J.R.R. TOLKIEN'’S

RIDERS o-ROHAN




l

T g e

=

&’Q RIDERS - ROHAN

¢

%
2

X

R

1 <&
1%

S
AN

e
NS

PSS

2

%)
\/§ A

é\

\ Riders of Roban is published with the co-operation of the Tolkien Estate and their
/ publishers. George Allen & Unain (Publishers) Lid . The plot, the characlers of the
Hobbils, and the other characters from the Lord of the Rings are copyright George
Allen & Uwin. 1966, 1974, 1979, 198 1. All brand names and trademarks are the
\/‘ property of their respective holders \,’

—

(%X
NS

|

R
.

5

e




e —

"

TR
1554

26,

oo,

\
N NN

G
TEELASS

AR R R RLEBLEBLEE R

LA R e R g R S > N L S B L T

NN N N N NN

Y
S

(X

N < o)
S g op Q
W v ° m 9 [$3] A}

Tl

~ oV S
vt S bR N E Sy
JJJJJ

,

~ '~ e e
ES:s3: VUGRS3 E
SSXEEBbQeR<S2BK
......
(WoWém [[[[[[
S S K

>4

N

THE MAIN MAP OF ROHAN
Terrain

"
5

(X

5 oS8
2 9 3N

28 2B
O a3 R gy

TABLE OF CONTENTS
PROLOGUE - ARAGORN’S DECISION
OVERVIEW OF RIDERS OF ROHAN

T
i

N

\1})

&

N
&

)

T
SN

WA

YA
-

&

1

—_—

il

T

S

\
3

4

TR
S

Y
N
&

x

i %

&

¥
X
N

"y

57

>,

91E

N

k Howie

<X

)

MUSIC AND SOUND
Alice Lei

PROGRAMMING BY
PAPYRUS DESIGN GROUP, INC.
8, Ri ' 4
Jim Sullivan - USA

David Cheung, Richard Garcia, Omar Khudari

MATERIAL
g .

Hank Howie, Adam Levesque & Phil Redmond

(X

Han

e

GAME DESIGN, MANUAL AND COLOUR

S . rtney &
MANUAL LAYOUT AND DESIGN
GAME MANUAL ILLUSTRATIONS

Adam Levesque, Dou & Matt Morgan
y{
Rick Keen - USA
Alex McLaren & Selina Smith, Kbhartomb Design - UK

GAME ARTWORK
)a Issacson, Rick Keene & Jim Sullivan

EXECUTIVE PRODUCER
Phil Redmond

ADDITIONAL PROGRAMMING
Phil Redmond
PROJECT MANAGEMENT

MANUAL COVER ILLUS TI
iis Achil

S

N

<Y

75

N

<1

2

&
)

N

)

N

%)

-8

R

X
)

4

¢

s

w

P
A

W

o
DALY,

&

f



. _—

G AL
LSS AL AR
S DA
g il A |
(\/ INAN SRR EREREERRRIRRRRNRREZIE TR E NN ,\J
) 0
R . W
/ w’\/
W D |
NI N
| SASISERRRARYEREARRISA
s =+ ot S
IO A
m««&v«&v«vvvvv«v«x@%
”\)/ 222223388 SR ., RAYQRIIIRAQAQRE RAN ,(\t” *
Q : ¥ |
S &
@ : w m ”t\”
o 3 = E & ‘5
”wu\\. AL LG W..\.Ja
NIBISERREREEEAEIGEA |




VNG RN
WSS

LY
r\v/ BIRE i3 WA, ,\J
- REINERNIHEN W

| m\w ;] 113 ,f&/
// f.\w
«Ju\/.\.«.\.\.\&.\.\x.\.\.\ % v

NNV NN A

K.\\.\.\.\.\.\.\.\.\.\.\.\./\./\./\./\V\./\.\\..v\v\v \

G COLLOR

LA LA
m«.\\.\.\\.\.\.\vvvvvvvv«\@&
,\ SHEBRLT EZRRERRSRELE DYy (\/ A
«/ : 3 S ’t\J
// EisscEi, 358888, o350888s 8 f/
g il F -

| f\/ M N
”\‘.# ”ww
XA ”./ |

WG NN
 USSHBSERRERNERRMARAISNY




PROLOGUE

ARAGORN’S DECISION

SN2

SEESSS NIRRS

Long ago the Dark Lord, Sauron, had caused rings of great power to be
Jforged to aid him in his goal of enslaving the Free Peoples of Middle Earth.
The mightiest of these artifacts was the One Ring, created to rule the others
and containing much of the power and essence of Saiuron himself. Through
the efforts of many brave and valiant beroes, the Ring was taken from
Sauron and the Dark Lord temporarily banished from the land.
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But the Ring, made by Sauron to serve his ends, longed to return to its
master, and would use all its power to do so. So it was that it became lost,
till after many years it came into the possession of a young hobbit, Bilbo
Baggins, and then his nephew Frodo, living in a quiet corner of Middle
Earth called the Shire.
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The wizard Gandalf. suspecting that the ring Bilbo had found was no
ordinary magical trinket, kept his eye on both Frodo and the Shire, until he
discovered the proof he required. Thus warned, Gandalf sent word for
Frodo to leave the Shire at one, and travel to Rivendell.

After many delays and near captiure by the Nine Nazgul (the hand-picked
minions of the Dark Lord). Frodo is aided by Aragorn the Ranger, who is ﬁ
in reality the descendant of Elendil and the true beir to the throne of §
Gondor, the last of the kingdoms in exile. Aragorn brings Frodo and his
three hobbit companions to Rivendell in time for the Council of Elrond. N,
There, it is decided that a party of nine shall attempt to deliver the One Ring
to Mount Doom, foronly in the fires from which it was made could the Ring

be once and for all destroyed.

And so the party. bereafter known as the Fellowship of the Ring. set out. with /\

Gandalf as leader. Aragorn. Boromir of Gondor. Legolas the elf. Gimli the §

dwarf. and the four hobbits: Frodo. Sam. Pippin and Merry. They head ﬁ
% south towards Mordor. and are beset by many perils. At the worst of these 3
v

trials. Gandalf falls down a chasm while defending the Fellowship members

from a Balrog - a fearsome, evil creatire and servant of Morgoth from the
elder days.
o % e & s }/\
R A A A AR A A A o A U

8

et _J\‘—/—'—'_‘—'—“———-'\'
I IR

ﬁm@zgw,gﬁxﬁxﬁxﬁxﬁsfw%

Led now by Aragorn, the remaining members of the Fellowship travel down
the Anduin river and come finally to a crossroad. Aragorn is torn; he longs
to return with Boromir to Gondor as its rightful heir, and lead his people in
the fight against Sauron. But he, if any, understands the overriding
importance of destroying the Ring, and plans to forsake his mission to
Gondor and belp guide Frodo into Mordor, though that road holds but the
slimmest chance of success.
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But in the end it is Boromir of Gondor who decides the issue for all. He does
not see the need to destroy the Ring. Indeed, as far as Boromir can see, all
any mission to Mordor will accomplish is to deliver the Ring to Sauron’s &\
doorstep. Rather, should not the Ring'’s power be used to fight against §
Sauron? And so Boromir, stout man of Gondor and beir to its Stewardship, ,\
fell prey to the Ring’s lure of power. He approaches Frodo in secret and
attempls to wrest the Ring from him. But be is thwarted by the young hobbit
who slips the Ring on, becoming invisible.

oSS S

Frodo makes ready to depart for Mordor on his own. But he is forced to
gratefully accept the companionship of his faithful servant Sam who risks
drowning to swim aboard Frodo’s boat. And so those two set off, and their
story and its outcome is not told here but in another, later tale.

A

Yet it is here that our own story begins, for the remaining Fellowship
characters faced trials of a different sort. They are attacked by many orcs,
both Sauron’s and those of the traitorous wizard Saruman, who now lusts

oSS e

after the Ring for his own dark purposes. Boromir here makes amends, for
though he fell prey to the power of the Ring, even the mightiest heroes who
remained in Middle Earth might have done so in his place. A valiant and
supremely skilled warrior, he bursts into the crowd of orcs who had just
captured the remaining bhobbits, Pippin and Merry. He slays nearly a score
of the vile creatures and sends the rest fleeing in fear of their miserable lives.

e

He would bhave delivered the hobbits to freedom but for the sudden arrival

of a large cobort of Saruman’s fiercest orcs, the Uruk-hai. Even these only
dare to shoot arrows at the might Boromir, and many of those arrows pierce
bim before be falls.

The orcs take the hobbits and set off west across northern Roban towards

e

Saruman’s stronghold, Isengard. Not long after, Aragorn, Legolas, and
Gimli, who bad been searching desperately for the missing Frodo, come

v~ v e

*
:‘: upon the dying Boromir. Upon bis passing they set his body afloat down the §
B Anduin, loaded with the weapons of his fallen enemies. Now they debate:
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to follow Frodo into Mordor. or to rescuie the hobbits Merry and Pippin? It
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is Aragorn who decides:

“Let me think!” said Aragorn. "And now may I make a right choice,
and change the evil fate of this unhappy day!™ He stood silent for a
moment. “I will follow the Orcs,” bhe said at last. “I would bhave
guided Frodo to Mordor and gone with him to the end: but if I seek
hinm now in the wilderness I must abandon the captives to torment
and death. My heart speaks clearly at last: the fate of the bearer is in
my hands no longer. The Company has played its part. Yet we that
remain cannot forsake our companions while we have strength left.
Come! We will go. Leave all that can be spared behind! We will press
on by day and dark!”

And so our game begins ...
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OVERVIEW OF
RIDERS OF ROHAN
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Riders of Roban is an action/adventure wargame set in J.R.R. Tolkein's
Middle Earth. The game takes place in Roban during the War of the Ring,
and encompasses the Battle for Rohan which occurred in the second book
of The Lord of the Rings trilogy, The Two Towers . For background on
Middle Earth and the War of the Ring, see the ‘Excerpts From the Histories
of Middle Earth’ manual accompanying this document. Or better yet, read
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Q The Hobbit and The Lord of the Rings trilogy by J.R.R. Tolkein.

X

:,) The basic player strategy involves mobilizing and leading the Robirrim
.:._ against the evil wizard Saruman and bhis army of orcs, wargs and Dunlendings.
8 Asinthe novel, Saruman must be neutralized, and quickly, so that as many

L ¢

,:’._ Rohirrim as possible can aid Gondor in Middle Earth’s ultimate struggle
:9: against the Dark Lord, Sauron. Victory is determined by:

§
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Ny
NN,

- the degree to which Saruman and bis armies have been neutralised;
- the number of Robirrim available to aid Gondor; and
- the number of your characters who are alive at the end of the game.
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For more details, see 'Victory Conditions’ on page 37.
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The game begins late in the evening of February 27th, Third Age (T.A.)
3019. Sometime after March 9th a messenger from Gondor will arrive with
the Red Arrow, the traditional symbol which calls the Robirrim to honour
their ancient pledge to aid Gondor. Once the Red Arrow is delivered, you
bhave one day left to complete the game.
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At the start of the game, Theoden, King of Roban, has not yet ordered full
mobilization. There are Robirrim located at the Fords of Isen under his son
Theodred, in and around Helm's Deep under Erkenbrand, and at Edoras,
under the direct control of the king. In addition, Eomer has defied
Theoden's orders and left Edoras with a small band of heavy cavalry and
is now on patrol somewhere north of the city. Until Roban is mobilized, you
control Theodred, but have only limited control over the other forces on the
main map. If and when any of them fights a battle, you will function as the
commander. Full mobilization substantially increases the Robhan army
and gives you full control of all units.
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This was a time of heroes. The characters in the game play varied roles. They
can mobilize allies, lead troops, or use magic. Together their abilities are
critical to defeating Saruman. At the start, the hobbits Merry and Pippin
has been captiured by an orc company which is moving from the eastern

A SIS S

edge of Roban toward Isengard. Just a few hours bebhind them are Aragorn,
Legolas, and Gimli on foot, all of whom you control. The orc trail appears
to be heading north along the river, then west along the northern edge of
the main map.

NSANNENS

Other characters will appear in the game from time to time, depending on
your actions and the course of events.

Note: While most histories of the War of the Ring place the First Battle of the
Fords of Isen a few days earlier than the start of Riders of Roban, we have

taken a small liberty with the dates in orderto allow the player to experience
these pivotal events.

GETTING STARTED

The Riders of Robhan game includes the following:

1 For the 5 1/4 inch version, 6 disks:;

2 Forthe 3 1/2 inch version, 3 disks:

3. Player's Manual (this dociument);

4. Excerpts from the Histories of Middle Earth: D

o Riders of Rohan Quick Reference Card. §

0. Riders of Roban Registration Card. A
A

Tip: Be sure to send in your Riders of Roban registration card. Returning
the card to us registers you as a Riders of Roban user. making you eligible
for special offers and additional information about the Riders of Rohan
and other official Lord of the Rings ganies.

The Player's Manual. which you now hold. contains instructions on how to
run and play the Riders of Rohan game. including basic strategy and
commands. If you are one of those impatient types who just likes to boot up
and play. we have included a quick-start card to get you going fast. Have
Jun, and we'll see you later when you decide to read the complete manual.

The second part of the documentation is the "Excerpts From the Histories of
Middle Earth'.

SRR

For those of you unaware of the fact. many scribes and
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,'5 historians were sent out from Minas Tirith during the reign of King Elesar

:,: following the successful completion of the War of the Ring and the defeat of §
.:« Sauron. These inquisitive types travelled the length and breadth of the N
:w‘ newly united realm, and while Bilbo, Frodo, and Sam's account as told in

.:4 the Red Book of Westmarch is by far the most well-documented and

‘)

complete history, there were many other bils and pieces and addenda

collected and stored in the vast libraries of Minas Tirith. Much colourful
(and important) information can be gained from the descriptions and
narratives therein.
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¥, SYSTEM REQUIREMENTS
o

::q You need the following to run the Riders of Roban:
YA

\

‘0

IBM/PC, IBM/XT, IBM/AT, IBM Personal System/2, or 100% compatible with
at least 640K of memory (VGA,MCGA), or 512K of memory (EGA,TGA).
Your computer needs either two floppy disk drives or a bhard disk and one

- -

*. *

>

<, ° 4’4‘0

':} Sfloppy disk drive.
é‘ Graphics Adaptor - VGA, MCGA, EGA, Tandy Graphics Adaptor.

|

Two-button mouse recommended but not required.

v:{
E: INSTALLING RIDERS OF ROHAN
::: To install Riders of Rohan, follow these steps:

X

75

) 1 Turn your computer on.

::: 2. Place Riders Disk 1 in a floppy disk drive.

% 3. Log to the drive that contains Disk 1. (Example: if Disk 1 is in

::: drive A>, type A: and press <Enter>,)

_*:i 4. Type INSTALL and press <Enter>. If you have more than a

t‘, single hard drive partition, you can type INSTALL D: <Enter>,

':‘. for example, to install the game on your D drive.

::‘ 5. Follow the screen prompls.

K

A RUNNING RIDERS OF ROHAN

:.: Turn your computer on. If you installed the program on your hard drive,

;:{ log to that drive and directory, and type ROHAN. If you are running the

:“ game off floppies, place DISK 1 in the appropriate drive, select that drive,

::{ and type ROHAN. In either case, the title screen will appear, followed by the
A

credits.

NP

< ¥
%
> s

Press <Space Bar> to preempt the credils
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Note: You may wish to adjust the brightness of your monitor to a darker :; VIEW UNITS - You can also view the different army unit types which exist,

5 4 4 : ¥

setting for optimum viewing. KN as in the VIEW CHARACTER choice described above.

L4

ba

A
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START MENU QUIT - Exits Riders of Roban.

