe cal ml. Theshaman is Il()o;. l,kcL)o 10 be lIcre. 
10. an.Wft'). Here Ora brn" .nd  "orc 'MLI fiery liquon. The door 10 the CI\It is 

.!waysloc:lted. 

I L ArM..,. 20 reinforced Ie.lha «11111. 4ICuof (tWII. 40 lhic:ld.s. JOsciraitan. SO 
$Cars. 12handn.,. Uld 911_'IIIl1$honbl)wsuc tcpl llere.a"'-&wilh 100011· 
'ows. The door.s a1 .. ays locked. 

12. UHtnI'ln, "�. Thnc IWO lIopinl lNfts kad 10 lhe lower ca ...... 
LOWEIt CA \'£S 

13. La"C"n. Samel1 '3. 12 such c"'�1i 0lSIon IhlS Ir .. d. 
14. SI .. � Pil. Skves Ire IhIOOo'" 11100 Ihis !i;pUru hoIe • .,.,hca their IUIUn Nvt' no 

bella lllof for them. 1 1·lO,La\·es wIU be found hen. Thedooris bwmI fromlM 

$ilk. locked Uld aulldcd. 

IS. Wlllf Do:n. The "·ot,,csofKra·burcQm U"I'lrcaled betla lhan!.lavcsand hal'fll.., 

rrc:cdom .0 roan:r the lai, n.r,. benefil ('OIIL art <XCa\ion.1II �vt' mr.L d.O])CItd 

fro.! the th,one room atJoov.:. 1 1·20"'·01><a IR' found �; mot! II�""" _' 
ilt& 10 the ........ d .... IJIIIIY. M 

16. H • ....,. Si�tyofthc IfIOlt de:W'abk{i .e .• klOSI '�""lIiIlJJ fCI'ILI1c: Or"" are ��pI here 
for 1M pr;"ateplasurc of,,,,, Cbicflain and his UI\Ik·hai. TwoS>l!i ... Lli nl Uruk· 

hat ,LllIds IlwlYSSiand outsiOc Ihe Iocktd doo,. 
n. Imp Naowl')'. 1"0 dlKmnblc ordo:r uisu ill Ibis �l.II!Iilll, til .... and fl&ht .. , 

ITII1S of 180 Ore Impli. The playful if homicidal imPili an .... td!ed by I do«n 
f_kOtcs wbo hopC' 10 kC'qlc:l1tWlia 10. minimum. 

II. MllltSh.lts. TheH tLlnMlldcKCIld dttp inlo Ihe Mor"I, whereOraqulrry for 
Ilon llld up&nd theil lalf. 

I�. Wei. A slone shafl dl'Kmds 100' 10. subtcrrsncUl iI,cam. Aboo>c the shaft. a 

<nI1ie "" l\(h Uld bllCkellfe moaD.ed. 
20. � Edl. A mi�Ioa, paollolCle!ldstOI&kn funhnnorlh. lndl""n tOlillCnl 

Slone 000', Vo:ry Hard ].20) 10 detect. 
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'.n LUGSHAR 
TIlE To,n;K 

-.cr .. C1Ior." 

I. .....dO'. The in)rodor>\" lolhia Irtdisbantcl r,..., within. Aloinakth� 60' 

in cI ..... w .., d "l/j  h,p en..� !he entire p-otrncl floor of !he lOO>t • .ncI 
hal no .,..;.,cI�. TIord\l.nlbcr II pikcI hilh "'ilb pllonfd food n hooI)'wlllilll 
10 bccl •• mhlfltcl. " ofhllie ... 1I.e. Wnhin • •  h",o( I I.IS 0 .... _";\5., .ead1 1O 

wi), fon. 10 lhe .ieI of lhe Or ... dtfmclill, the OllIC' wall. A o;pinl nair alanllilt 
w.U IK'mds to IIw � towe. k-d; a ,hln �nds Uliloc �'es beI<)oo.. 

1. 1 .... '·,.1· .... HClt 'lor Urlf\·mll 0{�11 and bocIral.lafds cI .. d. SI .... palletl on 
5I.0IIC � 111t� IIOM.abIe. 'ropllicJQ( CIIIIU.o:dlr., and amoor, ..,d k ... of 

1iquo.IU'o·c II< fu.niilhinp. 6-10 ,I.IafOs and 2-.& offan an prcxnI, eotdt haviQ& 
6-10 iP and 21·lO tp. n.c nc>.' level • • eached lip I t .. p d_ in !he cci]inc. 
IhnIuP ..rucIl. 1aOdcr II �erfd. 

). ......,. TIIm!. Uklu., IHlaf."" lI"hi5qllanCl"' UId 1N0ne lone. Froon the wi ... 
dOln. he can sur� llor nUlle ... 1Ify. The Chieftain's IluOIle 1I1101id block 0{ 
carvo:d obsidWl, omamclMtcI .. illl pwl, dcsipts of torlu..,. A scone slab Wllh 
scrawbnldillj lin .... 'mf the ,,·alJ. lnllar,eiroDc� lict tIwOtirlt';n'.II01Id; 

600 ,p. UCKhp. 2OOObp. 2O(l0IP) p1Td. and . MOIm sem.encnllliOd d.lnkllll 

ho.n ..",h 120 III. "The chn! is Very Hud (·20) 10 Open and uapped ",.b I 
poiacmrd needle ,ipped wiI� kU1i1ll .piokr ,·""om. Ellrfmtly Hard (-.10) to da.c • 

• helle. UU .... UKS lhe cltesl as .  fOllCSIooi. II • .,.. likcly t!wt lA/urJ will M 
prQCIII.and iho .... bocI,.. ..... \b .. '. M in !ttc.00nI. AllNs' 0"" bod)'JUtid wiD 
...... )'11 M8)" he" .orailtilld ""'·n .he ladder. Ukluf,'s poUon ooIkcIion is in I 
$«'orI w./] (loKI. Hard (.10) 10 Ioca.e 

•. !bIefl.,. A shlflH"Y"i Urlf�'1W officer al .... ,. Ir.Dds .. ....-:h tw:rc, .tld, '0 

touDd I horn if ... )'\lfIt .ppro.achc:s 1M I"�. The .oof il ..,ached b)" I rope lad. 

