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Guidelines

1.0 GUIDELINES

The Middle-earth Ready-to-Run Series is designed for Game-
masters who want adventures which can be set up in a few minutes
and played in a few hours. The adventures require little or no
preparation.

Denizens of the Dark Wood has four parts. Section 1.0 deals
with guidelines regarding the use of the module. Section 2.0
provides pregenerated characters for the players (which can be
used as non-player characters if so desired).

The third part consists of Sections 3.0, 4.0, and 5.0, the ad-
ventures. Each adventure stands on its own, although a common
theme unites the stories. They can be set anywhere in Middle- earth
where the story seems appropriate. The fourth part consists of
Section 6.0, the Encounter, Beast, Herb, and NPC tables.

1.1 HANDLING PLAY

Each adventure is geared for a different difficulty level. The one
found in Section 3.0 is challenging for 1st or 2nd level characters,
or inexperienced players. Section 4.0’s adventure is aimed at 2nd
or 3rd level adventurers, while the adventure in Section 5.0 is
designed for 4th or 6th level characters.

The adventures are divided into five standard parts: (1) the tale,
which describes how to start in terms of the setting, the back-
ground, and the plot; (2) the Non-player Characters, NPCs, a
person-by-person description of the prominent non player charac-
ters; (3) the primary layouts and area maps: descriptions of the
major adventure sites, complete with numbered diagrams and
floorplans; (4) the task, a discussion of how to start the adventure,
along with the aids, clues, obstacles, and rewards awaiting the
adventurers; and (5) encounters, which cover typical or probable
meetings between the adventurers and the NPCs.

The GM should skim each section of an adventure before

1.22 CONVERSION CHART

If you play something other than MERP or Rolemaster and you
do not use a percentile system, use the following chart to convert
1-100 numbers to figures suited to your game.

1-100 D100 D20 3-18 2-12
Stat Bonus Bonus Stat Stat
102+ +35 +7 20+ 17+
101 +30 +6 19 15-16
100 +25 +5 18 13-14
98-99 +20 +4 17 12
95-97 +15 +3 16 ==
90-94 +10 +2 15 11
85-89 +5 +1 14 10
75-84 +5 +1 13 9
60-74 0 0 12 8
40-59 0 0 10-11 7
25-39 0 0 9 6
15-24 -5 =1 8 5
10-14 -5 -1 7 4
59 -10 22 6 3
34 -15 -3 5 ==
2 20 -4 4 2
1 -25 -4 4 2

2.0 PLAYER CHARACTERS

The following chart provides the statistics for the Player Char-
acters that can be used in each of the three adventures. The GM
may wish to assign his players a character or allow them to select
from the list. Of course, the GM can utilize the unused PCs as non-
player characters. After all, the players may design their own

beginning play. Then he can have the players pick pre-d d
characters from those provided in Section 2.0, or he can permn the
players to design their own PCs. (Of course, the GM can assign
PCs.) Once play ensues, the GM should refer to the Encounter
Table and the Beast Table at the back of the module.

1.2 ADAPTING THIS MODULE

Like the rest of the series, this module is designed for use with
the Middle-earth Role Playing game (MERP) or the more
advanced Rolemaster (RM) system, but is adaptable to most other
major FRP games. Statistics are expressed on a closed or open-
ended scale, using a 1-100 base and percentile dice (D100). No
other dice are required.

1.21 CONVERTING HITS AND BONUSES

Bonuses: When converting percentile values to a 1-20 system a
simple rule is: for every +5 on a D100 scale you geta+1 ona D20.
Hits: The concussion hit numbers found in this module only
represent general pain and system shock. They cover bruises and
small cuts rather than wounds. Critical strike damage is used to
describe serious wounds. The hit figures shown here are less
important than those used in game systems where death occurs as
aresult of exceeding one’s available hits. Should you use a game
system that employs no specific critical strike results (e.g., TSR
Inc.’s Dungeons and Dragons), simply double the number of hits
your characters take or halve the hit values found in this module.

or employ already in use.