You will be presented with a START menu listing the following choices:

NEW GAME

OLD GAME
PRACTICE A
VIEW CHARACTERS ,;1
VIEW UNITS 3
Quir :: \

N

-
PO

NEW GAME - Starts a new game.

*

$
5
OLD GAME - Will bring up a list of previously saved games. Choose which ,:,
game you wish to play. A

,
‘A

PRACTICE - During their stay in Lothlorien and immediately prior to the :;;
events leading to this part of their adventure, (see ‘Excerpts from the »:
Histories of Middle Earth’), those Fellowship characters who were fighters f*‘
honed their skills before setting out on the final leg of their journey as a ~:*.

-

NN

company. You, also, may practice these skills in Riders of Roban.

-

When PRACTICE is chosen, you will be presented with the choices:

o
PN

*
by

DUEL
ARCHERY
MAGIC DUEL

,
NS

,
)

< v
VN

,
N,

,

Select <Esc> to return to the START menu. To practice, select the one you
want, then follow the menus. You can return to the PRACTICE menu by
pressing the <Esc> key at any time. Press <Shift> <Esc> and return you to
the START menu.

<

-

Ty

N

E XA
A 8
&‘ VIEW CHARACTERS - This option allows you to review all of the Tolkien :‘\‘

) A characters who participate in the Riders of Roban game. Select the f5e)
’i’ character you wish to view: most characters have more than one page of ’:‘

information. View as many charaters as You like by selecting NEXT and
PREVIOUS. <Esc> will return you to the START menii.

T o T e TR T TR At
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THE MAIN MAP OF ROHAN

The Riders of Roban game is presented in the format of the Red Book of
Westmarch. This magical book contained the full account of the War of the
Ring as chronicled by the bhobbits, Bilbo and Frodo Baggins, and Sam
Gamgee and his descendants. After the title screen, credits, and introductory
material have run, the book will open to the main map of Roban. Note that
the Roban banner at the bottom of the map disappears when you hit any
active key. In its place you will see a day/date indicator at the bottom.

The main map shows the entire playing area and scrolls horizontally (east-
west). The window is approximately 120 miles high and 150 miles wide. To
scroll the map with the mouse, move the cursor all the way to the right or
left edge of the screen. With the keyboard, move the cursor to the left and
right with the arrow keys.

TERRAIN

For the most part Roban consists of grasslands. It is bordered by the White
Mountains to the south, Fangorn Forest to the north, the river Isen in the
west, and grasslands/rough terrain in the east.

The rivers on the main map are large and fast-flowing, particularly at this
time of year. The two main fords are the Fords of Isen in the west and the
Entwade, north and east of Edoras. Crossing anywhere except on roads and
at these fords takes considerable time for military units, and often results
in significant casualties.

The Forest of Fangorn occupies a major portion of the northern area of the
main map. Moving through forest areas with cavalry is especially slow.
Infantry and foot troops do a bit better, but only a bit.

Mountains are virtually impassable on the main map of Roban. In addition,
some casualties from straggling are to be expected in such rough terrain.

Various icons appedr on the main map. Besides the Fords of Isen and the
Entwade, there are stationary icons representing the three citadels (Isengard,
Helm's Deep, and Edoras). Selecting any of these locations will give you
information aboult ils occupants and current stalus.

SIS RARRR R AR ARRARRRERReR
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2 ber i ) h in map represent the military units of:
KN All other icons on the main map rep ; ;
':‘ Rohirrim (green shield w/white horse)
. . .
:’. Saruman (black shield w/white hand)
N )
% Characters (character icon)
A
+
R
N MOVING ON THE MAIN MAP
-
VA
4
;‘: Select a unit or character icon with the left mouse button, or the keyboard.
X The game is now paused, and you are presented with the following menu:
5
$
NN EXAMINE
A MARCH
K OK TIME
(& DIVIDE
A
A EXIT
o:«
:‘4 EXAMINE - Selecting EXAMINE brings up an information screen about the
s .
:»: force. At the top is the force's name, its total strength . its current speed, and
"t: the average stamina and morale levels. Underneath, each unit in the force
:*; is listed by name, with its current number of men, stamina, and morale.
2
NN There are five buttons at the bottom of the screen:
¥
.
Q
YA ; b o
(: CHAR - lists the characters present in the force (if any), along
'¢; with their current health and the military unit they
L4
‘:‘ are with
:“4
‘:‘ UNIT - will take you back to the unit listing
VA .
Q
L
% ; ~ o
:0: PREV - scrolls backwards through the units or characters
A
:*-‘ NEXT - scrolls forward through the units or characters
A
‘g’*’ DONE - returns you to the main menu
5
3 Py v W
o:{ When icons overlap on the main map, selecting one will display information
:‘.4 about all the groups which are in that location. You mdy select one of these
':0 forces and proceed to the EXAMINE menit, or choose several forces and then
;v hit JOIN to combine them into one force. Separate icons, even in the same
‘:* location, represent separate forces that move independently of each other.
L:: However, they will support each other in combat.
[N
YA -
\ &, 2= O
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Note: Saruman forces are not always visible on the main map. In fact, the
icon may appear and disappear, depending on the reports from your
scouts. Also, when you select a Saruman force, or a Roban JSorce not yet
under your control, you can receive information about its composition, but
cannot give it orders. Joining a force under your control with one that is
not, will cause you to lose control of the combined force (until it is otherwise
activated).

MARCH - Select MARCH with the left mouse button and the menu will
disappear. Click with the keft mouse button on the desired destinationthen
click with the right mouse button or press <Enter>: the icon will move in a
straight line to that point. If you prefer a path other than a straight line
select that path by clicking with the left mouse button at up to five
intermediate points. Once you have selected the path, click the right mouse
button or press <Enter> to finalize the order. If; prior to designating the
final destination, you wish to ‘take back’ the last intermediate point, press
the <Backspace> key. You may continue to press it until the cursor returns
tothe starting point. Pressing <Esc> while selecti ngthe path will immediately
cancel all intermediate points and de-select the icon.

Selecting MARCH for an icon which is in the process of moving will cause
that icon's current movement path to be highlighted. If the right mouse
button or the <Enter> key is pressed at this point, the icon will continue on
this path. If any new destinations are given to that icon via left mouse
clicks, all previous movement instructions are overridden.

Moving with the keyboard is a similar process to moving with the mouse. Use
the arrow keys to move the cursor about on the main map and to scroll
through the menus. Use the <Enter> key to make selections and to finalize
destinations. Press the <Spacebar> to select intermediate movement points.
All other instructions are identical.

QK TIME - Units have the ability to move almost twice as fast by ordering
a forced march (quick time). After selecting QK TIME, enter movement
orders exactly as in MARCH; they will be executed at the forced march, rate.
While in forced march status, all paths are displayed in red.

Characters do not use QK TIME.

Note: While quick time is considerably faster, it also tires units much more

than normal marching speed. In addition, unless a tired unit bas very good

unit cobesion, it can expect to lose from one to five percent of its strength
N
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each bour to straggling while forced marching.
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DIVIDE - DIVIDE allows the player to split an icon into two separate forces. :f
Select DIVIDE; an icon information screen appears from which you select A
the unit or units that will make up the new force by clicking on the unit's A
:’: flag. Selecting a unit will NOT bring along any attached characters; ;,
;:' selecting a character will NOT bring along the unit it was with. :
A ' ’I‘
;‘: When finished, select the DONE button to return to the main menu. A
¢
Note: Robhan heavy cavalry regiments are composed of three ‘eoreds’. The z’a
first or ‘Guards’ eored often fought independently of the parent formation. ¥
Thus, a regiment could be represented by two units, for example, the Edoras :*
Gds (about 120-150 men) and the reduced parent regiment, designated ,zi
Edoras(-). In the short time frame of the Riders of Roban game, the given R
organisational structure is taken as fixed; the player cannot DIVIDE or ;:A
& JOIN individual regiments or eoreds. ‘:
::. A
}: EXIT - Select EXIT to return to the main menu. ?1:
NP
\ YA
:E: OTHER FUNCTIONS ON THE MAIN MAP OF ROHAN :;.
VA Q
::4 The menu bar runs along the top of the book, and allows you to access other t:;
':' important functions. Via pull down menus. Select the menu title, and the ;1‘
’;:‘ list of functions will appear. With the keyboard, press the <Spacebar> to X
KN access the menu bar. Use the arrows to scroll through the menus. Press ’:‘
*:‘ <Enter> to select. ;:a
::: FILE - There are six functions under FILE: ”:
\ ;
;:: LOAD - produces a list of previously saved games; select the game you wish :::
::« to load. ::a
2 YA
::: SAVE - prompts you for a ‘save name’. If you are playing a previously saved :::
:“ game, that name will appear in the name box. If that is the name you wish s
’:‘ to save the game under, select OK or press <Enter>. If you wish to save under :¢:
::: a new name, just type it in. The new name will type in over the old on'e‘ Click ::.
:“ OK or press <Enter> when you are done. You will return to the main map. ’:‘
B¢ v’{
::‘ RESTART - starts a new game without leaving the programme; the programme S
‘:‘ will enquire whether you wish to save the game you are in, as in SAVE ":
B8 above. )
> o
% . , .
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Select CANCEL or press <Esc> and return to the main map.

You can of course always delete games from DOS. These game files are listed
under their save name with the three letter suffix ROR. See you DOS manual
JSor specific instructions on using DOS.

DELETE - allows you to erase any previously saved game. Select DELETE,
and the list of saved games will be presented. Select the saved game you wish
to delete. Just as a precaution, you will be asked if you are certain you want
to delete the game. Select OK or press <Enter> and the game will be erased.

SOUND - toggles sound on and off. The ,Ctrl> <§> key will also toggle the
sound.

QUIT - exits the game

TIME - The TIME menu options are self-explanatory. However, be careful
when speeding up the game. Though you will want to do this occasionally,
remember that when the game is speeded up, both friendly and enemy um.'ts
move more quickly, as does the game clock.

VIEW CHARACTERS, VIEW UNITS - The VIEW options are identical to the
VIEW options contained at the START menu. They are particularly useful
when deciding which characters and/or military units to send on a
mission.

Note: The <CTRL> <P> key will pause RIDERS OF ROHAN at any time. In
combat, <P>will stop the action to allow you to enter several orders at once.
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CHARACTER ADVENTURES

Individual characters alone can travel much faster than an army. However,
whenever one or more characters under your control move without
accompanying military unils, they may be spotted and attacked by roving
bands of orcs or Dunlendings. In general, the likelibood and severity of
these attacks is dependent on the area you are moving in and your
proximity to enemy units. For more on orcs and Dunlendings, see Evil Races
of Middle Earth in ‘Excerpts from the Histories of Middle Earth’.

SKIRMISH

If one or more characters are spotted by a Saruman patrol, a skirmish will
occur. You will be presented with a message listing the characters present
and who bas found them. Your choices are:

QUICK COMBAT - compuler calculates the outcome of the encounter
FIGHT - enters the arcade sequence

INFO - allows you to check the current health and fighting abilities
of the characters involved in the encounter

COMBAT MECHANICS - You will be prompted to select the character
you wish to fight with. Your character will appear on the right, the
enemy upon the left.

Clicking with the mouse to the left of the enemy or to the right of your
character will cause your hero to move forward or backward respectively.
Clicking on the enemy's body will cause your character to attack that
general part of the enemy’s body. Clicking on your character’s body will
cause him to defend that general area.

Clicking below the waist of your opponent will cause your character to
SWEEP. Clicking on bis midsection to just below his shoulders will generate
a THRUST (fighters with axes will REVERSE SWEEP bere). Clicking on the
bead area of the enemy will generate a CHOP. The defences match up with
the offensive options, so that on defence, clicking on your own character
from the waist down will cause him to DUCK, which is effective agaist an
enemy SWEEP. Clicking from the midsection to the shoulders will cause him
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to PARR Y,‘ which defends against a THRUST (or REVERSE SWEEP, if fighting
an ‘orc with an axe). Clicking on the bead area will generate a BLOCK,
which defends against the CHOP. ,

With the keyboard, the right and left <Arrow> keys will move the character
(Tbe <O> and <.> numeric keypad also serve to ;nove the character left ané
right, respectively). On offence, the <X> key THRUSTS, the <Z> key SWEEPS
and the <C> key CHOPS (<4>, <1>, and <7> respectively on tbé ke ad)’
On defence, the <.> key PARRIES, the <,> key DUCKS, and the <ﬁ[>) k .
BLOCKS (<6>, <3>, and <9> respectively on tl;e Ieeypad’). =

In terms of severity, the THRUST can score some damage, but holds the least
potential for a devastating blow. The SWEEP's basic dan;age is less Ilmnfé
a THRUST, but has a far greater chance to do serious injury. Finally tZ;
CHOP's base damage is the least, yet it holds the potential to yie;ld devas}c;ti n
attacks, should the blow get completely through. ‘ :

Tbe proper defensive move, matched against its offensive counterpart and
timed correctly, will prevent any damage from being inflicted. Also, the
correct distance is important for each attack. The THRUST has t.he Ior; est
range of any blow but it is hard to use effectively when close to- the (;pporzfn;
To sl.rz'lee effectively with a SWEEP or CHOP, you character must be a;
medium to close range. Finally, offensive a;zd defensive skill with a
particular attack, strength, and armour all affect combat results. -

As for the opponents themselves, orcs can be tough, yet always have an eye

towards savi j ski j
:‘; s ving their own skin. The Dunlendings, on the other bhand, are
RN savage fighters who disdain armour and have little regard for their own

O

defence. A Dunlending patrol is more likely to fight on regardless of

YA

s casualties. Both orc a ] Y )
:,: fhivs ! ‘ .nd Dunlending present different problems for you Yy
Y your characters in hand-to-hand combat. R
»:a ;"
A Cl :
,:. t ;)MI?AT RESOLUTION - Youropponent's STRENGTH BAR, which indicates :':
% he relative number of hits be can take, is located on the left of the screen ’:‘

::: As your opponent takes damage, the bar will move downward. Your AR
;:. character's STRENGTH BAR is to the right. When either bar goes all tl")e way ’:’
:‘: down, the r?spective 'combatant is down. If your opponent is slain, tl:;e ::‘
RS computer will determine whether you must fight again. Saruman’s forces K
Y and particularly bis orcs, can be cowardly. If the first orc, or first few ar;' :‘:
easily slain, it is very possible that the rest will flee. After all’ your cham,cters ‘
are among the greatest heroes of this age of Middle Earth. }t is notAeuery orc :;:
‘ -
gs‘;\ ’::
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who will willingly stand against them.

If there is more than one character present, between each individual
combat you will be given the option of changing the character who is

fighting. It is important to observe d character's current hits. By changing
from one character 1o the next, the first character will be able to recoup

much of bis wind’. and even recover somewhat from minor wounds.

A character who is defeated in a duel may well die. or be gravely injured
and out of play for the rest of the game. If there are other members of the
party present after the Saruman patrol is driven away or leaves, the chances
for recovery are greater.

For more information on your characters' fighting skills, use VIEW
CHARACTERS.

OTHER SKIRMISHES - Personal combat can arise during sieges and
before battles. The mechanics are the same, although the consequences may
be different. For example. if a Robirrim leader is killed in a duel or refuses
to fight, the morale of the unit (or even the entire army) may be affected.
Also. the leaders of Saruman's armies are generally the meanest, toughest
characters around, baving already clawed their way to the top. Take care!

ARCHERY

Legolas was among the finest archers of his people. the Elves of Mirkwood,
who were outstanding bowmen in general. Unless the characters are
surprised, Legolas will have an opportunity to ise bis bow before any hand-
to-band fighting begins. Naturally. the chance of surprise is greater in close
terrain like forests than in open grassland.