Ikr (h1Jf11 Ihrooth , hole) 10 Ihe. h"d 1c�1. l1tc holr ia closed b, I wooden hllCIl 
INlI Is iotkfd from ,.t ]Mide. 

LOWY.a OllES 
5. t.. ... c..a.. Ninet«n "flh_ cave an: found Mlow.1or lOwer; ICCSe<;r.i"o 6.21, 

'1. fOf lOOfe dnnipllon. 

6. T ... II .... CJo.ecI b)'" i.on door , 1It.lllhe d .. of Krobilld 1M Hi� Hi]J.lrolI 

... ..-cU . ... ho 1ft bne"" of lilt time. AI IcIlSf OM Troll ;1 alwa)"1 pracm. Tk 
foul smril oflb" look ","U lhe O.a.a wmc. FU" lIlIin" lnducle p"",,o( mold)' 

SIr .... , a SlO,", I.ble, a fi.e-pil ... nh a p.p-mllan irocI korlllc. and kcas of liquor. 
Setrftfd amonl Ihe mold, II '1"" Ife slC1u of Tloll klO!: 0100 'P. 9OChp, 200 IP in 

�nu. and ... b.� smo-tntrUllftJ drink in, hooa' worlh IOOlPadi. 
7. Strn. c. ..... A. ulOdnaroulld IIrc ... surfll«:ll tw:rc, .. h'th I""Ora Iu"'ed_ 

mal fOf I rllhpaal. 
I. IInlm'Cow. l.ikr Ib.aI !kJCnbnl in Sec. 6.21, II; In!whilfd b, two ADimu.u. 
9. SIi_'lcC.',. Stt Sec.6.21,f9. 
10. Rro-.tI")'. AI Sec. 6.21. '10. 
I I .  A...,...,.. ISlotuoflOfl """Ihll'l", llCuofchain, 2' Ih,rids, 2OIcinut'I\,.S Jpeau. 

Ind 10 \U1Ilrun, Ihortbo" Ife found lint, .!ont wilb 1200 1lJ"T"OWS. �or. of !he 
ittml wiI] beof +S QIJ'I]ily. TIw: door is 11 ... ,. loo;kfd. 

11. Ibl1 .... S« Sec. 6.21, '16, fur tw-Orc dlQcrip!l.on. Thi5luuem howes 0100 fmllle 

<>a. 

" 

Roottop 

Lasbf)OJl: To[I.)f!Q: 

11. I .. p :OllnnT. Sec Sec. 6.21 • •  11: 1ft .. n"rKry hokb 120()n;·�. 
I.. SIa�, "' Lih. lhal tkKribed in Sec. 6.21, II., this pit holdl 1().12 ,lIIvD. If 

"'YI�.n .. 1I\cIo: Jlawo .. e�n raor-.. _....-o<ktd aDd 1IlUC'lblo: Ih.., .he �hen. 
IS. MIM�(IJ;. AI d.na-ibnl in Sec. 6.21, '11. 
16. S«�, EUI. Afln ,uMina 1"0 milft, lhisa.s<:endiQ&pas,. rcames.Ied,f hi'" 

in lhe MOfpl: lhere, ilJ;lIt)C1Ilnl il ool"lCfllcd by. i«leI Iloncdoor, Extremely 
lIarc1 l·JO) .o !kIm. 
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MOVEMENT AND ENCOUNTERS 

Movement in the Orc lairs isat normal speed, but a maneuver roll 
should be made each turn to detennine actual speed, assuming the 
party is either trying to keep silent or is involved in melee. Adjust 
for darkness, encumbrance, and the relative difficulty of the 
passages. ranging from Easy ( + 20) to Very Hard (.20), depending 
on twists and corners. Every fh'e turns, an encounter is rolled until 
the Orcs be<:ome aware they are under aHack. 

Roll 

1·30 
31 -40 
41-45 
46-70 
,,·80 
81·85 
86-90 

91·95 

96-97 

93-99 

Encounter 

None. 
Ore females, non·combatant. 1·10 encountered. 
Orc imps, non-combatant. 1-10 encountered. 
Ore warriors. 1·10 encountered. 
Orc warriors with leader. 1 ) ·20 encountered. 
Wolves, 1-5 Trolls, 1·2 depending on lair. 
Slaves. 1· IOencountered. Will welcome release and 
accept any arms offered. 
Uruk·hai bodyguards (75'10) or officers (2S�). )·S 
encountered. 
Guard Captain with 3 guards. Troll Chief with 2 
Trolls, depending on lair. 
Chidlain with 9 (Kra·burzum) or 6 (Lugshar) 
bodyguards. 
Nazog (75�) or Herumor (250].). 

6.3 RESCUE FROM THE TOWER 

Setting: Shdob's Lair: Tower of Cirith Ungol 

Requirements: A mid·level (2nd . 7th) party of neutral or evil 
adventurers. 

Aids: Layoutsor the Tower should be fairly easy to obtain in Minas 
Ithil, as well as a guide or dir«tions through Torech Ungol (if the 
adventurers are circumspect). 

III tidings have come to the Necromancer. His agent, Herumor, 
has been captured by Dunedain soldiers and imprisoned in the 
Tower. Before he can reveal the Necromancer's secrets, he must be 
rescued or slain, if rescue proves impossible. PC's ..... ho seem likely 
prospects for the mission (i.e .. evil or neutrally disposed) are 
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recruited for the effort - covenly - by a spy serving the 
Necromancer in Minas Ithi!. The promised reward (ifonecan trust 
that master of doubledealing and treachery) is quite alluring -
1000 gp for each person ..... ho survives, and double that if Herumor 
is brought out alive. 