The GM should remember, however, that regardless of how the
players acquire their characters, each adventure is geared for a
different difficulty level (see Section 1.1). We suggest PCs tough
enough to meet the challenge.

Codes: See the NPC stats for an explanation of the basic codes.
The following is a list of other codes and abbreviations which
might be ambiguous.

Power Points: The number (if any) given in parentheses indicates
the possession of a “bonus spell item” and its bonus (see MERP,
Section 4.56).

Skill Bonuses: NA, SL, RL, Ch = Maneuver and Movement in No
Armor, Soft Leather, Rigid Leather, and Chain; 1HE OB, 1THC
OB, 2H OB, Thrown OB, Missile OB, Polearm OB = Offensive
Bonuses for 1-H Edged, 1-H Concussion, 2-Handed, Thrown,
Missile, and Pole-arms; Dir. Spell=Directed Spells; Secondary
Skill= Secondary Skills.

Secondary Skills: Each secondary skill is abbreviated by giving
the begining letters of the skill (MERP Section 2.33). The bonus
for that skill rank is given following the abbreviation.

Languages: Languages are abbreviated by using their first three
letters (see MERP, ST-1); exceptions: BS=Black Speech and
Bet=Silvan(Bethteur). The rank for each language is given
following the abbreviation.

Spell Lists: Spell lists are abbreviated by using the first few letters
in each word of the spell list name; for example, “S/L Ways”
refers to the “Sound/Light Ways” spell list.



Player Character Chart

Suog Suipjopy s3uos Fuigjonuo) i soded auny °| ‘weipg | ‘seayIsing g Avp

/X PIo1YS SUOOIN03 51585 G+ 1S ‘dd T Fury 'S(iods PG 01 S 1+ AN 1§1d

NN $950p p 101+ U 1AL J9pPE
112ds [+ *Aep/x J1 Supunog Suog fonuo) punog sises drey 'gAQ I+ Yeold L1Dd
#0q3uoT 01+ :910d
Bunuor uonod {(s381eyd (1) 20uass3 12oup) s1sed puepy *Kep/xg Jj auny skey [19ds

51525 BUIQUOS J0 2 ‘G0 + FURY 19PPY (194 T+ WIFH e SI9E PURGPEOH §10d

111 410d2y 1n) $Ke\ POOIE UONIO 17/59GOY 5P 19QINOUS | [ /Ty *Sq0Y ‘g

Kep/x|

u

ke pp Butao yuim soded oumy t1appe [jads [+ tsijads asvq (1 + Sutiuuty
JERIQ SISO § ENSEALY 950P | AEP/XE PIaIyS SUONOIN0N Sised Bury
JRISIOUEND) 01+ SN 01+ J0WIY Ty S3PPY (124§ T+ momuIs Jlom
ABLU] LIEIS SUILIORY S
iqisiaug suowsniy sised Sury appy [13ds 7+ 1ywIS
Kep/X| Sy 1sisay suonsN0lg 5T
1INy Buryors jo wiaH Q1+ 1(1338p) 19ppe [[ads |+ PIOMSPEOIQ 01+ 6d
sesnsdre 7 sejouising | :Aep/X| A doajs Kiaisejy waids $15e0 pIoms 4-T §0d

PPV [12dS [+ 1wty ©

/b Suidoay S3pug Ao 158 WIN 01+ 51009

(950p 1) 1 81110} sKep, Poolg uotiog 1moqBuoT §1+ L0
NI 01+ 410 G+ (pIomsuioys 01+ Hyifeais Jo sioog 01+ 9Dd