Legolas will appear in the foreground. Soon, the orcs will start to appear in
the distance, running towards him. They come into range as they crest the
second rise. He must kill as many as possible. The number of orcs which
Legolas kills will affect subsequent combat. If Legolas kills very many. bhe
may succeed in driving them off without any characters bhaving to engage

in band-to-band fighting.

COMBAT MECHANICS - Clicking with the mouse to the left and right of
Legolas’ legs when be is ducking will cause bim to move. Clicking on an orc
causes bim to fire at that orc. Whichever side of the screen Legolas is on, orcs
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entering on that side wi Y1 j 1 ; ; = ) . :
ks mor;gdifﬁcult i ,ZIUZ]EI behezfszerblo hit. Orcs entering on the far side will A B bears with bim the power of the Dark Lord bimself. For he is a Nazgul, a
I N “kc b“meD e fires, he will duck down to reload. To ~ X A Ringwraith; one of the Nine. It will be no edasy trial for Gandalf to endure.
4 ' n, o ma j ; i it A : i
. e him DUCK from a standing position, pull the ?: RN  Even should be win, be will be sorely weakened by the contest.
mouse cursor to the bottom of the screen. (: J ’
¥
X )
* R MAGIC DUEL MECHANICS - Gandalf is on the left, and the Nazgul is on
With the keyboard, Legol o i A Y/ i : ' oy
i ,m,,{:ric e aj) ?;bc;o;;ch.es byprefsmg the down arrow key (<2> Q:) ;0’ the right, riding bis fell beast. Left mouse click slight in front of, or bebind,
e R Ib;?[izum. > ek” ez;croucbzng the left and right arrow keys NN *:: Gandalf’s feet to move bim forward and backwards respectively. When
eric k j i i . $
; ic keypad) will move Legolas left and right. The 92% RN Gandalf is on the ground, clicking directly below bis feet will cause bim 1o
up arrow key (<8> on the numeric keypad) will cause Legolas to stand. He t: duck
can now fire. When standing, the left and right arrow keys will cause him :"‘ :’: :
to aim along specific zor “ j g ; A Y
P rbfaﬁso{z[z‘[{ Al thebnea;est billtop. If there is an enemy in % :«’ Besides hit points, each combatant bas magic power poinis. Power points
) a Y
: ol gl g the orc. To fire, press the <Spacebar>. He (i NN are used up by spells; they recharge with time. Gandalf bas the following
will reload automatically. \s @ A :
i A ,:, spells:
X,
Note: The longer the cursor i ; XQ %
8 rsor is on the target, the greater the chance of a bit. »; ::4 LEVITATE - Click above Gandalf’s bead, and be will levitate off the
VA VA A 5 . > | 6 ! I :,
. e ground. Levitating, or avoidance, is expensive in terms of power
Be careful! Thought Le, 1 i ; S 1 '
lf' 8 801‘1.5 is extremely quick and can probably avoid a ::3 o points, but is the mos effective defence against the Nazgul s projectile
mortal wound from the orcish spears, he can be seriously injured, and thus N, ':‘» weapons
could easily be killed in a SKIRMISH were be then forced to fight. A X :
YA YA
b2) s SHIELD - Click directly on Gandalf’s body and a shimmering spell ,
ASSAULTS - When yo . ; XA VA s '
SR oo ; % ‘;tre l;e‘SIeged in a fortress and receive a message that ;:‘ ;:‘ shield will form. The spell shield is the most effective defence against §
rea i
e attacking, an archery segment will take place. YA ,:, the Cold Bolt of the Nazgul. v
A o
The goal, as in skirmish archery, is to kill as ma 1 ;:’ ::: :i:
_ 3] ny orcs as possible. The FIREBALLS - Click with the left mouse button on or nedar the flying ;
number that slip through will affect the impendi / X S“ . VA
pending assauit. N, A Nazgul, and a Fireball will detonale a few seconds later. This A
¥, g3 §
; A A weapon is more powerful than a Fire Bolt, but also uses more power YA
The mechanics are the same as skirmish archery, except that you can have k: X poirﬁs " A 2 X
< VA A . 4
both Legolas and selected archers of Roban available to fire. Indicate your 4 ::‘
preference at the beginni ; o A VA
ginning of the sequence, remembering that it is dangerous Y, s FIRE BOLTS - Click with be right mouse button anywhere bebind
up there on the walls. N S‘ o
) ’»: the Nazgul, and a Fire Bolt will streak on a direct line to where you
VA VA clicked.
MAGIC DUELS R R
R ) The Naz in bis 3 j
! \ 2 gul has many weapons in bis arsenal. He is particularly powerful
There was good reason for Gandalf to exercise restraint as bhe did in the ':‘ 4 at night
Lor.'d of the Rings novels. Not only was be charged by the Vala to use \& N
guidance above force; it was also good sense. Any profound use of magic :*:
would most certainly draw the attention o i X
th
Sl f the Dark Lord and/or bis :.‘ PARLAYS
[ 0‘4
ba
s ds bt st in Ride P X\ The conversations your characters have with other figures in the game are
rs g ; ‘
I et sl Of[f’ an, that should Gandalf’s use of magic exceed 3 of vital importance to you the player. Handled well, they can give you an
3 : A ; » ]
nvestigator’ may appear. He is from Mordor, and be ‘: advantage over Saruman which can binder bis actions and further your
| ol
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cause. Mishandle them, and they will prove to be the critical factors in your
defeat.

Most of the encounters occur with Robirric leaders. If you are lucky and
skilled enough to defeat Saruman militarily, in order to avoid having to
leave troops to guard bis citadel, you must still travel to Isengard and match
wits with him one on one. Beware the voice of Saruman; it is powerful and
compelling to all but the mightiest of your beroes. There is also the matter
of Treebeard and the Ents... The character descriptions and the material in

‘Excerpts From the Histories of Middle Earth’ will be of great value in these
dialogues.

Encounters occur when you meet a major character for the first time. When
an encounter occurs, you will be notified via message. Though each one
can vary slight they follow similar formats. All are menu driven and
function much as the command menus do. At the beginning of each

encounter the person you are encountering will address the most powerful
character you bave present via on-screen text.

After you have finished reading a particular screen, click anywhere with
the left mouse button. A menu will appear. Select your choice with the left
mouse button. If you wish to review the text of the character who is speaking

(but only before a menu bas appeared) click anywhere on the screen with
the right mouse button.

The number of menus, and thus the number of choices you must make,
varies. The choices you make will shape the words which your character
will speak to the individual being encountered. That individual will
respond appropriately. The encounter will continue until the individual
being encountered is either swayed to your cause or rejects your arguments.

You and the characters will then reap the rewards of your efforts or suffer
the consequences thereof.
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SIS
THE WARGAME

PRELIMINARIES

When a Robirric military icon and a Saruman icon come in contact with
one another on the main map, you will be notified by a message and a
trumpeted ‘call to arms’ that a battle is about to commence. At this point,
you have five options.

BATTLE - go to combat

EVADE - try and avoid battle. Selecting this option cannot guarantee that
you will escape combat. Even if you do escape, your units will suffer a loss

in morale. Choose this option with care.
REVIEW THE TROOPS - examine the forces under your command

SCOUTING REPORT - get an estimate of the enemy strength. As in all
military operations, there is a substantial chance of error i}.’L the report‘&
Light cavalry units are specially trained as scouts and so their reports will
be more accurate than those of other unils.

QUICK COMBAT - compuler resolves the battle and reports the results to
you

FIGHTING BATTLE

When the BATTLE option is selected, you will be presented with a detailed
terrain map which represents the actual area where the battle will occur.
Saruman’s forces are descending from the top of the screen; your forces are
along the bottom edge.

Riders of Roban does not bave separate turns as in most traditional
wargames. Rather, you give orders as you judge appropriate. Combat
occurs when formations come in contact with each other. The action is
continuous, although the game pauses whenever you are giving orders to
a unit.

Note: The game will also pause when <P> is pressed. Use this option to
thoroughly survey the battlefield, or when you have many orders to give at

one time.
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MECHANICS - Once on the battle map. the player may select open space,
a Saruman unit., or a Rohan unit. Selecting open space will bring up a
general Info Menu screen about how the battle is going. The number of

R IEES ARIRS 9 |

[friendly units collide. one will have to be ordered out of the way, so
that the other can proceed. When two or more opposing unit lc"())I.\
overlap. combat occurs. Once in combat. it may be difficult for a

- .
NS N)0

4

men on edach side and the casualties so far are displayed. The player bhas
three choices:

o

unit to disengage and move awday. unless it is in WITHDRAW

-
b

:'1 postiire.
YA
4
\ 7 stire of it which
$ er > the postitre of that uni
CONTINUE - returns to combat map % POSTURE - allows player to change p of

-
”,b’b

affects both movement and combat; see the next section. POSTURE.

N
>

RETREAT - orders a general retreat which ends the battle. Morale

4.

s

J»W.AW

-
o g

goes down by about ten per cent when any army retreats. Units

SEESRRASRRRARNASARNER

For more details, see OTHER FACTORS AFFECTING COMBAT -
MISSILE FIRE.

% %

) (FIRE) - allows the player to designate the target of a bow 1nit.
\S -
% ‘IRE selec ¢ it with the mouse or keyboard.
engaged with the enemy when RETREAT is ordered will suffer heavy :"‘ Select FIRE. then select the target unit u ith t }
losses: in addition. the enemy will pursue. For details on pursuit, see VA

¥

OTHER FACTORS AFFECTING COMBAT - PURSUIT.

>

-
’,)

‘V

’)’0’ -

No commander worth his salt enjoys the thought of retreat. Morale

<

EXIT - returns to battle map.
goes down. and pursuit can be very costly. However. retreat may be

AIN

the only way to save your entire army from complete devastation,
should the fortunes of battle tirn against you.

POSTURE - the speed and fighting ability of a unit is affected by its posture.
There are six postures:

s
b

2)

oSN
)

e

ARSI SIS,

MAGIC - allows Gandalf to use a spell; sece OTHER FACTORS
AFFECTING COMBAT - MAGIC.

- €

MANOEUVRE - units will be in MANOEUVRE postutre u‘/.wrj they are
first placed on the map. A unit in MANOEUVRE postitre tires ulll‘hc'
Asmndara’ rate while being able to move at the accelert{{vd]mcu: The
MANOEUVRE postitre is the most efficient in terms of cou:\‘er['mg a
unit's strength while moving (the unit is assumed to be ina formation

-
SASPNN

’«Q
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<
pY

If a Saruman unit is selected on the battle map, an information screen
about that unit appears. The information available about enemy wunits is,
naturally, limited, although it is fairly accurate.

<
Ny

¥

% conducive to movement). While not as effective a fighting postitre as
:‘% some others, the MANOEUVRE postitre is at least reasonable in this
£ hers, th
bk . . ¥ L ) .
If Roban unit is selected, the game pauses and the following options are

b/

regard.
available:

S 3

< ¥
P

<
i

X4 Y ATTACK - units can move while in the ATTACK postutre. but only at
. -y effectiv LT inwhen
. P . ‘ ‘ ] { N rally, a very effective postire 10 bei A
EXAMINE - brings up an information screen about that unit :*: the normal rate. It is, naturall) : .// S L M g ,\
YA engaging enemy units although your own casuattie: L

$ 9

MOVE - orderthe unit to move; the mechanics are the same as on the

main map. The base speed of the unit is determined by its type and
its postitre.

higher.

4%
AN

-
P

DEFEND - units move at the normal rate while in the DEFEND
posture. This is d good fighting posture in which the unit tires dt d

£

<
oS

When the battle begins, the cursor will be over the first unit on the
INFO screen. Press <Enter> and that unit will be selected. You can
scroll from unit to unit by pressing the <Tab> key. Scroll back
through the units by pressing <Shift> <Tab>.

S

ki - chargi orms of combal
lesser rate that when attdacking o1 charging. In ¢ )/

T
0

results. it also tends to lessen the casualties on both sides.

CHARGE - any unit cdn CHARGE. However, mounted units and
beavy infantry get the greatest benefit from this postire. Charging ¢
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—_ s i, B o . -chers. Whenever \
Units cannot move through other units on the battle map. When wnits are most effective against infantry and fool archers wenerel W
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any unit is charged there is a chance it will rout. Needless to say,
routing in the face of a charging enemy will lead to severe casualties.

Ifthe defender does not rout as a result of the initialcharge; the units
become locked in combat. The attacker is now in the ATTACK
posture and fights without any special benefits.

Roban beavy cavalry, bowever, were especially fearsome when
charging and had excellent training in taking advantage of the
confusion generated by their attack. Therefore, they are often able
to sustain many of the effects of a charge beyond the initial impulse.
While the defender is unlikely to flee in panic after the initial shock,

the Robirrim will enjoy an advantage in the hand-to-hand combat
that follows.

Keep in mind that charging is extremely tiring to units and can
exhaust a mounted unit very quickly.

WITHDRAW - When a unit is engaged with the enemy, placing it in
WITHDRAW posture will cause it to disengage from combat
immediately. It will bave to fight briefly while in WITHDRAW
posture, however. Trying to disengage from combat in any other
posture is difficult.

ROUT - You the player have no direct control over when a unit will
rout. You can take precautions and carefully monitor your units,
but in the end it will be their performance in combat and the morale

sustenance provided by your leaders which will determine who
fights and who runs away.

When a unit routs, it will immediately begin to move away from the
enemy unit or units it was facing. It will stop after the panic
subsides, but it remains routed until it rallies. Once rallied, it is
again functional, though at a minimum level. Leaders are very
belpful in rallying units, although not essential.

The posture a unit is in determines its speed on the battle map. Infantry
types (including Foot Archers) have two speeds:

NORMAL - ATTACK, DEFEND postures, about 3 mph
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ACCELERATED - MANOEUVRE, CHARGE, WITHDRAW, ROUT postures,
about 6 mph

Cavalry types, including wargs and Horse Archers, bave three speeds:

NORMAL - ATTACK, DEFEND postures, about 9 mph
ACCELERATED - MANOEUVRE, WITHDRAW postures, about 12 mph
FAST - CHARGE, ROUT postures, about 18 mph

Moving at ACCELERATED or FAST speed is more tiring for the unit, except
for the MANOEUVRE posture. As noted earlier, MANOEUVRE allows troops
to move at ACCELERATED rate with no more STAMINA cost than ATTACK
or DEFEND, albeit with reduced combat effectiveness.

MORALE - A unit’s morale is the basis for determining whether thfzt un'it
stands and fights or flees the field. Morale is affected by l?sses sustc'mzed in
combat, by the ratio of casualties inflicted to casualties sustained, b_‘y
ledders and their actions, and by magic. Unit morale levels are as follows:

EXCELLENT
GOOD

FAIR

WEAK
(ROUTED)

A charismatic leader will raise the morale of the unit to which it is attacbe'd‘
In addition, a respected army commander will raise the morale of the entire
force. Finally, a unit will recover morale after a battle more rapidly if it was

on the winning side.

When a unit suffers casualties it must check to see if it routs. If it does itjs‘
posture changes to ROUT, its fighting ability is drastically reduced, and it
runs away in panic. Units with EXCELLENT morale almost never rout, afzft-
it is uncommon for units with GOOD morale as well. Howeueri mlzce aunit’s
morale has fallen to FAIR or, worse, to WEAK, that umt. is da stro~ng
candidate for rout if it suffers significant additional casualties. Rout can
also be triggered by a few special events, such as being charged or by magic.