Since a frontal assault on the To ..... er would be suicidal (though 
PC's are welcome to Iry). the Necromancer is playing his trump 
card: Athugavia. Coerced by threats of torture upon his beloved. 
Athugavia has agreed to deactivate the Undergate trap and to send 
the guards away at precisely midnight on a prearranged day. PC's 
must journeYlhrough Tor«h Ungol lO reach the Undergate, and if 
they miss their appointmenl, lhe Hap will again beoperalionaland 
the guards al their posts. Athugavia \>oil] nOI aid the invaders 
further, claiming thai his absence will be missed. In fact. he will be 
shadowing the party, and if the PC's do nol behave circumspectly 
but instead rampage through the Tower, he may ha\'e a change of 
heart and relurn to his loyalty to Gondor, organizing a defense 
against the pany. 

Herumor is in the High Chamber: his magical iterru are locked in 
the Treasury. He will be loath to leave without recov�ing them. 
PC's have no knowledge of where the captive or his possessions are 
hidden. The best strategem for escape from the To ..... er (once the 
turrel is reached) might be for someone to prO\'ide Herumor with 
the power points or a spell adder by ..... hich he can summon his Fell 
Beast. (His own power has been drained by the Kregora shackles.) 
Of course, if the adventurers are nOI careful, Herumor will, in the 
best black hearted fashion, decamp on the Beasl and leave the PC's 
stranded on the rooftop, high above an alerted Tower, thussaving 
his master the reward. 

6.4 ASSAULT ON SHELOB'S LAIR 

Setting: Torech Ungol 

Requirements: Adventurers under Sth or 6th level (at the least) need 
not bother. 
Aids: Various sources in Minas lthil and the to ..... er 5hould be able to 
supply some information about lhe layout of the lair. 

NOTE: The GM should keep in mind that this scenario could be 
played at almost any time, since Shelob survives through the end of 
the Third Agc, outliving even Sauron. 



Inevitably, some pla)'ers will insist upon a chance to destroy one 
of Middle-urth'li legendary monsters. Onl)' hiah-levd or very ex­
perienced characters should consider the auempl seriously, for if 
properly played. Shdob is an almost unbeatable foe. 

Player-characters of any alignment - Free Peoples. neutral or 
(\'il - may undenake the expedition, for Shelob has no allies. 
Several moti"esmay justify I�expedilion: hopes of rescuing a cap.. 
tj\'e, simple greed, or a desire for ,lory, Cirith Unlol is Ihesbonest 
route 10 the lair, although PC's rna)' choose to cross into Mordor 
through Cirith IIhil and enter Ihe Lair on the eastern side. 

Shdob's mental powers will make her aware of the presence of 
enemies in her lair. unless some mqtcal form of concealment is 
employed. She wiU nOlo howe\·er. engage the assailants immedi­
ately. preferring to let olher encounters wear them down. A wise be­
in,. she .... ill allack when PC's are al their most vulnerable. If need 
be, she will allow PC's inlo the Pit, and then ambush them on Ihe 
way out, when the fools are heavil)' laden with treasure. 

6.41 TORECH UNGOL 

Tortth Uogol's tunnels. unless otherv.·ise noted, are approJ(i­
matdy 15'wideand 12' high - just high enoush fora Troll 10 move 
in comfortably - and barely wide enough for Shdob . ..... ho has 
trouble turning around in some of the passageways. The caves of 
Tortth Ungol are of varyingsittsandare typically 15-20' high. As a 
rule. these caves ..... ere nOI formed by erosion: mOSI are natural 
cavities, and some were mined. Therefore, they are relativdy dry 
and lack the slalaclites and other features common to limestone 
caverns. 

S¢�'eral passages lead to exits from the central lair. Too long to 
represent in full, I.hey are marked by dividing slashes. Distances are 
specifted. Passages crossing over olhers are depicted b)' bridle 
symbols. Many oft� passages are inclined; arrows indicate ascents 
and descents. 

Everywhere in the lair. utter darkness is the natural condition. 

MOVEMENT AND ENCOUNTERS 

Ever)' two hours in Torech Uogol, ad�·enturers must make a 
maneuver roU to determine pany speed, taking into account en­
cumbrance, light conditions, and familiarit)· with the lair. On the 
firSI journey, I� main passage is of Medium ( + O) difficult)·; t� re­
mainder of the lair is Hard (.10). A guide (or familiarity .... ith Ihe 
cave) will decrease difficulty levels appropriatdy. In addition, 
evtty two hours an encounter should be rolled_ (See MERP. p.S4,) 

Roll 

1-20 
21-40 
41-50 
51-65 
66-80 
8PXI 

91·95 

96-98 
99-100 

-
-

1 

lell " 

Encounter 

None. 
Web fragments hanging, no effect. 
Intact web: 10-15 strands must be cut to sever. 
Spiderlings, S-IO encountered, 
Giani Spiders. 1-1 encountered. 
Orcs, (a mixture of 1st and 2nd levels with a 5th 
bel leader), 10-15 encounlered. IOCllochanceof 
Uruk-hai officer. 
Dlinedain messengers, as esquires, 4th levd 
filhters unmounted. 1-1 encountered. 
Hill-trolls. 1-2 encoun�ered. 
M«t SHELOB ("Oh, no ...  ") 

ANTS OF TORECH UN L 
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6.42 LAIR PLAN 

1 . WUI £Xii. One reaches the principal opening to the lair, which stands at the 
"""estern end of the main passage, afler a 2·milc unbroken stretch oftunnd. li lies 

al 1M base of. diff and is 20' wide. 

2. Wi UJI. Al lhc caslern end Oflhc main passage, IhiJ opening is onc mile from 

the fork in the main passagc and leads into the fina1ckft ofCirith Ungol. II is 20' 

wide and is SO .. likely to be blocked by spider webs. 

J. Shclob's Cnck. A quarter mile cast and further up the" cleft from the" East Exit, 

IhisQpenina is bul S' wide. a light squ«zc for Shdob. Itsnarnc rcn«ts thccrudc 

humor of the OrcS who so dubbnl il. If the east uit is webbed, Ihis one is left 

open, and like "cu.a. 

4. North E...:.II. One and a half miles from the central lair , Ihisopenina luds OnlO a 

mountain ledge hiah in the Ephd Dualh. It is 12' wide and 50'" likely 10 be web· 

bed. 

5. South Exit. Aftu a two mile descc:nt in a southeasterly direction, one reaches a 

10' wide openina which Iuds into the trouah between the Ephel Duath and 

MorgaL The nit is SO'" likely to be webbed. 

6. Main ra.wa"e. ZO' wide and 15' high, the main passage affords a straight road 

ascending from west to ust through the lair. a haurdousjourney of five miles. 
7. Forie Here, at the only confusing poinl in the main passage, the main tunnel 

divides inlO northeast and southeast branches of roughly equal size. The 

southeast branch kadsloward the Easl Exil while Ihenortheast, which gradually 

narrows 10 a normal siztd passage, runs toward the Undergate. 

•• Secret Door. At this point the northeast passage from the fork leads to a bot· 

tleneck where it is blocktd byastoneslab S'wide. 2'thick and 6 Y.z'high. With on­

Iya Hobbit·sized gap between ilSIOP and the rounded arch oflhe p3S5aJe, it's a 

tight squeeze. The door is mounted on an iron pivot and gear mechanism; either 

side can be o�ned by pressinl the proper sequence: of stones and projections in 

the wall. With a low rumble, the door turns at right angles, and after five roundll 

recloses with a thump. The opening mechanism is Sheer Folly (- SO) to detect and 

can only be found by luck or by referring to an accurate and extensive map ofthc 
lair, a most rare commodity. Hours of lrial and error will not improve a 

searcher's chan�. The s«ret door is a half mile from the northern fork of the 

main tunnel. 

9. Undenoray. A twisting and winding route, this passage gradually descc:nds to the 

Undergate of the Tower, a mile and a half from the .s«ret door. 

10. Underaate. A short straight passage rising toward the east, the Underlate ter­

minates in the Underaate of the Tower. (See section 6. 12. /17.) 
I I ,  l.lIrders. Eilht or t hese caves are scattered throughout the lair. Their function is 

to store prey that Shelob is not quite ready to devour. Victims are bound in 

Shelob's cords and suspended upside-down from the ceilinl of the cave. Victims 

are kept alive althoulh helpless and are SO"" likely 10 be awake. Contents of a 

larder are del ermined as follows: 

Roll 

'·SO 
51-80 
81-90 
91-95 
96-'00 

Earounter 

No victims discovered, only the remaillJl of webs (too late!). 

Orcs, 1-5 encountered. 

Men, 1-5 encountered, most likely DUnedain soldiers. 
A single HiII·troli. 

Others (e.I .• an Elf, a Dwarf, or a Hobbit). 

Note:Most caplh'es are .... ·earins Iheir armor and retain their possessions. 

12. Hatcheries. Threeofthese caves are located in widely separate cornef$ofthe lair. 

Chances are 30'1. Ihat the cave will contain only the gigantic fragments of an egg 

sac. There is a 20'1. chance that the egg sac, an a .... ·esome massofsi\k fillinl half 

the cavern, will not yet have hatched. There is a 50'1. likelihood that lhe sac has 

already bursl, filling the cavity with 1�30 swarming and hungry spiderlings. 

13. Refuse Pltll. Nine caves in the lair offer naturally contoured depressions which 

Shelob uses for disposinl of Ihe bones and possessions of her victims. A 

thorough search of this mass of rubbish will uncover some things of value and a 

101 of disgustinl junk, includinl: 

Items buried in Ihe Refu.w PillI: 

A. 1().. IOO coins of various denominations. totalinl 30 gp. 
B. Mounds of old smelly clothes, bones and waste hiding lems, armor, and 

weapons. For every ten turns that an individual s�ds searchina, he stands a 

IO� chanceofdiscoverina a lemof IO-SO gp va!ue or of finding a + 50r + 10 set 

of armor, shield or .... ·eapon. Unfortunately, every searcher also runs a 51ft chance 

of contractinla fata! disease. Finally, there is a 2O� chance that the rubbish will 

con�al a trap laid by Shelob, who is sardonically amused by the propellJlity of 
advenlurers to root around in her aarbage heaps. Fragments of armor, scaltered 

weapons, and a few prominently placed coins are Ihe cover for a net of sticky 

webs which will snare anyone selling foot on the heap. holding the fool until 

friends sel him loose - or until Shelob arrives for dinner. 

14. lat .. Cave. Unique in the lair, this cave has been eroded by a sublerranean 

stream, exposing a fantlStic deposit of black laen, a hilhly valuable and ultra­

hard volcanic substance. Here lies a fortune for anyone with theskiU and nerve to 

mine it. A stream still runs through the cave, providing a biller-tastinl but 
potable water source. 

IS. Mouth of the p\1. Marktd by a nauseatinl stench, this 30' wide passale leads 

directly from the main passage 10 the central pit. 

16. Shdob', Pit, Thiscolossal cavity, 500' in diameter at the top narrowing to 300' at 

the bollom (a quarter mile belOW), is the homeofShelob. She is 85'1, likely 10 be 
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found here at any time. Around Ihe.sideoflhepit,a counterclockwise rock ledge 

IS' wide winds a dozen times. The ledge has no border, and anyone slipping from 

its side will boun� alllhe way 10 the bottom, unless he can catch the sKle of a 

lower ledge, an Extremely Hard (·30) maneuver. Naturally. Shelob will lry 10 
force anyone rash enough lo allack her off the kdle; her claws assure her Steady 

footing. Numerous shafts and cysts extend inlo the sides of the pit alonl the 

ledge, evidently the catacombs of some forlotten people antedat.ing Shelob. 

These folk lefl no imcriptions. Their bones have vanished into dust. Scattered 

amonl these catacombs are the TQb/�/S 0/ Dark K"owlnll�, hidde.n he.re lon, 

alo by an Evil Animist. At the abyssal bottom of the pit lie a nuw of bones, 

posscssions, rollin, flesh and filth so vile as to stagger the ima,ination and 10 

send anyone with a constitution less Ihan 90 into a fit of viOlent retching. 

Submerged in this pile is a fortune worth over SO,OOO IP. indudina coins, lems 

and jewelry, as .... ·ell as hundreds of sets of + 5 10 + 1 5  armor and weapons. A 

number or worthy items of power. indudina the CDm�/�I, Corami" and 

Maleithtl. Al lhe very bonomofher messSheiob huburied the sword U"Iolrisl, 

intendinl that it never again see the lilht of day. Over the course of three days of 

searching, several advcnturer$can retrieve some objects of value from this pile, 

bUl lhey suffer a 50'/, chance or conuaeting a falal disease as a result . Of course. 

the would·be looters will never complele their search if Shelob has anything 10 
say aboul it. 

6.5 THE TOWER OF CIRITH UNGOL 
AT OTHER TIMES 

By the end of the second millenium of the Third Age the Watch 
upon Mordor had been abandoned, and the tower of Cirith Ungol 
was left uninhabited. It was not long before Sauron garrisoned the 
tower anew with his own gruesome troops. In T .A, 2000, the Witch· 
king's host of Orcs and evil men crossed Cirith Ungol, causing 
Shelob to hide in the bottom of her pit. Outmaneuvered and sur­
prised, the Dunedain were beseiged in Minas Ithil before the gar­
rison could be reinforced. The defenders valiantly held out for two 
years, but al last, in T ,A, 2002, the hosts of Darkness breached their 
defenses, and fair Minas Ithil became Minas Morgul, the Tower of 
Dark Sorcery. 

For these adventures the tower layouts can be used virtually as 
they are, though many of the treasures of course will be long-gone, 
or perhaps moved to other locations within the tower. For the re­
mainder of the Age the Tower is garrisoned by Orcish troops, wear· 
ing black marked by the Red Eye ofSauron (as opposed to the sym· 
bol worn by troops in the dreaded Minos Morgu/: a moon 
disfigured with a ghastly face of death). 

6.51 THE RING OF AXARDIL 

Naturally, it is highly unlikely that any group of adventurers 
could kill off the entire garrison and sack the tower. A specific quest 
is suggested, such as recovering a lost family heirloom of one o(the 
past Gondorian inhabitants, the Ring of Axardil, for example. 
Perhaps one of the PCS is a descendant of the last owner ofthe item. 

Setting: Tower of Cirith Ungol 

Requirements: While at the height of its Sauronic po.wer the Tower 
is at least as well garrisoned as during the waning days of the Gon­
dorian watch, Orcs, however, are not as astute as well·trained 
Dunedain, and might be more easily eluded by a stealthy group. No 
one less than 4th or 5th level should probably attempt such a ven· 
ture, however, 

Aids: Again, maps of the Tower should be available, though maybe 
not as accessible as when Gondor held it. The pass from Torech 
Ungol might be only legendary now, including the Undergate. 
Shelob's lair might also thus form part of this adventure, for her 
home remains essentially the same through the ages. 

Overall, the basic structure of the Tower remains unchanged 
from the time the Dunedain last held it a miltenium ago, for it suf­
fered little damage in its capture in T.A. 2000. Now, as then, its 
main purpose is to prevent escape from Mordor, for Sauron wisely 
reposes little trust in his slaves. The gates of the outer wall, 
destroyed in the assault, have been replaced by the Silent Watchers. 
These are two large enthroned statues on either side of the gateway 
arch. Each has a three-jOinted body and three vulture heads, facing 
outward, inward, and across the way, toward the other statue. 
Clawed hands rest upon each statue's great knees. These 



nightmarish figures have eyes of black gems, which glitter at the ap­
proach of enemies. Not physically but mentally animated, the 
statues will sense any enemy of Sauron and will raise against the in­
truder a formidable barrier of pure mental force: an invisible wall 
of power. A second vocal spell is implanted in the Watchers, and 
they will utter a piercing. shrill cry should any enemies succeed in 
forcing entry, causing the alarm bell atop the third tier of the Tower 
to sound. Only those making a 20th level RR (or a servant of 
Sauron) can pass the Watchers - and even those making their RR 
will trigger the alarm. In the full light of day (rare in Mordor) or 
with the aid of other enchantments - Sam and Frodo barely got 
through USing the Phial of Galadriel - the RR level is reduced to 
10th. 

Inside, the Tower has become a stinking Ore den. Disused rooms 
are filled with garbage and rodents. A garrison of about 120 Uruk­
hai and common Orcs holds the tower. commanded by Shagrat. a 
14th level Uruk-hai fighter. evidently chosen more for his loyalty to 
Sauron than for his intelligence. 

6.52 THE TOWER AITER THE FALL OF SAURO 

A FOURTH AGE ADVENTURE 

Setting: Same as above. 

Requirements: A relatively low-level group could probably handle 
this adventure. Even a l st-3rd level group could probably sneak 
through the ruined tower without too much difficulty - though of 
course there could still be surviving bands of Orcs holed up here 
after the fall of their Dark Master. A larger or higher level group 
could be sent in as a cleanup force. 

Aids: In the latter case above. the new King ofGondor. Aragorn II,  
might offer a compensation to those who will cleanse the Tower. 
perhaps also sending a few soldiers to aid the party. 

For the first time since the Tower was raised 3000 years before, 
Cirith Ungol and whatever riches it still holds lie largely unde­
fended. The gate arch is in ruins, unguarded since the will of the 
Watchers was broken. Treasures await the bold! 

7.0 TABLES AND 
ITEMS OF NOTE 

7_1 ITEMS OF NOTE 

Following are some of the more interesting items found in the 
Cirith Ungol area. Most have specific locations, as noted in the text. 

THE TOWER GARRISON UNDER THE CONTROL OF SAURON 

T,.. - , -- - AT .,. till 

Omens Uruk·hai 18 12 1 10 Ch/14 45 V5 

Guards Uruk·hai 30 8 tOO Ch/14 )5 y 
Lura Leaders Lsr. Orc SO 5 65 RU7 2S Y 

Adult War. Ur. Ore 1 10 I 2S RLn 25 y 

MOST POTENT 

I .  TABLETS OF DARK KNOWLEDGE 

Possessor: Shelob Location: Torech Ungol. 

Secreted in Shelobs' Lair by a servant of Sauron fleeing from his 
master's defeat at the end of the Second Age, the Tablets of Dark 
Knowledge are items of surpassing power. Each of the four Tablets 
is a sheet of black laen (an indestructible glassy substance) I v,.' 
high, I'  wide and I '  thick, upon which is inscribed in Black Speech 
one of the four Animist base spell lists. except that each of the spells 
works in reverse (Neutralize Disease would become Cause Disease, 

Muscle Repair would become Muscle Damage, etc. For RM the 
tablet would have five pages, each inscribed with the E"il Cleric 

Base Lists to through 30th level.) To the casual observer. the sheets 
appear to be blank and feel chill to the touch. Through concentra­
tion (for one turn), the writing can be made to appear in fiery 
writhing lines. Simultaneously. the sheet concentrated upon will 
become extremely hot. Anyone touching it who is not loyal to the 
Dark Lord will suffer a "C" heat critical each round held. Within an 
hour after concentration ceases, the lettering fades and the tablet 
cools. Any of the spells on a tablet may be cast once a day at no ex­
penditure of power pOints, straight from the item. Anyone not 
already a servant ofSauron must make a 20th level RR every time he 
or she casts a spell from the book, or become the Dark Lord's slave, 
wishing to serve him forever. Destructive speUs cast against a tablet 
only rebound against the caster - for only volcanic fire or dragon's 
breath can destroy the Tablets of Dark Knowledge, which radiate a 
strong aura of evil power. 

2. RING OF AXARDIL 

Possessor: Veantur Location: Tower of Cirith Ungol 

The greatest heirloom of the noble Dtinedain House of Axardil, 
the Ring ofAxardil is a mithril band set with a single deep blue sap­
phire. An inscription in Quenya on the inside of the band reads: 
"Man's true glory lies not in power over the world material but in the 
mastery of one's own deepest thought, for to he who rules his own 
mind naught else shall be denied." The Ring is a x3 Bardic power 
point multiplier, and adds + 20 to all Bardic atlacks. It constantly 
generates a circle of protection around its wearer, - 10 to all elemen­
tal attacks, + 10 to all RRs vs. spells. Three times a day, the wearer 
can cast Study (Bardic Base), and once a day the ring wearer can 
cast a Long Door spell at no power point cost. The Ring will store 
up to 3 Essence spells. as high as 10th level each. With the Ring 
comes a velvet-lined silver case; the rightful owner of the Ring can 
at any time will that the Ring return to its case, thus enabling it to be 

retrieved if captured or stolen - if the case has been retained. 
(The Ring and Case were Lost in the Taking oj the Tower in T.A .  

2000 when the aged Veantur was slain.) 
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J. U:"'IGOLRIST (5. MSpider·cleaW!r") 

poswssor: Shek>b l,oation: Torech Ungol 

During the Second Age, the Elves of hhilien, suffering from 
Shelob's depredatKms, besought the Veat Cdebrimbor of Erqion 
to forge them a sword that could repel the Spider. Together, the 
Elves of the Alchemy guild (Mirdain) and the Dwaf\'es of Moria 
crafted Ungolrist, a wondrous longsword of ,alllom, Lhe shining 
black Elven lOC{al, supple yet stronger than the hardest Dwarven 
stetl. Sadly, the Elven hero choscn to .... ield Ungolrist fell viclim to 
Shelob', menial powers ere he could bring the sword to bear, and 
for many years has UngolriSl lain masterless in Torcch Ungo!.. The 
sword is + JO to hit. and an enchantment o[spider'llaying is bound 
into its blade with runes of ithifdin. silvery lettering \o'isible only 
under moonlight. Any spidel" struck by Ungolrist suffers, in addi­
tion toa normal critical strikeasecondcritkalsuike, which is rolkd 
on the: Large Creature Critical Table (MENPTable cr-IO, pg. 75) 
at + 20 due to the Sla}ing effect. Ungo!.rist is highly intelligent, and 
upon command will project a Ughl spell in a SO'radius three times a 
day. Once a day, it can also discharge a Lightning Bolt with a 100' 
range. If evil spiders arc within SO'. the sword is illuminated by a 
silvery aura. Unfortunatel}', the S""ord's intclligence has gotten out 
of control and become a curse of soru; Ungolrist is unduly eager to 
fulfill its purpose and will force any bearer who does not 53\'e VI. 
Essence at -SO to engage all spiders in sight, regardless of odds. 

POTENT ITEMS 

4. GILDAGOR (S. "Slaro! Btm!e") 
POsaMOr. Veantur Location: Tower of Cirith Ungol 

Gildagor is said to have been gi�'en to the House of Aurdil by 
Isildur himself. Forged of purest mithril, its hilt sheathed in 
mother-or-pearl and a rub}' imbedded in its pommel, Gildagor isa 
broads ..... ord of surpassing beauty. and is an enchanted ..... eapon. 
+ 20to hit. It posscss�smedium intelligen«. and .".in cast a De/l«­
tionsspcll (of Esstnce) up to three times a day (-I00 to the attack of 
any singic missile directed at the wield�r of Gildagor). The S""ord 
.... i1l also Deleet Jnl'isib!e foes (as the Essence speU) at the wielder's 
command, three times a day. 

S. ROI) OF GEUAO 

Posscuor. Calime Halfc.lven loealion: Tower of Cirith Ungol. 

Thisi\'ory rod. topped .... ith a diamond. "'as once theprideofthe 
Sindarin magician Geliad of Undon. Calimc's arandfalher on her 
maternal side. It is 2 W in length. and functions as a x) Essence 
po .... er point multiplier, also adding + 2S to all Essence Elemental 
attacks. Th� Rod will cast the spells Phantasm I, L ight, Sudden 
Light and Dispel EssRnce as desired to a maximum of 30 PPs per 
day in addition to user's enhanced PPs. 

6. CRYSTAL or REMEMBRANCES (S. "Miffin") 

POSStM(Jr. Calim� Halfdv�n LOCition: Tower of Cirith Ungol. 

A multifaceted translucent spherical object some 9' in diameter. 
the Crystal is a lift to Calime from beT Eh'en molher, ere she 
departed for the Und)ing Lands. At lirst sight it is blank, but by 
concentraling upon it, an imageor Calime's mothercan be made to 
appear. taking holographic form within S' of the Crystal. Beyond 
stntirnental value, the Crystal has considerable worth to a user of 
Esscru, ..... ho can ..... i11 the image to speak, providing instruction in 

JO 

any general Emnce or Base Male $pells through the IOSh I�\'el (RM 
20th 1�1.). In eff«t, it is a portable magical library . The Crystal can 
absorb 100 hits of damage before shattering, and is AT 20. 

7. ONGRUM (B.S. "Iron Skull-) 

POSSfSsor: Skargnakh Locati<ln: Kra-burzum 

Looted from the ruins of Barad-dur and mounted on an 8'Iong 
spiked staff of superior Ore-forged steel, the Ongrum is a massive 
dark iron humanoid skull, I' in diamcter. Its eye sockets bhne with 
rubies. It  is "'ielded as a mace, + 10to hil, enchanted, and inflicts2x 
hits. The beater or the Ongrum also receilles + 20 10 his defensive 
bonus. Although I.he Orcs do not realiuit, the Ongrum is also a + 4 
spell adder, and can store as many as) of Channeling lpoclls, up to 
10th le\o'el each. Its eyes can be wilkd by a user of po ..... erto project a 
Fire Bolt IWtcc a day (Ihe eyes fire together, their rays combining to 
form one 2x damage Fire Bolt). In its present fonn, tbeOnsrum re­
quires a 96+ strength to wield in melee. 

8. CAMBEU::C (s. "Hand o! Misht", 

Posst:SSOr: Shelob location: Torech Ungol 

A linel), crafled D .. arven steel gauntlet, the Cambdes will in­
Jtantly adjust its size to fit any hand. It adds + 10 to aJl m(lee al· 
tacks using weapons. Ho .. eller, it displays ils greatest power in 
unarmed combat, conrerring a bonus of .... 20 and allo .. ing lhe 
hand oflhe wearer to betreated as an enchanted weapon, as well as 
"riking as a mace. 

9. CORANTlR (S. "Circle oj Long Set!ing") 

P�ssor: Shelob LOCitioa: Torcch Ungol 

or Elven make, this silver circlet .... iII aCI as a + 4 Channeling PP 
adder when worn as a headband, adjusting itself to the size of the 
w�arer·s skull. At will. once a day, a uscr ofChannclingcan employ 
the spells Intuitions Vand Dff!Qlns 111. (RM Imuilions True and Vj. 

sion Behind 10 ,rllvl - Astrologer Base). The circlet protects the 
wearer's head as a full helm. If worn by one of evil disposition, the 
circlet constricts, innictina an �E" crush head critical. 

MODEST MAGIC ITEMS 

10. MUNDWINE (Rh. "Guardian-!mnd") 

P�ssor: Athugavia Location: Tower ofCirith Ungol 

An heirloom of Athugavia's house, this weapon has dCKcnded 
from father to son sintt the days of King Eldacar. and is saKI 10 

hav� been taken from a dralon hoard. Mundwine is a broads""ord 
of Dwarvish steel allo)" enchanted, + IS to hit. It can cast a Dispell 
Channeling (10' radius) and Light V spell, each twice a day. 

I I .  AZAER'S ENCHANTED ABOut: 

Pos.w.ssor: H�rumor Lontlon: Variable 

This useful device appears in the modest 8uise or a 2"- square 
bronze cube. Upon uttering the word -open� (Edro) in Sindarin, it 
instantly '\Infolds" into a arey p&\ilion. completely furnished 
within, I S' in diameler, and surrounded by a hemisphere or magical 
force )0' in diameter .. hich must be dispelled for any outsid�r to 
emer. He who possesses the cube can pass through freely. TheSin­
darin command "End" (Tela) will cause the pavilion to refold into 
the cube, .... hen spoken by the cube's possessor. Note that if one 
forgeu to stand outside the tent, he will be shrunk as well and im­
prison�d in the cube in a state or suspended animation. Any in· 
organic items left in the pavilion (not carried by a person, and nOI 
the rurnish.ings inherCTlt to it) .... i\I be left outside when it collapses. 

11. MALEITHEL (5. "Golden W,U") 
Pos.wssor. Shelab Locllltion: Torech Ungo! 

A golden flask of quart sil.� stoppered by a silver cork and bear­
ing the Ehish rune for "water". Ihe Maleithei is an unending source 
of liquid refreshment. Ellery time the stopper is replaced. the flask 
will magically refill .... ilh clear, sparkling water. To those of evil 
disposition. the contents of the flask ... iI1 taste \ile and polluted. 



TABLE 7.2 POISONS AND ROTIEN THINGS 

N ...... A.TLICI'IO, 'j()UJK.,[ .'ORM APPURANCE t:J . tXT Lt:\'I:.L 111 • ..0"' •. '(" 

ASGURATH Poison Snake 'CIIU," PaSII: Uro ..... n/n:d Paraly�ilt J Moderate 
DIN I'UINEN POIJ;On Mc»s 0,' Grecn Amnesia 8 \loc;Ieralc 
JEC.C;A POtson Bat \cnOnl LlquKl 'IrOlllO I 100 hll� 10 Rare 

-

NI\1NAUR Sohcnl Spider nuid Juict Milky .... hitt SIo"., bqUlficalion 2 Moderate 
ONlJOlllTHUI Poison Slone hehen l�a�lc Oluc/,rcy I alai dch),dralion 9 

-
Vcr) ralC' 

ONOOKAMBA POison Bat \CIIOIII JUice Green Turn.'; 1 2  h.lI1dstr«t 10 stonc 7 Vcr)' rarC' 
"UOMOL Poison flower " oUen \.lcar liquid :;10"., plnl) u and death 4 ( -anun!,)" 
SPIDER VE"K)\1 POlSOn (ilanl Sp.dt-r Venom I'�IC Ocalh/p&r .. I)'''I� (2 l�) 10 """ 

TABLE 7.3 ENCHANTED OR POTENT 
SUBSTANCES 

HERBS OF ITlil LiEN AND MORDOR 

Clllnalc C�: and _ a: �j·and .. s; hOi and humkl ... h: mtld Icm�ralc ... m; cooJ ternperate .. I; t.-old C; st\'HC cold (rri.KI) f: c\<t'Tlticin, cold .  (' 

la ... k Codn: Glacicrlsno.flfld .. G; Alpme A; MolInlain .. M; Bealh/kTub H; Conirerous lC'\'Cfllccn) rOrcsl C; OttldUOU�/ml"cd fornl - 0; 
Junlk/raanrorcsl - J: Sholl ,rus .. S; TaU pass T; Br('llks/.adis :. is; WbCe W; Desert - 0; Frc-.h .. all:r C:O,"I) and bank!. .. F; ().un/\llh_aln 
\."O;UIS - 0; Vok. .. n� - V; Undnaround (ca"erns) - U 

Fr� .. nq': Based on a scak or I 100(100 bem, '\1ft')' common; 1 very rale). fhn,e numbcn arc indicatl\'c o( a"Allablluy in lhe _lid Price \ho ... PlIr..:ha'iC' a\'lUlabrIiIY in 
l(W.n, and Ol� 'shoppina areti'. 

Corn .... � Code:: WI code in tcqllt'n« mo ... arQ Or lM main contintnl .. hen herb " indiaenOUi, or moSI common. "U" equals uni\uY.l. "M- Indtcalb mld<onI1t1n1l. 

Preparations Codn: bo .. boil; br - brew: eh :< chew; Cf .. crush; dr - drink: cal ... in�: In • inhale; po - POUllW:c-: dib .... di soI"c. 

NAI\U: CODES FORM PREP CO," Ern:Cr 

!!iEf'riISt: ENCHANTMt. T 

Briltu Blue Eyes mS5W flow" boilldr ISIP Enhanced vbtoa (.ttl plUi mild inrravVoioft ror ) houn). 

£Ibm', a.kCl ISIO!"olW """ boil/dr 'Oa> Han Slimulant. DoubIrs 'Pftd ror I round once: per hour. 

Gr_r MropoI .. ..OIONW 1W\.'tlr drink 7 ... InloJ.icatlUCl. dranu, and I .,', nulnuon, 

sp.,fOOl Goodwor1 mt"J9W .- dISIIdr ''''''' For -,oodoo, UbI. confidenct and � or puf"POlC 
( ... 25) rOf I 104 rnds. 

Sulimqudote mOlOW - rublinhaae .... IlcpIac:a smdIs of surroundina .... .... h fr."..,t KftII rOr 
(Q. llral_' IDdiYidual ........ �lkJn 1-4 hour:!.. 

Zullcndura eM, aU IOU ""'*- a. lOa> "- () """,. 

CONCUSSION Rf:UU' 

Arlan 1T82NW leaf poulliee 13sp l Ieah 4·9. Wild heals 1·6. 

Cardree Muslard mC70NW kaves poullice 109. Heals all eoncU.'i\K)n hilS; lakes one hour. 

Gallls (M) sDJSU caclus sap/dr SSgp Ilea Is 30. 

R ... , ID6SU nodule cr/br/ch 78. Heal.'i 2·20_ 

Thurl IDSOU do\e br/dr 2sp Heals 1_4. 

AN11DOTES .. D -..stlI ClIIIE!l 

Vipcn_ "'IOU """ boikI< ''"'' _ f",_. 

Spt.:cn·lc REPAIRS 

Aloe IHSU leaf salve lbp Doubles healina rale for burns and mmor CuIS. Heals 5 hill 
ir Ihey result rrom burns. 

Arpsusar tFISU slalk boil/eat JOgp Mends muscle damage. 

Arunya mS4SU roo, br/dr 2bp Causes sittp and quick unconsciousncu. One hour's sleep 
equals 4. Addiclive if �d more Ihan 2 conscculi\'e days. 

Alhelas ICSN kof boil/in lOOop Capable of curma anythin, \iIo'hilc palicni lS �liII alivc, bUI 
healing only as effective as Ihe healer. Full crfttt only III 

hands of '"0 rdain cd" kina. 

Allanar IFIOU mo<, poullice 88P Cures fe"n. 

Kelvenlari mOll ""'y ,"b ' ... Heals lsi and 2nd dearee burns, 1·10 hiu resulltna rrom 
heal. 

Suranie IF4SU berry cr/in 2gp Siun relid (I rnd). 

Vlllan IS60W pollrn inhale !lsp Acute �mell and tasle ( J  hr). 

�ANCI! 

Chlp-8a:dtIItutl rrrODNW n •• "'CIII ,... 1 .,.. nutrilion. 

Forry Oak Acom "'SN nur ear ]1IpIJO I do,.. rrutriIiorr. 

...... ·Pokn-Hcr-Hnd �NW """ carryl_ SIP Aaed oac  1DODtll, prorido Ihnc wm', .... rition. 

Nolr: (M) indicates indigenous to Mordor; otherwise, herb is found in Ithilien. 
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