uonoeay SumnySi
suostod 01 ¥ 01

W01+

orayo1ad 01+ owiey 1Ay ST+ 160d
BUPIH Jo 0D ST+ :0d

50 | 1 /o110y uni§ sKep 2depng uonog Aep

s §

MOQUOYS 01+ :£0d

1OMOIY) 01 SWIM1 BUILINIAY JO IXEPUBH 01+ IOULE Ty 01+ Tod
KSP/XE [11 SuoISM ] UOITI[] 52> PIOMSPROIQ S 1+ :15d

Mirds st s
PUPHsSST w0l MuwBio R
dssg 213gssg snill Paieds
dsoTwAL  uoDpUS. mETpug  IsEdS Mooepmg swed
PUWHSSE  ighyo  Jgkyo “Swe) Wumy  MAOW  sKemieN
sends WA 8T YT mpoold Mg skepieN  smowRN  voppmg
Tun oy
€y [ 40
190 veig ey £4eN 40 ph N 40
oM weN zey Som SSM SSIM YN0 MO €IS npy
suis puis sy siem suig puis pom gus sy zus Ho
suod Tuis Py i SN £y o) suls  gpny suis S5M s PSoM
$ond SoM. SSM SSM. shy snd PPV seg S S SUEN. SSM Sind
0g3uis  gerquien st gzdeiod S9MUIIT  Gi3eiog
9 o s ot € 1€ 9 o 1 w st 62 €l 3 st
4 s n fid 1y L 0 0z o1- 0 si- si- s or-
o1 9 e e €€ 9% 0 st Si- 0 ST st st st
1T is 6t 3 8€ i4 o or ot o1~ sz o0z 14 oc
vi- 3 s1- oz o si- s st st <8 9 i st s
91 st or- 0 4 oz- st o ot <8 Ie il 4 o
14 sz selsy 3 or ot oL i w 05 9 wiLs 0T/0g 0¢
1 0 0 0 [4 1 1 z [ z € 1 v v
vi- st € 0 8T 14 09 62 8 oy ST o1 ST €1
1€ 0T s st 8 1 9 44 €€ [ St ST or €€
1z sz or st 8z 9 ss 6€ € sy o st ¢ 81
9 oz ss st €€ o 09 6€ €€ 5§ V4 o 05 8¢
- s oc ot sz sz s1- 1 £ se- L %€ s v 8 160 wedlod
oy 4 133 st s or 9 9 aizs 09 8 4 assL 6C 81 0 ASSIN
1z or- ot si- sz s or 9 g 3 €€ 4 o 69 £t g0 umoiyL
9 s oc- o1 sbep s st v & se- r 9 05 62 = €0 HT
e s oz oz or suigg st 17 € s¢- unes 9 09 e 8z €0 DHI
9 3 o S1 s s 590§ 9% sazg S0y 3 1y 2506 w9 989 €0 AH1
s8- o o oc- o $9- s5- st 9- 06 st st s o€ s9- N 9AOW 1d
oL ss- 56 0€- or- 05~ o sz 05+ st s 05 si- si- si- MOW HD
or- st or- st- 4 or- 2 s [ 3 oc- sg- [ 0 0 N MW T
T 0¢- s [ sz or oc ol sz s se- st st st ol W NN TS
0z 14 05 st 4 s se sz (4 or o sz s€ 4 o€ AW YN
001 or ss 6t 9 w % 68 9 9 9 001 86 9 6€ oueivadgy
s6 € %6 <9 09 8¢ 16 w €8 €L €9 L8 I3 v 8 120UISIYd
<8 €8 8 98 06 06 9% 16 8 101 6L " ] o v8 uonnuj
06 06 <6 [ s6 4] €8 L sL L6 98 n $6 8 €8 2uaD 1]
3 8L 99 6L oL 09 06 [ 06 6 56 oL 16 4] s8 “uonMAsUO)
8 06 001 €6 86 9 % 9% 18 06 06 06 6 <6 8
9 6 €8 Ls %6 9% s <] 26 w 98 001 06 L6 L6
! 1 ¥l T St 9 0 0 0 0 S 0 N o -
1 s ()9 e (@ (+e (1ot € 1 = = ] — — =
N N N N N A A A A A N A A
(SDON (soN (S9N (ODON (DT (DT T OO O (018 0o 09T (09T
6l € 6¢ 8€ 9 62 €© Is 4 v <8 9 8
! S € I s € s € | 1 S 3 1
afep e sy sy 18uey 1a8uey 12Fuey nod§ Jourem Jourep Jourep U0ISSYOI]
pas umoiq UG UMOIANP  YoRQ puoiq opuolq  peiq xeiq ey
anig umosq usasd i3 anig o8 il Youq  umoq ok
0SU.8%  SSULGS  T2TLO  OLILZS  O00ZLES  OTILSS 861419 SLU9  S6LO.b 19109 FIMIH
JEMQ  upwiog  Sumwiodg  JIFOPION  UPRUNG i wpAlg UWPOOM v UBqiy  osom  uey einy ooy
SIDd  pIDd  €10d D4 14 010d 60d 80d L0d vOd £0d 70d 10d aueN