STAMINA - Each unit and leader begins the game at full strength mz'dfully
rested. Activities such as marching and fighting will cause units tg tire an.d
thus detract from their stamina. The degree to which a‘um't is fatigued will
affect its ability to move and fight, and is reflected in ils current STAMINA
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Q rating. STAMINA can bhave four levels:
A
?:4 FRESH - fully rested, with an initial burst of energy (adrenalin)
N which adds to their combat effectiveness. Though a unit can rest and
::: thus recover lost stamina, once STAMINA falls below fresh during a
% battle, it can only rejuvenate to the point of being satisfactory during
::; that battle.
YA
N SATISFACTORY - can move and fight normally.
v:{
-;f TIRING - can move almost normally but its fighting ability is
:,: significantly affected. 3
014 A
N EXHAUSTED - severely handicapped in both movement and fighting
.:4 ability in battle; can still march almost normally on the main map.
V’A
::4 These ratings apply both on the main map and in battle, though naturally
:9: the intensity of combat has a gréater effect on a unit’s STAMINA than simple
:) marching does. When a battle takes place, each unit receives a boost in
o STAMINA, reflecting both the effects of adrenalin and the fact that even
':‘ troops exhausted from marching can still fight at fair effectiveness (although
::4 with little endurance). Moving units lose STAMINA at a rate that depends
:y’: on their speed. ACCELERATED (except for MANOEUVRE posture) and FAST
S speed cause units to fatigue more quickly. In addition, a unit will also tire \
:ﬁ Sfrom band-to-hand combat with the enemy. A fighting unit's STAMINA will
»:/'_i suffer most when it is in CHARGE and ATTACK postures. All other postures
::4 tax the unit's stamina at a lesser rate. In some cases, such as CHARGE, a 2
;/d unit can suffer both high movement fatigue cost and bhigh combat fatigue
cost. It is in these situations that a unit's stamina will deteriorate most \
:? rLI[)I'd[)’- &
V‘h_ /§
& STAMINA is regained by resting, i.e. doing nothing, on either the main map
:,'_ orthe battle map. Doing nothing in a battle represents more ‘catching one's
¥, breath’ rather than true rest, and so it has little effect beyond the immedicte %
’."/ \ battle itself. Doing nothing on the main map is assumed to mean that the &\
,i;‘ units make camp and relax, and so STAMINA in this case can go back to \,\
Ey FRESI if the units wait long enough. Resting at night is more beneficial &
o‘; than during the day. A
; 3
:

e
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vl OTHER FACTORS AFFECTING COMBAT
v 4
+
:’: PURSUIT - When an army retreats from battle it can expect to take
* : . .
% additional casualties for two. reasons. First, those units that are still
‘ ::' engaged with the enemy when their comrades retreat will suffer beavy losses
R artempting to disengage. Second, the victorious forces will normally pursue
¢ . . : .
~:‘ the retreating army, taking advantage of its disorganisation and
v 2 . 3 s .
KN demoralisation. Many retreating units may cease to .extst as e.'ffect‘we
'~: military formations, even though large numbers of soldiers are still alive.
::: Routed and exbausted units are particularly vulnerable to pm.'sun. Dense
A orrain such as forests or mountains, and low unit integrity, will both tend
/ :’4 to increase losses. Cavalry units (particularly light cavalry and wargs) and
+ f |
‘ :': fresh units of all types are especially effective pursuers.
+
L4
% . .
' WX DAY AND NIGHT - Whenever possible you should attempt to fight in the
‘ i . ’
, ::‘ daytime (6am to 8pm), particularly against Sarun.mn s (?rcs. Tb'ey suffer
NN  during the daytime and Saruman must put forth his magic to shield them
’: .

i :‘: from the sun’s rays. The fartber the orcs are from Isengard, the less ejfectwe
| €% Saruman’s magic will be. Gandalf can counterthis spell, and do so with less
| . t
IR KR cxertion, when Saruman attempts it over great distances.

1 &8
| €% . .

N ¢ 3 b

N TERRAIN - The terrain features 01.1 tbe. battle maps are conszs;)ent wz.t

i :¢: those on the main map. Readily distinguishable are forests, rough terrain,

‘SN streams and grasslands. Grasslands are the base terrain; all other types

N :

¥R  affect movement and combat as described below.
+
WA .
B : :
“ : e FORESTS - All forested areas slow unit movement and decrease
K v A ; ¥
i A ‘:‘ 1 STAMINA. Obviously, beavy forests slow units more than light forests.
’!’"‘ ) Combat in forests depends mostly on z‘ndz’vidualﬁgbting skill; unit
N . 3 2
1 }: cobesion and formations are much less zmporttantA Co'mbat in
LA general is more difficult in forests and so casualties per minute are
3¢ . . . . . v,
| :“ lower. Arrow fire is particularly ineffective against troops m' jfo‘rests,
:‘ ':‘ charging is almost impossible in heavy woods. Mounted units incur
| :’Q greater penalties in forested areas than do infantry.
| (%
1 {94
| X3 i~ ‘
h' :‘: ROUGH TERRAIN - Movement through rough terrain is both slow

v iy ;

\ :“ and tiring, although not as much as through medium or bec-z:}/
3 ~:4 forests. It offers some protection from both arrows and melee attacks,
»?ﬂj :9 and so is popular among units on the defensive. Charges are also less
A O effective against troops in rough terrain.
i‘l. ;‘:
] &
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attract undue attention. However, the more spells Gandalf casts, the more
likely it is that the Dark Lord will investigate.

=
»f

1

STREAMS - Streams slow movement as much as forests, and are
almost as tiring to move through. Fighting in streams is difficult for
both sides, although arrow fire is unaffected.

NPv I

R TIR

4

‘»‘v

A

MISSILE FIRE - The orders menu of each unit capable of missile fire A SIEGES

contains a FIRE switch. Select FIRE and click on the unit you wish to fire at. :a A siege can occur at Helm's Deep if Saruman’s forces are able to isolate the
If moving, foot archers will stop when ordered to fire; horse archers will ’: Rohan garrison. When a battle is about to be fought near Helm's Deep (the

+

continue moving and fire at reduced effectiveness. Be careful not to click
on one of your own units; an arrow in flight does not distinguish between

Saruman icon overlaps the Helm's Deep icon), there is an option for the
player to withdraw into the fortress. Even after battle has been joined, the

LSS0

'n' ad

. 1 “
[friend or foe. .:4 player can still retreat and go into the fortress, but there will be normal
NN pursuit.
A bow unit that is not moving or explicitly targeted by the Dplayer will use v:*
‘opportunity fire'. The unit will then fire on any enem) unit that enters its :*: If the Rohan forces do go into Helm's Deep they are besieged. They cannot

medium range or closer. Here too, there is always the slight chance that a
unit might fire on its own. Ab, the vagaries of battle!

leave without fighting the surrounding Saruman units. While food and
water are not a factor within the time frame of Riders of Roban, their
STAMINA rating will slowly decline. When you give them orders by selecting

&Ab;v‘

’4'4"'v‘0

MAGIC - Gandalf and Saruman are the only characters who can use magic

§ N Helm's Deep on the main map, you will have the options described below.
to affect combat. Saruman uses his magical powers to aid bis own units and ‘ :’: :
to attack and binder the Rohirrim. Gandalf may use bis powers to attack IR SORTIES - When you select a besieged force in Helm's Deep on the main

Saruman’s troops and directly aid the Rohirrim in battle. While not in RN map, you bave these options:
keeping with his demeanour as told in The Lord of the Rings, the option ’:‘:

b

to use his power offensively against the forces of evil was always available EXAMINE - as normal

s

)
to Gandalf, as it is now to you, the player. Gandalf's spells are listed below. :‘
VA
% DIVIDE - as normal
SHIELD - shields a unit in battle and protects it from archer fire. | \:
y g o
‘:" SCOUTING REPORT - as normal
CONFUSION - target unit will cease moving for a few seconds to a :‘.
P ] oS obHe / o pffoctinenecs of » A aiadis " " i A
few (game) minutes, depending on the effectiveness of the spell. R RAID - This is a small operation designed to gather information and
(% throw the besieger off balance. Select a military unit to condiict the

-

LIGHT OF THE VALA - counteracts the positive effect that night has
on orc morale.

raid; light cavalry is best, followed by beavy cavalry. The raid will
likely be mich more successful if you include at least one character,
but any characters will have to fight a skirmish, probably without an
opportunity for archery. The results of the skirmish will have a
significant effect on the overall success or failure of the raid.

-
SRS

bs

+747

‘) A

VALOR OF MANWE - increases the morale of any Roban unit to its
highest possible level.

I
+

* v
+7#

+
&

DISMAY - causes an immediate drop in an enemy's morale, possibly ATTACK - You fight an open field battle with all or part of the

- -
‘0

causing the unit to rout. :“ garrison in an attempt to break through Saruman’s lines. If you win,
| .:4 the survivors can move away from Helm's Deep. Even if you retreat
FIRE OF NARYA - casts deadly fireballs at an enemy unit. N [from the battle your forces may get dway'. '

v

Raids can cause casualties on both sides. They also rediice both the stamina

B L e e aaien
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Using magic a few times through the course of the game will probably not E
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of the besiegers, since they will be forced to increase their overall vigilance,
and their morale. Raids also tend to disrupt the besieger assault schedule.

EXIT - Select EXIT to return to the main map.

ASSAULTS - The besiegers make assaults based on random criteria, relative
strength, the results of sorties, and overall time in the game. When a minor
assault occurs, an archery segment will take place, as described in the
ARCHERY section under CHARACTER ADVENTURES. The results will affect
the casualties taken by both sides. At some point, Saruman’s Sforces may
launch an all out attack and attempt to take the fortress by storm. This
results in a full-scale battle between both armies and continues until either
the besiegers retreat or the defending force loses the fortress.

Note: To avoid confusion, the same icon is used for both mounted and
dismounted cavalry.
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VICTORY CONDITIONS

DISCUSSION
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Once the Red Arrow arrives from Gondor you have one.game day left to
complete the game. At the end of this final day the computer will assess the
situation and determine your level of victory or defeat. The major factors
considered are:

YOO
TN NN
NP0 N

> a0

- remaining Roban military strength

p
+ 474747

- remaining Saruman military strength

- status of Isengard, Helm's Deep, and Edoras

S S g
. * > 9 4

0’#’5 P

- Saruman, and

- v
+
>

- remaining characters, especially

- v
Q“ +

- who is king in Rohan, and
- Gandalf and Aragorn

The Roban will not send all their forces to aid Gondor. Any Saruman forces
remaining at large will have to be matched by an equal number of
Rohbirrim. If there are enemy garrisons in Isengard, Helm's Deep, or Edoras
at the end of the game, those garrisons will be matched two for one by Rohan
troops. Also, the threat to Roban from the Easterlings will cause them to keep
some percentage of their remaining forces at home. This percentage will
depend on who is king; Theoden could probably send as much as 90% of bis
forces to aid Gondor, while a new king outside the royal family (caused by
battlefield casualties) would find it difficult to send nearly as many of the
remaining Robhan army awa_ﬁ in such critical times. Finally, if Saruman
bimself has not somebow been neutralised, his shadow will continue to
threaten the forces of good; even in defeat, he will have served the Dark Lord
well.
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DECISIVE VICTORY
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You must be able, after losses incurred in battle and garrisoning requirements,
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to send at least 5,000 troops to the aid of Gondor at the end of the games;
and,Gandalf. Aragorn. at least one of the remaining Fellowship characters, \
and at least one of the members of the royal bouse of Roban must be alive

and available.

MARGINAL VICTORY

AN,

Be able to send at least 3,000 troops to the aid of Gondor with the same
character requirements as DECISIVE VICTORY; or

e

Be able to send the 5,000 troops as in the DECISIVE VICTORY requirements
but be unable to fulfil the character requirement.

AL

MARGINAL DEFEAT

Be able to only muster 3,000 troops for Gondor and not be able to fulfil the
character requirement; or

Be unable to fulfil even the minimal troop requirements, but with the
character requirement met.

DECISIVE DEFEAT

Any other result.
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APPENDIX A

THE WAR IN ROHAN

CONVERSATIONS WITH MARSHAL ERKENBRAND

It was in the third year of the New Age, five years after The War of the Ring
that I travelled to the Westmarch of Roban, to speak with the lord of the
Westfold, Marshal Erkenbrand. I bad been chosen by King Elessar for my
affinity with the Robirric tongue. Though Helm's Deep was still garrisoned
at this time, the Marshal maintained bis residence in a manor located west
of there, in the foothills of the White Mountains, near to the Isen as it bent
its way southwest into Enedwaith.

It was a sprawling estate, with great, grassy meadows where splendid borses
pranced and galloped in the bigh swaying grass which was prevalent even
in this, its far western region. I also noted many cattle, of the type common
to that border land.

Upon arrival, I was treated to an extraordinary feast. The great kitcheners
of Minas Tirith would have scoffed at the lack of intricate sauces and
spicing but, though simple, the meats and vegetables were unusually
sumptuous. In addition, many fruits and cheeses were available in abundance,
as was a type of bread which was prepared in thin loaves, crisp from the
bearth on the outside and yet quite light within.

Afterwards, I spend several days either riding with this great lord over his
vast lands, or sitting beside bis large fireplace, discussing the military fine
points of the great battles which bad occurred only a few years prior. He was
still an imposing figure, being only slightly past his prime. His flowing
beard was, unlike that of most of bis people, a deep, reddish brown, only just
beginning to grey at the roots. The conversations themselves were free
flowing, and I allowed the Marshal to speak on any subject of his choosing.
Only afterwards did I compile my notes and select the portions which were
most informative to a military bistorian such as myself:

R U
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ON THEODRED

“As you know, 1 was lord of the Westfold at the outbreak of the war, serving
under the Second Marshal Theodred. I at once moved to Helm's Deep to
secure its fastness. Theodred had no taste for holing up in this great fortress.
He was always a firebrand, and was ever wont to take the battle to the
enemy....

ON WARG RIDERS

“I can recall that the greatest problems that we encountered on horseback
were the Warg Riders, and in particular the wargs themselves. There was
nothing that could frighten horses, even the fine steeds of Roban, like wargs
come to feed and ravage. Even before the war we were aware of this from
the many raids which these fell creatures had made on the manors and
Jfarmsteads over the years. Still, at times this very aggressiveness was their
downfall, as they were prone to charge abead of the rest of the army and so
be cut off and surrounded ...”

HEAVY CAVALRY

“The beavy cavalry could be very effective, particularly when charging.
Few orcs would stand in the face of our lances. Mind you, the timing is
everything - charge too soon and the horses will be tired at contact; charge
too late and you have no momentum ...”"

THE URUK HAI

“Of course, Saruman’s most effective troop were undoubtedly the great
black Uruks, which bhe had bred from orcs and Helm knows what. These
troops could operate in full daylight with impunity, whereas the smaller
orcs would suffer somewhat in the same circumstances. They were trained
to fight in formation, and could use pole arms or their short, broad-bladed
swords with lethal skill. There were several axe-wielding companies as well,

as I recall, and these too were of a feral nature and quite deadly. Evil they
were, but damn fine soldiers ...”

THE DUNLENDINGS

“Of the Dunlendings, they were a fierce people, and wont to attack Roban
at the slightest provocation. It was not difficult for Saruman to sway them
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to bis side. Generally they fought with a conglomeration of weapons and
oddments. Their self-made implements were mostly of questionable worth.
They robbed a fallen man of Roban of bis accoutrements as they might, and
during the war, many bad been armed with steel swords forged in the pits
of Isengard by the orcish smiths. No man of Roban would carry such a
weapon as that, for they looked foul. Yet their edges were keen and they were
as sturdy as any blades made outside of the dwarven forges. The Dunlendings
were fair enough fighters, but better suited to tavern brawls than organised

combat ...”

ROHAN HORSE ARCHERS

*In the main, our men _fought from borseback. The basic formation was the
regiment, made up of three eoreds, each comprised of something between
120 and 150 men. When operating alone, usually some number of each
eored, or about one fifth its size, were mounted bowmen. These were
trained to fire both mounted and dismounted. While borsed, they could fire
both standing still and at full gallop, though with some loss of accuracy in
the latter case of course ...”

ROHAN CAVALRY

“Aside from the borse bowmen, there were two Lypes of mounted fighting
men. The first was the beavy cavalry. These were generally the housebold
guard of the greater lords or of the king bimself. For the most part, each lord
maintained a housebold guard of about an eored’s size. When the war
came, all fighting men would rally to the local chief, who would then move
to provide bis duty-bound service to bis lord. These in turn would move to
the army of the East or West Emnels, or report to Edoras to serve under the
King or the First Marshal. There were also many eoreds of lighter cavalry.
These tended to come from the more outlying seitlements, from the smaller
clans. But they were as necessary and valuable as their more heavily armed
counterparts. You've beard the old saying: “An army without light cavalry
is an army without eyes” They would scout the enemy, and could barry bis
flanks. Thus it was rare that any army of Roban was ever taken unawares

»”

ROHAN INFANTRY

“We also fielded some infantry. Generally, these were of the poorer folk, or
those too old or too young to be expected to ride into battle. Though all our




people are skilled horsemen, and many is the young lad or grandfatber who :’:
can lance an apple from a tree, it is best for both borse and man that only ':‘
the proven riders, half and full grown, be allowed to sit a borse into battle :}
%
TACTICS I R
. . ‘:ﬂ
‘As for our tactics, they are simple in conception, and rely to the greatest :‘:
extent on the skill of our riders. The horse archers and light cavalry taunt X
the enemy and lure bim on to a field of our choosing. Pretending to flee, :'i.
they will suddenly break to right and left, and into the channel thus ':’
created, the heavy riders thunder down on the enemy. Often, this charge :“
along serves to unnerve an opponent. If it does not, generally the heavy ::Q
horse will attempt to disengage, reform, and charge again. T‘bishrequires tI;e kﬁ
utmost from the animals, and there exist no finer steeds for war in the :‘:
world. Many a Rohirrim has been unhorsed and set upon by his enemies, ’:‘
whereupon his mount begins to rear and slash with its booves, often driving :‘a\
off the cowards long enough for the man to regain bis seat. It is no wonder ':(
that to a Robirric warrior, there is no possession more valuable than bis e
horse. In conjunction with the first charge, a portion of the horse archers RN
will move to support the beavy cavalry. The remainder, along with the light ::‘
cavalry, attempt enveloping manoeuvres on either flank of the enemy. t‘«
Being ridden down on three sides, bis units eventually break. That is wbén ’:
the real killing begins...” %
R
THE ROHIRRIC SOLDIER A
“You see, we are a people trained to ride from birth. Man and bhorse are one. ::‘
{ X, Also, a man tends to ride with the same unit throughout his life, so that each NS
* % unit can perform intricate manoeuvres instantly, with only a hand signal %
Jfrom its commander. Not only is each Robirric soldier more than a match :"N
Sfor bis individual counterpart, but when matched unit against unit, the *:)
disparity becomes even greater. This applied particularly to the regular orc :'
infantry, who would mass into buge, unwieldy formations. Except for the ':i
times when we were forced to defend a strategic location, they could never vl
Sforce us to close with them unless it was on our terms. One tbz:ng they could :’:
do, though, was run forever, and only the sun’s rays could cause }bem to *:
falter ...” ' N
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~:4 There were the Warg Riders, of course, and I have already spoken a bit
:’: about those. But they never really functioned as cavalry should. They were
: ever in the van, and were always more interested in pillage than in
:: performing a true service as cavalry. They would never wait for support to
'9‘ engage a foe with whom they appeared even remotely matched. Many times
Q) were able to lure them to battle alone, and turn on them with superior
::: forces, destroying them before the slower moving infantry could relieve
# them. On the rare occasion when they did best an opposing force, the warg
R beasts would inevitably begin immediately to feast, so that if one of our
:‘ units arrived too late to the battlefield to save their fellows, they could often
:: at least revenge themselves upon the slavering, bloated wargs and their
*: milling riders. When routed, the wargs would often turn on those very
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“Manoeuvre, aye, that’s the key. The orcish mobs could never apply all their
strength against one unit. One regiment would fix the enemy, while others
closed on flanks and rear. Never stand and trade blows front to front in a
prolonged melee; that plays into Saruman’s bhands ...”
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FIGHTING WARGS

“What would have made things much more difficult for us, in regards to
Saruman’s forces was that be did not have any true cavalry to speak of.

riders, doing part of our job for us ...”

ORC ARCHERS

“The other potentially devastating element, also underutilised by Saruman
and bis generals, was the vast array of orcish bowmen available to him. To
be sure, these were in the main armed with short bows. Yet the great
numbers of these who were available to fire in unison upon our men could
have been a daunting presence. Fortunately, they would often be in the
forefront, and on several occasions I saw these troops of bowmen pressed
into battle by the weight of their fellows behind. Thus they were much less
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Q0  cffective than they might have been. Also, they were after all orcs, and were
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KX  1otable for their lack of selectivity when it came L0 targets. In their rush to

, 'y 8

:‘. loose their arrows, they would often fire upon their own kind and their

~:o allies. Though incidents like the above can occur with any type of missile
4

troops, with the orcs it came almost to be expected. Still, even an orc arrow
can kill the bravest warrior, and it was always a bigh priority to scatter the
bowmen with an eored or two ...”
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FATIGUE IN BATTLE 2 APPENDIX B
“A tired army is a beaten army - that’s the truth of it. A wise commander ":

4.4

knows when to hold back his men and ensu rethey fight well rested and well

- o v

Jfed. And once the enemy is broken and the real slaughter well begun, a fresh ':: %chg g(g GR?/ (9 g c%/(cg @ GD fg 8@/4 q{ ggg
regiment of cavalry is worth its weight in gold - or blood ...” o:
o“ . .
During our conversations, Marshal Erkenbrand would often let out what ,':‘ g/ze fzislm‘y 0/ eﬂ(i(/(”e g(l"f/l 1$ a /nng, rnm})/m ta/e /ll/[
seemed to be a sigh of reminiscence, and in the eyes of this great horselord, :‘. .
; 3 , " : d il & (d te impossitle to do
I could almost see the lances being lowered, hear the thundering of the :¢‘ (,/ (/ee(/s f(at/z 70(1({ and evil. gt wou pos:
hooves, and the trumpet call of battle. War can be terrible and wasteful, yet ,: ; ; (Z (‘_h; . /,, {,
t was for war that these folk lived. X juslice to such an el)ir stary in these /eu) pages. e 1wl
+ p
(3L
. q - [ “p y oreste ]
At the end of our talks, as I was pre aring to leave, he had this final '*‘ te summarise. J(mvel'er. if you are IHI(I(.SI(({ ]
preparing % attempt
comment: :,: g i - / ({ f/ s wlos
(%4 /earuing more about Middle Earth, its peepte. an e stery
“In all my experience of war, it bas often proved that the determining factor N . o (/ - [ ”
on a battlefield is not the skill of the leaders, or the numbers of the men, but \.:. 0/ the (‘Riny. see the endnotes (1/ this appendia /(., a (s
the size of the stomach that each side has for fighting. In the end, whoever S

could stand the most of it for the longer, he would leave the field the victor.
That is why we have not been beaten in war for over a thousand years,
because we have the stomach for it. It is in our blood."
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(?/ GPI'('/(’SS(U' g(’/('l-é’ll 'S Il’('l'/\"'h'.

Not long after, I departed Jrom the Manor of Marshal Erkenbrand, all the

J N The "Beginnzng
happier to know that we of Gondor could count among our allies such men v ) ) .
: 5¢) i . . A : ((‘J . [/ o (()”g =(/(z(l ((~) ru s [/l(‘ll( /1[
as him. By I the Ifegummg there was Gru, the Jod, q
8 ‘ /
: 5 - ; : 4 \ | ; ‘reale lhe
The preceding was excerpted from “The War in Roban: Conversations with :“ \ :/ was le  creale
L+ \ X
Marshal Erkenbrand’, Suridan, printed by Rimmon Press, F.A.5. A sy y . 3 7(
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Valar. Jhere were /i/teen Valar: seven (orc[s, seven ladies,
and me[éor whe wis a’“Part 0/ eac/%, yet sel)arate /rom
them. Eru taugﬁt each o/ the Ualar a fwrtion 0/ the Song
0/ Creation. Jo Melkor he gave the f]reatest 91’/!5 0/ power
ant/ 4now/e(1§e, a[ong wit/i a s/iare o/ tﬁe énow[e([ge o/ eacﬁ
o/ his brethren. gogetéer tﬁey all sang this song, and the
universe was torn. c)f/)/(e[%or, however, was vain and t/iouyﬂt
te create téings o/ his OWNn, SO that discord arose. But
unteknownst to /iim, out o/ this discord evolved the natural
orc/er 0/ t/iinys: /or t/iere cannot ﬁe feauty wit/iout ug/iness,
nor 900(/ without evil. Then Melkor desired to rule and
te called ’[’or‘(l", and there was stri/e between him and the

other @afar, until /’inaﬂy he was overcome and imprisone([.

g/ie girstﬁorn c/ii[dren 0/ t/w ?oc{s were t/;e e[ves. g/iey
awcke in Middle Earth and soon /[ouris/ze(/ in their new

/iome. cjy[en ana’ (lwarves next appeare(l. fjﬁere was [)itt/e
/rienfls/lip ﬂetween t/1e z{warves an([ t/ie at/ler races. yet t/ze

e‘[ves [aug/it men many t/iings.

gventua”y t/ie e/ves trave”ec/ west over t/fe wic[e sea anc{
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came to live in Eldamar, near Valiner, the home 0/ the
Valar. These elves were called the Eldar. One o/ the

mi?ﬁtiest o/ the gfclar, “eancr, the ?reatest cra/tsman ever

Children o/ 81‘14, made the Si[mari[s. These

60rn among tﬁe
;ewe[s were the culmination 0/ his works and t/iey were the

most geauti/u[ creations to ever have leen made ion all the

universe, both ée/ore and since.

About this time Melkor convinced the Valar to release
him /rom his imprisonment. fustin? a/ter the Silmarils,

oMemor sto[e t/{em anc{, in t/te Froce.s's, slew t/%e /at/ler o/

Jeanor, “inwe, a %ing among the elves. Then it was that
Feanor cursed Melkor and called him c-%/(orgot/i, and @

that name only was he fnown to the elves /orever a/ter.
(-%/(Urgotlg //e(/ /rom Ualiner to his .strong/io[({ in Middle
(c;ar'lﬁ, (eArlg(;an([. geanor turnec[ /u's ta[ent to tﬂe cra/ting
.s'/zie[(/s, and armour, [iglfit

0/ .S'M)OTCIS and ares, .S'FECITS am{

1/et unyie[c[inﬂ. Fe swore a terri”e oat/%, and his sons and
V

éinsmen swore it a(sa:
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““'Jn pursue wit/i vengeance and /iatrec{ ’va[a, bDemon, (C;[/
or eﬂ((lll as yet un[orn, or any creature, greal or sma//,

700(/ or em'/. whe should hold or take or éeel) a Si[rnari[

/rom their }Jossessiou.

cdnd so was /egun the First . ‘17(’. and a/m:y with it the
.s‘u//ering n/ the Noldar (t/fe })enl)/’e 0/’ ‘70(1"01') and the
Gl@ars 0/) "Be/crian(/. f]/ﬁ).s'e wars were /lnug/lyl /'J(’Iuwen the
Noldor and en/-’)/(m’y(zl/; /M' possession (:/ the Silmarils.

07)/(1104 elven tlood was .s'/it)(/, and this 71‘0(1/ house (a/ the
elves was almost ({e.s'tr'(ﬂ!/e(/. ‘71';1(1/(1/, al the /:('.S‘(’(’('/;l.llg 0/
garcn(/i/, the (://s'/)ring (1/ c// and man, the Ualar led a
> N fost /ram Ualiner and crushed (-7/)/(01'701/; once (m(/ /(zr all,

(/e.s‘li‘oying “Bel”erian(/ and en(/iny the First ‘17().
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g/ie cSeconc[ 0/4?8 anc['g/;e GRise 0/ e%/(en

The downfall of Morgoth was not the end of evil in Middle
Earth. Morgoth’s lieutenant, Sauron, was alle to escape
the destruction of Beleriand and the wrath of the Ualar.
He estallished himself as a new Dark Lord in the tlack
land of Mordor, and so was bequn the Second Age.

SJhe elves ftuilt realms in gregion and forien, ma/éing
cra/ts 0/ great Keauty. or their aid in the /igﬁt a?ainst
morgot/i the Ualar gave the /irsl houses 0/ men the great
island 0/ Numenor, which was nearer to ﬁa[inior, and

which Prosperecl greal[y. So great was their migét that

'many o/ tﬁe men o/ .-Wumenor /ecame /}'ea[ous 0/ t/;e

immorta[ity o/ the elves and the Ualar. This }ea[ousy was
/ec[ /y Sauron w/;o af[owetl /;imse[/ to Ke cafturecl fy a great
Numenorean host which assailed Mordor.

cgn t/;e enc/ ﬁis worcls Frovecl too muc/;, ancl t/ie armec[ mig/it’

0/ Numenor sailed /ortﬁ to wrest immorta[ity /rom the gacls
tﬂemse[ves. g/iis armada was clestroyecl /’y tﬂe @a[ar and

v 4

2000
OO C

e . @
0‘ ’Q

-
+
POFOLN

-




<
X
5
»—

2C
X

.. v
e &

with it the great isle 0/ Numener. e/Mas, the tra?edy mi?/;t
4ave 5een o//set i/ on[y 5aur0n too /ia(l feen Jestroyec[ @

$leTe e lo0]

+ 4
+
::: this aven?in? catac[ysm, but on[y his F@sica/ s%ape was
+
v 4
::: Jestroyetl. Shere were many men o/ Numenor who did not

listen to ihe tainted whisperings of Sauron. Of all these,
Elendil was the greatest and he led many ships away from
Numenor tbefore its destruction. These men, called the
Dunedain, established the realms in exile in Middle Earth.
These were cArnor in the north, and Gondor in the south.
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rSauron anc[ (;e tricéec] [;y /;im. rSauran went among t/ze e[’ves

0/ Middle Earth ancf, tﬂou?/z he was not admitted to many
0/ their rea[ms, he was received @ the Elven Smiths 0/
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gregion. These elves were the greatest cra/tsmen in Middle
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Earth since the (lays 0/ Feanor. gﬁrauy/z his guic{ance, tﬁey
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made the (Rings o/ Power. But Sauren in secret made the
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One (’Ring and he Pouret/ the ?reater lz)art o/ his power into
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::f agn t/ie en(l @e[eﬁrim[r/or, t/te ?reatest o/ t/iese e[ven snzitﬁs :f‘
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X and the granc[son 0/ geanor, became aware o/ Sauren - whe "T
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he was and what he intended - and he hid the Three GRings,

> v v v
.4

’:i the greate.s't o/ those to be used /or good. Sauron could not
;E: contro[ w/;at /ée cou[c/ not /inc[ anc[ S0 /ie ma(/e war on t/ie
4

EE: elves and the rest 0/ the Free GPeoP/es. Jhe Elven Smiths
.E: 0/ gregion he e[estroyec[, but still he did not come to possess

- o v v
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the 5’7/11‘66 Elven %ings, <=,4n(l S0 tﬂe fast @/Mliance o/ gfves
ancl GMetz, /or so it was ca[[ecl‘, came /01‘[/1/ to Katt/e 5aur0n,
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E:. and in this host were the 9)'eatest heroes remaining n
(38 ]

4

::‘ Middle Earth. c/]/ler many tattles t/iey ({e/eate(/ his /ou[
A
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::* armies and [esieyeJ him in his Dark gower, the Barad-
.
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""Dur, /or 10 years.
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c4n(/ so /ina/@ was /oug/zt t/;e /ast fatt/e 0/ t/ie 5econd

e

E:i c4ge. SShere on the s/opes o/ GBarad—”pur, Elendil was slain.
g; So alse was gi[-Qa[ac[, éing o/ the remaining Noldor in
E; Middle Earth. But cgsi[t[ur, Elendil’s son, Picéec{ up the
EE: lroken sword o/ his /al/;er and hewed the One %ing /rom
E:E Sauron’s hand. Thus the Second (‘/4?6 was ended, and the
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he Third c/lge and She War 0/ the Gng

Rather than c/estroy the One GRiny, Ssildur chose to éee/v
it as weryui/([ /or his /at/ier s death. w])on his return march
to his lf:ingc/om 0/ Arnor in the nortﬁ, Isildur was stain
/y a host 0/ orcs; the One 6Ring was lost in the greal River
Anduin.

But a creation so /i/[ecl with malice

and pewer could never fe tru[y

lost. gﬁrou?ﬂ the cunnin? o/

the %iny itse[/, it was /oum[

Ify lwo ancestors o/ what were

to lecotre the Feop/e 411014)71\\

il 2
as /iO/‘[lt‘S 5"16090[ ancl g])ea?a( were cousins; }/et any wﬁo

toucﬂec] tﬁe rin?, and esl)eciaﬁy /ie o/ covetous /1eart, wou[c{
te consumed /7 the need to possess it. 'Smeago[ was 0/ this
nature and so he was Possessec]. He slew GDeago[ and took
the GRin?. But it c/iangecl /iim, as it would c/ian?e any who
hartoured it too [ong. He ftecame fknown as Gollum.
ginaﬁy, he was driven /rom his home near the Anduin and
soug/ﬂ re/u?e in the wilds.
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Over the course (./ many hundreds (-/ years Gollum came
to reside c{ee,) in the recesses o/ the ﬂwlsll/ Mountains.
And here he would have remained in .S‘(I/(’ll/, and the One
/’Rinq with him, /nr one (-/ the re/alil'e/l/ miner pewers the
ﬂill? ron/erret/ was that (-/ im'isi/'i/ilzl te its wearer. But
the ‘Rinc] [om}et[ to be reunited with its Dark /-’l){asler, and
so 1l s[iFPet[ /rnm Gollum 's /inqer. Here nei, the /ale.s’
reak in upon this tale. For the /'Rinq was /('un({ not /f/
any ‘o/ the minions (‘/ evil so ,)(«,)u[(-u.s' amaong these IJea/{s,
fut /1/ Bilte Baqqins. a .s'iml)/e hottit, on an a/lf-qellter

unrefated mission 1o .s-['a‘z/ a ({raqnn.

The dragon was slain and Bilte returned te Heolliten in
the Shire and there resided happily fer fifty years. U hen
he felt the urge to leave the Shire, Bilte, with the aid of
the wizard Gandalf, lequeathed the Ring to his nepherw
Frodo, and with a clear conscience travelled to live with
the Elves at Rivendell.

ENDNOTES

The Silmarillion, J.R.R. Tolkien, edited by Christopher Tolkien, George Allen & Unwin (Publishers) Ltd. 1977.
The Two Towers, J.R.R. Tolkien, George Allen & Unwin (Publishers) Ltd, 1965.
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THE FELLOWSHIP OF THE
RING

GANDALF
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Gandalf is one of the Istari sent by the Valar to Middle Earth to unite the
Free Peoples against Sauron. He never sought to control or dominate these
races as did Saruman. Instead, be chose to bring out the inberent strength
Sfound in all those he encountered.
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Gandalf had many adventures in the Third Age. In TA 2063 be ventured
into Dol Guldur and discovered that the so-called Necromancer was
actually Sauron in biding. His ruse uncovered, Sauron was forced to
retreat to Mordor.

- v o v
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Around TA 2941 Gandalf persuaded Bilbo Baggins, a hobbit of the Shire,
to accompany a group of dwarves on their quest to regain the Dwarven
realm of Erebor from Smaug the dragon. It was on this quest that Bilbo
found the One Ring. Gandalf, suspecting that the Ring was the One Ring of
Sauron, bad the Shire closely watched.
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Gandalf soon confirmed his suspicions about the Ring and set events in
motions to destroy it. This was not easy, for the Ring can only be destroyed
in the fires from which it was made: in Mount Doom, located in the heart
of Mordor, Sauron’s realm.
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In late December, TA 3018, the nine members of the Fellowship set out from
Rivendell to accomplish this task. In the long-abandoned Dwarven realm
of Moria, the company was attacked by a Balrog, a demon of fire and an
ancient servant of Morgoth. Gandalf fought the evil being, and both
blummeted into the depths as the bridge they stood upon broke. The

Fellowship members are unclear about the fate of Gandalf; most fear be is
dead.
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Gandalf appeared as an old man, usually stooped over bis staff. He had
grey hair, a long grey beard and wore long robes of grey. Gandalf was
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respected and revered among the Wise. He was kind and gentle, although
be could be frightening when angry. Gandalf followed the wishes of the
Valar, never bullying or forcing bis will on others. Instead, be chose to
convince andpersimde. As with all the Istari, much of Gandalf's power lay
in bis staff.
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ARAGORN

Aragorn is the beir of Isildur from the lost line of Dunedain kings. He was
raised by Elrond in Rivendell to keep his lineage secret from Sauron. He
spent many years in the wilds, learning the customs and ways of various
peoples. He rode with the Rangers of the North as they protected the lands
around Arnor. In TA 2956, Aragorn met Gandalf and the two became fast
friends. He bas travelled on many missions for Gandalf.

Aragorn became a member of the Fellowship and assumed the role of leader
when Gandalf fell in Moria. At the breaking of the Fellowship, he made the
decision to try and rescue Merry and Pippin from the orcs instead of
following Frodo into Mordor.

Aragorn is tall, even for a Dunedain. He bas black bair and grey eyes, with
a stern and rugged face. Aragorn is wise and just. He resembles his great
ancestor Elendil in body and thought. Aragorn bears the great sword
Anduril, and be uses it to great effectiveness.

BOROMIR

Boromir was a Dunedain of Gondor, and son
of Denethor, the ruling Steward. In June, TA
3018, he travelled to Rivendell in
search of an answer to a dream.
There be participated in the Council
of Elrond and became a member

of the Fellowship. Boromir could

not understand why the One Ring had
to be destroyed. He wanted to use it to
protect Gondor from Sauron. Hewas unconvinced
that it could only be used for evil.

>
When the company arrived at Parth Galen, @‘\\m
Boromir tried to take the ring from Frodo, \55\‘\ & %
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Q)  Sorcing the hobbit to continue on to Mordor without the rest of the company. :i: s FRODO BAGGINS 7
‘4 . . .

8 Boromir immediately repented, and died trying to save Merry and Pippin K ’:: :::
;:‘ J;’ om “’b“"d of Saruman’s orcs. - ::‘ BQ  Frodo is the nepbew and beir of Bilbo Baggins ¥
) oromir was a strong and bhandsome man. His great skill in battle was R f\ As such, when Bilbo left Bag End to live in Ne)
¥ , .- {
':‘ tempered by bis unyielding pride. He bore a great born that be sounded ::: ~:' Rivendell, Frodo inberited the One Ring and ’:‘
. . . . . 4
:.‘ w.be.’never be wfzs in trouble. It is said that this horn was beard in Minas ,: :: all ‘its terrible responsibilities. In TA 3018, -;:‘
8 Tirith before bis death. % KR Frodo, along with Sam, Merry and Pippin, 4%
;o‘ Ve O left the Shire to go to Rivendell. Along v
¥ LEGOLAS NS t
v - the way Frodo met Aragorn and was
+ v 4 LR +
K v B0  almost killed by the Lord of the Nazgul. " ~::
% . ! d . ) ] -
% {ego‘las isa Smdaf'm elf from the Woodland Realm of Mirkwood. His father :0' :.’ Only the great bealing powers of e ‘ :*‘
> is King Thranduil. Legolas travelled to Rivendell and took part in the ‘:~ ':' Elrond saved bis life. At the Council 2 ':‘
.:. Council of Elrond. He became a member of the Fellowship representing the :‘: :’: of Elrond be was chosen as the :‘:
}:‘ elves. Legolas and the flwarf Gimli established a friendship during their ?: ::‘ Ringbearer. ’ﬁy .
) quest together, something quite unusual between elf and dwarf. At the Re) "u :’:
[3Q) ; ; L y : il £y 300 + )
.: brelalemg of' the Fellowship, Legolas travelled with Aragorn and Gimli in :Q' When the Fellowship reached Parth Galen, Frodo was torn. He did not want :o‘
K their pursuit of the orcs that captured Merry and Pippin. Q) ‘o take bis friends into Mordor and possible death, yet be did not want to O
$ 3
! \ ‘o: continue alone. When Boromir tried to take the Ring, Frodo made bis :‘:
}:‘ Legolas, like many ?lves, is tall and fair, baving blond bair and blue eyes. (: choice. He slipped on the ring, became invisible, and tried to leave for k:
:’: His weapon of choice is the bow, and be is very Dproficient with it. Legolas :*: Mordor alone. However, at the last moment Sam, guessing Frodo’s mind, :*:
4 4 : 2e + +
’: als? bears a short sword. However, be is a better defender than attacker. :,‘ leaped into the bobbit’s boat. At least Frodo would not make the dark )
:‘: Being an elf, Legolas has little knowledge of men and their ways. .:. Jjourney alone. ::‘
X R %
+
GIMLI X SAMWISE GAMGEE (SAM) X
v 4 + "
+ A T ] ! rd 43
;:‘ Gimli is a Idwarf of Durin’s Line. He travelled from Erebor to Rivendell to B0  Sam was the gardener of Bag End, the home of Bilbo and Frodo. Sam spent ':*
R take part in the Council of Elrond. There he became a member of the :‘, many a long night listening to Bilbo’s tales of far off lands and adventure. :‘,
4 e . ol + +
R }jellowsbzp. He was also the first dwarfto enter the elven realm of Lothlorien RR  The elves were of particular interest to him. One day be was caught KN
(X in athousand years. O  eavesdropping on Gandalf and Frodo and was chosen as Frodo's servant 4
KX for the journey to Rivendell. vyl
Gimli is short and stocky. He bas red bair and a full red beard. He bears a :’: . :‘:
: 1 y . . . . . . . . * 3
large axe, which l.ae uses with frightening skill. Gimli is a typical dwarf in :“ Sam is very hobbitish, liking good food and distrusting almost everything. :“
the sense that be is gruff and moody He does not have the patience of the ‘:‘ Houwever, be is loyal to Frodo and would give bis life for bim. ~:‘
others in the Fellowship. \;:' N
- 3N MERIADOC BRANDYBUCK (MERRY) "
% 15%¢)
* +
RN Merry is a bobbit of the shire and one of Frodo's closest Jfriends. He :“
»:4 accompanied Frodo on- bis journey to Rivendell and went through many .:o
;o‘ trials. At Rivendell be became a member of the Fellowship, against the better e
t:‘ judgement of Elrond. At the breaking of the Fellowship, Merry and Pippin 4
;:: were captured by a band of orcs. ;::
[y | o
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G D &3 APPENDIX D K3
Rl el 4 4 ' 42
Pippin is a hobbit of the Shire and a close friend to Frodo. He accompanied ’:‘ ’:.
Frodo and the other hobbits to Rivendell and became a member of the R
b v 4
Fellowship. Pippin enjoys the things dear to all bobbits: good food and good X PEOPLE AND PLA CES OF v}
stories. However, his curiosity is unusual for a hobbit. Thi j W o,
: Yy : fe bis tends to get him (3% ROH 4 N (X
into more trouble than he would like. ' K
.
’:‘ ::4
Pippin is currently a captive of the band of orcs that attacked the Fellowship ~ §3 N\ Between the Ered Nimrais (White Mountains) to the south, the Misty — §
at Parth Galen. Ve 8 Mountains and Fangorn Forest to the north, the Emyn Muil to the east, and Q)
:o‘ :0' the river Isen to the west, there lies the great fertile land of Roban. The land O
‘:. ‘:‘ is rich and green, covered with rolling bills and tall grass, the ideal place WA
v 4 P)
:*: .:. Sfor raising borses. Here dwell the Robirrim, Horse Lords of Middle Earth. :‘,
+ 3 +
t
(3¢ \{‘ .
+ 4 LA (3L
W e X THEODEN )
* v o A
(3 ¢ * ’:
* (3 ¢ L4
:.: ‘:. v:' Theoden is the seventeenth king of Roban. He assumed the role of king at s:‘
.:. :‘: , :0: the age of thirty six. His life seems to bhave been marred by tragedy. :02
\ ¢
}“ g: Y Theoden’s wife, Eifbild, died giving birth to their only son, Theodred. His i
4
85¢) i BN sister Theodwyn and her busband Eomund were killed leaving their :‘:
v o * 4 8 +
Q»’ A g :.‘ children, Eomer and Eowyn, orphaned. Theoden took in bis sister’s children :.‘
¢
v 3 ) N and raised them as bis own. However, the effect of these losses in bis life was Ne
5¢) + ?, : o
A :‘: :.: great, despite the fact that Theodred and Eomer have grown into fine beirs. :’:
+
(X 2 1% +
v 4 k‘ “ “
‘:4 :{ :', Since the elevation of Grima Wormtongue to the position of Chief Counsellor, :‘:
X ]
:,‘ .:« ) Theoden’s despondency bas grown worse. Those around bim fear that the '1‘
L4
.:‘ :" ,:‘ growing power of Saruman will defeat Roban if something is not done soon. :‘.
+
*y? 5% ¥ Both Eomer and Theodred favour an attack on Isengard. "3
{ v v { ¢ 8 bA
o [+ >
X, 3 t %
o >
:': 0 ¥R However, neither bas the power to sway the king’s decision and, due to their !
+ 3¢ *) 'y 8 D¢
% .:. Q) views, both have fallen into some disfavour with the king, particularly o:«
:} K KN Eomer. !
(3G 2 o o)
& EOMER 3
\ ¢ \
3 t L3¢
Y ‘e
* 4 AR + 4
*» > ¢ ¢+
4 v 4 4
‘ :‘. .:, Eomer is currently the Third Marshal of the Mark. He is in command of ;:.
+
e *e eastern Roban, or the East Emnet. Eomer is a valiant warrior and a brave %
* 4 $‘4 > L v 4
.:. Q) commander. He is not an ambitious man, and holds great respect for .:o
;o‘ ;.‘ Theodred and the king. He wishes to put an end to the threat of Saruman Yy
’b:‘ '>:~ but, because of bis openness, be bas fallen into Theoden’s disfavour. Some )
'y:: ,:: " say this is due to Grima’s counsels. ;::
— e =
0"0 :;4 Q'l
Qf of Y ~ ~ ~ v Y - ~ ~ -~ ? - - - ~ - - - R R4 < ~ v -~ - ~ ~ v %
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K THEODRED | @Q Pim to use the Palantir of Orthanc to gain information. Unfortunately, VA
.:. | R Sauron bas the controlling Palantir and soon ensnared Saruman. Though o
_;:* Theodred is the Second Marshal of the Mark and the only child of King BQ e does not realise it, Saruman is now notbing more than a puppet for the ~:<
v Theoden. He bolds great respect and affinity for Eomer. Knowing the Q) RN Dark Lord. t‘.
:‘: strategic importance of the Fords, Theodred is prepared to hold them at all ':‘ R ':‘ ’:‘
,: cost. It is only a matter of time before Saruman’s forces attack. ;:‘ | :*‘ Gandalf soon realised that Saruman was looking for the One Ring and that ::’
¢ - ;
,:, :.: < be wished to become a dark power in Middle Earth. Gandalf now knows :0:
.;:‘ ERKENBRAND v B that Saruman must be defeated before the ‘real’ war can begin. bor
; \ 13
3¢ k‘ D A
+ o + 4 . 3 v 4
Q) Erkenbrand is the Master of Westfold and the Commander of Helm’s Deep. %) | O0 Saruman resembles Gandalf, the difference being bis dark grey bair and %
¢ . . i Ko K 8 grey K
,: He is a renowned warrior of great skill and a charismatic leader. e & beard and the colour of bis robe. When Saruman began looking for the Ring &
:.: ':: }:‘ be renounced White and became Saruman of Many Colours. His robe ‘::
L v 4 2 (3
»:« ,:,’ BN reflects this change. Saruman’s spies roam the lands searching for the Ring RS
. + Y
\5‘4 FEOWYN 154 | &R ;s be gatbers bis armies of orcs and Dunlendings. [
+ LR 1 €% 8 & ‘4
v 4 * 1 26 *
X B¢ ¢ 26
(4 . - . ) $. 1 K3 +
':’ Eo'wyn is fbe sister of Eomer and the niece of King Theoden. Eowyn is a :o‘ | & HEIM’S DEEP ¥
C ‘; shield maiden, or female warrior. Of late, she serves Theoden at bis court, {:'4 | »:' b g C b e b ':‘
v : . . ) .
8¢ boping to temper bis judgment against the counsel of Wormtongue. *sl | &S A0 Eleaping Coumb ORSHESHUTYIIDR R TIehyee 1s B ietbest O o K5
- ;:‘ XX in Roban. Built by Gondor, Helm's Deep was later strengthened by the ;:‘
N Riddermark. During the long winter of TA 2758, Helm Hammerband, 5¢
GRI s i / S X
'MA WORMTONGUE }:: ninth king of Roban, took refuge bere from an invading force of Dunlendings, ;::
. , . bus giving the foriress its name. (3
Grima is currently the Chief Counsellor to Theoden. Theoden trusts Grima i N v i R
but there are many in Roban who do not, including Eomer, Fow K. 5%
2 3 yn and X p o ) W
Theodred. Since Grima became Theoden’s counsellor the king bas fallen C t: }Zelm e als; g .tbe Horn&;u;g, 1,: {ocatebd T b L 2
into apparent dotage. Many in Roban worry about the future of the K ;Iat Zunsfrom i Die:pmg Co;)m e mt; tdebcave ofl,ltlg[lyar?nd. o K
P : ; i | & orn is a J
Robirrim with the growing threat of Saruman and the indecision of the ’:* urg. e ?fs il surr(?%m -4 i . i .an ‘:‘
L BV outcropping of the mountain. Around this cleft of rock runs the Deeping 3¢
) :;: stream. The Deeping Wall runs across the ravine entrance, effectively :‘:
SARU. B0 closing off the caves to any outside force. The stream and the wall provide 0:*
MAN { f:, a formidable defence against any bostile attack. In fact, if the caves are N
v 4 ik [ ki
Saruman is the greatest of the Order of Wizards, the Istari. In TA 2463 bhe ':* ;l{e” st;)c/efd 5 s s MRk W i1 o . 3 :::
was made head of the White Council, an order that included Gandalf, fs HIGAHS, 308 | ¢
2 4
Elrond, Galadriel, and other powers in Middle Earth. Their goal was to ’:‘ :::
destroy Sauron once and for all. ] ;“ EDORAS ;"
’t: Edoras is the capital of Roban. It is located at the foot of the river ’::
. . . ¢ Y
Saruman knew much of Sauron and bis ways. In the beginning, Saruman .:‘ Snowbourn in the Ered Nimrais. Leading up to the gates of Edoras lie the .:.
used this knowledge to belp the council. However, be soon began to envy ‘ :s‘ sixteen burial mounds of the past kings of Roban. The city itself sits atop a :“ )
Gandalf and the respect be received from the others in the council. He , »:o green bill and is surrounded by a small wall and dike. Inside, houses peak »:4
became filled with jealousy and secretly started to covet the One Ring. ;9 over the top of the wall and in the centre of the city stands Meduseld, the {:‘
Saruman delayed the council’s actions against Sauron in Dol Guldur, '*:‘ Golden Hall. This is where Theoden, seventeenth king of Roban, holds 3
hoping the Ring would be found. Saruman’s desire for the One Ring caused | :‘: court. :’:
1 )
* V'O
>, +
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The city of Edoras is not built to withstand a prolonged siege. In times of
trouble, the king moves the court to Dunbarrow, a vale located south of

Edoras in the Ered Nimrais.

ISENGARD

Isengard is one of the mightiest fortresses in Middle Earth. 1t is situated in
Nan Curunir (The Wizard's Vale), between the out thrust ends of the Misty
Mountains. Built by Gondor at the end of the Second Age, Isengard is
surrounded by a bigh rock wall called the Ring Isengard. This wall encloses
the vale of Isengard, roughly a mile in diameter. At the centre of the vale is
the Tower of Orthanc. This tower is built of jet black stone, and rises some
five bundred feet in the air to end in four spires.

Early in the Third Age, the realm of Gondor maintained Isengard as an
outpost to guard the Gap of Roban. There they kept one of the four
remaining Palantir, or Seeing Stones. When the land was given to the
Eotheod, Isengard was deserted. It remained as such until TA 2759, when
Saruman the White, Head of the White Council and one of the Istari, asked
for the Keys of Orthanc in hopes of belping both Roban and Gondor.
Saruman resided there in relative peace until, in TA 2953, bhe claimed
Isengard for himself, secretly coveting the One Ring. He then proceeded to
dig great pits in the vale and build caverns to bold the armies of orcs, half-
orcs, and Dunlendings he was gathering. There be waits, biding bis time,
gathering bis strength for just the right moment to eliminate the Robirrim
and conquer Roban.

FORDS OF ISEN

The Fords of Isen guard the only known crossing of the river Isen to the lands
west of Roban. This makes the Fords strategically important to not only the
Robirrim but also the forces of Saruman. Theodred, the son of King
Theoden, is currently at the fords. He realises their importance and will
hold them at all costs.

FANGORN FOREST

Fangorn Forest is the last remnant of the Great Wood that once lay across
the vast expanse of Eriador. It is a very old and wild forest. There are places
of darkness in the wood where not even an elf would dare tread. This wood
is the reputed bome of the Ents. However, no one is really sure since no one
bas ever seen an Ent (at least not lately).
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APPENDIX E

THE FREE PEOPLES OF
MIDDLE EARTH

What follows are descriptions of the races who oppose Sauron.

ELVES

The elves are the Firstborn. They are the eldest and noblest race in Middle
Earth. Some elves, the Noldor, Teleri, and Vanyar, went and lived in the
Blessed Lands. These elves are sometimes referred to as the Eldar. Others, the
Sindar and the Silvan elves, never made the journey, choosing instead to
establish their own kingdoms in Middle Earth.

The elves are also the fairest of all the races in Middle Earth. They average
over six feet in beight and are slender in build. They are graceful, strong
and resistant to the forces of nature. They cannot die from natural causes,
but can be killed in battle.

The elves love all things beautiful and fair, particularly the wonders of
nature. It is for this reason that many settled in the wooded regions of
Middle Earth. During the First Age, the elves established many realms in the
lands of Beleriand. There they grew in power until the defeat of Morgoth
and the ending of the First Age. The Second Age found the elves’ power
lessened but still dominant in Middle Earth. The Third Age saw the elves in
decline. They are no longer the dominant race, having been replaced by
men. Indeed, there are only a few elven settlements left in Middle Earth, the
largest being Galadriel’s realm in Lothlorien and Thranduil’s kingdom in
Mirkwood.

MEN

Men were the Secondborn after the Elves. They were befriended by the elves
who taught them many things. However, they were also approached by
Morgoth and many fell under bis shadow. Those who did not often helped
- the elves in their wars against Morgoth and Sauron. They were the ancestors

of the Dunedain and the Robirrim.
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The bighbest race of men were the Numenoreans who established a great ?
empire on the island of Numenor in SA 32. There they flourished and often :‘;
sent armies to belp the elves in their battles with Sauron. In SA 3262 Ar- v:«
Pharazon, King of Numenor, took Sauron prisoner. But Sauron convinced N
the king to attack the lands of the Valar in an attempt to gain the ’:4
immortality of the elves. As a result, the Valar destroyed Numenor. There :“
were many who did not listen to Sauron and were able to escape the ':‘
Downfall of Numenor. Led by Elendil, these men, called the Dunedain, :’:
sailed to Middle Earth and established the realms in exile, Arnor and %
Gondor. The Dunedain split into two groups, the Dunedain of the North ::;
and the Dunedain of the South. :"
he

*.4

The Dunedain of the North established the realm of Arnor. The realm of :::
Arnor began to decline when Isildur, Elendil’s son, was slain in the Battle %
of the Gladden Fields. In the Third Age, the true Dunedain blood is carried :‘;
on by the Rangers of the North. ::‘
e

(3¢

The Dunedain of the South established the realm of Gondor. The line of ::f
kings in Gondor Jailed many times over the years because few heirs were %
born and many kings died at an early age. The Dunedain blood was also :‘:
tainted by the intermarriage with common men and by the love of luxury ’:‘
inberited from their Numenorean ancestors. By the time of the War of the ¢}
Ring, the Dunedain of the South have dwindled in number and stature. :::
%

The Dunedain are tall with dark bair and grey eyes. The average :‘:

lifespan of a Dunedain of pure blood is in excess of 200 years. 0:*

They are well known for their great wisdom and knowledge. :‘-.

‘:6

The other race of men ¥

important to this tale are RN

the Robirrim.In TA2510, QR

the Men of Eotheod rode :“

i i.s out of the north and *:‘

‘arrived in Roban just in )

. time to save the land of :.;
Gondor from defeat in the Battle N¢)

of the Field of Celebrant. As a ::‘

reward for their service, Cirion v:i

of Gondor gave the land of NN

Rohan to the Eotheod. The ¥

% = -Eotheod, orRobirrimasthey R
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now call themselves, swore the Oath of Eorl to come to the aid of Gondor

¢/

4

KR whenever asked.

.:‘ The Robirrim bave lived in the land ever since, raising borses and farming
1 their fields. They are tall and blond, with fair complexions. They are a

E:: bardy, strong folk with lifespans of about 80 years. The Robirrim have a
': great love for borses and are among the best horsemen in Middle Earth. Yet
:,: Sfor all their martial prowess, the Robirrim are a cautious people. They have
,:. been forced to fight many wars and do not wish to get caught up in another
f“ without just cause. However, once committed, they are fearsome opponents.
0:‘

R DWARVES

v @
+

+
POFOSN

Before the elves awoke, the Valar Aule created the Seven Kings of the
Dwarves. Eru discovered this and was angry because they were created

-

¢

[9¢]
.:4 beyond his thought. However, when he realised that Aule created them out
:ﬁ of love, Eru made a place for them, with the condition that they awake after
) the elves.

o)

A

The dwarves are divided into seven lines, each with its own king. The most
famous of these kings was Durin.

v, v v
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+

+

His ancestors form the most important line of dwarves in the Third Age. The
dwarves settled in many places in Middle Earth: Beleriand in the First Age,
then Moria, Erebor, and the Iron Hills in later Ages.
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:,‘ Dwarves average four to five feet tall. They are of stocky build and very
NN  strong. Dwarves are proud and unforgiving, often using their axes to do
* " > . g

:‘: their talking. They feel strongly about debts of all kinds. It is said that any
g: Sfavour or harm done to a dwarf is always repaid in full. They are great
:;: craftsmen, and make beautiful items of stone and metal. Their love of gold
0:a is one of their greatest flaws. Dwarves live to over 200 years of age. During
:“ the later ages their numbers have declined as wars and few female births
’:‘ have taken their toll.
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K HOBBITS
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The bobbits are most closely related to men. They appeared in the First Age
but remained aloof from the other races. In the Third Age around 1600, a
group of hobbits established the Shire, directly in the middle of what was
once the kingdom of Arnor, in the land of Eriador. They bhave lived in this
land in relative peace since then.
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)  Hobbits are small, averaging around three feet tall. They tend to resemble

:»: small children, bowever their eyes betray their true nature. The tops of their

o feet are covered with a coarse bair which eliminates the need for shoes.
Hobbits are a bappy people who generally keep to themselves. They are
distrustful of the ‘big’ peoples, enjoy the simple things in life, and generally
JSrown upon excitement or adventure. However, in times of danger they can
exhibit great courage and strength.

ENTS

The Ents or Tree Shepherds appeared before the elves. However, they were
‘asleep’. When the elves appeared they woke the Ents and taught them how
to speak. The Ents once occupied the great forest that stretched across
Eriador from the Old Forest in the Shire to Fangorn Forest, just north of
Robhan. As the ages passed on, the forest dwindled and along with it, the

be

E:i Ents.

k:» The Ent stands over ten feet in beight and resembles a cross between a man

::: and a tree. Ents are slow and deliberate in thought and action. However,

;;‘ once aroused they can be an extremely powerful force, rending stone and

»:: uplifting buge amounts of earth.

* A
Ents are a solitary people, not trustful of the other races. But, at the same
time, Ents are curious about races they have never heard of, hobbits being
one of these. Of late, Saruman’s orcs bave been coming into Fangorh Forest
cutting and burning the trees, furthering the Ents’ hatred of them.
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EVIL BEINGS OF MIDDLE
EARTH

What follows is a description of the beings and races that serve the forces
of evil.

SAURON

Sauron is a fallen Maiar and was the lieutenant of Morgoth. He was able
to escape the destruction of Beleriand and Morgoth in the First Age. He
continued the war against the other races in the Second Age, dooming the
great Dunedain kingdom of Numenor and terrorising the realms of Arnor
and Gondor. His greatest achievement was tricking Celebrimbor into
creating the Rings of Power, thus allowing Sauron to create the One Ruling
Ring. However, during the siege of Barad-Dur at the close of the Second Age,
Isildur cut the Ring from Sauron’s finger, ending this threat for a time.

Sauron has recovered and now occupies the fortress Barad-Dur in Mordor.
His goal is nothing less than enslaving all the races of Middle Earth to bis
iron will. Only with the One Ring in bis possession can be accomplish this,
for it contains a great deal of bis power. His servants are scouring the
countryside, searching for the Ring. Meanwhbile, bis armies are gathering,
and it will not be long before he strikes.

NAZGUL

The Nazgul, or Ringwraiths, are the servants
of the Dark Lord, Sauron. When be
created the Rings of Power in the
Second Age, he gave nine to great
kings of men. These men lived
long lives of evil, eventually
succumbing to the power of the
Rings. This power transformed them
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into shadows, neither living nor dead.
The Nazgul wear robes of black and
ride great winged steeds. They cannot
be destroyed as long as their master
Sauron survives.
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The Nazgul serve as messengers and scouts at need, but they also lead the
armies of Sauron. They wield great power and cause fear in the bearts of
all they encounter. Not only are the Nazgul proficient in the ways of magic
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Wargs are huge, powerful wolves. They are extremely evil and love killing.

.4

T

L4
NS but they can detect its use at great distances. Once detected, the Nazgul are : N\ [t is for this reason that they are often used as mounts Jor orcs. The
;:: usually sent to investigate. ::: combination makes a formidable fighting force, as their ferocity in battle
,: ,: is unmatched.
, ORCS R
':‘ | _r:~
N During the First Age Morgoth captured many elves and twisted their minds fﬂ
»:4 and their bodies. The result was the creation of the orcs. Orcs occupy »:4
:f tunnels and caverns under the many mountains of Middle Earth, preferring ::‘
' the darkness to the light. They are skilled in mining and crafting. While :,:
,:. their weapons are not works of art, they are extremely effective. Orcs bate “ .,t‘
- all things good and beautiful, preferring to kill and destroy whenever | 3 t“
.:a possible. They are an extremely vile race, bhaving no compunction about bb:a
;:‘ killing even their own kind. Only the force of some greater will can keep “l'.g;:'
v them from fighting among themselves. RS
50) 1 &R
}: Orcs vary in appearance from tribe to tribe, but they tend to be somewhbat i b‘f:
short and bow legged with long arms, squinty eyes, sharp fangs, and evil- “ :::
looking faces. They wear a motley assortment of clothes and armour. Pl :.‘
There is a special breed of orcs that Sauron bas created called the Uruk-hai. E‘: :Q:
They are a cross between man and orc. These orcs are larger and even more
fierce than their smaller counterparts. They operate freely in the daylight I :‘:
and are superior warriors. Saruman and Sauron use them to great effectiveness. ) *:*
| S 'v:4
DUNLENDINGS | &8
v
The Dunlendings are a race of men who occupy the land of Dunland, just ¥ 4 :*:
west and north of the Fords of Isen. They are not so much evil as they are »z« it ~:~
bitter. Early in the Third Age the Robirrim drove the Dunlendings out of :f) | :“
western Roban. This was never forgotten by the fierce Dunnish clans. :; ! ‘ :::
Saruman used this hate to further his own plans and enlisted the aid of the * }:
Dunlendings. To date, Saruman bas marshalled quite a force of these men. ::; f :::
VA YA
The Dunlendings are a rustic people, of medium beight, who are primitive 5:‘ ‘ ::4
and superstitious. They are fierce one-on-one combatants; however, their 0? L ':‘.
poor weapons and lack of organisation can binder them in a large battle. NS | ;:’
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One the Nine Rings given to the Kings of Men produced the desire effect.
These King were enslaved by the power of the Rings, and eventually became
Sauron’s chief servants, the Nazgul.
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SOME IMPORTANT ARTIFACTS
OF MIDDLE EARTH
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.:o Sauron then marched bis armies against Eregion, with the bope of gaining

RINGS OF POWER :" the elven rings. A long fight ensued and Sauron was eventually beaten back
-

) ) ) 0 Mordor, although not before eliminating most of the elves in Eriador.

During the Second Age, the greatest craftsmen in Middle Earth were the *od
Elven Smiths of Eregion. R

! f Eregion. There the Elves wrought powerful swords, armour, ¥y When the One Ring was taken by Isildur and, in turn, was lost in the

and other items of great value. However, these paled in comparison to the
Rings of Power.

POFess

Anduin, the three elven rings could fulfil their original purpose. As long as
Sauron did not bave the One, the three could be used to protect and heal.
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In SA 1200, a Maiar named Annatar came to
the elven land of Eregion. Annatar convinced
the Chief Elvan Smith Celebrimbor to create
the Rings of Power: nine for mortal men
and seven for the dwarf lords. Celebrimbor
was unaware of the fact that Annatar was
actually Sauron in disguise. Learning
all be needed to know, Sauron
retreated to the Chambers
of Fire in Mount Doom. There
be began fashioning the One
Ring. Sauron poured much
- of bhis own power into this
ring with the hope of ,
enslaving the others. At the ‘
same time, Celebrimbor
began making three rings [
for the elves. These rings,
though akin to the nine and
the seven, were more powerful
and were made in secret.
They were made to protect and beal, not to control and dominate.

+

The greatest of the three, Vilya, was worn by Elrond and used for bealing
and protecting bis refuge at Rivendell. The second of the three, Nenya, was
worn by the Lady Galadriel to protect the elven realm of Lothlorien. The
third ring, Narya, was given to Gandalf by Cirdan the Shipwright and used
to help bim in bhis mission.
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The One Ring appears as a plain gold band. When worn, the Ring makes the
wearer invisible. It also extends the natural life of the user. However,
because it bas much of the Dark Lord’s power embedded in it, it is wholly
evil. It will consume all who use it before long, trying to satisfy its bunger.
It encourages fear, distrust and bate in all but the most powerful (or the
most simple). The ring is especially tuned to Sauron and seems to have a
mind of its own, always trying to return to the Dark Lord. If Sauron should
ever regain the One, all will be lost.
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PAILANTIR

+

<
£

-

The Palantir, or Seeing Stones, were among the greatest creations of the
Noldorin Elves of Eldamar. These seven stones could ‘see’ things far away
in time and space. They were used for communication on the island of
Numenor until Elendil brought them to Middle Earth and placed them
around his realms of Gondor and Arnor.
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When Sauron finished the One Ring and put it on. Celebrimbor instantly
became aware of who and what he was. He immediately bid the three elven
rings. Because the Dark Lord had no hand in their making, they could not
be controlled by the One. This, along with the fact that the other Rings of
Power did not fully work as be boped, infuriated Sauron. The Dwarf Lords
were not enslaved, but only made greedier for the gold they already loved.
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Over the years many of the Palantir were lost. When one was captured by
Sauron, the others became dangerous to use because the Dark Lord could
force his will on the user, even over a great distance. Saruman, who has
possession of the seventb stone, bas found this to be all too true. His use of
the stone to gain information of the Ring has caused him to become an
unwitting pawn in Sauron's game.
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T 8 APPENDIX F
The Mearas are the greatest horses in all Middle Earth. They can only be . :::
found in the land of Roban. They are extremely strong, intelligent and fast. )
Because of their great beauty, it is said that the first Mearas was brought A ':' TIME‘LINE OF GRMT EVENTS
over from Valinor. The Mearas, except for Shadowfax, allow none but the b :"
King of the Mark and bis sons to ride them. z':‘ This timeline begins with the Second Age. Time in the First Age is not
?Z‘: included bere because it was recorded by events and not by date.
Shadowfax is the greatest borse in Roban and was the steed of Gandalf. It {::.
is said that Shadowfax can even outrun the flying steeds of the Nazgul. | &C SECOND AGE
Gandalf rode bim bareback as the borse would accept no bridle. ‘{:"
‘ ‘:: 1500 - Elven Smiths of Eregion begin forging the Rings of Power
ANDURIL I::. 1600 - Sauron forges the One Ring. Celebrimbor discovers Sauron’s
| §& treachery.
In SA 3441, the Last Alliance of Elves and Men laid siege to Sauron’s tower, ‘ ":':: 1693 - War of Elves and Sauron begins. Celebrimbor bides the
the Barad-Dur. The leaders of this alliance, Gil-Galad (an elven king) and | 5:.‘ Three Elven rings.
Elendil (king of Arnor and Gondor), were mighty warriors. While they did | }‘*'14 1700 - Tar Ministir, King of Numenor, sends a great navy to
overthrow Sauron, both fell by the Dark Lord’s hand on the slopes of Barad- ’ i :0: Middle Earth to aid the elves of Eriador. Sauron is defeated.
Dur. Elendil’s mighty sword, Narsil, broke beneath bim as be fell. The son , t: 1800 - Numenor rises in power. However, a shadow falls on its
of Elendil, Isildur, grabbed the bhilt and cut the One Ring from Sauron’s i r::: people. ' ,
band. When the battle ended, the shards of Narsil, along with the ring, were | y.#t,‘ 3262 - . Sauron is taken to Numenor as a prisoner. There be begins to
taken north by Isildur. When Isildur was ambushed and killed near the | i":. seduce and corrupt the Numenoreans.
Gladden Fields, the One Ring was lost in the Anduin. However, the shards l s :9: 3319 - Downfall of Numenor. Elendil and bis beirs escape to
of Narsil were carried on by Obtar, the squire of Isildur, to Imladris, the \ ‘r: Middle Earth.
home of Elrond Half-Elven. There the broken sword stayed, being the - :»: 3320 - The realms in exile, Arnor and Gondor, are founded.
property of the rightful heir to the throne of Gondor. Elrond foretold that the *:~ Sauron returns to Mordor.
sword would not be reforged until Sauron rose again and the One Ring was ! :‘, 3430 - Last Alliance of Elves and Men formed by Gil-Galad and
l found J ::: i h by the Last Alli though both
e 3441 - Sauron overthrown by the Las iance, tho
* When Aragorn became aware of bis lineage be was given the bheirlooms of B 3 ::: Gil-Galad and Elendil are slain. Isildur takes the One
&2

bis family; this included the shards of Narsil. On the eve of the War of the
Ring in TA 3018, the sword was reforged in Rivendell and renamed
Anduril, Flame of the West. Aragorn bears Anduril throughout the War of
the Ring. }

Ring as Sauron and his servants pass away.
The Second Age ends.
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| X THIRD AGE

U 0‘
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(D S i > ’: 2 - Isildur is slain at the Gladden Fields and the One Ring
- N ITEXCOARY £ | S8 .
- AT Q v is lost in the Anduin.

X 1100 - The Wise discover that an evil power has made a

+ Ko

stronghold of Dol Guldur. It is thought to be one of the
Nazgul, but in fact it is Sauron.
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The Nazgul reappear in Middle Earth. The Witch King, .E: '?‘ THE GREAT YEARS

Chief of the Nazgul establishes Angmar in the north. :‘: X

The Shire is established. b o 3018 d for Rivendell
o The end of the North Kingdom. The Witch Kings N : ::, Sept 23 - Frodo leauesABag E_”n ifr?;r;ze '
R overruns Arnor and takes the capital at Fornost. ::: B Sept 29- Fn OZO "ifetske;af’f; Ca Al le;' lled by the Witch King.
,: The Witch King is defeated by an army sent from ,: ,: Oct 6 - Frodo attac k. Yo due. i aitiedd
:‘: Gondor. He disappears. :’: | :‘: Oct 24 - Frodo recovlers “ S 1njur;
»:« The White Council is formed. Deagol finds the One Ring .:; ] v:~ powers'ofE ron d
}‘ and is murdered by Smeagol. ‘, . Oct 25 - Council ?fElron 7 L
»: Smeagol-Gollum hides under the Misty Mountains. ‘ Dec 25 - SeTRID ol e Jdgnasvey divandai
:: Eorl rides to the aid of Cirion and Gondor in the Battle ' ol
v of the Field of Celebrant. The Robirrim swear the Oath K :
;E: o?Eor[ Ly sitlle in Roban. r o Jan 15 - f,;f,ialffa”s in single combat with the Balrog of 2

Saruman takes up residence in Isengard. ) i J *
::: The White Council meets and Gandalf urges an attack ::¢ Feb 26 - Brealetrjlg of the Fellow.shq‘y at Parth lee;’l’;c?j;"b of :::
:o’ on the evil fortress of Dol-Guldur, fearing it is the :0‘ Boromir. Merry and P"?‘Dm TRy N
o " ¢ ; 4 .. Saruman. Aragorn decides to try and rescue the ’,i
:*; s A A g b ey 4 Ko 1 e 1 :" hobbits from the Orcs. Frodo and Sam continue to :*‘{
,:Q secretly searching for the One Ring. %A i

#7
&

Bilbo Baggins born in the Shire. Mordor alone.

s

A
YA A
Aragorn, son of Arathorn II, born. | »:4 ,,:,,
Elrond adopts Aragorn after Aragorn’s parents are NS A

$
o
2

killed.

The White Council meets again and agrees on an attack
of Dol-Guldur. Sauron retreats. Bilbo Baggins finds the
One Ring on this journey with the dwarves.

Bilbo returns to the Shire with the One Ring. Sauron

enters Mordor in secret.

Theoden, son of Thengel (King of Roban), horn.

Sauron declares himself openly and gatbeﬁ‘ power in
Mordor. Aragorn learns he is the descendant of Isildur.
The White Council meets again, for the last time.

Saruman begins to fortify Isengard. He becomes Jealous and
afraid of Gandalf, thinking be knows where the One Ring is.
Frodo Baggins is born in the Shire.

Theoden becomes King of Robhan.

Saruman uses the Palantir and becomes ensnared by
Sauron.

Gandalf suspects Bilbo has found the One Ring.
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These ‘Demons of Fire' were the greatest
servants of Morgoth, after Sauron. They were
huge monsters that bore whips of flame and

v v
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\‘4 A
’;‘ ~:: swords of fire. They were cloaked in darkness.
Aglarond, sometimes calledéhGLG[}'RoND ‘ (X These demons fought beside Morgoth in the First
b l;;h' 20 ¢ : e Hfé’”ﬂg Caves, is located in the Ered v (Qi Age but most were destroyed with the destruction
s behind the ravine of Helm's Deep. They were first made by the N ! \ B N of Beleriand.
+ . RN

Numenoreans and later used by the Robirrim as a place of storage. If ever
Helm's Deep were overrun, the Rohirrim could retreat to the caves and

remain well provisioned for quite some time, though they would be trapped
until relieved. .

In TA 1980, the dwarves of Moria mined too
deep and woke a sleeping Balrog. This demon
remained in Moria, ruling over the orcs there
until its encounter with Gandalf. The fate of that battle is as yet u nknown.

The Ainur are the creations I:'AINUR' is hi :
o e 0 b . s of Eru, offspring ls.hzs t'bought. Most of Ainur ' BARAD-DUR
tbii)‘weste;”;:l;w L;;:;r\ne the Valar and the Maiar, live on Arda (Earth) in N The Barad-Dur is the great fortress of Sauron. It was built in the heart of
K i ’ R Mordor by the power of the One Ring. It is from bere that the Dark Lord rules
and conquers.
ANDUIN

5 g ho 39

BATTLE OF THE FIELD OF CELEBRANT
In TA 2510 a great army of Easterlings and Orcs invaded Northern Gondor.

An army, led by Cirion, the Steward of Gondor. marched north, but was
quickly surrounded by the greater force. However. before the killing blow
could be administered, the Eotheod. led by Eorl, rode o1t of the north and
routed the invading army, thus saving Gondor. For this belp, Cirion gave
the land of Roban to the Eotheod.

TheAnduz‘n is the greatest river in Middle Earth. It starts in the Ered Mithrin
in the north and flows some 1500 miles to empty into the Bay of Belfalas in
the far south. i : ‘

-
>

5

»

e
p3.0S

Arnor was one of the kingd ARNOR 3

; Sk gdoms in exile established by Elendil after the fall
of Numenor. At its greatest reach, the boundaries covered most of easI.em
Eriador. However, Arnor did not prosper as did its sister lez'ngdam,. Gondor.
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Wit'b the loss Q/'I:.'Iendil and Isildur, the Dunedain of the North began to BATTLE OF THE GLADDEN FIELDS

ig’;;iieofﬁiz;:”li;Ole)Zz‘rW;;ch Kz';zg, chic{f'q/'Sa.zlron s Nazgul, completed \ \ On the journey north to claim the rhro.ne of Arnor. Isildur and his knights

Sieosd : / . through all their trials, the line of kings was 4 N were attacked and massacred by orcs from the Misty Mountains. Only three
’ _ men survived this battle and. as Isildur was slain, the One Ring was lost in

the Anduin. The disastrous results of this battle began the down fall of the
kingdom of Arnor.

BELERIAND

This was the area in the First Age occupied by the elven kingdoms and the
home of Morgoth. Beleriand was destroyed at the end of the First Age when
Morgoth was overthrown.
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CELEBRIMBOR

Celebrimbor was a &reat elven smith and the ruler of Eregion in the Second
Age. He unknowingly belped Sauron create the Rings of Power. Celebrimbor
bid the three elven rings when be perceived Sauron’s Dplot t;) enslave th

races. He was killed in the resulting invasion by Sauron’s Sforces !

CIRDAN

Cirdan, a wise and mighty elf, was the Lord of the Grey Havens. He
posse;sed fﬁf elven ring, Narya, until be 8ave it to Gandalf. He was a
memoer of the White Co 1 :

o, uncil and gave frequent belp to the Dunedain of the

ok CIRION
trion was a Steward of Gondor and,in TA 2510 led the army of Gondor in

[}]e I;ﬂlