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1.0 INTRODUCTION 
"[n, LoH~lhJ Af. ~ slmw, mifn'mJIy ['t"Pit, (millalli oj dw 
ForoJw..ilb, Urn of j~ r·cJf .L..ys, ll'nuIOfll(J /0 Ibt bi//rY roUs oj Ibt 
"al." oj Mow/h. I"Jmi liNst foUS (,ngrrs/ill in liIIIl ''lion, lbo~b Ibry 
lir IM,dly morr lb.,"" "'," JrrJ ""tUtS nDrrb if lIN Shirr. Tbr Lossorh 
~st ;11 Ibr mow, "nt' il ;s JiliJ IhIlllhty 'an filM all tbr irr ",.jIb b.:mrs 
on I}"I, Jm, a"d NW(llrfS wirboot 1...Jw&, Ibty liw "'~JI!y, ;n~{(miblt 
/0 rbrirrnrmirs, Oil 1M gmtl Gpt oj ForrxbtliNI SimI! cJJ /0 11K ncrlb­

wrll tbr immmSl' Ny of tNt "oIm.; b!411/xy ojlrn talnp On 1M JOH lh sborrl 
oj lIN Ny ~I ,br Jm oj liN [Bll<t] M"""rains." 

- 1M R.tlw", of lb. Ki,,:. p. 321 

Forodwailh, the NorthcfIl \V.15 [C, is a land Jrh no o ther. 
H ome and rdugc to the Lossoth, its van tundras. unconquered 
1n00llltalll Tangcs and icc-mantled hays irresistibl y Ix,kon the 
wJd and the adventurous. Hnc. al the ends or Middlc-c~rth, the 
traveler may behold wonders and terrors beyond compare. 

Join the icdX'rg-dwdling Sea-hunters as they stalk the mighty 
whales of Forochd's bay. waging a never-ending battle for 
mrvival against the d ements. Explore the cyclopean millS of 
Morgoth'J ancient domain-the Rif15 of the Underdeel's, the 
Stairs [Q H ell. the Threshold of Angballd and the volcanic crater 
of Morgoth's \Ven. Brave the arctic cold of the undle$S LlIId. 
where none but the mysterious Snow-d ves dare to tread. seeking 
rhe fablcd source ofHcienhil. the radiance of the night sky at the 
summit of thc world. 

Blit beware. for icc and Jnow are not the only perils of this 
forbidding land. Foullrgacies ofMorgoth-Orcs, Trons. dr~g­
ons and other hOfTors-prowl their ancient homdands stin. The 
dre.ldt d Sled-horde. merCiless minions of th t \Vitch-king of 
Angmar. r.l id and plunder the Lussoth year olftn year. relentkssly 
hunring down any who refuse to pay worship to the Dark Lord. 
Jaanaincn. Siren of the lcl", and Eloeklo. Demon of the Nonh 
\Vind. haunt the winrl')' wastes. hungering aftrr the blood of the 
Fn."e Peoples. 

Y ct there is hope that I=o rodwaith may onc day becomc free of 
the unnaf\tr;tl banes it h;u sufTered under the ill-will of Morgoth 
and his successors .. The Valar, the lfllmonal po wers thar govern 
the world for Good. have not forgonen the Nonhern \V;ute­
Yavanna the Earth Mistress weeps for the \Vounded Land, and 
the power of her tears contends evtr with the poison ofMorgoth's 
malice. while [nno the Lord of Dream spc~ks through visionary 
portents, giving cOll!lsd 10 those who would redress the bnd's 
hurts; togcther. they summon champions to their cause. to lend 
aid iu a mY$lical que$! of cosmic proportions. Dare YOll join in 
lh~r quest~ 

AOVENTURE GAMING 
1"bt- NlWtbn" W~llt'~ is tlu." founh [itle in ICE's Rra/llu if MiJJIt­

rMrbfli ad\'enture game series. Like its predecessors .. TIr Silin ,'" 
AIIl"''''''' and Mirk w«id,'" this work nafTJtes Ihe hiStory of its 
lands ,1IId the peoples Ihal inhabit them. The pnmary ( 01'1 of the 
book aTe the Ysl:iv~t Talven (the Lossoth and rdated peoplC!i). 

As )'Oll Illay alITady know. adventure games include fantasy 
role playing and sunpln story tdlmg games. These games arc 
akin to plays or interacttve novels. The referee, or gallu=master. 
serves as a sort of actor/director. whde the pbyers portny the 
m:t1!1 characters. Everyone combines thCIT Imaginative talents to 
cOllCciv(' ~ spontanN'us story which 15 nevn 5!lOrt of a((lon. 
i!!tngut' ,md adventure. Of Un. over t he yc a~. gamemastcrs have 
(hosen M Iddlc-cart h ~s a set I mg for ad "cMure games. No fantasy 

world exceeds T olkien's creation in tenllS of depth. flav~)r and 
consistcocy. nOT as an adveIlt\lre gaming locale. 1lt No rtlx,.,. 
W"Sll scrvcs as;\ hcipfliitool forgamcmasters :tnd pbyefSs.::eking 
knowledge abom the Lossoth and the wild lands which thcy 
share with olhcr creatures and pt"oples. It is an ideal refeurl ce 
work for an)'one using any major f.lmasy ro le playing game 
gUldclines, in pmieular ICE's MiJJIt-rllrrh seri~s. Those wishing 
to explore T olkien's world in the conrext of an adventure game 
will find this work invaluable. 

USING THIS W ORK 

n, NQf'lht", W.Slr begim with a brief ovcrVl ~w ofForodwaith 
(Set:tioll 2.0).. 11lis is followed by a comprdlellSlve IlJ!11l.tive of 
the region's history (Section 3.0) .. which concludes with J 

rimdinc (Section 3.11 ).. Scctiun 4.0 describes the physical 
gl"ography, topography and weather patrerns of the North. 
followed by an ov~rvi ew o(its pbm and anlmallrfc (Sect lon5.0). 
11le next senion (6.0) offers concise vignettes of each of Ihe 
peoples who call Forodwaith home. Sections 7.0 and 8.0shift the 
foclls of att~nrionl1pon the society and worldv; ... w of the YJlavAt 
Talvrn. providing vivid sketches of everyday life and culturc. 
Section 9.0 ducnbes the some of the more notable indlvidILlb 
whom an adventuring party might enCOlulter ill the course of a 
game. fo llowed by a lis l of magical artifacts that may be found in 
the far N orth (Section 10.0). Section I 1.0 consIs ts of a compre­
hensive g.l7.ettecr to the N orthenl \Vaste. alphabetically listing 
all place'lIanles referred to on tile color maps accompanying thi, 
module. Section 12.0 provides additional detail on sites that may 
be of particular interest fO adventurers, wh i l ~ Section 13.0 offers 
J pair of exci ting. readY-lo·mn adventures set in the N orthcrn 
\Vaste. The module concludes wilh :tn :tITay of apJXlIdiccs 
(Section 14.0) and t~bl cs (Section [5.0) featuring useful refer­
ence infonllat;on (or nmmng ro le playing adventures in 
Forodwalth. All infonnation throughout this module has been 
keyed to ICE's MiJJlr-r~"h Roll Plllyi"l ( MEKP) .... Rolr",,,,tl" 
(RM)'" and L;"J if Ihr Ri"l' AJ'H""m Ca",t (LeRY''' systenu. 
SectIOn 14.7 cont:l.ins three complete scenarios for wing the 
Northern \Vaste as a sctting for ICE's MiJJIt.ta.-lh: 11 .. WizarJ, 
(METID'" collectible card game. 

THE SoURCES 
ThiS is an audl0m·.('d secondary work. It is specifically based 

on Tbr Hobbit and llt LcrJ if rlx Rinls. ;\nd it has beClI devclop£'d 
so that nO confl ict eJ( ists wi lh any of rhe o ther primary publica­
tions of J.R.R. T olkien. Of COIITS('. always re11lcmbcr th~t the 
ultimate sources of inforn13rioll aTe J.R.R. To[kicn '~ works. 
Posthumous publications tdired by his son Christopher sited 
additional light 011 the world of Middle-earth. 

Th NOr/urn W,lStr is b:lSCd on eJ(tcnsiv~ research. \ V ~ uphold 
the high standards associated wilh the I ~gacy of J.R.R. T olkirn. 
B)' blcndl11g material from primary and secondary sources with 
rational linguisric, cultural and geolog1C~ 1 da[~ , we lIlSurc that any 
inrerrreti"e marerial fits 11110 T olkicn's defined patterns ~l1d 
scheme$. Keep in fllilld. however. that tillS IS by 110 means the 
'''sol£' official view." 

SillC£' we derive the material in Th NQf'lhtr" W,1S1t from 
authorized sources. we provide citations to !l(:rt inenr 5({: tlon5 in 
Tbt Hol.bil and Th L;rJ of tlu RinlJ and ot her maJllr works by 
J.R.R. Tolku".n. \Vhere we have cnrapolalCd I11fonnation. we 
ei ther oJllit citations or we refn to publications 111 ICE's MiJdlt­
rarth .~dvcnturc garllc series. 



2.0 OVERVIEW 
! I,,' tl"flhWC~I~Il"'l'''l (Hrrl11 tl\' ,,/ MldJlr-nllh'~ 1 ~ I"h I' 

kilo" 11 hI d,e 1"lk 01 11\\'1'1- ""llhnly .:IUlICS as the N.,rth~n1 
\\',,,, r. will,)''' F,'r,,,I"',ntl, 111 the G rcy-rlven 1'H1);ur. Over Jo,,~ 
w.n-,. t 11<' n.l11K h .I' .• h" ( .. ""e to J(51~II~tr th~ mh~htlall!.~ "f I I", 
",1,1 "",,,,I"'"IIJ ",l.lcrntss. J nlh~ 1"Qlldorc <>( Ih ~ \Vc~lb"J~. 
\.n,,,h,,mh l' 'm~!1.,,~(j \0 be Ol1 e \'.1'1. pathlr)<. tcr-ro"acJ 

I,blll. tr,wrkr~ who ""IIM!!Y I'rlltllrr 1mo 11) nl'~n~n ,"'on 
.1" ....... r thai II IS I1 C' II\('(' So Iht ,lOr <0.) f,·.ltllr~lcss.ls I.llr~ JrJ 1 helll 

to believe. 
Th .. Northern \V,bl e .. ",,1,<,-,1 \J~t, ~ I I.I It. 1.1II.!~ .11.'1'1.,), 

cunsl.lrllbk ,'ar..It""1 JI1 .-11111.He !l1I,1 1=""):r~l'hr rt~ \'dcrs .... ,11 
(" I1COllIll .. r _""",·,].,,1 (or,-,,) , ro.lI'Ill)! nvn~, IllltTored lake •. 

IlIll'll"flrd \·.dlfl"~ .m, / ,cr ll\llI~l)' mdlrss tllndra. The sOllthern 
1l1.'r,h~, "I ["",d".nti, [,,,,Jel" Ill'0n Ihr "',lrmrr .HlJ 111<1f' 

"v,h .. e,1 I.m,l, "I En • .1<>r. ",,,I I,e c5n rcdy r",o 1IIIIId,-... ! mllr, 

l1<>nh of Furno)l. Ihe c~!"lal u(Artl1rdJI' \." herr Ihe .. ll1 nc I~ ol,ly 
slightly w~nn'r. Thr ("rther l1"nh .,11<' Ir.lI"r!$. rhe c"I.l rr 1\ 

br<,-('mrc5. :" Ihr 1..'1. hn-nllJ Ihc !>,rlhnl ,hurn 0(1.1\.1..>1. Ih., 
II".,wl .... 'fl.< r. ... , "1'''11 ;11<" I~"hlll"\ 1 .. \1,.1, .'" .lr,I" ,/"cn of 
,.,"r d,'~lIl1~ Il.' Jlld '11"" 

\ o,,,~1 "I"n"l" ''''~)'' ."''''',,. ",.), ., ,.'~"1II 10 l,,' '·'Il" . .1l) 
ld r ln., "n,1 ,,,,,,,k,I,,,,·,t \'.-T u"d""g .. ",1.1 [". h,rl),n rr"", Ihe 
In.,h )'1."11' ~ ".l ."n", . .I, .,I ,k~ IIJ"" .I,l.,)" e,j 11.1 ,11<" ,,,1,1. .m./. 
wInk Ihr ....... ,uur,,:s u f Ide ~,.,. br "" l1\,.."" [,llr~ru"'''g, d,e) 
nontlhdrn Ill .. ,,,,.gr 10 ~"H"ln " ",,,"l...,r QI Jdrrrent I'cul,I l·s. 
Mortal Mrn. ,/r .. th lc.s5 Eh·("s. rwn dll' mplrnolls Uml, call1h,. 
Nunhcnl \Vast(" hume. 

Tlir Mm uf Forod~·;U!h ",1.1.1 J",,·H closest 10 EnJJor art 
I.""",." 10 d,e Eh-.... ;",.1 H'gl , .\1m of Arthed .lU'~ ' the Lo,solt. 
'i, ··"",,,'·me,,."· ~",~. 1.0$.>1.1" '. wh.1e It.oS( 11,.11 {r,,~d rI,~ II:}' 

( JI'" ,d For",hcI Ihr)' "~mc thr Hd(,hulh 'i. "I,,' ''' ~'',"' ~" ,)!. 

H eI<l!"" .Ill,1 rhc A,·t f~ro,h IS. "",'" J",,,r,'n ."' ",,~. Atrf,u'~11 "'1 111<,,' .,f ,· not " ... "n rI,.1I Ilir f" lk uf Furu./w."rh \I~r "t" 
Ihcm~dvo . In d"., r " " 11 ""'~l'" ,hr\ .In· , .,II,·.j rI,,· Y".".11 
Talvtn Cu. "Fn~l\,h 01 \V"na." .s!JIg. V,r" .. " I .,h·c ll ... !I"I o lh 
dan anum!!: rh'lll I,~, ", h<r "."no \'n".l~ s .. \ n""'" < 1','01,1,'. ,Ill' 
l,vn 1.11 till' Y,r.,,· ... I . .1 .... " .11,' J",,,,,,,.ll',1 l,v ,he eh.l11.·"):,, "f.b, 
I" .1.,\' 'III Iw.!11l1 I h~ t..n.1i .1II,j (llIf'''~1 I'III)! ".1,i.-'I"·" Ibn' h."..-
• 1I",e1l I., "011.11,,t 

\I,.!lt IT",,,., In' 1",1,1 tl"mU'''''''''I1. "r!,..r !\ku ,I .. ,,,.>, I11Jkr 
1 !II",I" .111 h d,r'l IWIt", 1 1."1 [,.1\"'. j,l1\\"l" .... r. e.l! .l\,r"hrd tn"'''u"" 
04.111',"1' III Ih,' .... 1,/ l"\"t1h. \\·h.1IlIIg <J" I" frum Ihr Smith. 
rSI','cMlly Iho""c "I Lard"I~I\ J,,,/ (j<>l1,/or. ':JfI he round III Ihe 
rn .. ,, )' ",!trs J"d covu uf tilt BJ) of Forochrl. The Kmg of 
Anhrd: .. n ha$ long cl."fT)(".1 J I'role C I " r~ {r OHf the l"\:onhan 
\V,Ulr-~ da"" Ih~1 hJ., ~ j$umed ~rra l ""pOn.lIKe ", rr,rl11 
"{,,,"ron. SlI'':e Ihe n~r u f tI,t hO$ldt re~lm "f A,,!!nur 10 Ill, 
"",d,,·,,'1 /',.,,,,IW.1I111 I< far too ~lr.lte~, .. ~lJy I" h,r",,,,·,/ I"r 
nth,! 1> • .111\ fI, ' ~Ih>r •• ~I\J Y"! I' WL> ,k",Lu.· .1I1.i mh'''I''1JI> t.. I,' 
"".,I~l1L ,"~f,!.. ~,llr""jJ~. 1 ,1,1. ]'OW,'l k ... ·I" ,t, <y", OJ, Ih( !r""«' 
Nonh, I~",,! " !X"O,, '" ,111 .1\','1)1>,' 1.11 "II,I.\Lull {LH til<' utl, ... r; huth 

m;"nl.lln ' "ldll. ",.1,·1) ,.:.llt<n·,1 L'''''I'' ,', n", d", I\:c' """'\ 
1.",,1. rI'Jt h,. h.-I\\.· .. o dlf'", k.-rI'I1l)! .' "Jr; n .. · "1"'11 ,'nr 
.mr>!hrr ."'.[ I'l" 'il Ih ~ 1 """,t. 

Y,'I II,,· '1·<Uv.lI l.d,.,-".m· ,,,11 th,·",, 11 ,1,·",,,,·,,.,,,n;,,,,.,h',Ul),. 
;-":"1 .n r I h"1 II, ,,,,,,1 ,I " .. h'" t 'll 1 ,.11" t Jilt, (lit t b,' fn 'I I .... ,· I t" Ire J.I 
III"'" T11l' l"\",tl"'111 \\".,,1 ,' ,,,'Il' , ,, '1/1.1.,,,,,,,[, hUI I )",, ". "IIJ .• 
)... ""h,,! "I d •. ,t k)!'Il.I.ln 1 .. lk 'lill h"I!!il' II> IlIrd""1 H.I,I,,·,. 

' 1Iws~ al',' d,e S"u",-e!.·e!>. ,,f,u Jmmlc)"eJ nOl1hw~l"lj,; III hoary 
)"rH$ hcyol1d [he guc.~s 0 1 "'url~1 menlOl")". Men know I,,,l r Qf 
Ih,'u ,jralhks~ .j\wllcr~ '" Ihe :-.Jurll" ["II lcgc",/s wlu51'cI" <I f .'11 
,n,h.",{,,! e,,)" ul ,(,'. I:'rullt (11'0" thr 1.a"dk •. ' 1..",d. where ,he,r 
Il11S'ro.< g"~r.l, d,e suu r.:c of rI, .. 'l!)'~!el"lou~ r~d '~IK" lh.lT 
dhll1l1l1.lI n ,h .. Il,ghl ) k, C"~ uf th r Ilunllrm w,)rl.1 . 

1 he Ehrs uf Iltl)!hb01l1')! 1.lIl.lon ~Isu .'1 1111"5 w.",l~r 
l'oroJw .... h. DlJfll1~ Illr bra'( )lUmllcr m()nth~ Ihr:' o('~",,") I1JlI r 
trJ.!r Wllh thr Lll)luth. ~"d '-~II ,,(Irn hr 1')1111.1 r ' K~ml"".1 [,,.5 ,.1t 

Ihr B.l) Qf F,ll"o .. hel. \Vuh Ihr cuml!1)1. o f Ihr \V,' ch-klllg of 
Angm"r. I,,,th lh~ Sl\ow-dw~ JlId 11.0), 1.11 1.",,10" I,~v,. CII ' 
tn,.<tr.1 , hr J,f~JlS~ or II,e Nurlh 10 all o["cllr("" aj,,l sot.I~11' o1"d~r 

ufKuldun" "'pI"., thc Lo,l)!. or l\w~kCl1m~. ~'h"h 111~1!l1~"' .' 
~ n'("gr "1")11 11K C~pr "fFurOl.I,cI ... a hJWJl of~;lfel)' for all Ih,' 
Fr~r P"0l'l.·~: Ihe h,Jdell \"~Ik} <11 E,.(""mu~l. Fe,," prr,r ll'e thr 
lkf,h llf ""fll (Oll1rr..} ... ·"d I!.r I'\lfl'''~.' ,If Ihr~( $tc'rfl"'r 
mpllo. b"l Ihr,r IUlre,1 I .. r lhr \V,ldt -klll)1. ~ .,..! Ins nun,OIlS ,5 
well·knowl1 '1.1 .,11 .1el1';O;'I1~ 01 the l"\:urthrrn \Va.-le 

Pn 1,.\1" til .. 111,),t 111}"-"ff!OIl., 111)"lb,13,11" uf II , .. ("r l"unh arr 
110e bU1.lc.1 Umh. AI nne" :Vblllll,h ~"d Dw"n',~h III ,emb1.111L'r , 
d,,') 1,01.1 d,ems,!.", 10 b< ,h,' othl'1"lIIj: of .. 11 3,1(11'111 Uilion Q( 

lion,' '".0 nees ~],o"gh Mrn ;m,l D "'M"l'§ aJ, kr nd, (I,]," ~'lCh 

, bUll,. 1",J,ng 11,( pros),.,r ,hS!a~lrflll ). Nat',"f I" lI"k"""",, 
I.",,/' I~r tu rile r .1M urh)l"o.lw~'lh. J frw ~I"h hU L"rh.,J d" of thl.' 
f..,lk k".,· ll"gr~lrJ "lIu tI'e Nonl"'flj \V.I$le. ;<II.! .,re 11,,1 
unfr,enJI)" 10 ,(" peul,l,' ,. 

2.1 FOROCHEL 
Fotorhcl . r-,:orl)"m Icc -sl,ee!. ,. the ,Mlllr II'h"h rb. I'.ll"<'s of 

I.Tnd"n g' .... 10 ,h .. grr,l! r nu".<I'I., .m,l h.,y I h.l! Ibn"l rl,rlll<rll"n 

II'nlw~f,1 "II" l\rlr~.'rr,! hr Gr,." Sea Tll '1$ 1Om·,Ii . F,'r".-hd ,. 
hnllnded hy l· kk:<,.l, , I.,. En"r, hill! Se ... . 11,d hy !I,e (nly,dd,,"~ ,cr 
,,(, hr 1 .. ,,,dln., 1 .. 11'.1 wI,,, h " ... "IIn '1 .' "","·n. A l"rJ"m 1l,<11l11 -
1.1111 r.m); •• d,( I~ n',l MIIII. .1"'1 .1($ Ihe I'w"".,,,f., II'''''' Ihr 1";:,1 "I 
[·"I"<,./w.nlh. 

I .,'" h"'I'".,I'I ~ d ,.,,, I h,' ,,,,,.It., 1)· 'lIg WI lor ~.'" "I 11 . h,nh h,,1 
".' rllll,l:h. l"ld .1Ihl tl1,j,"",I!I\"l"~ 1.,,,.1 O",-r r.lI! ot Ih~ "c,ll", "I 
,\ [.,r,l:",11 ,1,,·I\I. .. k I ,,,·,,,;.I'''I,,,hrl.:,),,t'''u~, r.' b,'.11 II,,· ,.:,r, 
"11,,, ",.d,.c I" 'n,tI,. ,h,.\ I"''''''~''J.,,) a)) Ih.lt 11,)" r,'I\1,,,II, ,,( 
,hr L'n.!- Ikll ," Ihr EI.ler D~p /")" Ix'yond Ihe 1m" Mm,,,1.1,,,, . 
smne l,ul.II!.,lt n,.m~"'·<3dnm ,!sdl, (I,ougl, lont: """";: ,!n">,,,r./ 
he" .. ~1 h the ,/nrro)'m~ wavn. ulI.:e n ar".!II! d,r.-rluhl !'c .• b 11M 
flr d"t~"1 fro n, ",hal i§ coda)' II.,. ,,"<,st<,mm OSI {'I' of Forori,r!. 
\Vh,'rher tillS l>r m ,r or "0, thc rum o f Ihe Ancirnl \Vorld I, ,., 

gr~v'l1ln,hr m;:muryof th,s land. ftom the sh~l'C of,l .• ("~~ I ~ '0 
the ),,,c uf ," ~to"r. 

Dc~I'"( 11~ h..rsh n:.lllrc. l'oro.;hd l' lIot w1l1W1I1 ,'~ Ir{""~'''rr.~ 

I~r fh.,, ~ wdl"'g In ulI ,!r,ukr till' 51t1l~)!lr. Tho'l~h , t ~urrrllden 

,1 ' [''''11111 [""" ,ll,llgly, thr RJ\' ~'I'/ {'~I'" "fF,n ochrl .• lrQrJ J" ,I 
." !l",.h weJIrh f"r Ihe "k, "g-'" r .. r. " . .,'!' .IlIJ wIl.1!'''g_ ~.<! II( 
m"",' ra~rar, r"Jchc) "f F"ro,l"',l th. Yet. ." ,11< whdk" "I 
C.u·d~,I~<1 <.1\, "Tllr t.lklll,~ 's e ~ s)'.It·) the gnu"g hUlile "s,nJi 
th.lI", dll' tn,k, rart."' I he "ralhe1 ,) d~ll!!C r<>"s. ",,],! and 
VII TII.d h- IIlIl'rr.1 '(!.' bk hi" .1 rhm·n:lIl\·r; ""rn 'hr Y '!.' \" J' [.llwn 
.11" ",.:.l''''II.,Jl,1 (~Llghl ,II IIn~,,"ar,", S'"m", m~; ,wro'l' ,1 .... WI' 
In'l11lh~ l 'n,' lrd,ng ~.,. 111'".mh lrol11lhe B~)' .... 1' 1 or ..... hrl .. f 
ud.1I1,1 /1"," B,·r.-~,Ie,. In.l ,I I~kr$ long re .• r~ "f l'r.I,lter 10 
, .... "~'ll/" "h,"l! .:lou,ls nm.'t j.." lau.! ,111,! "1".1, l11a)· .I .,I:' I}, I..., 

'!!'!O!~'! 



rbi/go" proJNUI 
Ibr Suds 

2.2 TALATH UICHEL 
Ea.noft ht" Bay ofForoehd lies an expansc which the Elves of 

Lindon namc Talath Ui~hd, the N'lln ofEverla.sting Cold. Tht 
cartographers of Arthedain reckon Its sOUfht"nl boundarics 10 

march upon tilt"ir own land and ~long the grt"~1 ~ml of Iht" MIsty 
Moumallls that encloses the \Vl(ch-rcalm of Angmar to (he 
nonht":lS1. How f.,r t .... ~1 T ablh Uicht! extends is a matta of 
academic opinion fot Ihost" who have nt"vt"r actually ventured 
1IlTO tht" rq;ion, and a malttr of practical indlfferenct" 10 those 
who havt". Somc loe.lIte JI as far wc:n;u the Angmarran capital of 
Carn Dtilll. OIhers ,n far nSI as Mount Gundabad, whll .. s[111 
othcu cbim that It has no t"nding. All, however, agree Iha! In 

wmter tht" plaln's northernmost reaches touch the endless. 
unmdring icc of the L,ndlus Land. 

For all ItS fro7.t"n and inhospitable ap!>c.arance, T aJath Uichel 
is home TO a myriad of flora and fauna. \VIliJe unsuited to 
f.lmling, tht" plain's natural gifts arc fCrt~inly capable of tUn1mg 
a profit. Fur f"'ll s m' by far tht" 1110$1 notaulc: objects ofbndward 
trade. while ivory from waln13 and whale predonunalu III the 
(oastal reglOIU bordering Forochel. The manners of Cardohn 
enjoy a thrivmg traffic in oil and other whale produeu, and Iheir 
ships arr nOl str;mgers [0 the icy waters of Forochd. 

For those prepared to d"al wilh the cold, and who Ht" content 
with ",hat Ihe bnd IS willmg to off!'r, T ablh UKhd 15;\ demand­
Ing- though not a c!\Jd-mlstreS5; bl.lf to the unpreparrd, orthoS(' 
who would fake more th~n thclr Just Shaft ,lh(" ICy plain rro~s to 

be llUle more than J dangerous. dlshearunlng and dfSohte waste. 
stretchmg for Iragul' upon endless. wearying Itagut. In addu'lOn to 
the natural ~>CfI!S ofTabth U1Chd, tr~vckfi n1\~1 not forget tht 
shadow of AngmJr. 1110ugh he ciunu thiS immense tundra on his 
nonhrm borders of lill Ie usc. tilt \Vltch-king is not COlllrnt to 
ltavt that land III !>Cacc. Dark forces WU\'e wells of eVIl and d CCI' I!, 

eVfIl 11\ tlu' most distant and unllkdy of places, 

3.0 HISTORY 
The talc of years is reckoned differently m the Northern 

\Vaste than 11\ OIher lalld~. Rartly are evcnU marked by all na(t 
chronology, and apart from the Elve$ of Evcnmsl o r the O(ca-
510n31 ("~r l orcrfrom th t South. the 1Ilhab,tantsofForodwallh do 
not conceiv" of lime as a linear march of days. ytars Ot evell agl.':$; 
IIIsuad, memory of the paSt is preserved In timde» song :l.IId 
evcr-cyo!v1l1g mytll1c cycles. Th iS is perhaps not surprIsing, ~s 
m~ny plvot"l C\'ents in the dOC:lIlllen!(d l11srory of the South hJye 
passed without so much :IS a whlspc'r III the far North; 011 the 
OIh"r hand. gnat deeds--c:vil and good ahk..-whoS(' conS('· 
qu("nccs have been [u-re.:lching in the lives of lhe nonhern 
p<"Qpks, nuy never reach the rars of tht annalists of southern 
realms. 

3.1 THE WAR OF WRATH 
Inlhc Eldrr Days, the Northern W,utt by within the realm of 

Morgoth, the Bbck Encmy of the \Vorld. Severed from the rest 
of Middle-earth by the impregn,1ulr wall of the Iron Moumalll.~ . 
the region bounded Morgoth's chief srrongholds-Angb<lnd 10 

the we!l, Ululllno in the namde» East. In that age ( the first of 
oursun "nd moon), Forodwalth was lifd<'5s and empty, s.n'e for 
the fell cr~aturu bred by Morgoth to w, thst3nd Ihc ktlllllg winds 
and baneful colru of tl13t I<lnd-Orcs. Trolls, dr3goIU and o tht'l" 
foul bea:;ts of wlusptred legend. Yel the tn,e.scntincls of tlusland 
were the malevolent splrit30f wind and cold Ihat had entered into 
Morgolh'$ service before the bt-ginning of Time itselr. Indcrd, 
many of Ihese immortal lxmgs were never vanquished from the 
nonhcm lands. 3nd rcmaint"d to hJlIllt 11 long after Ihelr bhck 
ma5t<'r's downfall. 

The end of Mergoth's realm c.ame with the \Var of Wrath, 
that combat of gods wlm::h brought about the nun of the Anclcnt 
\Vorld and the btrlh of the Mlddlt Days. For mor(" than five 
cenHmu the Free Peoples-Elves. DW:lrvu and Men-had 
fought ~ hoptbs war against the mighti~t lxing in Oil! of Arda. 
Ever nrarer drew the day of Morgolh's imminent viccory and 
theIr own Jnruhtl.nion. AI the laSt, Bundil the Mariner em­
barked on a daring emb:lS.~y to the Valar, the Guardl31u of rhe 
W orld under Ent lhivatar, the One Tnte C"xJ. He el1lreated 
Ihem to pIty the Free Peeples in thclr Ullff desp<'ration, and to 
lend them thelT dIVine aid for the rightmg of MorgQth's wrongs. 
Earendd'$ prayer was gr:lJHcd (so moved were t.he Valar by the 
sufTcringsofllUvaar'$ Children), and the Host of the West m;lde 
war llpon Morgoth before the Gates of Angband. 

Thl13 befdlthc Great B~t!k.u it is named in Qurnlol SilffWnOip,,; 

..... the challenge of the tnlmpeu of Eonwe filled the sky; alld 
Bclenand was abla;r.( with the glory of Iheir amlS. for the host oJ 
thc Vabr were 3tnyed in fonns young and f~lr 3nd tcmblt. 3ud 
the mountains r.lng lxntath their fen (SiL p. 251 )." In that battle, 
Morgorh's servants were ultt"rly dcf~atcd. Jnd he was bamsh~d 
forever from the world. Yet Ihe earth Itself abo suffered grc.uly 
in thal war, 01$ the story l eJ[~: "For so great wa.s lhe fllry of thos(" 
ad\l~rsariu tbat the northtm regIons of the westem world wne 
rent .... ' unJcf. ~nd Ihe sea roal'\'d 11\ through m~ny chasms. and 
thnc was confUSion and gre~1 noist"; ;lnd nV~{1: pcrisht"d o r found 
nt"w paths, and the va!!("p were Ill'heavtd and tht" htll!: rrod 
duwn ... (SiL 252):' 



In Ihu n.mflagnllOn. Ihe sh.1rmg o (Forodwaith w~s ;KhlevrJ. 
Much o( I" weSlern reachn (thost nrart'S[ 10 Angb.uld) col­
I..tps.rd 11110 Ihe engulfing Ka and w~ buntd bcnl'alh lis waves. 
whIle many high pe;!.ks o( the Iron Mountams w('rc [aId [ow. 
ne,'u 10 riSt' agam. AU Ihat nmamed was Ihe sLlg and min whICh 
Ihuc~(lrr mcame the pt'nmsular Cape o( Forochd. E:J.uwards. 
th~ cnlmb!cd and batlcr~d 510nes o( th~ Iron M ounlaills evenlU, 
all)' \('nkd. Ih~lr Shl(tlllg mass 10 Ix-come Ihe oprll IUndr.1 of 
Talalh Ulchel. l('avlIIg broad passages in thrlT Wolke winch now 
united r.tther IhM' SoeparJlrd ForodWJllh (rom thT W.lm,cr land .• 
10 Ihe Soulh. Though desoblC slIll. Ihe N"nll<·nt \VasU' wu ~I 
I,UI oprn to Ihe InCUr.iIOIl O(]lfr--trrr 3n<i flow('r, 111311 .1nJ lx-"SI. 

3.2 THE WOUNDED LAND 
1 he deammg u( Ihe Nonhbnds (rom Morgoth's t.lint is alai .. 

Ihal 'pans IWO wholr ages of Ihe world-such w.u Ih(' po.son of 
Ins mailce. \Vllh Ill .. barrier of th .. Iron Mount.11l1S nst duwn. 
Yavallna Ihe E~nh Mistress Ixga" to work her subtle .1115 lTf"On 

11\(' \Vuund('d 1-,.,.1. casting serd upon Ihe balTrn ground. c.t liing 
fonh Ihe I,f('-givlrlt sun where death's shadow once h.ld w.11ked. 
.lIdllllg the hostIle Ice wllh Ihe awakrnUlg of spring. Yet It was 
no longrq",nllllud 1,)lite Va[arto .llterth" faf('of Arda bydlrect 
Iml'l)~III<l1l o(lhrlr Will. I hry i.3d Soel In TlIOllOlllhr WJy~u(lhe 
worM. bUI frar('d I" InI~rrul'l tI,e,r natural coursrs; for the 
Chll, lrrn oflMv.lI.1rh.1d tulered illloArJ~·~slwn. alld II (dl IIOW 

10 Ihue 10 (dill'S 1.1le by Ihelr o wn dceds. The Grcrnmt of the 
Northern \Vaslr could nOI be ;>(('omplished w"houl Ihe ~Id o( 
Elvcs ~nd Mm. 

The fir.a 10 d,;>rr In tllI ~ gre.1I lawr was Thdgon. a Naldo o( 
Fmarfin's hOllsehold. HI' h .. d foughr \\lllnntly in tht \V~r (.( 
\Vr;Ilh. nnd 1m harr~d (or M"rgolh ..... ~s IIn~u.lIl1l~: for dunng Ihe 
\Var, o( !klmand Ih(' Black En(,ll1), had selud IllS bruthcr 
Hlr~olt ;",.1. It W.lS nlmored. Impnsolted Inm III the derlhs of 
Angh'lnd. '1Inigon du.J nOi find hiS brolher among the pmoner.i 
whom tlK' I [oSI oflhe \Vesl Ilmrated from MorgOlh'sdungeoll5; 
neuherdlJ 111(' brok('n ;tMnones of Angband Ylel.! to T lulgon Iht 
sword of his fJlher .... 1"rI, Hlrgon haJ " 'Iclded In Ihe houro(]lIs 
capture. For Ihne reasons 11111gon cotl1d not ;lUll hlmsel( uf the 
\'~lar's r.1r.[IIII I,) rrlurn 10 Aman-not YCI.11e w.lUIJ ~eJrdl the 
Irll!'!d, .111.1 hrr~dlh u(F"rodw;lIIh 1111111 he h.,d (nund IllS brolher 
all.[ thr hrlrl""lll u( 11I~ huuse. or pen.th III Ihr aHem]'!. 

NL'Jd)' h.tll., 11I111rl1l1lU!11 would I'35S \x-fore Ihe nmllllrs of ICe 
and >lOne ~1I1."ld,·d r''''"Jolh (or the F,rslb-orn fO sCI foot wllhoul 
frar III 1:01'0.1\\';>1111. DUTlllg IhoSt' }'('ar.i. Tilligun dwelt In nClgh­
bonng LlIldon wHh hl$ wl(e .mJ dJughr.-r. ~nd wlfh olh('T-' o( 
Ih"'T kll"lred; 110'" ' I111lgon .«'1 (orlh wllh IllS coml'al1lons t<l 
$('Jr('holilihal ~haller"llanJ.ln 1"(' )'eJO: Ih~1 (ollow('d.llnlton 
undrl'l .. "k Mveral for~p mlo Ih" w;>Sle. ul'luring tile .111("1'111 

nnn\ "r M'I');ulh's r('.,lm. },('I .1[W.1p wltl,otll fin(ilng Wh.11 he 
soughl 

Theil. unt .by. llulgon slrayed (rom IllS companIOns and w."lS 

10SII0 Ihrm. M.m), day' Ihr Noldor scnrched for thclr mlssmg 
leadrr Wllholll SU"(,5~, \ll1It! at l35t Tll1lgon himself rellimcd to 
Ih('01. ~1'1x-unlJol inllmrnud~l. A ~Ildllgc Ilglll w;'\Son IllS fJcc. bill 
he wottld nOI speak 10 IIII'm o( whrrr hI' h ... d Ix-en. III 111 5 h;>nds 
11111gon cb.s l'~d wh~1 ap!,.-;>red 10 be Soeed~; wh"n hiS .:oml'~n­
IOns 1Il(IUlr(',1 whal th .. y Inlght lx. he answel"('d: ~E"Jblrho.,. Ihe 

s...cJsof ,\w ... krmng. rhry areglfl-sofKemcman and Inllo. (rom 
tile fields ofY ~va"n;> Jmilhe g;>rom5 o( l..6rie,,:· Then TllIlg"" 
addrnsed IllS compamons as a hn~Id wllo speaks on Ixh.1lf of 
anolher. "Oh, you who dwell only IIron pa.st tvl ls Ihal c.mnO! Ix 
amendrd. &I\'e Ihoughl also 10 preKnt mJ"ry Iha( 1111g11l yel Ix: 
he~led. Brhold! I amI )'otl w!lh WcaPOllS (or Ihe W;l;glllg o( a war 
Ihal (~" Ix- won. /kar Ihem wllh yo" ov,-r wh ... tcvrr ground )'UU 

may tread." ll,ilgon dlslribuud Ihe .\('cJs to IllS compamons, 
s.t)'lllg Ihnl they mU$1 plant thcm whcrrver Morgol h's Sh.1dow 
.~tdl stainrd Ihe bnd. 

Thereafter Thl1gml I .. d the Noldor. as one Wllh foreknowl­
edge. 10 thc edge o f a gn:Jt defile m Ihe ('arlh whmce ,[r.ldly 
vapors TO$C', red wllh Ihe g[ow of sub[rrr.lIIf:ln fir('s. M orgolh's 
\Vdl il w;u n;>/lIrd III .Iflrnbrs. for II had 01\((' b('(n a grut 
outlymg forge or AlIgb~nd, ... hunn MorgOlh h;aJ dn,sed fdl 
w('apons for Ihe b~lIe o( Elf and Man. There, TllIlgon drdared. 
hiS brOlher and many Ofhn' klllsnlen had Ixen enlhnllrd. Then 
Thdgon's t"oml'al\lons WCTe eager to dUCfnd 11110 the nfl. even 
[0 Ihe edge ,,( Ihe I;.kr of fiT~ ~I Irs heart: bUI he hdd Ihrlll b~.:k. 
s~)'mg: .. Ft~1 we mllst (1Ilfill Ihr ch~rge Ih ... 1 has brrn bl\~ upon 
liS." Then TIIlIgon de5t:elld~d mto Morgolh', Wcll. ~nd Ix-gan 
tQ pbnl on IIJ ~10IK'S Ihe $C'rds he h~d ... nd hiS (,Orlll'allions did 
hkewl.S/'. 

The s.re.u 'p!'Outed s",ftl)'. growmg 11\10 Ir('cs. Tecblllllng Ihe 
scorched f.mh II-lIh roOl and branch. hedglllg th(' lIalll':k~ eVil 
, h;>1 lurked Ix-Iow; al\'~ Thllgon n;amed [he Ire(' (n"b,-rtl/:. Queen 
o( d,e E"nh, III honor of Yav.1nna Keme.lI.in. \Vl\en Ihelr t:uk 
was ~C(ompl"hcd. Tht!gon led 1m (ompJn"}II' 11110 Ihe lower 
re"t"hes. whrre Ihe fires of hell blazrd IIndllllulished. There. on 
[he brink o( Ihr Red Vells.111llgoll (ound hiS r."lu·r's sword. but 
k.n~w Ihm t/."t Hlr~oll his hrolher wa~ dead; (ur ~s he look the 
sWQrd mto hi> h;>lId. I"IlIlgon beheld Ihe \'I"-'gr o(]us brolher's 
bane. nsmg III wmlh (rom the lake o( fire. Terrur sell!: .. d 
TllIlgon's CO"','Jlllons. but he stood undaullIed by Ihe horror. 
ch ... llentlllg" IOslllgk combJI. knowmg th,,' hI' ","uld~oon "'dlk 
ngam mSlde hiS bnlt/,er ~nd (alher m Valmor. 

Thllgon dmve b"ck tI,e HOlTOr mlhr 1"lke. "us "'.'< Immrlf 
51.1111; and h" ,'UIlII'''1lI0ns WIT h,s h<x1}' ... lIh IllS l ... u rd 10 the 
"I'prr rrgllm< 1)( Ih.· \Vdl. and Ihcr~ d.e}' entomlxd him 11\ a 
b~rr"w; a sl"el'lcss S-rllllllfl ~g.lmsllhc eVil brIoII'. Theil. h~V1ng 
rmphced m.'&lcal ... "rds aboul the \Vdl. til<' Noldor drl'ancd 
sOlTow(ulJr-nol onl)' for Ihe p.U)III& of .hrlr Ix:loved kader. 
bmlxcausc the secrel u( the mystcnollS St'cds, 31ld wite!'e ThllgOlI 
had found then. seemed forever lost. Y('t 011(' sud thry !lad 
spared. Jnd whell Ih"r coml'allY h3d rerurn('d 10 LIIl.l!lII. 011(' o( 

rhelr numhrr enlnl\led II 10 TIlllgon's wl(e. C"r.llled,; bUI she. 
ix-soued With gnef(or her husband's d,·ath. soon Ihn'('Jfur t<lok 
slllp for Ihe Und}'lIlg undS.\x-slO"1ng Ihe seed "pon 61r1h her 
d;;lllghtH. 

Srnckrn Ihough she w:u b}· the loss of her (.lIhcr. young 6kth 
... as nOI }'el I'ITp~red to abandon Mlddle-carth. Shr haJ 1x:('11 

horn m LlIldm, aftcrthc \Varof\Vralh. and hJd nOI kllUWII tite 
SOITOW5 o( I~rlemnd. 61cll1. moreover. deSlr,-.! grcatl), to Irarn 
",hrrc llnlgun had found the $C'cd whICh shr 1111'" kq,t, pcrcri\" 
IIIg l!tat her r.,,[,cr had undertaken a lineS! of guat consequence 
10 dl( wmld. 6klh vowed 10 comrklr Ih.lI I;\.~k. 



U Maor dutl., 
Eiock/Q 

3.3 EVERMIST 
Mort than J thousand years would pass befUTC Th,lgon' s hbor 

III the Nonht"Tll \Vast .. W.'IS rrnrwcd. Durmg those long (emll­

ne,s. Ya\,anna comillucd 10 wurk her slow but inc'\"oT.'lbl" ways 
ripon FOTQ{lw;u lh. The Grfming of (hI" North had ""gun: as icc 
and cold irnTI\udrralc loosened their h.mcful gnp. plant-hfe look 
hold, foJlowcd 111 tmlt by animal mlgntions. T wrlve ccnlunu of 
care had 31 bSI rendtrcd thc rrmnams of Morgoth's realm 
habitable. but nr llhCT Elf nOT Man ),CI called the region home". 
TIllS was soon 10 change. 

3.3. 1 T HE FALL OF EREGION 
Sharing a drSITr to tread frrdy across Ihc wide lands of 

Mlddle-r.uth. Okth accompanlcd Galadml and Cc!room on 
thclr dcpartuT{' (wm Lmdon 11\ S.A. 700. eventually 11(·1\,111& to 

found the doomed Te,l lm of Errglon III somhraSlfm Enador. 
Th~rl', U1 rhc my ofOst-III-EdllLl. 0 lclh grew WISC Ul Ihc IOTe of 
rht" Noldor, bn:onnng thc lc~dcr of a fdluW5hlp known 35 the 
HrTrl1 Linarifva, Order of rht" Sllcnt Pall" In ~I!rnl conrrmrh­
tion tht" mystl.-s of thu fdlowshlp reccived \'LSlOllS st"J1[ by rhe 
Vah lmlO, M:c;ter of Dreams: bur co 61elh tht"re cwr .:ame a 
stngl~ Vistoll---cf the seed which hn f,1 thrr had found 111 the far 
Nort h-:md tli .. dCSlre to look "pon Thllgon' s gra\,(' ret limed to 

hcr, Yfl 111 her he:!.", GIN], kntw th~t Iht nmc Was not come for 
her to lJudcrtah thl,' (llle~1. and shl' ford>o<~ed dla! the Journey 
would be frallght Willi somlW and grt",n loss, 

Errgiol1 camc to ,111 t"l1d in S,A. 1('97, Thf Dark Lord Saurl>n, 
h,wmg 11'011 tllrD1lgh deccptlon the trust of thr gTrar Elven­
smuhs, and having forged the am: RlIlg for th('lr undolllg, now 
assaI led theIr rt"alm wldl war, For I 11'0 rears Ihe Noldord('frndcd 
[regloll v,1Iiantly, hut at the 1:U1 wcre ov ... rwhrlmrd by tnt" hosts 

of Mordor, Cdebnmoor, dlt" clucf of those wh(l had onH 
w ... komed Sauron lilt!) their midst, now blrtnlr r~pcnl~nl oflus 
folly, stood IllS ground, buymg lum for th~ rscap~ oflllsl'eopl~ 
through his OWn deadl, Elrond of Lindon led the survivors out 

of Eregloll's rum, brmgmg mosr of them to the S"fNY of 
Rlvenddl: but th ... uar-gu,lrd of the refilg('t" company, led by 
LJIldor ofEr('giol1, faded to fe,lch Elrond, 

HaVIng set a g" .. rd abullI RlvcnJdl, and contrll t to hold 
Elrund at bay for lhe moment, Sal1run bent an Qflm nllght IIpon 
rhe pursuit of LlI1dor: for h ... wa,~ the brodler of Ccldmmoor, 
whom SaurOll hated most of aJJ Ercglon's folk, and the Lord of 
dIe RlIlgs would noe relent unti l LlIldor's hfdess corp~c dangled 
besIde that of Cd cbnmbur, "hung upon a pok shot through 
wjeh Ore-arrows (UT. p, 238)," So Lmdor's coml'~l1y, (ur off 
frum the s"nctuary nf RlvelldrlJ, fllrnnl Iheir faces north. 
towards Fornclw,1llh, and fled theIr pllrsuns infO lhe Northern 
\ Vastc, 6lclh, d,lughlC'r ofThtlgon, was among thclr rlllmbrr, 

3.3.2 LINDOR'S SONG DU EL 
The Dark Lord mtm.~tcd Lind"r's mmhlbllon 10 .1 most 

fimng l'XeClltlOncr, TIllS was C.:lrbrmg, 3 r ... ncg,ldc Noldo of 
Ereglon whom 10ng,1go SaurDn cornll'ted to hiS allegIance, II W<IS 

for envy of Lindor's pbce 111 the aff('cIIOIlS of t he Elven-,~mlths 
thai Cclebrmg W3.'i first $wayr,l U)' SallfolL's decrlts, and now at 
b)t IllS dlancc fOf vcngeanc(' h~d 3m"ed, Ct-lebr1l1g led l 

detachment of &turon's northern 11051 III pursuIt of Lll1dur's 
(ompany. whIle Sauron ravaged Errador and tunrcd 1m baneful 
ga7.e towards Lmdon, 

The hunt continued uIIah,lfed for all1lo~t IWO reaTS, Aided by 
01erh's propht"fic foresight, Lindor cv,ldcd every 'narc la,.! for 
thrm by Ct"lebnng and his milllons, Llndor was 3 Illastero( songs 
uf power, Jfter rllt" manner of Flnrud Febgund of old: and such 



... .u d\(· pOl~n<)' o( hIs art 'h~1 Lmdor was able '0 d ... .fu' the 
M(1)'mg'$Or(efl~S an,~ uncon-nng·sptlls whICh Cel~bnng had 
knnrd undef ,he nndage o( Sauron (Of I h~ markmg o( (OC'~ 
"ftlrd by enchantlllent. On-r (ruzfn n,'frs and barren ,undra, 

Ihrough wlll\penng woods and shado .. ·y cngs, to ,hf "~I)' shoITS 
of Ihe FOri\,lken Sn, fuglllv~ fled and hU!lIl"f pursued. 

Tr~l'l'r,i 111 the end between the sea and thclr Cl1e1l1 1CS. 6 1eth 
c"lIIl<ded LmdoT w turn west, hazardlllg a peTilous crossmg o( 
the Ered Mud m wmtn. Lmdor aCC<'l'ted this desprratl': (oullsd, 
Ihough hI" (rarl"d grr~1 loss amid the cnld !,('ab; bUI 6 lt[h's 
advlCI" wa~ !lot IT(klcs.s. (or she knl"w that mnltwheIT beyond 
rlm5(: tm'>IIIII,IIIIS by MorgOlh's \Vell ,Ind Ihe gr~V{' o(Thllgon 
Iler (,1Ihl"r, .. I,ere Ihry I1Ilghl find reSl'lle and S"llctu,UY ullll ilhe 
l';wIlllg of Wllller. AI,.s, Lmdor's dcosloll 10 atlrmpt [he j»5sage 
of tht Ertd M",I w~~ na('l ly what Cd('bnng had hOJ"<'d and 
anllol'.'ll"d u( 1m pTry. \Vhrn news o( 11 (:lme 10 him, lhe 
rClirgade Noldo S1I111rd to Immdf, for he had Illade alhance with 
E1Otklo, Oell\OI1 o( the North Wmd, 10 destroy Ihe (uglllves 
when th('y had tntered Ihe high reaches o(thal spml's d(lmain. 

The Er .. ,~ Mud w('rr deadly in wintrr, ~vm 10 Ih~ hard,e~t o( 

Il\;vaur's Chlldrm, and man}' in Lmdor'5 charge I~mhed In Ihe 
ascen', Yrl wIth 61~lh's gmdallCe and I.mdor's fortnud,'. the 
Noldor al I,ISI wo n Ihe helghls o( ,he silow-bl:uted passes, al1<~ 
looke(1 ulIllIl'OIl Ihe CaJ"<' o( Forochcl beyond. III Iha[ mOl1lrnf 

o (hopr, LI<xklo aluckcJ the fugll1ves like a IlUmcane, hurlmg 
ag~ lIut Ihclll r;l7.orcd shards o( Ice tlul scu('d tl1flf l1e5h, and 
whlrlmg winds ,hal Clllo'l tht", off I'feClplcn, 

Sceing Iklt 1115 toml'JllIons could nOI wlthsland tilt on­
sbllght, Lwdo!' commanded 6 1eth 10 lead Ihe .1I1'VI~On III fllglll 

down Ih .. mOl1ntalllsld~ whIle he slrove w"h the demon of the 
l';us. As Ihfy n~d, fhe Elves hl"ard Lllldor dia llcngllig and 
tauntIng Elocklo III son~, Ihe evi l crealure scre~ml11g and bellow­
mg III answrr. The bailie l;uud r.,r tnlO Ihe I11glll' and Ihe Eh·CI} 
rtfuge('$. 110 .. sa(eI), dow1\ the moulllalll 11110 Iht W.lmler ;urs 
",here EIOC'klo (oulll nOI cornr, behdJ !lashes o ( hghl ;lIId fire 
aixxll tilt p,155. Dtsl.lndy, [hcy htard Lmdof', \~I(t smgmg 
IIlUlllplulltiy. In tht r nd, Elocklo had Ihe maslrr},; but such was 
Lllldor's Will to opposr him thai th .. Noldu's (ro.len body slands 
Ihere 10 thiS .by. 

3.3.3 6LETH'S VISION 
ThelT sl',nts hrokfll ~J1d Ihelr endllr,l11(e ncnly al an end. Ihe 

Noldor e;u1 Ihcmsrl~'es upon the snow·ci.1d mounl3msldr 3nd 
wfl'l (or the lou o ( tI,e,r leader; bill a' thaI mOmrnt 61Nh 
rcct'l'td a \'ISII)II 11t.1I waflleJ I,er agams! t.lkl1lg ,h(' ras}' I"O.1d fO 

th .. (OUI o(,he p;wl. whereCclcbrm80and h,s hunl .. rs would surely 

be Ipng. III W;II' 10 ril1lsh of( an)' who survll'cd ,he passagr o( ' he 

moun'ams. Ins'ead, 61eth fd, drawn '0 lht Ius e:lSy w;'lf ,he 
p.llh llirou~h tli(' unending l"oCak,s o( Ihc Ac~llr Arv~tlled, !he road 
10 M01}:",h's \Vell. Frw of Ihe Noldor now ... er~ wdlmg 10 

(ollow her, and many I.ml b lame (or Lllldar'5 drath upon hl"r dl ­
COI1I15('1. Yel Nesta.lor the healer rc(~lIcd IU Ihem Ih~t LlI1dor 
Jllm.\r!(h~d lIamcd 6 1crh to be IhelT leader m hlS final hours. 

FOllr $(ore )I~ at 6klh's SIde, and dqlarted wllh her and 
Nestador illlo the unkno wn, m,sl-haunted rcachcs o( the A .. ghr 
Arn-dlcd. 1"ho5(' Ihal remamed and de5(:ended Ihe mountam 

l\fnshcd a~ 61~tI. ll.ld fOfflold, anmhl b lCd by Cdtbring's cmd 
sorcfnn. A (rw h .. ~pared long enollgh 10 le~m thaI 61cth, 

NeSladli r and f lghl)' olhfrssl1l1 !evcd. l n rctum (or ,hiS Infomla­
lion, Crlehnllg rrw"rdC'<~ h,s (omltT cOl1l1rl),IICI\ "'llh J ~"'Ift 
.le.l1h, '\ I'anng Ihrm Ihl" ~w(lIllorrurn Ihal "walltd Ih"111 '11 the 
(.lmp I)f Saumn, 

fu (or 61elh, she (lintUlued [0 lead Ih .. surv,vlng Nuldor o n 
a I'('nuble d('J,h m,lrch m'tfthe pawkS5 Il i00 UlIaillS, p:lS1 ti le Bay 
u(OcsolJllon, and ')cross Ihe wllllly hdl o( the 1:,Te Tundra, e,'l':r 
gUided by her myslICal prcmomUoll5. Finally, she and her 
(olluwers beheld on Ihe hunzon the red glow o( Morgolh's \Veli. 
There, in Ihosc heats dn'lsed (or tht bane ofll llV3I.U's Children, 
Ihe Nuldor (oUlld sa lvalion (rom the teyclealh of high wimer Ihaf 
now covered the world about Ihem, 

In Ihal '1111t of Sl lllncS5, wlllic the Noldor ITeov('fed from w.al1l 
and ... cannes,,;, 6 1cth descended the \Vell,o 'I'hll8ooll'$ barrow 
and plamed !hcrt Ihe srro she had borne ... Ilh her all the ),ears o ( 
her [I(e, As [h(' seed look roor and spr01.llcd, 61elh med,fa[ed 111 

sllmct, Invokmg ,he namesofYal'anna and Inno, 'hal tile}' nugh, 
grant her knowledge of I he source o( ,he sceds, 611.'1 h' s pr.lrer was 
al\swcred. 

3.3.4 THE FOUNDING OF EVERM IST 
. \V,th ,he brc.1klllg o( ... inltr's grIp upon I.hc Norl hern \Vaslc, 

O leth gal hrrrd her (ompal11ons bdorc Tllllgllll'S grave. "The 
comll1g o( sl'rll1g," she nl d, "bnngs our pursuers I"lIh II; (or 
Celrbnng knew Ihe Ilame of ourdesllnallon ere weeame 10 ,[ .:Ind , 

alded:lS he IS by Ihe eVI l CITature, o ( Ihls land, II wlUnO! be long 
be(ore we aIT trapped ,)g.lIl1." T hen ,he Noldor bew.li led tllelr 

(.lIe: "How Ihell can Iherr be any hoJ"<' o f esclpc? H ow lJlI we 
f,l\d puce III Ihf ac(ursed rnlm o( our allc,tnt ('nemy?" 

Then 6klh ')oswerrd; "VenJy, we Iread upon Ihe realm o ( 

Murgolh! Y~ I Ihough IllS laint mar scar Ihe land, II cannm 
endleat .. (orner Ih~ mcmory o( Arda Unmarred, whICh was 
pronl1s('J by YaV,1!IIla Kemcl1tar, III the DHI" o(Timc. There is 
3 plaee. defended uy her I>ow .. r, ... hich his eVI l C,111 110 longer 
louch. T o that pbc(' I wtlllr~d ,lilY who would, wlllt me, $we,1I 
to complere Ihe que~1 whICh -l1l1lgon m}' (ath('r l~gall III Ih,s 
place whcre we flOW Sland. HIS wudom h.u il.w(,,~ U~ (rolll w,",cr's 
dl"JIII , LeI us reray 111111 b), (01101"111& hiS ...".all1ple, dl.ll others too 
IIl1ght h\'t, all,j ,he bnd be hC.lled o( Morga,h', 1"'11." 

T o ' hu .. wor.is tllf Noldor (:ned :l.\SfIll, 6 1(1h led Ihem Ihen 
OUI o( ,he \Vf!1 and acrms Ihe F,re TUIl<ira towards Iht Ercd 
Rhh'J111ol r, 111(' MOllnta1J1s Ul1 tht Edge o( Ihe \Vorld, and 
cfOsslng.lhes(' by $feTft r;wl", wlnrh her (or(~lglll n've,lled 10 her, 
she broughT the N"ldor s.1(dy to a (ertde \ ',Ile, wrr,llhrd III an 
elern ol l fog mlng from thc hot. nml .. r:tl sl'ri n ~s o(Hllh.w lm, Ihe 
MI~rmcre. Ilere they rncmulIerrd III abUlldan(c ~\lcll vrgr tanon 
as gr.ttl'd Ih .. slol'(,1> of Morgolh's \Vell. and.so 61eth (ound the 
SQur(c o ( Ihe 5(:eds T lli lgon had planted, 

T he NoMor namcd [he valley UlChllh, Evcnllts', and ~t Ihe 
(fn'cro(lh .. M,slmerc rose an Isle' which Iheycalled T o! EI)" the 
Isle o( Vislon~; (or upon tha, rock 6 1el h eOIUlnlettd ~ swcat­
lodge where she nught caIT)' on the mystIC dl$(lpllll(5 o( Ihe 
Order of Ihe Sl ltnt Path. 6lelh r~n.amed htr o rdn Cmvlcm.lr. Ihe 
Lodge o( Aw~kenmg, because ,ts ,\ueSI "',15 W reui! 10 Ihe 
wounded NOTlh The TUlle Yavannava, the primal Spring o( 

Yavann~. 6lr[h be(ame M!stre~s o( Ihe Lodge, whICh t.he 
Noldor ,allC1tfied ,lIl hal very sprmg (S.A. 1700); but 10 the" 
dlsn13Y 61rlh (orelold that shl" would nOi remalll long in 
EWnTust, and soon after Ihls her prol,hecy came 10 p.us, 

\V,tIl 1I,e 1005(:nmg of wimer's bonds, Cclebrmg h~d brokrn 
hiS n ml' al Ihe (001 o ( Iht Er('(l MUll and restlll1(" j hIS purSUlI o ( 
,he Noldor. H e h~d come 10 the edge ofMorgol h's Well ~nd h~d 
(olluwed tllelr 1r.II I ,nto Ihe Ercd R hivanu r, bUI could not tl nd 
the hlddrn Volle, 61cIII, (orcwam('d oflus (ommg, bade NeSl.ldor 
10 m'nsc~ the fmpbc~lI1ento(banes and el1ehantmnlls about lhe 
bordrrs of the ".11 .. , such.u Ihe Noldor had once used m Errpon 



10 holdS~"Ton .11 b~y fornc~rl)' Iwo full years.lkmg hlfll$elf wdl­
versed in Ihal secret lore, Cdebnng soon recognized Ihe reason 
for IllS f.lilure (0 locale 6kth's sanctuary. 

Thc rencg.l<~ c N oldo mighl have foikd its magic~ 1 dcfenscs. 
had he becn gramed Ihc Ilmc lode1'lsc his own coumer-spells: but 
eyems In rhe SOIuh cOlllrel led him 10 abandon Ihe hum. T he ye~r 
1700 of th ... s...cond Ag~ Ill.lrknlthe unforeseen defeat of5.,uron 
In Eriador. The mighlY flel't of Nlimenor ap~arcd OUI of Ihe 
\VCSI. strcngthclUng Ihe ITllIallling Eh·cs of Lindon who then 
Ileld Ihe lineof d Ie Lhiin ag:l.lnst the hm uof Mordor. Sauron was 
worsted. and began 10 make a defensive withdrawal. hol''''& [0 

hold sOlllhcastern Eriador where 1115 forces were strongest. At 
Ol1ce SalLTon scm mnsages to Cddmng with orders III rnurn to 

Eregion with Ius northern anl,y (wilich was then slI lI sUTTound­
IIIg Rlycndell). 

Cdebring eursrd Ihis nrws which ha,~ dashn l all hOl'r of 
findmg and conquering Eyernusl: bill he would n01 dep;m 
wilham wreakmg whal lesser eYll hc might sllll .,clneve. So it 
happ('ned Ihal ere he hceded his ma.stcr's command. Cdebri ng 
wilh his sorcery roused the slumbcrmg dragons ufEred R hiyanur. 
)lITTlng them to madness agaulSl Ihe newly-aTTlye.l fuglli"es in 
Ihelr midst. T hese wonm of Morgot]' had slept. age-long. 
followmg Ihe deslmcrion of Angband. and now thai Ihey wert 
;\ w~kel1ed they were wry hungry indeed. 

Although Ihe enchantments of [1'emllS[ rreY~ lI1 ed the drag­
on~ from ass."lmg Ihe vale Itself. tht Noldor as )"el d id not fear 
any 1111I11Inell1 dangtr from wilhout, belle1'mg Ihelr huntrrs to 
havc g"'CI\ up Ihe cha.se. Cd ebnng's departuIT lulled them into 
a mommt.1ry lapst of vIgilance .. 1nd Ihey paid dearly fOrlt. Nearly 
a fifl h of Ihf Cui"ifmar werc sblll or devoured by the beasls, and 
6 lclh w;t§ nurnbcred among the fa llm. Neuher hf r body nor her 
~word were recoverfd. and Ihe N oldur bellc"e<l Ih,1I Ihey la), now 
widull Ihe J.'lr ' If some foul .ln ke. 

Nesl.lllor succeeded 6lclh as Mastn of the Lodge ~n.l. "ftn 
ItHHl nllng I ht' l o~~ of I heIr beloved Irad"r'l'ul forlh all hi .~ art~ of 
.. nchantm,·nt to alln Ihl' Noldor .lgamSi th .. worms. whom ther 
soon laughl to f~Jr ,h .. name of E"enm~t, Repulsed bur b)· no 
means def.'aled. Ihe dr.,gons withdrew for d Ie moment 10 dlelr 
bin. T he Noldor ,h .. n renamed tll.t1 aml of Ered Rhivamar Ihe 
Er,'d Umanh. till' Mountauu of Ill-fMc. It was a bitter-won 
victor)'. but with Cdebring gone and Ihe dragons cowt,d. the 
L.;xlge of Awahnmg cuuld at la.st begin III eamUI the agt-Iong 
{Iursl which 6 1el ll and so nunyolhersofher ktn had ("ollStcr-ned 
wnh thr ir own blood. 

3.3.5 THE LODGE OF AWAKENING 
Uuder Nestador's lradership. Ihe WIsdom and tradillons of the 

o rd .. r 6kt h had fou nded look sl,apr and achieve{j fnlillon. A 
.song-healer of gTC~ 1 skill. ""'estador added to the dI SCipline of the 
SIlwt Path lh .. lore of the spoken word: for. Ilkc Lmdor. 
N eSI3.dor believed t hat. III song. hr.1ler and enchant er ahke draw 
upon the primal po wer of the All1l1hndalr. the Song of Creation. 
The rWl"denng of Arda through the power of song. combined 
wllh Ihe d lsclplme of s, lw ce by wllleh I'IS,O/IS were recelvcd. 
woul.1 haslen Ihe fulfillment of Ihelr ' IUcs!. 

T o thIS end. Ne~t~dor lIlslIIlIted nrual5 ~hat comblllcd dll."sc 
two palhs wilh Ihe physical task of seeding the Nonh wah Ihe 
bounty of [yermis!. Each member of the Clllvl6nar would 
accompany th t lr labor wilh the w~a1'Lllg of a personal sp~ ll -song. 
embodying all magic and enChantlll("lIl$ of whIch they had 
knowlrdgc. \Vnh Ihe compktion of Ihelr vision path. each 
mystic would inscribe his or her slx-ll-sollg upon a place of power 

which Irmo would prc5cmly reveal to thc loJgr. Nestador 
convened the fi rst gr("~ r song rile upon 1'01 Ely un the second 
anniversary of Ev~ml iS I 's founding. and Ihere it w;t§ rn'ealcd 10 

all usrmbled wheTC ~ hey should inscribe their songs. 
T he sile chosttt by the Lord of Drrams was a 1110111113.111: 

IIIdced. Ihe nonhernlnOSI peak of the Ered MUl l. whosr (~e t were 
washed by [he waY" of Ihe Encircling s...a. In the COHrS<' uf the 
centuries and mi llennia that followed. Ihe Noldor of Evenll ist 
would engrave th~1 mountain with Ihe eyer-rvoh'mg spcll-songs 
of thrlrfcllowsh'p.unt,l tt became known ;asOrod Ccnh;as. Runc 
Mount.lUl. It WJ~ brheved among the mystics th~ l . in the Lasl 
Ib lde .1t Ihe End ofTlIllr. the mnes of Orad C .. nhas would 
resound with lhe wi~dom of the age.,. and III Ihal hOllr all the 
Children of l luYalar would JOIll'" Ihe MIt'!e of Ihe A1tIliT r layed 
~ Tlgh l , and Morgolh's discords (onftXltlded .. 111.1 the E~nh 
h("alrd al la.st of hiS taint. 

3.4 THE DARK YEARS 
$auron's defeal in Eriador proycd a ml~ed blessing for the 

Mm of Middle-eanh. On the one halui, the ""tory ofNI'Imenor 
and Lmdon alltcd gave ho~ to rile Free Peoples. revealmg what 
great deeds might be achieved III IIInfrd opposllion 10 Ihe 
Shadow: on the o ther hand. the vamllll'hmg of the Dark Lord's 
po wer (rom the (oasla! T<'glum snw.[ nnly to !Urn S.IIII\m's lusl 
for dOllllll,on landwards. beyond Ihe reach of Ihe Ocrts of rhe 
Nlimenoreans and dlelr EI"en aHles. $aumn w~ weakened. 11 IS 
tnle. and a full cenlllry would p~s beforr ],e could recall ],IS 
mighr: ycr when [hal lime was fulfilled. JII !X0ples of Mlddle­
e3nh. saw thost that dwclt in thr \Vesrhnds. w,,\lld knoll' 
fO\lnren (rnnlrirs of horror and 0rl'res.<loll. rfmembered III 

afterda)"s as the Dark Years. 
At first. till" Norrll.-rn \V.l5l .. pl.rrnlno part II I Ihe D.uk Lord's 

aSJ'lullollS for ,,"urld rml'lr ... for II W.lS I'f"plrlcss {apart from 
Ih .. Noldor ofE wnm.,I. of whom II .. Tech'.! htd ... ). Yet S.llIro ll·s 
vcry negkct I'rowd lil be the chief ca\lsr of the bud's habll alion: 
for II wa.sryCf to sudl regions Ih.l1 M{'n ned who sought to esca~ 
Ihe growmg I'0WtT of Mordor. In tlllle. Ihen. eY1:: 1l Forodwat th 
enlered into S.mron's baneful designs. 

If It fell to the subtle an ... and d"adtkss ,,"cllJntmrlll~ 1)f the 
Elvcs to cle.ln." the land from Morgolh's tanH. mOllal Men 
would have IhelTOWn pan 10 play in Fomdwaith's healing. As Ihe 
ScCtlndbom Ch,ldren of llilyatar b,d claim to Ilindr.l and st rand. 
rl\'erbank and mourl1am v" I ... tI, .. ), made war on ri,e "lle crealllTCS 
of Morgoth whICh sll lI haunled lhe fn North. Even anlld Ihe 
lonr ly w.ut rs. Elves and Men Illighl makr alliance and common 
e.llIsr .lgainsl Morgolh' , legacy. 

3.4.1 THE NUMEN6REAN 
VENTURERS 

Thr Ntlmrn6n'ans were no stunger .• to thr shorrs ofMtdd1c­
e.1nh when thei r Imghl)' warflrr l took h.wen lit Lmdon for 
5.,uron's rum. For more than a 1lI,llell!llutn thrse D,·medai" . Mrn 
of the \Vesl. had been undertaku,g far-reachmg "opges 10 the 
lands of Iheir forefalhers. Ihe anClenl Edain who fought along­
sidt the Elves III lite \Var of\Vulh. The Valar had gwen them 
Ihr ISle ofN,'II1Jenor as a reward for Iheir slradfa..~t iO),.,lty III Ihose 
dark {[mes. and on Ihal island they were to dwe ll forewr after in 
p·eace: bllt the NluIlen6reans were born under the resdeS$ sur of 
Earendtl Ihe Mannrr. and III sa,lltlg and adl'rlilurc lay IhClr 
grealr~1 deltglil. 
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Thr Vabr forb;tdr rhr Dlmcdam 10 s~il 11110 Ihe lIltcnnosl 
\VUI, where by Ihe deathless land of AI1I~n . dWllJmg place oflhe 
gods wuhln Arda. Forlhis reason, Ihe bold mannersofNllTllCilor 
l'Inl"rr<l IllJ lead 10 explore all Ihc coa.stlands o f Middle-earlh. 
and Ihost of Fol'<:>dwaith not least. Lrgrnds say Ihal Aldarion, 
UpUUI of Ihe GUild ofVenlurers, h,,"stlf circllmnavrgalrd tht" 
upe of Forochel, mapping every lasr COI'e and in/fl. Yrt in 
Alduion·sd~y, rhe land hadKarcriYITcovt"rt"d from Ihe cnadys­
mie shock of ti lt" \V3r o f \Vrarh; Lmdor Iud I)mshed in 
Morgolh's Well, hiS vision doomed 10 be forestalled unlll Ihe 
COl1ll1lg of 61erh hiS daughrrr morc Ihan;t Ihollund years Lncr, 
~nd no ' I'<:aklng people yr r Inhabited Ihe barren bnd. i\J; a result. 
few NI'nnen6 re.lns came 10 Forodwail h afur Aldarion's greal 
voyages. 

Things lX'g.ln 10 change in Ihe centuriu follow1l1g Ihe trium­
pham expulsIon ofS,lllran from [he \VC$t!and~. For beHer or for 
WOfS(", NtJlllrnOrcan l'l"<"$cn(c ,lnd lllvolvcmem III Middle-earth 
g«"w. Colorllsrs (,lmC 10 stltk the (oaslbnd, ofEn;tdor. and thc 
g«"al Tlvrnne port of Tbarb3d be(ame a Ihrlvmg metropoliS. 
Co/OI1l7~1"O rl bmugh[ wltb II new mourhs 10 feed ;tnl~ new 
cofTCTli to fi[1. Thtn the N"ment"ireans remembeITd Ald.mon's 
f,lbl(,1 voyage to ·'Ihe dark l1 t"ss of Ihr Nurrh:· and cOlllempl,ued 
whJI bounty rims ... f,l r I.Il1,h Illigiu )'Idd. 
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So w;u born th ... gITal 
wb a lll1g rradni o n of 
En ador. In tbe w;tnner 
monlhs of Ihe year. sturdy 
NI'UllmOIl"an proW5 would 
blaze tra ils ~cross Ih ... parh­
leu W.lVes of Forochcl, on 
tht" hunt fOfl.-Ory aud blub­
Ixr. In t111W, tllr Mw of 
th ... W ... s t estab lu hed 
th ... hawn and r ... fugr of 
Ac hrond upon on ... o f 
Ihe isb luis al d Ie III' of 
ForochrJ'sgreal capc. Here 
weary sailors could g~ in a 
rupile from Ih ... ir labors 
brfore rr lUnling to th ... ir 
hO[llfS in the South or, if 
they 50 cho~e , to cndure 
Ihr nonhclTI winter wilhin 
Ihr sheller of Achrond's 
well-slocked hall. 

Soon ;tftcr dIe NIJIIl­
{norcans rcncwed 1I1cir 
contact WI t h 10ng-sul1-
dcred North. Ihey disc:ov­
cred Ihal Ihcy were no 
longer tht only 1Il0rt;t1s 
wh o dared 10 Iread 
Forodwaifh: Men now in­
habitrd Ihe Northern 
\Vaste. From what forgot­
tcn kmdrcd or bnd Ihcy 
might hal'(" originated, the 
Ntimen6 rcans nn' ... r 
le,nncd. For how many 
un colln r ... tl grne r;tl ions 
Ihey had dweh in the fH 

North offhr world, nor even Ihey (he!1l~lves co,,[d say; yet they 
spoke ever of I he Grt"al Evil One from whom Ihry had esc~ l'e d, 
Jnd the NllmruorrJns guessed eastly enough 10 whom the), 
referred. 

Nlllll(n6rean ships ' logs of thc time call1his mys terious folk 
Ihe Bradm;tkcrs; ;tnd Ihat indccd is Ihc name by which Ihe b Ier 
Men of Forodwailh «"mcmber them: Hrllllivall11 istaj~ l , in thci r 
own non heTli tongue. 11le name rcralled their ucep"onal skill 
in the cufllng of sm,111,ccrnmic br~ds, which Ihcycallcd lcifJwhrb"tl. 
Nlirncnorran whalers who Iud thc fon une of «"ccll·ing such 
beads;u gifts soon discovcred thatllle trinkr ts wrre possessed of 
strange and wondrous vinuC5, beneficent to Ihelr we~rrr. magical 
pTotrclion from th ... banes of Ihe frozen N onh, or enchal1tr11mlS 
10 aid tilt m.~ril1 er upon the prri lolls wat ers of Forochel. 

So highly d id Ihe Nllllwn<'>rcalls rstet"m the works of tim 
seemingly prirl1llive fisher-folk. Ihal Ihey 50llghl 10 t"nrich Iheir 
an Willi Ihe lore o f theIr homeland for Ihe fillllg alld ghzing of 
brad$ more fair and polent Ih;tn ever Illelr rn~kcT$ had known. 
\Vllal became of Ihls well-mtelltlOlIed grSIUIT is Unc/C3r, but 
hinl.S glean~(1 frum (" .. :ardohman "halmg records suggrsl thaI 
ol"er Ihe COllr:;t" ufille nell fcw ccnluncs, Ihe Bc3dmakcTli fel l IlItO 
a dec/me ~nd valll,hed. IcaVlng behind only tumbled ruins as a 
mUl~ Wllllt·'~ 10 their memory. 



A tif' of /.,.,/, 3.4.2 TH E URDIC INVASIONS 
Thollgh the 1k.1dmakers' pr<'S<'nce in Forodw.llIh may have 

lKen ephemeral. the very fact of their ulstence. frIT of Ius 
dommallon, was sufficient H, provoke the D~rk Lord 10 ben.llllS 
III-will !Oward.~ Ihe f.lf Nol1h. If some Men succceded in eluding 
IllS nile there. others wonld follow. By it.'rlf this weighed :L' but 
. 1 trine l11atur on the scales of Ills mo1ltce. but the Sltb){'ctIUIl o( 
FnTodwaith cotncided with much grander doigtls. 

Many leagues fa the cast o( Foro.:hrl, beyond the furdl e,1 
reaches of T.lb th Ui,hrl. by the far land of UrJ. Llkr ll11tO 
Forodwaith ill clime and aspect. Urd marched upon the shores 
of a great bay of the Encircling Sea whose waters cOI'ered 
Morgoth's primal Sl l"onghold ofUtumno. At the beginning of 
the second millennium of the $ccond Age. the Men ofUrd had 
(ome under du.' dOllltlHOn of a warlike chieftain named 
H OanllllT3 th; and he. Cllno1med wllh the desire for invincibIlIty 1n 

battle. TccclVed nnw :m el1lis.sa1)' nf 5.1uron. and from Inm 
accepted a Ring of Power. TIllis I1ItO Imdealh was bom the sl~th 
of thoS(' nme nmnab who became the RingwT3ldlS. Saurun's 
de~dllest servants. 

'111e Dark Lord's firsl cnmmand to Hoaron'lrath Walto hunt 
down ~nJ enslave ~II Men of the far North wl,o refused to 
acknowlrdg~ Sauron of Mordor as God and King. Hoarolurath 
pursued IllS lIew master's decree vmh zeal and deleculion. This 
!-.ogrom drove Its l'IClllllS wcstw.lrds. beyond the fronll crs ofUrd 
~nd m{() Forodw.lllh, filling both Forochel and T abth Utehel 
alIke wIth lamentation and talnofthe horrorlh.lt pllfslle.l. which 
receIved th.' namcs of Pah.·cl li se l, the VicIOUS People. 
K~rhusoluret, the !k~r-warriors. ~nd Rckijoukko. the Slrd­
horde. 

Thue ~nd othereplrhelS descnbcd well the Urdlc wMhoS!, for 
Its chieftains fought from great war-sleds drawn by voracious 
snow bears. Legend I,olds that these l>t:as~ were actually ctlslaved 
skin-changers. though Ihe Benlmga of bter Forodwaith would 
he~tedl)' deny such IIlsinuatiotls. Arrayed in these f.llllastte 
CO'lI"eY3Ilcn. Ihe UrdIC horde would surround their tcrrified 
pITy. D,smounting from their war-sleds. the chieftaitls Wldl thclr 
fie rccSI w~rriors would ass.luit the ccnterof a defended line while 
sm~JJcr. one·man sleds, pulled by war-dogs. would suddcnly 
charge Ul on ,he nanks. The Illlsledoo minions of HoannllT3d, 
posu-sscd ~ different mode of altJck; theM glided across the 
snow-cover<'d tundra by means of tlun lengths of wood atr'lched 
to c~dt foot. \V,th these slth~,(as they were known) the Urdnr 
enjoyed 11I1IllMchcd mobility m canl.1ge and slaughter. 

'n,osc peoples that ned Ihe Urdle horde named them PahecJl,S<"t 
wilh good reason; for afrer a barrie. any prisoners who wne of no 
use as sbves--cven women. children ~nd ciders- met with a 
gmcSOlllc end in an Urdic bear-pit. \Vithin these earthen 1"1$ 
lodged the Ill.'ll.eating SIlOw bears that drew their war-sleds. As 
IH.1!1y as thlTty such piu might be prepared after a large b.111k-. 
Thc bcaTs werr t~llnted. te:!Srd and jabbed Witil sl'~ars until 
enraged. and then Ihe pTlSOllefS were cast. llnamlCd. into the pits. 
As the spr("[ators belle"l thr comcst tll;!.t cnsued. they would 
make ~pOrt of every Jetatl of d1(' 5tmgglc-frum how long rhe 
pnsoner wuuld last. to whtch paw the bcarllllght smke w,th ne~t. 
If by some nllraculous fUrn the prisoner survl\'ed this II1human 
ordeal, he (or she) Wll deWled worthy of slal'ery COl fate sc~rcdy 
worse Ih~n the beu-pil)' 

Like the Sled-horde that pursued them. fhe Men who fl ed Into 
Forodw,1ith .1tthis tlille took names for d, em~dvcs accor-lmg to 

dlClr !nuns of locomollnll . T he IWO pcoples that arc fcmcm· 
IKred by namC'-perl,al's Ihe only ones fO I,a"e SUr.·IVOO dw 
Urdte 1I1,'JliIUnS-W(Te the T.lIlSSl JolI o r Dancers, who sk~trd 
across the ICc With /,m/lllltl. duck leather shoes attached to smooth 
pIeces of bone or IVOry. and the l..cve;ijalat Of Bro.1dfect. who 
bral'ed the Nonh with widc. flat snowsh~s of thick leal her 
bound tu a bone or wooden frame . 

The Lel·c.1pbt ned southwest across Talath Ui,hel into 
northernmost En.1.1or. settling along the banks of the rivers and 
streams I h.1t etnptled their wollers into the Ihy ofForochd. T!lls 
chOIce no doubt f.-ncc ted thc character of their anccstr.11 lands. 
for the LC\"djabt were skilled in fishing and the maki llg u(60.1ts. 
It also testIfied to a keen undnst.1ndlllg of theIr pers~cutors. as 
Ihe comparative dearth of ice and snow In these southcrlr regions 
prcvwted the Sled·horde from using thcir accustomed mode of 
warfare ~gainsl the l..cl·eiijalal. s.we perhaps in the height of 
wmter. Enraged at the new cunning of their prey, the UrdoT 
abandoned mobIle assaults in fal'or of wasll'ful. I,and-Io-I,an.l 
batrles of allrtltonlhat. even with renewed strength, the), could 
Ill-afford. Drawn together by a (01111110n enelll)·. the Le"eaplka 
dans d,anged their name 10 LumlmlehN. rllC Snowmen. wlllch 
the EI\"('s an.j Dlineda1l1 bIn renden:d mto theIr own SlIldann 
tongue:ls Lossoth. 



The -J"anssijat chose a differenr path of escape from the Urdic 
horde. Turmng northwest, they entered the mountainous Cape 
ofForochel. Here they became divided imo two distinct peoples. 
Th<1sC that withdrew into the furthest c)[lTcmities of the penin­
sula became the Jaamiehct or Icemen (Hdechoth, in rhe speech 
of Ihe Elves and Dlllledain). Other T anssijat sought sanctuary 
from the Sled-horde upon the great icebergs of Forochd's bay. 
In rinK, dle refuges they delyed upon those floating islands grew 
into veritable citadels-no longn winter fastnesses only, these 
would be the pcnnancnt dwellings of this people, for whom the 
anastral eatth had become little more than a seasonal hunting 
camp. These Ixrg-dwelkrs became a whaling and fishing people, 
and named themselyes the Merimet5;istajat, the Sea-hunters 
(Aerfarot h, in the Sindarin tongue). 

In theit flight from the Urdic hordc~ , the T a/lSsijat and 
Levcajalat alike found aid and succor from unforeseCil allies: the 
Snow-dws, deathless wanderers of TaIath Uichd. These 1I0t 
only illstmcted the wretched fugitives in skills needful for their 
physical suryiyal in the frozen North, blLt shared with them also 
their wisdom and spirittl.11 lore. l1le simple Men made of this 
knowledgc what they wuuld, blending wit hit Iheirown M,~nnish 
behefs and concepts; yet the influcnce of the Snow-elvcs TIIay still 
bc seCIl in the shama",c traditions of the I.tllnimiehet and 
J:iiil11iehct allk~. and e<lu.1 lly 111 !la' icdor~ of 
lhe b.:-rg-delYlllg Mmmetsastaj,ll. 

3.4.3 T HE SNOW-ELVES 
The Snow-dves of TaIath Uichd were a 

kindred uf the Nandor. recently sundered 
from their Si lv,11l brethren ill Rhoyanion to the 
Sollth. Some centurics prior to the Urdic 
IllVJsions. rhese Elves had abandoned the for­
ests of the Andulll yak for the open tundra. 
The CaliS<: of this separation was the intnlSion 
into t lwir bnd~ of thr Sind.1n n princ~, Oropher, 
who claimed kingship uvef all of the Nandor 
cast of Anduin. Re.~Clltful of Oropher' s Ulll11-

yited daim and the presllmption uf his Grey­
d vcn ways. this Nandorin t ribc withdr~w north­
wardj through Dragon Gal" the wide passage 
separating the Misty Muuntains from the 
Grey, ,lIld mr~r~d the tundra beyond. In this 
thcy wae led by a Si!-',1/1 chieftain namrd 
G.1htor. whu changed 1115 name (her~afTn to 
K'deklOr, the Lord of lee. Thm all his folk 
began referting 10 themselves as Lossidil, the 
Snow-elves (Loscdhil ill the Si ndarin tongue). 

In tmth, th is was not the fint time Ihm the 
Snow-rives had set foO! III'UII Talath Uichel. 
As Y.Wolnna breathed the flnt whispers uf life 
into rhe Northern \V.hte, its bllds which lay 
nC.1fcst to Flhov,llllon began to flower. dr.lw­
ing the Slklll Elv~", 0/1 long treks dllTing the 
f.,i r monfhs. Indeed, olftn Their own fashion 
the Nandor. more d~'""trd than any of the other Eh'cn kindreds 
TO the liying th ings (,f Arda. h,ld hk~ Ihe Noldor of E~'emlist 
gll'CI\ thclr care III the fleeting spring of the North: yet now. with 
their homdand lIudl'r I he nile of .1 monarch of aItcn blood. the 
Snuw-cl,·es claimed Furodwalth as thClr home and did 110t retUTIl 
to Rh"yamull. 

Though less a«mtomed to the company of Mctl thall the 
ElYes of the \Vest, the Lossidil wnc not unfriendly to murtals. 
For centuries they had dwelt III rciatlye peact and hannony with 
the Nonhlllen of Rhomnion, who lived out their mortal liws 
mll(h as they themselves did: as independent households and 
dans, owing allegiance to no sovereign. (As for K'clektor their 
lcader, hiS "lordship Uyer icc" rcferr~d not to any dominion of 
people or territory, but rather tu his great skill in thc shaping of 
icc by spelkraft and enchantment.) So it was that. Cll(ountering 
the fugitive T anssijat and Lcvcajalat, the Snow-elves befriended 
them, taking them for allies against the evil Urdor. 

The coming of the Urdic invasions compelled the Snow-dves 
to withdraw. like their mortal allies, westward. Though deadly to 

Men in battle if need called, the Lossidil were unwarlike and few 
in number; and with a Ring of Power in the possession of rhe 
Urdic high-chieftain. not even the immortal Firstborn could 
hope finally to withstand the Sled-horde. So K'dcktor·s folk fled 
west, accompanying ( forthe most part) the T anssijaton the. path 
th.u led to the Cape of Forochd. There they dwelt for many 
centuries in friendship with the Jaamieher and the 
MerimC[s.'i..~tajj[-and with the Noldor of EWn11ist, who took 
delight ill the presence of others of their own race in this far and 
lunely land. 
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3.5 THE SECOND CATACLYSM 
ThirtY-filTer Unllm[-I afrcr the \Var of \Vrarh brought the 

land~ o(Foroow.1llh into b<-mg. rhe Northern \V;I5I (' would Ix 
wrach-d by .1 ca taclysm of nC.1rly cqual \-iolcnn', undoing much 
Ihal had mCII .Khln"cd by the Noldor of Ev('m.isl. Tlli!! new 
dls.urcf orlglllJlnl not mille WIll of Ihe Valar. hOWCI,("T, bill in 
the Judgment of IItiVJlar IUrludf. For this rt;l5on, rhe ut.1dysm 
, j"j not pron' as baneful for the nonhern hnds as it might have. 
Ihh'atar Jcknowlo:dgn1thc good ThOlt had btcn wrought upon the 
f.,r Nonh by Yavanna and heT dn'olees, 5p:oring rlu' grc.1rl"r pan 
from dC~lnlCll0n; and y~t by his own law, En! would not !,lC"nml 

an)' deed wul1m ATda Marred to be wilolJyullchangcd by ,he falc 
uf rhl" world-not until The End. 

3.5.1 T HE RUIN OF THE NORTH 
The Men ofNlumnor had grown haughty and impious 5inc~ 

th~ day of th~ir noble victory over Sauron in Eriador. Though 
mallY remained f,1ithful to t he al1cgianc~ of thetr forrfathcrs. 
many more breame corrupted by pride and envy; and undrr th .. 
ClI11Jl1llg !Utel~gr ofSauron, then hts hostage. Ar-Pharazo n the 
Golden, the last king ofN(immor, committed the most heinolls 
s~erllege: he broke thc Ban of the V~lar and made war upon the 
UndYing ullds, thlllking to seize by his own Illight th~ gift of 
IllUnonal tl Y, 

The Val.1r, l.1ymg down thnr stewardship o f Arda to I ]lt\'at~r, 

surr~ndered judgment of Ar-Pharazon's folly 10 the One TTlle 
God. IM"atar responded With temblc force, scparatlng the 
Und)'lng Llnds from the Earth iuclfb), agreat rift III the sc~, and 
bendmg the surf~cc of Arda into the shape o f a globe­
mescapable by the hvmg,S3I'e by the d<"alhlrss Eh'cs,; forln Deadl 
alone W<"IT Mrn penmtted to depart the Circles o f the world. 

Tills sudd<"n and vlokm trall5foml~tion of the very shal .... of 
the Earth could not bill hal'e awful con.wquencrs for Forodw~llh, 
norlh(rnmost of lands. As It IS written III the A!~It../.ilb, "all th( 
coaslS and srlward regtons of the western world suffered gr.:-al 
chan~e and nnn III thaI rime; for the sras IIlvaded th<" bnds, an.1 
dlor.'s foundered, and annrm ISleS were drowned, and new Isks 
wn( uplifted: and lulls cl'llmblcd and ril'ers wu,' !Urned Into 
~trang.· courses (511" 1" 280)," For rwmty-fivr rears of the sun, 
Furo";walth sfrmed to rcgr ... ss to its origmal. barely h.lbit~bl r 

~t,1te 111 the first centuries of thf age. lhivatar, howel'er, pemlittrd 
Yavanl1.l for Ih,lt span of rime to <"xercis<" her gentle dominion 
over the ~arth for the defense o f alllil'illg things so tl13t, though 
sorrow and hardship TIlled the !tvcs of Men and Elves ill that 13nd, 
life and ho, .... were ne\'<"r wholly extinguished: a tillle o f heallllg 
would come ag.1il1. 

3.5.2 THE LIGHT OF HOPE 
Y ~v~lIn~ was not die only Power thaI plead ... d before IIliv~ l~ r 

for th( ]'ght(nlllg o f Judgment upon Ih<" North; Ulmo, Lord of 
dl( \Varer,. (IlIrr.lIed EI'II also. The Snow-elvcs h:.d lo ng bern 
Ull11o's ch'<"f delight in Forodwaith, for in them his anCien! 
deSIr,', Ihat lhiv,ltar's Chi ldren mould roam free and happy III 
Mlddlf'(anh. and not be (Oz<"ned 111 the UndYing Lands by th( 
Valar, s('emed realtzed. Th( Lord of\VauTS was gneved at th( 
deStl'llCIIOI1 wrlJuglu upon the Northrm \Vasle by th ... globing or 
Ihe Wllrld IxcauSl" II had rnhbed many ofK'cleklUr's fo lk of all 
JOY III the land, dnvlllg thr ill tn depart Mlddlf-rarth forrv.'r. 
"\Vlty." ~alJ he, "should the Flrsthorn suffer for the SillS o f thr 
$ccund? And wherefore ~hou[d all lhrlr labor, fOf dw land'~ 

healing b.' brought to naught) Shall we reward good .nth HII?" 

lI,ival.1r .1l1swered U lmo's plea thusly: "You kno w wr][ thr f~1C 
o f Arda M.1rred, that some hurts cannot be amrndrd err th ... full· 
maklllg of Ihe MU~Ic. Y Cf thts boon will I pennn: that, for tlK 
rekmdllllg o f hope III the Norlh, YOll yoursdf nuy VIStl the 
Firstborn; .1nd )'oumay r.1IS<" for tll<"m a Sign, such as Ilcs within 
rour power and provmer, that they may know that we have not 
abando ned Ihelll." 

Ulmo was glad at Iluvaur's word, and ga,·( thought to wh~I 
sign he nuglu COntTlI'C for the encouragtmcnl of both Elves ;\nd 
Men. Thrn 11 was thaI Ihe Lord of \Vaters reulled how, aftfl 
Morgoth slew tht Two TrefS that once IiI the world, th r Valal 
h:.d deVIsed tile Slin and Moon to feStOre light and h"l .... to til( 
dark<"l1ed world. thc ksscr light from the gr<"~t <"r; ~nd he thought 
also of the Great Llmps. Onna[ and Ilium, rhat ha"; illllminaltcl 
Ard~ Ixfor( cven Yal'ann.l had gll'm life to rhe Trees. Morgot!­
had destroy(d those as well; bllt Ulmo knew that a shard O([llllil\ 
the northern lamp, r<"IllJined yet inl'iabtc in die deeps of til( 
Encirding 5<"3. 

Tins shard U lmo recol'ered. and by his govrrnancc of the $r; 
tallsed 11 to bc raised above ,he waters llpon ,l grra! pinnade 01 

ICe at thl" $1111111111 oft he world. Ihere to bring forth a new radiant, 
to the northern sky. Tlus ltght was unlike 10 the sl~rs ofVJrd. 
or the \'cssc[sofStlll and Moon, foras brilliance would flo .... frorr 
the shard as deltc,1!~ wtls blown by a gemle bree7.1', and in man) 
hues--of r<"d, yellow. grren. blllf and viokl. Like TIllon the 
Moon. the Illulllmat,on o f the shard mighl change shape. but 
With gre:.ter VJriancr tll~n TiJion's [awful ph.ucs: ,,·t lh soan tlf 
arcs, racing st r(~ lllers, piercing rays ;llI1d h:.nging draperies ofligh' 
II would adorn the hf:tl'<"ns in til( North. 

TI\W U lmo cam<" to tll<" norlhcm shores o f Forodld, whul 
K'dektor 31ld hiS fol k wae then dwelling. and rC\'ralcd humdl 
to Ih<"lII. At first Ihr Snow~t[v ... s were trlTifled. IlCl'e r h31'1II~ 
bchdd the Lord of\Vatas III all hiS divine maJrsty, and Ixlin'lIl~ 
now thai all powen III the world Iud !UrnI'd agalllst tllrm; bill 
UlmosllOke, and bad( them beat peace. "Fearnot, Oh I .... 0l'[r 01 

the T drn, ,Iurd and greatur kindred of the Firstborn! [ am Loro 
of th( 5.-a IIpon whose strands your fair voices havc be~n hcnJ 
For \'Hlly III water my power lte.s---and what is the snowflake LI' 

... hlch YOII delight, or the ice that your hands f,uhlon mto ... ork~ 
of br~III)', If lI()t ~ tl1l1lg "f my province?" 

The Lord of\V"te!5 p,1used, but thr Snow-dvcs w(rc yet toe 
filled wllh awe to speak. Thrn Ullllo conrinued: "You hal't 
suffered great l), In the chaugln): of the world: bill Lo! yOIl 111'1." 
evC!l ~s the hnd hvrs, for liS !tfe LS yours. Doubt not Ihal Ihe Valal 
protect ~'O\llIndnth( eyes of the One! See! A new light has arise'l' 
111 the North as a witn(ss to my words; in that light let your lte~Tt! 
rrst. kno w1l1g that YOIl remain Children of 1l,lvalar. no w anc 
alw",),,, Thus I It':!ve $pokcn.~ AI that. the Lord of \Valel'! 
vanished Ixnuth the w:'l'es. 

Fo r manyd:.ys thereafter the S,low-el\·cs S;ltlg pr.uses to Ullne 
:.nd Illll'atar. ~"d when th<"y Ilad finished, K'dekwr addrcssl'c 
thrm, S:t)1ng that Ihe), ~llOuld undertake to lourn<"y towards Ih, 
light, there til finJ a dwrlllllg frC<" from fear and deadl. Ttl( 
Lossidtl cTled ;\Ssm! to thts, and K'rlektor named tll( hgllt 
K'r1ekt'l l, Ihe Radl,lnce of Icc ( whICh, in the Grey-eh'en sprecll 
IS Hcifcdul). 



Th~ Journey o( Ih~ Snow-elves to Ihe Hdecdul w;u long and 
hard. for Ih., Nurth was by no means free o( 1'{'TlI. nalural or 
othnwlS<:'. Illey begJlllh~'rlT~k In wmln. (or III thai $("ason dl~ 
nonhw.ml-fa..-ing watersofEkk:lla wHe bndged b)· icc. Thus dId 
the fill! oflh'lv31,U'S Chddren Sl"1 fool upon Ihe bndless undo 
the (ro7'(1I. mlrTlovJbl .... mass th"1 now erownn! Arda 's glnbe 10k .... 
an icy halo. Yel Ihey tread upon tim younger heIr of the 
Hekarui' wnhotn f .... "r, for the light drew th .... m 011. 

When at ]a)t they stood at the f<JOt of 1-I .... I .... c"1II's shining 
pmnack bath .... d m light. K'clektor put furth all hts arlS and 
enchantments .. 11\.1 w,th the LO$sidd eonmlrncr,ilhr budding of 
~ m~gn,ficrnt "c·OIY. This dwrllmg. which the Snow·rh·cs 
named K·rleklut. kdluwcr (bu, whICh IS known II) the Sindar 
~nd O\int<lalU as Hellolh). encIrcled the ruuts of Hrlecthil's 
p,lIaT, buklllg day and mght III ItS rad,ance. T radlUoll hold,.; that 
the hoor was so great tllJt a full yill (one hundre(1 and fony.four 
)'Ull of Ihe slIn) p;uscd !xfore It aduel't"d I'('f(ee-lioll, bill f .... w 
apart frolll the Snuw·rlves have !xhrld ,ts wonder. 

Nut .,11 oft he I.o$s,d,l remained III Hrllulh afler Its bUlldmg. 
many de"nng )t,1I 10 wander the wastes. hearten .... d now by the 
word$ ofUlmu: but d,e greater part of their km']r .... d dId choos .... 
to rr111 .1in thcr~ . .trsc~n'!lllg only rudr (if ~t ~[[) from th~ 
Lllld!eu bnd 10 the rrglllllS of their funner habitation. Thus 
w.:u Forodw~ith dl51)Ossrsscd of J peoplc f~,r ~nd wise. The 
Noldor ufEvcTllusllllollmrd IlInr absence. and IIIlht lo~ of rhe 
Y ~av.ll T alvcll ihe Snow-d~·cs b....c.lmc figurts of remotr legend. 

3.6 THE MILLENNIAL PEACE 
Tl1r r:llsmg uf Hekclh,l mark .... d The b....ginmng ofbnlcr WiltS 

for Forodwa'th and ilS ,"habitants. Til .... cycles and S<:'asons of 111<" 
Nonh, so \'Ioleml)' dlsnlpl~d by Ihe changlllg of Ihr world. 
r<"cst.lbl,shr(1 Ihrlllsd"c$ m accord.mer WIth Ihe new global 
rhythms. Th .... Lodge .. f Awakemng rrsumr,~ ,tslong labors. The 
Urdor C~111r no longer 10 !rouble ti, .... Ystavat Tal\'<"II. Tln"r<"11 
c .... nturte$ of rrlall\'c !'I('acc followed. 

The chid (~\lS(' for th,s unprecedented calm w.u the ne.lr total 
victory of the L1st Alli.lllcr of Men and EI"cs o\'n Sa\ 'ron I II S.A. 
344 1. in which Ihe $aund Age came to an end :tlld the Third 
brgan. Apart from thc ElvrsofEven11in. who fOllghlunde r GI I­
galad. High Klllg of tllr Noldor. not evrn all celm of tllr great 
c<Jnn.lgr~t lon of the age reached the f"rgollen b nds of the f.IT 
North. Thr 1"\'01 of hislory shifred 50urhwards ""0 Eriador. 
whrrc the sl\cccs.sor·realn15 of loS( Nume/lor elljo}'ed all all 100 

brief era of powcr and glor),. 
Elendl!. kadrr of those Nlimm6rtam who rr111a1l1e<i fa,(hfu l 

(0 their hent.,gr :tnd abslJ;ned from Ar-Phar~z6n'$ S:lcrilrgc. 
chost the I.1nds of Eriador 10 br his dom.lin in S.A. 3320. This 
was Amor. North.kingdom of the Rralms·m-Ext!e; Elmdil's 
sons founded the South-kingdom ofGondor. Elendil absorb~d 
mto his kingdom the old Nummorcan colony of Tharb:td. 
whose whaltng ships still embarked north to ply the w:ners o( 
Forochel.",s their ance5l0rs h~d done for the p",SI fifteen untll~ 
no> 

Vlrno "j,jrs rhi 
SIII,w.,lvts 



As ~ unaed rC.l!m. du" kingdom of ArnOT mdured for nc~r!y 
a mi!knnlum.!n T.A. 861. howe\'er. on thr death nfiu tenth 
king. Eiundur. the ua[m fr ... ctured from politIc",! infighting into 
thue les.serpnnclpa!it ies-Anhedaln. Cardobn and Rhudaur­
each mkd by ~ scion of the dead king. From this pomt on, the 
king~ of Ardlcdalll would 1.1kr l new interest III the nurthenl 
hnds [hat marched upon their borden. 

In the great game of dynastic rivalry, the kings of Grdolan 
held a potent l(lvanuge: of tbe three successor-realms, they alone 
possessed a maritime port-in fact. the only substantial mercan­
ti[e port in ... 11 of Eriador. This mean! that they could extract 
hea"}' tolls and tariffs for goods bound for (or moving from) 
Arthedaln and Rhudaur. Ambith, thc first king of Arthedain. 
sought loclrcumvwt this handicap byutabhshing ... hal'cn on [he 
B.'y ofForochel. Unfrimdly weat her conditions qUickly 5'1udched 
[he schrme. Nevenheles.s, Amlallh proceeded (0 decbIT a protec­
(Ora[c o\'er the Lmsoth in T.A. 870, the first (OI.lId Lut) time that 
any territorial power would formally lay clanll to the Northern 
\Vaste dUTlng the ihrd Age. 

Like so many matters of consequence (0 the $omh. this el'cnt 
exercised pracllully no Impact o n Forodw ... uh or 1f.S peoples; 
lillie was ever done to enforce the prodamOlllol1, and ,t w.u soon 
forgoum. One curious foml.11,fY of this legal finion. however. 
man~ged [0 survive Am[aith 's reign, and at [imrs eVfll trans­
fomled words 11110 anion. TIl i, dnived from thc kmg's custom 
of dispmsing for Ihe help of Los.soth "lllediclIle bundles" 
(courtesy gifls beaTIng ~n lrmtlrll, a six-pointed star whICh 
marked lIS bearer as a friClld of Arthedain). Any Losson display­
ing th is tOkcll lO a representative of the king had the right to cbim 
royal aid ill sell ing some wrong !O right. Since the ad"crsiliu 
expcri('[lced illlhe day- ro-d;ty lives of the Y Slaval T all·en rend~d 
ro be f;l[her parochial and mund~ne .. rhe king of Arthcdain could 
wel l afford Ihe occ.tSlona] upel1se of sllch asslsr~ncc In retllm for 
[he bolstering of his self-l111.1gr as th(' defender of all Eriador's 
pcol'ks. 

3.7 THE RETURN 
OF THE SHADOW 

The mdlmnl.l! peJee of the Nonh W3~ nO! f.lted to en.lure. 
The Lasl Alhancc had van'llUshcd Ihe Dark Lord's polI'er, bill 
f.11[e.1 10 dUlllllale 5.ll1Ton for good. The \V,se lMer attributed 
this (1Ilme to !slldur's refusal 10 (;lst into the de5troyll1g firc the 
One Rmg, wludl held Ihe very power (h~( boul1d ~uron's 'pmt 
10 Arda. So long.u the Rmg endured, the Dark Lord's shadow 
would eomlnlLc to [hrcaten the world. 

Fortunately, the \Vestlands were granted a respire of a thou­
sand years. wh[le 5.1uron secretly recovered IllS :scattered nlLght 
and took s"alX' ag,lIn; rclm due rome Enador would become tile 
chief object o f his malIce. and Forodwaith would suffer from [he 
shockwavu. For 10 the very borderland between Ertador Jnd the 
Nonhern \V.lslr. Sauron would send his de.ldliest servant: the 
Lord of the Na~g(,l. who was known to the folk ofbolh lands as 
the \ Vlrch-kmg. and [here he won[d fou nd the el,.1 realm of 

Angmar. 

3.7.1 THE COMING 
OF THE WITCH-KING 

When the Lord of the Na~g(,1 sfcretlyenlered Angmar in T.A. 
1276, he fOIll1(l a b nd well-prepared for 1m r\lrpo~s. [n the 
e.ulier re.lI's of Illat century. as tllough in comp[lance wi[1I some 
unspoken summons. many dngons ofFonxhcl. a wakening from 
slumber. new sOlllh and .u~ai]ed the Dwarvell holds of Angmar. 
Orcs and Tro lls illcuasc:d and multiplied. Evd Mw from Urd 
appeared agam upon T ... Ia[h Uichd, rcsuming theIr lo ng dor­
man[ legacy of plulldcr and slaughter. The \VilCh-king com­
p[eted the desolation of the land in (he rear of his anival,leadlng 
a host ofOrn against Can) 0(1111. the 1:!.S[ fa~tIlC)5 of Our in's folk 
In the region. alnady worn down b)· [he assaults of the dragons, 

All these things came to pass wuhom siglllficanr opposition 
from rhe succeS50r-realms of Awol', preoccupIed as they were 
wi th petty w ... rs and internecine srrife. By Ihe mne the [)(Uledam 
were fully cogl1lum of the thren he posed. the \V IlCh-kmg had 
already est ablished his realm and was p lotting their downfa [1. 
Open ",3r(.1I'e broke 0111 in T.A, 130 I. leaving Arthedain's chief 
fmmier stronghold o f Min.u Eldanal'yaron in n Ulls twenty-four 
)'ear~ 1.1Icr, The [),:medam Ilad taken noticc 100 bte. and Ihey 
would pay a umble price fur their neg[lgence III a bloody dr,1Ih­
sln[gglc of ~I!c centurtes. 

Thr Wlf of the Citadds, thaI LL!ltd ronn[(1 wl11ch Irans­
fonned [he Arthadanian frunller Imo rhe bol[t1c-lorn No-man'$ 
u.nds, h ... d 115 sequel in Forodwaith iud£. Ever SIII(e the 
csublishmrnt of his rea[m ~ (]uarter of ~ century earlier, the 
\Vitch-king Iud striven in vain to e!C~el aJJegia/1cc from rhe 
inhabitants of Tahth Uicilel. which now formed his o",n 
nonhem frontier. The LUllllllllehet. 1'0S5('s~mg 110 concept of 
klllgsh[p, recclved his enmS.1TIfS With thc s"lme II1dlffcrence as 
dlc[r ~nceslors had d,splayeJ low.uds Amlalth', elaull. There was 
one 5enlement. however. whosc dellizens IItterly refuscd to trral 
With "the thralls of Carn 0(1111." all act of .]efi.lnce whICh the 
\V Itch-king cO\lld scarcely o\'erlook. 

The.$(' were the Berninga, fiercely mdependenr Northmm .... ho 
h~d been dnwn from the Andttin vales ill the runnoil Ihat 
preceded {he \VI"h-klllg's comlllg. Under [he le~def"i11lp of theIr 
eh,eft,lln Ikm~ha!th. [heS(' bold frontiersmen had cstabhshed for 
dH.'!l1sd\'es a for[lfied str.,dll1g along the ba nks of th ~ RI\'Cr 
E ... ·rhir. .,(arerly thirty league" north of Carn Oillll. Unable [0 

compel sublll lS51011 from thColj>f1)ud Nort hnlcl1. the \Vllch-kmg 
sent out 3 host ofOn.:s In,j S[eJ-wam<lfs [0 r.wagr the ~ttlemetlt 
InTA 1304. 

During rhe siege tholr followrd. lkmabalth scnt [0 Ins Lunlllllies 
allies many calls for aid; but nOlle w~r( .1l1Swered, and [he 
stronghold fdl in flames. A powerful shaman among [he 
Lumimiel,et, h~\'ing fa llen under Ihe \Vitrh-kll,g's spell. diS­
suaded hiS people from giving hell' 10 dleir beSIeged fnend.'l. In 
thcIT own defense. descendants of these Luminnehel assert [hat, 
even had thell' f.,lhers held to I helT ~lhJn(e. [hnr slrength would 
hJI'c availed lutle again~t Ihr mlgl1l of Angmolr, The grim 
Ikmmga are unmoved by such argumelllS. bill keel' il1 [heirbeart, 
[he i:nt worJs Qf ikrnabalt" thc.r fallCll lord: " If I and mille 
cannot Itve here 111 peace, then none shall. If Illy house falls, II 
t.lkes all others with It. Let the cowards beware, for the wolf at 
my door sh., 1I 50011 del'our them and all that IS theirs. Mar their 
land remalll de'oia[e IIIm[ Ikrn:utath be rebUilt." 



Ikrn,ll'Jhh' < w,'f,/< ", .. rr ~[ll'r<l,'('J II'tI(', for [11 .. O rc-host "f 
An):llI~f, III ~n org.} ,,( "lolnK" a[l,1 con' III"'5I, S'H I'I ", .. ' tward 

from Ihr I't lln .. J 'tr,ldmg. UIIO Iii .. n(,lgllb<lrmg 1I1I1,lra, sbuglllrr­
m~ mall) I.wnmnrll"l. mdudmg tll(, .1 .. [ud .. ,1 s llJman wl,o had 
' I",krll a):.1I1I'[ Jldllig Ihrlr alhrs, [ .. avIll): Ill .. 1I1'1>{"r r('glOlls o f [hc 
. -bwlllr .1 .. ",1"[(,, !fillS .I,d thr \V,{ch-klll!\ hnng ahollt {he 

,.~[ pug,·m.'ut "f f"lk who rlllght ha .... • (Olin.] {h .. $[ rrng{ h {" rcs r .~t 

d,,' llhur<IIlIl< "f Anglllar through Ullll}" Ycl, at d,(' le.1S[, 

1I,·m"b.1hh's f,nr srn'rd as a w.1rum); 10 allthr Ftr(' Pcol'lrs of 
hm .... lwalth, dashmg the \Vitdl-kll1g's hopes of gammg Jllytl'llt 
aJl [('s among th(' M('n <If dwS(' lauds. Fortllll~lrly for them, [he 
Lord Ilf lilt NazglWs wralh was sl'('111 moslly OUI!.(' dntmctl<ln 
oflh(' Olln(',blll. 

3.7.2 THE BANES OF ANGMAR 
1-]'(' hflIH>lI) bltghu, ('picinllln, CIIT«,~ and JI.e3s(,5 111(' \ V IIch­

klllg IHlrkd agallls[ Ih .. 0t'mr.l.1Ul In th(' C()lI r,q Ilfh,s sil-ccnlury 
Gllllpaign had ["tic ('((eci on Foroow:u[h, intwdcd as Ihcy ..... ere 
(or th(' w,lI'nlrrdil11es ofEriador. Such ba!1(,s did nOI survive 1'0' .. 11 
in Ih .. (o[d of Ihe far North, and th(' IIlslIhr nann'l' o( Ys!aVJ 
Tall'en S('ld~m .. nl crrat ... d (onllldab[r bJn'icrs to dlclr transmis­

SIon, NOI ('v('n [he Grl'a[ Plagur o(T.A. 16J6, 
mort dt"'UUflllg tlUIi any sorcery. suc('('(',kd 
1Il 5prndmg f~rtJ.('r norlh Ih.m fJ.(' \Va.<], ·run­
dr.a. 

All Ih(' 5al11e, tI,(, l>fopl('s and lands of 
Foroowallh slIlTncd injury and hardshIp under 
Angmar's shad"w. As has alr('ady Ix-tn lol(l, 111(' 
Slnl-hor,lc of Vrd. long rd('galrd 10 tht rralm 
o( ~nnrl1l lr):tud. oner again matrrialiud­
flesh and hl<lod- bcfor(, Ih(' ('yes of [h .. f(,fTOr­
~Inck('n LII:t.S\)[h. J J.W1Jlg (alll'd 10 51'CUIT thr 
torahy of Ins lion hem neighbors, tll(, \VlIch­
klllg IIIvlle,iI luamlllr:lIh 10 S('lIk a colollY o( 
Unlle warriors 111 tht nonhwar,i-facmg \'" lk}'s 
of 1],(' Mount~IIIS of Angmar. Tllr~t h(' uS('d as 

snow rroops and wmlcr seOUlS, g .... 1I1): ,hell' 
chl('flallls kn(' 10 r:JI(I and plun.lu Forochd 
and Talarh U,chd as tll(,}, would. Though tll(, 
slrd-wafTmrs of thiS agr bckl'd the J1(lIlll>o:rs of 
the RrklJOIlklw "f "Id, tll(' \Vi"h-king $ub$;­
,hud Ihrm Will, w"al'ulls. armur and Mlpl'lit'S 
frulll C~1'I1 Dill". Throughout Ih(' c('utun(', of 
Angmar's dOlllll1lon, .<Icd-bom(' raiding part ItS 

(orgtd IIlro.1dsof dnlmctlOn;lS f,ll' wt51w,ud as 
11,(, Firt Tundr:l.. 

Til .. W'')' prtstnc .. of Angl11ar and 11$ WUI[h­

ION c:lllS('eI ~ gtncral sllTnng o( Morg:oth's 
l('g~ClU 111 the f~r Nurth b)' lalld and S<'a, Tht 
Jr,lg<J1IsofErrd Ununh reawakened andslalk('d 
Ihe laud. Th(' dr('adrd demon whalrs hUl1t('d 
Ih (' walers of Ekb'a o n((' again, ( hil11111g rhe 
11ft of K'clcktor uf the Snow-elves and trou­
bling the whaltng ~hll's dUI still d,lr('eI th(' na)' 

of Foroe],..! lU IhoS(' dark !lm('s. 511lJ mor~ 
lemble W,1$ a most abhoIT('nt plagll('ofllnd('a[h 
among Ih(' Y SI,IV,II T 31\'('11. l IS SOUf('e w.u newr 
idcnllfi('d wllh sur('fy, but fhe \VIS(' birr be-

\ 

I,('\'('d !lut tile \Vllc h·k,ng. III 1115 cnld Cllllllmg, l1a(1 contm·('d a 
means of ramlm~ [Ii(' COm111UI1 "sl'ell -b('ads" "'Ilich till' SII;1.111al[$ 

of [III" Y SUI'.II T all'en IIS('d in IIiclr.I,l,ly fillla!. m(eCTIllg. [11(' om:1" 
brn('ficiJt ~rl1r.,C\s wn ll Ihr S,1111(, nll'S(' as tll(, "lo?:",l-bb,~cs 

",Idel('.! b)' [he Na;rgiil-lransf0l11l111): litnr VIC[lIm 1I11u 11I1.1,·Jd 
sl.1\'('5. 

Y,·t til(' most gnrvou.< bhght b), far ""H dl(, \VI\ch-king's 
mpt('nolls I'0 .... no ... rr the "'father, Time all.! a~.1111. [hI' Lord of 
lh(' Nal'!,'iil wOllld (all do",n kdlmg ",mt('ric(' al1d I<'mpest IIpon 
Erlador, Thcsl" ullcndurabl(' colds h(' cunlurNI from the high airs 
o( th(' [~kak MOllntJms or the EncirdlllgSca. SlIdllltat a!llhings 
mortal 111 l:orodw;1.lll1 .... h('lh~r Man. brasl 01']11.1111, ('1< I>fnel1CtJ 
th(,l flll1adl1 itcrJud (11,)', TnI' N"ld<lfufE"('nms[ did eVl'')'[ llIl1g 
",,,hill [hell' J1Owfl' 10 [tnd !ll(' ";({Ims, bl1l (ound Ih('ms('h'fs 

wholly pow('r1cS$ 10 COUIl[fI' the \Vllch-kmg's sorc .. ri('s. Fur 
Ilte$(' (oncerned lit(' f('Jlm of Ihrlr own nllghllc~t foc: Ihr Demon 

of til(' NlJTtil \VIII.! JnJ his [(,g!OI15- Eloeklo, Lmdur's Ban('. 
Ollce a~all1 tll(' labur.< <If thc LQ{lge of Awakening had bem 
lurnrd back. No furer wllhin the circlu of Ill .. .... Ilrld nuw hrlJ 
thr puw,'r 10 SII'Ill Illr sl'cllllIIgly lInlllutab[e ad ... an(r of the 
Shado",. Su,h hope could onl)' comr from bc),ond E!lelor. 

O"i"ring 1M 
ltml'W 



3.7.3 YAVANNA:S TEARS 
EVl"ll Ix-fure .Ii(' nSf of Angrnar. the Vabr knew (u, fe.lred) 

thM 5.1llrou's f~11 had not l>c('n (umrktd}' ,·an<lluslll·d from [he 
world. Y('I, SlUCC the 0.,"'11r.,[[ of t\:.immor, ,hI' Lords o f the 
\Vest wrr(' lIIor(' loalh(' than ,','.:-r to "" .. n"ell" dlT<'n1r III dlf 
affa irs of Ih(' world; fo r b)' III/',r own choice Ihey had laid down 

thr.r lo:"ardl:1II51111' of Arda 10 Ill.vatar, and In his Judgment ,he 
0 11(' I,ad S("\'("'IT,1 M,,{dlc-'l"anh fro m the Undymg bnds of 
AIII:.n. Nevcl,hdus, M.1IIw(' d("("!Ilcd !luI it was still fK'nmuNi 
to .ill' l)owcr5 (0 sen,lmlo du" world cmissaries who would aid 

and nlCOUr,lgc tlu.' ClnJdr(,1I of II \ival:.r against the r('lIIm of ,Ill' 
Shadow. 

TiltS(" wnc du:c bt;m-thr \Vi1_,rds, a~ Mmcalk·d them. F,,'c 
was ,Ill'lr 1l111"lx-r. r;lch devoI("d to the Vah or Vali~ th.1! SC" nt 

h'"I. Of rh("$C" five-, Yamll!la'S 1T1e-$Srngn .... ;1.$ Ar .... mdrl: and Irk ~ 
hl'r, his special caTe- W .l$ fOT the- living things of Arda: bird and 
lw,lSt, tr~e- and fl UWe-T, and th~ e-;'Irth that give-s them life. Aiwrndi l 
knrw wrll Ins bdy'~ desirr fur the hraling of Forodwal1h; ,lilt! 

whell he- pcrcrivrd that the Noldor of the C\livu'mar falrrrrd I!l 
th tir cjI ,rstlwcaust of the \Vitch-krng's grla! mighl, he Joumrynl 
10 Evrnnist and came JIllOlig thelll. 

ThiS meeting fdl 011 an evcmng of spring 111 the yrM 1640 of 
the- Third Agr. For many IIIghu past, NrSfador. Master of thr 
[ .• xlgr. had Ixhcld ~ reculTing vision: an aged wanderer of rnortal 
funn, cbd 11\ nrS5rl-roks, jOUTIle-Ylllg we-slward across thr Fire 
I\mdra, 111$ wt;llhe-rrd fa(e lunuxlluwards the Errd Umanh, and 
EVenm~1 that Ilrs beyond. So II w;r.s Ihal Ihe- stranger was 
wrJ.·omC"d ul'0n tile- Illist-haunte-d tllrrsllOld o f HLth~dlll's vall'. 
and brouglu 10 the- LsiI' ofT ol Ely as a reverend guest. Ncstador 
gTC"e-trd Alwrndrl, cha nllllg the- sarre-d IllI'OC:Lllon of 
Yav;umacanwa: 

C~'IJ I ,Jrr 

r~III/'UlJI, IJU'OI;: 

NJII,/mi, aTOII/'JJI 

Ar ~"rprly' of"'S" rrrmrr<JI", 

IJl""/JIo NII'I""10rTSJI". 

r .. 1, pm ""'IT"" ".; 
Ar"J"I,ma, 
C"rl" II';" 

II" Q .... fli " ... "kflll: 
III , ... IIry, m wwJ, 
III Jal" III IIIQlmlam, 

I" lIN JmJ/IrsII:,,'Wlb '" Jr~" pL.us, 
B""I:'"lgmn 10 lIN II'Im,I.",Js. 
Ap1"'"r;11t .... hrrr sIN is lookrJ for 
A"d "n'ootld for. 
'/1" Q .. ml awakr"J. 

Then A\wrndrl sang in answer; 

Glllf i IJri; 

Or h,It,,/' f,'" 
)',/II,.{" 1IU1/WIII'" 

1",,,rri.rsJlII sli,illrrl 

G/''''roll "~r .... I",,,, 
F",,,l.m;-I,,,,,,,,,,,, 
.1i,,4~f~ /"rtJ""" 

II" Qurt" (alu, 
By ".",lrlllgulu 
Aloow s .. "J"'''1 JI~J, 
I brrm,tb h«zr "'IIIJ Ibr IOU", If"'''J. 
Ibrolr,tIJ 1oIO'''!( 11v.rrI. 
III Ihr f,,1I11v({b-~4, 
U~" grass} J""rJ, 

Ar ,./':.,""'1(11 
I.cSS"''' r' , .... mUJln, 

'1;'/m~J/"1 """It"", 
I'Mo""" b,Jw,"n, 
GIIII,I.i" 

Alld Jllild d" Jllt"rr 
Of Ihr mow-Jrrp """lin, 

hi ,b, w.:rif-"",J 
U~II lhr ,,,,,J,~, 
'f/:.( Qumr ("lis 

The-n all th( Noldor chaille-d in unison: 

N", toil, "/"WI 
1..6lrpr~SJt T<ino! 

1..1/ ;1 tomi 10 P'w I&', lift Ibruv 
/n ,br l",Jrn of Ibr Quttn! 



A ~d"nn' ("II,)I'.c,j as all louk dlclr M"~b UI Ihe swe" I-I"Jgc 
(11)(111 Ihe 1)1.U1.1 AI l.uI. NeSI.1JOr )pokc: "Oh G I'eal Ol1e. " IS 
pl.l1l! I hal rutl come to us (rom KCl1u·lI1:m. (or rou know the 
~,red worJs. \Vhal repon Jon Ihe Earlh MISTress speak 
tlu\.lugh ynu?" 

I hell AII~~lIdd answered: '"For Ihree and durty Jim and more 
)')\1 haw pllr$lled tlw palh uf 6lclh's VISion, the healing of 
\VUIIII,~,1 Land. Fre ~ 10 Jcp~rt" 1111 0 Ihe \Vesl, YOll chose ralher 

1<.1 )cr~c Y~~3nn3 Wilhill Arda Maznd, where she can no longer 
w~lk, so Ihal die spnng of her promlSc n"glll Ol1e day aw.ak .... n. Of 
.a ll Enl'J Clllldrm you, Oh pcople of Ihe C," vifl1lar, ar .... mOSI 
(avor~d III her ey~'." 

' 111ell NtslaJor said: "BIII Greal Ont, all for whICh we h.we 
bboITd wllhers now un.!er Ihe ~Iadow. llow (.111 we wu liS1311d 
allJ 111111 lxack cvils such OI.S Ihese;" 

"]tcoll YOllihe V~I..'l'<flII~," (:ouillian.le.l Alwendd. ad.lrc~mzg 
Nol,I,ltlr. "\Vhal docs II lell ofYav~lIl1a KClI\tllt,1n;" 

Ncsl.I<lor ob,·ynl. dlaliling Mlfdy ",ords h.: h~J kam .... d III 
Valillor b4:ne:.lh Ih .... lighl of the "I ..... 0 I ree~: "Some Ihcr .... ar .... who 
ha~e seen her st:l!1d"'g hke a trec tinder h":ll"<'n, ("Towned With Ihe 
Sun; .111d from all ,1$ branches rherc 51"llcd a gulden Jew ul'0n Ihc 
Imnn canh, :lnd If grcw gr'·cn .... " 

Y CI evcn a~ f"olaJnr uII,·r ..... 1 dl""5C words, ll"" fell i/llu a rrance, 
:md 3111 he Itl • .I!:e W,II. lum. I hen Ihe Nuldor behelJ;.an ol~rI,t. a 

1'1510n 1':llh 5udl;U thclr mlll.l, "("T.' w.lI11 III Ire .. .! m w.lkeful 
rel)(l~e. ' Ille 1' .. 111 led from Ihe Meanung Lank of I-ilfhaclm 
Ihmugll IIIC forested hollows of C"enm~L findmg all end UI>OIl 
the SUIIIIlIll of a grassy klloll overlooking the valley. Then the 
I',\lml (.Ided, .1l1d Neslador wulo the l o,l~ c returned from [rmo's 

Iwdll "".11111, hilt AI"Tndl l was Howhelt· to be seCll. 
"I hen Nesladorh,ldr the N"ldorfullo'" 111m on Ihe parh whidl 

1m wUlds IIMi calleJ forth, and IheTe ou Ihe knoll Ihey fOllnJ 
Alwm.lll wJltln~ (or thcm. ··Cum ... f' he ~J IJ . "Sce wh,lI the l.orJ 
ul UrcaUl) hJ~ rCI'Caled 10 }·ou." Ne~IJdor :ll'pru.1dIl'J; ~I 

Alwen.liI·~ (omnl.llld, he lJC"gan 10 dIg .11 Ihe groun.l. drawmg 
aM.le til"" lun wllh hIS hands, and Jr~w furth frolll Ihe canl, a 
SIl";Inge oU)eCl. A )Ione II sumNl.1I firsl, yel as N",sladordcanseJ 
115 slIrfact uf JIM he sa", Ihat wnhm liS ~olden. Iraruluccnt IlldSS 

were lod!: .... d dungs once II\'IIIg: a {ltlwcr,;\ lraf,:I blade of gT.lSS. 
rhen Alwrlldll spoke: "Behold, one of I he Y~""mli", I hr "l'cM) 

"fY.w.lnna, Ihe golJen dew spdt "]'on the han'en e.11th!"' 
1'11'" Nuhlor wac sileni Wllh aWl' and did nor speak. but 

Nr~I.lJur 11 1a~1 'l"cSIIOurd Alwend,l: "'I'd! us, Grrat One, what 
dll~ l11e~ru." 

Alwrn,J.llJaJ .... Ihe Cmv,crnar to s.1 Ihell1sd,'cs llpon Ihe grass, 
1nd bC"g~n to ITeOUnl {O tI ,em til"" la[c of Ihe Y""J.1Ini,,: "TillS, the 
laM of Kemem:in's d .... rds wilhin Mrd.lIe-ea{"lh embodied, calilt 
to P3S5 III tht .lap Ihat followed the Gr,'31 Bailie which ),011 call 
tilt' \V~r of \Vntll. In thai Ill11e, err Ihe HO~I of the Valar 
dcp;\r1ed I·"tunom for Aman. nevrr 10 relllTll to mortal lands. 
YaV.1nIlJ CJll1(, 10 Middle-earth ~lId walked alonr :lmid thc nnll 

of Ihe I rOil MOlilltallls, slIrwying III grief Ihc desolallon of the 
land. And ,he WCpl. for her power W:lS nOI now Slrong enough tu 
cr,lSe Ihe memory ofMorgorh's el'I !; but her golden tCM~, f.11 1111g 
lipan the barrm eJnh. froze:ll ils 101ll ... h. Then Ihe Earlh MI.~tr ... ss 
IlIrned aw.lY. anJ did nOI rClurn. 

wSw Lor By your age- long !abon )'till !..IW aclllewJ such 
he.l ling for the broken I.md as lay Wl1hlll r,'Ur l)(Iwn, .111..1 rt has 
nol b4:en III v.lln; forby yourown h:lmb Ih .... wasle! arc ~tl~sl freed 
mUII~h fl"<)lII Mu'!:olh's lalnt Ihat Ihe .!onllant I)(IWCT of the 

)"~"~II"!Tr "ughl yl'l hc ~lIrred to aw.,krnwg, .111.1 the Shaduw IJc 
Ihw.m,',l·· 

Tllt11 Ihe Cmvlcmar ~angr'-;JIs("~ 10 Kement.in f<>r llef wI~um, 
and 10 Inll" (ur rel'l'almg it to Ihem; bUI Ncslador ent reau,d 
A,wclIdl l: "If r"ur words b... tnte, G real Oue. leach liS ",hal we 
mUSI .!o 10 brmg these Ihlllgs 10 pas.s."' 

Aiwrndll answer~d: "All the skills lI"cde..! to achicvc thLs ljllesl 

YOIl a[rcady possess. 6leth has Inslrllcted yOllln I hr ways o fimlO; 
and Ih" Master ofVisiollS wll[ teach YOlI the l',1Ih, "~Yen as he has 
on tillS "try e~e fCve:l[ed 10 YOIl Ihe firsl h'~T'" 

Theil Nestador asked: "aUI how mJny arc Ihc~ ... Icars, and ho'" 

Imghl dlelT power be unlocked once Ihey Jrc fOlllld?" 
"The )"ol\"~n";ri;lIT many. but nu[ numberless'" s.lId AI"'end,!. 

"Thclf number you .... 111 kno .... by Ihis s,&n: when an ancien! co·,1 
slla ll me agaUl and J~..:bre ,[sclf olxnly 10 Ihe .... orld. on Ihat day 
shali lhe lasl lear be found; (or this queSi shall be yOll r final an.! 
!:re3lCStlabor on Ktnu;,nlan's b...half III Mlddle-earlh. and ",hen 
il IS fultilled Ih .... Earth Mistress bids you rcturn IntO Ihe \V"'$t, 
there to raelve frum lmlo fest ~nJ rewarJ for r01l1" IIKomparable 
~erVl(:f." 

[·hCII. nlnllll~ 10 all I he NoIJoT, A,wcndll rh~r"ged them: "Y Oil 

III11S1 galher Ihe )"~"~lIni" 10 Ev~nmS!, I" Tul Ely. \\'hen tillS I ~ 

aecoll1p l l~he.1 a.s I ha~e forespokcn, I hen you shall chant the Great 
Song ,)f Awakenmg. ",caving rmu liS melodlcs ~U the long I,lle of 

your labors. cl'<:cn:lS yo ... ha\'e mM"nbed Ihal uk UPO" tile slopes 
ofOmd Cc-rth:u. Theil fOur quest WIll be at an cnd." Ai"'cnd,1 
look IllS lea"e, Ihen, of Ncslador, S~}'Ir\g th;1t ht h:.d other ra res 
III Ihc world 10 ancnd. He ncv .... r rcnrrned to !.::wnllisi. 

So began IIIC great t~sk of the Cnl\·lc.llar 11\ th ... Northern 
\VaStc. Now311ast the Noldorpossesse.j;\ l">Owcr Ih~1 nellhcrthc 
\VlIch.klllg nOT Jlly l e~,Ky of Morg,}[h (:oll ld OWt1hro ..... ["]1Ir­

lem "'IIILII'I"5 uf'l"esl woulJ f"llow bd,)rc Allwl\dd's prophecy 
~bolll Ill.· filial Ifar'~ .l iscol·c!)· wm.I.1 Willi" 10 pas~. 

3.8 THE FADING YEARS 
Th" l)"r.lI1ny of Angmar conllllllC<j 10 tr<lublc Erl.1dor alld the 

NunM.lI1ds (or allolhcr Ihrer (rnltlrle$ afler Alwrn.jlrs \lsita­

lion In [,·en11l51. Ihe Lodge of A .... akellm& aU Ihe ",Iule (Iulelly 
pllf~Ulng II~ 'ILle~l. The end oflhe \Vllch"kmg'~ rc:l lm C.lll1e In Ihe 
ye;lr 1975 of the TlmJ Agc, foll<l"'llIg hard "!'Oll what seemcd 
thr IH,"r of Ius fin.11 "ictory o\"er Ihe DI·lI1e,l.lln. A host of Elves 
fmlll LIII./"II'I'HneJ bY:I great sending forn from Gondor 1111 he 
Solllh. mb],ed Ihe \VHch-klllg of 111. lu ng-.,oLlgh l Vlctot)' III ~ 

SIIlI5:!c Lattle. As III all gr"ar baltles oflhe 1'.1 .• 1 III wInch Ihe Elves 
took ],.In, Nestador sent J company of \IIpliC wamors 10 fighl 
under LIIl{ioll's b~lIner; btll forthclf pan, the Lodge o f Awaken­

IIlg Viewed Ihc confllCr as a di\Tn:ion from dlClr tn.e stn'gg"': to 

rrco,'cr Yal'aJltlJ's Tears for Ihe H our o f Aw~kenlllg. 
One of Ihe most sor-TOwful !.lIes :I5SOClat f{/ wllh AngmJr'5 fall 

is Iht de:llll of Arvedur. last kmg of An"ed~m. \VII], his carll:ll 
of F()rno~t In nnns, Arved\l\ abandonrd hiS desperate defense of 
the North Down5 and fleJ th l' \V,ICh"kin!:'s l e~iOl1s wlI.h a few 
companIOns, bearing with 111m Ihe Irea~ured pal~"tirr. Ihe secmg­
Slonrs ofFornust :lnd Amon SId. Crossi ng Ih ... \V.lsh Tuudr" ill 
11lId-wlmrr, Arv .... dui came through ll1urh advemllre 10 Ih" shores 
o f F(lmchd, and rhere [t:LI1splfed Ihe b .<t llIectlllg of ways 

lJel",eCI1 Ihe Lossolh anJ Ih .... klllgs of Anhedam. Tlte fug,tivc 
klllg wllllcr .... J w,dt I], .... Y Slal':l1 TallTn lUll II a sllll' c(M. IIJ be $(" l1 t 
ff<)m L",Joll I\) ITSCUC 111m by S('~. 

Alas. Ihough Ihe \VlIch-kmg W.l$ nnw dCI'~n"d from Ihe 
Norlli. hiS III"wl ll lmg"red III tile wealhcr, an..!,l $u.ldcn, Vlolenl 
I':C-Sluflll s,lnk ArveJUI'S sIn]': the Irrcp l,lCe~b'" p"1~,.tin wem 

wllh !lIm. Yellh,' .!oomnl kill):, by h"l'pyehancr. had. prIOr 10 
IllS I"mu.ll"ka",.m, Cntn.slfJ to 1m h"~b tile Rill): uflh,..llm, the 



llt ~nlof lk 
Ih...,l,ninl 

b.ldgl" of his house. This ring w~ later ransomed from thl" 
Lossoth by An"l:dui's survIVIng heirs. who contlllurd 10 wJ.nder 
EriJ.dor ~ffer thnr rc~lm's collapS(", and would one day produce 
the gn:ah-sl mnrtal hero o( Ihe age. 

The crnumcs thar (ollowed Angmar·s (all bccamc known as 
the Fadmg Yl"ars. (or thry wer~ Ihc autullln YCMS o( the age, in 
which till" might and wisdom o(the \Ves[landsgradllally dimin­
Ishe'!: the kmgdutn o( Arthedalll was nu mure, and waf-10m 
EnaJo( W3.S .j.-solatc. Yet HI FurodWJldl dllngs were an)"hmg 
bu' calm. As soon as F.lm klo and IllS wmd-horde percr'l·rd ,mew 
the Iluesl o( the ClUvlcmar and rl"alized Ihal lIS ~\lccessful 
complcnon cuu]d only bnng about [heir utter uvcr, hmw. all 
spirits uf ill-willlxgan to.) oppose the efforls of the Noldor wilh 
fierce war, transfonning the Nonhl"rn \Vaste imo a supernalllTal 
baltll"-gfolL(ld of Ihe d emenlS. 

Twice during these years the tumulrs grew so grl"at ,hal all ,he 
\Vesdands suffered dc"..stallng rl"j">l"rClISSIO'\S. Thue Wl"f(" IT­

memlxrcd in Eriador. Gondor and Rhov;lllion ;\$ the Long 
Wmll"f (TA 1758-Z759) and Ihl" Fdl Wllller ( r.A. Z911-
Z9(1), JJl which thrre W't'i great It)SS o([ifl" from Ihe unnalura! 
culd. J.u("kt[)' for the sOllIherners, bUlh blighls Wfr~ contained 
wl/hm till" space o( .1 SUlg[c year and dLd not telllpl Ihese 
mal~vole lll spiws to remaUl Ul the South. 

T he Noldor o f Ewmll$t pro\·l"d indollulabk theLr heartS 
klll(llcd with the holX of AIWcndl]'s rrorhl"cy. Th~y sought e\ocr 
11.1' 1·,slon-I'JdlS of Im,o--<hantmg, mCdllJllng, Journeying, 
unearlhing Ihl" )'.Iwml,{n and plallllllg III thclr place till" mJh rchWI, 
(o[[owing ILl the footsteps of61etll and Lindor. \V lilt evcry lear 
won, Ihe song-)pdIs ofOrod Ccrthas grew evermore pOlen!, and 
the Naldor b.d hmdmg clI . hantlllcnts upon Ihc wllld·horJc, 
cOIISlglllllg Elex-klo and h.s legions 10 rl"morc and uninhabLtcd 
mOllnta", crags. far (rolll Ilil" "wd[mgs of Men. 

Finally, the day fomo ld by 
Aiwcndl l (;l.ml": in T.A. 1951. the 
Dark Lord Sauron rl" ltlrnl"d to 
Mordor, nammg his own name bdurl" ,1 Icrror-sln.ken world. 
F.vC!lthc N oldor of Evenmsl Wfl"l" JmJ7.rd, for the), knl"w hLm 
not unt,1 that hom. Then N.-s lador laid the la~1 T e,lr of Yavanna 
,,['-un tltt hcarth of the sweal-Iodgc on Tol Ely, and convened the 
CUlvlcmar, s.,ying: '·Now comes the final con fllCl o( lht age. LIl 

whICh our qUl"SI shall be achlevl"d alld the Nonh be ddlvered at 
[asl (rolll Morgod{s .rrmes against Yavanna. Arda Marrrd IIIUS[ 

remall1 sll l-,ect to E"II-stLch I. liS do()[n-bu! n",'l"r ag."lI carl 
th.1t EVil m\l~tcr to a Single [",\Ill: III Sauroll'S f.11l II shall Ix 
scall",·cd ull,,1 [he End." 

3.9 THE WAR OF THE RING 
The war ... ·h" h was 10 brmg aoout 5.1uron's I'nJl'hesied 

dowllf.,11 did nOl enlpl (or .mother ~1~ l y-sC\'en )"l"us. Dunng the 
calm before that stonn, the CUlvicmar commrnCl"d the Song of 
Awakcnlllg, the greal ritual lI'[uch would unlock YaVJlIlla'S 
sillmberlllg power for the rutor,uion o(ForOOwail h 10 It s nat ural 
n atc-Fomdwailh as il might once havc bee[[, had Morgotll JlOI 
raised ,he Iron Mount.l11u and tOOlll"nted the l.md II'lIh his 
deSlmCIlI"l: WilL Thc numbcr of thl" >"I'olnll;n. all eQUiliN!. lI'as 
sutre'gllt; ~nd the sung-ntes fnr e.1Ch rl"'IUl re.! the l\;Issagr of J. 
(ull [gr"".If, a rear of Ihe sun. \VIII. d.e ,~o ml'le t l"' l of l"Jch 
cernll'JII}·, the te.lr 1I'0u[.1 ,b.~,h"<" 1[[1";1 hqutd alld Ihell ;\ ga5(""()U~ 
fOml .. lnd lI'ould flse frmll rul EI)' and Ihe Mistme, c [,ke a 
goldrll ha7.~, dIspersing Illtu the alt. uf Forodwaith, ta11l111g liS 
coJ.!s, drmng away Ih~ wmJ-hordr; o r sett ling upon til\" frozen 
eJrth. causlllg new Ilfc 1<> ~ I'nrlg fon h. wa5hing dl"an Mo'Xo[h's 
curSl", (orcing 11I5l"n:Jluro back lUlU tile Undcrdcel's. 



rht \Var of Ille RIIlg. tlit ' lueSt 10 J Ul roy $;turon's Ru[ong 
Rmg, l>tg~n III En~dor, bul nlOl'ed $<)\uhwards, as u mllst, 
IOwards Mor,[nr. [caving Forodwallh ;lS dIe one I't"glon 111 

northwcsh'TII MIJJ[c·nrth 'h.l l look 110 3CUI''' pan. on euher 
~I(k 11\ Ihe greal stnlgg[c of the agl'. Yet the viClory of Ihe 
CUI\·I"mar,o'lInd"d. as Aiwendi[ foretold. with the Dark Lord's 
h[!. On Ihe dmd dayofGwlrith. III Ihl' year 30 19 oftht Third 
Age ,1ft he Sun. the One Ring was 1Il1llMdc III Ihe forge ofits birth 
olnd 5.1I1r0I1'S spirit departed Arda forrvcr. Eight months later. 
the [ut ehoms of Ihe Song of Awakrnlllg was chantcd al 
EwnllJsl. 'nIl' Fret Peoples of the Norrhtrn \Voute ell'l"'rienced 
the gellt!esl wlllter they had ncr known. followed by ~ spring of 
JOY: bUlI"rrorand lilsmay as5al led the crc<l(ur"s ofMorgoth. and 
IhoS(' that did not slay thelllsdl'tS outrlghl rook I't"fuge III d.,..p. 
dark places. and. seldom did Ihey due 10 \'en!ure upon Ihe hV11lg 
eanh for many years Ihereaftcr, unless driven by hunger or grcal 
need. 

3.10 THE FOURTH AGE 
Their ' luut achieved. Nestador dissoll'ed the OIlVII'maT. and 

th" No[dor abandoned Evcnlllsl, seekmg Ihe G rey Ha\'em of 
LlIlJon: billlhe Snow-eh'U r~mallled III Mlddle-r .. rth. deSiring 
onl)' the llghl of HcJccdul ( tllough their leader. K'dektor's 
WldolOl'"d Wife Losp·mdd.chose to be f(ulll ted wllh her husb .. nd, 
;ommg Ihe Noldor III Ihelr westw.ud [ot'Tlley). After the close o f 
the 1lllrd Age, however. Ihe Snow-d,'es vrnlllred only seldom 
infO Forodw~ith, preferring (h~ pristine icc-realms of IIie uner 
North. Thlls Ihe Elves faded. and the Fourlh Age InJly became 
the Age of Mm. 

\V"h the deSlIllCllon of the N\'UllCnOrean realms in Eriador 
and Gondor's decline, the whaling profession had slowly d,ed 
0111. and .llIps cease<1 to saillhe B.~y of Forochd. In Ihe Fourth 
Age, the rdJlII [dmg ofTharbad signaled a relum of Ihe whalers. 
only now Ihe)· sailed not under Cardob nian nags bUlundcr Ihe 
nag of Amor. Under ElessJr. first king of the reuOIled realms of 
North ~nd South. many e"pedltlonS InlO Forodwailh were 
launched. \Vuh Ihe newly opened roads and febmll Cl\1es and 
slrong 1"'l l1Is . Ihe fllr and Ivory trade became profitable once 
agaill. Men could hunt and tfade w"h01ll (car ufb,lI1dlts or O rcs 
warhrlng Ihclr supplies or mulc trains. 

The rmew;,l of [nng-sllndncd deallllgs brlween the Y stav.it 
Talvw and Ihe hcirs of NI',mcnor IUnltably cllcoull trrcd somc 
,/'stnlst ,1nd nll)lIl1dcrst,lIldlllg. as ,he Men of Ihe South sought 
10 1I1l1"'SI' dltlr WIll upon the Nunh. As the newcomers soon 
le~med. neither the b nd nor Its people were Iractable, and 
accommo<blJon soon followe,1. \Vllh Ihe p~$s.1ge of IUlle. the 
Louolh bcc .. mc less aloof ami, III many cases. aClivdy pursued 
trade wllh lite sOUlh~01ers. Th~ \·tlbge of Mulkan (once Itlde 
mure than J IlISIIC camp ofLo~~ollt and RIVen11ell on Ihe shofes 
of Ihe \V~sh Tundr.l) bCCJlllC J selded and e.<tabhsh"d 10WIl­
nOI LlI"ge by ~mllhen, slandards. bill abk to provide Illllch needed 
gooch. JeTl'11I1l .1S ;' Slanlllg ),01111 (or those vel1!urmg in Ihe 
North. 

As Ne$la.lor had pCf(c,\'ed. Furo..lwalth oflhe Fuordl Age was 
nOI without lIS dangers. Th"ugh lx- rcfl of S;mron's ullcndmg 
I'Jlrrd todn~ them. O rcs and Tl1.>lIs (011l1l)1Ie.1 10 mfe)! many 
o( Ihe motmUlIls. all(l dr.tgolls ~II II roamed wher~ Ihey would. 
' I ra\·dcl'3.nel",1 nOI ~o far 1lI10 dIe N"nhcfII \VaSfe 10 find WIld 
~d''C11IIIr''_)r ,<> ha .... " lInJ Ihem 

3.11 THE TALE OF YEARS 
The chrono logy Ihal follows ... ummaTl7,C5 Ihe hislory of 

ForoJWJllh I't"counr~d abo\"~. It al50 T«ords names and el'ems 
referT(d 10 dsewhere in Ihis modulI'. II IS not u hallslII·e. and is 
IIllendcd ralher to proVide Ihe g.l!11Cma.'iUr WIth <Jllick and 
convenient reference to even IS of cndu1'1ng 11111'0rtance. 

SECONJ) A CE 

c. 1-900 Forodwailh is uninhabitable. As Ihe forces of wind and 
erosion create dramagc patterns 111 t he 1I1I1dd)· rubble of Ihe 
Iron MotlnlJlI1s. streams and nvcrs app~ar from summer 
snow-melt trymg 10 reach Ihe Sl'a. E\·f1ltualJ)·, seeds and 
spord from the Soulh drift in on summfT Slonn5 and Ihe first 
plant (O\'er lakes ho ld. 

498·5 12 Thllgon of Lindon leads upcdillons 11110 the trackless 
W.Ules [e(1 from I he destmcl10n of Angband, sakmg 10 
haslenlhe greenmg of the land. bllt lIladvef{clllly awakcns the 
Balrog of Morgoth 's Well and IS slam. 

c. 900- 1300 Animals migralc mlU Forudwailh. following Ihe 
new[y,cmerg" J1t plant hfc. 

C. 1300- 1700 Silvan Elves frum nurrheru Rhovalllon begin 
trekking into the Tablh UIChd m sprlllg and slimmer. 

1695- 170 1 Wnuguin Eriadorbelween SaufOn alld Ihe Elves. 
1697· 1699 The Noldorin realm ofErcgion (,1 11s before Sauron's 

<>IIS!auglll . but sevenl NoJdor nee northwards. O ne group of 
refugees, led by Lmdor. fails 10 reach d,e l.1felY of Rivenddl 
~nd IS compelled to wilhdr.aw InIO Forodw~lIh. rd endessly 
pursued by 5.ulron·s mimon Cdebrmg. Lmdor falb III bat tic 
WIth E[O('klo. but some of h,s coml'amons. led now by thc 
myslic 6 1clh. dude caplure by !Jking refuge 111 Morgoth's 
WdI. 

1700 By means of a myst,c~l \'islOl1. 6 lelh [cads Ihe Noldor to 
the hidden valley of E\'enmst. wher~ she fotlllds the Lodge of 
Awakemng. Sauron rec,l[b Cdebnng from the Nonl,. l>tmg 
harJ ' l'res:><"d to defend his cOl1cluuts ,n En.i.lor ~gainst Ihe 
aml'a l of a Nllmenorean annada. As a lUI .lSSalllt ag~ l11s( the 
ftlglll~'" Noldor. CeJcbnng rotlSU Ihe ,ingons of Ered 
Rhi\'amu. 6lelh IS slam. but Ncsudor succeed.. her as Master 
oflhe Lodge. 

170 1 Under N estado r's leadership. the N oldor rcpulse the 
dragons from E\'ennist. securing ,t s bord.-rs w,lh 1l1.1g,cal 
w.lT.ls. 

c. 1700-2200 Ullderthc lcadcrsh'pofGa[ator. J gruupofS,[van 
El I'es abandons Rhov3mon 3nd I' .... rmancm [)' OC'::Up ICS T abth 
UlChd. be l11g discontent wilh the mlnls,ve n,l ~ of the Gre),­
tlfOrophcro\·crGrcenwood. T hcse l>teome Ihe LOS5ldl J. rhe 
Snow,dves. and Galalordl.lnges his na l11e 10 K·deklor. Lord 

of Icc. 
c. 1800, 2200 T he Be .• dmakersse"lc the (oaSI$ ofForochd. bUI 

m}'Slenolisly "alllSh as olher Men lx-gm nugralmg mlO the 
region. N,lmenore.1l1 whalen from CarduLm brllin p[ ymg the 
1\;'y"fF')nxhrl. 

1941 NlltllenOrt.1l1s frulll Cardohn estahlish II,., wh.'[I1'& oul­
pOSI ,If Achrond {lff Ihe Cal'" of Forochd. 

C. 2000-2250 H OJ.Ollilulh Ihe RmgwT.luh 1I111rashcs hiS Urdlc 
hordes agalllSl all who refllse tn call 5.1l1ron of Murdor God 
and Kmg. The p"gl"onts rh.lI fo llow ,Irive the progenitor:; o f 
the Y~I.I\'.l1 Tall'en (Ih" T am;,!lIpl .1nd Ihe Lcvcapbt) weSI· 
wJnl across TaJ..th U"hd and IIlto Forn.·hd. The Snow­
eh·cs !-dnen,l Ihr5C fugltlvc 1>1'01'1.-5. J(lllllllg ,hem III Ihnr 
fl'ghl . [111" l"I('fslslen.-e "f th,' Ur,II ,- r.lI,h ,·\·elllu.,[[y pre"!,l ' 
l.ll,·S.J ~lIn,lcnng of IIIi." T ,,"s>l)-'I 1111" tI ... Jl.11111,'h"1 al1.lI ['~ 



bcrg-Jwd!m~ MnllHft"\:>I,IJ"'- The Levrapbt C\'oil·c 11110 
dlc L,,~sodl (LlIIHnlllchrt) of laler history. They movc 
I"'-SI "'.II"J Intu th.- \V:uh ["llndr.l and ~ctt!e along ItS l'II'Cn and 
Ihc ~h"ru of Hiib J-kk!lln. 

c. 2250-2400 Dwarves auclHpl J few nl1l1es III the Bleak 
MOtull;Unsand dIe Ered Rhh'~ lHar. The cold and rhedlslancr 
1I1I"01l·e.1 III 111.- Ir,1I151)<)n':lIIo n of Ihelr uru proves 100 

difficult. :mJ [hc IIIInC5 arc cvcl1l1lally abandoned. 
33 19·3345 TheSc..:ond CMadys1n- The Downfall ofNI',mcI1OT 

bnllgs .ll>u"t rhe g[ohlllg of Ihe world. from wh"h Formiwailh 
suffers greatly. The Urdic raids cease. The Vah Ulmo forces 
a sh.lrd o f the los[ lamp Illmn (Hclcnhil) 10 [hc surface of the 
L,ndlcS$ L,nd. He comfons Ihe Snow-c!I·cs. WIIO jOllTlle}" 
01110 Ihe Landle55 L1nd. drawn by Ihe liglll of Helc(]lul. 
Th .... re K·t!cktor conm,elKU tILt bUl ldmg of Hdlm h. a majcs­
he my of icc for Ihclr dwdllllg. 

34 30·344 1 '['he \VaT "f the LUI Alliance of Men and EII'es 
Imllgs :Ibout rhe do",nfdll ofSauron in MorJ,, !". "part forthe 
Nol.lor <If EWnlml. who JOllrne}' SOlit h Hl figlll umkr GII­
g.lJ.I.I'S IJdnllcr, Ihe eon(1lC! passes wllhOIil MI nmel, :as 3 npple 
tI, du" Nonh. 

THIRI) AGE 

4t! K'r[(kloT «lllll'ktes the burl.jlllg or HellOlh. Ilrre~fter thc 
Sn<lw .. d,·,,,s come kss oft~n lu ForodwJllh. 

M70-930 Am bah. first king of Artl1l'dnlll. d.lIl1ls.1 J'rO!cClor~tc 
uwr Foro<~wailh .1n.1 a~ pco)'le5. He sends opcd,tions IIltu 
til<' Northcrn \V:t5l e III SC"arch of a m<lnilllle pon. bUl har~h 
we,ll I!er collfotllld~ IllS e/Tons.. Aml:lllh 's granilion. Malgolodh. 
elllo."b~ IlIJlISdf III Ere.1 RIiiI J.IIIJI". 

1 276-1 300 The Lord <If ,hc N.lzg"" (",h,. .-"mes 10 he known 
;1' ti" , \Vn.-h-knlg) c."',lb!t~ho a n'ah" III Angnur. Tlte 
1.1I1l1l11ll~het ofTalalh Uidll'! suffa grcady from the deI'H'­
.brl<!lIs ofOr.:~ and rl'll Men fromlha! falld. The \Vuch­
kmg's ~or,erolls malll],lIJ.ulons of En,lJ"f' S .... e .11 her have '~Irc 
,ome'luCliCes for the '1"131',11 T3].,·en.:ll> J".:~ 11l~ settlemen[ 
of a ,olun), of Urdu;: )1.-d· ..... 'moTS In the El'lu' l Angm"r. 

I 30 I r hc \Vlfch-kmg') forces CJl'lurc Ihr ArlhJ.bnl~1l "laJd 
of Mmas Eldanary.uon. 

1304 The Iknung.l of TaJ.uh UlciLe! arc esrrangeJ from fhe 
Llimillllrhel because of thnr f.,duTC 10 jom In the doomed 
d(""fcn~ of Ikm3st3lh. bunted to rhe ground b), Allgmar's 
IegIOIlS. 

1310 The SUT\1I'OTS o fBcrnastal h bnng an end 10 thCIT W31l<~cr­
Ings. founding L'gr \VOd~ llC Beme on the shorf ofBc3r Lake. 

1408· 1410 T he s.:':on.j Northern W ar in Enador, III willeh 
Sauron dev;lStalfS Cardolan. \Vhalers from rh.lt realm. once 
'Ollllllon III Forochd, gre.1rJy diminish III numbers. though 
Ihos("" of GOIIJonaH or mdql(""ndcHI origm COJ1{ mUe 10 sad 
north fur many cclitUTle$. 

1439 rhe Umil" 3Ttls.:m G.1lgnn esubhshes V:UJr:m AhJo on 
the caslern shore of Ihe Fon.akcn &3. 

1545 'I' earof Ihe Dragons. The \Vllch-klng'ssorccnes rotlS(' Ihe 
dr~g()l1s of the Nonhern \V:ute. wreaking hal'oe on all Frff 
Peoples ofForodwailh. Th~ dragon CanaJr.l$ slays Galgnn 
and steals 1m magi.al hammer. A demon ..... h.,k of the 
En..:,rdmg Sea dn'O"rs K·dcktor. Lord of Hellolh. 

1635- 1636 The Greal PI31,?\lf do·;tSfJles much ofErudllt, bu[ hu 
lillie effcCl on Forodw~ l fh. Only a few Lunmmcs v,IIJgcs of the 
\ V 3sh dnd Herd ·I·undr.u arf harmed. 'me Orc-c!lIefIJm. Agog. 
selZ~5 pawn over [he Orc-trlbe~ "f [he Ble~k Mountains. 111c 
\Vllch-klng ClrculJtcs )cvtr~l talllted spcll-Ixa.b .1I110ng rIle 
Yst;ival T:llvclI. rral'llIg a fearfu l harl'est of IUhJr.ld. 

1640 " he wl7..Jrd AI ..... eudl l (Radag;l..~I) VISIIS Evenm~l . rn'e,l[lIlg 
to tht No[dor Ihe firS I uf Yav;mlla's Tcau. The 'I"nt to 

gad,a all of the )"~"~,"dr, 1.1 ["efillisl Leglu). " feb elllOll 
3mong II" Orcs of rhe Bleak Mmmrains Ica.b II) Agog's 
assusinalion; b"l Ihe (Otll' f.llls. alld Nog son of Agog 
e~Ulll es ils leaden, Nog becomes ,11'''1'1'''' o f Ihe \V IlCh-kmg 
hili . dlle fO 1115 mcffcClII31 nile, Ihe Or(-mbcs <)n(c ~g,lln 
bcgm wamng 3!nong Ihcm)d vcs. 

1974. 1975 The llllrd Nonhero \Var of Eriador Icavcs bOlh 
Anhrd.lin and Anglllar .Ieso!.ue. The del'redalions of Ihe 
\Vllch. king In 1 he North come 10 an abn,!" end. "rvrdlll.l;l:>1 
klllg of Anhedam, drowlls III the Ih),ofForochel. !.Ikillg .... lIh 
hlln Ihe p"/.mfirr of Anmimma" and Amon Sirl. Freed af b51 
(rom I],C \Vlfdl-kmg'~ sorcerolls gnp. r],e ..... cather of 
ForoJ ..... allh gradually relllrn$ 10 11.1' lI,ullral p., lterns. S~" mg 
lile Ysuvat T ,,].,·cn from cxllllcllOn. ·1 he nnll uf Anhedalll. 
ho ..... c\'~r. results III dlllll1U$hcd COlllact wllh Ihe Som h and a 
rcdllCllOII inlhe fur .ll1t! IVOry tude. The Ikrninga drpart the 
Northern \Vasle. rctllrnlllg to Ihcir allccSln! homeland illlhe 
An<11I1Il 1·~I.,s. now free,1 from Anglllar's gnp. 

19S I - 1999 S.:allcred by Ill(' loss <If KhJ7"A1d·.ilull, Dwar\'Cs of 
Durin's folk S("OUI Ollt Ihe 1\leak MOllntams 3nd Ered 
Rhil"~mJr, bill few milles .'fe ;1I1C1n lil~.1. These Owarl"C$sctllc 

Instedd at Euwr. 
2758-2759 The Flnl \Vmd \V:lr. III wi li ch [I"cklo [".lliLes Ihe 

~I'irlts of wind .lnd cold 10 assai l [he Nuld"r of EveOl"'1 III 
dlclr 'Iuesl 10 reco-.-cr d,e J"lv~m.rri. -nlere 1$ gnat ,uffenng 
"!lIong Ihe Yst;'I'a[ T alven. Thc "U"'f"i"f tJamillc Ihclr songs 
and t3lcs for lost lore wlll("h nllgll1 pro[eel Ih .. .". In rite SouI ll 
d,esc rcars arc known:l$ Ihe Long \VIIII.'r. 

Z'J 1 1·2912 The $cconJ \VII'.! \V ar. TheY )tal·.11 I'al"en agam 
~urfcr f"ol11 Ihe ,old. lr IS lhe LUrIllllllrhet's tenacIOUs flghl 
:l~anl>l the wIllie w"l<"<'s Ihal scnds Ib,' rre.lllll"CS Inllkmg fur 
eaSICT prer In ETlJJ'lr. whusc folk rnncmhcr I!II ~ lillie a~ the 
Fell \VlIller. 

294 I \Vllh thedeslmnlon of so m.1I1Y Orcs m [lie ij"lllrofF,vc 
Anmcs. T~bfh Uichcl an.! the Htrd Tundra 3rt rree of tim! 
~lf l'red.l"ons fur lIlany yeaTS. 

295 1 S.luroll dccl3T~S IlirIIsclf IIp.:nly III MorJor. NC$lador SCiS 
Ihf last of rllc )"J"~llnrril/I""1 tile hcarth ofT,,1 Ely al Evcrmisl. 
The Grcat Song of A",.lkelling begllls. 

30 18·30 19 Thc \V3r oflhe Rmg. III wll1d, Sauron 15 v:l.II­
'I,ushed forever. eOIllClde~ w"h lite ,umpicllUn of [he Song of 
AwakCrllrlg. -n le Free Peol',,"5 of Forodw.llrl, cxl'<"nence 3 
Jrghtmmg of he3n and mllid. bill eVi l rre:llllrcs arc Irft 
Wllhout d,rrctlOn or purl'0~' 111c wind-horde u batushed tu 
rcmou and desobteplac-cs.alld Ihc land is hcaled ofMorgoth's 
uin!. The Spring of Yavanna hegins. and tI'l' E!VfS of 
eVemllst dcpan Mlddlc-eanh. 

F OURTH AGE 

Vrrpur (BeretJr). C~1'1a1ll of dte Ibngers of Ille Nonh. 
becomes Rtgrnt of Amor. M.ln), band!!s ~nd Half·orcs, OIlCt 
In !h~ SC rvlCC of th~ wl7.~rd Samrnan. nct 11110 Forodwalth. 
\Vhrlc lIIall), die III Ihe cold.olhers become a problelll f"rlhe 
Ystava! Talvcn. 

5 King Eks,ar remstares Ambllh's allClelll l'rorr(lOr.1Ic over the 
Lossolh. Rangers arc sent nOrlh 10 help routr Ihe ];L,t "f 
Sanunall' s ltendlmell, \ VI,all ng sllll's begl" arrl vlllg 1111 he B.i)' 

of Fn .... ehd agalll. 
15 Kmg El rs~.lr r,'lurn.' 10 lh ~ Nord,. Cont;1(1 wldl Ih~ Y ~!.Ival 

r.tlven IIlCfcascs .. IS fur Inder.. IV"ry h\lmn~ ,111.1 ... h.llers 
b"gln f""'I",'ntlllg Ihe North 111 I.lfg~ 1Il111lh.-r~. 



4.0 THE LAND 
Yotmgr$1 of ~JI among ,lIr bmh o{M,ddlr-c.urh. the rh~jcal 

III,wry of Fon>dw,ll,h 1$ aiM) ,he mO~f viol .. " r. puncttl3tcd by 
Gtadrsl1Iu.: "1'1'rav.ll~ :l1l<i du.' cndlcss scouTIng of gbcicr and 
wmd. Born (rom fhr dnlmflion of Angband and (ilr Iron 
Mountains. ,11(' Capt' of Foroclu·J and the Ilindr.1 of Talar!. 
U"hcll.,y IUllnhabllablr (or ccnluncs olfln MorgOlh's fall. E,· ... 11 
... hen thr hlailiC forcrs ofNallJ1"(' .~cll[('J <lawn cnough to allow 

thr jllln,sian of life, Forodwairh rrmaineJ a land at war wilh 
II M']£. 

GM Nute': for Jt,~,"J pbysu .. 1 Jru"f1iQtu 1 sprrif;r regiam or 
J'togr"plllfllljtd'''rtI, ronjtr ",jIb Ibr "ppropri,," miry in Stwon 11.0, 

4.1 FOROCHEL 
Morgolh laid w;Ulr w the lands about his anciem stronghold 

uf Angb.llld. defi ling .,11 ,hal could be n linrd and obliterating all 
th.u could not. ' fhe land W.1$ stripprd barr and hravy-bd~n wilh 
d.1Tk, unwholesume spdkr;tft. At the end of the First Age, 
Augbatld W,lS JrstrtJ),"d .1lld most of the lands about It wtre 10m 
from Mlddle-rarth, I""rtslutlg btneath Belrgarr. Though the 
sword of Murgoth '5 m,llte,· w.u shaftued. liS hatdul remnants 
Imgn on. The ell"" of l:orochrlls one such remnant. 

Y rl tf tlus rrgl4.m 5ltrl'l\'1"<1 Angband's dt"StnlCtton. II did nordo 
so 1It(,KI. The apocalyptIC warf,1fr Ihal drowned IklrrianJ also 
sank greal I'bteaus, such as tilr Stont TlIndr~ west of tllc Ered 
Rhivamar, cattSU1g hugr portions of northern EnduT 10 bend and 
break undcr the Si ram, u'armg In ,heir wakc Ihe Blrak Muuutains. 
I,.fdcss for long)'ear< of the Sccon,1 Agr, rvenlua ll ),. asspore and 
spawu slowl), n"gratr(1 nm1hward fmm Enador m"Cr Ihe alUU­

nes. the Cape o( Faroehd Ix-came J.\"abk 
The elllltalC o(Fornchel ,s eml}' sl.ghtl), harsher than that of 

Ihe Tablh Utchel. J\I~t to Ihe 5011111. Iklcgacrs waters help TO 

uwerale the weMher, and tllr area IS le$5 pmne to the \VlIch­
kong's control. I lowe\"er. 11 I~ sub/rci to the blllerl), cold ( but 
II.1tural) stonns conutlg off t hr glaCIa l icc ,,( the I.andlcss Land 
111 willter. amI 'IS <lImmer we.1thcr 5erm~ cold to those from the 
.'l lImlcr slllllhcrn lallds. 

4.2 TALATH UICHEL 
The I'b1l1 ofT~bth Ulchcl eme'}:ed from the destnlcrioll of 

the Imn M,,"lt.1111' ~t I he elld of t he FirM Age. The oe,lrock of 
the r~llge W~$ bmkm b}' the (or.-es rele~.~,·d 111 th~ \V ~r of\Vrath, 
~nd Its I'e.lks cnlmhled alld colhpscd. The moole that rcm.lined 
(onned Ihe has" for the lundra and phms of the North. The 
endless I'0wrr u( croston gradnall), (orccd ,1 drainage pattrrn on 
the ~reJ, and o,'er the Celltllnn It slowl}' became hab.lable. 

TIle regIon coml'nse~ two green belts di,·.dcd by a ,"ast sUetd, 
of r.tgged gra$shnd. bog and hea", . The northern belt, lIear the 
ForsJken Sea an.1 so,,!Ile."l.'t o( the Bleak Mountams. 's the 
Lakeland. Irs SOlit ilcril cuumcrl'art, bordering Enador. IS the 
\V;t.Sh Tundra. Srl'aral1l1g these IWO green Ix-Its IS the H erd 
Tundra, a I""g, ... ,de plalll that reaches from the shores of 
Forochd to the watershed o( Aligmar. Ca lled the 
HY'·.l1mtsa<tyk<cn Maa, l.and o( Good Hunting. b), rhe 
LUllllmiehet, the H erd Tundra 1$ dr;uned by the t ... o great nvers 
ofFurndw~lIh: the Ewrlm to the south and rhe Ultlchir to the 
north. Aw~)' (rom the sra and the great riwrs, the H erd Tundra 
is )1<:"'1,,"tually (ro.un bcneadl the grass and lichen that cowr irs 

SOIL De\"o.d "f umkrgrollnd drainage. II is laced with dangerous 
bogs and shallow streams. The ril'as "f the \V:t.sh Tundra nm 
s ... ;(1I), 10 II.e northwest. 10 tile Hub Heldmi. wlule those of the 
H erd Tundra meander west ... ard loward the Ba), o(Crackmg lee. 
The .... lIeTs o( the sotllhenl L,kdand , Irain 50uthw;mltoward 
Sheltered Bay, ... hlle liS northern 110rltm i drains Uito the For­
saken ~a. 

4.3 THE ERIADORIAN FRONTIER 
"I'he I rans(onmliou from Ihe highlands u( nu rrill'rn Eriador to 

the plams ofT~lath U .dlcl SttlllS sudden to thos~ not "nsed in 
the lore of the country. Tile signs o( th~ ancient c~bmity u( thc 
(all of Ihe Iron MOlllltallli can still Ix- picked out, a~ can the 
changes caused by the (old winds of M orgoth and the industry 
o(herdsmen and r.'nl,ers. Abovc all. those versed in hcrblore can 
sense the strenglh o( N.1tul"e th.lt endures through all. 

In the Age o( the Stars, the Irun Mountains dncendcd into the 
Eri.1dorian lowlands in .1 .• eries u( jumbled hills and scarped 
downs, often scr~ped cleM' <)( soil by glaei.l l icc. The f.,1l of 
Morgoth precipit.lted a gr.1du.11 softening of the land, CO\"ffed 
with debris ~nd dust; tllese were .won sc\llple.~ b)' gent le rains and 
th.:- soil anchored by grass and gur . .;r, seeds blown in on the ... ind" 
The (orrst came neXi. shmbs .md firs. with paper birch along the 
streams. \VIIII thelll Come d eer. WIld goral. elk. wolves, b.:-ars, (ox 

and Imnk. 
The cenlul (eallirc of Ihe (romier is the Rammas Forud, 

cnnnbled blls o( the ancient mOllnt.,ins pIled mIU a low ~rron 
.1escendlllg from the Ingher (Ullnlry to the south, til{' H Ills of 
Evmdlm and Ihe downlaillis o( Arthedam 10 Ihe \Vash T u"dra 
IIllhe nunh. Here shcep gral.e ( tll()l.lgh nol a..< many a..< m beller 
coumry), rro\".dmg tuugh, h3rd-weatber wool. To the weSI IS 
Nllmenad"r, a 1ll01"l" ruggrd (oumry, leadlllg "I' IIlto the Blue 
M"""talllS and ldl p~rd by thc vlolenl nftmg Ihat produced 
thc Ih)' o( t:modlcl .111.1 th ... GIII( o( Uliln. HowevCT. because "r 
Ihl~ w,ld \"I"lence, lIurthwotem Enador's Tl,"c rs rtln Ihrough 
sleep-sided. SUI I-filled \",tlle}" that allow Rivcrmcn 10 c.moe ,1nd 
port,'ge lHlTl It It) II" opm tundr.l wllb rrl,lllvC rase. The e;ut end 
uf Ihe Rammas sag' illto Ihe roJJmg hill c"""try unce knuwll as 
the Nunhrrn Marchcs. In the 'cntum's sUlCe A"glll.1r'5 rise its 
(rw fenile. Isulated \"allep h,1W bnn ~b.lndoIKd by ~l! but the 
Orcs; thest ~re llOW the NO-IlI~II'S Lands. 

4.4 THE LANDLESS LAND 
Beyond the c.ll'e ufForochcl . sep.1r.lled from Middle-earth In 

slimmer br a narrow challnel o( 01""11 water, stretches the 
Landless und, Arda' 5 pubr lCC-C.,p. TIlis arctic desert co\"c1"s Ihe 
pnmal WJteT$ ofEkb",. the EnClrclmg Sra. It is a wasteland that 
onlr the Sno ... -rlves dart [() w.mder .. md liS mysleries 31"l" known 
to tliem alone. 

The ice-co\"er O\'er the polar sn \"anes. Ekka.a's central COI"l" 
cames:l. m;t.Ss o( p("nnanent pack . lCe, slowly CITCul.UlI1g wllhln 
the I>o br basin, wh,,'" IS added to eacli wmter b)' .1 belt of ICe 
(onmng Ol'rr Ihe " pell sea" Currents an.1 ... inds break Ihis III' to 

(unn rei m"re pack-icc that orcubles .mel .Iri(ts southward. 
\Vhlle there is Sl1ml.' se;t.Sonal fluctuaTIon in the dmJ.lte of the 

LandleS$ Land. II IS pnmanly a de$rrt u( ~"') ... and ,ee wl,ere the 
al'engc le1l1),,"ralllre o( III) ",unlh TI<rS aix'H (reezmg. Must o( 
the meager precipitation cornu III the (unn o( dry, holTd, sand­
hke particles o( SIlOW which are readily wind-dri\"Cn. The region's 



cQI.1l1e$$ I' Imked to It~ high latItude OIL the glolx. Tire tIlt of 
Arda's axis ,'rn'en[s sllnh~hl frorn re.,ch,llg till.' 3IT;! In \l'mtrr. 
Evell 111 du.' brief 511111l11er 11I0mhs, 1m Ie he,,[ IS feer"·f.1 from [he 
~III' be"~\15e of Ihe loll' ~"g le.1I whICh II~ rap reJeh Ihr sur(.lee; 
mllci, n 'en l, f IIn5 1< n·nl'''le.1 Jway by Ihe Lcr. 

A .1I<t lllcl l\·" f".llnr" of Ihe 1'0iarcillllaIC IS 115 effen on I'entxl< 
"flIght JII.! .1.lIklle~~. AI lire IX'I.-. Ihe 51111 is rmln'l)' cut "fffnr 
al'pn,.m";!trl), ~1X mmLlhs.ir"11ng Helectllll's glow 10 III"ml11.1Ir 
th.' Ice· lid,is Ihal IIC ab"ul LI; fnr an e(llIal p.:noo. Ihe 'III' I~ 

CtlMt.1ntl}· al>""'e Ihe Imn zun. :Ihhough nrwr wry Ingh. ~o liral 
so l.., r Insulatl"n ",trrcel'u the surface at a wry ob[1l1ur angle alld 
l'a.<$,.5 thmugh a Jrn~rr ban.1 uf :ltmosrhrn' than at In""r 
1a11[II.!rs. 

Although the E.Klrclmg Sea IS .11wap wl.1. 1II0$t I·anahl .. 111 

t" I1II','r.l lurr are 115 W.llers thaI Slrel("h frollll he surfact· to a d"l'lh 
.,f abo l1l 650'. ' I'h, \ c/.'rivcs frulll I he bt""r Ilt'at of freezing .lIld 
dlawillg, .<allllit)' flOm dIe fl"r .. zmg and mehmg of ice. I'fCciJ,ila­
""" :lIld l':rriall\JIl5 III ins1llallon from dw pa("k-I("e. The l'cnna-
11em cm'"r of 5e~-icc 1'~I"1CS in thICkness dql("ndlllg nn lIS de~ree 
of 5~!lt1Ity ( dIrectly rchtrd to thr IOIIC of el'.lp<,ral;on). Fir~I rrar 
I(r Iras ~ d,.lr.Ktcn~li( Ihicknr5S "f (,', whereas mult'-real" ICC 
awr.r.gr$ 12'. 

4 .5 WIND AND WEATHER 
TI,r Nonhrnt \Vastr IS 1'<lSI, embracil1g WIde varialLons III 

ciimatC'-from th" milJer tcmperatur.:s of northern Eriador 10 
d,e h:rrslt and unrdflltmg winl\:f of the [...andlcss Land, from 
sIlOW-col'\:fed mountam ranges to wmd-blown tundra. \Vhile 
tire IIl>rdrelll btlludrs make for a good dral of natural cold, 
Fortxlwaltl, also suffers from lite dark desIgns of Angmar. 11,(' 
\Vudr-kmg, 111 (OllllnUall)' forclIlg the coldfr wrathrr soudlward 
10 the hllrt of En.l,10r, has crr.l led mCTra511lg hardsh,p 11\ 

Fonxlwallh. Tire w.:athu IS often unprrdi(t~blr. dCI'Jrtlll): 
$uddf,liy from 11.C natural course to 51111 the \Vit ch-klllg's pka­
'I1r(', 

l\ul'l1 of 11..' dem'''lLon of Morg.) th'.. rcalll" from IU very 
hegllll1l1l):S. FOl"odwalth h"., ncwr bern frcc o( th~ cold wroll):ht 
IJ)' hun. \Vhen NI'''n(""I1or w.1S destroyed and Alll.ln rrl110v .. d (mill 
I he world III S.A. JJ 19. 111·'l'at.lr elran):"~ t he sholl'" of Ihe wurld. 
The tf(eCIS of Ihe world lransfonlled mlo ., rotalillg globe 
\lulrasJ,rd f"r(u "f denfi:tlOn and dismption 111 Ihe t),pi("al 
I'ftS51 1re and Icmprrature gud,wts (affecting winds and preClI"­
tallon) ami srI In 1110tlon ~ greatrrrange of 1I1stabtlllY III tire zone 
1"'Iw~en lh c middlr [alllude westrrl,es and the polar easIahc,. 
nIlS dlsnll'llOI1 III the sllrf~("C, low In·d and high level WI1l{/s 

cr.:aled a IICW 111lbge Ixtwern surface fronta[ slonn systems and 
IIpper alf polar ITOughs steered by Iltr unpredIctable oscillalions 
III til(' lei Siream whIch Clrclrs the globe. 

Ol·crall . Fomdw31th IS J [and of shOT[ summITS ~nd long 
wlntef$, with alltllmn and spring pbying Ihe part of mrrr 
fonllJhtles. The fa ll beg"'~ in bt.: 11'31l11,'lh and lasls unlll early 
I-IIrI" .. ; the wlIlds tum norlheast and the trmpetature Ixgllls to 
drop; the aWr:lge slimmer tempuaturr rangu from lughs of 
Mound 40° F to lows "fO°F. III winter, winds desc~ndlng from 
the Landltn Land dOllllnatr Forodw.1ith. The I'revai[11lg wind IS 
fmm Ihe nonhrasl. US\lJII}' ITry dry, it docs htde bllt drop dlf 
temperaturr prcClpitously. Ncar thr coasriinrs, gaJrs ufun ptek 

"I' 11 'Olsture fl0m dr" 00:'::111 .• lml'llIng heal')' Sit< ''''5 "n Ill<" slol'u 
of tI,c nJuc MuuntalllS :I.llJ do" n 11110 dlr "ale "f I he Ullin. 
f"orthwesterJr wmds "ffBdegatr ("In bnng (O\,IOUS amollnt5 of 
ralll, sir("1 and snow. but such stonns arc rarc. OccasIOnally. weld 
sea slonns swmg mbnd and hlankr t Furochd WIll, a I'ro[on):e.! 
period of ram JIl{l snow. 

In Slimmer, wf.,k w~nll fronts (oo>lng "p Ihe LI,im I'alley from 
the st),,[h Imug w~nn, mOist aIr that c"lI ides WIt], Ihe b,lll"r cold 
"l'n Ihe Ih)' of Forochd. This e,msrs "!"Ient snow MJllalls and 
slI.ldcn down pOlin of s[e(1 and ICy min. Such sronm r,'ge 
dlnHlgholll the SllIllmrT munlhs, from late Nonll 10 n".1-
11·,1lll1et!l. Sulllhwrslrriy brefzu fro", Eriador haw a wanlllng 
dTeel {)I, Furodw,utll III general ,lurlllg Ihr summer mon[!.s. 
Th"sr warm bref7.es bnng IllIlr 111 dlr way of I'recl),i1.1II0 ll. bur 
do 1ll0der,ltc Ihr air tempCTature and allow "Iher waml fwnls 10 

move I hrough more <":I.sily, 

GM Nol ~: 1"" wf.llbrr In rb.b~ys~"J a{a''tr()olSI~{ar(.lr is (XltnU(/y 
"lIprrJIfI"bk. II IS ~ IlurJ (-I 0) S~y-w.:I/(hin,e ",a"(III'(r Jor 11K 

l'slu'''1 T,,/wn a"J r..xlrmlf/y H~rJ (-30)Jor nOlJ-HM.ws la prrJirl 
Ibt J"ir I .... "[b.'. 11x "'~)Or JifjlfKlry Jor "an-n"I,"'S is "IIIpk 
"'1"""I,~rfl) "",Ib Ibtfr~"llo"JII'O"s .",J 11K "!db,J'IY /0 ,,,J,er 1"'/ /:ow 
(aU Ibr ,lIf f(.llly IS. 

In (.,11. pack-tcc Ixgllls fonlllng a[ong thr 110rdrem coastal 
reglOtts. It I~ ~ <bngerous lIllie to Ix o n II,r icc, as II may break or 
C"r.l.C" k 5ud,kllly undrr tllr ... rlghl "flr;wder:s, dropplllg tllem 111[(> 
Ihe freezlIlg watrrs ofForochd. Any slups e':lUghl III tile fomm,& 
ICC I1I.1y wdl remain sn ICk umil Ihe spring ( if nol foul'n). 
Through d ,r 5ho n .1utumn rile 5<'.1 continues to fr':f?:e. spr.:adlllg 
til.: p.1ck-ic~ sourlrward. I~y mid-Hitll1li, drc ~mallcr nonllem 
bays nrc frozen ol'er . .l lld the .'lInen! ban~5 of thc Black Encmy 
com" to full n"wcr. 

\Vlr lle th.: w,,'ter laslS ( usIl..llly fronl o"d-H ltlmi to mld­
Lot hron), Ihr p.,ek-,,,, relll~IIlS duck and solid, a"d b':col11es 
lraver.abl., wlthoUI Ihrrat of .1 sudden ./,'adlr plunge. The 
,lI'rr~g., wll11.'r Irllll><,r.lture ranges frolll 10°F to _40° r. H ow­
ever, the \l'lI1ter 1$ very long and lhe gil'cn aV':fnge temperalure 
m.,y I'ar), by as llIuch <IS +20°F in early H ilhui 10 _20°F in mid· 
NfllUl. Th~ spring thaw occurs in mid-to btr N<'m1l. TI,e icy 
hlast~ from Ihe north cast in rrequrlKY and IIlltIlSit)'. the 
te"'p(' r~IUre b-t-gllls to nse, and thr pack-icc naris to crack and 
break. 

As III autumn, srn ng IS a d:mgrrous tlllle for luvclers In 

~lIe11lpl a cross",!: of the ICc. The Icm]><'!".1[urC grows gradually 
warmcr. :rnd by bIt Nl'nl1,t b.:comcs a balmy JO°F dllring Ihe 
<b y to - 10°F Jt nighl. The slImmcr $CemS a brief waml ''''$is in 
a desert of ('I'Crlasllllg cold. The p~ck·"e is gone by ble Ccn'Clh, 
the al'Crage IfmlX'rJ lllfe rt511lg 10 45°F for da}'tllll~ highs and 
20° F by I1Ighl. T('mper.l.tufe ""rialion during Ihr short summer 
"less ti,an III WlIltrr, WIth only J +/-lo<'F departure from thc 
110m,. U nfortunately, th, ~ r':sl'"(' from Ihe cold I~ SllOrt-['I'.:d, 
las[illg onl), from ""d-C':r\'crlr 10 ,1lId-I\f:umelJ.. 

GM NOle: Viall/IS j.1J/1I't rbrolt,gb ~~-"r '''iftr 1-10 b,/S oj feU 
J""'~!!Jor rWf)' 10 f"""JS 1&'llbty arr 111 Ib. w~lrr 

UNIQUE W EAHIF.II. CONDITIONS 

[ 'here a ... · <I number of wralher cond,tlons and other phrnolll­
(n~ found only "' Ihe fmun North, Most arc natural (OnOlI101]$, 
hUI may bf broughl 011 dellbrr"trly by m.lgl("alll1lufcrmCf \l'ith 
tl,r n<l1'll1.,1 w" ~l hrr pall('n,.< by tile \V Ireh-klng or hostIle splril~ . 



[:ll ... nt o(\Vimcr ICC pa ... k 

N Ol c: T ... lIlp ... raltl rcs rcpfc'en, 
5<:a50nal avc rag"~. 

+60' F SlIlIIlI1cr 

G URlllUI. 

(S. ''Dr~lbwtnJ;'' LA. TillI'm IImh) 
Gurl},,,1 rrfcrs [ 0 the gain conllng alit of Ih~ Landlc$s Lmd. A~ 

[he old N\Ullm6rc~n expreS5lon makes dear. " If L/I'tJ feci [he 
colJ. II should h ... warlllng CIlough [u ,,]] mh~rs:' Th ... dralhwmd 
1$ mu~[ common in wmlcr, bu[ may somr[imrs blow m hIe 

~U[lImn or early spflng. The guttln.1 C.ll1 Ix Ken coming Ollt of th .. 
Nonh o n a Sky-wa[dung roll- Rom"l'" (+30) fOf YSI;j'<al 
T ah· ... n, L.ght (+ 10) fOf Ifa'· ... k n and IIOIl-nallv<!$ of dl{' ar ... a. 

R:uh ... r than a rolling 111,"'$ of ~Ioml clolI<ls. dIe guttln.1 appears 
as all appro;achmg fog bank. As the wll1d nears, the ~lr becomu 
notlccably coldu, with th", Ic"'p("r;IIU1c droprlllg by as much;u 
20° F. The wllld (l";ckcns suddenly IInl.1 it is m eXCU5 of50miks 
1)('r hOllr, Thc fog bank is, in f.,ct, composed of snuw and in­
crys[.,ls ca rTini o n Ihe howling wind. A.lyun(" callgh[ llnpror("cled 

in a.(l<rllml sllffers 1- 10 hits in eo[d dalmge and :1I! addirional I-
10 Im s for every 10 minutes of exposllre IU the stann. The l"fll:..l 
commonly passes wilhin JO mmll[es 10 an hOllr, afler wl"ch Ihr 
[cl11f"'utllr(" r("TllalllS :1.I Ihe 10W("SII'0 1l11 reached dUllng lh .... galc. 
mmg unly slowl), over Ihe neXI f("w hOUTS (dep.:-ncilllg on olhrr 
.. ·calher (0Ildl l .0IlS), 

= 

H ELECnUl 
(5. " fry R"Ji",ur;" LA. 1;'",.I.lIllwIQ 

The ni~ht - t 1111~ g[o .... from the shard of Illuin sh.nn brightest 

upon d' f Lmdlcs5 L1nd and thr coasts o f [hi· Encircling Sfa, bllt 
( all be seen f.1in dy as f.1T sou[h:1.' the \Vash Tundra Jnct Tab[h 

UIChfl. Thf Hd .... cthil is a convcnirnt guidepost for [hose who 
wander, as it Im .... rringly po.nl5 the way nonh, °nlough no t hOI 
wough to mel! IC ..... Hd.,Clhi\,s C0I1SI:1111 f,1(liann- t~m('.s ,h(' 
lIuerly cold po lar climate: of the t('lTam Illl lllnl.a[d y 5ulTOtUlding 
II (aPl'ro:lll11aldy ~ , hr('e-l11ilc. radius)' TillS ben('voknl effect o f 
Ih("'T pro_inllty 10 Hd ... cthil makU;1 l)QsSlblc for th .. Sno w-ek ... s 
of Htllo [h to endure th ... ;lTni. desert in rdati"e comforl. 

I NFIRJTH 

(S. "F~JII1i MinJo" f .... H"ipJ,"inr" Mitll) 
A vast. fr~rfll [ strftch of Trackless icc and snow where none bur 

[lit Elves or Thr utterly lost and doomrd hav(' w;[.ndrr('d, d('spair 

and madness ~rt not uncommon phenomena fur ,lny who venrurc 
0 1110 the Landlns 1..:lIId. A morul wandcnng h('r ... wllh a Pr("s('llc(" 
s(or(' o f 74 or k u is 111 danger of 1x1llg dri'<("ll Imd by Ihe 
surround1l1g dr$uI3Iiol1. Such mdlViduals must makr J 51h Inod 
RR <Lilly or lx-gm to slo .... ly los(, ' o" ch ",,,h rr alllY_ If ::I RR IS 
fa.led , til ... IIld.vldual losn 1-10 poil1l:S uf Presenc(" per d~y 
rll('r('afUr, \Vhc!1 the character's Pr.,senu .s decreascd 10 IC55 

than 24. the mind of rhe I'ierim rnlly begms to fadc and hc goes 
mad. 

TIt Qimnoj 
f qr"JWlllitb 



c""xht in ~ 
J,alhw;,ul 

Common irifrrilh reaetium indlldc the fo11owillg: 

-The individual fecls waml and pleasant. d~sinng to r"mm'e 
any prolective d othing. The "iclim cannot be convinced 
Ihat he is in danger. and soon freezes to death. 

-The victim sees mir.1gc-likc hallucinations of pcopk rilles. 
or even foresls III Ih ... d,~ ! an(e. and begills nillning 
h ...... dlessly towards tI'<-m unlil exhausted or lIlu"obil'7. ... d by 
a (all Oil dlC icr. 

- The affected individual beholds a nightmarish mirage of 
Orcs or mon.~tcrs approaching from :I distance .. 1nd nms in 
the opposi te dirc(!;on umil exhausted or injured. 

- The individual colbpscs in complete despair and cannot be 
forced to mOve or continue the journey_ 

- The unfortunate vlclim simply states ''I'm going hume," 
and begins retracing his steps over the icc regardless of the 
distance or impracticality of the idea. 

- The wind-scttlptcd shares of the frozen ].,nd.>Cape .'.,elll to 

COllle alive. These encounters may be frightenmg or 
pleasant. 

LOSSUGENED 

(5. "S""".h/;"'",,,," /,_ /.,,,,,;,,10") 
This condition is callsed by bright sunlight on I.uge fields of 

mow. Th~ resllltJmgh~ of the light from th ~ whitesnuw~ffects 
t hr unprotected eyes of tllo~e tr~\'P)ing dlr01lgh the regIOn. The 
symptoms arc sorr and waln ing ~re.', .1nd an lIl~birlly to ser 
c l~~rl)' (mInus 1- I 00 Perception). A /~m,;;""d can las t I ~ I 0 J ars. 
depending on its severity and the nelltll"rit}' of contll1llal re­
exposure to lhr glarr. Th~ Y s[av:it T alvCll a,'oid ti,e condItIon by 
wearing leathrr strips with "arrow slits across thrir eyes. Thr 
strips oflcathcr block enough lIght and gl.'fe to prevent lomigmrd 
frolll occurring. btl! also calise a -25 penalty 10 all Pnceptioll 
maneuvers. The condition is parlicularly common and aClIte ill 
the Landless Land. 

GM Nott; It rrq~irt1 o,,!>' ubo~r 4 k"rs if srrudy rr~wllbro~th ~ 
brighlfi'U 1 mow brfo" Ibr 1f"ls 1 snow-blindllw bmwr "Oli((~MI. 
Afr" I}". initial pm'oJ if 'xpos~rr, vinilllJ J"fftr a 1-10 pma/ly 10 
lhuption (wry ho,,, Ibry Ira wl Ihr""xb g{.,ri"t lMW witho,,1 (y' 

prolraio,,_ Tbrif'y" Ivt;" 10 "',rl alld "'''lfr proj"s,ly. E""'lwal!>,. Ibry 
~rr ""ablr '" ",uk- O"IJOn/OJ and i"'agtJ ~I ~I/, ptrai";,,x o,,~, g/ari"t 
alld sparkii''t /,):bt. Un/w bralrJ m'!ti(,d~' or wab hrrbs, S'X};I "',,rm 
10 Ilormal slow!>, owr I-I n days N~ki.ikasvi m loro Sighl, whilr 
punasalvia (~" pr,,,,,,' mow-UilIJ'lrsJ if ""d l'1or( its onSrl. (S(( 
SwiM /'1.4 ) 

OU'AIN 

(I "Whil' Vision;" IA. Valkosoj. fflS) 
NO! Technically a weather condition. oljai" is an optical illusion 

crealed by wedthrr. All olja,,, occurs when the snow-covered 
gro1lnd blends into a lIlIifonnly white sky. Tlw effeCt blots our 
thr horizon. shaduws and clolld_. , rcndcri ng the forq~round 
virtually indistinglllshable fmm 111 0T'" distant terrain. and de­
stroying .111 .\.eIlS'" of d,rrCllon. d~]'lh and dlslance. -J1,r average 
Ysr.'v.'i Tall-'~n can predict an olj",,, as .1 Medlin" (+0) Sky­
watcillng roll. whde non-nal ,,·cs find it Shrn Folly (-50) to 
predICt. 

Oy~i'l conditions b st anywhere from .1 fleeling minllle to as 
mallY as 6 homs. During the olfai". all Genna]. Disanning Traps 
and Picking Locks, Reading Runes and Using lrrms. and 
Perception and Tracking maneuvers arc Sheer Fo lly (-50). This 
mod ification reflcCIS thr lack of depth pcrception and thr general 
disorirntarion caused by the whitrout. The b(k uf shadows and 
deplh perception. coupled with dis!.1nce distortion. m.1kcs m OV­

ing across snowy tr lTain.1 risky proposition. since crevasses and 
sudden drop-offs or rises become virtll.1lly invisil, le (Moving 
maneuwrs arc Absurd). 



S.O FLORA AND FAUNA 
The \',mc'y of plallts and ;lFlilllals In Forodw~.tll 15 

[111111~d I.) "1O~ that have adaplcd 10 lilt frigId (hm~('. 
!'nul ~nd nul tTeU an' all but unknown III lh~ North, but 
Ill ... hardy spnKc and fir grow where "'.11fT and ~hdlcrcd 
~mllm! r~ n b .. (ollnd. In the Lakd.1nd ,111.1 rhe H erd and 
\V,lsh Tlllldr,15, deer, elk and r"mdat w.mdrT OIl Will dUring 

,h" )11I11111 ... r 111omhs, rome mlgu[lng sOUlh 1J1 Wlnler. 'J '[,,:­
gn:.ll moose ':.111 bl' (ound III (orcs! and wooded bogs. 

Barrm.ground TClIld ... cr and musk OXCI1 dwell un thr Op<'11 

umdra through ,h ... wlIller. fccdmg 011 dm·J gf;lM and 
IlChm. MICe 3n(1 Tabl-m s feed ... .-11 11\ .su11Im ('r and lxnc31h 

,h ... snow ,1[ need [he rest of the }· ... aT. P1",031Or5 sturdy 
enough 10 hlllll t[WlT prey 111 Slleh.1 bltler land ~r(' valued by 
southerners (or IhclT ]"xunOIl5 fUT. Mos! mhcr ere.nurfS. 
fSl'(,CI.l!ly rcpld~5 ~nd ,hclr k",. find Ihe regIon 100 cold 
ycar.round and do not ('nter Forodwalth. Most ofiC5 plants 
and Jl11mal$ h.we come 10 the Nonh through n~tural 

11ugrJU')11 dunng the Second Age. wnh only few a 51)('(1C$ 
l)(, IIlg Introduced by Men or Elves. 

GM Note; For JrI~rld I'IIJ '!! rbr rLmlf ~"J ~m",~IJ ".f IIx 
Ncrlb",1 lI'~slf, S(( Sr("~QJ H 5 a .. J /-1 (, 

S.l FOROCHEL 
The mur~ \'aTL~d and (in placcs) shcitCl"cd 1"I)<'graphy of 

Forochd's (~P'" !l1.lkes for a greaTer dlvcr~lt}' of plant life thall IS 
fOLind un T:.bth Uiehcl. despllc liS more lI<Jrlhcriy sItuation. 
Shelt rred .-0.1,1.11 v.,lleys slIl'pun sl' l"u ("c. br,·It .111.1 a f,'w Sin' am­
)l<lc blrdle5 and wdlows. Mure 0l)('n euuntry ~UppOI"!S only 
~e.lgr. fllr.gra .... ~ and ItdICll. L}'mg ~I Ihe <enler o(Forochrl"s FIre 
lumha. MorgOlh's \Vell suppl"."s a hOI SpOI whn ... pbnts 
rn]lIIrlllg a .... !OlIn dltllalr m~y C"St:\bll~h liLmLSdws. H rre. the 
'''II~WU.r auJ II,e blue·flowered Itnll4h, flouflsh . -nu." hOI ' pnngs 
and gepns of EWnll1)1 gencrale wannth 111 :I. ~Ilnrbr f;1.'l l11on, 
a/Jowmg the 1'111<: and IIr to grow 10 helghl5 JLl,1 glrlh" found 
nowhue d~ III F"roJw.lllh. 

Uk arc fOIlI1.I.llolig thr S<JIUlinll ,·OJ.,I ofrorLJchr!. "Iller .HC 
bUllied m Ihe WOOJLUllh by bbck 1 .... lr., au,1 wol~·,·s. Fanher 
IIllan,l. lb,' b:u"rCn-ground remden alld lh.· 11111"k oxen I'ftwid,' 
~"~["nan(j,' fur a few ixal"l< and snow !eoIMr.ls. Thc 11Ighbn.ls of 
lhe Er~,! Rhh·J111.lr and the Bleak M Olllllallu .lLfTer gre~dy 111 
aUl1ual bk Th~ many sllciurcd vaJlep of dw Er(d Rhj~·am.:tr. 
wllhlll rCdd, of Willds from Ihc soudl('rn ~a, ~lIPI'0tt 1:>Olltlla. 
lIOns of dk. wIIJ 5hcep. snow leopards an,j nlounl~1I1 c3gles, ~ 
wdl ;l.'\ dIe (vcr hungry dIre and wIllie wol\'Cs an,j a few rO<lming 
lxars. i>T<lle((ed ground IS r~re ill the Ercd MUll. whIch ar~ alm05( 
barull of amma l I,f .... 

Marllif anmlJ l hfe. fed by s"ulhern currenu. IS ablllld.ln! In 

.\11,1 Jr<llllld 1 he Ih)· "fForocileJ. Seal and walnlS pOI'l,Iatlonssoar 
hne. as ,Ill Ih",( "f the ~'1.']ls and t.-rns. So 100. \1 IS l'rirnanly in 
the W31rr~ ufForochcl ( ratherrhan Ekk:U3) Ihal Ihe great whales 
lIlay bc found, the pre)" of thc 1ll0~1 J.lrrng YSt.1Vd Talvcll and 
Frla,lon.lIl 115hel1l1("11. 

5.2 TALATH UTCHEL 
I brdwuods arc IInJbl.- to eSlablish ,hemsch·u on the Tatath 

Ulchel. as lite growmg 5 ... a.">n is tOO ~horr to ~Jlow tllCm 10 
I"CI'WJUCl·. HuwCl"n. com(crs uf.11J Iypes surv,,'c wdt In the raId 
dUll~1C Jlld spnICc (O(Cst c~" be fOil 11.1 ~Iong ~lre.1!1LS .111d rivers 
IhwlIghout the IlIndr.l. The I""g raId 5C35011 IlImt , Ihe ~mo"nt 
o( '''~('CI hf.,. whICh III fum stu"t~ OuweTlng sh"Jb.~ ~nd bushes 
d'31 rcqUII'( pOlllllJllUII by l..ccs and hU1trrfllc~. M.m}, thorn)' 
bushcs, SIlCh ;lS hawlhorn ami blackbelT)" gmw III I.u-ge duslcrs 
and are dtudore 3hle tn pollUlatc Ihemsch'es Ihrough COlllaCl 
"III, other~ of fhnr k1l1d. 

Tile tll'en tundrJ IS domrnalrd b) gra.,s. ~edgt. wll,~flowfr :lnd 
h.:llel1' Ih.1I allr.1(1 brgc n\ll1ll..cr~ ,,( I,er.! alll11l;115. Thr IIlndr~ 
grJS$ all.! s,·.!~e Icnds '" grow III shon. duck I"fts. wIllIe dlLSlk 
~agc alld Il\tlllnLCrablc tyres ,,(hardy WIldflo wers and .w<'ds grow 
bctwcclI Ihe separate patches o( gra.~s. Lichen h(alh ~ prfdumi­
"ate 011 dry ground r.,rther 3way from the flvcrs. for('shadowlllg 
Ihe barrcll-ground lundra fOllnd around the Forsaken Sea and III 
the lughblld) nf llle Ered Murl. Durrng Ihe 'pring and summcr 
months, evm Ille funllcsl rcaches of Ihc IlIndr.l w;u;'en to !rfe. 
howe\-cr bncOy. With !lew ph.m lIfe nplodtng III color ;lnd Ihe 
bnd aswaml WIth nllll .ons of mosquitocs. gnafS and b.ting flitS. 
TI.erc are shellered va lleys ;lnd locales where such condItions 
!,rn;1I1 for longer pt'Tlo<.:h. but (hue arc farillu . 

Th ... he~ lllIg hcrb$ and curatives available Ihroughoul Tablh 
Ulchcl arc 1"11I1Cd bUI o(ten JX'werful. Thr yellow ',It~Ir"H~. Ihe 
I'urpk r,,,,aJ~liw .1t1d the silver-grcen '"ba~,,jfbl' arc found (with 
vJrying degrcr~ uf dlff1eu!ty) Ihroughout Ihe eastcrn I'OTt lOJIS of 
Ihe IllndrJ.. Somc of thesc herbs arc nOI fOllnd elsewhere '" 
Mlddle-carth. and [IIClr \'1I1"cs J.re knowl1 only to the Inhablt.lllts 
o( Ihe lundrl,sudl;iS the 5lr~ogc black fU11gus kllown as ImlSfakww 
which. "hen properly prepared. may be used 10 dmraCl Ihe 
UI)JIIJbl r IllnJr.1 tII0s.q"1l0. 

ell, .. on fIN 
IWIII/,II 
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Mud, ()f Ihe ammaillfe on Ille nmdra '5 migralory, rangmg 
ovu the open plains in summer and r~rrea[ing to ,,·oodlands and 
protTcud valleys in winter. The open, grassy expanse ofT ahlh 
Uichrl suppmu va~t herds of remdrcr and elk in the summer 
months, whde the {cns and bogs of the Lakeland tecm with flocks 
of w:t tnfow!' Innumerable small burrowing manunais, su.::h as 
rabblls. nllcc and lemmings, make the North Ihelr I,<,nllanen[ 
l1Ome. Thc wolf. bcOiI OInd SIIOW Icopard prey on wll.ltever Ihey 
em catch, JS do sllla licr prnblOrs such as the 1)'llx, fox, oller. 
nHnk and enmne ( weasel), ' llle only domeSlLCated animals arc 
dogs and remdcer, kept by Ihe YMavat Talvrn. who usc them to 

pullthclr slc,b III WIlli cr. 

5.3 THE ERIADORIAN FRONTIER 
TIllS bordncoumry hu mOTt" natural foren Ihan ForodwaLlh, 

but It has only a tenuous gnp 011 the dun SOil of Ih~ Enadorian 
highlands. \Vhercver thc Northmm or D'inedarn settle. the 
woodlands cithcr disal'pc.lr or show signs of carefu l tcnding. 
\Vhen sctriemcm rClrcats. thc trees come back slowly. Regard­
leS5, tile nllx of trus, grass and lichcns reveals the increasing 
harshness of the country as the tnvcler's canoe follows (he 
str(,:lnU northward. \Vheu good, deep, wcll·watcred SOil is 
pn:Stlll, flrlrccs can be found, stunted morc and more b)' the cold 
fan her out on rhe \V:ash Tundra. 

Grass and hea!her covers all but the most e~poscd ndges of the 
Ral1llllaS Farad. It donlln:rlrs the mggcd hills of the Emy" 
Nlmbrith, a hundr~d fillies fllrrhtr north, As Ihe cOllntry flattens 
otll beyond Ihe Emyn Nlmbnrh onlhc Herd Tundra, morc an,~ 
morc lIChen can be found IIltctsl'<'rscd wilh thc grassts. \Vlnle the 
RallllllU and till' \Vash Tuudra c ... n be said 10 be more of a nonh­
counrry steppe rathcr dian tn lc b~ITens. thc IlJ rslmcss of thcir 
wmten has 10llg kcpl thclll the preservr of thc h.1rdlcst o f 
Eriadorian alllmals and M~n . The tuppers and filt-buyers who 
dcal with the Ll1l11l1nichct arc uSllally drawn frumrh.· J'wple o f 
the borderland; thoS( wllh cuoosity to sec what hcs bc),ond. to 

teSt thclr endurance againsl Ihe bi"emus of the Norrhtm 
\Vule. 

6.0 THE PEOPLES 
No smgle nce or culture donnnates lhe Nonhcrn \Vasle, The 

harsh wviromnelli hinders conctmr.lIiulls of popllbtlon, block· 
ing Ihe ut~lu lon of social bonch and stulllmg futile efforts at 
establl~hmg polnical dOl1l1nion. As a r(Suit. mallY of the .::onflins 
:llld tellSions ,har d",'c o r 1'1.I&lIe olher ~Ietles of llUnllweSlem 
Mlddle·tanh slmplr do nOI (XISI mlhe far North. O n Ihe olher 
lund. dICIT ullIwrsally shared stn,ggle ... gainsl thc vaganes of ICc 

and cold 11I111eS the Frec PeopksofForoowJlIh Illorc rcadll), dun 
III the Sollth: whcrcas Ihe crcatllrC!l of Morgoth ,hat II1fesr thc 
North arc far Ius ullit~J in allY common cause, and (he \Vitch· 
kl1lg's cfforts 01.[ enticing or coercing these into his sen'lcc have 
h~d onl)' ItmlteJ success. Only the Urdic Sled-horde, dependent 
;u Its wamors arc on thc rur-round support of Angmar, 
mallltallls ~ smglencss o f purpose In liS ~nnllal fon)'S Olg~IIlSt the 
Fr« P('opks. 

G M Nmc: £a,b pr~pk timrrprrolllS orsaniuti arrortirllt lofo .. rbroati 
lOp irs: 5«iuj and C .. lt"rt, Rt/riian and World"'tw, Warm:!l, and 
Appr~rQnu. n" monti if Ibm 11 rtJ .. r,d 10 "lYorltivrrw" wbiTr 
nRrI'l'on" lInol ulrwnl 10 lilt l"""P ,n ~1<rJllol1. 

6.I THE YSTAVAT TALVEN 
R~gardkss of thclT actual !lumbers, the Y st)\"1I1 T alven (La. 

"Fnends of\VintCf," sing, Y st;'l\'J T alven) arc ccrt~lIIly Ihe most 
WIdespread I'l."Ople (or fami ly of peoples) inhabiting Ihe North­
ern \Va$fc. Threc sub-grullp~ or "tribcs" Jre numbcrcd Olmong 
them: the I.lInumichct, the JJ,nlllChel and the Menmet.s.UTaJoIl, 
'l 'he Lll1tUnllehrt Jrc the onglnal bcarcrs of thc !Iamc WLossoth," 
but nrangcrs to Fo roowa!th ugularly USC' thar lab<llo desrgnate 
allthuc sub·cultures rndlscn11lina,d),. 

GM Nnte: 51"" IIx rOl""lon r .. I, .. " ""d \WrUwtw oj IIx YsrJ'",t 

Ta/wn art lilt s1<bjul oj :>tll/Olll 70 ""d 1l.0 oj Ibis lIIod .. li, ,bt mlnn 
Jar IbtSiIOptrS II! Ibt pmtnl Sir/ion drdl onry wlrb "lptfll whirb JrfW 10 

/.tlltf JIS/lng • .,.b /Ix Ibrrr s .. b-r .. // .. m frOlIl 0 .... "no/ixI' 

6. 1.I T HE LUMIMIEHET 
The LUlllrmiehct (u. "Snowmrn.~ sing. LUllll1nics) arc 

th~ de$cemhms of th ~ I.evdjalat, who occupied I h~ south· 
ern alld western frillges uf Taiath Uid",1 ill rcsl'0llst fO the 
first UrJic lIl\'asions of the s..cond Ag". Thcit 1I<lllladic 
hUlllll1g culrure dd'illts t ht unage of all MCIl ofForodw;lllh 
IIIlhe legends and fu lklorc o f rill' Sou th, DUring the Thmf 
Age. II,e Luminuehcl wam1erallthc hnds bctwecn the \Vash 
TUl1i1r.l ofEriJ<~or and the shoru of thc FON.:lken $c.l. EI\·cs 
:llld D,lnrd.lrn relldcr "Lllnmmeh~{" mIn Ihr $mdarin 
l<mglle.lS "Lossolh" (~mg. l..o$$on), though Ihe Dlill~dain 
somCllmrs ofull lI1accur,lIr1y rnen.l the tcml '" .111 of thc 
Y~t.W,lI Talv~n. 

SOUETY ANU CUL TUllE 
LIKc JII thc Y Slav~1 rail,tn, 'he Lunllllllthcl orgJt1ILC 

,hcmsrll'es by ptrhr( LI. "f.lll1l l),:"I'I. pt.bm), s .. 1 .. ( La, "scpt: H 

1'1. 1 .. ,,1) 'll1,IIr..""o (w. "d.IIl;"]'l. 1x''''~I). \Vhlle cl.1Il l11<'m­
ix-rslul' I~ 111111.111)' a l11:n tunfbu-th. all.I,lul! 1,lummles I~ frr,· 
I,) (h,lllg~ Ius or I"'r .lan Ihl""lgh ante ... III,·d \·,I.II"'I"S (1..1. 
"cl~IIlHng" ). I\.Olh btll"~1 all,1 s .... 1 Id('ulIf), Ihrlll.><:l\'C~ h)' 
dISIIIl<' IIvr t"tentlC .1Il1111.11~, ",Iud, arc c""~,,J..rc,1 1.11 .... , '" 
kill lur Illcmbcf> "f ,hal ".\llI;:-ubr d.11I ( I hough ~tI(h 

]l".hlbn lon~ 1I'-",l""t .11'1'1)' 'n "Ih" r bt"",,1 or ,,,,,I ). l\e.-.m~~ 
,.1 Ihl~, t,>lellll' .UIIII.,d~ .n,' 11,"\'r!" ,1 ... 1"'11 Ir,m, .,mung I,,' r.l 



spccies that compri5e the ba~i( staple of life. Rather. the 
Lumimiehd (Cnd to f.worotherprcdators (such as the wolf or the 
bm). 

The avcrage Lumimics is shy and aloof with sfTangcrs. "Strang­
ers," howevcr. Illdlldc Lllminnehet from other villages. and not 
just people of different raccs. If the strangers prove themselvcs 
wcll-mannned and unthreatcning (i.e., sheat hmg weapons, sling­
Ing shields. llnstringing bows and removing helms) before enter­
ing a I·ilbge. this resCTve begins to crack. Once the social ice is 
broken, the Lumimirhct arc a gennolls .,nd good-natured pwplc. 
fearbs in ,kfensc and persevenng in thl' f.1Ce of hardship. The 
cold of the North has taught them to seize cach opportunity as 
it ariscs, for it Illay not be there for long, and may never come 
again. The Jverage life expectancy of a Lumimies is 50-60 years 
for males and 75-90 years for females. 

The Luminw:hct have a wealth of Ingenious myths, entertain­
ing stories and hnolC legends. MOM of these h,lVe to do with 
thenmlvcs and their culture and way ofl ife. Howevcr, many aTe 
u'lyder's tales they have gleaned OVCf the years from various 
visitors from ot her cultures, A good story-teller. a r",.ifl~ja. is 
much pri7.cd in a Lumimiu village. and the occupants of a !')wrii 

r~kI hOllsing one are much ~nYied. Often. visitors to a yillage 
(espt'ciaHy thos~ of oth~r rac~s or cultures) arc called on co te!! 
a talt. An entire village of aloof and nand-offish Lumimiehet CJn 
be wOn OYer by the dramatic telling of a heroic tale (which 
re'luires a passmg knowledge of Labba). 

R ELIGION AND W ORillVIEW 

The spiritual life of rhe Lumimiehct (emers on rhe viisas (La. 
"wue one." pI. V"f~~I) and the hfMki"imilt~p (Ll ... spirit-namCT." 
pI. brnkmimm,Y.lI). Together. these two figures protect the well­
bclngof tlwir pt'opk and maintain good relations with the Spirit 
World. The ""SUI preside owr al1 rituals involving life and death. 
wIllIe the hmkmi"'ill~pl read Jnd 11l1c'l'ret omens; both constandy 
work to maintain talop"iMo, balance in Ympyra, the order of 
Nature. \Vhilc rcspencd (or feared), neither the wise one nor the 
splrit-namer possesses any fonnal authority m d,e eyes of the 
L1lIll1nuchet. HrM'ini"'itt~Pt arc alwars women, Jnd males only 
rardy become ~lIia~l. 

The LUlll llniehet have a lifestyle that IS bcaUli(ul m liS 

slmplimy, Seasons cOllle and go. each bnnging tasks to be done 
and hardsll1ps co bt' ol·ercome. Suryival and its demands arc of 
1'.lr.ltllOuntllnpOr!.lnce. taking precedence over all other facets of 
11ft. The Lumimles liyes in the present. constantly worklllg. 
becau~e without rillS labor. there may be no fmure. For Ihl~ 
reason. many Lumilll1ehet seem stem and sober. In realitr. they 
savor the joys o( life, but theIr harsh lIves in the frozen wastes 
temper Ihelr emotional expression at an early age. Death also is 
a l'.lft onife. A Lumlmies may moum a lost loved \lne. bm in his 
heart, he realizes it is pan of Ympyra. Life is renewed .1nd 
slISlameJ by Ihe binh of children: it can just as casily fall away by 
an ICt stann or by the claws of an ammal. The LUrIl llniehN care 
derply for one another. ret they accept death and loss stoically. 
~s J Ill.mer uf emotIonal pranicaliry. 

WARCRAFT 

br~e'$,alr warfare IS unkllown to the Lunmlllehe!. Villages 
somet lmcs 'lll.lrrd, and md"'idllal fami lies do haw blood feuds. 
but thrsl"' are often resulved by J Mmg duel. Consequently. 
LumullIrhet '"warcraft'" IS something of a misnomer-their 
str;ua):ellls arc "rIll'k but I"f(e((II"·, bnng based f'Tlmanl), on 
hllntlll): ttdllll'lun. 

The Lumimirs learns the ways of the hum in small groups of 
two ro four. with ba.sic weapons: spears. arrows and so on. Since 
the main targets arc animals for food and raw materials. the 
Lumimiehcr have become adept at quickly artacking and bring­
ing down an animal while doing the least haml to its hide and 
bones, Mosl animals arc killed by a swift spear thrust to Ihe 
cervical vcnebrae. whICh leaves the ben portions of meat and 
largesr seniolls of hide imac!. Usually, one hunrer spies the 
animal. driving it towards others in the hunting pany. Illese 
activities arc not without risk. especially from sharp horns and 
hooves. 

AWEARANCE 

Most Lumlllllehct arc faiT of skin and hair, though occasion­
ally a reddish-gold shade appears among their children. Eye color 
IS generally blue or grey, with green being a rare exception. They 
arc not a massive people. lacking the length of bone seen in 
southem regions. However, a typical Lumimies maintains a 
certain amount of fat to hdp insulate against the cold; this 
probably dew loped ITom subsisting on a mostly meat diet. Still. 
even women are rclativel), lean, simply bl"'cause so mallY calories 
arc burned wi th all the hard work. 

The Lumimiehet generally wear rough doth or softencd hide. 
trimmed with animal fur from their hunting, The clothing IS 

functiona l m the extreme; it IS designed to keep rhem from 
fre..-zing, not to accentuate the figure. But they nonetheless enjoy 
decoraTing Their clothing with simple embroidery or using cenain 
berry dyes to brightly color garments not for hunting. Jewelry is 
often of bone. carved with circular designs; brooches. bracelets. 
and rings arc poplllar gifrs, often handed down from gl"'neration 
to generation, 

6.1.2 THE JAAMIEHET 
The Jaamichet (La. "kernen." sing. Jaamics) trace their Iineag~ 

to the Tanssijat. who took refuge from the invading Skd-horde 
upon the Cape of Fomehel. beyond the wall of the Bleak 
Mount.,ins. The Ja.'imt~hct share III the SC.lf.1Tmg tradition of 
I heir berg-d we llmg ki llSlllcn, the Merimetslist:ij:it (who arc them­
selves spmng from Jaamic..'l blood). and during spring and 
slimmer may be seen as often hunting the waters of the bay as 
followlllg the tundra herds. For rhis reason. rhe ignorant often 
mistake them for either the Mcrimetsasrajar or the Llllnimiehet. 
In rhe Grey-cll"Cnspcech. "Jaamieher" IS rClldcred as "Hclcchoth" 
(Slllg, Hdegon). 

SociETY AND CULTURE 

The ancestral hunting grounds of the J.'i.'imichct are less 
abundant in elk and reindeer than those of their Lumimles 
cousins. while at the same time bemg subjen to grcaur danger 
from Morgoth's legacies; thus, the Jaanllchet rely morc on the 
fish. seals and whales for their sustenance. The dangerous sea and 
the many pails of the tundra make fur a short lifespan (45-55 
rears for males. 60-75 years for females ). 

Even more than their Lumimiehet neighbors, the Jaamlehct art' 
stern and 1I0t gil"ell to spontaneolls romps or wastmg time with 
f,kasllTe. The), look no fun her to the f\lture Ihan to the comillg 
winter. Sl'nng is 1I0t necessarily a tlllle o f pl"asure and akbra­
rioll, blll ollly a brief rcspite llntt! har.! rllnes come ullce more. alI 
too soon. TIllS attituJe espccially .1ffe,-ts ideas o f klllslup. For 
instan,e, as children ,,(ten die III mfan,y. the J ~;ll lll ehe t c;",,' a 
mother's 10)' b)' trc.1tlllg all rh lldrm as though the), wer,· theIr 
0"'11 ,,((spTlng. Of (ourse. a clllld's bmh Inotl\,·r .m,! father arc 
.I.kn,,",lcdgcd. hIli alJ I" '''l'k lillhe kUl,hll' grulI]' LIke part III I he 
r".1Tmg .md (afe ("I children. 



j~'iim;(h(1 R EUGION AND W ORWVIEW 

\Vhllc they p.ll'l.Ike III aU the splritu~l traditlOlls (Oillmon to 
the Ysrav.'it Talven. the J;iallllehet arc JIS!in!:ulshcd by th~ir 
taboos agJlIlst kdling cntalll anllllJb-J custom all the Illor~ 
I'eculi;.r III light of the notably less abundant "UIIIIIl!: grounds 
they dlOos .. to w;uldcr. Amung the creatures sacred to them art 
t he whit" hart, tll~ ,lloW leupMJ alld the gn.'ar cagle. The first I wo 

they reg.ud a~ mess""gers of the Spmt \Vorld. whde th" ".1!:lcs 
they bcl lew tu Lx- the watchful Sptrtt5 o f tlle'lr depane.] ;)1)«"stO,", 
The myths and legends uf th .. Jaamtehcr ab0und With taks ,)f 
such beasts oringmg aid to them III times of desperate lIeed. 

The Ja,illilehet .1re moTe rrsrrv .. d than the Lumi"'lehrt when 
il COIII"S to encmlutcnng ul1lsidel"S. III some of tht Isubled 
I'dhges 1le',H Lonely Bay. visiturs might only come one .. III J 

generation. Th.- fathers and Illtltltns hnng their ltttle children 

forlh 10 vlcwstrangn~ so th,'ymigln remernberm latrryrars what 
other folk look hkr. 

W ARCRAH 

As with til" LlITlI imirhel. inrerrtrcine warf.1fr is a rare occur­
rrnce ,l l11Ol1g the Jaam iehrt. To the hunting I"re of th .. fonller the 
Jaamiehn add a remarkable facdity With boats ( n vakd only by 
the MmmrlSastajJI). Usually. they ply thnr sktlls against the 
wh~ l ~s whICh ~rr so l'iullO the ir livelihood. A group ofJjJllIiehct 
us .. s several small boats to stnkr Ihe grrat beasts from multiple 
ang!"s. This is a risky business, for f~lIing II1ro the icy w~tcrs 
almost ,lSsures dc.nh from drowning or freolllg. 

A PI>EARANCE 

In app~arancc. t he J~,'michet arc much like the Lumimirhct; as 
the two groups regularly mtenllarry. this is not sU'l>rtsing. The 
Jjjmicha arc even fairer than their cousins; red halT and green 
err~ arc ~lm()st nel' .. r seen. and are usuaJlr ~ mailer of cunosity. 
I,ol)g hair IS normal for men and wOlllcn; m .. n wcar Lx-ards. 
usually braided. In gener;,I. Jaamlehfl ar,' a oi t shorter and ~tuutcr 
ill oUlld than lhe LUllll!lllehet. 

I"h,- Jjjnllehet make mOM of their dorhcs from carduliy 
cured scalsklll>; tllCSe garrt)ents arc snllg and insulating. 
They hJVC lillIe in tlw way of dyes, but oft .. n usc sinew 
5lllchlllg III a variety of I'allems to lend dlSllnction 10 their 

ganncnts. Ornaments "l1d jewelry trnd to be ofoollc rathr 
than metal; whaldx)lle in particular is fluiole and c,uy to 
work with, \VomCl1 of len wcar OOIlC hairpins carved into 
~hares of arlllllals, whll.- men wear clabor,l'" n .. (klacC5 of 
(al'l, .. d bone, teeth anJ leather thongs. 

6.1.3 THE MERIMETSASTA)AT 
The MerimelSJstajat ( La. "Sea-hunters," sing. 

Merimctsast~j3) are. in reali ty. a sub-group of Ihe Jaamiehcl. 
their d"tinClive (ulture deTiving from their unique habit of 
making tl)e great iccbngs ofl:orochel' s bay their l'emlanent 
dOllllcilcs. The Merimctsistaj:n arc bom and rals .. d 011 the 
hngs; 1ll0st do nOT el'en set foot un the solid. unmoving earth 
umil adokscrnce or beyond. with lhe result that they arc 
of len IIncomfortaole on the dl)' and stlem land, ill at ease 
wllhom Ihe stcady motion of the ~ca beneath Ih .. l1· f~et or the 
sound of the w;"'c,~,,bollt them, ·I·hc Elves (and thc IJtinedain. 

when they bother to make the distillction ) c~1I lhe 
MeTimetsasrajal "Aerf.1forh" (sing. Ani:lI'on). 

SocII::TY AND CULTURE 

Unlike or her Y staV.ll T.lII'tIl. the MeTllllct.,aS[~jat drrive th .. ir 
llvclihood almost exclusively from the ,,,a-fishing. whaling and 
sea l-hunting. If life is difficult on thc sJ,ores of th .. Bar of 
FOl"ochcl. it IS CI' ("II more de~dly Oil the I"'-floes. The 
Mcrimctsa~t;ijat arc COlISt.lntly " Ierl fur daJlger. fur Ihe nsk of 
dearh IS never dlstallt. This h.l~ made the MrnmctsJstajat an 
excel'll{mally CautlOlis people. though they aTe IIot wlrhom good 
Ilulllor among lhcm.<clws. They arr. howevu. 'l"lle Toerved wllh 
oUlsld.'rs. 

The family IInit IS of great Import;l[J(e to these folk, who trac .... 
their hneage through the mother and grnerally practIce IllO­

nogamy; reCiting one's 1:,11111)' history is a marta of pride as well 
as good rmenainmcnt. In a sellse. lhe cl"5e (annly 5tn.lCtur~ is a 
Inicrocoslll ofMeflllletsJslJjiit society overall; they arc extrenlcly 
dependent on one allolhrr for their vcry survival. Quarrels arc 

resolved simply Through feat< of strengt h. comests of talc-telling, 
or b)' asklJlg an elder to adjudicate. Even ,htldrrn do not put their 

peers at risk through fool ish play and dares. Such IIltcrdepen­
d,-nc .. cre~tes close bonds indeed. 

The McrimeTSast,ijJt seldolll rdax their alcn senses, CVen when 

in J playful mood. They are ever call1 ious o f a change in the 
wrather or at the approach of prey. The ol1lsider might find the 

Menmetsistajat shy and reserved. They afe not 'juick I<> give 
their tnlst unril strangers prove the ir wonh tu th .. ir people as J 

whole. Should somron .. accomplish this. he or .<he will haw 
fOllnd not only friends but an emire fam ily as well . 

REUGION AND W ORWV IEW 

\Vhl].. the whalers of the I.urll imiehct and J:iamiehct naTurally 
seck the .lId ofolessing,. "od sl'cllcrafl to aid tltem in the hunt. 
onl), thr Menmetsa.<!Jjat deVOTe an rmire clIlt. the V.,Jaskalan 

P.llvontJ (La. "Cult <.If the \Vhale") . to the PUTSult lIf die giant 
sea creatures, As whal ing is stich 311 ess<"lItial 1'~1'l o(Menm .. tsastajJ 
culfure, th .. whales and their spirits arc of special Importancc to 
th .. Ill, Th .. (lIlt se<-ks tll ensllrr that tlltre is no SUptntMural 



Ilucrference wllh Ihelr hunls. and they do eVCI"ythlng wlthilithclr 
l'Own to :11'<)1(1 ufft'lulmg the wh~ lc-~l'ults. The cult IS ~Iso 

resrolUlbl~ for krrl'mg .lelllOIl ",h~le_\~! uay, which requires a 
lengthy upulsiem ntllal. If IInsucCfS.'>flll. ,he whalers actllally 
Imm Ihe Crf.lturr III their IlIIlt IK,;,tS. 

As o nl)' cult lIIell1be~ arc allowed f<) hum "hales, 1I1111al1011 
11110 the Vab skabn P~IHlIlta I~ 311lmpun;,m andl'rul lglolls nte 
for a MenmNs;,suJ;i. l1,e ntual re(luores an arduOl~~ I'cnod of 
II1stnlCtlon. In wilich the I'rosl'tc!l"e emllau: undergoes many 
IIICIlU[ and ph)'slca[ Inal. to prove his worthiness. The whaler 
IIIIISt [ram .. lithe "l'l'rul'TlJlr rllli.1 ls and songs and. in the end. 
must $("ek a SPlnt-vlSlon. Onct 1I11tiau·d. the whaler is glvcn a 
special anmlN HI ensure good luck. The amulets arc used only 
during th t whalc hunt. and .1fe I"dden away In srCf("t caves within 
the berg-ddvmgs of the Menmetsht.1Jal when not in usc. Each 
member of Ihe V.lbskabn Palvoma mllst dcvise a personal 
whaling .song. list of which by anyone else IS conSidered a spint 
crime. These sungs arc passed 011 from father to son, or arc 
speci.llly ),repared by a viiJ~J if no father is available. 

\Vhilc wh.llmg. the nih mflnbcrs must be isolated from thr 
rest o(lh .. vlJlagr and tn.,y not ~leep wilh thclr spouses. Before a 
wh~!e hunt begms, aU boau. gear and whalen must be ritually 
de~nscd. Once ~ whale is klUed and brought into the Ixrg, it u 
gIven ~ symboliC dnnk of water. welcoming it to the ddvillg. As 
the whale IS CUI til" special rituals arc I'crfolliled to rerum liS 
SpIrit 10 the sea unaugrred. No lo ud or dlsturbtng noises arc 
pe:mllltro for fear of offendulg the: whal .. 's drl'ar11l1g sl''''t. The 
Mcnmctnstapt bdln .. th.,t the ~uccessftl l release o f the whale's 
t"""., for Ihe usc of Ihe be'l:-dwdler~ J .. pc:nd~ 0/1 the respectful 
treatment and prop .. r use o f U~ fnllll .. r body. The actual dlstn­
but Ion of the whale IS a coml'k .. anJ lJl\'oll·ed process. All those 
who havc parllelpatcd III Ihe hunt enJO)' the but llOr1ions o( th .. 
dll·ldcd meal. 

11,e members of the Vab <bbll Pah..,nla belicve thcmselves 
to have spccial mflucnre with Aalmmler .. n ha. a spIrit that 
wmders Ihe sta mlhc fonn of a giant humpback whale. In reality. 
the cult h."U hule or 110 dfec! 011 A:UllIllnrren ].;(s beh3vjur; [,ut 
."U the Mala has both s.wed and destmy~d whalers III the past. thc 
cll h's brtlk"""lItl~)." fed they have no chnire bm to attempt some 
fonn of.,ccommodation with the great sl'lrn. 

WARCRAFT 

The McnmrlsaSl.ljat arc dead ly In combat. Thc), lorn from 
childhood the sk tll~ ofhllnllllg am""g the sluftlllg icebergs: 
how to find game .lnd bring It down .~ wiflly and With minimal 
nsk. Most hlll1l wllh sharp bone or ivory ~pcars or harpoons; 
their most common pn:y are whales. walrus aud seal. Ikcause 
of thclr close-knit soc lu y, warfare amongst the 
McnmelS;Ut~pt 1$ vinually unknowtl. but by no meJ.J1S arc 
th~y cowardly or ~frald to defe:nd themseh·u. They dc.splse 
the dngons of water and ICC; 1110St Mernne1Sast3pt would go 
ro gre:at ~ins to sby one of these Ix:~Sts. 1101 only for fame but 
JIso for the bounty of iu hide: and bone. 

AWF.AIt.ANO' 

The hardy whalers shHe Illuch III the W;lr of appcar;lnce With 
dl(, J.l.imlchrr, albeit a bit shoner and ~lOtiter; skill color IS fair, 
",hi Ie hair color rang~s from hotley-blond to platinum. Eye color 
IS most o(ten b!ue or gTC'y. with f3TC'r shades of green. All thelf 
dothmg is nlo1dc from cur~d sealsk11l. whaltskin Of seal fur, 
indudmg thick C.lpS covrnng the tars. long coats with slit sides 
(or w.llking. an.! thick boot.< wilh 1~.lIhcr IICS. Men Jnd women 
also wear ."lUg-filtmg bTfcches and vcsu for wannth. 

The Menmetsdstajal love Jcwelr), an.1 adornmcnt. usually 
brooches. rtng~. halrl'l11s. bracelets aJld necklaces can·cd from 
bone; thflr be~dwork IS exccl'"onallyomate.l.eathrrwork IS also 
llOpular. pal·llCllbrir f"r brks. boor-straps and caps. Ilnwcver. 
l'lrtlially all Jrwrlry IS rr l1l{lI'ed Jllnng hUlltlllg. lest an)' png[lIlg 
make nOise. 1'00<1 ~lId Mlpp[ le~ Hr tOO searcr for vanLty 10 51'011 
a hum. Most Mcn1l1rLunOl.pr replace: thrlr finery wnh a number 
o f IlOuches and bags to usc for ~{()rage afrel' rrocrS5ing a kill. 

6.2 THE ELVES 
The belfcrco[d and harsh leTT.1ln of Morgoth's fOnller n,'alm 

~re h~l'dly 01. "natural" SClI I"g for EII'en habn.mon. Since the tllne 
of their awakrnlllg. the FlrSlborn Chtldrrn of ]]'I".lIar hal'e 
shunned the Iron Mountains and the forbIdding regions that lay 
beyond their crlld peaks. [I'm the Nuld"f. indomitable fors of 
Morgoth. shudder wllh grief and horror when the), recall their 
agoniZing pa.~sag .. of the l-k1carJJCc with liS Elf-killing icc. 
Thollgh Morgoth .1IId his rcalm be long goue. the dC.'lh!css 
memory of l/tr Elves remalllS. and few now 111 Middle-earth 
would Iread wtl!tngl~' IIpon lands of silch CI'II name. 

Yel rhere arr Elves who. III spite of tlus stigma. regard 
ForodwJllh as their home-as Illllch a home as Jny lllortalland 
can Ix for d1<)~e who dec 11 0t. [ndud. they hold Ihemselves to be 
lIS gllardians. Some among them believe thOlt Their presence in the 

North was foreorJalllcd by the POWCTS and that, III their 
labors. they fu lfill Ulmo's deslrc that the ChlJdf("n "should 
be [eft frce to walk as they would III Middle-earth. and 
wllh thclrglfts of ~klll to or-ler;l ll the bnds and he,,1 their 

hum (Sci .. p. 52)." 
Two I'rry d,fferent Elvcn kmdre.ls wander rhe 1~llds 

ofFonxlw;utll.1r was the Noldonn IllpliCS ofEregion 
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who flf~1 r't"bl,sh~,1 :I foothold III du' Nonl,. ~;lrl}' <H' III tI'l' 
St'·lln.1 Age. lsobtcd from th~ rest of tlu:' wOIld. thl"lf h .. IJ"1I 
refuge .,f Evcnmst el1dured two :lgl""S of the wmll. Though 
seCfellW an.! few III I1l1mba, these SOhTJry p,]gnms w.lIldn,-d far 
Jlld WI.lC J,'ross the N .. ,rthern \Vaste. l'ur"llng IUIOI1S and 
portents. CWf scck1l1g 10 fde;l5c the slumbenng IXlln'r of till.' 
l"~rlh. which had fOf so long langtushed undef the IC)' gnp of 
Morgl>lh', du011l1lOn. 

Th(' second group 10 cnler Forod"alth wne thc Sn",,··d'·l"s. 
In ongll1 a Irib." uf Nandor ffol11 \V,lduhnd, tim S,]van·fo[k 
CJme 11110 the Nurth 35 cxdes. drivOl frul11thcu' ""COflll hume· 
I"nd (so they dan11ed) b)' "'the t)'TaJll1y of Ihe Grey." R.·luctant 
nnwomen. Ihey SOOI1 I'roveJ themsclvcs 10 be Imc Nandor. 
canng ml>I"C for hvmg tllIng~, fm "'lfce ami herb, bIni and be;35t, 
Ihan .111 uther Elws (5./., ". 54 ."' BelIeving rll(·II1$eh·u tl> have 
enlneJ a place of desobllOn. they dlscovrfed that no maria 
((1I1J.IUllcrly sra)'theSl'rlng o(Ya\,aml.l, nor hInder the Chzldrcn 
of !hivat.lf from panaklllg uf liS blcssmgs. 111 lillie, even the 
1111111u<ln,lle cold of Mnrgolh' s icc became Iheir SnVJIII, and Ihey 
would slmpl.' it into dwrllmgs ~lId works ofbealllY. At the lasl, 
fhe Sllow-dves became the keepers ofHelecthll.fhe shard onOSI 
Ilium. whose radIance Igml~s lhe lIonhern ~k l e$. 

6.2.1 THE SNOW-ELVES 
111l" Lu~sld'] (Los. "Snow-rlvcs," 5111g. Lossrdr[ \ <II!! ucca .. on· 

all)' cal! thelllselvcs by their ancien! namc I,f "'11111.1.," .... hlCh 
IIu111bers thrm among thr L1S! of Ihe three Elvrll k111Jrcds that took 
1'.11"1 III the great westward lmrch ~uoss Mldd[e-fJT!l1 II1lhe Elder 
D.l)'<.I~etter known t<llurcmasteD J$lhe Tekrl, tillS 1"-'l'uloU5 clan 
hec~me Ihe wdlsl'Tmg for Ihe mdJOnl}' ofEI .. rl1l'coplu Inh~hilll1g 
nonh .... ntcm Mlddlr.tarth. Among th~msdves, Ihe No[doT of 
E'·l.'l"Ilust b[">("'1 the Snuw-dves as "'Nandor"' (tefrrrlllg 10 those 
LlI1lil .... ho liner comrJrtrd the m.1rch). bill Ihr Sn<lw,c[vfS do not 
r .. cognize Jill' surh dlslu1(lion: Ihey arc Lmd,. an.! lake ofTcnse al 
any who would d~ny 11 III dlelf presl.'ncc. 

SociETY ANO CULTURE 
Snow·d,"Cn hfrwars havc ch3ngl.'d SOlllcwh~1 slnCt Ihe foulld-

111!! of Hl.'IIOlh. rhe concrntra· 
11\111 uf Ihe Lossldd w"hll1 Ihal 
w.~llcd Sl"tr le111elll has brought 
wllh It a "'ore hi rnrclu(al SO( I­
.. ty, rl.'1111lIlS({'111 ofNoldol"ln or 
Grer-dvcn CUhllf'" JIISt a.s the 
Ilde,llul of thc nonher[l skies 
slllne$ forth frum 3 SlllgkSOtlfCC, 
so too Ihe gO\'ernanCt of 
IleIlOlh'$ folk emanates frum ~ 
sluglr .mthonty: LO$p'lnd(.'1. 
MISlrcss of the CiTY, YCI tht 
$now·eil'cs, now as alwa)". arc 
ulldn 110 cOllll'ulslonlo $ublllit 
I <II hClr l.ld y's conunands; If dley 
( h005t 10 abide by dll.'lr own 
w,J[ only, Ihl.'}'art frl"t 10 dcpart 
Hdloth's walls, for a $(,,50n or 
j't'nn;1I1ently. and w.lIlJer the 
Nonhbnds 31 their 1'[l.'~Sllfe. 

Even wuhln I-Icllo th, the 
1 .... ,551<111 COlllmue fO ororr Ihelf 
l1\"n III accordanct wllh Ihelr 
.''''Irlll f.lIlllha[ sl.'n'll)[hlle~. 

"H"hln): .,[[ "'n.,l fehll"'" ,n 

the Idltllll uf klllShll" I" fan. mall}' of thl.' "lmll:«,I'I>IJs"' of 
lcd1uwer aT<- fum"d nor b), Imragr. but by mcilllall'lII ur shared 
[,,..,. "I' ~Iml<- an. I'or 11110 ",·a'lIl1. what [11I1e ~tnfe Ihat dlX~ enlpt 
WI\[1111 til<' Cl1}' walJ~ 1$ rarl"[Y b~srd on b[ood or n"',Tl,'ge. a~ II 
OIKe W.1S .1II1OUg the No[.lor. [krun.! Hd[\llh, small COIllI';1JlleS 
ofLl,s~"J.1 wander till.' Northern \V.utC;I1 Will. SOIUllll1ll1g neWT 
long III ulle pbce. These ,,"nl'al1ll.'S usually fonn aruund 50111(' 
chansmatlc IIlJl\"ldllal, malc or female. and Ihelf mcmbers (u­
cq't 111 the (JS(" of gtlltllllC I",rwis "nJ dllldrclI) rCfl"f tu OIlC 
auother as "brother" 311.1 "s"tcr." nll~ custom IS doubdl"~s the 
ongm of thc behef dIal the Sl1uw-dves art pro lIfic III dw heanng 
of ofT'J'rll1g-m f.,c!. Ihc !.ussldd arc 110 ,llfferelll than uther 
Eh'es 111 tillS rcspl.'((. 

' 111<)[1&11 ther llIay be Ihc huJlest of Elves. C\'enlhe Lussld,1 
1111151 slnoggle to survlI'e III Ihe utten110Si re~dll.'$ o f till" Nunh. 
A~ nu j'blll [Ifl.' wllltakc HX)f on Ihe Landless Land (53"e for Ihe 
iCrt'\("lh uf Lusp·inder. ):"rdeus). thr Snow-eh·cs 3re forced 10 
turn prlmarll)' 10 I11ral 311.1 (i,1I fur t1'l.'lr SIIMel1aIlCC. Most 
Lllssldd SUl'r[mlfl11 tillS ,hel wllh herbs .md ):Tam' galhere.lm 
sprlllg and summer fro111 t1l r Illmlra. The wamlrrlll); cOmpall1e5 
Jlso und herds of remdl.'er; these gemle b."ast5 pro~ld~ tnnspoT­
Ullon. Illllk 3nd horn for IItrdl~s ;l.1ld 3domment. T ile Lo55,dll 
pnCIlCt good JnimalllU5b3ndry 3nd usc Ihc we~krr anImals for 
food 3nd hides whIle allowmg tilt best sptClm~ns 10 prop~g3le 
~l1d Imrrove the herds. 

REUGION AND \VORLOVIEW 

Llk(' all of ]h"!\",t,u's Firstborn CllIldrell. thl' S"OIl"c!VC$ arc 
IJI!'xtnc~hlr h..,u",llu till.' I.fe of I],e wur1.1. and III!' fid(il!lllmt u f 
Ih!'11 1">(",111& (,111 be In,l}, a, IlIn'c']l>nly Ulille .:oml'letlOn of Anb'5 
011'11 $Iorr. \Vllhllllh~1 laIc thl.' Lossld,1 believe thl.'Y ha\·t a P3ft 
to phy. t\t first resentful o f dlClr uI[e from the lalld~ of their 
kll1~folk. the Snow-ch·cs gradllally C3me to behew th.lt lhelr 
conlin!: til lhe Norlh was a provldentl"[ working of 111lvatar's 
I\'dl.Jl"s belief \\'.15 confirmed in their minds by Ihe rising of 
l1Iul11's shard fr01ll the dq,th~ of Ekkaia. and II.' guardianshIp 
tlll.'r Tl.'garJ a, dle'T dll·mel)·.a!'I .... '"1Il.'J task (t hollgh no Vab-
nm Cl"CI1 Ulm()--(,"rr 1.11<111 "I .... '" d),-no \ 



The love of the SUOW-I'[VI'S for Uln1<) nms Jl'ep. Apart from 
Ororne's l·l$IUt,OllS III the c[derD~)'s, U[mo IS (heonl), \'a[a {he 
L,ndl have ('vcr ('ncmmtued. and Iu- !lame IS evn 011 thclr III'S as 
tMy \\'eave Iheir son~s and lays. LIke od,er Elve~. the Lossidll 
hold that In watn. Ultlm's prol'lnee. "!llrre lives ret the eellO of 
the MUSIC of Ihe Al11ur more thall III ;In)' substance dse that IS III 
the Eanh (S,t. p. 19\ " and the splTllualllfe of thl' Sno\\·-eh'Cs 
COnsiSts pomaolr III Ihe JlsceOimem of ,hat CellO, and ,ts 
manifutatlon III the,r rebllons 10 one anothrr and (0 tI,e world 
~round them. Man), J Snow-df can be found standing alone on 
somt rocky strand, hcarhnlllg 10 Ulmo·s rhYlhmlc I·OICe ,mud 
tht lapl'lJIg waves and channng softly \/I response. 

Icc luelf the Los.m],1 rder 10 as Ulmo's "fro1.en VOICe," whence 
comn IhclT JOY In Its shaping. I t IS bdlcvcd br the Snow-elves that, 
in Ihe sculpung ()f let by their w(halUmrnts, they a,"" bringing to 

fulfillment the thoughu ()fUlmo whICh he (OIKfIVed III the Song 
o( Crnli()n. In sIIeh labor Ihe f.os~ldtl have brcome true sub­
creators, "partners III making Jnd delight (Tt, p. 50),'· and by their 
arts thty have transformcd the ··billrr cold Immoderale (5il., 1'. 
19)" o( Morgoth's rnahee mto works of beauty all<! wonder. 

Unhkr most EJI'~s, the LOSSldl! do not deSire to depart (rom 
Middle-nrth 1I1tO the \Vest. They arc dl";l .... n by thecal! of the sea, 
but slIlce the globmg o( Arda It has turned thrir faces north rather 
than weSI, toward Helecthll' s glow. The nnpertshable Ilghto( Ihe 
shard &,1·1'5 them comfort annd Ihe n<er-changmg mortal bnds 
thaI hedge them round. No olher solace do Ihe), deSire. though 
Illty be dooll1r<jlQ fade wllhln Ihe worH '·slowly to forget and 
10 bt (orgOIlCIl ( Lo,1< /, p. 380)."' 

W"ReRAFT 
An unwarhkr peorle by IIlcl,nallon, the I..o~,idll hav~ nc'·cr 

culrivatrd manlal prowess as a l'lnlle. For Ihe most I'an, their 
wt~pon.s and skills are oriellled towards the hunt. It IS true Ihat 
pmls (rom vlolcnce are 1II0rc nUllIerous III tile Nonh tha1\ in thClr 
~n(lrnl woodland home of RhovJ.llIon; blllihe Snow-eh·es h.we 
rdlrd most on de(ense and wlthdrawa[ !aerics, rathn than 
outrighl confront.mon. Thr fOllndmg ofHdlolh grncratrd new 
demand~ (or til(- concerted de(eliSc of (ortlficd walls, and thl$ 
novellY h;iS led to the develupment of annur as wel[ as ne .... 
wnponry. The guardi,lJ1s o(Hdloth dOli hauberks crafted from 
IIltrrlockmg pieces o( II'0ry, sewn IOgNher wllh wha[cglll and 
hardcllcd by an enchanted b C'lllcr-!tke eoatlllg, Ihe art of whose 
makmg the Los5ldt! alone pos5rs5. 

ApPEARANCE 

The LoSSld11 arc a gracrfill and beamlful pt'op[e. Most are 
trtrtmdr faIr of skill, with hair color ranging from sill'er 10 a pale 
blond; nLSSel tones arc Ullcommon. bUI not unhe,lTd of. Most 
Snow-elvcs h~\"C blue eres. lhough .some ha'<e sh~desof amethyst, 
gn-y or light g~en. Both 51' ~cs wear (heir haIr long; waml'n usually 
havr man)' bnids swept III' w,lh C;llVed pms nr bands of wovcn 
hIde. 

Much o( 11.1' Snow-eh·u' dOtillllg 1.'1 conslmered from flndy 
unnM remdeer-sklll, so(ler Ih,ln \"rJ\'Cf. Men and women alike 
~ar snug gaOl,rnt5 Ihat Ins .. lat~ againsl tile ley wmds. usually a 
lhln and I·ut wuil bre~ches: somellmes, a lralskm cloak com­
pktu Ihe COSlume. Males mua[[y wtar round hats, while (emales 
grnnall), pre(ef iloo<-I5. Bools are nude (rom loughrr and thICker 
hldrs. bced with rawl1J(k Strip,. M.1J1Y o( the E[ves dre the smew 
ILM""d fOflhrrad With maICfl.1JS gathercd from the sea. such as kelp; 
Ihis klld.~ a bnglll' ctllorful lo<>k 10 their dOlhmg. Ornament'S. 
1(j1J~J[)' br"celet.~, rmg.< .1nd damt}' butl"n~, arc carved (rom 

r"lIld,'er antlers 1I1to cl.lboute designs. The Lossldd pnzr wonl 
and o..:cJSlonaUr Irad~ r"uhkcr-skills or carved Jewelry (or skerns 
of woolen tll"ad or clotk 

6.2.2 T HE NOLDOR OF EVERMIST 
-I he Vale of EveomSI IS honle 10 au Isolated eucla,·e of 

Noldonn Eh·es-tlughmsi kmdred of tile Flr~tbom 10 rell,:oill 
III MIddle-earth. SUlVlVOrs o( a small group of r('(ugees flec1l1g 
Ihe f.111 of Ereglon, Ihe hell'): losses of their unforeseen (onfllct 
Wllh Ihe dragons of Err,j Umarth .s<)Qn ~ftl'r their amv .. 1 111 
[,·emUSI reduced tilelr numbers 10 s '~tr-sl. (forty ",omen and 
IWCllt)'-rlghl Illrn). Sillce !hal !1I11t, havmg fOmled themselves 
mlO Ihe CUl\"1cmar, the Lodge of Awakemng,lhey ha,·c reso llilcly 
pursued Ihclr heroIC'luesl: 10 JchlC\·e the healmg of the \Voundrd 
Land (rom Morgoth·s St~lII. 

SocIl:TY ANI) CULTURE 

The CUlvlcm.lr arc a ~mall communlt),. brgclyclll offfrom Ihe 
olirsldr world. ·[·hry were thrown wgclher by Fate alld led 10 Ihis 
bJc,sed "lace by the VISi011S of6!Nh. Mall), had losl tlmr spollses 
and f.lmlliu III thciT escape (rom doomed Errgioll, bill some 
mamed couples sun·i,·cd theIr }"'nlolls Journry. Of the unwrd 
Elves that foundcd cvrnmst, mOSI have SlIlce mamed and bOT11e 
chIldren, bllt theIr OVrrolIJ numbers have IIlcrrasrd [illle morr 
SWIftly Ihan war or the penIs of thclT <lues! have cbimed them. 

The powerful and somellllll'S diVISive sen.w of kmshlp that 
bmds Noldunn SOCie lY at large IS conspicuously ab.'lem heTe. 
Imtcad. the CUlvlrmar I'lew Ihelr fdlo\\"shll';iS;l dan unlO Itsdf, 
chosen by ProVIdence ralher than delemllned by blood. The 
ntual observances of Ihe CUlvlcmaT a,"" lite outward rIpus.slon 
o( [hiS sense of adorll\·~ f.,llIIly. Nestador 1.'1 Ihelr acknowlc<lged 
lra<ler, SIIl("f (he f.,11 0(01('(11, hut the Eh·es slIlI hold Ihemsdvrs 
10 be v;usals of II>( d,st~m rtalrn o( Lmdon. snvmg GII-galad In 

the Second Age and Cirdan in the Tlnrd. Arnbas5adors from 
Muhlond arc alllong cvermISI'~ mUSI frr'lue,,( vlSllors. 

\Vh,Ir mrmbrrslllJ' mlhe CUlVlflll~ r IS 01'4:n only to ElvC5, any 
repTf5entatlvr o(lhe FTf( Peoples who is 3t one WIth thrlreallse and 
who IS wil"ng I<l lurn and obsen·e Ihe nccess.lry mllals 15 welcome 
10 Join them in (hcir qUfst. Of cOllrse, 10 p~rtlCipatr 111 one o( Ihe 
rilll~1 gatherings on Tol Ely dlles nnl cJ\SlIrt th~t Inno will choose 
them to undrr!.lke a VI"'1I1 palh. Huwever, w"de every JuuTlley IS 
a soJ,lary affair, [hI' (I"fslrr IS J'emullcd to rr(flve aid in ovcr(om­
Ill!; thr Illany tTials hI' (m she) rnar confront on tht way. 

The Noldor ofEveTllll)t subsl.~1 utll],e neh nora and fauna o( 
thr vale. but occasionaUy ( fSl'eC1a Jlr III summrr) they alw ITavd 
oul to hunt, fish and gathn heros in the tundra beyond. They 
seldom l<el1lure III Illlmlxrs beyond the valley, though Ihr}' can Ix­
(ound alone or In paIn wandeTmg Foro(hrrs C,1]">(,. 

R.ElIGION ANI) Wmt.wvlI::w 
Tho\lgh rIcepllonalm liS sense of Illission and In Ihe ( IrC\lm­

stan(c.~ of 11$ foundlllg, Ihe Clllvicmar siands wltlun a venerable 
Noldonn (radmon o( devollonal or<lers-Ihat IS. feIJowsI'lrs 
devotrd 10 one o( Ihe Vabr of Aman. \Vhell (he Noldor flnt 
came 10 dweJl III Vallnof. rn~n)' among thcm fdt drawn 10 a 
I'anlcllbr Vala or Val,e whost aS~Cll'ru(oundly resonated WId, 
Ihe lIInenllOSi deSires o( tl,elr hUrl. To tillS PoweTtiteydedlcJud 
themsrll'rs. as an eager apl'rellllCc might 10111 IIII1l.sdf to a masler 
craflsman. becommg greatrr m Wisdom and lore III thfJr dl0sell 
path Ihan any othrr of thr Chddrcn oflllj"Mar. Many <)f (he!il."" 
orJrrs followed thr Noldorlll C~I[CS 11110 \kleTland, and some 
endured III Mirld[c-e,lnh n·rn afur the \Var of \Vrath. The 
Hcren Unatlrva, the OrJl'r o(the StlCnI P.llh from wluch the 
ClIlvl<'tnar wa.1 burn, W.l~ "nr £lIeh fellows[lIp. 



On....,t~d!O the Vala ImlO and tn Estc his spoU$~, th~ No[dor 
of Ihe Linafltva sought ta assu,'ge [he pangs of rhe.rsdf-Imposrcl 
bal115111l1ellt by rccourse to the deallSmg power of mystic VI~lOn 
and wakefu[ dream. Repentant for Ih .. rart they or dlc.r fathcfS 
pbyed Ln /=I"anor's rrbdhon, .1I1d yel unw.lI,ng to ~bandon 

Mlddll"-cart!t. tillS fel[owshlp medirall"d 111 sl lmc:r "I"0n the 
apl'oUltl"d doom of thelf kllld: to sharI" dIe hfe af ArJa UIlII[ 1[5 
End, 10 el1<lure rhe sorrow of Its Mamng .11ld (0 hope for Its flnll 
RI"TlIak111g Inl hc Second MUSIc-to clllbncc all rhls wuhoU! fcar 
or regr('1. Tim reffi;lllled [hc core precept espouM"d hy the 
CUlvltmar throughout It$ SOlaum 111 the Northern \Va$fe. 

Anothe-r way m whICh the Noldor of Evemllst cany all thc 
tndiliollal pafle-rn o f tile Yllmorean ordas IS m their rebtlom 
IOwards one- another. [n Amall. the- Noldonn fellowshIps natu­
rally ctlltnl'd around the Va[a or Vali~ to whom they were­
devotcd. The .mthonty of l Yah over hiS dlsclp[cs grew 5011"Iy 
frulll Ihe 1I11cnse emotlOna[ bond they shared; and Ihe Valar 
bestowed theIr Wisdom fredy. findmg reward enough III the lOY 
that the cuitlv.lIion of the CJuldren's native power brollghl !O 
Ihrlll, and the love Ihe Children gave back III return. ThIs 
rrcll'TOclly of Imuual love and respeer Iholl pCnll~olled thtse 
f~llowshlp$ III Aman .1Ccompamed th~ ~xd~s to Mlddle-e-anh. 
Se~eu.1 from theirdl~tne mentor. the d.1ot or mU~1 skd1cd of a 
group of .1('vOII"C$ assumed tht role of ma.-;ter or mlstrtss of !lut 
onler. So It was wnh the Linattrv.1 and the C"l\'1cmar. 

Ikcause the Lodg~ of Awakenmg ( Ilk t 11.\ I'reJl"ceS50r) nlJ.lJ\· 
tams specMI r.1pport WIth two dlvme Pawns radter dtan wnh a 
~Ingle Yah. If IS not surpnslng Ihallls ntembnssitould recug"l'",' 
tWII Il"a.1l"rs-a molss.rmi (Q. "breadglvcr") fOf Ya\,anna and an 
oJiUtoir (Q. "Jrum-lorJ") for Inuo. Of eqlldllmponallCl" to Ihl" 
l'IllrSlllt of Illelr 'Iunt. the splntllal 3mhonry of IheM" two wullln 
Ihe CUI~1611ar is cocval; Ncstadur has fin.1l.1udlOnry not becallM" 
ht IS ti le oI<n'"T. but rather !xcause O[erh ;tpl'0lllled 111111 to 

suaeed her. Members of Ihe lodge defer 10 Nes/olJor's Judgmelll 
becau~e ofJus selfless dedlcalLon to their order and IllS aeknowl­
r.lgeJ supl'Tlunty lit Wisdom and skill. 

A tllITJ fcature of Ihl" ClL1vicmar which II shares wllh other 
Noldorm dcvolLonal orders IS 115 of 1m highly rIluah1.Cd demar­
C.1t 10 n of gemler. EspecIally when.m order formed around a Yala 
and hiS Sp<lUS~ together. It was very typical for Ihe fdlowship to 
dl~ide II.~ mcmber$ Illto lhe foJ[()wers of Ihe cOITI'spondlllgly 
gcnden'd Puwer. Hence, the Linatif"a organized itsdf as the 
g;uhrnng of the ;..female) Estehddi and the (male) [rmohdJI. 
rI'cn If an IIldlvldual memba's persolla[ TJpport was more 
ltT<1Ilg1y given to the other spouse. For many orders. SlIch labels 
were I'"re!y notlUnal. and sCfved merdy to un.1erhnc Ihe Slrong 
COlllteCIIOI1!xtWctoll the Vab.r mvokeJ. 

\Vlthll1 the Lodge of Awakel1t11g, however. gender-specific 
role, asmme great 11l1pOrullce. This stems panly from til .... fact 
thai Inno and Y~vanna arc not spouses wllh closely associ.1tl'J 
powers. and bcc~use tfte Y a~'al1mldl of ErcglOn had for long 
celtlunes developed mto a M"paDte order m tltl"lr own nght. 
before belllg forccd by circumstanc.c into flight With the Unat Iha. 
More nl1pon.1ndy. though, the nature of the CUlviemar'sl{u...-J1 
cre-;lud the need for an mdurmg alhance between dte IWO 
fellowshIps (the more so "'fllIUI' theM" Noldor swore Ihemselves 
ta a common e.111se, whIch IS unusual for a de\'OtlOnal order). 
\ V It It I It..- dcstllly of an entire land .tt stake. cleslar and massa";i., I Ike 
fI·altl.C Ihat they must orgamze and deploy rhe!fcombmcd orders 
with all the cumllng and gravIty of a general mustermg hiS forcrs 
fur it w.lr ag.tinst inllneasunbic odds. 

The- dIVI~la/l "f .~.,cred tasks on the basiS of gl'nder mamfeSIS 
Itself 111 the mllal hfe of tlte CIl1~'lhnar. Ihe Yav;onmldl Imd and 
prepare the mJb ((In.,. tlte ImlOlnldl follow the vIsion p.lIltS OUI 
ofE~'e-nl11st \{I pbnt thrill. -nils dIVISIOn IS nOI ;lbsolure. Jnd therc 
IS nothll1~ to rre ...... nt .1 }"".lntl;1J from ulldertaklllg a \'1Slon path 
if she fecls so led by ImlO. Howe\'CT. many of the ntuab of Ihe 
Y ;lv;lnnlldl. such.1S the jlrel'ar.llIon of !rnJ..,sor the cullmg of the 
frt"bmlb s..-eds, arc forbIdden to all m..-nfolk. 11m discrepancy 
denvcs. again, from the meldmg of two dlstmct orders, ('ach ""111t 
I'" OWII tradlllOlu. TIte Linatic\,.l was a rOllng fdlowshll" ltulf 
dllally f()('lIscJ on a male and female Power, which ~n}' Noldo 
((mId partU:lpalt m; Ihe Yav;ollmldl. on the other hand. was an 
anClcnt fellowshIp 10 whICh womcn alone could damt the nght 
of membenlnp. 

The Yavannlldl ,"'rfonn two basIC ritual tasks as dtelr con tn­
bllll<))[ to Ihe CUlvdlll.tr. bolh of which IIlvolve the facllllall On 
of the Imtohlldl's VIsion paths. The first of th~~e is provlslolllug 
Ihe 'Iuestl"r for hiS journey. ThiS IIlclud~s Ihe cultivallon and 
harvcsling ofY~v.lI1n~'s wh~allnlhc ficld oflobcl Mallen (See­
#R In Section 12.2.) ~nd Ih~ wcavlllg of "Ix-Clal g~rmCI1lS 10 
proleCt the 'nllohtiJ on hiS road. ' I'hese ,He the lradllioual dUlles 
of the !muslimr and h~r handmaidens, a custom whICh may ha\'e 
origl11;t!c,1 wldt Mdian of Doriath, and so passcd Otl through 
wbdriel to LOlhwen afEvennist, 

T he second (and umque) mual practic~ of the Yavanuild, 111 
Evenmst IS lite CUI vie Ercleo, the Awakcmng of the $cl'd. TIllS 
fI·fers 10 th..- preparatIon o f the mJb <<In.. for " se It1 Ihl" Grl"mmg 
of th.' Nonll. JUSt as !xes; pollm.1Ie flo""ers, so the Y:lv:lnnlldl 
aw.tken tll..- I.ttem Vlnues of rltl" m,Jvrrrb seeJ~ by dtnr mual 
ch.mrs an,1 5,,,,1I-5Ong5. Once theirl'0wers hal't' !xco calkd fonh. 
tl,c mJb«fm are culled by hal1<l from the glade of 001 Ccm!xrcth 
(Sec #9 III Section 12.2.) and brought to T 01 Ely, where tlte), ;;t.[e 
pre.~11fe.1 10 Ihosc ~ummolled by Inno to undcnake a l'I$IOn 
I'Jllt. How It WolS th.lI the first seeds which Thllgoll planted 111 
Morgoth's \Vel! took roar .111.1 sprouted wuh011l the aid of Ihis 
ntllal IS a mplery [{} Ihe CULvlcmar. and It ntay be (as sonte 
lxhc\'c) [hal Y~v.ll111a hnsclf callie to Evcnlllst and sang the first 
spell-song at her nte~111lg WIth Thdgon. 

TIt..- nluallife of the Imtalnldl naturally cellters on Ihe deflor. 

the vi$iO(1 path w!udl each of their I1tnnbrr must undergo alone 
111 Ihe wilderness of ForudWJith. The path Iltv.mably bl"glll5 111 
Ihe ,we;lI-!uJge upon Tol Ely during one of the contl11on 
g.uhcrmgs of the Clilvirmar. During such (("re1110I1le$, Ihl" V.,la 
Imm gr.1111ci vmons to those whom he has chosen to undenake 
.1 path. In these 1·1)I0I1.~. an in"o/JilJ S mind wanders the lands of the 
Nonhelll \Vaste. passIng aver snow-dad mountallls, acrossOp<"n 
Illllclr.u, through forest sh.1dows to some location M"lccred by 
Y;l.v;l.nna. To Ihls site the qUl"ster I11I1St bear ,md plal1ll11S mnlvrrlb 
se-rd. and thnc he must tcud it "nl,1 it has estabhshed itself. Afll'r 
TA, 1640. lhe $I te Will alwa}·s be the resting phce of onc o f the 
)'oll''''"'''. which the <juester must bnng back nfdy With hUll to 
E\ .... n11lsl III ord..-r for h,s v,slon p~th to be complete. ( For furthcr 
detaIls on tlte ~\'atltl;" and the rrm&rrrb M"eds. M"e the fntm'S for 
tlleM" artIfacts 111 $cCllon 10.0.) 



WARCRAIT 

Only IICry rarely do tht CllIlliemar go 10 war, but on OCC;J.Slnll 
thei r gu~rded ";11 .. may he thrr~tcnrd by fellm OIlStrrs (ewn 
dra~oru) or by r.1f-Ullglllg Urdic warbands. [n the caS(' of ~ 
S<'rious thrt'at to th ~ IIak, the EI" es n:ly first lyun theIr fomlldablr 
nny of mchantrd wards. The5c drter the "asl maloney of 
mlnlders. PeTSISICnI (or lucky) enemlcs may make It Ihrough the 
wnd b3mers only 10 Ix owO\ helmed by a fcroclOlI>o aHack from 
hidden arrhcu. They Eillfs do mllch 10 prellent fact -to-face 
eOlllan with en"mles, for In chnr secrrcy lees much of their 
.leClmry. 

On rare 'XcaSlons, the Elves of Ewnm<t h.we dlspJtched a 
company of wamors to do battle 111 a more distant plaer. One 
such company fought under GI I-gabJ's banner III the L~)I 

AIII:lIKe. and bter 10 the Ihree Nort!lI:m \VaTS ag:l1nst Angmar. 
-I hey halle :llso N en kllown to Il1tl"Tcrd .. w,th a,d for the those" In 
Forodw~lth afflICted by the \Vllch-kmg's Ire. 

\Vltlle (CW111 11umber. tilt' skill and valor 'If the No[dor makes 
them I1nsl1'l'.1ssed as warnnrs. III addttion. the '1!lal'ty nf thelf 
.amll and amlOr IS SIIl'erb. The "mths of Ewrnllst .lfe not e'Ju~1 
10 dIC tuk of forgmg we~l'0m Ilk~ 10 those of the Gwanh-I_ 
Minbm of long ago. bill lIIalll1a1l1 111 good repaIr ~umc of th~ 
WC'J I><mry Ihe (ollndns brollglll wllh thelll fl(1l11 the wreck of 
Ercglon, as well as ere.lIl11g new weapons of more th~n ~dnluate 
'1IMllly. SUIts o( anllor :1 150 from Ereglon .,re ,1wned by rhe 
CUlvlfm.1r. but these are not used 111 the bltl<'rly co[.! Northern 
\V:I5tc. For more pflctlcal IISC on the tundr.l. thc Noldor craft 
excdlent lr.:tther and hu.lr annor. and powerful COlllposlte bo"' 
(dr~gon horn and hide bemg Il<cJ for the Ixs! of tlm gcar). 

API'I:ARANCE 

Tall. wc![-hUilt. dJrk-h~ lred and fair of faa. the Noldor arc 
the greatest and noblest o( the Free Peop[es o( Middle-earth. 
None of the Cuiviclllar save Nestador ehelr le;lder WHe born in 
V.llmur. but llIany of tllCIT parents or grandparents wcrc. aud a 
po rtion of thc powcr of the Light of the Tren h;u rhus come 
down to tlll."m. 1llis gl~'CS the NoJdor ~n almost tangible aou. 
read,ly p<"ITepuble whell encountered in dIe cOlllpany of other 
Ellles who hal·c newr Nen to Aman. 

I" the warnl vak of EI'em1lst, the Noldor typica lly wcar 
practICal gcar suited to wharellrrta~k thcy have to perform. \Vhell 
at l el~ urc or wllm meet Ing Ilpon ·,',,1 Ely. the Noldnrdoll flowing 
rubes of grey o r while. embroIdered wllh cb bor.l!r ,lesigns o f 
st}'ll .£r<ll'bnu o r annTIals or gromClnc p~lIem'; dIe d ot h cOllies 
(rolll ,'arrot IS fibrnu.< plams .lbund.mt III the IIa le. 

\Vhen the Elvcs I'fnturc N),ond the I·.l le 111 I'lIrSlilt of their 
' luesi. they wear prolect ll'c d Ol hlllg of furs. for the MrJdcn colds 
and harsh w1l1ds are d~ngrrmz.. ellen to this 11l0~t It.,rd), race. Thc), 
lIsr no s now-~h<>es or skis. SUKe! hry arc e."lSI!y able tl) walk .lcro~' 
the surf.lee of )oft snuw or !Inn ICC. ThiS i~ b.·causc EI\'Cs ( an 

5usuin and support I'Jrt of their weIght by strel1gth of wIII.1ll>lIe. 
r hl< al!\() alluws them to mm'" wlIh s,lrnec ~n<l stealth ( whICh 

pfOWS uscful both III t h~ hunt and when stalk'!)g mfllllcs). 

6.3 T HE UMLI 
The U",h (UIII. "Half-folk," smg. Unllt) ~r .. a l11ystl'rIOU, 

folk. kl1<lwl1 to 111311), but III1Jnst()od by few. Mannish legmd) 
regac.", them as ,I lost Dw.lrl'rl1 mbe. whcre.l.~ DWln'cs bdlCl'e 
Ihem tobe Men;!he Umll llUld Ihemseh'es tobc tl,eoffspfmgo( 
a limon of dlC IWO r.lce,>-D,,·an·cs and Men-and somctllllcs 
rderto Ihemsd\'cs~s " I blf-Jwarlles." The Ie}, wIIIJ) and frozen 
grmmd o( Ihe North arc !he nalur.ll home "( I Ins prople. who~e 
seltlcmellls ext,'nd ~, r.1T we.(!w~rd ~s the COaM.' <I f lIlt' Forsaken 
Sc.1 .111,1 !he momh of lhe EllerillT. 

Socu::rv AND Cunultl. 
lht patnl",eal Umll rccogllt J:e two lewIs of klll~ll1P: the L.tl 

(~lIIg. L.t) and the 141111,111 (slIIg. 141111..1). The I..tl are an;ol"golls 10 

cI.\Ils. m~rklng blood rdJIlO1l5 through lhe srwmh grncr.l llOlI. 
I'he "",1..11. un the othn h.lna. dc~'gl1at e (011l1l10n l,x~I'ty or a 

pf,'ferre'; Cl1\'lrn111l1C11l ofh.lbltatlon (sud':15 woodhnd, 1~lgJ or 
tundr.1). [n practI ce, the Klliiati fUnct loll as mbal erllltlCS. though 
m theory Ihe iall of willch Ihey :I re 1l1Jde ui' need ha\'e no shared 
11I1eage. The two Ulmtre St'lI lmlCl\ls of we-Iern FOfodw311h 
(Puolrlllmstcn Salama and Vasaran AhJo) bolh belong to the 
Ushahrr KIII/"t. whose fal'(lred environment IS. of courst. the open 
tundra. 

In lempefamrlll. th r Umll tend to be posses . ., I·e MIJ I ClTlton~1. 

takmg .,(tcr the Dwarlll ~h Side of thclr naturr. Tlto~e tr.lI·elmg 
through UntltlC UlTltory should 3t!c:lSt do the courI .. syof ask1l1g 
p<"nnl<"on to wander Iher ... :IS the Umlr (espeCially Ihose that 
dwell ne.neSI 10 Angntar) may take II am,s.; , f sl rangers go 
blulldrrmg through dlelr I~nds without so milch as ~ "b)' rour 
lealie," \Vlth thosc who po$e no thr .. at to theTII. t h~ Umh arc 
ordlllart!y friendly. and arc {jllick to establish tr,ldr wllh ~ny 
showing mttrest m thor w~rr5 (a not infrc<!lIcm occurrencr, as 
the Umli arc n-(c!km STlllths ~l1d Illrt~lworkers). Tit .. Um!i ~r~ 
hcsll:lm 10 .kal wn!. the \Vllch.klllg brcJu~e of the W.ITgS ~nd 
Jug""s ( their h.lIed enetllles) I,c harbors III his IanJ ; fortunately. 
Ihe NMgll[ has JS ret , IIIIWIl IllIle IIlfCIX"M In thfm. 

Urrr/, 



RELIGION AND WORLUVIEW 

According to thelT own lor~, the Umll aTc lhe off~prlllg of a 
pownful C\lr5\'. Thollgh concrlvrd by Morgoth for diCIT nllll, 
!Ius curs\' actually brought about the lmion of Mall and Dwarf 
(which the Umli regard as a good thing). The heart .. alld minds 
of the Urnli arc nor raimed with evil. alld they can hardly be 
ngardcd:l.S cU,Hurcs or minions of the Black Enemy. A wanJcrcr 
lucky rnough to br pnsent at an Umltic hearth on certain 
ceremonia! d.1Ys (wl1lch I·ary gre;,rly among different fami/ir.~) 
!!lay hcar the Umli sing the song ofSinuphd and Jan. the reputed 
foundrrs of their racc. Thr song IS sung by two chontscs of five 
or more Umh each. Ollcchom~ rcprrsmts rhe Manmsh side of 
thrir heritagc, the othn thc Dwan-Ish. No IIlstmments accom­
pany thc rich, baritone voices of th~ Half-dw:trl·es, cchoilll( ,lI1d 
im\'rtwllllllg throughout their c.wnlls as thry weavc thrlr mtri­
(;lte hanno!l!ts. 

(Bolh rhooms) 

11 WIIS lhe Celd Tim" 11r, ,bt ",ah,~ ,md ",,,ahng if,he world 
IIx .'lUll alld MOOII Wfrr w·w ~nd jrrsh, Ibt slars if IIIgbl Un/lawrJ 
llx I.mJ w"s rlllply if ~I/ ollr kill, nQ Umil's Wl(f '''''S bt"rJ 
IVf wfrr nOI ytl-wt &.d 110 MOlher, wr &.J 110 Falbtr 
And the Aaurstd Enwry JIIII w~l1rd amDl!~ Ihr Ir,blJ of Mm 
To Jarhn Ibtir btarli "lid rOrmpl alld Ir01<blr Ihr" ,ouls 

(Uanni,b rhom,) 

Ibm 5iNl'phel, V"/MIII MOlher of ,IS ull, slrod j~rlb 
Sbt sJlilk, 'Ig~insl Ibt D.rrkllw, 1<nvtllrd iu wirk,d btarl 
for lho~ who wo"ld /'''1 "'- 1101 "II w,,,,ld look, /101 all wc,,1J iff 
Nol "lIlvli"",J ,Iv Aa"r,rJ "'''S nOI "S InU as his jOlr >tfllllng 

(D" ... n.'tII rhoruJ) 

TItn JUfI,pmng son of IIx DwarwII-k,ng alld Falher of uS "II 
} Ir"rd the \'oi(( of Sim'phrl "lid thouthl her />r"w ~1/I1 WIS, 

J Ir ]omrd hiS \'oirf 10 htn-llol ,,/I ""mid /'Sl(ll, 1101 "II "'c"ld btur 
]0.;'01 alllvlirvrJ I/" Arr1<rsrd '''''s 1101 as Irn, us his jalr I"i'irr 

(&Ih rhornsrs) 

Th Arrur~d hrarJ lhe l"iJim r"hrJ "g.>msl his tulSr 
A",/' jr"rrd hi, guilt, un{owrrd, wo"ld ,urr!y go o,lr"y 
Hr SWO't "n OIllh of "'nt'''n'', in bLrk o/ld billtr Uif"uth bt sl"'h 
'Tk '''-'0 "(lim jomrJ again" JIlt sk,1d b( joinrd jo,,,,,,, 1II0r," 

(M""'l'sh rho .... .) 

C""" a m"m{grT 10 5lnuphel,jrolll J"ri JO Iv rI"illlrd 
{Ix D"'''rf 10 lII(fl wilh her he wiJbtJ, "nd pL", Ibtir ,Ir"'tf) 
B"r 10 ,Iwid ""w",,ltd 'yrs and rarl a ""rlin~ in surrl bal 
50 lII,d IIx II",s",!!r 10 S'''1<p'''l, and ,·"I,alll MOlkr 10 agrrrd 

([>m,n.·ish rho .... s) 

GrI"" "'rJ~nt'r '0 J"".jrom S"'''pbtl so Iv rI",m(d 
11x Worua/l 10 IIIftl wilh him sbt wishrJ, ,md pwns jor sprrrhrs "",kr 
Bullo avoid 1<nw,mtrd 'Y" and rUN a mUling III ~rrrt I>tsl 
So said Ihr ""J~IIf!!r 10 J"ri, alld valianl Fa,htr so agruJ 

(Bolh rhorn".) 
n. Ammrd ,,,,iltd a wirk,d ",ult and Lupd a w,i:krJ /auth 
HH JIIf<m{g'n il "'''S who rallrd upon the WOIII"" "nJ Ibt Dwarf 
11:..s, Oil the J~r! jorrbodillg IIWb, of Im",bItH air and ,/ill 
Thr WOI""I' and T>.w.rf wtft III SartI m,1 upon a 'iltlll ,t.;m 
n. Aa1<rs,d bad srI lhe", lher, a Ir"p '0 'Ii/llhtir \Wrnlljg 'ont"n: 
"1 haw (Uwd Ibtm wilb a {"",,', (1<nr, of low and II",J drsi" 
Tbn, shall hr no Nm, 10 Ihrm," Ix smiltd, Ibtn /''''gbtd 
''OJ lhe,r own, by lhe",dws, in iu.'I" alld 1,rm",lh 
5ln"phrl "nd all hr, heirs shall jolll "I low atU,nsl lhe,r ww 
Aid SQ i, hom Ibt H"!i101J:, ,!;.unll,J by Mall "lid ~rf aMr" 

Th." song gars on ro tell how Jan was ostracizcd by th~ 

DWJrvc.~ for hiS 11I110n With th ... \Vorn~n ~nd blcr dl ... d alone In 
the mOlllllam~ of 6m. It tells how Sinuphe! gave bmh to thc 
Half-dwarven tw,n.~, Ucill (a male) and U!aphd (a female). and 
thclr shunmng by Mannish r ... latnT5. It speaks of their Journ ... y 
Into Ihe lalld ofUrd and rhe evmtual dearh ofSinuphd ar thc 
jaws of the dragon L1fllthanc. Ucin laICr wounded L,mthanc alld 
fOfced hllll northwarJs ovcr til<" Iron Mountauls, s\'izlng the 
dr.1gon's empty lair .1S hi~ llOl1W. UCIl1 wcd a Dwarf-malden. 
Ulaphcl a humer of thc Lrvcaphr. TillIS, III keeping WIth 
Morgoth's curs ... that Sinuphcl's hClrs would be "H.1If-folk:· 
Uctll gave nsc to the U!ar-shl, Shasir. and Ushashlr ",IIWII. while 
hi.~ tWill sister gave birth to the Fosfr-Tasfr ~lId DlImahr. 

Rdlcctivr of tlKir dual heritage, thc Umli worship ]Jlj"atar, 
the 011 ... Tnle God, IIJ1d ... r the name ofOdanal, while rcvcrcnclng 
Aule the Maker (whom they call Mahlic) above all of the V;tlar. 
The rehglous rltu.,1 of [hc Umh IS Co1rTicd OUI in the m~bI"dO!ll, a 
bell-shap ... d chamber 111 which they 1Jltu thcirdcad. The ,"~hwdOrIl 
is always subtcrranean. txpresslllg the spirimal bond which the 
Urnlt fed towards the earth. 

W ARCRAIT 

Tn! ... to their Dwarven heritage. the favored weapons of the 
Uml, afc the baltle axc and w;tr hammeT. For annor, howevu. the 
cold clmlat\' rcndus metalwork impracticable. forcing the Urnh 
to rd}· on ammal hides (chiefly those of the snow btar. elk. seal 
or cvcn whale) winch arc hardened by J special cllnng process. 
Should an eJiCOIll1ta With Umli tIIrn ,ollr. they are fierce fighters 
hut not cnl"'!. Anr pnsontrs of the Umh an' treat,"d dccendy. 
(Oro need 110{ worry abollf rh ... IT tTCatment, J$ the Umli rake 110 
Ork"h pn50ncrs.) In defensc they arc extremely sTllbborn. often 
fil'!ht'ng to the last warrior rathcr than surrendering. For thiS v ... ry 
reas"n. OfCS r;!rdr .lSs~il Umitic setdemmts, knowmg from 
\'~pcril'tKe that .1 Slegc would COSt them dearly. 

AI'!'I ,ARANC! , 

Un!!1 arc slightly railer and less srocky thall their Dwarven 
progenttors: tlt'"lr TIIddy complexion., and brill, ant-red ha,r alld 
beards arc also distinctive. Nearly all haw light blue eyrs that 
seem to bore holes with a single gbnce. TI1CY are ,·xccption.,lly 
hardr in thc cold, seeming to revel ill the pincing witJd.~ that (lIt 
down many ;l mortal. 

Like most dwellers of the far North, the Umll rely on seals, 
walruses, faxes. hares and other creaturcs of the wild for hide and 
fur. They work the ha1es inTO long coats. trimmed with fur 111slde 
and out. Undcr thl'Se coalS, they wear at Icast two layCTS of 
breeches and has\', alld a thick leathcr shirt wirh a fel t or knit vcst. 
Findy knitted gloves fir under sturdier leather mittens. Fasten­
ings on all garnlenrs arc sin\'w frog-closur.'s, allowing the cdges 
of the clothing to overbp for better msubtion. Knit caps and 
scarves arc the I'rc'ferrcd headgear; many have sinew embroidery 
or carvcd buttons at the throat, though all shades of clothing 
relllJm naTliral and undyed. Calf-Icngth boots or soft shoes and 
a wide belt, oftI' II tooled ~nd fastened with a buckle carved of 
bone, complete thCIT drcs~. \Vhen outside for longer periods of 
time, the Umll also wcar hr.wy hide boots ovcr thclr less 
insubting footgeolr. 



6.4 THE BERNINGA 
The Ikrnmga (~or. "lkar-d~.snndanf,s," sing. Bt'rnlng) ,omc: 

from a lObe ofNorthmcn .... ho. dnl'en from ,hCIT homelands by 
,h ... gJlhcnng of ('",I Men III dlt, Misty Muunums. look IT(ugc 

upon thctunJra ofT a/Mh Uichd. Some rears Iar("T, not longafur 
he' Iud cstahl,sh .... d his r<'alm U1 Angmar. rhe \VlIch-king C'xpelled 
tht$( Ikmmga from thclr fonlfj .. d st .... admg on the b,~nks of 'he 
EI-rrn,T, forCing ,hl'01 $1111 fanhrr north. The $urvl11ng cxiks 
finally blU!' ~ IIe'W stronghold m ,he Lakdand. :and ,herr they live 
out rhelT ['I'CS III mggrd fronllfr-f;uhlon, wary of SfrangC"l"S, but 
ncr the foes of Angmar and all filiI crl"3IUTfS. 

GM Nole: 1",~ No.rlm,,,,, spmboj'MLmr J1",J .ito>, 11K Btrnrn,ga 
Jr, brlltr hrown .If IN &orn"lfs. Dw''''llbt I'moJ HI wblfb ,lor 
&n,"'l" _"Jrr Ibt '/aw,h Urrbt~ bowtwr, IhtJ rvo/u'rOIl if ,bt 
n{)!"lbml lOMl"rJ 6..1 11011" laim pl~rr, "nti so ,& fIIorr "reNir form is 
W/lJ tb""'~"llhif moJ"k. 

SocIETY AND CULTURE 

Traditionally, the Ikrnillga have bem a scattered fo lk, with 
solitary f~llIdlcS occupying Isolated manors In the fnre~tcd \·.llcs 
of th~ nonhern Misty Mountams; Sillce their expulsion Into 
Forodwauh, however. the open tundra ;md Ihc cwr-pTcscnt 
thrut of ~ numerically supenor foe have cnmpdled thcse 
Nonhmcn 10 b;md togelhcr ;u never before. Their present 
domicile COnsiStS of a dose Circle of loJJollngs defended by .1 

common slQCbde, ~nd Ihe several f.lllii/tes mh:lblttllg Ihe sclllc­
mcnt acknowledge the :lUlhofll)' of:l clllcfum, \\<110 le<lds Ihem 
In war and defmse. 

In Iheirown w.1),.lhe Benllng:l conmbute to the Ilcaliug of the 
Northern \Vaste from Morgolh's eVIl; but unlike the Loss,d,l or 
the NoldorofE,·enm"l. ,heir e:lre IS g,ven rather to thc bcasts of 
the land. The lll),sflc.11 T.lPI'0rt wilich bmds ammals m fnendshlp 
tOlhemstelllS from the Ikrnrnga's own mystenous onglns, willch 
the), hal'e not revealed to an)' OUl$lder. \Vhauver the source of 
theIr strange powers. the BernlngJ arc the masters and proteccors 
of all creatures of good WIll. MJny f.,una of the North n'en 
pledge fe3lty to the Ikrnmga. relm(I'llshing dlClr life in tile WIld 
to serve and walt \lpon theIr benefactou m their fnrtified 
dwdlll1gs on the furest~d $hores of Karhu Jarvi. 

Above all b.:asu, the Bcrnmga srek the fnendshljl of bears. As 
thei r name itself Sllgguts, th~s~ Northmen enjoy .mme ancient 
commUlllon With that ammal·kmdrrd, and artaln indIviduals 
3mong thrill are ntmored 10 aClIlal ly possn5 the power of"skin­
changtng,~ assllIlllng at WIll th~ shJIlC: of a bear. Yet thIS is no 
llIere:f~"". for ,he Bernmga Jre mornl Jnd llIJY be slain Jwt:lS 
Ixars themsdvu may bt slam. A Skill-changer III beu-fonn mJ)' 
at will ies hold com'crst wllh hl$ Ilrsulmc (OIlSln~, JOining them in 
thtlr wandenngs for a Ilme. 

Becausc of their covenant wllh wann-bloocled mammals. the 
Ikrnmga donot eatllleat ( though fisilis p~nnitted); In return for 
this ~bstinence, their an1111:l1 companions succor them With such 
nounshment as they can I'rov,dr. ReindeCT produce milk and 
bees hOlley, the Ikmmg~ supplementIng these by gathering 
ed,ble nUls and b..-rries from the forcsls Ihat surround their 
scnlcment. For so humble a d,et. the Berninga manage to grow 
to gre"t stature, surpassed only by Ihal of the High Men of the 
West. 

REUGION AND WORUWlf.W 

AccorJlIlg to thclr own surf! lore, the forefathers of the 
Ikmmga took refuge mthe high phees of the Mlny Mounra11lS 10 
escape- Sauron's donmllon dUTmg the DJrk Y e~rs. Hunled Jnd 
prq'ed upon by Orcs, \I'Jrg§ and other eVil ncalllres, theIr ancestors 
made a covenant With tht grrJt Nu-dJllsof the mountal1lS, taklllg 
oaths ofbroth.rrhood and alllJnrr WIth the mighty ursullllcs. AS:I 

5igll of this pact, tht Ikrnll~-fathers swore: to abstJlII from all 
Illammal-Oesh, rd)'lng ,,\Stead III'0n the bloodless gifts of Olhcr 
beasts. In return, the falhers learned Ihe an uf ,km-changlllg, so 

thai they nllghl I'JrtJke III Ihe nl"als of Ihc bear-ch1l$. 
Though tlley ~re nOl wlrhout the CO"'l'allloml"p of other IxJr­

tnbes III the far Nonh. the lkrnmga orralatll Urchrllong fOT theIr 
tnlC hOlllcbnd Jnd dIe IIrsullile kin~folk Ihey have Idt behind. In 
SpIte of this scnse of eXIle, howevrr. IhTy IJkr JUSI as senously their 
obhgatiol1 lo ~Id ~l1d prote("[ Ihe fnendly nralllres ofForod-waith. 
TIle lkrnlnga du not, huwever. wJl1der often far from thei r 
stcadings III the bkelJnd, and ~rr rarely to be seen west of the Bleak 
Moul1tam, unless drawn there by the dOIngs of olher bears. 

TIK Ikrnlnga Illlght ~Iso gIVe aId ~Ild shelter to tral'clers III the 
Northern \\'a$le: bur outSiders ought not to presume such 
hUSI"tJI,ty. 3S the IkrnmgJ feci no mhercllI obllg.Ulon to aid 
uthers of thr Free Pcoples (though they Jre JccommoJatlIlg 
enough when II comes down to It). EVil memones have left them 
bitter luwJrds the Lumlllliehet. though the lkrnlllga would nOI 
:lIIJck an)' Jedared enemlcs of Ihe \Vllch-kmg. The), dIsplay a 
ccnJI11 gmff JIUllfnes,~ towards any who openly \I'ear fur or 
amllIal skillS (though the), ucitl)' reeogmze Ihal,m,lle frcczmg 
Nonk other Men often hal"C lutle cilOlce of the lIIalenais they 
usc to keep thelllsdves warnl). Abuvc all peoples the Ikrnmga 
hate Ih~ Urdrc Sled-horde, because they e".llve beJrs, 

WARCRAn' 

In ammal shallC:, a skm-changulg Iknung IS temb[e In wr.I.th: 
huge, powerful and neuly In'11lnerable to Ihe bile of strel. Ragmg 
and I'rac!I[~lJy umtupl'ablc except in de~th, a Ikrning WJrrlOr 
fights alune; only m human-form dO("s he or ~he Jom battle m rank 
WIth comrades. "111e Iknllng~ favor Umllit or DWJr\,fIl-forged 
"·capons. though they also pussess tile skills of wTapon-snllllllng. 
Apart frolll woodm sludds, they wear no annor (leather bcmg 
taboo and metal ImrractICal); however, the skm-changcT!i alllong 
Ihe Ikrnmga know of armorlllg spells with which to enchant 
magICal sJ.lves c3PJble of tllTlling hnslll~ blades from th~ir flesh. 

On the 01lC:1! lundrJ.. wllh Ihe loonllng threat of (onn'ned raids 
by the \Vllch-kll1g's forces. the NortillllJn eXIles have le.uncd by 
harsh eXilC:Tlcnce the vlrtlles of ..lcfmSlve tactics. \V,th bear-like 
cunlllng they w,sdy choS(' tI) bUIld Ihelr forttfied steading 111 the 
midst of:t. lakeSide furtst, a 10C:lllon l'rnvldmg them both covtr 
from wludl to ;l.IIack and a final route of eS(:lpc, \VlIllIn the 
wmd1l1g ",ays of tilt ",ood. die Bcrnlllga II.1ve ie:lnlt the arts of 
stealt.hful warfare. usIng the treu I.U dmde a numerlcaJi), supcnor 
enemy. From theIr stQCkade.l Cllclosurc thry have also acqUired a 
newfound apprccl:ltlon for the effeC!,v"less of die bow. 

AWEARANCIO 
The Ikrnlllga are: faIr of face but d:lrk III haIr and e)"C-color. 

MaIn ttnd to sport thick be3rds and gmer3Jly possess a good 
alllount of body haIr. Bot.h m:t. lc.s and females arT heavily blUh and 
strong of sinew. Skill-changers p-ossess a c~rtallll'hystC31 rrsem­
bbnce, in hue .lI1d m311J1fnSIll, to the :lllllll:t.l-shape they assumc 
( though thclr appcaraJ1(t docs not make It Immediately eVldmt 
thai they ,lr~. III fact. skill-changers). Male Brrninga sand well 
uvcr SIX feet III heIght. and thclr ll\u5cublllre makes Ihem very 



1ft Gillll' 

h ... a\)' ( in ... xc ... :;s of IWO iUlndrrd pounds on Ih ... aW'Tag ... ): f ... mak~ 
I ... nd 10 br at It;1.St half a h ... :td shorur and proponl(mauiy hghur 
Ihall Ihe maks. 

In heplng wllh Ih~lr (ovenJIl!, the Bcrmnga USl' llellhH fur nor 
lude III the craftilig of their ;tlllre, dotiling themselves lrIsre:td III 

woolen gamlrnlS, ellie gJthering of wool from ~hcrr is one of the 
few recurring causes for lkrlllnga to "cnturc 111to the mountam< of 
Forodld,) For addulon;ll insulatIOn during willtn, specially 
prepared oris extracted from pb.Il!S ar ... smeared over Ih ... body. 
Th ... S<' s;tlvcs arc said to POSSl'SS cnchallled quallllcs of rCSISratu::r 
agams[ WHld and cold. !lIe ,,'omen' folk of the Bcrmnga :tre well­
skilled III the .... eav'ngand dycmg of wool.:IS well.s 11\ Ihe <lev,slng 
of cllllmng ammal designs and mOlifs for dleir ornament, E:trlhy 
greens and brown. arc lilt' favored colors for Bcrmng gub. Illollgh 
thc occa~lOna[ fie ry red I1Imc 'Sl)ot unknown. TIle Bc-rmng,l obtain 
dlclr wool from sheep thaI aClllally sh.ue their lodgmgs with IllCm 
dunng thl" cold munths, In sprmg and summer, thnl' anlma[s can 
be SCn) fcrdlll!l on the grasses ~nd ~hrubs that grow along the 
wO<ldrd lakeshore. The ikn1l11!lJ slIpplcnmlt this source ()f wool 
with S<':IS<lIlaJ Journeys Into Ihe Ered RhiVJ11lar, ",hl"re Ihey 
sojourn among the bIghorns oflhe mountam~. 

6.5 THE ICE GIANTS 
Tlrr Hdnnyth (S. "icI"Glants," smg, Hdnoroth)ofForochrl 

~re now fou nd pnmanly mlhe Ered RhivamaT. The Jaanuehrt o( 
the SlOne and FITI" Tundras name Iht Gianls thl" Ukkopbt Cu, 
""!1IUnderf ... el." Slllg, UkkoJ~Jka), because of thl" great nUllbling 
n<>lse th ... y make whd,' pursuing gamc. Howrver, the 
M ... nmrt5J~taJa[, who "ery fMely erKount ... r them, know them as 
tire Korkl"apa:H ( La. "Hlgheads," Sing, Korkcap;i;i) m r ... fercncr 
10 therr great hrlght. 

Socllrrv ANO CULTURE 

The Icc Giants 1,I'r slllgly in Telllolr and out o f Ihe way ra\'crlls 
deep III the IlIOUlllams, They JI\' wr)' tnnlonal aboUlt hrITea\'es 
alld al\' angcrl"d by uninvIted mtn,sions (espeer .. lly from olher 
Gi;111ts). L,fe for mo~t Ict G ,ants 's one o f mere subs,stenCe, tht 
dati)' search (or food oceuppng mruil of their £Ime. Occasionally 
they wander far UUI 01110 the F,re Tundra m search (If reindeer 
and elk, 

The Hcllleryrll arc .11 hOllle III the frl"ezlng ten'pcratures oft he 
North and arc aet l" 1" )'l"ar-rullnd, regardk~s of the ",eMher. In 
faet, rncountcrs arc rnore Irkely in ",mtn than in summrr. as the 
warml"r summer aIrs make t helll sIIT]'Y am~ Ie! hargic, J f morr 'h an 
one Gi.1n1 's rnroul\lered, II tS Irkd)' to be a fam,ly \Inri w"h a 
nut..., femak and from onr 10 thrre ch,ldrl" ll (thou gh, If a 'Ta\·der 
, $ Inrly unluck)', he m;ry come ;reTOM a small gTOIiP of )'oung 
G,ants o ... wl), turned 01.11 of thtlr homes by their dders), 

Thechlldren o( the Ilelncrrth grow 'luick[y and requIre a greal 
dea[ "ffood to placJte. Thl"rdorc, lhey arc ofull aJ[owed to leavr 
hOllle .1! all cady ~~I" (usl1aJ[)' ati ... r f"l1n~el1 or fifteen wlllters). 
Thrsc youngsters bJnd wgedlcr for Imllll~ll'rol r(I IOn and the 
sh,ued <pOlls of comnlllllJI hllllllng. If rIl(OuntrfrJ, such b.1nd~ 
CJn bc d,lIIgrrous ;1< th ... y arc always hungry 31ld. If ra"rllOIlS 
mough, 110t a\'I"fS{' 10 Irylngsuch drlicaci<.'Sas Dwarf, Elf, Hohhlt 
Of M,m. 

YOllngl"r G,ants of tell pby and fOllghhous ... for hours 011 end. 
They throw huge rocks IIlIO Ihe .1lfallJ (atch 1111"111, Of "TeSt Ie onr 
anolhl"r up and down the 11I11Unl,1lI1\IJl'S. T ra\'ell"rs may Ixc01llc 
mad\'enl"nll}' cmbrOlI ... d 11\ Ihne !lames ,1Ild e;culy cnlshnl by the 
hllge prankslcrs. \Vh,lr the dull· .... llled crealures do 5udl Ihulg$ 
aCCidentally and wllhmll ma[lCe, 1I docs "ot really matter III the 
mallglrd and cnl~he,1 individual CJugh! beneath such gigantIC 
horseplay. 

RUJGION ANI) WORlDVIEW 

The leI" G,ants aTe not known 10 observe any rel'g'ous rituals 
or 10 hold .1nYl"laboTate bcl,ds about d ,1" world. T hOl '!lh sol,ury 
and often unfnl"ndlr towards other Tarrs, thl" H dne!,)'lh reckoll 
themsch'es among Ihl" Free Peoples, thou!lb IIId,\',dl1a l G,ams 
nugl1l H go bad" and ally thrmscll'es with fdl rtl"alUrCS, The 
H dneryth InteraC! so seldom With others of theI r own kllld that 
II IS ainll>sl 1l1Il)Os5,ble \0 3scrrbc 10 them any gWl"ral,z ... d 
Illllldsei. A(cordmg 10 Ihelr own legends, the Ire Giants jour­
neyed into the Er ... d Rhfvamar of Forochd'~ (apc from "Ihe 
Mmmtams of the $tlllth" (perhaps the Misty MOllnI31l1S, whIch 
would make the H elnef}'!h cousins of [hI" f.lbled Stonl" G,;lIltS of 
thai Tange) . Oflhelr reasons fOT lravlIlg ~hrlr ancestfal hOl1\c-
1.1nds for the Nonhl"nl \Vastl", no talr [I"[ls. 



Mcrimcls3.sl:ij al 

"Jiilimichcl 

III Lumirniehcl 

" OI\:S 

.. A ngmare'IIlS 

W ARCRAFT 

Merhnetllls tlljKt 

The Gi.H1ts of Forochc1 have no conCeptIOn of organized 
warfarr. \Vhlle rhcy defend dlrll15dvcs stoody If J[T3cked. and 
mOl}' pursue attackers far out OnlO the tundra 10 avenge the death 
of a mate or duld. they do not cng.lge 11\ an}' oTg~niZt'd or 
oo[Jrc!tl,(, e{fons bcrond an occ;uion.l1 hUnl. They haw lmle use 
for most conV<"nllonal weapons oramlOr, tlH)tlgh an experienced 
GIJnt knows and rcspccu a sword, axe or other wcapon when h .. 
sres one. Tht Glanls usuall), 3m. Ihemsclvl!5 wllh LngI.' cudgds 
made from the tnmks of [«es. 

A WEARANCJ: 

keGiants appear 3S Men oflllllllense proportions. Tlwy $tand 
from ten to fifteen fel'T ta ll . with massive blllgmg musdcs. TIleir 
complexions .Ife cxtrcmc1r fair. being almost chalky-white in 
somc lIutJnces. -nlclre},es arc usua lly blilc. from a pale sky-shade 
10 decll(st sapphire. Hair color rangrs from lIghT brown to 
plJcumm blond. ret it is so often cnlsted WIth ICC and snow thai 
Jrgrndsspcak oflhe Hdneryrh IJJvlllg tr('Sses of sil~ery white. Icc 
GIJnts drus Ilghtl)' against thc cold, wilich seems to 11It!c affcct 
them, Rough hrcechcs of seal. re indeer or elk-skin _lIId a cnlde 
V~SI of btOlrskm IS thc t)'plcal cosrumc. A few Wl'ar earrings or 
circlets (rafted from hom or bone; these arc ('nlde III comparison 
with the adornment of Mcn or DW;ITVC'. 

SllOw-dv~ 

LcunllDiehel 

6,6 LEGACIES OF MORGOTH 
\Vhdc dw \Vitch-kmg of Angmar cxcrcisr~.~ sporadic mflu­

rner owr the c~t! r.lCCS that infest the Northcrn \VaSlc. the 
greater part of thrse--Orcs. Trolls. dragons and !1lale~okm 
Malar--<oltllnur to plague the bnds and I'cul'lc) ufForodwaith 
of the\rown. mdcfX'ndrnr vollllon. CentuTies and Illlllcnllla after 
hiS banishment from tllC world, the frozen North IS ,tllllnfcsu'd 
With the grotesque crcaturc~ of MOTgOlh's wlCkc.lness. 

6,6, [ ORCS 
The Orcs of the North arc bnllal. uncanng. deceitful and 

SUSpiCIOUS of a[[ r.lecs, living as W.llTlIlg IrIhe, III d,lrk tunnds 

beneath the Errd Rhiv.1lll.1t and the Bleak MUUl1l:tlll$. r n recrnt 
yean. a powerful Orc-chleftam n.l1l1ed Agog has 3!1crnpted to 
pull these tnbes together 11110 a kingdom. Agog has bun in 
commulllCalion WIth the \Vltch-king, hOl'lng that he may be­
come !cadeT of:l. v;usal state undcr fhe donllnion of Angmar. 
Fortunately for ,he Fr .. c Peoples of Forodwallh, the \VllCh­
klllg's interest in Agog IS limited, and he conlents IlIIl1Jdf With 
mamt;unmg (OIlta('l and kceping Agog's tnbe III ~ position of 
strcngtll ~nd dommancc OVCT the othen. 

1'bt Ptcplts of 
f'crod_ilb 



SocU:TY AND CULTURE 

The O r':5 o( Foro.:hel ha\'c never learned the Common Spee.:h 
of the \ Ves!; nor d l.lt hey n'u ;uslmllale clenlrnts of Ihe Black 
Speech, whIch SUlron de\'ised lJl tlu' $tcond Age (or the Unifica­
tion of hIs servams. Instead. tilt tnbes of Ered Rh[\'amar and 
Ered MUl[ sI>eak <lil ly theIr own idiosyncratic prgons, barely 
mte[J,gtb!e to one anOlher, much kss 10 the Orcs of Angmar, 
These dl"l~cts have I' ru:Olllltned v("ry Ilttk outSld~ influCllce 
SIIKI' (hc falJ of Morgoth, lllakmg thcm rather .1rchaic and (in 
Orkish (emu) "pure." H owever, sluce his dIplomatiC uchanges 
wllh the \Vuch-kmg's e!lll5u nes b.:gan, Agog has undenakcn 10 
Imposc Ills own tongue upon tlu' [nbc, he bnngs undn IllS Iron 
gnp, 

The I1l1lllbcr of Orklsh d ans vanes !x-rwecn ten .md lifty, the 
relentkss warfare O\'CT resources WIping OUI enllre mbcs or 
spl1llUlg themlnlo £.lC1I01l5 scwralllmcs each )'ur. The nse o f 
Agog has slowed, though no t slop~d, tins pattern o f ;tttr1ll0n, 
At prr~cn1, Iwdw mbcs laIr III the Ble"k MOUnl~llIS. Jomed by 
another three of leu cohestveness in the Ere.! Rhlv.lmaf', The 
Spll! Fang tnlx- (Agog's own) is by far [he most powerful. 
holding nmc o f the Bleak MOllntJ.!!1 !nbes under It' !way, (11,~ 
three sl lll rcslsllIlg arc Ihe Red Maw. Frozen Hand ~nd Fallen 
Sun. who have fonllcd a loosc but uncoop£fallve ;alll~n ce,) 

T he Orcs o f Forochd ha,,<, few conlacts WIth ~Ily bill Ih{,l r 
own kmd, and even Ihosc enC0t1ntn5 are rarely pfacrfu]. Trolls 
and wa'1!s occu,onally m~ke allIance with the111, but thtse arc 
usually only (or a bncf season, or for som{' hmll{'d goal, bolh 
ran les too suspICiolis (0 o ffer any more pcnnal1mt luyailles, 
M{,ll Jnd Elws ~rf S\'en as lJ1VadffS ofOrklsh I~nds ~nd stealers 
of preciolls resomers. Agog hopes one day 10 I""d a crtl ~ad{' 
agJ!!ls( tl1es(" enemle,~ once he has l1nllfd the mbcs. 

As a token of IllS gou-d-wtlilowards Ihe \Vl1ch-kmg, Agog 
penodlcally sends bands of WamOTS (lisually Ihc mor{' ul'end­
ablr o n{'s) 10 scn', as atllllitancs mtlle Angmarc;m wJrlmM, To 
their Irf, Agog's lighlen arc of un Iru(cd WIth less rUI>eCllhan 
Ihey fed IS I heir due. The bnguJge barner has bun :I. cum rtbUl11lg 
factor [0 tins dcmeaning Ir{'atlllCnl by the \V,tch.kmg's genl'u[s, 
who Jeploy Agog'~ warbands more oftfn fo r field labor Ihall 
ael1lal battle: "Evcn 111OSI' pall' snow rats (an understand the 
commanJ 'Otg herd'" 

R.ELlGION AND W ORLDVIEW 

The Orcs ofForodwalth I'fgard th{'msflv{'s a..~ t he rlghlful h<'lr~ 
10 Morgolh's I{'gacy. The fa ct that they nnther nllr thr NOMh 
nor arc hkfly to ovemm buds further south dot'S not d!!llllmh 
thetr sense of su['( rtOnl)'. Each lObe \'leWS Its peers as rebclltOl1S 
s la" l'-dan,~, and warf.lrr IS ther,'for~ incessJnt. Angm~r'~ mflll­
"'ICc has dOlle Ililk $0 far fo redIrect the Or(.\' allClt11l wonlup 
of Morgmh, though the \Vllch.bng could ea..dy supplant Ilus 
I'tlmltn'c f.llth by a dISplay of po wer from h,s own (.ldrt's "f 
11lIht.u), pncs t ~ . tfhe ehost' to do so, 

Thc Orcs ofForuchr l arc rrmarkably sllpcntlflouS, and llearly 
~U We,lr proteCl lve Ch.lnllS of some sort (one or twu bemg ae{(Ja! 
rcl,, ~, thnugh WIth lutle magl~;11 vtrrue). Snow $«)rm~, ava­
bll(he ~, good fishmg and we"polls bre;1kmg arc aU beltevt'd 10 
ongmate In the .lC I 1011~ of ,he SpLf1t \Vor[d. All O rcs knnw man)' 
11>mor nll1,lls meant 10 ward off a vanc[y of hat.,,1fds. Somc o f 
dlnf cont.un a srrd of magIc and oc(aslonally serve Iheir 
P"rpo$.{', bl11ll1.le al11hotlt)' to treal " 'lI h thespiTlls IS \'Ule.j III Ihe 
shamamc .. r-r~ilb (Ork, "shadow-binder~) who. wgClher wllh 
the chll'fl am, r>C'nonm Ihe ntu.lls !IfCrSs,.f)' for ,he tnbc's 
protrctloll from the wr.lIh of ill{' man)' ~I'mts whteh h,lllllt Ihe 
mOlllllams alld lil t' UlldnJrrp< f,dow, 

\Vcll-\·er.ud mtlle namt's and dlspoS1t10ns of the SPlf1IS, tM 
~r-r~${b IS also Ihe keeper and mtfrprftrr of mbal memory, In 
eertam Gwerns, a Inbe may l'o~seSs.a cntdr plCtonal nM'utl l't of 
liS paSI. \Vith ,he riseof 1\1I&,"ar, Ihe \VilCh -k111g~s;a Htgh Priest 
o f Morgmh has eomf to he featured In man)' of tiles<: Imtoria, 
Agog has added scvrral SCf ll C< to the picture-c,wrs o flns v.lss':lh, 
depicting Immdfbrlng emwll t' .! kIng by Ih.s priestly figure. Tht 
ar_r~Hh of hIS tnbc has als<.l llltc!l,rcrcd man)' earla'r pi ctures .u 

forcldlmg Agog's me to po wer. 

W ARCRAFT 
T he limltcd m1ll£nl rtsotlrCf~ ofForochel's mOl1n1alnS (orc.., 

most Orcs 10 usc bont or wooden weJpons and It.al her annOI'. 
T hc.se wt'apons c.annot stand up 10 ;a prolonged melee, of un 
shJttt'nng when they lUI a 111('lal we;lpon, For thIS r(,3son, thc 
Orcs of Forocllcl f~vor lilt use of bows. Onl)' 111(' lr chtefums 
WIeld weapo ns of slre l. wlu('h the), Ir{'a( as their pn7.Cd IX\S$I'S' 
Slon~, 

Constant warf.ue ag.1mst tim !' own kmd makfS for b~ttlt· 
worthiness from a vcry yOllng agf, Young Orcs 'l"lCkly Irarn 10 
crrep silently around corners, lct flr arrows, and thfn nm. 
Intertnbal war(J~ (enlers o n sm.llJ raIds for resources and slaves. 
TillS practice COJ1{mues abo"e ground agamst the IUl ed Y SI.iV~1 
T ;>[ \'en and theIr alltes, St n kes agamsl lhe well-am.ed Um], o r tM 
berg.dwdlmg MeTlmeUasuJ31 rellllire surpnse and cardul pbn­
ning, (The O rcs ofForochel arc almost ulll(lue among Ih(, lr ktnd 
for bot henng to thoroughly SCOIlI out thclr prc)' ~f Of(' laullehmg 
a raId,) \Vhrn facmg opponents of greater st.lIure thall them· 
selves, the Or" r(ly o n srea /tl, marc than force ( though the tlme­
honorrd bersrrk charge ~ 1l11 holds I'ndr wf place III Orklsh 
tactlcs ). 

Thr Orcs of Err,[ Rhlvamar and the Bleak MouU\allls af(' 
affected I'\'en more harshly by the sun than theIr southern 
(ounterpan5 (-80 to aClI\'l ly III dayhght, -40 111 ~nlliC1~1 or 
magical da)l,ght ). Thl5 f.1" Ila~ been J cause o f concern for Iht 
\VI"h·kulg'~ gel1cr~ls who !lumber such Orcs among thflr 
ranks-Ih.lt , lihould a b,mle b sr untI l sUllnse. Ihr Orcs 1Iught 
abandon the field 1!I dlsarr"),, Tht' Angmart.l!l g('nera[$ have 
nr\'{'flested thIS Iheory Jnd au wrong !II !>e I'{'\'lng It . Once locked 
III bank Forochdian Orcs arc no morf llkrl)' 10 abandon a light 
than any o ther mile. 

A I'I'EARANCE 
The Orcs of lhr Norlhern \Va51t' share the demeanor, breed­

l1lg and hfrslyle C0111mon 10 all theI r race. Howcver, (heir hIde IS 
much hghlfr tn hue Ihan thaI o f soulJ,em O rcs, WIth mcdlum to 
hghl grey bclllg tile predominalll coloring ( a fact tllal (auscs 
them a good dt'al o f gnd ~nd ha7..lllg in thc Angmal'tJn nnb). 

Orkish w.argear reU!Il5some of Ihe J£adl)'. evil srlcndor oflhe 
First Age Morgolhic anl1lr$, TheIr ng,J It'alher breaslplat('s art 
more omale than commo n Orkls!. ge3r, Wll], small. decorat!\'e 
metal epJulets at the shouldrr. They also wrar lc.lther amI Jnd leg 
greaves embedded wilh r.lzor sharp p,cces of fl1ll! used 10 slash 
0l'p0!1fnlS. T hrlr s .... ord and kmfc bbdcs of Jlohshrd bont' are 
engraved with 1IlITlC~(e geollletne pan.'nls or e"d fun es. Their 
lrathrr hrlms af{' ~Iso lIolcd for t}.etf fe"nomc, drt,llird mask· 
],ke '[Ua[Ull'S (red"" PerCel'1101l -30), 



6.6.2 TROLLS 
All known breeds of Trolls infest the various regions of 

Forodwaith. The largest concentration of these evil creatures 
centers at T orogmar in the Bleak Mountains, just south of the 
Bay of Desolation. Here reside the largest number of Snow Trolls 
on the continent of Endor, as well as a goodly number of Cave 
and Stone Trolls. W ild Trolls can be found throughout the Ered 
Rhivamar and Forest Trolls may be found in small numbers in 
the pine forests of the Wash Tundra and near the larger lakes in 
the J;irvimaa. 

SOCIETY AND CULTURE 

T roIlish society, such as it is, varies little from region to region, 
whether manifesting itself individually or in small to medium 
breeding groups. Breeding groups ("families" is too genteel an 
expression for such bestial relations) are led by the strongest 
Troll, usually (though not always) a male. When the size of the 
group grows too large for the dominant Troll to fuIly control it, 
several young males and females split off to form a new breeding 
group. Cave, Stone and Forest Trolls all prefer to live in breeding 
groups, but the Snow TroIls tend to live in solitude. 

Snow Trolls require as much food as a bear, making them 
highly aggressive and territorial. Luckily (for the Troll), just 
about anything is digestible by them, so that "food" might 
include rock lichen as well as manflesh. A dearth of food (usually 
in a very harsh winter) may draw large numbers ofT rolls towards 
the dweIlings of Men, Umli, Elves or Orcs. Snow Trolls show 
remarkable cooperation in these attacks, forgoing their usual 
anarchic tendencies. Winters harsh enough to make Snow Trolls 
gather in this way are infrequent, but individual Trolls often 
harass settlements. Orcs tend to bribe the Trolls with food to 
harass rival tribes. Snow Trolls would pose a more serious threat, 
were it not for the fact that they hibernate in summer. This 
radically reduces the number of wandering Trolls during the time 
that the Yst;ivat Talven are out hunting. A hibernating Troll 
poses little threat to anyone save the unfortunate spelunker who 
disturbs its slumber. 

T rolls are seldom skilled at anything more complex than 
roasting a variety of meats and digging holes. Some can fashion 
spears and other simple weapons, thought most rely on natural 
weaponry, clubs and rocks. While some Trolls can manage no 
more than a series of grunts, most can speak a debased form of 
the already crude Orkish dialects. Their limited facility with 
language aIlows them to torment captives and carry out rudimen­
tary conversation among themselves. 

WORLDVIEW 

Trolls are stupidly evil, and see the world as containing only 
things that are good to eat, good to smash or tougher than them. 
The Witch-king's emissaries fall into the last category, along 
with the leader of a breeding group, but everything else faIls into 
one of the first two. Unlike the Orcs of the North, the Trolls 
retain no memories of their original master, Morgoth, and 
therefore have no qualms about following other banners down 
paths of destruction. The Witch-king has found these brutes 
very useful on occasion, but they are generally too scattered to 
allow for easy mobilization. 

WARCRAFT 

T roIls rc lyon their immense strength and natural weaponry to 
overcome foes. Some carry clubs or huge spears, but these are 
exceptions. Trolls usually hunt alone; but when it is known that 
Men, Orcs or Elves are in the area, they often hunt in groups of 
up to five. Most encounters with Trolls are the result of a newly­
formed breeding group looking for a place to settle or hunting for 
food. Trolls present little threat to the Y stavat Talven as an 
organized force, though against individuals or small bands they 
can do a good deal of damage. Most Trolls are fairly easily evaded 
if one knows how. Snow Trolls, however, seldom give up a chase, 
and have been know to follow a hunter all the way back to his 
viIlage or trail him for weeks on end. 

ApPEARANCE 

The Trolls of Forodwaith are massive creatures, usuaIly 
standing over ten feet tall. Their skins are tough and scaly; Snow 
Trolls have pale white flesh, with the faintest blue tinge. The 
blood that flows through their veins is of darkish indigo hue; 
most have eyes of such dark blue they seem inky black. Many are 
far more hirsute than T roIls elsewhere; a thick mat of hair covers 
much of their bodies. Trolls clad themselves in crude hides and 
skins from seals or herd beasts. They wear little in the way of 
jewelry save that they take from their victims. Most fight with 
cudgels; a few wield sharpened stakes made from the thigh-bones 
of large animals. 

6.6.3 DRAGONS 
The breeding pits of Angband were the birth-place of dragons, 

and many of these terrible creatures survived their ruin, plaguing 
the Northern Waste ever after. The dragons of Forodwaith are 
of many kinds, each acclimated to a different element or environ­
ment. Though solitary and bestial, dragons are possessed of 
arrogance, cunning, avarice and cruel intelligence (often exceed­
ing that of Men ), and are numbered among the Speaking Peoples. 
Dragons are sometimes also referred to as "drakes" or "worms;" 
a newly hatched dragon is caIled a "dragonet." 

SOCIETY AND CULTURE 

Dragons are not social animals, being entirely self-sufficient 
from an early age and powerful enough to dismiss cooperation 
with others of their kind. Under Morgoth's rule, the dragons had 
a unity of mind and purpose that moved them to act together; 
with that driving force gone, the beasts dispersed, seeking solitary 
lives. They are, however, aware of other dragons in the regions 
surrounding their lairs and retain some sense of kinship (though 
this does not st~p them from killing or driving away rivals). The 
drakes ofEred Umarth have a slightly higher degree of unity than 
other dragons, due to their common feud with the Noldor of 
Evermist. 

An unwelcome visitor to a dragon's lair is always a perennial 
source of annoyance to drakes, and yet they would often detain 
rather than devour such an intruder outright, engaging in conver­
sation or a riddle game. Most of the time, these conversations are 
initiated with a view to gauging the strength of the trespasser or 
to discover whether other interlopers may be nearby. More rarely, 
some worms (such as Canadras) seek to entrance visitors so as to 
use them as spies or guards. These drakes take more active 
measures to secure the territory about their lairs, occasionally 
seeking to influence events, but more often simply seeking rumor 
of anything that might threaten their supremacy. 
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Dragons speak a wide variety of languages. Even the most 
bestial understand the common tongue of the area in which they 
Ii ve (though they may not be able to speak it). Many are able to 
converse fluently in the Elvish tongues or in the ancient languages 
of Men. Few lower themselves to speak Orkish, even when they 
actually manage to understand it. None of the drakes of 
Forodwaith speak \\Testron, though a worm with a keen enough 
understanding of Sindarin might be able to deduce portions of 
what is spoken in that tongue (classical Adunaic being somewhat 
influenced by the High Elven speech of the West, of which 
Sindatin is a relative). 

WORLDVIEW 

Dragons regard themselves as the greatest beings in Arda. They 
know of the Valar, and though they quail in terror at the memory 
of the War of Wrath, most perceive that the Powers may never 
again meddle openly in the affairs of Middle-earth. On the other 
hand, m';st drakes are also wise enough to recognize their limita­
tions in the face of more powerful neighbors, while still gloating in 
their own magnificence and self-importance. With their former 
master vanquished from the world, the worms view both land and 
sea as their own, plundering their riches as they will. 

While all dragons acknowledge Morgoth as their maker, no 
self-respecting drake would regard Sauron or any of his servants 
as its U rightful" lords. (The Witch-king of Angmar is formidable 
enough to treat with a worm face-to-face, but his efforts to win 
their allegiance in his war against the Dunedain have for the most 
part proved barren.) Above all races, the dragons of the Northern 
Waste hate the Noldor ofEvermist, who alone possess power of 
mind and hand great enough to withstand, repel and slay them. 

WARCRAFT 

Dragons rely on their awesome presence to terrify their 
opponents. Those that do not fall or die of fright they destroy 
with their arsenal of natural weapons. Some worms can breathe 
flame or frost deadly enough to decimate whole armies and 
towns; others use huge claws, jaws and powerful blows from their 
tails to shred, crush and pulverize enemies. In single combat, 
some drakes may even draw upon arcane magics to devastate their 
foes. A warrior who strikes a dragon with blade or shaft finds the 
beast's hide virtually impregnable, defeating all but the most 
powerful of weapons. Even the youngest dragonet may prove a 
match for a company of mortal warriors or spell-casters. 

ApPEARANCE 

The dragons of the far North are an awesome sight to behold. 
The greatest worms ofForochei reach a length of up to seventy 
feet from head to tail. Wingless drakes possess powerful legs and 
thick tails, and also tend to have more developed jaws and front 
talons. Those few who possess wings are more slender than their 
landbound cousins, their tails more whip-like and their legs and 
talons well-practiced in snatching unfortunates from the ground. 
Wingspans are generally double the length of the beast. Those 
dragons that inhabit the cold waters of Forochel or Ekkaia are 
usually elongated and serpentine in form; most have small (but 
still powerful) legs and talons, relying on their jaws for defense 
and attack. 

All dragons have horns. On some these have shrunk to mere 
lumps, while others possess multiple spikes. The color and shape 
of these horns varies with each worm, as does their coloration in 
general. Land, winged and sea-drakes most commonly display 
pale shades of silver, gold, blue or reddish-brown. Those of still 
more vibrant hue amid the bleak wastes are a sight to remember 
for a lifetime. 

6.6.4 MALEVOLENT SPIRITS 
The most ancient allies ofMorgoth are those fallen Maiar who 

were either cowed or enamored by his seemingly boundless might 
and dark majesty. Present in Morgoth's train before the creation 
of the world, these spirits continue to haunt the Northern Waste 
long after their master's banishment from Arda. While all of a 
single nature, the Maiar vary greatly in rank and power. Some are 
indeed very great, and their names are remembered in the legends 
of Men and Elves-Eloeklo, Demon of the North Wind, 
Jaanaincn, Siren of the Ice, Durlach, Horror of the Well; others 
have no name in the lore of the Free Peoples until they arc 
subjugated by the will of an Y stava Talven spirit-namer. 

SOCIETY AND CULTURE 

Like dragons, the malevolent spirits of the far North tend to 
be solitary, congregating only for the satiation of some drive or 
hunger, as wolves might gather to hunt down prey or as vultures 
assembling to dine on some carcass. For the most part, such 
spirits tend to be of an elemental nature, attuned to some 
particular theme of Creation's song or a substance associated 
with it-wind, water, ice, fire, darkness, forest, earth. In such 
bodiless forms they flit about their element, mingling at times, 
perhaps, with others of like kind, though rarely with full sen­
tience or conscious thought. 

WORLDVIEW 

Not all spirits ofill-will arc driven by the memory ofMorgoth's 
dominion within Arda. Though they may have served (or been 
enslaved by) the Black Enemy in the days of his might, many 
Maiar, whether great or small, are motivated by a malice which 
they alone have conceived, independent of its ultimate author. 
For this reason, few of the hateful spirits of the Northern Waste 
act out of any allegiance (true or feigned) to Morgoth or his 
successor, Sauron. Jaanainen exemplifies this breed ofMaia quite 
aptly: a spirit of ice, it is her nature to seek the extinguishment of 
life and warmth. Her depredations may happen to please the 
Witch-king, but she does not assail the living on his behalf or for 
the furtherance of his master's dark designs. 

WARCRAFT 

Spirits make war according to their nature and form. In sudden 
avalanche, in unforeseen blizzard, in raging sea, in killing cold, 
the malevolent hand of such powers may be felt by mortals. Some 
of the more sentient Maiar may choose to assume a body like to 
Iluvatar's Children, and clothed in that jana they can wield 
weapon or spell as befits their inclination; but most prefer to walk 
unclad, or know no other mode of attack than their primal nature 
presents to their impulsive will. In either form, immortal spirits 
of any rank are perilous when aroused to fury. 

Fortunately for the Free Peoples, the very elemental nature of 
so many of these spirits sets limits to the effects of their rage. A 
spirit of water cannot harm those who take refuge on land, nor 
maya Maia of fire pass over frozen ground. Enchantments and 
magical wards may raise further barriers to the passage of a 
wrathful spirit. Durlach cannot escape the prison of Morgoth's 
Well, just as Eloeklo is incapable of stretching out his icy grip 
below a certain clime and altitude (being confined for the most 
part to the heights of Forochel's mountain ranges and the 
unrelenting colds of the Landless Land). 



ApPEARANCE 

In theory, all Maiar possess the ability to clothe themselves in 
a physical form of their choosing; in practice, however, not all 
spirits are sufficiently self-aware to perceive this power or (if they 
do) to be inclined to make use of it. A physical form or jana is an 
embodiment of mind and will, and a spirit governed primarily by 
impulse and passion would see little point in the exercise. To such 
a Maia,janar appear only as a form of containment and limitation; 
to spirits of cunning and rational calculation, on the other hand, 
a physical body offers greater mobility and versatility for the 
working of their cruel arts of deception. 

6.7 MINIONS OF SAURON 
With the coming of Angmar, the Dark Lord has gained a 

foothold in the Northern Waste as never before. Through the 
Witch-king and his minions, Sauron's wicked shadow stretches 
into the farthest reaches ofForochel and Talath Uichel, imper­
iling lands that once served as a refuge from his evil. To the relief 
of the Free Peoples, the native harshness of Forodwaith still 
prevents the bulk of Angmar's hosts-Orcs or Men-from 
making permanent inroads against their homelands. Yet the 
Witch-king has other allies capable of enduring the forbidding 
winter. 

6.7.1 THE SLED-HORDE 
With the resurgence of the Nazgttl-realms in Middle-earth, 

the Men of Urd have once again grown into the warlike nation 
of their ancestors. Soon after the founding of Angmar, Hoarmurath 
"lent" the Witch-king a host of Urdic sled-warriors to aid his 
peer in the subjugation of the free North. This military colony 
lairs in the northern vales of the Mountains of Angmar, and 
continue to plague Forodwaith until the downfall of th ... Witch­
realm in T.A. 1975 (in which year they are either destroyed or 
dispersed, never again to harass the Northlands in force while the 
Third Age lasts)' 

The Urdic war-host has many names among the Free Peoples 
of Forodwaith. The Y stavat T alven most frequently call them 
simply Rekijoukko (La. "Sled-horde"); but also Paheelliset (La. 
"Vicious Pcop!c," sing. Paheellinen) and Karhusoturet (La. 
"Bear-warriors," sing. Karhusoturi). The Noldor of Evermist 
hold the Urdor to be akin to the Rhunhoth (S. "Easterlings," 
smg. Rhlmon) and Baradhrim (S. "Swarthy Men," sing. Baranon) 
which they encountered in the Wars of Bcleriand, while the 
Snow-elves simply call them P'uink'ost (Los. "Men of the 
Shadow," sing. P'uindir). Utterly contemptuous of Men who 
would enslave bears to do their bidding, the Berninga ofJarvimaa 
brand them the Gangandona Dautha (For. "Walking Dead," 
sing. Gangand Dauth), a warning of the wretched fate that awaits 
any Urdic warrior unfortunate enough to encounter one of the 
Berninga face-to-face. Alone among the Free Peoples of the 
North, the Umli call the Sled-horde by their right name ofUrdor 
(Urd. "Sons ofUrd," sing. Urdorn). 

SOCIETY AND CULTURE 

The Sled-horde trace their warlike lineage back to their 
eponymous ancestor, Urd, one of the Fathers of Men who bowed 
down before Morgoth in Hild6rien. Urd was one of the most 
notorious persecutors of those "renegade" Men who refused to 
worship the Lord of the Dark; thus, Urd became the archetype 
that inspired his later progeny to renew their vocation in Sauron's 
service. Some centuries after Urd's death, the Urdor cast aside 
their wicked ways, enduring two thousand years of rule under a 
line of benevolent matriarchs; but the Urdor reverted to their old 
allegiance under Hoarmurath, the rebellious brother of the last 
matriarch, who accepted a Ring of Power from Sauron. 

The empire of conquest which Hoarmurath forged across the 
Northlands of Middle-earth profoundly altered Urdic society. 
As the matrilineal clans faded into insignificance, the mobile 
warband emerged as the fundamental kin-group. Martial prow­
ess is the sole criterion ofleadership of the warband, and violent 
turnovers are frequent (both from death in battle and from 
rivalry within). A chieftain enjoys sexual access to all women in 
his warband, and the offspring of mothers who have not been 
"sown with the chieftain's spear" are treated as outsiders, sub­
jected either to death by exposure or condemned to thralldom. 
In cases where the war-leader happens to be a woman, this rite of 
establishing kinship (if such it can be called) is usually performed 
by her favored lover. While the brutal simplicity of this custom 
makes it an effective enough way of defining the warband and the 
boundaries of loyalty, the sometimes rapid succession of chief­
tains through attrition often becomes a pretext for "purging" 
one's rivals-anyone not accepted by the new leader automati­
cally becomes an outsider, regardless of their status under the 
previous chieftain. 

When conflict within a warband cannot be contained, it 
usually results in a parting of ways (the loosing faction either 
forming its own band or seeking entrance into another existing 
band). No Urdorn makes open war upon his own kinsfolk­
even those that have been ostracized-unless they become 
members of a rival warband. For this reason, there is frequent 
trafficking of personal enemies between the various warbands. By 
the same logic, individuals fleeing from a determined adversary 
may end up playing the same game: if a feared pursuer joins a 
warband hostile to an individual's current kin-group, that indi­
vidual may actually counter the move by abandoning his own 
kinsfolk and joining another warband friendly to that of his 
pursuer! Such "trading" of bands has its limits, of course; a 
chieftain may simply refuse to accept a rogue warrior whose only 
reason for wanting to join his kin-group is to stir up trouble with 
another warband. On the other hand, a chieftain who lacks for 
warriors may not be able to afford such refusal, and so the vicious 
circle continues unabated. 

The Urdor are among the most bloodthirsty and cruel of Men, 
their savagery matched only by their lust for plunder. In a sense, 
the Urdor no longer have a culture of their own; everything is 
stolen from other peoples. Perhaps it was desperation and anger 
that first drove them to such brutal acts as slavery or the torture 
of women and children in bear-pits, the victims dying in agony 
to the cheers of the crowds. Whatever the reason for their 
bloodlust, the Urdor arc a threat not to be taken lightly. 
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REliGION AND W ORLDVIEW 

The Sons ofUrd remain true to the blasphemous worship of 
their forefather, appeasing the Lord of the Dark by hunting down 
those who refuse to acknowledge him as Master. Inspired by this 
abhorrent creed, the Urdor have no regard for human life, least 
of all their own. Death in battle is an accomplishment; they find 
no honor in a field of hand-sown grain, yet revel in the torture of 
both humans and animals. While both men and women comprise 
raiding parties, they hold women, children and elders of other 
cultures in highest contempt. Such people are weak and unable 
to work for very long; therefore they have no worth, save as sport 
for the bear-pit. No pleas for mercy from these victims have ever 
fallen on sympathetic ears. The Urdor rape, maim and have their 
sport; then discard the human lives they consider useless. 

Among their own kind, the Urdor do have an odd sort of 
union. Their feelings of attachment do not come from any kind 
of normal love or fondness, but rather out of a utilitarian sense 
of survival. The warband cannot fight unless all follow the 
dictates of the leader and work with their comrades; if a warrior 
strikes out on her own in the midst of battle, she is a weak link 
in the power of the horde and is abandoned if not killed outright. 
Not surprisingly, the Urdor possess no formal kinship recogni­
tion or family structure. Mothers nurse their children until they 
can survive among the warriors; then, the young ones are left 
alone to survive or die. Perhaps one of the more chilling sights are 
the very young Urdor who fight just as fiercely as the seasoned 
warnors. 

WARCRAFT 

The Urdic warband usually numbers between one and two 
hundred warriors (including women and adolescent children). 
Attached to these hosts are small scouting patrols of between two 
and twenty people. In battle, the main host attacks the front of 
an enemy's lines, while the patrols break away and attack the 
flanks. Large, well-trained snow bears or war-dogs pull the 
massive sleds of the warriors. Equally frightening are the sukset, or 
skis, that enable the Urdic raiders swiftness of movement un­
matched by any others in the far North. 

During a raid, the Urdor move swiftly, overcome their oppo­
nents, take what they can carry and leave as soon as possible. They 
often raid and destroy an entire village before any defense can be 
rallied. Because they plunder such a wide variety of people, the 
Urdor have access to many different kinds and styles of weapons, 
from spears to axes to swords. Armor is much the same; a warrior 
might have an odd mix of hide, padded cloth or even bits of 
studded leather. 

ApPEARANCE 

In physical appearance, the Urdor are medium to dark-haired, 
with eye-color varying from blue to green to hazel. Both sexes 
tend to wear their hair short, as it is a hindrance in battle. Men 
generally grow beards, usually kept in braids or a medium length. 
Skin-color is a little darker than most other peoples of the 
northern lands. 

As with armor, the Urdic raiders have no distinctive dress, 
perhaps save for their lack of it. Observers can see them wearing 
the flowing coats of the Umli, the lovely bone jewelry of the 
Y stavat T alven, even the finely cured reindeer-skins of the Snow­
elves. Their garb is a statement to how they exist on the 
misfortune of others. Certain hordes take more than just clothing 
and food from their victims. Among some groups are fairer­
haired children with light skin and sky-blue eyes. While the 
children are to be pitied and not blamed, this is yet another 
example of the inhumanity of the Urdor. 

6.7.2 THE UNDEAD 
In recent years, the spirit-namers of the Ystavat Talven have 

bewailed an inexplicable plague of undead throughout the 
Northern Waste. Ghosts of the deceased haunt the lands of the 
living, long-buried corpses walk the earth, their eyes burning with 
a cold light, and bloated horrors rise from the icy waters of 
Forochel, hungering after the blood of mortals. What sorcery or 
evil will has roused such terrors from nightmare and legend none 
can say with certitude, but many (rightly) believe the Witch-king 
of Angmar to be their author. 

The unnatural persistence of the spirit after death within the 
living world is a curse to which, it would seem, only mortal Men 
are subject. Sauron's attempts to transform the stubborn-minded 
Dwarves into wraith-servitors through the Rings of Power 
during the Second Age were utterly unsuccessful. The spirits of 
the deathless Elves are bound to Arda by their very nature, 
whether or not their bodies be slain. Men alone possess the Gift 
ofIluvatar, the grace to die and depart the world-or to forfeit 
that gift under the compulsion of some horrible oath or sorcer­
ous thralldom. 

SOCIETY AND CULTURE 

The ignorant often confuse true undead (the unquiet shades 
of Men) with malevolent spirits (such as barrow-wights) whose 
cunning has driven them to manifest their power through the 
lifeless corpses of once-living mortals, or those spirits which 
simply choose to linger in or near places of death (such as corpse 
candles). Mannish ghosts may be found haunting ruins, burial 
sites or tombs from the Wash Tundra to the isles off the western 
coast ofForochcl--even to the burial bergs of the Merimetsastajat. 
The swampy areas of the Wash Tundra and Lakeland, as well as 
some of the boggier areas around the mouth· of the Everhir, 
occasionally become the haunts of corpse candles or corpse 
lanterns. In winter, the light produced by these creatures is 
filtered and dispersed into weird and fascinating patterns be­
neath the frozen surface of a bog, creating illusions of warmth 
and shelter to draw unsuspecting victims to their doom. 

Rarely do undead creatures take united action towards some 
common end. Inhuman spirits are most often driven by blind 
impulse (See Section 6.6.4.), and those with enough sentience 
and cunning tend to act alone. Only the concerted effort of a 
spirit-namer or some being of more powerful will is normally 
capable of dominating several undead at once. Even under such 
circumstances, the creatures arc likely to execute commands or 
pursue imperatives after their own habit and manner (which may 
reflect either intelligence or near obliviousness towards their 
environment). 



WORLDVIEW 

The essence of un death is memory. A spirit bereft of the living 
body that once housed it perceives the world only in terms of its 
former, severed existence. It is trapped in a frozen present, unable 
to grow or know peace until it relinquishes or is freed from the 
world. The experience of seemingly endless, serial existence is 
likely to drive a spirit mad, submerging consciousness and all 
vestige of rational thought in a sea of insatiable rage, fear or 
regret. Only spirits which in life possessed the strongest mind or 
force of will are able to retain a measured awareness of themselves 
and their unnatural condition. Consequently, the cessation of 
pain through release from their state is ever the singular motivat­
ing force of the truly undead; the relative strength and integrity 
of their consciousness merely determines whether they pursue 
that goal blindly or in a rational manner. 

.WARCRAFT 

Violence is a very common means by which the undead pursue 
their goals or follow their drives. Malevolent spirits possess their 
own modes of combat. (See Section 6.6.4.) Those shades of Men 
powerful enough to inhabit and animate a corpse may fight with 
such weapons as their temporary body allows them, though 
complex maneuvers exact a mighty toll upon their willpower. 
Incorporeal ghosts must rely solely on the terror they inspire in 
the living, an unreasoning dread from which Elves alone are 
exempt. 

Forodwaith's frozen climate may have certain effects upon 
corporeal undead. In winter, or in those areas of perpetual cold, 
the frigid air causes skeletal corpses to become more fragile than 
usual. The freezing temperatures tend to have an opposite effect 
on spirit-infested corpses which still possess flesh: the flesh 
freezes and hardens, making it more difficult to destroy. In the 
cold, exposed bones suffer + I 0 from any Crush and Impact 
criticals. In the case of still-enfleshed corpses, all Impact, Crush, 
Slash and Puncture criticals are at - I O. Rotting and decaying 
flesh usually produces a 30% chance of infection for the victim 
of bite or claw attacks. However, the freezing cold retards the 
decaying process and sterilizes wounds, therefore the chance of 
infection is reduced to IO%. 

ApPEARANCE 

Corporeal undead assume whatever state of decay the corpse's 
condition brings them to, though the cold of the North may slow 
the process of corruption somewhat, while by the same token 
stunting the already limited mobility of stiffening limbs. Bodiless 
spirits are invisible to the naked eye, but are nevertheless percep­
tible to other living beings. The unquiet shade projects an image 
of itself as it once was in life--or as it appeared at the moment 
of death. Spirits with a certain degree of mental self-control may 
therefore acquire the talent of manipulating the image they 
project towards others, seeming fair' or foul as they please. 

6.8 VISITORS TO THE NORTH 
Forodwaith is distinguished by an exceptionally large seasonal 

element in its population. During the milder months of spring 
and summer, Men and other races from the South visit the 
Northern Waste, keeping company for a time with the Y stavat 
T alven (or harassing them out of spite or ignorance). Whalers 
ply the waters of Forochel, scouts and patrols of Angmar and 
Arthedain spy out one another's frontiers, enterprising Rivermen 
traffic with the Lossoth, Dwarven miners search for elusive veins 
in the Ered Rhivamar, brigands seek a respite from the eye of the 
authorities, solitary hermits commune with Nature and travelers 
seek wild adventure. 

6.S.1 MEN 

DONEDAIN 

In addition to hunting and trapping, the Men of Arthedain 
also journey far into the Wash Tundra or eastward along the 
banks of the Everhir, alone or in patrols, to spy out the schemes 
that the Witch-king may be brewing. These often grim and silent 
Men are very seldom encountered, moving as they do in stealth 
and secrecy. If a meeting does take place, it is on the Dunadan's 
terms and by his arrangement. If he is sure that a group of 
wanderers poses no threat to Arthedain, he may choose to reveal 
himself and exchange information about any dangers of the 
surrounding terrain. 

Larger military patrols also range as far north beyond Rammas 
Forod as the Emyn Nimbrith. Well-armed and well-equipped, 
they gather news in force, probing weak points in the Angmarean 
defenses and bolstering Arthedain's exposed northern flank. 
They are familiar and on generally good terms with the Lumimiehet 
of the area. In the interests of Arthedain' s security, they question 
any strangers they may find wandering the tundra as to their 
reasons for their being there and the nature of their expedition. 
While such detainment is sometimes taken amiss by the free­
spirited, these patrols never attack wanderers without provoca­
tion (though mistaking the identity of a party might lead to a 
regrettable incident). Any prisoners taken are bound but other­
wise left unharmed. (Dunedain do not torture captives; though, 
being stern Men, they are not squeamish in dealing out death 
when the security of king and country are at stake.) The patrols 
help those in need, and can supply a good deal of protection, a 
small amount of equipment and supplies, and reliable informa­
tion about the area. 

There are also a few religious mystics among the Arthedain 
who wander the North. These men and women are known as 
Kaukonakbiset, the Long-sighted, by the Lumimiehet, because 
of the constant far away look in their eyes. The Arthedain call 
them Tiriath Forod, the Warders of the North. Their country­
men do not seek them out, but allow the mystics to wander where 
they will. These men and women possess some deep abiding 
affinity with the cold tundra and frigid winds, relishing isolation 
and solitude. Encounters with such recluses are very rare and 
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never hostile. They may appear suddenly out of the night with a 
warning concerning Orcs or Trolls or an oncoming storm, 
seldom staying for more than five or ten minutes. They might 
direct a lost or wandering group towards shelter and food; but, 
for the most part, they desire no companionship, wandering from 
the Rammas Forod as far as the Forsaken Sea or the Ered 
Rhivamar. The Y stavat Talven tell tales oflaughing Kaukonakoiset 
running with the herds across the tundra, or calling a pack of 
timber wolves and then disappearing into a small forest of the 
Wash Tundra. 

ANGMARRIM 

Forodwaith cannot feed or shelter a large armed host on the 
march, and for this reason the Witch-king wisely sends out only 
small patrols into T alath Uichel (no more than a hundred men 
at a time)' Orcs and Trolls he cannot send, except in winter-time, 
because of the lack of sufficient terrain cover from the baneful 
rays of the sun; hence, the Lord of the Nazgul is forced to rely 
almost exclusively on Men to patrol his northern frontiers. The 
Urdor arc ready at hand so long as snow covers the tundra, but 
for the remainder of the year the Sled-horde is immobile. For this 
reason, Angmarean patrols tend to be comprised of Easterling, 
Daen or Northman elements. All of the Angmarrim behave 
haughtily and disdainfully toward the Y stavat T alven, and are 
openly suspicious of any other Men. The loyalty of the Men of 
Angmar to their undead master is rarely absolute, and desertion 
from the Angmarean warhost is a common (though not quite 
endemic) occurrence. Both patrols and deserters may prove 
dangerous to adventurers, depending on the relative strength of 
the parties involved. 

Deserters have nothing to lose (If caught and returned to 
Angmar, they face execution or worse.) and always steal what 
they can, when they can, without remorse. Patrols of tell behave 
little better than deserters-turned-bandits themselves, plunder­
ing goods and supplies from wanderers who can be bullied. If 
discovered within a hundred miles of Angmar, Angmarean 
soldiers may attempt to take prisoner any non-natives with the 
intention of delivering them to Angmar for interrogation. Such 
.. trespassers" arc often condemned to slavery. If the wanderers are 
obviously too strong to be attacked or are outside the patrol zone, 
but still within striking distance (200 miles), the patrols report 
any encounters to their superiors on their return. If more 
information is needed or the wandering party is perceived as a 
threat (which they almost always arc), then a stronger force is sent 
to destroy them or take captives. 

RNERMEN 

These bold Northmen ply the waters of the Lhun and 
Baranduin rivers ofEriador. They journey into the North in their 
heavy canoes and arc familiar with the Lumimiehet of the Wash 
Tundra, trading extensively. They lead solitary lives, traveling 
only alone or in pairs. They are a rough and rustic lot which, if 
treated unfairly, are quick to return an insult with the flash of a 
blade. They arc also quick to return a favor or friendly word, and 
arc often an excellent source of information and transport to 
those who are journeying through the Wash Tundra, knowing 
every rumor and current story from Caras Celairnen to the 
Everhir. 

Rivcrmcn get along wcll with the Lumimiehet, trading blan­
kets and other goods for ivory and furs. The Rivennen arc quick 
to take a Lumimies' side in any argument with strangers. This is 
partly for business reasons and partly (as a Rivcrman might say) 
because "I know this Snowboy IS honest; I don't know you at alIt 

The Rivermen are loyal to their trading partners, but expect equal 
loyalty in return. Those with thin skins and those who arc easily 
insulted may have a difficult time among the Rivermen. While 
they mean no more than humor, the Northmen love a good joke 
at someone else's expense, and can be unmerciful in their crude 
jibes and jests (especially if it is obviously upsetting the butt of 
the particular joke). They respect anyone who can give as good 
as they get, but quickly lose patience with "those as can dish it out 
but can't take it." 

The Rivermen arc few in number and lead a solitary, nomadic 
lifestyle, navigating the waters of the upper Lhun and its many 
tributaries in sturdy, birch bark canoes. They roam northern 
Arthedain, traveling the Baranduin from Nenuial as far south as 
Sam Ford, or crossing north into the W ash Tundra where they 
trade furs and ivory with the Lumimiehet. Their communities arc 
small and mobile, consisting only of watch towers perched on 
strategic bluffs or high points, and dozens oflean-to's built along 
the river bank. Here they live free and unfettered, albeit often at 
the level of bare subsistence. 

They always drive as hard a bargain as possible, doing nothing 
for free. They tend to be distrustful of strangers, bullying and 
rough, and fully capable of retaliating forcefully if they feel 
wronged or threatened. They arc also men of their word, and can 
be a friendly enough people once a newcomer manages to 
penetrate their gruff and stern facade. While the Rivermen speak 
\Vestron (Rank 3 to 5, depending on the individual), it is so full 
of nautical, mercantile and scatological slang that it often seems 
a different language. It some cases, it takes a practiced car to 
follow their speech. They arc acidly sarcastic to anyone asking 
them to speak slower or to translate any of their slang. 

OTHER MEN 

Cardolanian whalers arc the commonest seasonal visitors to 
the Bay ofForochel, but many other nations (including Gondor 
and independents hired by Arthedain) fund voyages of explora­
tion as well as hunts for whale and ivory. When not aboard ship, 
sailors lodge in well-maintained camps along the beaches and 
coastlines. Some mariners may range inland as far as twenty miles, 
in small hunting parties sent out to replenish their ship's stores. 
These parties arc always armed and e(juipped, numbering from 
ten to fifty men (depending on whether they arc on the hunt or 
back at camp). Friendly and outgoing, they arc willing to share 
their campsite with others. 

Eriadorian hunters also wander the tundra. Fur-trappers and 
ivory-hunters are notoriously suspicious of anyone entering their 
camps, fearing that, after all their long months of hard work, 
someone may come along and attempt to steal their goods. Some 
few individual travelers may be adventurers (with or without a 
treasure map) searching for fortune and excitement in the frozen 
wastes. Parties of thrill-seekers arc generally smaller than the 
hunting expeditions sent out from whaling ships, numbering 
anywhere from a lone hunter to a group of twelve. Their 
reception to anyone discovering their camp or location might 
range from warm friendliness to open hostility, depending on the 
nature and disposition of the hunters encountered. 

Bandit gangs and other outlaws also find the trackless wastes 
a convenient hiding place when things get a little too "hot" in the 
South. The outcome of any meetings with these outcasts depends 
on the numbers involved. Solitary footpads and cut-purses only 
stcal from unprotected camps, whilc a mountcd group of thievcs 
and murdercrs contcst with strong groups over trivial amounts of 
treasure. 



GM Note: As a general rule, if the bandits outnumber the adventurers 
by more than two to one, then an attack is certain (100%). If the bandit 
and PC party numbers are about equal, there is 50% chance of 
hostilities. If the PCs outnumber the bandits by two to one or more, then 
the bandits are very unlikely to attack (0%). The GM can extrapolate 

other probabilities jar other numbers using the above as a guide. 

6.8.2 DWARVES 
Dwarven adventurers are not uncommon on the frozen tun­

dra, and may be encountered in small groups or in the company 
of Men. Such individuals always have some defimte reason for 
journeying in the wastes, whether this be searching for minerals, 
treasure or one of their kin. (Of course, their purpose may not be 
made immediately apparent to wanderers these Dwarves meet on 
the trail.) The only pcnnanent Dwarven settlements m the 
Northern Waste are the small mining commumtles of the 
northern Blue Mountai'ns. The Dwarves explore the Bleak 
Mountains and the Ered Rhivamar from time to time, looking 
for likely sites to mine. However, the long trek required to return 
ore or metals to friendlier lands is daunting, and even nch vcms 
of silver have been abandoned due to the impracticality of 

transporting it safely. .. 
Dwarves arc suspicious of strangers and, If encountered m a 

mineral rich area, they assume that any chance meetmgs are 
actually deliberate attempts to "jump a claim'~ or steal a mining 
site from them. This disposition eVidences Itself not m open 
hostility, but by a quiet aloofness that many travelers find quite 
unfriendly. The Dwarves have a wanner relatIOnship With the 
Y stavat T alven, as the Snowmen arc neither miners nor metal­
smiths. Dwarven prospecting camps mix well with nearby Y stava 
T alven villages, with which they trade and even help to defend m 
the face of a threat. 

On the other hand, culture clashes can and do occur between 
the possessive Dwarves and more open and non-acquisitive 
lifestyle of the Y stavat T alven. Such clashes are usually a matter 
of misunderstanding and are not overly senous (revolvmg, for 
instance, around an unassuming Y stava T alven making use of 
some Dwarven tools without asking their owner's pennission). 
For their part, the Y stavat T alven have diffic~lty distinguishing 
Dwarves from Umli, referring to both races mdlscnmmately as 
Puolihmiset (La. "Half-men," sing. Puolihminen). This canbe 
a source of irritation to Dwarves and Umli alike, who nghtly Wish 
to establish their own individual identities. 

6.8.3 HOBBITS 
Hobbits have never dwelt in the Northern Waste. On those 

rare occasions when a Hobbit docs go wandering far afield, he has 
been known to travel into the Wash Tundra or even as far as the 
Lakeland and the Forsaken Sea. Wanderers in the North may 
come across an adventuresome T oak or other Fallohide with a 
band of Men, a Harfoot marching with a group of Dwarves or 
(rarest of all) a small group ofStoors making their way across the 
tundra. The Ystavat Talven regard all Hobbits With favor 
because of their cheery disposition and unthreatening size. 
Hobbits can find a wann welcome in virtually any settlement 
from T alath Uichel to Lonely Bay. The Y stavat T alven call them 
Iloiset Lapset, the Merry Children. 

7.0 SOCIETY AND 
CULTURE 

Of all the Free Folk of the North, none better illustrates how 
a harsh and unforgiving environment can shape and mold the 
lifeways of a people than the Y stavat T alven. The Elves and other 
Mannish kindreds ofForodwaith all sprang from cultures ongl­
nally foreign to the Northern Waste; with the partial exception 
of the Umli, only the culture of the Y stavat T alven came to 
maturity within the arctic lands themselves. The lore and cus­
toms of this folk seem strange and alien to others, yet those With 
patience may in time behold their eminent beauty and wisdom. 

7.1 LANGUAGE AND LORE 
For the most part, the Y stavat T alven preserve and transmit 

inherited wisdom and knowledge through oral tradition. How­
ever, while they possess no writing system as such, certain 
individuals among the Lumimies, Jaamies and MerimetsastaJa 
clans arc guardians of a shared runic tradition. These revered 
pictographs arc said to contain (or unlock) mystical energl.es of 
the Spirit World for the help or hurt of Men. It IS also said by 
their custodians that the power of these runes can only be 
controlled and directed by commands uttered by a native speaker 
of Labba, the common tongue of the Y stiivat T alven. 

7.1.1. THE TONGUES OF THE NORTH 
Few Arthadanian loremasters have remained unmoved who 

have listened to the flowing, musical language of the Lossoth. As 
one such scholar reported, "It was like discovering a complete 
wine-cellar filled with bottles of an amazing wine of a kind and 
flavour never tasted before. It quite intoxicated me (leiters, p. 
2 I 4)." While many of their proud countryme~,may scoff at ~hat 
seems to their ears unintelligible muttenngs of Lesser Men, the 
wise among them know better, recognizing many. similarities 
between the speech of the Y stavat T alven and the Elvlsh tongues. 
Indeed, the very name of this northern speech, Labba, can be 
naught but a borrowing from the primitive Eldarin root lab 
("tongue, language")--a witness to the legends the Y stiivat 
T alven tell of their ancient meeting with the benevolent Snow­
elves. 

Spoken or understood in some capacity by all of the Free 
Peoples of the North, Labba occupies much the same place m 
Forodwaith as Westron docs in the South. Westron Itself IS not 
generally spoken in the far North, few of whose mortal denizens 
(save for those that dwell in the Wash Tundra and the lands 
adjoining Eriador) possess any facility with it. Of course, more 
newly-come arrivals to the Northern Waste, such as the Bernmga 
ofT alath Uichel, remember the western speech from Its currency 
in their lost homeland of Rhovanion, as do any Dwarves who 
choose to sojourn in the mountains ofForochel for any leng.th of 
time. The Lossidil and the Noldor of Evennlst ahke enJoy a 
native talent for the comprehension of languages of all kinds, 
making use of either Westron or Labba with equal ease (though 
they much prefer the latter, as it is more pleasing to their cars). 

Lossidilrin, the Elven speech from which Labba denves much 
of its beauty, is generally spoken only by the Snow-elves, though 
the Noldor readily adopt it when conversing with their long­
sundered Nandorin cousins. As is the custom of all Noldor m 
Middle-earth, the members of the Cuiviemar use the Grey-dven 
speech (Sindarin) in their daily affairs,reserving their ancestral 
tongue (Quenya) for magical or rehglOus contexts. The only 
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sacred art in which the Noldor favor the use of Sin dar in is in the 
carving of their spell-songs into the cliff-faces of Orod Certhas, 
but this is due mainly to tradition (the runic script of the cirth 
having been originally designed by the Grey-elfDaeron for the 
writing of Sin dar in). When actually sung, these songs are always 
voiced in Quenya. 

The other Free Peoples ofForodwaith for the most part speak 
dialects of the ancient Northman tongues of Eriador or 
Rhovanion. The Umli possess their own language, closely related 
to the secret Khuzdul of the Dwarves, but do not speak it in 
everyday life, using instead Labba. Whether these "Half-dwarves" 
would be willing to teach their Umitic tongue to outsiders is 
unknown, as no stranger has ever proposed the idea to them. 

7.1.2 THE LABBIe RUNES 
The riimut (La. "runes," sing. riitllu), known and used by the 

wise ones and spirit-namers of the Y stivat T alven, are of 
unknown origin. Oral tradition first associates the strange picto­
graphs with the mysterious "Beadmakers" and their enchant­
ments; but since no one remembers who the Helmivalmistajat 
were or whence they came-even the patently mythical legends 
of the Y stavat T alven have nothing to report of their identity or 
origin-the riimut remain an enigma. Perhaps the answer lies 
hidden amid the Helmivalmistaja ruins dotting the coasts of 
Forochel, whose forsaken stones may still be seen, half-buried in 
the frozen ground. 

A total of thirteen distinct glyphs comprise the riitllut, though 
many spirit-namers hold that there are others, now unknown or 
forgotten, of which the Helmivalmistajat once had knowledge. 
According to tradition, the Beadmakers passed on such rune-lore 
as they were willing or able to the T anssijat, who became the 
ancestors of the Jaamiehet and Merimetsastajat ofForochel, and 
from them the knowledge gradually spread to the Lumimiehet of 
northernmost Eriador and the T alath Uichel. In theory, the 
power of the riitllut is available to anyone willing to become 
attuned to them through a particular engraved focus; however, 
the actual efficacy of the runes lies not merely in their shapes, but 
in the secret knowledge of the one whose hand ritually carves 
them. Such knowledge is closely guarded by the wise, who reveal 
it only to initiates who have undergone long years of trial and 
proving. No single rune-master or nine-mistress possesses this 
kind of knowledge of all the riimut. (The typical spirit-namer or 
wise one knows only five or six runes, normally those which bear 
the strongest association with his or her lifepath, and allied rune­
masters often share or exchange knowledge of their respective 
riimut.) 

The most common objects for engraving the Labbic characters 
are the riimuveitset (La. "runeknives," sing. riitlluveitsi), blades 
which the Y stavat Talven use for the ritual magic that draws its 
power from the runes. Once initiated into the secret names of the 
riimut and the speir domains they represent, an individual may 
identify the range of powers governed by the glyph on its handle. 
The riimut are also sometimes carved into ice or their pattern set 
out in pebbles on a hunting trail. On rare occasions aspirit-namer 
may take a nine as her personal glyph, a unique "signature" 
identifying her within the Spirit World. 

The Y stavat T alven divide the" outer names" of the riitllut (as 
distinct from their secret names) into three groups: the tamlOt or 
elemental mnes, the nines of terveys (healing), and those of 
metsiistys (the hunt). Two additional n'imut-kieli (language) and 
laulu (song)-fall outside the three principal groups. The tar11lot 
unlock the powers of the natural world, such as fire, wind and 

water; the runes of terveys channel the restorative powers of the 
healers among the Y stavat T alven; while the riitllut of 11letsiistys 
embody those things needful for a successful hunt. 

TARMOT 
(La. "Energies))) sing. Tarmo) 

KyImyys (La. "Cold"). The circular kylnryys 
rune controls the spell-domains ofIce Law 
and Cold Law. Its design suggests the all­
pervasiveness of cold in the North. 

T ulipalo (La. "Fire"). The twin tongues of 
tulipalo govern the Fire Law and spells 
associated with fire, such as Fire Starting or 
Resist Heat. 

Valo (La. "Light"). The stylized representation 
of the sun which valo projects extends the 
user's power over the Light Law, Sound/ 
Light ways and Illusions lists, but may also 
include such spells as Blinding or a spell from 
the Nature's Guises list. 

Kivi (La. "Stone"). The protruding kivi rune 
unlocks the Earth Law domain and other 
spells that deal with stone or earth, such as 
Earthwall or Barrier Pit. 

Vesi (La. "Water"). The rolling wave of vesi 

'.J 
embraces the Water Law or any spell 

'£ dealing with water, such as Water Production, 
tl-l~_-""""!tI"" Waterwall, Purify Food/Water, or Waterrunning. 

TERVEYS 
(La. "Health))) 

EIama (La. "Life"). Recalling the shape of a 
running man, eliitllii channels healing or 
restorative spells of the Direct Channeling, 
Blood Ways, Bone/Muscle Ways, Organ 
Ways and Purifications lists. It may also 
include spells that protect the health of the 
individual in an alternate environment, such 
as Waterlungs and Caslungs. 

Muuri (La. "Wall"). Rendered in the likeness 
of a wall of ice blocks, muuri focuses 
enchantments that offer protection from 
some danger, such as the Protections and 
Spell Defense lists, or individual spells such 
as Resist Heat, Resist Cold and Shield. 

METSASTYS 
(La. ((Hunt)') 

Elain (La. "Animal"). Knives engraved with the 
eliiin rune may contain spells from the 
Animal Mastery, Spirit Mastery, and Calm 
Spirits lists. This glyph, which resembles the 
head, neck and forelegs of an animal. is 
often used as a trail marker to show in 
which direction a hunting party has gone in 
search of game. 

lIma (La. "Weather"). The sweeping path of 
ilma inscribes the power of the Wind Law 
and Nature's Lore lists, as well as related 
individual spells, such as Airwall or 
Windwalking. 



PoIkun (La. "Path"). Path Mastery, Moving 
Ways and Nature's Ways are all governed 

~ 
by polkun, whose wandering etchings may 
also contain such spells as Silent Moves, Run, 
Speed, Sprint or Haste. The rune often 
distinguishes safe from dangerous paths. To 
warn of danger, a wise one or spirit-namer 
carves this riimu backwards. 

Kasvi (La. "Plant"). The swelling kasvi glyph 

~
. concerns plants and herbs, governing the 

• • Plant Mastery list, as well as spells such as 
Woodwall or Plant Facade. The rune is often 
used as a trail marker for denoting areas 
where healing herbs may be found. 

KIELI JA LAULU 
(La. "Language and Song') 

Kieli (La. "Language"). Devised in the form of 

V 
a tongue, kieli attunes the Lore and Item Lore 
lists, and is valued most highly by the wise 
ones and spirit-namers of the Y stavat 
T alven. The rune is also associated with 
spells of communication, such as Animal 
Tongues or Plant Tongues. 

Laulu (La. "Song"). Taking the form of a 
spirit-namer's ritual drum, laulu governs the 

t+
-Controlling Songs or Sound Control lists. 

Few laulu-engraved knives exist, as it is rare 
for spirit-namers or wise ones to be attuned 
to such spells. The rune itself is, however, 
used as a trail marker to point the direction 
to a festival or celebration. 

7.2 KINSHIP AND LOYALTY 
To a people whose very existence depends upon unquestion­

ing commitment to the day-to-day struggle for survival, but who 
nonetheless lack both the will and the means of compelling 
others to cooperate towards the common good, family bonds are 
everything. Perhaps more than any kindred of Men, the Y stavat 
T alven define themselves in terms of kinship and the sense of 
identity and allegiance nourished by it. 

7.2.1 FAMILY, SEPT AND CLAN 
The Y stavat T alven recognize three levels of kinship: the perhe 

(La. "family;" pI. perheet) the suku (La. "sept;" pI. suut) and the heimo 
(La. "clan;" pI. heimot). The clan and sept possess totemic animal 
names, such as Karhu (La. "Bear") or Merilintu (La. "Sea-bird"), 
signifying the henkieliiin (La. "spirit animal") with which the group 
identifies and from which it draws its strength and wisdom. The 
members of a heimo mark their affiliation with an ivory or bone 
amulet, carved into the likeness of their totem. 

An individual's birth determines his or her heimo, though 
women may change their affiliation through marriage. Thus, a 
woman born to the Merilintu heimo might marry into the Karhu 
i;iimo, but her children might be fathered by a member of an 
entirely different heimo. (See Section 7.2.2.) A stranger may also 
become a member of a heimo through vaatimus, the ritual of 
"claiming:' as mayan outcast from another heimo. 

For most Y stavat T alven, such matters tend not to be a source 
of tension or conflict: the extended family is a pleasant affair, as 
taken for granted as the warm wind of summer. Due to their 
dispersion over vast expanses, there is not a great deal of rivalry 
or distinction (other than the difference in totems) between 
heimot, which seldom (if ever) gather together into one place. 
Knowledge of every heimo member is an impossibility, and one of 
the primary functions of heimo affiliation is to assure one's 
welcome among kinsfolk that do not know and have probably 
never seen one another. 

For the Merimetsastajat, on the other hand, bound together as 
they are into close-knit groups within their berg-delvings, heimo 
affiliation is a matter of rivalry and pride. Close proximity with 
other heimotmakes it possible to know everyone in one's own heimo 
and often many members of other heimot. Heimo rivalry centers 
upon preeminence in hunting, fishing and whaling, while suku 
prestige lies in the number of viisaat, jiiiisilmiit, and warriors it can 
raise up. (See Sections 7.3.3 and 8.2.) 

Usually kept on a friendly basis, these rivalries are, in fact, 
conducive to the survival of the Merimetsastajat. If the hunters 
of one suku have been lax in their performance, they face ridicule 
from other heimot and suut, and thus are spurred on so as not to be 
outdone by others. When rivalry does get out of hand, feuds over 
the best hunting grounds and whaling areas may erupt. Should 
the issue come to blows, it is settled by a song duel or some other 
nonviolent means. Yet hard feelings may last for years, requiring 
a series of song duels between the heimot, suut, and perheet, some­
times reaching an individual level before being finally settled. 
Strangers and outcasts who join themselves to a Merimetsastaja 
heimo may unknowingly become involved in these feuds. 

49 

A clan totem 



so 

7.2.2 MARRIAGE, HOSPITALITY 
AND LINEAGE 

The Y stavat T alven view the sexes as independent halves of a 
single whole: no man is complete without a woman, nor a woman 
without a man. They therefore consider marriage to be more than 
just a physical union of two individuals: it is a necessary step 
towards the health and well-being of each. Marriage invariably 
takes place before an individual's sixteenth year, and those still 
unmarried after reaching the age of twenty are regarded as 
spinsters and old bachelors. Couples may live together without 
the benefit of marriage rites, but this is seldom done. The 
marriage ceremony and accompanying feast are held in the early 
spring (late Lothron or early N6rui). It is usual for several 
couples in a village to wed in one large ceremony, and during this 
time the entire village enjoys a week-long festive atmosphere of 
dancing, feasting and story-telling. 

A viisns presides over the event, taking care to consider any 
omens brought to light by the local henkini71littiijiithat might affect 
the couple's future. On rare occasions, if the omens are inauspi­
cious enough, the viisas may refuse to perform the marriage rite. 
Traditional portents include the threefold roar of a bear, or the 
consecutive sighting of four eagles on the day before a couple's 
marriage. Other signs, more difficult to interpret, may drive the 
henkini71littajii to seek out their import upon the dark paths of the 
Spirit World. The Y stavat T alven tell many tragic legends of 
couples who ignored the omens, so such things arc taken very 
seriously. A couple must be deeply and profoundly in love to defy 
the Spirit World. 

The marriage ceremony itself is relatively simple. The couples 
plight their troth before the entire village, publicly announcing 
that they arc now husband and wife. Next, the couples join their 
right hands. which the viisas tics together loosely with a colorful 
strip of braided leather, calling the Spirit World to witness as he 
(or she) chants the Yhdistyden Laulu and Hedelmallisyyden 
Laulu, the Songs ofJoining and Fertility. 

Though monogamous, the Ystavat Talven maintain a tradi­
tion called vaimolahja, "wife hospitality," in which a married 
woman shares herself sexually with visitors and guests. While this 
practice confers prestige and honor upon the husband, it would 
be a mistake to conclude that the Ystavat Talven regard their 
women as mere chattel; on the contrary, a woman is free to refuse 
anyone at anytime (including her husband). This, however, is 
seldom done; for the Y stavat Talven regard sexual union as an 
expression of hospitality on a par with eating and drinking: if you 
would eat and drink with someone, you would also sleep with 
them. 

Vaimo14hja is not to be confused with adultery. If a man or 
woman has sexual relations with another without the prior 
agreement of the husband or wife, this is considered adultery and 
can be grounds for abandoning the marriage. Yet such infidelity 
is hardly contemplated for sexual reasons (as physical union can 
be enjoyed without the risk of destroying marriages); rather, it is 
a gesture of rivalry and one-upmanship among prestige-con­
scious males. 

Whatever its origin and social significance, vai71lo14hja performs 
a rather more vital biological service for the Ystavat Talven, 
saving them from the genetic suicide of inbreeding. The custom 
exercises less of a role in conceptions of kinship than one might 
expect: a "father" is not necessarily a biological parent, but refers 
always to the husband of the "mother," which by contrast refers 
exclusively to one's birth-mother. For this reason. the Y stavat 
T alven reckon descent through the female. 

7.2.3 DIVISION OF LABOR 
The Y stavat T alven apportion their daily tasks primarily 

along lines of age rather than gender. Older men and women may 
remain at the village or camp, acting as teachers and guardians for 
the children or hunting for herbs and edible plants nearby. No 
social stigma attaches to the reversal of traditional roles: anyone, 
male or female, who can keep up with the hunt is welcome, and 
anyone who prefers to stay in camp sewing garments or cooking 
meals is also welcome. Negligence is the only cause for censure. 
This is a very rare occurrence, and tasks left undone are almost 
always the side effect of some dispute between families or heimot. 
Such tensions arc never allowed to harm the well-being or safety 
of the village at large. 

Despite its subordination to age and ability, gender docs play 
a traditional role in the division oflabor. In the best of times, the 
women remain home rearing children, preparing meals and 
making garments. Women also comprise the majority of wise 
ones and spirit-namers; men fear the Spirit World, preferring to 
leave it to the braver women. However, due to the harsh climate, 
everyone pitches in with the daily tasks and knows how to 
perform all needful roles, from hunting to cooking to weapon 
and garment-making. 

Gender is occasionally also marked by the different tools used 
by men and women engaged in the same endeavor. An example 
of this is the kind of knife used for the hunt. The male knife has 
only one sharpened side and is always pointed for stabbing or 
piercing. The female knife is always double-edged, narrowing to 
a broad end which can also be used as a tool for skinning and 
scraping. Male hunters who have lost their knives and are forced 
to usc their wives' arc derided and unmercifully made fun of by 
the other males. To avoid such embarrassment, older male 
hunters often make sure they have two or three knives handy, just 
in case they lose one. 

7.2.4 NAMING 
The Y stavat T alven' s dealings with outsiders are more often 

troubled by cultural misunderstanding than actual enmity on the 
part of the groups involved. This is especially true with regard to 
an individual's name. Personal names are divided into two 
distinct varieties: the sideni71li or "binding name," given to an 
individual at birth, and the niikynimi or "vision name," which an 
individual usually answers to throughout life. The sideni71li estab­
lishes kinship tics, carries on traditional family names, or honors 
legendary heroes of the past. It is never changed and is, for the 
most part, used rarely and only for ceremonial purposes, such as 
marriages, rites of passage and other important occasions. 

By contrast, the na1rynimi attempts to capture some part of the 
totality of the individual, either giving a glimpse into the 
individual's personality or (in some cases) denoting an obvious 
or prominent physical feature or attribute. Thus, an Y stava 
T alven who likes talking about his dreams may become known 
as Unipyydystaja, "Dream-catcher," while one who obviously 
enjoys the beauty of the night sky and stars may be called 
Tahtivalo, "Starlight;" someone with fine, nimble hands may be 
called Pitkat Sormet, "Long Fingers." 

Niikyni71let change as the individual changes. Should Tahtivalo 
begin constantly wearing a bearskin robe, others may begin 
calling him Karhunahka, "Bearskin." Travelers in the region 
should take note of this and be prepared to undergo several name 
changes while there. More than one adventurer has been sur­
prised to depart from his Y stava T alven companions and find 
them calling their farewells to someone named "Eyes Skyward" 



or "Big Nose," only then to realize that they are referring to 
himself. It is said in the North Farthing of the Shire of Brago 
Took of Green fields (an excellent cook, who went on some mad 
outing into Forodwaith) that he returned from his adventure 
with the outlandish nickname Hyva Ruoka. When asked, the 
young Took said the name meant "Good Food" in the language 
of the northern folk and was a compliment to his cooking. Brago 
answered to the nickname for the rest of his long life. 

Occasionally, such names are misunderstood by the recipient. 
An example of how this can lead to near tragedy is described in 
a diary preserved in the Royal Library in Annuminas. An incident 
is recorded in the journal of a Arthadanian warrior's explorations 
in the far North. 

The Journal 0/ Caramir 
l5tb Day o/Norui: Caramir, his cartographer and journal-keeper, 

and jive or six guards were separatedjrom the main party of the expedition 
and became sorely lost in the Enryn Nimbrith. There, in a sudden, secretive 
manner appeared jur-c~d hunters of the jar North----"Lossoth," as we 
name the11l. Caram ir, being both a proud and commanding jigure, 
demanded assistancejrom the skulkingfigures. They, seeing no opportunity 
to bide or jlee jr011l tbe ta1l11len, ob~yed-if not enthusiastically, at least 

out of diference to the noble Caramir. There being in no wise chance jor 
jurther progress that day, the Lossoth and Caramir's company shared 
call1psite. As their jear of Caramir and his 11Ien subsided, the hunters of 
the North became less aloof. It was thus that the two groups shared the night 
apart, but without fear or suspicion. 

l6tb Day 0/ Norui: Upon arising, all seemed most agreeable, the 
nortbern bunts11len appearing 11Iore than willing to guide Caramir and his 

jellows out of the rough terrain of the Hills. All went well until one of tbe 
Lossoth, speaking with Cara11lir, insisted on using the term "Pitkiit 
Siiiiret" in riferring to him. Thinking the name some noble compliment, 
Cara11lir was much desirous of learning its 11Ieaning. As Caramir's party 
spoke but jew words of the language of the Lossoth and they, very limited 
Westron and no words of a 11Iore learned language, it was some time bifore 
an adequate translation was reached. Uponjinding that the lowly hunters 
had insultingly named him "Long Legs," Cara11lir beca11le most jey, 
hurling abuse at the wretch while the remaining huntersjled in panic bifore 

his wrath. He jinally abated, commanding the cringing Snowman to 
begone, but it was many hours bifore he was calmed enough to break camp 
and begin the journey agat·n." 

7.3 CYCLES AND SEASONS 
The lives of the Y stavat T alven revolve around the rhythms of 

the natural world and the demands these impose. Whether of the 
Lumimiehet, the Jaamiehet or the berg-dwelling Merimetsastajat, 
an Y stava Talven moves with the winds and seasons, ever 
adapting daily routine to the changes of his or her environment. 
In the Northern Waste, Nature is the most powerful shaper of 
culture. 

7.3.1 THE LUM1MIEHET 
The daily life of the Lumimiehet changes with the seasons. In 

spring, the Lumimies villages come alive. The warming weather 
and cracking icc on the lakes, rivers and bays signal the time of 
foraging, hunting and fishing. The small, one-man boats called 
pieni veneet arc constructed while waiting for the pack-icc to retreat 
from the shore; larger whaling boats, the meriveneet of the coastal 
Lumimiehet, are tended and repaired. As the ice clears, the wise 
ones perform ceremonies to protect the boats from evil and 

accident, and the Lumimiehet settle into a daily pattern of 
hunting and gathering which lasts throughout the spring and into 
the autumn months. 

Spring is the time when the migrating herds and fowl return 
to the wetlands and grasslands of the tundra. The pyoreii talo or 
winter roundhouse is abandoned, and the spring and summer are 
spent on the move, up and down the many rivers or following the 
migrating herds. These Lumimies camps often seem primitive 
and rustic to those from the more settled, civilized, urban South; 
but to the Lumimiehet, after the endless, close winter days spent 
in the roundhouse, they are luxuriant with openness and freedom 
of movement. The camp contains any number of tent-like abodes 
and a single large communal structure known as the kyliitalo. This 
may be simply a large sealskin tent or a sturdier construction of 
rock and wood, depending on the building materials available 
and how long the camp is intended to remain in one place. Spring 
is also the time for marriage and festival. 

In summer, with the game plentiful and the waters abundant 
with fish, the Lumimiehet have, for a brief moment, a time of 
plenty-a time when bellies are full and the sunny, lazy days on the 
tundra seem but a warm dream in the long winter sleep. This is 
the time of seal hunts, a time when all the rivers run, a time of 
savory stews of venison, fresh herbs and rare delicacies like birds' 
eggs and fresh vegetables. Summer is also a time of barter and 
trade. The whalers and seal-hunters from the South, as well as 
those seeking exotic herbs of the tundra, come north, seeking out 
the Lumimiehet for local geographical knowledge or guides. 

However, not even summer is without its banes. Huge swarms 
of tundra-hatched mosquitoes can make life miserable, and the 
Witch-king's minions arc no longer held at bay by the cold. Like 
the whalers and migrating birds, they too come north with the 
warming of the weather. Orcs and Trolls venture from their lairs 
in Angmar, and evil Men from Cam Dum wander the T alath 
Uichel; some on missions for the Witch-king, some for evil's sake 
alone. The Lumimiehet attempt to avoid such emissaries out of 
Angmar when possible, otherwise they arc endured or dealt with 
as seems wisest at the time. 
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In autumn, the real work begins. Chores lett undone now can 
mean terrible hardship or even death in the coming months of 
cold. All winter clothes must be cut, fitted and sewn before the 
cold weather actually arrives. Maturing berries must be picked, 
dried and made ready for winter. Fish must be dried and smoked, 
seal meat and venison jerked, and herbs, curati ves and seasonings 
gathered, dried and properly stored. Most importantly, camp life 
is abandoned and the traditional wintering sites, the talvikyliit, are 
occupied. When a foreigner is speaking of the "villages" of the 
Lossoth, it is these winter dwellings that are meant; but to the 
Y stavat Talven, a "village" is any place where family, sept or clan 
may happen to be sojourning at the moment. 

The roundhouses of the winter sites are built in late autumn 
when the weather turns truly cold. The pyoreii talo is constructed 
entirely of ice blocks welded together by thin layers of snow and 
ice shavings-essentially a large, single-roomed, dome-shaped 
shelter. The entrance is close to the ground, forcing Men and 
Elves to get down on their hands and knees to enter. The 
seemingly endless days of the long winter are spent in the sturdy 
pyoreii talo, with sleeping, eating, visiting others in the village when 
possible, and story-telling being the main activities. Many hours 
arc also spent in song and slow, stately dances round and round 
the interior of the pyoreii talo. Songs arc accompanied by the 
beating of drums, the primary musical instrument of the Y stavat 
Talven. 

The construction of a roundhouse is a deadly serious matter, 
as the structure must endure the entire winter through stonn and 
blizzard. The making requires a good eye for detail and a patient 
hand with icc. If too large, the roundhouse sags and falls in on 
itself. This usually occurs at the worst possible time, such as in 
a blizzard. Every Lumimies village knows the sadness of finding 
that a pyareii talo has collapsed in the fury of a violent stonn,leaving 
an entire family dead under the fallen blocks of icc. If built too 
small, the claustrophobic atmosphere can be maddening should 
the weather require several days spent inside. More than one 
tragedy has occurred when an individual, succumbing to the 
"cabin fever" and seeing the walls closing in, flees outside. If not 
caught immediately, the individual runs in a random direction for 
the sheer joy of being outside and running. Usually they are never 
seen again; but occasionally in the spring, a lifeless, frozen body 
is found several miles hom the village. 

Occasionally, to supplement the winter stores, small expedi­
tions go ice fishing on the frozen inland lakes or coastal bays. 
Hunting in winter is confined to trapping snow hares and quick 
raids on the coastal bays where walrus and snow bears can be 
found. However, most sizable game has migrated out of the 
region in winter and the deadly cold weather makes hunting a 
risky and problematical venture at best. 

7.3.2 THE JAAMIEHET 
The daily lifestyle of the Jaamiehet is very similar to their 

Lumimies neighbors. Their lives are ruled by the seasons and the 
migrations of the animals. In summer, the wanner weather allows 
them to engage in hunting, fishing and whaling. The seasonal 
changes differ only slightly from those experienced by the 
Lumimiehet, sprIng arriving one or two weeks later, autumn one 
or two weeks earlier (though in the cold regions of the North, one 
or two weeks of hunting may be the difference between survival 
and starvation). 

The Jaamiehet spend the wanner months in nomadic camps of 
seal or elk-skin tents. All their activities focus on the coming 
winter as they intensely hunt and forage over the tundra. Summer 

is both an easier and a harder time for the Jaamiehet. On the one 
hand, the herds of game are smaller, forcing them to make longer 
and less successful hunts than their neighbors; on the other hand, 
being further removed from Angmar and Arthedain, warfare 
between those realms and the evil whims of the Witch-king affect 
them little. 

Again, autumn brings the crucial work of surviving the winter. 
All food-stores must be prepared to last the winter months and 
stored so as not to attract hungry bears or other predators or 
scavengers. The nomadic life is abandoned, the wintering site 
chosen, and the pyoreii talo constructed. The winter days and nights 
are spent in little houses of ice, telling stories and visiting with 
kinsmen when possible. As with the Lumimiehet, most of these 
stories are tales of old heroes and legendary hunters, many 
containing myths concerning the ways of men and animals. With 
the coming of spring the cycle begins again and the Jaamiehet 
resume their hunting and fishing. 

7.3.3 THE MERIMETSASTAJAT 
The Merimetsastajat have delved their way in and around the 

great icebergs, transfonning them into floating fortresses. While 
the bergs of the Merimetsastajat do not necessarily differ in size, 
the number of inhabitants dwelling within them may vary 
considerably. In general, two or three smaller delvings accom­
pany a great berg. The Merimetsastajat recognize three classes of 
icebergs: jiiiikyliit (colonized "ice-villages"), jiiiivuoret (potentially 
habitable, but not yet occupied "ice-mountains"), and huolijiiii 
("troubled icc," unsuitable for habitation). 

Often a huolijiiii is merely too small for Merimetsastaja pur­
poses, but other problems (such as too many cracks and fissures, 
or an unbalanced shape, making the berg susceptible to unex­
pected rolls) may relegate an otherwise perfect jiiiivuori to huolijiiii 
status. Having an eye for this is prized among the Merimetsastajat. 
Indeed, as such things are a matter of/ife and death (not just for 
the individual, but for the entire community), having a good and 
knowledgeable jiiasilmii or "ice-eye" grants a certain amount of 
status and prestige to an individual and his or her family. 

GM Note: Icebergs naturally last up to ten years or more bifore 
melting. The bergs which the Merimetsastajiit inhabit last much 10ngerJor 
its occupants /abor ceaselessly to maintain and preserve their shape. Living 
on and with the ice gives the Merimetse,stiljiit an innate understanding oj 
Ice Law that others do not possess. 

The Merimetsastajat dwell in Spouting Bay and Berg Cradle 
Bay, both of which foster several large bergs year-round. The 
bergs break free from the northern glaciers and are slowly herded 
out to sea by the ocean's current. Some drift far out into Belegaer 
where they eventually melt; a few drift southward where they 
become a hazard to ships off the coast of Forlindon. However, 
the prevailing current pushes many icebergs back into the small 
bays and inlets on the northern shores of the Bay of Forochel. 
Manned vessels have little to fear from the prevailing current, 
whereas the sea is able to have its way with the ponderously slow 
icebergs. 

In summer, the bergs come into their own natural beauty, 
wandering free like majestic, floating towers and palaces. On 
windy days, the bay is covered with somber waves whose currents 
move the bergs about slowly and gracefully. On calmer days, the 
mirrored surface of the dark water casts back images of berg and 
sky. The reflections of the white bergs against the high, deep blue 
dome of heaven arc surreal and otherworldly. One of the Noldor 
of Evennist once described this wonder in verse: 



i olollindc"lirin, an cenin 
i ninqui mindoni oloreva 

The dream-song I sing, for I behold 
The white towers if dream 

As spectacular as they are by day, the Merimetsastiija berg­
delvings are even more so at night. Their inhabitants light small, 
whale-oil lamps, sometimes covering the flickering yellow flames 
with shades of thin animal skin, dyed or coated with colorful 
pigments. The colored lights shine through the walls, illuminat­
ing the berg in a dazzling display of multicolored tiers of 
shimmering splendor. The diffuse light can be especially bedaz­
zling on calm nights, as the lamps below the waterline merge and 
blend with the lights shining above and reflecting off the sea, 
completely bewildering the eye. While the Merimetsastajat find 
them delightful. more than one whaling vessel from the South has 
run aground because its watchmen and navigator were distracted 
by the magnificent display. 

GM Note: Non-Merimetsiistajiit must make a 10th level RR or be 
entranced by these lights for 2-20 rounds" During this time they fail to 

keep proper watch on what they are doing and all Static and Moving 

maneuvers suffer a -20 penalty. At each nightly viewing if the 
spectacui4r light show, the RR is reduced by one level. 

The bergs weave an enigmatic pattern amid wave, wind and ice. 
In spring and autumn, when the bay is just freezing over or the 
winter pack-icc has begun to break or form, the bergs move less 
gracefully as they stagger free uneasily of one icc-floe only to 
become entangled in another. As the bay thaws during the short 
summer, the bergs bob and dance lazily about one another. 

Whales arrive to feed in the 
deep bay, frolicking play­
fully about the bergs. All 
too soon, the wind turns 
and the icy blasts return 
from the north, the whales 
depart, and the bergs slow 
to a mere crawl once again. 
The bay slowly freezes and 
is covered with thick pack­
ice. As the winter deepens 
and the cold increases, the 
bergs cease to move at all, 
locked in a motionless 
stance while the bitter north 
wind holds dominion. 

Spring is the most dan­
gerous and difficult time for 
the Merimetsastajat. For 
their food-stores may be 
running low after a long, 
hard winter and with the 
return of the whales in 
spring, many are eager for 
the hunt. This is also a time 
when the voices of hump­
back and other whales can 
be heard through the berg­
walls like a siren song draw­
ing the whalers forth. The 
whale-song can sometimes 
be very loud and echo down 
the passages within the berg 

as the whale passes near to it. Ice in this season is still breaking 
and reforming, and may catch a whaleboat unawares. Those so 
caught must make the difficult choice of whether to stay with the 
boat and hope it is not crushed in the ice, or make the harrowing 
journey on foot to land or berg. 

In the warm summer months the Merimetsastajat whale and fish 
the bays. They also come ashore to hunt the bear, elk, reindeer, seal 
and many smaller mammals as well. such as rabbit and mink. They 
also forage along the coasts, gathering herbs and berries. While a 
southern sailor would have difficulty finding a particular berg that 
may have drifted many miles in the weeks he was away hunting or 
fishing, the Merimetsastajat know the currents and bays, and can 
approximate how far or fast a berg might drift. 

GM Note: It requires a Routine (+30) Perception and Track 
maneuver for a Merimetsa"staja" to find his home berg. Others may need 
a Very Hard (-20) Perception and Track maneuver as a baseline, using 
other variables such as familiarity with the berg and how many weeks the 

character is gone to add bonuses or penalties on relocating it. 

The whales depart in Urui or I vanneth. As the weather gets 
colder, the ice-sheet on the bay spreads southward, trapping and 
anchoring the bergs. In this season, the Merimetsastajat haul their 
whaling boats into the bergs. Passages to the outside arc sealed to 
prevent the cold wind from entering. There is a pause as the ice­
sheet grows and captures the berg, then the last hunts can begin 
for any remaining seal, walrus and bear. 

Once winter arrives, there is little for the Merimetsastajat to do 
but seal off their dwellings and ride out the storms and blizzards. 
So long as the summer has brought many successful whaling 
expeditions and seal hunts, the bergs offer a cold but comfortable 
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existence. If the hunting has been poor, it can be a miserable and 
hungry time for all. Unless starvation is imminent, the winter 
days are spent in song and dance with the tale-tellers endlessly 
busy recounting stories and legends. 

7.4 AUTHORITY 
AND SOCIAL ORDER 

The biggest adjustment most southerners have to make when 
dealing with the Y stavat T alven is the lack of any central 
authority figure. There are no kings or chieftains among the 
Y stavat T alven, and there is no guarantee that direct orders from 
any individual will be carried out by others, who look upon such 
demands as mdely phrased suggestions. This does not mean the 
Y stavat T alven are a completely anarchic people. On the con­
trary, if anything, they are conservative and traditional. The 
young defer to the older members of a group, be it a hunting party 
or village, though there is no obligation for them to do so-it is 
merely customary. In the harsh northern climate, the young soon 
learn that elders have reached their aged status by making many 
correct decisions in the past and are therefore worth listening to. 

Yet in every village there is always a tietiijii, "one who knows," 
a kind of tacitly agreed upon leader to whom the people turn in 
times of trouble or doubt. Even so, a tietajii advises and suggests, 
but never gives orders or makes demands. In difficult situations, 
the tieta/tiwould certainly seek advice from any elders or wise ones 
in the village. Should the individual be wrong on a number of 
occasions, the villagers simply turn to some other person as a new 
tietap. 

The Y stavat T alven adhere to a rigid body of custom, 
informally instilled in the young as they grow. There arc no 
courts or judges, and in many cases the Spirit World is consulted 
in the search for justice. A village or heimo as a whole decides what 
is proper or improper in proving guilt or innocence. Laws and 
punishments for breaking them are communicated through 
stories and folk-tales. Metaphor and allegory arc strong compo­
nents in these narratives, and the people refer to them when 
judging a situation. 

The Y stavat Talven cannot afford to support non-productive 
members of their society. There are thus only two forms of 
punishment: ostracism and death. In the close, interdependent 
social life of the village, ostracism is a powerful deterrent. If one's 
neighbors act as if one does not exist, refusing to converse or help 
in any way, it can be a death sentence. Total ostracism means the 
individual must leave the village, but usualIy ostracism is only for 
a set amount of time (e.g., for two full moons, until the return of 
the elk, and so on). Death sentences arc carried out by throwing 
the condemned into the cold sea. In the case of the inland tribes, 
the Spirit World is allowed to judge. The individual is stripped 
of protective clothing and abandoned far out in the wild. If the 
individual survives (which is very, very rare) and returns to the 
village, it proves the judgment was wrong and he is allowed to 
reclaim his place among the villagers. 

7.4.1 OWNERSHIP AND THEFT 
Theft is all but unknown among the Y stavat T alvCl1. Since 

neighbors generously give and freely borrow from one another, 
there is little or no reason to steal anything. This "free borrowing" 
often causes conflict with people of other cultures who have strong 
ties to their material possessions. The Y stavat T alven regard most 
things as "vilIage property," that is, accessible to any member of 
the village (including visitors). This means that guests of the 
vilIage must also surrender their own belongings to a villager in 
need. Villagers who take items from a traveler's pack do not intend 
to keep but merely to use them, returning them when not needed. 
More than one adventuring band has misunderstood thesc actions 
and gotten themselvcs into hot water as a result. (This is especially 
ttue with food-stores, as the Y stavat Talven eat all the dried fruit 
they come across.) In return, they are more than happy to share 
their dried fish and smoked seal meat with visitors. 

GM Note: The GM can have a good deal oj fun with the YstiiVti"/ 
Talven constantly getting into PCs supplies and using their eqUipment. 
The PCs may end up alienating everyone in one or two villages before 
they catch on to what is happening. 

Should a dispute over ownership arise, it is often handled by 
simple contests of skill or mental prowess. Goods usualIy argued 
over include runeknives, village-owned magical artifacts and 
small ivory tokens. Races over snow, whether on foot, skis or 
snowshoes, are a typical method of conflict resolution. Alterna­
tively, the contestants may be forced to tell a traditional tale or 
create a new one (the villagers sitting in judgment on memory or 
originality). Judgment is final, and the winner keeps the con­
tested item. Since theft is so rare, there is no set or commonly 
prescribed punishment for such offenses. 

There is a unique Y stava T alvCl1 tradition concerning non­
material or abstract possessions of an individual (e.g., the per­
sonal songs sung by the members of the Cult of the Whale, or the 
totems and medicine items worn or carried by an individual). 
Should these strictly personal possessions be handled, marred or 
stolen by another, the deed is punishable as though it were a 
physical attack upon the owner. In the eyes of the other villagers, 
the victim has every right to even kill the person who has 
instigated such an injury. 

7.4.2 BLOOD FEUDS AND SONG DUELS 
One very unusual custom of the Y stavat T alven is the laulutaistelu 

(La. "song duel," pI. laulutaistelut). Song duels are used almost 
exclusively to settle blood feuds or arguments that might escalate 
into one. Most feuds are caused by the same passions that move all 
Men: jealousy, lust and hatred. The lack of formal trials often leads 
to an impromptu and wrongful death. In such cases, the relatives 
of the wrongfully executed may seek vengeance on the executioners. 
Such feuds are bad for villages in that many of the best hunters or 
fishermen may be kiI!ed, leaving many hungry mouths behind. 

Blood feuds perpetuate themselves with one act of vengeance 
forever following another so that, to end the feud without 
becoming enmeshed in its bloodletting, one of the parties or its 
allies may challenge the other side ro a song duel. The chosen 
singers stand forth, surrounded by the entire village, and perform 
specially prepared songs. They may spend several days working 
on their individual songs. The purpose of the song is to belittle 
and berate the other with sarcastic and scurrilous remarks. The 
winner is the one who receives the most applause from the 
villagers. The songs are judged on wit, clever metaphors and 
analogies, and how tuneful they are. Many arc set to older 



traditional songs into which the singer merely inserts new lyrics. 
Simply using long strings of invectives and coarse epithets is 
frowned upon. The purpose of the duel is to be clever, not merely 
to shout vulgar expletives at one's opponent. 

The following is an excerpt from the diary of Aerechnir, 
harpoonist mate aboard the Cardolanian whaler Courageous 
Lady, who witnessed such a song duel: 

I was surprised to see that every villager if Ivory Hill (or "Norsunluinen 

Ma'ki,)) as they calls i0 gathered in a great circle about the fire at the center 
if their little Village. I was curious and went to see what was happening, 
for it looked as though a fight was about to take place. Then, on one side if 
the circle, amid cheers and jeersfrom the crowd, a young man stepped forth; 

from the other side, to more cheers and jeers, another man stepped into the 
light. They bore no weapons, but the looks on their faces told the tale-looked 
as like to stick a knife in one another if they had the chance. 

What happened next took me so cffguard I didn't know what to do. One 
if the men sat down near tlie fire and the other started singing at him. And 
I mean singing' I know enough if their language that I could hardly believe 
my ears. What follows is but a small part if the song and only what I 
remembered surely: 

I sing a song if sorrow for my brother, 
For he lies dead in the snow; 
And this dog who cries in the night 

Like a whipped cur or a sick pup 
Is the one responsible. 

This dog who would piss 
On his master's food, 
And bite his master's hand; 
He is at fault for nry brother's death. 

This miserable wretch 
Who eats Mannish flesh 
Like the twisted ones 
That roam the tundra, 
Felled him from behind, 
Felled him with his knife, 
Felled him from behind, 
Because he is a coward 
Who would not face his enemy. 

There was a good deal more bifore he finally quieted down and took a 
seat by the fire. What's more, the crowd just goes wild cheering and hooting 
and clapping when he finished. Then, 10 and behold, if the other fellow who 
sat there taking all that abuse, gets up and gives the first singer what for, 
singing about the same thing to the firstfellow and telling him cff something 
awful. When he's done, the crowd really cuts loose with the cheering and 

clapping. 
That was it, I thought: surely there would be a fight tifter the two got 

through calling one another all them names. But no, the crowd just wandered 
cff and there was neither fight nor wrestle. I asked a man near me what it 
was allabout, he told me they was settling an argument' I could hardly believe 
nry ears, haVing two men call one another all kind if names to settle a score 
was a new one on me. In the taverns and ale-halls if Tharbad, thefurniture 
and bottles would have beenflying bifore thefirst song was half over! He said 
it was their way, though, and the last singer had been the winner. The bad 
blood between the two if them was over. 

lj it works for them it's none if nry business, but I still think it was the 
dtiftest thing I've ever seen or heard. 

7.4.3 SPIRIT CRIMES 
Henkirikokset (La. "spirit crimes," sing. henkirikos) include any 

deliberate summoning of evil or baneful spirits to harm a village, 
placing a curse upon someone, or any action that deliberately 
upsets the balance of Nature-slaughtering animals unnecessar­
ily, chopping down trees and letting them rot, or deliberately 
setting fire to a forest. To the Jaamiehet, plundering burial cairns 
is a spirit crime. In the case of the Merimetsastajat, speaking or 
singing in Aanetton Meri, the Sea of Silence that surrounds their 
great burial bergs, is also a spirit crime (though a minor one: 
violators are immediately hushed and are killed only if they refuse 
to be silent). Witnesses punish spirit crimes with immediate and 
forceful action. Ostracism is the minimal sentence for a crime 
discovered after the fact, and an immediate death sentence is the 
most likely outcome. 

GM Note: ICE's PaIantir Quest involves the seeing-stones lost by 
Arvedui, Last-king if Arthedain and later recovered by the Lumimiehet. 
The Lumimiehet cannot use the palantiri, but revere them as sacred. 
Should PCs take the palantiri for King Elessar, they would be guilty 

if a spirit crime in the eyes if the Lumimiehet. 
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7.5 BARTER AND EXCHANGE 
The Y stivat T alven do not use coins as a medium of exchange, 

relying instead almost exclusively on barter. Indeed, in the most 
distant villages beside Lonely Bay, the inhabitants scarcely know 
the difference between a copper and a gold piece. Only the 
Lumimiehet of the Wash Tundra are amenable to coins as a 
barter item, and even then they take them only in the spring so 
they may exchange them with Rivermen or other wanderers from 
the South for something useful. 

Among themselves, the Y stavat T alven trade furs, herbs, ivory 
carvings, jewelry and domesticated animals (primarily sled­
dogs). They seldom trade weapons, armor or clothing, since 
every family is adept at supplying these things for themselves 
(though specially decorative, unusual or well-made items can 
always be traded). Virtually self-sufficient, the Y stavat T alven 
need very little from outsiders, and barter is practiced more as a 
social gesture than out of any utilitarian need. No commodity 
possesses inherent value, this being dependent rather on need, 
friendship or family ties. 

The closest equivalent the Y stavat T alven have to coins are 
small ivory carvings (usually well-sculpted animals or landscapes 
engraved or etched into ivory disks). These are called syaiset, 

"instead ofs," and function less as money than as promissory 
notes. By exchanging one of these tokens for another item, the 
individual offering the sljaisi promises to return with an item of 
equal value. However, this is usually conducted only among 
friends, kinsmen or other "known" individuals; sljaiset are not 
accepted from strangers. A time limit is usually set for the 
completion of the exchange, and a great deal of honor can be lost 
should an individual fail to return with the promised item. 

In trading with Rivermen and others from the South, the 
Y stavat Talven have only a few select items they are always 
interested in. They are fond of the thick woolen blankets nom 
Arthedain, as well as thick, warm, leather boots with rugged soles. 
They are also fond of the sweet foreign foods. Dried apples, 
apricots and jars of honey are prized among the Y stavat Talven 
whose diet is low in sugars save for the berries they gather in 
summer and autumn. They are also interested in medicinal herbs 
from the South. 

They tend to be uninterested in metal implements, weapons or 
armor. Metal armor is deadly in the cold climate and can suck the 
heat out of a man's body in winter. The Y stava T alven whalers 
remain unimpressed by the great iron-headed harpoons used by 
the Cardolanian whalers. Unlike ivory or bone harpoons, the 
iron-heads are easily corroded by the saltwater, requiring con­
stant care and maintenance. As the Y stavat T alven fight no wars, 
the long swords and huge battle-axes carried by southerners seem 
absurd. While they appreciate the metal arrowhead and spear­
head, they are masters of making such things of bone and ivory 
and see little sense in paying for them. Also, being nomadic, large 
iron cooking utensils are too heavy to carry from camp to camp. 
More than one trader from the South with dreams of ivory has 
thought to impress the Lumimiehet with a mule train of heavy, 
iron cooking pots and cauldrons, only to find at the end of his 
wearying journey that the people are interested in only blankets 
and light, mobile objects. The only metal items they are truly 
interested in are fishhooks and small knives. 

They are also fond of jewelry, but have little concept of the 
value of metals or gems. Thus, a small, intricately-crafted, copper 
ring can be traded for more than a large simple gold band set with 
a diamond. They also retain an interest in those magical items 
they have use for, but enchanted weapons and items that deal with 
lore or language are oflittle use to the majority ofY stavat T alven. 
By virtue of their dwelling in icebergs, the Merimetsastajat are 
always interested in any item that allows the casting of an Ice Law 
spell. 

7.5.1 FESTIVALS 
The Y stavat T alven gather for two large celebrations in spring 

and summer. The locations vary and are chosen almost spontane­
ously to suit the maximum number of participants-usually 
somewhere on the northern shores of Sheltered Bay. This 
location allows most of the Lumimiehet and Jaamiehet to travel 
by land, while the Merimetsastajat can make the journey by boat. 

The spring festival lasts for several weeks, and there is a good 
deal of coming and going during the last two weeks ofN6rui and 
first weeks ofCerveth as Lumimies, Jaamies and Merimetsastaja 
mix and mingle. The inlanders trade venison and hides with the 
Merimetsastajat, while coastal villages proffer whalebone and 
ivory. Having crafted various trinkets through the winter, the 
people gather to sing, dance and offer one another such hospital­
ity as they can. This includes the sharing of husbands and wives 
with new friends. (See Section 7.2.2.) It is also a time when 
Cardolanian whalers and others visit and trade such things as the 
Y stavat T alven covet. 

The spring gathering is truly festive, for the Y stavat T alven are 
celebrating their survival of yet another winter. There is feasting 
and story-telling, the t1luistajat vying through the night with 
stories and tales until the stars fade and none but they are awake 
to hear the telling. There are also many games and contests 
involving feats of skill and mental prowess, everything from 
archery contests to foot races. Archery contests are held on land 
and harpooning contests are held on the water. The harpoon 
contests involve a small piece of driftwood, which is towed 
behind a boat while the harpooner in another boat attempts to 
skewer it. The whaling Merimetsastajat are the inevitable winners 
of these contests, though their prize is nothing other than the 
admiration of the crowd and the pride of achievement. One 
unusual competition where the winner actually gains something 
material are sled-dog contests. The dogs are harnessed to weighted 
sleds to see which are the strongest; the owner of the winner is 
paid handsomely in food for stud service fees. 

A second festival period heralds the end of summer. Whereas 
the spring festival focuses on trade and reestablishing distant 
relationships, the summer festival is more localized and serves 
those who live and work together to celebrate the summer's hunt 
and the bounty of the tundra. This festival is always held on the 
week of the full moon in the month of! vanneth or ofN arbeleth 
(depending on whether the full moon is early or late in I vanneth). 
This is also a good time for traders from the South to come and 
barter for furs, ivory, whalebone and the oil-rich skins of whale 
and walrus. The summer festivals arc centered around the largest 
village within a hundred mile radius. Small, distant villages may 
have their own festival, rather than make a long trek to another. 
For the Merimetsastajat, the summer festivals arc held in the great 
berg-delvings, but they may come ashore and celebrate with 
Jaamies villagers as well. 



8.0 RELIGION AND 
WORLDVIEW 

In the eyes of the Y stavat Talven, the world in which they 
currently reside is but part of a greater whole, loosely defined as 
Henkimaailma, the Spirit World, which in its turn IS encom­
passed by Y mpyra, the eternal Order ofN ature, Within Y mpyra, 
Man is neither of greater nor oflesser importance than the nver, 
the bear or the grass-covered tundra, One of the most fundamen­
tal beliefs of the Y stavat T alven is that Y mpyra should be kept 
in tasapaino, perfect balance, All things-cold and heat, good and 
evil, sea and land-are locked in an ever-changing balancing act, 
Good and evil are thus defined in terms of how tasapaino is 
affected, rather than in terms of a rigidly defined code of conduct, 
This is not to say that anything is permissible. The average Y stava 
T alven would no more ddiberatcly offend the spirits as he would 
stab himself in the foot with a knife. Respecting powerful spirits 
is considered mere common sense. 

Travelers in the Northern Waste are often baffled by an 
Y stava T alven' s willingness to overindulge in one thing while 
remaining placid and uninvolved in another. It is often the 
guiding force of tasapaino that dictates their behaVIOr. Gorging 
oneself at a feast is considered natural and proper; it redresses the 
times of hunger (a common experience in the frozen North). In 
summer, the Y stavat T alven dance, run and play games to the 
point of near exhaustion, compensating for the forced idleness 
of the long winter days, when weeks at a time must be spent 
huddled against the cold. 

The Y stavat T alven consider all things embraced by Y mpyra 
(whether animate or inanimate) to have their own tarmo,. the 
unseen force which binds a thing to its physical form. All things 
eventually surrender their tanno back to Ympyra. If a man splits 
a rock to make a stone dagger or axe, the Y stavat T alven say that 
he has used the rock's tamJO. When a hunter kills a bear, eating its 
meat to stave off hunger or donning its fur to keep warm, the 
hunter is using the bear's tamJO to further his own existence. 
When a wise one chants a song of healing to heal an injury, she 
draws upon the tamJO of the Spirit World. 

GM Note: Regardless if what realm if magic a spell-caster may draw 
upon (Channeling or Essence), the Ysfti'wi't Talven believe its tanno to 
derive ultimately from the Spirit World. 

The Y stavat Talven consider Orcs, Trolls, dragons and other 
unnatural creatures to be Ulkopuolesta, "from outside" (that is, 
outside Ympyra). These creatures possess kuoleman tarmo, a term 
usually applied to such things as a stillborn baby, rigor mortis, or 
the death grip of a warrior on his weapon. Thus, these creatures 
exist without a proper place within Y mpyra. They are to be ktlled 
if possible, so that their tarmo can be released and returned to 
Y mpyra for more useful purposes. Ifkilling seems impossible or 
unwise, they are to be avoided. This attitude accounts for the 
Witch-king's failure to convert most of the Ystavat Talven to hIS 
cause. While they fear the Witch-king and submit under threat 
of the lash, few Y stavat T alven serve Angmar willingly. As one 
Dt'madan put it, "In their innocence lies their strength." 

The Y stavat T alven know nothing of Eru or the Valar, and 
would recognize them only as the greatest spirits within the 
Henkimaailma. The peoples of the North have reshaped and 
retold the creation myths and legends of Arda to fit their own 
cultural assumptions, perceiving the world through a uniquely 
egalitarian lens. While denizens of the Spirit World vary in 
power, the Y stavat T alven regard them as equal in importance. 
The bear may be more powerful than the reindeer, but this fact 
does not make the former "higher" than the latter; rather, the bear 
fulfills its function in Y mpyra, just as the reindeer does. The two 
are different but equal parts of the same whole. 

Philosophers and theologians among the Dunedain hav~ often 
pondered the place of the Y stavat T alven within the PrOVIdence 
of Eru Iluvatar. Often their arguments run along these lines: 
being the outcome of the Music of the Ainur, the created world 
contains both the harmonies of the Valar and the dIssonant notes 
of Morgoth. Within this scheme, the Valar view the Y stavat 
T alven as unlearned in the Music. Yet, as this ignorance stems 
neither from evil intent nor from a desire to corrupt the 
harmonies, but rather is oriented towards a conception of natural 
order (Y mpyra), Channeling spells (which draw their power 
directly from the Valar) are apparently accessible to the Y stavat 
T alven. IfIluvatar can assimilate even the Discord ofMelkor, the 
rough and unpolished notes bodied forth in the lives and a~tions 
of the Y stavat T alvcn surely have a claim to partIcIpatIOn In the 
working of the V alar's will, even if they do not know it. 
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8.1 GOOD AND EVIL 
The precarious nature of existence in the North requires the 

Y stavat Talven to adopt what, to those from warmer and 
friendlier climates of the South, consider extremely cruel mea­
sures to ensure the continued existence of the community as a 
whole-to the Ystavat Talven, necessity is the prime moral 
consideration. The Y stavat T alven believe survival should be 
limited only to those who are (or will one day be) able to 
contribute to the subsistence of the group. Infants and sucklings, 
while helpless and contributing nothing physical to the group, 
are raised with much tenderness and care because they will grow 
to become hunters and providers. An injured hunter is not simply 
left to his fate, but nursed back to health so that he may once again 
contribute to his people's survival. On the other hand, the elderly 
(or the permanently infirm of any age) who can no longer hunt, 
gather or provide the group with useful wisdom are left to die. 

Invalids and the infirm are taken far out onto ice-floes and 
abandoned. The elderly often take this imperative into their own 
hands through a form of suicide. Elders who elect to" go for a walk" 
invariably intend to walk away from the village until they die of 
cold and exposure. The record of one such incident is preserved In 

the log of the West Light, a Cardolanian whaling ship: 

Log of the Good Ship West Light 
Tonight my blood jlows cold and my heart is jrozen. I have traveled 

in many waters and seen many wonders, both jair andjoul, but tonight 
I have witnessed an evil to darken the heart of any sane man. We were 
attending a small jestival in the Lossothren Village of Lintuluu. Many 
villagers were there making merry and dancing the slow steps to the Drum 

Song. At the end of the dance, ajeast was to begin in the large communal 
house. Once inside and gathered about the jirepit in the center, a somewhat 
weak and jeeble old man and an old but hale woman stood solenmly jorth 
and said what to my limited understanding of their speech amounted to: 
"We shall go jor a walk now." 

At jirst, I little understood what this meant and was surprised to see 
nodding acceptance on some of the Villager's jaces, consternation and 
concern on others. The troubled ones gathered round the couple and seemed 
most urgently attempting to dissuade the woman, atleast,jrom taking what 
in my naivetE I took to be a mere stroll around the village. When I asked 
my jriend and guide, Kuunkoira, what was happening, he explained that 
the man and woman intended to walk out on the ice of the bay and put 
an end to themselves, hut that the villagers were concerned because, while 
the man had long since ceased to be of real service to the village, his wife 
had a great store of knowledge concerning healing herbs and they were not 
yet sure she had imparted all her wisdom to the village. 

I was nauseated at the knowledge that the Lossoth were contemplating 
such an evil: a harmless old man who had done no one harm was to be 
sacrificed with such indifference while his jriends virtually ignored him 
and were endeavoring to prevent his wife jrom the same jate-and all 

because she had some small store of knowledge they might need and he did 
not'? In the end, the villagers won. The woman cupped her husband's jace 
in her hands and rubbed her nose back and jorth against his (the common 
Lossothren custom jor a kiss) and bade him jarewell. Without jurther 

adieu, the old man turned and departed the house to meet his jate on the 
breaking ice of the bay. 

I was so appalled at the situation that I returned immediately to my 
ship and have no plans to set joot ashore or mingle with these evil people 
again. Kuunkoira was surprised at my reaction and said it was common 
among his people jor such things to take place. I must keep Kuunkoira near 
me because he is my translator and guide, but I now jeel no friendliness 
toward him or his people, 

8.2 WISE ONES AND 
SPIRIT-NAMERS 

Two shamanic figures form the center of spiritual life among the 
Y stavat T alven. These are the viisas (La. "wise one," pI. viisaat) and 
henkinimittajii (La. "spirit-namer," pI. henkinimittajdt). The viisaat are 
primarily healers of the sick and menders of the injured, armed with 
such herbs and curatives as grow in the frigid North. The henkinimittajiit, 
on the other hand, possess the gift of mediating between their 
people and the Spirit World. All henkinimittdja't and most viisaat are 
women, though men may also pursue the path of a viisas. 

The ways and whims of spirits are dangerous for mortals to 
meddle with, and harm is often the result. Thus, depending on 
her own inclination towards good and evil, a henkinimittdjii is 
capable of bringing great good or great harm to her fellow 
villagers. There are tales of entire heimot destroyed by a henkinimittajii 
seduced by demons in the guise of benevolent spirits. There are 
also other legends that tell of marauding Orc-hordes slaughtered 
to the last warrior when they troubled a village where dwelt a 
henkinimittajd on friendly terms with unseen powers. 

When a viisas or henkinimittiija' discovers such a gift or power in 
another, the individual is taken under the wing of the village's 
eldest viisas for instruction. This is a double-edged sword. Should 
the initiate prove irresponsible or corrupt, she may do greater 
damage than if she had been left ignorant of the spiritual path. On 
the other hand, ifIeft ignorant, a good and thoughtful individual 
might inadvertently unleash some great evil upon her neighbors; 
and so the Y stavat T alven believe that the path of wisdom, 
whatever its dangers, is better than the path of ignorance. 

To outsiders, the religious observances of the Y stavat T alven 
seem almost spontaneous or practiced on a whim. In fact, ritual 
is taken extremely seriously in a world of ice and snow. Certain 
rites are performed as necessary, such as marriages, boat launch­
ing ceremonies, memorials for the death and so forth. In addi­
tion, the henkinimittajiit must also keep careful watch for any signs 
and omens that might disclose the current mood and disposition 
of the Spirit \Vorld, lest some powerful spirit inadvertently be 
offended by some action or neglect. 

While there are no special days for religious observance, many 
rituals are performed only when ordained by the portents. While 
the Y stavat T alven retain no memories of Eru, the Valar or the 
Maiar, they do retain an echo of them in their own beliefs about 
Y mpyra, passed down from generation to generation through 
ancient songs. One such song, probably learned from the Elves, 
and then recast by the Y stavat Talven in a naturalistic light, tells 
of a battle between spirits: 

And a Spirit of the Wind 
And a Spirit of the Sea 
Sang a contest to the Ice; 
But the Ice in mighty voice 
Sang back the louder, 

And turned the Spirit of the Wind 
And chased him over the sea, 

Until Ia covered the waves 
And quieted the Spirit of the Sea's voice, 
But the Spirit of the Wind turned again 
And drove the Ice jrom the Waters; 
And so the Spirit of the Sea's voice 
Shouted jorth again, 
But the Ice in mighty voice 

Sang back the louder; 
And in the contest unending 
The years like snowjlakes jail, 



8.3 DEATH AND FUNERARY 
CUSTOMS 

Elders who leave their village to die are either buried by the icc 
and snow of a storm, or eaten by passing animals. In either case, 
their bodies are never found, and there is no need for a burial. 
However, accident, disease and predators exist in plentiful supply 
in the North. When a burial is necessary, the Lumimiehet, 
Jaamiehet and Merimetsastajat each have differing customs. As 
the ground is perpetually rock-hard from repeatedly being 
frozen, burial or interment in the ground is unknown to the 
Y stavat Talven. In winter, when it is impossible to perform burial 
rites, it is customary when an individual dies that the body be 
preserved in an icc-tomb ncar the village until the spring thaw 
when they can be given a proper send off. 

LUMIMIEHET 

The Lumimichet give their dead to rivers. Upon the death of 
an individual, a small raft is constructed (depending on the 
immediately available materials, of wood and interlaced branches, 
or of bone and animal skins). The deceased is stripped of 
anything particularly useful (e.g., a runeknife, a spear, a pair of 
new boots, etc.) and is surrendered to the waters without much 
ceremony or fanfare. Lumimiehet of the Lakeland prefer to give 
their dead to the bogs and marshes rather than the lakes. The 
bodies take a good deal of time to decompose in the cold water 
and can cause unpleasant surprises should they come bobbing up 
111 the spring fishing season. Those Lumimiehet living directly on 
the seacoasts do not make boats, but instead usc large pieces of 

ice as platforms for the corpses. The body is 
placed on the ice and led out to sea. While all 
useful items are taken from the body, the 
dead are sent to their rest with any personal 
(non-magical) jewelry they owned, such as 
ivory amulets and rings. 

JAAMIEHET 

The coastal Jaamiehet strip a corpse of 
everything, wrapping it in sealskins. The 
body is then weighted with stones, put aboard 
a boat and taken out to sea. There, while a 
viisas sings the Songs of Death and Passing, 
the body is given to the deep. The inland 
Jaamiehet do not make the trek to the sea 
with their dead but instead build rock cairns 
over the deceased. The body is again stripped 
naked, wrapped in sealskin and simply laid 
upon the earth, while family and friends 
cover the departed with stones. To honor 
the dead and denote who has died, cairns are 
always capped with some item of which the 
individual was fond or for which he or she 
was noted in life. In the case of children, 
topping a little pile of stones with a ragged 
doll or a child-sized bow can be a heart­

rending scene. Crude individuals from the South have been 
known to rob such cairns of the ivory trinkets or other valuable 
objects found there. Should the Jaamiehet recognize such an 
object as stolen from the graves, the individual in possession of 
it will meet a sudden death at their hands. 

MERIMETSAST AJAT 

The most elaborate burial customs among the Y stavat T alven 
are practiced by the Merimetsastajat, who inter their dead in 
icebergs delved exclusively for that purpose. These hautauskurnrnut 

(La. "burial bergs," sing. hautauskurnpu) are delved with equal or 
greater care than those which house the living. Each interior 
chamber of a burial berg acts as a mausoleum for a specific heimo 

or suku. 
Merimetsastaja funerary ritual is intricate and complicated. 

The deceased is entombed according to clan, gender or age. The 
proper rites must be performed by the viisas for each individual. 
The body is first prepared in special rooms where the rituals arc 
performed, and then placed within a tomb carved from the ice of 
the berg. Merimetsastaja dead are seldom stripped of their 
valuables and are entombed in their icy graves with many rare and 
valuable objects. While this may seem wasteful to other Y stavat 
T alven, the Merimetsastajat regard it is the surest way to avoid 
offending the spirits of the dead. Anyone caught stealing from a 
hautauskurnpu is put to death in a special ceremony performed 
within the berg. 
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A whale hunt 

9.0 FIGURES OF NOTE 
The wayfarer will never want for exotic encounters in the lands 

that march upon the edge of the world. Beings mighty and 
humble, good and evil, tread the Northern Waste-deathless 
spirits, keen-eyed hunters, dreaming mystics and watchful spies. 
The following section catalogues several interesting personalities 
as these might be encountered in T.A. 1640 (though in most 
cases the time-frame is inessential, and may be adapted to other 
periods with little effort). Other personalities are presented in the 
adventures of Section 13.0. 

GM Note: Since many cultures cohabit the jar North, it is not 
surprising that some individuals should be known by a number of 
dijjerent names. TIe characters assembled below have been arranged 
alphabetically according to their "indigenous" names (or the names by 
which pes would most likely hear of thenV. Because Ystd'va Talven 

names always convey a deliberate, descriptive meaning, these have been 
translated into English at the beginning of each entry. Likewise, since 
legends about the Snow-elves generally jilter down into the South by way 

of Sindarin-speaking Noldor or DUnedain, Sindarin jorms have been 
prOVided alongside the "native" jorms jor the Snow-elven characters 

appearing here. 

AAMUMEREN lSi\. 
Aamumeren Isa (La. "Father of the Morning Sea") is a neutral 

Maia who dwells in the Bay of Forochel, but also wanders into 
Belegaer and the Encircling Sea. The Elves name him Aeradar 
laur, Old Sea-father, but know little of his ways. Aamumeren Isa 
usually travels in the form of a gigantic humpback whale-twice 
the size of a normal adult of that species-but may also appear 
as a large wave. In water-form, the Maia has total control over the 
temperature of his body, capable of transforming himself into 
anything from a block of ice to a steamy vapor. He exercises equal 
control over his whale-jana, appearing much smaller than is his 
wont if need asks. 

The Maia has wandered the sea ever since the Elder Days, 
witnessing both the sinking of Bderiand and the drowning of 
Numenor from his unique vantage point. Aamumeren Isa now 
roams where and when he wills, meddling not with the ways and 
woes of the land or its people, with whom he may deal sternly and 
strictly, or with gentleness and caring, according to his pleasure. 
In wave-form, Aamumeren Isa has on rare occasions saved 
whalers from the icy sea, surrounding a drowning man with warm 
water and lifting him upward to safety. On other occasions, in 
whalejana, he has rammed and overturned whaling boats. 

It is believed among the Valaskalan Palvonta that the virtuous 
may summon Aamumeren Isa to their aid, and that the great spirit 
rewards bravery but frowns upon those who hunt his whale­
brethren beyond their own need. A mysterious power of the deep, 
even the Elves are unsure as to his motives. In truth, being wholly 
neutral, the Maia sometimes may act out of rather trivial 

considerations-saving a whaler simply because 
he likes his singing, or attacking a vessel because 
it hunts a friend of his. 

Level: 35. 
Race: Maia. 

AAMUMEREN lsi\. 

Home: Bay of Forochel. 

Aamumeren Isii in MERP 

Hits: 360 Melee OB: 90HBa Missile OB: N/ A 
AT (DB): PI (90). 

MERP Profession: Animist. 

MERP Stats: ST 130, AG 120, CO 106, 
IG 100, IT 120, PR 110. 

MERP Skills: Perception 125, Stalk/Hide 
200, Athletic: Swimming 300, Lore: Whale 
Lore 217. 

MERP Spells (140 PPs): Knows all Open 
Channeling and Animist spell lists to 10th 
level. 

Aamumeren Isii in Rolemaster 

Hits: 360 Melee OB: 90HBa Missile OB: N/ A 
AT (DB): 20 (90). 

RM Profession: Animist. 

RM Stats: Ag 120, Co 106, Me 98, Re 100, 
SO 105, Em 97, In 120, Pr 110, Qu I 18, 
St 130. 

RM Skills: Athletic (Endurance): Swimming 300. 
Awareness (Searching): Observation 125. Lore 
(General): Whale Lore 217. Subterfuge 
(Stealth): Hide 200, Stalk 200. 

RM Spells (315 PPs): Knows all open and closed 
Channeling and Animist Base Spell lists to 
25th level. 



CANADRAS 
Canadras (S. "Four-horn") is a thirty-five foot long ice-drake 

of greyish hue and pale, mesmerizing, blue-green eyes. He gets his 
name from the four great protrusions crowning his head-two 
large horns, of brownish-yellow shade, curling back and around 
like a ram's; two needle-sharp, of ivory white, jutting out like a 
bull's, just below and to the side. With these dread weapons, 
wielded with expert skill, Canadras butts and gores his oppo­
nents. 

The dragon's origins arc unclear. Some claim that he was 
spawned in the Grey Mountains, far to the east; others, that his 
birthplace lay among the long-destroyed Iron Mountains. (The 
curious may, of course, go and ask the dragon himself to confirm 
or refute these rumors-the trick is living to tell the tale!) Evil. 
old and wise, Canadras lairs in an abandoned palace of ice, carved 
ages ago by the Snow-elves on the tip of the peninsula dividing 
the Bay of Desolation from the Forsaken Sea. Unlike so many sad 
tales of dragons, Canadras did not, in fact, route the Elves from 
their home, but merely occupied the dwelling some decades after 
its abandonment. 

While not a particularly shy creature, Canadras seldom troubles 
Men or Elves, thanks to the scant population in the region 
(though, when bored, he occasionally goes looking for trouble)' 
His diet consists primarily offish from the Bay of Desolation and 
seals that come to breed on its shores, occasionally supplement­
ing this fare with bigger game, such as bear or whale. While 
foraging, Canadras endeavors to capture any folk he may encoun­
ter. If disturbed in his dwelling, Canadras does not immediately 
seek to destroy his victims; instead, he attempts to enslave them 
with his hypnotic eyes, sending them to spy out the doings of the 
Orcs in the nearby Bleak Mountains. When not asleep or in 
search of food, Canadras passes his idleness glacading or skiing 
ncar to his lair (guiding his descent with the spurs of his rear feet). 

For a dragon, Canadras has but a small hoard. Anyone entering 
his palace may find 3,000 gp worth of gems and jewelry looted 
from the Umli on his rare raids, and another I ,000 gp worth of 
ivory taken from the Y stavat T alven. Searchers may also find any 
number of good quality (but non-magical) weapons taken from 
victims. Amid the treasure is Gal grin' s Hammer, an object much 
desired by Galgrinic ofYasaran Ahjo. (See Section 10.0.) 

GM Note: There is a 75% chance iffinding Canadras sleeping in 
his pa~ce. 

Level: 30. 

Race: Icc-drake. 

CANADRAS 

Home: Peninsula separating Hub Lostas from Thorenaer. 

Canadras in MERP 

Hits: 450 Melee OB: I lOHBi/I IOHCI/I lOHBa/I20HHo 
Missile OB: 90IBr AT (DB): PI (55). 

MERP Skills: Lore: Ancient Forodwaith History 134, Lore: 
Bleak Mountain Region Lore 9S, Lore: Creatures of 
Morgoth Lore 92, Lore: Forsaken Sea Region Lore 101, 
Read Rune 96, Use ltems 76. 

MERP Spells: Canadras can utilize the Calm Spirits and 
Detection Mastery lists at no power point cost (up to 10th 
level). Canadras' great knowledge also gives him the 
equivalent of the Lore and Item Lore lists at no power 
point cost (up to 10th level). Canadras can hypnotize and 

charm lesser beings with his eyes, equivalent to the Spirit 
Mastery list (up to his level, at no power point cost). The 
duration of the Charm spells from this list is I day for 
every point by which the RR failed. 

Canadras in Rolemaster 

Hits: 450 Melee OB: I IOHBi/l lOHCI/I lOHBa/I20HHo 
Missile OB: 90IBr AT (DB): 20 (55). 

RM Skills: Power Awareness: Attunement 76, Read Runes 
96. Lore (General): Ancient Forodwaith History 134, 
Bleak Mountain Region Lore 9S, Forsaken Sea Region 
Lore 101. Lore (Obscure): Creatures of Morgoth Lore 92. 

RM Spells: Canadras can utilize the Calm Spirits and 
Detection Mastery lists at no power point cost (up to 15th 
level). Canadras' great knowledge also gives him the 
equivalent of the Lore and Item Lore lists at no power 
point cost (up to 20th level). Canadras can hypnotize and 
charm lesser beings with his eyes, equivalent to the Spirit 
Mastery list (up to his level, at no power point cost). The 
duration of the Chanll spells from this list is I day for 
every point by which the RR failed. 

DURLACH 
Next to Jaanainen, Durlach is the mightiest being to inhabit 

the Northern Waste. A Balrog of Angband, Durlach was impris­
oned within the seething caldera of Morgoth' s Well during the 
War of Wrath. A mile beneath the surface of the living earth, 
Durlach writhes and coils about his fiery lake in the form of a vast 
serpent, consumed with an insatiable lust for destruction. Fet­
tered to the lake by an ancient spell of binding, Durlach assails 
any who intrude upon his domain by the force of his will alone, 
draining power from all who wield magic and spellcraft. 

Unless summoned by dark sorcery, Durlach is confined to his 
prison and can only leave for short periods of time, wandering the 
subterranean tunnels of Morgoth's Well for no more than two 
hours before being forced to return to the warmth of his lava 
pool, and being forced to rejuvenate his sapped strength for at 
least two days before venturing out again. OfIate (that is to say, 
the past few centuries), the magma of Morgoth' s Well has been 
slowly rising. While this gradual increase is only an inch or two 
a year, time means nothing to the trapped, immortal spirit, and 
the centuries only bring Durlach closer to freedom. Should the 
lake of lava at the bottom of the Well ever completely fill the 
caldera and overflow onto the Fire Tundra, then the bonds on 
Durlach would be broken and he would be free to terrorize 
Middle-earth once again. 

Level: SO. 

Race: Balrog (Fire Spirit). 

Home: Morgoth's Well. 

DURLACH 

Durlach in MERP 

Hits: 290 Melee OB: I50HGr or I20HBi or I40HBa (as 
Serpent)/120HBa (as Demon) Missile OB: 140 Fire 
Bolt/135HBa (as Demon) AT (DB): PI (90) (as Serpent) 
PI (70) (as Demon). 

MERP Profession: Mage. 

MERP Stats: ST I IS, AG S7, CO lOS, IG 99, IT 103, 
PR 110. 

MERP Skills: Lore: Arcane Lore 95, Lore: First Age History 
120, Perception 165, Use Items I IS. 
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MERP Spells (90 PPs + those drained): Durlach knows 
Essence's Ways, Unbarring Ways, Essence Hand, Spell 
Ways, Essence Perceptions, Fire Law, Earth Law, Light 
Law, Wind Law (all to 10th level). 

Durlacb in Rolemaster 

Hits: 290 Melee OB: ISOHGr or 120HBi or 140HBa (as 
Serpent)/I20HBa (as Demon) Missile OB: 140 Fire 
Bolt/I3SHBa (as Demon) AT (DB): PI (90) (as Serpent) 
PI (70) (as Demon). 

RM Profession: Mage. 

RM Stats: Ag 87, Co 108, Me 103, Re 92, SO 88, Em 99, 
In 103, Pr 110, Qu varies, St I IS. 

RM Skills: Awareness (Perceptions): Alertness 6S. Awareness 
(Searching): Observation 16S. Lore (General): First Age 
History 120. Lore (Magical): Artifact Lore 8S, Spell Lore 
(Fire Law) 110. Power Awareness: Attunement I IS. 

RM Spells ( 2S0 PPs + those drained): Durlach knows Fire 
Law to 30th level, Earth Law, Light Law, Wind Law to 
I Sth level, Essence Hand, Spell Wall, Detecting Ways, 
Unbarring Ways, Dispelling Ways to 10th level. 

Durlacb's Special Powers 
Durlach delivers a "0" (+ I 0) Heat critical with each success­

ful attack. Spellcraft is by far Durlach's favored offensive weapon, 
draining PPs even from those who usc magic merely to defend 
themselves. The Balrog fears anyone using Ice Law or Water Law 
spells, and concentrates his attacks on these above all others. Ice 
Law spells do triple damage against Durlach, while Water Law 
spells do double damage. (Fire Law spells are ineffective.) 

Any metal weapon striking Durlach must make a RR vs. 10th 
level or become so heated as to be immediately dropped by its 
wielder. Weapons of wood construction, including spear and 
arrow-shafts, must make the same RR (but vs. I Sth level) or 
burst into flames. All weapons are considered I st level, but the 
following modifiers may apply: OBs double the RR modifier 
(+ 10 adds 20 to the RR); special powers (sheds light, detects 
Orcs, etc.) each add + 10 to the RR; Elvish or Numenorean 
forging adds another +20; and any Holy weapon gains +30. 

Durlach bends his will upon any who descend into Morgoth's 
Well, continually urging them to cast spells. A RR vs. 10th level 
must be made to resist this powerful suggestion; failure indicates 
that the individual gives in to the Balrog's command. In addition, 
there is a 10% chance that Durlach answers any summoning spell 
cast within the Well, regardless of what is actually being sum­
moned. He returns to his lava pool after 2-20 rounds ifhe finds 
no prey or if no opportunity to escape the caldera presents itself. 

Durlach's movement rate depends on his degree of wakeful­
ness. Normally, while trapped in the lava, the Balrog's speed is 
Slow (Sec Speed Chart on ST-2, Creature Summary Table in 
Middle-earth Role Playing.); when raging at his imprisonment, 
Durlach moves Moderately Fast, but quickly returns to his more 
torpid movements as his anger cools. IfDurlach has drained 1-
2S PPs from victims, his speed increases to Medium; thereafter, 
he gains one position on the Speed Chart for every 2S PPs 
drained (that is, at 26-S0, Durlach's movement increases from 
Medium to Moderately Fast, and so on). After draining 100 PPs 
or more, the Balrog reaches a maximum speed of Very Fast. 

ELOEKLO 
Known to the Ystavat Talven as Tuulipahauus (La. "Wind­

evil"), Eloeklo is the Demon of the North Wind, Master of the 
Wind-horde and immortal tyrant of the Northern Waste. 
During the First Age of the world, Eloeklo served as Morgoth's 
guardian of the Iron Mountains. In the War of Wrath, a 
Noldorin hero bound Eloeklo to the northernmost extremities 
ofMorgoth's shattered realm so that he could never pass into the 
South and wreak cold desolation upon the inhabited lands. Thus, 
since Morgoth's fall, Eloeklo has been caged in the upper airs, 
forced to remain merged with winds of a certain degree of 
coldness. He can regain only a partial semblance of his former self 
when summoned by some magical means or where concentra­
tions of natural Essence (as occur in severe blizzards or magical 
battles) allow his drifting, far-flung jana to coalesce into one 
location. 

Eloeklo is no longer able to assume a fully corporeal shape in 
Middle-earth. He appears either as a shapeless, cloud-like mass 
of wind and snow the size of a small hill, or as a semi-transparent 
horned and fanged demon some three times larger than a Man. 
In cloud-form, Eloeklo is unable to usc weapons and endeavors 
rather to unbalance his opponents. In demon-form, his features 
are grotesque, snarling as he wields a whip of barbed icc. 
Immensely powerful in either form, Eloeklo is in fact almost 
completely blind to everything around him, and is compelled to 
rely on other senses to seek and destroy his prey. The limitations 
imposed on Eloeklo by this constraint are illustrated by the 
Lumimies talc, Yrttitee ja Kylmii Tuuli (La. "Herb Tea and Cold 
Wind"): 

Yrttitu ja Kylmii Tuuli 
Seeing a storm approach) some hunters built jor themselves a strong 

shelter of ice blocks. As they let their tea steep a while so that the water would 
cool and the jlavor become stronger, the viisas among them stood apart) 
sniffing the air. The winds howled and blew in a jury against the little 
pyorca talo) but the hunters were scife and warm inside. 

When the blizzard began to slowly blow itself out) the viisas sang a spell 

to sUlnmon their sled-dogsJor these had scattered to jind warm spots out 
of the wind; but what appeared then out of the storm was not the sled-dogs 
but a monster of great size. It lashed the viisas with a whip of ice) slaying 
her on the spot. 

The hunters came jorth jrom the shelter to see what was happening. One 
screamed and ran; another, startled, spilled his tea down thejront ofhiscoat; 
a third was so terror-stricken that he jell on his jace and did not move. The 

Wind-evil caught and crushed the hunter who tookjlight. Then) sniffing, 
the beast lashed out with its whip at the hunter who smelled of herb tea) until 
he lay dead in the snow. 

But the Wind-evil could not jind the jrightened hunter) since he made 
neither movement nor sound "You are there II" it roared) lashing the snow; 
then it paused) listening. Again the jearsome Wind-evil bellowed "You are 

here II" lashing the snow in a different place; then pausing and listening 
intently. But hearing no sound and perceiving no movement) the spirit of 
cold spread its amlS and disappeared on the winds of the passing stoml. 



ELOEKLO 

Level: 40. 

Race: Maia (Wind Spirit). 

Home: Upper airs of Forodwaith. 

EloeHo in MERP 

Hits: 400 Melee OB: 275th Missile OB: I75wh 
AT (DB): PI (90). 

MERP Profession: Warrior. 

MERP Stats: ST 120, AG 112, CO 99, IG 99, IT 90, 
PR Il2. 

MERP Skills: Ambush 24 (is dependent on when Eloeklo 
can see). 

MERP Spells (300 PPs): Knows all Open Channeling lists 
to IOth level. 

EloeHo in Rolemaster 

Hits: 400 Melee OB: 275th Missile OB: I75wh AT (DB): 
20 (90). 

RM Profession: Fighter. 

RM Stats: Ag 112, Co 99, Me 98, Re 99, SO I IO, Em 94, 
In 90, Pr Il2, Qu II I, St 120. 

RM Skills: Subterfuge (Attack): Ambush 120 (is dependent 
on when Eloeklo can see). 

RM Spells (749 PPs): Knows all open and closed Channel­
ing lists to 20th level. 

EloeHo's Special Powers 

Eloeklo constantly seeks to regain an enduringjana within 
Middle-earth, but needs a focus or familiar to do so. There is a 
I % chance that the creature hears any definite or angry utterance 
of his name in a storm or blizzard, and a 5% chance he answers 
any summoning spell (regardless of what is being summoned) 
cast during a winter storm. The demon leaves after 2- 20 rounds 
if no prey or opportunity presents itself. In all attacks, Eloeklo 
must make a Perception check to "see" what is happening ncar 
him. This is done at + 30 in demon-form and at + I 0 in his cloud­
form. In addition, he must make another Perception check if 
anything breaks his concentration (such as an utterance of the 
name "Elbereth" or contact with a lighted torch). 

EloeHo's Principal Items 

Whip of the North Wind. This weapon is made entirely of 
cold airs, and Eloeklo can use it to freeze opponents to 
death. The weapon is +50 OB and delivers a "E" Cold 
critical per strike. 

GALGRINIC 
Galgrinic is lord of Vasaran Ahjo on the shores of the 

Forsaken Sea, having become master of this Umitic stronghold 
as a consequence of his father Galgrin's untimely death at the 
hands of the icc-drake Canadras. Since that time, Galgrinic has 
become the friend of all who name dragons their enemies. 
Galgrinic has yet to marry or sire an heir, and there is rumor in 
Vasaran Ahjo that he will not wed until Galgrin's Hammer is 
recovered from Canadras' hoard. (See Section IO.O.) 

A benevolent ruler, Galgrinic is, in fact, much more interested 
in the forge and anvil than in public affairs. He delegates a good 
deal of authority to underlings and advisors, trusting to family 
ties and friendship rather than experience or true merit (a policy 
with varying consequences for the settlement-some advanta­
geous, others less so). At all events, Galgrinic demands fair 

dealings for all who come to trade in Vasaran Ahjo. He can be 
short-tempered and spiteful towards any who demand a high 
price for ill-made goods, and towards those who knowingly take 
advantage of another's dire situation to turn a profit. 

Galgrinic is short by Umitic standards (standing only 4'4") 
and is fair-haired, unusual for people of his race. 

Level: 8. 

Race: Umit. 

Home: Vasaran Ahjo. 

GALGRINIC 

Calgrinic in MERP 

Hits: 132 Melee OB: 30wh Missile OB: N/ A 
AT (DB): No (IS). 

MERP Profession: Mage. 

MERP Stats: ST 94, AG 53, CO I02, IG 81, IT 53, PR 68. 

MERP Skills: Appraisal I 10, Caving 78, Craft: Jeweler 97, 
Craft: Smithing 157, Craft: Stone-crafts 99, Directed 
Spells 78, Read Rune 70, Use Item 75, Perception 55, 
Influence: Trading 56, Influence: Leadership 82, Gam­
bling 91. 

MERP Spells (8 PPs): Fire Law (8th), Ice Law (8th), Earth 
Law (8th), Spell Ways (8th), and Physical Enhancements 
(8th). Galgrinic's primary application for spellcraft is the 
forging of marvelous and well-crafted items. 

Calgrinic in Rolemastfr 

Hits: 132 Melee OB: 30wh Missile OB: N/ A 
AT (DB): I (IS). 

RM Profession: Magician. 
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RM Stats: Ag 66, Co 102, Me 87, Re 80, SD 67, Em 83, 
In 53, PI' 68, Qu 51, St 94. 

RM Skills: Awareness (Searching): Observation 55. Crafts: 
Jeweler 97, Smithing 157, Stone-crafts 99. Directed Spells: 
Fire Bolt 76, Icc Bolt 80. Influence: Trading 56, Leader­
ship 82. Outdoor Environmental: Caving 78. Power 
Awareness: Attunement 75, Read Runes 70. Technicai/ 
Trade (General): Gambling 9 I. T echnicai/T rade 
(Vocational): Appraisal I 10. 

RM Spells (26 PPs): Fire Law (8th), Ice Law (8th), Earth 
Law (8th), Spell Ways (8th), and Physical Enhancements 
(8th). Galgrinic's primary use for spdlcraft is in his forge­
work and such energies are focused into the creation of 
marvelous and well-crafted items. 

Calgrinic's Principal Items 
Anvil of Smithing. +20 to all metal-crafting skills. 
Gauntlets of Heat Resistance. These gauntlets perform as the 

spell of the same name, but protect the hands only. 
Jeweler's Glass. User can assess the values of jewels and metals 

as with Jewel/Metal Assessment. 

INHAEL EKETY A 
At two hundred and twenty years of age, Inhael is somewhat 

old to be wandering the wilds. Once a settled gentleman-farmer, 
Inhael began his wandering after political intrigue in Arthedain 
became too intense. He can now be found in the cold North, 
wandering from the Forsaken Sea to Lonely Bay, or from the 
Wash Tundra to T alath Uichel. Inhael cannot be mistaken for 
an Y stava T alven: he stands well over 6' tall and his fair skin, dark 
hair, and clear, grey eyes mark him as a Dunadan. 

Weary of the tumultuous internal politics of House Eketya 
and its intrigues with the other great houses of that kingdom, 
Inhacl has grown to love the silence and simplicity of the frozen 
North. In Forodwaith, he feels himself to be of greater service to 
his king than the petty, egocentric squabblings of his family. This 
is not to say that Inhael has abandoned his family ties. He often 
sends fur-traders and trappers he encounters in Forodwaith to 
the Eketya estates to trade their wares, so that his own household 
receives first pick of the best furs. 

Inhael can often be found with young rangers-in-training. On 
his rare sojourns in Arthedain, he sometimes selects one or two 
promising youths to accompany him back to the North. Inhael 
is an excellent teacher, being patient, understanding and ex­
tremely articulate in explaining the whys and wherefores of a 
particular subject. When he feels his pupils have mastered skills 
sufficient to keep them alive in the wild, Inhael sends them back 
to Arthedain. Many of the rangers who scout the No-man's 
Lands between Arthedain and Angmar were trained by him. 

Inhael combines the best qualities of the Dunedain with the 
simple, shrewd, common-sensical attitudes of the Y stavat T alven. 
While proud and noble, he is never haughty. Inhael is supremely 
skilled and self-confident, but is seldom impatient with those less 
so. He is pragmatic and utilitarian in the extreme, but has not lost 
his eye for beauty or ornament. Inhael brooks no evil or cowardly 
deed for any reason, but is almost equally appalled by the 
pointlessly or foolishly brave. 

Inhacl has friends in almost all the Lumimies villages of the 
Herd Tundra and Lakeland, but is less well known among the 
Jaamiehet. In all his travels, Inhacl has yet to visit the 
Merimetsastajat in their berg-delvings. He has heard of these, but 
regards the stories as mere fables and informs others of his 

opinion if they ask concerning the berg-dwellers. The Dunadan 
helps anyone in need and, if encountered in the wild, is an 
excellent source of information concerning the local geography 
and hazards. 

INHAEL EKETY A 

Level: 7. 

Race: Dunadan. 

Home: The village of Rood in Arthedain. Wanders 
Forodwaith. 

Inhatl in MERP 

Hits: 9 I Melee OB: 40bs Missile OB: 45cp 
AT (DB): Ch (30). 

MERP Profession: Ranger. 

MERP Stats: ST 91, AG 82, CO 99, IG 77, IT 88, PR 90. 

MERP Skills: Animal Handling 65, Artistic: Tale-telling 8 I, 
Crafts: Trap-building 93, First Aid 89, Foraging 102, 
Influence: Diplomacy 87, Influence: Teaching 104, 
Perception 67, Rope-mastery 74, Signaling 88, Sky­
watching 91, Stalk/Hide 90, Track 98. 

MERP Spells (28 PPs): Knows all Ranger spell lists to 10th 
level and all Open Channeling lists to 5th level. 

Inhatl in Rolemaster 

Hits: 91 Melee OB: 40bs Missile OB: 45cp 
AT (DB): 14 (30). 

RM Profession: Ranger. 

RM Stats: Ag 82, Co 99, Me 74, Re 80, SD 90, Em 85, In 
88, PI' 90, Qu 84, St 91. 

RM Skills: Artistic (Active): Tale Telling 8I. Awareness 
(Searching): Observation 67, Tracking 98. Communica­
tion: Signaling 88. Crafts: Rope-mastery 74. Influence: 
Diplomacy 87, Teaching 104. Outdoor (Animal): Animal 
Handling 65. Outdoor (Environmental): Foraging 102, 
Weather Watching 9 I. Subterfuge (Mechanics): T rap­
building 93. Subterfuge (Stealth): Hide 90, Stalk 90.Tech­
nicai/Trade (General): First Aid 89. 

RM Spells (68 PPs): Knows all Ranger spell lists to 8th level 
and all Open Channeling lists to 7th level. 

Inbael's Principal Items 

Silver Signet Ring. x 2 PP multiplier, fashioned in the Eketya 
family crest, identifying Inhael as a member of that house. 

+ I 0 magical knife. Allows the wielder to cast Sudden Light 3 
x/day. 

+20 magical bow. Provides the wielder with an Aiming spell 2 
x/day. 

Boots of Moving Ways. Enable the wearer to use any spell of 
the Ranger list Moving Ways 2 x/ day (up to 10th level). 

Cloak of Nature's Guises. Allows the wearer unlimited use of 
any spell on the Ranger list Nature's Guises (up to 10th 
level). Only one spell from the list may be used at a time, 
but these can be combined with other Nature's Guises 
spells cast by the wearer. 



JAANAINEN 
Also known as the Lady of the Cold and the Siren of the Ice, 

Jaanainen is an evil Maia whose home is the ice-floes on the Bay 
of Cracking Icc. A mistress of deceit and guile, Jaanamen IS well­
practiced in the languages, mannerisms and folkways of the Umli 
and Y stavat Talven who dwell ncar the shores of her home, and 
can easily walk among either group undetected when she so 
desires. This she sometimes does in order to learn the names and 
domiciles of those unfortunate individuals whom she wishes to 
victimize--or, just as often, to spread strife and ignite feuds 
between or among clans; though, being as ancient as the ice itself, 
she soon tires of such games, and is just as likely to wander away 
without bothering to view the end result of the sometimes bloody 
events she sets in motion. 

Jaanainen assumes the shape of a beautiful young woman, the 
steady, piercing gaze of whose ice-blue eyes none of mortal race 
can long endure. She normally wears her long, silver-golden hair 
in a complicated braid, and invariably dresses-no matter what 
the season or the weather-in whisper-thin silks and laces of 
white and blue. To the touch, Jaanainen's skin may assume 
whatever degree of cold she pleases. Those who behold her 
seldom live to tell the tale. 

In the First Age, Jaanainen was allied with Morgoth. After his 
downfall, she fled far north, deep into the Encircling Sea and so 
escaped the destructive reshaping of Endor. She now bides her 
time, doing such evil as she can in her small way. For the past few 
centuries she has resided in and around the shores of the Bay of 
Cracking Ice. Her main joy is to use her beauty to entice males 
out into the winter cold and keep them by her side until they die 
of exposure or starvation. In the library at Annuminas is a 
parchment penned by Arverethiel Formenya in the twelfth 
century of the Third Age. Unfortunately, few other detatls are 
recorded and little else is known for certain: 

"Late and sad it was that I learned this caution if the Homela Lossoth: 
no male ventures outside in snow weather in this season. All if our 
company are now lost to the ice-woman, save my husband. I have seen 
them standing uncloaked in the snow--pale, tormented, guarding their 
new mistress with her lace gowns and her fine white teeth. By the grace 
and guile if my ancestors, she will not have Thorluin while I breathe." 

Jaanainen sometimes leads her victims out onto the bay, where 
they fall prey to the unsteady ice, suffering either a quick death 
as they plunge into the icy waters, or a prolonged one as they dIe 
of exposure. More often, the evil spirit of cold keeps her vIctIm 
standing ncar her as a protector. The unfortunate individual, as 
related in the parchment of Arverethiel Formenya, stands suffer­
ing in the cold, unable to leave the side of his newfound love. By 
this stratagem, Jaanainen seeks to lure more victims out into the 
cold, enjoying the fear and loathing which the spectacle creates 
as the victim's companions watch him slowly wither and die like 
a flower in the frost. 

This information may be gleaned from the lore of the Homela 
villagers, who tell the cautionary talc of Kaksi Veista and his 
encounter with Jaanainen. The following is but an abbreviated 
account of the much longer tale: 

Kaksi Veistii and the Ice-woman 
In the time when the people first came to the bay and the village was built 

and the people were just getting to know their land, there lived the brave 
hunter, Kaksi Veistii. He fished and hunted far and wide. Wherever he 
walked, the game ran to his snares and jumped to be first before his spear; 
and the fish leaped from the bay, and vied to be the first in his net and join 
him in his boat. So, in the first winter if the village there wasfood and plenty 
for all. But then came the snow and wind from the north. The ice in the 
bay came thick to the shores and endless seemed the snov.fall, though all were 

safe and fed in the round-houses, and none had fear. 
Then outside someone called. It was heard throughout the village: a 

woman's voice, so beautiful, so calm. "Kaksi Veistii" she called, but all the 
people looked at one another in amazement. "Who is out in such weather?" 

they asked, and many went to see. 
Now Kaksi Veistii was no fool, being brave and stout if heart; but he 

was curious to see who wasfool or strong enough to be calling his name while 
the wind howled and the snow blinded. But as he went to investigate, his 
wife grabbed his arm and pleaded with him not to go. "My husban~ Ifear 
this woman in the storm. There is danger in her call." But Kaksi Veistii 
merely smiled and said to her, "What danger can this fool without sense to 

come in out if a storn! be to me?" With that, Kaksi Veistii went out to see 

who was calling. 
There in the midst if the stom! stood a woman if such beauty that many 

could do no more than stand and gaze upon her. She was dressed only in 
thin garments, and seemed not to notice the stinging cold wind in her face. 
Behind her, her braided hair swung and danced in the wind like the tail if 
a playfu/jox. She spoke no word, but waited patiently. When she saw Kaksi 
Veistd approach, she stretched out her arm, cjjering her hand. With this 

gesture, Kaksi Veistii seemed lost. He stopped in his tracks and gazed at the 
woman as if stricken dumb. Then he smiled and took her hand, and the two 

departed toward the bay. 
As they turned away, many tongues were suddenly loosedfrom silence, 

and many voices rose in warning to Kaksi Veistii: "Do not go with this 
woman' There is danger on the ice!" But Kaksi Veistd would not listen. 
"What if your wife and children?" they called. But Kaksi Veista' answered 
only, "Who?" 

Then many followed to stop Kaksi Veistdfrom this foolishness. They 
wou/J force him to return; but when they moved to attack the woman, Kaksi 
Veistii became enraged and fought them with the fury if the trapped bear, 
and many were hurt. Then the woman sang up the wind, and the snow and 
ice blinded the villagers. When the wind settled and the men cou/J see again, 
the woman and Kaksi Veistd were gone. In thefollowing spring, theyfound 

the body if Kaksi Veistii washed up on the shore. He had no mark if injury 

upon his body, but his face was set and grim. 

6S 
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JAANAINEN 

Level: 100. 

Race: Maia (Icc Spirit). 

Home: Icc-floes on the Bay of Cracking Ice. 

jiiiinainen in MERP 

Hits: 325 Melee OB: 80LBa Missile OB: 90 ice shards 
AT (DB): PI (80). 

MERP Profession: Mage. 

MERP Stats: ST 100, AG 110, CO 103, IG 90, IT 76, 
PR 125. 

MERP Skills: Acting 200, Ambush 50, Artistic: Singing ISO, 
Swim 100, Track 130, Stalk/Hide 130, Directed Spells 
150, Perception 140, Trickery 200. 

MERP Spells (850 PPs): Jaanainen knows all Open Essence, 
Mage, Bard and Open Channeling lists to 10th level. 
However, she must think long and hard before remember­
ing any Fire Law spells. 

jiiiinainen in Rolemaster 

Hits: 325 Melee OB: 80LBa Missile OB: 90 ice shards 
AT (DB): 20 (80). 

RM Profession: Sorcerer. 

jiiiinainen 

RM Stats: Ag 110, Co 103, Me 93, Re 90, SO 124, Em 92, 
In 76, Pr 125, Qu 108, St 100. 
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RM Skills: Artistic (Active): Acting 200, Singing ISO. 
Athletic (Endurance): Swim 100. Awareness (Searching): 
Observation I 40, Tracking 130. Directed Spells: Water 
Bolt ISO. Subterfuge (Attack): Ambush 50. Subterftlge 
(Stealth): Hide 130, Stalk 130, Trickery 200. 

RM Spells (1975 PPs): Jaanainen knows all open and 
Essence, Sorcerer Base, Bard and Open Channeling lists to 
30th level. However, she must think long and hard before 
remembering any fire or heat related spells. 

jiiiinainen's Special Powers 

Jaanainen radiates a 50' circle of charming (as True Charm). Any 
male entering this circle must make a 15th level RR or be 
overwhelmed by the beauty of the enchanting temptress. She 
prefers Men to all other prey, but may attack a Dwarf, Umit or 
even Hobbit as tickles her evil fancy. She also prefers to know her 
victim's name, learning this through the many guises she uses in 
her wanderings. Thoroughly cruel and evil. she does this merely 
to strike terror into the Lumimies villagers. (It is not necessary for 
her charm to work.) She also much prefers to catch her victim 
outside in cold weather. Over the years, as the Lumimiehet have 
learned to avoid her, Jaanainen must often venture into the village 
itself and stand before a round-house, calling her victim forth. If 
the victim can be held or restrained, Jaanainen leaves without 
further incident. While she could easily usc magic or brute 
strength to capture her chosen prey, it is unthinkable to her. Such 
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a course offers no "sport," and she gains no 
pleasure from such victories. 

The charmed victim falls hopelessly and help­
lessly head over heels in love with the vision of 
Jaanainen's loveliness. Thereafter, he does virtually 
anything she asks, exerting every effort to remain 
by her side. Any female need only make a 2nd level 
RR to avoid the enchantment, and Elves or Half­
elves are immune to the charm. Jaanainen appar­
ently has no interest in females, and uses her charm 
only to keep them quiet or to restrain them from 
interfering while she destroys their male compan­
ions or relatives. Once charmed, there is little hope 
of survival for the victim. He must be physically 
rescued and removed from her circle of influence 
before the spell over him is broken. This task is 
further complicated by the victim himself, who 
becomes enraged at any attempt to remove him 
from Jaanainen's presence and attacks his would­
be rescuers. 

In combat, Jaanainen is immune to both heat 
and cold. If seriously pressed, she abandons the 
fight and departs, setting free her victims. How­
ever, she neither forgives nor forgets defeat, and 
rescued victims and rescuers alike continue to be in 
danger so long as they remain within a hundred 
miles of the Bay of Cracking Ice. Jaanainen may 
strike when they least expect it or when they are 
weakened by storm or other cause. 



KARHUNKASI 
This twenty-five year old Lumimies hunter is somewhat of an 

anomaly among his people. Married at age sixteen, his wife was 
killed by a snow bear one month later. Since that time, Karhunkasi 
has never taken another wife. Most Lumimiehet would eventu­
ally have allowed their grief to subside. Not so with Karhunkasi, 
who nurtures his rage as a farmer tends a garden, removing any 
weeds of dispassion or tranquillity he may find. Always ready to 
assist or lead any bear hunt, after each kill Karhunkasi shaves his 
head with a sharp knife. 

Karhunkasi (La. "Bearhand") is so called because he fights 
with enchanted bear claws. These are actually thick gloves made 
from the paws of a large bear. They fit well over his hands and 
even allow him to grip a weapon (but at -10 OB). The natural 
claws have been left in place, but the gloves have been enchanted 
to deliver a Slash critical with every strike. Karhunkasi first 
attempts to critically wound a bear with his spear before moving 
in to finish it off with the claws. 

Karhunkasi is larger and taller than a typical Lumimies, being 
almost 6' tall. His body is a patchwork of scars from encounters 
with bears, but he continues the practice undaunted. He tends to 
be shy with strangers (unless they go bear-hunting, in which case 
he is more than glad to join them). Some villagers think his 
endless rage unhealthy; others believe him to be touched by the 
Spirit World and therefore beyond their judgment. All hold 
Karhunkasi a little apart from the others. As Karhunkasi himself 
once put it, "I am an island in the sea of my people." 

KARHUNKASI 

Level: 10. 

Race: Lumimies. 

Home: Homela (Bay of Cracking Icc). 

lUirbunkiisi in MERP 

Hits: 101 Melee OB: 40sp Missile OB: 40lb 
AT (DB): SL (20). 

MERP Profession: Warrior. 

MERP Stats: ST 89, AG 76, CO 91, IG 79, IT 98, PR 100. 

MERP Skills: Athletic: Skiing 78, Foraging 87, Perception 
45, Lore: Bear Lore 101. Track 98, Sky-watching 93, 
Stalk/Hide 65. 

MERP spells (9 PPs): Nature's Lore (3rd), Nature's 
Movement (3rd), Surface Ways (3rd), Protections (3rd), 
Calm Spirits (3rd). 

lUirbunkiisi in Rolemaster 

Hits: 101 Melee OB: 40sp Missile OB: 401b 
AT (DB): 6 (20). 

RM Profession: Ranger. 

RM Stats: Ag 76, Co 91, Me 83, Re 77, SD 100, Em 83, 
In 98, Pr 100, Qu 76, St 89. 

RM Skills: Athletic (Gymnastic): Skiing 78, Awareness 
(Searching): Observation 45, Tracking 98. Lore (General): 
Bear Lore 101. Outdoor (Environmental): Foraging 87, 
Weather Watching 93. Subterfuge (Stealth): Hide 65, 
Stalk 65. 

RM Spells (27 PPs): Nature's Way (3rd), Concussion's 
Ways (3rd), Moving Ways (4th), Inner Walls (3rd), 
Calm Spirits (5th). 

lUirbunkiisi's Principal Items 

Spear. + 10 OB, +20 Missile or Thrown OB. 

Bear Claws. Deliver I - I 0 hits per claw (x 5); + 10 OB; deliver 
"D" Slash critical per successful strike with all 5 claws. 
Roll I 0 I 00 to determine number of claws striking (01-
20 = I claw, 21-40 = 2 claws, and so on; add a "0" 
critical to the damage for 8 I -00). 

Snow Shoes of Path Mastery. Allow the wearer to use any 
spell on the Path Mastery list to 10th level. 

KONIHRABN THE WANDERER 
More than one adventuring band coming in contact with 

Konihrabn has later been found massacred by Orcs and stripped 
of their possessions. A spy for the Witch-king, Konihrabn 
masquerades as a fur-trapper and trader. He travels the Herd 
Tundra, venturing north as far as the Lakeland and west as far as 
the Bay of Cracking Ice. His primary task is scouting and 
reconnoitering the Northern Waste for spies out of Arthedain, 
adventurers or troublemakers (the last category including both 
Angmarean deserters and any Lumimiehet who speak out against 
the Witch-king). Konihrabn returns to Cam Dum each winter to 
give a full report of his activities. He is always on the lookout to 
re-ignite old feuds and quarrels among the Lumimiehet. While 
he enjoys these nasty little games, disturbing the peace of the 
Lumimiehet (and keeping them suspicious and uneasy about any 
Arthadanian or other "foreigner" passing through) is only a 
secondary duty. 

Born in the fortress-town of Angsul in Angmar in T.A. 1599, 
Konihrabn was a deceitful and treacherous child, and was 
therefore quickly recruited into the Witch-king's service and 
trained as a spy in Cam Dum. Tall and lanky, with dark hair and 
eyes, he can often pass for a Ounadan (so long as the real thing 
is not close at hand for comparison). Konihrabn claims to be the 
son of a traveling merchant who wandered through Arthedain 
and Rhudaur. He also claims to have been born in the No-man's 
Lands between Angmar and Arthedain. He often remarks: "I was 
born outside the boundaries of any kingdom; therefore I am 
obliged to no king and call no land home." 

Konihrabn is adept at both averting and causing suspicion. He 
can badly affect the morale of a group or village by dropping a 
well-timed hint or cryptic remark. Selecting some hunter or 
adventurer who is absent for a time and who cannot definitely 
account for his whereabouts, Konihrabn says of them: "Coulda 
swore I saw that feller coming west over the No-man's Lands 
when I was down there a while back." (By implication, he is saying 
"Coming out of Angmar.") If asked what he was doing in that 
region, Konihrabn claims he was heading south to trade his furs, 
"What else?" 

Konihrabn is a master of dirty tricks-spoiling food, untying 
boats and setting them adrift, stealing objects and surreptitiously 
placing them in someone else's backpack so that a search for the 
item uncovers the wrong thief, and so on. He is also glib of tongue 
and can spin a good yarn when the mood is on him. (As 
Konihrabn often has to explain or lie his way out of situations, 
the "mood" is often on him.) He feigns indifference to any cause 
or kingdom. Should the topic come up, he claims only limited 
knowledge of Angmar. CPoor trapping down that a-way. Seems 
there's a lotta 0' Orcs roun' there.") 

GM Note: For adventures set during the War of the Ring or in the 
Fourth Age, Konihrabn may be re-cast as a Half-arc bred by Saruman. He 
wanders a/one, either in service to Saruman or as a bandit with his own evil 
plans. 
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Konihrabn 

KONIHRABN 

Level: 9. 

Race: Angmarean (Northman). 

Home: Carn Dum; wanders T alath Uichel. 

Konihrabn in MERP 

Hits: 92 Melee OB: 30da Missile OB: 50lb 
AT (DB): SL (25). 

MERP Profession: Scout. 

MERP Stats: ST 77, AG 95, CO 76, IG 89, IT 72, 
PR 93. 

MERP Skills: Acting 98, Ambush 61, Climb 55, 
Influence: Bribery 86, Influence: Interrogation 67, 
Influence: Public speaking 78, Perception 45, 
Stalk/Hide 73, Track 65, Trickery 91. 

MERP Spells (54 PPs): All Open Channeling spell 
lists to 5th level. 

Konihrabn in Rolemaster 

Hits: 92 Melee OB: 30da Missile OB: 50lb 
AT (DB): 6 (25). 

RM Profession: Thief. 

RM Stats: Ag 95, Co 75, Me 89, Re 88, SO 91, 
Em 90, In 72, Pr 93, Qu 96, St 77. 

RM Skills: Artistic (Active): Acting 98. Athletic 
(Gymnastic): Climb 55. Awareness (Searching): 
Observation 45, Track 65. Influence: Bribery 86, 
Interrogation 67, Public Speaking 78.Subterfuge 
(Attack): Ambush 6 I. Subterfuge (Stealth): Hide 
73, Stalk 73, Trickery 91. 

RM Spells (III PPs): Nature's Lore (3rd), Concussion's 
Ways (3rd), Protections (3rd), Calm Spirits (5th). 

+ 25 broadsword. 

+20 shield. 

Konihrabn's Principal Items 

Ivory Ring. x 3 PP multiplier. 

Amulet of the Evil Wing. Appears to be no more than a 
small, well-carved amulet of a common black crow. The 
owner can call (as a Summon spell) any bird of evil nature to 
perform one task. The birds gain a 5th level RR if asked 
to fight and, if successful, immediately flyaway. The bird 
gains no such RR if asked to perform a simpler task, such 
as delivering a message or stealing a small object. 
Konihrabn uses the amulet to send messages to Orcs (or as 
far away as Carn Dum, should the message be important 
enough). 

Boots of Path Mastery. Allow the wearer to use any spell on 
the Path Mastery list (up to 10th level) I x/day. 

LOSP'INDEL 
Since the demise of K' elektor her husband in the Year of the 

Dragons (T.A. 1545), the Snow-elves of the Landless Land have 
named Losp'indcl (S. Losfinniel) as their chieftain. At the 
summit of the world, bathed in Helecthil's undying radiance, 
Losp'indcl is mistress of the ice-city ofHelloth. Born in Cuivienen, 
Losp'indel undertook the westward march of the Eldar. On the 
banks of the River Anduin, she abandoned the journey, dwelling 
with many others of her kindred beneath the caves of Greenwood 
the Great. There Losp'indcl won the love of her future husband, 
and together with him led their folk into the Northern Waste. 

It was Losp'indel who first mastered the shaping of ice for 
which the Snow-elves are renowned. She it was who conceived 
Helloth in all its shimmering wonder; and (though they remem­
ber it now only in dim legend) it was Losp'indel who instructed 
the forefathers of the Y stavat T alven in the construction of the 
first pyorea talo. Through the enchantment of Losp'indel's voice 
and the delicate strength of her nimble fingers, icc and snow are 
transfigured into shapes beautiful and marvelous to behold, 
conforming themselves to her will. 

The Snow-elves say that Losp'indel "hears as the dragon," for 
she is subtle and quick of mind, seeing much that lies behind the 
spoken word. The Lady of Helloth seldom passes beyond the 
walls of her city, but sends scouts to spy out the Landless Land; 
thus, the Snow-elves rarely meet with danger at unawares. 
Losp'indel is always eager for news from the South, and travelers 
are likely to receive an audience as soon as they enter her city's 
walls. Helloth's mistress questions visitors concerning all manner 
of things, from their complete family history to every land they 
have traveled. While often mere curiosity on Losp'indel's part, 
such inquiry is the only means by which to keep abreast of far­
off events. 

The Lady of Helloth is beautiful, even by Snow-elven stan­
dards. Her skin glistens like polished ivory, her hair so fair as to 
rival the white snow, her eyes a deep, dark, ocean-green. Unlike 
many of the Lossidil, a sadness haunts Losp'indel, torn as she is 
between the love of her people and her desire to be reunited with 
her husband in Aman. Losp'indel's inner debate remains with her 
until the end of the age, when she at last surrenders to the call of 
her heart and departs into the West. 
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Lothwen's ~ords proved to be more prophetic than any 
foretelling of Oleth's. For had Thilgon's daughter not benefited 
from N estador' s counsel in the fostering of her visionary talents, 
the Cuiviemar might never have come to be; so too, had Nestador 
not taken part i? its making, the Lodge of Awakening might not 
have survived Oleth's untimely death, and Yavanna's Tears for 
the Wounded Land would have been shed in vain. (For the full 
telli,ng of the tale of Nestador's escape from the fall of Eregion, 
ofOleth's discovery of the sanctuary of Evermist, of her found­
ing of the Cuiviemar and her death at the jaws of a dragon, see 
Section 3.3.) 

The refugees ofEregion had scarcely established the Lodge of 
Awakening when they were robbed of their leader. Foreboding 
her imminent death, 61eth named Nestador Master of the 
Cuiviemar in her stead. "Weep not for me, teacher and friend, 
dearer to me than life itself," she said to him. "Soon my spirit 
must depart the lands of my birth, seeking the gardens ofL6rien 
and fair L6rellin whose image haunts my dreams. But you, 
Nestador, must remain in Middle-earth to achieve the quest that 
Thilgon my father began, the dream Lindor sacrificed himself to 
preserve. Remember Lindor on the mountaintop-how you 
refused to abandon him to the wind-demon; how I held you back! 
Did I not perceive even then that this hour would come, and that 
you alone could lead the Cuivicmar? Have I not repaid you, 
Irmo's chosen vessel, with all that he bestowed upon me? You arc 
the midwife of Y avanna' s Tears. Watch over them until they 
have worked their healing ways." 

Nestador did not understand 6leth's final words, and more 
than three and a half millennia would pass before Y avanna' s 
t;Jessenger would come to reveal their import; but having mourned 
Oleth's death and driven back the worms of Ered Umarth, 
Nestador and his wife reconstituted the Cuivicmar. she becom­

ing the massanie' of the Yavannildi and he the olostar of the 
Irmohildi. Since that day. they have striven together to accom­
plish the designs of L6rien and Kementari for the Wounded 
Land. 

Level: 46. 

Race: Noldo. 

Home: Evermist. 

NESTADOR 

Nestador in MERP 

Hits: 235 Melee OB: I60ss Missile OB: 80da 
AT (DB): No (45). 

MERP Profession: Animist. 

MERP Stats: ST 89, AG 98, CO 96, IG 99, IT 102, 
PR 105. 

MERP Skills: Read Rune ISS, Use item ISO, Perception 
125. General: First Aid 174, Meditation 122, Lore: 
Healing Lore 185, Herb Lore 130. Plant Lore I 18, 
Noldorin Religion 107. 

MERP Spells (436 PPs): All Open Channeling, Open 
Essence and Animist spell lists to 10th level. 

Nestador in Rolemasttr 

Hits: 235 Melee OB: I60ss Missile OB: 80da 
AT (DB): I (45). 

RM Profession: Healer. 

RM Stats: Ag 98, Co 96, Me 99, Re 99, SD 97, Em 94. In 
102. Pr 105, Qu 99, St 89. 

RM Skills: Awareness (Searching): Observation 125. Lore 
(General): Flora Lore 118. Noldorin Religion 107. Lore 
(Technical): Healing Lore 185, Herb Lore 130. Power 
Awareness: Attunement ISO. Read Runes ISS. Self 
Control: Meditation 122. T echnical/T rade (General): 
First Aid 174, Second Aid 161. 

RM Spells (898 PPs): All Open Channeling, Essence and 
Mentalism lists to 25th and Healer lists to 30th level. 

Nestador's Special Abilities 

Foresight. Nestador occasionally receives glimpses of the 
future which take the form of vague visions, cryptic 
phrases, dreams or sensations of doom in regard to a 
particular event, place or person. Nestador may attempt to 
deliberately use this ability, getting some form of informa­
tion 30% of the time, but most often he simply waits for 
the glimpses to manifest themselves. RM: This ability is 
represented (in part) by the use of the Communal Ways 
list. The various Dream spells and the like are not triggered 
while asleep (since Elves don't sleep as mortals do) but by 
deliberate ritualistic meditation. The practice of this 
discipline is common to all the Irmohildi. 

Aura of Arnan. Nestador was born in Tirion in Eldamar, in 
the light of the Two Trees, and walked with the Valar in 
his youth. The effects of this experience can still be seen 
by those who arc sensitive to such things. His heritage has 
enhanced the native power of his spirit. manifesting in 
greater mental, spiritual and physical prowess and beauty. 
His body itself seems almost to shine. and if viewed from 
the Shadow-world, he appears as a shining figure of white 
light. Nestador can uncloak this power when he wishes, 
revealing this bright aura and making his power manifest. 
This serves to daunt his opponents, who must make a RR 
versus Nestador's level or suffer -25 to attacks against him. 
Against undead this aura has double effect (-50). 

Nestador's Principal Items 

Ring of Healing. The ring is a x2 PP multiplier and allows 
the wearer to Heal X 4 x/day and Heal L I x/day. 

Potions. Nestador brews a number of healing potions, which 
include all Blood Ways, Bone/Muscle Ways, Organ Ways 
and Purification lists. Nestador also has potions of Resist 
Elements and Sustain Se!f. If needs be, he can imbue a potion 
with virtually any other spells on the Open Channeling or 
Animist lists. 

Chest of Herb Preservation. Any healing plants or herbs 
placed into this small (I' x 2' x I') carved wooden chest 
are preserved indefinitely at their full strength until used. 

Bowl of Herb Strengthening. Any herbs or healing plants 
prepared in this small intricately engraved silver bowl have 
their healing properties doubled. 



PIT AA KALAST A 
Pitaa Kalasta (La. "Likes Fish") embodies the ideal of a 

Merimetsastaja: tietajii of his heimo (the Merilintu clan) and 
sometimes of his entire berg, a jiia'silmii of many years experience 
and a respected member of the Yalaskalan Palvonta. The whaler 
stands 5' 5", with shoulder-length, blond hair and stocky but very 
pronounced muscles. His eyes are ice-blue, open and honest. 

Pitaa Kalasta is completely without guile or trickery, and is 
very difficult to fool (-50 to all Subterfuge skills). Forthis reason, 
the Merimetsastajat of Pohjoinen Tahti often choose Pitaa 
Kalasta to treat with strangers. A visiting trader from the South 
once said of him, "If you lie to Pitaa Kalasta, he can look right 
through you as if you were made of clear ice." It is a saying in his 
heimo that "If Pitaa Kalasta trusts your words, your words are 
true." This causes some jealousy among other heimot, as the best 
trades seem to go to his heimo. 

Though Pitaa Kalasta dwells with his wife and three children 
in Pohjoinen Tahti, he also enjoys visiting other berg-delvings 
and is known among all the Merimetsastajat. He seldom joins the 
inland hunts, preferring whale and fish over elk, reindeer or seal. 
However, he is a good hunter and, if needs be, would join a 
hunting party bound for the tundra. 

PIT AA KALAST A 

Level: 10. 
Race: Merimetsastaja. 
Home: Pohjoinen Tahti in Berg Cradle Bay. 

Pitiiii lGllasta in MERP 

Hits: 121 Melee OB: 40sp Missile OB: 20da 
AT (DB): SL (20). 

MERP Profession: Warrior. 

MERP Stats: ST 100, AG 87, CO 99, IG 76, IT 81, PR 99. 

MERP Skills: Boat Handling 93, Craft: Icc Construction 97, 
Craft: Icc-working/carving 96, Foraging 87, Influence: 
Diplomacy 101, Influence: Public speaking 78, Influence: 
Trading 87, Lore: Whale Lore 107, Perception 70, Sky­
Watching 98, Stalk/Hide 78, Track 71. 

MERP Spells (30 PPs): Knows all Open Channeling lists to 
3rd level. 

Pitiiii lGllasta in Rolemaster 

Hits: 121 Melee OB: 40sp Missile OB: 20da 
AT (DB): 6 (20). 

RM Profession: Fighter. 

RM Stats: Ag 88, Co 99, Me 76, Re 77, SO 98, Em 80, 
In 81, Pr 99, Qu 86, St 100. 

RM Skills: Athletic (Endurance): Rowing 93. Awareness 
(Searching): Observation 70, Track 71. Crafts: Ice 
Construction 97, Ice-working/carving 96. Influence: 
Diplomacy 101, Public Speaking 78, Trading 87. Lore 
(General): Whale Lore 107. Outdoor (Environmental): 
Foraging 87, Weather Watching 98. Subterfuge (Stealth): 
Hide 78, Stalk 78. Technical/Trade (General): Sailing 93. 

RM Spells (63 PPs): Knows all Open Channeling lists to 3rd 
level. 

Pitiiii lGllasta's PrinCipal Items 

Runeknife. + I 0 OB and allows owner to cast Waterwalking 
and Waterrunning spells. 

Gull Token. Allows wearer to summon a seagull to send 
messages, carry small objects or act as a scout. 

Harpoon of the Cult. Used solely by members of the 
Yalaskalan Palvonta, this is a vicious-looking weapon with 
a wide, multi-barbed, saw-toothed ivory head mounted on 
shaft of whalebone. It is a +20 weapon, but has +50 OB 
vs. whales (including demon whales), delivering a "0" 
Puncture critical per strike vs. any target. 

Ice-boots. + 50 to Climb skill when wearer climbs on icc; 
allows wearer to walk on icc (regardless how slick) as if 
using a Balance spell (+50 to all Moving maneuvers). The 
boots also protect the wearer's feet from cold as a Cold 

Resistance spell. 

RAUDABERN 
Raudabern is chieftain of the Berninga in Forodwaith, residing 

in the fortified steading of Ligr W odaize Berne in the Lakeland. 
Raudabern and his family have never forgiven the Lumimiehet 
for the betrayal that resulted in the burning of their former home 
by the Witch-king's soldiers. For this reason, Raudabern has 
little dealings with the Lossoth who cohabit the Jarvimaa with his 
folk, preferring instead to trade with the Umli on the eastern 
shores of the Forsaken Sea, or with the Dwarves who dwell 
further eastward. Raudabern holds little hope of ever reclaiming 
his lost manor while the Witch-king rules Angmar. In the 
meantime, he does what he can to harass his foe: Angmarean 
patrols that dare to tread the wooded shores of Bear Lake rarely 
return, and Ligr W odaize Berne has become a name of fear and 
dark rumor among the Angmarrim. 

Raudabern is a devoted husband and father, allowing no slight 
against his family, however minor, to go unchallenged. Raudabern's 
daughter, Isarnabloma, is becoming a powerful warrioress in her 
own right, while his young son, Sprautabern, shows every indica­
tion of being gifted with the mysterious power of skin-changing. 
Raudabern himself is a giant of a man (nearly 7' tall, and weighing 
in excess of 300 Ibs.). The brilliant red hair on his head (which he 
wears short) stands up straight (in the right light, giving the Berning 
the appearance of being crowned with a red halo). 

In combat, Raudabern is a terrifying spectacle, being easily 
driven into a berserker rage. Swinging a great double-axe, he 
hacks down foes as a woodsman fells trees. Orcs have been 
known to drop their weapons and run from battle when con­
fronted with the red-haired terror. As a strategist, however, 
Raudabern is unreliable. Direct assault is ever his wont, and any 
opponent adopting more subtle tactics might easily draw 
Raudabern and his warriors into the open and destroy them. On 
the other hand, when defending the wooden fortress of Ligr 
W odaize Berne, Raudabern is tenacious and ingenious; then, it 
is often he who feigns weakness, luring his enemy to their doom. 

Level: 17. 

Race: Berning. 

RAUOABERN 

Home: Ligr W odaize Berne on Bear Lake. 

Raudabern in MERP 

Hits: 147 Melee OB: 90ba Missile OB: 60ha 
AT (DB): No (50). 

MERP Profession: Warrior. 

MERP Stats: ST 100, AG 73, CO 86, IG 74, IT 76, PR 90. 

MERP Skills: Ambush 68, Body Development 147, Climb 
97, Craft: Wood Construction 97, Craft: Woodworking/ 
carving 96, Foraging 87, Stalk/Hide 78. 

MERP Spells (S I PPs): Knows all Open Essence spell lists 
to 3rd level. 
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Raudabern in Rolemaster 

Hits: 147 Melee OB: 90ba Missile OB: 60ha 
AT (DB): I (50). 

RM Profession: Fighter. 

RM Stats: Ag 73, Co 86, Me 88, Re 70, SD 90, Em 76, 
In 76, Pr 90, Qu 72, St 100. 

RM Skills: Athletic (Gymnastic): Climb 97. Body Develop­
ment 105. Crafts: Wood Construction 97, Woodwork­
ing/ carving 96. Outdoor (Environmental): Foraging 87. 
Subterfuge (Attack): Ambush 68, Subterfuge (Stealth): 
Hide 78, Stalk 78. 

RM Spells (97 PPs): Knows all Open Essence spell lists to 
3rd level. 

Raudabern's Special Abilities 

Raudabern does not have the ability to take bear's shape, 
though he does have a special affinity for most animals. He may 
Locate, Summon, Speak With and Bifriend Animals at will. The GM 
should treat these abilities the same as the Animist spell list 
Animal Mastery. 

Raudabern's Principal Items 

Dwergaquizyos (For. "Dwarf Axes"). These two axes were 
fashioned by Dwarves of the Iron Hills especially for 
Raudabern. The first is a great +30 double-headed axe, a 
heavy 10 Ib weapon with razor-sharp edges which delivers 
an additional "C" Slash critical per strike. Of beautiful 
design and make, its polished steel head is engraved with 
intricate geometric patterns centered around Raudabern's 
name in the Angerthas. The second axe is a smaller, well­
balanced + I 5 hand-axe that adds +20 to missile OB when 
thrown. 

Enchanted Salve. Raudabern protects himself in battle with a 
magical salve that is applied to the skin. It protects his 
whole body as RL. 

STRIUK'IR 
Striuk'ir (S. Rhichir) is a Snow-elf of Helloth who often 

wanders Forodwaith, finding the city of his birth too confining 
for his restless nature. Raised in utter cold from infancy, Striuk'ir 
is without peer in surviving its harsh and bitter ways. Striuk'ir is 
ever the hunter ofMorgoth's evil creatures, and seeks to make the 
North free of such stains so that the Free Peoples may tread its 
vastnesses without fear. He has visited Evermist but, like the city 
of his birth, finds it too confining. Striuk'ir's heart wanders the 
snowfields beneath the stars. 

When traveling in the company of other races, Striuk'ir 
sometimes forgets that not all can withstand the cold as he can, 
pressing on when Men, Dwarves, Hobbits or even other Elves are 
well nigh at the point of death. He finds it remarkable that others 
are affected so severely by the weather, and may refuse to act as 
guide for such individuals. Striuk'ir is not arrogant about his 
exceptional affinity with the cold, regarding it with a matter-of­
fact attitude. 

Like all Snow-elves, Striuk'ir is pale of complexion. His hair 
is long and silver-white with hints of gold, while his bright eyes 
are sea-green. 

Level: 18. 

Race: Snow-elf. 

STRIUK'IR 

Home: Wanders Forochel. 

Striuk'ir in MERP 

Hits: 146 Melee OB: 100sp Missile OB: 120lb 
AT (DB): SL (50). 

MERP Profession: Bard. 

MERP Stats: ST 90, AG 87, CO 93, IG 81, IT 95, PR 99. 

MERP Skills: Ambush 89, Artistic: Ice-carving 85, Artistic: 
Poetry 87, Artistic: Singing 82, Athletic: Skiing 89, First­
Aid 77, Perception 90, Read Rune 78, Sky-watching 97, 
Stalk/Hide 92, Track 89, Use Item 69. 

MERP Spells (36 PPs): Knows all Bard lists to 10th level 
and all Open Essence lists to 5th level. 

Striuk'ir in Rolemaster 

Hits: 146 Melee OB: 100sp Missile OB: 120lb 
AT (DB): 6 (50). 

RM Profession: Bard. 

RM Stats: Ag 88, Co 93, Me 80, Re 82, SD 90, Em 85, In 
95, Pr 99, Qu 87, St 90. 

RM Skills: Artistic (Active): Singing 82. Artistic (Passive): 
Ice Sculpting 85, Poetry 87. Athletic (Gymnastic): Skiing 
89. Awareness (Searching): Observation 90, Tracking 89. 
Outdoor (Environmental): Weather Watching 97.Power 
Awareness: Attunement 69, Read Runes 78. Subterfuge 
(Attack): Ambush 89. Subterfuge (Stealth): Hide 92, Stalk 
92. Technical/Trade (General): First-Aid 77. 

RM Spells (79 PPs): Knows all Bard lists to 16th level and 
all Open Essence lists to 5th level. 

Striuk'ir's Principal Items 

Askku (Los. "Bone Bow"). +30 bow carved out of a single, 
pure white piece of ivory. It allows its wielder to use any 
Detection Mastery spell I x/day. 

Lostill (Los. "Snowy Spike"). +25 to OB and DB. It was 
forged in Evermist with a spearhead of hard, tempered, 
white gold and a shaft of silver-white steel. Its head is 
honed to razor-sharpness, delivering a "C" Slash critical 
per hit. In winter, it also delivers an additional "A" Cold 
critical (the normal effect of a solid metal spear in sub­
zero weather). Anyone grasping the spear bare-handed in 
winter immediately suffers 2-20 hits in frostbite to their 
fingers, and others may be forced to rip or cut the victim's 
hands free from the frozen metal. 

Ring of Detection. Allows the wearer to usc any spell from 
the Detection Mastery list to I Oth level. 

V ANHA AITISA VU 
Yanha Aitisavu (La. "Old Mother Smoke") is a spirit-namer 

who wanders the northern shores of the Bay of Cracking Ice. Her 
name derives not from any arts of the henkinimittajiit, but from of 
her mastery of smoking and curing meats of all kinds. (Her seal 
meat is renowned throughout the bay. Cardolanian whalers prize 
it highly, and every Jaamies on the bay knows that a barter 
exchange can always be sweetened if a few large strips ofYanha 
Aitisavu's jerky are thrown into the bargain.) Old Mother Smoke 
is truly old, having seen two hundred and ten winters; yet she is 



hale and hardy, and shows little sign of age other than her 
wrinkled, weathered face and hands. She can walk the legs off 
men who are a tenth of her age. 

In her lifetime, Vanha Aitisavu has borne eight children by 
three husbands, all of whom she has out-lived. Her many 
grandchildren are getting old, but her innumerable great grand­
children now have progeny of their own in villages all around the 
Bay of Cracking Icc, making her welcome wherever she goes. 
Vanha Aitisavu attributes her long life to the favor of the Spirit 
World, though it is actually the result of her half-Arthadanian 
ancestry. Vanha Aitisavu's father, a noble warrior from House 
Eldanarya of Arthedain, became lost in a blizzard upon the 
Rammas Forad and was rescued by her future mother. Vanha 
Aitisavu never knew him, for he returned to his own country 
before she was born, and soon after perished with all his house in 
the Second Northern War with Angmar (T.A. 1408-I 4 I 0). The 
only token of Vanha Ailisavu's lineage is a small silver amulet, 
bearing the Eldanarya crest, that her mother passed on to her. 

Vanha Aitisavu grew up in her mother's village where, as an 
adolescent, she apprenticed herself to a Lumimies henkinimittajii. 
After the completion of her training, she began her travels. Vanha 
Aitisavu claims no village for home, but journeys from Ruskea 
Vene to the southern tip of Rast Losnaeth: healing, arbitrating 
disputes and teaching any woman of promise the ways of the 
spirit-namer. While tutoring several young adepts around the 
bay, she has never claimed any as apprentice, though many have 
begged for the privilege. 

Vanha Aitisavu knows nothing of the fate of her father's 
household, and any who recognize her amulet's noble crest would 
have a difficult time convincing Vanha Aitisavu of her aristo­
cratic heritage. Yet if she could be persuaded to press her claim 
in the Royal Court of Arthedain, the amulet and the story of her 
mother's rescue of an Arthadanian knight would be accepted as 
proof that Vanha Aitisavu is the last surviving heir to the 
Eldanarya estate, entitling the hen kin im ittiiP' and her direct off­
spring to all of its remaining holdings and whatever wealth they 
have produced over the years. However, those noble houses 
profiting from the Eldanarya holdings (especially the powerful 
houses of T armea and Eketya) would challenge such a claim, 
turning the affair into a source of intrigue for other Arthadanian 
houses wishing to curtail their power and influence by promoting 
the claim. For their part, the T armcar and Eketyar might send 
their supporters northward to steal the Eldanarya amulet from 
Vanha Aitisavu, thereby discounting her claim. Certain unsavory 
clements might even propose an assassination of the spirit­
namer. 

V ANHA AITISA VU 

Level: 12. 

Race: Dunadan/Lumimies. 

Home: Wanders the shores of the Bay of Cracking Ice. 

Vanha Aitisavu in MERP 

Hits: 125 Melee OB: 90sp Missile OB: 30da 
AT (DB): RL (40). 

MERP Profession: Animist. 

MERP Stats: ST 74, AG 78, CO 99, IG 94, IT 108, PR 98. 

MERP Skills: Animal Handling 58, Athletic: Skiing 87, Boat 
Handling 60, Cookery ISO, Directed Spells 121. First Aid 
97, Foraging 102, Influence: Diplomacy 98, Lore: 
Lumimies History 87, Perception 102, Read Rune 84, 
Stalk/Hide 71, Track 101, Use Item 92, Sky-watching 
103, Trickery 89. 

MERP Spells (48 PPs): All Open Channeling and Animist 
spell lists to 10th. 

Vanha Aitisavu in Rolemaster 

Hits: 125 Melee OB: 90sp Missile OB: 30da 
AT (DB): 12 (40). 

RM Profession: Animist. 

RM Stats: Ag 78, Co 99, Me 95, Re 94, SD 95, Em 96, 
In 108, Pr 98, Qu 78, St 74. 

RM Skills: Athletic (Gymnastic): Skiing 87. Awareness 
(Searching): Observation 102, Tracking 101. Crafts: 
Cooking ISO. Directed Spells: Shock Bolt 121. Influence: 
Diplomacy 98. Lore (General): Lumimies History 87. 
Outdoor (Animal): Animal Handling 58. Outdoor 
(Environmental): Foraging 102, Weather Watching 103. 
Power Awareness: Attunement 92, Read Runes 84. 
Subterfuge (Stealth): Hide 71, Stalk 71, Trickery 82. 
T echnical/T rade (General): First Aid 97, Sailing 60. 

RM Spells (104 PPs): All Open Channeling and Animist 
spell lists to 12th. 

Vanha Aitisavu's Principal Items 

Spear of Piercing. +20 OB, delivers a HC" Puncture critical 
at every successful strike and double damage vs. ice-drakes. 

Earring of the Bear. +20 to DB and allows wearer to Summon 
and Befriend any bear. 

Runeknife. + 10 OB, +20 Missile and Thrown OB, and is a 
+ 3 spell adder. 

Eldanarya Amulet. This silver amulet bears the proud and 
noble crest of the House Eldanarya. It adds +5 to 
Presence and + 10 to all Influence skills. 
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Cemberetb 

10.0 ARTIFACTS 
OF POWER 

The Cape ofForochei possesses many ancient sites ofMorgoth's 
power, where evil artifacts and wicked magics were devised of 
old. Counteracting these banes, Yavanna and her N oldorin 
devotees seed the Wounded Land with the mystical power of the 
eridh echui and the cembereth trees that spring from them, ever 
searching for the hidden yavanniri. In the uttermost North, the 
Snow-elves of Helloth shape the very ice itself with their 
enchantments, creating works of beauty and power beneath 
HelecthiI's eternal radiance. 

The mortal races of Forodwaith also use magical artifacts, 
after a fashion. The smith-crafty Umli, emulating their Dwarven 
forebears, wield enchanted tools in their forges, while the spirit­
namcrs and wise ones among the Y stavat Talven engrave their 
ritual knives with runes of ancient power. Even the casual 
wanderer of the Northern Waste may, while passing a half­
buried ruin of the forgotten "Beadmaker" folk, chance upon 
some mysterious spell-bead of unknown virtue. 

The following section alphabetically lists some of the more 
common or well-known artifacts to be found in the North. The 
accessibility of such items varies according to the cultural context 
in which their use is sought. The spears and earrings possessed by 
the Y stavat T alven are personal totems that require special 
ceremonies before being passed on. Other enchanted items, 
especially items of real power and importance, tend to be village 
or heimo property, and require the permission of elders or a viisas 
before they may be used. 

CEMBERETH 
(5. "Queen if the Earth," pI. Cemberethath) 

"Some there are who have seen her standing like a tree under heaven, 
crowned with the Sun; and from all its branches there spilled a golden dew 
upon the barren earth, and it grew green ... " 

-The Silmarillion, pp. 27-2[1,. 

The ce~bereth is a tree sacred to Yavanna the Earth Mistress (its 
name bemg the Smdann form of her sobriquet "Kementari"), 
and IS a ntual focus for the spell-songs of the N oldor ofEvermist. 
The cemberethath originate in Evermist and are found nowhere else 
in Middle-earth save where the Noldor may plant their seeds, the 
eridh uhui (5. "seeds of awakening," sing. eredh echui). These are said 
among the Cuivicmar to be remnants of the primal Spring of 
Arda which Yavanna caused to be planted in the far North of the 
world, but which never sprouted because of the tyranny of 
Morgoth's presence. 

When the Earth Mistress returned to Forodwaith in the wake 
of the War of Wrath, she sang a song of mourning for the 
Wounded Land, shedding her tears upon the sterile ground; but 
the Cuivicmar also say that, ere she turned away and departed 
Middle-earth, Kementari found the power to call forth the eridh 
echui within a sheltered valley of the newly-risen Ered Rhivamar. 
There, upon the very hilltop which the Noldor now call Dol 
Cembereth, Yavanna put forth her queenly power, and the eridh 
echui sprouted and grew into seed-bearing saplings. Then Kementari 
summoned veils of mist from the earth to defend her hidden 
garden from the malice of the cold and the evil chances of the 
world, preserving it for a time when the Firstborn might discover 

it and become the instrument of her designs 
for the healing of the waste. 

The Noldor of Evermist use the seeds of 
the cembereth for the central rite of their order, 
which they call Laicatale Formeno, the Green­
ing of the North. The Laicatale involves an 
individual olortie; or vision path, which each 
member of the Cuivicmar must undertake. 
The path begins at the unfolding of spring, 
at which time the Yavannildi, the women­
folk of the Cuivicmar, conduct a ceremonial 
gathering of the eridh echui upon Dol 
Cembereth. These seeds are brought to the 
sweat-lodge upon T 01 Ely for the Great 
Chant, attended by all of the Cuiviemar. 
Those of the Irmohildi who receive a vision 
during that gathering are each presented 
with a seed and bidden to begin their olortie: 
After long wandering and many trials, Irmo 
reveals to the quester the site of culmination 
for his path. Here the eredh echui must be 
planted after a lengthy consecration of the 
ground, and to here the quester must return 
until the seed has established itself. 



Gennination, even with optimal conditions, may take up to 
five years, and a further fifty to sixty years must pass before the 
tree is sufficiently established for the quest to have been deemed 
successful. Even then, the quester remains responsible for tend­
ing and preserving the site. Further seeds may be planted, usually 
of hardy plants and shrubs with medicinal or magical potencies, 
which help establish the site and promote its gradual self­
sufficiency. In practice, the site must be visited at least twice a year 
for the first five years, or until gennination of the seed has been 
completed; thence once a year for ten years, and after that at least 
once every two or three years. 

A mature cembereth tree typically stands between fifteen and 
twenty-five feet, though those that grow upon the slopes of Dol 
Cembereth in Evennist may soar to twice that height. The silver­
green bole of a cembmth is strait and slender, and its smooth skin is 
arrayed in a thin, velvet-like down. The leaves of the cembtrtth arc a 
deep, rich green, curving gently to a single point, like a finely crafted 
spearhead. The eridh echui hang from clusters of these, resembling 
the walnut in shape, size and their tough, protective shell. 

The eridh echui arc virtually immune to damage-intense heat 
burns them, but intense cold merely makes them donnant. 
Gennination is the most important part of the Greening, as the 
seed only grows in soil that is mostly free ofMorgoth's taint (the 
Mordo)' The quester must cast Remove Curse (MERP: Spell 
Defense; RM· Repulsions) against any Morgothic residues (treat 
as 20th level over most of the Northern Waste) reducing to 10th 
as the yavann{ri take effect; this builds up by I level/year (to a 
maximum of 10th) if the spell is not recast. While the seed 
genninates, the tree is at its most vulnerable. The sapling grows 
swiftly, and is very hardy amid the bitter colds of the North, but 
is probably unable to survive the attentions of wild animals, let 
alone the many evil creatures that prowl Forodwaith. (Treat the 
tree as I st level until it is 10 years old. Thereafter, it increases in 
level every two or three years, until fully grown.) 

As the cembereth puts down roots, Y avanna' s latent power is 
awakened and begins to create a zone of protection for itself. 
Within this radius (which expands at a rate of3'/year until full­
grown) the tree has the power to hold back the Mordo-at least 
within the soil and water that its roots touch. While it is young, 
the quester needs to assist the tree by cleansing the area thor­
oughly every two to three years (every six months when still a 
sapling under ten years old). The tree has the pennanent power 
of Remove Curse cast at its level within this area. This zone also 
extends into the air around the tree's branches: treat as Area 
Protection cast at half the tree's level (MERP: Spell Defense; RM: 
Protection Sphere). This zone of protection detects as Holy (with the 
power ofY avanna) and as Channeling magic. Channeling spell­
users linked to Yavanna within the zone of a mature cembereth find 
that their spells only require 75% of normal PPs (which they 
recover at double the nonnal rate). 

CORMA VARYARO 
(Q "Ring 0/ the Protector") 

The purpose of this artifact is to protect its wearer against evil. 
releasing a guardian-force of pure Essence. Roughly man-shaped, 
the guardian attacks anything perceived as a threat to the wearer. 
Unfortunately, some corrupt force or minion of Darkness 
twisted this enchantment, so that the ring's power unleashes itself 
against any and all who draw ncar its wearer. The ring also has a 
Charm effect on the wearer, who becomes enamored of it and 
refuses to take it off. 

Such was the fate ofMalgolodh, grandson of King Amlaith of 
Arthedain. (See Section 12.6.) Malgolodh and his companions 
slew an ice-drake of the Ered Rhivamar. From the dragon's 
hoard, Malgolodh took the cursed silver ring, unwittingly turn­
ing its invisible guardian against his own men. Realizing that he 
had awakened some evil, MaIgolodh refused to return to Arthedain, 
lest it hann others there. He therefore shut himself off in a cave 
of the Ered Rhivamar, suffering a slow death from thirst and 
starvation. 

The spirit attacks anyone coming within 10' of the ring's 
wearer, and can be canceled or dispelled only by an Essence­
destroying spell. However, such magics vanquish the guardian 
for only 24 hours. To pennanently destroy the creature requires 
the destruction of the ring. The creature may also attack by 
throwing weapons to a range of 50'. As the creature is invisible, 
a sword or axe may seem to rise and strike of its own volition, 
requiring a 5th level RR vs. Fear for all opponents below 10th 
level. 

GM Note: The ring's guardian spirit is a 10th !eve/force with 140 hit 
points. [t is protected against attacks as with PI (50 DB) and its speed is 
BF /VF. Its OB with any weapon is 50; its natural OB (LGr) is 100. 

GALGRIN'S HAMMER 
Forged by Umitic artisans for use in their metalworking, this 

hammer passed from generation to generation, until it was 
brought westward to Vasaran Ahjo on the Forsaken Sea by the 
master-smith Galgrin. In the Year of the Dragons (T.A. 1545) 
it was captured by the ice-drake Canadras, and now lies in his 
hoard. (See entry for Galgrinic, Section 9.0.) This great mattock 
is the tool of a smith-not a warrior; its virtues arc therefore of 
a constructive rather than destructive nature, protecting and 
preserving its wielder from the dangers of the forge. The 
possessor gains +70 to any Craft skill wherein the hammer is 
used, and the ability to draw upon the spells Balance, Chill Solid, 
Gaslungs, Heat Solid, Metal Assessment, and Resist Heat. 

Unlike most tools of its kind, Gal grin' s Hammer is not 
mounted on a shaft of wood or metal, but is a single piece of 
forged and tempered steel. While silver in color, the hammer's 
handle is beautifully enameled in complex geometric designs of 
red and blue. The handle is thick and knobby at the cnd, with 
shallow indentations for case of grip. Overall, it is 3' long, the 
head fanning a large square with 8" sides. Each face of the 
hammer head is specifically shaped for a different metal-working 
purpose. One face is smooth and flat for nonnal striking, another 
comes to a sharp point for driving holes through metal. a third 
is sharply angled to allow metal to be cut at a single strike, and 
the fourth is rounded to flute and bevel edges. 

HENKIKIVET 
(La. "Spirit Stones," sing. HenkikivO 

Henkikivet is the name the Lumimiehet give to the palant{ri of 
Arthedain, which were lost in the icy waters of Hub Helchui with 
Arvedui in T.A. 1975. For many long years the seeing-stones of 
Annuminas and Amon Sui remained lost beneath the ice and 
murky waters of the bay. Eventually, at the dawn of the Fourth 
Age, the fickle tides ofBclegaer and the endless movement of the 
ice-pack washed the palant{ri ashore. The Lumimiehet of the 
Wash Tundra erected a rough chamber of rock on a barren little 
peninsula of the bay to house their prize. While they ha ve no idea 
as to the origin or use of the stones, the Lumimiehet greatly revere 
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Shrine of the 
spirit stones 

the henkikivet, enamored of their mysterious flickering depths. The 
Lumimiehet seek the blessing of the stones before a hunt, and so 
would be extremely reluctant to allow any outsider near their 
treasures. Seekers of the palantfri are unlikely to receive a friendly 
welcome. 

GM Note: Since the lost seeing-stones are effectively beyond the reach 
of adventurers before the Fourth Age, thepalantiri are not described here. 
GMs wishing to run adventures involving them should consult ICE's 
Palantir Quest. The stones' powers are also described in ICE's 
Treasures of Middle-earth. 

KORVARENKAAT 
(lA. ((Earrings,)) sing. Korvarengas) 

The wearing of korvarenkaat marks the spirit-namers and wise 
ones among the Y stavat T alven. This jewelry usually consists of 
a shiny piece of metal attached to a thin, needle-sharp fragment 
of hooked bone used to pierce the ear and hold the earring in 
place. Upon the metal (most often bronze) the wearer etches an 
image of the totemic animal with which he or she identifies, much 
in the same way as with septs and clans. (See Section 7.2.1.) 
Spirit-namers often wear korvarenkaat high on the ear so as to 
conceal their identity as henkinimittiljiit. Korvarenkaat commonly 
serve as spell adders (+2 to +6), but in rare cases may simply be 
PP multipliers (x2). Being personal totems, korvarenkaat may not 
be used by others without first being passed on through a 
purification ceremony. The recipient must adopt the henkieliiin 
(La. "spirit-animal") of the earring before it can be used. 

LOHlKAARMEENSURMAT AJAT 
(lA. ((Dragons layers, " sing. Lohikiiiinneensurmataja) 

Almost all viisaat and henkinimittilj'il't carry spears specially en­
chanted for the slaying of ice-drakes. These spears are made of 
either solid ivory or of ice-drake horn. They are +20 OB 
weapons that deliver an additional "C" Puncture critical per 
strike, and may be thrown without a range penalty. When used 
against icc-drakes, they add +50 to OB and DB, and the critical 
increases to "E." Dragonslayers are used solely by the spirit­
namers and wise ones, and arc considered private rather than 
village property. As with the korvarenkaat, the spears can only be 
passed on by a special ceremony involving purification of the 
spear and its new owner. 

LOITSUHELMET 
(lA. ((Spell-beads,)) sing. LoitsuhelmO 

Few tangible legacies of the mysterious "Beadmakers" of 
Forochel survived the Dark Years; the loitsuhelmet are one 
such legacy. These beads served their creators in much the 
same way as the runeknives of the later Y stavat T alven, being 
enchanted with the power of the riimut (See Section 7. 1.2.) 
and housing magical energy for the casting of spells or the 
protection of their possessors. Though the art of crafting the 
loitsuhelmet perished long ago with their makers, many of the 
beads endured the passage of years, centuries, even millennia. 
Some have been passed down through the descendants of the 
T anssijat, while others may still be found amid the rubble of 
Beadmaker ruins on the coasts of Forochel. 

Spell-beads are generally of two kinds: the true loitsuhelmet, 
which hold a wide variety of Open Channeling and Animist 
spells, doubling as PP multipliers or spell adders; and, more 
commonly, the voimahelmet (La. "strength-beads," sing. 
voimahelmi), which increase the statistic bonuses (MERP: 

from + 10 to +25; RM: from +3 to +8) or Hits, skills or 
RRs (from +10 to +50). Spirit-namers and wise ones 

treasure such spell-beads less for these intrinsic virtues than for 
the fact that a bead recovered from an ancient ruin may turn out 
to be inscribed with one of the forgotten riimut whose name and 
powers were lost in the Dark Years. Who can foretell what 
mighty enchantment might one day be unlocked by the discovery 
of such an artifact? 

Yet all knowledge comes with its price, and spell-beads are no 
exception. Apart from whatever unknown perils their original 
makers may have imbued them with, loitsuhelmet and voi11lahelmet 

alike have recently become part of a truly heinous plot spawned 
in the bowels of the Witch-king's realm. Some loremasters 
among the Arthedain later surmised that the Witch-king, being 
in need of undead slaves to wreak his anticipated devastation on 
the Barrow-downs in Eriador, bent his inhuman sorceries upon 
the unsuspecting Y stavat T alven. Whatever the truth of these 
speculations, the years preceding the Great Plague ofT.A. 1636 
witnessed a sudden, horrifying blight of undeath in the Northern 
Waste. The unquiet spirits of Men refused to surrender their 
tanno to Y mpyra, but instead turned against the living, haunting 
their steps and pining after their destruction. After several 
months of terrorizing their former kinsfolk, the shades would 
withdraw-to the Spirit World where they belonged, as many 
hoped and prayed, but in reality to Carn Dum, into the presence 
of their undead master, the Lord of the Nazgl1l. there to do his 
bidding. 

After several seasons of this blight, the wisest of the viisaat and 
the most perceptive of the henkinimittajiit began to mark how all 
those who fell prey to kuoleman tamlO, the death energy of 
Ulkopuolesta (See Section 8.0.), had in life possessed or made 
use of spell-beads. In time, the wise ones and spirit-namers came 
to discern a subtle taint infesting many of the loitsuhelmet and 
voimahelmer. they came from Mustanoistuuden Kaupunki, the City 
of Black Magic (Carn Dum). Having learned of the spell-beads, 
the \Vitch-king had either discovered a means of counterfeiting 
the works of the ancient Beadmakers, or had breathed his black 
breath upon them. To draw upon the power of the loitsuhelmetnow 
entailed risking one's soul; perhaps the particular bead or beads 
one used were free from the Ringwraith's touch, but perhaps not. 

By no means was it the case that all Y stavat T alven eschewed 
the usc of spell-beads in the wake of this awful revelation. Not 
all put trust in the warnings of those few who made the discovery; 



some thought their words a cunningly contrived ruse of the 
Witch-king himself-to weaken the Y stavat Talven by tricking 
them into abandoning their ancestral talismans. Others who 
possessed loitsuhelmet and voimahelmet may have already fallen prey 
to the subtle corruption of the taint, spurning the warnings of 
their countrymen, and listening perforce to the secret voices 
whispering in their minds, assuring them of their own fortitude 
in the face of the blight. Some of the cursed beads indeed worked 
their sorcery swiftly, enslaving their victims before the eyes of all. 
Yet these were but decoys to lull the Y stavat T alven into a false 
sense of security, to make them believe that tainted and untainted 
beads could easily be differentiated; many more beads the Witch­
king wove with subtle and slow-working sorceries, so that their 
effects would not reveal themselves until after many years, while 
the damned took comfort in the falsehood that their loitsuhelmet 
were inviolate. 

By T.A. 1640, the worst of the spell-bead blight has passed; yet 
many tainted beads remain undetected, continuing to work their 
evil, while others still wait to be claimed by some unfortunate, 
strewn at random across the Northlands like poison seeds 
awaiting a harvest of death. Since the blight began, viisaat and 
henkinillJitliljiit have learned through painful trial how to read the 
signs that mark a spell-bead infected with kuoleman tamlO: tainted 
beads have a tendency to channel the energy of the riimut in ways 
not intended by their users. Summoning spells may call forth 
things unbidden, or may fail to work at all if directed against an 
evil of the Witch-king's creation. But the truly wise know better 
than to put trust in a loitsuhelmi merely because it fails to display 
any signs of taint; the Witch-king's cunning knows no bounds. 

GM Note: On an average, some 40% of all spell-beads have in some 
degree received the taint of the Witch-king. Use the Corruption rules on 
p. 71 of Middle-earth Role Playing or A-9. 3.2 in Rolemaster 
to determine Corruption Points or other possible consequences of using a 
tainted bead. In general, it requires an Absurd (- 70) Perception 
maneuver to find one of these beads when digging in the ruins. Another 
Extremely Hard (-30) Perception maneuver is required to realize the 
bead is magical and not mere jewelry. 

METSASTAJOIDEN SUKSET 
(La. ((Skis of Hunting," sing. Metsil'stilfiiiden Suks0 

Rarely found among the Jaamiehet and not at all among the 
Merimetsastajat, hunting skis are an inheritance unique to the 
Lumimiehet, being the favored mode of locomotion in winter 
upon the southern Talath Uichel and the open plains of the Herd 
Tundra. Metsiistiljiiiden sukset are made of curved whale-ribs and 
have warm, fur-lined boots permanently attached to the center of 
each ski. They enable their wearer to cross country tirelessly while 
searching for game, and permit free use of Animal Location, Cold 
Resistance, Haste I-Ill (affects wearer only), Location, Pathlore, Traceless 
Pacing and Weather Prediction. 

While metsilstilfiiiden sukset are considered a communal posses­
sion, a village viisas or elder often decides who may use the skis and 
when. Under normal circumstances, the chances of finding a 
village in possession of such skis is Sheer Folly (-50). (Since the 
rise of Angmar, the chance has dropped to Absurd (-70), as the 
Witch-king's troops confiscate such artifacts wherever they are 
found for use by Angmarean scouts and troops.) As a conse­
quence, hunting skis are rarely mentioned or shown to any 
outsider. 

RIIMUVEITSET 
(La. ((Runeknives," sing. Riimuveits0 

Runeknives are perhaps the most distinguishing artifact of the 
Y stavat Talven. Engraved with the riimut (See Section 7.1.2.), 
these blades bestow power of the kind needful in the daily fight 
for survival. Wise ones, spirit-namers and the eldest hunter of a 
family all carry such knives. Normally inherited as heirlooms, a 
village often presents riimuveitset at weddings to mark the estab­
lishment of a new family. A typical riimuveitsi has an inscribed 
handle and a blade of whalebone, horn or ivory, often decorated 
with bird or animal carvings and etched with complex geometric 
patterns. 

While often little more than + I 0 weapons, the true virtue of 
the riimuveitset are the spells they channel. Knives devised for 
hunters typically focus spells from the Animal Mastery, Protec­
tions or Path Mastery lists, whereas those crafted for use by a viisas 

or henkinimitliijii contain more lore, 
detection or healing-oriented magic, 
such as is found in the Detection 
Mastery, Calm Spirits, Item Lore or 
Organ Ways lists, in addition to 
being PP multipliers. Riimuveitsetusu­

ally channel only one or two spells 
from a list, but in rare cases a runeknife 
may unlock entire lists. 

GM Note: Section 9.0 of ICE's 
Arnor: The People describes two 
famous riimuveitset, the Runeknife of 
Risinti and the Crist-i-Sulhoth. 
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YAVANNIRI 
(Q. ((Yavanna's Tears," sing. Yavannfre) 

((Yavanna came to Middle-earth and walked alone amid the ruin if the 
Iron Mountains, surveying in griif the desolation if the land. And she 
wept, jor her power was not now strong enough to erase the memory if 
Morgoth's evil; but her golden tears,jalling upon the barren earth,jroze 
at its touch. Then the Earth Mistress turned away, and did not return. " 

-Quenta Yavannirion 

Like the resin that flows from a wounded tree, the tears which 
Yavanna shed for Forodwaith did not disperse, but took shape 
and hardened into a golden amber. Scattered across the Northern 
Waste, the yavannfri lay hidden, awaiting better times. In T.A. 
1640, the Istar Aiwendil (Radagast the Brown) revealed the first 
of the tears to the Noldor of Evermist, bidding them search for 
the others and gather them in the Lodge of Awakening. The quest 
of the Cuivicmar to recover all sixty-eight of the yavannfri (for that 
is their full number) was to span thirteen centuries, culminating 
in TA. 2951, the year that the Dark Lord Sauron declared 
himself openly to the world. The Great Song of the Noldor 
followed, in which the dormant power of the yavannfri was at last 
released to work its way upon the tainted North. 

The unlocking of a yavannfre' involves a ritual gathering of the 
Cuiviemar in the sweat-lodge on T 01 Ely in the mere ofEvermist, 
during which the tear proceeds to dissolve into a golden vapor 
that rises into the air and wafts across the Wounded Land, 
driving out malevolent spirits of wind and weather, and ridding 
the earth of the Mordo, Morgoth's evil shadow. While the 
yavann{ri do not rid the North of ice and cold, their removal of the 
Mordo works to restore to the land its natural rhythms and cycles 
as these should have been, had the Black Enemy not claimed 
Forodwaith as his realm. 

The golden mist-cloud generated by one of the tears is capable 
of extending its influence to a radius of up to a thousand miles 
(though the Cuiviemar may control its orientation and direc­
tion). The cloud acts to repel evil spirits, who must make a RR 
against the level of the repulsion, which is determined by the 
cumulative number of yavanniri that have been unlocked (i.e., the 
first tear has a I st level effect, the last reaches a potency of 68th 
level). A RR failed by up to 50 forces a spirit to flee the area until 
the influence of the tear has completely dissipated (which may 
take centuries); a failure greater than 50 results in the spirit's 
vanquishment to the Shadow-realm, compelling the abandon­
ment of whatever jana it may possess. For purposes of RR, the 
Mordo itself ranks as a 20th level entity in the Northern Waste 
(higher than in most of Middle-earth ). Every failure of its RR by 
more than 100 reduces the Mordo's strength by one level. 

GM Note: There is no MERP spell approximating the repulsion 

iffect if the yavanniri. In RM terms, however, it is equivalent to the 
Base Cleric list Repulsions or the Base Paladin list Exorcisms. 

11.0 A TRAVELER'S 
GUIDE TO THE 
NORTHERN WASTE 

The lands and waters of Forodwaith hold many challenges in 
store for the traveler, with each locality possessing its unique 
wonders and hazards. An intimate knowledge of these (or the 
boon of a knowledgeable guide) is often essential to survival in 
the wild. The ancient Numen6reans strove to map the coasts of 
Forochel in the days of their youth; but few such charts have 
survived the centuries, and the same cataclysm that drowned 
Numenor also changed the shape ofForochcl's coastline forever 
after. Even to its own peoples, the Northern Waste retains all the 
mystery of an undiscovered country. 

The pages that follow comprise a traveler's guide (or gazet­
teer) to Forochel, the western reaches of the T alath Uichel and 
the northern frontier ofEriador, covering all major geographical 
regions, topographical features, settlements, ruins and other sites 
which may be of particular interest to adventurers. The alpha­
betically organized headings correspond to place-names as these 
appear on the color maps accompanying this module. These 
names reflect the nomenclature of mid-Third Age Arthadanian 
mapmakers; hence, Sindarin forms predominate, interspersed 
with local Labbic (Y st;iv;i T alven) names. The Snow-elven forms 
for most of these place-names may be found in Section 14.6.2. 
When a Labbic form is appended to an entry with a Sindarin 
name, this does not necessarily imply that the Labba is an exact 
translation of the Elvish; to learn the meaning of the Labbic form, 
refer to the glossary in Section 14.6.1. 

Each entry covers the general geography and ecology of an 
area, the people and creatures that may be encountered there, and 
in some cases the type of goods and supplies available to travelers. 
Unless otherwise indicated, the entries and descriptions of a 
locale or region presume a T.A. 1640 time setting. Historical 
events, whether past or future, are related as needed to provide for 
campaigns set in other time periods. 

ACHROND 
(5. ((Ivory HaW) 

Ancient records preserved in the musty libraries of Arthedain 
testify that the Numen6reans did indeed maintain a presence on 
Pitkamiehen Saari, one of the three isles making up the archi­
pelago at the tip of Forochel's great cape. Royal archives dating 
from the reign of T ar-Ciryatan (S.A. 1896-2029) tell of the 
establishment of Achrond, a whaling outpost "which stood 
beside a sheltering cove upon the threshold of Ekkaia." Later 
entries say that Achrond was eventually abandoned due to the 
declining success of its whalers. The refuge, an artificially-delved 
cavern in a hollow of the island's hill, remains largely undisturbed 
by the ravages of time; but the quays of the ancient harborage have 
long since vanished without a trace. 

See Section 12.3 for the detailed layout of Achrond. 



AEGLIR AR VETHED 
(5. "Unending Peaks') 

This great, jumbled mass of granite peaks forms the western 
march of the Bleak Mountains. Over the centuries, the Fire 
Tundra has made inroads into the western and southern foothills 
of the Aeglir Arvethed; but travelers should not expect to find 
respite among these dreadful peaks-the Aeglir Arvethed are just 
as drear and lifeless as their forbidding parent range, and the 
dangers of wind and flooding arc equally present. Dwarves 
attempted to establish mining colonies in these mountains late in 
the Second Age, but the mines proved too difficult and costly to 
maintain for the meager mineral wealth they yielded. The 
abandoned mines soon thereafter became heavily infested with 
Trolls from neighboring Torogmar. It is rumored that some­
where near the center of the Aeglir Arvethed run large, labyrin­
thine caverns that reach down into the Underdeeps. 

AMONANLUG 
(5. "Worm's Hill') 

Virtually the only patch of ground in the Fen Tundra that 
remains dry year-round, Amon Anlug stands southeast of the 
Bleak Mountains, near enough to be one of the larger foothills of 
those peaks. Amon An lug gets its name from Ningarach, a large 
marsh-drake that dwells in a small cavern in the knoll's western 
slope. The Orcs of the Bleak Mountains and neighboring marsh­
drakes acknowledge Ningarach as mistress of the Fen Tundra. 
She can sometimes be seen sitting atop the hill, surveying her fetid 
domain. In origin, Ningarach's lair is actually an ancient Orc­
hold, which the drake merely occupied (after devouring most of 
its inhabitants), finding it roomy and commodious. 

Unless provoked, Ningarach seldom ventures forth from the 
fens to trouble the Lumimiehet; but if disturbed by hunters near 
her lair, Ningarach's anger spills forth, destroying one or two 
Lumimies villages in reprisal. Ningarach does not care to be 
disturbed in her lair, and she attacks trespassers immediately. 
Normally aloof if encountered elsewhere, Ningarach (like all 
dragons) has a soft spot for flattery. 

GM Note: Treasure-hunters who succeed in sacking Ningarach's lair 
find 500 gp worth if various coins, primarily silver (60'Yr0 and copper 
(35 'Yr0; 1200 gp worth if jewelry, primarily Lumimies ivory bracelets 
and necklaces, but including gold rings and a silver necklace worth 100 
gp;four sets if + 20 sealskin armor with no movement encumbrance; two 
+ 15 shields; ten + I 0 arrows; a +25 spear made if narwhal tusk 
(+25 to Agility and Presence, +20 to all Moving maneuvers); a + I 0 
viisas runeknife (doubles the potency if any herb, +2 5 OB vs. Orcs, 
Heals + 10 on command 2 x/day); Earrings if Resistance (+25 to 
all RR rolls); and Gloves if Warnling (heal frost-bitten fingers and 
hands as Frost/Burn ReliefIII, must be wornfor one full day and 
affect only hands and fingers). 

ANGBAND'S THRESHOLD 
Sec entry for GONDALF. 

ANGHIR 
(5. "River if Angmar') 

The Anghir collects the outflow of Angmar's modest water­
shed, guiding its waters westward across the No-man's Lands to 
the W ash Tundra and Hub Helchui. The river seldom freezes 
over completely, though ice-floes may block its course in deep 
winter, forcing the water to flood its banks and transform the 
surrounding terrain into fen and bog. The Anghir is a natural 
path for Angmarean raids into Forodwaith or Arthedain, and for 
this reason the Lumimichet make no permanent settlement along 
it. Legends of raids and other horrors out of Angmar long 
outli ved the realm that spawned them, and the Anghir continued 
to mark a wild and open country where few people dared to roam. 

The Anghir's waters are occasionally polluted by indifferent or 
deliberate acts of the fell folk of Angmar. This awful waste (for 
the most part, oils and sludge generated by the forges and 
armories of Carn Dum) often spreads as far as the poison fens 
adjacent to the Emyn Nimbrith, but greatly dissipates in the 
swift-flowing streams that flow down into the Anghir from the 
hills. The Lumimiehet refer to these slicks as huonovesi (La. "bad 
water"), while the Elves name them thilthaur (S. "foul sheen") 
because of their sickly hue. Malformed fish have been caught in 
the waters of the Anghir, though none have ever been found as 
far west as the W ash Tundra. After the fall of Angmar, the river's 
befoulment ceases, but this does not reassure the ever wary 
Lumimiehet. 

ANGMAR 
(5. "Ironhome') 

Two great arms of the northern Misty Mountains encircle the 
high plateau of Angmar like a pair of pincers, fencing it from the 
lands of Eriador to the south and Talath Uichel to the north. 
Now home to the \Vitch-king and his marauding legions, 
Angmar forms a perilous frontier for any who would brave the 
Northern Waste. While the greater part of Angmar' s fell folk do 
not normally venture into Forodwaith, the Lord of the Nazgul 
counts among his servants a colony of Urdic Sled-warriors. 
These dwell year-round in the northward-facing mountain val­
leys of Ephcl Angmar on the edge ofTalath Uichd. From these 
the Urdor launch raids against Forodwaith's peoples during the 
long winter months, ranging as far west and north as the Fire 
Tundra and the Forsaken Sea. Ever wary of spies and trespassers, 
the Witch-king's patrols are under orders to apprehend and 
incarcerate all travelers not bearing Angmarean insignia. Such 
unfortunates usually find their way to the dungeons and slave pits 
of Carn Dum, Angmar's fortress-city. 

In truth, the Witch-king's realm straddles both sides of the 
Misty Mountains: the enclosed vale of Angmar on the west, and 
the grassy shelf extending east from Mount Gundabad. Two 
mountain passes link the halves-the Angirith or Iron Pass, and 
Aes Ruin, the Ravine of Red Flame. At the foot of Mount 
Gundabad stands Din Lhug, the Dragon's Gap, beside which rise 
the furthest glacial wells of the River Lhuchir. The mountainous 
region of the passes also gives birth to AnghiriI. the westward­
flowing stream that cuts across Angmar's bleak plateau to 
become the Anghir. 
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Though Ore-tunnels, dragon-lairs, troll-holes and warg-dens 
abound in both arms of its mountain fences, few Mannish 
settlements (simple herdsman lodgings for the most part) dot 
Angmar's inhospitable plain. A chain of fortresses and agricul­
tural villages greedily hugs the relatively fertile strip of land 
running along the plateau's open, westward-facing frontier. Cam 
Dum, the Witch-king's stronghold, is the only urban habitation 
in the region. This fortified valley of red stone stands at the 
northwestern tip of the Ephel Angmar, and its garrisons lie 
within striking distance of the Umitic and Lumimies settlements 
of Hub Helcharaes. The northernmost garrison of Angmar's 
Eriadorian frontier is Mindil Kepich, which guards the only 
bridge over the Anghir and patrols the open territory between 
Cam Dum and the Emyn Nimbrith (one of the two main 
thoroughfares offering passage from Eriador into the Northern 
Waste). 

ARADHRAS 
(5. "Kingscrag'j 

"Two signs if the moon you travel, by foaming river and spruce bog. To 
follow the river east takes you to the eaters if manjlesh, but leave it and 
hunt south over tussock, dell, green-scrub and gorse, and you see the 
Firebrand Tower, the crag if the tall kings, where they watch the wild 
lands and bring the bright sword if their law on all things that are 
Ulkopuolesta. )} 

So the Lumimies headmen told their children of Kingscrag, 
the tower and fortress of Arthedain. Built on the last great crest 
of the North Downs as these sink into the Rammas Forod, the 
Firebrand Tower and the surrounding fortress and dikes stand 
midway between Fornost and Cam Dllm. Their history goes 
back to the first coming of Men to the northern lands, but in 
recent centuries the fortress is chiefly famed for its defiance of the 
armies of Angmar. 

Northmen came to the crag early in the Second Age, farming 
the gentle valleys on either flank of the ridge and building on its 
crest a tall beacon for the hunters and trappers who ventured 
north across the Rammas Forod and along the Anghir into 
Forodwaith. Numen6rean astrologers came here later, the first of 
their race to meet the inland Lumimiehet. They built Aradhras' 
tower to observe the heavens, installing a mysterious device that 
burned stored sunlight and pure charcoal with a brilliant, white­
hot light, visible a hundred miles across the hills to the edge of 
the Anghir valley and the W ash Tundra. For two thousand years 
the beacon called the Lumimiehet and Northmen of the frontier 
to trade for furs each summer in a fair. 

The crag became a royal fief when Arnor was founded, and an 
important fortress and magazine after the division of the king­
dom in T.A. 86 I. With the rise of Angmar, Aradhras became the 
base of royal rangers and cavalry fighting to keep the Witch­
king's minions away from the Anghir and the northern frontier 
of Arthedain. After T.A. 1408, all Arthadanian outposts north 
and east of Aradhras fell to the Angmarrim. The great fur-trading 
fairs ended forever. 

In the seventeenth century of the Third Age, Arthadanian 
royal rangers still patrol out of Kingscrag, but the frontier trails 
leading northward are watched by Snagoth and Uruk-Uflag Orcs 
of Angmar. The water-path is guarded by the Angmarcan fortress 
of Mindil Kepich, in the bogs at the north-turning bend of the 
Anghir. Ironically, the traveler from the South who would dare 
pass Kingscrag to venture into the Northern Waste would do so 

most safely in winter. In that punishing season, skis and sleds 
allow them to pass the hozen Ore-camps with some speed and 
more hope of secrecy. The Lumimiehet still remember the old 
trail and the radiant white light. Some still risk the Orcs and 
wolves to seek knowledge and friendship among the tall men of 
the tower. 

ARTHEDAIN 
(5. "[Land if the] Royalist Edain'j 

Of the three Arnorian successor-realms in Eriador, Arthedain 
is the only one left standing in T.A. 1640. Implacable foes of the 
Witch-king, the Men of Arthedain have always borne the brunt 
of Angmar's assaults, and continue to withstand the Nazgul­
lord's legions for another three centuries, until their realm 
perishes along with its nemesis in the conflagration of the Third 
Northern War in T.A. 1975. Between then and now, Arthedain 
is the securest and most accessible sanctuary or point of departure 
for the traveler in Forodwaith. 

The capital of Arthedain (and its only true city) is Fornost, 
which stands at the base of the North Downs, some forty leagues 
south of the Rammas Forod. Here an adventurer may obtain any 
supplies he or she might possibly require for a journey into the 
Northern Waste. Fornost also provides a fairly reliable market 
for the sale of goods won in the far North-whalebone, ivory 
tusk, animal pelts and so on. At the opposite end of the North 
Downs stands the border-fortress of Aradhras. Though the 
business of its folk lies in war rather than hospitality, friendly 
travelers can usually avail themselves of the citadel's walls while 
in transit across the frontier. 

Five geographical regions define Arthedain's northern fron­
tier: to the northwest, the T alath Muil; to the north, the Hills of 
E vendim and Rammas Forod; to the northeast, the Endless Plain 
and No-man' s Lands facing Angmar. In general, the Arthadanian 
frontier is a large area oflightly populated, unspoiled wilderness. 
However, its proximity to Angmar does not make for a pleasant 
or secure countryside, and the wilderness sometimes crawls with 
the Witch-king's unfriendly minions. See also entries for 
ARADHRAS, DOL GORMAEN, NO-MAN'S LANDS, 
NUMERIADOR,RAMMASFOROD,andTALATHMUIL. 

BAY OF CRACKING ICE 
See entry for HUB HELCHARAES. 

BAY OF DESOLATION 
See entry for HUB LOST AS. 

BAY OF FOROCHEL 
See entry for HUB FOROCHEL. 

BEAR LAKE 
See entry for KARHU JAR VI 

BERG CRADLE BAY 
See entry for CAEW-I-CHELDOLATH 

BERNASTATH 
See entry for TYHJA KARHUNT ALO. 

BLEAK MOUNTAINS 
Sec entry for ERED MUlL. 

BLUE MOUNTAINS 
See entry for ERED LUIN. 



CAEW -I-CHELDOLATH 
(5. "Berg Cradle [Bay)") 

Berg Cradle is the largest of the three principal bays that 
punctuate the Cape of Forochel. Sheltered between the 
Minhcldolath and Rast Losnaeth promontories, the bay is haven 
to innumerable icebergs, some of them delved by the 
Merimetsastajat. The Berg Cradle is further sub-divided into 
three smaller bays. The westward arm of Berg Cradle is named 
T alven Satama, the Winter Harbor. In that season, the north­
ward current of Belegaer drives into the Bay ofForochel, forcing 
the ice into this wide channel; in summer, the current is less 
strong, sweeping across the mouth of the bay and drawing the 
icebergs out of the lesser inlets to open water. The crumbling 
foothills of the Ered Rhivamar descend in ever lowering heights 
to the northern shores of the bay. The western shores are little 
more than boulder-strewn cliffs that eventually merge with the 
even lower hills of the Minheldolath. 

The great central arm of Berg Cradle Bay is a deep, narrow 
channel called Pitkavesi, the Longwater, which reaches north­
ward almost to Evermist. Pitkavesi is home to some of the oldest 
berg-dclvings of the Merimetsastajat. Once a berg is forced into 
the narrow channel, it often becomes grounded in one of the 
shallower inlets along the eastern shores of the Pitkavesi. There 
the berg remains until an unusually high tide lifts it to resume its 
endless journey. The summer current of Belegaer is too weak to 
draw these bergs out of the narrow-mouthed channel, so it is 
primarily the early gales of autumn, before the bay freezes over, 
that force them out of the Pitkavesi and into the main gulf of the 
Berg Cradle. 

The shores of the Longwater arc less rocky and more wooded 
than those of the rest of the bay. Stands and forests of hardy 
spruce or pine cover the great strip ofland dividing the Pitkavesi 
from the T alven Satama. The northern end of the Longwater, 
nearest to the Elven sanctuary ofEvermist, is heavily forested. To 
the cast, this forest gradually gives way to the open Fire Tundra. 
The shores of the Pitkavesi arc less rocky than those of the T alven 
Satama; but save for the far northern end, they are steep and 
difficult for those who travel by boat. 

The easternmost ann of Berg Cradle Bay is called Hub 
Rochdol, Horsehead Bay, by the Elves of Evermist, because of 
the distinctive shape of its shoreline. The Jaamiehet and 
Merimetsastajat, who have no experience with such animals, 
name it V cnemiehen Satama, Boatman's Harbor. The bay offers 
excellent harborage for whaling vessels where its eastern shore 
(that portion which would be the horse's nose and mouth) 
provides a wide, pebbly beach and shallow water where boats arc 
easily launched or landed. While subject to ice-floes and smaller 
bergs, V cnemiehen Satama is too shallow in depth for the great 
bergs in which the Merimetsastajat live. 

From summer to winter, Berg Cradle Bay is a study in 
contrasts. The warming of the weather in spring brings seals and 
walrus teeming to its shores. Great flocks of gulls and terns wheel 
and sweep above its emerald-green waters, bringing its shores to 
life with the nesting grounds and rookeries of the migrating birds. 
Eagles, falcons and hawks all prey upon these massive, shoreline 
flocks. By early summer, the bay is full of several types of whales, 
primarily the great humpback, but smaller species such as pilot, 
narwhal and killer whale all come to feed and breed in these 
northern waters. Summer also brings the snow bears to hunt seal 
and search for mates. 

The cooler autumn weather brings a dramatic change to the 
Berg Cradle. The numbers of birds lessens noticeably, and the 
once-crowded nesting areas are abandoned, parents and young 
alike having gone south. Whales, so numerous in the summer 
months, also begin their long voyage southwards to warmer 
waters off the coasts of Haradwaith, where they calf and raise 
their young. The seals, on the other hand, have yet to make their 
journey; and so long as they stay, so too do the killer whales. In 
winter, the bay freezes and the ice stretches from the middle of 
Rast Losnaeth to the midsection of Minheldolath. The frozen 
berg-delvings of the Merimetsastajat then become immobile. 
Save for the stray snow bear or dragon, the ice-sheet is virtually 
deserted. 

Among the many Merimetsastaja delvings that wander the 
waters of Berg Cradle Bay, the greatest are Merikyla, Talven 
Muurit and Pohjoinen Tahti. The first two can usually be found 
in T alven Satama during winter and near the eastern coasts of 
Minhcldolath during summer, with MerikyIa maintaining a 
position somewhat north of Tal v en Muurit; both are accompa­
nied by three minor bergs. T alven Muurit had a fourth satellite, 
but during a summer squall it was swept far out into the Bay of 
Forochel, borne away upon a wild current into unknown Belegaer. 
Through great effort, most of the people of this delving were 
saved, but a good deal of food-stores and belongings were lost. 
Pohjoinen Tahti, on the other hand, remains an almost perma­
nent fixture in the northern waters of the Pitkavesi. The berg has 
no satellites and remains one of the oldest, continuously occu­
pied delvings of the Merimetsastajat. 

CANADRAS 
(5. "Four -horn ") 

At the tip of the peninsula dividing the Bay of Desolation from 
the Forsaken Sea stands a great promontory which bears nu uther 
name than that of its sole, dread occupant. The icc-drake 
Canadras lairs in a cavern whose innards were shaped by the 
Snow-elves in the distant past. Some say that this was once the 
palace of K'clektor himself, before the Snow-elves journeyed 
north to found Helloth, and that it contains works of beauty 
beyond compare. Whatever the truth of such tales, the Lossidil 
abandoned the dwelling long before Canadras came upon it. 
Many of its splendid ice sculptures remain intact in spite of the 
incidental damage they have suffered from the dragon's comings 
and goings (Canadras has little eye for art.), though only in the 
most distant and unexplored recesses of the caverns do the 
sculptures and frescoes of the Lossidil retain their pristine 
splendor. The entrance to Canadras' lair opens onto a cliff-face 
overlooking Ekkaia, some sixty feet above the waves. A rock-cut 
path once wound its way down the cliff from above, but Canadras 
has managed to tear sections of it away so as to discourage 
uninvited guests. 

CAPE OF FOROCHEL 
Sec entry for HOB FOROCHEL. 
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Rift oj the 
Undmlups 

CARNDOM 
(5. ((Red Vale') 

Nestled between two great spurs of the northwesternmost peak 
of the Ephel Angmar, the valley of Cam Dum cradles the Witch­
king's mightiest stronghold. The site of an ancient Dwarven mine, 
Durin's folk gave this sheltered dale its name because the hue of 
its rock reminded them ofCaradhras, the Redhorn that towered 
above their own ancestral delving in the southern Misty Moun­
tains. The Witch-king drove these Dwarves from Cam Dum at the 
head of an Orc-host in T.A. 1276, the year of his arrival in the 
North, and claimed the mountain as his own. Soon thereafter, the 
Nazgul-lord gathered all his servants to begin the arduous task of 
building his vast fortress-city, an immense labor which was 
scarcely complete a quarter of a century later when the Witch-king 
declared open war upon the successor-states of Arnor. 

In T.A. 1640, Carn DUm supports a combined Mannish and 
Orkish population of five thousand-by far the largest settle­
ment bordering the Northern Waste, and certainly housing the 
largest standing military force in all of northern Eriador. The 
town that lies within its walls has the semblance of a sprawling 
military encampment, possessing most of the amenities of urban 
life (albeit in rather stark fashion and often in limited supply). Its 
inhabitants form an unpleasant mix of several mercenary cul­
tures, and their resulting demeanor tends towards violence and 
rowdiness. Caravans often visit Carn Dum from lands as near as 
Rhudaur or as distant as Rhovanion, so that the locals are used 
to having strangers in their midst. However, to gain access to the 
town one must first pass the great gate; none save openly declared 
allies of the Witch-king are given entry, and unauthorized 
visitors who are discovered rarely escape alive. 

CIRITH-I-NUDEVYN 
(5. ((Rifts of the Underdeeps;" La. 5isiiiinkiiytiivii Alateihin) 

In the far northern reaches of the Fire Tundra, at the feet of 
the Ered Rhivamar and near the Stairs to Hell, stretch the Cirith­
i-Nudevyn. They can be seen from a 
great distance, even from the flat plain, as 
two snow-filled ravines-long, wide and 
deep, running northwest to southeast 
like scars across the landscape. The rifts 
are testimony to a cataclysmic collapse in 
the Underdeeps in ages past. The 
Jaamiehet give them a berth of many 
miles when passing by, speaking in hushed 
whispers of dreadful beasts that are wont 
to issue forth from the rifts to stalk the 
lands of Men. 

At the head of the twin ravines stand 
the ruins ofMornost, an ancient strong-
hold of Morgoth's realm. It is believed 
that the destruction of that citadel in the 
War of Wrath was responsible for the 
collapse of the Underdeeps in this part 
ofForodwaith. In truth, the sunken clefts 
encompass but two branches of the same 
great subterranean way, separated by a 
mile-wide wall of uncollapsed ground. 
Some say that this intervening bridge of 
earth is upheld by mammoth arches and 
supports in the Underdeeps below. As 
no one has ever been willing to descend 
into the depths, this guess remains un-
challenged. 
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The ice and debris that now fill the ravines belie their actual 
depth. The northern rift (the one nearest the Stairs to Hell) is the 
less difficult to explore. Its rooffell cleanly and did not topple the 
walls with it. Descending to a depth of nearly a thousand feet, its 
connection to the Underdeeps lies buried beneath another five 
hundred feet of snow and frozen rubble. The southern ravine, of 
equal depth, is choked with rock and boulders, and poses greater 
difficulty to penetration, as the fallen stones are unsteady and 
may shift unexpectedly under the weight of an explorer. The 
floor of this rift is also filled with snow and ice, and both ends 
are heavily clogged with rubble and debris. It would require a 
major excavation of several months to open either end of this 
ravme. 

GM Note: When exploring this portion of the Cirith-i-Nudevyn, 
adventurers must make an Extremely Hard (-30) Moving maneuver 
every hour they are in the cleft. Failure indicates the debris has shifted and 
the individual takes a ((D" (+ 10) Crush critical from the massive 
boulJers collapsing all around. 

The Underdeeps that lie beneath Forodwaith are all but 
unknown to the Ystavat Talven who dwell above them. This 
blissful ignorance is primarily a result of the cold weather of the 
region. The vile and loathsome creatures dwelling in the (com­
paratively) warmer, moist underground labyrinth of the 
Underdeeps are never exposed to the chill wind or sunlit glare of 
a snowfield. When such creatures do manage to venture forth 
from their dark domain, they find the cold world ofForochel too 
inhospitable and quickly return to the depths of Middle-earth. 

DOL GORMAEN 
(5. ((Cormaen's Hill') 

The hill-fort of Dol Gormaen was founded by its namesake as 
a frontier citadel of Arthedain in T.A. 1325, soon after the fall 
of neighboring Minas Eldanaryaron to Angmar. Less than a 
century later, Dol Gormaen itself fell to the Witch-king's hosts 

during the Second Northern War of 
Fir< Tundra T.A. 1409. Since Dol Gormaen's 

Passage of the 
Undrrdtrps 

Fallen rubble 

occupation by Angmarcan Orcs, the 
Witch-king has used the fortress pri­
marily as a spearhead for minor (and, 
occasionally, major) forays against 
Arthedain. During the interim, the 
stronghold is greatly under-garri­
soned, housing only ISO Orcs with a 
contingent of 20 wolf-riders. Conse­
quently, these Orcs are likely to let 
things "get by them." While on long 
scouting expeditions, rangers from 
Arthedain regularly steal food from 
the citadel's stores; but the eyes of 
Dol Gormaen are always vigilant, and 
those who do not take that vigilance 
seriously may learn of their peril 
overlate. 



A large and rambling citadel, Dol Gormaen was constructed in 
typical Arthadanian fashion, being octagonally shaped with a 
tower at each angle. It possesses a larger stable than most such 
fortresses, and in Arrha-danian hands it held 175 cavalry with 
another 25 mounted messengers, officers and scouts. These 
troops were augmented by 600 footmen with another 200 
guards, cooks, grooms and other lackeys who could be armed and 
mobilized at a day's notice. 

DORBENDOR 
(5. "Landless Land;" La. Maatta Maa) 

Dor Bendor comprises the unmelting ice that crowns the arctic 
pole of Arda' s globe. Its expanse is vast and unexplored. Of all the 
Free Peoples, the Snow-elves alone are said to have trodden its 
pathless wastes. There, indeed, at the summit of the world stands 
their fabled ice-city of Helloth, though to mortal knowledge it 
is little more than a rumor and a legend. 

In spite of the unfathomable mystery that shrouds it, Dor 
Bendor is, in reality, the youngest of all Arda's regions-younger 
even than Forodwaith itself; for that land was shaped while the 
world was still flat, but it was the Downfall ofNumenor (more 
than three thousand years after the War ofW rath) that led to the 
creation of the Landless Land. In the drowning ofNumenor, Eru 
lIuvatar changed the very shape of the world, bending the seas so 
that Arda became globed amid the stars. This cataclysm trans­
formed the uttermost climes of Ekkaia, the Encircling Sea, 
hardening the Helcaraxc, the Grinding Ice of the Ancient World, 
into an immovable mass. For much of the year, the southern 
boundary of Dor Bendor lies from two to fifty miles off the 
northern coasts of Forochcl, affording a narrow channel for 
seaborne vessels; during winter, the Landless Land extends its icy 
fingers southward, forming a seamless bridge with the extremi­
ties of Forodwaith. 

Frigid, barren and dry, Dor Bendor is a region of violent gales 
but little precipitation. In winter, the howling spirits of wind 
blow icc-crystals across the wastes as the sands of a great desert, 
raising mounds of ice and snow and sculpting them into fantastic 
shapes and designs. Storms born amid these tempests immedi­
ately wheel away southward to unleash their fury upon Forodwaith 
and lands further south. Only in high summer, when opposing 
winds from the South are strong enough to contest the north 
wind's dominion, do storms linger here, exhuming their snow 
across the endless winterscape; but such events are as ephemeral 
as they are infrequent, and swiftly dissipate in the face of Dor 
Bendor's might. 

Travel in this icy wasteland is dangerous in the extreme. The 
often changeless terrain, coupled with repeated blights of oifain, 
can easily rob a traveler of all sense of direction, leaving the 
hapless wanderer lost in an unending white nightmare. Fissures 
of cracked and split ice frequently interpose themselves in the line 
of travel. Some of these are but shallow ditches causing the 
wanderer to stumble; others are vast, deefl crevasses wherein 
sleds, sled-dogs and an entire party can disappear without a trace. 
Many such deep ravines are the lairs of icc-drakes, creatures that 
revel in the cold and tread fearlessly upon the icc. 

GM Note: Traveling in the desired direction requires a Light (+ 1 0) 
or, in the event of snowfall or blizzard, a Hard (-10) Tracking 
maneuver. 

EIMIssA 
(La. "Nowhere") 

Ei Missa is an ancient Beadmaker ruin on Whalebone Isle. The 
Merimetsastajat called the site "Nowhere" because the path 
leading to it finds its end upon a westward-facing cape of the 
island, stretching out into the featureless expanse of Belegaer. 
Situated along the island's northern shore, this low-lying, grassy 
promontory makes for poor harborage, due to a large number of 
inconvenient boulders and jagged rocks; but the Merimetsastajat 
use the place as an encampment because of its proximity to the 
island's seal-hunting grounds. 

The path to Ei Missa actually marks the remnants of an old 
Beadmaker road, linking the ruins of the cape to those of nearby 
Itamuurit; but the stones of the road end suddenly several yards 
short ofEi Missa, and a knowledgeable guide is required to point 
out the ruins. These ruins were first revealed in a violent squall, 
which eroded the soil hiding the remains of a fallen wall, but the 
village itself remains buried beneath the turf. 

Excavation would reveal only a few Beadmaker kilns and a 
large number of broken, time-ravaged figurines. These miniature 
statuettes represent whales, sea-birds, seals and other animals, 
and turn up occasionally on the cape after a storm. They are 
considered "lucky" by the Merimetsastajat, and so are coveted 
for the good fortune they reputably bring. In truth, the trinkets 
are no more than they appear, and possess no magical properties. 
They are the remnant of a thriving Beadmaker religious center 
that existed on Whalebone Isle prior to the coming of the 
Numenoreans. 

EITHEL MORGOTH 
(5. "Morgoth's Wei!') 

This natural volcanic basin upon the Fire Tundra was fortified 
and reshaped in the Elder Days to serve as an outlying forge and 
armory of Angband. Here, fell weapons of power and destruction 
were devised for the doom of Elf and Man. The upper fortifica­
tions of the Well were destroyed and swept away in the War of 
Wrath; yet the great, seething caldera of Morgoth's fiery forge 
remained, malevolently bubbling, open to the sky above. Impris­
oned here is the Balrog Durlach, an evil spirit of fire, cursed to 
remain bound to a lake of molten rock. Here also are many pits, 
tunnels and deeply-delved chambers whose secret, winding ways 
connect the fiery lake to the Underdeeps. 

After Morgoth's expulsion from the world, the Well was 
forgotten, becoming no more than an arcane notation on ancient 
maps and a convenient landmark for travelers on the Fire 
Tundra. On calm and clear days, the column of smoke rising 
from the crater can be seen for nearly a hundred miles in any 
direction. On rainless or snowless nights, the red-orange glow of 
the Well visibly reflects off the low-hanging clouds for half that 
distance, its light wavering and flickering in garish display. The 
Jaamiehet call this effect Verinen T aivas, the Bloody Sky, and 
both the rising daytime smoke and the nightly glow make 
convenient beacons and markers for those wandering between 
the Bleak Mountains and the Ered Rhivamar. 

The tear-drop shaped rim of the Well is nearly forty miles in 
diameter from cast to west, and fifty miles in length from its 
rounded, northern terminus to the narrow defile marking its 
southern boundary. From its upper rim to the lake of lava at its 
floor, the basin is a mile in depth. The descent is not, however, 
a sheer drop. The caldera descends in a terraced fashion, each of 
its cleven broad tiers leading down to the next. The view from the 
rim is awe-inspiring, as the descent follows a line through the 
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barren, rubble-strewn steps of the outer rim and grey, lichen­
covered stone fields to the precarious vegetation of the" green 
circles," poised between the killing extremes of heat and cold. 
Then, abruptly, the eye, wandering beyond this green halo oflife, 
beholds blasted black scoria and garish red vapors; finally, at the 
last, it alights upon the fiery heart ofDuriach's prison, alive with 
the hellish glare of his burning lake. 

Vile and poisonous fumes issue constantly from the lake, 
drifting slowly upward until they are caught by the winds off the 
Fire Tundra and driven southward. Any descent into the caldera 
must therefore be from the northern, rounded side of the crater; 
otherwise, those attempting the climb are soon overwhelmed by 
the noxious vapors of the Well. 

See Section 12.4 for the detailed layout of Morgoth's Well. 

EKKAIA 
(Q. ((Encircling Sea') 

Beneath the unmoving ice of the Landless Land lie the ancient 
waters of Ekkaia, the primordial Encircling Sea that has encom­
passed Middle-earth since the creation of the world. Bejeweled 
with glistening icebergs, its calm, southern reaches wash the 
shores of Forodwaith open to the sky. Whales traverse its 
fathomless, green-blue waters in great numbers; yet only the 
bravest Cardolanian whalers dare to hazard the dangerous pas­
sage through the churning western capes of the Forochel to 
pursue the hunt. Here, winter brings thick icc-floes, and any ship 
caught in these waters after early Narbcleth or before the last days 
of N arui risks the peril of being crushed. Because of Ekkaia's 
strong currents, the ice never forms a continuous sheet, nor does 
it bridge the leagues between Middle-earth and the Landless 
Land year-round. 

The icegull is rarely seen upon the Encircling Sea, but its 
haunting cry can be heard now and again ncar Ekkaia's shores. 
Hardy fur seals frolic among the ice-floes and gorge themselves 
on the abundant cod found in these waters. The seals arc 
themselves hunted by snow bears who wander the shores and 
floes of Ekkaia, and both are hunted by the legendary demon 
whale of the northern waters. The Snow-elves have long sought 
to destroy these ancient horrors, which they name raukp'ent(sing. 
raukp'ant), but they have either avoided or won such battles as have 
been waged against them. The beasts normally hunt seal, but 
equally consider bears, Men and Elves as prey, and would smash 
through thick ice to gain such morsels. 

EMYN NIMBRITH 
(5. "White Rubble Hills') 

The Emyn Nimbrith comprise the shattered remnants of the 
Iron Mountains, filling the wide, north-south expanse dividing 
Forodwaith from Eriador. The hills are rough and rugged, 
marked neither by road nor trail. In summer, greenery sprouts 
from various cracks and crevices, and on the sunny hilltops coarse 
grass grows in short, scraggly patches. There is not enough 
vegetation to change the bleak color of the hills or to attract herd 
animals in any numbers, but the Emyn Nimbrith are a natural 
habitat for rats, mice, snow hares and the small predators that 
hunt them. Snow hares survive the harsh winters by making their 
burrows and warrens deep beneath the cracked and crumbling 
stone of the hills. In the warm weather months, the hills become 
a refuge for Angmarean spies or for bandits driven from the 
South. For this reason, the Lumimiehet avoid venturing very far 
into the hills, hunting only along their outer edges. 

On clear days, the highest ridges of these hills offer several 
vantage points. To the northwest, the sun's sparkling reflection 
can be seen playing upon the Bay of Cracking Ice, while south­
westwards the Wash Tundra announces its location with a 
shimmer of green and tiny glints of water. Turning north and 
east, the vast Herd Tundra disappears into the infinity of haze 
and distance. To the southeast, the grim, glowering peaks of 
Angmar can be discerned. When conditions are right, a hint of 
haze at the base of the westernmost peaks of Angmar betrays the 
location of Carn Dum. 

The winter snows turn the hills truly white and, at that time 
of year, the smaller mammals and reptiles hibernate, and preda­
tors move south in search of food. In winter, the hills are usually 
devoid of Man or Orc. However, in spring it is not uncommon 
for Lumimies hunting parties to find the lifeless, frozen bodies 
of Angmarean deserters or bandits, tucked away in some shel­
tered hollow. 

Beneath the Emyn Nimbrith lie the remnants ofThaurung, a 
giant dragon that perished in the War of Wrath, buried in the 
destruction of the Iron Mountains. Most ofThaurung's remains 
are buried deep, but occasionally the erosive forces of rain and 
wind reveal a glint of dragonbone. Deep within the hills there 
appears a shallow cave with an almost perfectly round entrance. 
The entrance is actually the right eye-socket ofThaurung's skull. 

The skull forms the bulk of a small hill, slightly tilted so that 
the right eye looks up at a 45° angle while the left remains buried. 
The eye-socket measures some twenty Mannish strides. It is 
difficult to traverse its interior, as the floor dips away suddenly 
from the entrance, following the curvature of the skull. The floor 
is covered with splintered bits of bone, rock and soil that have 
washed in over the years. It also contains the skeletons of two 
deserters from the Witch-king's armies. Portions of their arms 
and legs are missing, and the bones have a well-gnawed look 
about them. Their leather armor and coin purses have all but 
vanished. 

The cave is extant with a putrid aroma: the foul musk of death 
shrews. The creatures skitter and rustle about every corner of 
Thaurung's cavernous hollow, feeding upon rabbits, rats and 
other vermin. The voracious little beasts are likely to attack the 
exposed skin of any larger creatures who may enter the skull, 
regardless of the odds. The Lumimichet call the cave Sinikaden 
Kuoleman Reika, Hole of the Blue-handed Death, because of the 
deadly disease transmitted through the fangs of a death shrew, 
and regard it as one more reason to avoid the hills. 

GM Note: Anyone entering the eye-socket must make a 3rd level RR 
or be overcome with nausea at the stench and be forced to leave. If the 
ground near the skeletons is searched, it becomes obvious why the two 
deserted. A loose collection 0/ 200 gp lies near one skeleton. (The shrews 
have eaten the leather pouch that once held the COins) Near the other 
skeleton lies a + 20 OB broadsword that delivers a ((e" (+0) Electricity 

criticalfor every other succesiful strike. As no nomlal Angmarean soldier 
would have such a weapon or so great amount 0/ money, the two were 

plainly thieves, who escaped only to die in Thaurung's shrew-irifested 
skull. 

ENCIRCLING SEA 
See entry for EKKAIA. 



EPHEL ANGMAR 
(5. ((Outer Fence if Angmar') 

Arthadanian maps refer to the twin arms of the Misty Moun­
tams that enclose Angmar's plateau as the Ephel Angmar. In the 
local pidgin Westron spoken by most of the Angmarrim, the 
northern arm is known as the Forjarsh, while the southern arm 
bears the name ofHarjarsh. Dwarves of Durin' s folk mined these 
mountains for centuries and millennia before the Witch-king's 
coming, situated as they were so near to Mount Gundabad, the 
ancient birthplace and heartland of their people. Orcs, Trolls and 
dragons have since occupied most of these mines, while the rest 
lie abandoned. 

The Forjarsh (or Fornephel) range borders T alath Uichel, and 
its northern faces are punctuated at several points by glaciers 
whose waters swell the River Lhuchir on its journey through the 
Herd Tundra to the Bay of Cracking Ice. While they shield 
Angmar from the icy blasts coming out of Forodwaith, the 
northern faces of the Forjarsh are subject to the colder weather 
ofTalath Uichel. For this reason, their slopes are less thickly clad 
m pme, fir and spruce than their shielded, southern faces. 

Some of the more sheltered northward-facing vales of the 
Forjarsh serve as summer lodgings for the Witch-king's Sled­
warnors. These Urdic tribesmen camp in groups of about a 
hundred (the normal size of a mobilized warband), and spend the 
snow-free months ranging the mountain valleys for game and 
prepanng their sleds for the coming of winter. Though the Urdor 
are congenial enough towards their own kind, they regard all 
others (save for the Witch-king's servants) with open hostility, 

so that it is unlikely that 
wanderers on the T alath 
Uichel would find food or 
sanctuary in the Forjarsh. 

ERED LUIN 
(5. ((Blue Mountains;" La. 

Metsiimaa) 
The northernmost peaks 

of the Blue Mountains do 
not reach as high as their 
southern brethren. The 
mountains are composed 
primarily of granite (which 
gives them their character­
istic color), with veins of 
iron ore, silver, and small 
deposits of gold. The tall­
est of the peaks is Lossendil, 
towering near the southern 
tip of the range. The moun­
tain is some 7,400' high 
and is easily marked. Few 
others in this northern chain 
stand above 6,000'. 

In the far north of the 
range, the peaks are cloaked 
with snow year-round. 
Here, climbing is an ex­
tremely perilous endeavor. 
The unmelted ice and snow 
of countless winters is sud­
den death for those who 
attempt the crags and es-

. carpments without proper 
equipment and preparation. The unsteady grip of a cold-numbed 
hand or a small slip of a foot can mean a very long fall. The 
abundance of snow means the danger of an avalanche is ever 
present. Piling high in winter or loosing its grip in the spring 
thaw, the snow comes tumbling unexpectedly down the mountain­
side. The echoing boom of tons of ice and snow cascading down 
the slopes of one mountain may set a neighboring avalanche in 
motion. Climbers have reported hearing the approach of a distant 
roar like rolling thunder, only to behold avalanche upon ava­
lanche pursuing them. 

The western slopes of the mountains overlooking the Bay of 
Forochel are densely forested with oak and ash; higher up, these 
deCiduous woodlands blend into thick stands of cedar, fir and 
spruce, contributing to the distinctive hue of the mountains. Due 
to the extreme cold, the treeline gives way at about 5,500'. The 
eastern mountainsides overlook the Wash Tundra and the vale 
of the. Lhun. Here it is rockier and less forested, with great crags 
and hidden, unexplored little valleys. 

The mountains struggle alongside the bay, descending in 
elevatIOn as they run northward. As the range reaches its end, it 
is little more than a string of barren, ice-covered tors. As winter 
deepens, snow storms slowly cover the mountain heights, and 
frozen rains lash the slopes from the high forests to the lower 
valleys. In early spring, the snow ceases, and warmer rains begin 
to fall, the lands facmg the coast warming much quicker than 
those east of the mountains. As the summer approaches, the rains 
slacken, and the mountains erupt in a splendor of green and 
wildflower. 
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In winter, the Blue Mountains are virtually empty of people 
save for a rare party of Elves from Forlindon, or an even rarer 
party of Dwarves searching the slopes for a likely spot to mine. 
Early winter is a dangerous time of year to be on the mountains. 
The slopes receive copious amounts of rainfall, as the winter gales 
coming down from the North meet the moderating air blowing 
in from thc sca. The weather becomes wild and unprcdictable, 
with mild snowstorms suddenly turning to drenching rain, or 
cold (but bearable) rain exploding into a blinding snow squall. 
The pleasant, warm wind from the sea can turn without warning 
into an icy northern blast, and a rockface with solid foot and 
handholds can become wet, slick and treacherous. 

GM Note: AI/Sky-watching maneuvers to predict the winter weather 

in the Ered Luin stiffer a-50. 

Lumimies hunters from the Wash Tundra camp in the Blue 
Mountains in summer and early autumn. This is an idyllic time 
for the Snowmen, as the weather is warm and balmy without cver 
getting truly hot. The mountains provide a wide variety of game, 
and the hunters can even practice their surf-fishing along the 
coast. However, the time of wildflower beauty is brief; as mid­
Narbcleth approaches, the colder rains begin anew, and the 
Lumimiehet rcturn to the Wash Tundra where life is harder but 
the weather more predictable. 

There are persistent rumors of ancient Dwarven mines and 
outposts beneath the mountains. However, there is only one 
Dwarven community in the northernmost Blue Mountains, 
Ringrond. A mining town, the Dwarves ofRingrond busily work 
a small vein of silver. If the mincrs know of any treasures, wonders 
or ruins awaiting discovery beneath the mountains, they do not 
speak of them. 

EREDMUlL 
(5. "Bleak Mountains;" La. Kuolleet Vuoret) 

The Bleak Mountains divide the Cape of Forochel from 
T alath Uichd in a dark granite wall of majestic yct terrible spires. 
From a distance, the Ered Muil appear much like their friendlier 
cousins in Lindon-blue and serene. Yet the vision turns sour as 
the traveler draws ncar; the blue fades into grey, and the outlines 
of sharp, barren ridges take shape. In truth, the Bleak Mountains 
arc not as utterly lifeless as their name might suggest-any 
number of lichens, algae and mosses cling to their rocks-but 
neither bird nor beast makes its home among these dread peaks, 
and no forest hedges their slopes. The foothills and lower slopes 
house the lairs of Trolls and Orcs. Though the climate is right, 
the lack of available prey dissuades most dragons from making 
a home of this frigid range. 

The lower slopes of the Ered Muil hold another danger. 
Without soil or significant plant-life, the rain and snow-melt of 
spring and summer rushes down the mountainsides in wild 
torrents. Wanderers who do not take care to avoid the ravines 
and valleys subject to these sudden floods risk being swept away 
into raging waters. Above 5,000', the mountains are lifeless and 
frozcn in winter and summer. Spirits of wind howl incessantly 
amid these heights, and climbers must securely brace themselves 
against their malice. 

Thc Blcak Mountains arc Orc-infested north of T orogmar, 
espccially in that portion of the range which faces the Forsaken 
Sea. These Orcs eke out a meagcr existence, subsisting for the 
most part by hunting seals, fish and whales along the shores of the 
Forsaken Sea. They also raid the villagcs of the Lumimiehet to 
thcir east, wandering into thc Lakeland in spring and summcr, 

and seizing what animals and plunder they find. For endless 
generations, inter-tribal warfare has kept the Orcs in check; but 
of late the fratricide has abated, and a strong leader, Agog, has 
arisen. This would-be monarch has established a tribal council to 
settle disputes and reduce vendettas to (for Orcs) acceptable 
levels of bloodshed. It is unknown whether these developments 
reflect some scheme of the Witch-king's, but whatever its 
impetus, the iron rule of Agog has rendered the Orcs of the Bleak 
Mountains more organized and therefore more dangerous to the 
folk of Forodwaith. 

The Orcs maintain an uneasy coexistence with the dragon 
Canadras, who occupies the peninsula at the mouth of the 
Forsaken Sea, just to the east of the Bleak Mountains. Of old, the 
Orc-chieftains of the Ered Muil would acknowledge the dragon's 
lordship of this region by delivering up prisoners to him as 
victims. Now, with Agog's rise to supremacy, this practice has 
ceased. The two powers have not yet become truly adversarial 
but, with the growing strength of the Orc-king, the matter is not 
likely to end peaceably. For the time being, the two sides watch 
and wait. Any travelers captured by the Orcs are invariably 
accused of being spies and henchmen of Canadras. 

ERED RHiv AMAR 
(5. "Edge if the World Mountains;" La. Kaunisillan Vuoret) 

The Ered Rhivamar march like a great wall from Ekkaia in the 
north to almost the very shores of Spouting Bay in the south. The 
mountain range is not high, but this far north it remains snow­
capped year-round. The very northern sections of the range 
comprise rocky crags and bare cliffs. Sheltered valleys on the 
southern side of these mountains contain small stands of stunted 
fir and pinc. These act as oases in a desert of rock, icc and snow. 
South, past the Stairs to Hell, the range becomes more temperate 
and fertile. The valleys here are well forested with conifers, such 
as fir, spruce and pine. 

A particularly dangerous part of the Ered Rhivamar is the cold 
and uninviting spur of Ered Umarth, the Mountains of Ill-fate. 
Populated by ice-drakes and Snow Trolls, the cold, ice-covered 
peaks frown down upon the warm, steaming valley of Evcrmist. 
The mountains are a trackless, pathless jumble of weathered, 
slick stones covered in moss and lichen. There arc occasional 
sheltered valleys wherein grass and shrubs may grow, but these are 
fcw and difficult to reach. 

The spring thaw brings many small streams and rivulets 
rushing down to the valleys, and along these grow many types of 
berries, herbs and other cdible plants. The forests are home to 
many types of bears, including thc black, cave and snow families. 
Black mink and blue otters hunt and play along these little 
streams. There is an abundance of small forest deer and reputedly 
small pockets of the rare white hart. The hart is held sacred by 
the Jaamiehet, and anyone harming such a creature would 
certainly be held accountable by them. The lower southern 
valleys are home to small, wild mountain boars, while higher up, 
the dauntless bighorn sheep grace the highlands. Wolves of all 
types roam the mountains-from the common timber wolf to 
dire, grey or even the great white wolf. 

Reclusive Icc Giants share the peaks, valleys and foothills of 
the Ered Rhivamar with some of the more sinister crcatures of 
Morgoth. Ice-drakes lair in many inaccessible crags of the 
northern face of the range, while their evil cousins, the cold­
drakes, dominate the southern peaks. Orcs and Trolls infcst 
many subterranean warrens throughout the entire range, and 
wargs contest kills and hunting territory with their less wicked 
brcthren. 



Several glaciers wind their way out of the Ered Rhivamar. Thc 
most promincnt of thesc cascades over the southernmost ridge 
into Spouting Bay. Rcaching thc sca, thc glacier thcrc begins to 
crack and splinter into thc mountainous chunks of icc used by thc 
Mcrimetsastajat for thcir dclvings. Thc Y stavat T alven call 
glacicrs jaatikat, rivcrs of icc. 

EREDUMARTH 
See entry for ERED RHIV AMAR. 

EVERDALF 
(5. "Herd Tundra;" La. Hyviimetsiistyksen Maa) 

Thc Hcrd Tundra is a flat and open plain covcred in spring 
and summer with bogs, mosquitoes, thick grass, sedge and lichen. 
It lies between the Emyn Nimbrith and the Fen Tundra, and is 
bound on the west by the shores of Sheltered Bay and the Bay of 
Cracking Icc. During the green season, herds of elk and reindeer 
bcgin migrating across itJrom south and east to north. They arc 
joined on the open ground by deer and wild sheep from the 
Eriadorian borderlands. The plain sometimes seems blanketcd 
with the wandering animals feasting on the tundra grass. 

The migratory herds also travel as far north as the Forsaken Sea 
and as far west as the Fire Tundra. The gathering of herds also 
means a gathering of predators. Wolf packs are especially 
numcrous. While most of the Everdalf is too far south for white 
wolvcs, their cousins of the dire and grcy varieties gather on thc 
banks of both the Everhir and the Lhuchir from early spring to 
late autumn. Deadly warg-packs from Angmar trouble T alath 
Uichel and thc Herd Tundra ycar-round. The birds migrate into 
southern lands in early winter. Some of the herds disperse into the 
forests of Lakeland. Others move south to sheltcr in thc Emyn 
Nimbrith, thc Wash Tundra and thc Eriadorian highlands. 
Wherevcr thc grazers seek shelter from the cold, thc wolvcs 
follow. 

The ycar's first frost transforms the Herd Tundra into a sca of 
brown grass and hay. Fire can be a problcm at this time of year, 
as thc dry grass burns easily and is often sct ablaze by untended 
camp-fires, lightning from passing storms or random acts of 
Orkish arson. Such blazcs arc capable of devastating miles of 
terrain beforc dying out, and arc difficult to outrun when the 
wind is high. Only in late autumn do the heavy frosts and first 
winter storms eliminate the danger. At this timc, the large animals 
havc hidden themselves or fled south, and the rivers bcgin to icc 
over. Hunting and fishing bccome more difficult; the Lossoth 
must often rely on snow hares and other, smaller rcsidents of the 
tundra to fill the stewpot. Winter brings a majestic desolation to 
the plain, discouraging Ore-raids by the cold and lack of prey. 

The Jaamiehet come to hunt the Herd Tundra in summer, and 
their camps arc found primarily on the southern shores of 
Sheltcred Bay and around the mouth of the Lhuchir. Travelers 
from the South often have difficulty telling the difference 
bctwecn the Lumimiehet and the Jaamichet, who frequently hunt 
in combined parties, dividing the meat when they separate. The 
Jaamies camps are less open or friendly than those of the 
Lumimiehet, having less goods or time to spare for strangers. 
Ranging far from their accustomed homelands on the Cape of 
Forochel, the Jaamiehet are by necessity better equipped than the 
Lumimiehet. 

Thc Hcrd Tundra is known far and wide as simply "thc Caru" 
(a Rhudaurian name for elk), and thosc from thc South must 
listen carcfully to detcrmine whcther an Y stava T alven is speak­
ing of thc animal or thc region. Often the definition or meaning 
is self-evident; however, such phrases as "I hunt Caru" may prove 
ambiguous. Misunderstanding can lead to disaster, as relatcd in 
the journal of Beregund, lcader of an Arthadanian cxploration 
party in thc far North. The journal can be found in the archivcs 
of Anmiminas and is required reading for young rangers in 
training: 

Beregund's Journal 
We have learned too late our mishearing if the Lossothren hunter we 

encountered. Were not the danger so near and so serious, 1 would laugh at 
my stupidity. The hunter's words were: "Tread lightly; there are many 
Orcs if Angmar hunting the Cam." 1 assumed he spoke if Orkish hunting 
parties out after the animal herds, and that all we need do was avoid these. 
Injact, by "earn" the hunter meant the tundra-not the animal. The Orcs 
were hunting the region jar us. 

Most of Beregund's company were killed or captured by the 
Orcs "hunting the Caru," and only a small fraction of the original 
company was able to return to Fornost with thc journal. 

EVERHIR 
(5. "Herd River;" La. Kaiintyvii Tie) 

The River Evcrhir marks the southern boundary of the Herd 
Tundra, dividing the grassy plains from the Emyn Nimbrith 
further south. Streams from these hills make up the principal. 
ycar-round sources of the Everhir, though an arm of the rivcr 
reaches out into the midst of the tundra, drawing upon the spring 
snow-melt. The Everhir's watcrs empty into the Bay of Cracking 
Icc, forming a boggy fenland at the river's mouth. Thc Lumimichct 
do not camp for long upon the banks of thc Evcrhir because of 
its proximity to Angmar (except in spring, its course is readily 
fordable in most placcs, making it an ineffectivc barrier against 
hostile intrusions). The Lumimiehet of the eastern Everhir arc 
wary of strangers, suspecting them to be spies of the Witch-king. 
They become gradually friendlier the farther west (and away 
from Angmar) onc travels. 

EVERMIST 
See entry for UICHITH. 

FEN TUNDRA 
See entry for LINDALF. 

FIRE TUNDRA 
See entry for NAR THALF. 

FOROCHEL 
See entry for HOB FOROCHEL. 

FORSAKEN SEA 
See entry for THORENAER. 
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GONDALF 
(S. "Stone Tundra;" La. Kivi Kylmiipelto) 

Between Londy Bay and the Ered Rhivamar lies the cheerless 
and forbidding plateau known as the Stone Tundra. In the 
ancient days of Morgoth's realm this plateau was known as 
Angband's Threshold, scoured by glaciers, standing high on the 
northern shoulders of the Iron Mountains. The plateau collapsed 
in the cataclysm that marked the end of the Elder Days; its 
foundations were destroyed, its surface sagged and broken, so 
that it nowhere rises more than a few hundred feet above the sea. 

V cry little soil, and, aside from tundra lichens, very little plant­
life is to be found here. Most of it appears along the brooks that 
cross the Gondalf from the mountains on their way to the sea. 
The surface of the plateau is heavily crevassed, its streams passing 
through long, narrow valleys gouged out by the ancient glaciers. 
Much of the cold, cracked, weathered stone is without path or 
road. T tavders, seeing only the endless barrier of the snow­
capped mountains to the east, the icc-covered seas north and 
west, and the utter desolation of barren rock and stone at their 
feet, arc prone to despair and hopelessness. 

The Jaamiehet who dwell on the Stone Tundra are an ex­
tremely hardy breed, and their fortitude of spirit is unmatched. 
They eke out a meager livelihood along the stony streams and 
tarns of the region. Their diet consists primarily of fish and seals 
won from Lonely Bay, supplemented by the few edible plants 
along the streambeds and the ever-present snow hares. Jaamies 
settlements rarely number more than fifty inhabitants. Life on 
the Stone Tundra is harsh and pitiless, and wanderers in need of 
assistance should expect little more than food and water and the 
crudest of implements from these villages. In spring, the Jaamiehet 
make a yearly journey south through the mountains to trade at 
the Spring Festival (usually held along the shores of Sheltered 
Bay), and lost or injured individuals may have to wait for this trek 
to return to friendlier climes. 

GM Note: Anyone with an Intuition score '?f 74 or less traveling on 
the Stone Tundra must make a 5th levelRR each day to resist succumbing 
to utter despair. If traveling in a group, individuals who have failed their 
RR cease to respond to their comrades, wishing only to stop and waitfor 

death. The Ulifortunates must be physicallyforced to continue the journey, 
scarcely defending themselves if attacked. A Mental Cures spell releases 
them from their enervating depreSSion, but they must resume daily RRs 
vs. despair, terminating on~y at the borders '?f the Stone Tundra. 

HELLOTH 
(5. "Iceflower") 

far out upon the Landless Land, some seventeen hundred 
miles north of the Cape ofForochel, rises Helloth, the fabled ice­
city of the Snow-elves at the summit of the world. Also called Ost 
Helecthil, this magnificent labor houses the shard ofIlluin whose 
radiance illuminates the northern skies. Contrived to resemble a 
star-shaped flower, Helloth is surrounded by thick walls of icc 
with high, intricately shaped towers at the tip of each of its five 
petals; from the city's center climbs the great pinnacle that cradles 
the hallowed shard. The petals house the dwellings and craft halls 
of the Snow-elves. At the feet of the great pinnacle stand the Halls 
of Song. The Elves did not so much build their city as carefully 
sculpt it from the icc over a period of a hundred and forty-four 
years, carving and chiseling it into delicate sculptures and reliefs. 
Both the city itself and nearly everything in it are of ice. 

To all others, the city's cold is almost beyond enduring; to the 
Snow-elves, who have long since become accustomed to the 
climate, Helloth is a comfortable, fortified home. An enemy 

wishing to breech its walls should come with all force and expect 
high losses. For wanderers in the Landless Land, no better refuge 
could be found than the Elvish city. It offers a safe haven from 
the deadly chill and a chance to re-provision or repair equipment. 
Also, no better advice concerning cold-weather travel or the 
northern climate can be found than that offered by the Snow­
elves. The city feeds itself from the sea, with expeditions in 
summer traveling as far south as the Lakeland to gather herbs, 
berries and a wide variety of other edible plants, and to husband 
the reindeer herds. This is supplemented by the i6ringath, the 
"cold-wheat" grown by Losp'indel and her maidens in Helloth's 
gardens. 

See Section 12. I for the detailed layout of Helloth. 

HERD TUNDRA 
Sec entry for EVERDALF. 

HOMELA 
(La. "Place '?f Lichen') 

This large Lumimies village is located on a small peninsula 
ncar the center of southern shore of the Bay of Cracking Ice. It 
has been continuously occupied for many generations of 
Lumimiehet. With a population of over five hundred, Homcla 
is an excellent starting point for those exploring the bay. \Vhile 
normally shy and reclusive, its villagers are warm and friendly 
enough once they get used to foreigners. Being the largest village 
in the area, Homela is the hub of trade for the other villages 
scattered about the bay. Here adventurers may find goods, 
services and much needed information. 

HOB BERIANNEN 
(La. "Sheltered Bay;" La. Turvallinen Satama) 

Shielded from the winter gales by the great northern wall of the 
Aeglir Arvethed and the Bleak Mountains, and trom sea storms 
by the arm ofRast Losnaeth, the calm waters of Sheltered Bay are 
a deep, wonderfully lustrous green. Locked securely between 
Rast Losnaeth and the out-thrust peninsula of the Herd Tundra, 
the narrowness of the bay's inlet blocks strong currents from 
Belegaer. Both the Jaamiehet and Lumimiehet fish and whale on 
the bay, and their settlements and camps dot its shores. Since 
Sheltered Bay holds no icebergs, the Merimetsastajat make forays 
across it only rarely. 

The eastern coastline of the bay is lightly forested with pine, 
fir and rare stands of hardy cedar. Black mink and blue otter can 
be found in significant numbers around the mouth of the 
Lhuchir, which empties its waters at the southeastern end of the 
bay. The herd animals that migrate into the Everdalf in summer 
can also be found wandering near the bay's southern shores. The 
northern coasts facing the Lakeland are rocky, but plentiful in 
grass, sedge and wildflower, as is the tundra beyond. Here too, 
mink and otters thrive, and reindeer and elk graze. Further north, 
the bay sends long, finger-like inlets towards the Bleak Moun­
tains, their shores surrounded by beaches ofIarge, round, water­
smoothed stones. The western shore is composed of the low, 
desolate hills of Rast Losnaeth. 

Without the surging violence of wind or storm-driven waves, 
Sheltered Bay freezes earlier and thicker than Forochel's other 
gulfs, and its icc-packs are thus somewhat safer than those farther 
west. Travelers need not worry about a sudden, deadly plunge 
through thin ice. The calmness of the water allows the ice to 
extend far out into the bay. The Lumimiehet say that, in the 
depths of a long, hard winter, it is possible to walk from the 
westernmost shores of the Herd Tundra to the southern tip of 
Rast Losnaeth. 



HOBEREB 
(5. "Lonely Bay") 

On most old maps, Lonely Bay is considered the demarcation 
line between Belegaer and the Encircling Sea. Whalebone Isle can 
be seen from the shores of the bay, stretching away westward 
alongside the restless, ice-filled sea beyond. To the east the Ered 
Rhivamar, purple in the hazy distance, march out of sight, north 
and south. 

During the summer months, the bay's lustrous, green waters 
arc smooth, mirroring the clear sky above; but in winter they 
become a deadly turbulence of swell and wave. The eastern shores 
of the bay often freeze over in winter; but due to the churning, 
restless waters, there is seldom an icebridge joining vVhalebone 
Isle to the mainland, though the ice-floes and bergs trapped in the 
narrow straits sometimes produce this illusion in the depths of 
winter. Anyone venturing across these bridges soon finds himself 
adrift on the ice or trapped on Whalebone Isle. 

The shoreline of Lonely Bay is a wild, rocky, ice-laden coast 
with few sheltered harbors. In spring, the strand teems with the 
nests and rookeries of icegulls. These seabirds return each year to 
mate and raise their young. The haunting hue and cry of the 
wheeling flocks fills the air from spring to late summer, but 
dissipates in winter, as the migrating gulls move southward down 
the coasts in search of friendlier weather. 

Lonely Bay is aptly named, for its unfriendly coastline and the 
harsh landscape behind do not attract many settlers. Visitors are 
few and far between, lingering only at need. The Jaamiehet who 
dwell here hunt and fish along the few watercourses of the Stone 
Tundra, but no permanent settlement interrupts the coastline. 
The Jaamiehet sometimes gather upon the southernmost shore, 
while the barren, hook-like northern peninsula reaching into the 
Encircling Sea is all but desolate. 

A pair of huge and formidable fell turtles lurks in the heart of 
the bay (yet another reason why it remains lonely). When hungry, 
these creatures arc not averse to attacking small Jaamies whaling 
boats. More than one such boat has disappeared before the 
horrified eyes of nearby companions. The turtles are most active 
in spring and early summer, but remain virtually unseen during 
the months of autumn and winter. 

HOB FALTHOL 
(5. "Spouting Bay;" La. Merihenkien Satama) 

Also known as the Bay of Whales, Hub Falthol is the 
westernmost gulf of Forochel, lying between Hunter's Isle and 
the Minheldolath. All manner of whales gather here to mate, feed 
and frolic, until winter drives them southwards in search of 
warmer waters. Their great spouts can be seen from miles away, 
a herald of spring and a signpost for whalers. Hub Falthol is also 
haven to Jaavuori, greatest of the berg-delvings of the 
Merimetsastajat. 

Jaamies settlements dot the shor~s of the bay year-round, and 
to these are added the summer encampments of the 
Merimetsastajat. Both groups hunt the waters of the bay exten­
sively. Though at times aloof, these cousins of the Lumimiehet 
have grown accustomed to sharing their hunting grounds with 
Cardolanian whalers, receiving strangers in their villages without 
alarm and always willing to engage in barter. 

The wanderings of the Merimetsastaja berg-delvings upon the 
bay are governed by the currents of wind and sea; but though 
constantly in motion, the relative positions of these bergs to one 
another and to the bay itself remain largely stable. Jaavuori, 
largest of the bergs, circles the southern reaches of the bay, 

accompanied by three lesser bergs, while the citadel-like 
T orikaupunki plies the sheltered northern waters between 
Hunter's Isle and the mainland with its own entourage of 
satellites. A large hautauskumpu, or burial berg, located near the 
center of the bay is shared by all the Merimetsastajat. 

A great sheet of ice, thin and unstable, covers the bay in early 
autumn, making it dangerous to cross on foot. The ice-crafty 
Jaamiehet can tell at a glance where it is safe to tread and where 
it is not, but to the untrained eye these" safe paths" are virtually 
invisible. Becoming stranded on a piece of drifting ice presents 
less danger here, however, than elsewhere in Forochel, since the 
prevailing current ofBelegaer drives such floes landward (and so, 
up against the more solid pack-ice). 

The winter ice-floes upon Hub Falthol are a home to many 
varieties of seal and walrus, making the bay a favored hunting 
ground for snow bears. While not generally man-eaters, these 
predators can become aggressive if they feel that Mannish 
wanderers have invaded their territory, and may end up inadvert­
ently driving the interlopers onto thin ice. During the summer 
"spouting season," boat-handlers also run the occasional risk of 
being swamped or capsized in the wake of a leaping whale. The 
whales generally do not enter the northern portion of the bay, 
since it reaches a depth of no more than thirty feet; instead, they 
swim only the deep waters beyond this rocky shelf (which 
typically extends between twenty and fifty miles from shore). 

HOB FOROCHEL 
(5. "Bay of Forochel") 

The Bay of Forochel is defined by the great, peninsular cape 
of the same name, which shields its waters from Belegaer, the 
great western sea, while at the same time shielding both from the 
measureless expanse ofEkkaia, the Encircling Sea, which bounds 
the peninsula on the north. The Bay and Cape ofForochel are the 
result of the destruction of Morgoth's realm in the War of 
Wrath, which caused the inrushing waters of Belegaer to estab­
lish its present shoreline. The deep green waters of Forochel 
stretch from the shores of Lindon in the south to Tallman Isle 
in the north. Between these two extremes lie innumerable lesser 
bays and inlets. 

The northern coasts of the bay arc wild and rocky. The winter 
ice gouges and grinds the shoreline, and storms bring the cold 
sea water pounding like a hammer upon its rocky strands. Even in 
summer the waters of the bay are deadly cold, and in winter great 
ice-floes and bergs are a constant hazard to ships. Further inland, 
the coastal regions become much more habitable and less barren; 
but the coastline is, for the most part, as forbidding, uninviting, 
rock and rubble-strewn a shore as anyone could wish to sec. 
However, as the Jaamiehet well know and the Cardolanian 
whalers eventually discovered, there are occasional sheltered 
coves, estuaries and fjords where Men might weather a storm. 

The sea-life of the bay is richest where the warming currents 
ofBelegaer wash against the Cape ofForochd to form a natural 
"hot spot" (that is, hot considering the temperature of the 
surrounding waters-it is still deadly cold to Men). The murky, 
plankton-rich waters draw a wide assortment of sea-dwelling 
creatures, especially whales. Cardolanian and independent whal­
ers ply these waters in spring, summer and early fall, taking the 
great whales for their bone and oil. The Y stavat T alven also hunt 
the whales, but do so for survival-for food and needful 
materials, not profit. The two groups seldom come into conflict, 
in fact, since the Lumimiehet, Jaamiehet and Merimetsastajat do 
not venture as far out to sea as the southern whalers and tend to 
avoid their great ships. 
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The eastern and southern shores of the bay arc less dire and 
more easily accessible by ship than the northern reaches. Here, 
whalers often come ashore to make minor repairs, refurbish their 
ships and trade with the Lumimiehet who people these shores. 
While the Lumimiehet whale and fish the waters of the bay like 
their northern brethren, they are less dependent on its bounty, 
since they also hunt the game herds of the tundra. 

HOB HELCHARAES 
(5. "Bay if Cracking lee;" La. jiiiinaisen Kot0 

The Bay of Cracking Ice is a large inlet along the Herd Tundra, 
lying due south of Sheltered Bay and north of Hub Hdchui. The 
bay gets its name from the ice that is broken, heaped and battered 
upon its surface. This is caused by the fact that the bay never 
completely freezes overin winter and, as a result, its icc heaves and 
breaks constantly, as the restless waters trapped within its 
relatively narrow confines rear and swell. This process is ampli­
fied by the inflowing waters of the Everhir, which force the icc 
westward, and by the opposing currents ofForochel, which drive 
it back into the bay, where it collides with other ice-floes. 

Travel on the bay is virtually suicidal in winter. The ice-sheet 
may suddenly break beneath walkers' feet, sending them plung­
ing to a cold and watery grave; or (more commonly) great fissures 
may splinter an icc-floe, setting the unfortunates adrift. Wander­
ers on the bay may not even realize they are adrift until they 
suddenly find the sea both before and behind them, discovering 
that they stand upon an island of ice. Such wretches, trapped 
between the contesting currents of sea and river, can only wait for 
a slow death by cold, starvation or drowning. In summer, the bay 
may be traveled in the relative safety of a boat, but the waters 
remain icc-cold. 

GM Note: Anyonejalling into the bay, winter or summer, suffers I-
10 hits in cold damage per 10 rounds in the water. 

The shores of Hub Helcharaes arc rough and rocky along its 
northern coast, near to the boggy mouth of the Everhir, but 
pebble-strewn and sandy along the southern rim. In spring and 
summer, the northern shores become the breeding ground for 
seals, while the southern strands arc covered with the rookeries 
of birds. Encounters with any of these creatures at this time are 
inevitably hostile, zealous as they arc to protect their harems, 
nests, eggs or young. The bay's eastern shores are less rough, and 
blend into the vast, open tundra beyond. Looking southeast from 
the southern coast of Hub Helcharaes, a wanderer can discern the 
dim and distant glint of the white Emyn Nimbrith, their heights 
twinkling tantalizingly like far-off jewels. 

The Lumimiehet maintain villages upon both the northern 
and southern shores, while Umli inhabit the eastern side of the 
bay, near the river Evcrhir. While rustic and isolated in the 
extreme, the villagers of the Bay of Cracking Ice are not com­
pletely cut off from the rest of the world. The Lumimiehet live 
by hunting whales, fish and seals on the bay as the weather and 
the season permits, and engage in a small amount of trade with 
the Cardolanian whalers. The Umli live in much the same manner 
as the Lumimiehet, but trade heavily with Dwarves and others of 
their own kind further cast. 

The Lumimiehet call the bay Jaanainen' s Home; and among all 
the bay's dangers, none is more feared than the Mistress of the 
Cold or (as the Lumimiehet also name her) Jaanainen the Ice­
woman. Jaanainen is an evil spirit, a Maia whose lair is the ice­
choked mouth of the Everhir. She is as old as the river itself, and 

dwelt there when the land was still in the throes of its reshaping 
after the destruction ofMorgoth's realm. Where Jaanainen made 
her home before the War of Wrath is a matter of conjecture. She 
now troubles the lives of mortals only as the air cools and winter 
deepens. She can journey several miles from her home, but must 
eventually return to the bosom of its cold embrace. Jaanainen 
holds no power over the deathless Elves; but Men, Dwarves and 
Umli are all her prey. (As Jaanainen has never encountered a 
Hobbit, the outcome of such a meeting cannot be predicted, but 
it is unlikely that it would be pleasant.) 

Stories and descriptions of Jaanainen vary from village to 
village along the shores of the bay, but the accounts generally 
agree that she appears as an extremely beautiful woman clad in 
white, whisper-thin lace and silk. It is said that a man, once his 
eye catches sight of the Ice-woman and her raiment, is lost to her. 
The Lumimiehet greatly fear her presence, and menfolk do not 
venture forth after sundown from mid-Hithui to mid-Lothron. 
Even these are not sure times, for the Mistress of the Cold may 
come early or depart later than expected. The Lumimiehet rely 
on the extent of ice-floes on the bay as a measure of their peril. 
The larger and closer an ice-sheet, the greater the chance that the 
evil huntress is ncar. Hunters who fail to return home in mid­
autumn or mid-spring are routinely said to have fallen to 
Jaanainen; though in truth, many may have merely become prey 
to one or another of the many misfortunes in the world that have 
nothing to do with the Maia. 

Though she wields no weapon but the charm of her voice, ovcr 
the years Jaanainen has collected many weapons and momentos 
of past victims, including a number of spears, harpoons, earrings, 
rings and runeknives. Almost all are of Lumimies origin and of 
low-level enchantment. Jaanainen stores them on whatever ice­
floe she currently occupies, abandoning them as she moves on. 
Adventurers may find such paraphernalia littering the ice where 
the Maia once dwelt (or is still dwelling). 

HOBHELCHUI 
(5. "Icy Bay") 

The mapmakers of the Dunedain often confuse Hub Helchui 
with the larger Bay of Forochcl (of which it is but a small inlet). 
The Icy Bay is bounded on the west by the Blue Mountains, by 
the W ash Tundra to the south and, to the north, by the open 
plain lying south of the Bay of Cracking Icc and west of the Emyn 
Nimbrith. The freshwater of the tundra freezes at a higher 
temperature than the saltwater of the bay, and so a great deal of 
ice covers Hub Helchui in winter. This ice gradually fills the bay 
until it is able to work its way through the small inlet to Forochel. 
It was to Hub Helchui that Arvedui, Last-king of Arthedain, 
escaped during the ruin of his realm in T.A. 1974. 

In summer, the Lumimiehet of the Wash Tundra use Hub 
Helchui as a convenient passage to the more open waters of the 
Bay ofForochel; in winter, snow bears wander its frozen surface, 
hunting for seal, or crossing southward to the fish-laden rivers of 
thc tundra beyond. The northwestern shores nearest the Blue 
Mountains form low cliffs, rising from ten to a hundred feet from 
the surface of the bay. It is dangerous for a boat to pass beneath 
these cliffs, as the icc of countless winters causes them to flake and 
crack. The stone may give way without warning and come 
crashing down in a splashing roar. These rockfalls are most 
common in spring and autumn (during which time the cliffs are 
repeatedly frozen, thawed and refrozen). The Lumimiehet call 
the booming noise of the collapse Kiviaani, the Voice of the 
Stone, saying that it heralds the beginning of spring and autumn. 



The southern shores of Hub Helchui fonn a single, arching 
strand of small pebbles and wave-smoothed rock. At its western 
and eastern ends, the long beach is interrupted by the streams of 
the Wash Tundra. The bay's northeastern shore is rocky and 
boulder-strewn, but neither so cliff-like nor so beach-like as the 
other shores. Seals have chosen these stony shores for their 
playground, and during the summer can be found here in great 
numbers. The northwestern coast of Hub Hclchui is dominated 
by the great gap that opens onto the Bay of Forochel proper. 
Here, the last icc-covered hills and tors of the Blue Mountains 
march out to the tip of the peninsula. Hub Helchui is the most 
familiar of all ForocheI's inlets to the Rivcnncn of Eriador and 
other travelers from the South. 

After the fall of Angmar in T.A. 1975, Gondring the ice-drake 
makes Hub Helchui her home. For long years she laired in the 
mountains of northern Angmar, but after its fall the pickings 
grew too slim to support her, so she settled in an icc-cave of the 
Blue Mountains overlooking the bay. Gondring now dines on 
seal and fish, and (during the summer migration period) on 
roaming reindeer and elk. The dragon's translucent scales take on 
the color of her surroundings, and she can move with equally 
surprising quickness over icc and snow or underwater. When 
dealing with Men, Elves or Dwarves, Gondring prefers to 
mesmerize her victims into delivering knowledge, treasure or 
larger prey into her hands. For more infonnation on Gondring, 
sec ICE's Pa/antlr Quest. 

HOB LOSTAS 
(S. "Bay of Desofiltion') 

The Bay of Desolation is aptly named, for there is literally 
nothing but desolation surrounding it. Cut off from Mannish 
habitation by T orogmar to the south, and by the grim and 
foreboding Bleak Mountains to the east, the Bay of Desolation 
is one of the most dismal and isolated shores of Middle-earth. 
The unending icc of the Landless Land and the cold waters of 
Ekkaia bound it on the north, leaving the open plains to the west 
as the only easy angle of approach. 

The sedge and grass of the Fire Tundra eventually bleed their 
way eastward toward the bay, but nothing save icy rocks and 
rocky ice line the shores of the bay itself. Icc-floes cover the bay 
almost year-round, breaking up only in high summer and quickly 
refonning again in the autumn. For the bay lies wide open to the 
winter gales sweeping down from the Encircling Sea and the 
Landless Land, and the north wind piles the icc thick and heavy 
along its southern shores. 

The waters of the bay arc shallow and not favored by larger 
whales, though the narwhal and killer whale sometimes hunt 
amid its icc-clad waves. Fish can be found here in abundance, and 
this draws seals and walms to the shores of the bay; but these 
animals come to hunt only, as the waters arc too cold and ill­
suited for the raising of young. Snow bears hunt these seals by 
day, while the denizens of T orogmar hunt the icc nightly for 
seals, bears and anything else they might possibly devour. 

No villages grace the shores of the Bay of Desolation, for there 
is insufficient food to maintain a settlement populous enough to 
repel the inevitable Troll-attacks. Any camps encountered here 
arc of Jaamiehet seal hunters, adventurers or, on the rarest of 
occasions, a small company of Snow-elves. 

HUNTER'S ISLE 
See entry for METSAsTAJOlDEN SAARI. 

HUUT A V A JOKI 
(La. "Shouting River) 

The Huutava Joki is one of the watercourses of the Wash 
Tundra of northern Eriador. Less rapid-ridden than its neighbor, 
the Kivivesi, the Huutava Joki contains many more waterfalls. 
Those attempting to navigate the river must keep an car open for 
the roar of cascading water, and many stops must be made to haul 
boats out of the river and carry them around the falls. This makes 
for hard and dangerous work, as there arc few trails and a good 
deal of rough country. 

HYVATKALAT 
(La. "Good Fish') 

This Lumimies village is located between the southern most of 
the Finger Bays of the Forsaken Sea and Karhu Jarvi, the great 
freshwater lake stretching away to the southwest. The village is 
the gateway to the Umitic settlements in the east. Here, one may 
acquire virtually any type of freshwater or saltwater fish natural 
to the region. 

ICY BAY 
See entry for HOB HELCHUI. 

ITAMUURIT 
(La. "East Walls') 

kimuurit is a Merimetsastaja campsite on the high and rocky 
eastern tip of Whalebone Isle. The site takes its name from a 
series of mined stone walls which mark an ancient Beadmaker 
site. In spite of the passage of years and the lashing winter gales 
of the Encircling Sea, the characteristic geometric layout of the 
settlement is still discernible. Stones still peek out, here and there, 
from beneath the dirt and debris of centuries, tracing the outline 
of buildings and a single main avenue of broad flagstones. The 
paving ceases beyond the walls, but remnants of a road can be seen 
angling off toward the west. The Merimetsastajat usc the walls 
and their loose stones as crude windbreaks, to shelter themselves 
and their belongings during stonns. 

Excavation amid the mins uncovers a good deal of broken 
pottery-painted shards of crockery that sometimes contain 
depictions of the daily life of this lost culture-and thick-walled 
stone kilns in which the ancient Beadmakers heated and fired 
their loitsuhelmet. On the northern side of ltamuurit is a unique 
stmcture whose walls fonn a circular pattern. There is a great deal 
of mbble in and around the fallen edifice, testifying to a much 
greater size than the other buildings of the settlement. The buried 
floor of the enclosure consists of a single round slab, carved and 
etched with complex geometric patterns and designs. Unmistak­
able among these are representations of the sun and moon, 
perhaps suggestion some astronomical or calendrical function. 
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JARVIMAA 
(La. "Lakeland') 

Due south and west of the Bleak Mountains stretches a lush, 
green, fertile region boasting of many sizable freshwater lakes and 
innumerable lesser meres. The large lakes are deep, cold and clear, 
while the lesser tend to be shallow (a hundred feet or less in 
depth) and slightly greener and murkier. Their waters contain 
many species of edible fish and eels, and are home to mnumerable 
fowl and assorted water-birds. The blue otter, black mmk and 
common beaver are also found here in abundance. Bears of all 
kinds roam the lake shores, taking fish where they can and feeding 
on the wealth of berries and edible plants that grow nearby. 
Unless surprised or threatened, encounters with these hunters are 
not usually hostile. The sheer amount of available food renders 
competition unnecessary. Water-drakes lair in some of the larger 
lakes, dining comfortably on the abundant fish and fowl (though 
they have been known to feast on the occasional fisherman or 

hunter). . 
The southern portion of the Lakeland forms an open plam of 

thick grassland and brush. While too cold for hardwoods, the 
clime allows for small stands of stunted fir and pine. The 
Lumimiehet seldom venture into these tiny woodlands, being 
unnerved by the bizarre, twisted shapes of the trees. There is, 
however, no evil magic at work in these forests; the trees are 
misshapen due to their constant struggle with the north wind and 
winter gales. The northern reaches of the Lakeland, Just east of 
the Bleak Mountains, are much wetter and boggier than m the 
south. The entire region drains slowly northwards, towards the 
Forsaken Sea, and is called the Fen Tundra, a trackless land of 
marsh and bog. The Lumimiehet seldom venture beyond its 
outer borders, and travelers are well-advised to avoid the area 

~~ . 
The Lumimiehet of the Lakeland tend to fare better than their 

neighbors elsewhere in Forodwaith. During the summer months, 
they can hunt, trap and gather food along the lake shores, fishing 
the deep waters in small boats. These freshwater boats are more 
open and canoe-like than the enclosed, saltwater vessels which 
the Lumimiehet normally use upon the Bay of Forochel. 

The lakes freeze over in winter, and the ice-sheet can reach a 
thickness of up to three feet. At this time of year, ice-fishing is a 
common sight along the shores of the lakes. The Lumimiehet 
have learned a quick and easy method for creating a hole through 
the ice. They simply heat a large rock in a small fire on the shore, 
and then place the heated stone upon the ice. The stone quickly 
melts through the surface, leaving the fisherman with a hole 
through which to fish. . 

It sometimes suits a water-drake's evil humor to suddenly stick 
its head up through one these holes and peer into the startled face 
of a fisherman. In order to avoid such an encounter, the fishermen 
always make these holes relatively small. In addition, they take 
care to fish only where the ice is thick enough to prevent a dragon 
from forcing its way to the surface. Cautionary tales about these 
dangers are frequently heard among the Lumimiehet. One such 
varn is the Tale ofKarvainen, a man who fished on thmlce and 
fell victim to a water-drake. 

lGirvainen and tbe Water-drake 

Karvainen was a man who liked to fish far out on the ice, away from 
his companions. Although he caught bigger fish, others warned him that the 
thin ice was a danger to be avoided. But so good was the fishing and so fat 
and tasty the catch that Karvainen ignored the danger. 

One day, as Karvainen was far out on the frozen lake baiting his hook, 

a water-drake came breaking through the ice. Again and again the dragon 
smashed the ice all around the frightened Karvainen. Until at last the 

fishernwn was adrift on a little island. The dragon began toying with him, 
like an otter playing with a stone. But, eventually as the sun climbed and 
the day grew wanner, the creature grew weary of the game and began 
moving in for the kill. 

Karvainen, seeing his death approaching, sought desperately for some 
trick that might save him. Suddenly, he hailed the wornl: "Powerful one' 
If you do not eat me, I will tell you two hundred riddles before the sun sets." 
The sun was already past its height, so the foul creature (who was fond of 
riddles, and thought that the man had little chance) assented: "Agreed, little 
fishernwn, I must hear two hundred riddles before sunset or you are my 
dinner. Mind you, I will keep careful count." However, Karvainen was 
a fast-talker, and no mention was made in the bargain that the riddles must 
be new or original. So the fishernwn told many old and well-worn riddles, 
and many versions of the same riddle. But, so as not to make the creature 

angry, he spiced these up with many difficult and intriguing puzzles the 
dragon had never heard before. 

As the last light of the sun disappeared, Karvainen hoarsely spoke the 
two-hundredth riddle. The water-drake was as good as his word, and began 

slowly swimming away; but Karvainen was alarnud,for the night was 
on him, alone and stillfloating on his island of ice. 

"Oh Powerful One"" he called, "How am I to get 0J the ice?'?" 
"I care not how," the dragon called back. 
"But you promised I would go free and come to no harnl!" Karvainen 

answered. 
"Little fisherman," riposted the drake, "I promised only I would not eat 

you, and I have kept nry bargain." The evil worm laughed as he slid beneath 
the water. 

Thus, while Karvainen saved himself from the dragon, he could make 
no such bargain with the night wind, and froze to death upon the ice. 



KARHU JARVI 
(La. "Bear Lake") 

Karhu Jarvi is the largest body of fresh water in Forodwaith. 
In summer, the lake is a mating ground for snow bears from the 
icc-packs of the Forsaken Sea. During this brief season, the bears 
gorge themselves on roots and berries from the pine and fir 
woods of the lake's heavily forested southeastern shores, and 
feast upon the wide variety offish and eels that swarm within the 
waters of the lake itself. The reactions of bears toward intruders 
they may encounter at this time is unpredictable, anything from 
overt hostility to comical indifference as the bear rolls and plays 
in the grass. The Lumimiehet simply avoid such confrontations 
whenever possible. 

The laking snow bears maintain amicable relations with the 
Berninga of Ligr W odaize Berne. These Northmen claim a 
spiritual kinship with the great bears of the Misty Mountains, 
and are friendly to nearly all bear-kindreds (except for the fell 
bears of the Underdeeps). While they can communicate fairly 
easily with the snow bears, the Berninga regard some of their 
habits and customs as rather odd; all the same, the Berning-lord 
always welcomes the snow bears to join his folk in a great 
midsummer night's feast which is held in a forested glade upon 
the shores of Karhu Jarvi. 

KIVIVESI 
(La. ((Stonewater)') 

The Kivivesi is one of the eastern streams of the Wash Tundra. 
Full of long stretches of dangerous rapids, protruding boulders 
and small waterfalls, this fast-flowing torrent is almost wholly 
unnavigable by boat. It is nevertheless favored by the Lumimiehet 
for its excellent fishing and salmon runs. 

KOLME SISKO A 
(La. "Three Sisters') 

Between the Blue Mountains of Eriador and the Luiden Joki 
of the Wash Tundra run the lovely waters ofKolme Siskoa, three 
streams whose broad, swift channels empty into Hub Helchui 
amid pleasant, tree-clad vales. Eagles and other birds of prey from 
the neighboring mountains are forever wheeling above the sister 
streams, hunting for fish and small, unwary mammals. Along the 
banks of the middle stream stands Mulkan Kaupunki, a favorite 
summer campsite of the Lumimiehet. The Kolme Siskoa are 
navigable by the boats of the Lumimiehet, who hunt the plentiful 
game along their banks from early Norui to mid-Narbcleth. 

KUKKAKYLA 
(La. "Flower Village') 

This ruined Beadmaker site on the northwestern shore of 
Hunter's Isle became a center for creating the loitsuhelmet. There 
is little of the village left to see above ground, but excavations 
uncover kilns used for firing beads and other tell-tale signs of 
Hclmivalmistaja presence. 

KYLMATALO 
(La. "Cold House') 

Kylmatalo is a Beadmaker ruin located on the narrow neck of 
Rast Losnaeth. Excavation of these ruins may turn up various 
ancient artifacts, including the fabled loitsuhelmet. In winter, 
Kylmatalo is often occupied by Trolls who wander south across 
the Fire Tundra from T orogmar. In summer, the Merimetsastajat 
use the ruins as a campsite. 

LAAKEVESI 
(La. "Medicine Water') 

The broad, meandering Laakevesi is one of the streams of the 
Wash Tundra. Less swift and more navigable than its neighbors, 
the Laakevesi abounds in many small coves and inlets where 
herbs and other medicinal plants may be found. The stream is 
favored by Lumimies hunters, since many animals, attracted by 
its verdant growth, frequent its banks; but the headwaters of the 
Laakevesi are a maze of marshes and fens, a home to hummerhorns 
and Trolls, and the Lumimiehet do not pursue game once it 
enters this area. 

LAKELAND 
See entry for JARVIMAA. 

LANDLESS LAND 
Sec entry for DOR BENDOR. 

LEIRI 
(La. "Camp') 

As its name implies, Leiri is little more than a crude collection 
of temporary dwellings. Located on the northern shore of the Bay 
of Cracking Ice, almost directly opposite the village of Hom cia, 
Leiri is occupied only from late spring to early autumn, when 
whales come to frolic and mate in the shallow waters of the bay. 
The campsite serves the Lumimiehet as a safe harbor for their 
whaling boats. Yet the virtues of its location are offset by Leiri's 
proximity to the hunting grounds ofJaanainen the Ice-woman; 
hence, it is abandoned immediately following the whaling season 
and not reoccupied until the whales are sighted again. In winter, 
it offers no more than a place out of the weather. In summer, it 
is an excellent source for boats and information concerning the 
surrounding terrain. 

LHUCHIR 
(5. "Dragon Riwr;" La. HopeawsQ 

The longest river of the Northern Waste, the mighty Lhuchir 
finds its glacial sources at the feet of Mount Gundabad, some five 
hundred miles southeast of the shores of Sheltered Bay where it 
surrenders its waters at last to the sea. The Lhuchir gets its name 
from Din Lhug, the dragon-infested gap which separates the 
Misty Mountains from the Grey. Few worms of that region range 
far onto the T alath Uichel, and for this reason the Y stava T alven 
name for the river, the "Silverwater," bears no relation to the 
connotations of its Sindarin name, referring instead to its swift, 
glittering surface. 

The cold, deep waters of the Lhuchir divide Lakeland from 
the Herd Tundra (though the tundra lies on both sides of it). The 
Lumimiehet camp and make settlement all along both sides of it 
(the majority on the northern bank), fishing and hunting along 
the river, as well as using it for transportation. In winter, the river 
is a mass of grinding ice and deadly, frigid water. In early autumn, 
before the ice and winter predators pose a serious threat, many 
Lumimies villages on the southern banks arc abandoned, and 
their inhabitants remove to winter with their neighbors farther 
north, since it is a simpler matter for fifty villagers to drive a wolf 
pack away than for ten. The river forms a convenient barrier 
between the Lumimiehet and the Angmarrim. Even long after the 
fall of Angmar, the Lumimiehet still keep the practice of moving 
to the northern banks of the river. 
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Ligr Wodaize 
Berne 

Lumimies villages along the Lhuchir seldom hold 
more than two hundred inhabitants. However, there are 
many such villages and camps and, in times of need or 
great danger, a sizable force at arms can be raised from 
them. The villagers of the Lhuchir are friendly enough to 
strangers once it is established they are not Angmareans 
spying out the land. While the Lumimiehet fear the 
Witch-king and respect of his power, Angmarrim tread 
the banks of the Lhuchir at their own risk. The 
Lumimiehet can supply food, clothing and supplies to 
travelers in the region, but wanderers must possess 
something the villagers value before any barter may 
commence. 

The villages are more or less permanent settlements, 
but may move a few miles up or down the river, depend­
ing on weather or hunting conditions. The summer 
hunting camps on the Herd Tundra are more relaxed and 
less serious than Y stava T alven hunters elsewhere. The 
sheer supply of game lessens the worry of starving in the 
winter months, and hunters have time to talk and give aid 
to those in need, sometimes even personally guiding 
wanderers to their village. The relaxed atmosphere of the 
camps also allows for a moderate specialization oflabor. 
Since the hunters do not need their arrows immediately, 
they can wait for the more skillful fletchers to make 
them. As payment, they hunt on behalf of the fletchers. 
The camps come and go with the herds, and travelers 
should not expect to find a camp in the same place twice. 
They arc rough and rustic, and their inhabitants can offer 
little more than food, shelter and guidance towards other 
villages along the Lhuchir. 

LIGR WODAIZE BERNE 
(For. "Den if Wrat/iful Bears') 

Established T.A. 13 I 0, this small fortress is populated entire­
ly by refugees from the citadel ofBernastath. Ligr W odaize Berne 
stands at the center of a pine forest upon the southeastern shores 
of Karhu Jarvi. The Berninga have constructed a well-fortified 
series of log cabins, protected above ground by stout wooden 
ramparts and barriers. The cabins are also connected via under­
ground passages and tunnels. Outside the walls, open grounds 
have been established to thwart any attacker with arrows and 
spears. The thick logs of the outer wall have been heavily coated 
in mud and dirt, rendering them virtually fireproof. Inside, there 
are watchposts and concealed points for archers and spearmen. 
The steading boasts a deep well and large stores of smoked and 
dried meat. 

The Berninga of Ligr W odaize Berne are a grim and serious lot 
who offer little welcome to strangers, especially the Lumimiehet. 
They have not forgotten the Angmarean attack upon their ancestral 
home three centuries ago; nor have they forgiven the Lumimiehet, 
who failed to come to their aid as they promised. They allow no 
Lumimies to enter their steading, and hardly even acknowledge the 
existence of any Lumimies outside their walls. However, there is no 
blood feud between the Berninga and the Lumimiehet of the area. 
For the most part, the Lumimiehet avoid the pine forest as much 
as possible, leaving the Berninga to their own devices. The Berninga 
show no mercy to any Angmareans they may come across, whether 
Man or Orc. To other folk, the gruff and rustic Berninga seem 
impatient and quick to anger. However, for all their cantankerous 
ways, they are not cruel, and would not turn away any in need. 
Adventurers actively struggling against Angmar or hunting Orcs 
are especially welcomed and helped. 

The settlement has its own smithy, and travelers who make 
friendly contact with the Berninga may provision and refit 
themselves there. The steading holds its share of the wonderful 
tame animals the Berninga are noted for: black minks and blue 
otters frolic outside its walls, while dogs and reindeer perform a 
multitude of tasks within. With these animals as sentinels, it is 
all but impossible for any enemy to catch the Berninga off their 
guard. 

LINDALF 
(5. "Fen Tundra') 

The Fen Tundra encompasses the northern portion of the 
Lakeland, constantly deluged by the watersheds of the Bleak 
Mountains to the west. Rain and snow-melt off the mountains 
wash into this shallow, bowl-like plain. The majority of the water 
eventually finds its way north and east into the Forsaken Sea, 
leaving in its wake a morass of tangled marsh, cold swamp and 
deep bog. The fens shift and wander as the whim of winter storms 
or spring rains dictates. As the Lumimiehet who hunt along its 
fringes say, "Last month's hunting trail may be this month's 
swamp." 

Lindalf receives a sinister reputation from some of its more 
malevolent residents. Marsh-drakes lair near the Bleak Moun­
tains, while further south and east mysterious lights as of candles 
or lanterns lure wanderers to a nameless doom. 

Summer brings a great greening to the Fen Tundra, with cat­
tails and marsh grasses growing in profusion. Marsh birds 
migrating from the South transform the wetland into one huge 
rookery. Blue otters, black mink and giant martens all come out 
in search of birds and eggs. Lumimies hunters come too, often 
willing to trouble the waters deep into the tundra in search of 



freshly laid eggs and succulent squab. The Trolls and Orcs from 
the Bleak Mountains are a danger only in summer when they too 
come to hunt and fish the pools and mires. 

In winter, the birds migrate south and the predators either 
hibernate or settle for lesser prey hidden under the snow. The 
cold of winter freezes the marshland, making it safer to traverse, 
but by no means safe. In the late autumn and early spring, the 
frozen pools are not easy to judge, and what looks like a solid path 
may break beneath laden travelers, plunging them into a cold, 
thick mud. 

LINNARTHURRAS 
(5. "Peak of Indomitable Song') 

Near to the juncture where the Bleak Mountains bend west­
wards to form the Aeglir Arvethed there rises a peak known to the 
Elves of Ever mist as Linnarthurras. Here stands the frozen form 
of Lindor, the Noldorin lord who faced Eloeklo, Demon of the 
North Wind, in an epic combat. Though lifeless, his body still 
stands upon the mountain's pinnacle like a sentinel. Neither time 
nor wind nor weather have been able to cast Lindor's body from 
this high place. The Cuiviemar say that Lindor sang a song of 
victory as he strove with Eloeklo, and that in spring one can still 
hear a distant singing, beautiful and calm, high upon the moun­
tain. It is said that Eloeklo avoids the mountain; though he won 
the battle, he has only bitter memories of the fight. 

L60ALF 
(5. "Wash Tundra;" La. Vihreii VatQ 

The W ash Tundra lies between the Rammas Forod and the 
Emyn Nimbrith. Most of its rivers empty into Hub Helchui, 
making canoe passage onto the Herd Tundra difficult save for 
the streams along its western and eastern bounds. It has almost 
no permafrost, and is therefore less a tundra than a boreal steppe, 
cold but not overly barren or bog-ridden. The headwaters of 
U)dalf s streams, wandering amid the rubble of the Rammas 
Forod, remain marshy, and travelers have been known to disap­
pear in these cold, treacherous swamps, known in infamy as the 
Mewlip Marshes. 

Less bitterly cold and better watered than other regions of 
Forodwaith, the Wash Tundra is dotted with small stands of 
trees (mainly conifers) along its streams and rivers. Elk, deer, 
sheep, reindeer, musk ox and boar all roam here. They are stalked 
by large predators, such as bear, wolves, dire wolves and lynx. The 
waters of the region team with waterfowl in the summer; the 
raucous noise of ducks, geese and loons crowds its streams from 
late Lothron to early Hithui. With the arrival of these flocks, 
many smaller mammals and predators, mink, otter, fox, weasel 
and stoats, come out in number, hunting for unprotected eggs 
and unwary fowl. 

In the winter, reindeer and elk migrate across and around the 
Emyn Nimbrith from the Herd Tundra into the Wash Tundra. 
Wolves, snow leopards, and other predators follow the herds, 
sometimes troubling northern Eriador. The Snow Trolls and 
white wolves of the North, along with other foul creatures, 
sometimes take this path in extremely harsh winters, troubling 
lands as far south as the Shire. 

For details on the individual watercourses flowing through the 
Wash Tundra, see entries for ANGHIR, HUUT A V A JOKI, 
LAAKEVESI, LUIDEN JOKI, KIVIVESI, and KOLME 
SISKOA. 

LONELY BAY 
See entry for HOB EREB. 

LUIDEN JOKI 
(La. "River of Bones') 

Among the streams that flow across the W ash Tundra, the 
Luiden Joki is shunned by all but the most daring or foolhardy. 
Littering the banks of this chill, swift watercourse and protrud­
ing from its sandy shallows are the weathered bones of once­
living Men, remnants of some forgotten battle from long ago. 
The Lumimiehet say that the unquiet ghosts of these half-buried 
corpses roam the narrow gullies and rocky flats of this riverbed 
on certain nights, and that their terrible battle cries can still be 
heard echoing across the tundra. In spite of its evil name, game 
and wildlife are plentiful along the Luiden Joki, and many 
curatives and herbs share its banks with the bones. A seasoned 
Riverman can navigate the river from its headwaters to Hub 
Helchui. 

METSAsT AJOIDEN SAARI 
(La. "Hunter's Isle') 

The southernmost isle of Forochel's archipelago is known as 
Hunter's Isle, so named because, from late autumn to early 
spring, herd animals and other game cross over to it by means of 
an icebridge, partaking of its meadows and flowering glades. The 
spring thaw traps these animals on the island in great numbers, 
transforming it into a hunter's paradise. The island's shores, 
while rough and rocky, contain many small bays and rubble­
strewn beaches that make fair to excellent harbors for boats. Its 
northern end forms a flat, grassy plain that arcs neatly around the 
island's mountains. In spring, this plain explodes into a riot of 
color from blooming wildflowers. 

Metsastajoiden Saari became an island through the War of 
Wrath, whose shock waves literally ripped it free of the mainland, 
giving its low mountains a rough and tumbled appearance. Their 
stony highlands are alive with mountain goats and big-horn 
sheep, while the spring snow-melt gives birth to rushing moun­
tain streams, where salmon come to mate and spawn. Smaller fish 
proliferate amid the mountain tarns. The foothills and mountain 
vales support small coniferous forests of pine and fir. These 
woodlands also contain many shrubs and bushes bearing edible 
berries. 

The island maintains a small population of reindeer and elk 
and, as always, prey brings predators. Wolf packs prowl among 
the mountains-primarily dire wolves, but white wolves have 
been known to cross the ice in search of prey, only to become 
trapped there for the summer. Bears too come for the salmon 
runs, stuffing themselves with fish. Even the occasional band of 
Orcs or Trolls from the southern Ered Rhivamar might cross the 
icebridge to the island in search of prey (meaning anything they 
can slay and eat, including one another). 

Jaamies camps are few, since Metsastajoiden Saari is too 
distant from their villages to make the trek worthwhile. The 
Merimetsastajat come to hunt and gather resources, but the 
island is too close to their berg-delvings to bother with whaling 
camps. Any camps encountered are likely to be open and friendly 
enough to travelers. However, the camps have few supplies other 
than for hunting and fishing, and only small boats are available. 

MlNDIL KEPICH 
(S./Log. ((Tower Forlorn') 

This isolated Angmarean fortress is located some sixty miles 
west of Carn Dum amid frost-covered bogs, where the Anghir 
bends northward towards the Emyn Nimbrith. The soldiers of 
Mindil Kepich (all Mannish) are a rubbish heap of military 
malingerers, malcontents and misfits. Assignment to the tower is 
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punishment for insubordination, and the garrison's primary duty 
is the repair of military roads and the bridge over the Anghir. It 
must also keep watch over T alath Uichel and the northern 
approaches to Angmar. 

The Witch-king regards the soldiers of Mindil Kepich as 
eminently expendable (sometimes using them in diversionary 
suicide attacks), and the garrison's compliment rises and falls 
according to the dictates of his war plans. The fortress holds as 
many as two hundred footmen, but can be manned by as few as 
forty. Morale is very low and desertion common. Those who 
wander within sight of Mindil Kepich without the leave of the 
Witch-king run the risk of robbery at sword's point by the 
undisciplined soldiers of the garrison. The Witch-king main­
tains spies among the garrison, and bribery or off-hand remarks 
are duly noted. Travelers suspected of being Arthadanian spies 
may be seized and sent to Carn Dum for questioning. 

Mindil Kepich was abandoned after the fall of Angmar (T.A. 
1975) and thereafter fell into serious disrepair. As time wore on, 
the tower slowly disappeared into the bogs surrounding it. By the 
time of King Elessar's return to the North in F.A. IS, it was no 
more than a scattered pile of rubble with Trolls lairing in crude 
stone dug-outs made from the remnants of the tower. 

MINHELDOLATH 
(5. ((Between the Bergs;" La. Hallamiiet Meressa) 

Thrust like a dividing wall into the heart ofForochel's bay, the 
peninsula of Minheldolath separates Berg Cradle Bay from 
Spouting Bay. Like Rast Losnaeth to its cast, the isthmus is 
warmed by the surrounding waters. In addition, the natural 
barrier of the Ered Rhivamar protects the Minheldolath from 
many bitter northern storms. Along its eastern edge, the penin­
sula supports a low range of scrubby hills and rocky tors, while 
its western coastline lies flat and open. Spring and summer brings 
a gradual greening to the peninsula. The flatter western coast 
germinates and flowers like any tundra, while the rockier eastern 
hills arc home to several species of berry-producing bushes and 
shrubs. 

With its slightly warmer weather and vegetation, the 
Minheldolath forms a virtual microcosm of Forochel. Its hilly 
eastern shores are home to a few snow bears, while its open 
western side supports small herds of reindeer and a few elk. 
While winter often decimates their numbers, enough survive to 
replenish the herds come spring. The entire peninsula is also 
home to snow hares and other innumerable small mammals. 
Birds flock here in great number in the spring to breed and lay 
eggs. For the sheer amount of its food stocks, the Minhcldolath 
is populated year-round by Jaamiehet and Merimetsastijat, the 
former living in established villages, the latter maintaining their 
nomadic life between their berg-dclvings and the shore. 

Small, well-tended, Jaamies settlements are found the length 
and breadth of Miriheldolath, subsisting on hunting, gathering 
and fishing. Few boast more than a hundred souls. The villages 
arc constructed in typical Jaamies fashion: solid, roomy, sealskin 
tents in summer, the traditional pyoreii talo in winter. The villagers 
trade year-round with their Merimetsastaja neighbors and, sea­
sonally throughout the spring and summer, with those Lumimiehet 
who venture onto the Cape of ForocheI. In summer, the villages 
arc alive with trade, marriages and feasts. In winter, the little 
hamlets arc the only local source for food and supplies for anyone 
wandering in the region. 

Camps established along the Minheldolath (often little more 
than a collection of sealskin lean-to's in summer and one or two 
pyorea' talot in winter) are primarily those of the hunters and 

gatherers of the berg-dwelling Merimetsastajat. These camps arc 
highly mobile, and may appear or disappear at the whim of the 
hunters, and travelers should not expect to find them again once 
they leave, as the hunters would surely have moved on. The camps 
have a high turnover rate of occupants, as hunters come from or 
return to their delvings in the Berg Cradle. These hunters travel 
light and have little to spare. They are, however, well-acquainted 
with the locations of all the Jaamies villages, and may guide a 
desperate wanderer there. 

The eastern shoreline of Minheldolath is rocky and inacces­
sible in many places, but its western coast sports open, pebble­
covered beaches. It is here that seals come to lie in the sun and 
doze. At high summer, cooperation between two deadly groups 
of hunters leads to a bloody slaughter on these beaches, as the log 
of a Cardolanian whaler, the Gwathl6 Dancer, reports: 

Log of the Gwathlci Dancer 
Today I witnessed something I can onry describe as strange, terrible, 

wondrous and wise. We anchored c!ff the Minheldolath jor minor repairs. 
A shore party returned with news that there were many Lossoth lurking 
near the beach, watching a large colony if seals, and waiting. When asked 
if they wished to trade, they said no; they were waitingjor the ((teurastajan" 

to begin. Knowing little if the language, I asked my second harpoonsman, 
who is jamiliar with their speech, what it might mean. He was himself 
puzzled and stated the word meant ((butchery," but could not guess what 
it might refer to. Curious, I decided to venture to the shore and witness with 
my own eyes what this "teurastajan" might be. 

It was a strange ride jrom my ship to the shore. There, above the beach, 
the great assemblage stared out to sea-almost, seemirzgry, as if staring at 
me (though they were by now jamiliar and jriendry enough with us). No 
sooner had I set joot on the beach than a cry went up ]rom the assembled 
crowd, pointing out to sea. As I turned to look, I saw the spouting spray 
if a killer whale. A school if these creatures were swimming directry jor the 
seal-covered beach. When I turned back, the Lossoth were running madry 

toward the same beach as if they intended to greet the incoming whales. 
The seals were beside themselves with jright. The onrushing Lossoth 

slaughtered many with clubs and spears, driving the survivors into the water 

in great droves. Then I realized the horrible meaning if this "butchery." The 
beasts were being driven into the jaws if the whales' The terrified seals, 
caught between death in the water and death on land, swarmed this way and 
that. How long this blood-letting lasted I have no idea; I remained rooted 
to the spot in disgust and loathing as I watched the spectacle, heedless if the 

passage if time. 
Suddenry, as quickry as it began, the Lossoth ceased their clubbing and 

began yelling their thanks to the whales (or to their gods, or both;for I am 
uncertain if meanings in their tongue, and completely ignorant if any 
subtleties). Ajter this, the Lossoth soon ga thered up the carcasses if their prey 
and returned to their villages. 

I must admit the sight if the seals squirming over one another in jear, 
bludgeoned on the shore or devoured in the water, sickened me at jirst. But 

when I mentioned it to my jirst-mate, he said only, "Sheep and pigs run 
injear before the butcher. For they know they wilisoon be on someone '5 plate 

as roast mutton or panjried bacon. The only difference here is these 
Snowmen have shared their jood with the whales." I have thought long on 
these words and acknowledge their wisdom. 

I viewed the very same beach this evening. In the waning lIght, it was 
once again covered with placidry sleeping, living seals; the Lossoth, like the 
whales, took onry what they needed and no more. For I saw with my own 
eyes that they left no carcass on the beach, and killed not one more seal than 

they had usejor. While it was a bloody, disgusting display, I have no doubt 
the corned beef I had jor 1IIy dinner this evening was itself an unsavory 
spectacle before it appeared 01/ my plate. 



The teurastajan takes place only once a year-in mid to late 
summer, when the majority of seal pups have been weaned. The 
grisly deed supplies the Jaamiehet with all the skins and meat they 
need for the coming winter. Nothing is wasted--even the seals' 
bones are carved into jewelry or sharpened to serve as tools or 
weapons. The bones may also be ground into a fine meal and 
boiled to make a kind of weatherproofing for the sealskin tents 
of the Jaamiehet or, when the glue is applied thickly, to rigidify 
soft leather into armor. The Jaamiehet were appalled when, 
having viewed their teurastajan, a band of Arthadanian seal­
hunters did likewise, but took only the skins, leaving the remains 
to rot on the shore. From that time onward, the Jaamiehet have 
forcibly put a stop to anyone attempting to emulate the teurastajan. 

MORGOTH'S WELL 
Sec entry for EITHEL MORGOTH. 

MORNOST 
(5. "Dark Fortress") 

At the head of the Cirith-i-Nudevyn stand the toppled 
remnants of Mornost, its coal-black stones buried beneath the 
pure white snow. The stones occasionally turn up, exposing some 
forgotten portal into this ruined citadel. Ages after his downfall, 
even the lesser works of Morgoth can still do harm. The 
Jaamiehet who have encountered the black rocks and bits of slag 
call them Mustat Tulikivet, the Black Firestones; for they burn 
like fire when grasped by the naked hand. Some claim the stones 
still burn with the endless malice of Morgoth, while others hold 
it to be the remnant of some powerful bane woven into the citadel 
to repel any from storming its walls. 

Whatever the reason, the stones still harm unprotected flesh. 
The stones give offno hint of warmth or heat, and cannot be used 
for lighting fires or staying warm-they are meant to deliver pain 
only. This makes digging and excavation of the ruble ofMornost 
a tricky and difficult task. There is little to find in Mornost other 
than more and more black stones. Were the lowest cellars 
eventually excavated, a long and difficult descent into the 
Underdeeps would be uncovered. 

GM Note: The bLJck stones of Momost deliver 1-10 hits in acid-like 

burn damage per round to anyone grasping them. The searing pain lasts 
jrom I to 10 minutes and renders the afflicted hand useless jor that 
duration. The Orcs of the Ered Rhivamar have learned that the stones can 
be ground to dust and cast as an acidic powder onto the exposed jlesh of 
an opponent, or thrown into the air to poison the atmosphere of a room 
orchamber.lj Orcs are encountered in this area, 10% have a small pouch 
of this powdered stone. 

MULKAN KAUPUNKl 
(La. "Mulkka's Town") 

Mulkan Kaupunki (known to southerners simply as Mulkan) 
IS a semi-permanent Lumimies village located between the 
Kolme Siskoa In the Wash Tundra. The village often moves 
somewhat up or down river, or from one side of the river to the 
other, depending on the severity of the spring thaw, fishing 
conditions, predictions by a viisas and so on. Up to a hundred 
Lumimiehet can be found in Mulkan, dwelling in small lodges of 
earth and wood, and subsisting by hunting and fishing. They 
trade furs with the Rivermen and, through this trade, have 
anluired many more metal implements, weapons and tools than 
is usual for a Lumimies village. For this reason, jealous Lumimiehet 
from other villages often refer to Mulkan derogatorily as Raudan 
Kaupunki (La. "Iron Town"). 

With its access to Hub Helchui on the north and Talath Muil 
on the south, the village's location makes it a perfect way station 
for the Rivermen of Eriador, who arc very protective of the 
settlement and of their trade agreements with the Lumimiehet. 
The Rivermen do not allow the unscrupulous or the uncouth 
from the South to upset or disturb these arrangements, so that 
visitors to Mulkan, while free to trade, should be slow to anger 
and even slower to draw a weapon on either a Lumimies or a 
Riverman. Justice, as determined by the Rivermen, can be swift 
and hard. The Ri vermen come and go freely, and there arc seldom 
less than five of them in the village. These Men live as they do 
elsewhere, in small lean-to's erected near the shores of the river. 
However, they do not maintain the watch towers (as is their usual 
custom). 

With the constant river traffic and the Lumimies hunters 
fanning out daily from the village, it is all but impossible to 
approach Mulkan unnoticed. Trappers, hunters and adventurers 
from the South often use Mulkan as a jumping off point for travel 
in Forodwaith. The village can supply wanderers with only the 
barest of necessities. But, in the trackless North, the barest of 
necessities is often the margin of survival. 

NARTHALF 
(5. "Fire Tundra") 

The Fire Tundra is a vast, open plain scoured by the winter 
gales and storms offEkkaia and the Landless Land, which mark 
its northern boundary. To its east lies the Bay of Desolation and 
the forbidding Aeglir Arvethed; to the west, the Ered Rhivamar 
and Berg Cradle Bay. The tundra extends southward as far as Rast 
Losnaeth. The Fire Tundra is named after the steaming pit of 
Morgoth' s Well that lies at its heart. The fumes and glow from 
the volcanic basin can be seen from miles away and arc used as a 
landmark by those who wander the region. 

The sedge, grasses and herbs of the Fire Tundra arc not 
particularly thick or lush in summer, yet its flat expanses support 
numbers of elk, reindeer and musk ox, followed by numerous 
wolf packs (white wolves dominating the northern reaches of the 
tundra, dire and grey wolves roaming the south). White fox, 
snowy owls and tundra hawks take on summer grey colors and 
hunt lemmings and hares. Snow leopards from the Ered Rhivamar 
can be found along the western fringes of the tundra, while the 
dreaded death shrew is common among the rockier outlying 
foothills of the Aeglir Arvethed. 

There is no better word to describe the Fire Tundra in winter 
than" cold." The elk and most of the reindeer migrate eastward 
around the Aeglir Arvethed and the southern Bleak Mountains 
to the Lakeland. Other mammals hibernate or live under or on 
the snow. A frozen landscape remains, endlessly battered by 
bitterly cold winds and storms from the north. It is wandered by 
Trolls, a rare Giant or two, and scattered herds of barren-ground 
reindeer and musk ox. 

Jaamies villages, seldom numbering over two hundred inhab­
itants, hug the northern shores of Berg Cradle Bay. These 
Jaamiehet live by whaling upon the bay and bartering with the 
Merimetsastijat who dwell there, and by hunting the Fire 
Tundra. Travelers may usc their well-appointed settlements as 
base camps for expeditions into the tundra beyond; the villagers' 
knowledge of skills and equipment needed for journeys on the 
open plain is unmatched. During the frenzy of hunting, fishing 
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and foraging in spring and summer, the Jaamiehet are usually 
unavailable as bearers, guides or mercenaries, and travelers must 
pay a high price to lure a Jaamies away for such purposes. 

During the summer months, the Jaamiehet and Merimetsastajat 
establish camps further inland for hunting the tundra herds. 
These camps are set up and abandoned quickly, since they must 
closely follow the movement of the herds, and travelers should 
not expect to find them again after a space of more than two 
weeks. The hunters normally aid strangers in need, but have very 
little to spare-the summer hunt means survival in winter, and 
they must harvest as much meat from the reindeer and elk herds 
as possible before the great herds migrate out of the area. 

NAURFIRNEN 
(5. "Faded Fire") 

Naur Firnen is a dormant volcano that stands like a dividing 
pillar between the Fire and Stone Tundras. The mountain's fires 
were fading even as it was named, and its eruptions became less 
frequent and less violent as the centuries passed. By the mid­
Third Age, the mountain does little more than belch steam or 
rumble deep beneath the earth-warning, perhaps, that it is not 
yet extinct and a dangerous fire still burns somewhere in its heart. 
Naur Firnen is the gateway of the Stairs to Hell. (See entry for 
PENDRA TH NA-UDON.) 

NO-MAN'S LANDS 
These once formed a fertile, well-farmed region settled by 

Arnorian knights and gentry. In bygone years this frontier region 
of Arnor was called the Northern Marches. Minas Eldanaryaron, 
its chief citadel, lay within sight of Angmar. All things changed 
with the arrival of the Witch-king and the endless years of war. 
In the years of the successor states, Arthedain possesses too few 
men to maintain the region. It is now as rough, bleak and cold a 
countryside as any adventurer could care to travel through. 

Being the virtual doorstep of Angmar, it is also heavily traveled 
by the servants of the Witch-king. The half-buried and fortified 
steadings of Orcs now stand where once were the homesteads and 
[1rmhouses of Men. The Witch-king's forces have also built or 
repaired a series of watch towers and outposts in the No-man's 
Lands. Most of these are manned by Ore-garrisons, with only the 
most vital points housing Men. It is a hostile and un welcoming 
landscape of stinging thistle heaths and dry, grassy prairie. A 
place of fallow fields where the rare stands of stunted fir and 
twisted pine offer no protection from either the wind, the 
weather or unfriendly eyes. 

NUMERIADOR 
(Q /5. "West Eriador," prop. DUneriador) 

Due south of the Bay of Forochellies the vale of the River 
Lhun, bounded by the eastern slopes of the Blue Mountains and 
stretching as far south as Mithlond and the Emyn Beraid. It is a 
land of beautiful, unspoiled wilderness, breathtaking waterfalls 
and a few scattered villages that enhance rather than detract from 
its pristine character. The slopes of the Blue Mountains that 
bound the vale are covered by deep coniferous forests, while large 
expanses of deciduous woodland follow the course of the river. 

The northern reaches of the Lhun valley are less forested and 
more open, the trees only able to form a continuous line along the 
lower mountain slopes, often giving way to long stretches of 
grassy meadow and fields of wildflowers. Eventually, the decidu­
ous trees fail altogether, leaving smaller conifers to extend 
themselves toward the Bay ofForochel. In time, these woodlands 
become isolated stands amid the heath, scrub and desolate moors 
that surround the bay. 

OROD CERTHAS 
(5. "Rune Mountain') 

Orod Certhas is the northernmost spire of the Bleak Moun­
tains. The mountain gets its name from a series of smooth, 
sloping cliffs of bare granite upon its northern face, graven with 
cirth, the runic characters of the Elves. The Noldorin mystics of 
Evermist carved these inscriptions which, they say, record every 
spell that has ever been woven within Arda by the Firstborn. The 
Noldor do not reveal to others their reasons for having chosen 
so remote a site to enshrine the wisdom of the ages, but it is 
whispered among the wise that the bones of Orod Certhas are 
veined with the very power of the Earth. Whatever the truth of 
this, the Noldor undertake regular pilgrimages to the mountain, 
there to add new spells to its innumerable engravings. Doubtless 
many such enchantments are in reality banes for the protection 
of the mountain's inviolability. Neither the Orcs of Ered Muil 
nor the dragon Canadras have dared to defile the slopes ofOrod 
Certhas. 

The lower slopes ofOrod Certhas arc covered with snow from 
early autumn to mid-spring, while the rune-cliffs of the high 
places are snowbound year-round. The endless, slow workings of 
snow and ice occasionally crack and damage the rune-lines, which 
are typically between one and three inches in height. To reach the 
rune-cliffs ofOrod Certhas, a pilgrim must ascend the mountain's 
high and perilous escarpments. Ice and snow must be cleared 
from the cliffside before the runes become legible, and not all the 
cliffs contain spells. The Noldor also possess hidden refuge­
caves upon the mountain's slopes, without whose protection a 
climber, whether mortal or deathless, would be destroyed by the 
spirits of wind and cold that assail Orod Certhas by night. 

GM Note: The GM must decide what spells are available here, easily 
restricting access to any spell or spell list by declaring that the runes of a 
particular clif.f1ace are illegible. 

A Spell-song of Orad Certhas 

Yavanna Noreheri Cementari 
I marimml Harnanoressl 
Maquetimml almare/ya hostalemmanna 
Lava men nole' pantalen halda valasse/ya 
A nestalen i harwi norco 
A entultalen coirl erumin. 

Irmo Loriendeher Glorion Flantur 
I sinomc' hostammc; maquetimmi:' almare/ya 
Lava men cenic' pella ambar sina, 
Hlarii:' pella suri verci:' ar lammar aicalamnion 
An, ve nori ontalemmo 
I Ninquinori haryar Ainulindallo 
Yanen Iluvatar tani:' Arda yarl Valain. 

Yavanna, Mistress of the Land, Queen of the Earth 
We who dwell in the Wounded Land 
Ask blessing on our gathering. 
Give to us wisdom jor opening the power that is hidden 
For healing the wounds of the land 
And recalling life to the waste places. 

Irmo, Lord of L6rien, Master of Visions 
We ask your blessing who gather in this place. 
Give jor us sight beyond this present worlJ 
And hearing beyond the jierce winds and the cry of jell beasts 
For even as the lands of our birth, 
So too are the Whitelands held within the Music 
By which I/uvatar revealed Arda to the Powers of old. 

I 



PENDRATH NA-UDON 
(5. "Stairs to Hell;" lAo Kivinen Selkiiranka) 

The Pendrath na-Udun form a winding, stone stairway which 
climbs the smoldering heights ofNaur Firnen. The stairs were 
carved into the contours of the mountainside long before the 
memory of Men, following a sometimes open, sometimes secre­
tive line up the ridges and valleys of the Naur Firnen. Built to 
serve as an outpost of Angband in the days before the War of 
Wrath, these stairs remain as silent witness to Morgoth's passing. 
In several places the steps are narrow, steep and difficult to scale 
for those heavily encumbered with packs and equipment; in other 
places, they are blocked by stone-falls and rock-slides, and a way 
must be cleared or an alternate path taken. The stairs climb high 
up the mountain to a flat, open shelf of rock before the gaping 
mouth of a cave. In ancient times, the cave was called Doom's 
Door, and its mouth was guarded by a Balrog. But for all its 
terrifying names,little noW remains, its horrors either swept away 
or taken flight into the Underdeeps at Morgoth's downfall. 

Beyond the door lies a great labyrinth of volcanic caverns. The 
caves are rough-walled and lifeless, save for an occasional Troll 
or wandering dragon. These caves gradually lead eastward and 
ever downward until the roots of the mountain are reached. Here 
the air is warmer, but fouled by sulfuric fumes and other 
poisonous vapors. As the caverns dive ever deeper, it grows 
increasingly hot and the way forward more difficult as paths are 
blocked by ribbons of lava, snaking across tunnels and through 
caves. These are part of the outlying borders of the Lake of Fire 
beneath the Naur Firnen. 

The molten rock here glows white hot, end­
lessly bubbling and steaming; but there is little 
chance of an eruption ever again reaching the 
world above. Outlying channels of the Lake of 
Fire have broken through to the great, subterra­
nean roads of the Underdeeps, which siphon off 
much of the pressure generated by the lake. Thus, 
the titanic forces that once sent molten lava 
spewing out onto Angband's Threshold and the 
Fire Tundra arc now spent before they start and 
can no longer build up sufficient strength to force 
the lava upward. 

GM Note: Encounters at these depths, so close to the 
shores if the i.Jva, are extremely unlikely. If such encoun­
ters do occur, they may be with some hellish night1llare 

creature if the Underdeeps, or an ancient and poweiful 
fire-drake warming himself on the shores if the lAke if 
Fire. 

PIENI SAT AMA 
(La. "Small Harbor") 

This sheltered little bay on the western coast of 
Rast Losnaeth has been the site of a Merimetsastaja 
whaling camp for generations. The camp is al­
most exclusively used by members of the 
Valaskalan Palvonta, and is taboo to any stranger 
(and sometimes even to other Merimetsastajat) 
while certain ceremonies arc being performed. As 
these rituals may reLluire several days to complete, 

outsiders are forced to wait beyond the camp boundaries until the 
ceremony is satisfactorily concluded. When not forbidden, the 
hunters ofPieni Satama may provide travelers with food, shelter 
and waterborne transport. 

PITKAMIEHEN SAARI 
(La. "Tallman Isle") 

Pitkamiehen Saari is the middle island of the rocky archi­
pelago lying off the tip ofForochel. The isle has no separate name 
on Arthadanian maps, being reckoned as part of the Sarchbel-i­
Fannath. The isle's western coasts rise out of the sea to form a 
low, flat-domed hill, while its northeastern half slants sharply 
away towards Whalebone Isle. The northward-facing bay of 
Pitkamiehen Saari offers excellent harborage, where the sedge­
covered slopes of the hill descend to meet the somber, grassy 
shores of its lower end. Jaamiehet and Merimetsastajat fear to 
tread here and, if forced to make landfall, stay no longer than 
necessary, speaking in fearful whispers about the ghost of the 
Tallman who wanders the island, destroying any who come near. 

PITKAVESI 
See entry for CAEW-I-CHELDOLATH. 

PITKAYON VUORET 
(La. "Mountains if Long Night") 

The great tumble of mountains to the north of the Minheldolath 
got their name from the Jaamiehet who hunt there, who say that 
a man must keep a vigil throughout the night against the many 
creatures that prowl the darkness. Many smaller stretches of this 
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long string of peaks have local names. Therefore, travelers in the 
region are well advised to learn these many names and be certain 
of exactly which section of the Ered Rhivamar is being discussed 
by the local natives before exploring there. 

PUOLlHMISTEN SAT AMA 
(La. "Harbor of the Half-men") 

This Umitic settlement, located on the Bay of Cracking Ice, 
survives by trading with the neighboring Lumimiehet and with 
other Umli further east. Puolihmisten Satama is named for the 
great stone quay the Umli have built for the harborage of the 
Lumimies whalers. The Umli associated with the harbor do not 
dwell there year-round; rather, they seasonally mine the rocky, 
northeastern edge of the bay, where the Everhir once eroded large 
underground caverns before cutting its now well-established 
course to the sea. 

These Umitic communities consist almost entirely of young 
males, a~d their numbers undergo a steady turnover, as miners 
leave for their homes in the east and are replaced by new arrivals. 
Stalwart enemies of the Trolls and Orcs of Angmar, the Umitic 
camps are well-armed and well-defended. More than one Orc­
raid into their caverns has never been heard of again. For this 
reason, the Orcs have learned to raid the Half-dwarves only in 
great force or not at all. The Umli are allied with the Lumimiehet 
of the bay, and the two peoples often fight side-by-side to repel 
such attacks. For those who wander the bay or its environs, 
Puolihmisten Satama is a pleasant oasis amid the cold and 
danger-infested shores. 

RAMMAS FORMEN 
See entry for RAMMAS FOROD. 

RAMMAS FOROD 
(5. "Great Wall of the North") 

The Rammas Forod is a low line of hills marking the divide 
between the downlands of northern Arthedain and the watershed 
of the Wash Tundra. To its west the Rammas broadens to form 
the T alath Muil, while eastwards its hills fade into the Lone­
lands. In origin wreckage from the downfall of the Iron Moun­
tains in the War of Wrath, the excess rock and soil of the 
Rammas eroded into the vales on either side of it, enabling the 
growth of modest forests. Its clear air and narrow defiles offered 
excellent opportunities for small farms and gardens, and at one 
time the Rammas, much like the lower but more precipitous 
downlands to the south, served as a religious retreat for the 
Faithful of Arnor. 

When the snow melts in the spring, the plateau bursts forth 
for a few weeks of spectacular, multicolored beauty as the grass 
grows and wildflowers bloom. As spring passes into summer, the 
lack of moisture and rainfall turns the grass brown and causes the 
wildflowers to wilt and wither. While many blame the Witch­
king of Angmar for this, the dry fields are actually a natural 
phenomenon caused by the landlocked character of the plateau. 
The Blue Mountains to the west and the vastness of the Endless 
Plain to the east combine to shield the area from the spring and 
autumn rains. The Rammas Forod receives about 10 to 20 inches 
of precipitation a year, but most of this falls as snow, blowing 
down from Forodwaith in winter (rainstorms are rare, occurring 
only when conditions are right). 

When the fortunes of war turned against Arthedain in T.A. 
1325, a line of fortifications was built along the Rammas, 
anchored upon its eastern flanks by the great keep of Dol 
Gormaen. After that citadel's fall to Angmar in T.A. 1408, the 
Rammas became an exposed frontier, hotly contested by 
Arthadanian and Angmarean troops. Any who wander here may 
find themselves suddenly in the midst of battle or taken for a spy 
by either side. Orcs of Angmar are plentiful, and lone travelers are 
ill-advised to spend the night in these highlands. 

The Lumimiehet wander the northernmost portions of the 
Rammas Forod from early spring to mid-autumn. Perched upon 
the rocky slopes of the hills, Lumimies settlements are usually no 
more than crude hunting camps established to serve a day's or a 
week's sojourn, but no more. Shy and reserved, the hunters may 
pack up and move rather than deal with uncouth strangers; 
however, if approached cautiously, the camps are an excellent 
source of information concerning local geography, nearby haz­
ards and other points of interest. 

RAST LOSNAETH 
(5. "Cape of Biting Snow;" La. Koira SaarO 

Wrapped around the western side of Sheltered Bay like a great, 
bent, protective arm is the peninsula of Rast Losnaeth, a low, 
rocky chain of hills extending southward out of the Fire Tundra. 
The hills turn slowly southeast, cradling the Sheltered Bay on the 
west. The calm waters of Sheltered Bay extend away eastwards 
from the cape, disappearing into blur and haze. The view to the 
north reveals the occasional spark or gleam of sunlight, reflected 
off the snows of the Bleak Mountains. In the west, the cold waters 
of Berg Cradle Bay stretch away as far as the eye can see. On clear 
days, those standing at the highest point on the southernmost tip 
ofRast Losnaeth can see the far and distant Eriadorian shore as 
a dim, murky blue line on the horizon. 



Trapped between two icy bays, the cold air ofRast Losnaeth 
is moderated by the sea-climes, often five to ten degrees warmer 
than a landlocked area of the same latitude. Unfortunately, the 
cliffs of its eastern shoreline (usually between ten and fifteen feet 
in height) makes the cape a poor haven for seal and walrus. On 
the western coasts, these cliffs have collapsed, leaving a shoreline 
of tumbled boulder and rock. While hospitable to sea mammals, 
these slippery rocks, worn smooth by the surf, are a peril to 
hunters. The rocky soil of the cape does not support sufficient 
vegetation to draw herd animals, though snow hare, fox and other 
small mammals make the peninsula their home. 

The summer months bring the Merimetsastajat to fish and 
hunt whale in the nearby waters, abandoning their camps when 
the wind turns north; but the lack of readily available game leaves 
Rast Losnaeth virtually unoccupied in winter. The encompass­
ing Bleak Mountains and the Ered Rhivamar funnel storms from 
Ekkaia and the Landless Land straight down the Fire Tundra and 
across Rast Losnaeth, raking the peninsula with savage, winter­
long blizzards. 

RUNE MOUNTAIN 
See entry for OROD CERTHAS. 

RUSKEA VENE 
(La. "Brown Boat'') 

The large Lumimies village ofRuskea Vene stands where the 
Everhir surrenders its waters to the Bay of Cracking Ice. The 
village is an excellent haven for both river and sea-boats. The 
Lumimiehet here are used to Cardolanian whalers, and are less 
shy with strangers. The good-will in which the folk of Ruskea 
Vene hold outsiders stems in part from the aid rendered to them 
by foreign sailors and by the neighboring Umli against more than 
one attack by far-raiding Orcs out of Angmar. From time to time, 
and depending on the fortunes of war, the Witch-king has been 
of a mind to make Ruskea Vene a spearhead from which to exert 
control over the Cardolanian whaling trade. Fortunately for the 
village, its distance from Carn Dum and the notable lack of 
sealore and mariners among the Angmarrim keep the plan from 
achieving fruition. However, Angmareans can be found in the 
village, some acting openly as traders from Angmar, others secret 
and unknown to any but the Witch-king. 

SARCHBEL-I-FANNATH 
(5. "Graveyard if Whales;" La. Valaskalanluinen SaarO 

Also known as Whalebone Isle, this northernmost strand of 
the archipelago that lies off the tip of Forochel is aptly named, 
for the skeletal remains of these great mammals litter its southern 
strands for mile upon endless mile. Here the wounded or infirm 
members of this race come to die-at times accompanied by one 
or many kinsmen-beaching themselves on the pebble-strewn 
shoreline. Helpless, their carcasses are stripped by birds and other 
carrion, until only their immense bones remain to mark their 
passing. While other Jaamiehet who visit the island gather these 
bones for practical uses, the Valaskalan Palvonta reveres them as 
spirit totems, and therefore believes that they should be left in 
peace, lest the whales' spirits become angry and visit retribution 
upon the Merimetsastajat. For this reason the Jaamiehet seldom 
visit the island, not wishing to come to blows with their 
Merimctsastaja brethren. The Valaskalan Palvonta regards no 
one to be above their taboo, exerting whatever force necessary to 
prevent the profanation of the graveyard. 

The southern beaches of Whalebone Isle offer excellent 
harborage for the Merimetsastaja whalers, and their camps can be 
found near the island's freshwater springs. While the northern 
and western shores are rockier and less accessible by boat, they are 
excellent playgrounds for seals. Female seals gather here in large 
harems from early to late spring, while the bulls fight and contest 
mating privileges with one another. The higher cliffs on the 
northeastern side are the domain of gulls and terns. Whalers in 
search of eggs sometimes make the dangerous climb on these 
crumbling rocks to the nests. 

GM Note: Due to the loose rocks, all Climb maneuvers are at -10 
on these cliffs. 

Occupied only during the warmer weather of spring and 
summer, the camps of the Merimetsastajat-whalers on the 
southern shores, seal-hunters on the north-may contain as 
many as a hundred men at the height of the hunting season, or as 
few as ten after the peak. The camps are mainly crude collections 
of sealskin tents centered around a small communal firepit. They 
are located on the same beaches and harbors year after year, 
though once abandoned for the winter, there is virtually no trace 
of their ever having been there. The Merimetsastajat are willing 
to accommodate travelers, but travelers should not expect a great 
deal of aid or eagerness on the part of the Merimetsastajat to part 
with much needed supplies, weapons or boats. 

The entire southwestern tip of Whalebone Isle is one long 
strip of beautiful, yellow-white sand. It is rumored that no Elf 
may stand here without being overcome by the longing for Aman. 
For this reason, most Elves avoid the island. 

GM Note: Sindarin or NolJorin Elves coming to the westernmost cape 
if Whalebone Isle must make a RR against their individual level (that 

Puolibmisten 
Satama 
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The Graveyard 
of Whales 

is, a I st level character must make a 1st level RR, and 2nd level character 

a 2nd level RR, and so o~. TIe RR is modified by arry bonuses or 
penalties jar the character's Intuition. 

SHELTERED BAY 
See entry for HOB BERIANNEN. 

SININEN TOMU 
(La. "Blue Dust'') 

Sininen T omu is a Beadmaker ruin standing on the north 
shore of Sheltered Bay. The Jaamiehet give it this name for the 
heavy, stone jars of blue powder which turn up from time to time 
at the site. Their viisaat make use of this mysterious substance in 
rituals and ceremonies (primarily in winter, when the blue dust 
contrasts with the white snow). The powder is actually an ancient 
Numenorean glaze. which the Men of Western esse presented to 
the Helmivalmistajat in token of friendship, but the Jaamiehet 
have no knowledge of this fact. and believe the dust to be a gift 
from the Spirit World. 

Little more can be recovered from Sininen T omu apart from 
pottery sherds and the occasional unbroken jar containing glaze. 
The latter. however. is not without potential value to Dunedain. 
The Glassblowers' Guild of Tharbad. for instance. would pay 
handsomely for the recovery of the glaze in hopes of recalling the 
lost secrets of its making. Loremasters from Fornost might also 
take great interest in the pottery sherds (though without any offer 
of compensation that could rival that of the Glassblowers' 
Guild). 

GM Note: The more deeply 
buried (and therefore older) 
sherds of Sininen Tomu are 

poorly glazed and contain styl­
ized pictographs of animals, 
while those jound closer to the 
surface contain the blue glaze 
and depict realistic scenes of 

interaction between Men. It 

requires a Sheer Folly (-50) 
Perception maneuver to realize 
the scenes on the younger sherds 
arc ofBeadmakers trading with 
Nttmenoreans. A Very Hard 
(-20) Perception maneuver is 
required to realize that the dif­

jerence between the two pottery 
styles was caused by the itiflu­
ence oj Numenor. Such 
injormation would be of inter­
est to any DUnedain with a 
strong sense of their heritage. 
Such individuals might pay as 
much as 2 5 gp jor maps an d 
notes concerning the site. 

SPOUTING BAY 

r-

Sec cntry for HOB ~ ') 
FALTHOL. 

STONE TUNDRA 
Sec entry for 

GONDALF. 

TALATHMUIL 
(5. "Drear Plain'') 

Dividing notthern Arthedain from the W ash Tundra and the 
Vale of the Lhun. the T alath Muil is primarily open grassland. 
dotted occasionally by large wildflower meadows and small 
copses of ash and birch trees. The plain stretches east until it 
suddenly abuts the rocky western edges of the northern Hills of 
Evendim. This rough. rocky region is difficult to traverse on foot. 
let alone on horseback. While the terrain makes an excellent 
hiding place for Orcs. Trolls and bandits. in winter the cold can 
turn a hiding place into a last resting place. As the hills spread 
eastward from T alath Muil. they become less rocky and barren. 
melding into a low line of grass-covered downs. The northeast­
ern edge of the hills spill out into the great. dry plateau of 
Rammas Forod. 

T ALATH UICHEL 
(S. "Plain of Everlasting Cold',) 

East of the peninsula of Forochel. the countless leagues of 
Talath Uichel define the Northern Waste. Few may wander this 
wild and dangerous tundra freely and without fear. trapped as it 
is between the killing colds of the utter North and the ill-will of 
neighboring Angmar. Travelers in this land must be prepared to 
face both. 

Cowed with fear at his sorcerous power over the weather. 
those Lumimiehet who still wander T alath U ichel under Angmar' s 
shadow s\\Fear nominal allegiance to the Witch-king. Secretive 

..... -. 



and wary, they fear to speak with strangers, lest their conversation 
be reported to their overlords and read as treason. The Witch­
king greatly mistrusts the nomadic Lumimiehet, frowning on 
their constant coming and going so near to the borders of his 
rcalm. On occasion, he demands that a Lumimies heimo settle 
permanently in a given region. This "reservation" policy typically 
decimates the Lumimiehet, who starve unless they are allowed to 
follow the herds of reindeer and elk that wander the plain in 
spring and summer. Similar frustration is encountered by 
Angmarean generals who attempt to incorporate these Lumimiehet 
into their armies. While they make excellent scouts and pathfind­
ers, these reluctant conscripts, resentful of the role they are forced 
to play, often disappear into the wilds, leaving a helpless army to 
fend for itself. 

After the fall of Angmar, the Lumimiehet ofT alath Uichel are 
more open and less fearful, but continue to suffer the depreda­
tions of Orcs and other creatures out of Mount Gundabad and 
points further east. They remain secretive and more possessive 
than other Lumimiehet. Their tales lean towards grim sagas of 
stoic endurance in the face of hardship, and lack the comedy and 
humor so characteristic of other Lumimies fables. 

TALLMAN ISLE 
See entry for PITKAMIEHEN SAARI. 

TALVEN SATAMA 
See entry for CAEW-I-CHELDOLATH. 

THORENAER 
(5. ((Forsaken Sea") 

The Forsaken Sea is a great gulf of water flung south from 
Ekkaia. It is somewhat shallow, being only three hundred feet in 
depth at its lowest point near the center, and becoming gradually 
shallower towards the shore. The seabed is rocky near the 
shoreline, giving the sea a notorious reputation for large waves 
and difficult surf. The narrow northern inlet to this gulf is 
continually frozen, and is open for only one month during high 
summer. In winter, the ice-sheet moves south, but never com­
pletely covers the bay. 

The shores and beaches of the Forsaken Sea consist of little 
more than great stretches of pebbles, worn smooth by the endless 
action of ice and water. The western shores are rockier than the 
rest, dominated as they are by the Bleak Mountains, towering in 
a great, unbroken string of barren, snow-capped peaks. In spring 
and summer, these shores become the breeding ground for seal 
and walrus. The eastern shores are less rough, and blend into the 
vast, open plain beyond. These beaches are covered with the nests 
and rookeries of birds that migrate in from early spring to late 
autumn. The central portion of the southern shore is dominated 
by two large peninsulas known to the Lumimiehet as Haarukat, 
the Forks; further east are the Sormivuonot, the smaller Finger 
Bays. Encounters anywhere on the co"astline are inevitably hostile, 
as its denizens are primarily occupied with the protection of their 
young. 

The Forsaken Sea is home to the great snow bears. These 
know no fear of the sea, as they are protected from the cold by 
natural layers of blubber and are excellent swimmers. In winter 
they pose little danger to Men, since they are off and away 
hunting seal and walrus far out upon the ice-packs. In summer, 
when the bears leave their hunting grounds in search of a mate, 
they become a danger to all who wander. During this mating 
season, the bears may travel far south, gorging themselves on 

roots and berries as they go. Encounters at this time are almost 
always unintentional, for the bears do not normally hunt the Free 
Peoples. However, they may do damage to a village's food-stores, 
sled-dogs or reindeer-herd. The bears have also been known to 
contest hunters for their kill and fishermen for their catch. 

TOROGMAR 
(S. ''Troll Home;" La. Rumain Teurastajoiden KotQ 

Trapped between the frozen shores of the Bay of Desolation 
to the north and the Bleak Mountains to the south and east lies 
the icy plain ofT orogmar. The peaks and foothills of the Bleak 
Mountains are rife with the caverns and tunnel networks of Snow 
Trolls. The Y stivat T alven seldom venture into the area-few 
of those who have done so have ever returned. The Snow Troll 
dwellings beneath the Bleak Mountains are barren, black holes of 
despair. The mountain range offers little for the Trolls to cat, and 
they continually raid eastward over the mountains into the 
Lakeland and southwards down the Fire Tundra as far as Rast 
Losnaeth. While they take fish, seals and sometimes even whales 
from the Bay of Desolation, the utter wasteland where they live 
limits their diet. 

The Snow Trolls live singly or in isolated pockets, separated 
from one another by miles of mountainside. However, many lairs 
have secret tunnels and passageways that snake far beneath the 
mountains and emerge at distant points ncar to other lairs. The 
Trolls band together only to raid Y stava T alven settlements. 
They occasionally cooperate in the landing of a whale or the 
killing of a bear, but ordinarily live their lives apart. Anyone 
venturing into these caves finds trouble and little else. 

While the Snow Trolls steal goods and small trinkets from 
their victims, the amount of treasure found in their caves is 
usually very small. On occasion, a Troll using the same cave for 
many centuries may amass quite a fortune in ivory-not stolen 
jewelry, but the tusks of the many walruses the Troll has 

Lumimiehet of 
the Talath Uichel 
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devoured. The tusks can be found still attached to the skull and 
on the Troll's rubbish heap with innumerable other bones. On 
raids further south or from some unfortunate passing traveler a 
Troll may have captured a single precious or valuable item in his 
hoard, such as a necklace of gems or a magical sword. 

TYHJA KARHUNT ALO 
(La. "Empty Bear's House;" For. Bernastath) 

Razed by the malice of the Witch-king in T.A. 1304, the now 
deserted Berning steading of T yhja Karhuntalo stands midway 
between T alath Uichel and the Herd Tundra. Prior to its 
destruction, T yhja Karhuntalo was a many-towered fortress, 
strong in arms and men. The great and noble House ofBernabalth 
that once ruled this citadel maintained a long-standing friend­
ship with the Lumimiehet ofTalath Uichel, trading often with 
one another or joining forces to hunt the Orcs, their common 
enemy. Bernabalth's descendants, who now inhabit the shores of 
Bear Lake in their exile, hold these same Lumimiehet to be their 
betrayers, laying upon them guilt for the destruction of their 
home. 

T yhja Karhuntalo is a collapsed, burnt-out husk of its former 
strength, and now serves as a lair for Orcs, Trolls, vanquished 
Eriadorian bandits or deserters from the Witch-king's army. The 
Lumimiehet avoid the area completely, fearing Bernabalth's curse 
and not knowing what may be lairing in the rubble. Rumor of 
Berning treasures still buried in the debris of the fallen citadel 
continue to circulate, but few have the courage to investigate the 
veracity of such stories. In truth, all larger objects of value have 
long since been looted from the rubble. Explorers might still find 
a "tidy sum" by careful checking and digging, but the ruin is 
seldom unoccupied, as various visitors shift its blackened stones, 
contriving for themselves such lairs and shelters from the sun, 
wind or cold as possible. 

GM Note: The eM may consult the chart below (ID1O) to 

determine just who or what is located in the jallen jortress, or choose the 
appropriate situation depending on the level if the PC party. The eM 
may wish to use a different one on each occasion. 

Encounter Chart 

1-2 The ruin is empty if inhabitants. By carifully digging through the 
rubble, the PCs jind 250 gp worth if loot (primarily gold rings 
and silver coins) lejt jrom the days when the ruin was used as a 
bandit hideout. The bandits were caught and hanged on a raid into 
Eriador. To locate the hidden stash requires a Sheer Folly (-50) 
Perception maneuver. This may be attempted every (, hours if 
steady searching. 

3-6 An Angmarean patrol if a dozen Orcs hides among the stones and 
jallen rock if the citadel. The Orcs carry no booty, being a mere 
scouting party sent to reconnoiter the area. Their orders are to 

report anything unusual, and therifore attempt to slip away qUietly 
rather than jight any group approaching the ruin (unless the sun is 
up). A Medium (+0) Perception maneuver reveals the Orcs and 

their purpose (i.e., PCs immediately realize that the Orcs have seen 
them and are goingjor reinforcements). It requires 24 hours jor the 

Orcs to report the presence if the PC party at the ruins, and 
another 24 bifore a band if 50 Orcs return to apprehend the PCs. 
Any captured prisoners are taken to Cam Dum jor questioning. If 
the eM is running in a Fourth Age setting, the Orcs may be a 
raiding band jrom the Ephel Angmar, and are simply after booty 
and mayhem. Unless busy jighting Orcs, PCs still have the same 

chance if jinding the old bandit treasure as above. 

7 -8 Six Trolls reside among the tumbled stones, which they have built 
up into crude stone shelters. These are so well-camoujlaged among 
the broken walls if the jortress that a Very Hard (-20) Perception 
maneuver is required to recognize them. The Trolls have discovered 
the old bandit cache if loot and have added it to another 100 gp 

worth if treasure if their own. Any captured PCs are bound and 
kept alive until devoured. 

9- lOA mixed group if 10 Orcs and 20 Men (Angmarean 
deserters) are now well-established in the jortress. They have 
another 500 gp worth if jewelry and coins to add to the bandit's 
hidden hoard. However, they must be difeated bifore they surrender 
any if it or bifore the ruin can be searched. 

UDANORIATH 
See entry for NO-MAN'S LANDS. 

UlCHITH 
(5. "Evem,ist") 

At the northernmost point of Berg Cradle Bay, where the 
Pitkavesi strikes deep between the Ered Rhivamar and the Ered 
Umarth, lies Evermist. It is a long valley of steaming hot springs, 
boiling mud pots and shooting geysers. It receives its name from 
the veil of steam and vapor that continually hangs over its boiling, 
mineral-laden waters. The surrounding valley, warmed by the 
waters, is lush with greenery and animal life. Reindeer and elk 
come here to warm themselves in the long winter, and small 
mammals of all types make the valley their home. While hard­
woods and other deciduous trees are unknown upon the Cape of 
Forochel, the pines, firs, redwoods and cedars ofEvermist grow 
to immense size. 



The hot-springs are a natural formation caused by the violent 
twisting and wrenching of the Iron Mountains in the War of 
Wrath. The fires beneath the earth were not able to break 
through, but made their presence known in the form of geysers 
and hot-springs. These waters collect to form a large, shallow 
lake at the center of the valley. The lake waters are warm and 
steam continually in the cold northern airs. The lake shores are 
multicolored from the mineral waters, which leave streaks of 
color along the beaches. Called the Hithaelin by the Elves, it 
contains no animal or plant life, and its waters are insufferably 
humid and hot. 

The lake does hold an islet at its center: T 01 Ely, the Isle of 
Visions, upon which stands the sweat-lodge of the Cuiviemar, 
the order ofNoldorin mystics that quests to free Forodwaith of 
Morgoth's taint. The Master of the Lodge, Nestador, is pos­
sessed of great foresight, and knows the names of any who 
approach the vale days before they reach its borders. Those of 
good heart who seek Evermist should not be surprised to find one 
of the Cuiviemar's sentinels anticipating their arrival and ready to 
guide them through the many enchanted wards that defend the 
valley against intruders. 

Sec Section 12.2 for the detailed layout of Evermist. 

VASARAN AHJO 
(La. "Forge 0/ the Hammer") 

Located north ofHyvat Kalat on the last jut ofland enclosing 
the Finger Bays of the Forsaken Sea, this Umitic settlement is part 
fortress, part village and part working forge. Established in T.A. 
1439 as a trading post by an Umit named Galgrin, his heirs still 
populate the forge. A stone fence encircles the settlement (8' high 
and 5' thick), pierced on its westward-facing side by iron-bound 
wooden gates to allow access to the bay and the trail south. There 
are approximately twenty stone structures within the fence and 
two stone quays built out into the water of the bay. The quays are 
used primarily by the Lumimies whalers and fishermen who trade 
with the Umli. 

Beneath the village is a complex of forges and craft halls 
wherein the Umli produce fine weapons and metal utensils. 
These are usually traded with Dwarves and other Umli further 
east. The Lumimiehet have little use for the fine weaponry, and 
instead trade their fish, ivory and sealskins for lightweight tin 
cooking pots, knives and metal fishhooks. Visitors are welcome 
to stay above ground, but none but Umli are allowed within the 
subterranean forges. 

The dragon Canadras desolated Vasaran Ahjo in T.A. 1545, 
murdering its leader. The ice-drake was making a bit of sport to 
enliven an otherwise dull winter day, and went about his business 
in a haphazard way, so that many villagers survived. Galgrinic, 
son of Galgrin, was one of these. Now master of his father's forge, 
Galgrinic has sworn to exact vengeance upon Canadras, and any 
who come to do battle with the dragon enjoy his full assistance 
and blessing. Galgrinic sorely desires the recovery of his father's 
enchanted hammer, which Canadras stole. Both weapon and 
forging tool, Galgrin's Hammer is an heirloom beyond price, and 
Galgrinic is prepared to surrender great wealth for its ransom, 
swearing undying friendship to whomever returns it to his 
household (and like vengeance on any who would recover the 
item and keep it for themselves.) 

VEISTYT MUURIT 
(La. "Sculpted Walls') 

Veistyt Muurit is a Beadmaker ruin on the eastern shore of 
Sheltered Bay, north of the Lhuchir and near to the southern 
borders of the Lakeland. Still standing, though half-buried 
among rubble and debris, stand five thick stone walls, carven with 
reliefs depicting Numen6reans teaching and trading with the 
Helmivalmistajat. The walls also give some indication of the 
dress and manner of this lost culture. Digging reveals a well­
ordered settlement constructed around the central, walled square. 
A loremaster among the Dunedain would pay dearly for a 
rendering of these reliefs. 

VENEMIEHEN SAT AMA 
See entry for CAEW-I­

CHELDOLATH. 

WASH TUNDRA 
See entry for LODALF. 

WHALEBONE ISLE 
See entry for SARCHBEL-I­

FANNATH. 
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12.0 SITES OF INTEREST 
Of the wonders and terrors that fill the Northern Waste, six 

surpass all others: the surreal beauty of Helloth, the secret 
enchantments of Evermist, the cunning craft of Achrond, the 
awe-inspiring horror of Morgoth's Well, the fantastic berg­
delvlngs of the Merimetsastajat, and the cursed tomb of 
Malgolodh. All these are described here. Further general infor­
mation on each site is presented under the appropriate gazetteer 
entry in Section I 1.0. 

12.1 HELLOTH 
Helloth, the enchanted Iceflower of the Snow-elves, is a 

magical city in every sense of the word. Carved and sculpted by 
the Ice-spells of the Lossidil, its natural chill is made bearable by 
the ever-present radiance of Helecthil. Losp'indel, the Lady of 
Helloth, -watches over her people from the summit of the world, 
surveying the endless leagues of the Landless Land that encircle 
this citadel and haven of divine light. 

The Snow-elves have not fortified their city apart from its 
walls and petal-towers, preferring to rely for their defense on 
sheer isolation and frigid weather (reasoning that, if any foe be 
powerful enough to launch an assault into Dor Bendor and to 
survive a veritable death march to their gates, such an enemy 
would also be powerful enough to overcome any further enchant­
ments). Helloth fields many doughty warriors, which alone 
would make any assault on the city risky for an attacker. 

In fact, the only real threat to the city might come from ice­
drakes, but the lesser worms that still dwell in this part of the 
world are individually much too weak to overcome the Lossidil. 
The powerful dragons that dwell in the North of Middle-earth, 
especially those of the Grey Mountains, see no reason to abandon 
their comfortable lairs to assail a stronghold that lies in what they 
consider to be the middle of nowhere. Also-stronger than any 
other defense the Lossidil might devise-all evil things fear and 
dread Helecthil's radiance. 
I. :v ~l and Towers. The outer wall of the city is 20' high and 
30 thick, bUilt of mammoth blocks of ice set one atop the other. 
These have been carved so as to arch outwards at the parapet; 
making them all but impossible to scale. The towers at the tip of 
each petal soar to a height of 100'. Narrow windows and arrow 
slits stare out at str~tegic points, making an unmarked approach 
to the CIty almost Impossible. 

GM Note: Scaling the outer wall requires a Sheer Folly (-50) Climb 
maneuver. 

, The portion of the walls that faces Forochel is pierced by a 
Single, great gate, also made of ice, which can be easily slid into 
or out of place. In times of defense, the gate is closed and water 
is hurled at its base, immediately freezing the doors into place. 
Should a breach be' imminent in either the gate or the walls, 
defenders need only hurl more and more water to strengthen or 
seal the weak points. By such actions, the defenders can make the 
walls or gate stronger and thicker throughout a siege. 

Running the length of the outer wall is a single, titanic mural, 
carefully carved into the surface of the ice. It depicts the Snow­
elves' long journey from the time they first turned North to the 
founding of the city. These reliefs and frescoes are carved with 
such delicate precision that they catch light and reflect it back in 
rainbow hues. Little ribbons and glints of HelecthiI' s light run 

and play about the sculptures, which move and dazzle the 
beholder at the slightest movement. Anyone viewing the sculpted 
walls under the full radiance of Helecthil is struck dumb with 
awe-so enraptured, perhaps, that they may freeze to death, 
transfixed by the scintillating carvings and oblivious to all else, 
unless woken by others from their spell. 

GM Note: Unless a 5th level RR roll is made, the enchantment oj 
Helloth's wall mural has an effect equivalent to a Calm I spell jor 10 
+ IDlOO rounds. (Other Elves, being jamiliar and, therefore, 
somewhat immune to the creations oj their Lossidilrin kindred, gain a 
bonus oj +40 to their RR) 

2. The Petals. The five petals radiating outward from Helecthil's 
pinnacle house the dwellings and icc-crafting halls of the Snow­
elves. Interior furnishings throughout the city are of thick fur 
draped over carven ice, the fur protecting the Lossidil from the 
cold-and, more importantly, shielding the ice from body 
warmth. Most dwellings and craft halls contain sculptures equal 
to the magI1lficence of the outer wall. Visitors walking down one 
of the city's frozen boulevards may be forced several times to 
simply stop and stare at the wondrous pillars, statues and 
columns of carefully crafted ice. 

3., The Lindrund: -r:he Lindrund (Los. "Halls of Song," sing 
Llndrond) at the city s center, delved Into the roots ofHelecthil, 
are used for communal gatherings. There are three such halls, 
each one aspectacular display of the ice-carver's art; together, 
their magI1l6cence is overpowering. Finely chiseled and formed 
exteriors are matched by superb and ingeniously carved interiors. 
The halls are domed with especially clear sheets of icc, allowing 
a maximum amount of light to reach the interior. By night, the 
halls arc ablaze with a sparkling radiance, as the ice catches and 
h~lds Helecthil's rays, casting them back in a shower of flashing 
SCintillae; when Helecthil is diminished by the sun, the halls are 
flooded with a brilliant white luminosity. 

GM Note: Anyone viewing the halls (exterior or interior) must make 
a 7th level RR or be affected as Calm I until they are physically shaken, 
have their eyes covered, or are otherwise snapped out oj it. Ona a 
sucassful RR is made, the individual, while still awed by the elegant and 
graceful carvings, is no longer transfixed by them. !f the Snow-elves are 
singing at the time, the RR rises to 10th level, striving to utterly humble 
the viewer. 

Above the Lindrund, encircling the base of HelecthiI's spire, 
stretch the gardens of Losp'indel. These bizarre terraces hold 
beds of soil that the Lossidil transported from Forodwaith at the 
founding of their city. Warmed by Helecthil and blessed by the 
fertility songs sung by the Lady ofHelloth, these beds sustain the 
only plant-life for many hundreds ofleagues. What would be an 
impossibility anywhere else in the Landless Land is achieved 
under the shard of that lamp whose light once called forth the 
Tuili' Ardava, the primal Spring of Arda that Yavanna conceived 
in th~, Deeps of Time. With such staggering power to aid her, 
LosP.lndel and her han.dmaidens provide for their people. 
4. Spire of the Helecthtl. HelecthiI's pinnacle soars 700' into the 
air, its sheer faces interrupted by neither window nor stair. The 
Lossidil have not shaped this great pillar in any way, not wishing 
to detract from Its otherworldly glory. Its smooth, shimmering 
white surfaces beckon the eye upwards, only to be blinded by the 
unsullied radiance of Helecthil. From its summit, the shard 
illuminates the northern sky with fantastic symphonies oflight. 

GM Note: Climbing the spire is virtually impossible, requiring an 
Absurd (- 70) Climb maneuver. 



12.2 EVERMIST 
The shrouded vale ofEvennist creates an environment unitlue 

to the whole ofForodwaith. Albeit wanned by an unusually large 
concentration of mineral-laden hot springs. the valley's true 
wellspring is a grove of cembereth trees. beloved of Yavanna. 
through which the Earth Mistress spreads her restorative power 
across the Wounded Land. Guarded and tended by the Noldorin 
mystics of the Cuivicmar. Evennist is a sanctuary like none other 
which the Elves have made upon Middle-earth. 

For further details about the Cuivicmar-their beliefs. orga­
nization and ritual life-refer to Section 6.2.2. 
1. Hithaelin and T 01 Ely. At the center of Evennist lie the 
steaming waters of Hithaelin. the Mistmere whose vapors cloak 
the valley from the harsh world outside. At the center of this lake 
lies T 01 Ely. the Isle of Visions. upon which stands the sweat­
lodge of the Cuivicmar. A line of oared boats rests along the 
northwestern shore of the mere. opposite the hearth-dwellings of 
the Noldor. 

GM Note: Any who visit the sweat-lodge and meditate for two or more 
hours gain a + 20 bonus to Intuition lasting six months and a pemlanent 

+ 5 bonus to their Meditation skill. The bonuses occur only on the first 

visit. Unlike the visions brought about by magical means, such as those 

on the direct Channeling spell lists, those bestowed on Tol Ely cost no PPs. 

The visions may detail what is happening in far-off pLlces or foreshadow 

future possi/'ilities. The GM may use such visions in the game to provide 

clues to PCs, but great care should be taken about the details if future 

events. To seek a vision requires 1-100 hours if meditation withoutfood 

or water. It also requires an act if personal purification by the mystic, 
such as standing under a wate1all, or in the l1fw-jallen snow on a 

mountain peak, or amid a meadow filled with the firstflowers if spring. 
There is no guarantee that a vision will be received. 

2. Imlad Dirnen. From the north edge of the Mistmere a rock­
c}-lt path runs eastward into the high mountain peaks of the Ered 
Umarth. following the course of one of the streams which feed 
the lake. The stream and trail wind their way through the barren 
defile ofImlad Dirnen. the Guarded Ravine. This gorge marks 
the site of the battle which took place between the Noldor and 
the dragons of the neighboring heights in the year of Evennist' s 
founding (S.A. 1700). The ravine tenninates in a lonely stonefield 
littered with the bones of fallen drakes. This nightmarish scene 
is presided over by the barrow-mounds of the Noldor who 
perished in that combat. silent sentinels against the icc-drakes 
still infesting the mountains beyond. Woven as they are with 
magical wards and enchanted banes. the mounds are held in utter 
terror by the worms. who dare not approach them. 
3. Eryn-in-Erais. The forest which lies on the eastern banks of 
the Mistmere is known as Eryn-in-Erais. the Hartwood. Clans of 
deer af!d elk wander its groves. sheltered by the sheer slopes of the 
Ered Umarth and the waters of Hithaelin. A freshwater rivulet 
tumbling down from the stony heights into the woodland 
provides the herds with drinking water. (No animal will drink 
from the Mistmerc.) Because of its year-round fauna. the N oldor 
of Evennist favor Eryn-in-Erais as a hunting ground. 

4. Glandaur. The woods that fence in Evennist from the 
southwest are called Glandaur. the Border Forest. Seemingly the 
eastest approach to the hidden vale. Glandaur is in fact the most 
thoroughly warded region surrounding Evennist. (See "The 
vVards of Evennist" below.) 

S. Lanthir Annauthad. The waters of Hithaclin reach the 
Pitkavesi of Berg Cradle Bay by way of a winding stream which 
advances in a series of cascading waterfalls. hedged in on either 
side by steep. wooded slopes. The Noldor name these the Llllthir 
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Annauthad, the Falls of Memory, because along their banks the 
Elves have planted several stands of holly trees whose seeds were 
rescued from Eregion ere its fall. The Noldor are wont to wander 
beside the falls by means of hidden paths known only to 
themselves. These trails are magically concealed, and unless their 
eyes are able to foil this enchantment, intruders may find the 
narrow draw of the watercourse a formidable barrier to move­
ment. 

6. Laegirith. The low line of forested hills shielding Evermist on 
the northwest is broken at one point by a slender pass known as 
Laegirith, the Green Cleft; it is the most strategically vulnerable 
point in Evermist's defensive ring, and for this reason its magical 
wards are supplemented by a permanent guard-hearth. Noldorin 
archers survey the tree-clad pass from hidden sentinel points high 
above either side of the path. No verbal password is given for safe 
passage through the Laegirith; instead, those friendly to Evermist 
arc taught a series of unspoken signs, actions which must be 
performed in order to pass the sentinels unharmed. These signals 
arc periodically changed, but they usually involve kneeling beside 
the brook that flows out of the cleft, and arranging the stones 
along its bank in a certain pattern. In this way, a traveler may also 
communicate to the hidden sentinels silent warnings of impend­
ing danger. 

7. UrdaI£ The west shorelands of the Mistmere hold the greatest 
concentration of hot springs, geysers and mud pots in the valley, 
and so are named Urdalf, the Hot Field, by the Noldor. Little or 
no vegetation grows in immediate proximity to these boiling 
waters, and many stretches of the stony expanse arc perilous to 
cross, though the Noldor have learned all of the safe paths across 
them. The Noldor take advantage of the natural heats and rich 
mineral content of this area to assist their metalsmiths in the 
forging of weapons and other implements for which they have 
need. (Sec #10 below.) Nestador, Master of the Cuiviemar, also 
makes use of some of the less scalding springs for his legendary 
healing arts. 

8. 16bel Mallen. Separated from the Urdalf and its vapors by a 
gentle, wooded rise in the land, this open field enjoys a slightly 
greater degree of sunlight than the rest ofEvermist.lt is here that 

Lothwen, wife of Nest ad or, exercised her power as massanil(i.e., 

the highest female authority of the community) by planting this 
field with the golden wheat of Yavanna, from whose grain the 
women of the Noldor make life-giving waybread for those who 
undertake vision paths in the wild. So Lothwen called that place 
l6bel Mallen, the Golden Field. Passage of the field is forbidden 
to male Noldor and all outsiders. 

9. Dol Cembereth. This gentle-sloped hill is the highest eleva­
tion within Evermist, and on summer days when the warming sun 
assails the foggy-mantle of the valley, the hill may appear to 
distant eyes as an enchanted island in the midst of a glimmering 
sea of ether. As its name signifies, Dol Cembereth is the one place 
in Middle-earth that gives birth to the sacred ambereth tree, in 
whose seeds the healing power of the Earth Mistress runs. The 
grove clothes the hill's slopes and crowns its head in a great ring, 
forming an open glade upon the level summit. Here the Yavannildi 
perform their sacred tasks: the winnowing of the wheat from 
l6bel Mallen, the harvesting of the cembereth seeds, the weaving of 
ritual garments for the Cuivicmar, the singing of hymns to the 
Earth Mistress. 

10. Ringorn Cerediriath. Upon the southwestern edge of the 
Urdalf stands Ringorn Cerediriath, the Circle of the Makers. It 
is the place oflabor for the craftsmen of the Noldor: metalsmiths, 
stone and wood-carvers, leatherworkers and meat-curers. A 
modest quarry, used both by the stone-carvers and metalworkers, 
bites into the side of the low ridge separating the Urdalffrom the 
less geologically active areas of the valley. 

I I. Nardhaith. The Noldor of Evermist refer to their earthen­
walled dwellings as nardhaith (S. "hearths," sing. nardhath), this 
being their central feature. Delved partly into the ground, these 
single-chambered lodgings are well-insulated by sod and turf 
against the vagaries of the weather, and arc remarkably frugal 
when compared to the grander architectural themes ofNoldorin 
history. The hearths ofEvermist congregate around a freshwater 
stream that flows down from the Ered Rhivamar into the 
northwestern end of the Mistmere. 

The Wards oj Evermist 
The Noldorin refugees who founded Evermist brought 

with them a secretlore from their former domain ofEregion, 
the art of warding an area with magical enchantments. These 
wards are bound to specific locations, such as a mountain 
pass or forest meadow, covering all points of entry into the 
valley. Cunning and elaborately routed "safe-paths" run 
through these enchanted borders, enabling the Noldor and 
those to whom they allow entry safe passage through their 
guarded home. 

GM Note: The follOWing is a listing 0/ the various enchantments 
that difend Evermist. lj a character should inadvertently stumble 
into one 0/ these wards, roll 1 DIDO and consult the table below to 
determine the consequences. The GM should note that the wards are 

not evenly dispersed, and a given locale may possess more 0/ one type 
than another. The Noldor are aware 0/ those entering the warded 
areas, and mayor may not-depending on the circumstances and 
who is involved-send guides to help travelers through the maze 0/ 
enchantments. Anyone entering one 0/ these zones 0/ magic must 
make a RR vs. 10th level attackfor every 15 minutes they are in 
the area or be affected by its ward. The wards are I..id out in such 

a way that it is a Sheer Folly (-50) Moving maneuver to avoid all 
0/ them. The wards have no if.fect on Elves or wandering animals, 
but are very if.fective against Morgoth's creations and the evi/­
minded (who suffer a -30 penalty to RRs). 



Enchantment Results 

01-35 Lumnalore (Q "Heavy Slup"). The most often encountered 
ward in the Clandaur is lumnal6re. This causes anyone in the 
area to jeel tired and bone-weary. Those c1fected want only to 
withdraw jrom the area and lie down to sleep. This ward is 
especially effective against the ice-drakes of the Ered Umarth, 
reitiforcing the natural inclination of a worm to slumber. More 
than one dragon has been seen approaching the valley, only to 

suddenly yawn and turn back up the mountain jor a nap in his 
lair. The lumnal6re also c1fects Intelligence and Agility; the 
victim, overcome with lethargy of both mind and body, suJfers a 
- 25 penalty to both statistics. 

35-60 Aicatalan (Q "Dread Ground'). This ward overcomes its 
victim with dread and jear. The individual is certain there is some 
horror up ahead, each step jorward breeding greater reluctance. The 
terror is never difined and the victim, overcome with jear, leaves the 

area as qUickly as possible. 

61-70 Naicerosse (Q "Pain Spray"). Located near atry geyser, 
mudpot or boiling spring throughout the valley, the naicerosse 
causes the heated substance to erupt when the victim is within range, 
spraying scalding water or mud (treat as "C)) Heat criticaD. These 
wards are very effective against cold-dwelling creatures, who may 

take double damage jrom the spray. 

71-85 Urequame (Q "Heat Sickness"). These wards create the 
illusion of near tropical heat and humidity. The individual c1fected 
may actually begin to jeel nauseous in the illusory heat and desire to 
jind a cooler environment. Urequamc is very effective against the 

ice-drakes and Trolls of the region. 

86-90 Isilrauco (Q "Moon Demon"). This ward junctions only 
on moonlit nights. Its victims behold jearsome creatures stalking 
them in the pale light of the moon. The creatures are pure illusion 
and cannot harm the victim, but jew have the strength of will or 
stout enough hearts to brave the valley in the moonlight (20th level 
RR every 100' or turn back). The apparitions appear different to 
each individual. An ice-drake may imagine poweiful Elven 
warriors arnled with weapons of witheringjire, while a Man in 
turn may behold dragons wandering the woods ready to make a 
meal of him. The nearer to the warm valley of Evermist the victims 

approach, the more apparitions they behold. 

91-00 Mingwalme (Q "Inner Torture")' Victims of this ward 
experience minor pains in the head, lungs and stomach. As they advance, 
the pains become sharper and more severe until they wrack their victims 

with excruciating agotry and cramping muscles. The torment automati­
cally becomes less severe the mOl1lent a victim turns away jrom Evermist. 
It is not surprising that no one ventures jar into these areas or tests the 
limits of the pain. This pal1icular ward is used to protect the easiest and 

most accessible entry points into the valley. 

12.3 ACHROND 
To the powerful and learned N umenoreans, Achrond was but 

a spare and rustic shelter off the wild and wind-blown Cape of 
Forochcl. Delved into the side of the single hill dominating 
Pitkamichen Saari, the subterranean hall has remained in fair 
condition over the long years. It is a veritable monument to the 
skill and knowledge oflost Numenor. To the Y stavat Talven, the 
hall would seem-cven in its ruin-a magnificent palace beyond 
their dreams of opulence, its vaulted ceilings and carved stone 
pillars far beyond any skill of their people. 

I. Entrance. Though buried for years, the entrance to the hall can 
be easily located. Two rune-engraved stone pillars, straight and 
tall, on the western edge of the hill mark the doorway. They 
record a greeting in Adunaic: "Welcome, sailors, to the warm 
hearth of Achrond." The great, copper-sheathed doors of the 
entrance are corroded and utterly decayed. However, while dirty 
and yellowed with age, the ivory door-frame still stands, its lintel 
constructed of two huge, finely carved, walrus tusks. The tusks 
are joined together at their bases by a large bronze band, each 
curving slightly downward so that the door has the appearance 
of an arch. The bronze joiner is inscribed with a Sign of Warnlth. 
Activated whenever someone passes through the doorway, this 
enchantment acts as a Cold Resistance with a duration of 20 
minutes. Supporting the tusks on either side of the door are what 
appear to be knobby backbones or spinal vertebra of a sperm 
whale. The entire door frame is worth from 2,000 to 5,000 gp 
(the price increases the further south it is sold-2,000 in 
Arthedain, 5,000 in Harad or Rhun). Ice and water have 
weakened the stonework near the ivory, and it is an Easy (+20) 
General maneuver to remove the doorway intact. Sold for its 
ivory alone, the doorway is worth approximately 1,000 gpo 
2. Domed Hall. This perfectly round chamber is lined on its 
walls, floor and domed ceiling with stone quarried from the Ered 
Rhivamar. The dome is supported by five stone columns, carved 
with great skill and accuracy into the likenesses of Men, who 
appear in the archaic dress and manner of the ancient Numen6reans. 
Each figure's hands are raised high overhead, with the palms placed 
firmly against the ceiling. Inside this circle of pillars, the flagstones 
of the floor are etched in gold with a large map ofNumenor. The 
map depicts only the major features and little else, but the thin 
layer of gold outlining them is worth 200 gpo 

Huge stone fireplaces punctuate the walls of the chamber on 
its north and south. A great quantity of wood, brought in from 
forests further south and preserved for centuries in the dry, frigid 
air, is still stacked neatly beside each hearth. However, the 
fireplaces are now useless, choked as they are with dirt and debris. 
Their chimneys have long since collapsed and the flues have 
caved in. Each of the fireplaces sports a spectacular ivory 
mantelpiece, the sides of which are carved from four long walrus 
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tusks, bound at top and bottom by bronze bands. Resting atop 
the tusks are four huge whale ribs, bound together in the middle 
and at each end with similar joiners. The ivory of the mantelpiece, 
so long exposed to fire and smoke, is a lustrous, light brown. 

GM Note: !f they can be removed intact, the mantelpieces are worth 
between 3,000 and S,OOO gp each (exact values varying as with the 
ivory in # 1 above). However, they are dijjicult to remove, being a Very 
Hard (-20) General maneuver. The ivory jrom both jireplaces can be 

sold piecemealjor 2,000 gpo 

3. Kitchen. This is now no more than an empty room containing 
two large, stone ovens. Like the fireplaces of the Domed Hall, 
these too are clogged and filled with dirt that has washed down 
their chimneys over the centuries. The floor is covered with fine, 
glazed, porcelain tiles depicting aspects ofNumen6rean life and 
various scenic views of Numenor itself. They are worth from I 
to 100 gp each to any Dunadan. There are III undamaged tiles 
and another 20 that are cracked, chipped or broken. 

GM Note: The tiles were cemented to the jloor, and removing them 
unhamJed is an Extremely Hard (-30) General maneuver. Any 
Blunder means the tile shattered and is worthless, while Absolute Failure 

means the tile has broken in two on being removed. !f the PCs have acid 
or other solvents, the tiles are Hard (-l 0) General maneuver to remove. 
Roll 1 D 1 00 to determine the selling price if a tile (dividing by 5 if the 
tile is cracked or chipped, and by 20 if broken in two or more pieces). 

4. Sleeping Quarters. Filled with rows of wooden bed frames. 
The cold, dry air has kept the wood from rotting, though some 
frames have split and collapsed under their own weight, and 
others are bowed in the middle, bent awkwardly to one side, or 
bizarrely twisted upwards into the air. The rooms contain 
unidentifiable rubbish left behind by the Numen6rean whalers. 

5. Empty Rooms. The purpose and contents of thcsc chambers 
disappeared with the Numen6reans. They were most likely used 
as storage, dining, and bath and latrine facilities. Half-buried in 
some rubble in a corner of one of the rooms lies a leather-bound 

tome written in Sindarin. The book contains the log of the Pride 
ofR6menna, a vessel sent to explore the possibilities of fur and 
whale trade along the northernmost coasts of Endor. Its scribe 
names himself as Certhir. 

l.4g of The Pride of Romenna 
l2 Cervetb--We anchored in a cold but pleasant little harbor near a 

group if stone lodgings thatJor want if a better term, I must call a village. 
The people arejriendly enough and stand somewhat in awe if our great ship. 
While their life here must be hard, they seem welljed on seal meatJish and 
other bounties the sea provides. There are a number if domed, peatjired 
ovens in this Village that resemble bee-hives, but we have yet to discern what 
these people without wheat or grain if any kind might possibly be baking. 

l3 Cervetb--Today we discovered what the ovens are medjor. These 

people craft small, hard beads if cunning design and shape. Indeed, they 
regard these things with much significance, jor they name themselves the 
"Beadmakers. }} There is some religious significance to their creation, though 
it has not as yet been explained to us. Therifore, we tread lightly concerning 

them and seem not to pry, lest some offense be taken. 
l4 Cervetb--We journeyed to a larger village jurther inland. It was 

well laid out, with straight and narrow streets among three-score small 

stone dwellings. It appears that, as in our own land, spiritual authority 
among these people corifers the prerogative to rule, though such authority as 
these have seems quite limited. Here, the leaders must truly lead and be the 
jirst to bend their backs in any labor or putjorth their effort in any project, 
commanding respect through example rather than dictate. Here, none may 
be jed who cannot also jeed. 

2l Cervetb--Today we were invited by several priests to a heathen 
rite if seemingly great import. Much if the pomp and ceremony was lost 
upon me and my companions, but it was evident jrom the most serious 
nature if our hosts that the ritual was not a trifling matter. I made a 
certainty if assuring the priests how honored we were to witness it. 
However, truth to tell, it was a rather dull and tedious affair. They were, 
injact, merely making beads. They sang many monotonous songs and made 
many obscure gestures and incantations while they jired their ovens. I am 
not at all sure that some if these movements and mumbled speeches still hold 

meaningjor them, and are not rather merely being repeated by the dictates 
if tradition. In any case, we were eventually presented with our own 

personal beads. Their quality is undoubted and, while language is still a 
problem, we learned that these beads were in some wtry special. It must be 
noted that only the priests and ourselves attended the beadmaking ceremony. 
It seems the priests are the "Beadmakers.}} 

23 Cervetb--Today we discovered that our beads are indeed special. 
Thejirst mate has divined that they bear enchantments-not poweiful, but 
ra ther helEful to those persevering in a cold clima teo I have now a t my 
disposal one such that aids me in the prediction if weather. Though I have 
an accomplished and worthy helmsman aboard ship, I am thaniful 
nonetheless to these heathen people jor their generosity. 

12.4 MORGOTH'S WELL 
This volcanic crater is the largest and most visible testimony 

to Morgoth's ancient dominion in the North. While few unaided 
by magic can hope to endure the heats of its lowest tiers, the upper 
reaches ofMorgoth's Well may offer shelter as well as adventure. 
Here the tomb of Thilgon still stands as a warning to the 
overbold who would dare the depths of the Fire Veils or of 
Durlach's Prison. 
1. Rim. From this, the very edge of Morgoth' s Well, one can 
discern the Bleak Mountains as tiny, broken teeth off to the 
southeast. To the northwest, faint and blue, the nearest marches 
of the Ered Rhivamar rear their snow-capped heads. To the 



south, a shimmer on the horizon suggests the Bay ofForochel. To 
the north, the Fire Tundra stretches to the edge of sight. The 
slick, rock-strewn slope descends approximately 300' at a hard, 
80° angle. The difficult angle of this initial step prevents animals 
of the tundra from venturing into the friendlier climes below. 
The air here is warmer, but maintains only about a constant of 
10°F above that of the tundra. Thus, the slope is either continu­
ally slick with frost and ice, or with water from melting ice and 
snow. 

GM Note: Unless securely jastened with rope or similar line, all 
MOVing maneuvers are Sheer Folly (-50) while on this slope. The rock 
is rough and bare, with many sharp and pOinted edges. lj a Moving 
maneuver jails, any notation indicating the character has jallen (FT-4, 
MOVing maneuver Failure Table), means the character jalling also takes 
a "B" (-10) Slash critical. 

2. Grey Stones. The rim ef'ds abruptly at the Grey Stones, a wide 
field of stone and rubble that gets its name from a greyish lichen 
that covers it. This flat, rough circle stretches nearly 2 miles 
across at the narrowest portion of the ring to 3 miles at its widest 
point, sloping away toward the Green Circles at a gentle 20° 
angle. As wind blows over the caldera, it rapidly draws the heat 
of the Fire Veils upwards. While this warmth dissipates quickly 
in the frigid airs, it still keeps even these uppermost areas of the 
crater warmer than the tundra above. The temperature of the 
Grey Stones seldom reaches below 25°F. Snow from passing 
storms often melts in the warmer air here, falling as mist and rain. 
This running water has weathered the rock and smoothed its 
sharper edges. It has also gouged out steep gullies and rocky 
ravines. The mist leaves travelers miserably cold and wet. The 
Grey Stones meet the Green Circles nearly 1,000' below the rim 
of the caldera. 

GM Note: The mist if the Crey Stones reduces visibility, making any 
Perception maneuvers Extremely Hard (-30). This penalty may be 
increased during heavier rains. Movement on the Crey Stones is easier than 
on the rim, Moving maneuvers are now Medium (+0) and, as the rock here 
is less sharp-edged and more rounded, no critical rolls need be madejor jails. 

3. Green Circles. The next five tiers are the Green Circles, a 
remarkable, IS mile-wide oasis, trapped between the ice above 
and the fire below. These are a series of gentle slopes, each 
blending into the next without distinct or clear boundaries. The 
temperature here remains between 45°F at the boundary with the 
Grey Stones to a sweltering 150°F at the lip of the Dead Circles. 
Any snow or ice swept into the crater by blizzards above reaches 
the Green Circles as rain. Here Thilgon and his companions 
planted cembereth trees and all such green things as would grow and 
prosper, unaware of Durlach's presence until it was too late. 

While rocky and infertile in spots (especially the southern end 
where the poisonous volcanic vapors wither the plants), the 
Green Circles are covered throughout with short, tough grass, 
sedge and small shrubs. Stands of twisted, gnarled conifers can be 
found near the edges of small, shallow tarns in the central rings 
of the Green Circles. In all, the assortment and variety of plant 
life is not great, but the entire area is stunted due to the dearth of 
insects. Only the umbmthath have held fast; yet these are ever at 
war with the immoderate heats of the Well, and have never grown 
to their full height. Still, they continue to serve as anchors oflife 
in this hostile environment. 

Without the ability to cross-pollinate (usually provided by 
insects such as bees and butterflies in more temperate surround­
ings), flowering plants cannot reproduce in significant numbers 
and eventually die out. So it happened in the Green Circles that, 

in its early history, there were many flowering meadows and 
glades; but, by the early Third Age, most of these were gone, and 
grass and sedge had claimed their place. Amazingly, the flowering 
unikukka and sinitiihti both still maintain stubborn footholds in the 
Green Circles. Being serviced by the sole insect species of 
Morgoth's Well, the yellow and black striped magloth. The little 
winged beetles pollinate as they devour the flower petals. Unfor­
tunately, they are particular about the flowers they ingest, and are 
interested only in the petals of the sinitiihti and unikukka. 

The trees and shrubs survive by growing in close proximity to 
one another. A small copse of flowering shrubs with intermingled 
branches has no need of insect assistance in reproduction. The 
first and third tiers of the Green Circles (the Barrow Circle and 
Stone Circle) are distinctive in character, being linked by a line 
of stone pillars, warning ofDurlach's presence, and by the stones 
of warding and guard, placed to keep the curious out and the 
entrapped evil within. 

GM Note: The -30 penalty to Perception and Track maneuvers 
during a rain on the Crey Stones is no longer applicable here. 

4. Barrow Circle. Bordered by the Grey Stones, the Barrow 
Circle is less fertile than the inner frontier of the Green Circles. 
It does contain several small tarns and stands of stunted fir, but 
no flowers. Several barren spots testify to the defeat of sedge and 
grass. On the northern edge of the tier a shallow, mirror-like pool 
of icy water (4' at its deepest) surrounds a raised mound. Two 
tapering, four-sided pillars once graced the south side of the 
mound. The west pillar has fallen and broken in two. The base 
of the broken obelisk rests on the shore of the pool, while the 
upper end lies among the stones of the bottom. The eastern pillar 
leans precariously out over the water. Its reflection is oblique and 
skewed against the sky. Any disturbance of the pool, such as 
strong wind or the ripples of someone wading through the water, 
causes the reflection of the eastern pillar to sway and curl in a 
sinuous, serpentine manner. The standing pillar is slimed and 
covered in multicolored layers of lichen. Each side of the pillar 
is engraved with one line of the following: 

Sf Thi~on caeda dirgon men 
Delu-Durlach nuithant guil d,n 
Sf anno ane ,dh a h,dh 

Na drenarchad en Ambaron 

Here lies our captain, Thi~on 
His life ended by the evil Durlach 
Here let him jind rest and peace 
Until the world is unmade 

GM Note: Anyone entering the coU water if the pool without magical 
protection takes a "T" (-50) Cold critical every round in the water.lj 
the layers if lichen are removed, the ancient, weathered runes covering the 

jour sides if the obelisk can be read (requires Rank 3 or better ability in 
Sindarin and an Easy (+20) Perception maneuver). 

The uppermost portion of the fallen pillar lies beneath the 
water and has not been significantly weathered. When it was 
broken in two, the upper portion overturned as it fell in the water, 
such that the correct sides must be reassembled to make sense of 
the runes. The lower portion lies at the edge of the pool, covered 
in lichen. The runes on the side facing the sky are so weathered 
as to be almost illegible. The central part of the obelisk shattered 
on a stone, damaging portions of the inscription beyond recall. 
Small bits and pieces of this fragment lie among the stones at the 
bottom of the tarn. If these can be recovered and pieced together 
properly, a few more words may be reconstructed. 
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GM Note: To recover the smaller pieces if the pillar requires an 
Extreme~ Hard (-30) Perception roll with any "Success" result (Near, 
Partial or Absolute), meaning the character has jound a missing piece.lj 
a "Blunder" results,.a rock or stone with natural indentations that only 
appear to be eroded runes is jound. Rather than deliberate~ misleading 
players with bogus words or phrases, the GM is advised to allow PCs to 
believe they have jound something they simp~ can't read. 

If the pieces of pillar are not located by a Perception roll, it 
requires the time-consuming, and possibly life-threatening, task 
(due to the coldness of the water) of picking up and handling 
each of the hundreds of stones and pebbles in the water (this 
requires I - I 00 hours of careful searching to find the missing 
pieces). Before the pillar suffered its damaging fall, it read: 

Tiro! I jae thaur a gorthob 
Durlach ne naur athar dortha 
Avo gano! Avo lutho' 
An i lavan ui lasta. 

Beware! The spirit vile and horrible 
Durlach in jire beyond dwells 
Utter no summons! Cast no speW 
For the beast ever listens. 

The GM may use the following transcription to describe the 
pillar. The left-hand side of each line comprises the submerged 
upper portion, while the fragments on the right are those covered 
by the lichen (X = the rune for ch, and Q. = the rune for th). The 
words" no spell" are on the extremely weathered side and to read 
these runes requires a Very Hard (-20) Perception maneuver. 

TIRO.I.. ........ A.GORQOB 
DURLAX ......... AQARDORQA 
AVO.G ........ LUQO 
AN.I.L.. .... I.LAST A 

Beware! The .......... and horrible 
Durlach ............. beyond dwells 
Utter no s ........... spell 
For the b ......... er listens 

The pieces of pillar that may be recovered from the water are 
inscribed with the words: Line I: FAE "spirit," QAU (part of 
thaur "vile"); Line 2: NAUR "fire;" Line 3: AR (part of garo 

::sum~on"); AVO "do not;" Line 4: AVAN (part of lavan 
beast ). 

All else has been either weathered or destroyed beyond 
recovery. To make sense of the runes, the PCs must use simple 
trial and error to properly align the upper and lower portions of 
the pillar and insert any found words. 
5. Thilgon's Tomb. Though Durlach slew him in the Dead 
Circles below, Thilgon's companions recovered the body of their 
captain and set it to rest here. This simple but well-crafted tomb 
is built of natural stone and rock. The entrance is blocked by a 
large, heavy slab. Thilgon's remains lie upon a raised shelf 
opposite the door. 

GM Note: There is no treasure in the chamber other than the personal 
itrols on Thi~on himself: a silver headband set with a small ruby (c. 50 
gp); a mithril ring set with jire opal (c. 40 gp); a silver cloak pin (10 
gp); a beltifmithril andgold (100 gp);at hisjeet, a +20 shield; clasped 
in his hands, a +20 sword, its hilt inset with gold and surmounted by 
a large green emerald. The sword allows the wielder to cast Light I (at 
20th leveQ 2 xl day. 

6. Stone Circle. Named for the special inscribed warding stones 
left by the Noldor (not to keep Durlach in, but to keep the 
curious away). They are placed widely in a ring about the inner 
perimeter of the Stone Circle, each standing about a thousand 
yards from its neighbor. The circle itself is a green field of sedge 
with small shrubs huddled here and there. 

GM Note: The magical stones if ward and guard in the Stone Circle 
are akin to those jound in Eregion. (See Section 4.0 if ICE's Arnot: 
The Land jor details) The stones do not affect Elves, Half-elves or 
Men jriend~ to the Noldor. The stones are large, hundred-pound rocks 
that are not buried or hidden in any way (though sedge and grass have 
covered many over the years). To discover anyone if the inscribed stones 
requires an Extremely Difficult (-30) Perception maneuver, and an 
Extreme~ Hard (-30) Read Rune maneuver to discover their nature. 



They strike when a victim passes within 500' 1 a stone and when 
triggered (RR vs. 10th level attack). The stones cause oiolumbc (Q 
"evergloom'), afflicting their victims with a great weariness and 
despair, 50 that all actions seem pointless and jutile, accompanied by a 
"Let's give up and go home" attitude. An affected individual abides by 

the decisions 1 respected companions, but if enough 1 these are affected, 
entire groups may abandon their explorations and leave Morgoth's 
Well. The 1fect lasts I D I 00 hours, in addition to the 105511 point 
1 Presence jar every 5 hours affected by theoiolumbe. (points return 
naturally at a rate 11 I week) Each stone may be triggered only I xl 
day, affect only one individual, and cannot be triggered by an already 
affected victim. However, it is possible jar an unlucky individual to be 
affected multiple times by the stones, the 1fects wearing rff and then 
reactivating as the urifortunate wanders through the Stone Circle.!! the 

stones are moved (even to a new location within the Stone Circle), their 
magic quickly jades and they cease to junction. 

7. Dead Circles. The Green Circles end as abruptly as a 
pleasant dream. The grass at their bottom tier is marked, here 
and there, by fragments of cooled magma, hurled from below 
by some huge internal cataclysm ofDurlach's Prison, splash­
ing onto the lip of the Green Circles in bizarre, nightmarish 
shapes. At this point, the Green Circles cease at a sudden 45° 
drop, and the Dead Circles begin. Precipitation is no longer 
a problem for travelers here. Even the huge amounts of snow 
and sleet from the harshest blizzards melt and evaporate long 
before they reach the sullen stone face of the Dead Circles. Unlike 
the rim, the Dead Circles are rough, solid rock. They are easy to 
climb, due to their many shelf-like outcroppings. There arc 
occasional scars left by huge gouts of lava splashing against the 
sides of the tiers. These arc relatively few in the upper tier but in 
the steeper second tier they arc much more common. The first 
tier o[ the Dead Circles is the most amenable to exploration. 
Vlhile insufferably hot (rcmaining ISO-200°F throughout), it is 
not yet hot enough to do damage by mere proximity-the real 
danger lies in dehydration and heat exhaustion. 

Explorers may find in the Dead Circles many caves leading off 
into the Underdeeps and interior workings that once served thc 
forge and armory of Angband. Save for Durlach, forever impris­
oned in the lava below, none of the original workers or inhabitants 
remain (in living form, at least). That is not to say there are no 
guardians of the 'Nell's secrets; Trolls and evil spirits wander the 
maze of tunnels, and there is rumor of evil, vile things of slime and 
firc that numbcr among the unnamed monstrosities of Morgoth's 
hateful creation. What these tunnels now hold is a matter of 
conjecture. Whether any of the mighty weapons of old survived the 
downfall ofMorgoth and thc destruction of Angband is unknown, 
though some explorcrs claim to have found precious gems. 

Thc second ticr of the Dead Circles is by far the more bancful 
of thc two. The 45° anglc of thc first ticr drops to an almost shcer 
90°. Trapped inside thc cylindrical walls of this tier the heat 
becomcs intcnse. The temperature here rangcs between 500°F at 
the rim to nearly I OOO°F wherc it mects the Fire Veils. Streamlets 
of water running from the Green Circles down through the first 
tier of thc Dcad Circles cause loud, hissing waterfalls here. These 
scnd up grcat clouds of steam and dangerous, boiling spray. 
Travelcrs may climb from ledge to ledge, but for those not 
securely anchored by a (fireproof) rope, a [,11 means almost 
ccrtain death in the molten rock below. The second tier is scoured 
and scarrcd everywherc with the molten spew of the Durlach's 
Prison. Likc the first tier of the Dead Circles, it too was once 
riddled with cntrances and openings to sidc passages, but the lava 
has scaled many of these, and many more have been made 

impassable by rock falls and collapsed ceilings. Without the 
endlcss labor of Morgoth' s slaves to keep them open, the tunnel 
openings have vanished. However, careful exploration might 
rcveal small openings a Hobbit might squeeze through. 

GM Note: The occasional gusts 1 ultra-hot vapors jrom below make 
an "A" (-20) Heat critical roll necessary. (Roll once jor every jour 

hours that PCs are in thejiTSt tier 1 the Dead Circles).!! a deadly strike 
is indicated, the individual has been spattered with molten lava. The second 
tier is even more dangerous. Any unprotected character within 30' 1 a 
wateifall takes a "A" Heat critical every other round while there. This 
increases in severity by one criticalfor every 10' closer the character comes 
to the steaming water ('B" critical at 20' and "C" critical at I 0'). The 

heated air and poisonous vapors venting up jrom below make breathing 
impossible. Without magical protection 1some kind jrom both heat and 
poison, any air-breathing creature takes 2-20 hits in heat damage to 
lungs per 10 rounds and 2-20 hits per 20 rounds to the nervous system 

jrom noxious vapor. From the rim 1 the second tier 1 the Dead Circles, 
discovery 1 the small tunnels is an Absurd (- 70) Perception maneuver. 

Once within the second tier itself,jinding an opening il1to the interior is 

Sheer Folly (-50). 

8. Fire Veils. Thc shecr drop of the Dead Circlcs ends in the 
marc mod crate slope of the Fire Veils. The namc is derived from 
thc red mist of deadly vapor that hangs somc 100' above the lake 
of lava and appears to be a great red cloud or vcil. Thc lava­
encrusted bank of the molten lakc is about 1,500' wide. Hcre, on 
this deadly shore, the great vaulted roofs of three mammoth 
cntrances to Morgoth's primeval forge can still be seen. In past 
years, the lava rose to claim the entrances, blocking them from 
easy cxploration. The lava oozes slowly and lethargically through 
thcse ancient portals. Above the northernmost entrance can bc 
scen the archway's capstonc, carved in a the shape of a hideous, 
three-armcd beast. At one time each arm held a great gem, but 
now the clawed hand of the eastern arm is cmpty and that of the 
western arm is gone altogether. However, the arm pointing 
southward holds a grcat ruby (500 gp). It hangs there, tantaliz­
ingly close, suspended precariously over the molten rock below 
it. What othcr gcm-encrustcd or golden treasures lie beyond 
these lava-filled cntrances are left to the GM's discretion. 

Tbilgon's tomb 
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When Durlach is active, the Fire Veils are constantly splashed 
with lava by the thunderous explosions erupting in the pool of 
magma. The Fire Veils are alive with little rivulets of hissing, 
steaming, liquid rock, oozing their way back to Durlach's prison. 
Here is death. To be on the shores of this hell at such a time is 
to be instantly incinerated. When the lava is erupting, spirits of 
flame can be seen chasing one another through the veils and down 
into the lava. When conditions are hot enough and the eruptions 
in the lake become spectacularly violent, Durlach's sinuous coils 
can be seen writhing amid the superheated liquid rock. 
9. Durlach's Prison. The great lake of lava at the bottom of 
Morgoth's Well is nearly three miles in diameter. In ancient days, 
Morgoth used the heat of the caldera to serve his dreams of war. 
Now it serves as a prison for Durlach, once a mighty spirit of fire 
serving Morgoth. In the destruction of Angband, Thilgon's 
brother bound the creature to the pit ofIava. Now he is doomed 
to remain entrapped within the molten rock. The lava pit is a dark 
and angry red, sending forth occasional deadly belches of ultra­
hot vapors skyward. 

It is a measure of Durlach's condition that, when the lava is 
active, rolling and bubbling, his dread spirit is fully conscious and 
awake. When the lava is quiet and its surface disturbed only by 
the natural venting of gas and heat, Durlach slumbers (sometimes 
for entire decades), his sole respite from the agony of his age- long 
entombment. There, in the world of dream, he can wander realms 
of violence and conquest and boundless destruction. Upon 
waking and finding himself still imprisoned, the lake of lava 
erupts in his despair and wrath, covering the Dead Circles with 
the marks of his anger. 

When awake, Durlach appears as a serpent of monstrous 
size-ISO' long and 10' thick, with 10' wide bands of shimmer­
ing red and yellow-whose sinister coils writhe slowly through 
the lava. His eyes, mounted high on either side of his triangular 
shaped head, are centered in a yellow band and are themselves 
bright red, with black, slitted pupils like a eat's. In this form, 
Durlach may physically attack in many different ways, either by 
biting, swallowing or enveloping an opponent in his fiery coils, 
or he may use his head or tail to butt or bash a victim. Durlach 
also at times takes the shape of a demon, his jana fluttering and 
rippling with heat waves, like a mirage in the desert. It is often in 
this form that Durlach is encountered within the other tiers of 
Morgoth' s Well. In this form, his physical attacks are limited by 
his form. 

GM Note: TIm is a 99% chance ofDurlach being asleep when pes 
venture Morgoth's Well. However, the very appearance of an adventuring 
party is cause enough to rouse the evil thingjrom his slumbers. While 
phYSically entombed in the lava, the watcifulness of the vile and loathsome 
creature jills the caldera. He is always at least partially aware of all that 
takes place within the tiers of the Well. Even in his long periods of 
hibernation, he keeps vne eye half-open. 
TIis evil consciousness has its costs jor anyone attempting to explore the 
volcanic crater. Durlach drainsPPs jrom anyone casting a spell within 
the Well-thus the warning pillars marking the Barrow Circle. Once 

any individual is past the rim, any spell castjor any reason requires twice 
the nomlal PPs. Only half of these points enlpower the spell; the other half 
jeed Durlach, rousing him to jull power and consciousness. Durlach can 
drain PPs only while a spell is being cast. Ajter the creature has drained 

100 PPs or more jrom victims, he is jully aware and active (but still 
seeks to drain PPs). 

12.5 A BERG-DELVING 
The large berg-delvings of the Merimetsastajat can hold as 

many as a thousand occupants (though two to six hundred is 
more usual). The jaasilmii looks primarily for large bergs that can 
be delved with a minimum of exterior reshaping, save that which 
is needed for ramparts or parapets. These are contrived to blend 
in with the natural contours of the berg, such that it appears free 
of noticeable signs of occupation. These measures protect the 
Merimetsastajat from the unwanted attention of dragons and 
other manhunters. 

GM Note: It requires a Very Hard (-20) Perception maneuver jor 
those actively lookingjor a berg-delving and Sheer Folly (- 50)jor those 
merely passing near to one. 

One immediately noticeable feature of Merimetsastaja archi­
tecture is that all berg interiors have convex ceilings and floors, 
the ceilings adorned with a short spike located over a shallow 
hollow in the floor. The design allows condensation caused by 
body heat or warm air in summer to run to the center of the 
ceiling and drip off the spike into the hollow of the floor. The 
convex slope of the floor similarly draws any water running down 
the walls into a natural channel around the edge of the chamber 
or passage. This allows the majority of the berg interior to remain 
dry. A central pillar serves the same purpose for larger rooms. The 
berg-delving ofT orikaupunki has one such pillar, surrounded by 
a dozen spikes which drip steadily in summer, like a fountain, 
into a large pool at its base. When the sun is bright, the room is 
awash in a diffuse, white light, each drop of water flashing as it 
falls, as though diamonds were raining into the pool. 

The most striking feature of any Merimetsastaja delving are 
the exquisite sculptures and reliefs carved into its walls and 
ceilings. These may stand anywhere, and the Merimetsastajat 
often carve them during winter for the mere lack of anything 
better to do. Merimetsastaja sculpture often depicts the natural 
world around the bergs, such as spouting whales, or a flock of 
seagulls flying endlessly across a wall. The sculptures are ever­
changing, since the warmer summer airs cause them to slowly 
melt, so that a wall or statue may be sculpted and re-carven many 
times. The Merimetsastajat are also masters of adding dyes and 
colorings to the ice to give a relief a remarkable, fresco-like effect. 
Elves visiting a berg might spend many long hours examining the 
sculptures and talking to the artists. 

A lesser berg-delving seldom exceeds a population of two 
hundred, rarely comprising more than two heimot. These satellite 
bergs act as outlying staging points for whalers and hunters. They 
are designed to resist the elements and natural enemies, but 
should a raiding party of Orcs or Sled-warriors chance upon a 
lesser berg, its occupants would retreat to the nearest larger 
delving for safety. While their interiors are less lofty and 
expansive than those of their larger cousins, the lesser bergs 
maintain the typical Merimetsastaja design. 

GM Note: For those not born and raised aboard the seaborne 
mountains, the gentle rocking and swaying of a berg in summer makesjor 
slight seasickness. A 2nd level RR vs. disease is required every 24 hours 
or a character becomes extremely nauseous. Just as the majority of a berg 
rests below the waterline, so do most of the Merimetsastaja dwellings. This 
may cause a certain amount of unease to those unaccustomed to the 
experience. A RR (/evel at CM's discretion) might also be rolled against 
claustrophobia. 



I. Upper Citadel. The entrance to the berg is guarded by cxterior 
fortifications which (when viewed from the outside) are often 
difficult to distinguish from the natural contours of the ice. 
Armcd with harpoons, spears and bows, the Merimetsastajat can 
put any raiders to flight. The defenders are also armed with large, 
jagged shards of ice to hurl into boats. These shards can literally 
shred boats made of animal skin and knock large holes into those 
made of wood. 

2. Entrance. Opens just above a low boat ramp. The ramp 
descends at a very shallow angle into the sea, allowing boats to 
land on the berg itself without the necessity of those in the craft 
having to wade through ice-cold seawater to come aboard. The 
entrance is little more than a large, cavernous hole chiseled into 
the side of the berg, often deliberately sealed with blocks of ice 
in winter. When in use, it is covered with large, sealskin curtains, 
the outer drapery bleached or dyed white for the purpose of 
camouflage, the interior skins decorated with colorful murals 
depicting a whale hunt or perhaps a landscape of the bergs 
floating in the bay. The skins help to regulate the internal 
temperature, keeping out warm or cold drafts. It is through the 
main entrance that visitors and traders and their goods must 
enter. 

3. Central Stair. Actually a winding, spiraling ramp, delved from 
the topmost sentry position to the temporary tombs deep within 
the berg. The ramp is divided into many landings and shallow 
alcoves, and a certain amount of skill is required to negotiate the 

ramp without falling. The Merimetsastajat think nothing of it, 
having played upon the ramp since childhood, but anyone else 
requires a Medium (+0) Moving maneuver roll every 100'. At 
the landings and alcoves, passageways lead off to the various 
sections of the berg. 

GM Note: Penalties or bonuses to the Moving maneuver are left to the 
GM. A PC able to walk carifully down the ramp may gain a + 1 0 
bonus. If jorced to carry heavy objects or run, a penalty oj -10 or - 20 
may be applicable. If the Moving maneuver isjailed, it means the character 
has jallen and the results are determined by a Light (-20) roll on the 
Moving maneuver Failure Table. If the roll results in a number, the 
number is the percentage chance the character has oj remaining upright 
(e.g., a score oj 60 means individual may slip but has a 60% chance oj 
remaining standing or a 40% chance oj jailing, whichever the GM 
prifers). 

4. Kitchens. Access to the kitchens is available to anyone needing 
to cook. They are equipped with large oil lamps for the boiling 
of stcws or open roasting of meats. (Baking and smoking meats 
are done on the shore immediately after the animal is killed.) The 
kitchens arc built high on the berg to avoid releasing heat into the 
interior and possibly damaging rooms or chambers. They are 
constructed much like a Lumimies' pyoreii talo, with blocks of ice 
used to construct the ceiling. If it is storming outside, the blocks 
can be set to protect the kitchen and those cooking. if too much 
heat is building up in the kitchen, these can be removed to 

let in colder air. In the world of the 
Merimetsastajat, who spend days surviving 
on jerked seal meat and dried fish, kitchen 
and cookery are a luxury rather than a 
necessity. 

5. Great Halls. The large meeting rooms of 
the Merimetsastajat maintain a typical rect­
angular design, but are much loftier than 
other berg chambers. The chambers are 
used for singing, dancing, feasting and cer­
tain initiation rites held by the Valaskalan 
Palvonta. They are also the gathering placcs 
of the heimot. They come into their full 
flower in winter, when the muistajat tclliong 
tales, sometimcs consecutively, through the 
nights of blizzard and storm. The crowded 
halls are filled, wall to wall, with people 
silently listening to a lone voice recounting 
the legends of the Merimetsastajat and telling 
tales of heroes from long ago. 

lIS 
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The most intricate ice-sculptures are located in these halls. 
Every inch of the walls, ceilings and pillars are carved and etched 
with designs and figures, often recounting stories and tales in 
mural. A good muistaja often uses the icy frescoes to illustrate the 
tale he is telling, moving slowly along the frozen mural and subtly 
pointing out the various scenes they depict as he comes to that 
part of the story. 

The halls are only occasionally used by traders who come to 
show their wares and trade with the Merimetsastajat. (More 
often, such trades take place upon the shore.) When not in use 
by the heimot, the halls are the playground of children. Especially 
in spring and autumn, when not in daily use, the shrill cries and 
shouts of children at play can be heard throughout the length of 
the halls. 
6. Whaling Bays. These large, cavernous chambers are used for 
cutting up harpooned whales. Their entrances are very low and 
difficult to discern from water level. For someone unfamiliar 
with the berg, it requires an Extremely Hard (-30) Perception 
maneuver to notice the bays. The overhanging lip of the cave-like 
bay is standard camouflage and helps prevent large waves and 
storm surges from washing into the berg. Even those seated in a 
boat must bend forward to avoid the ice ridge. Whales being 
towed into the bay are forced underwater to avoid the lip of ice. 
To defend the bay, a small boom of driftwood and ice is hauled 
across the entrance further discouraging any attackers in boats. 
Thus, hung up by the boom, attackers are bombed from above 
by defenders throwing large blocks of ice. (In some cases, two­
ton blocks of ice have been positioned so they may be cantile­
vered onto attacking boats.) 

A whaling bay is a long, narrow chamber with a large, wide 
ramp set at a shallow angle, leading down into the water. The 
merivene towing the whale docks to the side, while the whale is 
hauled manually by rope up the ramp onto a wide, square 
platform of ice. There it is cut into manageable pieces for meat, 
blubber, bone, hide and so on. The bays are also used by 
fishermen and huntcrs. 

While there may be a number of storage rooms radiating out 
from it, each bay contains only one through entrance into the 
berg. This entrance is very narrow, as is the passageway beyond, 
containing an numbcr of severe angles and turns bcfore straight­
ening out. This is the Mcrimetsastajat's defense against dragons. 
While they know they cannot keep a sea-drake out of the whaling 
bay, they can prevent it from entering the berg proper. While the 
beast is attempting to negotiate the narrow confines of the 
passage, thc Merimetsastajat have an opportunity to collapse and 
seal the tunnel. 

At certain, prcscribcd timcs, the Valaskalan Palvonta forbids 
all but whalers from entering thc bay (usually at the very start of 
a whale's dismemberment, when the welcoming and departure 
rituals are performed to appease its spirit). However, as there is 
seldom a ritual being performed in all bays simultaneously, other 
Merimetsastajat can usually find a place to dock and unload. 
7. Storage Chambers. Located anywhere within the berg, these 
chambers arc stocked according to need. (Armories ncar the 
citadel contain spears, bows and arrows, whilc those near the 
whaling bays hold ropc, oars, harpoons and other cquipment 
needed by huntcrs.) The rooms are opcn to all, the stores within 
being communal property. However, this does not mean strang­
ers can simply walk in and help themselves. The equipment is for 
use by Merimetsastajat, and outsiders must barter or trade for the 
items. 

8. Larders. Storage rooms for food are located high within the 
berg, near the kitchens or among the family dwellings. Any who 
are able or have recently contributed to the food-stores are free 
to make use of them. Because of the cold, insects and spoilage are 
kept to the barest minimum. A mountain of venison may be 
stored without danger of it going bad over the long winter 
months. Herbs and vegetables are stored in sealskin pouches, 
bags or earthenware jars near the kitchen where they can be kept 
warmer. However, for all the protection, frost-burned vegetables 
and berries are common, and visitors must acquire a taste for 
them. 
9. Family Lodgings. The chambers used by families are located 
near the center of the berg. They lie below the waterline, and 
should there be a crack or breach in the berg, the loss oflife would 
be catastrophic. The entrance to each lodging forms a short, U­
shaped hallway, which allows for some privacy. Many entrances 
arc also covered with decorative sealskin curtains. The curtains 
serve both to identify the resident (either by totem or by some 
other pictograph) and to keep chill drafts out. Lodgings are 
grouped into heimo-holds, with the separate families grouped into 
suut. (Thus, all the rooms on one level may be occupied by the Sea 
Bird heimo, subdivided into the Black Wing Gull suku, the Sea 
Hawk suku, and so on.) 

Interiors are furnished with sealskin and whalebone stools, 
and floor mats of fur and whale ribs joined together. Whalegut 
hammocks take advantage of the narrow dimensions of the 
chamber, strung from wall to wall when the family retires. Both 
the mats and the hammocks kecp their bodies off the ice and 
reduce melting. 

Family lodgings are lighted with small whale oil lamps, and 
often decorated with bone and ivory carvings in niches along the 
ice walls. The family's possessions are scattered throughout the 
room. There are always a number of furs, hunting weapons and 
children's toys strewn about. At the rear of each dwelling is a 
latrine called the virtsareikii, little more than a deep hole in the ice. 
It is considered good manners to cover the hole with a skin after 
each usc. (This is actually done to avoid accidentally knocking 
objects down into the hole-the waste itself quickly freezes, 
loosing any unpleasant odor.) 
10. T emporary Tombs. Deep within the berg, at the very end of 
the descending, central stairway, lie the temporary tombs. These 
jiiiivuoteet(La. "ice-beds," sing. jiiiivuode) amount to little more than 
a large chamber wherein fallen warriors, drowned whalers and 
any others who die are placed in a temporary sarcophagus until 
such time as the ice on the bay allows a proper interment in a 
burial bcrg. The bodies arc placed in their coffins fully clothed, 
and the sarcophagus is thcn sealed with a lid of ice. The lid is 
heavy and solid, and carefully carved into a likeness of thc 
deceased. In spring, when proper burial may be performed, the 
sculpted, frozen death-mask is smashed and tossed into the sea. 
This signifies the release of the individual's tarmo and its dispcr­
sion into Y mpyra, to return again as some other portion of the 
world. The bodies are placed in their frozen sarcophagi with all 
the possessions they had on their person at the time of death. 
Therefore, such things as ivory tokens and totems are common, 
as well as runeknives, amulets and pouches of herbs. Robbing the 
dead is considered a heinous crime by the Merimetsastajat, and 
anyone caught doing so is immediately put to death. 



12.6 MALGOLODH'S TOMB 
Above Spouting Bay, in the southern reaches of the Pitkayon 

Vuoret, stands the stone of Malgolodh, grandson of King 
Amlaith of Arthedain. The stone is a rough slab engraved with 
a warning: 1, Ma~olodh, son if the son if King Amlaith,jorbid any to pursue 
jurther my quest. I will entomb myself in the hills to protect happier lands jrom 
the evil which has devoured my companions. The evil which Malgolodh 
loosed is lost to history, and those with the curiosity and strength 
of can only discover it by locating his lost tomb. 

No records remain of the search parties King Amlaith sent out 
to find his beloved grandson. Other than the name on the stone, 
the Y stavat T alven have never heard the name Malgolodh. But 
those familiar with Arthadanian history may glean some clues as 
to his fate from Laulu Hullun Rautamiehen ja Hautajaistensa, the Lay 
of the Mad Ironman and His Funeral. This poem is told by both 
the Merimetsastajat and the Jaamiehet, but they regard it as little 
more than a children's fable. The lay does not tell what terror the 
young man roused, reporting only that he fled northward from 
some evil thing that destroyed his companions but would not 
harm him. Fearing to bring this evil among his people, the 
Ironman closed himself off in a cave. 

And the Mad Ironman would let none come near. 
He waved his hand good-bye; 
He waved good-bye to the world if Wind and Sunlight; 
He waved jarewellto the Trees and Sky. 

I go into the Earth where my Spirit is safe; 
I go into the Earth to die; 
I go where the terror cannot be loosed; 
I wish no others to die. 

And the Ironman jilled a wooden cup. 
He hailed the Sea and Mountains; 
He hailed the Wind and Weather; 
He drained his cup and waved his hand. 

I go where none shall jind me; 
I go where my Spirit may jind peace; 
I go into the Mountain if Stone; 
I bury myself alive. 

As any wanderer from the South soon learns, "Ironman" 
is a term used by all Ystavat Talven to refer to anyone 
wearing metal armor. If the PCs are familiar with the area or 
ask enough questions, they can learn there is a peak in the 
Pitkayon Vuoret named Kivi Vuori (La. "Stone Moun­
tain"). Once Kivi Vuori has been located, the possible 
locations for the tomb are easy enough to find; though a 
rough, wild, boulder-strewn spire of granite, only its lower 
eastern slopes contain caves. The entrance to Malgolodh's 
cave is blocked by an avalanche. Within lies the now skeletal 
remains of the once proud Dunadan. A silver ring still rests 
on the bony middle finger of his right hand. This is the 
Corma Varyaro, the cursed artifact which brought about 
Malgolodh's demise. Any who claim it suffer the same fate 
as him. (For a description of the ring's powers, see Section 
10.0.) 

13.0 ADVENTURES 
Whether they be foreign or native to its lands, the Northern 

Waste beckons the bold and the adventurous. Here, amid this 
rugged wilderness of bay and berg, mountain and tundra, one 
may explore ancient ruins, visit strange and mysterious peoples, 
defy the forces of Nature, or combat titanic forces of Darkness. 
This section provides an array of such adventure possibilities. 

13.1 THE IVORY HOARD 
Whale and walrus-hunting are just about the only pursuits 

which the otherwise alien cultures of Eriador and the Northern 
Waste share in common. Yet even these endeavors reveal the 
radically different values that motivate the Men of North and 
South. To the Y stavat T alven, the hunt means survival-meat to 
sustain themselves and their families-and the maintenance of 
tasapaino, Nature's balance; but to the Dunedain and others, 
whalebone and walrus-tusk are luxury goods to grace their 
palaces and mansions, and enrichment for those that procure 
them. For the most part, the Y stavat T alven and the southerners 
who visit their lands respect these mutual differences; yet occa­
sionally respect and understanding break down, giving way to 
greed and violence. 

13.1.1 THE TALE 
In the summer ofT.A. 1408, just prior to the Witch-king's 

devastating assault on the Dunedain which would spell Cardolan's 
death-knell, King Arveleg of Arthedain financed an ambitious 
whaling expedition in a desperate attempt to enrich the royal 
treasury with a view to shouldering the crushing burden of the 
imminent war. To this end Amhir, a prominent noble of the 
court, captained a vessel bound for the Bay of Forochel. It was 
there that Amhir heard rumor ofSarchbel-i-Fannath, the legend­
ary Graveyard of Whales. Disregarding the warnings of his 
Cardolanian crew that the site was guarded by powerful and 
vengeful spirits, Amhir set his ship on a course for that storied 
coast. 
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Loyal to his king, and fervently convinced that the 
nobility of his cause justified the breaking of any "hea­
then" taboos, Amhir set about to plundering the bone­
covered strands of the Sarchbel. The Merimetsastajat 
encamped there opposed Amhir's desecration with force, 
and were slaughtered. At that heinous act, even Amhir's 
own Lumimies guides abandoned him, believing that his 
ship and all who sailed in it were accursed. Growing still 
more contemptuous of the superstitious rantings of 
these "savages," Amhir angrily departed the island, his 
hold weighted down with more than a thousand pounds 
of whalebone and walrus-tusk. 

Whether it was the curse or unhappy chance, neither 
Amhir nor any of his crew ever returned to port with 
their booty. They had tarried overlong, and an early 
storm grounded their ship on the coast of the Wash 
Tundra, trapping the vessel in its frozen grip. Amhir 
thought to winter on board with the cargo, but his 
Cardolanian crew mutinied, taking their chances on the 
perilous landward journey across the frozen tundra. Of 
their fate no tale tells, but none ever returned to the lands 
of the living. Amhir, refusing to abandon his precious 
cargo, perished with the ship, which was locked in a 
permanent, ice-choked channel of one of the many 
streambeds of the tundra. 

The fate of Amhir' s ship did not go wholly unnoticed, 
for Lumimiehet from the nearby village of Aamukuu 
discovered its remains, buried-and nearly intact­
beneath a sheet of ice. The Lumimiehet, though unaware 
of the vessel's origin or the deeds of its captain, knew that 
it carried a great hoard of ivory, and began to spin 
cautionary tales about the foolishness of southerners, who would 
lay down their very lives for something as worthless as bones, 
rather than enjoying the life-gi ving meat that once clung to them. 

]n this way, the memory of Amhir's ill-fated ivory hunt was 
transformed into the stuff of muistaja story-telling. ]n time, 
though, rumor of this "bone boat" reached the ears of one who 
saw through the mythic embellishments of the legend and 
perceived the kernel of truth that lay behind them. This was 
Grimabalth, one of the Rivermen of the Lhun valley who often 
had dealings with the Lumimiehet of Aamukuu. Yet Grimabalth 
did not at once act on his hunch, realizing that, ifhe guessed right 
about the sheer bulk of ivory the buried ship contained, he could 
not extract the cargo or transport it back to civilization alone. He 
would need the help of others .... 

13.1.2 THE NPCS 
Should it become necessary at any time in the adventure to 

introduce a new PC, either due to attrition or the addition of new 
players to the group, the GM may draw upon these NPCs as 
source material. Possible characters can be drawn easily from the 
Rivermen, as these are tough,Tesourceful and used to living in the 
wilderness. The Lumimiehet of Aamukuu are another good 
source for characters. The village is home to many brave adults 
and adolescents who would be more than willing to go wander­
ing. For more exotic characters, Morvran's band might supply 
members who are unhappy with the outlaw life and wish to defect 
to a more lawful. if not less dangerous, lifestyle. 

WIDUHUND AND SIGISWULF 

Widuhund and Sigiswulf are typical Rivcrmen plying the 
waters of the northern Lhun. The two are actually just partners, 
but they seem more like brothers. Their long association with one 
another has given them the same habits, mannerisms and patterns 
of speech. They are rough and rustic, their faces like old tree bark, 
and use language that would make an Orc blush. Widuhund 
always calls Sigiswulfby the nickname "Siggy," while Sigiswulf 
always calls the other "Gimpy" (so named for Widuhund's slight 
limp, a permanent reminder of a knee shattered by an Orc's mace 
long ago). However, they frown severely on strangers calling 
them by these nicknames. 

They are both excellent fighters and are skilled in hunting, 
trapping and the ways of the wild. While often downright 
grouchy, rude and taciturn, they are always open to any barter or 
trade. While not particularly fond of coins (having little use for 
them in the wild), they are fully cognizant of their value and do 
not reject them outright. ]n any trade or barter with the PCs they 
much prefer to exchange goods and/or services for goods and/ 
or services of equal ( or greater) value. 

]n their riverborne existence, these men of the North are 
always in need of blankets, boots, rope, weapons and armor. 
They also barter for spellcasting services. The most commonly 
preferred spells being any from the Item Lore list, to assess the 
value of some object or item they have found or traded for. Other 
spells, especially those that heal wounds, arc traded for as need 
demands. The Rivermen in turn can provide travelers with food, 
shelter, guidance and transport up and down the river. They also 
possess a wealth of information concerning the surrounding area 



and can infonn wanderers in the area of any havens or hazards 
nearby. Always equipped with four canoes, each paddles one 
while towing another as a barge for freight or ferry for passengers. 

GM Note: As it is impossible to tow a canoe through rapids, Rivermm 
cotifronted with white water abandon the river, portaging their goods and 

canoes. In such cases, any passengers are expected to carry their own 
weight (and canoes). 

GRIMABAL TH AND SrONNACH 

Grimabalth and Sionnach are unusual among the Rivermen in 
that they are a husband and wife team. While Grimabalth is large 
and burly-a true Rivennan--Sionnach is small, dark and lithe. 
She was once a thief in Caras Celairnen and is actually of Daen 
origin. Some six winters ago, Sionnach was caught stealing and 
barely escaped with her life. Grimabalth found her wandering, 
wounded and at her wits' end, ncar the banks of the Lhun and 
nursed her back to health. Sionnach found the free life of the wild 
Rivennen to her liking and Grimabalth a kindred spirit. The two 
have been inseparable ever since. 

The couple journey in two canoes, riding in one and using the 
other for freight or passengers. They travel the Lhun and the 
Baranduin, ranging far and wide, and doing a good deal of 
business with the Lumimiehet of Aamukuu. Grimabalth speaks 
fluent Labba (Rank 3) and Westron (Rank 4). Sionnach, less 
conversant, is still learning the Labbic tongue (Rank 2), but she 
is fluent in Westron (Rank 4) and her native Dunad (Rank 5). 
These two are thus excellent guides for any group heading north, 
and might act as intennediaries between the PCs and the 
Lumimiehet. They are also aware of the ivory hoard near 
Aamukuu. 

While still a thief at heart, Sionnach lives by the Rivennan's 
code of keeping one's word. However, as other Rivennen say 
teasingly to Grimabalth, "Her word is given seldom and only at 
a high price." Of the two, Sionnach is by far the more dangerous, 
being skilled in the long bow, thrown weapons (especially knives) 
and the sword. More than one group of ruffians has regretted 
their mistake in dismissing the small, dark-eyed beauty out of 
hand and concentrating their attack on Grimabalth. The couple 
is fully aware of this incongruity and exploits it in any fight. 

YHDEKSAN TAIVASTA 

Yhdeksan T aivasta (La. "Nine Skies") is a trusted and long­
time villager of Aamukuu. A master tracker, Yhdeksan T aivasta 
always takes several youths with him to teach hunting skills and 
pass on lore of the wild. The adolescents in the village clamor at 
his door and vic with one another for the opportunity to be 
allowed to join in these hunting parties. If the PCs are short on 
cold weather survival skills, Yhdeksan T aivasta is an excellent 
source of training and knowledge. 

In his youth, Yhdeksan T aivasta wandered widely and, having 
traveled as far east and south as Angmar and Arthedain, is more 
familiar with other peoples and customs than the average 
Lumimies. He has also traded with Rivennen at the Lumimies 
town ofMulkan Kaupunki. While he has never personally traded 
with Grimabalth and Sionnach, he recognizes them as Rivennen 
if they are with the party. This can be a boon to the PCs, as 
Yhdeksan T aivasta has always had good dealings with the 
Rivennen and regards them as friends. In addition to his native 
tongue, Yhdeksan T aivasta speaks Westron (Rank 2). 

Yhdeksan T aivasta is short and stocky, even for a Lumimies, 
standing barely 5' tall and weighing in at 180 lbs. His 
long, fair hair is thin and balding and his piercing eyes are 
so pale a blue as to be almost grey. Y hdeksan T ai vasta 
is a master of the" stare-down" wherein the opponent is 
forced to blink first. At the age of 49, he is considered 
old by Lumimies standards; but is still hale and strong. 
In any fight, whether against an animal, an anned 
opponent or the weather, Yhdeksan T aivasta is as calm 
and fearless as any battle-tested knight from the South. 

MORVRAN 

Morvran is a bandit chieftain who is slowly running 
out of villages to rob and plunder. Initially raiding his 
homeland of Rhudaur from Eregion, the Hillman's 
exploits drew the ire of the local authorities, driving him 
and his band into northern Cardolan, and from there 
further west into Arthedain. An ill-advised attack upon 
Sam Ford cut his band to pieces, and Morvran, fleeing 
with the remnants ever westward, has finally found 
himself wandering the Lhun valley. With so many losses 
and after being driven from one side of Eriador to the 
other, his followers are grumbling and mutinous. 

Short, stocky, handsome and charismatic, it is 
Morvran's easy-going style and his martial prowess that 
keeps his men from turning on him. He lets them 
grumble and mutter as much as they like, but should they 
raise sword against him or one another, they face quick 
and merciless justice at Morvran's hand. Regarding 
himself as neither kind nor cruel by nature, Morvran 
assumes either of these demeanors as circumstance 
dictates. 
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Driven from the prosperous lands of the east. Morvran is 
looking for one final lucrative raid to pay off his rebellious men 
and retire in comfort. Rumor of an ivory hoard along the river 
came to his ears two weeks ago. and so he has a head start on the 
PCs. However. Morvran and his men could not see eye to eye 
with the Rivermen. While they never came to blows. the two 
groups did not part as friends. 

Morvran's gang is a motley collection of Hillmen from 
Rhudaur. thieves and footpads from Cardolan. and outcasts of 
Arthedain. Thcse twenty men often quarrel among themselves. 
and fist-fights are common. However. when danger threatens. or 
prcy and treasurc are in sight. thcy close ranks. forgetting their 
individual quarrels. Individually they are a cowardly and untrust­
worthy lot; but while neither brave nor disciplined. the knowl­
edge that the gallows assuredly awaits them should they lose a 
battle welds them into a cohesive fighting force. 

All are well-armed. armored and mounted. They travel with 
spare horses and pack animals. and are always on the look-out for 
additional mounts. For all their faults. the bandits are not Orcs. 
While they would steal anything from anyone. killing whomever 
puts up a fight. they never kill wantonly or for sport. Once they 
have taken what they want. the bandits leave the victims to fend 
for themselves. (Though. as was pointed out at the trial of one 
of the bandits captured and later hung at Sarn Ford. "Leaving a 
man in the wild. stripped of his horse. weapons and armor. is the 
same as killing him.") 

LUMIMIEHET OF AAMUKUU 

There are approximately a hundred peoplc in Aamukuu. 
counting children and infants. They are wary of strangers and 
remain aloof and watchful until the social ice is broken. However. 
should there be Dwarven. Elven or Hobbit PCs with a party. the 
villagcrs' curiosity may overcome their natural reticence. If the 
PCs make no serious social blunders (such as refusing to share 
their. own food or refusing to eat what is offered by the 
Lumlmiehet). friendly relations with the villagers should warm 
up quickly. The villagers fully expect any visitors to live by 
Lumimies rules and customs ofbchavior. Not to do so may result 
in ejection from thc village or complete and total ostracism. 

Scveral villagcrs may be used as a source of amusement or 
danger by the GM. A currently unmarried woman named Pieni 
Kukka (La. "Small Flower"). who weighs in at well over 350 Ibs. 
may take an interest in one of the PCs as a possible future 
husband. While Rautakasi (La. "Iron Hand"). who has his own 
designs on Pieni Kukka. looks on disapprovingly. This may be a 
ticklish situation. as PCs attempt to extricate themselves from the 
romantic intrigue without hurting anyone's feelings or becoming 
involved in a blood feud. 

13.1.3 THE SETTINGS 
THE SHIEW AND BANNER 

The PCs first hear rumor of an ivory hoard in the common 
room of the Shield and Banner. an inn and tavern run and owned 
by a Northman named Rumawerdu. While not particularly 
bright. Rumawerdu is not particularly stupid either. He knows 
a wealth of tales. jokes and songs; but. having inherited the inn 
from his father. he has never traveled. and is apt to believe most 
tales from or about far away places ("far away" being anywhere 
beyond a hundred miles of the inn). He is also likely to believe 
any tale concerning strange races such as Dwarves. Elves. Hobbits 
or Lossoth. 

Those frequenting the Shield and Banner are primarily the 
local farmers. herdsmen and tradesmen. These people are a 
friendly. open. gregarious and unassuming lot. They are likely to 
be far more concerned with local gossip than with distant events. 
They are unable to expand on or enlighten the PCs as to the truth 
or falsehood of any rumors concerning anything outside a five­
mile radius. There are also a good number of travelers. including 
a few Dwarves. whose business takes them back and forth 
between the Blue Mountains and Arthedain or Cardolan. 

THE RIVER LHUN 

After leaving the Shield and Banner. the PCs should journey 
northward either by boat up the mighty river Lhun or along its 
banks by horse or foot. The adventure assumes that the PCs have 
started further south than Round Rock. If the GM wishes to 
speed things up. the PCs can come into immediate contact with 
Widuhund and Sigiswulf on the banks of the Lhun and go from 
thcrc. However. if the GM prefers to let the PCs test their own 
mettle on the river. they may purchase or trade horses and mules 
for small boats at many locations. poling or rowing their way 
upriver. This requires at least some of the party to have boat­
handling skills. 

The Lhun gets progressively rougher and wilder the farther 
north the PCs travel. Sand bars. unruly currents. driftwood and 
rocky shoals are all present on the Lhun. The GM should require 
five Boat Handling mancuvers per day of travel--one for 
boarding and launching. three during the day's travel (morning. 
noon and evening). and one for landing and disembarking. The 
difficulty of the maneuver is left to the GM' s discretion. and is 
dependent on exactly what the hazard (if any) may be. 

If the party journeys up the banks of the Lhun. it takes twice 
the amount of time as traveling by boat. but the river hazards are 
avoided. The extra time reflects not so much the speed of boats 
but rather the fact that those on foot must make long detours 
from the riverside to avoid bogs. impassable thickets and other 
obstacles. The longest detours result from looking for a place to 
ford the many small tributaries of the Lhun. As bridges are 
nonexistent. these deep and swift streams are very difficult to 
cross. As such fords are used by predators and prey alike. and an 
encounter roll should be made at each stream crossing in addition 
to the normal encounter rolls. Regardless of the surrounding 
terrain. the fords or crossings are always treated as Open T crrain 
(+ 20) for the activity roll (See ST -10 Encounter Table in 
Middle-earth Role Playing). The GM may make this journey north 
(whether by boat or land) as eventful or uneventful as desired. 



ROUND ROCK 

Round Rock is a convenient landmark for all who travel the 
Lhun, protmding squarely from the middle of the river. As its 
name implies, it is a huge round rock, worn smooth by the river 
at its confluence with a large tributary from the Talath Muil. It 
is a typical Ri verman shantytown, with lean-to's straggling along 
river's edge up the hillside to a watch tower on its summit. To the 
inexperienced or those unlearned in warcraft, the village appears 
only as an irregular and random scattering of dwellings; yet the 
settlement has been constmcted with an eye to its defense. The 
lean-to's are built in such a way as to form a series of screening 
walls around the entire encampment, with an inner ring of 
dwellings at the settlement's center. 

AAMUKUU 

The village of Aamukuu (La. "Morning Moon") is a cluster 
of twenty-five widely scattered lodges. Unlike many Lumimies 
villages, Aamukuu is a permanent dwelling place, its lodges 
constmcted of earth, sod and timber. The village derives its name 
from its location west of two low hills. From almost any point 
within the village it is possible to see the last moon of autumn and 
the sun rise together between the two hills. Any Longbeard 
Dwarf can delight and amaze the villagers by explaining to the 
Lumimiehet that the name of their village relates to Durin's Day, 
the Dwarven new year. For one month after his tales, the 
Dwarven PC receives a +20 bonus to all Influence maneuvers 
involving the Aamukuu villagers. 

THE BONE BOAT 

Amhir's ship was unfortunate enough to be hit by an early and 
powerful winter gale and driven up a wide, shallow stream at the 
highest point of an unusually high tide. The very same storm that 
beached the ship also clogged the stream with such debris and 
clutter that the little river changed its course around the obstmc­
tions. \Vhen the storm passed, the crew found themselves in a dry 
channel some distance from the bay. The winter cold froze the 
ship to the shore, and those attempting to forcibly tow or drag 
the vessel back to the bay could get no foothold on the icy 
ground. The ship has thus been in virtual "dry-dock" for 
centuries, listing slightly to port, frozen and preserved by ice and 
snow. 

13.1.4 THE TASK 
The purpose of this adventure is to introduce adventurers to 

the Northern Waste-its treasures, its perils and the life ways of 
its inhabitants. While the material objective (the recovery of 
Amhir's lost ivory hoard) is fairly straightforward, PCs soon 
discover that it takes more than mere martial prowess to over­
come the obstacles that lie in wait for them. Above all, they learn 
the expediency of accommodating themselves to the customs of 
the Lossoth, and that to achieve their goal they must play by the 
cultural mles of their hosts. 

The scenario is designed for adventurers starting out in 
Arthedain or the Lhun valley, but may also be used by a band of 
adventurous Hobbits from the Shire or Dwarves from the Blue 

Mountains. The PCs should represent a good mix of professions, 
but as the adventure involves learning about a strange and exotic 
culture, having Y stava T alven (and especially Lumimies) charac­
ters in the party would spoil much of the fun. The average level 
for PCs starting the adventure should be 4th to 6th for a large 
group, and a few levels higher for a small group. (The combined 
total levels should add up to about 26.) 

The plot consists of a series of small, connected episodes. If 
the GM wishes to drop or add episodes, it is important that the 
overall story still forms a complete, coherent and logical whole. 
As the adventure begins south ofForodwaith, the GM may find 
ICE's Arnor: The Land helpful in fleshing out the myriad details 
concerning northern Eriador. Whether mn as part of a larger, 
ongoing campaign, or as a one-time trip to the North, the point 
of this adventure is to establish friendly relations with both the 
Rivermen and the Lumimiehet, thus opening a gateway for 
further adventures in the Northern Waste. 

STARTING THE peS 
The GM may start the adventure at any convenient location 

within the given area, either paraphrasing or role playing the 
following information. 

Rumor, gossip and tall tales wander regularly and aimlessly 
through the shops, inns and taverns of the frontier settlements of 
northern Arthedain and the Lhun valley. Stories and idle canards 
are especially numerous in winter. The inactive and seemingly 
endless days spent indoors give rise to imaginatively embellished 
and extravagantly embroidered yarns and narratives. In some 
cases these stories have a small grain of tmth in them, but it is 
often so deeply buried under an avalanche of balderdash, that 
separating fact from fiction is all but impossible. 

A mmor has been spreading along the Arthadanian frontier, 
the talc of a treasure-laden Lossothren funeral raft sent down the 
Lhun. Differing versions of the story may be found throughout 
the villages of western Eriador, as far south as the haven-town of 
Caras Celairnen, and as far east as Greenfields in the North 
Farthing of the Shire. In fact, this particular tale reveals complete 
ignorance of the Lumimiehet and their ways. (I t docs, however, 
provide the necessary lead for hooking the PCs into the adven­
ture.) 

The PCs are resting quietly in the common room of a 
comfortable old inn called the Shield and Banner (the "S 'n' B" 
as the locals call it). Rumawerdu ( the innkeeper) and a mixed 
band of wanderers are sharing a bottle of wine and swapping 
travelers' tales. Their conversation is dying a slow death by the 
drowsy warmth of the fire and sleepiness induced by the wine. 
Finally, a Dwarffrom the Blue Mountains stretches out his short, 
stout legs and yawns loudly, asking the innkeeper: "Tell me, 
Rumawerdu, what became of that raft of treasure you were telling 
me about the last time I was here?" At this, many voices speak up: 
"Raft of treasure?" Rumawerdu mbs his stubbly, unshaven chin 
and stares blankly at the fire for a moment. Then, in a lowered 
voice, like a child telling ghost stories by the fireside, he begins: 
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"Wmll, I'll tell you. As some here don't know about the raft, I'll just 
begin at the beginning. Now, mind you, I'm just telling what I heard and 
not what I saw; but I have no reason to think that those as told me would 
lie about such things. 

"Anyway, early last spring there were three Rivermen poling up the 
Lhun away west of here, when up ahead like a run-away horse comes a 
wooden rrift as big as a house! Poor RivemJen had to give way and head 
jor shore or be runned over' They was a shouting and screaming and callin' 
down curses on the rafters. But when the raft got even with them, they saw 
there wasn't anyone on it-just jull of clutter and mess. 

"The Rivermen weren't slow on the uptake' They gave chase to the 
runaway and boarded it. They wrastled andjought and poled and oared, 
and jinally got the raft to the riverbank. Tying it down, they turned and 

took a look at what they had. 
"Wmll, what do you suppose they did have? There in the center of the 

raft was. the body of a man' All kid out with braided hair and wrapped 
in a jur-lined cloak, just like a king. The Rivermen had snagged themselves 
a juneral barge' An' all 'round him were the treasures of his house. About 
his waist was a big, heavy gold belt, and he wore a powerful enchanted knife 
that could kill just by touchingyou' The Rivermen said there must have been 
a thousan' pounds of ivory on the barge. Some of it was all carved and shaped 

pretty, some just raw and heaped in a corner. 
"The RivernJen said it must 'ave been thejuneral boat of one the Lossoth­

kings. (The Lossoth being the peoples that live up in the way1ar North where 
there's ice and snow year-round I hear. I've heard tales telling about them 
and their ways. They're a queer jolk to be sure, but I've never seen one of 
them) 

"Well anyway, the RivemJen said: 'What's the point of wasting all that 

ivory? The northerners have honored their king and sent him downriver 
with it. What do they care what happens to it?' It took them two whole days 
to unload the boat and get all the treasure o/.f When they was done, they 
guided the raft back out into the river and set it adrift again. The river boys 
wasn't being mean or disrespeciful, not wanting to stop the old kingjrom 
going to his jinal rest. And, when prOVidence knds a load a treasure in your 

kp like that, you got to grab with both hands no matter what!" 
"So where is all this ivory and treasure? Weedl, I've heard two stories 

on that, but can't tell you which one is true. Maybe neither's true or maybe 
both are a little bit true, if you take my meaning. Now the jirstjellow who 
told me the tale said the Rivermen had the ivory hidden somewhere in the 

jorest along the Lhun. They didn't want to sell it all at once or keep it all 
in one pkce because it would attract thieves and bandits. They were just 
going to bide their time and dole it out in drips and drabs as they needed to 

live comjortable. 
"Now, that's how I heard the story the jirst time; but a second jellow 

come along and told it d!fferent. He said the Rivermen hid the ivory in the 
jorest all right, but they went back south to jetch more of their people to help 
them with the treasure. They never told the others exactly where it was, and 
on the way back north they were attacked by a band of Orcs. And when 
the jight was over-wouldn't you know-the very three that knew where the 
treasure was, was jull of Ore-arrows and stone cold dead' The other 

Rivermen looked high and low along the banks, but they neverjound nothing. 
"The jellow as told me this story said he thought the king's treasure was 

probably cursed and never would be jound again; or, if it was, the person 
jinding it had better keep his eyes open! But as I see it, either way there's a 
jortune in ivory somewhere in the jorest up north just waiting to be jound. 
For I know jor a jact there's been no raftload of treasure jloating through 

my inn'" 

A ripple oflaughter breaks out at Rumawerdu's joke, followed 
by a buzz of amazed excitement: "Imagine! Finding all that 
treasure! And it's out there just waiting to be found." These and 
similar statements pass back and forth among the listeners, but 
the Dwarf stretches and yawns loudly once again before saying: 
"It would be nice, but it would also be nice to grow wings and fly 
to the moon!" With that he drains his wine cup and wishes a 
hearty "Good morrow and a better one after that" to all in the 
common room and goes off to bed. Rumawerdu rises and begins, 
somewhat unenthusiastically, to wipe tables and put away mugs 
and cups while the remainder of his listeners drift toward their 
rooms. 

After hearing such a tale, any adventurers worth their salt 
should be more than willing to journey north to verify the 
treasure story. If the PCs need more goading, an NPC can 
mention the fact that a jeweler in Tharbad is paying top bounty 
for IVOry; another brings up the point that "If these Snowmen can 
waste that much treasure on a funeral, imagine how much more 
there must be further north." 

The morning finds many of the travelers have already break­
fasted and departed. If the PCs ask whether any others have heard 
the talc of the treasure raft, two or three admit they have (some 
saying that only a small amount of ivory was ever found, others 
claiming it was a large amount of silver, not gold or ivory). If 
interrogated further, Rumawerdu knows no more than he told 
the night before. If asked whether he might be interested in 
hunting for the treasure, Rumawerdu makes it very clear where 
he stands: "What? Me go wandering offlooking for some dead 
king's cursed treasure! No thank you!! I've a business to run." 
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Unless the GM provides some other means for the PCs to get 
wind of the ivory hoard, their success depends on encountering 
and making a favorable impression upon the Rivermen whom 
Rumawerdu spoke of. From their meeting with Grimabalth 
onwards, the PCs' greatest asset is their personal integrity and 
their willingness to adapt and respond to the social expectations 
of the Lumimiehet. PCs accustomed to resolving conflict through 
bloodshed may well be able to overcome Morvran's band by 
force or cunning, but this in itself docs not persuade the Lossoth 
to reveal to them the location of the ivory-indeed, it may have 
the opposite effect. 

OBSTACLES 

The Lumimiehet are, in fact, only too happy to show the 
wreckage of Amhir's "bone boat" to courteous inquirers. The 
real obstacle lies in getting their loot back to civilization, the PCs' 
main antagonists being the logistics of the situation and Morvran's 
intention to rob them of their prize by any means possible. Were 
the PCs to inform the king of Arthedain of their discovery, they 
would eliminate the logistical problem, but might have less to 
look forward to in terms of profits; on the other hand, what they 
lose lI1 monetary reward they might compensate for in social 
honor and prestige among the Arthedain. As for Morvran, he 
must either be outwitted or confronted in the end. 



OUTCOMES 

Unfortunately for the PCs, the very success of their adventure 
may adversely affect the price they receive for their loot, since so 
much ivory would literally glut the market. Should the PCs 
return to Arthedain with the ivory, the king would demand one 
fifth of the recovered hoard, since it came from an expedition 
financed by the royal house. Should the PCs attempt to enrich 
themselves without surrendering to the king what is his right, 
they would do so at the expense of making the most powerful 
mortal lord of Eriador their enemy. After giving the Rivermen 
and the king their respective shares of the booty (and a somewhat 
lowered price, due to the quantity of ivory involved), the PCs 
should eventually receive about 50% of the value of what they 
originally recovered from Amhir's ship. 

The GM should award experience points for how well the PCs 
handle themselves among the Rivermen and how well they are 
able to interact with tlie Lumimiehet. Likewise, if the PCs 
alienate or make enemies of these peoples, they should receive no 
points. If the PCs resolve to stop Morvran from doing mischief 
among the Lumimiehet before Grimabalth asks them, award 
them an additional 5,000 xps. A special 2,000 xp bonus should 
be awarded to the PC singer in the song duel. Any quick and easy 
adaptation to cultural differences should also be given recogni­
tion. If they are able to return to civilization with 60% of the 
ivory they recovered, the GM should award an extra 5,000 xp 
bonus to each Pc. 

13.1.5 ENCOUNTERS 
To locate the ivory hoard the PCs must first find the 

Rivermen of Round Rock who allegedly came across the funeral 
raft. The first encounter (Upriver) is a random meeting with 
some Rivermen who know Grimabalth; it gives the PCs an 
opportunity to put the Rivermen in their debt and so make them 
communicative. In the second encounter (Round Rock), the PCs 
are introduced to Grimabalth, who sizes them up as potential 
allies in his scheme to recover the hoard. Next stop is the 
Lumimies village whose tietajii, Yhdeksan T aivasta, knows the site 
of Amhir's buried vessel (Arrival in Aamukuu). Overtures on the 
part of the PCs to obtain this information are interrupted by their 
ivory-hunting competitors (Morvran's Arrival), and tension 
builds to a confrontation in good Lossothren style (The Song 
Duel). \Vith Morvran out of the way temporarily, Yhdeksan 
T aivasta shows the PCs to the hoard (The Bone Boat), leaving 
them with the greatest challenge of all: how to get the loot back 
to civilization. 

UPRNER 

As the PCs journey north, they hear a great deal of barking and 
howling from a thick stand of trees on the river bank ahead of 
them. A Routine (+30) Perception roll reveals the barking and 
snarling to be a pack of dogs. . 

Even as you are wondering what a pack oj wild dogs has cornered in the 
cluster oj trees, you are answered by a shout on the wind. "Get on with ya, 
ya bloody mongrels!" This is answered by a chorus oj barks and angry 
yelping. Then the voice yells again, apparently at the dogs. "You can bay and 
growl 'til the river runs dry ya bleedin' cur, but I'll stay in this tree 'till 
die bifore I'll be yer supper. " 

There are more growls and barking, but another man's voice speaks up 
suddenly. "Ha! They'd 'ave a time swallowingyer tough old river-rat oj 
a carcass 5iggy!" At that there is the sound oj bitter laughter from the two 
men,jollowed by more growling and snarlingfrom the dogs. Then there is 
a sudden uproar, as if the dogs had somehow reached their prey and were 
tearing them apart, but then the first voice yells "Blast it, Gimpy' The rotten 
scoundrels have found our food packs. " 

If the PCs decide to help the treed men, they find fourteen 
large to medium-sized mongrels meandering through a Ri verman' s 
camp. Three of the wild dogs are pacing about under a large tree 
a hundred yards from shore, while two more sit looking up 
another tree twenty yards further on. The Rivermen are clinging 
to the branches. On the river bank, four canoes rest, carefully 
hauled up from the water, and about these the remaining dogs are 
sniffing, barking and fighting over food sacks. Many are happily 
shaking, shredding and tearing the leather and cloth bags, 
sending waybread, jerked meat and various other foodstuffs over 
themselves and their companions, while the remainder of the 
pack is snapping up the food and fighting one another over the 
tidbits. 

When hunting or in combat, pack tactics are simple: they use 
their sheer numbers and greater speed to encircle and bring down 
prey. Unless very hungry, they do not attack Dwarves, Hobbits 
or Men (they do not attack Elves of any kind unless driven mad 
by disease or spellcraft); but, as they are often very hungry, such 
attacks are not unusual. Dogs invariably go for an opponent's legs 
in the hope of bringing the victim down, so that the rest of the 
pack can swarm in and overwhelm the prey. If the pack is 
confronted with a strong threat or seemingly superior force, they 
make a loud, snarling show of bravado, but retreat rather than 
fight. However, individual dogs or small groups separated from 
the main pack may fight to the death if locked in combat or 
cornered. 

Due to their barking and snarling, the pack may not hear the 
PCs approach. If attacked, the pack immediately scatters into the 
trees, but regroups not far from the edge of the camp. Any 
wounded dogs (those suffering more than 5 hits) run yipping and 
yelping into the forest and do not regroup with the others. Also 
at this point, Widuhund and Sigiswulf come down from their 
respective perches in the trees. As the pack bristles and barks, 
working up their courage at the edge of the camp, the dogs take 
stock of the situation. If the pack has a two-to-one advantage or 
better, it attacks; otherwise the dogs quickly cease their posturing 
and skulk away into the forest. If they experience difficulty 
defeating the dogs, the PCs may take to the trees as the two 
Rivcrmen did. If this should be the case, then shortly after sunset 
the dogs become bored and hungry, wandering off in search of 
easier prey. 
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If rescued, Widuhund and Sigiswulf welcome the pes to 
their camp and curse them for arriving too late to save the food 
bags. If the pes ask outright if the Rivermen know anything 
about the rumored ivory hoard, the two men erupt into 
uproarious laughter. Then, just as the two seem about to stop 
laughing, they glance at one another and begin guffawing and 
spluttering anew. It is sometime before they can get the better 
of their mirth. 

When you have had just about enough if the Rivermen's endless laughing 
and cackling, theyjinally collcct their wits and wipe the tearsjrom theireyes. 
Widuhund explains their laughter, Sigiswulf occasionally interrupting 
with "Aye lads, that's the truth" and "Listen to 'im lads, he's saying right 

and proper." 
Widuhund says ''I'm sorry lads, me an' Siggy here meant no disrespect, 

but someone's playing a powerfuljunny joke. You see, you lads aren't the 
jirst to come up the Lhunny nosing about jor ivory. There were a bloke 
named Morvran and his rough band through here, not more than two weeks 
ago, askin' about it; then you lads show your jaces and ask the same-It 

was just more than me an' Siggy could hold inside." 
Widuhund looks at Sigiswulf at this point and the two burst out laughing 

again. Bejore you can ask just what the joke is he gets a grip on himself and 
continues: "You see, we know what were jound, where it were jound and 
who jound it-and it weren't no load if ivory and gold. It were just a 

juneral boat if the Snowboys, come downriver with only one or two 
bracelets and trinkets. So you see, you and them other lads is come all this 
way jor nothing." With that said, he glances at his partner and the two 
explode with laughter again; but this time it is short-lived-apparently, the 
joke is wearing a bit thin even jor the Rivermen. 

"But, anyway lads, we're obliged jor the help with the bark 'n' biters. 
We'll be glad to shows you the way north if you've a need. We'll take you 
up the Lhunny to Round Rock and you can talks to those as knows jirst 
hand about the ivory." 

If the pes have their own boats, they need only follow 
W iduhund and Sigiswulf (and endure a good many ribs and jibes 
from the Rivermen about their boat-handling skills). If the pes 
are on foot, the two have room for as many as eight people and 
equipment in their canoes. If the pes have horses, ponies or other 
pack animals they do not wish to leave behind, the Rivermen give 
the party directions on how to find Round Rock: "Follow the 
Lhunny 'til you spies a big, round rock in the middle of the river. 
You can't miss it-if you do you've no business bein' on the river 
anyway." If the pes ask for information on Morvran and his 
band, the two only scowl and say "Wait'll we reach Round Rock 
and there'll be many to answer your (luestions." 

ROUND ROCK 

When the pes reach Round Rock, they are received with 
friendliness, especially so if they arc in the company ofWiduhund 
and Sigiswulf. However, when the two Rivermen explain the 
pes' reason for coming north, the adventurers must be prepared 
for a good deal oflaughter at their expense. 

Shortly tifter sunset, Widuhund beckons you to jollow him. He guides 

you to one if the Iean-to's at the center if the camp. There he bids you wait 
out if earshot, and approaches a man warming his hands over a jire. There 
is a short conversation as the man looks you over, then he nods and waves 

jor you to approach. 
"Here's what you be lookingjor lads. This here's Grimabalth, and her 

in the lean-to is Sionnach. They've got the answers to questions which only 

those as knows can really give. I'm off to jind a keg an' a bite if something 
sweet, and I hope she don't bite back." 

Widuhund disappears up the hillside without so much as a wave if his 
hand. Grimabalth squats by the jire, still warming his hands, while 
Sionnach remains in the lean-to, idly balancing a knife on the back if her 
hand, then tossing it up and catching it by the hilt. The jire has the pleasant 
odor if oak, sending up a small, thin stream if smoke, allowing everyone 
to huddle round in a tight circle about the light and warmth. Grimabalth 
looks warily up at you over the open jlames, and then speaks. In contrast 
to his gruff exterior, his voice is sift and pleasing to the ear. 

"Gimpy says you're lookingjor some barge jull if treasure. We jound 
a little rtift on the Lhim, but that was nine or ten months ago, and it was 
no more than a juneral boat. The northern jolk use the makeshift to send 
the dead to their jinal rest. And no, the man was no king. The Snowboys 

have no kings, lords or chieftains in the way if other Men. They live their 
lives together without much need if them. Only treasure on the rtift was a 

copper belt, two ivory bracelets and an ivory talisman in the shape if a elk 
hung 'round his neck. At his side he had a bone-handled knife. 

"We saw no sense in the river having these things, so we took them and 
let the river take the rtift.I' d show them to you, but I traded the copper belt 

jor a keg if ale down near Caras Celairnen and the ivory jor lanterns and 
blankets over at Rood on the Brandywine. I still have the knife though-­
good blade." Grimabalth suddenly rises and walks to the lean-to; Sionnach 
hands him the bone-handled blade. Grimabalth examines itjor a moment, 
and then returns to the jire. He does not immediately hand over the knife 
or allow you to look at it, but gazes at you across the jire, as if sizing you 

up jor a jight. 
"You know,you are not thejirst to come lookingfor this. As Widuhund 

told you, others have come wanting ivory. A charmer by the name if 
Morvran came with sweet words jrom his mouth and death in his eyes; but 
I've not wandered the Lhunny all these years to be taken in by such as him. 
He would have liked to strike me when I told him there was no ivory. I don't 
think he believed me anyway-watched us jor a jew days and tried to 

jollow us up and down the river in hopes if jinding where we might've hid 
it; but horses on the bank can't match a boat on the river. In the end, he gave 

up his watching and waiting." 
Sionnach quietly stops tossing her blade and sits herself down next to 

Grimabalth. As Grimabalth pauses she immediately speaks up. Her voice 
is pleasant and lilting, and her speech traced throughout with a Daen accent: 
"They have headed north. Morvran would not believe we had no ivory, but 
I heard him talking to his men. He told them the ivory must have a source, 
and if we would not share ours, then they shouldgo north andjind the people 
who could send a rtift if that precious stuff down the river. Now I jear jor 
the Lossoth; they are our trading partners and jriends. They use ivory jor 
tools or decorations, but do not hoard it or jeel the greed and lust jor such 
treasures as men in the South do. They do not understand their danger jrom 
such men-that men may killjor such things; that some come not to trade 

but to take." 
Ajter this she jails silent and looks querulously at Grimabalth. He sits 

musing but does not speak. He stays silent a long while as the jire crackles, 

the thin spire if smoke rises endlessly, and about you, you hear the camp 

settling in jor the night. 



If the PCs ask, Grimabalth allows them to inspect the knife. 
Sionnach points out that it is ill-balanced, better used for hand­
to-hand combat than as a thrown weapon. Any PC casting an 
Item Lore spell detecting magical capabilities may discover the 
true nature of the bone-handled blade. The Lumimies weapon is 
actually a runeknife: a x 2 PP multiplier, adding + I 0 to the 
wielder's DB and enabling use of the spells Summons [and Animal 

Tongues I xl day. It requires a Medium (+0) Use Item maneuver 
to draw on the knife's powers. Its relative value is about 485 gp 
on the open market. (See the Magic Item Pricing Table in Middle­
earth Role Playing.) 

GM Note: If the PCs desire the knife, Grimabalth or Sionnach haggle 
mercilessly, their initial asking price double its true value (perhaps 
diminishing to something more realistic). During this long process, the two 
complain bitterly that the PCs are taking advantage if their good nature. 
Ibe GM may use a Medium (+0) [tifluence maneuver to decide what 

kind if price is demanded j~r the item. (As a simple guideline, Blunder 
means the price stays at twice the item's actual cost, while Absolute Success 
means the price conus down to about 80% if the real value) 

It is plain that Grimabalth is worried about Morvran and his 
band, and what they may do on their visit north. He would like 
to venture norrh himself to give his friends and trading partners 
warning, but business and canoe repairs have delayed him. Also, 
he is, as yet, unsure as to the PCs' own motivations in this matter. 
If the PCs seem just another greedy band of ivory hunters, he sees 
little sense in helping one rapacious band of outlaws over 
another. For Grimabalth, Sionnach and all Rivermen, there is the 
hard-headed practicality of the situation to consider; if groups of 
treasure-hunters start warring with one another and with the 
Lumimiehet over ivory, this would disrupt trade, putting the 
Rivermen's very livelihood in danger. 

If the PCs broach the subject first, it greatly eases negotiations 
with Grimabalth and Sionnach (+ 10 bonus for any Influence 
maneuvers for next 24 hours). The couple is very interested in 
knowing just what the PCs' intentions are and how they might 
regard any ivory found. The PCs need not be reticent in telling 
the two that they fully intend to take any unclaimed ivory they 
find; however, they also need to make it plain they do not intend 
to lay waste entire Lumimies villages for the sake of few pieces of 
ivory jewelry. This is exactly what Grimabalth and Sionnach 
want to hear. 

Satisfied with your intentions, Grimabalth rocks to andjro on his heels 
a moment, then spits into thejire. He looks round at the camp as if to ensure 
the cotifidentiality if his next words. "You see, one thing most here don't 
know is that there is ivory to be had in the North. Me and Sionnach know 
where there's supposed to be a mountain if the stuff, or so the Snowboys say. 
Ibe people in the Village it's near say it's been there jor ages. Between the 
two if us, we may be able to kill two birds with one stone. We can keep the 
bandits jrom ruining the river trade and jind a little something worth our 
own while in the bargain. I'd rather split the ivory with you lads than deal 
with the others. [ know a bad apple when [see one; Morvran won't share 
with anyone except at sword's point." 

It is now plain that Grimabalth is as much worried about 
Morvran finding the hoard as he is about the bandit harming 
Lumimies villagers. He is also worried that, should the bandits 
destroy the village, there may be no one left who knows exactly 
where the ivory is. With armed and trustworthy allies to support 
him against the bandits, Grimabalth feels that now is the time to 
venture north. If the PCs ask why Grimabalth doesn't use other 
Rivermen to help him, his explanation is simple: "You heard the 
way you were laughed at. These lads have no time for treasure 
hunts. I am merely hoping that what I've heard is true-I make no 
guarantees." 

If the PCs offer to help keep track ofMorvran and search for 
Grimabalth's rumored ivory, the couple offers their help as 
guides and scouts. In exchange for their services-especially if 
the journey requires the use of canoes-they also demand a full 
share (each) of any treasure found. The PCs would be foolish to 
turn down the couple's offer, as their assistance as guides and 
interpreters would be invaluable. It also gives them a great 
advantage over Morvran: while the bandits must jind their path 
northward, the Rivermen know the proper path and can take 
advantage of the most direct route. 

The journey can be as uneventful or as wild and dramatic as 
the GM desires. In any event, the PCs must leave the Lhun and 
strike overland where the southern edge of the Wash Tundra 
meets the T alath Muil. Thus, while Morvran and the bandits 
have a week's head-start on the PC party, they must swing much 
farther west and find a suitable place to ford the Lhun. This gives 
PCs time to catch up or even reach Aamukuu ahead of the 
bandits. 

ARRIVAL IN AAMUKUU 

The PCs' arrival in the village is a source of much curiosity and 
interest for the people. While most of the villagers remain shy 
and aloof, the old, well-traveled hunter Yhdeksan Taivasta steps 
forward to greet them, bidding them welcome and offering them 
what hospitality his small village can provide. If the PCs make no 
threatening moves or outrageous social jaux pas, they are welcome 
to stay in the village. However, if the PCs immediately begin 
sounding alarms or attempting to warn villagers against the 
bandits, they succeed only in confusing the Lumimiehet, leading 
many to misunderstand the warnings and mistakenly perceive all 
southerners (including the PCs) as a threat. Treat such immedi­
ate warnings as a Sheer Folly (-SO) Influence maneuver. If 
Grimabalth and Sionnach are with the party, they can advise PCs 
against such a course of action. If the party bides its time and 
allows a certain "getting to know you" period of familiarity to 
take place, their overtures and warnings are much more easily 
accepted. Unfortunately, the PCs do not have a great deal of time 
for exchanging idle pleasantries with the villagers. 
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MORVRAN'S AruuvAL 
Morvran and his band of ruffians ride into Aamukuu some­

time within the next four days. This causes almost as much 
excitement as the PCs' arrival. Never before in the history of the 
village have two groups of strangers arrived in such quick 
succession. The bandits have reconnoitered the village and are 
well aware that the PCs are there. They realize that they cannot 
overcome both the villagers and the PC party, but equally have 
no intention of letting the PCs have it all their own way. 

About midday there is a sudden stir in the village. Many excited voices 
are raised in wonder and amazement. There are riders coming' From the 
south comes Morvran astride a great, grey war-horse, leading a group <if 
twenty mounted men and a string <if some twenty more horses, ponies and 
mules. Morvran obviously wishes to appear as a conquering general. 

As Yhdeksiin Taivasta approaches Morvran, the bandit reins his horse 
to a stop, leading the beast back and forth restively before the Losson. 
Yhdeksiin Taivasta welcomes the new arrivals as he did you. Then Morvran 
leans forward insolcntly,JoUs his arms and rests his weight on the back <if 
the war-horse's great neck. "Are we weltome indeed! Then I thank you for 
your kind hospitality, Snowman. To be sure, I thank you so very much!" 

After this, there is a ripple <if laughter among Morvran's followers. It 
is plain by his attitude and tone <if voice that he regards the villagers as mere 
rubes and bumpkins-to be ordered about or dismissed as he sees fit. 
Yhdeksiin Taivasta returns to his place by the fire while the rest <if the 
villagers begin to drift away by twos and threes. 

The Lumimiehet are not particularly offended by Morvran's 
aristocratic air, regarding it on a par with the social blunders of 
a child, and simply move to correct the mistake in etiquette. 
Morvran soon finds himself in the center of a circle of ostracized 
silence. The bandits suffer a -30 penalty to all Influence maneu­
vers (a bad first impression is hard to overcome). 

While nonplused by the Lossoth, Morvran is qUick-witted enough to 
realize he has made a mistake. Still seated on his horse, glaring down at 
Yhdeksiin Taivasta for a moment, he suddenly collects himself and smiles 
his most winning smile. 

"I beg your pardon, kind sir. I have ridden far and am tired and out 

<if sorts. I have no wish to '?!fend you or the good people <if this village. I and 
my men gladly accept your '?!fer <if hospitality." 

At this point he pauses, waiting to see if he is making a better impression. 
The villagers are very alo<if and distant, thenlselves waiting to see the 
reaction <if Yhdeksiin Taivasta, who says nothing, but merely motions with 
a sweep <if his arm that the riders are weltome to join him at the fire. 

After his initial rebuff. Morvran is very slow to show his true 
colors. Taking a .. watch and wait" approach, he is neither glib nor 
haughty in dealing with the Lumimiehet. The bandit chieftain 
keeps his men in line and severely upbraids any who deliberately 
offend the villagers. It is his plan to undercut the PCs and gain 
the villagers' confidence. He does not warn against the PCs, since 
a blatant warning is simply not his way, preferring as he does a 
more secretive and underhanded approach of planting doubts 
and misconceptions among the Lumimiehet. He and his men 
attempt to avoid the PCs as much as possible, interacting with the 
party only when villagers are present. The bandits are smart 
enough not to attack the PCs, as they well know a guest who 
attacks another guest is not welcome for long. 

Morvran and his men continually spread the rumor that the 
PCs might be a scouting party from Angmar searching for slaves 
to work in the mines there (though they never say so directly, and 
all is spoken out of the hearing of the PCs). This causes a great 
deal of confusion among the Lumimiehet, especially if the PCs 
persist in warning them about Morvran's allegedly evil inten­
tions. Having little or no experience with foreigners, they have no 
way of judging who is telling the truth. While village life goes on 
in its daily routine, the villagers have much to think about. 

During this time Morvran becomes known as T yhjakatinen, 
the Empty-handed, due to the noticeable fact he never offers 
anyone anything. While he does not like the name, there is little 
Morvran can do about it, so he merely grins and bears it. As the 
rumor mill grinds on, the Lumimiehet become more and more 
uneasy with both the PC party and the bandits. Eventually, 
Yhdeksan T aivasta calls Morvran and the leader or spokesman 
for the PCs to join him at the communal hearth. 

Yhdeks,i"n Taivasta crouches by the fire, warming his hands. The wood 
smoke rises in a billOWing column and the fire crackles loudly. Many <if the 
villagers are crowding round to hear what is said (or left unsaid). Morvran 
stands stiffly and slightly alcJoj. Ready at his side are several amlld 

followers. He seems uneasy with the proceedings. Like yourselves, he has no 
idea what game is cifoot or why he has been called to the fire. 

Without warning, Yhdeksiin Taivasta stands and begins speaking: 
"Strangers to my village, I have been chosen to speak to you. The people grow 
ill at ease among you. Some are cifraid <if you, and others want you to leave. 
Tyhjiikiitinen claims the first ones to our village are here to take us as slaves 
to Mustanoistuuden Kaupunki; the first ones claim Tyhjiikiitinen is lying 
and is a bandit out <if the South, here only to take ivory and steal what he 
can. 

"We have decided that the strangers must either leave or, if they stay, they 
must live by our ways and our laws. The rivals may stay only if the matter 
is settled rightly. Let there be song duel, and the people shalljudge who is right 
and who is wrong. Let them sing"" 

Even before Yhdeksiin Taivasta has finished speaking, a great cheer goes 
up from the crowd. Apparently the villagers are looking forward to the 
contest. 

Any side failing to participate in the contest must immediately 
leave the village (or be forcibly removed). It should be noted by 
the GM that, from the villagers' point of view, the song duel 
merely means that the rivalry between the two groups must be 
ended. It docs not mean that the loser must leave. The villagers 
simply want the feud between the two groups ended. 



The Song duel 
As the sun sets, the sky turns jrom a bright golden-red in the west to light 

blue overhead and a deep purple-black in the east. A jresh, west windjrom 
the distant sea brings a chill and just a hint oj salt tang to the air. The 
villagers are gathering in a large circle, milling about the communal hearth 
at the center oj the village, eager jor the contest to begin. To watch such a 
contest between strangers is a unique and rare opportunityjor them. There 
is much laughter and a jew old songs are sung. 

The crowd is immediately hushed in anticipation oj the impending 
spectacle as Yhdeksiin Taivasta steps jorward into the light. His old voice 
sounds strong and clear through the village. "Our visitors jrom the South 
are oj two minds. They cannot decide among themselves or come to common 
agreement. They are oj strong and angry minds, and blood may be shed 
because oj it. So it has been agreed that, lest a jeud be started, the people oj 
the South shall settle their differences in the ways oj our jathers'jathers. Now 
is the time and this is the place: the songs must be sung and the decision made. 
Let the Singers come jorth." 

As Yhdeksiin Taivasta speaks, his breath jrosts slightly on the cold air 
and the silver-white mist shimmers in the jirelight, punctuating the 
seriousness oj his words. As he steps back into the anonymity oj the crowd, 
a great cheer goes up jrom the villagers as the individuals chosen to do balile 
by song step jorward. 

The villagers cheer for the contest in general and do not take 
sides. They are completely impartial judges, rendering as honest 
an opinion as possible. However, the PC party may have several 
things going for them, while the reverse may be true for Morvran. 
The GM may settle the contest as a simple Influence maneuver 
by each singer. The chosen PC gains all bonuses for Acting skill 
and for any skills from the Influence group. Any Dwarven PC 
who has delighted the crowd previously with tales of Durin 
retains his +20 bonus. Morvran, while well-versed in acting and 
playing the part, has inadvertently alienated a good deal of his 
audience by being rude to the PCs and obviously ill at ease among 
the villagers. In the song duel, this disaffection toward the bandit 
translates into a - I 0 penalty. 

The GM might ignore actual results and simply consider the 
high score as winner. However, for the sheer fun of it, the GM 
should try to make the song duel as realistic as possible. The GM 
may allow the players time to produce a suitably derogatory song 
concerning Morvran and his bandits. The GM may contrive one 
concerning the PCs or use the more generic song that follows. 
The song below is not of a favored style of the Lumimiehet, being 
more accusatory than sarcastic and demeaning, but considering 
the song duel is a new and almost incomprehensible idea for 
Morvran and the bandits, it is the best they can do. 

My brothers jrom the South, 
Their hearts so jull oj black blood and greed, 
Let my words jail upon their ears 

As the skinning knife upon the rabbit's pelt. 
They come empty-handed and hungry-mouthed. 
What warnings can they give 
That the brave and noble Lossoth need hear? 

I ask why are they truly here? 
My brothers jrom the South, 
What do you seek here 
Where only the Friends oj Winter have need to go? 

Why do you disturb the village oj Aamukuu? 
They are good-hearted and kind. 
Do you seek to wrest them jrom the land, 
Or have you some other dark purpose? 

No matter who wins the contest, the villagers consider the 
rivalry between the bandits and the PCs to be at an end. If the 
dice rolls or the GM determines that Morvran wins the song 
duel, it is a short-lived victory. Morvran is not a gracious 
winner and lords it over the PCs, offending the Lumimiehet by 
such behavior. He and his band are ostracized and forced to 
leave the village. Any PCs who also persist in rivalrous behavior 
with the bandits suffer the same fate. If the PCs win the song 
duel, they gain repute for being "good singers," yet not at the 
expense of the bandits. Morvran, however, does not see it this 
way, viewing the contest only through the mindset of "winner 
and loser." If Morvran loses the contest, he and his bandits 
leave the village, but remain close by to keep an eye on things. 
Morvran has no wish to be trapped into living by the laws of 
the Lumimiehet. 

THE BONE BOAT 

The PCs may broach the subject of ivory at any time they wish. 
The villagers are surprised that the southerners find it such a 
wonderful and rare commodity, even feeling slightly sorry that 
they do not have such a useful and (what is to them) readily 
available item. However, until the dispute between the PCs and 
bandits is settled, the villagers have no interest in discussing ivory 
or its possible location. The Lumimiehet simply want to be sure 
of who they are dealing with before revealing anything. While 
innocent of greed or the ability to practice any sort of skulldug­
gery, Yhdeksan T aivasta has traveled widely and has informed 
the other villagers of certain unpleasant truths about people in 
the South, and so they are not completely witless. 

While they consider the great hoard of ivory more trouble to 
get to than it is worth, they understand that others may feel 
differently. If any of the villagers of Aamukuu are approached 
and asked about ivory, they either refer the PCs to Yhdeksan 
T aivasta or begin talking of hunting walrus and whale. If the PCs 
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ask Yhdeksan T aivasta concerning ivory, he feigns ignorance 
until the PCs' rivalry is settled with the bandits. After the song 
duel, he is more than willing to discuss the matter. 

You are sitting beside the jirepit in Yhdeksiin Taivasta's lodge. There is 
a light scent of herbs, earth andjir-cones. The jire is little more than glowing 
coals and lights the room with a soft, ruddy glow. Yhdeksiin Taivasta is 
stretched out comjortably on a bearskin near the hearth and stares 
thoughtfully at the roof of the lodge. 

"You ask of ivory, but do not know what you ask. Yes, we know where 

there is ivory, but we do not go there. It is better to hunt walrus and whale. 
The bunt is part of the tasapaino and good jor a man. To dig through the 
snow jor things jrom long ago is unwise. There are things outside Ympyrii 
there, things best lift undisturbed. My advice is to bunt; but I see your desire 
is strong. so I will show the way.)) 

If asked to explain what things from outside Y mpyra he is 
referring to, Yhdeksan T aivasta merely shrugs and says: "You 
must see to understand." The Lumimiehet think the PCs' idea of 
searching out a hoard of ivory is somewhat foolhardy and 
pointless. As far as the villagers are concerned, there is ivory for 
the taking in every walrus and whale, but they are willing to "go 
along with the gag" so long as it causes them no harm. They also 
believe that since Men of the South collected this ivory, the same 
should be allowed to take it away. 

Yhdeksan T aivasta leads the expedition, but many other 
villagers seem to know where he is going. Amid the chatter and 
conversation of the villagers tagging along with the party the PCs 
continually overhear the word luuvene, "bone boat." If asked, 
Yhdeksan T aivasta explains that long ago, in the time of his 
grandfather's grandfather, Men sailed out of the South on a large 
ship looking for ivory, just as the PCs. They hunted and whaled 
all the spring and summer and late into autumn, ranging far and 
wide, and collected a great hoard of walrus tusk and whalebone. 
They filled their great ship, but it sank under the weight of the 
load and was buried under ice and snow. The ship is still there 
with its ivory cargo. Beyond this simple story Yhdeksan Taivasta 
supplies no further details. 

Icepack 

Ajter half a day's march north and west, the old hunter comes to a 
shallow valley about a mile jrom the sea. Yhdeksiin Taivasta scans the 
horizon, turningjull circle as if securely orienting himself. "Here,)) he says 
solemnly. "What you seek is here.)) As you look about, you see only an 
unbroken jield of ice and snow. If there is ivory here, it must be minedjrom 
under the icy blanket like ore. 

Th Lossoth do not understand your impatience at the slow progress of 
delving a tunnel to the ship: they dig. scraping out the ice and snow jor a 
while, and then the work comes to a complete halt while they sit, talking and 
eating with their companions. To them this is a regular jamily outing. 
Finally, in the waning sunlight and cold <ifternoon air comes: Tie on auki! 
("The way is open!') The Lossoth have burrowed a tunnel into the ice. 

All Mannish and Dwarven characters entering and moving 
along the passage through the snow risk causing a cave-in. 
(Hobbits and Elven characters are either small enough or grace­
ful and lithe enough to make the passage without incident.) All 
Moving maneuvers in the tunnel are Extremely Hard (-SO). The 
GM should roll for every 20' of tunnel a PC crawls through. 
(Contortion skill bonus applies here.) If a roll results in Failure, 
the GM ignores the Moving maneuver Failure Table, because in 
this instance Failure means 10' of tunnel has collapsed on the Pc. 
If a number results, it indicates the percentage chance that the 
tunnel does not collapse (e.g., a result of 40 means there is a 60% 
chance of the tunnel collapsing, while a 90 indicates there is only 
a 10% chance of calamity). Results of 100 or more indicates the 
passage has no chance of collapsing. 

In the event of a collapse, all light sources are extinguished and 
the PC is trapped until extricated. Those trapped have little 
chance of dying from the incident, but take a "T" (-SO) Cold 
critical every I 0 rounds they are buried. This can quickly escalate 
into a very dangerous situation should the tunnel further collapse 
on a would-be rescuer. As the tunnel is only wide enough for one 
individual at a time, the rescuer must be uncovered before the 
original victim can be reached. The time required to rescue a 
character buried by a collapse is left to the GM's discretion and 
is greatly dependent on the tools at hand and spells used. As a rule 

of thumb, it requires six rounds for an individual using only 
bare hands to remove one foot of ice and snow from the 
tunnel. 

You crawl and shimmy your way through the narrow cotifines of the 
opening. As you struggle and grunt, jorcingyour way jorward, you suddenly 
smell it. Where there was only the clean, almost odorless ice and snow, there 

now comes a mus!)! but pleasant aroma, like that of a large library or 
warehouse. Before you is a small opening. revealing only darkness beyond. 

As you push your way through the dark opening. there is a jeeling of 
openness and space around you, as if you had entered a large cavern. 
Your hand touches no longer ice, but something smooth and rounded. 
Then you suddenly realize what you arc kneeling on! Your knees are 
pressed against a neatly stacked pile walrus tusks, which glitter with jrost 
and stem only slightly yellowed with age. 

From your perch on the mound of ivory,you see at least a dozen other 
such neatly stacked piles of tusk and whalebone. As you look about in 
awe at the sheer quanti!)! of ivory, you see an unwelcome Sight in the jar 
corner. There, leaning against one of the ivory mounds, is the withered 
corpse of a man. He sits upright, his back against the mound, his hands 
jolded over a leather-bound journal in his lap. His eyes are gone and 
his skin blackened by the everlasting cold; but even in death, his jace still 
retains a certain proud and stern majes!)!. 



]f the pes examine the leather-bound journal. they receive the 
answers to the questions of how and why the ivory hoard came 
to be. The journal is some hundred pages in length, and the cold 
has preserved it well during its long interment under the snow. Its 
many pages detail the ill-fated expedition, much taken up with a 
detailed inventory of what the hunting parties brought back. 
However, of real importance to the pes are the following entries 
detailing how the ship and ivory remained in the North. 

Ambir's Journal 
2 Hitbui: Ill-tidings today. One of the jirst storms of winter struck 

us at unawares in the night and drove us aground. While the ship is in good 
repair, the masts have bun splintered. It will be a slow journey home unless 
they can be repaired, and all repairs as can be made are being made. My 

greatest jear is the onset of winter ice: it may be d1ficult to jorce away jor 
the ship back to the water. The men are grumbling. They are ill-prepared 

jor such cold, and wish to depart jor warmer climes as soon as possible. 
14 Hitbui: We have tried since high tide (nine days ago) to move the 

ship, but to no avail. She is as jrozen to the channel as a barnacle to the bow. 

The men desire to dump our cargo and lighten the load, but this I cannot 
allow. We have such precious store of ivory that it can purchase arms and 
men jor days uncounted. To abandon such wealth on the beach is 
tantamount to treason, and a betrayal of the king who sent us here. I will 
not have it, 50 long as I have breath in nry lungs and a sword at nry side. 
The men become more and more restless, and I jear they will abandon the 
expedition ere long. 

18 Hitbui: It is as I joretold. The men have mutinied and rifuse to 
stay with the ship. I jelt that if we could but survive the winter, the spring 

thaw would bring hope of rejloating the ship, but the men have taken such 
supplies as we have lift and set their jaces south jor the long land journey 
home. I jeel no ill-will toward them; the everlasting cold and dreariness of 
this place are as much as a man can bear. I stay here alone in the hopes that 
the spring or summer may bring a rescue. 

From that point on the journal entries become fewer and 
farther between. ]n the end, the cold, starvation and loneliness 
unhinged Amhir's mind. The final entries of the journal are the 
incoherent ramblings of a madman. None of the mutineers 
survived the return trip to Arthedain to tell the tale of the 
expedition. The journal would be of great interest to the librar­
ians of Annuminas, who might pay anywhere from ]00 to 500 
gp for it (dependent on its condition and how well pes can 
negotiate ). 

The whalebone and ivory (c. 1,200 lbs of it) arc worth about 
]O,OOOgp on the open market in Tharbad(8 gp/lb). Howmuch 
of this ivory the pes are able to recover and transport is left for 
the GM to work out. The village of Aamukuu is not equipped 
with dog-sleds or horses. Therefore, unless pes have their own 
beasts of burden, any sleds must be pulled by the pes themselves. 
The Lumimiehet might agree to act as bearers, but only for one 
or two days journey from their vill~ge. As the villagers do not 
value the ivory as highly as them, the pes must compensate the 
Lumimiehet with either several pounds of ivory or other objects 
that they value (knives, blankets, warm clothes, etc.). 

THE JOURNEY HOME 

Morvran and the bandits do not attack the village or the pes 
until they are assured of the location of any ivory. ]f or when the 
ivory is located, the bandits waste no time in attempting to 
recover it by theft, negotiation or brute force. Even if the pes 
leave a good deal of ivory behind, Morvran is not satisfied until 
he has all of it in his possession. 

The pes' homeward journey contains the same hazards and 
difficulties they endured coming up the river.]n fact, if they have 
recovered the ivory, the journey home should be even more 
difficult, as thieves of all sorts take particular interest in them. 
This is especially true ifMorvran or any of his band are able to 
follow their trail. The bandits hound the party until the pes are 
either able to take to the river Lhun or arrive at a village or town. 
]n both cases the bandits must give up the chase, since they have 
no boats and are on unfriendly terms with the Rivermen. They 
do not have enough men to attack a village. 

Ambir's Log 
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The Meripihka 

13.2 THE HAUNTED BERG 
In no other deed has the Witch-king of Angmar so manifestly 

revealed his destructive bent than in the evils he commits against 
the Y stavat T alven. Incapable of posing any threat to his warlike 
realm, the Men ofForodwaith nonetheless suffer the Ringwraith's 
undying hatred because they refuse to acknowledge his rule (such 
concepts being utterly foreign to them). Harboring no aspira­
tions of territorial dominion over the profitless North, the Lord 
of the Nazgul persecutes his innocuous neighbors for the sole 
end of instilling terror and despair in the hearts of all Free 
Peoples. 

Greatest among the horrors visited upon the Y stavat T aIven 
at the Witch-king's bidding are the cursed spell-beads he has cast 
into their midst. Tainted with the Morgul-lord's inhuman 
sorceries, these seemingly harmless trinkets infect their victims 
with a malady for which there is no cure within Middle-earth: the 
hell of sleepless death. By drawing upon the magical energies of 
these loitsuhelmet, their wielders unknowingly bind their souls to 
serve the Witch-king in death-utterly enslaved, unless he 
himself should be destroyed and his spirit vanquished from Arda. 

The spell-bead blight has taken many sinister forms since its 
inception some thirty years ago. Over the course of time, the 
spirit-namers and wise ones among the Y stavat T alven have 
devised protective enchantments to counter the plague and hold 
it in check; but ever and anon the Witch-king devises new and 
cunning ploys to thwart such efforts, reaping a harvest of un death 
where none had thought possible. Such is now the fate of one of 
the hautauskummut, the sacred burial bergs of the Merimetsastajat. 

13.2.1 THE TALE 
Not long after the loitsuhelmi blight began, a woman from 

among the Merimetsastajat of Berg Cradle Bay sought the aid of 
the Spirit World for the preservation of her people. This viisas, 
Elamanantaja by name, undertook a long and perilous journey 
into the frozen wilderness of Forochel, seeking for some power 
that would defend the Merimetsastajat against the undead horror 
that now plagued them. EIamanantaja achieved her quest, return­
ing to her ancestral berg-delving with a strange and wondrous 
artifact: a solid, resinous mass. In truth, this was one of the 
yavann{ri, the Tears of Yavanna, whose talc the Noldor of 
Evermist were soon to learn from the wizard Aiwendii. 

Elamanantaja would reveal to no one how she had come 
across the translucent mass, which she called the Meripihka (La. 
"Sea-resin"); but she bade them set it within their burial berg, 
maintaining that its sanctifying influence would constrain the 
spirits of the unquiet dead interred there and prevent other 
wicked spirits from infesting the corpses of the deceased. 
Though no cure for the affliction could be discovered by their 
spirit-namers and wise ones (for few yet perceived its true 
source), the Merimetsastajat were spared the worst evils of the 
blight. Drawing upon the power of Meripihka, EIamanantaja 
developed protective rituals to ward off the undead, or to set 
binding enchantments upon their sarcophagi so that they might 
not break the bonds of their imprisonment to trouble the living. 

In time, EIamanantaja's fame carried the tale of his foiled plot 
to the ears of the Witch-king. Incensed at the thwarting of his 
designs by a mere mortal, the Nazgul pondered how he might 
be fittingly avenged on Elamanantaja and how he might rob the 
Merimetsastajat of their magical protection. In the end, the 
Morgul-lord resolved to deal out this vengeance by his own 
hand. 

The Ringwraith purposed to bring EIamanantaja under his 
evil influence through loitsuhelmet specially tainted for that pur­
pose. Once under their power, these spell-beads would compel 
the enslaved viisas to enter the protected berg and destroy all of 
the wards confining the undead to their tombs. Then, with a 
veritable army of walking corpses to assist her, Elamanantaja 
would perform a ritual, summoning the wind-horde to drive the 
hautauskumpu away from Berg Cradle Bay. Aware that the Meripihka 
would not suffer the touch of any undead, the cunning Witch­
king hoped through this stratagem to rid the Merimetsastajat of 
their talisman by simply luring the entire berg out onto the open 
sea, where it would eventually melt and be lost forever. 

The Witch-king's design has thus far gone almost entirely 
according to plan-almost, for when the Ringwraith came 
secretly to the shores of Berg Cradle Bay to bestow the beads 
upon Elamanantaja, he found only her servant Sinipilvi. Unwill­
ing to await the return of the viisas, lest in the presence of many 
eyes his disguise be penetrated, the Morgul-lord contented 
himself with a lesser vessel for the fruition of his evil purpose. As 
a consequence, many more years would pass before the slow­
working loitsuhelmet would take effect; for Sinipilvi was young and 
hale, unlike her aging mentor, and any spell-beads whose taint 
was less subtly hidden would risk discovery by the increasingly 
wary and vigilant spirit-namers and wise ones of the Y stavat 
Talven. 



Sinipilvi's encounter with the Lord of the Nazgul is well­
known among the Merimetsastajat of Berg Cradle Bay, for she 
recounted it often, and after she succumbed to the blight many 
perceived its ominous significance for the first time. Whether the 
tale refashioned the details of the meeting to fit the cultural 
expectations of its audience is unknown. The episode follows the 
well-worn pattern of a typical Merimetsastaja morality tale: a 
seemingly useful gift is received, unlooked for, out of what 
appeared to be a fearful situation. 

Sinipilvi and the Cloaked Visitor 
Some twenty winters ago on a night such as this, a traveler jrom the 

South, so heavily cloaked in black robes that his jace could not be seen, carne 
to the house 0/ Eliimiinantaja the viisas. But Eliimiinantaja was not there; 
she had gone to the Feast 0/ the New Moon in the jaatalo, leaving Sinipilvi 
her servant to tend to her <iffairs alone. It was a cold winter's night, and 
none should have been out wandering. Sinipilvi heard jootsteps outside the 

pyorea tala-crunch, crunch, crunching, like the sound 0/ a dog eating 
a bone. Sinipilvi was afraidJearing that something 0/ Ulkopuolesta was 
lurking outside. 

Iben came a so/t call, like the hissing 0/ spindrift on the rocks 0/ the 
bayshore in summer: 'Viisas!" 

Sinipilvi's jear did not let her answer. 
'Viisas!" carne the call, louder and clearer. In crept a large man. He 

jilled the entrance, and Sinipi/vi thought he would not get through without 
damaging the house. Sinipilvi snatched up herriimuveitsi and stood ready. 

((Where is the viisas called Eliimiinantaja?" came the voice jrom the 
black robes. 

Sinipilvi was still but a joolish girl at the time, and answered primly: 
((Gone to the Feast 0/ the New Moon. " 

Iben carne a long hiss, like the sizzle 0/ jat that is cast into the jire. 
Sinipilvi shiwred all over, but was not cold. 

((1 need mustasormen laake," said the stranger. Sinipilvijeared what 
Eliimiinantaja would say if she handed out her mistress' small supply 0/ that 

herb to a straf!ger, so she claimed to have none; but the straf!ger seemed to 
sniff the air like a dog. 

'There" came his voice as he pointed to the very pouch that held the herb. 
How he knew such a thing Sinipilvi never learned. Suddenly, the stranger 
reached into his black robes and drew out a small pouch 0/ his own. ((1 will 
pay with these," he said. Into Sinipilvi's hand the cloaked stranger placed 
severalloitsuhelmet; and Sinipilvi took themJor the wise did not yet 
perceive them as the source 0/ the blight. The stranger took the herb-pouch 
and lejt-crunch, crunch, crunch, the jootsteps disappeared into the night. 

When E/;imiinantaja returned she was sorry she had missed the visitor, 

but was not angry with Sinipilvi jor giving away the mustasormen 
laake, and allowed her to keep the beads as her righiful payment. Soon after, 
Sinipilvi discovered that the loitsuhelmet contained laake tarmo­
healing energy-as well as other powers o/joresight and dream-trance, and 
with them she gained a reputation to rival that 0/ Eliimiinantaja, who died 
in peace two years later. 

But alas jor Sinipi/vi! Her end was very evil. If only she had not 
perceived the signs sooner! For with the coming 0/ spring after her meeting 
with the cloaked stranger, the pouch o/mustasormen Iaake that Sinipilvi 
had traded the spell-beads jor was jound only a hundred strides jrom 
Eliimiinantaja's pyorea talo. ((The man must have dropped it," thought 
Sinipilvi, scarcely imagining the evils that exchange would bring to her and 

to all 0/ us. 

Thus, while Sinipilvi drew upon the power of the loitsuhelmet to 
heal her neighbors of their injuries, predict the weather and seek 
knowledge through dream-lore, her heart was slowly darkened 
and her mind clouded with despair. To Sinipilvi, the healing of 
hurts seemed a useless effort to stave off the inevitability of death, 
bitter storms were the only weather to be predicted, and the dark, 
brooding dreamscapes she wandered offered no knowledge that 
she desired to learn. In the end, in unbearable despair, she walked 
out onto the ice-floes, taking her two daughters and son with her, 
ending her life and theirs. 

Alas, this dark deed of forlorn hopelessness served only to 
bring the Witch-king's plans closer to fruition. Unable to find 
respite for her weary spirit, Sinipilvi's corpse stirred again to 
horrible un life, performing only the Nazgtil's will. Together with 
her brood Sinipilvi entered the hautauskumpu of her people, and 
commenced her foul labors for the arousing of all creatures of 
Ulkopuolesta from their warded tombs, and summoning others 
from beyond. Soon she transformed the burial berg into a 
guarded citadel of terror, preparing the summoning ritual that 
would propel the Merpihka into oblivion. 

13.2.2 THE NPCS 

NUORILINTU 

Nuorilintu (La. "Young Bird") was a Merimetsastaja scout of 
excellent reputation, both for physical prowess and hunting 
skills, a handsome and intelligent young man in good standing 
with the Valaskalan Palvonta and the people in general. But then 
Nuorilintu volunteered to lead a party of Sea-hunters into the 
haunted burial berg, and now he is halt of speech and often sits 
for hours at a time, staring blankly at some invisible horror. At 
other times he is constantly nervous, starting and looking around 
wildly at the slightest whisper. 

In truth, Nuorilintu escaped the hautauskumpu by sheer luck, 
fighting his way back to the entrance. Once there, he dove into 
the boat, the sheer force of his leap sending it careening out into 
the water, away from the undead within. He rowed away from the 
berg and was later found on the shore, shivering and staring 
blankly out to sea. If the PCs attempt to read the young man's 
thoughts with a Telepathy spell, they are quickly lost in the swirling 
confusion ofNuorilintu's mind. A Mental Cures spell might heal 
Nuorilintu (but would take I -SO days to do so ). While he is able 
to tell the full story of what transpired, under no condition, 
healed or unhealed, will (a living) Nuorilintu return to the burial 
berg. 

If questioned, Nuorilintu responds in a jumbled disarray of 
useful or useless information. At all times it is difficult for him 
to speak, and he often interrupts himself, stares about wildly and 
yells "Ei, Serkku, Ei!" (La. "No, Cousin, No!"). What he means 
by this he cannot say. He repeats only that his cousin Lumilintu 
is there. If the PCs ask others about this, they are told that 
Nuorilintu and Lumilintu were cousins and best of friends. 
However, Lumilintu was always a sickly lad and died two winters 
ago of some ailment. What the others do not know is that 
Nuorilintu was attacked in the burial berg by Lumilintu's spirit­
infested corpse. This is one of the many terrors that has unhinged 
his mind. 

With patience and long effort, the immediately useful informa­
tion PCs might finally coax from Nuorilintu is that the hautauskumpu 
is infested with undead for which he has no name. How many, 
how strong they are or where they are within the berg is beyond 
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his ability to communicate. He knows only that Sinipilvi, the 
viisas, lurks in the Great Hall. If the PCs arc patient and gentle 
enough in their questioning, Nuorilintu seems to finally come to 
himself momentarily and states in a flat, whispered monotone: 

"Sinipilvi was there at the landing as I rowed away. I heard her 
laugh like the screeching of some evil bird. She called to me, and 
I could not keep from turning and looking at her. Her eyes were 
like pale campfires seen from far away. I shivered but could not 
look away. Her voice came wandering to me over the water. She 
spoke as if she were talking to everyone, not just me. She said: 
'Your days are ended, Sea-hunter, now is the time of the new 
beginning. Your children belong to me now.' I remember 
nothing else until I was found by hunters the next day." 

ILTATUULI 

Iltatuuli (La. "Evening Wind") is a senior member of the 
Valaskalan Palvonta of Berg Cradle Bay. For a Merimetsastaja he 
is very well-traveled, and among his people he is one of the few 
who speaks passable Westran. Iltatuuli is wise in the ways of 
wave, wind and weather, and, if he can be persuaded, the old 
whaler would be an asset to any adventuring party. (His 
boatmanship alone is worth having him along, but he is also a 
seasoned warrior.) In any fight, Iltatuuli is a fair strategist and as 
fearless as any. While Iltatuuli has no great fear of the undead, he 
is in no hurry to face them either. 

Iltatuuli's rugged, sun-baked, wind-scoured face is marked 
with the deep lines of hard work and worry. He is often taciturn, 
but never deliberately unfriendly. Iltatuuli's silence is the habit of 
a fisherman who spends many long hours alone at sea, though he 
can be lively enough to tell a good talc when the mood or need 
suits him. 

GM Note: Iltatuuli's philosophy of life is to allow things to happen as 

they will. Therefore, to join the party, he must be convinced of the urgency 
of the matter. This requires a Medium (+0) lrifluence maneuver. 
However, PCs gain a + I 0 bonus in their negotiations jar each of the 
jollowing: the sailor does not have to use his own boat or equipment, the 

PCs may prOVide the boat and weapons 

and any payment of a good, warm pair of 
boots, a blanket, or a coat jar joining the 
venture. 

if allowed to collect his thoughts and 
concentrate on memories ofjournrys taken 
in his youth, Iltatuuli is able to commu­
nicate in Westron at Rank 3. (flowever, 
since he does not get opportunities to speak 
it very often, the GM may wish to start 
him qjj at Rank 2. TIen, as he continues 
to converse in the language, his jluency 
slowly returns. TIe GM can use this lack 
of jluency to cause serious or comical 
misunderstandings between him and any 
non-Labbic speaking PCs) 

LUMIPALLO 

Lumipallo (La. "Snowball") came 
into the world under the shadow of 
his mother's hopelessness, following 
Sinipilvi into death and beyond. 
Lumipallo appears as a short but 
strong man. His hair is long, stringy 
and full of ice, clattering about his 
head if he moves quickly. Anyone 

coming within IS' of him must make a 10th level RR or be 
affected as if by Fear's Song. 

Lumipallo's tactics are relatively simple. While armed with his 
+ I 0 spear and + I 0 runeknife (which allows him to cast Fog Call 

2 x/ day), Lumipallo attempts to stay out of hand-to-hand range. 
Upon detection of intruders, he immediately uses the runeknife 
to fill the entrance to his chamber with dense fog. He then stands 
back, deploying his spells and undead allies to best effect. Once 
a scout, Lumipallo is fond of Open Channeling spells from the 
Calm Spirits and Sound/Light Ways lists. 

PUOLIKARHU 

Puolikarhu (La. "Half-bear") died almost twenty-five years 
ago, but his tormented soul has yet to find peace. This once-huge, 
powerful and handsome viisas was a happily contented family 
man. His downfall came when he helped choose and excavate a 
new jiiiitalo with the aid of his tainted spell-beads. The berg broke 
apart, killing all aboard including his family. From that moment 
on, Puolikarhu was a man without joy or heart. He died shortly 
after this and was entombed in the crypts. His cursed spirit was 
haunted by the memory of the berg tragedy and found no rest. 
Sinipilvi now taunts and tortures him with his old memories; but 
Puolikarhu is independent of her and avoids her as much as 
possible. His only master is his endless grief. 

In life, Puolikarhu was a master of phantasms, a painter in light 
and shadow, a veritable sculptor of illusions. He retains this skill 
in undeath, and PCs entering his presence behold the following 
illusion: the dead within their honeycomb-like walls, sliding and 
pushing their way out of their crypts and sarcophagi. Individuals 
viewing this horrible sight must make a 6th level RR or be 
affected as ifby Fear's Song. Any PC so affected nms to the boat 
and attempts to row to shore, leaving all others stranded on the 
berg. The effect lasts only so long as the PC is within sight of the 
burial berg. The GM should note that there is no RR against the 
illusion, only against the fear it instills. 



Puolikarhu was a large man. In death his skin is blackened, 
shrunken and shriveled by its long exposure to the cold. At times, 
he uses his skills in illusion to wrap himself in a more comely 
garment of flesh, but this is rare. If confronted by the PCs, 
Puolikarhu appears as a large slouching figure dressed in cracked 
and frost-covered sealskin. He has a pervasive air of forlorn 
anguish. His eyes do not glow like those of so many undead, but 
appear instead as pools of emptiness where no light shines and 
none is reflected. 

In combat, Puolikarhu fights with a simple spear and bone 
dagger, but his greatest weapon is his aura of despair. Anyone 
coming within 25' ofPuolikarhu is affected by his utter hopeless­
ness and loses 2 points ofIntuition per round. In addition, those 
within the circle of despair must make a 15th level RR or be 
affected as if by Silence Song and Holding Song. Actions become 
difficult for those affected, bereft of hope, and any attempted 
course of action is immediately dampened by the thought 
"What's the use?" 

PUNAKASI 

Punakasi (La. "Red-hand") was a renowned hunter of the 
Valaskalan Palvonta. He was called the Red-hand because of a 
runeknife he found as a youth. The blade has a pale red sheen and 
casts a red glow upon the hand that wields it. No one knew that 
the pallid blade, like the Witch-king's loitsuhelmet, was of evil 
origin-and in the hands of an innocent that knew not his 
danger. It slowly usurped Punakasi's mind and corrupted his 
spirit. 

Punakasi's life was one long struggle versus an empty void he 
fclt within himself. He died nearly fifteen years ago when he 
became entangled in his own harpoon line and was dragged to the 
bottom of the bay by a wounded whale. His body washed ashore 

a few days later and was entombed in the hautauskumpu. Though 
his spirit was free to leave the world, Punakasi's body was 
inhabited by an unclean spirit attracted to the sorcerous weapon. 
Sinipilvi allows him to wander the burial berg, for he is as good 
a guardian as she might find, hating all life. 

Punakasi's corpse is short and stocky, but recalls a man of 
proud bearing with a cold, ravaged face and dank, blond hair. He 
wears a long, bearskin cloak over a brightly-decorated, padded, 
reindeer-skin jerkin. His eyes glow with a faint, bluish light, like 
the most distant of stars, and there is a heavy, tart, sea-salt odor 
in the air about him. Anyone coming within 25' ofPunakasi must 
make a 15th level RR or be affected as if by the Open Essence 
spell Cotifusion. Those failing lose 2 points ofIntuition per round 
they are in the area of effect. 

Apart from threats or scare tactics, Punakasi's possessing 
spirit is uncommunicative, being more interested in killing or 
driving away intruders. If communication is established, the 
spirit answers questions with the briefest responses, which are 
likely to be sarcastic, confusing and contradictory. In combat, he 
wields Punakasi's red-bladed runeknife (+ I 0, Long Whisper 
3 xl day) and a harpoon. He uses Long Whisper to constantly harass 
intruders. 

If Punakasi becomes aware of the PCs before they are aware 
of him, a PC (chosen at random by the GM) hears a hissing, 
nerve-grating whisper uttering such threats as "You will die 
here," "I am death" and "I am waiting for you." This can have a 
very disconcerting effect upon a PC, hearing whispers out of 
nowhere that none of the other party members seem to notice. 
After each whispered threat, the PC must make a RR or flee the 
hautauskumpu in fear. The RRs are rolled on a simple graduated 
scale (the first requiring a I st level RR, the second a 2nd level 

RR, and so on). The PC may realize what is going 
on by making an Extremely Hard (-30) Perception 
maneuver or be convinced by another party member 
who makes an Influence maneuver of equal diffi­
culty. Should either maneuver succeed, the PC 
recognizes Punakasi's manipulation, obviating the 
need for further RRs. 

PIENI KUKKA 

Pieni Kukka(La. "Small Flower") was the young­
est daughter of Sinipilvi, but powerful in the ways 
of Open Essence lists. She readily and unquestion­
ingly followed her mother into undeath. Pieni Kukka 
is armed with a + I ° war club she has looted from 
another crypt. She is also armed with a knife con­
cealed in a sheath beneath the fur-lined cape. Any­
one venturing within IS' of her must make a 15th 
level RR or be affected by Circle oj Cold. 

UNISOTURI 

Unisoturi (La. "Dream Warrior") was seduced 
at a young age by the darker spirits ofForodwaith. 
While many of these spirits at first came to her call 
in fair guise and pleasant countenance, she was often 
beguiled and would, in the end, use them for suspect 
and dubious ends. Unisoturi's inevitable destruc­
tion came when one of these evil creatures, wrapped 
in a cloak of seeming benevolence, convinced her 
that she could summon Elocklo without harm. It 
was a vain attempt to tame and control the Demon 
of the North Wind, and Unisoturi and most of her 
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village were destroyed for her arrogance. Her body is now 
occupied by the tempting spirit-a minion of Eloeklo himself, 
summoned by Sinipilvi to gain the aid of Tuulipahauus. 

Ifforced into direct combat, Unisoturi is armed with a St'!ffif 
Blinding (20 charges) and a + I 0 harpoon. Anyone coming within 
30' of her must make a 15th level RR or be affected as if by Fear's 
Song. Anyone looking directly into her glittering eyes must make 
a 5th level RR or be stunned for 2 rounds. Use a Routine (+ 30) 
Perception maneuver to determine if a PC has met the spirit's 
gaze. Any roll indicating success (partial or otherwise) means the 
PC has avoided the gaze and no RR is necessary. 

SINIPILVI 

Sinipilvi (La. "Blue Cloud") is (or was) somewhat small by 
Merimetsastajastandards, and plain looking by virtually everyone's 
standards. She is armed with a +20 spear made from the long, 
polished horn of a narwhal mounted on a stout, solid ivory walrus 
tusk. The horn is carved with a line of swimming fish from its tip 
to its base. The tusk is left unmarked, with only a small hole 
drilled through the base for the attachment of a wrist-line, so that 
the weapon may be retrieved if thrown. It is an altogether lovely 
weapon for so fell and deadly a foe. Sinipilvi also wields a 
runeknife which enables her to project a + I 0 Ice Bolt (3 x/day). 
She has looted both these weapons from the tombs of the dead 
within the hautauskumpu. 

Sinipilvi's spell-beads enable their wearer to cast Heal X (2 x/ 
day), predict weather as a Weather Prediction spell (I x/day) and 
gain knowledge as a Dream I spell (I x/month). Each time they 
are used, the beads add + I Corruption Point to the caster. 
Sinipilvi still wears the accursed beads around her neck, and the 
only way to vanquish her is to destroy them. Obtaining the beads 
is no easy task, as Sinipilvi radiates Fear and Cotifusion in a 30' 
radius. Anyone entering this area must make a 15th level RR 
against both or be affected as if by Fear's Song and/or Cotifusion. 

SADENAINEN 

Sadenainen (La. "Rain woman") looked a great deal like 
Sinipilvi, her mother, in life; in death, the two could be twins, save 
that Sadenainen is slightly taller. In personality, Sadenainen is 
much akin to her little sister Pieni Kukka. She is uncommunica­
tive, preferring to Ict her mother do the talking while she sizes up 
opponents and prepares spells. Anyone coming within IS' of 
Sadenainen must make a 10th level RR or be affected as if by 
Fear's Song. She is armed with a + 10 harpoon and a razor-sharp 
skinning knife of iron taken from the Merilintu clan burial 
chamber (#5C). 

Unlike her mother and sister, Sadenainen was no viisas, but a 
henkinimittiljii, and her most dangerous weapons are her spells. She 
is a mistress of ice, fire, water and wind. In any combat, she is 
likely to use her Fire Law spells indiscriminately, heedless of the 
destruction wrought on the burial berg or its delicate sculptures. 
Sadenainen's favorite tactic is to cast her Warm Solid or Heat Solid 

spells at the feet of an intruder, sending them splashing into a 
water-filled hole where the floor used to be. She then quickly 
reverses her tactics and uses Freeze Liquid to attempt to entrap 
those in the water. As a rule of thumb, any victim who has had 
the ice melted under them by Sadenainen and is immersed in 
water suffers I - I 0 hits in cold damage and an "A" Cold critical. 
Thereafter, as she attempts to freeze the water, the victim suffers 
an additional I - I 0 hits in cold damage for every I 0 rounds in the 
water. 

13.2.3 THE SETTINGS 
The haunted berg floats in the midst of the Aanetton Meri, the 

Sea of Silence, which stretches for nearly a half mile in any 
direction. This field of open water is currently enclosed by a solid 
ring of pack-ice (which is, however, beginning to crack and 
loosen with the coming of spring). The Merimetsastajat consider 
it offensive to the spirits of the dead and an ill-omen to break this 
silence except in life-threatening emergencies. Anyone talking, 
singing, crying, coughing or sneezing is immediately hushed by 
others, and is forcibly silenced if they persist in making noise. 

13.2.4 THE TASK 
While the desecration of their burial berg is a grief to the 

Merimetsastajat, their ultimate concern is to rescue the 
Meripihka-a new hautauskumpu may be delved whenever there is 
need; the discovery of another unique and irreplaceable talisman 
against the banes of Angmar is not to be counted on. Confronted 
by a host of implacable, undead foes, outright confrontation with 
spell and blade is the only course of action available to those who 
would defeat the Witch-king's foul plot before Sinipilvi and her 
allies are able to summon Eloeklo's might to their cause. 

Although T.A. 1640 is the assumed temporal setting of this 
adventure, the scenario itself is potentially applicable to any time 
period during or after the Witch-king' s rule in Angmar. Sauron's 
downfall (T.A. 3019) marks its absolute terminus, since the 
curse of the spell-beads can only function while the Nazgul­
lord's own spirit remains bound to the world by the power of the 
One Ring. Moreover, the Merpihka (as one of the yavann(ri) will 
have been claimed by the Noldor of E vermist for the great Song 
of Awakening by T.A. 2951. 

This can be a difficult and dangerous adventure for an ill­
equipped or inexperienced party. The average levels for PCs 
should be in the mid-range, the guideline being a smaller group 
(4 or less) having around 5 levels each, or a larger group having 
3 to 4 levels each (totaling about IS to 20 levels). Unlike "The 
Ivory Hoard" (Section 13.1), this adventure is designed prima­
rily for Y stava T alvcn PCs; outsiders who seek to participate 
must overcome several obstacles. For one thing, there is the 
language barrier: practically none of the NPCs involved (friend 
or foe) speak any language apart from their native Labba. In 
addition, the Merimetsastajat are very unlikely to allow foreign­
ers from the South (let alone non-Mannish races) to set foot in 
their hautauskumpu, defiled though it may be. 

GM Note: If the GM wishes to allow this possibility, PCs should be 
forced to accomplish a Very Hard (-20) ltifluence maneuver to persuade 

the Merimetsiistilj'iit if their worthiness. If such individuals undergo the 
exhausting initiation rites if the Valaskalan Palvonta and win the 

blessings if the viisas performing the rite bifore attempting to influence 
their audience, the maneuver becomes Easy (+20). 

STARTING THE peS 
Spring weather is now swiftly approaching Forochel, and 

within a fortnight the pack-ice will have broken up or retreated 
far enough for the haunted berg to escape the Aanetton Meri in 
which it now rests. Naturally, all the Merimetsastajat agree that 
a war-party must be sent to recover the Merpihka, but no one is 
standing in line to perform the feat, and few have the heart for 
such a gruesome task. One bold youth, Nuorilintu, volunteered 
to lead a small band to the hautauskumpu, but of the six that 
undertook the journey, Nuorilintu alone returned. What befell 



them in the berg is unknown, but it has shattered Nuorilintu's 
mind. The time has come for the PCs to prove their worth in 
heroic defense of their people-and of all the North, for the 
Witch-king will turn the enslaved victims of the loitsuhelmi blight 
against other Free Peoples. 

AIDS 

The Merimetsastajat are neither morc brave nor more cow­
ardly than any other people. The majority are unwilling to enter 
the burial berg and require an Extremely Hard (-30) Influence 
manCllver before agreeing to join the quest. However, old 
T ulisydan (La. "Fireheart") and his four sons are willing to 
participate, if asked. These five men are excellent warriors and 
far-ranging hunters who have encountered many strange and dire 
beasts in the wilds. They are a close-knit group, having fought 
their way out of several tight spots. Each is well aware of the 
strengths and weaknesses of the others. Therefore, they are 
unlikely to flee in panic should the going get rough. This 
wilderness experience gives each of them a + I 0 bonus to all RRs. 
If the GM wishes, they may speak a smattering of West ron (Rank 
I or 2). 

OBSTACLES 

The hautauskumpu is constantly in motion upon the waves. If 
and when the PCs enter the berg, they must have their "sea legs" 
under them. To remain standing on a slick, icy floor is not easy. 
(All Moving maneuvers are penalized at -20 while the PCs 
wander through the berg.) Any Merimetsastaja used to the 
maritime environment, and anyone with the secondary skills of 
Acrobatics or Boat Handling, does not suffer this penalty while 
in the berg. 

The undead infesting the burial berg all possess bodies, and 
their frozen skin has the resiliency of Rigid Leather. GMs should 
remember that Fear and other spell-like effects radiated by the 
spirits may overlap, forcing a PC to make multiple RRs to 
counteract them. A character surrounded by the malevolent 
spirits may be literally sucked dry of Constitution points as each 
drains its share. The spirits are intelligent enough to realize this 
and may attempt negotiations or other stalling tactics while 
draining a victim. The GM must also keep in mind that any 
undead not confronted on the way in must be dealt with on the 
way out--claiming the Meripihka may prove to be merely the 
first half of the adventure; getting safely out of the hautauskumpu 
with it is the second half. 

OUTCOMES 

The Merimctsastajat honor any who have contributed to the 
recovery of the Meripihka. If the PCs return without the artifact, 
they may try again, but must do so before Unisoturi summons 
Eloeklo to drive the hautauskumpu into the open sea. The GM may 
continue the adventure by having the PCs help in finding and 
sanctifying a new burial berg. Should the PCs commit any 
desecration of tombs in the course of their retaking of the berg, 
they must beat a hasty retreat from the Merimetsastajat or face 
immediate execution, regardless of what role they may have 
played in ridding the hautauskumpu of undead. 

Experience points should be awarded for actions (or inac­
tions) that save the berg's delicate sculptures and frescoes from 
harm. Though doomed to destruction in the sea, the 
Merimetsastajat prefer this natural end to their art over needless 
damage incurred by weapon or malice. The GM might award a 
5,000 xp bonus to all PCs surviving the successful cleansing of 
thc berg, adjusted to suit campaign needs. 

13.2.5 ENCOUNTERS 

THE SEA OF SILENCE (#1) 
The adventurers approach the burial berg and land. 

As you approach the burial berg, the white, glistening ice,framed by an 
azure sky, is blindingly beautiful, but difficult to look at directly for any 
length of time. The endless glittering play of light dazzles and bewilders the 
eye. The sound of small waves lapping the berg is loud in the silence. To your 
right, a dark-winged tern wheels away with a shrill cry and is gone in two 

quick beats of its powerful wings. The cry rings like a warning: "Flee' 
Begone! The living have no business here. " III a t ease, you look at one another, 
the great berg waiting brjore you. Then the wind turns, and above the 
rrjreshing salt tang of the sea there is the slightest charnel smell. The faint 
but unwholesome odor remains in your nostrils no matter how much you 

puff and blow to be rid of it. 
The great berg is curved like a gigantic bow used by some god at the dawn 

of time. It is very thick and bulky at the central core, tapering out at each 
end to thin sheets of semi-transparent ice. The core is citadel-like, sending 
two outlying minarets of ice soaring high above a vast central dome. The 
landing you are strikingfor lies at the center of the berg's arc. As you enter 
the silent, still waters between the two outstretched arms of the berg, a shadow 

falls across you like a blacksmith's hammer, ringing off the anvil of your 
dread and sending invisible sparks of fear scurrying throughout the boat. 

GM Note: Upon entering the shadow of the burial berg, panic may 
break out in the pes' boat. Each character in the shadow must make a 

5th level RR (with Presence as a modifier) or be affected as if by Fear's 
Song. The effect lasts only so leng as they remain in its shadow (whether 
cast by light of sun, moon or stars). The pes receive a + I 0 RR modifier 
for every additional entry into the shadow. 

THE LANDING (#2) 
The boat-landing on thc hautauskumpu is a 50' wide, slanting 

ramp, extending well out into the water. The ramp has an easy 5° 
slope, such that even a heavily laden funeral boat can glide almost 
to the very entrance. The PCs' boat grounds on the ramp from 
10' to I 00' from the entrance. Once the boat is actually in contact 
with the berg, silence is no longer mandatory, due primarily to the 
need for viisaat and pallbearers to sing and perform funeral rites. 

Movement on the ramp is dangerous because its surface is slick 
and slushy. All Moving maneuvers on the ramp (even walking) 
are Extremely Hard (-30), and a Moving maneuver check must 
be made for every IO' that the PCs advance across the landing. 
This includes leaving or retreating from the hautauskumpu as well 
as entering it. If the Moving maneuver results in Failure, the roll 
is made on FT -4 (Moving maneuver Failure Table) as Medium 
(- I 0), the slushy ice having a cushioning effect for those falling. 

GM Note: The adventuring party may well try to attempt a landing 

at a different point on the berg than the one described, though this may prove 
extremely difficult. The burial berg has remained stable and upright for 

nearly a century, and the sea has cut a groove thatforms a great overhang 
of ice about its circumference, bobbing in and out of the water. Attempting 
to land orclimb upon the bergjrom any other point risks having the party's 
boat crushed or driven underwater as the mammoth lip of ice rises and 
falls in the waves. 

If the pes attempt this course of action, it requires a Boat Handling 
maneuver with a -30 penalty. (Iltatuuli's boat-handling skills would be 
usrjul here to counteract the penalty) If the maneuver fails, the boat is 
caught or crushed under the lip and driven underwater. Everyone in the 
boat suffers I - 10 hits in cold damage for every 10 rounds in the water. 
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The Haunted Berg If the maneuver is successful, results if 100% or more indicate that the 
PCs may attempt to mount the berg. This requires another Climb 

maneuver at -30, due to the slick, wet suiface if the berg at sea level. If 
the maneuver jails, ignore FT-4 (Movement maneuver Failure Table) 
and assume the PC has jallen into the water, suffering damage as above. 

PCs who do manage to mount the berg may take jurther action, 

depending on what equipment they have managed to bring with them. 
Tunneling or creating a new entrance is difficult and time-consuming, 
and requires the proper tools. The Merimetsiistiijiit would not be pleased 
at such a course if action. The noise if such labor immediately alerts the 

undead within, though it also provides an excellent opportunity jor those 
who have access to the Lifty Bridge spell list to enter the berg without 

jighting their way in. 

THE ENTRANCE (#3) 
Two thin, towering minarets of ice stand out 20' from the 

carefully sculpted archway of the entrance. The minarets soar 
nearly 200' skyward and ar~ taller than the domed bulk of the 
berg, each topped with a small (5' x 5') shelf or platform sheared 
from the ice itself For especially important funerals (as decreed 
by the viisaat), warriors climb these towers and stand atop, bearing 
torches or oil lamps and loudly singing specially prepared songs 
that recount the life and deeds of the deceased. It requires 
strength and skill to climb the columns ( a Very Hard (-20) 
Climb maneuver). 

There is a small cache of dried grass, moss, torches and a fire­
starting bow in a small waterproof, sealskin bag staked to the 
center of each platform. (This stake is also used by the warrior 
to tie himself while atop the sometimes very windswept 
towers.) It is common practice for the warriors honored with 
the duty of polkun valaistus, "lighting the path," to leave small 
carved ivory tokens in the sealskin pouch in honor of the 

individual being interred below. There are currently twelve such 
tokens in each bag. To southern traders, such ivory tokens are 
worth 10-50 gp (the actual value being dependent on the quality 
and intricacy of the carving, and quality of the haggling done 
over the price). The view from the top is spectacular, allowing 
a 3600 view of the sea around the hautauskumpu. The PCs may use 
these towers as signal posts to call for immediate rescue, 
assistance or other signals the GM deems appropriate. 

Past the two great columns is the entrance. Its arch is formed 
by the enormous likenesses of a man and woman. They have been 
cut and shaped from the berg with care and a concern for realism. 
They stand 20' high, arm in arm. The male statue's head and 
right hand turn downward towards the water, while the women's 
head and left hand direct themselves outwards to the distant sea. 
This motif expresses the Merimetsastaja axiom: "From the sea 
all things come, to the sea all things go." The two silent sentinels 
stand slightly apart from one another, the open archway passing 
between them. The tunnel between the statues is well-made, 
smooth and straight as an arrow. The interior is some 8' high, 10' 
wide and 100' long, the walls and ceiling without mark or 
decoration. 

While it has' no name, the tunnel is often called Kuoleman 
Kavelymatka, the "Death Walk," by some Merimetsastajat. 
That is truly its name now, for Sinipilvi has placed a guard here 
to deter visitors: her son Lumipallo and eight possessed corpses. 
If a fight is obviously going against him, Lumipallo flees the 
tunnel, retreating to his mother's side in the Great Hall. 

THE RITUAL CHAMBERS (#4) 
These six chambers are used to perform the specific rites and 

ceremonies concerning the proper interment of the dead. The 
rooms are of relatively the same size and shape, and each contains 
a large, table-like slab of ice in the exact center for the repose of 
the deceased while the ritual ceremonies are observed. Each of 
the six chambers is decorated differently with elaborate frescoes 
carved into their walls. 
A. Children's chamber. The walls are finely etched with figures 
of boys and girls at play. There are several heart-rending 
depictions of babies and smaller tots, as if the artist carving the 
ice knew first-hand the grief and sadness of their loss. 

B. Women's chamber. The walls contain fine carvings of women 
at work preparing meals, sewing, cooking and giving birth. 
C. Men's chamber. Scenes of hunting, fishing and tool-making 
form a continuous mural around the room. 

D. Viisaats and benhinimittiijiits chamber. Its walls are carefully 
crafted with reliefs and frescoes of a viisas perfonning the birth rites. 

E. Warriors' chamber. Decorated with the simple sculpture of 
a warrioress on the wall facing the door. She stands with one 
hand pointing down and a spear pointing skyward. Her face is 
exquisitely carved-beautiful, calm and implacable. 

F. ValaskaIan PaIvonta chamber. The walls are alive with 
carvings of whales-spouting, diving, frolicking endlessly up 
and down the walls and even across the ceiling. Every type of 
whale seems to be carved here and all in every conceivable activity 
known to the Merimetsastajat. 



THE CLAN HOUSES OF THE DEAD (#5) 
These are series of great, long crypts and smaller, mausoleum-like 

cubicles for use by the various heimol of the Merimetsastajat. While 
the funerary rites remain the same, the actual style and type of 
interment is different for each heimo. Thus, the architecture of the 
charnel houses varies to suit the tradition of the individual clan. These 
crypts contain the bulk of the haulauskumpu's undead guardians. 

It is common Merimetsastaja custom to inter the dead in the 
clothes they wore during life. They are also entombed with a tool. 
weapon or object of value they had made or created in their 
lifetime, ensuring that wherever their spirits may roam, they at 
least have a familiar and comforting object at hand. Therefore, as 
PCs wander through the Houses of the Dead, they find many 
well-made weapons and valuable objects made of ivory or 
whalebone. Most Merimetsastajat would not dream of disturb­
ing such items except in dire need. If the PCs rob the crypts, they 
do so at their peril. 
A. The Valskalan Heimo (La. "Whale Clan") tombs divide into 
many maze-like cubicles and rooms, housing the innumerable 
suul and perheel of the clan. The walls of each room are lined, floor 
to ceiling, with a honeycomb of unsealed crypts, each cell just 
large enough to hold a body. The dead are always placed head­
first into these crypts, leaving row after row of frozen feet 
sticking out of the wall. The many chambers also contain 
elaborately ornate ice-sarcophagi. These are semi-transparent, 
and a torch or light source on one side reveals the outline of the 
contents of the coffin to anyone on the opposite side. Dwelling 
among these dead is the ghost ofPuolikarhu. If communication 
is established, Puolikarhu tells the PCs the following tale of woe: 

A seeming man slands bifore you, lall and erecl, yet bowed as if under 

a great weight. His appearance projects the image of an inconsolably broken 
heart, but you know the creature bifore you isjelland treacherous. He speaks 
in a cold, brittle monotone, and his words skitter icily toward you through 
the cold air. 

"I was once a man of good standing and repulation-how happy I was 
to help choose and build the jaatalo l Vanha Liukuva Lintu let me do the 
chore myself, paying the berg only a quick glance bifore giving it his blessing. 
I moved my wife, Hymyilevii Nainen, and my sons into the berg and went 
ashore jor some luulaake. On the shore, I heard something, and turned to 
look at nry home. 

"There, as a man might carve a piece of meatjrom a jresh kill, nearly 
haft the upper portion of the jaatalo leaned suddenly out over the water and 
then crashed into the sea, unbalancing the rest and causing it to roll like a 

dog playing in the snow. In horror I watched as its mud and silt-encrusted 
underbelly thrust itse!! above the surface. I watched my jamily and a 
hundred neighbors die by my mislake. Over the roar of the breaking ice, over 
the roar of cburning water, pursuing me over the waves like a shriekinggull, 
came the cries and wails of those so suddenly jinding death where they 
thought was safety. My ears ring with it yeti My eyes burn with the sight 
of the rolling ice l . 

"Later, as I helped drag the bodies jrom the water, it was I who jound 
my own wife and sons. I saw their jaces: their twistedJrozen expressions 
told me that they knew that I was responsible jor their deaths. They knew 
that I had killed them. Oh, Hynryilevii NainenJorgive me! Oh, my sons, 

my sons, please jorgive me' Oh, my people, have mercy and jorgive me! Let 
me jind rest, let me jind peace." 

Puolikarhu's voice dies to a hoarse, almost inaudible whisper at the word 

"peace, "jollowed by a long, low, sbuddering moan, as if Puolikarhu were 

silently sobbingjor his lost wife, his lost life and the endless years of his grief 
But no tears can be seen comingjrom the black pools of his frozen, dead eyes 
and he seems no less dangerous jor the story. 

B. The Kalan Heimo (La. "Fish Clan") house is a long, narrow 
hall of shelf-like crypts. Row after row of the unsealed shelves 
line the walls, and two lines of sarcophagi march down the center 
of the chamber. There is little ornamentation here as compared 
with the sculpted grandeur of the Whale Clan's frozen sar­
cophagi. The Kalanystava tombs are inhabited by the spirit­
possessed Punakasi. 

C. The Merilintu Heimo (La. "Seabird Clan") house is a long 
hall whose many pillars are more than mere perpendicular 
buttresses to support the roof. Akin to the sculpture in the Great 
Hall (#7), these pillars contain spectacular representations. Each 
joins floor and ceiling at a 45° angle, and is carved into the image 
of an elongated and stylized gull, the wing tips of each bird 
touching those of its neighbor. The wings are sculpted in such a 
way that the individual feathers can be seen, their bodies crafted 
with equal care and precision. Some stand parallel to the floor, 
with head and beak projecting stiffly forward, legs and claws 
swept back as though in flight; others, angled oddly with the 
floor, look down with claws extended as if stooping to land. 

Upon first viewing the wonderful sculptures, PCs must make 
an unmodified 3rd level RR or be affected as ifby Silence Song for 
5 rounds. Individuals failing their RR are literally struck dumb 
by the exquisite beauty of the pillars and can offer no suggestions, 
cast no spells, sense no danger. All Static maneuvers are at -20 for 
an additional 5 rounds. 

Save for the marvelous sculptures, the hall appears to be empty. 
No crypts or tombs are in evidence. PCs making an Extremely 
Hard (-30) Perception maneuver suddenly realize the dead are 
buried in the floor itself. The entire floor, wall to wall, front to 
back, is a honeycomb of crypts, the dead entombed standing 
upright. The floor is actually a mosaic of tomb-lids. Near the 
center of the doorway is the crypt ofPieni Kukka. Even if the PCs 
have noticed the bodies buried in the floor, they have no chance 
of detecting the difference between Pieni Kukka's coffin and any 
other. After PCs have entered the crypt, Pieni Kukka pushes the 
lid from her coffin and crawls upward onto the floor. 

As you examine the magnificent sculptures, a scratching sound attracts 
your attention. The lid of one of the crypts has been pushed off, sliding across 
the jloor. It glides with a loud, scratchy, hissing noise of ice against ice. As 
you watch in horror, two long, white arms reach up jrom the crypt and 
jimlly grasp the sides. A jemininejace-stark, white and beautifu/,jramed 
by long, pale hair-rises slowly out of the jloor. The rest of her stiff body 

jollows, coming al i.Jst to an awkward, standing position. 
She is (or was) a thin, lovely waif of a woman. She is wrapped in a 

colorfully dyed reindeer-skin jerkin and pants, and a jur-lined cloak hangs 

uselessly about her ever-cold shoulders. A meticulously carved war-club of 
bone and ivory dangles jrom her belt. She smiles at you, her eyes glittering 
with a green and hostile light. 

The smile of so evil a will makes you shudder. Even as you stand staring 
at the beautiful, cold, evil thing bifore you, another lid suddenly pops off and 
goes skittering across the jloor. A low moan comes from the newly opened 
crypl. Then another tomb-lid slides against the wall, and another low moan 
joins the jirst. All the while, the jrozen, undead woman stands smiling the 
same awjulsmile. 

Pieni Kukka's tactics are fairly simple, keyed to the room she 
has taken as her abode. She stands in the middle of the entrance, 
blocking the PCs' retreat from the room, and uses her Telekinesis 
to lift the 4 lb ice-lids from any crypts nearby. This makes 
walking in the room (to say nothing of combat) extremely 
difficult: a false step means a sudden plunge, feet-first, into an ice-
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tomb. Pieni Kukka may send the crypt covers skittering into the 
feet of the pes. Thus, all Moving maneuvers are made Very Hard 
(-30 penalty to DB) as the pes must constantly look where they 
are stepping to avoid the unsealed crypts. The moaning the pes 
hear coming from the unsealed crypts is no more than a Sound 
Mirage which Pieni Kukka uses to create fear and confusion. She 
is extremely uncommunicative and refuses to deal with the living 
in any way except combat. If a battle is going against her, she 
retreats to her mother's side in the Great Hall. 

CHAMBER OF THE SPIRIT WORW (#6) 
The surfaces of this chamber are smooth and bare: neither 

sculpture nor fresco relieves its monotonous, frost-white walls. 
In neat rows across the floor lie shallow, lidless, ice-coffins. The 
majority are empty, but twenty-one contain the frozen bodies of 
viisaat and henkinimittiljiit who once served their people. The dead 
lie in quiet repose, with arms folded over the chest and legs 
crossed at the ankle. The chamber holds the spirit-possessed 
body of Unisoturi, a powerful henkinimittiijii who died while 
summoning Eloeklo. 

If the pes enter this chamber, Unisoturi allows them to 
wander freely for a while, but remains lying in her coffin, 
appearing much as the other dead in the room. Before she moves, 
it requires a Sheer Folly (-50) Perception maneuver to spot any 
difference between the normal dead and Unisoturi. 

The room is breathtakingly eerie, its stark white contrasting with the 
blackish-blue bodies oj the long dead lying in their ice-coffins. Suddenly you 
notice a movement-with the slow, albeit stp, sinuous grace oj some elderly 

jeline creature, a dead henkinimittaja raises herself upright in her tomb. 
The old woman's hair is long and ropy, hanging almost to her waist-a 
gleaming, lustrous white with bits oj ice and jrost sparkling throughout. The 
jace beneath the hair is withered and the skin a sickly,jrost-bitten black by 
the longyears in the hautauskumpu. The eyes in the devastatedjace glitter 
with a green and malevolent light. She suddenly cackles and sputters in some 
vile, diformed semblance oj a laugh. Then you jeel a sudden shudder or bump 
as if something has struck the berg. 

Unisoturi has called forth a huge sperm whale to ram the berg. 
While the whale can do no harm to the berg, it can cause 
problems for those in the interior. Large and small pieces of ice 
fall from the ceiling and can harm both the pes and the delicate 
ice-carvings. So long as Unisoturi is allowed to concentrate, the 
whale continues to ram the berg once every 5 rounds. These 
sudden jolts cause all maneuvers to suffer a -20 penalty at the 
moment of impact. Ice falling from the ceiling can do either an 
Unbalancing or an Impact critical. Depending on their size and 
how near they land to pes, the falling chunks may deliver further 
criticals. (GMs may use their own discretion, or roll I D I 00 and 
consult the following: 0 I - I 6 = ''T,'' I 7-34 = "A," 35-5 I = "B," 
52-69 = "c," 70-86 = "D," and 87-00 = "E.") 

THE GREAT HALL (#7) 
The center of the floor of the Great Hall has been sculpted and 

carved to resemble a spouting whale breaking the surface of the 
sea. The spray from its blow-hole serves as a giant pillar in the 
center of the room. As the finely etched spray spreads upwards 
toward the ceiling, it fans out in a great, multi-colored fresco of 
fish and seabirds. These ceiling friezes have been shaped and 
formed using several colored dyes. When the sun sends its light, 
penetrating the ceiling with its colored ornaments, the room is 
awash in an intense but diffuse white light, wherein large patches 
of color glide slowly across the floor and up the walls. 

The overall effect of such intense beauty is awe-inspiring. 
Upon first entering the Great Hall and seeing the whale sculp­
ture, the pes must make a 4th level RR or be affected by Silence 
Song (as in #5 above). Individuals who have seen the ice­
sculptures in the Merilintu house gain a +20 to their RR. Even 
if successful, all Static maneuvers are rolled with a - I 0 penalty for 
the first IO rounds in the Great Hall. 

On the jar side oj the hall, almost directly opposite the entrance, you 
behold two undead, dressed alike in typical Merimetsiistiijil' sealskin jerkins 
and decorative, hooded cloaks. One is kneeling; the other stands behind the 
jirst with its head bowed. They appear almost exactly as they did in life, 
save that their skin is heaVily tinged with blue and, as there is no heat in their 
corpses, their clothes and hair are covered with twinklingjrost. 

They take absolutely no notice oj you as you enter. The one kneeling is 
engaged in a long, droning, almost whispered dirge. The mumbled words are 
unintelligible, and the slight echoes oj the song seem to crawl up the walls 
and drip and dribble off the ceiling. The chant stops abruptly. The sudden 
waiting silence that pervades the room is worse than the sickening 

sussuration oj echoes. 
The kneeling corpse looks up slowly at you, her jace shaded within the 

jurred hood oj her robe, her jorlorn expression and the jaint light oj her eyes 
perceptible. Around the bluish skin oj her neck, strung on a thin leather strip, 
hang three shiny, black beads. 

"Fools' You are doomed here!" she screams, her voice rattling like a rusty 
iron chain being dragged slowly across a steel plate. 

The kneeling corpse is Sinipilvi, the other, her eldest daughter 
and lieutenant, Sadenainen. The women immediately separate, 
attempting to position themselves on opposite sides of any group 
of intruders. (If more than two undead are in the room, they 
either encircle any intruders or, should they back up against a 
wall, form a semi-circle around them.) Sinipilvi raises her empty 
right hand, palm outward in sign of peace and parley. The 
Sinipilvi of old was utterly devoured by the cursed spell-beads; 
she is beyond reasoning (though she always appears to be willing 
to negotiate, as it gives her time to size up opponents and to 
position herself and her children to best advantage). She identi­
fies herself and her daughter. Sadenainen bows her head slightly 
in mock cordiality. 

"This is a place jor the dead. Have you come here to die?" Her voice, 
though less abrasive and more audible than bifore, is by no means pleasant. 
She does not wait jor an answer, but rolls the narwhal spear between her 
palms absentmindedly and continues. 

"There is no victoryjor you here. You cannot win. My difeat is nothing. 
It is the mere loss oj a single snowjlake in the oncoming blizzard. You can 
run bifore the storm but you cannot hide. I know you are here jor the 
Meripihka, but you cannot have it. For now and evemlOre, there will be no 
peace jor the living or the dead." 

With that she ceases to idly spin her spear,gripping itjim'ly. Both women 
advance upon you. 

If Lumipallo (#3) or Pieni Kukka (#5C) have retreated 
before the pes, they are also found in the Great Hall with 
Sinipilvi, and the encounter should be adjusted accordingly to 
include them. 

CHAMBER OF MEDITATION (#8) 
The Meripihka weighs approximately 20 lbs and measures 

I 8" in length. Its sides are smooth but angular. It may be removed 
from the pedestal with ease. Anyone approaching within I 0' of 
the chamber must make a 5th level RR or be affected as if by Calm 
Song for 5 rounds. 



In line with the right eye if the whale sculpture at the center if the Great 
Hall, an entrance opens onto a steep ramp cut into the ice. It spirals and 
twists oddly downward into the depths if the berg. The narrow corifines if 
the ramp Jorce you to move in single Jile. The ramp comes to an abrupt end 
in an almost peifectly round room. 

The unadorned walls if the chamber curve away right and lift, while 

the ceiling is dome-like and the Jloor dives away in a bowl-like Jashion. 
From the doorway to the center if the room is a shallow ramp leading down 
the side if the steeply curvingJloor. The ramp ceases bifore a large, jagged 
pim if amber mounted on a simple obelisk if clear ice standing atop a raised 
she!! or dais. The resinous mass glows with a calming luster, while the clear 
ice if the pedestal catches the light, intensifies it, and casts it back to the room, 

bathing the chamber in its sift, goUen aura. 

14.0 APPENDICES 
The following section offers a wealth of practical reference 

material for a GM wishing to run adventures in the Northern 
Waste. Section 14. I indexes all abbreviations employed in the 
text of this module, and includes a concise glossary of basic 
information about Middle-earth. Section 14.2 suggests ways in 
which MERP game mechanics might be used to simulate the 
hardships and challenges of Forochel's harsh environment. 
Section 14.3 provides guidelines enabling players to create 
Merimetsastaja or Snow-elven characters. Sections 14.4 and 
I 4.5 list, respectively, some of the more notable flora and fauna 
which travelers in Forodwaith might encounter. Section 14.6 
supplies further reference information on the languages of 
the far North. Section I 4.7 offers some scenario ideas for 
using the Northern Waste as a setting for ICE's Middle­
earth: The Wizards collectible card game. 

14.1 DEFINITIONS AND 
TERMS 

This appendix is intended as an aid to GMs 
who may be unfamiliar with the terminology of 
Middle-earth Role Playing game mechanics or the 
world which they help bring to life. If an unfa­
miliar term cannot be found in this section. the 
GM may refer either to the dictionaries provided 
in Section I 4.6. or to the alphabetically arranged 
traveler's guide (Section 11.0). 

14.1.1 ABBREVIATIONS 

GAME SYSTEMS 

LoR ................................... Lord of the Ring. Adventure Game 
MECCG .......................... Middle-earth Collectible Card Game 
MERP .............................. Middle-earth Role Playing 
METW ............................. Middle-earth: The Wizard. 
RM .................................... Rolema.ter 

CHARACTER ST ATS 

Ag ................................................................................. Agility (RM/MERP) 
Co ""."""""".""."""""""".".""""""".""""". Constitution (RM/MERP) 
Em .......................................................................................... Empathy (RM) 
Ig .................................................................................. Intelligence (MERP) 
It (In) ...................................................................... Intuition (RM/MERP) 
Me ........................................................................................... Memory (RM) 
Pr .............................................................................. Presence (RM/MERP) 
Qu ....................................................................................... Quickness (RM) 
Re ........................................................................................ Reasoning (RM) 
SO ................................................................................ Self Discipline (RM) 
St .............................................................................. Strength (RM/MERP) 

GAME TERMS 
AT ................................................................................................. armor type 
o .................................................................................................... die or dice 
0100 ........................................................................... percentile dice result 
DB ......................................................................................... defensive bonus 
cp ............................................................................................... copper pieces 
GM .............................................................................................. gamemaster 
gp .................................................................................................. gold pieces 
Gr .......................................................................................................... greaves 
Hits ..................................... : ............................................................ hit points 
MovM ..................................................... movement and maneuver bonus 
NPC ............................................................................ non-player character 
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OB ......................................................................................... offensive bonus 

~~::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::~I·l~i::~~:::~~ 
Sh ............................................................................................................ shield 

~;~.::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::··~~~·~i~~i·~ .. ~;·~~~;:;t~;~s~~; 
LANGUAGE TERMS 

alt .......................................................................... alternate fonn of a word 
For. .................................... Fornen (pre-T.A. I800s Northman speech) 
La ............................................................... Labba (Ystava Talven speech) 
Log ................................................................ Logathig (Easterling speech) 
Los ...................................................................... Lossidilrin (Snow-elvish) 

~~~ .... :::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::.p7u::;s~o~~r~fs;:~~1 
prop ......................................................................... proper fonn of a word 
Q ................................................................... Quenya (High-elven speech) 
S ............... : ..................................................... Sindarin (Grey-el ven speech) 
sing ......................................................................... singular fonn of a word 

~? ... :.:::.:.:::::::.::::::::::::::::.:::::::.:.::::.: ....... : .. :::.::~;;~~~~~~c~~::f:f:~~l 
~:~: .::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::·S·~:~~s~ ~:: 
~:.. :::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::'F::~~ ~~: 
Hob ......................................................................................................... The Hobbit 
Ut ............................................................................... The Utters 0/ J.R.R. Tolkien 
LotR ...... ..... . ................................................................... The Lord 0/ the Rings 
Sil................................................. . ...................................... The Silmarillion 
TI............................................................................ ...... ~d~ 
UT ................................................................................................ Unfinished Taus 

14.1.2 GLOSSARY 
This section glosses the various tenns used in this module 

which rdate specifically to J.R.R. T olkien' s world. A more 
extensive glossary may be found in ICE's Middle-earth Campaign 
Guide. Other useful reference works include Robert Foster's The 
Complete Guide to Middle-earth (New York: Ballentine Books, 
1978), J.E.A. Tyler's The New Tolkien Companion (New York: 
Avon Books, 1980), David Day's Tolkien: The Illustrated 
EncycloplZdia (New York: Macmillan, 199 I) and Colin Duriez's 
The Tolkien and Middle-earth Handbook (Kent: Monarch Publica­
tions, 1992). 

Adunaic-The ancestral tongue of the Numen6reans (the 
Adunai). In Middle-earth, it evolved into modern Westran, 
the common speech of northwestern Middle-earth. 

Ages of the W orld-Time is periodized in tenns of" ages" 
reckoned according to the different ways in which the 
Earth is illuminated. After the creation of the world, the 
V alar raised two Great Lamps to light Middle-earth (Age 
of the Lamps). When Melkor destroyed these, the Valar 
retreated to the Undying Lands and there called into being 
the T wo Trees (Age of the Trees), though Middle-earth 
remained in darkness until Varda kindled the stars (Age of 
the Stars). Eventually, Melkor destroyed the Trees as well, 
plunging Aman into starry night; but Yavanna managed to 
recall enough life from a single fruit and flower of the 
Dead Trees, so that the Valar could make the sun and 
moon. All of the numbered ages that follow arc called 
Ages of the Sun. It is unknown how many ages arc fated to 

pass before the End, in which the world's history will 
reach its culmination. J.R.R. T olkien believed that we are 
currently living either at the end of the Sixth Age or the 
beginning of the Seventh (Let, p. 283). 

Ainulindale--The Music of the Ainur, through which the 
world was conceived. Melkor (Morgoth) introduced 
discord into the Music, foreshadowing the intrusion of 
Evil into the world; nevertheless, Eru granted reality to the 
Music, bringing the Universe into existence. 

Ainur (sing. Ainu)-The Holy Ones, demiurgic spirits 
begotten by Eru's divine thought, who sang the 
Ainulindale. Many of the Ainur descended into the world 
to complete its fashioning and to govern it on Eru's behalf. 
The greatest of these Ainur became the Valar, "the 
Powers," while their lesser and more numerous brethren 
were called the Maiar, "the BeautifuL" Melkor (Morgoth) 
was originally the greatest of the Valar, but he fell from 
grace, seeking sole dominion over the world. Many Maiar 
aligned themselves with Melkor, becoming the malevolent 
spirit$ of the world. The greatest among these was Sauron. 
The Ainur that took part in the history of Arda arc 
described in ICE's Valar and Maiar people book. 

Akallaberh-The account of the Downfall of Numenor, 
narrated in The Silmarillion. 

Aman-The Blessed Realm of the Valar, also known as the 
Undying Lands or simply "the West." When Eru 
punished the Numen6reans by destroying their island 
(S.A. 3319), he removed Aman from the Earth, so that it 
may only be reached by "the Straight Road," an enchanted 
path which only Elves can follow. Aman is forbidden to 
mortals; the spirits of Elves (and possibly of Dwarves) 
journey there when slain. 

Ancient World-Sec ELDER DAYS. 

Angband-Morgoth's ancient fortress in the northwest of 
Middle-earth during the First Age. Destroyed in the War 
of Wrath, forgotten remnants of that sprawling stronghold 
lie scattered about the Cape of ForocheL The most visible 
of these ruins are Morgoth's Well and the Rifts of the 
Underdeeps. 

Angerthas-A runic script devised by the Grey-elves of 
Beleriand in the First Age. Also known simply as the cirth, 
the Noldor of Evennist use these characters to inscribe 
their spell-songs into the cliffs of Orod Certhas. The 
Angerthas are also used by the Dwarves of Durin's tribe. 

Angmar-A mountainous plateau separating the Northern 
\Vaste from the lands of Eriador to the south. During the 
years T.A. 1276-1975, Angmar is the realm of the 
dreaded Witch-king, sent by the Dark Lord Sauron to 
annihilate the Dunedain of Eriador. This hostile land is 
detailed in ICE's Angmar realm module. 

Arda-The Realm of Earth, governed by the Valar of Aman. 
As originally conceived and created, Arda was a flat world; 
but as a consequence of Iluvatar's punishment of the 
Numcn6reans (S.A. 33 I 9), the Earth was globed into an 
inescapable sphere. Middle-earth (Endor) is one of Arda's 
continents. The Undying Lands of Aman in the west were 
removed from Earth, but new lands were raised in their 
stead. Earth is also referred to as Ambar. 



Arnor-The original name for the realm established by the 
Numen6rean exiles in Eriador in the year following the 
destruction of their island (S.A. 3320). Also known as the 
North-kingdom (its sister-realm being Gondor in the 
South), Arnor fragmented into three successor king­
doms-Arthedain, Cardolan and Rhudaur-in T.A. 86 I. 
Rhudaur fell under the Witch-king's shadow in T.A. 
1349, Cardolan's royal line failed in T.A. 1409, and 
Arthedain perished along with Angmar in the so-called 
Third Northern War ofT.A. 1974-1975. None of these 
realms returned to life after Angmar's downfall, but 
Aragorn Elessar re-founded Arnor at the beginning of the 
Fourth Age. The period of the successor realms is detailed 
in ICE's Arnor: The People and Arnor: The Land modules. 

Arthedain-Longest-surviving of the three successor realms 
to Arnor. Situated in the northwestern portion of Eriador, 
Arthedain lies closest-to the Northern Waste. After the 
division of Arnor (T.A. 861), the capital of Arthedain is 
Fornost. The Men of Arthedain wage an unending war 
against the Witch-king of Angmar, making the frontier 
between the two realms a dangerous region to travel in. 
The name Arthedain literally means "Royalist Edain," and 
may be used to refer to the realm's inhabitants (sing. 
Arthadan). Arthedain is detailed in ICE's Arnor: The People 
and Arnor: The Land modules. 

BaIrogs-The most powerful of the evil spirits that served 
Morgoth in Angband. Many were vanquished from the 
world in the War of Wrath, but one at least survived that 
cataclysmic battle. This was Durlach, imprisoned in 
Morgoth' s Well by a binding spell. Other Balrogs may 
also continue to haunt the Underdeeps that run far 
beneath the Cape of Forochel. 

Bar! Syrnac-A remnant arm of the Iron Mountains that 
bounds Forodwaith on the cast. 

Beadmakers-The first known Mannish inhabitants of 
Forochcl. This mysterious people vanished from history 
soon after the onset of the Urdic invasions in the Second 
Age. Their most enduring legacy to the later Y stavat 
T alven were the riimut, the magical runes with which they 
enchanted their spell-beads. In the language of the Y stavat 
Talven, the Beadmakers are called Helmivalmistajat (sing. 
Hclmi valmistaja). 

Belegaer-The great western sea that once sundered Middle­
earth from the Undying Lands. 

Beleriand-The westernmost lands of Middle-earth during 
the Elder Days. These sank beneath the waves of Belegaer 
in the War of Wrath, making Lindon the new coastline. 

Berninga (sing. Berning)-These Northmen originated in 
Rhovanion, but were driven into the Northern Waste by 
the Witch-king and his evil minions. The Berninga observe 
a covenant with the bears of the Misty Mountains which 
forbids them to hunt other mammals for food or fur. In 
return, the bears taught these Men the art of skin­
changing, enabling them to take on the form of a bear at 
will. Not all Berninga master this latent gift, but those that 
do arc greatly revered by their kinsfolk and feared by their 
enemies. The Berninga return to their ancestral lands after 
the destruction of Angmar in T.A. 1975. 

Cardolan-The southernmost of the three successor realms 
of Arnor, Cardolan had a much more ancient history as a 
Numen6rean colony. It was from Tharbad, the great 
riverine haven and capital of the region, that Cardolan's 
whalers set out yearly to ply the waters of Forochel. 
Cardolan is detailed in ICE's Arnor: The People and Arnor: 
The Land modules. 

Children ofIluvatar-Elves and Men, so-called because the 
Ainur had no part in their creation. Because Eru alone is 
their father, it is blasphemous for Man or Elf to pay 
worship to any other being. While commensurate in their 
basic biological makeup, the two kindreds are distin­
guished by their differing spiritual natures. Elves (the 
Firstborn) are bound to the life of the world, and are 
therefore virtually immortal so long as its history contin­
ues; Men (the Secondborn) are mortal, and when they die 
(unless constrained by some special doom or heinous 
sorcery) their spirits depart the world forever. At key 
turning points in history, an Elf and a mortal have joined 
in wedlock; and the offspring of such a union must choose 
to which kindred their fa.te shall belong. Though more 
may indeed have taken place, the histories of the Elder and 
Middle Days record only four marriages of Elf and Man; 
each of these unions had earth-shattering consequences, 
altering the destinies of entire ages. 

Cirth-See ANGER THAS. 

Cuiviemar-The Order of Noldorin mystics based at 
Evermist. Their guest is to rid Forodwaith of Morgoth's 
unnatural taint. Oleth founded the Cuiviemar in S.A. 
1700, but her untimely death brought Nestador to the 
leadership of the order. The Cuiviemar achieved their 
quest at the close of the Third Age (T.A. 3019) and 
departed Middle-earth soon thereafter. 

Cuivienen-The awakening place of Elves in the East of 
Middle-earth. 

Daen-A family of related peoples that spread into many 
parts of Eriador. Rhudaur is the northernmost of their 
homelands, and there they are known as Hillmen. Many of 
these are allied with the Witch-king of Angmar, and some 
serve in his armies. 

Dark Years-A general allusion to the Second Age in 
Middle-earth. More specifically, the Dark Years refer to 
the centuries during which Sauron, having suffered defeat 
at the hands of the allied Elves and Numen6reans in 
Eriador, turned away from Endor's northwestern 
coastlands, seeking to build an inland empire of continen­
tal proportions. Sauron persecuted all who would not 
acknowledge him as God and King, driving many freedom­
loving peoples into remote and inaccessible regions in 
hopes of escaping his allies and minions. This was one of 
the chief causes for the peopling of Forodwaith. 

Demons-Malevolent spirits, both great and trivial, have 
their origin among the Ainur, before the creation of the 
world. These were swayed by the discords of Melkor 
(Morgoth), either cowed into his service or pledged as 
allies, and joined him in the ravaging of Arda. Not all 
remained true to the inspirer of their wickedness-some, 
like Ungoliant, only grudgingly rendered assistance to 
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Melkor, preferring to serve only her own lust; others, like 
the Balrogs of Angband, served their master faithfully until 
his vanquishment from the world. The Northern Waste 
swarms with such spirits-now masterless, whatever their 
old allegiance may have been. Among the most infamous 
are Eloeklo, Jaanainen and Durlach. For more information 
on demons, see ICE's Creatures if Middle-earth sourcebook 
and the Valar & Maiar people book. 

Dragons-Morgoth first spawned dragons in the pits of 
Angband, and many continue to lair in the far North. Also 
referred to as "drakes" or "worms," the lineage of dragons 
is uncertain. Since Morgoth, for all his might, lacked the 
power to create life from nothing, dragons must have 
originated at least partly from reptilian beasts already 
called into existence by Yavanna, though subsequently 
twisted by Morgoth's foul breeding experiments; equally, 
though, dragons possess an intelligence and a will far 
surpassing any beast, so their parentage must also have 
included a spiritual element. For more information about 
dragons, see ICE's Creatures if Middle-earth sourcebook. 

Dunedain (sing. Dunadan)-The Men of Numenor and 
their descendants. During the Second Age, the 
Numen6reans became divided in spirit. The greater part, 
identifying themselves as the King's Men, estranged 
themselves from their ancient friendship with the Elves 
and fell into evil ways; a minority held to their old 
allegiance, calling themselves the Faithful or the Elf­
friends. After the Downfall of Numenor, the Faithful 
established the realm of Arnor in Eriador, south of 
Forodwaith, and their descendants continued to rule 
Eriador's peoples until the destruction of Arthedain (T.A. 
1974); the survivors became the Rangers of the North. 
Those King's Men who survived both Numenor's 
drowning and the War of the Last Alliance became known 
to the Faithful as "Black Numen6reans." Many of these 
journeyed to Angmar to lead the Witch-king's armies 
against the Faithful in Eriador. 

Durin-The eldest of the Seven Fathers of Dwarves. Durin 
awoke at Mount Gundabad, and his folk occupied the 
Misty Mountains and the Grey that lie south of 
Forodwaith. 

Dwarves-Just as Elves and Men are called the Children of 
Iluvatar, so the Dwarves speak of themselves as Aule's 
Children; for AuIe the Maker shaped their forefathers 
from the very bones of the Earth (though it was Eru 
himself who granted them life). All seven fathers of the 
Dwarves awoke in the North of Middle-earth, and five of 
these established their tribes on the fringes of what would 
later become the Northern Waste. Mount Gundabad was 
the birthplace of the Longbeards (Durin's folk), and from 
it they spread throughout the Misty Mountains and the 
Grey. The Firebeards and the Broadbeams are native to the 
northern Blue Mountains, and often traffic across Eriador. 
Finally, to the east of the Talath Uichel, the Ironfists and 
Stiffbeards occupy the Barl Syrnac, an arm of the ancient 
Iron Mountains that divides Forodwaith from the Bay of 
Utumno and the land ofUrd further east. 

East-To the peoples of northwestern Middle-earth, all lands 
lying east of Rhovanion and the Grey Mountains. For the 
inhabitants ofForodwaith, "the East" would mean the 
land of Urd and the Bay of Utumno, or anything that lies 
beyond the Barl Syrnac. 

Easterlings-Any Mannish tribe originating in the East apart 
from the Urdor, whom the folk of the Westlands 
(inaccurately) regard as "evil Lossoth." Many Easterlings 
serve the Witch-king of Angmar. 

Edain (sing. Adan)-The Three Houses of Men from which 
the Dunedain (Numen6reans) claim descent. Though the 
name itself means "Second" (i.e., the Secondborn), the 
Elves of Middle-earth use it only of those Men that fought 
beside them against Morgoth in the Wars of Beleriand; all 
other Men they call Rhevain, the "Wild," or simply 
Firiath, "Mortals." 

Ekkaia-The Encircling Sea, now mostly covered by the 
polar ice-cap. 

Elbereth-Queen of the Valar and Kindler of the Stars. 
Especially revered by Elves, because they first awoke when 
the stars 'were Middle-earth's only source of light. 

Eldar (sing. Elda)--Those Elves that undertook the great 
westward journey across Middle-earth from the land of 
their awakening in the East. The Eldar are divided into 
three main groups: the Vanyar, the Noldor and the T eleri. 
The Teleri (or Lindar) comprise both the Grey-elves 
(Sindar) and the Silvan or Wood-elves (Nandor), of 
which the Snow-elves (Lossidil) form a further sub-group. 

Elder Days-All ages of the world prior to the War of 
Wrath. 

Elves-The Firstborn Children of Iluvatar. The Elves of 
Middle-earth belong to two groups: the Eldar, who 
answered the summons of the Valar to journey westwards 
towards Aman, and the Avari, who refused the summons 
and remained in the East of Middle-earth. Elves are 
effectively immortal. their spirits enduring within the 
world until the End of Time. If an Elf is slain in body, his 
spirit journeys to the Halls of Mandos, Judge of the Dead, 
in Aman; after a purgatorial period, the Elfs spirit receives 
a new body. Some Elves who have been slain in Middle­
earth (such as Glorfindel) actually returned from Aman; 
but this is exceedingly rare and requires the sanction of the 
Valar. It is possible for a disembodied Elven spirit to 
refuse Mandos' summons and remain in Middle-earth as 
an apparition, but to do so is the mark of a spirit heavily 
tainted by evil. consumed with malice or undying self­
hatred. Elves are immune to all disease and sickness, and in 
most respects are physically superior to mortals. For more 
information, see ICE's Elves people book. 

End-The End of Time, in which the Music of the Ainur 
comes to its fulfillment in a great battle, the Dagor 
Dagorath, in which Morgoth and his servants will be 
defeated by the combined strength of the Valar and 
Iluvatar's Children. It is prophesied that the End will be 
followed by a Second Music, in which all of the themes 
will be played aright. 

Endor-Middle-earth. 



Eonwe--Herald of the Valar. Eonwc captained the Host of 
the West in the War of Wrath. 

Ephel Angmar-The dual mountain ranges branching off 
westward from the Misty Mountains to enclose the plateau 
of Angmar. Locally, the Ephel Angmar are known as the 
Forjargsh and Harjargsh. 

Eregion-An Elven realm of southern Eriador that fell before 
Sauron's onslaught in S.A. 1697. One group of refugees 
from Eregion founded the sanctuary of Evermist. 

Eriador-The lands immediately south of the Bay of 
Forochel, bounded on the west by the Blue Mountains and 
to the east by the Misty Mountains. The three principal 
realms of Eriador during the Third Age are Arthedain, 
Cardolan and Rhudaur (the successor states of Arnor). 
Eriador is fully described in ICE's Arnor: The People and 
Arnor: The Land modules. 

Eru-The One True God who created the Ainur and gave 
life to the world. Elves and Dunedain revere Eru as 
I1uvatar, the All-father, because he alone was responsible 
for their creation. The Dunedain regard Eru's very name 
with religious awe; only their kings have the authority to 
speak it, and only on solemn occasions (though all 
Dunedain may speak of "the One" without fear of 
impropriety). The Y stavat T alven do not acknowledge Eru 
as such; rather, they imagine his Providence as an imper­
sonal force, which they call Ympyra. Sauron's minions 
reject the existence of Eru, believing Morgoth, Lord of the 
Dark, to be the One True God. To all other peoples but 
the Dunedain, Sauron presents himself as an avatar of 
Morgoth, and therefore as God and King of the World. 

Essence-The energy orjairC'(Q. "radiance") generated by all 
fear (Q. "spirits;" sing. fea), Essence serves as the basic 
medium for all forms of magic. The ultimate source of 
Essence is Eru I1uvatar; but all of Eru's offspring, whether 
Ainur or Incarnates (Elves, Men, Dwarves, etc.), once 
brought into being, possess an individual and distinctive 

jairC' of their own. The three realms of magic (Essence, 
Channeling and Mentalism) draw upon different sources 
or levels of jaire' for their power. The realm of (pure) 
Essence derives from the Narc Ufirima (Q. "Flame 
Imperishable"), the primal jairdhrough which the spirit of 
Eru "in-dwells" the world he has created. This energy is 
also known as the Muinarc (Q. "Secret Fire;" S. Naur 
Thurin), and is occasionally used as a euphemism for 
I1uvatar himself The realm of Channeling refers to the 
demiurgic activity of the Valar and Maiar, and its energy 
derives specifically from the Essence with which they have 
imbued the substance of Arda. Melkor, originally the most 
powerful of the Valar, corrupted all physical matter with 
his Morifaire (Q. "Dark Essence"), and from this element 
his servants arc able to work wicked sorcery and black 
magics. The Elves often refer to Dark Essence as the 
Mordo (Q. "Shadow;" lit. "Taint")' Mentalism, the third 
realm of magic, draws exclusively upon the Essence of the 
individual spell-caster. 

Este--The Healer of the Valar. Este was the teacher of 
Nestador, Master of Evermist. 

Fana (pI. Fanar)-The physical form of one of the Ainur 
(V alar or Maiar). A jana is not the same as a body because 
its wearer may don, remove or alter it at will. Ainur possess 
this power because they are not by nature incarnate. 
However, an Ainu that sacrifices too much of its native 
power into things external to itself may in time lose 
complete freedom to assume, remove or change its jana. 

Both Sauron and Morgoth fell prey to this weakness. 
Eloeklo, the Demon of the North Wind, similarly suffers 
from an inability to maintain astable jana. 

First Age (I.A)-The First Age of the Sun, which lasted 
somewhat less than six hundred years. This age was 
consumed with the Wars of Beleriand, in which the 
Noldor and their allies did battle with Morgoth for the 
Silmarils which he stole from them, culminating in the 
War of Wrath. The age also witnessed the awakening of 
Men and their migrations into the Westlands of Middle­
earth. 

Firstborn-Sec CHILDREN OF ILUV AT AR. 

Forlindon-The northern half of Lindon, bordering the Bay 
of Forochel and the Wash Tundra. 

Fornost-The capital city and royal scat of Arthedain. 
Fornost is described in Section 5.3 of! CE' s Arnor: The 
Land module. 

Forochel-The great bay and cape that divide Belegaer from 
the Encircling Sea. 

Forodwaith-The Northern Waste. The name is also used 
(less frequently) as an umbrella term for any Men who 
dwell in the North, both the Y stavat T alven and the 
Urdor. 

Fourth Age (F.A)-The Fourth Age of the Sun, inaugurated 
by the downfall of Sauron and the restoration of the 
realms of the Dunedain in Gondor and Arnor. The Fourth 
Age also marked the culmination of Forodwaith's 
cleansing by the Noldor of Evermist, who departed at last 
over the sea to Aman. Finally, the Fourth Age signaled the 
passing of the Middle Days and the coming of the Age of 
Men. 

Free Peoples-All races or cultures that reject Sauron or his 
mll1lOns. 

Gondor-The sister realm of Arnor, the South-kingdom of 
the Dunedain. Its mariners sometimes range as far north as 
the Bay of Forochel during the whaling season. Unlike 
Arthedain, Gondor endures throughout the Third Age. 

Greenwood-Sec MIRKWOOD. 

Grey-elves-See SINDAR. 

Grey Mountains-A remnant of the Iron Mountains which 
separates the T alath Uichel from Rhovanion to the south. 
During the Elder Days these peaks formed a continuous 
barrier with the northern Misty Mountains, but since the 
cataclysm of the War of Wrath, a broad gap, the Din 
Lhug, separates the two ranges, affording passage into the 
Northern Waste. 

Harad-See SOUTH. 

Hautauskumpu (pI. Hautauskummut)-A burial berg of the 
Merimetsastajat. 

Heimo (pI. Heimot)-Designation for a clan among the 
Y stavat T alven. 
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Helcaraxe-The ancient precursor to the polar icc-cap, which 
in the Elder Days fonned a continuous bridge between 
Middle-earth and the Undying Lands. Many Noldor 
perished in a tragic crossing of the Helcaraxe. 

Helechoth (sing. Helegon)-Elven name for the Jaamiehet. 

Helecthil-The North Polc. A pillar of ice whose pinnacle 
houses a lost shard ofIlIuin, one of the two Great Lamps 
that once lit the world. The radiance of Helecthil causes 
colorful displays of light in the northern skies. Helecthil is 
also the site of the Snow-elven city of Hclloth. Ulmo 
raised Helecthil from the depths of the Encircling Sea 
following the globing of the world (S.A. 33 I 9). 

Hell-The subterranean domain of Morgoth, originally 
identified with Utumno and later with Angband. 

HeImivalmistajat (sing. HelmivaImistaja)-See entry for 
BEAD MAKERS. 

Henkinimittaja (pI. Henkinimittajat)-A spirit-namer. A 
shamanic figure among the Y stavat T alven. All 
henkinimittiijiit are women. 

Hild6rien-The awakening place of Men in the East of 
Middle-earth. 

Hobbits-A little people, akin to Men, who inhabit Eriador 
during the Third Age. Though unadventurous by nature, 
some few have been known to visit the Northern Waste 
( or, at least, its southern marches). 

Illuin-The northern of the two Great Lamps that gave light 
to the world in the first Spring of Arda. Cast down and 
broken by Melkor (Morgoth), Iluvatar permitted Ulmo to 
raise a shard of IlIuin above the surface of the sea to be a 
sign of hope for the Free Peoples. The shard came to be 
called Helecthil, the Radiance of Ice, and its rays lit the 
northern skies forever after. 

Iluvatar-The Father of Men and Elves, the One True God. 
See also ER U. 

Irmo-One of the Valar. Also known as L6rien, Inno 
governs the realm of dreams and visions. The Noldor of 
Evennist enjoy a special rapport with him, calling 
themselves the Innohildi. 

Istari (sing. Istar)-The Five Wizards, sent to Middle-earth 
in T.A. 1000 as emissaries of the Valar. Their mission is 
to aid the Free Peoples against Sauron or his legacies. One 
of the Istari, Aiwendil (Radagast), is known to have paid a 
visit to the valley of Evennist in T.A. 1640, but he or 
others of his order may well have wandered the Northern 
Waste at other times as well. 

Jaakylat (sing. Jaakyla)-A berg-delving of the 
Merimetsastajat. 

Jaamiehet (sing. Jaamies )-one of the three kindreds of the 
Y stavat T alven. Descendants of the T anssijat of the 
Second Age, the Jaamiehet occupy the Cape of Forochel, 
though during summer they may range as far as the Herd 
Tundra. 

JaasiIma (pI. JaasiImat)-An "icc-eye," one among the 
Merimetsastajat skilled in the selection and delving of 
icebergs. 

Kemenciri-Queen of the Living Earth (one of the names for 
Y avanna). Cembereth, the Grey-elven form of this title, is 
also the name the Noldor give to the sacred trees which 
fonn the focus of their rituals. 

Labba-The language of the Y stavat T alven. 

Landless Land-The polar ice-cap. It fonned soon after the 
globing of the world in S.A. 3319. Its edges touch the 
northern coasts of Forochel during the winter months. 

Last Alliancc--A league of Men and Elves (and the other 
Free Peoples) fonned against Sauron at the close of the 
Second Age. The Alliance made war upon Mordor and 
succeeded in vanquishing Sauron for a thousand years. The 
Elves of Evennist participated in the war under the banner 
of Gil-galad, High King of the Noldor. 

Leveajalat (sing. Leveajalka)-The ancestors of the 
Lumimiehet. 

Lindar (sing. Linda)-The Singers, a name for the Third 
Kindred of the Eldar (also known as the T eleri) of which 
the Snow-elves are a part. The Snow-elves sometimes call 
themselves "Lindi," the fonn of the name as it was spoken 
by the Nandorin (Silvan) Elves of Rho van ion. 

Lindon-The lands that lie west of the Blue Mountains. A 
remnant of lost Beleriand, Lindon is the principal realm of 
the Grey-elves and Noldor of northwestern Middle-earth 
after the fall of Eregion in S.A. 1697. Its king, Gil-galad, 
perished in the War of the Last Alliance (S.A. 344 I); 
during the Third Age, C1rdan the Shipwright is the 
acknowledged leader of Lindon's Elves. 

Lodge of Awakening-See CUIVIEMAR. 

LoitsuheImet (sing. LoitsuheImi)-The spell-beads of the 
Helmivalmistajat (Beadmakers). During the seventeenth 
century of the Third Age, many of these became tainted by 
the Witch-king of Angmar. 

L6rien-Another name for Irmo, the Dream-lord of the Valar. 
(L6rien is also the name of an Elven realm of Rhovanion.) 

Lossidil (sing. Lossedel)-The Snow-elves. This Nandorin 
(Silvan) kindred departed Rhovanion because of the 
unwelcome encroachments of the Grey-elf. Oropher, into 
their traditional homeland. They adapted quickly to their 
new environment, acquiring magical powers over ice and 
snow. After the globing of the world (S.A. 3319), the 
Lossidil journeyed onto the polar icc-cap and founded the 
city of Helloth. Some Snow-elves continued to sojourn 
regularly in Forodwaith. 

Lossoth (sing. Losson)-Most casual visitors to Forodwaith 
from the South lump all three kindreds of the Y stavat 
T alven under this label, though it properly belongs only to 
the Lumimiehet. 

Lumimiehet (sing. Lumimies)-one of the three kindreds of 
the Y stavat T alven. The Lumimiehet range along the 
southern and eastern coasts of Forochel's bay and the 
tundra beyond, but do not dwell on the peninsula itself (as 
do the Jaamiehet). The Lumimiehet arc descendants of the 
Leveajalat of the Second Age and have the most frequent 
contact with the lands and peoples of Eriador. 

Maiar (sing. Maia)-The innumerable lesser Ainur that 
descended into the world to complete its creation. Those 
Maiar who wander the lands of Middle-earth tend to be 
solitary and are often more preoccupied with the natural 
world than with the Free Peoples, unless they are malevo­
lent spirits (demons) and seck their hann. Aamumeren Isa, 
for example, is a neutral Maia whose principal concern is 
with the whales of Forochel's bay. Eloeklo, Jaanainen and 
Durlach arc all malevolent Maiar. 



Manwe-The High King of Arda and Ruler of the Valar. 

Melkor-The original name of Morgoth, before Fcanor 
named him the Black Enemy of the World. 

Merimetsastajat (sing. Merimetsastaja)-One of the three 
kindreds of the Y stavat T alven. The Merimetsastajat dwell 
in the icebergs of Forochel's bay, hunting its waters. They 
are an offshoot of the Jaamiehet. 

Middle Days-The Second and Third Ages of the Sun, 
between the Elder Days of the Ancient World and the 
Younger Days of Man's dominion. The Middle Days 
begin and end with Sauron-his assumption of Morgoth's 
mantel and his final downfall in the War of the Ring. The 
Middle Days also mark the beginning of the fading the 
ancient glory of the Elves and other races, dwindling 
before the rising star of mortal Men. 

Middle-earth-The continent of Endor, so-called because it 
lay in the midmost part of the Ancient World (before 
Arda was made round). 

Mirkwood-The great forest of Rhovanion (Wilderland). 
Originally called Greenwood, this was the homeland of the 
Snow-elves. After T.A. I 100, Sauron's secret shadow crept 
over the forest and darkened its name to Mirkwood. 

Misty Mountains-The north-south mountain range whose 
northernmost peaks abut the T alath Uichel. 

Mithril-The enchanted silver-steel of the Dwarves, used 
principally in the forging of armor. It is known to exist 
only in the southern Misty Mountains, where Durin's folk 
have their great city ofKhazad-dum. 

Mordo--Often referred to simply as "the Shadow," this is 
the residue of Morgoth's evil that inheres in the very 
substance of the world and everything in it. The Mordo is 
stronger in Forodwaith than in most regions because it was 
once Morgoth's realm. The quest of the Noldor of 
Evermist is to rid the Northern Waste of this unnatural 
taint. 

Morgoth-The Black Enemy of the World. The fallen Ainu 
whose discords marred the Music of Creation. Morgoth 
was expelled from the world in the War of \Vrath, and his 
evil but impotent spirit must wander the Void until the 
End of Time, when he will come forth once again to 
contest with the Valar and Iluvatar's Children for the 
dominion of Arda. Sauron was Morgoth's chief servant 
and successor. 

Morgul-Black Sorcery. A sobriquet of the Witch-king of 
Angmar. 

Muistaja (pI. Muistajat)-An Y stava T alven story-teller. 

Nandor (sing. Nando )-A sub-kindred of the T elerin (or 
Lindarin) Elves. The Nandor abandoned the great 
westward journey of the Eldar and dwelt beside the River 
Anduin in Rhovanion. These Nandor became the Silvan 
or \Vood-elves, sundered in language and custom from the 
T eleri that pressed further westwards into Eriador and 
finally into Beleriand. During the Second Age, one 
Nandorin group migrated north to become the Snow­
elves. Another group, which renewed the westward march 
before the close of the First Age, came to inhabit 
Ossiriand, the land that would later become Lindon. 

NazgUI-The Ringwraiths. The nine mortal Men enslaved by 
Sauron through Rings of Power during the Second Age. 
One of these was Hoarmurath, from the land of Urd, 
whose Sled-warriors persecuted the peoples of Forodwaith 
for two long ages. In T.A. 1276, Sauron sent the Lord of 
the NazgUl to Angmar for the purpose of exterminating 
the Dunedain of Eriador. He became known as the Witch­
king. 

Noldor (sing. Noldo)-The Second Kindred of the Eldar to 
embark on the great westward journey to Aman. Many of 
the Noldor returned to Middle-earth with hopes of 
avenging themselves on Morgoth for the murder of their 
king and the rape of the Silmarils. After the War of 
Wrath, most of these chose to depart Middle-earth; those 
that remained dwelt mainly in Lindon, though one group 
later founded the doomed realm of Eregion in southeast­
ern Eriador. Survivors from the ruin of Eregion established 
the sanctuary of Evermist, and remained in Forodwaith 
until the close of the Third Age. Having lived long in the 
Undying Lands, the Noldor spoke Quenya, the High 
Elven speech; in Middle-earth, however, they adopted the 
Grey-elven tongue (Sindarin). This became the language of 
daily converse among them, with Quenya becoming a 
language only of ritual and secret lore. 

Northern Waste--Forodwaith: the Cape of Forochel and the 
T alath Uichel. 

Northmen-The Men of Rhovanion and northern Eriador, 
distantly related to the Three Houses of the Edain. The 
only Northmen to tread the lands of Forodwaith are the 
Rivermen of Eriador and the Berninga of Talath Uichel. 

Numenor-The island realm of the Dunedain in the Second 
Age. Numenor grew to become the mightiest empire 
among Men, but fell into evil ways and was destroyed by 
the hand of Eru Iluvatar. Many Numenorean colonies 
survived in Middle-earth, as well as the Realms-in-Exile, 
founded by the Faithful survivors of the lost isle. 

Numenoreans-See DUNEDAIN. 

Orcs-A stunted race of foul creatures bred by Morgoth 
(and, later, by Sauron) to plague the Free Peoples. Orcs are 
the cannon-fodder of the Witch-king's armies. Other 
independent Orkish tribes infest the mountains of 
Forochel. 

Orome-The Huntsman of the Valar. 

Perhe (pI. Perheet)-Designation for an extended family 
among the Y stavat T alven. 

Pyorea Talo-An Ystava Talven "round-house." Essentially 
an igloo. 

QlIenya-The High Elven speech of Aman. It is known by 
the Noldor and the loremasters among the Dunedain, but 
rarely spoken in public. 

Rhovanion-The land east of the Misty Mountains and 
south of the Grey. Also known as Wilderland, Rhovanion 
is the homeland of both the Nandorin (Silvan) Elves and 
many Northman tribes. 

Rhlldaur--One of the three successor states of Arnor. 
Situated in the northeast of Eriador, Rhudaur lies closest 
to Angmar and was the first to fall under the Witch-king's 
shadow. 
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RhUn-The Eastlands of Middle-earth. 

Riimut (sing. Riimu)-The runes of the Ystavat Talven, 
used to enchant spell-beads and runeknives. 

Ringwraiths-See NAZGUL. 

Rivermen-Rugged Northmen of Eriador. They often ply 
the watercourses of the Wash Tundra, trading with the 
Lumimiehet. 

Sauron-The Lord of the Rings. In origin a Maia of Aule, 
Sauron became Morgoth's chief servant and rose to 
succeed him as the Dark Lord of Middle-earth during the 
Second and Third Ages. For most of the Third Age, 
however, Sauron's continued presence in the world was 
unknown to any save the nine Nazgul. After his near-total 
defeat at the hands of the Last Alliance (S.A. 344 I), 
Sauron's disembodied spirit fled into hiding. Around T.A. 
1000 he entered Amon Lane, a hill in southern 
Rhovanion, and slowly began to take shape again and 
recover his ancient might. Within a century his shadow 
had spread over Greenwood the Great, transforming it into 
Mirkwood, and the Elves of that land renamed Amon 
Lane "Dol Guldur," the Hill of Dark Sorcery; but none 
perceived that Sauron had returned. Sauron assumed the 
alias of "the Necromancer," laying quiet while his Nazgul 
wreaked havoc in Eriador and the Northern Waste. 
Finally, in T.A. 2942, Sauron re-entered his old fastness of 
Mordor, and nine years later declared himself openly to 
the world. Sauron was definitively vanquished sixty-eight 
years later in the War of the Ring. 

Second Age (S.A.)-The Second Age of the Sun, which 
lasted 3,44 I years. The age began after the victorious War 
of Wrath, in which Morgoth fell; it ended in the first 
vanquishment of Sauron his successor. Near to the 
conclusion of the age (S.A. 33 I 9), the world was made 
round as a consequence of the drowning of Numenor and 
the removal of the Undying Lands. 

Secondborn-Sec CHILDREN OF ILUV A TAR. 

Sindar (sing. Sinda)-The Grey-elves, a sub-kindred of the 
T eleri that dwelt in Beleriand (and, later, in other regions 
of northwestern Endor. Their language (Sindarin) became 
a lingua franca for all the Eldar in Middle-earth, as well as 
for the Dunedain who mapped the Northern Waste. The 
Snow-elves harbor a dislike for the Sindar because of 
Oropher's dealings with them in Rhovanion. 

Snow-elves-See LOSSIDIL. 

South-Normally, "the South" refers to the far lands of 
Haradwaith. In this module, it encompasses anything 
south of Forodwaith (i.e., Eriador and Rhovanion, lands 
usually taken to be "the North"). 

Suku (pt Suut)-A "sept," an intermediate level of kinship 
between family and clan. 

T aIath Uichel-The vast tundra stretching eastwards from 
the Bay and Cape of Forochel. 

T anssijat (sing. T anssija)-The ancestors of the Jaamiehet 
and Merimetsastajat. 

T asapaino-The balance of Nature (Y mpyra). The ultimate 
standard by which the Y stavat T alven judge an action to 
bc "good" or "cvil." 

T eleri (sing. T eler)-The third and most numerous kindred 
of the Eldar, comprising the Sindar (Grey-elves), Falathrim 
(Coastal Elves) and Nandor (Silvan Elves). The Snow­
elves of the Northern Waste arc a Nandorin sub-kindred. 

Tharbad-The great port-city of Eriador, from which many 
of the whalers of Forochel embark. Tharbad is fully 
described in ICE's Arnor: The Land module. 

Third Age (T.A.)-The Third Age of the Sun, which lasted 
3,0 I 9 years (or, by other reckonings, 3,02 I years). It 
began with Sauron's devastating defeat at the hands of the 
Last Alliance and ended in his final vanquishment through 
the destruction of the One Ring. 

Tietaja (pt Tieujat)-A charismatic leader among the 
Y stavat T alven. The closest thing they have to a "chief­
tain" or "headman." 

UIkopuolesta-Anything which violates or falls outside of 
Y mpyra, the natural order. 

Ulmo-The Vala of the Sea, specially loved by the Snow­
elves because he visited and comforted them in the 
aftermath of the Second Cataclysm, showing them the way 
to Helecthil. 

Umbar-Perhaps the greatest maritime power in Middle­
earth during the Third Age. A Numen6rean colony in the 
South, Umbar's ships maintained a thriving trade with 
Tharbad in Eriador, and some even ventured into the Bay 
of Forochel. 

Umli (sing. Umit)-A strange northern people who claim to 
be descended from an ancient union of Dwarves and Men. 
Umli maintain mining camps and other settlements in 
Forodwaith (though their homelands are farther eastward). 

Underdeeps-Cavern systcms that run deep beneath the 
Earth's surface. In Forochel, many of these are infested 
with long-forgotten legacies of Morgoth. The cape 
possesses several relatively accessible points of entry into 
the Underdeeps, including the Cirith-i-Nudevyn, the 
Pendrath na-Udun and Morgoth's Well. 

Urd-A land far to the east of Forodwaith. Urd became the 
realm of Hoarmurath the Nazgul, and his hordes periodi­
cally ravaged the Free Peoples of the Northern Waste. 

Urdor (sing. Udorn)-The Men ofUrd, known in infamy to 
the folk of Forodwaith as the Sled-horde. Their far-flung 
pogroms actually precipitated the peopling of Forochel 
and T alath Uichel, driving their victims ever westward. 
During the Third Age, the Witch-king of Angmar 
maintained a colony ofUrdor amid the northward-facing 
vales of the Ephel Angmar 

Utumno-The first stronghold of Morgoth in Middle-earth, 
far to the east of Forodwaith. Its ruins were deluged in the 
War of Wrath, leaving in their wake a great bay, shielded 
from the T alath Uichel by the mountain range of Barl 
Syrnac. 



Valaquenta-The Tale of the Valar. Essentially a listing of the 
Valar and their relationships, narrated in The Silmarillion. 

Valar (sing. Vala)-The divine Powers appointed by Eru 
Iluvatar to govern Arda. Their last great intervention on 
behalf of the Free Peoples of Middle-earth was the War of 
Wrath, though in the Third Age they sent the Istari (the 
Wizards) to indirectly influence events against Sauron's re­
emerging shadow. The names, ranks and provinces of the 
Valar are fully described in ICE's Valar and Miliar people 
book. 

Valie--A female Vala. 

Valinor-See AMAN. 

Varda-Queen of the Valar and Kindler of the Stars. 

Viisas (pI. Viisaat)-Wise One. A shamanic healer of the 
Y stavat T alven. Usually a woman, but occasionally a male. 

War of Wrath-The apocalyptic battle that brought about 
the downfall of Morgoth and the formation of the Cape of 
Forochel. 

Westernesse--See NUMENOR. 

Westlands-Northwestern Middle-earth, though the 
expression usually docs not include Forodwaith. 

W estron-The common speech of the Westlands, the 
modern "vulgar" form of Adunaic. Rarely spoken in the 
Northern Waste except along the Eriadorian frontier. 

WiIderland-See RHOV ANION. 

Witch-king-The Nazgul-Iord of Angmar and enemy of the 
Dunedain in Eriador. The Witch-king came to the North 
in T.A. 1276 and was not driven out until T.A. 1975. 

Yavanna-The Earth Mistress. Of all the Valar, she is most 
actively concerned for the fate of the Northern Waste. 
The Noldor of Evermist are her champions. 

Y mpyra-The natural order of the world, to be maintained 
through tasapaino (balance). The opposite of Y mpyra is 
Ulkopuolesta, that which is "from Outside." 

Ystavat Talven (sing. Ystava Talven)-The Men of 
Forodwaith, comprising the Lumimiehct, Jaamiehet and 
Merimetsastajat. All three of these kindreds descended 
from the Tanssijat and Levcijalat of the Second Age. In 
the South, they arc all generally referred to as the Lossoth, 
though that label properly applies only to the Lumimiehet. 

14.2 ADVENTURING IN THE 
NORTHERN WASTE 

Survival in the frozen climate of Forodwaith requires more 
planning and forethought than, say, a journey from Gondor to 
Arnor. The Y stavat T alven have learned the lessons needful for 
survival through many deaths and maimings, but they are born 
and raised in the cold and it is their natural environment. 
Southerners venturing into the far North are apt to make 
mistakes through ignorance or failure to judge the effects of cold 
on spellcraft, magic items and metal objects. 

SURVNAL 

Surviving the cold of the North requires fire, food and shelter. 
(Water is seldom a problem.) The tundra is generally devoid of 
trees, but small bushes and dried grass may be used as kindling. 
The most common source of fuel is dried animal dung. The great 
herds of reindeer and elk leave copious amounts of manure 
behind them as they graze in summer. In winter (when traveling 
is truly a matter of life and death) dried tundra grass and dead 
bushes must be used as fuel. The Y stavat T alven also carry small 
sealskin pouches of whale or walrus oil to use as fuel. 

Large amounts of food may be carried in the form of jerky (of 
deer, seal or other small mammals) or dried fish. While hardly 
gourmet dining, jerked and smoked meat can keep travelers on 
their feet for weeks at a time. In summer or winter there is always 
the possibility of coming across fresh game, such as an unwary 
snow hare or reindeer. 

Shelter is usually easier to obtain than sustenance. In summer, 
a tent or other windbreak is needed to keep the rain out and to 
block the colder night wind. A hunting party caught in a blizzard 
in mid-winter might simply burrow beneath the snow; though 
cold, this stratagem serves to negate the effects of wind-blown icc 
and chill. 

MOVEMENT 

Use the following chart to determine movement rate when 
traveling cross-country in the Northern Waste. The modifiers 
assume flat, open ground, so the GM may wish to increase or 
decrease these figures for varying terrain, weather conditions and 
so on. The number in parentheses is multiplied by the character's 
normal rate. 

Dog sled (x 5) 
Reindeer sled (x 3) 
Skis (x 2) 
Snowshoes (x I) 
On foot (x 1)* 

Movement Chart 

On foot pulling small sled (x .75)** 

*The GM should decrease movement rate through loose 
snow at a ratio of depth of snow vs. a character's height. For 
example: I' of snow decreases the movement rate of a 6' 
man by 1/6 (17%). The same depth would slow a 3' 
Hobbit by 1/3 (33%). 

**The GM should deduct a .2 modifier for every 100 Ibs 
loaded on the sled, so that characters pulling a sled loaded 
with 200 Ibs of equipment or supplies would multiply 
their movement rate by .35 (.75 -.40 = .35). 
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PATHFINDING 

It is very easy to get lost on the open, trackless stretches of 
tundra. Moving in any intended direction is a Light (+ I 0) 
Moving maneuver. The difficulty can be increased or reduced, 
depending on a number of factors. If it is snowing during the day, 
the maneuver suffers a - I 0 penalty. If the party is traveling at 
night in a blizzard, the maneuver is at -50. The GM must use his 
or her own judgment when deciding such factors. 

Even skilled travelers may inadvertently "drift" off their line 
of march, especially over long distances. This natural tendency is 
based on whether the individuals are right or left-handed. The 
lead leg (right for right-handed individuals, left for left-handed) 
strides slightly farther than the other, causing them to turn slowly 
as they walk. Given a vast enough area (like the tundra), travelers 
might eventually walk in a circle and return to their starting point. 
The GM can determine the direction the party is drifting by 
noting their direction of travel. The party should make a 
Tracking maneuver each day to stay on course. It is the GM's 
discretion as to how far off the party has drifted, but a I D I 00 
roll may be used to determine what percentage of the day's 
mileage has been traveled off course. 

METAL ARMOR AND WEAPONS 

The GM must keep careful note of just how cold the air 
temperature is around a character wearing metal armor or using 
a metal weapon. Once temperatures reach -20°F, standard metal 
weapons and armor cracks if struck against stone or other metal 
objects. Metal armor becomes deadly at temperatures below OaF. 
It ceases to protect the wearer, inducing hypothermia. In OaF 
weather, metal armor causes I - I 0 hits in cold damage per hour 
worn. This increases by 1-10 hits for every 10°F below zero the 
temperature drops. 

Wearing thick clothing beneath armor partially negates this 
effect, the temperature being reduced by 5°F for every thin 
garment worn and 10°F for every thick garment. Such undergar­
ments have a detrimental effect on movement and agility, causing 
a -10 to all Moving maneuvers for every thin garment (such as a 
silk shirt or scarf) and -20 for thicker garments (such as wool or 
thick linen shirts). These figures assume a healthy, well-fed 
individual; wounded, sick or otherwise unprotected characters 
may suffer much more damage. 

Once the temperature drops below -50°F, metal armor and 
weapons may completely shatter when struck. The GM may 
modify RRs in accordance with the quality of the weapon. 
Tempered Dwarven steel or Elven made-armor may be less likely 
to take harm, while captured Angmarean equipment of poor 
quality may readily break in OaF weather. Treat OaF as a 1st level 
attack on the RR table with the attack level increasing by I for 
every 5°F below zero. Should two metal-clad opponents fight 
with metal weapons, both the weapon and the armor it strikes 
must make a RR. Use the following chart to determine target 
level: 

Item Quality 
Poor 
Standard 
Umitic-make 
Dwarven/Elven-make 
Numen6rean-make 
Enchanted 

RR Target Level 
2nd 
5th 
8th 

10th 
12th 
20th 

SPELLCASTING 

Creative spellcasting can be one of the greatest joys of a 
northern campaign. PCs may devise ingenious combinations of 
spells to overcome opponents and obstacles, and the GM should 
by all means reward such innovation with extra experience points. 
InVisibility spells have certain drawbacks, as the condensation of 
breath and footprints in the frost and snow may betray the 
subject's location. Traceless Passing and Track Hiding become more 
important for those who wish to travel unmarked over the snowy 
tundra. Water Bolt may not only do normal damage but cause the 
target to take a Cold critical. Waml Solid and Heat Solid may melt 
the ice beneath the feet of an opponent, plunging them into the 
cold sea or trapping them in place as the icc quickly re-freezes 
about their feet. 

Characters carrying potions must safeguard them from freez­
ing. Frozen or partially frozen potions may not be used until 
thawed. Thawing a potion is a tricky business, as a RR must be 
made for the container vs. the level of the spell or be ruined and 
useless when returned to liquid form. For example, a potion of 
Heal X (I st level Surface Ways spell) must make a I st level RR 
when thawed or become useless while a potion of Heal L (7th level 
Surface Ways spell) must make a 7th level RR to remain potent, 
and so on. 

FROSTBITE AND HYPOTHERMIA 

Two afflictions common in the North arc frostbite and 
hypothermia. Frostbite is the freezing and destruction of the 
outer layers of skin, especially common on the hands, feet, face 
or any body part exposed to the elements. The skin dies and turns 
black, in severe cases leading to gangrene infection. Hypothermia 
is the overall lowering of body temperature, easily caused by 
falling into water, wearing metal armor or being insufficiently 
clothed in conditions of extreme cold. Hypothermia damages 
internal organs rather than exposed skin. 

Because of the innumerable variables involved in determining 
frostbite or hypothermia, it is difficult to establish a hard and fast 
set of guidelines. Therefore, the GM must decide using common 
sense and the relevant factors when deciding on incidence and 
severity. "Relevant factors" to consider include race, weather, 
food and clothing. Many mountain-dwelling peoples are able to 
walk about barefoot in the snow without danger of frostbite. 

For example, an Y stava T alven, a Gondorian from the high­
lands and a South ron are caught in a mild blizzard. 'While the 
Southron and Gondorian arc clothed alike, the Gondorian docs 
not suffer the consequences of the cold because he comes from 
the cold highlands of the White Mountains. The Y stava T alven, 
while not as well-clothed as the Gondorian or the Southron, 
hardly notices the blizzard passing. The Southron suffers a mild 
case of hypothennia because he is truly a stranger in a strange 
land. 

The effects of frostbite and hypothermia may vary from a 
simple I - I 0 hits in cold damage to a severe reduction in abilities. 
Frostbitten feet cause a reduction in an individual's movement 
rate. Frostbitten hands reduce all skills requiring Agility, espe­
cially the character's OB and DB. Hypothermia reduces all skills 
requiring Constitution and Intelligence. Hypothermia causes an 
individual to become overwhelmingly drowsy and greatly re­
duces the ability to think and concentrate. Any hypothermic 
spellcasters are at a disadvantage if required to cast a spell 
requiring concentration. Usc the following to determine penal­
ties to skills and abilities (the GM must decide as to the mildness 
or severity of the injuries): 



Frostbite 
Severity Skills Spells Gangrene Movement 
Mild -IO -IO IO%/Day -20% 
Moderate -50 -30 30%/Day -50% 
Severe -70 -50 40%/12 hrs -75% 

Hypothermia 
Severity OB/DB Hits 

Mild -20 I-IO 

Moderate -40 2-20 

Severe -70 4-40 

14.3 CREATING CHARACTERS 
While Forodwaith is an ideal destination for adventurers from 

the South, it is an equally rich adventure setting for those wishing 
to play characters from one of the many exotic Kindreds native 
to the Northern Waste. Character creation templates for many 
of these (including the Lossoth proper) may be found in 
Appendix A-2 of Middle-earth Role Playing. Two peoples which 
do not appear in that collection arc the Merimetsastajat and the 
Snow-elves. These arc presented below. 

14.3.1 MERIMETSASTA}A 
CHARACTERS 

The berg-dwelling Merimetsastajat emerged as a distinct sub­
culture of the Y stavat Talvcn during the Urdic invasions of the 
Second Age (Sec Sections 3.4.2 and 3.4.3.), weathering the 
ravages of history into the Fourth. Their berg-delvings wander 
the waters of Hub Falthol and Caew-i-Cheldolath, though their 
hunting parties range as far north as Whalebone Isle. They are 
most closely related to the Jaamiehet, their landborne neighbors 
on the Cape ofForochel. For further cultural information on the 
Merimetsastajat, sec Section 6. I .3. 

Physical Characteristics 

Build: Much like the Lumimiehet and the Jaamiehet, the 
Merimetsastajat are stocky and well-muscled. They tend to 
have the same broad, handsome features as all Y stavat 
T alven. They arc somewhat lighter than other northern 
fold, with men averaging 165 lbs and women about 130 
lbs. 

Coloring: V cry fair complexioned, with pale blue or green 
eyes and blond to almost white hair. 

Height: Short; men average 5'4", with women slightly shorter 
at 5'1." 

Lifespan: The Bay of Forochel is not the safest of homes, and 
the life-expectancy of the Merimetsastajat is considerably 
brief. Men average about 45 to 55 years, while women 
average longer at 65 to 80 years. 

Resistance: +20 bonus versus cold/icc attacks; -20 versus 
heat/ fire attacks. As they live on the sea, the 
Merimetsastajat have no fear of water (+ I 0 bonus vs. 
water attacks). 

Special Abilities: The Merimctsastajat have an acute sense of 
smell and can pick up the scent of Man, Orc or land 
annnal from a mile downwind and a IOO' upwind. (They 
can also smell Dwarf, Elf, and Hobbit from the same 
distance, but unless they have met with these races before, 
they are not able to identify the scent.) They receive a + I 0 
bonus to Perception (RM: Observation). 

Culture 

Clothing and Decorations: Almost all clothing is, by 
necessity, of fur-lined leather, and tends to be utilitarian, 
with an emphasis on warmth and protection against the 
cold climate. However, the Merimetsastajat arc fond of 
bright decorations and jewelry (which can be added or 
removed with case, so as not to attract undue attention 
while hunting or traveling). 

Fears and Inabilities: None. 

Lifestyle: The Merimetsastajat are poor. They survive by 
whaling, fishing, hunting and gathering. In the close 
quarters of a berg-delving, heimo, suku and perhe affiliations 
are extremely important. They do not use domesticated 
animals of any kind, having no place for them on their 
bergs. 

Marriage Pattern: Monogamous, with lineage being traced 
through the female. 

Religion: They pay reverence to the Spirit World, especially 
to the spirits of whales. Ceremonial life is left largely to 
the viisaat and henkinimittajiit, though dancing and story­
telling rituals arc used by the common Merimetsastaja in 
his or her relations with the Spirit World. 

Other Factors 

Demeanor: Though quiet and reserved towards strangers, 
among their own kind the Merimetsastajat are often 
boisterous and playful. They are generous, open and 
honest (sometimes to the point of naivete). They arc also 
fearless and persevering, but never foolhardy. 

Language: Starting Languages: Merimetsastajat speak (but do not 
write) Labba at Rank 5 (RM: Language: Labba Speak 9 / 
Write 0). Some might also speak a smattering of West ron 
(Rank I) (RM: Language: Westron Speak 2 / Write 0). 
Skill development: The Merimetsastajat also have the opportu­
nity to learn Umitic (Rank I) (RM: Language: Umitic 
Speak 3 / Write 0). 

Prejudices: Above all other races, the Merimetsastajat hate ice 
and water-drakes. 

Restrictions on Professions: None, but either through their 
sheer isolation or the lack of need for such professions, 
few Merimetsastajat ever become Bards or Rangers. Mages 
are prized because of their access to Ice Law spell lists. 

Ouifitting Options 

Weapons: Dagger, harpoon, javelin and spear. 

Armor: Their thick, fur-lined coats act as soft or padded 
armor. 

Clothing: Both women and men wear white or grey, fur-lined, 
sealskin coats and hats worn over very soft sealskin pants. 
Fur-lined, leather boots bound with thick and wide leather 
leggings to keep out cold and water. They often wear 
decorative badges, necklaces or armbands of beads. In the 
endless cold, thick, fur-lined mittens or soft leather gloves 

are worn almost constantly. They may also wear various 
forms of pouches and bags-from a large, hard leather, 
waterproof fish pouch to a small, soft leather, herb pouch 
when they arc ashore in summer. The pouches are worked 
and decorated with beads, leather fringes and embroidery. 
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Money: The Merimetsastajat may sell whale or walrus ivory at 
4 gp/lb, blubber (for lamp oil) at I cp/IO Ibs. A whole 
smoked fish or 10 strips of jerked meat may be sold for I 
sp. 

Background Options 
Merimetsastajat receive four background options (Rolemaster: 

Talent lAw 45 talent points). 

Special Abilities: All available except 56-60; replace this with 
a +25 to all Athletic Skills (RM: All available except those 
which deal with empathy with animals). 

Special Items: All available; the Merimetsastajat favor items 
made of ivory or decorated leather. 

Extra Money: The Merimetsastajat may sell a variety of rare 
herbs found only in the colder climes or rare furs (a whole, 
adult,_ snow bearskin is worth 20 gp ). 

Hobbies: Primary Skills: Moving and Maneuvering in Soft 
Leather, any weapon skills except One-handed concussion, 
Usc Item, Directed Spells, Stalk/Hide, Perception, Body 
Development, Spell Lists. Secondary Skills: Boat Handling, 
First Aid, Foraging, Signaling, Sky-watching. Artistic SkiLls: 
Icc-carving, Ivory-carving, Dance, Story-telling. Athletic 
SkiLls: Icc-climbing. Craft SkiLls: Boat-building, Leather 
Crafts, Beadwork, Furrier. Lore SkiLls: Ice and Snow Lore, 
Sea/Whale Lore, Merimetsastaja History. RM: Annor 
(Light): Soft Leather. Artistic (Active): Dancing, Tale Telling. 
Athletic (Endurance): Rowing. Athletic (Cymnastic): Climbing. 
Awareness (Searching): Observation. Body Development. 
Communications: Signaling. Crafts: Beadwork, Boat 
Building, Ice-carving, Ivory-carving, Leather Crafts. Directed 
Spells: Icc Bolt. Lore (CeneraD: Ice and Snow Lore, Seal 
Whale Lore, Merimetsastaja History. Outdoor (Environmen­
taD: Foraging (Arctic), Weather Watching. Power 
Awareness: Attunement. Spell Lists: Open Lists. Subteifuge 
(Stealth): Hide, Stalk. Technical/Trade (CeneraD: First Aid, 
Sailing. Weapon: Any except I-H Concussion. 

Stat Increases: Any stat may be increased. 

Extra Languages: Due ro their isolation, the Merimetsastajat 
learn very few languages. In very unusual circumstances, 
those Merimetsastajat coming in contact with southern 
whalers may learn instead of normal Westron to Rank I 
or 2 (RM: Language: Westron Speak 1-4/ Write 1-4). 

14.3.2 SNOW-ELVEN CHARACTERS 
The Snow-elves (or Lossidil) are ofSilvan (Nandorin) origin. 

They began wandering the T alath Uichel on a permanent basis 
from about S.A. 1700 onward, and joined the Y stavat Talven in 
their westward withdrawal from the Sled-horde, which brought 
them to the Cape of Forochel. (See Section 3.4.3.) After the 
globing of Arda, many of the Snow-elves journeyed north onto 
the Landless Land and founded Helloth (See Section 3.5.2.), 
though some continue to wander the lands of Forodwaith. For 
further cultural information on the Lossidil, see Section 6.2. I. 

PhySical Characteristics 

Build: While more muscular than their kinsfolk in the South, 
the Snow-elves do not quite equal the stature of the 
Sindar. Males average about 175 Ibs, with females. only 
slightly less well-built, averaging 165 Ibs. 

Coloring: Uniformly very pale of complexion, the skin of the 
Lossidil often resembles the whitest ivory. Eyes are usually 
blue (ranging in shade from pale to dark), though grey and 
light green hues are not uncommon. Hair often resembles 
silver or pale gold, though reddish-brown tones are not 
unknown. 

Height: Snow-elven males average 6'4" and females 6'2", 
though individuals may depart considerably from the 
norm. 

Lifespan: As with all Elves, the Lossidil are immortal. Alone 
of the Eldarin kindreds they feel little or no longing to 
depart from Middle-earth. 

Resistance: Snow-elves cannot become ill, diseased or scarred, 
and are rarely affected by adverse temperatures. However, 
their long habitation of the frozen North has left them 
more susceptible to heat than other Elves (+ 30 against 
cold, -5 against heat). 

Special Abilities: Lossidil share the superb vision of all Elves, 
enabling them to see as well under moonlight and starlight 
as a Man would sec during the day. Under other dim 
conditions they can still see well to 100', though in 
absolute darkness they cannot see at all. Lossidil share the 
Elvish trait oflightness, being able to walk on newly fallen 
snow as if it were soft earth. This, and their affinity for the 
frozen North, enable them to maneuver without penalties 
in the worst of snowy conditions. This same affinity gives 
the Snow-elves a + I 0 to +30 to other maneuvers that 
could be affected by snow and cold (e.g.: Stalking, Hiding, 
Combat, etc.). 

Culture 

Clothing and Decorations: Males and females prefer c1ose­
fitting garments of reindeer-skin. In contrast with their 
pale surroundings and coloring, the Lossidil use a variety 
of dyes to array themselves in a wide range of vibrant hues. 
Individuals can also add ornaments such as brooches, 
rings, bracelets and other jewelry as the mood takes them. 

Fears and Inabilities: None. 

Lifestyle: The harsh environment of the North demands a 
greater degree of cooperation than is the norm for Silvan 
Elves. All Lossidil acknowledge Losp'indel as the foremost 
of their people, and follow her guidance willingly. Nearly 
all Snow-elves spend some of their lives wandering the 
Northern Waste in small companies, though only a few 
chose this way of life for long periods of time. 

Marriage Pattern: Monogamous and for life. 

Religion: Rather more like the Falathrim, the Snow-elves pay 
greater reverence to Ulmo than to Varda, because of the 
Sea-lord's visitation to them after the Second Cataclysm. 

Other Factors 

Demeanor: True to their Nandorin roots, the Snow-elves are 
great lovers of freedom, an attitude strengthened by their 
historical resentment towards the intrusion of the Grey-elf 
Oropher into their ancestral homeland of Rhovanion. 
Among those not of their race, the Snow-elves are calm 
and quiet. When with their own they are apt to show 
stronger emotions. While generally peaceful, generous and 
loving, anger and jealousy are not unknown among them. 



Language: Starting Languages: The Snow-elves speak their own 
tongue Lossidilrin to Rank 5 (RM: Language: Lossidilrin 
Speak 10 / Write 10). Most also know Labba to Rank 4 
or 5 (RM: Language: Sindarin Speak 7-9/ Write 7-9). 
Skill dewlopment: Lossidil may learn any of the languages of 
the Northern Waste to Rank 3 (RM: Language: Speak 5 / 
Write 5). 

Prejudices: The Snow-elves hate all creatures of Morgoth and 
minions ofSauron. While friendly with the Noldor of 
Evermist, they have a strong dislike for any Sindarin Elves 
(though this would never drive a Lossedel to physically 
assault a Grey-elf). 

Restrictions on Professions: None. 

Ouifitting Options 

Weapons: Snow-elven weapons are those used for the hunt­
spears, bows, harpoons or daggers. 

Armor: Only the guardians of Helloth regularly wear armor. 
This is a hauberk of enchanted ivory that protects as 
chainmail (though it is somewhat more bulky). Others can 
acquire soft and rigid leather. 

Clothing: Both genders wear shirts, vests and breeches made 
from reindeer-skin. Males usually don round hats, while 
females prefer hoods. Footwear usually consists of boots 
made from toughened hide, though within Helloth lighter 
and more supple shoes are often worn. Bright colors and 
ornaments made from antlers, bone and enchanted ice add 
variety to their garb. 

Money: Snow-elven characters may trade or sell a variety of 
goods: reindeer-skin cloak (I sp-30 sp), jewelry (5 bp-50 
sp) and ivory (4 gp/lb). The Lossidil, however, have little 
use for money, preferring the currency of friendship and 
reci proci ty. 

Background Options 
Lossidil receive 3 background options (Rolemaster: Talent Law 

35 points). 

Special Abilities: All available except 56-60, which is replaced 
by the ability to "read" ice. Lossidil with this ability may 
sense what has passed by or affected a patch of ice over the 
past 24 hours. The "reading" is often vague or shadowy. 

Special Items: All available. Especially powerful items may be 
artifacts from earlier ages or relics of the war against 
Morgoth. 

Extra Money: Herbs, tanned reindeer-skin and ornaments can 
all provide Snow-clven characters with extra money. Again, 
though, the Lossidil normally have no desire for coinage, 
even if they could obtain it in their icy domain. 

Hobbies: Primary Skills: Moving and Maneuvering in Soft and 
Rigid Leather, I -H Edged, Thrown, Missile Pole-arms, 
Track, Stalk/Hide, Perception, Body Development, Spell 
Lists, Languages. Secondary Skills: Cookery, First Aid, 
Foraging, Meditation, Sky-Watching. Artistic Skills: Icc 
Sculpture, Instrumental Music, Ivory Carving, Singing. 
Athletic Skills: Skiing. Craft Skills: Dying, Leather Crafts. Lore 
Skills: Elvish History, Fauna Lore, Flora Lore, Herb Lore, 
Region Lore. RM· Armor (LighO: Rigid Leather, Soft 
Leather. Artistic (Active): Play Instrument, Singing. Artistic 
(paSSive): Ice Sculpture, Ivory Carving, Athletic (Cymnasti~: 

Skiing. Awareness (Searching): Observation. Body Development: 
Body Development. Communications: Languages. Crafts: 
Cooking, Dying Leather Crafts. Lore (CeneraD: Elvish 
History, Fauna Lore, Flora Lore, Herb Lore, Region Lore. 
Outdoor (EnvironnuntaD: Foraging, Weather-watching. Self 
Control: Meditation. Spell Lists: All. Subteljuge (Stealth): Hide, 
Stalk. Technical/Trade (CeneraD: First Aid, Weapon: I-H 
Edged, Missile, Pole-arms Thrown. 

Stat Increases: Any stat may be increased. 

Extra Languages: The languages that Lossidil may learn arc 
restricted by their isolation. A few learn Sindarin to Rank 
3 (RM: Language: Speak 5 / Write 4). 

14.4 HERBS, CURATIVES AND 
POISONS 

The often frigid soil of the Northern Waste has not prevented 
many rare and exotic herbs from taking root on tundra, bog or 
mountainside. Some of these plants are common with those that 
grow in the South; others arc unique to Forodwaith and therefore 
sought out by healers and herbmasters as far south as Umbar. The 
following is a brief list of plants native to Forodwaith that may 
be of particular interest to adventurers (Cf. ST -5, Herbs, Poisons 
and Diseases Table in Middle-earth Role Playing). 

JOKISAMMAL 
(La. "River Moss;" alt. Luunkorjataja) 

This dark green moss grows along the rivers of the Wash 
Tundra and the Everhir, as well as along the watery shores of the 
Lakeland. The moss is tasteless and usually mixed with a kind of 
fish or meat paste and eaten. In the South, jokisammal is known as 
edram. 

GM Note: A simple jracture heals within one week if the individual 
is able to rest and eat properly. A compound jracture heals within two 
weeks, but badly shattered bones require more time and may require 
jurther help jrom spells or other herbs depending on the severity oj the 
injury. 

KEIHAANLEHTI 
(La. "Spearleaf') 

This silver-green leafed bush is found in the Wash Tundra, 
Lakeland, Evermist and sheltered valleys of the Ered Rhivamar. 
Its leaves are applied to bumps and bruises. The Y stavat T alven 
remain ignorant of the plant's curative powers and would be 
happy to learn of its abilities should someone teach them. In the 
South, keihiiiinlehti is known as neithlas. 

GM Note: Heals 1-6 hits. 

KELTAKUKKA 
(La. "Yellow Flower') 

These bright yellow flowers grow wild in the Wash Tundra 
and, to a much lesser extent, around the mouth of the Everhir 
(treat as Extremely Hard (-30) to find ncar the Everhir). In 
Eriador, keltakukka is known as aljandas. 

GM Note: Thejlower stems are used in a poultice in combination with 
other plants to heal bone jractures. The herb doubles the rate of healingjor 
any broken bone. 
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LAAKESAVU 
(La. ((Medicine Smoke'') 

This moss grows in small quantities along virtually every 
freshwater source north of the Everhir. The moss is dried and 
burned, and then the smoke is inhaled. It is virtually unknown in 
the South. 

GM Note: The smoke heals 5-50 hits and doubles the rate oj healing 
Jor any wound. If smoked in a specially blessed pipe prepared by a viisas, 
it cures Jrom 10 to 100 hits and triples the rate oj healingJor wounds. 

METSAST AJAN KUKKA 
(La. ((Hunter's Blcssom'') 

This beautiful flower grows in the high valleys of the Ered 
Rhivamar. Its light blue blossoms are ground and formed into a 
thick paste that can be applied to the edge of a weapon or smeared 
in a drinking cup or food bowl. The Jaamiehet use the poison to 
smear ori spears and arrows when hunting. They find it saves 
them from losing wounded seals and walruses who would 
otherwise take to the sea. 

GM Note: The poison is extremely virulent and kills instantly. 

MIEKKALEHTI 
(La. ((Swordleaf',) 

This reddish-green prickly weed grows in the Ered Rhivamar 
and is noted for three dark green, spike-like leaves at the plant's 
base. ]f the sweet, dark green base leaves are chewed, it increases 
a person's visual perception in both range and power. ]n the 
South, miekkalehti is known as megilloth. 

GM Note: The individual can detect movement at a distance oj up to 
three times their nOfflwl range and can pick out details at twice their 

nOfflwl range. However, the if.feet only lasts Jor an average oj 10 
minutes. 

MUSTAKUU 
(La. ((Blackmoon'') 

This black, globular fungus grows in shaded marshes of the 
Lakeland. The residue of oil gleaned by skimming off the surface 
of the water in which it is boiled attracts the insatiable verivaras 
and other insects, driving them into a frenzy and drawing them 
irresistibly to anything smeared with it. In the spring and summer 
seasons, when verivaras swarms are thick and troublesome, 
Lumimies hunters carry tightly-sealed bone tubes of the oil. 
When they make camp for the evening, they drip a little of it on 
rocks and plants surrounding their camp, thus drawing the 
insects away from their repose. 

Orcs have contrived a more sinister application for mustakuu, 
turning the oil in their evil, twisted sense of "fun" into an 
instrument of torture: stripping their prisoners, binding them to 
the ground with stakes, and then smearing their naked bodies 
with mustakuu, leaving the victim to be driven mad by teeming 
swarms of stinging and biting insects. If the Orcs are bored and 
looking for greater sport, the victim might be allowed to run, the 
Orcs hooting and screaming with laughter as they watch the oil­
smeared unfortunates slap, scratch and literally run themselves to 
death attempting to flee the mosquitoes. 

GM Note: The oil attracts insects Jor up to eight hours and is difficult 

to wash if.!. Victims can die oj severe anemia after a Jew hours oj being 
in the eye oj the swarm. 

MUST ASORMEN LAAKE 
(La. ((Black Finger Medicine'') 

In the North, this plant grows only in the high altitudes of the 
Blue Mountains. The small, green leaves are used more by 
southerners (who call them jojojopo) than by the Lumimiehet. 

GM Note: Cures 2-20 hits ojJrostbite or damage resultingjrom cold 
when applied as a poultice to the '!!feeted area. 

NAKOKASVI 
(La. ((View Plant'') 

Found well above the treeline in the Ered Rhivamar, the 
yellow roots of this small, greyish, thistle-like plant are brewed. 
The resultant liquid helps restore sight. The Ystavat Talven 
value its properties for those affected by lumisokeus. 

GM Note: Restores Sight much as a Major Eye Repair spell. It may 
either be imbibed or applied directly as a wet poultice to the injured eye. 
If imbibed, sight isrestored in 12 to 24 hours, or in 1-8 hours in poultice 

Jorm. 

PUNASALVIA 
(La. ((Red Sage;" alt. Metsiistiijiin Ysta'vii) 

This purplish sedge grows in the Emyn Nimbrith, the north­
ern Herd Tundra and southern Lakeland. It also grows well in the 
northern portions of the Fire Tundra. The sickly white roots are 
brewed and the resulting ( very bitter) tea is drunk to protect the 
eyes from glare. The Y st;ivat Talven value the drug as a preventive 
against lumisokeus. In the South, punasaliva is sometimes known as 
atigax. 

GM Note: The tea protects the imbiber's eyes Jrom any intense light or 

glare. The if.feets last Jor an average oj 9 hours. 

SINITAHTI 
(La. ((Blue Star'') 

The little blue flowers of the sinita'hti may be eaten raw or boiled 
as tea. Like the unikukka, this plant is found only in Morgoth's 
Well on the Fire Tundra. 

GM Note: Sinitahti causes a -30 reduction in Moving and Melee 
maneuvers, but increases directed spells and missile DB by +50. It also 

causes mild euphoria, but is not addictive. Its if.fect lasts only one hour. 

UNIKUKKA 
(La. ((Dream Flower'') 

This mind-altering flower is found only in the Green Circles 
ofMorgoth's Well. Its flowers are dried and shredded into a fine 
tea, imbibment of which causes euphoria and allows kinsfolk to 
share dreams. It is much valued by viisaat, who would pay (in 
ivory) two to three times its market value in the South (9 gp). The 
drug is very addictive and may force addicts to make unwise 
journeys to Morgoth's Well in search of more. 

GM Note: The if.fects last up to 12 hours, depending on how much 

Jood has been eaten biforehand. As a rule oj thumb, if the drug is ingested 
just after a large meal, its if.fects last only 5 to 6 hours. 



VA TSAKIPUJA 
(La. "Stomach Acher," pI. Vatsakipuja0 

These thorny, berry-producing bushes grow wild throughout 
the W ash Tundra. The berries may be eaten green or in their 
bluish-white, ripened condition. Unfortunately, the berries also 
cause severe diarrhea and abdominal cramps if taken on an empty 
stomach (and slight nausea on full stomach). The berries are not 
a favorite among the Y stavat Talven. In the South they are known 
by the name of mirenna. 

GM Note: Each berry has the power to cure 10 hits. 

14.5 BEASTS OF THE FAR NORTH 
Animals play an essential role in the life ofForodwaith and its 

inhabitants; in a land that yields no harvest, Men and Elves alike 
must look to these for their primary source of sustenance and 
clothing. Sea-life is, likewise, the chief cause for Men from the 
South to venture into the Northern Waste. This section details 
some of the birds and beasts which adventurers might encounter 
in the course of their travels in the Northern Waste. For more 
information on the fauna of Forodwaith, see Section 5.0. 

BEARS 
(La. karhut, sing. karhu) 

The most dangerous predators of the North are the great snow 
bears, valkokarhut, as the Y stavat T alven call them. These huge 
creatures are virtually fearless, wandering the length and breadth 
of Forodwaith and the Landless Land at will. Their most 
common tactic against Men is to scare away hunters or fishermen 
and rob them of their catch. When food is scarce, the bears may 
hunt Men as much as any other game. Unlike most bears, the 
valkokarhut do not hibernate in winter, but wander the ice and 
snow year-round in search of food. Only the females build dens, 
and even they do not truly hibernate, ceasing their wanderings 
only long enough to give birth and nurse their young. Approach­
ing such a den is foolhardy for a male bear, let alone a man. 

Common cave bears (or black bears, as they are known to the 
Y stavat T alven) dwell in the northern Blue Mountains and 
throughout the Ered Rhivamar. On the average, they are actually 
slightly larger and more powerful than the fearsome snow bear, 
but are actually less deadly to Men. While their teeth and claws 
can shred leather armor and a blow from their paws can fell the 
strongest warrior, they are shy and retiring and prefer to avoid 
most encounters. 

GM Note: The Ystiiviit Talven are relatively urifamiliar with the 
common black bear that roams jurther south and, as a result, they lump 
both species under the name of mustakarhu. This can lead to 
misunderstandings with Eriadorian hunters who think their Lossothren 
guide is telling them of the small black bear, when injact he is leading them 
towards a cave bear. 

A third ursuline kindred haunts the Northern Waste, though 
the Snow-elves have all but hunted the cunning brute to extinction. 
These are the fell bears which the Y stavat T alven call rumakarhut. 
They are now few and far between (the Pendrath na-UdCm and 
T orogmar being particularly infamous lairs), and most have taken 
to the Underdeeps for survival, though one may occasionally 
emerge to wreak havoc upon the Herd or Fire Tundras. Made in 
mockery of the huge cave and snow bears, the fell bear stands well 
over 12' and can weigh up to 2,000 lbs. They are noticeably less 
rounded and pudgy than a normal bear and have a lean, feral look 
about them. Their oily, malodorous fur is dirty white and grey in 
color, and can often be smelled before the bear is seen or heard. 

Their mouths are wider than those of normal bears, and their 
powerful jaws can bite through chainmail with ease. Like the snow 
bear, their paws are furry underneath to allow excellent traction on 
ice and snow, with long, razor-sharp claws that can shred any 
leather or chain armor. The preferred form of attack for a fell bear 
is to crush an opponent against its chest with its powerful forelimbs 
while biting the victim's head or neck. The glaring, reddish eyes of 
a fell bear are equipped with excellent senses and nightvision. They 
have a rudimentary intelligence and are quick to learn from 
mistakes (their own or an opponent's). 

BIGHORN SHEEP 
(La. suurisarvet, sing. suurisarvi) 

Bighorn sheep leap about the craggy heights of the southern­
most Ered Rhivamar. They live in small herds of one to twenty 
females, with a single dominant ram and two or three younger 
males. Their only attack is to butt an opponent with the large, 
brown horns that curve gracefully backward and around their 
thick skull. They are inoffensive and avoid hostile encounters, 
except during the mating season when the protective rams may 
charge any passers-by. (The ewes may also prove belligerent if 
anyone comes near to their young.) 

BLACK MINKS 
(La. pehmeiit ihot, sing. pehmeii iho) 

Dangerous and cunning, the black mink inhabits the Lakeland 
and the mouth of the Everhir. Four to five feet in length, these 
minks weigh as much as eighty pounds. Minks have a certain 
amount of brutal intelligence, stealing game caught in traps or 
from unguarded camps. While they seldom attack adult Men, 
black minks may attack Hobbits or Dwarves, mistaking them for 
children. (They have been known to attack unattended Lumimies 
children as well as young or inexperienced sled-dogs.) 

BLUE OTTERS 
(La. leikkisiit sinikarvaiset uimaret, sing. leikkisii sinikarvainen uimar0 
Found primarily in the Lakeland, encounters with these playful 

creatures are often comical and exasperating. They are curious and 
gregarious, and more than one encamped group of adventurers has 
wakened to find the creatures gleefully rummaging through 
backpacks, supplies and food-stores. Their sharp teeth can do 
serious damage to leather and cloth goods, ripping and tearing as 
they play. Unless attacked or defending young, otters are non­
aggressive and mean no harm (though they often inadvertently do 
a good deal of damage). Their fur is thick and warm, and the 
Y stavat T alven value their hides for boots and gloves. 

EAGLES 
(La. suurilinnut, sing. suurilintu) 

The great eagles of the Blue Mountains are rarely sighted in the 
North, but their smaller cousins in the Ered Rhivamar can be seen 
soaring above the rundra. The great birds are considered sacred by 
the Jaamiehet, who believe the eagles to be the departed spirits of 
their ancestors watching over them. They would be very displeased 
(to the point of violence) with anyone they found harming an eagle 
or an eagle's nest. The Lumimiehet regard eagles as good omens. 
To see an eagle just before a hunt or a journey is said to assure a safe 
rerum. The eagles themselves do not hunt Men or any other 
speaking people, preferring to dine on fish and seals. They make 
their eyries high in the Ered Rhivamar and are rarely encountered, 
save as far-offspecks in the sky. Both the Ja.'imiehet and Lumimiehet 
tell tales of eagles attacking Orcs. They regard this as something 
akin to "The enemy of my enemy is my friend," and for this reason 
alone, no Ystava Talven would deliberately harm an eagle. 
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ELK 
(La. hirvet, sing. hirv0 

These nomadic herds may range from one to twenty thousand 
animals. In summer, their numbers are swelled by others from 
northern Eriador, filling the Herd Tundra, the Lakeland, T alath 
Uichel and even as far north as the Fire Tundra, to feed on the 
grass. Both males and females possess impressive braces of 
antlers. The males become aggressive in the rutting season (early 
winter), while the females protect their young. The Y stavat 
T alven eagerly await the coming of the large herds in summer. As 
with most animals, the Y stavat Talven use the skin, meat, antlers, 
and bones of the creature for one thing or another, allowing 
nothing to go to waste. 

The Hillmen of Rhudaur refer to elk as caru, and that is the 
name by which they are generally known to the peoples of 
Eriador; in the South, the Herd Tundra is often spoken of as "the 
Caru." Not all elk migrate into Eriador in winter; many take 
refuge in the northern vales of the Ephel Angmar or the more 
sheltered regions of the Lakeland. 

FELL TURTLES 
(La. kilpikonnakalat, sing. kilpikonnakala) 

A pair of fell turtles is known to live in Lonely Bay. Others 
have been seen from time to time in the Bay of Forochel. These 
giant snapping turtles are attracted by the seals, walruses and 
small whales of the area. They are not adverse to taking a small 
Y stava Talven boat if the opportunity presents itself. 

Fishermen are usually unaware that a fell turtle is nearby until 
one of their number is suddenly snapped out of existence by the 
horrible creature. It is a gruesome spectacle for anyone standing 
on the beach to hear the alarm of the fishermen and see boats 
being paddled feverishly for shore, disappearing beneath the 
waves, one by one, with a horrid, snapping crunch, followed by 
small, spreading rings of red on the water. The Y stavat Talven 
have found that if they throw their catch offish and bait into the 
water, the turtles stop to eat before pursuing the boat. The 
success of this maneuver depends on how far from shore the boat 
is and how many fish the imperiled boatmen have to fend off the 
fearsome creature. 

GORCROW 
(La. pimeiisiivet, sing. pimeiisiipi) 

Common to the Lakeland, the northern gorcrow is a hardier 
and slightly larger version of the common gorcrow. They are 
similar in temperament to their southern brothers in that, while 
not exactly evil, they are indifferent to suffering of any kind. Also 
like their brothers, they are attracted to shiny objects, and may 
have collected a large number of small trinkets or coins. They live 
in large, communal nesting sites, which they defend in common 
from predators or treasure-seekers. The Lumimiehet regard 
them as birds of ill-omen, and often plunder their nests for eggs 
and whatever other useful items they might find. 

REINDEER 
(La. porot, sing. poro) 

Reindeer migrate into the Herd Tundra in large numbers 
during spring. They are usually inoffensive and flee rather than 
fight. Both sexes grow antlers, but the females are somewhat 
smaller than the males. However, the reindeer have very sharp 
hooves for breaking through ice and snow to reach the forage 

beneath, and both the buck and doe can rear up and use them with 
precision and skill. The Lumimiehet hunt the creature both for 
its meat and skin. They also trap and domesticate females for 
milk and beasts of burden. 

Sled-reindeer (La. rekiporot, sing. rekiporo) are the domesticated 
version of the common wild porot. They are also used exclusively 
by the Lumimiehet to pull heavier loads than possible with slcd­
dogs. The animals are occasionally killed and eaten if hunting is 
bad. Most sled-reindeer are born in captivity and are very docile. 
It is a source of much anger and embarrassment for a sled­
reindeer to get free and be killed by a hunter; it is also unusual, 
as most domestic sled-reindeer wear collars or harnesses, identi­
fying them as domestic. 

In Eriador, reindeer are known by the Snow-elven name 
lcsrandiras (sing.lcsrandir) or by Sindarin lothrandiriath (sing.lothrandir)' 
While some reindeer migrate into northern Eriador (principally 
Rhudaur) during the winter months, others remain in the more 
protected valleys or forests of Forodwaith. 

SEALS 
(La. merikoirat, sing. merikoira) 

Seals migrate into ForocheI's bays and inlets in spring, before 
scattering to warmer waters in the South in autumn. There are 
two main types of seals of interest to the Y stavat T alven. The first 
is the fur seal or karvainen merikoira, used for both meat and fur. The 
second is the lihamerikoira, used primarily as a source of meat and 
leather ( especially armor). 

In spring, the seals can literally cover a beach in one great, 
boisterous and gregarious colony. The female seals are fairly 
placid, preferring to take to the safety of the sea rather than fight. 
The bulls, however, can be aggressive in their defense of territory 
or harems. In the water, the animals have never been known to 
attack Men, except occasionally a slight nip or bite as the 
creatures include the individual in their underwater play 

The Snow-elves find seals absolutely delightful, spending 
hours wandering a beach among them and staring into the big, 
brown, intelligent eyes of the creatures. 

SLED-DOGS 
(La. rekikoirat, sing. rekikoira) 

Sled-dogs have very thick coats to resist the cold, and for sheer 
power and stamina they are more than the equal of any wolf or 
war-dog. They have deep, heavily-muscled chests and strong 
hind legs. Their fur ranges from grey to white in color, with short, 
curling tails and pointed, alert ears atop their heads. The 
Lumimiehet alone use the dogs to pull sleds or, in rough country, 
as pack animals. Any sled-dogs "gone wild" or having returned 
to a wilderness state quickly readapt to domesticity, and unpro­
voked attacks are rare. 

SNOW LEOPARDS 
(La. lumikissat, sing. lumikissa) 

These wily cats haunt the southern Ered Rhivamar, sometimes 
ranging for game as far south as the Fire Tundra. They are 
extremely shy and avoid contact with Men. Due to their excellent 
senses, they often see, hear or smell anyone approaching, disap­
pearing without the wanderer even contemplating their presence. 
Tracks in the snow are usually the only indication that a leopard 
is anywhere nearby. The cat is extremely agile, and can make 
quick, powerful strikes with its forepaws, but avoids a deter­
mined (or retreating) adversary. Once an opponent proves too 
powerful, it breaks off the fight and flees at the first opportunity. 



TUNDRA MOSQUITOES 
(lA. vtrivarkaat, sing. vtrivaras) 

The T alath Uichel is noted for the size and voracious appetite 
of its mosquitoes, which have been known to drive reindeer and 
elk mad, sending them galloping mindlessly into the Lhuchir or 
Everhir. The mosquitoes spawn in the marshy pools of the 
Lakeland (and, to a lesser extent, throughout the Herd and Fire 
Tundras) in the summer. A vtrivaras is the size of a child's thumb, 
with nearly a six-inch wingspan and an inch-long proboscis for 
stabbing and drawing blood. The mosquitoes can swarm in the 
tens of thousands, assailing any warm-blooded creature. Anyone 
caught unprotected in such a swarm dies a slow and horrible 
death as their blood is drained, bite by bite, each insect leaving a 
small but intensely itching red welt that remains for two to ten 
days. Anyone caught in a swarm of verivarkaat (protected or 
unprotected) must make a 10th level RR or be overwhelmed 
with anxiety and run away, heedless of other dangers and slapping 
themselves ceaselessly in an attempt to be rid of the insects. 

WALRUS 
(lA. valkohampaiset merikoirat, sing. valkohampainen merikoira) 

While technically a member of the seal family, the walrus is 
differentiated by its two enormous ivory tusks. The walrus is one 
of the animals favored by both the Y stavat T alven and southern­
based hunters. Its thick hide makes excellent armor, while its 
ivory tusks can weigh up to 10 lbs apiece. The great layer of fat 
beneath its hide is a source of lamp oil and tallow. 

Walruses do not congregate in huge colonies as other seals, 
but gather in groups of a hundred or less upon the ice-floes and 
isolated beaches of Forochel's bay. They are non-aggressive, 
preferring to flee to the safety of water than standing to fight. 
During the mating season, bulls hold contests of strength among 
themselves, but are unlikely to bother passers-by unless deliber­
ately provoked. 

Seal-hunters often refer to a walrus simply as hammas (La. 
"tooth," pI. hampaat), which may cause some confusion to anyone 
unfamiliar with the slang. 

WHALES 
(lA. valaskalat, sing. valaskala) 

There are a wide variety of whales in the Bay ofForochei. The 
whales are divided into two types: toothed and toothless. The 
toothed whales are predators and include the great sperm whale, 
killer whale, pilot whale and the narwhal. The toothless whales 
of Forochel are among the largest and include the rorquals: the 
humpback, finback and blue whales, none of which are particu­
larly threatening to Men or any other race unless deliberately 
provoked. Even in attack, whales do little but ram a boat with 
their great heads once or twice before departing. The Y stavat 
Talven hunt all but the killer whale. These they consider sacred, 
believing them to be the spirits of departed ancestors (especially 
those of drowned whalers and fishermen). To avoid conflict with 
the locals, the Cardolanian whalers do not hunt the killer whale 
(or do so well out of sight of the Y stavat T alven). 

Whaling is not a particularly dangerous occupation. While 
the life of a shipboard sailor is hard and dangerous in the cold 
climate, the actual hunting and destruction of a whale is not. 

Whales are curious and generally placid creatures, often swim­
ming right up to the whaling vessel to investigate. Once skewered 
with a harpoon, the wounded mammal, reluctant to dive (and 
possibly drown), attempts to swim away as its only defense. 
Whalers counter this tactic by tying ropes and lines to their 
harpoons; thus, the dying whale has no choice but to drag its 
killers along with it. Even should the wounded animal get away 
and die, like all mammals the whale's body floats and therefore 
can be recovered later at the whaler's leisure. 

Demon whales are bloated monstrosities that hunt the Bay of 
Forochel and the Encircling Sea, usually seeking other whales as 
prey (though they are not adverse to attacking whalers). Their 
five-inch teeth can bite through steel, and have been known to rip 
the side out of a whaling ship. The demon whale generally feeds 
in fits and starts, gorging itself for a week or two, then remaining 
uninterested in food for months at a time. Unfortunately for 
whalers, demon whales do not all keep to the same feeding 
schedule. So, while one whale may be disinterested in the passing 
ships, another may be ravenously ripping the sides off a whaler 
in an attempt to devour its whale-meat and crew. 

WOLVES 
(lA. yiilaulajat, sing. yiilaulaja) 

The roaming wolf packs of the frozen North are often more 
dangerous than some might think. Most common wolves tend to 
be shy of Men, preferring to avoid contact whenever possible. 
This is definitely not true of the dire, grey and white wolves, who 
actively hunt Men, Elves and Dwarves (and Hobbits, should they 
encounter them). The Y stavat T alven make no distinction 
between dire and grey wolves. The white wolves are differenti­
ated only slightly by the name valkoiset yiilaulajat. 

The least dangerous of the group are the grey wolves, which 
seldom attack Men, except when hungry or when they outnum­
ber their prey. Even then, the wolves are afraid of fire and can be 
bluffed into breaking off the attack, especialIy if a leader is 
injured or killed. The second most dangerous are the dire wolves. 
These snarling brutes are very difficult to bluff and do not require 
the pack to be large before attacking opponents. They are 
cunning and have excellent nightvision and are therefore more 
active at night than their smaller brethren. 

By far the most dangerous of the roving packs are the white 
wolves. They are fearless, calling any bluff. The Y stavat T alven, 
who have a healthy respect for the wolves' power and abilities, 
sometimes name them kuolcman koirat (La. "death dogs"). How­
ever, this respect does not stop them from hunting the white wolf 
for its fur. A white wolf pelt is proof against the bitterest cold and 
is much sought after by all Y stavat T alven. However, as one old 
Jaamies hunter put it, "With death dogs, you are never sure 
whether you are the hunter or the hunted." 

The most common of Morgoth's creations found in the 
North is the wargo These evil creatures act as mounts for Orcs and 
travel in packs of two to two hundred. They are especially 
dangerous in the spring and summer, when the Witch-king often 
unleashes large numbers from the Ephel Angmar to trouble the 
herds of the T alath Uichel and Herd Tundra. The hunting packs 
kill for the sake of killing rather than hunger, and anyone caught 
in their frenzied slaughter is subject to a fierce and unrelenting 
attack. 
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14.6 LANGUAGE GUIDE 
This section is designed for the player or GM who wants to 

explore and make use of the languages ofForodwaith in greater 
depth. Since Labba is here translated into a real-world language, 

Tarmot "Energies" 

Kylmyys "cold" 

T ulipalo "Fire" 

Valo "Light" 

Kivi " Stone" 

V esi "Water" 

our coverage is limited to a 
quick pronunciation guide, 
followed by a glossary of 
names appearing in the 
module. Because 
Lossidilrin (the language 
of the Snow-elves) is an 
entirely new language spe­
cially created for this mod-
ule, basic rules of word­
formation, along with 
comparative notes about 
the relationship of Snow­
elvish to Sin darin, arc also 
provided. 

14.6.1 LABBA 
In accordance with 

J.R.R. T olkien' s treat­
ment of the languages of 

Middle-earth in The Hobbit and The Lord of the Rings (see LotR Ill, 
pp. 4 11-416), Labba has been "translated" into a real-world 
language. The author of this module has chosen Finnish to 
represent the speech of the 
Y stavat T alven; hence, any­
one wishing to create new 
names or expressions for his 
or her MERPcampaign need 
only obtain a Finnish dic­
tionary. Two primary con­
siderations led to the deci­
sion to use Finnish as the 
language of the Lossoth: I) 
the speech of the Y stavat 
T alven was influenced at a 
very early stage by an Elven 

Terveys "Healtb" 

Elama "Life" 

~ Muuri "Wall" 

tongue (Lossidilrin), and 2) the Ystavat Talven are culturally 
and linguistically unrelated to the other peoples of northwest­
ern Middle-earth. These factors recommended themselves to 

Metsiistys "Hunt" 

~ Elain "Animal" 

< JIm' "W,,,h,,' 

~ Polkun "P,d,' 

Finnish quite well, since the 
language of the Kalevala was 
one of the original inspira­
tions for T olkien' s devel­
opment of the Elvish lan­
guages, and also because 
T olkien used primarily 
Indo-European languages to 
represent the tongues of the 
Wesdands (whereas Finn­
ish comes from among the 
Finno-Ugric group)' 

PRONUNCIATION 

The letters in the words and 
names of the Ystavat Talven 
are to be pronounced more or 
less as follows. Doubled letters 

V Kieli "Language" 

are to be pronounced in the 
same way but longer in dura­
tion. There are no silent letters. 

Laulu "Song" 

a as in jather, but shorter. 
e as in pen (pronounce the e with rounded lips). 
i as in pin (pronounce the i with rounded lips). 
j like the y in yes. 
o as in not. 
r is trilled. 
u as in bull. 
y like the u in French tu or the ii in German dunn. 
a like the a in cat. 
a like the eu in French neuj or the a in German gottlich. 
All other letters are pronounced as in English. 

A GLOSSARY OF LABBA 

What follows is an alphabetical listing of most of the Labbic 
(Finnish) names appearing in this module. Where relevant, 
both singular and plural forms of a word are given. 

Singular Translation Plural 

A 
Aamukuu ..................... Morning Moon 
Aamumeren Isa ........... Father of the Morning Sea 
Aamutahti .................... Morning Star 
Aanettbn Meri ............ Silent Sea 

E 
Elain .............................. Animal 
Elama ............................ Life 
Elamanantaja ............... Life-giver 

H 
Haarukat ...................... Forks 
Haipymincn Mieli ..... Fading Mind 
Hallamaet Meressa .... Frost Hills in the Sea 
Hammas ....................... Tooth .......................................... Hampaat 
Hautauskumpu ........... Burial Berg .................... Hautauskummut 
HedelmaIlisyyden 

Laulu ........................ Song of Fertility 
Heimo .......................... Clan ................................................ Heimot 
Helmivalmistaja .......... Beadmaker .................... Helmivalmistajat 
Henkielain ................... Spirit Animal 
Henkikivi ..................... Spirit-stone ............................. Hcnkikivct 
Henkimaailma ............ Spirit World 
Henkinimittaja ........... Spirit -namer ................... Henkinimittajat 
Henkirikos .................. Spirit Crime ...................... Henkirikokset 
Hirvi ............................. Elk .................................................... Hirvet 
Hopeavesi .................... Silver Water 
Huolijaa ....................... Troubled Icc 
Huonovcsi ................... Badwater 
Hymyilcva Naincn ..... Smiling Woman 
Hyva Ruoka ................ Good Food 



Singular Translation Plural 

I 
lima ............................... Weather 
Iloinen Lapsi ............... Merry Child (Hobbit) ..... Iloiset Lapset 
Iltatuuli ........................ Evening Wind 

J 
JaakyIa .......................... Ice Village ..................................... Jaakylat 
Jaamaa .......................... Land of Ice 
Jaamies .......................... Iceman ....................................... Jaamiehet 
Jaanainen ...................... Ice Woman 
Jaanaisen Koti ............. Jaanainen's Home 
Jaasilma ........................ Ice Eye ......................................... Jaasilmat 
Jaatalo ........................... Ice-house ....................................... Jaatalot 
Jaatikko ........................ Ice River ........................................ Jaatikot 
Jaavuode ....................... Ice-bed ...................................... Jaavuoteet 
Jaavuori ........................ Ice Mountain ............................. Jaavuoret 
Janis .............................. Hare ............................................... Janikset 
Jokimies ....................... Riverman ................................. Jokimiehet 
Jokisammal .................. River Moss 

K 
Kaantyva Tie ............... Winding Way 
Kaksi Veista ................ Two Knives 
Kala ............................... Fish ...................................................... Kalat 
Kalanystava .................. Fish-friend ........................... Kalanystavat 
Karim ............................ Bear .................................................. Karhut 
Karhun Serkku ............ Bear's Cousin 
Karhunahka ................. Bearskin 
Karhunkasi .................. Bearhand 
Karhusoturi ................. Bear-warrior ........................ Karhusoturet 
Karvainen ..................... Furry 
Karvainen Merikoira ... Furred Sea-dog 
Kaukonakoinen ........... Long-sighted ................... Kaukonakoiset 
KaunisiIIan Vuoret ...... Mountains of the Beautiful Evening 
Keihaanlehti ................ Spear-leaf 
Keltakukka .................. Yellow Flower 
Kicli .............................. Language 
Kilpikonnakala ........... T urtlefish ....................... Kilpikonnakalat 
Kivi ................................ Stone .................................................. Kivet 
Ki vinen Selkaranka .... Spine of Stone 
Koira Saari ................... Dog Leg 
Korkeapaa .................... Highhead ................................ Korkeapaat 
Korvarengas ................. Earring ................................. Korvarenkaat 
Kuoleman Kavelymatka . Death Walk 
Kuoleman T armo ....... Death Energy 
Kuoleman Koira ......... Death Dog .................. Kuolcman Koirat 
Kuolleet Vuoret ......... Dead Mountains 
Kuunkoira .................... Moon Dog 
KyIatalo ........................ Village House ........................... Kylatalot 
Kylmatalo .................... Cold House ............................ Kylmatalot 
Kylmyys ....................... Cold 

L 
Laakekuu ..................... Medicine Moon 
Laakesavu ..................... Medicine Smoke 
Laaketarmo .................. Medicine Energy 
Laulu ............................. Song 
Laulutaistclu ................ Song Duel .......................... Laulutaistclut 
Leveajalka .................... Broadfoot .................................. Leveajalat 
Lihamerikoira ............. Meat Sea-dog .................. Lihamerikoirat 
Lintuluu ....................... Bird-bone 

Singular Translation Plural 

Loitsuhelmi ................. Spell-bead ............................ Loitsuhelmet 
Luistin .......................... Slider ........................................... Luistimet 
Lumikissa ..................... Snow Leopard ........................ Lumikissat 
Lumilintu ..................... Snowbird 
Lumimies ..................... Snowman ............................... Lumimiehet 
Lumipallo .................... Snowball 
Lumisokeus ................. Snow-blindness 
LuuIaake ....................... Bone Medicine 
Luunkorjataja .............. Bone-mender 
Luuvene ........................ Bone Boat 

M 
Merihenkien Satama .. Bay of the Sea-spirits 
Merikoira ..................... Sea-dog .................................... Merikoirat 
Merikoiransyoja ......... Seal-eater ...................... Merikoiransyojat 
Merikyla ....................... Sea Village 
Merilintu ...................... Sea-bird ................................... Merilinnut 
Merimetsastaja ............ Sea-hunter ...................... Merimetsastajat 
Meripihka .................... Sea-resin 
Merivene ...................... Sea-boat ................................... Meriveneet 
Metsamaa ..................... Timberland 
Metsastajan Kukka .... Hunter's Blossom 
Metsastajan Y stava .... Hunter's Friend 
Metsastajoiden Sukset . Hunting Skis 
Metsastys ..................... Hunt 
Miekkalehti ................. Sword-leaf 
Muistaja ....................... Rememberer .............................. Muistajat 
Mustakarhu ................. Black Bear ............................ Mustakarhut 
Mustakuu ..................... Black Moon 
Mustanoistuuden 

Kaupunki ................. City of Black Magic 
Mustasormen Laake .. Blackfinger Medicine 
Mustat T ulikivet ........ Black Firestones 
Muuri ........................... Wall 
Myrskyinen Taivas .... Stormy Sky 

N 
Nakokasvi .................... Vision Plant 
Nakynimi ..................... Vision Name ......................... Nakynimet 
Noituus ........................ Magic 
Nuorilintu ................... Young Bird 

p 
Paheellinen .................. Vicious Person ........................ Paheelliset 
Parrakas Puolihminen ... Bearded Half-man ... Parrakkaat PuoIihmiset 
Pehmea lho ................ Soft Skin ............................ Pehmcat lhot 
Perhe ............................. Family ............................................ Perheet 
Pienct Sormet ............. Small Fingers 
Pieni Kukka ................. Small Flower 
Pieni Vene ................... Small Boat 
Pimeasiipi .................... Dark Wing ............................ Pimeasiivet 
Pitia Kalasta ................ Likes Fish 
Pitkahammas ............... Long Tooth ....................... Pitkahampaat 
Pitkat Saaret ................ Long Legs 
Pitkat Sormet .............. Long Fingers 
Pitkayon V uoret ......... Mountains of the Long Nigh t 
Pohjoinen Tahti ......... North Star 
Pohjoistuuli ................. Northwind 
Polku ............................ Path 
Polkun Valaistus ........ Lighting the Path 

I 
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Singular Translation Plural 

Poro .............................. Reindeer ............................................ Porot 
Punakarhu ................... Red Bear 
Punakasi ....................... Red Hand 
Punasalvia .................... Red Sage 
Puolikarhu ................... Half Bear 
Pyorca T alo ................. Round House 

R 
IS8 Rautakasi ..................... Ironhand 

Rekikoira ..................... Sled-dog .................................. Rekikoirat 
Rekijoukko .................. Sled-horde 
Rekiporo ...................... Sled-reindeer ............................ Rekiporot 
Riimu ........................... Rune ................................................ Riimut 
Riimuveitsi .................. Runeknife ............................. Riimuveitset 
Rumain T eurastajoiden 

Koti .......................... Ugly Butchers' Home 
Rumakarhu .................. Ugly Bear .............................. Rumakarhut 

S. 
Sadenainen ................... Rainwoman 
Sidcnimi ....................... Binding Name .......................... Sidenimet 
Sijaisi ............................ Instead-of ....................................... Sijaiset 
Sinipilvi ........................ Blue Cloud 
Sinitahti ........................ Blue Star 
Sisaankaytava Alateihin .. Entrance to the Underways 
Sormivuonot ............... Finger Bays 
Suksi ............................. Ski ..................................................... Sukset 
Suku .............................. Sept ...................................................... Suut 
Suurilintu ..................... Great Bird .............................. Suurilinnut 
Suurisarvi ..................... Bighorn .................................... Suurisarvet 

T 
Tahtivalo ..................... Starlight 
Taivaantuli .................. Sky-fire 
T alo .............................. House ................................................. T alot 
T alven Hcnki .............. Winter's Breath 
Talvikyla ...................... Winter Village ........................ Talvikylat 
T anssija ........................ Dancers ....................................... T anssijat 
T armo .......................... Energy ............................................ T armot 
T armosavu ................... Energy Smoke 
T asapaino .................... Balance 
T erveys ......................... Health 
Tietaja .......................... Knower .......................................... Tietajat 
T orikaupunki .............. Market Town 
Tulipalo ....................... Fire 
Tulisydan ..................... Fire Heart 
Tyhjakatincn ............... Empty-handed 
Tyhjat Vuoret ............. Empty Mountains 

U 
Ukkojalka .................... Thunderfoot ............................. Ukkojalat 
Ulkopuolesta ............... From Outside 
Unikukka ..................... Dream-flower 
Unipyydystaja ............. Dream-catcher 
Unisoturi ..................... Dream Warrior 

V 
Vaatimus ...................... Claiming 
Vaimolahja .................. Wife Hospitality 
Valaska ......................... Whalr ....................................... Valaskalat 
Valaskalan Palvonta .. Cult of the Whale 
ValaskaIanluincn Saari .. Whalebone Isle 
Valkohammas ............. White Tooth ................... Valkohampaat 

Singular Translation Plural 

Valkohampainen ........................................................ Valkohampaiset 
Mcrikoira .................. White-toothed Sca-dog ............ Mcrikoirat 

Valkohirvi ................... White Hart ........................... Valkohirvet 
Valkoinen Yolaulaja ..... White Nightsinger ..... Valkoiset Yolaulajat 
Valkokarhu ................. White Bear ........................... Valkokarhut 
Valkosokeus ................ White Blindness 
Valo .............................. Light 
Vanha Aitisavu ........... Old Mother Smoke 
Vanha Liukuva Lintu Old Skimming Bird 
Vatsakipuja ................. Stomach-acher ..................... Vatsakipujat 
Vene ............................. Boat ................................................. Veneet 
V erinen Taivas ........... Bloody Sky 
Verivaras ...................... Blood Thief ........................... Verivarkaat 
Vesivati ........................ Water Bowl 
Vihrea Vati ................. Green Bowl 
Viisas ............................ Wise One ....................................... Viisaat 
Voimahelmi ................ Strength-bead .................... Voimahelmet 

y 
Yhdeksan Taivasta ..... Nine Skies 
Yhdistyden Laulu ...... Song ofJoining 
Y mpyra ........................ Circle 
Y olaulaja ...................... Nightsinger .............................. Y olaulajat 

14.6.2 LOSSIDILRIN 
The Snow-elves of Forodwaith (or Lossidil, as they call 

themselves) speak a language unlike that of either the Noldor or 
the Sindar, yet one which is unmistakably Elvish; indeed, it shows 
no small resemblance to that of Silvan Elves of the Anduin, and 
the Green-Elves of Ossiriand. The few loremasters who have 
studied this language say that in many ways it has changed little 
from the tongue spoken of old by the Eldar who departed from 
Cuivicnen, and it preserves sounds and forms now lost in all other 
kinds of Elvish speech. Yet in other ways the Snow-elvish has 
changed much, and in these respects it often resembles the 
Sindarin speech; so much so, indeed, that it has not been hard for 
speakers of Sin dar in to understand and make themselves under­
stood in this tongue, and many parallels can be seen of words and 
names. 

CHART I: THE SOUNDS OF LOSSIDILRIN 

a: as in father. 

e: as in bet. 

i: as in machine. 

0: as 111 more. 

u: as in brute. 

ai: as in Kaiser. 

au: like the au in house. 

iu: like the word you. 

oi: as in coin. 

Vowels 

ui: like the ui in ruin, but one syllable. 



Consonants 

b: as in English. 

ch: as in English church, but without breath. 

ch': a sharply aspirated sound, similar to the chh in matchhead 
but pronounced as a single sound. 

d: as in English. 

g: as in English. 

h: as in English. 

k: a k without breath, as in English sky. 

k': a k followed by a sharp breath, similar to the kh in 
backhand, but pronounced as a single sound. 

1: as in English. 

m: as in English. 

n: as in English. 

p: a p without breath, as in English spear. 

p': a p followed by a sharp breath, similar to the ph in uphill, 
but pronounced as a single sound. 

r: a rolled or trilled r. 

s: as in English. 

sh: as in English sharp. 

t: a t without breath, as in English stone. 

t': a t followed by a sharp breath, similar to the th in 
boathouse, but pronounced as a single sound. 

w: as in English way. 

y: as in English yard. 

Lossidilrin and Sindarin alike developed from a common 
ancestor, the tongue of the Lindar, or T eleri, the Third Clan of 
the Elves. This close-knit clan had already begun to develop a 
distinctive type of speech even before the departure of the Eldar 
from Cuivienen; and signs of this are to be seen even in the speech 
of the Lindarin Avari. 

The most noteworthy of these early changes was the pronun­
ciation of the sound kw (or qu) as p, and likewise of nkw, gw, ngw 
as /lip, b, mb. The ancient Elvish word ninkwi "white" (ninque' in 
Quenya) was, in Sindarin and Lossidilrin alike, nimp; the Sindarin 
word peth "word" (Q. quetra) corresponded to Lossidilrin petro 
They also lost the y-sound in the initial combinations ry, dy, !y, ny; 
as in S. and Los., narn "tale," against Q., nyarna, or S., teilien, Los., 
teli, "game, play" against Q., ryalie: 

The languages ancestral to Lossidilrin and Sindarin began to 
develop separately during the Great Journey, when the ancestors 
of the Sin dar crossed the Misty Mountains, and the ancestors of 
the Lossidil remained in the Vales of Anduin. Subsequently some 
changes occurred that were common to both the Lossidil, and 
their cousins, the Nandorin (Silvan) Elves who later dwelt in 
L6rien and northern Mirkwood. Among these was the change of 
a long Ii to 0; as in Silvan thor "slender," Los., t'or; or Silvan l6ri­
"golden light," Los., lor. (After many years and changes this 
sound was also altered to 0 or 6 in some positions in Sindarin; but 
its basic form had changed to, and remained au, as inglaur" gold"). 

In other ways the Lossidilrin changed parallel to Sindarin. 
For instance, both Lossidilrin and Sindarin altered long i and 
6 to i and u; compare Lossidilrin k'ir "lord" and Sindarin hlr; 
Lossidilrin k'up "bay" and Sindarin hUb. Both also altered 
original oi to ui: compare Quenya oio "ever" and both Sindarin 
and Lossidilrin ui. [See Chart II] 

CHART II: VOWELS* 

Ancient 
Elvish Lossidilrin Sindarin Example 

a 0 au, 0 Los. yor = S. iaur, ior- "old" 
Los. air = S. aer " " at at ae sea 

au au au, 0 Los. rauk = S. Taug, -11)g "demon" 

eu, tU 1U y Los. miul = S. my I "gull" 

*Lossidilrin and Sindarin generally agree in the vowels, a, e, 
i, 0, u, (though these are always short in Lossidilrin, even 
when they are long in Sindarin) and the diphthong ui. 

The Lossidil soon became separated from the early Silvan 
Elves, and for long years their tongue developed alone, with little 
or no contact with the languages of other Elves. The Lossidil 
regarded their language as a precious heritage, and guarded it 
carefully, keeping it from the changes of the passing years. 

They could not halt its growth; but it was slow, and they 
retained many sounds and forms of the ancient language of the 
Eldar that were lost in the speech of other Elves. They preserved, 
for instance the sounds k', p', t' (sometimes written kh, ph, th) that 
were changed in Quenya and Sindarin. Lossidilrin k'it'''mist,'' for 
instance, corresponded to Sindarin. They also distinguished 
these sounds from sk, sp, st (often confused in both Q. and S.), 
saying spang "beard" for Sindarin jang. 

In other respects, the Lossidil innovated. They created new 
sounds, similar to the English ch in church and sh in shoe from the 
ancient Elvish sounds of ky, khy, sy, which were changed otherwise 
by the Noldor and Sindar; so where the Noldor said rye/pe- for 
"silver," and the Sindar celeb, the Lossidil called the metal chelep; 
and where the Noldor said hyarnun for "south," and the Sindar 
harad, the word the Lossidil used was ch'arat. [See Chart III] 

Lossidilrin remained much more conservative than Sindarin 
in its treatment of medial and final consonants, which were much 
changed in Sindarin (both alone and in combination), but very 
little changed in Lossidilrin [See Charts IV and VJ. 

CHART III: INITIAL CONSONANTS* 

Ancient 
Elvisb Lossidilrin Sindarin Example 

gy .................. y .................... g ..................... Los. yell = S. gell "joy" 
h .................... g .................... - ..... Los. gektat = S. eithad "insult" 
k .................... k .................... c ............... Los. kirt = S. certh "rune" 

kh .................. k' ................... h ................ Los. k'elek = S. heleg "ice" 

khy ............... ch' ................. h ....... Los. ch'arat = S. harad "south" 

ky .................. ch .................. c ........... Los. chelep = S. celeb" silver" 

m-r ............... mr ................. br ............ Los. mrok = S. brog "bear" 

ph .................. p' ................... f .......... Los. p'irn = S. jirnen "faded" 

sk ................... sk .................. h ................. Los. skelm = S. he!!" fur" 

sky, sy .......... sh .................. h ........ Los. shapat = S. habad "shore" 

sl .................... skI ................. lh ....... Los. skluk = S. /hUg "dragon" 

sp, skw ........ sp .................. f ..... Los. sparond = S. jaron "hunter" 

sr ................... str ................. rh ....... Los. striw = S. rhlw "winter" 

st ................... st ................... th .......... Los. stebun = S. tham "hall" 

sw .................. sw .................. hw ..... Los. swest = S. hwest "breeze" 

th ................... t' .................... th ....... Los. t'and = S. thand" shield" 

w .................... w ................... gw, g Los. wekt = S. gwaith "people" 

y ..................... y .................... i .................... Los. yor = S. iaur "old" 

*Lossidilrin agrees with Sindarin in the initial consonants b, 
d, g, I, m, n, p, r, s, t. 
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CHART IV: FINAL CONSONANTS* 

Ancient 
Evish Lossidilrin Sindarin Examples 

-b- -b -£ -w Los. ycb = S. iaw .. fiuit;" Los. dab = S. ddj 

-d- -d 
-g- -g 
-h- -g 
-k- -k 
-kk- -kk 
-m- -m 

-mb-. 

-dh 

-g 
-ch 

-f, -w 

II pennission" 

Los. sid = S. sfdh "rest. peace" 

Los. log = S. 18 "swamp. fen" 

Los. teg = S. ti "way" 

Los. mrok = S. brog "bear" 
Los. lakk = S. lach "flame" 
Los. talm "tundra" = S. ta.if"fIatland;" 
Los. kaim = S. caew "resting place" 

-ngw- -mb -m Los. limb = S. lim "fish" 

-nk- . -nk -nc Los. lank = S. lanc "neck" 

-nd- -nd -nn. -nd Los. land = S. land. lann "wide" 

-p- -p 
-5- -5 

-55- -55 

-t- -t 

-tt- -rt 

-b 

-5 

-d 
-th 

Los. irip = S. ereb "lonely" 

Los. olos = S. 81" dream. vision" (earlier 010) 
Los. rass = S. ras "horn. peak" 

Los. laikatat = S. laegadad "greening" 

Los. gott = S. goth" enemy" 

*Lossidilrin agrees with Sindarin in the final consonants -I. 
-mp. -no -nd. -ng. -nt. -r. -st. -w. The Sindarin treatment of 
medial consonants generally resembles that of the final 
consonants. 

CHART V: COMMON CONSONANT COMBINATIONS 

Ancient 
Elvisb Lossidilrin Sindarin Examples 

rp. rt. rk .... rp. rt. rk .... rph. rth. rch .. Los. gun = S.gunh "death" 

Ip. It, lk ...... Ip. It. lk ..... Iph.Ith.Ich .. Los. k'elkoi = S.lxldJUi "icy" 
-akt- ............ -akt ............. -aeth ............. Los. nakt = S. naeth "biting' 

-ekt- (final) .. -ekt ............. -aith ........ Los. wekt = S.gwaith "people" 

-ekt-(med.) . -ekt- ........... -eith- ........ Los. ekttl = S. eithel"well" 

-okt- ............ -okt ............ -auth ............. Los. okt = S. auth "war" 

-ukt- ........... -ukt ............ -lith or -uith .... Los. !ukt = S. IUth "spell" 

Loss oj Final Syllables 
Like the Sin dar. and perhaps about the same time. following 

the first rising of the sun. the Lossidillost the final syllables of 
all their words. Thus where the Noldor preserved the ancient 
word loss .. ; "snow." the Lossidil said loss. as did the Sindar. 

As the final syllables were lost. the final consonants of certain 
consonant clusters which now became final turned into full 
syllables in their own right. -r. -I. -no -yo and -w becoming -ur. -
ul-. -un. -i. and -w. 

Compare Los. kiri"ship" withS. cair(Q. cirya). Los. kuru "skill" 
with S. curu (Q. curwe). Los. tegun "high summit" with S. tam 
(ancient *tahna). 

Umlaut 
Shortly thereafter occurred the Lossidilrin "umlaut." a regular 

change of the vowels a. e. and 0 to e. i. and u respectively. It occurs: 

I) When a word originally ended in a -u or an -i. now lost. as 
is the case with most plurals: the plural of orot "mountain" 
is urut "mountains." from an older *oroti. When the vowels 
in a word are already either i or u. the plural normally has 
the same form as the singular; when the distinction must 
be made. it is sometimes done by means of the suffix -as 
(= Sindarin -ath). 

2) In syllables preceding an existing -u- or -i- in an 
uncompounded word; this includes the -ur. -ul. and -ri-. -li­
arising from syllabic -r- and -1-. E.g. mekul"sword" from an 
older *makul. 

3) In attached prefixes preceding an element containing -u- or 
-i-. E.g. embluk "dragon" from older *ambluk; ittir "spy" from 
older *ettir. 

4) Before suffixes containing -u- or -i-. E.g. irip "alone" (cf. 
eroi "first"); kelin "bright" (c( kal"light"); idilrin "elvish" 
(c( edel "elf')' 

RULES FOR FORMING LOSSIDILRIN NAMES 

Compounds 
Snow-elvish names. much like other Elvish names of archaic 

form. are commonly compounds of two or more elements. In 
these cases the second element is the primary one. which the first 
element modifies. The first element may be an adjective. in which 
case the translation is transparent: e.g. morn-ost "black fortress." 
Or it may be a noun. in which case the first noun has some sort 
of modifying function. which can usually be translated with a 
prepositional phrase: loss-edel"snow elf. elf of the snow;" sark-pel. 
"graveyard. garth of graves;" loss-nakt "snow-biting. biting (done) 
by snow;" nor-talm "fire tundra. tundra with fires." It can also be 
an adverb. as in ui-k'it' "evermist." 

Modification oj Final Consonants in Compounds 
In most cases the clements of the compound retain the same 

form that they have as single words; this often produces surpris­
ing sequences of consonants. as in embk'ir "high lord." airsparond 
"sea-hunter" (though the last was sometimes pronounced 
aisparond). But in a few cases they are modified. especially when a 
final stopped consonant precedes a related stop; e.g. when -p or -
b precedes b- or p-. or when -t or -d precedes -d or -to In these cases 
only the second clement is preserved: as in galad-tor "tree-lord" 
which becomes galator; nimp-brit' "white rubble" which becomes 
nimbrit'; gond-talm "stone tundra" which becomes gontalm. Words 
whose beginning isstr- or skl- (from older *sr-. *sl-) normally reduce 
to r- or 1- when they are the second clement in a compound. 

Umlaut in Compounds 
Even when the second element of a compound contains -i- or 

-u-. umlaut normally does not occur in the first member if it is 
a noun. adjective or verbal derivative. Exceptions occur when the 
second clement has virtually become a suffix; e.g. the endings -dir. 
-rimb. [See Chart VI] 

Phrases and Prepositions 
Some names are short phrases. separated by a word-break. In 

these cases it is usually the second word which modifies the first. 
If it is an adjective. it follows immediately after the noun. just as 
in Sindarin: e.g. K' up Spalastal "Foaming Bay." But if it is a noun. 
it is must be preceded by a preposition. normally u- "of:" e.g. Ektel 
u-Morngott "Well of Morgoth." Ambon u-Embluk "Dragon's 
Hill." If the second noun begins with u-. however. the preposition 
u- becomes w-: T alass w-Uik' ell "Plain of Everlasting Ice." 

The preposition u- can be added to the singular and plural 
articles i and in to produce the combined forms ui. uin "of the;" 
K'up ui K'ellorotkaim "Bay of the Iceberg-bed." K'iriss uin 
Nutumun "Rift(s) of the Underdeeps." 

Sometimes other prepositions such as na "to" and imb 
"between" are used; the vowel in na is elided when it precedes 
another vowel. as in Pendrat n' Utumun "Stairway to Hell." 
Any preposition can be combined with an article. as in Imbin­
K' ellurut "Between the Icebergs." 



CHART VI: COMPARISON OF SOME LOSSIDILRIN AND SINDARIN SUFFIXES 

Lcssidilrin Sindarin Function Examples 

-al ................. -01 .................... forms present participles ......................................... , ....................... Los. spawstal = S. jalthol "spuming" 
-as ................. -ath .................. forms collective plurals ............................................................................ Los. limbas = S. limmath "fish" 
-ass ............... -ath .................. forms abstract nouns .................................................................... Los. tawss = S. talath "flatness, plain" 
-ass ............... -as .................... forms abstract nouns ......................................................................... Los. lustass = S. lostas "desolation" 
-at ................. -ad ................... forms gerunds, abstract nouns ..................................................... Los. wikatat = S. wegadad "greening" 
-dir* ............. -dir, -nir ......... masculine ending ................................................................................... Los. ikdir = S. echnir "spearman" 161 
-il* ................ -el, -iel ............ forms present participles ............................................................................. Los. p'iril = S.jiriel "fading" 
-in* ............... -en, -in ............ forms adjectives .................................................................................... Los. t'aurin = S. thorm "forsaken" 
-ip* ............... -eb ................... forms adjectives ................................................................................................. Los. irip = S. ereb "lonely" 
-iss* .............. -eth .................. feminine ending ...................................................................................... Los. olosiss = S. 6leth "visioness" 
-iss* .............. -ith .................. forms abstract nouns ....................................................................... Los. kiriss = S. cirith "cleft, cutting" 
-it* ................ -ed ................... forms gerunds, abstract nouns ..................................................................... Los. kin it = S. cmed "sight" 
-k' ost ............ -hoth ...... : ........ forms collecti ve nouns referring to nations or tribes ........ Los. lossk'ost = S. lossoth "snow-people" 
-oi ................. -ui .................... forms adjectives ............................................................................................... Los. k'elkoi = S. belcbui "icy" 
-ond ............. -on ................... ending of agent (masc.) .......................................................................... Los. sparond= S.jaron "hunter" 
-rimb* .......... -rim, -lim ....... forms collective nouns referring to nations or tribes .......... Los. naukrimb = S. naugrim "dwarves" 

Los. idilrimb = S. edbellim "elves" 
-rin* ............. -ren, -len ........ forms adjectives ........................................................................................ Los. idilrin = S. edbellen "elvish" 
-ur* ............... -or ................... forms agent nouns .............................................................................. Los. mekur = S. magor "spearman" 
-wekt ............. -waith .............. forms collective nouns referring to nations or tribes ............................................. Los. p'orotwekt = S.jorodwaitb 

"people of the north" 
-0 = causes umlaut. 

A SINDARIN-LOSSIDILRIN CONCORDANCE 

Sindarin Translation Lossidilrin Sindarin Translation Lcssidilrin 

Aeglir Arvethed ..... Line of Peaks without End .... Aiklir pen Mittit Forodwaith** ......... Northern Waste/Folk ................. P' orotwekt 
Aeradar Iatrr .......... Old Sea-father .............................. Airatar Yor Fuindir ................... Shadow-man .. , .... , .. " ......... , ...... " .. " .... P'uindir 
Acrfaron* ............... Sea-hwlter ..................................... Airsparond Fuinhoth ................ Shadow-men ................................... P' uink' ost 
Acrfaroth* ............. Sea-hunters ................................... Airsl'ark' ost Gondalf ................. Stone Tundra ................................... Gontalm 
Acrraw ................... Sea-lion ................................................. Airrow Grodbrog .............. Cave Bear ....................................... Grot-rrrrok 
Aerroe/ Aerrawath .. Sea-hons ........................................... Airrowas Gredbryg/ ............. Cave Bears ..................................... Grot-rrrruk 
Amon Anlug ......... WOlID'S Hill ..................... Ambon u-Embluk Gurthul .................. Deathwind ...................................... Tulugurt 
Anghir ................... River of Angmar .................................. Angsir Hclechoth*** ......... Icemen ........................................... K' clekk' ost 
Angmar ................. lronhome ............................................. Angbar Helecthil ................ Icc-radiance ....................................... K' elekt'il 
Caew-i-Olddolach ... &rg Cradle Bay ....... (K'up ui-) K'ellorotkaim Hclegon*** ............ IceJ11aI1 ............................................. K'clekond 
Canadras ................ Four-hom ......................................... Kanatrass Helegvyl ................ Ice Seagull ....................................... K' clekmiul 
Ciridl-i-Nudevyn ... Rifts of the Underdecps .... Kiris.~ uin-Nuttunun Hclegvylath ........... Ice Seagulls .................................. K' elekmiulas 
Daerais/Daerassath ... Bighorns ................................................ Dairress Hellodl .................. Iceflower ............................................ K'eleklut 
Dacras .................... Bighorn ............................................... Dairrass Helneryth .............. Ice Giants ....................................... K' ellnurut' 
Dor Bendor ........... Land without Land ................... Dor pcn Dor Helnoroth ............. Ice Giant ......................................... K' ellnorot' 
Durlach ................. Darkflame .......................................... Durlakk Hichaehn ............... MiSllnere ............................................ K'it'ai!in 
Eithel Morgoth ..... Morgoth's Well ................. Ektel u-Momgott Hub Bcriannen ...... Protected Bay .............................. K'up Beryan 
Emyn Nirnbrith .... White Rubble Hills ......... Embun u-Nirnbrit' Hub Ereb .............. Lonely Bay ........................................ K'ul' lrip 
Ered Muil .............. Bleak Mountains ............................ Urut Muil Hub Falthol .......... Spouting Bay ............................ K'up Sl'alastal 
Ercd Luin .............. Blue Mountains .............................. Urut Luin Hub Forochcl ....... Bay ofForochei .................... K'up P' orwok' ell 
Ered Rhivanlat ...... Edge of the World Mountains ......... Urut u- Hub Helcharaes .... Bay of Cracking Ice ............. K'up u-K'elkraks 

Ambarrim 
Ered Umarth ......... MOWltains ofIll-fate ............ Urut w-Umbart 

Hub Helchui ......... Icy Bay ......................................... K'up K'cIkoi 
Hub Lostas ........... Bay of Desolation .................... K'up u-Lustass 

EverdaIf ................. Herd Tundra .................................. Emcrtalm Infirith ................... Fading Mind ...................................... P'irilind 
Evcrhir ................... Herd River ......................................... Emersir 16ringath ................ Cold Wheat ................................... Ringyobas 
Fanrog ................... Demon Whale ............................... Raukp' ant Lamthanc .............. Forked Tongue ................................ Lambrist 
Fenrocg/Fanrogath .. Demon Whales .................................... Raukp'ent Lhuchir .................. Dragon River ..................................... Skluksir 
Forochel ................ Northern Ice-sheet ........................ P'orwok'cll LindaIf ................... Fen Tundra ........................................ Lintalm 
Forodon** ............. Man ofForodwaith ....................... P'orotond Lindor ................... Song Lord ............................................. Lintor 

LiImarchurras ......... Peak ofIndomitable Song ...... Rass u-Lind Pentur 
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5indarin Translation Lossidilrin 5indarin Translation Lossidilrin 

L6dalf .................... Wash Tundra ................................... LogtaIm Ningarach .............. Wet Jaws ....................................... Ninkarakk 

Losbrog ................. Snow Bear ....................................... Los-mrok Gleth ..................... Visioness ............................................. Olosiss 

Losson- ............. Snowman .......................................... Lossond Olfain .................... White Vision ................................. Nimpolos 

Lossoth- ........... Snowmen .......................................... Losk' ost Orod Ccrthas ........ Rune Mountain ........................... Orot u-Kirt 

Lossligened ............ Snow-blindness .............................. Lossukinit Pendrath na-Udtln ... Stairs to Hell ....................... Pendrat n' -Utumun 

Lothrandir ............. Snow-wanderer ............................... Losrandir Rast Losnaeth ....... Cape of Biting lee ................. Rast u-Lossnakt 

Lothrandiriath ....... Snow-wanderers ........................... Losrandiras Sarchbel-i-Fannath ... Graveyard of Whales ............ Sarkpel uin-P' antas 

Lysbreg/ T alath Uichel ........ Plain of Everlasting lee ......... T a1ass w-Uik'e11 

Losbrogath ............ Snow Bears ...................................... Los-mruk Thamlanc .............. Hallmaw ........................................ Stebunlank 

Magloth ................. Rower-eater ......................................... Meklut Thanglim .............. T urtlefish ....................................... T andlimb 

Mcglyth/ Thaunmg .............. Detestable Monster .......................... T aunmg 

Maglothath ........... Rower-eaters .................................... Meklutas Thcrnlenc .............. Hallmaws ...................................... Stebunlenk 

Minheidolath ........ Between the Bergs ................... Imbin-k' ellurut Thenglim ............... T urtlefish (pI.) ............................. T andlimbas 

Momost ................ Black Fortress .................................... Momost Thilgon ................. Radiance-commander ......................... T ilkon 

Narthalf ................. Fire Tundra ....................................... Nortalm Thorenaer .............. Forsaken Sea .................................... T aurinair 

Naur Fimen .......... Faded Fire ....................................... Nor P'irn T 01 Ely .................. Isle of Visions ............................. Toll w-U1us 

Nestador ............... Lord of Healing ................................ Nestator T orogmar .............. T rollhome ....................................... T U!1.Jkbar 

Uichith .................. Evennist ................................................ Uik'it' 

Notes: 

Adjectival forms for Ethnic Names: Sindarin sing./Sindarin pI. (Lossidilrin) 

"Aerfarothren/ Aerferethrin (Airsperk' ustrin) 

""Forodren/Feredrin (P' urutrin) 

"""Helegren/Helegrin or Helechothren/Hclcchcthrin (K'i1ikrin or K'ilikk'ustrin) 

""""Lossothrcn/Lessethrin (Lusrin or Lusk' ustrin) 

14.6.3 QUENYA 
The High Elven tongue of Valin or is spoken in Forodwaith 

only by the Noldor of Evermist, and even then it is not used in 
everyday speech. However, since many aspects of the Cuivicmar 
and its mission are known to the Snow-elves (and because the 
Noldor themselves often speak Sindarin in non-ritual contexts), 
a brief concordance of some Quenya terms is provided below. 

Quenya Translation 5indarin Lossidilrin 

Cuivicmar ........ Lodge of Awakening .. Bar Echui ........ Bar u-Kuiw 

(Ear) Ekkaia ...... Encircling Sea ............ (Aer) Echaer (Air) Etkair 

Laicatale ........... Greening ................... Laegadad ............. Laikatat 

Olortic .............. Vision Path .............. Olven ................... Olosteg 

Olortier ............ Vision Paths ............ Elvin ..................... Olostig 

T uile Ardava ..... Spting of Arda ........... Ethuil en Ardhon . T uiI u-Ard 

Tuile Yavannava . Spring ofYavanna ..... Ethuil Ivann ... T uiI u-Yabann 

Yavannire ......... Y avanna' s Tear ....... I vannir ............... Yabannir 

Yavanniri ......... Y avanna' s Tears ...... I vanniriath .... Yabanniras 
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14.7 
SCENARIOS FOR MECCG 

The foUowing'scenarios. for the MiJdle-earlh Collectible 
Card Game present you, the player, a new way of adventur­
ing in Middle-earth. Sprung from the standard MECCG 
game, these scenarios more specificaUy chronicle some of 
the conflicts, personalities and locations of the Northern 
Waste presented earlier in this book. 

For those of you unfamiliar with the card game, we en­
courage you to find a deck or two, assemble your cards, 
and play. Can't get your MERP group together tonight, but 
hanker for some Middle-earth adventuring? These scenarios 
are the perfect way for you and your friends (or just you­
there's a solitaire!) to experience the richness of Middle­
earth without all the preparation. MECCG also allows you 
to interact with the some of the grander events and themes 
explored in this module in new ways not always accessible 
through MERP, so be prepared for some surprises! 

For those of you who know the card game already, and 
are here specifically for these scenarios, welcome! These 
scenarios offer you an opportunity to game in this new 
region of Middle-earth, and to recreate its stories. We hope 
that after playing these scenarios you will flip back to the 
main section of this book to read in more detail about 
those places and peoples that make the Northern Waste a 
land so rich in culture and history, and a perfect place for 
exciting adventures. 

Three card game scenarios exploring the land, peoples 
and plots of this northern corner of Middle-earth are pro­
vided. To this end, new sites and regions have been scripted, 
and are listed below. These new location cards are not of­
ficial MECCG cards (as of the publication of The Northern 
Wtlste) and, as such, may not be included in sanctioned 
tournament play. A map showing these new regions and 
sites is provided on the map insert that comes with this 
book. 

REGIONS 
There are eleven new regions which make up the lands. 

of Forodwaith. Those regions designated "double wilder:' 
ness" are considered a single region for all other purposes, 
but have" double wilderness" as their site path for playing . 
creatures and for interpreting hazard effects which allow 
the play of creatures and facilitation of attacks. 

Dor Bendor: Double Wilderness 
East Bay of Forochel: Coastal Sea 
Ekkaia: Coastal Sea 
Everdalf. Wilderness 
Gondalf. Double Wilderness 
Lakeland Oirvimaa/Lindalf): Wilderness 
Minheldolath: Wilderness 
Narthalf. Shadow-land 
Rast Losnaeth: Wilderness 
Thorenaer: Double Wilderness 
West Bay of Forochel: Coastal Sea 
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There are 16 new sites introduced for the purposes of 
playing the scenarios. Though many more candidates for 
new sites were available, these 15 were chosen as the most 
meaningful in terms of playing the game. Each of the new 
sites listed below (except for The Under-forges) is pre­
sented in the following format: 

Name of Site (type of site) Region 
Nearest Haven: 
Playable: (if any) 
Automatic-attacks: (if any) 
Special: (if any) 

Achrond (Ruins/Lairs) Gonda!f 
Nearest Haven: Evermist 
Playable: Information, Items ( minor) 
Automatic-attacks: Wolves - 3 strikes with 7 

prowess 

Amon Anlug (Ruins/Lairs) Lakeland 
Nearest Haven: E vermist 
Playable: Items ( minor, major) 
Automatic-attacks: Drake - 2 strikes with 10 

prowess 
Special: contains a hoard 

Bernastath (Ruins/Lairs) Everda!! 
Nearest Haven: Rivendell 
Playable: Items (minor, major) 
Automatic-attack: Men - 4 strikes with 6 prowess 

Canadras (Ruins & Lairs) Thormaer 
Nearest Haven: Evermist 
Playable: Items (minor, major, gold ring) 
Automatic-attacks: Drake - 1 strike with 13 prowess 

Ei Missa (Ruins/Lairs) Gonda!! 
Nearest Haven: Evermist 
Playable: Information, Items ( minor) 
Automatic-attacks: Wolves - 2 strikes with 7 

prowess 

Eithel Morgoth (Shadow-hold) Nartha!! 
Nearest Haven: Evermist 
Playable: Items (minor, major, greater) 
Automatic-attacks: Trolls - 3 strikes with 9 prowess 
Special: Any creature otherwise playable at any 

Under-deeps site may be played here. 

Evermist (Haven) Minheldolath 
Site Path From Grey Havens: 0 Q Q (j) 
Site Path From Rivendell: (j) (1) (IJ Q (I) 

Hyvat Kalat (Border-hold) Lakeland 
Nearest Haven: Evermist 
Special: Lossoth faction is playable at this site. 

Kylmatalo (Ruins/Lairs) Rast Losnaeth 
Nearest Haven: E vermist 
Playable: Information, Items (minor, major, greater*) 

* -palant{ri only 
Automatic-attacks: Trolls - 2 strikes with 9 prowess 

Leiri (Border hold) Everda!f 
Nearest Haven: Rivendell 
Special: Lossoth faction may be played at this site 

Mornost (Shadow-hold) Nartha!f 
Nearest Haven: Evermist 
Playable: Items (minor, major, greater) 
Automatic-attacks (2): Orcs - 4 sttikeswith 8 

prowess, Orcs - 3 strikes with 9 prowess . 

Orod Certhas (Ruins/Lairs) Thorenaer 
Nearest Haven: Evermist 
Playable: Information 
Automatic-attacks: 

Spi!its of Ice and Cold*- 2 strikes with 7 prowess 
-Though not Undead, resources which affect 

Undead also affect these Spirits. 

Pendrath na-Udiin (Shadow-hold) Nartha!f 
Nearest Haven: Evermist 
Playable: Items ( minor, major) 
Automatic-attacks: Drake - 1 strike with 12 prowess 

Ruskea Vene (Border-hold) Forochel 
Nearest Haven: Rivendell 
Special: Lossoth faction may be played at this site 

Thaurung (Ruins/Lairs) Forochel 
Nearest Haven: Rivendell 
Playable: Items (minor, major) 
Automatic-attacks: Animals (death shrews) -

7 strikes with 4 prowess; the body check of any 
character wounded by this attack is modified by 
+2 

The Under-forges (Shadow-hold) Under-deeps 
Adjacent Sites: Eithel Morgoth (0), 

The Iron-deeps (6) 
Playable: Items (minor, major, greater) 
Automatic-attacks (2): Orcs (1st attack) - 4 strikes 

with 8 prowess, (2nd attack) Opponent may play 
as an automatic-attack one non-unique hazard 
creature form his hand normally keyed to Ruins & 
Lairs 

Special: Any Drake may be played here. 

f 
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r 14.7.1 THE COL~ OF ANGMAR 

t1 (~ .. in summer his power wanes; but now his breath is deadly, and his cold arm is long." 

-The Return of the King, p. 322 

The land of Forodwaith has suffered long under the icy grip of sorcerous evil-once crushed under the thumb of 
black Morgoth, it is now tortured by the dreaded Witch-king of Angmar. His dark magics send forth clouds of frosty 
death upon the Northlands, and creatures of Darkness bound from the ,biting winds to attack those Free Peoples who 
struggle to survive in the cold expanses of this land. 

V oteli, a lielajii among the Lossoth, knows her land will die under the cold fist of Angmar. And she knows the fell 
prophecy: that no living man may hinder the Witch-king. Glorfindel was not the first to utter it when he counseled 
Earnur on the battlefield of the North: the mystics of Evermist had long foreseen it, and similar foretellings had 
circulated among the viisaat and henkinimittajiit of the Lossoth. Yet there was a ~ise one, a grandmother of grandmqthers, 
who revealed to Voteli a flaw: that she, Voteli, a woman, is no living man-she may be the one to bring an end to the 
Lord of the Nazgut. 

So Voteli has ~en it upon herself to venture into the warm lands of the South, to gather brave warriors, weapons of 
might and powerful armies to attack the Witch-king in his citadel at Carn Dum. Only when she, woman of the Lossoth, 
has dispatched the Witch-king and has ended his evil magic will the suffering of her land end. 

This is a solitaire scenario, for one person to play alone. 

OBJECTNE 

You, Voteli, must meet the Witch-king in single com­
bat and defeat him. A difficult task for any, but you must 
face him in his own citadel, protected by his elite guard, 
and surrounded by his own artifacts of power. Therefore, 
you must scour the land for brave warriors willing to ac­
company you on this seemingly suicidal quest, gather weap­
ons and other powerful items to assist you against the 
Witch-king and his guard, and convince the peoples of 
Middle-earth to send armies to defend you as you assault 
CarnDum. 

DECK CONSTRUCTION 

You will need the following: 

I) Two starting characters: one of which is Voteli, the 
other can be any character with a mind of 5 or less. 

2) One starting minor item of your choice for each 
character. 

3) A resource deck of 25 cards of your choosing. This 
may include up to 6 other characters (including one 
copy of one Wizard), plus any items, factions, allies 
or resource events. You may have no more than three 
of each non-unique card. 

4) A hazard deck of 30 cards, divided as follows: 
• 20 hazard creatures, 10 keyed to Wilderness/ 

Double Wilderness,S to Free-domains/Border­
lands,S to Shadow-Iands/Dark-domains; 

• 10 other Hazard event cards of your choice 
(including corruption cards, Nazgul, Dragon 
Ahunt manifestations, etc.); 

• You may use no more than three non-unique 
hazards in your deck. 

5) Site cards based on your resource strategy. These must 
include Lossadan Camp (starting location) and Carn 
DClm (ending location). 

6) A Witch-king deck (10 cards) which consists of: 
• Witch-king of Angmar • Doubled Vigilance 
• The Pale Sword • Redoubled Force (x2) 
• Rogrog • Doors of Night (xl) 
• Fell Winter • Angmar Arises 

7) A map of Middle-earth or appropriate region cards. 

SETUP 

Voteli begins play at Lossadan Camp. Place the Carn 
Dum site card at the top of the play area and the Witch­
king deck beside it. Cam Dum in all cases remains in play 
for the entire game. Draw 6 cards from your resource deck . 
for your starting resource hand. Your hand size is 6 for' 
this scenario. 

TURN SEQUENCE 

I) Untap Phase 
• Turn over the top card from the Witch-king deck 

and place face up next to Cam Dum. 
• Follow the Untap Phase procedure normally 

otherwise. 

2) Organization Phase 
• Transfer any items between characters. 
• Bring in one character, if enough general influence 

is available. For this scenario, you have 25 general . 
influence. 

• Reorganize your companies. 
• Select your destination site. If the Witch-king has 

been revealed, you may choose Cam Dum as your 
destination site. Only then may you choose Cam 
Dum. 

3) Long-event Phase 

• Play any resource long-events. 



4) Movement/Hazard Phase 
• Draw 2 plus the number of resource cards indi­

cated on the destination site. 
• Draw the number of hazard cards indicated on the 

destination site, and put them in a hazard hand. 
The hazard hand size is 5, but there are no cards in 
it at the start of the game. 

• Play any hazards which are playable based on the 
indicated site path, up to the hazard limit for the 
company. Choose the order of hazard cards to be 
most dangerous to the company (such as another 
Orc attack before an Ore-lieutenant; ora Despair oj the 
Heart before a Cave Drake). Resolve attacks using 
Standard Rules (but see below for additional 
Special Rules). 

• At the end of the movement/hazard phase, discard 
or draw to the hand size of both the resource and 
hazard hand, 6 and 5 respectively. 

5) Site Phase 
• If the company is at Cam Dfun (the final turn), 

follow the steps in "The Assault on Cam Dum" 
section below. 

• Otherwise follow the Site Phase procedure using 
Standard Rules. 

6) End of Turn Phase 
• You may chose to discard I resource card, and then 

draw to return your resource hand to 6 cards. 

\ THE WITCH-KING DECK 

\

1, This deck of 10 cards represents the Witch-king's in-
crease in power over the course of the game. As V oteli 
struggles to assemble aid, the Witch-king gains awareness 

}

' of the threat against him, and he prepares for her. 
, Turn over I card from this deck at the beginning of each 

of your turns. Place them all in a row next to Cam Dum. 
When the Witch-king is revealed, V 8teli may face him 

j that turn, or wait until the following turn, making one last 
l attempt to gather resources the turn he is revealed. She r must move to Cam Dum and face him by the end of the 
J next turn. (As a note, Voteli will not want to stray too far 
, from the vicinity of Carn DUm for fear she may not be 
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able to race back in time when the Witch-king is revealed.) 
If any card from the Witch-king deck would otherwise be 
discarded, shuffle it back into the Witch-king deck. 

THE ASSAULT ON eARN DUM 

After the Witch-king appears in his citadel, V 8teli may 
move to Carn Dum. Follow the normal rules for the move­
ment/hazard phase. At the site phase, the following will 
occur: 

Assaulting the Citadel (facing the automatic-attack): 
If Doubled Vtgdance is revealed, you must follow the in­

structions on that card before facing Cam Dum's auto­
matic-attack (for this scenario, Doubled Vtgilance can legally 
be played, and must be played, on Cam Dum)' The Doubled 
VigtlanCf attack may be canceled. Carn Dum's normal 

automatic-attack is Orcs--4 strikes with 7 prowess. In this . 
scenario, this attack cannot be canceled. Therefore, the com­
pany will have to face this attack, and face it alone, unless 
they have successfully recruited armies to fight this battle 
for them. 

Each faction you have successfully played reduces the 
number of strikes and the prowess of this automatic-attack 
by 2. Remaining strikes will be faced by the company. 

Defeating the Witch-king's personal guard: 
If Rogrog has been revealed, the characters must fight him 

before facing the Witch-king. This attack cannot be can­
celed. Anyti~tapped character may choose to face him. If 
no other characters are untapped, Rogrog will attack V oteli. 
If Rogrog is defeated (the strike is defeated), he is removed 
from the game. In addition, if Rogrog is destroyed (his body' ' 
is also defeated), the Witch-king suffers a -4 to his prow-
ess for the remainder of the turn. . 

Battle with the Witch-king: 
Here the Witch-king and Voteli meet in single combat. 

This may occur even if Voteli is tapped or wounded. Play 
this attack as a single strike on V oteli, which cannot be 
canceled. 

• Other characters in the company may support 
V8teli as normal. 

• The Witch-king's prowess will be modified by The 
Pale Sword if in play. 

• Resolve the strike normally otherwise. 
• If the Witch-king's attack succeeds, Voteli is 

wounded. Roll a body check for her. If it fails, 
Voteli dies and the game is over. If it succeeds, 
combat continues (though Voteli is -2 to prowess 
and - I to body for being wounded). 

• If the attack is defeated, roll a body check for the 
Witch-king (remember to reduce his body by half, 
and subtract any other modifiers). If the body 
check fails, V oteli wins. If it succeeds, combat 
continues (the Witch-king suffers no penalties for 
being previously wounded). 

• The battle continues until one or the other of the 
combatants is def~ated. This means there may be 
multiple attacks by the Witch-king on Voteli 
during this final site phase. 

SPECIAL RULES 

Marshalling Points 
Marshalling points do not count for this scenario. 

I'!fluence 
V oteli is considered to have a pool of 25 general influ­

ence which she may use to bring in characters. Characters 
may be brought into play at any site (including wizards). 
Wizards are considered to have a mind stat of 12 for this 
scenano. 
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Corruption 
V oteli has a +2 modifier to all corruption checks for 

this scenario. If Voteli fails a corruption check, the game is 
over (She has lost heart, and left her quest in shame.) If any 
other character (including a wizard) fails a corruption check, 
he is removed from the game, taking with him any items he 
bears. In this scenario, a wizard being corrupted does not 
end the game. 

Gates of Morning/Doors of Night /Twi[ight 
Doors oj Night may be dupllcatedfor this scenario. Gates oj 

Morning is considered to be in play until the first Doors oj 
Night is revealed from the Witch-king de:ck. A Doors oj Night 
may be removed by Gatti oj Morning (or T wilight)-that single 
Doors oj Nigbt is shuffl~dback iritctthe Witch-king d~ck.lf 
more than one Doors oj Night is ih play when Gates oj Morning 
is played, one D~rs oj Night is shuffled back into the Witch­
king deck, and the, Gates oj Morning is discarded. The other 
Doors oj Night remains in play. 

Factions 
Each faction in play at the time of the assault on Cam 

Dum reduces the strikes and prowess of the automatic-at­
tack at Carn Dum by 2. 

Strike Sequencing 
For attacks labeled "Attacker chooses defending charac­

ters," strikes must be assigned in the following order: to 
Voteli (regardless of status), to wounded characters, then 
to tapped characters, then untapped characters. Other at­
tacks may have strikes assigned in any order, provided that 
all untapped characters are assigned strikes first. 

If an attack has more strikes than there are characters in 
the company, the additional strikes must be assigned as - I 
modifications to characters' prowess. Assign these modifica­
tions evenly among all characters in the company, then follow 
the order indicated above for "Attacker chooses" strikes for 
the re~ainder of the modifications. (Thus, if V oteli and Dori 
face an attack with 5 strikes, each would face one strike. Voteli's 
prowess would be modified by -2 and D6ri's by -I.) 

Long-events 
Resource and hazard long-events last for 2 turns in ~his·· 

scenario, except Fell ltInter in the Witch-king deck. This 
long-event, once revealed, remains in play for the remain­
der of the game. 

VICTORY CONDITIONS 

You win if V oteli succeeds in destroying the Witch-king, 
thereby breaking his grip of sorcery on her land. You lose if 
V oteli is killed or corrupted. 

A SAMPLE DECK 

Resources (25 cards) 

Blue Mountain Dwarves 
Elves of Lindon 
Lossoth 
Rangers of the North 
Wood-elves 
Black Arrow 
Habergeon of Silver 
Orcris!: 
Shield of lron:-bound Ash 
Sword of Gondolin 
Torque of Hues 
Barrow-blade 
Concealment 
Dark Quarrels· 
Dodge (x2) 
Fellowship 
Lapse of Will 
Marvels Told 
Muster 

Hazards (30) 

. Wilderness Creatures (10): 
Carrion Birds 
Cave-drake (x2) 
Dire Wolves (x2) 
Hobgobli~s 
Ore-patrol 
Ore-warriors 
Ore-raiders 
Wolves 

Free-domain /Borderland 
Creatures(5): 
Brigands 
Crebain 
Slayer 
Wargs (x2) 

Shad!>w-~d/Dai-k-domain 
Cteatures(5): 
Corpse-candle 
Ghouls 
Ore-lieutenant 

, Orc-warband 
Ore-watch 

Despair of the Heart (x2) 
Hoarmiirath of Dtr 
Lure of Expedience (x2) 
Minions Stir 
Muster Disperses 
Ren the Unclean 
Scorba Ahunt 
Wake of War 

Characters 

starting: 
Voteli with Black Arrow 
Beretar with Dagger of 
Western esse 

Wizard 
Radagast 

test of character pool: 
Thorin II 
Boromir II 
Glorfindel II 
Kili 
Celeborn 

Witch-king deck 
Witch-king ofAngmar 
Doubled Vigil~ce 
The.Pale Sword . 

~ 'Re~oubled Forc.e (x2) .. 
Rogrog 
Doors ~f~ig~.t (x2) 
Fell Winter. • C"C / 

Angmar~rises 

Carn 
Grey . 

. cLonen 
Rivendell· 

B~rrow-clo~ 
Blue Mountain Dwarf-hold 

Thranduil's Halls 
Zar#Dum 
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14.7.2 TO SEEK THE SEEING-STONES 

((".the ship had not reached the open sea when a great storm oj wind arose, and came with blinding snow out oj the North; and it drove the 
ship back upon the ice and piled ice up against iL.and in the night the iee crushed the hull, and the ship foundered. So perished Arvedui Last­
king, and with him the palant{ri were buried in the sea. JJ 

-The Return of the King, pp. 322 

Rumor has returned to Middle-earth that the palant{ri of Amon SUI and Annuminas, lost centuries ago in the ship­
wreck of King Arvedui in the icy waters of the Bay of Forochel, have resurfaced in the cold northern lands of Forodwaith. 
The Rangers of the North, remnants of the ruling house of the DUned~in,have called for those courageous enough to 
brave the harsh wastes and fearsome creatures of these northernmost reacheS of End or, to return the seeing-stones to the 
rightful heirs of Elendil's line. 

Assemble your party of brave characters at Bree and travel into the lands of Forodwaith, seek out the palant{ri, and 
return with them to the ruins of Weathertop, where you will rendezvous with the Rangers and deliver your prize.' 

This is an encompassing scenario for two or more players. Thus, players agree upon this scenario beforehand, and 
tune hazards and resources specifically for it. 

DECK CONSTRUCTION 

• Your play deck must include the following: Palant{r oj 
Amon sal, Palant{r oj Annuminas, 2 or 3 copies of the 
Lossoth faction, Rangers oj the North. Other resources 

1.

" appropriate for this scenario include: Bow oj Dragon-
horn, Arrows Shorn oj Ebony, valiant Sword, Habergeon oj 
Silver, Enruned Shield and Noble Hound. 

occurrences represents various tribes of the Lossoth. 
Lossoth factions are playable at the following sites:' 
Lossadan Camp, Ligr Wodaizc Berne, Leiri, Ruskea Vene. 
When successfully playing a Lossoth faction, note the 
site where the faction was played. Only one Lossoth 
faction may be recruited at each site per game; once 
your opponent has recruited Lossoth at Lossadan 

~ 
• Your hazard deck should include a mix of creatures 

keyed to Wilderness and Coastal Seas. Hazard 
; . creatures most appropriate to this scenario are: 

Wolves, Orcs, Trolls, Men, Drakes (Cave-drake, lee-

1 
drake, Land-drake, Marsh-drake, Rain-drake, Sea Serpent, True 
Cold-drake, Wi'nged Cold-drake), Scorba (any manifestation) 
and other Dragons. Other types of hazards appropri­
ate for this adventure: Lost at Sea, Snowstorm, Long ltlnter, 

~ 
Fell ltlnter, From the Pits oj Angband, ltlthered Lands, the 
dark minions Elerfna and juoma, Rumor oj J#alth and 

: Dragon's Desolation. 

( SPEGAL RULES 
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Camp, for example, you may not recruit Lossoth there .. 
You may attempt to influence your opponent's 
faction, and if successful, play your Lossoth at that site 
(follow instructions for ltifluencing an Opponent's Faction, 
in the Standard Rules; any Lossoth faction card in your 
hand counts for "revealing an identical faction card"). 

• You may only store palant{ri at Weathertop, and only 
after you have successfully recruited the Rangers oj the 
North. It is not necessary to store the palanHri to win, 
but you must go to Weathertop to bid for victory. 

• Any creature which may be keyed to Forochel (the 
region) may be keyed to any of the new non-Coastal 
Sea regions given in the Northern Waste. Addition­
ally, Scorba Ahunt affects all of these new non-Coastal 
Sea regions. Ice-drake can be keyed to the new Coastal . 
Seas as well. 

VICTORY CONDITIONS 

After you have exhausted your play deck once, you may 
bid for victory from the Rangers at Weathertop if you 
have 20 marshalling points, at least one of the palant{ri, 
and at least one Lossoth faction in play. At this point, roll 
corruption checks for each of your characters. If you still 
have I7 marshalling points after these checks, the Rang­
ers return the seeing-stones to the rightful line of Elendil, 

I 
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• You may only travel in the new regions indicated 
below under "New Regions," and the following 
regions from Middle Earth: The Wizards: Arthedain, 
Rhudaur, Angmar, Forochel. (A map of the Northern 
Waste, with the new regions delineated, is provided 
on the back of the color insert.) You must use region 
movement. You may only move to the new sites listed 
below (site cards for these are also included at the 
back of this book) or to standard sites in the four 
regions listed above. Please note that these new 
regions and sites are not official Middle-earth CCG 
components; they are provided for your use with the 
scenarios in this book, or for further adventures in the 
far North that you may design. 

and you win automatically. If you have three Lossoth fac-· I 
dons in play, marshalling points for these factions are \ 

• For this scenario, you may include 2 or 3 copies of 
the Lossoth faction in your deck (but no more than 3). 
The faction is not considered unique, and its multiple 

doubled. Marshalling points for palant[ri are doubled if). 
you have both the Palant[r oj Amon Sui and the Palant[r oj 
Annuminas in play. 

.... 1',....,. 
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14.7.3 MOUNTAIN OF LORE 

" ... !t is whispered among the wise that the bones oj Orod Certhas are veined with the very power oj the Earth." 

-Lore of Evermist 

Far to the north, at the farthest extreme of the Bleak Mountains, rises Orod Certhas, Rune Mountain, repository of 
the knowledge of the ages. Word has returned to the wise sages of the wtt,mlands that only when the wisdom of the Free 
P~oples is stored there, at the very edge of Middle-earth, will it be safe from the destruction of the Lord of the Rings and 
his evil followers. 

Gather what lore you can, Oh adventurers, and brave the harsh cold of Forodwaith to bless Orod Certhas with your 
~~~ . , 

SPECIAL RULES 

• This is an encompassing scenario for two or more 
players. Thus, players agree upon this scenario 
beforehand, and tune hazards and resources 
specifically for it. 

• The following cards qualify as "lore" cards for the 
purposes of this scenario: Dreams oj Lore, Reforging, 
Book oj Mazarbul, Red Book oj Westmarch, Scroll oj Isildur, 
Dragon-lore, Lost Tome, Forgotten Scrolls, Knowledge oj the 
Enemy, Dark Numbers, Map to Mithril, vtin oj Arda, When 
you Know More and When I Know Anything? Naturally, 
you may include no more than 3 of each non­
unique lore card in your resource mix. Players have 
the goal of finding lore cards through the North~ 
ern Waste and bringing these to Orod Certhas for 
storage. 

• In all cases, the lore cards listed above may be 
stored only at Orad Certhas to receive their 
marshalling points (not at a Haven, Bag End, etc.). 
Orod Certhas is a new site created for this book. 
(See Section 14.7 above.) In cases where two 
marshalling point totals are listed (Book oj Mazarbu0 
only the first entry is used (Book oj Mazarbul only 
yields I marshalling point). 

• Lore cards with no marshalling point value (Lost 
Tome, Forgotten Scrolls) are each worth I marshalling 
point when stored at Orod Certhas. 

• Lore cards may be stored at Orod Certhas at the 
end of the site phase. 

• Which Might Be Lies may not be used in this scenario. 

VICTORY CONDITIONS 

When any player has stored at least 15 marshalling 
points of lore cards at Orod Certhas, he may petition the 
Council of Rivendell to acknowledge his deeds. After all 
opponents have completed one more turn, this Council 
begins. (The Council of Rivendell replaces the Council 
of L6rien in the game's final sequence.) At the Council, 
no corruption checks are made. The player who, at thi~ 
point, has the most marshalling points in lore cards stored 
at Orod Certhas wins. This player has made great ,sU:lUt:',s,··<f1 

for the future security of the Free Peoples. 

A VARIANT GAME 

For those of you who may not have access to the vari­
ety of "lore" cards from Middle-earth: Dark Minions (or 
who want a new challenge), try this variant: ' 

Special Rules 
• Your starting company must include at least I 

character with sage skill. 

• Include 5 Dreams oj we in your resource mix. 
• For this scenario, Dreams oj Lore may be stored at 

Orod Certhas. 

• Again, Which Might Be Lies may not be used. 

Victory Conditions 

The first player to store all 5 Dreams oj Lore at Orod 
Certhas wins. 

(The scenarios above are for personal enjoyment only. They should not be considered official, Council of Endor­
sanctioned tournament scenarios, nor should the new sites and new regions provided for use with these scenarios be 
considered appropriate for use in sanctioned Council tournaments.) 



170 15.0 TABLES ~ 

This section presents a series of tables for use by the GM. Section IS. I contains stats for all of the notable NPCs appearing in the module. Section 15.2 offers 
the same for animals and other creatures that might be encountered in Forodwaith. Section 15.3 provides random encounter tables for animals, peoples and 
other features and events. Section 15.4 is a compilation of monthly weather conditions in the various regions and sub-regions ofForodwaith. Finally, Sections 
15.5-15.7 present stats and conversion notes for ICE's Lord oJtbe Rings Adventure Came (loR). 

15.1 MERP jRM NPC TABLE 
This table presents MERP and RM stats for all significant characters mentioned in this module relevant to the period ofT.A. 1640 or later. The alphabetized 
entries are grouped according to the section of the module in which they appear. 

Name Level Hits AT DB Sh Gr Melee OB Missile OB MovM Notes 

FIGURES OF NOTE (SECTION 9.0) 
Aamumeren Isa 35 360 PI/20 90 No No 90HBa - F/VF Neutral Maia 

(Wave Form) 35 360 No/I 130 No No 90HGr - VF/VF Neutral Maia 
Immune to water-based attacks while in wave form. Roams the Bay of Forochel. Seldom attacks except when in whale-form, bashing and overturning 
boats. Once opponents are in the cold water, he lets the sea have them. Use Large creature criticals. Has 140 PPs. 

Canadras 30 450 PI/20 55 No No see notes - FA/FA Icc-drake 
Mtlce OB: I I OHBi/ I I OHO/ I I OHBa/ I20HHo 
Prefers to use ice-breath weapon (as Ice Bolt) to a range of 300' against single opponents, but also attempts to lure a group near and use its breath in a 
dispersed cone (as Ice Bal0 with a range of IOO'. 

Durlach 80 290 PI/I7 90 No No 150HGr - VF/VF Fallen Maia 

(Demon Form) 80 290 PI/I 7 70 No No 120HBa 80ro VF/VF Fallen Maia 
Orains PPs from victims, becoming more alert the more he drains. Add + 10 to MovM score for every 25 PPs he drains. May also use I20HBi in snake 
form, delivering a "0" Heat critical at every strike, or throw rocks ISO' in demon form. Suffers x2 damage from Water Law spells and x3 from Ice Law 
spells, but is immune to heat and suffers no damage from Fire Law spells. 

Eloeklo 40 400 PI/20 90 No No 275th 175wh MF/VF Fallen Maia 

(Cloud Form) 40 400 No/I 120 No No 180HBa - MF/VF Fallen Maia 
Use Large creature criticals. Immune to cold and may use I80HBa or I20HGr attacks. All attacks do additional Cold criticals. Radiates IOth levd Fear 
on sight. Has 300 PPs. 

Galgrinic 8 132 No/I 15 No No 30wm - 5 Umit/Mage 
An artisan consumed with the desire to recover his father's magical hammer from the ice-drake Canadras. 

Inhael Eketya 7 91 Ch/I3 30 y/ro No 40bs 45cp ro Dunadan/Ranger 
Avoids political intrigues of Arthadanian noble houses by wandering Forodwaith. 

Jaanainen roo 325 PI/20 80 No No 80LBa 90ice VF/VF Fallen Maia 
Immune to cold. May use a 80LGr. Roams the Bay of Cracking Ice. Attacks using Charm abilities to lure males to their death in the cold. Use Large 
creature criticals. May throw ice chunks and shards to ISO'. Has 850 PPs. 

Karhunkasi 10 roI SL/6 20 No No 40sp 40lb 0 Lumimies/Warrior 
Uses a + IO spear (+20 to Missile OB). Fights with special bear claws that deliver "0" Slash critical per strike. 

Konihrabn 9 92 SL/6 25 No A/L 30da 50lb 20 Angmarean/Scout 
Spy of the Witch-king masquerading as a fur trapper/trader. May use birds as scouts and messengers. Wears Boots of Path Mastery. 

Losp'indel 21 144 No/I 80 No No 90sp 40da 30 Snow-elf/ Animist 
Carries +30 spear that delivers a "0" Cold critical per strike. Also armed with a Staff ofIce Bolts and a Ring of Protection against the elements. 

Nestador 46 235 No/I 45 No No 160ss 80da 30 Noldo/ Animist 
Master of the Cuiviemar, Oream-lord of the Irmohildi and renowned healer. Fights only to defend Evermist from an immediate and deadly threat; 
otherwise does not depart from the vale. 

Pitaa Kalasta ro 121 SL/6 20 No No 40sp 20da ro Merimetsiistaja/Warrior 
Owns both a +20 harpoon and a + I 0 runeknife; uses harpoon primarily for whaling and runeknife for its spells. 

Raudabern 17 147 No/l2 50 Y/5 No 90ba 60ha 15 Berning/Warrior 
Owns +30 battle-axe (does a "C" Slash critical per hit) and +15 handaxe. Enchanted salve protects him as RL/I2. 

Striuk'ir 18 146 SL/6 50 No No 100sp 120lb 40 Snow-elf/Bard 
Hunts the frozen North for the beasts of Morgoth. Wastes little time on those ill-prepared to confront the climate. Fights with a +25 spear that 
delivers a "C" Slash critical per strike and a +30 ivory bow. 

Vanha Aitisavu 12 125 RL/I2 40 No No 90sp 30da 0 Lumimies/ Animist 
2 I 0 years old; father was a Ounadan of Arthedain. She is still hale and hardy and not to be taken lightly in a fight. She is the last of the noble line of 
Eldanarya. This can be a source of intrigue should the fact become known. 
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Name Level Hits AT DB Sh Gr Melee OB Missile OB MovM Notes 

TRAVELER'S GUIDE (SECTION 11.0) 
Gondring 30 450 PI/I8 55 No No IIOHBi 90IceBreath VF/VF Ice-drake 

Lairs beside Icy Bay after T.A. 1975. Prefers to capture Men and Elves and usc them to lure in larger prey. 

Ningarach IS 200 RL/I2 50 No No 90HBi 60GasBreath BF/VF Marsh-drake 
Uses her breath weapon sparingly, as its acidic effects tend to damage her abode. May use the breath weapon as either a Fire Bolt with range of 300' or as 
a Fire Ball with range of 100'. 

THE IVORY HOARD (SECTION 13.1) 
Aamukuu Villagers 3 45 SL/5 IO No No 80sp 40da 0 Lumimiehet/Warriors 

Of the 100 villagers, 70 are capable of fighting (the remainder are infants and children). The 70 men and women have no fear of fighting armed bandits 
or adventurers, and many are also armed with long bows (90Ib). Rogue bands find it impossible to protect their horses and pack animals from the 
Lumimies hunters. It is also a favorite Lumimies trick to chase a bear or other wild animal into an opponent's camp and then make a quick strike during 
the confusion. The GM is free to raise or lower levels for particular Lumimiehet, only the average level of 3 need be maintained. 

Bandits 5 60 SL/6 IO Y /5 No 80ss 80sb 0 Mixed Men 
A mixed bag of scoundrels, ruffians, footpads and thieves. Many are also armed with spears (70sp) and daggers (40da). They are rough and tough in the 
extreme and fey and dangerous once a fight begins. 

GrimabaIth 8 96 SL/6 20 Y /5 No 90ss 30da IO Northman/Warrior 
Takes brunt of an assault while wife Sionnach is free to throw her knives. They are inseparably loyal to one another; an attack on one is regarded as an 
attack on the other. 

Morvran I I II3 RL/IO 20 Y/IO A/L I IObs 85lcb IO Hillman/Scout 
Bold, haughty, greedy, vain and completely self-centered. Much prefers to put the lives of his men in danger instead of his own, but is no coward and is 
fierce in a fight. Also a fair strategist and can anticipate possible enemy moves and ploys. However, his own stratagems are often foiled by the undisci­
plined nature of his men. 

Sigiswulf 6 62 SL/5 IO No No 80ss SOda IO Northman/Scout 
Rough and rugged Riverman. Tough and experienced fighter; cannot be easily bullied or frightened. Expert at Sky-watching, Foraging and Tracking 
(+ 35 bonus to these skills). Speaks Westron (Rank 5) and Labba (Rank 2). 

Sionnach 5 54 No/I 30 No No 70da 90da 20 Dam/Scout 
An expert with knives (both thrown and in fighting). Wears no armor and carries no shield; relies on her quickness and agility. May carry up to 10 
knives (big and small, long and short, balanced for throwing and unbalanced for hand-to-hand). 

Widuhund 7 73 SL/5 IO No No 90ss SOda -IO Northman/Warrior 
Rough and rugged Riverman. Tough and experienced fighter; cannot be easily bullied or frightened. Expert at Sky-watching, Foraging and Tracking 
(+ 35 bonus to these skills). Speaks Westron (Rank 5) and Labba (Rank 2). Also called "Gimpy" because of a bad knee; cannot maneuver as well as 
partner Sigiswulf. 

Wild Dogs 2 70 No/3 25 No No 50MBi - - Dogs 
Domesticated dogs gone wild. Fear fire and can be bluffed by the appearance of strength. May be re-domesticated if captured. 

Yhdeksan T aivasta 9 103 SL/5 20 No No I I Ssp 70da IS Lumimics/ Animist 
Has a runeknife that doubles his PPs to 54 and enables him to cast Heal X and Regeneration 12 x/day. Knows the Open Channeling lists Protections and 
Calm Spirits to 8th level and the Animist lists Animal Mastery and Creations to 8th level. The GM may add other lists as appropriate. Uses his Animal 
Mastery spells to cause havoc among a rogue band's animals. 

THE HAUNTED BERG (SECTION 13.2) 
Iltatuuli 9 135 SL/5 IS No No 85sp 45da IO Merimctsastaja/Warrior 

A fearless and peerless seaman, calm in any crisis and steady in any fight. Boating skills unrivaled by any in his cult. Always receives a +50 in any Boat 
Handling roll. 

Lumipallo IO IOO RL/9 40 No No IOOsp 60da M/M Undead 
Once a Scout. Has 20 PPs and knows all Open Channeling lists to 5th level. Particularly fond of Sound/Light Ways and Calm Spirits lists. Radiates 
Fear and drains 3 points of Co per round in a IS' radius. 

Merimetsastajat 2 45 SL/5 IO No No 80sp 40da 0 Mcrimetsastajat/Warriors 
A mixed group of 75 Warriors, Scouts and Animists. The GM is free to raise or lower the levels and abilities as necessary or appropriate. Level 2 is 
merely the average level of the villagers. 

Nuorilintu 5 91 SL/5 -IO No No 50sp 20da -IO Merimetsastaja/Warrior 
Mind was shattered by experiences in haunted berg. Can no longer defend himself well and has trouble speaking. Ifhis mind is cured and cleared, his 
Melee OB returns to 90sp, Missile OB to 45da, DB + 10 and Moving maneuver to + I o. 

Pieni Kukka IS 125 RL/IO 50 No No IOOcl SOda M/M Undead 
Radiates a Circle 0/ Cold and Fear in a 25' circle. Drains 4 points of Co per round from anyone entering the circle. Still a powerful Mage in death. Has 
I20 PPs and knows all Mage and Open Essence spell lists to 10th level. Extremely hostile to the living. Only Sinipilvi's control can stop her from 
relentlessly attacking. 

Possessed Corpses 3 55 No/I IO No No 40sp MD/MF Undead 
Infested with malevolent spirits. Obey Sinipilvi without L]ucstion or pause. 
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Name Level Hits AT DB Sh Gr Melee OB Missile OB MovM Notes 

Punakasi IS 125 RL/lO 50 No No 95da - M/M Undead 
Radiates Corifusion and Fear in a 25' radius. Drains 4 points of Co per round from anyone entering the circle. Driven by his own internal confusion, he 
seeks to confuse all others. Armed with a sorcerous knife that allows him to use Long Whisper 3 xl day. Has IS PPs and knows all Open Essence spell lists 
to 3rd level. Obeys Sinipilvi's commands, but his chaotic nature is so great that she seldom trusts him with a task. She prefers to allow him to roam free. 

Puolikarhu IS 125 RL/lO 50 No No 75da 80ice M/M Undead 
Unaffiliated with Sinipilvi, this ghost wanders of his own accord. A master of illusion, has 60 PPs and knows all Mage and Open Essence spell lists to 
10th level. Radiates Hopelrssness and Fear in a 25' radius. Drains 4 points of Co per round from anyone coming within that circle. 

Sadenainen 10 100 RL/lO 40 No No 100harp SOda M/M Undead 
A Mage in life; has 120 PPs. Knows all spells from Ice, Fire, Water and Wind Law lists to 10th level. Dangerous and fey with such spells, Glring little 
who or what gets hurt by them. Radiates Fear in a IS' radius and drains 3 points of Co per round from anyone entering the circle. 

Sinipilvi 25 175 RL/lO 60 No No 150sp 90da F/F Undead 
Radiates Fear, Corifusion. Drains 5 points of Co in a 30' radius. Armed with a +20 spear and a + I 0 runeknife that allows her to cast Ice Bolt 3 xl day. Has 
120 PPs and knows all Animist and Open Channeling lists to 10th level. May also use IOOLBa. 

Sperm Whale 12 550 SL/8 40 No No 80HBa - MF/MF Whale 
Summoned by Unisoturi. Continually rams the burial berg until Unisoturi is destroyed or ceases to concentrate. 

Unisoturi 25 175 RL/lO 60 No No 120harp - MF/MF Undead 
Unaffiliated with Sinipilvi, she is uneasy at the other's presence in the berg. Has IOO PPs and knows all Animist and Open Channeling spell lists to 
10th level. Drains 5 points of Co per round in a 30' radius, and radiates Fear in the same area of effect. Armed with a vicious harpoon and a staff of 
blinding. Enjoys blinding opponents, and then tormenting them with her harpoon. 

15.2 MERP jRM BEAST TABLE 
This table presents stats for various animals that may be encountered in the Northern Waste. Most of these are described in greater detail in Section 14.5. 

# Size/ Primary/Secondary/Tertiary 
Name Level Enc Crit Speed Hits AT DB Attacks 

LAND ANIMALS 
Bat 0 1-100 S. VF/VF 4 No/I 60 25TiBi/-/-

Passive and nocturnal, does not attack unless provoked. 

Bear, Black 5 1-5 M MF/MF ISO SL/8 30 65LGr/ 60LCl/ 40MBI/70MBa 
Aggressive nocturnal hunter. Does not attack Men unless provoked. 

Bear, Cave 12 1-5 L MF/FA 300 SL/8 40 95HBa/90LCl/85LGr/90LBi 
Normally shy of Men. Does not attack unless provoked. 

Bear, Fell IS I L F/VF 335 SL/8 55 85LGr/90LCr/80HBi/75HCI 
Aggressive and intelligent with superb senses. Hunts Men and Elves. 

Bear, Snow 10 1-2 L FA/FA 240 SL/8 45 75LCl/80LGr90LBi/90LBa 
Aggressive and territorial when food is scarce. Excellent swimmer. 

Bees/Wasps I 10-100 T VF/VF I No/I 40 OSSt/20MSt/ poison 
Protective of hive or nest and stings are painful. but rarely deadly. 

Bighorn Sheep 2 1-2 M FA/FA 55 No/3 40 50MBa/ 45MTs/-
Found only at high altitudes in mountainous regions. 

Death Shrew I 1-5 T MO/FA 2 RL/II 70 45SBi/ disease 
Aggressive, emits a foul smelling musk. Their bite causes the horrid "bluehand" disease. 

Dog (Wild) 2 1-20 M MO/MO 70 No/3 25 50LBi/-
Offspring of Arthadanian shepherding dogs or Lumimies sled-dogs. Run in loose, gregarious pack. May be tamed if captured. 

Eagle 5 1-5 M VF/VF 65 No/I 45 65MCl/ 50MPi/-
Aggressive predator. Seldom bothers Men. 

Elk 2 2-2000 M VF/FA 70 No/4 40 20MHo/20MTs/-
Skittish and timid, both males and females have horns. 

Gorcrow I 5-50 S. FA/MF 20 No/I 55 lOSPi/105Cl/ -
\Vhite-feathered and slightly smaller version of the nornlal gorcrow. Always hungry and attracted to small, shiny objects. 

Humrnerhorns 3 1-20 M FA/VF 35 No/I 50 50S5t/-
Aggressive, found primarily in southern Forodwaith. 
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# Sizej Primary jSecondary jT ertiary 
Name Level Ene Crit Speed Hits AT DB Attacks 

Marsh Snake I 1-2 S. MD/YF 20 No/I 60 50TSt/ poison 
Aggressive and territorial. Level 10 poison. 

Moose 4 1-3 L M/M 240 SL/4 IS 55LBa/ 35L Ts/-
Excellent wader/swimmer, found near bogs and streams. 

Reindeer 2 2-1000 M FA/MF 90 No/3 20 40MHo/35MTs/-
Gregarious and extremely hardy, cold-climate deer. 

Snow Leopard 5 1-2 M YF/YF 100 No/3 40 40MCI/ 60MBi/ 60MBa 
Extremely shy. Rarely seen. 

White Hart 4 1-10 L FA/FA IIO No/3 25 55MHo/65MTs/-
Wary and wily. Largest of Middle-earth's deer. 

Wolf, Common 3 1-20 L MF/MF lIO SL/3 30 70LBi/-
Shy of Men. Rarely attacks. 

Wolf, Dire 4 2-20 L YF/FA 80 SL/4 45 75LBi/45MCI/-
Not shy of Men or anything else. Aggressive. 

Wolf, Grey 3 2-12 M FA/FA IIO SL/3 30 55LBi/30MCI/-
Aggressive and cunning. Hunts in cooperative packs. 

Wolf (Warg) 8 2-50 L YF/YF 180 SL/4 60 75LBi/ 60LCI/-
These vicious hunting packs roam throughout Forodwaith. They are found most commonly in any region bordering Angmar. 

Wolf, White 8 1-20 M YF/YF 170 SL/4 70 90LBi/80LCI/-
Large and dangcrous, the most aggressive and cunning of wolves. 

SEA-CREATURES 
Seal 2 2-500 M YF/BF 85 SL/3 70 50MBi/-

Protective of cubs, but slow and clumsy on land. \Vill rctrcat to the watcr if threatened. 

Walrus 5 I-IO L MD/MF ISO SL/3 50 40MBi/-
A large, but very shy animal. Retreats to the water if threatened. 

Whale, Humpback IS 1-5 H MD/MF 600 SL/8 40 80HBa/-
Curious and intelligent. The great whales are non-aggressivc unless seriously provoked. 

Whale, Killer IO 1-6 L MF/F 450 SL/8 40 80LBi/70LBa/ -
Friendly and gregarious, they hunt seals along the coasts. Like sharks; may mistake a man in the water for a large seal and attack. 

Whale, Sperm 12 2-20 H MF/MF 550 SL/8 40 80HBa/90HBi/70HGr 
Normally placid and unaggrcssive. Attacks if provoked. 

MONSTERS 
Cold-drake 30 I H FA/FA 500 PI/I9 50 I 20HBi/ I 20HCI/ I 20HBa/ 80HHo 

\Vingless and very aggressivc. 

Ice-drake 30 I H FA/FA 450 PI/I9 55 I IOHBi/ I IOHO/ I IOHBa/ I OOHHo/90IceBreath 
Excellent swimmers and can ski on snow or ice using their hind-spurs. 

Water-drake 18 I H FA/FA 240 PI/I8 40 I50HBa/I20HGr/I40HBi/IOOWaterBreath 
These sea scrpents attack ships, small boats, and anything edible. 

Fell Turtle IS I H M/M 250 PI/20 35 I20HPi/I40LBa/-
The bane of the Y stava Talvcn fisherman in their small boats. 

Ore, Angmarean 3 1-100 M MD/MD 60 SL/7 20 60we/-
Ore, Forochelian 2 I-IOO M MD/MD 55 SL/8 25 60we/-
Troll, Cave 12 I L MD/MD 220 RL/12 IS IOOHC1/85wc/80ro (ISO') 

Hostilc, their rock attack is a Large critical. 

Troll, Hill IO 1-5 L SL/MD 175 RL/I2 20 95LBa/85LCI/50we/60ro (ISO') 
Hostile, their rock attack is a Large critical. 

Troll, Snow 13 1-2 L MD/MD 180 RL/12 30 105HCI/80HBa/70we/80ro (ISO') 
Always hostile, thcir rock attack is a Large critical. 

Troll, Stone 7 1-6 L SL/MD ISO RL/I2 IS 80LBa/65LCI/40wc/60ro (90') 
Hostile, thcir rock attack is a Large critical. 

Whale, Demon 9 1-5 H F/F 500 SL/8 25 I20HBa/I50HBi/-
Aggressive and vicious predators whose teeth can shred steel. 
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# Sizel Primary ISecondary IT ertiary 
Name Level Enc Crit Speed Hits AT DB Attacks 

UNDEAD 
Corpse Candles 7 I M -/- 100 No/I 30 Spell/Special 

Cruel and cunning, they drain 4 points of Co from I target per round. 

Corpse Lanterns 10 I M -/- 135 No/I 40 Spell/Special 
Like Corpse Candles, only they drain 5 points of Co per 

Ghost, Lesser 5 I M FA/FA 100 No/I 30 60MBa/50we/Special 
Belligerent and wily, drains 3 points of Co per round in a 10' radius. 

Ghost, Greater 15 I M VF/VF 165 No/I 50 11Owe/90LBa/Special 
More cunning than a lesser ghost and drains 5 points of Co in a 10' radius. 

Ghoul, Lesser I 1-10 M SL/MF 25 SL/6 10 25SBa/ 30SCi/ 20SBi 
Protective and stupid. In the frozen regions, wounds are less likely to be infected than in warmer climates. 

Ghoul, Greater 3 1-5 M MD/MF 50 SL/7 10 40SBa/ 50SCi/ 45we 
More powerful and cunning than a lesser ghoul. 

Mewlips 4 2-20 M FA/MD 60 No/I 35 50we/75MBi/Special 
Evil and cunning, these creatures dwell only in the most southerly regions of Forodwaith. 

Skeleton, Minor I 2-20 M VS/MD 25 No/I 0 25we/40MBa/-
All skeletons are hostile, attacks until destroyed 

Skeleton, Lesser 3 1-10 M MD/MF 55 No/I 10 40we/50MBa/-
Skeleton, Greater 5 1-5 M MF/FA 100 No/I 30 50we/ 60MB a/ -
Skeleton Lord 8 I M MF/VF 135 No/I 70 95we/70LBa/Spells 

Hostile, radiates Fear in 10' radius. 

Wight, Minor 10 1-3 L MD/MD 100 No/I 40 95 we / 80 LBa/ Special 
Found near burial cairns and along rivers and coasts. Usc Large creature criticals. They appear as dark Mannish shapes with eyes like f.1int lights. 

Wight, Lesser 15 1-3 L MD/MD 125 No/I 50 I 15we/90LBa/Special 
Radiates Fear in 15' radius, causes paralysis and sleep on touch. Also, drains I -5 points of Co per round. 

Wight, Major 25 1-2 L MD/MF 175 No/I 60 170we/IOOLBa/Spccial 
As lesser Wight, but radiates Fear in 30' radius. 
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These tables indicate the probability of encountering a creature. person. event or site in any given region of the Northern Waste. Unless otherwise specified. 
the tabulated numbers refer to the result of a 10 I 00 roll. For instance. an entry of" 3 I -50" means that a number within this range must be rolled in order for 
that encounter to take place. 

KEY: AF = Arthadanian frontier; BCB = Berg Cradle Bay; BCI = Bay of Cracking Ice; BF = Bay ofForochel; BM = Bleak Mountains; EN = Emyn Nimbrith; 
ER = Ercd Rhivamar; Fe T = Fen Tundra; FiT = Fire Tundra; HT = Herd Tundra; IB = Icy Bay; Is = Islands (Hunter·s. Tallman. and Whalebone); LB = 
Lonely Bay; LaL = Landless Land; LkL = Lakeland; MH = Minheldolath; RL = Rast Losnaeth; SpB = Spouting Bay; ShB = Sheltered Bay; ST = Stone Tundra; 
TL = Timberland; TU = Talath Uichcl; WT = Wash Tundra. 

IS.3.1 CAPE OF FOROCHEL 
Bleak Rast Ered Fire Landless Stone 

Encounters Minheldolath Mountains Losnaeth Rhivamar Islands Tundra Land Tundra 

Chance 10% 1% 10% 15% 5% 10% 1% 5% 
Distance (miles) 4 10 4 4 4 4 20 10 
Time (hours) 4 8 4 4 10 4 12 8 

INANIMATE DANGERS 

Avalanche - 01-20 - 01-02 - - - -
Flash Flood - 21-30 - 03 - - - 01 
Grass Fire - - - - OI 01 - -

SITES/THINGS 

Burial Cairn 01 - 01 08 02 02-04 01 02-03 
Cave/Lair 02-03 31-50 02-06 04-06 03-04 05-09 02 04-07 
Mine - - - 07 - - - -
Ruins 04-06 - 07-10 09-10 05-07 10-12 - -
Settlement/ Camp 07-10 - II-IS II-I6 08-10 13-16 03 08-13 

ANIMALS 

Bat - 51 - 17 - - - 14 
Bear. Black - - - 18-19 - - - 15-16 
Bear. Cave II - - 20-21 - - - 17 
Bear. Snow 12 - 16 22-23 11-12 17-19 04-05 18-21 
Bees/Wasps - - - 24 - - - -
Bighorn Sheep 13 - - 25 - - - -

Black Mink 14 - - 26-27 - - - -
Blue Otter - - - 28 - - - -
Elk 15-16 - 17-20 29-31 13 20-23 - 22 
Death Shrews 17 - 21 32 - 24 - -
Dogs (Wild) 18-21 - - 33-34 - 25-27 - -
Eagle/Great Bird 22 - 22 35 14 28 - 23 
Gorcrow 23 - 23 36-37 IS 29 - -
Moose 24 - - 38 - - - -
Reindeer (Wild) 25-28 - 24-26 39-42 16 30-33 - 24-25 
Small Mammal 29-52 - 27-53 43-74 17-68 34-42 - 26-58 

Snake 53 - 54 75-76 - - - -
Snow Leopard 54 - - - - 43 - -
Water Fowl - - - 77-85 69 - - 59 
White Hart - - - 86 - - - -
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Bleak Rast Ered Fire Landless Stone 
Encounters Minheldolath Mountains Losnaeth Rhivamar Islands Tundra Land Tundra 

TUNDRA 

Mosquitoes 55-56 - 55-56 - - 44-49 - 60 
Wolf, Common 57-58 - 57-59 - 70 50-51 - 61 

Wolf. Dire 59-60 - 60-61 - 7I 52-55 - 62 
Wolf, Grey 61 - 62 - 72 56-59 - 63 
Wolf (Warg) 62-64 - 63-66 - 73 60-64 - 64-65 
Wolf, White 65-67 - 67 - 74 65-67 - 66-70 

UNDEAD 

Ghost 68 - - 87 75 68 - 7I 
Ghoul 69 - 68 88 76 69 - 72 
Skeleton 70 - 69 89 77 70 - -
Skeleton Lord - - - - 78 71 - -

Wight (Minor) 71 52 70 - 79 72 - 73 
Wight (Lesser) 72 - - - - 73 - -

Wight (Major) - - - - - 74 - -

MEN 

Adventurers 73-74 53 7I 90 - 75 - -

Dunedain 75 - - - - 76 - -

Jaamiehet/ 
Merimetsastajat 76-81 - 72-76 91 80-84 77-81 06-07 74-89 

Other Men 82 54 77 - 85 82 08 -

Seamen/Whalers 83-86 - 78-82 - 86-90 - - -

Trappers/ 
Ivory Hunters 87-89 - 83-85 92 91-95 83-85 09 -

NON-MANNISH RACES 

Dwarves 90 55 86 91 - 86 - -

Elves 91 56 87 92 - 87 10-88 -

MONSTERS 

Dragons 92 57-61 88 93 - 88 89-94 90 
Orcs 93-98 62-81 89-94 94-97 96-98 89-94 95 91-95 
Trolls 99 82-86 95-97 98-99 99 95-96 - 96 
Trolls, Snow 00 87-00 98-00 00 00 97-00 96-00 97-00 
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15.3.2 BAY OF FOROCHEL 
Bay of Bay of Spouting Sheltered 

Encounter Berg Cradle Bay Forochel Icy Bay Cracking Ice Lonely Bay Bay Bay 

Chance 15% 15% 5% 10% 5% 15% 15% 
Distance (miles) 10 20 5 5 5 10 10 
Time (hours) 4 4 4 4 8 4 4 

HAZARDS 

Iceberg 01-04 01-03 - - - 01-06 01-04 
Icc-floe 05-08 04-09 01-04 01-10 01-04 07-1 I 05-08 
Rocks 09-14 10-14 05-10 - 05-09 12-14 -

SITES 

Abandoned 
Boat 15 15 II II - 15 09 
Berg-delving 16-18 - - - - 16-18 -

Flotsam 19-23 16-18 12-14 12-18 10-13 19-24 10-13 

ANIMALS 

Bear. Snow 24-25 - 15-19 19-22 14-15 25 14-18 
Narwhal 26-27 19-21 20-24 23 16 26 19 
Sea-bird 28-66 22-54 25-56 24-67 17-63 27-37 20-40 
Seals 67-70 55-57 57-62 68-72 64-68 38-42 41-45 
Walrus 71-73 58-59 63-70 73-75 69-71 43-45 46-50 

Whale (Humpback) 74-75 60-63 71 76 72-75 46-50 51-54 
Whale (Killer) 76-77 64-68 72-75 77-80 76-79 51-55 55-59 
Whale (Pilot) 78 69 76 81 - 56 60 
Whale (Sperm) 79-80 70-73 77-78 82 80-81 57-60 61-64 

MONSTERS 

Fell Turtle 81 74 - - 82-85 61-62 65 
Icc-drake 82 75 79 83 86 63-64 66-67 
Water-drake 83 76-77 80 84 87 65-66 68 
Whale, Demon 84 78-80 81-83 85-87 88-90 67-71 69-71 

OTHER VESSELS 

Fishing, Local 84-86 81-84 84-90 88-94 91-93 72-77 72-77 
Ivory Hunter 87 85 91-93 95-96 94-97 78-82 78-81 
Other 88-89 86-87 94 - - 83-84 82-83 
Whaler, Cardolanian 90-92 88-92 95 - 98 85-90 84-90 

Whaler, Gondorian 93-94 93-95 96 - - 91-94 91-92 
Whaler. Local 95-97 96 97-99 97-00 99-00 95-97 93-96 
Whaler. Privateer 98-00 97-00 00 - - 98-00 97-00 
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15.3.3 TALA TH UICHEL AND ERIADORIAN FRONTIER 

Arthadanian Herd Emyn Fen Talath Wash 
Encounter frontier Tundra Nimbrith Tundra Lakeland Timberland Uichel Tundra 

Chance 15% 20% 5% 10% 15% 15% 10% 15% 
Distance (miles) 4 IS 4 8 4 2 10 5 
Time (hours) 4 4 8 4 2 2 5 3 

INANIMATE DANGERS 

Avalanche - - - - - 01 - -
Flash Flood or - - 01-02 01 - - 01 
Grass Fire - 01-02 - - - - or 02 

SITES/THINGS 
Burial Cairn 02 03-04 01 - 02 02-03 02 03-04 
Cave/Lair 03-06 05 02-06 03-05 03-05 04-06 03-05 05-08 
Mine 07 - 07 - - 07-08 - -
Ruins 08 - - - - - 06 -
Settlement/ Camp 09-14 06-10 - 06 06-10 09-10 07-08 09-14 

ANIMALS 

Bat IS II 08 07 II I I 09-1 I IS 
Bear, Black 16-17 12 - - 12-14 12-14 - 16-17 
Bear, Cave 18 - - - - IS - 18 
Bcar, Snow - 13-15 - 08-10 15-17 - 12 19 
Bees/Wasps 19-20 - - II 18 16-18 - 20 

Bighorn Sheep 2I - - - - 19 - -

Black Mink 22-23 16 09 12-15 19-23 20 - 21-23 
Blue Otter 24-25 17 10 16-19 24-27 - - 24-25 
Death Shrews 26 - 11-13 - 28 21 - 26 
Dogs (Domestic) 27-28 18-19 - - 29 22 13 27 

Dogs (Wild) 29-30 20-22 14 20 30-31 23-25 14 28 
Eagle/ Great Bird 31 23 - 21 32 - - 29 
Elk 32-34 24-36 - - 33-36 26 15-19 30-34 
Gorcrow - 37-38 IS 22 37-39 27 20 35 
Hummerhorns 35 - - 23 40 28 - 36 

Moose 36-37 39-40 - 24-25 41 29-30 - 37 
Reindeer (Domestic) 38 41 - - 42 31 21 38 
Reindeer (Wild) 39-41 42-47 - - 43-46 32-34 22-28 39-44 
Small Mammal 42-50 48-51 16-75 26-65 47-51 35-77 29-44 45-52 
Snake 51 52 76 66-69 52-54 78 - 53 
Snow Leopard - - - - - 79 - -
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Arthadanian Herd Emyn Fen Talath Wash 
Encounter frontier Tundra Nimbrith Tundra Lakeland Timberland Uichel Tundra 

TUNDRA 

Mosquitoes - 53-54 - 70-77 55-60 - 45-48 54-57 
\Vater Fowl 52-53 55 - 78-84 61-66 - - 58 
\V olf, Common 54-56 56-58 77 - 67-68 80-82 49-52 59 
Wolf, Dire 57-58 59-60 78 - 69-70 83 53 60 
\VolE, Grey 59 61-62 79 - 71 84 54 61 
Wolf (Warg) 60-61 63-66 80-83 - 72-74 - 55-61 62 
Wolf, White 62 67 84 - 75 85 62 63 

UNDEAD 

Corpsc Candle - - - 85 76 - - 64 
Corpse Lantern - - - 86 77 - - -

Ghost 63 - - 87 78 - - 65 
Ghoul - - 85 88 79 - - 66 
Mewlips 64 - - - - - - 67 

Skeleton 65 - 86 89 80 - - 68 
Skeleton Lord 66 - - - 81 - - 69 
Wight (Minor) 67 68 87 - 82 - 63 70 
Wight (Lesser) 68 69 - - 83 - 64 7I 
Wight (Major) 69 - - - - - 65 72 

MEN 

Ad ven turers 70-72 70-72 88 90 84 86 - 73 
Angmarrim 73 73-77 89 - 85 - 66-72 -

Dtmedain 74-76 78 - - 86 87 - 74 
Lumimiehet 77-83 79-84 90 91 87-88 88-91 73-75 75-81 
Other Men 84-85 85-86 91 - 89 92 76-80 82-86 

Rivcrmen 86 - - - - - - 87 
Seamen/ Whalers - - - - - - - 88-91 
Sled-horde - 87-89 - - - - 81-86 -
Trappers/Ivory Hunters 87-88 - - 92 90 93-94 87 92 

NON-MANNISH RACES 

Dwarves 89-90 90 92 - 91 95-96 88 93 
Elves 91 91 - - 92 97 - 94 
Hobbits 92 - - - - - - 95 
Umli - 92-93 - - 93 - - 96 

MONSTERS 

Dragons 93 94 - 93 94 - 89 97 
Orcs, Angmarean 94-98 95-97 93-96 94 95 - 90-96 98-99 
Orcs,Forochclian - 98 97 95-98 96-97 98-99 97 -
Trolls 99-00 99 98-99 99 98-99 00 98-99 00 
Trolls, Snow - 00 00 00 00 - 00 -
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All tc'mperatures arc expressed in degrees Fahrenheit COF), To determine the daily temperature. the GM rolls I D I 00 and interpolates or guesses how hot or 
cold it is, For L'xample: If the monthly range is from _40°F to O°F, then a roll of 10 indicates the temperature is -36°[0 while a roll of90 indicates it is _4°F. 
The table gives the chance of precipitation and precipitation type in parentheses. Precipitation type is based on temperature: 30°F or below is snow. 30°F to 
32 0 F rna)' be sleet or snow (GM' s option). 33 of and ahove is rain, If snow. roll I D I 00 with or = hail and 02-05 = icc-storm. I frain. a roll of 0 1-05 = stinging 
ice/ sleet mixed in, from Girithron to Gwirith. there is a 05% chance of a gurthul. 

KEY: AF = Arthadanian frontier; BCB = Berg Cradle Bay; BCI = Bay of Cracking Icc; BF = Bay ofForochel; BM = Bleak Mountains; EN = Emyn Nimbrith; 
ER = Ered Rhivamar; FeT = Fen Tundra; FiT = Fire Tundra; HT = Herd Tundra; IB = Icy Bay; Is = Islands (Hunter·s. Tallman. and \Vhalebone); LB = 
Lonely Bay; LaL = Landless Land; LkL = Lakeland; MH = Minhe!dolath; RL = Ras! Losnaeth; SpB = Spouting Bay; ShB = Sheltered Bay; ST = Stone Tundr,,; 
TL = Timberland; TU = Talath Uiche!; WT = \Vash Tundra. 

15.4.1 CAPE OF FOROCHEL 

Month MHjRL 

Narwain -20/-5 
(Winter) (Snow. 02%) 

Ninui -30/-10 
(Winter) (Snow. 02%) 

Gw"eron -25/15 
(Winter) (Snow. 03%) 

Gwirith -15/25 
(Spring) (Snow. 03%) 

Lothron -5/20 
(Spring) (Snow. 03%) 

Norui 10/40 
(Spring) (Snow /Rain. 07%) 

Loende (Midyear, intercalary day) 

Cerveth 
(Summer) 

Urui 
(Summer) 

Ivanneth 
(Summer) 

Narbcleth 
(Autumn) 

Hithui 
(Autumn) 

Girithron 
(Autumn) 

15/45 
(Snow /Rain. 15%) 

20/55 
(Snow/Rain. 15%) 

15/40 
(Snow/Rain. 15%) 

5/35 
(Snow /Rain. 10%) 

-5/15 
(Snow. 03%) 

-15/0 
(Snow. 02%) 

Mettare (Yearsend, intercalary day) 

BMjERjFiT 

-30/10 
(Snow. 02%) 

-40/5 
(Snow. 02%) 

-30/15 
(Snow. 03%) 

-20/25 
(Snow. 03%) 

-10/35 
(Snow/Rain. 03%) 

-5/40 
(Snow/Rain. 07%) 

0/45 
(Snow /R"in. 15%) 

10/50 
(Snow/Rain. 15%) 

0/40 
(Snow/Rain. 15%) 

-10/25 
(Snow. 10%) 

-20/20 
(Snow. 03%) 

-25/15 
(Snow. 02%) 

IsjSTjLB 

-25/10 
(Snow. 02%) 

-35/0 
(Snow. 02%) 

-25/5 
(Snow. 03%) 

-15/20 
(Snow. 03%) 

5/30 
(Snow/Sleet. 03%) 

10/40 
(Snow jRain. 07%) 

15/45 
(Snow/Rain. 15%) 

25/55 
(Snow /Rain. 15%) 

15/45 
(Snow/Rain. 15%) 

0/40 
(Snow/Rain. 10%) 

-10/30 
(Snow /Sleet. 03%) 

-20/25 
(Snow. 02%) 
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15.4.2 BAY OF FOROCHEL 
Month BCBjSpBjShB BF LaL 

Narwain -30/T 5 -25/20 -50/ -IS 
(Winter) (Snow, 02%) (Snow, 05%) (Snow, OI%) 

Ninui -40/0 -30/20 -70/-25 
(Winter) (Snow, 02%) (Snow, 05%) (Snow, 01%) 

Gwaeron -30/10 -20/25 -45/-TO 
(Winter) (Snow /Sht, 03%) (Snow, TO'I'o) (Snow, 01%) 

Gwirith -20/20 -TO/30 -30/0 
(Spring) (Snow, 03%) (Snow /Sleet, TO%) (Snow, 01%) 

Lothron -TO/30 5/40 -20/TO 
(Spring) (Snow/Sleet, 03%) (Snow /Rain, 10%) (Snow, 02%) 

Norui 0/40 15/45 -IS/IS 
(Spring) (Snow/Rain, 07%) (Snow/Rain, 20%) (Snow, 03%) 

Loende (Midyear, intercalary day) 

Cerveth 10/45 20/50 0/20 
(Summer) (Snow /Rain, 15%) (Snow/Rain, 25%) (Snow, 03%) 

Urui 20/55 25/55 5/30 
(Summer) (Snow /Rain, I 5%) (Snow/Rain, 35%) (Snow/Sleet, 05%) 

Ivanneth TO/40 20/45 -5/20 
(Summer) (Snow /Rain, I 5%) (Snow/Rain, 25%) (Snow, 02%) 

Narbe/eth -TO/30 IO/35 -15/5 
(Autumn) (Snow/Sleet, 10%) (Sleet/Rain, 20%) (Snow, 01%) 

Hithui -25/15 -TO/30 -25/ -5 
(Autumn) (Snow, 03%) (Snow/Sleet, 10%) (Snow, 01%) 

Girithron -35/5 -20/25 -35/-10 
(Autumn) (Snow, 02%) (Snow, 05%) (Snow, 01%) 

Mettare (Yearsend, intercalary day) 

15.4.3 TALATH UICHEL AND ERIADORIAN FRONTIER 

Month AF /TL/WT JIB/BCI HTjENjTU FeTjLkL 

Narwain -IS/IS -30/5 -20/0 
(Winter) (Snow, 02%) (Snow, 02%) (Snow, 02%) 

Ninui -20/0 -35/0 -30/-5 
(Winter) (Snow, 02%) (Snow, 02%) (Snow, 02%) 

Gwaeron -15/5 -30/15 -35/-5 
(Winter) (Snow, 03%) (Snow, 03%) (Snow, 03%) 

Gwirith -5/35 -20/25 -25/TO 
(Spring) (Snow/Rain, 03%) (Snow, 03%) (Snow, 03%) 

Lothron 0/40 -TO/35 -TO/25 
(Spring) (Snow/Rain, 03%) (Snow /Rain, 03%) (Snow, 03%) 

Norui 5/45 0/45 5/35 
(Spring) (Snow/Rain, 07%) (Snow /Rain, 07%) (Snow /Rain, 07%) 

Loendc (Midyear, intercalary day) 

Cerveth 15/65 5/50 15/45 
(Summer) (Snow /Rain, 15%) (Snow/Rain, 15%) (Snow/Rain, 15%) 

Urui 20/70 15/65 20/50 
(Summer) (Snow/Rain, 15%) (Snow/Rain, 15%) (Snow/Rain, 15%) 

Ivanneth 10/55 5/45 15/40 
(Summer) (Snow/Rain, 15%) (Snow/Rain, 15%) (Snow /Rain, 15%) 

Narbcleth -5/40 -TO/35 0/25 
(Autumn) (Snow /Rain, 10%) (Snow/Rain, TO%) (Snow, TO%) 

Hithui -TO/40 -20/25 -5/20 
(Autumn) (Snow/Rain, 03%) (Snow, 03%) (Snow /Sleet, 03%) 

Girithron -15/30 -25/TO -TO/TO 
(Autumn) (Snow/Sleet, 40%) (Snow/Sleet, 30%) (Snow /Sleet, 40%) 

Mettare (Yearsend. intercalary day) 
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Mel Mis # 

Name EP End Str Ag Int Mov Def OB OB Gen Sub Perc Mag Spells Notes 

FIGURES OF NOTE (SECTION 9.0) 
Aamumeren Isa See "Elemental" on the LoR Beast Table 

Canadras See "Icc-drake" on the LoR Beast Table 

Durlach See "Maia" on the LoR Beast Table 

Eloeklo See "Maia" on the LoR Beast Table 

Galgrinic 2.I00 53 0 0 2 -I I -2 -4 2 -4 3 8 12 Dwarf Bard 

Inhad Eketya 1800 67 I 0 I -I 2 4 -1 6 0 4 -2 0 Human Ranger 

Jaanainm See "Maia" on the LoR Beast Table 

Karhunbs! 2700 86 2 1 0 -1 3 6 6 2 0 1 -5 0 Human \Varnor 

Konihrabn 2400 49 I I 0 I I 3 3 2 5 5 -I 2 Human Scout 

Losp'indcl 6,000 62 0 0 2 -I I 2 I 3 -I 4 10 all Elf Bard 

Nestador 13,500 71 I I 2 -I I 3 2 3 0 5 10 all Elf Bard 

Pi taa Kalasta 2700 86 2 I 0 -I 3 6 6 2 0 I -5 0 Human Warrior 

Raudabern 4800 104 2 I 0 -1 3 7 7 2 0 2 -5 0 Human Warrior 
Striuk'ir 6,000 62 0 0 2 -I I 1 2 3 -I 4 10 all Elf Bard 

Vanha Aitisavu 3300 53 0 0 2 -I I 3 -2 2 -4 4 9 14 Human Bard 

TRAVELER'S GUIDE (SECTION 11.0) 
Gondring See "Icc-drake" on the LoR Beast Table 

Ningarach See "Marsh-drake" on the loR Beast Table 

THE IVORY HOARD (SECTION 13.1) 
Aamukuu Villagers 600 68 2 I 0 -I 3 4 4 I -3 I -5 0 Human Warrior 

Bandits 1,200 77 2 I 0 -I 3 5 5 I 0 I -5 0 Human Warriors 
Grimabalth 2100 86 2 1 0 -I 3 6 5 2 0 I -5 0 Human Warrior 

Morvran 3000 58 1 I 0 I I 3 3 2 5 5 -I 2 Human Scout 

Sigiswulf 1500 49 I I 0 I I 3 2 2 4 4 -I 2 Human Scout 

Sionnach 1200 49 1 I 0 I I 2 2 2 4 4 -I 2 Human Scout 

Widuhund 1800 86 2 1 0 -I 3 5 5 2 0 1 -5 0 Human Warrior 

Wild Dogs See "Dog" on the LoR Brast Table 
Yhdeksan T aivasta 2,400 53 0 0 2 -I 1 1 1 2 -4 4 8 12 Elf Bard 

THE HAUNTED BERG (SECTION 13.2) 
Iltatuuli 2400 86 2 1 0 -I 3 6 6 2 0 1 -5 0 Human Warrior 

LumipaIIo See "Lesser Wight" on the LoR Beast Table 

Mcrimetsastajat 300 68 2 1 0 -I 3 3 3 1 -3 1 -5 0 Human Warrior 

Nuorilintu 1200 77 2 1 0 -I 3 5 5 1 0 1 -5 0 Human Warrior 

Pieni Kukka See "Lesser Wight" on the LoR Beast Table 

Possessed Corpses Sec "Lesser Skeletons " on the LoR Beast Table 

Punabsi See "Greater Ghost" on the LoR Beast Table 
Puolikarhu See "Minor Wight" on the LoR Beast Table 

Sadenainm See "Lesser Wight" on the LoR Beast Table 

Sinipilvi See "Major Wight" on the LoR Beast Table 

Sperm Whale Sec "Sperm Whale" on the LoR Beast Table 
U nisoturi See "Lesser Wight" on the LoR Beast Table 
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Normal Charge Flee Melee Melee Missile Missile 
Name Movement Defense Defense Defense Endurance OB Damage OB Damage 

LAND ANIMALS 
Bat I 5 3 7 2 0 -3 - -

Bear, Black 2 3 I 4 75 3 0 - -

Bear, Cave 3 4 3 5 150** 6 6 - -

Bear, Fell 3 3 2 4 100* 5 4 - -
Bcar, Snow 2 2 I 3 75* 4 3 - -

Bees/Wasps -I 3 I 4 0 -2 -3 - -

Bighorn Sheep 0 0 0 0 0 0 0 0 0 
Death Shrew -3 8 7 8 I 0 -6 - -

Dog (Wild) 8 3 I 5 32 2 0 - -
Eagle 9 2 0 3 15 2 0 - -

Elk 9 3 2 4 50 2 2 - -

Gorcrow 6 4 2 6 10 2 0 - -
Hummerhorns I I 4 2 6 17 2 3 - -

Marsh Snake -3 5 4 5 10 I -3 - -

Moose 8 I I I 120* 3 3 - -

Reindeer 9 4 2 6 36 I 0 - -

Snow Leopard 7 3 I 4 70 4 0 - -

White Hart 8 4 I 4 75 3 I - -

Wolf, Common 7 2 0 3 55 2 0 - -
Wolf, Dire 8 4 2 6 40* 4 3 - -

Wolf, Grey 7 3 I 4 55 2 0 - -

Wolf (Warg) 4 6 4 8 90* 4 3 - -
Wolf, White 6 7 5 9 85 4 0 - -

SEA-CREATURES 
Seal 3 2 2 2 50 I 0 - -
Walrus I 3 3 3 80 2 0 - -

Whale, Humpback 5 3 3 4 250** 5 5 - -

Whale, Killer 4 2 0 3 225** 7 5 - -
Whale, Sperm 5 4 3 5 275** 6 6 - -
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Normal Charge Flee Melee Melee Missile Missile 
Name Movement Defense Defense Defense Endurance OB Damage OB Damage 

MONSTERS 
Cold-drake 9 8 6 9 250t 8 6 - -

Icc-drake 9 8 6 9 210** I I 6 - -

Marsh-drake 8 6 4 8 lOot 5 6 - -

Water-drake 8 7 5 8 120t 9 6 - -
Elemental 8 5 3 7 80* 8 3 - -
Fell Turtle 4 6 6 6 125** 8 6 - -

Troll, Cave I 2 2 2 87t 6 3 -2(rock) 6 

Troll, Hill I 3 2 4 75* 5 3 3(rock) I 
Troll, Snow 2 4 4 4 90* 6 3 -I (rock) 4 
Troll, Stone 2 2 2 2 75** 5 3 O(rock) 2 
Whale, Demon 3 2 0 3 250t 8 6 - -

UNDEAD 
Corpse Candles none 2 2 2 50* special - - -
Corpse Lanterns none 3 3 3 67** special - - -

Ghost, Lesser 4 2 0 3 sot 3 0 - -

Ghost, Greater 6 4 2 6 82t 5 0 - -

Ghoul, Lesser -2 I I I 12* I 0 - -

Ghoul, Greater -I I 0 I 25* 2 0 - -

Mewlips I 2 2 2 30 2 0 - -

Skeleton, Minor -3 -I -I -I 12* I 0 - -
Skeleton, Lesser -3 0 -I 0 27* 2 0 - -

Skeleton, Greater 0 2 I 3 50* 2 0 - -
Skeleton Lord 2 6 5 7 67** 4 0 - -
Wight, Minor I 4 4 4 50* 5 3 - -

Wight, Lesser 2 5 5 5 60* 6 3 - -

Wight, Major 4 6 6 6 75* 8 3 - -

Miscellaneous 
Maia 8 8 6 10 l20t II 3 7 I 

*- For these creatures treat "U" results as "25 damage" and for "K" results roll one die: on a 3-6 the result is a "K", otherwise the result is "30 damage." 
**- For these creatures treat "U" results as "20 damage" and for "K" results roll one die: on a 4-6 the result is a "K", otherwise the result is "25 damage." 
t- For these creatures treat "U" results as "IS damage" and for "K" results roll one die: on a 5-6 the result is a "K", otherwise the result is "20 damage." 
t- For these creatures treat "U" results as "10 damage" and for "K" results roll one die: on a 6 the result is a "K", otherwise the result is "IS damage." 



15.7 LOR CONVERSION NOTES 
The LoR tables from Section 15.0 provide you with all the 

statistical info you need on the characters described in The 
Northern Waste. However, the magical items possessed by them 
also contain stats for weapons, armor, wands, staves, amulets, etc. 
The conversion instructions below will enable you to translate 
MERP items into loR items. 

15.7.1 SPELLS 
W capons, armor, garments, jewelry, wands, and staves often 

permit their bearer or wearer to cast spells. If an item bestows 
such spell casting ability, then this section lists the relevant MERP 
and Rolemaster spell lists and MERP and Rolemaster spell names. 
To convert the spells into loR spells, look up the MERP spell list 
on the chart below which gives the corresponding LoR spell. 
(Rarely, an item grants a custom spell that exists in neither MERP 
nor Rolemaster nor loR; In such cases, a specific description of its 
effects, independent of any system, is given in the text to provide 
all you need to know to GM the play.) 

OPEN EssENCE SPELLS 

MERP List .............................................................................. LoR Spell 
Physical Enhancement .................................................... Balance 
Essence's Ways .................................................... Concentration 
Unbarring Ways ................................................................. Speed 
Essence Hand ..................................................................... Shield 
Spell Ways ............................................ Protection from Magic 
Essence Perceptions ............................................ Concentration 
Illusions ...................................................................... Camouflage 
Spirit Mastery ....................................................................... Calm 

MAGE SPELLS 

MERP List ................................................................... LoR Spell 
Fire Law ........................................................................... Fire Bolt 
Icc Law ............................................................................. Fire Bolt 
Earth Law ............................................................... Item Analysis 
Light Law ........................................................................ Fire Bolt 
Wind Law ............................................. Protection from Magic 
Water Law ............................................................................ Luck 
Lofty Bridge ......................................................................... Speed 
Living Change ................................................................. Strength 

BARD SPELLS 

MERP List ................................................................... LoR Spell 
Lore ........................................................................ Concentration 
Controlling Songs ................................................................ Calm 
Sound Control ...................................................................... Luck 
Item Lore ................................................................ Item Analysis 

OPEN CHANNEUNG SPELLS 

MERP List ................................................................... LoR Spell 
Nature's Lore ....................................................... Concentration 
Nature's Movement ............................................................ Speed 
Spell Defense ........................................ Protection from Magic 
Surface Ways ................................................................... Healing 
Protections .......................................................................... Shield 
Detection Mastery .............................................. Concentration 
Sound/Light Ways ....................................................... Fire Bolt 
Calm Spirits .......................................................................... Calm 

ANIMIST SPELLS 

MERP List ................................................................... LoR Spell 
Direct Channeling .................................................. Clairvoyance 
Blood Ways ...................................................................... Healing 
Bone/Muscle Ways ....................................................... Healing 
Organ Ways ..................................................................... Healing 
Animal Mastery ................................................... Charm Animal 
Plant Mastery ............................................................ Camouflage 
Purifications .......................................................................... Luck 
Creations ...................................................................... Sustenance 

RANGER SPELLS 

MERP List ................................................................... LoR Spell 
Path Mastery ........................................................ Concentration 
Moving W ays ...................................................................... Speed 
Nature's Guises ........................................................ Camouflage 
Nature's Ways ..................................................... Charm Animal 

15.7.2 MAGIC ITEMS 
Most of the magical articles found in Middle-earth fall into 

three broad catagories: weapons, armor, or spell casting enhance­
ment. MERP describes the capabilities of such items with terms 
having specific game system definitions. Below, we present these 
terms with definitions adapted for the loR system. 

WEAPONS 

Additional Criticals: In MERP combat, serious wounds are 
represented by critical damage. Normal weapons wielded 
skillfully can deliver critical damage. Magical weapons 
sometimes deliver an additional critical: a cold critical. an 
electrical critical. a grappling critical. a heat critical. an 
impact critical. a slashing critical. or an unbalancing 
critical. 

In LoR, normal criticals are represented by the U and K 
results on the LoR Combat Table. The GM need only referee 
normal LoR combat. 

Additional criticals--('xcepting grappling, slashing, and 
unbalancing-arc handled thusly in loR combat: upon a U 
or K result, for each additional critical a weapon is capable 
of delivering, roll one D6 die and apply the result to the 
damage delivered to the target. If the additional critical is 
labeled as being" equal in severity:' roll one die-the 
result is the number of dice that are rolled to determine 
the extra damage delivered. 

Grappling criticals: Upon a U or K result, when hit by a 
weapon that does grappling criticals, the target must 
roll the dice (2D6) and add his Agility bonus; if the 
result is equal to or higher than the total attack roll, the 
target is not entangled and may act normally; if the 
result is lower than the total attack roll, the target is 
entangled and may take no action for the number of 
rounds equal to the difference between the attacker's 
total attack roll and the target's Agility maneuver. 
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For example, Jos Haurl the Easterling throws his enchanted bola 
at Uifilas the Northman who is fleeing. Haurl's Missile OB is +3. 
His bola has an OB of + 2 and delivers grappling criticals. Haurl's 
player rolls the dice for a result of 6. His total attack roll is 3 + 2 
+ 6 = II. 

Uifilas' difense bonus is +2. Additionally, he wears a helmet 
(see below), which means that U results on the Combat Table do 
not knock him out. 

Checking the Table, we see that Haurl has achieved a U result. 
This means we must also check the result of the grappling ability of 
the bola. 

Uifilas' player rolls the dice and gets a 9. The Northman has an 
Agility bonus of + I, so his total is 10, which is less than Haurl's 
II. Thus Uifilas is entangled and has taken II points of damage, 
but is not unconscious. 

Unbalancing criticals: Upon a U or K result, when hit by 
a weapon that does unbalancing criticals, the target 
must roll the dice (2D6) and add his Agility bonus; if 
the result is equal to or higher than the total attack roll, 
the target remains on his or her feet and may act 
normally; if the result is lower than the total attack roll, 
the target is knocked to the ground and takes damage 
equal to one die roll. 

Slashing criticals: Upon a U or K result, when hit by a 
weapon that docs slashing criticals, the target must roll 
one die (ID6); the result is the number of points of 
damage the target receives at the end of each round due 
to bleeding. 

Of Slaying creatures: Some weapons arc described as being 
Of Slaying Orcs or Of Slaying Dragons or Of Slaying Trolls, 
etc. Whenever such a weapon is used to attack the creature 
designated by this description, add +2 to the attack roll on 
the Combat Table. This bonus is cumulative with any bonus 
present due to Holy virtues (see below). The maximum 
result is 12. 

Of Slaying items: Some weapons are described as being Of 
Slaying swords or Of Slaying weapons or Of Slaying armor or 
Of Slaying shields, etc. Such weapons perform this destruc­
tion under conditions such as "targeting an opponent's 
weapon" or "if opponent parries" or some other param­
eters which are explicitly presented. Whenever such a 
weapon is used to attack the item designated by its 
description, the attacker should roll on the +6 column of 
the Combat Table. The GM should move the column used to 
the right for every + lOB/DB possessed by the target 
item. If the result of the roll is a U or a K, the target item 
is destroyed immediately. Any number results are ignored. 

Holy jUnholy weapons: These are weapons possessing the 
special favor of a Vala or a Maia (pure or fallen). Most 
have a reputation and are known on sight by their wielders' 
enemies. Holy weapons act as weapons Of Slaying versus all 
beings aligned with Sauron or Morgoth. Unholy weapons 
act as weapons Of Slaying versus all beings in emnity to 
Sauron or his evil master. (This bonus is cumulative with 
any more specific slaying abilities, such as Of Slaying 
undead.) 

ARMOR 
MERP armor is usually described as possessing a specific 

defensive bonus. To convert this MERP DB into a loR defense 
bonus, simply divide it by 5. Sometimes armor has special 
capabilities, such as protecting its wearer from specific criticals. 
Such abilities are usually detailed in words rather than numbers 
and can be readily applied to any game system. 

Helmets: In loR, combatants who wear helms have an 
advantage over those who don't. Roll the dice (2D6) when 
a character wearing a helm receives a U result on the 
Combat Table. If the roll is 8 or higher, the character receives 
damage equal to the attack roll, but remains conscious, 
unless the damage puts his or her damage total higher than 
Endurance. Any bonus from a magical helm should be 
added to the determining dice roll. 

SPELL CASTING ENHANCEMENT 

Many items that enhance spell casting do so by granting their 
user specific spells. To convert the spells of such items from 
MERPspells to loR spells, use the procedure outlined under Traps 
above. Two special types of spell enhancing items are presented 
below. 

Spell adders: Spell adders are normally described as + I 
adders or +2 adders or +3 adders. Characters with an 
adder may cast anyone learned spell once a day for every 
+ I possessed by the adder. (A +2 adder bestows 2 spells; 
a +3 adder 3 spells.) The caster takes no damage for spells 
cast using an adder. The caster may not carry more than 
one adder on his or her person. 

Spell multipliers: Spell multipliers are normally described as 
x2, x3, x4, etc. Characters with a multiplier may reduce the 
damage taken due to casting a spell as follows: divide the 
damage taken by the multiplier value. (A character must 
always take at least I point of damage when casting a 
spell.) 

For example, Fire Bolt results normally in 6 points of 
damage taken. Eun the Dunnish Bard has a x3 multiplier. 











Middle-earth: The WizardsT

'" Unlimited Edition 
Winner of the GAM A 1995 Best Card Game, Middle-earth: The Wiz­

ards' (M ETW'") evocati ve artwork has recei ved extraordinary praise, and 
the game has been lauded for the way in which it draws the players into 
the world of Middle-earth. METW is a simple, elegant, and intriguing 
card game for one to five players. Players design their own unique decks 
and compete in a fierce struggle against the evil of Sauron. Each plays 
one of the five "Istari," the Wizards sent by the Valar to right the Balance 
of Things in Middle-earth. Each Wizard influences characters, who form 
companies and fellowships and journey afar to gather "resources"-in­
cluding allies, factions, artifacts, and lore-all in an effort to strengthen 
the cause against Darkness. Each player will need a 76-card starter deck 
in order to start playing. The Unlimited Edition contains the same 484 
cards that comprised the original limited Edition, but with the new, beau­
tiful blue border and some. text errata corrections. 
ST #315 Starter Deck (76 cards and rules) 
ST #3015 Starter Display Box (10 of ST #315) 
ST #316 Booster pack (15 cards) 
ST #3016 Booster Display Box (36 of ST #316) 

$9.95 
$99.50 
$2.95 

$106.20 

Middle-earth: The DragonsT

'" Limited Ed. Expansion 
This is the first expansion for the award-winning Middle-earth Col­

lectible Card Game (MECCGT
"). The dragons were created by the Black 

Enemy and brought to Middle-earth to defeat the Valar and their chil­
dren, the Free Peoples. Now Middle-earth: The Dragons (METD'") brings 
these terrifying creatures into your deck to challenge you and beckon 
you to their hoards. You can riddle Smaug like Bilbo the Hobbit, steal a 
priceless artifact while Scatha lies sleeping, or battle the other drakish 
monsters who once served the Black Enemy, Sauron's ancient master. 
Expand your collectible card portfolio with this set of 180 tradable game 
cards. Each booster pack contains 15 cards, and a six page insert with 
new rules. This set is illustrated by over 45 renowned fantasy artists. 
ST #320 Booster Pack (15 cards) $2.95 
ST #3020 Expansion Display (36 of ST #320) $106.20 

Middle-earth: Dark Minions™ Limited Ed. Expansion 
This second expansion for the award-winning MECCG features sev­

eral themes to enhance and expand play of the game. Foremost is the 
"Agent," who is an individual represented as a hazard permanent-event 
that moves from site to site (or stays at one site) hindering companies. 
Grima Wormtongue and Bill Ferny are two of the more recognizable 
agents. Under-deep sites are also introduced (these are sites like the 
Under-gates of Moria or the Sulfur-deeps of Dol Goldur that are deep in 
the earth and only accessible from specific "surface" host sites). Certain 
ancient Lost Items are only playable in the Under-deep sites. Middle­
earth: Dark Minions (MEDM'") also includes Quests which can lead a 
company into the most deadly holds of Sauron. Of course, MEDM is rife 
with new hazard creatures. This 180-card set is beautifully illustrated by 
acclaimed fantasy artists. 
ST #330 Booster Pack (15 cards) 
ST #3030 Expansion Display (36 of ST #330) 

Middle-earth: The Wizards Companion™ 

$2.95 
$106.20 

The perfect reference and resource for expanding your experience with 
ICE's METW! You'll get the rules from the starter deck rules booklet (in 
larger print!). The complete list of all the Limited Edition cards features 
cross references for cards that can be directly or indirectly associated for 
combination plays. You'll find some basic strategy tips, but the unique 
feature to the METW Companion is the selection of scenarios developed 
for playing out specific storylines in the Middle-earth setting. An 8 page 
full color insert provides maps ofNW Middle-earth to help players locate 
the regions, sites, and factions from the card game in the big picture of 
Middle-earth. 
ST #3333 $10.00 

Middle-earth: The Wizards Player GuideT'" 
This product lets you peek into the minds of several accomplished 

experts and learn how to systematically master your own special deck­
building and card play strategies. Ideal for both novices and experts, this 
guide helps you explore and understand the exciting intricacies of both 
the game and its rich setting. The METW Player Guide includes: 
• Strategy Guide-an excellent teaching tool packed with handy ideas 

about deck-building, game mechanics, and tactical and strategic 
planning. 

• Complete Card Analysis-a detailed description and the black and 
white image of each card, including its relative impact, overall value, 
and use with important card combinations. 

• League Overview-guidelines for developing a multi-player league. 
• Sample Decks-multiple decks created by award-winning players. 
ST #3334 $14.00 

Middle-earth: The Dragons Player Guide ™ 
Middle-earth: Dark Minions Player GuideTl

" 

These player guides for the MECCG feature in-depth analysis and 
reference information for METD and MEDM expansions using the same 
format as the METW Player Guide. In each book, the first section is a 
strategy guide which provides insight into deck design and play. The 
second section has an entry for each METD or MEDM card-featuring a 
B&W reproduction of the card face, a strategy tip, and color text which 
places the card in the context ofTolkien's Middle-earth. Finally, the third 
section provides tournament rules, card errata, and extensive tables which 
cross-reference cards and provide useful information at a glance. 

METD Player Guide introduces new resource strategies using key 
METD cards such as hoard items, King under the Mountain, and Leg­
endary Hoard. New Hazard stategies emerge by focusing on automatic­
attacks, Dragons, and Drakes. 

MEDM Player Guide further develops your strategic repetoire by ex­
panding upon 3 strategies prevalent in MEDM: agent hazard strategies, 
Under-deeps resource strategies, and prisoner hazard half-strategies. 
ST #3337 (Middle-earth: The Dragons Player Guide) $10.00 
ST #3339 (Middle-earth: Dark Minions Player Guide) $10.00 

Middle-earth Collectible Card Game Maps (2) 
Each of the two full-color maps in this product can be used as an 

attractive game board and reference tool-this can help players master 
both region movement and Middle-earth geography. Printed on a du­
rable plastic-paper that resists both stains and normal wear and tear, both 
maps include all of the regions and sites from METW, METD, and MEDM 
The 17" X 11.5" map is three-hole drilled and folded so that it fits in a 
standard three-ring binder. The 23.5" X 17" map includes complete in­
formation on which types of cards (e.g., factions, allies, items, etc.) are 
playable at each site. The interior of this slip cover can be used as a full­
color insert for the cover of a 3-ring binder with clear plastic cover sleeves. 
ST #3338 $16.00 

Lord of the Rings Poster MapTM 
This 2' X 3' full-color map is an invaluable companion to anyone inter­

ested in exploring Tolkien's mythic world-painted by the acclaimed Ger­
man artist Jo Hartwig and illustrated by Rob Alexander, Eric David Ander­
son, Douglas Chaffee, 1. Wallace Jones, and Margaret Organ-Keane. This 
map's lavish cartography details all of Middle-earth's principal sites and 
geographic features, giving you an incomparable sense of the landscape. 
ST #2024 $12.00 

Burning Eye Dice'" Pair (1 Red, 1 Black) 
These dice feature the Burning Eye of Sauron! One die is marbleized 

red with black engraved pips, and the other is marbleized black with red 
pips. These are high quality, injection-molded, European-style dice, made 
in the U.K. Please specify if you would prefer a single color pair. 
ST #337 $1.50/pair 



J .R.R. Tolkien's classic works, The Lord of the Rings~ and The Hobbit", have stimulated and inspired fantasy role players and fantasy readers 
for the past 50 years. Now, experience this epic setting in full detail with Middle-earth Role Playing (MERP), an exciting, intermediate-level 
fantasy role playing system that is perfect for Tolkien enthusiasts as well as experienced garners! 

2001 MERPTM 2nd Edition/Softbound $20.00 
ICE's best-selling fantasy role playing rules set in J.R.R. Tolkien's 

Middle-earth are back. The book includes new material, but remains 
the same rules system and is fully compatible with the first edition of 
MERP and its dozens of supplements. MERP 2nd Edition provides 
expanded Middle-earth peoples descriptions with new specific back­
grounds. There are now predesigned Character Templates that enable 
both novices and Lord of the Rings Adventure Game~ afficionados to 
start playing quickly! New artwork and layout make the presentation 
and organization of MERP II just what today's players want-an 
accessible, user-friendly rules system. Gamemaster Guidelines and a 
complete sample adventure set in the Trollshaws are valuable aids for 
those new to MERP. 

2016 Lake-town™ $25.00 
This third volume in the Citadels of Middle-earth series for MERP 

explores the Northron settlement where Bilbo & the Dwarves were 
feasted and supplied on their journey toward Smaug the Dragon! Lake­
town presents this mercantile center in all its vivid bustle. A two-part 
mini-campaign draws player characters into the watery labyrinth of 
piles below the town's wooden streets and out into the wide lands 
surrounding the Long Lake. In the aftermath of the Plague, Orcs and 
Trolls and Undead have the upper hand. (Color insert.) 

2017 The Shire™ $30.00 
Come visit the Shire-a place "in the quiet of the world," where there 

is "less noise and more green"-and enjoy the hospitality of the Hobbits 
who dwell there. In addition to a warm welcome, and six meals a day, 
you'll discover that adventure remains not so far at bay as the Shire's 
inhabitants desire. During the turbulent years of the Shire's founding, 
ruffians and squatters and jealous Dunadan nobles stir up a brew of 
violence that troubles the peace of every hill and dale where Hobbits 
dwell! (Color insert.) 

2018 Angmar™ $25.00 
The Iron-home, domain of the Witch-king, is a cold, bleak land 

roamed by dark-robed Warrior Priests. These sinister wanderers oversee 
the slaves, soldiery, and Orcish tribes who serve the master ofCarn Dum. 
Fear is their whip-handle and shadow their wake. The Iron-horne's chill 
darkness threatens not only neighboring Arthedain, but all the Free 
Peoples of Middle-earth. This printing ofAngmar is a reprint of the 1989 
ICE module titled Empire of the Witch-king. Angmar is now re-packaged 
and considered a M-e Realm piece for MERP 2nd Ed. Rules. Many 
exquisite new interior illustrations are featured and there's a full-color 
insert. (Color insert) 

2019 Mirkwood™ $25.00 
Once named Greenwood the Great, the forest east of the Misty 

Mountains harbored trees as old as the Sun and the Moon. Elves feasted 
and sang in the dappled light beneath their ancient boughs. But the 
coming of the Necromancer changed the character of the woodland. 
Shadows emanated from his stronghold in the south of the forest. The 
trees became twisted and veiled in sinister hanging mosses. Foul crea­
tures crept the night. Adventurers who enter Mirkwood risk either the 
snares of the Necromancer's minions or the confusing magicl<s of the 
Silvan Elves grown periouslywary in their slow retreat north. Mirkwood 
is a reprint of the 1988 release and features a number of new floor plans 
and illustrations. (Color insert). 

2020 Southern Gondor: The People $22.00 
Southern Gondor: The People reaches back to the First Age to reveal the 

realm at that time and follows it through the millenia to the Fourth Age 
and the reign of Aragorn II. Culture, politics, religion, and individuals of 
note receive complete and compelling coverage-from the watch -stones 
of the W oses and the chieftain of the Oathbreakers to the moon -calendar 
of the Uinendili and the sacred Karma of Aldarion. Chapters presenting 
history, ware raft, the distribution of power, festivals, and 10 thrilling 
adventures bring it all to vibrant life. 

2021 Southern Gondor: The Land $30.00 
Southern Gondor: The Land presents the realm of Gondor's coastal 

provinces in vivid color and detail. It includes 2 color terrain maps each 
measuring 16" x 21" and covering Andrast, Anfalas, Lamedon, Lebennin, 
Lossarnach, and Harithilien. A 90-page gazetteer contains descriptions 
for every site and road appearing on the map. And 2 campaign-style 
adventures carry GMs and player characters on epic journeys across 
these marvelous lands. (Color insert) 

2022 Arnor: The People $22.00 
In Arnor: The People, learn about the Men ofWesterness who forged 

a realm in thewide lands ofEriador. They called themselves the Du nedain, 
and in later years they became the Rangers of the North who safeguarded 
the Line ofIsildur throughout the chaos of the Third Age. The Dunedain 
were not the only people to call Eriador home, however. Elves, Dwarves, 
and Men alike had wandered the ways of this region from time immemo­
rial, and beings far more ancient than they still haunted its dark and 
forgotten corners. 

Engaging summaries of Arnor's inhabitants, politics, war craft, and 
adventure opportunities, as well as a lively history bring the realm to life. 
New illustrations by Liz Danforth portray the kings and queens, the 
nobles and spies. This module is a companion volume to Arnor: The 
Land, and together the two books contain all the material once available 
in the single-volume of ArnOT released in 1994. 

2023 Arnor: The Land $30.00 
Cradled between the mighty Misty Mountains and the blue Ered 

Luin, Arnor appeared the ideal homeland for the Exiles of downfallen 
Westernesse. Like ancient isle Numenor, the heartland ofthe kingdom 
was a cool, rocky, rugged land, well suited to contemplation, study, and 
reverence. Little did the refugees guess that the rise of Angmar on their 
eastern border would end all peace in the centuries to come. 

Arnor: The Land presents the marches of the North Kingdom. An 
extensive gazetteer of all significant locations is included along with 
coverage of the major cities, towns, castles, and keeps, as well as 10 
pages of color maps depicting the entire area. The module is a compan­
ion volume to Arnor: The People, and together the two books contain 
all of the material once available in the single-volume edition of Arnor 
released in 1994. 

These fine products are sold at better retail outlets world­
wide. Available at better game stores-or order from ICE, 
Inc. P.O. Box 1605 Charlottesville, VA 22902, USA. Prices 
are subject to alteration without prior notice. VISA & 
MASTERCARD orders (and catalog requests) call (800) 
325-0479. VA residents, Canadians and overseas customers 
call (804) 295-3917. Please make phone orders during busi­
ness hours: 9am-5pm, Eastern Standard Time, Mon-Fri. 

CALL OR WRITE FOR A FREE CATALOG! 
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any who would brav~ the v:m. arctIC wilderness of the Northern \Vas{c. 

a ounded by the grtat let-bay or Foroehe!. thIS secnungly endless 

expanse of snow and tundra stretches 10 the frozen ends of Mlddle­

eanh. Home 10 the mysteriolls Lossoth. thl" Nonhern \Vaste,s a tilanic 

battleground of nawui and supernatural forces, all comending for the 

dcstiny of this forblddmg land. 
"[/y ,vortbtrn II aslt unlocks ;l.n I"xciting new I't'alm of adventtlI't' n('vrf 

bffore covered by ICE', Middle-tanh senes. Now at last )'OU can tr.wei 

to the nonhernmost shores of M,ddlr-ranh-and bfyond! nr Norrixnr 
H'1l1/t rnc1udes complete SI;l.IS for MIJJII-(Qrlh Rol, 

Playng.· Roinrwsl",· and l.crd 0/ thr RlIIgs Nivmtrlrt Gzmt'" It 
IS the fiN .\fERP modul(' 10 contain scenario matrnal 

for ICE'sNsI-sdlmg M,ddlt-tanb Ccllttlrblt c",J <A1l1t_'" 

The No rthern ~Vaste fearures: 
COLOR MAI>-An exquisitely drawn map 17" x 

22" brings the Northern \VaSlr to life wilh vibrant 

color and deg~nr realism, covering nearly 450,000 
>qu.lre miles of bre.:uhlakmg terrain. 

LOSSOTH-Sojoum with a people whos(' strange 

CUSlUm5 ,lIld IireWlYS are proroundly shaped by the 
har:oh ('I1Vlfonrm'nt In which they li,·c. Learn the 

rilmlH. the enehant,'d nUll'S through which the 
LossOl h challlll'1 the invisible ('nergics of Ihe Spirit \Vorld. \ViUless 

on(' of the bloodless "song duds" the Snowmen use to setde 

dl~I'U1<'~' MediLuc upon Ihe wisdom of loVilpuil!o. the idea! of 

harnlony and balance thaI gUld('s lhe heans and derds of this 

praclic<ll p'l noble cuhure. 

T HE LANDLESS LAND-Dare to tread tll~ pathless l;:Jglle~ of f\r(.b·~ 

polar ICe-cal" Behold Hclloth. f.,blcd ice-<:ity of dl~ Snow-d ,·('S th~t 

guards Hclecthi1. the mysteriol15 source of th~ northem lights. 

MORGOTH 'S REALM-Exl,lore the cyclopean wr~cbge of 

Angband. blllhp13ce of dragons and ,ll}Clent stronghold of Morgoth. 

E,'ad(' Ihe demental SpITLtS thaI pr~y upon [he Free Pcoplcs of the 

land: J~'iluinen. Sire.!} of the Ice; EloekJo. Demon of the Nonh 

Wind; Durlaeh. B.llrog of the Fire Veils. 

EVERMIST -Snk the hidden "alley ofEwnmst. sanctuary to a 
~crt{i ,·t ordfT ofNoldonn mystics sworn to nd the Northern \V~te 

ofMo~'s taUlt. Undertake a VISion pam to 
reco,·tT one of the lost Ji'\\lnllin. the froz(n ((an. 

shed by Ya\'3l1113 for rht hraling of rht 
Wounded LInd. 

ADVENTURES-Two full -length. read}'.{()­

run sc<marios offer mSUllt adventure. Rumors 

of "TI,e Ivory Hoard" lur( fonune-~(kers 

onw th( fnngo's of the Northern \V.lste, 

prrsenting the GM WIth a gold(n opponwuty 

to acquJlI1l players WIth the Los~oth and thelT 

customs. Meanwhile, teITor Strikes Forochd\ 

bay as stoul-h('arted heroes gird themsdve~ 

for a deadly foray into "The HllInt~J 

MECCG" S ITES AND SCENARJOS-

Expand your Mtddle-unh card game l1lto tll(, Northern \Va)l(, 

with three' exci!!ng ntw scenanos and a hosl of n("w Sl(es allla,d 

out on thr reverse' ~ide of lhe color lerr~ln maps. 

A Realm Book for 
Produced and dinriburrd by 

ICE, Inc. P.O. Box 1605 
C6,rlotlcsviUt, VA 22902 USA 
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And most other major Fantasy Role Playing Games, 

IRON CROWN ENTERPRISES holds 
the udusi"r worldwidt 

licm5<" for F ANT ASY ROLE PLAYING 
GAMf5 md ADULT BOARD GAMES 

bud on J.R.R. T olkien's THE LORD OF 

THE RINGS'" and THE HOBBIT, 

Conn);l" (J 11)1)7 by Tolkl~n Enltrl'rlSn. MJDDLE'eARTH .nd THE HOBBIT .... r~"'rrr.l ,,..d.,,,.rk. or T olk,"" Enl<rpriMJ. a d""ion of Th, $.oul z.,.nr~ CnmpA")-'. 
Ikrkdty. CA, USA. AU dur' C!co .• nJ ),1..,<, d.nvtd from the work. of J.R.I{, Tolki.n art Common I.w I,..J",n.,k. ,,'fd nnJ ..... IoCt".. from H.rpnColh",. p"bh'~in!/ jU,~t»o ... 10 
Un"'", Ilynun 1_1.1. And (iro~. All." ~ Unwil'. Ltd. "'.l.I1 ofLo"don. UK)."' 
on .. 1<".," of ,I,t AI'll:' C()l'yrl~j,1 0 1955. /965 by j,ltK., T"lk,<n. Coprnghr r<newrd 1982 by Chmtoph .. R, To/k'.'10 M,,1u.1 HR. Tol)<lm, John F.R. T olk'","" and Pm,,)!.. 
MAR. T<>lkrrll. 


