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EDITORIAL:
HAPPY YESTARE!

ith this our fourth issuc, Other

&&/ ) Hands has successtully completed
its tirst year of existence. We
hope that the new year will sce

many ncw (and renewed) subscriptions, as well

as continucd international interest in our jour-
nal. Everyonc who has cver subscribed or con-
tributed to Other Hands over the last ycar
should commend themscelves for having partici-
pated in this virtually unique and unprecedented

publication.

We have made history in producing the first
journal to devote itsclf to a specific expression of
Tolkien fandom which has heretofore been the
exclusive prerogative of a licensed, commercial
venturce., We have worked to create a worldwide
community of Middle-carth gamers where none
had existed (a still largely unfinished project).
And we have facilitated a three way communica-
tion link between the licensers (Tolkien Enter-
priscs), the licensees (Iron Crown Enterprises),
and the consumers/audicnce of Tolkien-related
role-plaving games (you all). "Tis a yestaré to
cclebrate indeed!

But we have only begun to fight, as the saying
goes. With this issue, we open the pages of Other
Hands to vour adventure scenarios. By virtue of
our nonprofit status and our ecumenical com-
mitment to welcoming the use of all game 5Ys-
tems, we are empowecred to deliver to you, the
rcader, not only talk about Middle-carth gaming
but Middic-carth gaming itsclf. This is our ulti-
matc raison d’etre.

Artwork:
Tom Loback

Layout and Design:
Lisa Disterhett-Solberg,
Nicolas Solberg

First honors for this new fcature of Other Hands
belong to Tom Schneider, who has offered us an
exciting adventure (which I had the fortune to
participate in as a player) sct in Dunland during the
War of the Ring, a prelude to the Battle of the
Fords ot Isen. Théodred sends a group of scouts to
investigate rumors of an unholy alliance between
the Wizard Saruman and the Dunlending clans
bevond the Isen. Depending on the evidence these
spics arc able to uncover, Théodred may bc able to
convince his misinformed king of the truc peril
Iscngard represents (thereby foiling the deceits of
Wormtonguc). Depending on their ingcnuity, thosc
scouts may even manage to dissuade some of the
clans from allving themselves with the treacherous
Wizard. The player-characters may actually end up
altering (or, at lcast, modifying) the course of the
War of the Ring by their own actions.

In addition to this ready-to-run adventure, we
also offer an entire campaign background of a

most uniquc sort. Professor Norman Talbot of
Newcastle, Australia has set his litcrary hand to

render for us an account of a Middle-carth cam-
paign sct in the far South—sct, as a matter of
fact, in a mythical Third Age Antipodcs. He nar-
rates the founding of the Gondorian prison
colony of “Girt-by-Sca,” and the course of its
history up through the beginning of the Fourth
Age. In good Tolkicnian tradition, Professor Tal-
bot presents this history as a “found manu-
script,” overflowing with tantalizing allusions and
lacunac at cvery turn. A delight to read.
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Continuing this issue’s theme of tinding out
what kind of Middlc-carth campaigns our rcad-
crs actually play, veteran Other Hands con-
tributor Anders Blixt and newcomers R. Ben-
jamin Gribbon and W. Joe Balderson have given
us reports of games past and present. Gerrit
Nuckton has, in a similar vein, devoted a short
piece to the particularly popular adventure
motif of “the return” and how it might bc put
to usc in a Middle-earth campaign.

Joe and Ben themselves make a quick return
in the first of (hopefully) many more essavs on
Tolkien's trcatment of magic in Middle-carth,
tollowing close on the heels of Andrew
McMurry’s article trom last issuc. Also making

FINE PRINT

a return to us (with a vengeance) is James
Owen of Middle-earth metallurgy fame, follow-
ing up his cursory remarks on forging technol-
ogy from last issuc with a (most thorough)
“how to” guide for developing realistic metal-
lurgical principles in a gaming context. Finally,
the debate over the population of Gondor and
Arnor begun last issuc continucs with Gunnar
Brolin's response to Jason Beresford’s response
to Gunnar’s initial article on this topic.

As announced last issuc, we have written up

an address list so that our subscribers will be
able to find out whether they have any fellow

readers of Other Hands ncarby. This list is

available only to our subscribers and will not be
circulated for any other purpose. But while you
arc busy writing to your co-readers, don’t for-
get to write to Other Hands—our “Communi-
cations” scction has gotten off to a good start
this issue, and we hope that more letters will be
coming in. By the way, vour journal editor is
now on America Online and the Internet, so
don’t hesitate to drop mc a line, or send sub-
missions (submissions arc via Intcrnet only—
“holonet” address), if you have access to cither
My America Onlinc ¢-mail address is:
chris1224, and my ncw Internet address is:
chriss(@holonet.net
(Orchrisi224(@aol.com).

Other Hands is an international gaming journal devoted to fantasy role-plaving sct in J.R.R. Tolkien’s secondary world of Middle-carth. It is a quarterly,
nonprofit publication welcoming submissions dealing with any aspect of gaming in the context of Tolkicn's world: scenario ideas, rule suggestions, gaming
product revicws, gamemastering aids, bibliographic resources, essays on Middle-earth, and whatever elsc our readership would like to sce in print. In a word,
Other Hands aims to be the definitive Tolkien-related gaming journal for a worldwide role-playing community. Within the pages ot Other Hands, the
interested gamer may publish materials with reference to any game mechanics he or she chooscs (including Rolemaster and Middle-carth Role Playing). Such
gaming matcrial may deal with any time period of Tolkicn’s world, and need not be bound to what has already scen print in Iron Crown’s modules. Other
Hands provides this freedom becausc it is a nonprofit publication. Subscription rates arc as follows: inside the USA—1 issuc $3/4 issucs $12; outside the
USA—surtace 1 issuc $3.50/4 issucs $14—air 1 issuc $4.50/4 issues $18. Payment should be made to Chris Sceman: PO Box 1213, Novato, CA 94948,

USA. No Eurochecks, please!

Submissions are welcome in any torm (preferably legible), but are easiest to edit when received on a Hoppy disk. Word for Windows is the cditing softwarc
currently in use, so if there is any question as to the readability of your disk, pleasc save your document in ASCII or text-only format and include a hard copy.
All submitted materials remain the copvright of the author unless we arc otherwise informed. All submissions must be sent to Chris Seceman: PO Box 121 3,

Novato, CA 94948 (USA). Pleasc writc me or call if you encounter any difficultics, my <thv:}rm number is (415) 892-9066. Plcase note also that I may be

reached over Internet: chris1224(@aol.com (for communications and inquiries

), chriss(@holonet.net (for direct submissions).

COMMUNICATIONS

Dear Chris Seeman:

[ enjoyed vour article on Queen
Berithicl—ijust enough factual information to
set the stage and cnough mystery to whet the
appetite. Verv good. Incidentally, the quote
“Ruth could also be a pun for rith ‘irc’. ..
(OH 3: 18)” is by Nancy Martsch, not by Tom
Loback as cited.

On the population of Gondor and Arnor:
this, and other problems like it, arc a direct
resuit of Tolkicn’s cxtending the time scale of
the Second and Third Ages. Events which in
the real world would take place over centuries
are stretched to cover millennia, and there is
no increase in the number of events to fill the
cxtended time. NGmendreans live 200+ years,
and vet have fewer children than real world
people have in cighty. Technological change is
virtuallv nonexistent over a span of six millen-
nia. Obviously, real world statistics won’t apply.
About the best one can do is to usc real world
numbers and multiply the time factor bv three
or four.

James Owen’s exasperation with ICE in the
ficld of metallurgy echoes my own.

My area of interest is language, and it causes
no cnd of annoyance to sce sloppy and foolish
mistakes (like the wholesale borrowing of
Scandinavian words into Orkish without any
attcmpt to modify them to conform to the
Orkish phonctic system, or the mistakes in
grammar in thc Middle-earth Adventure Guidebook
IT). Not that ICE is the only gamc company to
do this; many games (computer and board
games included) do this, and somc arc a lot
worsc. But ICE at least trics to present a pro-
tessional appearance—they employ good art-
ists, they proofread their spelling—which
makes such carelessness all the more madden-
ing. Perhaps they could employ the team con-
cept of adventure parties and scnd the stuff out
to cxperts in various ficlds for review?

Other Hands is looking good.

Nancy Martsch

PO Box 55372

Sherman Oaks, CA 91413
USA

Hello,

I play in a Middle-earth campaign sctting,
but do not use the MERP/Rolemaster rulc svstem
(though it started out that way). Onc sct of
rules binds this game: 1) we don’t play named
figurcs out of the books, 2) we can’t change the
known history (only the implicd history), 3)
we can be the children (but not the parents) of
known figurcs (though we have relaxed this
rulc for human characters), and 4) character
races must be chosen according to which
pcoples werc in cxistence during a particular
period (mostly humans now, but as timc ad-
vances, the characters’ children get involved in
adventures). This system works extremely well
where both the players and GM are familiar
with the books (As good role-players, we know
not to go scarching thmugh Tne Silmarillion for
hints in any case, since events that affect the
characters must be taken on their own terms.).

My GM and group began gaming in 1990,
starting with the awakcning of the Elves in the
First Age and progressing trom there to around

the mid-Second Age. We plaved it flat through
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the discovery that there are dangers out there,
to the creation of weapons and the beginnings
of magic. Since then, some players have lett
and others have come in, making for a mixed
group with very few whose characters we
present at the awakening. My character isn't
one who awoke (I camc a weck late.), but [ am
of the first gencration of Sindar (My father was
Cirdan, my mother a Maia of thc woods.)

Scotto the Unwise
p01004@psilink.com

Chris,

As for integrating Middle-carth with GURPS
(Generic Universal Role-playing System), things arc
still somewhat rough. What I’ve donc is to takc
some idcas from the GURPS fantasy races book
and modify them by adding some of my own
idcas. Probably thc most developed of thesc
ever-changing race templates is the one for
Hobbits (sincc they appear as the main charac-
ters in Tolkien’s books and arc therctore the
most clearly defined as far as racial characteris-
tics go; and—though others don't always sharc
my cnthusiasm—1 enjoy playing them).

As far as settings go, 1 have several of the
[CE modules, but have never had a chance to
usc them. I think that they’re good for gencral
stuff, but lack somc of the detail needed for
GURPS (especially for noncombat, non-magic
arcas). I fecl that using GURPS gives much
morc scopc for character personality develop-
ment and intcraction than docs MERP.

GURPS basic magic (I don’t have their magic
supplement.) sort of works (We tend not to
run non-magic oricnted adventures anyway, so
it hasn’t recally been a probiem.). The GURPS
magic system probably needs revamping if one
wants to run an adventure that is truc to a
Middle-carth setting that docs involve magic.

As far as MERP goes, I discovered it while
poking around a gaming storc (thosc very rarc
and hard-to-find places). Being alrcady tamiliar
with GURPS (but rcally wanting to role-play in
Middle-carth), I bought it. After rcading
through it, I was rather disappointed with the
rule system, but liked the background informa-
tion; so I bought several of their campaign
modules, hoping to usc the settings with
GURPS (as culling the samc information from
Tolkien's books or developing it on my own
could take a long timc). As far as others who
use MERP, 1 know of nonc (other than yoursclt,
of course). [Ed.—Actually, since 1981, I have al-
ways used the RuncQuest rule system for my Middle-
earth campaign, though in my module-writing for
ICE I naturally present everything in MERP me-
chanics. ]

What I like and dislikc about MERP: 1) the

critical tables for combat are diverse (which
makcs combat a bit more interesting), 2) al-

though I tend to strongly dislike the concept of
classes, MERP does allow characters to buy
skills from other arcas (But it remains tar too
restrictive, pigeonholing characters rather than
allowing them to be unique individuals.), 3) 1
also dislike character levels (although I agree
that there must be some kind of mechanism for
advancing attributes or skills), 4) MERP over-
emphasizes combat, skills, mancuvering, etc. to
the detriment of character rolc-playing.

Jonathan Entner
3520 Greenmount Avenue

Baltimore, Maryland 21218
USA

Dear Chris,

[t sccms Other Hands is progressing well. 1
was most intercsted in reading the letter from
Eduardo Martinez Santamaria on behalf of his
Spanish Tolkicn role-playing group (OH 3: 2).1
too am keen to modify Middle-earth Role Playing
and/or Rolemaster to make it closer to what Tol-
kien would have intended (I have been fiddling
with this on and off for about fiftecn years).

One idea would be to make character gen-
eration quicker but more rigid (i.c., no morc
Dunadan Warrior Monks!), while still giving
playcrs a wide range of options. Another idea
would be to make combat quicker whilc retain-
ing the accuracy of the cxisting MERP/Rolemaster
systern. My aim (were [ to involve mysclf in

designing a playable system) would be to com-
puterizc as many of the repetitive tasks as pos-
sible (c.g., how many rolls it takes to discover

that your character gave an opponent a bleed-
ing leg!).

Concerning magic, I think that the MERP/
Rolemaster systems arc quite good (far better, for
instance, than AD&D), but some of the spells
and spell lists are out of placc in Middlc-carth.
[’m not surc that Andrew McMurry's proposals
for an alternative magic system (OH 3: 11-12)
would accurately model magic in Middle-carth
(or even be playable), but I look torward to the
second part ot his article.

I am interested in creating an on-line game-
mastcr “Assistant,” but will need some sort of
financial incentive to motivate me to devote the
necessary time to it. I’m also intcrested in: 1)
refining the experience point system, 2) updat-
ing War Law, and 3) combining into a single
document all of the information relevant to
Middle-earth Role Playing contained within the
Rolemaster companions. It pcople such as Edu-
ardo would like to get in touch concerning any
of these aspects of game design, feel free to
WT1lC e,

Glenn Kuring

29 Mansfield Drive
Beaconsfield
Queensland, 4740
Australia
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What’s becn happening in the
world of Middle-carth gaming
since October? Let’s begin with the
big news. 2nd Edition Middle-earth
Role Playing is finally available,
clocking in at two hundred and
sixty-cight hard bound pages (at
the rather voluminous price of
$30.00). I haven’t had the time to
rcad through it in its entircty, but
there arc much expanded intro-
ductory scctions on the world and
on the naturc of magic. The latter
caught my attention in particular
becausc it included a ncw set of
corruption rules reminiscent of
Chris Pheby’s article in OH 1. It
scems that our authors and ICE’s
authors arc thinking on similar

lincs.

Although the Arnor rcalm mod-

ulc was originally billed for a De-
cember release date, Jessica Ney

has informed me that it is still be-
ing page sct and will not be ready

until the end of January at the car-
liest. This module should be a real
trcat, as it will combine all of the
previously published matcrials
from the Arthedain, Cardolan, and
Rhudaur modules, and then some
(four hundred pages worth, we arc
told). It sounds like the Middle-
carth Recalms scries is getting oft to
a big bang.

Spcaking of rcalm modules, all
of the chapters are now in hand for

Southern Gondor, though I haven’t
yet done a word of editing on it.

The recason for this is the yet unfin-
ished The Kin-strife module, which
(now that OH 4 is completed) I
will be finishing cditing work for
by the end of January. Jim
Morrison camc to me in a drcam
and assurcd me that the final
manuscript would be in Jessica’s

hands by the sccond week in Fcb-
ruary (I hope). Talk to you in threc
months!

Reporter
Chris Seeman,*




MIDDLE-EARTH DOWN
UINDER:

AN ANTIPODIAN
CAMPAIGN

Norman Talbot: ‘T, he Scholars of' che Ichilien Gr’oves,

DePa.rtment of English
The University of Newcastle A ]")isto-,-{cal' NO‘CE Becu«vinj-eq reetincjs
S

llniversity Drive

Callaghan, Newcastle ]:rom ‘C]‘we AﬂCiPO
NSW 2308, Australia
The readers of Other Hands may be interested in c:all.ed tlﬂe CWO -UP D‘ﬁ iLOSOPl‘\eT",
the endosed background material to the role-playing ,
game Hunter Varant, deve/opad b] myseﬁf my son DEM O‘F d‘?ﬂ' LMCI\V&T"&S COLLBC}E, GOdSPOT" C,
Nick Talbot and my daughter Ruth Talbot-Stokes. The -Fofv he ]:T"EE DEOPLC-‘-" OF C; {Tvt_br_. Sea

system is (as far as I know) only played in the Hunter

Valley region of New South Wules, Australia (And we

have no immediate plans to change this!). Six scenarios colle s and Y venerable mascer rLaLl.tf'- che
are extant based on this antipodean Middle-earth cam- P o di ask me o F‘-'l-’FiL oL QLS ﬁ:”" -
paign, and I am working on a novel version of the first, ] s Y 9

“Felix of Godsport’s Last Tournament. ” It concerns the mmary QF The Asmals GF The COLO"Y C'F Gi"t"'b‘("

, ] | a." Since a restored monarchys expectations abour
Ogre Mages and a fong—past intervention ij an Istari.

The second novel, “The Rent-Collectors Who Accepted as hm{l m‘fat be unlike those O-F ar inde-Pend.enz: : ’f"éﬂof F-ree '
Currency Hay _ﬁ'om Orestaia Faos,” will deal with the DEOP s wnat ﬁ:}LLc WS Ay someTmes O'FFET' an unﬁurn ™ WP'mﬁr

ﬁnding qf the palantir at Khand'’s Grave Beach, and buz it is sent i qoocl ch’n and UF course with }taﬁTr
‘Whﬂt med it. conc.]mtulnr’ms or d"e triumpkant e*’d Of ‘e U q‘r"imw mjd cr-*uel, WOLT™.

We all look FOT'Wﬂf'd o the close ﬁwure cooperatior That oYy
c:ol.l.ea:.]u.es' visit 5u1-el.1f heralds. 1‘[: ur horoured Scevvard Sponsors o
reciproc:al.. VisiT, you may yet be QJE o tell me whatz 1 should have
incLuclccl O be moTe aPPrOPriate l'veLP O TDu!

I CAar POS‘CF)O'I‘!E deﬁcription5 crf: t']‘ve atlﬁe-r' "OMCES crf: the Unbr—ﬂkzn
ALUMG(‘: untiL after mT' summa.rr O’F ‘iﬂ"’e Annc:\l.s. l:'ut YYUSC
imitiate That sSuwMIMATry with some notes on The Rnc:e C‘!‘F {Den in

Girt—bY-Sem incLu.cling their relacions wich the Stace and
emPire D‘F Gondor.

DrembLe on Numendrean R,emains

The far-travellers of Numenor knew our Land. The Sun-Pillar
of Car-'CeLPer% stands ar che Dot Gaces on our Cast Coast,
SQﬂdermﬂmu.Butmdcafa%iCEﬂmLtkatﬂeit}ﬂefdﬁcha&
ch warriors, nor the Labour ch slaves, nor che skills o‘F evil mages,
mrdﬁemalzccofdf‘rentedqodsmnMawkuPonmtrau
the centuries. Nor were the complex ellipses carmved on the
chronormetric ﬂoor below ever scarred Br any misc:%'ief. unTil Yy
oW U]cetin're. Now bl.asting-]xmdcr has cracked a single decp sliver
f-ﬁ;:'rrn ’d‘ve soutlﬂmost O SLTIYNET™ C'tn'ie-clial. al t1‘\c Pi s f-oct. ﬁ:?r"
some three mens Length, and Hlackened a much larger arca For we

OO0 ]'wave 1-30.1:1 OLLT™ WATS,
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Per momumenc is oPPosed, d«ouc)k moT matched,

harbour. CThe < r sheathi the Shrine
Sunrise, Pl.aceclOPt’rfeere b]’ ardenj :F Azanamir CT‘E
Gr-ecu:, has l.onc] beern revrorved; C“‘Ou(}l") OST a'l: 1Ts
massy Port' ico remains, the alcar-bowl has been
used ﬁ)-r-— abominations no Numenodrean could
couniernance. O‘F the Colossus ch Ar-cimﬂ.zér the
f'eet' and shins WLT remain, but Tthese too are
valued ]:»T' the elder races ch Gir’t Aas PT’GUF That
(Mer have an ancient cicle o dwell in the Land.

Some believe in Lecjends ch much more esoTeric
“remains, I the stories cf' che Old Onres whose
Lland chis was before our ancestors came, and in
che drenm-ﬁinqiﬂqs D‘F The Ge:ﬂiuses, dwellers on
That coasc ﬁ:rr' A.qe:s crf: che World (our
“GLCLCicLCiOﬂEH) arc tcxntal.izinq allusions o
Power-'ﬁ.d. "Pidden ‘Ckimis of'— Numen and the
Noayre of' Lost Car-(Miriel.” Buc O'F these C]’siﬂgs.
bT‘ The nature O'F their sources, ﬂOt“\Eﬁtj MOTE CAan
be said ar chis cime.

Drecuﬂbl—e o
Gondorian Rzmains

Cwa mighTy Things o 1B & o ecu'l. hisctory at
least the qwﬂ].;]. 1:701:2:']' frl'jo aale ha]; LC'FC u“;. Che
‘:au-stone o™ Pal.o.ntir- emPLoT‘ecl iry The c]-r"ﬂa.t
Obﬁermtor'r O'F Gadspor’t and which yous
hornoured Kincl CeLconCar was Z'.'hc ‘F irrsC To
e.‘m]:)l..or CO SPcak coO
Oy

a dead

us, was cul
che bell
di‘\»’iﬁ(}—w ale
washed up on The
beach ch Kbhands
G-r-cwe irn 2078
(raur 2977
‘C'lﬁe qmc:u”:

sryseal of

| . That once
qmced le C ﬂ% Cj

our 'Ficrc:e ciZ:T
in the Sea (Meadow [EEESES
above ]:rf:eport. Ic —
replaces the Hack Sphere of Starmetal upon
which the hands o'F ]:f-ee DechLes wWere ﬁrst
Laid For- che vows crl'- our Alliances. mrazf'wusl.r
indeed was that CrTstaL rolled tlﬂ*r'ou.q all zhe
seas O‘F mﬂcn.e-ear’dﬁ iNCo our Liﬁ:l.e nvanqw
vil.].aqe ch Fishers Ghoscs! Bede chese m‘ithT
t'r-inlcets, what Gmdo*r' bas sent us is PCOPLe

Notes o» ecu'LT‘ Niscor

(to The ing-OTri e)
Crer since The ﬂ.at cartTh came a
coueagues, your northern lwemispkere has
doahintxte:cl our 5ou.‘dﬁcm nOT 1 1Ts n-»acjneti:: Pow'e-r*
o thitat'mml,and intc';qf-itr buc in che »umber,
C xiT isTicalion
CL;.‘::{P The cIiL wir:o\}:rlﬂic]ﬁ t‘ﬂcT' irist numbers,

. dear

6

iTs senTienT 1races,

i:OIﬂ‘PLEJ‘\Cit‘I’, and histicacion alike. Cerminl;r
virtue bas also MOST mwu.:nca and
SPccmcl.ﬂ.ar ﬁaﬁﬂﬁ in The clder ]-\c-nﬁsP]ncrt: bur ic
cmxm&usafdﬁeﬁoudﬂdmerLmkﬁm
vadwmm-currcﬂt MO C waT‘a.nt evil chan qoocl!

Chis rather ql_oomr VIEW of'dse Norchy well
suited our ancestors second-cencury arrival on

Girts shore in the Seven R.OTcxl. Qachs. Are che
Oachs much celebraced in ur song and sTOTY.
northern c:c:!u-ea.t:Ju«E:E? NO‘? K)eu Pe'r']"\a.Ps notT: all

hiscories welcome the cool_inq mMisTs ch oblivior To

sooThe somme sore 5})013 or Their bod licick—and
hrnﬂWciL 1 was noc che kinc] ondor moscT
devoced To o d'ispassiomrc vision jusTice. Buc

even if the Ra Oaths are TgoCTTen TYOST
ciﬁmfs 1) vaul’acjiiﬂ:icud.t NESwW -Ejnqclcm cuz c:nLT
recalled l:rT' your historians, 1 can assure you Thatc
Lyrics omeu:llin msml,qm For The Bc:ur O‘F

é: are sTill I-som-sel.r chorused eveTry” e'iqkd‘»-
CL‘.:LT' eve f:rom many a Gir'c’:sk Taver™n.

Cach Oach was a ]q.eet' O'F Pri'.smw-ships, o‘F which
each boccom was (}CﬂeT'Ou.SLT' sﬁ:ﬁe& Wi CA$Y
iﬂteres‘cinq corgo O‘F The crirmi \ m‘r‘s‘['-its and
rebels that hrurrnerﬂaciL bad T-eLuctuntLr
resolved To do withour. Che ]:h-sc Qazch was drawn
srainl Oy GOﬂCL:H* IEeLﬁ che Second. T:our"tl‘i
and ﬂ. were filled l:.u-qel.r br the bardbanded
R.civerﬁ ch Unbar, Anduin Vale and Calernardbory:

the Chird seems to bavwe beern a mixed creel. wich
Dorosian Pasradrirn

and easterlincjs
noTiceable FOT"’ che
F’irst Time. But in
cvery Oach, and
especiall.r che Lasc
TWO, dm WeTre
GLW&T’.‘; Dunl.eﬂdinqs
of the Debatable
Lands: such
croublous ﬂeicj]ﬂbours
were |(and
~S11 1~
Lé:'t?rﬂ Ki "
-rom such
are we sprung.
icau.]f, as Y wif'c Points oud, P‘r't.f;or‘lers O‘F
irst chree Oaths were almosc mtirel.-r male;

Spect
che
wwrebm-nof'z:keLareOaz’ns.

Ou.*r'* ArCeESCOTrSs, dﬂOﬁe P1'Ec'i01.15 c]cxxls ti*en.«sured. u.P
behind colonial bulllheads, called themselves the

Liccle Cusrses. had cheir bad points. buc so
roo did the Scarlet Swearers, the cjucu-cls hat
oversaw Them, with T, € and tl—x:mca as

builz port and l‘mrbgiﬁ c.:z and hall, maadja
bﬂdqe in che seven-year ‘sworn servicude That
discha.ﬂjed their debt to R.oral. Gor‘kﬂ.or
lncﬂcntcd.l.]f, wichin che Years O‘F Oarh Cwo. che
Scarler Swearers ceased o wear scarlec, t’-vsg:
their Lan:;]ucuac doubtless retained its colour.
urrﬂ.attf:r‘incj reason is that the Old Ores, ancienc
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rulers O'F Gif‘t-b'r-Sca and still ics allies and
c]mrd'iaﬂﬁ, c:OuLd Str'il(c clo‘wn - 5ch1‘L€C coal '[:rm'r!
afcxr-. while themselyves scarce visible, clad onLT‘ 1
the c:LaT Liverr af: che Land

Our GaLdeﬁ Aqe wWAaS brief indeed, since iT was
noT Lonc:j Be:ﬁ:rre: the Northerrn invaders made our
coastal cities uninbabitable. Still the memory
that we bhad such an age of beaut’r, however
Lacerated b aggress Tela ]Cr*om wichout and
c:ampcﬁncj C Ol.oqies ‘From wit’hin, is a constand
camfort and chau.enge TO our Prescﬁt’ bruised
seL'F—-esteEm. Some say che Nortch scimulaced
greatness in us, ochers cthat it bLigl—stecl a
na..z:’ural. qrowrlﬂ.

In recent centTurics nobler vows have repl.aced
he Hlood chat daubed our f'rm‘atif:rs, buc we scill
a ciale The sayi that “Gr'im is The qifc
q% ﬁ-mﬂ NOrL:‘qcurrenCs." I che Lcu;g frec:u-s ch
the Qatrhs the Nounds ch Parad beqan cheir
“wlﬂitebirdinq." A NOTOrious 'Fcn-vn ch s?cwe—cn.tclﬁnq
C‘ﬂat. Cuin o‘F Arrnach well says. “c.]cwe the VETY
Qcear an evil name!” In Less tl;:uﬂ Clﬂn'tT‘ years ch
s]’ste'-hatic raids the Daradrim burned every
‘c'r-ude-POﬂ and F‘iﬁkiﬂg harbour orn the Ulmic coasc
and the Naldrim Ree:F and murdered what

GirtﬁJU& they could ot enslare. Nasrdrim they
call it now a biccer jest that Links the invaders

race with the black sed ﬁ:\ncas That remain c:rF
Thatc Low:LT -mile re The Sea-Clies and

5tr*m1drnen oNce I.'t'cut:Ll..ed 114::11. -Tecu- Sout‘ﬂ "sc\lf-

year North' in The Low:] raft—cit’ws, Ulmeia, Vor
and Smrm-SteP.

tw CerYCULTICS Lat'e'r', 1T was d'wc WOLT™ bet‘we:m 'C’he

Paradrim and che no more mrciﬁi white
Corsairs of' Ulivwo and Uhmbar chat created our
Alliarce O'F che ]:ree: Nacions. YOLL'I" Crpire, as
had becm custmmrr, Prmiﬁcd us cdd. ot c:cn.d.d
mrE:LT a‘ﬁ%?fd <o I&eeF such Pﬁ::mr‘! iSES. IZOPCuMIELT
‘F(.JT"‘ The qood COMSCIiENCe ch your rulers, we soon
relicved them ch che cjuiLZ: O'F such Pt-m'!ises_ ALl
d'w-r'auqlﬂ Iour Kinq-SC'r'iﬁ: our Duchess ]:al.t'.k‘-.'»5é
welcomed citizers cgcdﬂe em]:)ire: who wished o
talie the Soucthern Searocad to become free
Gircmen here, whatever side t’ﬂe-r suF:Por‘Ced.
Powever, at some Poinz:' (T"iﬂkCLT’ or wronql.r) she
also sent ships to aid Cascamir the Admiral. K:nq
Cldacar, on E:s restoraTion, casT The Southern
Sea Colonies our his Cmpire, and declared
Ou.aclu on Tthe Duke. It was durinca chis war Thatc
our Alliance Elves, Dwarrow and (DNen was
tesced, and t‘ﬂcrecxf'ter crusced I was ]:al.cwsé:s
qr'aru:kov‘t DeLa.gion who underwent the Old Ones
initiaTiorn to make alliance wich them a.qainst The
Cold Oqres. dreadﬁxl. crealures o‘F the mountains,
much Li?«: evil Rock Gcniuses

Castamirs Corsairs, diSCLPPOEﬂCECl ch ar e'mpire.

vicTims inscead.
' Gallcrs che
Sl.eePLess. and Mmoo more me:-rttﬁ.l].l.T stra:f"e

d
our easterv coasiline uncil the Sirnainc] Clves and
much crf- (DNarkind were ﬁ:!ﬂ:ed To recreatT inLand,

Al.zerﬂat'eLT with Dar

across the Credduil. che Bloomm (Dountains and
he Sunbitcer Lands, to the shores O‘F che Inland
Sea. Che 'Fi-r-st colonists, Led l:rr che Valiances c:r{:
the Vale and the Dunl.en:linq A.Pts ‘Founded The
Abers O‘F ]:reckland. (DMaidern Cascle pr-er.:k Bru:lqe
Sweetwarer, Sebr'icakt O‘F the Ships. iy f:our'
years. Aond Godsport' which is e | was bomn,
has been Gi*r-'té c‘wie-Fest clancinq—-ﬂmr ‘For- cOinN, Pcn
sword, fishtail, tonc]u.e ericlc and beu.T' eVeET SINCE,
dowr c:l'\anc]inq years.

Iz was here on the Inland shores we swec the
Soutiﬂcm Dwar\cs, T D\»urmw Buc ] 51‘»(::.1.1. beqiﬁ
with the more ﬁLmiUm- beincjf;, che Clyves and chen
Turn To The Owares, Old Omes, and GEﬁiLLSES. Will
ﬁ#ar cOoNTenNT ‘,’m? I‘F OT, wlﬁ'r unroll che sc:r'ou.
f:urtiﬂer or: | shall mever know!

A Noté on The gz,ac:es
O irc-by-Oea
Clyves f | Y

Chere arc no Clyves inc:l‘iqcnous co the Souchern
Concinent or the Sourh Islands. Nowever, at leasc

A f'mv Gre]’-e L‘F e;cPLo-r-e'r-s casme bhere b:ﬁre
Bumnitr, and i ed the Gmiusei Oud

Ores O'F che Rniﬂ-—]:orcﬁt. Powever, 1 do rot
SUPDOSE che Sirxai ~-Clves (dwse you call fo:m-
G Lvess) d‘\ut S'FP‘I""E' t‘ﬁrou.cjh o bet.avcd SOLLC"‘S
Land over cthe same Perw as ourselves are much

di'ﬁ%ff:ﬁf ﬁ'mﬂ your own Clver ne'iq%bours. Cheir
tja.t"deﬂiﬂq and bus -wi'Fer-T, rno Lless Than Their
music and darnce, are much respecte:ci: somwe (1 en,
¢5Pec'iaLL1’ O‘F che Old Ores, consider thac dneT are
cyen crwr-'inﬂ.uential. u]:x:m our Llives. Cmpared <O
ustkermmshudbrkal;ﬁmdmﬁms Too
horest in their c}\a:FFer!

Sca-Clrves: Nove remmain, bur vo bizj 5BEP s
allowed o 'ﬁ:vrtaet the Sea-Clyves thar died wich
the Paldrim Reef. Taught the dolphins o
sing, and The beascs still swim beside almost EVETY

ol lexcepc those that smell of blood) calling and
caU.inca cheir Lost teachers.

Gr-er—ebts: ]lartl.r seer in The cicies, t‘mr

us Liccle accencion, as ™ OS W Ccan CCLL ucjlﬁ
reserted br some as The La'Ft‘tes," The name derives
3 ool ﬁ'om Their pride bur Fﬁwn cheir l.ivincj irn che
{Dount Lﬂ":f‘]’ (as well as the DrTsLoPes
and \Vm-rumbunqLeﬁ). We are n-w:-r-el.T' uninn:‘f—esﬁnq
o them, bur che Old Ones C“‘eT actiwel.r dislike as
barbarous and animiscic: d‘veT consider The
Dream-secarch, Like Shapec N, A
misundcrsa:uwdincj crl: SO'E; tk?\zz{;r. As 'Fo*r" che
Dwarrow, bow could those ernemies ch mac]ic: be

Ay i buc i i co beings wich wc i
cwct'd]j bnjne? \«\;E;.t .y 1:25 dﬂinkn?:r[: he ge:?uﬁeﬁ |
have never been Told

DWCLT" 7O

"Southern Dwarves dwell in che (1och-
mcunmiﬂ5, The ]m‘.mﬂ Snﬁdﬂ-(:aves, and he rew

{ Douncains o'F he Cyvenrust qu’ arc baters of

/
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all ic: iT vexes, The say, the bores The
motn;:?' In cheir WYy I.nlmtﬂan lwun'ﬁou:f- C‘lﬂeT' call
chemselyves the Cldesc Carch-Children, che
Volcano-Worms, the DNasmrer-Suckers, the
{Nocher Lovers, che Bascards ch the lce Char Ace
CThe World and so on—and indeed are
Fn-odi'q iousl.T’ Long-lived. 1 have been in Cobber Petra,
their store cr —-cit*r ‘That che ql.aci'er ]CLO'wed
across and would rnot bend and indeed (wha.tewr
you chink OF Their mod‘!er-\'\)ors]wip) chere are
e-nouqlw events ﬁ-om enouqk years carmved onto the
tall leaves O'F stone in Their chamber O'F (TNodyar
Bull, or Rec:ordincjﬁ, o clu.ite rsuade e c:rl: tle
milLermia ch endurance t‘ﬂer ast. Also 1 bave
secr more Than ore ]-wi?‘l—v-clunlitr SPeU.. di rsed b-r
o ¥ siﬂql.e c]Lance d’sroug "Che (Nochers ey
Cears’ (repr'esenﬁrq c:l-viFvs ﬁ-mﬂ Their PrimaL
q.a.cier] or The r-ubr lens cr[: Bulls-Blood in
circumstances that | believe not evern the scientific
scepTicism ch che Clyes ch .Dt'TsLoPe could dismiss.
The Dwarrow claim to krow the Dream of.
Durin, from the [First Age. at first hand. Indeed
one O‘F their ﬁxn-vﬂ.ies bears che nome c:rF Durin
even Tet (Mer can interbreed with Clyves, and
inl‘trbfeedinq with the Old Omes is quit‘e COMMMON,
Powever, iT is moT Pos.ﬁibl.e f'or us o breed wich
Dwarrow, because, C“\eT' sy t“veY come o The
]:ir-st' Ac.]e Indeed. our c}simrqeons say che
bores owameﬁ are made ‘Frm a differenc
‘carbon ours. Dwarrow say” That d—ve‘r have
Lived im The solcanoes tlﬁrouqh a whole ‘lce ﬁe
their tales of che Cold (Mocher c:rf' the Walki
Ice, the Gondwana Earthdance and the Anger :?
he (Mountains are boch corwiﬂcinca and
5i:]nif'i¢m1tLT similar To songs ch che Old Ores.
Dwarrow bave Pc:.r’cl‘\enic: muscles. very short
crowded fibres, wide baskery wombs, deep chests and
abundant kair—fol.licl.es: even Their Lunqs are more
dense than ours. Boch cheir kinds o'FbLood arc
difFi’.cuL‘c to shed because ch che bardness O‘F their
skin, and 1 have seern a deeP chest-wound 5u‘FFer'ec1
b'r a Dwarrow, that clocted within -Fwe sirnudes. |
have mever seer a Uwarrow even mecar fwe f'e:e:‘c iy
l‘veiq'hz:, buc r]ﬁeT weiqh sm*ne‘dﬁim] over Twice The
\w.'r'iql‘vt ch a normal grown man. carmocT, crf:
course, swim or ﬂ.ocu'.. tl—wu.ql-s 1 have seern ore walk
under water. Dwarrow bhave had to teach
C‘W’SCL\ES The 5uﬁ,ﬂ and To protecT ‘dﬂeir'
shadowskin, as call ic. %‘\eT are deachl
and YetT Their }f‘ax_‘:'rand €yes are Hack mirreP;ic
arc i lded and lﬂecw]«'-ljﬂded, with cliﬂ:;-cxct'm and
indices d'i'FFerent ‘Fr'cm'v ours. Che Old Ores, whom
he Dwarrow call the Sun-Children, Pref'er NoT
o see Them, and the races avoid each other.

Old Ores

DT"’OBGH—T' a ™ O‘F (Den, t“'\eT Live in ﬁ:xmﬂ.‘ies.
Sosﬂe Travel T'ea.r' Be'CWEE:n huntincj—-qrounds;
another kind shuns the VETY cjt'ﬂ.sslands and woods,

The streamrms and Lakes that che 'Fi‘t"S'C kind seek

This Lkind is Black and naked, and lives in The
F’ier-c:e heat ch che wind-deserts, xominq all
Prat&ct’m ]Crom cheir Sum, clrinldnq che dew she
senclsandea.ﬁnc]dwetinranddﬂe%iddcnUfecrf
d"c SCONMES, 5ucl‘v as Cower-andis and sun-l.imrcls.
Boch Lkinds are 5Hape-5kifcers, and all zell us
STOTIES of Their Dreams, where all ani s, and
SOMEe Trees, wear human 'Form 1t is These stories
thar the Clyves hace 1 do not understand them
enou.qlﬁ o bace ﬁm, bucr su:PPose some arc derived
ﬁ-'orﬂ che c:larﬁ when the Gemiuses werec noT
recoqnized 1?]’ che Old Ones as humanoids like
Themselies.

]:ire-c:nrr]'inq is a shasmaniscic skill (m say
cheir elders train chemselves to swallow it, which
course is cx]osu'r'd). Saill. 1 bave seern chem suck

f'rcn-n a bollow ~-sTick and sFﬁz' 1T o
the clf-T Puﬂh ch reeds withoutr 5L£rinq burns, so
dﬂeml.ehcusacmxse!eackou cu:]o]:}tsm.
Pcu'ticul.ar Idncl ch creature as ber or his own
soul -i . and reveres i utr:erLr. If'. iz be a foocl—-
c:n.ninml., z Old Ore who s ic could moc
ever when starving eat of ic. Yet they are devoted
buncers, and will Per'ﬁi‘.:;t in Their lﬁuﬂtinq aT all
Tirmes, withou ar eiqkth-—dar or any ch Zhe
l‘volidars O“F our CuscoMms, e:;ccel::)t FOT" f-\.tne-t'al.s. f'or
which all C"ﬁt‘"t:]ﬁ STOP. When the funeral. is
cmPLem,rhenmchdﬂemdeadmrmtBe
Pmnﬂuncecl uncil ANy years harve Passecl, and
t‘ﬂenml.riﬁmriesiﬁw ich The ore dead has

become an active spirit.': fo'r' this reason, h
cheir memories f'-or- PLcu:es and ﬁ:»ocl arc mMM
we historians carnmot ‘I"'E‘.‘LT’ w Them as Upor (Den
and Clyes (ancl SOYNETUNCS m'row).

Che Geniuses

OLd Ones rd Geniuses as sonset’ninq Like cjods
bur are rotT ﬁct&d bT' rEqus irn The woy That
(Mern are. Cheir m-rst:et-ies are 5Cric:d,r divided
becween males and FEiﬂClLE..‘;, which (Ten would f'mci
unenduf-nu.e. are saicl (%o, be muclﬂ Like che
rocks and Trees that take human sl‘n.]::e in che Old
Ones stories. dﬂoucj% I have never steL-F seer

cicher rock or Tree turm into a Genius, or the

reverse!

Gmiuses are also like the Dwarrow, because
zheir bores seem quite differenc ﬁ-'mﬂ ours, with a
sim]:)l,e*r- malrix, z:hou.t.]h W can say what is
s'imPLe in the closest n'ra.cjic: O"F the World? Cheir
muscl.c-ﬁb*l?.‘; are r Thimmer, & less mumerous
Than ours, with inq of' The stifF clelicacT' ch
nwrrolclmn.&xtﬁtmﬂdwwﬂtenﬁkmﬂmqo
wqed'\er! mT cary run, Oor wallk FDT' BTINICTISC
distarces on licele mur'isi‘vnﬁeﬂt. endure qre:cu.' heat
and cle‘ﬁrclf'at’m and (wl'nt is barder ‘FOT" us <o
understand) exisT fbf claTs without speeclﬁ ot
company- tBeY calT BYIYYEeNse quantities c:rF Pr'otr:in-—
~ich ﬁ:-ocl and burn up ]Cat and alcobol very

teLe-Pcuﬂ‘vi'c & mrbe 5“\::\1:7651‘»?':::) abilicies.
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Che

AnnaLs

CGondors Calendar was used b-r
(Men-in-Girc until the Obloquy
1448 after* which the Gir’t
alendar was adcrgrtf:cl, ch which

year | is Goru:laré

9. Square

brackers indicate Gondor'
rec:kminqs (whe*r-e neces.sa:r-r) iy
These comals. Note: artistic

CLTaTIONS are restricted o the

chird cencury,
culzure O'F CgJ,

1 [899]

S [904]
13 [912]

14 [913]

34 [933)
36

38[937]

115
[1014]

134

[1035]

136

143
145
[1050]
152

167
168

173

180

O indicate The
OLdm-ch Gir't'.
King Falastur ordains Valacar’s First

Expedition to the “South Islands.”
Valacar lands north of Hot Gatcs,

claims “The South Land.”

Valacar’s return: “royal pcarls and

gold” prcscntcd.

Valacar’s Second Expedition: “the
Threc Lost Ships.”

Minas Telperién (“the Port of the
Pillar,” later “Hot Gates”) founded.

Falastur d.

King Edrnil I visits captured Umbar,
ordains Ciryancar’s Expedition.

Ciryancar’s Town founded: later
“Crown Anchorage.”

King Ciryandil takes title “Lord of

the Southern Seas,” creatcs
Ciryancar “Duke of the Pearl
Coasts.”

Rovacil’s Expcdition finds Crown

Anchorage devastated by firc, hc(lfas
in rebuilding. Hot Gates tounded. .

The Inlandecr’s Gold discoverics:
Minc Town founded.

The Vintner’s Riot. Hyarmendacil |
condemns “Rebels, Wasters and Ri-
oters” of Osgiliath to the Southern
Mines, declares Dukedom of the
Pcarl Coasts vacant and appoints his

Admiral, Cirion the Scarlet, “Duke of
Crown Anchorage.”

First Royal Oath: on its arrival Cirion
dismisscs Duke Ciryancar, who dis-
appcars on the same night.

Scecond Royal Oath. Old Oncs resist
Inlandcr’s Gold settlers.

Cirion’s soldicrs forbidden to wear
scarlct.

Hyarmcndacil I “cleanscs the
Harnen:” victory over Harad.

Third Royal Oath. Famine: Minc
Town abandoned.

Hot Gates slaves’ revolt. Cirion d.
Fourth Royal Oath. First Dwarrow

Battle. Miners’ revolt.

Fifth Royal Oath. Walkout revolt.
Second Dwarrow Battle, retrcat from
Inlander mining towns. Gold Cult
among rcfugees,

Sixth Royal Oath. Haradrim begin

“whitcbirding” raids. Third
Dwarrow battle. Sun-Swords Cult

bcgins among soldicrs.

186

189

190

212

214

220

232

233

234

247

248

265

266

281

Harad atrocity: “the Drowning of the
Dwarts.”

Haradrim intercept Seventh Royal
Oath: first known use of “Khandian
Fire.” Prisoners saved by Sca-Elves of
Raft Vor.

Haldrim raft-cities destroyed. Sea-
Elves massacred.

Haradrim repulsed at White Smile by
combined force of Men, Dwarrow
and Green-Elves, led by Ulman the
Mage. Sea-Elven wilbera and puppy-
drums first played by Men. Ulmo’s
Lullaby composed.

Haradrim burn Crown Anchorage
but are driven back into the sca with

Grey-Elf magical aid. Son -play The
Brewer and the Sea-Elf Thirst y

Garioucn (7).
Battle of the Bridges massacre.

Crown Anchorage burned for third
time. Ulman disappcars Inland.

Haradrim defecated at Hot Gates.
“Fishers of Girt” song and revolt.
“Dirge of the Sca-Elves,” “Ulman’s
Song” and The Deed of Ulman sung.
Fishers’ and Weavers’ Guildhouses
opencd in Freeport.

Haradrim fleet sunk, “Khandian firc”

used for the last time. Gest of the
Drowned Dwarts composed (prob-
ably by Mackekkis).

Pact of Three Nations. Dukes of Girt
to be elected by vote of Free Males.
Crown Anchorage rebuilt, “Crown-
and-Anchor.” Blood-Drinker Cult
discovered among young malcs of
White Smile garrison.

Finduilas’ Fire. Wind and Water
translated. Year of the Dukes’ Fever.
Irmilla Andros dances her Fight and
Feast and Finish up some Fancy-
Men. Sermian composes Song of
Two Trees. First Dwarrow weapon-

stalls.
Nelly Maigre’s Songs and Satires and

Satires. First Dwarrow carving-show.

The Chants of the Dwarves trans-
lated: Dwarrow protests.

Duke Ciryancar I1I founds Crown
Scriptorium, with three librarians
(Lady Seriol, later Duchess Seriol of
the Songs, was first Librarian for
Men, Grey Gilfalas the first for
Elves—the only Grey-Elf ever to
serve——and Spinster Thrawn the first
for Dwarrow). Orfanacl’s High-
Pitched Laughter from a Flying
Horsc. Electorate extended to in-
clude Free Female Houscholders.

Orfanacl’s Wine-Cask Masque-
House, first play Leo Lebannin’s The
Duchess and the Elf, next Ortfanacl’s
Greed Persuaded, next Ardiana
Lebannin’s The Sca-Elf Princess and
the King of all the Lands. Elvenharps
Hall opcned in Freeport. The Cult ot
Nysyen begins in Frecport and Whitc
Smile. Cult of Evnysyen in Hot
(Gates.

289

230

291

295

298

299

314

389

400

[1307—
1401]
435
444
445

504

J1432—

1447)
539

545

(in’s Singin
0

Gilfalas Blacknail (celibate daughter

of Duchess Seriol) returns from so-
journ with Dwarrow, founds Qucan-

School and Carl-School, the first of
-Schools of Man. Dis-
appointe her love, Grey Gilfalas
founds the Prowess Games of All
Races. Geba of Harad’s Mask of
Race, Ortfanael’s Bath-Housc Plays,
Mamma Noa’s Tragedy of the Golden
King and the Gilded Paramour and
The Hero’s Lic.

Singing Bridge built between Crown-
and-Anchor and Freeport. Temples
of The One-Person founded in Hot
Gates and Frecport Under-Bridge.

Vorondel’s Even Clowns Weep Even
Emperors Laugh, Elena’s Mist. First
Child’s-Play: Quean-School’s
Children’s Bridge.

Elena’s Fishgut Justice. Carl-School’s
The Dumb Slave.

Quean-School’s The Slave’s Mistress
banned, pirated. Mamma Noa’s Trag-

edy of the Fish, the Fisherman and
the Fishknife.

Duke Cirion VI Greyfeather pro-
claims “Freedom of the People,”
ending slavery, and “The Tillers’
Tithe,” granting workers a sharc in
their labour’s gain. Orfanacl’s Last
Play Last Laugh. Cuit of the Triple
Goddess appears in Walkabout and
Crown-and-Anchor. Knite-dancing
Cult bcgins in Whitc Smile,

Elementalist Cult at Hot Gates.

Corsair raids bcgin. Alliance of thc
Threc Peoples vowed at the Spherc
ot Harmony above Frecport.

Corsairs take White Smile. Grey-
Elves liberate galley-slaves.

Robry Elf-Friend (once a slave) dis-

covers and destroys secrct Corsair
port-city at Drowned Valc. Jegrais
(the Pirate Qucen) and some twenty-
score Corsairs cscape inland.

Corsair-Harad Wars: “First Tropic
Wars.”

Orcs brought to Girt by Corsairs as
oarsmen and tighters.

Mages warned in drecams by Old

Ones about overland invasion.

Battle of New Year’s Day: Major Orc
invasion repelled.

Duke Cirion Xl caught by Orcs, cru-
cified on Hot Gates South Cliff.
“Magic” wave destroys Orcs, White
Smilc cliff swept unérsca: the Ge-
niuscs’ first intervention in Man’s
Wars.

Gondor’s King-Strife.

Duchess Falassé welcomes rcfugecs

from the Northern war, irrespective
of their loyaltics. Gift of galleys from

Umbar.

Falassé€ sends ships to help Castamir
the Admiral.
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[1447]
549
[1448]

605

606

699

700

701

702

[1603]

708

911
(1810]

912

914

[1835]

939

939-954 Rcetugecs from Umbar swarm both

951

954

[1854]

Castamir d. Eldacar restored. 957

Eldacar proclaims the cxpulsion
of Girt from the Empirc of Gondor
and Obloquy against Falass¢. Girt 1009

Calendar adopted.
Pelagion’s Alliance with the Old

Ones against Orcs and Cold Ogres.

Alliance of the Four Pcoples. Miryan 1010

III abdicates in favour of Pelagion.
Orcs take Freeport.

Umbar takes Frecport, drives Ores 1012
westward. Frec Pcoplcs rctreat across
Bloom Mountains to Inland Sca.

Abcrs of Freckland scttled. Geniuscs

contactecd.

Freck Bridge, Maiden Castle
founded. 1012—

Hyando of Umbar, Elix of Khand 1200
join the Free Peoples. Scbright of the 1207
Ships tounded. Orcs defeated by

Dukc Vorondel’s ambush at Earholc

Pass. [2128]

Godsport, Sweetwater founded. Ge-

niuses ally with Free Peoples. Ores 1230
dcteated at Freckland Abers.

Hyarmendacil IT burns the Umbar 1300
flcet.

Rock Geniuscs eradicate Black Tun-
nelers from Freck Isles and Vorondel
Clifts. Godsport Castlc, Maiden 1319
Castle built. Free Pcople and Genius

leaders go secretly to the Sphere at c. 1400
Freeport to amend the Alliance: the '
Midnight Vow.

Telumehtar commands the sack of
Umbar. Blood-Drinker Living Lord
becomes ruler of the Ulmic Coast.
Freeport besicged by Blood-Drink-
ers, burned. Librarians Usted Stone- 1590
Ax, Luial Leattip and Faramir

Fairhand savc Freeport Library by

alliance with the Good Dragon,

litheor the Golden, and the Brown

Magec.

Blood-Drinkers rebuild Freeport as

“Litc City,” cast down the Spgxcre of
Harmony into the sea. Second Tropic

Wars begin. 1590-

Harad Black Guards capture Umbar, 1593
cast down the Crystal.

The Mistwood Treachery: Iltheor and
Air-Geniuses destroyed, Tree-Ge-
niuscs decimated, by Blood-Drinker
Dragons.

1477

[2463]

1593

1618

coast and Inland. “The Hulks”
prison-ships supply Life City.
Brown Mage opens Godsport Nine-
fold School. Blood-Drinkers attack
across Bloom Mountains. Last

Storm-Genius dies repelling them. 1859
Ducal clections by adult suftrage.

Dukc Elix defeats Umbar flect at
Gulf Lec.

Scrifcs of Harad claims the Umbar 1901
throne. Corsair migrations.

1858

F

Emissarics from Narmacil I1 of Gon-
dor received in Godsport, but mur-

dered in Life City as they return.

Voroneia commands the besieging of
Lite City. Rock Geniuses break the
Temple of the Blood-Drinkers. Hulks
emptied.

Lite City cleansed. Rebuilding of
“New Freeport” begins. Ducﬁcss
Voroneia resigns, disappcars.

New Frecport, Crown-and-Anchor
and Singing Bridge reopencd. Gon-
dor emissaries declare war, pro-
nounce Obloquy on Elix II. Girt re-
jects Gondor’s accusations and juris-
diction.

Dccay of Ulmic Coast trading citics.

Sebright (Blue Robes), Freck Bridge
(Bclted) and Godsport (Brown and
Grey) Colleges of Wizardry founded.

Steward Eradan sends emissaries to
New Frecport and Inland.

Emissaries coldly received in Freck

Bridge and Godsport.

Maiden Castle’s Green-Robe College
and Abersport Elementals College
founded. One-Person Cult appears in
Sebright, Cat Cult in Godsport.

Goddess Cult develops on Orestaia
Faos Istand.

Umbar’s Crystal Sphere washed up
north of New Freeport.

Alliance vows, sworn on the Sphere,
renewed on the Crystal.

Istari come to New Frcepdrt, sccking
ancient artifacts.

One-Person Priests claim their god’s
sovercignty of the Freck Islands.
Annuial killed on Freckport Quays.
Goddess worshippers, One-Person
worshippers both secede. Damanir
Felix elected Duke. Fanatics (both
groups claim the atrocity) murder
the thirty-onc “unweaponed Elves”
in Godsport.

Freck Islands War. Godsport be
sicged: Black Tunnclers gamagc God-
spring bencath Castle. Alchemical
Guild begins in Godsport and
Maiden Castle.

Ex?lc}sion on QOrcstaia Faos. Island
Cults collapse.

First Great Drought. Cold Ogres
attack Freck Bridgc, defeated by
Ogre Mages summoncd by Felix I'’s
mages.

Second Great Drought. Elven Mark
destroyed by fire.

Orcs and Cold Ogres attack Elven
rebuilders, destroy Western
Dryslopes. Old Ones and Geniuses

aid the Elves.

Duke Simonimon founds the
Godsport Tournaments for prowcss
in all weapons, and open to all com-
ers. Otter and Mara open unarmed

2078

2097

2106

2112

2114

2115

2117

2118

2119

2120

combat school in Sebright. Inland
Girt’s first Religious Revival.

Thorongil Northman, emissary of
Ecthelion I of Gondor, wins
Godsport Silver Sword and counsels
Duchess Felicael against Necroman-

tic Cultists.

Eisil the Red becomes Governor and
General of New Freeport, “discov-
ers” financial corruption and sus-

pends the assembly.

Pangs of the Earth. Dwarrow days of
lamcntation. Savage Umbar raids on
North Ulmic Coast. The Forty Assas-
sinations: Assassins’ Guild destroved
in Godsport. Inland’s second Reﬁ’-
gious Revival.

Eisil cstablishes New Frecport as
capital of Ulmic Coast.

Eisil wins civic votc to restrict citi-
zcnship to Men.

Haradrim slaughter Old Ones on
Gulf Lee Coast.

Third Great Drought. Threc
Weather-Mages murdered. Ogre

Magecs disappcar from Godsport’s
ducal Castle.

Necw assassinations in Inland citics.
Black Guard (mainly from Umbar)
called in by Eisil. They seize control
in the Trade-ports, rob, torturc and
kill Elves and Dwarrow, and exile

Old Ones. Blood-Drinkers worship
in public again.

Eisil declares war on Dwarrow and
their allies. His Black Tunnelers
brcach Dwarrow treasury and smith-
ies; Dwarrow rctrcat into Jenolan-
the-Smith. Orcs burn Freck Bridge
and Sebright of the Ships. Fishers of
Scbright rally the Inland.

Men and Elves of Inland, under
Duke Felix IV of Godsport, defcat
Orc army and Cold Ogres, then halt
Eisil’s army in the Bloom Mountains.
When Eisil uses black blasting-pow-
der, Rock Geniuses bring down the
Crags of Wingspan upon his army (at
the cost of their lives).
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WINTER IN LADROS:

REPORT

ON A

FIrRsT AGE CAMPAIGN

Anders Blixt: Hagervagen 16,
$-122 39, Enskede, Sweden

In Other Hands I, I wrote a lengthy article on
how to set a Middle-earth campaign in times other
than the Third Age. I will here proceed on that matter
by describing a First Age campaign which was run in

my gaming group during the spring of 1993.

CAMPAIGN
SUMMARY

: he adventures of a Beleriand cam-
% paign must neccssarily be fairly

unsophisticated, since the region

lacks both citics and a complex or
developed society. The political situation is also
fairly simple, with a clear sct of enemies and
only a limited bickering among the Free
Pcoples. Altogether, we played cight adventures
in this installment of the campaign. The game-
masters,’ being content with their creation,
have decided to resume play in carly 1994, at
which point the characters will be drawn into
the dramatic events of the Dagor Bragollach,

hopetully surviving by flecing south across
Dorthonion.

The campaign took place in or ncar a small
Edain village in Ladros on the cdge of Ard-
galen in the winter of YS 454.* The main
sources used in its design were The Silmarillion
and Fonstad’s Atlus of Middle-earth (the latter
providing much uscful climatic and geological
data). The player-characters were mostly hunt-
ers and artisans from that scttlement, though
onc of them had served as a tracker at Angrod’s
castle for many ycars. Thesc characters were
modecled on our Viking anccstors, albeit en-
dowed with a morce heroic sct of skills. In the
course of the first scenarios, there also ap-
pearcd three Elven player-characters: a Noldo
warrior of Macdhros’ host’ (a couricr carrying
a message form Maedhros to Acgnor), a Sinda
warrior searching for his lost brother,” and onc
Laiquendi hunter from Ossiriand who, in a
drcam, had received a strange message (pur-
portedly from Oromé) summoning him to go
north to slay “the Black Tiger”—whatever that
might be.

.

- L,,‘I;-‘ ."Il‘;
L A -
1__r.ll:"'lt'i-.: "‘" .

————

The campaign was divided into two parts.
The first consisted of a serics of adventures
rclating to the village. Wolves (with a Mannish
or Elven leader) and Orcs were spotted in the
ncighborhood, and we spent much time trying
to investigate their movements and possib]c
intentions. Onc night, the village was attacked
by a superior number of Orcs and wolves and
there was a grand battle in the moonlight—to
our surprise, only the wealthiest man of the
village was abducted in the raid, and with great
losses for the attackers.’

We decided to track his captors in order to
find out what was going on. This pursuit led us
out across Ard-galen in a way reminiscent of
the Three Hunters’” quest of The Two Towers. We
discovered a fortress built some hundred miles
southeast of Angband and commanded by

someone judged to be Sauron. Before we could
investigate closer, however, we were discovered
by Orcs and had to flee homewards, pursued by
a wolf pack with a human-looking master.
Evcntually, we were overtaken by the pursuers
and there was a grand melee, in which our
Noldo warrior slew the Wolfmaster, who
turned out to be the Sinda’s lost brother.®

The sccond part of the campaign began on
the way back to the village, during which time
we discovered threc mounted Noldor of
Acgnor’s household that had becn slain by
some big and hideous fell beast (We immedi-
ately assumed that this must be the Black Ti-
ger.). Onc of the corpses had a beautitul and
very magical battlcaxe that cminently suited the

I_aiqucndi character.

We decided to travel to Aegnor’s castle to
inform him of thc event. That journcy
turned out to be unex-

\
pectedly strenuous, N
. 1 \
since we were harassed W\
X
by a swarm of Orcs led 3 6

by a sorcerer. Obviously, ¥ ey
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he did not want us to reach our destination and  J.R.R. Tolkien (e.g., Ttrin and Huor), players

was ready to spend the lives of his minions
quitc liberally to that end. Since the sorcerer
could pinpoint our location through his fell
arts, we finally dug in on a hilltop and staved
off an attack by fifty Orcs, suffering only
wounds while slaying around thirty foes and
driving off the rest.

We snuck away at the first opportunity and
made for a nearby Elvish fort, manned by fifty
watriors, wherc we waited
for an expected night attack.
Some three hundred Orcs
and one fell lynx-beast (the
“Black Tiger™), led by the
sorcerer, struck some hours
before dawn. Again there was

a grandiose battle during
which much Orkish blood
was shed. When dawn came,
there were only a handful of
defenders alive (including the
player-characters), but cvery-
onc was very badly wounded.
The sorcerer and his lynx-
beast (killed by the magical
axc) and about half his Orcs
were dead, and the rest re-
treated in reasonable order
when they heard the horns of
Aegnor and his household

knights coming to our rescuc.

This brief summary does
not entirely capturc the
mood of the campaign. We
aimed to recrcate the spirit of
The Silmarillion, in which the
Frec Peoples hight a desperate
and never-ending battle
against the hordes of Evil,
knowing that all their struggle
may bc futile, but yet not
yielding.” The gamemasters
and the players used a laconic
style of speech and displayed
much spectacular heroism to
achieve this ambition (and for
me it was a success—our last
stand in the Elven fort actu-
ally reminded me of Leonidas and his Spartans
tighting the Persians at Thermopylac).

CONCLUSIONS

To summarize my cxpericnces of the cam-
paign: Beleriand is a milicu eminently suitable
for those that cnjoy heroic fighting and wilder-
ness adventures, but providing little opportu-
nity for a more intellectual approach to gam-
ing. The social environment is too primitive for
complex political and criminal plots. On the
other hand, considering the extraordinary

abilities of the Beleriand figures described by

12

can design awesome characters, far beyond
what is suitable in a Third Age campaign.

Therce is ample room for excitement: the
player-characters are usually fewer and better
than their opponents, but must avoid being

swamped by the superior numbers of a foe who

does not care much about losing Orcs on the
battlefield. There arc other servants of Melkor

who are far more awesome than any playcr—
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character (Remember that Balrogs appear in
company formations at the Fall of Gondolin,
and that Sauron himsclf walks the mecadows of
northern Beleriand in scarch of Morgoth’s
mightiest adversarics.).

Beleriand is famous for its quests. Even
though playcrs cannot rcpeat Beren and
Lathien’s capture of a Silmaril, the gamemaster
can casily invent similar but less awesome tasks
for them, sending them to distant corners of
Bclcriand or cven to the unknown lands cast of
the Blue Mountains. Considering the extreme
level of violence in Beleriand at the end of the
First Agc, it is likely that a player-character

group will suffer numerous casualties before

complcting their quest (Remember that even
Beren tell before Carcharoth.). But, dying he-
roically, with a stoic and laconic last word to
one’s friends, should in itsclf be a notable ac-
complishment in the campaign context.

It is questionable whether Beleriand pro-
vides cnough varicd scenario opportunitics for
a very long campaign. My impression is that it
ought to be better for the gamemaster to con-

centrate cfforts on five to tcn

adventures, lcading the play-
ers to a spectacular climax.

Thereafter, the characters
should retire, satisfied with
their accomplishments in the

tight against Morgoth.

E{:r_hn.

ENDNOTES

1. The group consists of eight
players, three of which arc
gamemasters who jointly de-
velop and executc the cam-
paigns, alternatcly referecing
the adventures. Hence the
amemasters, too, are al-
%owed to piay in their own
creation. We usc a modified
RuneQuest system, since we
belicve it to be the most

adaptable onc designed so far.

2. The village was designed
like a Swedish Iron Age vil-
lage, with houscs of wood

and a log palisade.

3. He worc a very good sct of
weapons and armor, which
actually had been madc long
ago in Aman under Mclkor’s
tutelage. However, the war-
rior did not part with that
information, it being privy to
the gamemasters.

4. Actually onc of E6l’s ap-
prentices, though that was
not generally known.

5. That is to say, he owned

the most pigs and the biggest
house (coins and similar tokcns of wealth
not being used by Edain of the First Age).

6. We gucssed that he had becn captured by
the Enemy and had gotten his will broken.

However, we never found out why the

rich villager had been abducted.

7. A similar mentality was found among

our pagan Norsc ancestors, described
in their sagas and myths which we
Swedes read in grammar school. Hence
we know it fairl}r well.
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This adventure is set in Dunland during the War of the Ring, just days before
the Wizard Saruman visits open war against the Men of Rohan. The scenario is
written from the perspective of player-characters who would be willing to spy on
behalf of Rohan and whose presence in Dunlending territory would not arouse
undue suspicion. The ultimate goal of the characters will be to warn Théodred of
an alliance between Isengard and a powerful coalition of Dunlendish clans soon to
be unleashed against the Westfold. If they succeed, Théodred will be able to order
the Western Muster in time; if they fail, things may not go so well for Rohan at the
Fords of Isen.

[Note: This adventure is based primarily upon Tolkien’s works and the author’s
imagination, but certain aspects—the names of the Dunlendish clans, the figure of
Maben and the Temple of Justice—have been borrowed from the ICE module
Dunland and the Southern Misty Mountains. These elements have been adapted

to fit the 3019 setting of the present adventure.]



The Plot

Rohan and Dunland

A long-standing enmuty has existed
between the Rohirnm and the folk they

call the Dunlendings. When the
Forlingas took possession of the green
fields of Calenardhon in the year 2510,
they did not occupy a wholly empty land.
Over the five preceding centunes of the
Watchful Peace, Daen-folk from the Ene-
dwaith and Western Gondor freely traf-
ficked through the Gap of Calenardhon
and intermarned with the people of that

land. As the Men of Gondor waned and

the world around them grew unfriendly,
the nch grasslands of Calenardhon in-
creasingly became a tempting prize for

the clans of Dunfearan and their herds.
These easterly migrations were halted

by the amval of the Eorlingas, who claimed all the land between the
River Isen and the Emyn Muil as their own. Over the next hundred
years, the new lords of Riddermark contested the land with their ad-
versaries. King Brego succeeded in dnving all Dunlendish folk west-
ward across the Isen, and Aldor his son even embarked on raids and
repnisals against their homeland in Enedwaith, sealing a centunes-
long hatred. In time, this hatred bore fruat.

Maben and the Temple of Justice

In his unending efforts to destroy his chief foes—the Dinedain—

the Dark Lord Sauron has always found ready helpers among Lesser
Men who have suffered wrong at the hands of Gondor or its allies.
The Men of Dunland have often listened gladly to his counsels, and
have 1n the past fallen prey to his influence. In the days of the kings,
a Sauronic cult had ansen which sought to inflame the Daen of Ene-
dwaith to revolt against the power of Gondor. This cult was led by a
Daen named Maben (secretly a servant of the Dark Lord), and was
centered around a stronghold known as the Temple of Justice.

The Temple and its cult had long been abandoned and forgotten
when the Rohirrim took possession of Calenardhon some five hun-
dred years ago. But in 2951, Sauron declared himself openly in
Mordor and strove to renew his influence aver former allies and ser-

vants. Whispered rumors spread through Dunland among the clans
that Maben their liberator had returned from the dead to lead them
once more against their enemies.

This man who claimed to be Maben was 1n truth a newly re-
cruited minion of the Dark Lord, whom Sauron had instructed to
resurrect the Temple of Justice. When the original cult was forced
underground by the power of Gondor, its surviving servants sought
refuge in the caves of the southern Misty Mountains. There they
brought all of the spells and artifacts of cult, and continued to prac-
tice its rites for a time until they eventually died out and were forgot-
ten. When the Dark Liord commanded the new Maben to revive the
Temple, he sent him first to this refuge, known among the clans as
“the Highway Caves.”

From the secrecy of these caves, Maben sowed discontent among

the Dunlendings. He succeeded in polanzing the clans into two
camps: the Daen lontis and the Daen Coentis. The former were led

by Daonghlas of Clan Arailt and openly supported war against
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Rohan. The latter were led by Clan Feargan; and though they too
hated the Men of Riddermark, they remembered the evil of the an-

aent Temple of Justice and refused to be counted among its allies. In
time, Maben’s power and support among the Daen lontis was great

enough for him to rebuild the Temple.

The Temple of Justice was refounded with the aid of sorcerous
power. Its foundation was bound to an alter in a ceremonial chamber
beneath the Temple, which Maben consecrated with the aid of the
Dagger of lam Irrath. This artifact was used in the founding of the
oniginal lemple and had been preserved by its survivors in the High-
way Caves.

Out of his guilt 1n assisting the foundation of the oniginal Temple
of Justice, the wizard responsible for the creation of this dagger made

a twin. [his second artifact, called the Dagger of Ian Imran, had the
power of reversing the consecration of the alter and so undoing the

toundations of the Temple (This was, in fact, how the onginal
Temple had been ruined.). After completing the ceremony of found-

ing the new Temple, Maben had both daggers hidden in the High-
way Caves for safe keeping, so that they could never again be used to

thwart the Dark Lord’s plans.
Isengard and Saruman

in order to achieve his master’s plans against Gondor’s allies n
Rohan, Maben must come to terms with his treacherous neighbor 1n
Isengard. The Wizard Saruman took up residence in the tower of
Orthanc in 2759 at the behest of the Steward of Gondor. With his

coming, Rohan would no longer have cause to fear incursions from

the folk of Dunland. But the white wizard proved faithless to Gon-
dor, declaring himself Lord of Isengard in 2953.

At the Dark Lord’s bidding, Maben has approached Saruman
with an offer of mendship and assistance from the Daen lontis in the
anticipated war against Rohan. Maben nghtly believes that associa-
tion with the wizard of Isengard will cement for him the allegiance of
many of the clans. A ceremonial gathening at the newly-founded
‘Temple of Justice 1s being planned, at which Saruman has agreed to
be present to speak on Maben’s behalf before the lontis. In return,
Maben has made use of the Highway Caves (which connect the tern-
tory of Clan Arailt to the Vale of Isengard) to send men and matenal
support to his ally. Were it known to the Daen Coentis clans that this



as yet secret alliance entailed friendship with Orcs and other sworn
foes of the Daen-folk, Maben might have a clan war on his hands.

Théodred and the Westfold

Saruman was quick to support the enemies of Rohan (including
the Dunlendings), whom he allowed to encroach on the borders of
Riddermark to its weakening. This has been generally known to the
Men of Westfold, and Théodred, marshal of Helm’s Deep and son
to the king, has taken appropriate measures to hold the Fords of Isen
against this renewed threat. But since 3014 (five years ago), his fa-
ther King Théoden has fallen ill,
and his policies toward Isengard and
the Westfold are more and more be-
ing influenced and contrived by
Théoden’s deceitful counsellor

turn the wagon off its side. The wagon’s cargo of melons lies
strewn about on the ground.

~ The owner of the wagon 1s a Ruadh clansman named Aaron
MacAyr, who was travelling with his brother near to the terntory of
Clan Arailt to trade his melons with other Coentis clans. He was
ambushed by two Arailt clansmen and his brother was slain (The

body is hidden under a tarp behind the overturned wagon.).

The Arailt men ordered Aaron to dnve them south along the
road towards some unspecified destination, but Aaron heard his cap-
tors whispering to each other about the Highway Caves i1n the moun-

tains nearby. While Aaron’s eyes
were on the road, one of the Arailt
men hollowed out one of his mel-
ons and hid within 1t the message
they were bearing from Maben.

Grima Wormtongue, who does ev- Ny Meost € stceined Colleaace [f the characters decide to search

erything in his power to aid his true
master in the overthrow of the Mark.

) sendl (o €HCH uawxgaﬂcéed ire33ce to

through the scattered melons, a
SEARCH roll combined with an
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strange events of those days, pated. T wctl keey this briels for T lnnoes captors. T he Arailt men will try to

Théodred’s scouts have marked a
sudden increase of activity in and

around Isengard, and there are ru- |
mors that the Dunlendings purpose
to join the white wizard in a great

attack upon Westfold.
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play off the situation as what it ap-
pears to be: an accident. They will
continue this story until there
seems to be no hope of proving 1t
as true to the characters, in which
case they will attempt to persuade

cover the truth or falsity of these
rumors, so that he may prepare for
the defense accordingly. But the
young marshal fears to wait upon his
father's consent for his actions, be-

They will fight only as a last resort,

especially if they are outnumbered.
[f the characters free Aaron of

his captors, he will tell them the
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story of his abduction and offer

cause of Wormtongue'’s guile. Figure 1—The Letter them the hospitality of his home

Therefore, Théodred has resolved to

send a group of spies across the Isen to scout out affairs in Dunland
and to frustrate, if may be, any designs the Dunlendings may harbor

with Saruman.

The Course of Events

The player-characters are gathered before Théodred at Helm's
Deep on February 1st, 3019. Saruman plans to launch his first as-
sault on the Fords of Isen on February 25th, and will speak for
Maben at the Temple of Justice on February 12th. This gives
Théodred’s spies less than two weeks to uncover the link between
Isengard and the [ontis clans, and less than another two weeks to

make it back safely to Westfold to warn Théodred before Saruman
begins his attack.

The Overturned Wagon

Some twenty leagues along the old road that runs northwest
through Dunland from the Fords of Isen, the characters will en-
counter an overturned wagon. Four draft horses graze alongside
the road and three Dunlending men appear to be attempting to

village of Dochnan, which 1s lo-
cated near the western edge of the Caerdh Wood. If the characters do
not appear to be spies for Rohan, their newfound friend may also Gif
asked) reveal to them something of the current situation 1n Dun-
land—the return of the Temple of Justice and the growing dissension
between the lontis and Coentis clans. Aaron knows nothing of
Maben’s relationship to Saruman, but he has heard of the Highway
Caves and their general location within Arailt territory (though he 1s

unaware of the tunnel that leads from them to the Wizard's Vale).
The Village of Dochnan

At The Glade and Spear inn at Dochnan, the characters can ac-
quire iree room and board thanks to their frend Aaron MacAyr.
They will also learn of a Dunlending named Edwin Stewart, who
may be able to help them with information and possibly accompany
them to the Temple of Justice. Edwin 1s a mighty warrior and the
local hero of Dochnan, who is violently opposed to Maben and the
lontis. He knows about the date and time of the ceremonial gathenng
on February |2th, but does not know that Saruman wll be there. He
also knows of the legends concerning the Daggers of lam Irrath and



Figure 2—Village of Dochnan '

lan Imran and of their use, but does not know their current where-
abouts. Edwin wears the traditional kilt of red and black tartan of
Clan Ruadh.

If any of the characters have lost their mounts by this time, they
may acquire new mounts free of charge as long as they promise to
return them in equivalent condition. If there is a need to bring new
player-characters into the game at this point, these may be drawn
from among Edwin’s friends or the village militia. The men of
Dochnan will be equipped either with targets and broadswords or
claymores, and wear ring mail suits with plate helms.

The Highway Caves

The cave entrance is in the eastern portion of Arailt territory.
The borders of Clan Arailt are patrolled regularly about every two
hours by a group of ten trained warriors led by a sergeant, who will
thoroughly investigate anything out of the ordinary. The Cave en-
trance 15 partially concealed and has no appointed guard. Characters
who follow the passageway east will eventually end up in the
Wizard’s Vale. The distance between the “A” connection points 1s
approximately three-fourths of a mile. The distance between the “B”
two connection points 1s approximately seven and one-quarter miles.

1. THE CAVE ENTRANCE.

2. GUARD POST. The guard post is constantly manned by at
least two Arailt warniors at all times. As with all Dunnish clans
men, the Arailt wear a traditional kilt and sporran. The tartan
of the kilt is a mixture of evergreen and dark blue plaid.

Figure 3—The Highway Caves
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3. STORAGE CLOSET. Inside this closet is stored various

equipment and some supplies, among which are two lanterns,
ten flasks of oil, two hundred feet of rope, a dozen torches, and

flint and steel.

4. SERGEANT’S QUARTERS. This room is considerably
better furnished than the rest of the rooms inhabited by the
Avrailt. Its center is adorned by a massive mahogany desk with
an accompanying oversized chair. Bookshelves line the rear of
the room, and a small bed lies in one corner. This room will
always contain the sergeant currently commanding the garrnson
stationed here. The sergeant will immediately investigate any
kind of noise emanating from the barracks (# 5). Sergeants are
distinguished from the rest of the warriors by the feather that
they wear straight up on the side of their tams.

5. BARRACKS. The barracks contain between two and six rest-

ing Arailt warriors at any given time. There are bunks for ap-
proximately thirty men, and a cooking area of to one side.
These troops will be cautious, but not quick to attack unex-

pected visitors.

6. THE SPIRAL. A pathway has been carved into this cavern to

spiral both up and down, thus providing a means to reach both
the upper and lower caves.

7. OLD TEMPLE GUARD POST. Two temple guards are
stationed here. The temple guards wear white robes with gold

tim. The polearms they carry are similar to military forks but
the outer edges have been sharpened into blades.
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10.

11.

12.

SYMMETRICAL STAIRWAY. These stairs are mirror im-

ages of each other, and completely out of place in the rough
hewn caverns. The stonework that went into the construction of
the stairs was obviously the accomplishment of a great mason.
They have been polished to give almost a shine. A secret door-
way activated by the lever mechanism in the old temple (# 9)
opens out here.

THE OLD TEMPLE. This is the remains of the old Temple

of Justice. [t is lavishly decorated with tapestries and statuary,
and two temple guards stand at each side of the entrance. A
massive stone table with strange runes engraved upon 1t stands
centered in front of the rear wall. Upon the table are the daggers
of lam Irrath and Ian Imran. Hidden within some of the carv-

ings 1n a back leg is the lever to open a secret door.

The Temple of Justice pniests wear white robes with blue trim.
They have been taught a wide range of spells and knowledge of
magical lore. Priests are brought up from the ranks of the temple
guard and therefore make formidable melee opponents as well.
The priests are fanatical to the end for the Temple of Justice.
Should the characters stumble upon the temple during a cer-
emony, the priest and guards will feign gestures of welcome to
the intruders in an attempt to put them off their guard before
attacking them.

SECRET CHAMBER. This chamber 1s the office and sleep-

ing quarters of the priest. Along the wall nearest the temple 1s a
wardrobe containing ceremonial robes and a weapons rack holding

four derfel polearms. On the opposite wall is an oak desk and a
bed. On the desk is an unfinished letter, See Figure 4 below.

GUARD ALCOVE. Two Orc guards maintain securnty for
this encampment. T hey will ask (in Dunlendish) for the pass-
word. If the password “waterfall” 1s not given immediately, they
will assume defensive potions and attempt to alert the camp.

BARRACKS. Four to six Orc warriors will be at rest 1n this

room. Should the alarm sound or anyone other than another
Orc enter the barracks, they will retrieve their weapons and
move to attack without putting on armor. Orc warriors wear a

Cremasch,
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Figure 4—-Unfinished Letter

13.

mixture of armor pieces that have been scavenged here and
there. These Orcs are willing to die to protect the tunnels.

ORC CAPTAIN’S QUARTERS. This room has been con-
verted to house the Orc captain Grensch and his mate. Both will
be present unless Grensch is called away by an alarm. The fe-
male will not attack unless threatened. Grensch has been
charged with the defense of the tunnel passageway that connects
Dunland to the Wizard’s Vale. He receives his orders directly
from Saruman the White. These details cannot even be tortured
out of him. He will not retreat.

/M
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Figure 5—The Temple of Justice

The Temple of Justice

The Temple lies roughly twenty leagues northeast of the wvillage.

The above ground structure of the Temple has four levels, each with
walkways exposed to the outside. During the gathenng of the lontis
clans, the first two levels wall be guarded by forty men each (ten to a
side). The third level will have twenty guards (five to a side) and the
fourth will have a priest and ten more guards. If characters had the
foresight to keep some of the robes and derfels from the Highway
Caves, they might be able to enter the Temple.

The Temple Intenior

A.

MAIN TEMPLE CHAMBER. This is the main room for

holding public ceremonies and temple functions. The room 1s
flanked on both sides by eight large pillars made of black
marble. At its far end is a raised dais with a throne and podium,

also of black marble.

GUARD POST. Two temple guards will always be standing
guard at these locations.

PRIESTS’ QUARTERS. These fairly normal living quarters
for the pniests of the temple.

BARRACKS. This living area 1s designed to accommodate as

many as a hundred temple guards.



E. BRASS BOUND DOORS. These lead to the private cer-

emony chambers.

The Ceremonial Chambers

A. BRASS BOUND DOORS. These massive doors iead to the

Temple intenor.

B. CEREMONIAL GLADE. This underground chamber 1s

actually an amazingly lush glade that has been turned into a
huge ceremonial chamber. In the center of the glade is a dais
upon which lies a huge violet marble table encrusted with

strange engravings and runes which glow faintly blue. At the

Figure 6—The Temple Interior

first sign of any intrusion or conflict, Saruman will depart the
Temple of Justice by way of a teleportation spell. There should
be no way for any character to engage him in combat.

SILVER DOORS. Two temple guards stand watch here.
None save Maben may pass them freely.

. FOYER. (Same as C above).
. TREASURY. This holds the main treasure hoard of the

temple, consisting of: 1) 1,200 coins of gold, 2) 3,244 coins of
silver, 3) 128 coins of mithril, 4) 200 bars of gold, 5) 975 bars
of silver, 6) Z bars of mithnl, 7) 23,543 silvers worth of gems,

jewels, and other items of worth.

Figure 7—The Ceremonial Chambers |




F. ARMORY. This 1s the main weapon and armor storage area

for the temple. It contains: 1) 200 suits of full chamnmail armor,
2) 200 Derfels, 3) 30 Scimitars, 4) 100 Daggers, 5) 20 en-

chanted pnest’s robes.

G. MABEN’S BEDCHAMBER. [t i1s within this lavishly deco-

rated room that Maben resides. Maben wears an enchanted
robe made of woven silver and tnmmed 1n violet. Maben is not
foolish enough to fight to the death, instead he will escape using

a special talisman located in his study (H). If he must use this
means of escape, he must abandon all that he 1s wearing save

his loincloth.

H. MABEN’S SORCERY CHAMBER. Here the high priest
practices his dark arts.

Destroying the Temple Altar

[f the characters have possession of the Daggers of lam Irrath
and lan Imran, they may attempt to use them to undo the sorcery

that binds the foundation of Maben’s temple. If the blade of [an

Imran is used to scratch a line through the center of a dark altar, a

glowing sword will float in the air above the altar and slice along the
scratched line, cleanly cutting it in two. This will destroy the aura of

the altar as well as the structure bound up with it. Edwin Stewart
may know of this procedure, or perhaps the characters may force the

information out of the priest from the Highway Caves.

If they succeed in rendering the Temple inoperative, the charac-
ters may accompany Edwin Stewart in an effort to persuade the
Daen Coentis clans to desist from joining the forces of Isengard
against Rohan. This will no doubt be a difhicult task, given the rela-
tions between Dunland and Rohan. Arguments should rest on the
fact that the Daen Iontis are planning this attack for reasons that
have nothing to do with Dunland’s quarrel with the Rohirnm.
Characters might also emphasize the Temple’s affiliation with Orcs

and fniends of Orcs.

NPC Profiles (RQ3 stats)

ARAILT WARRIOR

STR: 14 CON:15 SlIZ: 16 INT: 10
POW: 12 DEX:16 APP: 11

DEX SRM: 2 + SIZ SRM: 1 = MELEE SRM: 3

Magic Points: | Fatigue Points: 29
WEAPON SR A% P% DAMAGE
Broadsword 5 39 27 1D8+1 (+1D4)

Target Shield 6 19 42 1D6+1 (+1D4)
Claymore 2H) 4 44 38 2D8 (+1D4)

*Only one warrior out of five carries a Claymore greatsword.

SKILLS: Dodge 37, Scan 45, Search 39
HIT POINTS: 16 ARMOR:
R Leg: 6 (no armor)
[ Leg: 6 (no armor)
Abdomen: 6 (6 points:

Ring mail hauberk and hard leather sporran)
Chest: 8 (5 points: Ring mail hauberk)
R Arm: 5 (5 points: Ring mail hauberk sleeves)
L. Arm: 5 (5 points; Ring mail hauberk sleeves)
Head: 6 (8 points: Open-faced plate helm)
ARAILT SERGEANT
STR: 17 CON:15 SIZ: 16 INT: 12

POW:15 DEX:16 APP: 12
DEX SRM: 2 + SIZ SRM: | = MELEE SRM: 3

Magic Points: 15  Fatigue Points: 32

WEAPON SR A% P% DAMAGE
Broadsword 5 49 37 1D8+1 (+1D6)
Target Shield 6 29 52 1D6+1 (+1D6)

Claymore H)* 4 54 48 2D8 (+1D6)

*Only one in every ten sergeants carries a Claymore.

SKILLS: Dodge 47, Scan 55, Search 49
HIT POINTS: 16 ARMOR:
R Leg: 6 (no armor)
L. Leg: 6 (no armor)
Abdomen: 6 (6 points:

Ring mail hauberk and hard leather sporran)
Chest: 8 (5 points: Ring mail hauberk)
R Amm: 5 (5 points: Ring mail hauberk sleeves)
L. Arm: 5 (5 points: Ring mail hauberk sleeves)
Head: 6 (8 points: Open-faced plate helm)
TEMPLE GUARD
STR:14 CON: 15 SIZ:16 INT: 10

POW:16 DEX:16 APP: 14

DEX SRM: 2 + SIZSRM: | = MELEE SRM: 3
Magic Points: 16  Fatigue Points: 29

WEAPON SR A% P% DAMAGE

Derfel 4 43 47 2D6+4+2 (+1D4)
SKILLS: Dodge 39, Scan 43, Search 36

HIT POINTS: 16 ARMOR:

R Leg: 6 (7 points: Chain mail leggings)

L. Leg: 6 (7 points: Chain mai! leggings)
Abdomen: 6 (7 ponts: Chain mail hauberk )
Chest: 8 (7 pomts: Chain mail hauberk)

R Am: 5 (7 points: Chain mail hauberk sleeves)
L Arm: 5 (7 points: Chain mail hauberk sleeves)
Head: 6 (5 points: Light chain mail coif)



TEMPLE PRIEST

STR: 15 CON: 17 SlZ: 14 INT: 16
POW-16 DEX:16 APP:15

DEX SRM: 2 + SIZ SRM: 2 = MELEE SRM: 4

Magic Points: 16 Fatigue Points: 32

WEAPON SR A% P% DAMAGLE

Derfel 5 69 67 2D6+1 (+1D4)

Scimitar 6 59 42 1D6+1 (+1D4)

* Although the priests still possess skill in the use of derfel, they now carry and use samtars.
SKILLS:  Dodge 67, Scan 55, Search 59

HIT POINTS: 16 ARMOR:

R Leg: 6 (4 points: enchanted robes)
L Leg: 6 (4 points: enchanted robes)
Abdomen: 6 (4 points: enchanted robes)
Chest: 8 (4 points: enchanted robes)
R Arm: 5 (4 points: enchanted robes)
L Arm: 5 (4 points: enchanted robes)
Head: 6 (2 points: platinum arclet)
ORC WARRIOR

STR: 16 CON:16 SIZ: 16 INT: 9
POW:10 DEX:12 APP:6

DEX SRM: 3 + SIZ SRM: | = MELEE SRM: 4
Magic Points: 10 Fatigue Points: 32

WEAPON SR A% P% DAMAGE

Falchion 6 42 17 1D6+1 (+1D4)
Round Shield 7 24 40 1D6+1 (+1D4)
SKILLS: Dodge 27, Scan 35, Search: 39

HIT POINTS: 16 ARMOR:

R Leg: 6 (4 points: Chaotic mixture of different armors)
L Leg: 6 (4 points: Chaotic mixture of different armors)
Abdomen: 6 (4 points: Chaotic mixture of different ArTNOYS)
Chest: 8 (4 points: Chaotic mixture of different armnors)
R Arm: 5 (4 points: Chaotic mixture of different armors)
L. Arm: 5 (4 points: Chaotic mixture of different armors)
Head: 6 (8 points: open-faced plate helm)
GRENSCH (ORC CAPTAIN)

STR: 17 CON:17 SiZ:. 18 INT: 13
POW:-16 DEX:16 APP:. 10

DEX SRM: 2 + SIZ SRM: | = MELEE SRM: 3
Magic Points: 16 Fatigue Points: 34

WEAPON SR A% P% DAMAGE
Broadsword 5 45 35 1D8+1 (+1D6)
Round Shield 6 24 50 1D6+1 (+1D6)
Greataxe™ 4 51 43 2D6+2 (+1D6)

*The Orc captain has a choice of either weapon dunng an engagement.
SKILLS: Dodge 47, Scan 55, Search 49
HIT POINTS: 18 ARMOR:

R Leg: 6 (7 points: Chain mail leggings)

L Leg: 6 (7 points: Chain mail leggings)
Abdomen: 6 (7 points: Chain mail hauberk)

Chest: 8 (7 points: Chain mail hauberk)

R Am: 5 (7 points: Chain mail hauberk sleeves)
L. Arm: 5 (7 points: Chain maul hauberk sleeves)
Head: 6 (8 points: Open-faced plate helm)

MABEN (HIGH PRIEST)

STR: 12 CON:18 SlIZ: 12 INT: 19
POW:20 DEX:20 APP: 12

DEX SRM: 1 + SIZ SRM: 2 = MELEE SRM: 3
Magic Points: 20 Fatigue Points: 30

WEAPON SR A% P% DAMAGE

Derfel 4 43 47 2D6+2
Scimitar 5 55 52 1D6+2
Dagger™ 6 92 95 1D4+4

*the dagger Maben wields is enchanted: +2 to damage and +30% to attack and parry.
SKILLS: Dodge 59, Scan 73, Search 46
HIT POINTS: 15 ARMOR:

R Leg: 5 (6 points: enchanted woven silver robes)

L Leg: 5 (6 points: enchanted woven silver robes)
Abdomen: 5 (6 points: enchanted woven silver robes)
Chest: 6 (6 points: enchanted woven silver robes)

R Arm: 4 (6 points: enchanted woven silver robes)

L. Arm: 4 (6 points: enchanted woven silver robes)
Head: 5 (6 points: enchanted woven silver robe hood)
SARUMAN THE WHITE

STR:12 CON:18 SIZ: 12 INT: 24
POW: 28 DEX: 21 APP: 15

DEX SRM: 1 + SIZ SRM: 2 = MELEE SRM: 3
Magic Points: 28  Fatigue Points: 30

WEAPON 'SR A% P% DAMAGE

Staff 4 83 67 1D8+1

Dagger 6 92 95 1D4+2

SKILLS: Dodge 53, Scan 73, Search 76

HIT POINTS: 15 ARMOR:

R Leg: 5 (8 points: enchanted robes)
L Leg: 5 (8 points: enchanted robes)
Abdomen: 5 (8 points: enchanted robes)
Chest: 6 (8 points: enchanted robes)
R Arm: 4 (8 points: enchanted robes)
L Arm: 4 (8 points: enchanted robes)
Head: 5 (8 points: enchanted robe hood)

EDWIN STEWART (CLAN RUADH WARRIOR)

STR: 18 CON:17 SIZ: 18 INT: 12
POW:-14 DEX:17 APP: 15
DEX SRM: 2 + SIZ SRM: | = MELEE SRM: 3

Magic Points: 14  Fatigue Points: 35
WEAPON SR A% P% DAMAGE

Claymore QH) 4 68 67 2D8 (+1D6)
Fist 6 77 74 1D3 (+1D6)

Dagger 6 56 55 1D4+2 (+1D6)
SKILLS: Dodge 44, Scan 63, Search 56
HIT POINTS: 18 ARMOR:

R Leg: 6 (5 points: Ring mail leggings)
L Leg: 6 (5 points: Ring mail leggings)
Abdomen: 6 (6 points:
Ring mail hauberk and hard leather sporran)
Chest: 8 (5 points: Ring mail hauberk)
R Am: 5 (5 points: Ring mail hauberk sleeves)
L. Arm: 5 (5 points: Ring mail hauberk sleeves)
Head: 6 (8 points: Open-faced plate helm)
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The birth of Other Hands hus created a wel-
come forum for others, like us, who found themselves
co-creators and guests in Middle-earth years ago by
combining role-playing and the genius of J.R.R.
Tolkien. It seems to us that it would be especially
interesting to know how and where others have en-
joved exploring, co-creating and adventuring in
Middle-earth. We would, rhergfbre, like to share the
same by presenting summaries of our own adventures
in Tolkien's world. So long as readers find them to be
useful and interesting, we hope to describe more ad-
ventures in the future.

cn ycars ago, we had been playing
AD&D for more than scveral years
and had experimented with some
other systems for role-playing.
Outside of the game, we maintained a stcady
diet of fantasy literaturc and occasionally tried
to weave new worlds into the main fabric of
our never-cnding story of adventurc in the
world of Greyhawk. Individually, we tound our-
selves turning again and again to The Lord of the
Rings, The Hobbit, The Silmarillion and anything
about Middle-carth we could find. Finally, one

of us (Joc Balderson) voluntecred to DM some
Middle-earth adventures.

We decided to continuc role-playing with
the old AD&D system. For all it’s ditticulties, we
had found it was the only system cveryonce
knew well and therefore easy to adapt to other
systems and worlds. We began our sctting scv-
eral human gencrations into the Fourth Age, so
that the War of the Ring should be in recent
memory and the world not too ditterent trom
the version we were most familiar with. This
allowed us some flexibility to co-create and
adventure without careening into stories whose

courses and outcomes have alrcady been well
documented.

We developed characters that had some slight
connection to those created by Protfessor Tolkien
himsclf, which allowed us to feel like we had a
place in Middle-carth, but not yet too important.
This worked well, for as we gained expericnce

and influence, these connections became more
important than we had anticipated.

We have always role-plaved characters in
onc continuous game, not knowing preciscly
where onc adventure or module began or
ended, allowing the DM and player-characters
equal input on their fatc. We treated the
Middle-earth party of adventurers the same
way. We used a combination of spontancous
adventures suggested by the characters, adven-
tures designed by the DM, and modules pub-
lished by ICE. To the credit of our DM, the
story appecarcd seamless. We played on every
Sunday (following football, spaghetti, Logan’s
Sausage, and beer) for almost a decade.

Fortunately, we kept a journal of our adven-
turcs as we went, so between the journal and
thc DM’s notes we are able to reconstruct a
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great deal of our own history and adventurecs.
Unfortunately, we didn’t begin keeping this
journal until the characters were mid-level, so
much of our carly adventurcs arc lost.

The party of good characters eventually
came to explorc Orthanc, through ICE’s
Isengard module adapted and set in the Fourth
Age by the DM. They took up residence there
and came to call themselves the Orthanc
Fellowship. Thus the adventures and plots de-
scribed here, from the combined perspective of
DM and player, are those described in the jour-
nal: The Journeys of the Orthanc Fellowship.

We present the plots and adventures here in
several spirits: that of tale-swapping, informa-
tion-sharing, and as potential idcas for other
referccs and players. Some of them worked
extremely well. We hope our adventures can
be picked up and inserted into other Middle-
carth campaigns. (As most Middle-earth role-
players understand, good adventures must suit
the story and the characters.) We hopc, how-
ever, that these idcas may inspire others, and
we too would like to know of the adventures
of others in Middle-carth. So that the adven-
tures we describe may be more easily under-
stood, we'll present the characters for whom
they are written:

Aldamir Eldarion (S. Tree-jewel of the El-
dar)—an Elven ranger; one of the Moriquendi
whose family was named after onc of the El-

dar.

Beleg Naug (S. Mighty Dwarf)—a Dwarven
fighter and cleric to Aulé; a distant relation of
Dunn.
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Féanor Greymon—a ranger and archer of
Numenorean descent from Ciryacandor in the

deep South.
Gladflius Finnedell—an Elven fighter and thicf

of Mirkwood with a dangcrous passion for

gambling.

Kephron Golendar—a Maiar spirit and wiz-
ard sentenced to champion the laws of Men

on Middle-carth (or was Middle-carth sen-
tenced to endure him?).

Lahk—a Numendrean magic-uscr and cleric
influenced by the tcachings of Esté; an cxpert
on finc pipe-weed.

Silmar Breredin—a “brilliant” Noldor pala-
din of Lorien who willingly sacrifices himselt
for the causc of good.

Very few details are remembered about the
carly adventures. The very first we remember is
the party of characters meeting for the first
time just outside Minas Tirith at some version
of the “Green Dragon Inn.” Traveling west
through Rohan they later met Kephron
Golendar and promptly investigated the burn-
ing of his wizard’s guild, testing their skills on
Orc-arsonists. By the time we had explored
Iscngard, both players and DM had become
especially attached to the campaign and we
began writing our journal. Our first recorded
adventure, which is briefly described below, is
now called “The Journey to find thc Entwives.

This adventure was brought up by Aldamir
Eldarion’s player. On his sabbaticals in Fangorn
Forest, his character had come to know Quick-

bcam thc Ent. As the two became closer
fricnds, Aldamir was told the sad talc of how

the Entwives were cstranged from the Ents. He
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lcarned that the Entwives crossed the Anduin
and tended their favorite plants—small trees,
grasscs, fruit trees, flowers, and vegetables. The
Entwives had been honored by Men of that
region now known as the Brown Lands, to
whom they taught many skills of agriculture.
But, by the end of the Second Age, their gar-
dens werc destroyed and they had vanished.

As players, we were very enthusiastic to save
the world. Aldamir’s player was so moved by
this sad tale that he convinced his friends and
fellow adventuring companions, the Orthanc
Fellowship, to scarch for the Entwives. The
fellowship agrced upon this mighty quest with
great hope.

Aldamir returned to Quickbeam with his
plans and enthusiasm. Quickbeam, in turn, was
decply moved by this gesture of kindncss from
his Elven friend; so much so, in fact, that the

DM had Quickbeam entrust into Aldamir’s
care a special pollen. Assuming that the

Onodrim reproduce through pollination, this
pollen could then be used in case the Fellow-
ship found the Entwives but could not convince
them to return to Fangorn.

This is primarily an outdoor adventurc that
can be used to discover new lands in eastern

Middle-earth, The DM set the Entwives far
into the East so that the characters had to cross
the continent, allowing the creation of cultures
Professor Tolkien had not described in great
detail. The Fellowship lcarned about these
through many encounters with both hostilc and
fricndly—for a little spice, however, I always
recommend throwing in some wonderfully evil
crcatures for the characters to cncounter on

the way there and back again. &
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t is traditional in fairy tales for the sight
of the sun to be fatal to trolls, and so it is
in Tolkien’s world. It was naturc itself
that condemned poor Tom. This illus-

ing from the branches and fires burning on
the ground; and there was a great feast going
on, going on for ever. A woodland king was
there with a crown of leaves, and therc was a
merry singing, and | could not count or de-

“Dawn take you all and be stonc to you!” said
a voice that sounded like William’s. But it
wasn’t. For just at that moment the light came
over the hill, and there was a mighty twitter in
the branches. William never spoke for he stood
turned to stonc as he stooped; and Bert and
Tom were stuck like rocks as they looked at
him. And there they stand to this day, all alone,
unless the birds perch on them; for trolls, as
you probably know; must be underground be-
fore dawn, or they go back to the stuff of the
mountains they are made of, and never move
again. That is what happcncd to Bert and Tom
and William.'

trates a pattern of magic in Middle-carth. We
arc morec likely to think of Tolkien’s world as
full of wonder than of magic. This is becausc
magic is primarily natural or visualized through
natural occurrences or elements. As Men and
Hobbits (which Tolkicn specifically describes as
non-magical) we must often ask was it magic or
was it nature? We call the symbiotic relationship
between magic and nature in Middle-carth
“magical realism.”

There arc many cxamples of magical realism
in Middle-carth. The sun is perhaps onc of the
most prominent, itself created by the Valar out
of magical and natural resources. Its light was
created from the last fruit of Laurclin, onc of
the Two Trees of Valinor, and was placed in a
vessel made by Aulé and guided through the
hcavens by Arien. Just as it could turn trolls to
stonc, it would also weaken other servants of
Melkor. Yet even its strength is drawn from
natural magic.

In the chapter from The Hobbit cntitled “On
The Doorstep,” Tolkien uses the sun as a way
to help unlock the secret dwarven door at the
Lonely Mountain. While on the doorstep the
thrush gives a sign by cracking snails on the
grey stonc. As the sun sinks into the west, a

beam of its light shines upon the wall and a
flake of rock splits off, making a keyhole visible
to Bilbo and the Dwarves. If there arc spells
involved here, then they arc ancient and invisi-
ble to the adventurers experiencing them.

While the sun scems to have many magical
propertics, other forms of naturc illustratc
magical realism in Tolkien’s world. A good ex-
ample is the enchanted river in Mirkwood.
There is a possibility that Elves enchanted the
river, but in an cncounter described in The
Hobbit, it seems to be the river itself that causes

the hungry Bombur to fall asleep after falling

in. Naturally, he does not sleep without dreams:

“I was having such beautiful dreams. I drcamed
I was walking in a forest rather like this, only
lit with torches on the trees and lamps swing-

scribe the things there were to eat and drink.””

Although it seems to be his hunger which
prompts the dream, the river carries an en-
chantment. Anyone who drinks or bathes in
the river will dream of Elven feasts and suffer
memory lapses. The enchantment of sleep is
not permancnt, but when Bombur awakens he
cannot remember anything after the Unex-
pected Party. His encounter with the river only
lcaves him with a sleepy forgetfulness.

The Bruinen river that surrounds most of
Rivendell seems to be a means of illustrating
the realism of Elven magic. During the War of
the Ring, Frodo, in an attempt to cscape the
Nazgil, crosses the Ford of Bruinen. As the
Nazgul pursue, their mounts arc drowned in a
sudden flood and their spirits arc sent back to
their master in Mordor. This flood, with many
grcat white horses riding its crest, is scemingly
magical. It is known that Elrond commanded

the flood with help from Gandalf (and, quite
possibly, from Nenya, the Ring of Water):

“Who made the flood?” asked Frodo.

“Elrond commanded it,” answercd Gandalf.
“The river of this valley is under his power,
and it will rise in anger when he has great need
to bar the Ford. As soon as the captain of the
Ringwraiths rode into the water the Hlood was
relcascd. If I may say so, I added a tew touches
of my own: you may not have noticed, but
some of the waves took the form of great white
horses with shining whitc riders; and there

were many rolling and grinding boulders.”

A considerable amount of magical realism in
Tolkien’s world is revealed among the Elves. To
Men and Hobbits, it is not particularly clear
whcther Elves are morc natural or magical.
Elves arc the Firstborn race of Arda and were
conccived by Ilavatar alonce in the third theme
of Ainulindalé. They arc the cldest and most
noble of the speaking races of Arda. This may
be why many of the uses of magical realism arc
focused so commonly through them. Tolkicn
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always portrays Elves as having onc foot in
another world, yct very close to naturc in

Middlc-earth.

Other creaturcs demonstrate Tolkien’s
magical realism as well. The torests, in particu-
lar, have characteristics which scem very magi-
cal, and yet thcy have always been thus. The
Old Forest is a small remnant of a forest that at
onc time covered most of Eriador. The treces
are malevolent and mobile ncar the Whithy-
windle, and so it seecms to the Hobbits, al-
though they can never be surc of it. Tolkien’s
description always allows the possibility that
the forest is simply densc and dithicult to navi-
gate as the Hobbits walk, drawn unavoidably to
Old Man Willow. The true naturc of the torest
is only madc clear when Old Man Willow at-

tacks the Hobbits as they rest.

Fangorn also is a home of very strange and
mythical creatures, the Ents. Like Old Man
Willow, Ents arc capable ot spcech, but Ents
can walk and scem fricndlicr than the trees of

the Old Forest. Yet when they arc angry they

can cause quite a bit a damage. For instance,
they reduced the walls of Iscngard to rubble
during the War of the Ring. They are, naturally,
legendary to the people of Rohan: “A legend of
Rohan!” cried Legolas. “Who is this Tree-
beard?”* Answering Legolas, Gandalf replics:

“Ah! now you are asking much,” said Gandalf.
“The little that I know of his long stow story
would make a tale for which we have no time
now. Treebeard is Fangorn, the oldest living
thing that stil} walks bencath the sun upon this

Middlc-carth.”

Ents are trecs inhabited by the spirits of
Yavanna, thc Vala whosc spherce of influence is
growing things with roots in the ground. The
Ents arc to us perhaps the most unusual of the
races on Middle-carth, but are yct as natural as

thcy arc strange.
The most awesome instances of magical
realism through nature are thosc summoned by

the Valar and Maiar. For cxample, when the
First and Second Ages ended, carthquakes and

floods changed the face of Arda.

It has been said that there is only limited
magic in Tolkicn’s world, and it is true that
much of the magic that remains by the Fourth
Age (or even the Third) is held only by ancicent
races, places, and artifacts. Yet it is the nature of
magic in Middle-earth to be unobvious. As we
study the use of magic, we discover there is much
morc than we had imagined. Thus, the Fourth

Agc may have room fOI’ morc than wC I'UIOW

This is particularly exciting for players and
referces. We enjov Middle-earth in part be-
causc it is unlike our own world, and we cnjoy
characters with skills we cannot have. Tolkien’s
magical realism allows for a great dcal of magic
limited only in how it works and is perceived.
Players may feel frec to role-play magic-user
characters, though as we watch Gandalf closely,
much of his magic was of the obvious kind:
fireworks and combat spells included. Yet he
was ncarly as much a druid as a wizard, and
players and referees must take care that magic
be described through it's most natural cffects,
allowing for uncertainty. Gandalf’s usc ot
magic, however, will prove to be the most com-
mon exception to natural magical realism, as
we will suggest in future articles. ®
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EXILE AND RETURN

IN TOLKIEN'S WORLD

Gerrit Nuckton: 59 Juniper
Drive, Atherton, CA 94027, USA : “»

Whether by intentional design or not, a common
theme appears throughout the pages of Tolkien’s works %

xile/return motifs can generally be Peoples throughout the Second and Third Ages
approached from one of two per- untl his own final destruction in the War of

spectives: 1) protagonists attempt  the Ring.

to keep antagonists from return- In Eregion, Sauron deceives the Elven-
dealing with Middle-earth: that of the return of cer-  ing, or 2) protagonists themselves attempt to  smjths in the guise of Annatar, “the Lord of
tain characters from self-imposed exile, banishment, or return from exile in the face of opposition Gifts.” He reappears after a thousand years of
even death. This article examines the exile/return mo-  from antagonists. Such themes can be put to the Third Age as the Necromancer of Dol
tif as a plot device and opportunity for character devel- good use in a game by providing plenty of in- Guldur, driven out briefly by the White Council
opment in d role-playing context. trigue for players or, similarly, by adding more  pyt returning in secret to occupy his fastness in
role-playing potential to a situation as charac-  Mirkwood for another five centuries. Finally,
ters investigate what has transpired in their the Dark Lord succeeds in resuming his ancient

absence. A villain once thought dead can add enthronement in the Black Land, heralding the
drama fo certain Sitll&ﬁDIlS b}’ being bl' Dught beginning Of thE end OF t_he age_
back into the game at an unexpected moment

.. In a campaion of extreme importance
as a living menace or perhaps as an undead. paign P ;

player-characters might assist Gandalf and the

There are, of course, limitations when it White Council in removing Sauron from his
comes to the usc of exile/return motifs in a perch in southern Mirkwood. There is also the

Campaign. ConStanﬂ}’ bringing bﬂCk CharaCtﬂrS POSSlbility Df a campaign centered on t_he f{}un-
and peoples from banishment or defeat could  Jation of the realms-in-exile by the Faithful
become too predictable if the tactic was over-  ypder Elendil’s leadership in the face of

used by a gamemaster. Characters might be Sauron’s efforts to annihilate them. During the
tempted to act with reckless abandon if their

players can expect that there is a likelihood
resolving the dilemma, irregardless of their
actions in the present.

In contrast to game settings where resur-
recting deceased characters is common-
place, Death in Middle-earth has a finality
to it which places considerable restrictions
upon future prospects for return. However,
on rare occasions circumstances do arise
which enable the transcendence of Death, as
with the Qathbreakers in the Paths of the
Dead or the nine kings cursed with a serial
deathlessness as wraiths. To be sure, such
situations can be entertaining but should be
handled with great care so as to maintain
game balance: after all, characters who be-
come immortal could upset the balance of
any game because of their great power.

HoLDING BACK THE
RETURN OF THE SHADOW

The relentless resurgence of evil is a central
feature of Tolkien’s imagined history, and this
theme is perhaps best exemplified in the char-
acter of Sauron. Beginning with the defeat ot
his master at the end of the First Age, Sauron
wastes little time in filling Morgoth’s shoes,
continuously returning to threaten the Free

1/
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Second Age, Nimendrean adventurers might
aid their lesser brethren in Middle-carth

against the rise of Sauron’s fledgling empire.

It is surely a telling sign of the importance of
the theme of recurring evil that the only story
Tolkien ended up writing concerning the other-
wise undefined Fourth Age was entitled “The
New Shadow,” which dealt with yet another
resurgence of the otherwise definitively de-
feated legacy of Sauron. In his article “Beyond
the Third Age: Role-playing in all ages of Arda”
(OH 1: 7-19), Anders Blixt offers one possible
framework for a campaign based on the
shadow’s latest return.

Sauron’s evil returns in the form of his
daughter, Aelindur, who has survived since
the Second Age. Aelindur uses her cunning
and magic to great effect, especially to en-
tice Southron and Dunlending peoples to
regain territory lost to Gondor in the time
of the War of the Ring. Since the Istari and
the more powerful Elven leaders have left
the world, her threat is even more pro-
nounced. If a gamemaster were to run such
a campaign, perhaps Galadriel and Elrond
or one of the more powerful wizards could
return to assist characters if Gondor were to
fal]l under Aelindur’s dominion.

FIGHTING THE DARK
LORD’s MINIONS

In the course of the strugglc against Mor-
goth or his servants, it is often the case that
protagonists will find themselves displaced
from their beloved homeland and on the
run. Under such circumstances, the imme-
diate (and realistic) goal is not to wholly
annihilate the shadow, but to recover from
its grip what has been lost. This heroic form
of resistance is most pronounced during the
First and Third Ages, when the Free Peoples
are more often than not on the defensive in
the face of superior odds.
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The wars of Beleriand form the archetype of
this kind of struggle, when the Valar abandoned
Middle-earth to the dominion of Angband,
because of the rebellion of the Noldor. The
gucrrilla bands led by heroes such as Barahir or
Tirin, driven from their homelands into a hos-
tile wilderness by the servants of Morgoth, are
emblematic of the “Evil Years” of the First Age.
As Anders Blixt suggests, campaigns set in this
environment would require player-characters
to be able to survive a mercilessly cold climate
while battling a seemingly unstoppable foe
(OH 1:11). A parallel situation may be found
in the Third Age during the loosing battle of
the Men of the North against the might of the

Witch-king of Angmar.

Capture by the enemy is another ever-
present danger facing desperate resisters, since
not all prisoners are slain. Some are carried off
to Angband to have their will broken by
Morgoth’s power, so that they may be sent back
to their homeland as unwitting spies. Such re-
turned prisoners might be player-characters, or
friends of player-characters, whose former
comrades must now discern whether they can
still be trusted.

In the later Third Age, many of Morgoth’s
surviving minions are scattered over (and un-
der) the face of Middle-earth and masterless.
The dragon Smaug drives Durin’s folk out of
the Lonely Mountain, as does the re-awakened
Balrog of Moria. In campaigns reminiscent of
Thorin and Balin’s quests to recover their man-
sions from their foes, player-characters could
participate in the cleansing of Moria after the

events of the War of the Ring.

THE DOMINION OF MEN

Many of the exiles and returns that take
place in the history of Middle-earth have noth-
ing to do with the Dark Lord or his minions
(even when these may inadvertently benetit
from the weakening of their foes thereby). In
particular during the Second and early Third
Ages, the loss or recovery of one’s own is
caused not by superhuman malice, but by the
evil that Men do to themselves and each other.

The power-hungry Niimenoreans who came
to Middle-earth in search of wealth and spoil
subjected many lesser Men to a rule hardly
distinguishable from that of Sauron. A cam-
paign set in this violent age could assume the
perspective of one of these oppressed peoples,
struggling to drive their unwanted rulers back
over the sea (only to be faced with the rival
empire of Sauron should they succeed).

Early in the Third Age, the vanquished but
still dangerous Black Niimenérean lords of
Umbar fought on for nearly a century to re-
claim their haven from its investiture by the
followers of Elendil, before they werc utterly
destroyed in 1050 by King Hyarmendacil—or
were they? Player-characters wishing to assist

these exiled lords in regaining a measure of
their former power in Umbar or clsewhere
face many challenges.

Umbar continues to play a pivotal role in
the drama of exile and return :ollowing the
Kin-strife, when the returning King Eldacar
forces his enemies to abandon Gondor for the
sanctuary of their kinsman’s power in the
south. As the Corsairs of Umbar, these rebels
spend the next three hundred and sixty-two
years trying to regain the throne of Gondor (or
at least to take cruel revenge upon its inhabit-
ants for their exile). The originating event of
the Kin-strife is itself an ideal setting for pro-
tagonists seeking to return or antagonists seck-

ing to hinder them. &




James Owen

Wolfson College,
Oxford, OX2 60D,

England

The sections on Dwarven and Elven technology
which appear in the Moria and Lérien MERP
supplements, are, to say the least, woefully
garbled. So too is the new Alchemy Law for
Rolemaster, from which I was interested to learn
that swords are made by the three-step process of
hammering, tempering (in order to relieve them of
their resulting toughness and brittleness), and
quenching the red-hot metal in cold water (in
order to harden it).

Well, yes, sort of. But if you do this, then off
you go to your first battle and your sword snaps in
half because you've done it all in the wrong order.
As it is a hopeless task to sort out these tangles, I
will begin from scratch with some real science, and
some other musings.

METALLURGY
IN THE [ HIRD AGE

ISSUIE 4

ne of the many problems to be faced
\ in incorporating scicnce into any
literary fantasy is that while the
imaginary world seems to have
evolved politically and socially over the times-
cale of the book’s narrative, its technology has
remained the same for centuries (which is his-
torically unlikely). In the case of Middle-earth,

the level of military technology has even de-
clined from the First Age to the Third.

At Agincourt, for example, the longbow may
have reigned supreme, but primitive cannons
were present and, within fifty years, there was a
severe shortage of trained bowmen in the En-
glish army, despite laws compelling able-bodied
men to practice every Sunday. The main reason
for the development of firearms was the speed
with which (in a few mere wecks) a man could
be instructed in their use (by contrast to the
lifetime training required to master the bow).
The longbow used at Agincourt was in fact a
more powerful weapon even than a Napoleonic
musket in terms of range and rate of fire.

Perhaps due to authorial prejudice, it may
be that the ruling hierarchy and intellectuals of
Gondor scorned science, leaving it to Saruman
with his mind of metal and machines; even so,
one would have thought that the constant state
of war in Gondor would have precipitated the
some concentration of effort towards the de-
velopment of a suitable defence technology.
Gunpowder is not difficult to invent, and the
Diinedain would certainly have had the steel
for firearms.!

Apart from Gondor, we know that the
Dwarves and Noldor smiths of Ercgion were
fine craftsmen, but elsewhere there is little
evidence that there was a sufficiently settled
culture to enable fundamental research to be
carried out. We could assume that the turbu-
lent history of Middle-ecarth precluded the
buildup of a knowledge base, that the Valar
preferred to kecp the Children of Ilévatar bliss-
fully ignorant, sceing what a mess they could
make of the place as it was.

JANUARY 1994

RANKING METALLURGICAL

TECHNOLOGY IN
MIDDLE-EARTH

Metals have crystalline structures which
account for most of their physical and metal-
lurgical properties. Line defects in these crys-
tals, called dislocations, are able to flow within
the crystal, rendering it mallcable. All pure
metals are therefore soft, and some can even be

pulled apart by hand.

In order to strengthen a metal, it is neces-
sary to prevent the dislocations from flowing,
which is done by filling the crystal with ob-
stacles of one sort or another. However, these
obstacles must be cleverly controlled so that
they don’t promote crack growth (which will
leave the metal brittle). Alloy production then,
is a contest between a high strength and a low
toughness, unless by luck you get both at the

same time.?

The production of good, hard steel from
iron ore has been of great technological impor-
tance for centuries, but it is only really in our
own century that chemistry and metallurgy
have found out why the various bits of black
magic work.” How much of this would the
peoples of Middle-earth have known? The Gaz-
etteer tells us that amongst the races of Men,
only the Diinedain have mastered the secrets of
steel, while others make do with poor iron.
Even so, it would seem that only the Elves of
Eregion and the Dwarves have progressed be-
yond stecl to more exotic alloys (c.g., mithril).*

Metals may be ordered according to the
difficulty of smelting them and the knowledge

and technology required to produce useful al-
loys from them.

LEVEL 1: BRASS AND
BRONZE

The easiest metals to smelt are those which
occur naturally.” The earliest alloys were, not
surprisingly, alloys of copper: brass (a mixture
of copper and zinc) and bronze (a mixture of
copper and tin). Both could easily have been
discovered by smelting zinc or tin and copper-
bearing minerals in the same fire. Brasses have
a strength up to 700 MN m—2, with good duc-
tility in the annealed condition, and will readily
work-harden up to 200 VHN. Bronzes are gen-
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erally slightly stronger and harder than brass,
but less ductile, widely used for sword blades in
Roman times. Bronze will keep an edge longer
than brass.

In Middle-earth, bronzc is probably used
mostly for coinage, as iron will have percolated
even to the more primitive cultures, although
bronze would continue to be used where corro-
sion is a problem (e.g., on boats).

LEVEL Z2: WROUGHT |IRON

[n the days betore the blast furnace was
invented, iron could not be heated hot enough
to melt. Blooms of a mixture of fairly pure
iron with graphite particles could be
produced by heating solid ore and
charcoal in a hearth-type furnace. In
order to make a piece of strong metal,
these blooms were then hammered
flat while red-hot, folded, reheated,
and refolded until a laminate of steel
and carbon was produced. This was
known as wrought iron.*

The strength and the toughness of
the steel was related to the number of
times the metal was hammered and
folded, as the slag particles trapped in
the bloom were broken up into small
harmless pieces. The lamination pro-
cess itself would also have increased the tough-
ness. The finished sword would be quenched
and tempered (the correct temperature being
judged by the color of the hot metal—from
straw to dark blue).

The art of making that best stcel would lead to
the best craftsmen being able to command an
extremely high price for their goods. Wrought
iron is certainly much stronger and harder than
bronze or brass, partly due to the impurities. For
casting purposes with low toughness require-
ments, cast iron with around 4% C (i.e., which

could be melted) would be used.

This would have been the highest level of
technology before the arrival in Middle-earth of
the Eldar and the Nimenoéreans. Even in the
Third Age, this kind of process would be used for
small-scale metalwork, village smiths making
horseshoes and knives, or in Orc-holds in the
Misty Mountains. Before they allied themselves
with Gondor, the Eothéod would also have been
at this level of technology, as would Arnor and
Cardolan atter the end of the North-Kingdom.
The Shire would not have wanted blast furnaces
belching out smoke all day, and the Hobbits were
sophisticated cnough to get supplics of good steel
from the Dwarves of the Blue Mountains.

LEVEL 3 CoLp-WORK

Other metals such as Nickel will be smeltable,
and nickel-copper alloys such as that used for

coinage in Britain and the US, would be avail-
able. These are hardencd by cold-work, so that

4,

ductility and toughness are inversely proportional
to strength. They may be used as plating, for a
cheap alternative to silver to make keys, and in
applications for which corrosion resistance is
needed, such as boiler tubes and maritime uses.
Their strength is similar to a medium-carbon
steel, 6001000 MN m-2, with a hardness up to
300 VHN, but much more ductility for the
strength than the steel.”

This would be the level of metallurgy found in
Gondor, Arnor, Isengard, all Dwarf-holds, and

most large Elven communities, especially among
Noldor. Sauron, having the Cracks of Doom as a
ready source of heat, would have gained this
knowledge.

LEVEL 4: CARBON STEEL

“Pure” iron can be made from blast furnacc
“pig iron” by meiting it in an open furnace and
skimming oft the impurities as they rise to the
top. This technique is called “puddling.” Blocks
of pure iron would then be forged and formed
while in a hot, soft, solid state, or cast into molds
and left to cool. The iron would then be packed
into boxes of charcoal in order to absorb carbon
into the surface layer (and, hence, to adjust the
strength based on its carbon content). Once
quenched, this layer would be extremely hard,
and the softer core would prevent it becoming
too brittle.

This combination of hardness and toughness
would be ideal for swords. Strengths up to 1000
MN m~2 can be produced with good toughness
and surface hardnesses up to 600 VHN are
achievable. Certain simple alloy steels, with man-
gancse or nickel for higher toughness or impact
resistance could also be made. These would
probably be discovered by using impure ores
rather than deliberate research, however, Tool

steels, using tungsten, might also be produced
with a hardness of 1000 VHN.

With the aid of water power, many forming
operations become possible. Rolling, hot and
cold-forging (hammering into shaped dies), ex-
trusion (like a tube of toothpastc) to make wire,

rod and bar (Alchemy Law, please note! NOT
drawing of crystals form a melt!) could all be

used, although this would require a very stable
culture, as the capital cost of the cquipment
would be expensive.

I would doubt that anywhare except Moria
and Mordor would possess such facilitics. No-
where else would be able to make large beams,
as they would be limited by furnace and cru-
cible size.

LEVEL 5: ALUMINUM AND

TITANIUM ALLOYS

Skills which come into the highest category
would be those for mass-producing steels to a
defined composition with high cleanliness and

low impurity content, and knowing the
complex heat treatments needed to pro-

duce strengths of 3000 MN m-2 from
steel, or to produce nickel alloys which
would hold their strength at white-heat.
Of similar complexity are the difficulties
of smelting aluminum, which will require
clectrical power form somewhere, or else
magic, and titanium which has to be
mclted in a vacuum furnace to avoid con-
tamination with oxygen.

There is a vast array of aluminum
and titanium alloys, mostly used as
rcplacements for steels on weight

grounds, despite the cost and lower
stiffness. Aluminum alloys are limited to about

600 MN m-2 but their specific strength is
usually about 50% better than a steel, saving a
third of the weight. They are also limited to
100<C, duc to the pure mctal’s low melting
point and the strengthening techniques,
mostly age-hardening. Titanium alloys can
operate up to 1000<C, and have much higher
strengths, up to 1400 MN m—2. The stiftness
of titanium is low, however, so this metal
would not be so good for sword blades, as they
would bend easily.

Mithril, whose metallurgy is a whole article in
itself, would seem to me to be an fcc metal like
aluminum or nickel or possibly a bcc metal like
titanium, certainly able to form strong, st
tough alloys with these elements, so as to pro-
duce light sword blades and armour. In its pure
state, it would be soft and malleable and ablec to
be beaten like copper and polished like gold.®

The knowledge of this metal, let alone its met-

 allurgy, has been lost to us for millennia and was

probably extremely rare in Middle-earth. Only
the Elves of Lorien and the Dwarves of Mona
would have had that knowledge in the Third
Age.” The places and times when the secrets of
aluminum, titanium and mithril alloys were to be
found have mostly been destroyed: Gondolin,
Niimenor, Eregion and Celebrimbor’s smiths,
the Dwarves of Moria.'®
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SUMMARY

For most gaming purposes, the best alloys will
be steel found in Gondor or the Lonely Moun-
tain (Level 4). Characters from outsidc these
areas will only have access to lower-quality weap-
ons, except at very high prices. A sword that was
made in Moria or Eregion from the finest and
most secret materials and recipes (Level 5), will
be extremely rare and valuable. Dwarves and
Elves are likely to keep these to themselves rather
than trade them. Frodo’s coat was worth more
than the Shire, a sword of similar material would

have been worth much the same.

EXCURrRsus:
METALLURGICAL [ERMS

The major properties of metals of interest to
the role-player are those pertaining to weapons
and armour: the strength, stiffness and toughness
of a blade, the durability of its edge, the resis-
tance of armour to weapons, and the weight of
the item in question. These properties are here
formally defined in metallurgical terms, along
with the techniques commonly used to produce
or alter them.

PROPERTIES
Strength: the force which must be applicd

to break the metal in tension. For pure, single-

crystal iron, this is 250 MN m-2, for a typical
carbon steel, this is about 800 MN m-2 and

for the newest strongest stecls, this is up to
3000 MN m-~2. Some materials have high

compressive strength, but low tensile strength.
Since steels are all mostly iron (or elements
near iron on the Periodic Table) they are
roughly the same density—around eight times
that of water; however, their critical property
is specific strength (that is, the strength/weight
ratio). The weight of components may be
brought down considerably by using a higher-
strength steel. A modern example is that of
drinking cans, where about half and half are
made of aluminum and steel, because they
work out at about the same cost and weight,
despite the fact that aluminum is a much
lighter metal.

Stiffness: otherwise known as the Youngus or

Elastic modulus, is the ration of the force applied
to the % extension measured. This is similar for
most steels, being a property of the majority con-
stituent, iron, and is about 211 GN m-2.

Toughness: a more slippery concept, being
the opposite of brittleness. By pulling apiecc of
metal apart under tension, and plotting the force
against extension, toughness may be related to
the area under the curve, which is the work done
to fracture the specimen. A higher work done
means that the metal is less likely to fracture cata-
strophically. Another way of measuring work to
fracture is with an impact test. A small specimen
is put against an anvil, and a large weighted pen-
dulum swings down and breaks it. The cnergy

taken to break the metal may be measured as the
difference in height between the beginning of the
swing and the end. This gravitational energy has
been absorbed in the metal. The impact test is
easy to perform and gives an accurate measure of
the impact resistance of the metal. A brittle metal
will absorb perhaps 20], whilc a tough piece will
absorb 250]. Toughness is not a definite property
of a metal, but is dependent upon the heat-treat-
ments applied to it, the amount of corrosion and
wear of the surface, etc.

Hardness: may be measured by scratching
onc thing with another and establishing a hierar-
chy or what scratches what. This is the Mohr
scale, with diamond at the top at an arbitrary
value of 10. A more quantitative measure is the
Vickers hardness test, where a diamond is pushed
into the surface of the metal by a known force,
and the area of indentation is measured. The
smaller the area, the harder the metal. Typical
values for steels range from 200 in the annealed
state to 600 in the severely-quenched state.

Ductility: a measure of the amount of work-

hardening that a metal can undergo before it
becomes brittle land breaks. It is measured as the

% extension at failure in a tensile test. _

TECHNIQUES

Work-hardening: the more you detorm a
piece of metal, the harder it gets, until it
breaks. Its toughness goes down, while its

strength goes up.

Annealing: heating your work-hardened
sword at 1000<C for an hour or two, to soften
back to a state where you can hammer it some

more. Several Cyclcs of anncaling and working
will increase the strength and toughness together.

Quenching: take one red-hot piece of metal,
drop in bucket of water, with various secret in-
gredients added for their mystical power: blood,
urine of clergyman, sacrificed lamb, slave or
whatever, wait until fizzing stops, and remove.
Warning: the piece of metal will be very hard

and brittle.

Tempering: heating at various temperatures
for sufficient time for a quenched piece of metal
to decline in strength to the value desired. This
raises the toughness, unless you do it too much.
Quench and tempering is a process unique to
steels because of a quirk of iron’s metallurgy.
Mankind is very lucky that such a useful metal
should also be rclatively easy to smelt.

Age-hardening: This is an equivalent pro-
cess to tempering in nonferrous alloys, except
that the metal starts out soft and weak, rather
than hard and brittle. The purpose is to take a
supersaturated solid solution and warm it up, so
that some of the solute precipitates out as very
fine particles in the metal. These increase the
strength, while not encouraging brittleness, as
large particles would. The aim is still to change
the strength and toughness unti! they are within

desired values. €

ENDNOTES

1.

10.

This may suggest a casus belli. Perhaps Gon-
dor had obtained high-grade iron orc or
coal from the Harad, and that with the loss
of Umbar, it had becn forced to rely upon
scarcer supplies or lower-grade materials,
and hence suftered a technological setback.
Innumerable plot devices along the lines of
the politics ofj:::echnology S rinig to mind.
Furthermore, the barren, desolate land-
scape of Mordor with many holes for Hob-
bits to hide in and polluted strecams sound
to mc as if there had been extensive open-
cast mining in the area. This may be an-
other important sourcc of iron ore which

had been denied to Gondor.

Some alloys have other propertics, such as
corrosion resistance or high-temperature
strength, and therefore sacrifice raw
strength, but I will not go into these here.

This ncw knowledge has led to an explosion
in the quality and strength of steels in the
last fifty years, and led to a whole new rangc
of alloy stecls. Instead of empirical mcthogs
handed down from blacksmith to black-
smith for generations, scientists today arc
able to decide almost ahead of ime upon
the desired properties and to producc a
corresponding steel. The same is true of
aluminum and titanium alloys.

While the Gazetteer is not exactly a primary
source, I find myself in agreement with its
views on this matter, and will theretore usc

it as a basis for elaboration.

These include the common “noble” metals,
old, silver and copper, which may all be
caten into bowls or cups or jewelry, but

are too soft for weapons.

The layers of iron would leave a sinuous

pattern along the blade, adding to its
mystique.

Mithril, if available, would be smeltable and

could be used for decorative purposes as a
noble metal, but the more complex alloys

would be unknown.

A cross between a noble metal and a high-
tech low-density metal, mithril is something
of a conundrum.

I don’t believe Sauron could make these
alloys, unless he wheedled the knowledge
out of Celebrimbor. In carlier times, the
Feanorean school would have known the
secrets, but would they tell anyone? The
makers of the Nauglimir had a supply, but
they may only have known how to utilize
its nobler properties for decoration.

Gondor still has the knowledge, but I sus-
pect that they would have it stored away in a
dusty library. The skill and the metal to
make Frodo’s coat would have been Jon
gone when he wore it. This highest levelgof
metallurgy is unlikely to be found in use at
the end of the Third Age, except perhaps in
the Lonely Mountain or Lérien. More and
more of the knowledge would be being lost
as the Elves went across the sea and

Dwarves slowly died off without a means of
teaching their secrets to apprentices.
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METHODOLOGY

he statistics on which my (or any
one else’s) analysis is based are very
hazy to say the least. There are sim-
ply no hard facts about population
development in Europe or any other part of the
world before the 18th century—there are only
gucsses and estimations based upon the prob-
able trends of population development and
upon information from smaller areas.

The response by Jason Beresford to my article on
the population of Gondor and Arnor (OH 3: 4-7)
was interesting and thought provoking. It gave me a
reason to explain to myself the basis of my analysis in
a way I hadn’t done before. Let me point out that
anything that is said on this subject by myself, Jason
Bere.fford, or anyone else is ultimately a matter @"
personal judgment. There are no right or wrong

answers.
Tax returns are of good help here, since

therc are records which have survived from as
carly as the 9th century. In this context, the
Doomsday Book of the Norman conquest is
invaluable. Such tax return records arc prob-
lematic, however, because they are based on
households, hearths, or similar collectivities,
rather than on individuals.

This raises the question of the relative size
of a normal household. A household of five
would result in a population estimate 25%
greater than a household of four. And what
4§4: happens if there are six persons per household
_:...j_.-'-_ /instead of four? The only conclusion is that all
™,  numbers are VEry uncertain.

bty
.

Furthermore, in order
to be representative, the
average reached must be
based on a large selection.
To apply an average number
to a small area may seem
scientific, but it contradicts
statistical principles and
certainly gives a false secu-
rity, since it necessarily re-
sults in the appearance of
very accurate numbers.?

The smaill size of the areas
Jason Berestord has chosen
forces him to round his fig-
ures off to the nearest thou-
sand (as modern population
statistics usually do); by con-
trast, I had rounded off to
the nearest hundred thou-

*
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sand. In his analysis of Arnor, seven out of the
fifteen arcas Jason has chosen measure 5,000
square kilometers or less (smaller than the
state of Delaware), whereas the actual average
area in Arnor is about 9,300 square kilometers
(or smaller than Connecticut). I’'m sorry to
say, but the thousand square kilometers of the
Lower Annabrith river valley (not much more
than an ordinary county) looks slightly ridicu-
lous to me. To extrapolate the population of a
small area from an assumed population average
is as much of a guess as assigning a number at
random, but since it gives the (baseless) im-
pression of scientific research, it is far more
misleading.

There arc roughly four levels of population
density in Europe during the late 13th century.
The highest lcvel is present in Italy and the low
countries (Belgium and the Netherlands) with
an average population density of 40 inhabit-
ants per squarc kilometer. The next highest is
representative of Germany, France and En-
gland, with some 25 inhabitants per square
kilometer. They are followed by Poland, the
Balkans, Asia Minor and the outer areas of the
British Isles with a density of about 10 inhabit-
ants per square kilometer. Finally, we have
Scandinavia and the European parts of the
tormer Soviet Union with about 2 persons per
square kilometer.”

If we look at Europe during the Roman pe-
riod (say, about 200 AD), the most populous
areas are [taly and Greece with more than 20
inhabitants per square kilometer. Most Roman
provinces (including the African and Asian
ones, as well as non-Roman Germany) had a
population density of between 10 and 20. It
was only on the British Isles, in Scandinavia,
and in Eastern Europe that the population
density would have been lower than 10 persons
per square kilometer. The conclusion would be
that in arcas within an organized state where
subsistence is based on agriculture, the average
population density seldom falls below 10. Itis
only in tribal societies (as the oppositc of orga-
nized states) and/or nomadic or semi-nomadic
socictics that we have numbers much lower
than 10 inhabitants per square kilometer.*