Map

TR B AR i ]

< i AL

L
i

7

(l’ e -
o) Py

WX

AREA MAP




Attercop Attack

5

3.0 ATTERCOP ATTACK

To the east of Mirkwood, nestled under the eaves of the great
forest, lies atiny village named Ulgarstat. The village was founded
by Ulgar Resticsard some three years before the Great Plague. At
the time of the Plague, the community was self-sufficient and
isolated. Either because of that isolation, or by some other
workings of fate, it escaped the Plague entirely.

Ulgarstat is in a pleasant locale. The land is rolling, graced with
tall trees, and crisscrossed by gurgling streams. Sheltered by
nearby Mirkwood from harsh winds and the hot afternoon sun, the
settlement boasts soft breezes and gentle sunlight. Birds flock and
nest willingly among the houses, controlling insects and making
the hamlet mirthful by their songs. In spring and summer, the
birds’ bright plumage vies with the cultivated flowers that bloom
in window boxes and kitchen gardens, and with the wildflowers
blanketing the meadows.

Flowers are not the only plants that thrive in the area: the soil is
rich and the water fresh, so crops and pasture prosper. Farmers and
villagers are well-fed; they work hard but are cheerful, and proud
of their village. Ulgar is a fair and a wise leader, and is respected
by the townspeople.

In the nearby fields, small game animals are plentiful. Until
recently, the evil beasts of Mirkwood did not trouble the village
that was near but not in the forest. But six months ago, the denizens
of the dark wood began to raid Ulgarstat. Ulgarstat, so long self-
sufficient, is now looking for help.

3.1 FEAR IN ULGARSTAT

Six months ago, Ulgarstat began to experience problems with
marauding wild animals. Wolves have twice attacked the town and
twice been repulsed; the people of Ulgarstat, accustomed to living
in peace, had never before kept guards or any type of armed force.
After the first attack, they reinforced the wall around the town and
posted a night watch. In addition, townspeople began to practice
the martial arts, and to keep weapons nearby at all times. These
additional safety measures have kept the town fairly well-pro-
tected for several months.

Now Ulgarstat is facing yet another hazard. This time, the
problem is more difficult to fight. In recent months, several people
have disappeared while travelling between Ulgarstat and outlying
lands to the north.

‘Two months ago, a farmer set out for Ulgarstat from his farm in
the north. The young man had come alone to Ulgarstat two years
before, and was still unmarried, so his disappearance might have
gone unnoticed for some time if he hadn’t promised to bring his
neighbors seed from town. But when he neglected to stop by his
neighbors’ farm the next day, they became concerned. When he
stillhadn’treturned at the end of a week, the neighbors sent to town
to learn what had happened and discovered that he had never
arrived there. The man disappeared without trace, leaving behind
his moderately successful farm.

Three weeks later, a peddler left Ulgarstat, announcing his plans
to visit Wessun Fraelsen, another farmer in the north. When
Wessun visited Ulgarstat the following week, Ulgar learned that
the peddler had never arrived at Wessun’s farm. Ulgar and
Wessun, still disturbed by the farmer’s disappearance, tracked the
peddler as far as they could along the wooded trail between
Ulgarstat and Wessun’s farm. Wagon tracks led halfway up the
trail, then disappeared into the forest. The two men soon found the
wagon, but although they searched the woods around it, they could
find no other signs of horse or peddler.

Two weeks after the peddler disappeared, three young men went
gamehunting up the northern trail. When they didn’t return for
supper, their fathers and brothers went after them. No trace of any
of the three was found.

The farmers and citizens of Ulgarstat are afraid of this new
threat, but don’t know what theyre dealing with or how to cope
with it. Some people believe that bandits are hiding in the forest
and are leaving its cover to attack travellers. Others fear that
wolves have begun to attack by day. Still others claim that bears
are responsible.

Ulgar can’t understand why bandits would take corpses, or why
wolves or bears would leave no trace of themselves or of a struggle,
nor baggage nor clothing from their victims. Unfortunately, he
doesn’t have any idea of what kind of creature would cause people
and their goods to vanish. Though not usually given to hysterical
imaginings, Ulgar feels that neither he nor anyone else in his
village is capable of dealing with this new menace. He has decided
to seek outside help to determine what the menace is, and to
somehow destroy it.
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Attercop Attack/The NPCs

3.2 THE NPCS

The people of Ulgarstat are mostly rural Men, some of North-
man ancestry. As a group, they are a hard-working, peacable but
fun-loving people. They are a bit wary of strangers.

ULGAR RESTICSARD

Ulgaris a plainman. He has thinning grey hair and piercing grey
eyes; his height and weight are average. Despite his ordinary
appearance, Ulgar is very charismatic: he is charming and persua-
sive, a dynamic leader, and a good speaker. He has led Ulgarstat
for seven years, and is respected by the townspeople both for his
fairness and his wise decisions. Ulgar is also noted for his ability
to brew a top-quality beer.

Ulgar has been married for seventeen years. He and his wife
have three sons and four daughters. Fortunately, all of the
daughters and one of the sons resemble their mother, a woman
noted both for her beauty and her intellect.

NOTE: Notable Skills— Ride 32, Track 37, Perception 55,

Bartering 67, Brewing 63. Languages — Westron 5,

Nahaiduk 3, Silvan 1.

RUNNAL RESTICSARD

Incredibly handsome, very blonde, very blue-eyed, Runnal
Resticsard is tall and muscular, with perfect features and a regal
bearing. Runnal is universally loved, not only for his exceptional
good looks, but also for his sunny disposition, sweet nature,
courage, and charisma. Unfortunately, Runnal isn’t as smart as
either of his parents. His intelligence is average. When stressed,
he tends to stammer.

Runnal is desperately in love with Currael Wessuntha, and
will do anything in his power to save her from harm.

NOTE: Notable Skills— Ride 23, Track 23, Stalk/Hide 17,

Perception 32, Fletching 53. Languages — Westron 5,

Nahaiduk 2, Sindarin 3.

CURRAEL WESSUNTHA

Currael is the oldest child of Wessun Fraelsen. She has two
brothers and one sister, all of whom adore her. A farmgirl who does
her share of chores, Currael is unusually strong and agile. She is as
lovely as Runnal is handsome: tall, slender, and deceptively frail-
looking. Her hair is golden, her expressive eyes green, and she has
a rose-bud complexion. Wiser men than Runnal would consider
suicide for her smile. Reams of (bad) poetry have already been
written about her; men noted for being hard-headed have been
known to follow her with fatuous expressions and moonbeams in
their eyes. Currael has all the intelligence and fire that Runnal
lacks: she has a quick wit and a quick temper. Fortunately, she
regains her temper as quickly as she loses it, and is generally so
sweet-natured that few people remain angry with her. Currael is as
devoted to Runnal as he is to her.

NOTE: Notable Skills—Climb 11, Ride 16, Track 11, Stalk/

Hide 17, Perception 18, Leadership 10, Herding (Handling

herd animals) 35. Languages— Westron 5, Silvan 4.

WESSUN FRAELSEN
Wessun is tall and broad, a huge, sunburned blonde. He looks
like a farmer: he is very muscular and fairly weatherbeaten, slow
to speak but usually quick to laugh. Wessun and Ulgar are old
friends; they have grown even closer because of the engagement of
their offspring.
NOTE: Notable Skills— Farming 55.

SIGMAR

Sigmar is a very talented blacksmith. One of Ulgar’s closest
friends, he helped found Ulgarstat. Short but extremely muscular,
he is a blonde, green-eyed man, very quiet but very intelligent.
Sigmar owns a chain shirt and a hammer that is a family heirloom.
He is courting Ulgar’s oldest daughter.

NOTE: Notable Skills—Ride 25, Pick Lock 10, Disarm Trap

15, Perception 25, Smithing 110, Woodcarving 30. Lan-

guages—Westron 5, Nahaiduk 2, Sindarin 2. Notable Items

— Hammer +5 OB, +10 to all Smithing Maneuvers.

GUNTAR RESTICSARD AND AESCSTAN

Guntar, Ulgar’s second son, and Aescstan, his neighbor, are
both young Men. Guntar is fair and medium height; Aescstan is
dark and tall. Both are noted for their good judgement.

THE SPIDERS

The Giant Spiders of Mirkwood are horrifying, hideous crea-
tures. Giant Spiders live in groups, and are capable of communi-
cating with each other. They will work together to capture prey.

Like most spiders, Giant Spiders weave webs and kill their
victims by first injecting a poison, then hanging the victim in their
web until they can suck out their predigested guts.

There are five Spiders in the web complex west of the path to
Wessun’s farm. These five were driven from their more western
habitat by hunger and population pressures, and are trying to make
a living closer to the forest’s edge.

CURRAEL WESSUNTHA
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3.3 THE TERRAIN

This adventure takes place in the easternmost section of north-
ern Mirkwood. Even atits edge, the forest is densely wooded, dim,
stifling and oppressive. The trees, mostly coniferous, are old; they
grow so thickly that they block the sun, and undergrowth is sparse.
The land, cushioned with pine needles and rotting leaves, rolls in
gentle hills and valleys.

Since Sauron’s return, Mirkwood has become a brooding, evil
place; but in the eastern edges Sauron’s darkness is tempered
somewhat by the Elves’ presence. The trees here are less twisted
and wicked than those to the south: there is an echo and memory
of Elvish songs and laughter. In addition to travelling Elves, there
are strong Woodmen nearby who still resist Sauron.

Despite these positive influences, Mirkwood is a perilous, and
mostly a wicked, forest.

3.31 ULGARSTAT

Ulgarstat lies 28 miles due west of Esgaroth, nearly a mile from
Mirkwood’s edge in an expanse of field and meadow between the
forest proper and the stand of woods east of the hamlet. The village
is enclosed by a log palisade surrounded by farmland. The gate to
Ulgarstat stands open during the day, and workers labor in the
fields. Three paths lead away from the gate: one to the southwest,
one to the north, and one east to Esgaroth. The paths are clearly
defined though not heavily travelled. A number of farmers live in
the community itself and farm outlying fields; many others come
from time to time to visit or trade at the general store. Besides the
general store, Ulgarstat boasts the only smithy in the vicinity and
therefore attracts the business of many. (There is a25% chance that
there are 1-4 visitors in the town at any given time.)
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Attercop AttackiThe Road to Wessun's Farm

1. Log Palisade and Gate. A six-foot-tall log palisade com-
pletely surrounds this hamlet. It is designed to protect the village
against wild animals and perhaps bandits, rather than to keep off
aserious attacking force. Ateach of the corners and approximately
every twenty feetalong the palisade there is a two-foot-tall wooden
platform, five-feet wide and ten-feet long, which allows a guard to
look over the logs. There is only one gate. The gate is in the middle
of the east wall and is about forty feet wide. It consists of two
twenty-foot sections. During the day, one half of the gate is usually
open. At night, the gate is closed and barred.

2. Communal Pen and Open Shed. The fenced areais a pen used
by all the farmers in the community to hold livestock. The fifty-
foot by twenty-foot shed is open on the east side. It provides shelter
for the stock and some storage space for fodder and hay.

3 —5. Farmer’s Houses. These are the homes of the farmers in
the community. Each has a small garden plot next to the house.

6. Blacksmith. This is the house and shop of Sigmar, the local
blacksmith. Sigmar shoes the local mules and horses; he also
‘makes and repairs many of the farm tools used by the community
and other farmers in the region. An extremely capable smith, he
can make virtually any tool or fitting required by rural communi-
ties. He usually does not make weapons, but given sufficient time
and monetary incentive he can produce non-magic weapons with
uptoa+10or+15O0B. He has a 30% sucess rate of making a +15
weapon; those that fail are +10 instead. The Smithy is divided
roughly in half; the western portion is the workshop. The shop has
two doors to the outside, one on the south side near the west wall,
the second in the middle of the west wall. The southern door is the
main entrance. It is large enough to admit a wagon and, weather
permitting, is open during the day. The western door opens into the
Paddock (#8) shared by the Smithy and the General Store, and is
large enough for leading horses into the shop for shoeing. Sigmar
can be found working in his shop on most days (01-85). His
remaining time is spent helping in the fields (86-96) or in the
general store with Ulgar (96-00).

7. General Store. This building serves many functions: it is a
store and trading post, a tavern, and a home. Its proprietor is Ulgar
Resticsard, founder of the settlement. The major portion of this
building functions as a general store/trading post for all the farmers
and hunters in the vicinity; the customers do business both by
barter and cash. The goods sold or traded to the store that cannot
be used in the community are shipped to Esgaroth to be resold
there. The northern portion of this building functions as the store.
It carries all manner of goods used by farmers and hunters.
‘Weapons, save those used as farm tools (axes, daggers, etc.), are
not commonly available, though Ulgar has a few in storage. A
decent supply of bolts and arrows are kept on hand. There is a door
on the north wall leading to the Paddock (#8) and a door in the
middle of the east wall.

On the south wall, ten feet from the eastern corner, there is a
large fireplace and hearth. Several tables and stools stand in front
of and to the east of the fireplace. This is the tavern. A bar extends
about fifteen feet into the room from the south wall, twenty feet
from the eastern corner. This bar serves as a counter for both the
store and the tavern. A keg of beer or ale will always be tapped
behind the bar. The people of the community sometimes gather
here to enjoy a cool pint or two, and visitors can purchase food and
drink. The western twenty-by-twenty portion of the building is
Ulgar’s home. A wall with adoor in the southern section separates
the home from the rest of the building. This section of the house
has a loft which is used by the children of the household for
sleeping. The downstairs is divided into a living area with hearth,
and a bedroom. A door in the north wall of the home leads to the
private garden.

8. Paddock and Barn. This fenced enclosure is shared by the
General Store and the Smithy. The barn is fully enclosed and has
large double doors in the southernmost section of the east wall.
Inside are a storage area and stalls for twelve animals. An upstairs
loftis used for storing hay and grain. There is aladder in the middle
of the west wall to provide access to the loft from inside the
building. There are also small doors at both ends of the loft for
moving hay and grain into or out of the loft. A half-dozen horses
are generally stabled below. They are available for sale or rental
from the General Store. There is only a slight (01-05) chance that
one of the horses is other than a riding/draft animal.

9. Meeting Hall. A large structure, this building is used for the
occasional community meeting and as a sleeping place for travell-
ers. The interior is one large room with a large firepit in its center.
Rough-hewn benches are stacked along the walls for use during
meetings. Otherwise the room is bare.

10. Farmer’s house. See #3-5.

11. Common Well. This well, located in the “town square,” is the
primary source of water for all the residents of the community.

3.32 THE ROAD TO WESSUN'’S FARM

The path north from Ulgarstat is clear and easy to follow. It
passes through open country for a while, but bushes and scattered
trees increase in number near the forest. The path enters Mirkwood
1 1/2 miles from Ulgarstat. It remains well-defined during its 4-
mile trek through the dark wood, but the vegetation on either side
of the path becomes very dense one mile after entering Mirkwood,
and remains so for 1 2/3 miles. Soon after the forest begins to thin
out again, an overgrown trail, bearing northwest, branches from
the main path. Once there was a small settlement three miles down
the trail; but the Plague killed all the settlers, and all that remains
is the ruins of an old log cabin.

The main path continues for 2/3 of a mile beyond the fork before
emerging from the forest. Wessun’s farm lies 1 1/2 miles farther
along the path, a total of seven miles from Ulgarstat. Beyond
Wessun'’s farm the path continues northward along the Forest edge
for many more miles until it reaches the swamps of northern
Mirkwood.
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3.33 APPROACHING THE
SPIDERS’ LAIR
The Spiders’ lair is located 3 2/3 miles north
of Ulgarstat, five hundred yards west of the
path leading to Wessun’s farm. The surround-
ing forest is very dense for at least 2/3 of a mile
in all directions, slowing movement by 1/3
except on the path. The Spiders have left
strands of web high in the trees leading back to
their lair. From the path, the strands are few
and difficult to spot (Extremely Hard, -30,
Perception roll). If the characters are actively
searching for signs of Spiders, a roll should be
made for each party member passing through
the area. If the characters camp here or pass
through early in the morning, the difficulty
lessens (Medium, -0, Perception roll), since
the early morning sun sometimes reflects off
ds of web. Sunlight ingaheavy
dew or light rain makes the webs easier to see
(again, a Medium, -0, Perception roll). Note
thatany success atall (a Perception roll of 76+)
indicates that the webs have been discovered.
Once the web strands have been located, it
is not difficult to follow them (a Light, +10,
Tracking Maneuver) to the Spiders’ lair. As
the party approaches the lair, the web strands
become more and more dense. About 450
yards west of the path, a virtual wall of webs
can be seen.

3.34 THE SPIDERS’ LAIR

The lair itself is a slight depression in the
Forest floor with no trees and very little other
vegetation growing in it. It is approximately
100°x100" with a 30°x40' extension in the
northwest corner. The Spiders have com-
pletely enclosed this area in a dense “wall” of
webs about ten feet thick. The web concentra-
tion thins on either side of the wall, extending
up to ten feet into the depression and ten to
thirty feet away from the depression. The
webs are quite sticky. Anything coming into
contact with them has a good (01-75) chance
of sticking to the web and remaining stuck
(modified downward by any Strength bonus).
Any contact with the webs may also alert the
Spiders that there are intruders present.
Trying to move through the “wall” is an Ab-
surd (-70) MM. Moving through the outer or
inner webs is much easier, only a Medium (-0) MM. When trying
to pass through the webs, any MM result less than 100 indicates
contact with the web, a light brush without sticking. The number
also gives the chance of remaining undetected by the Spiders.

Example: a MM roll result of 60 means contact with the web

and a 60% chance that the Spiders will NOT respond to the

disturbance. An “F” MM result indicates being stuck in the
web.

Any weapon with a cutting edge can be used to cut the webs.
Cutting through the webs requires 5 damage points (hits) to cut
each strand. A critical hit inflicts an additional five points/level of
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the critical (i.e., an “A” critical = 5 points, “B” = 10 points, etc.).
Any incomplete cut (total damage is not a multiple of 5) may result
in the cutting tool sticking to the web. Cutting entirely through the
“wall” requires 100 damage points to each 10’x6’x3"area. Cutting
the outer and inner webs requires 50 damage points to each
10’x6°x3" area. Cutting any strands will alert the Spiders.

In addition to being cut, the webs can be burned easily and
quickly (1000 cubic feet/round). Any creature caught in the web
when it burns will take a “D™ heat critical each round it is in the
burning web plus a “B” heat critical the first round out of the web.
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1. Clearing. The floor of the depression is covered with a layer
of debris. Rotting leaves, fallen branches, and other detritus form
a thick carpet. Occasionally, a small and scraggly bush pokes 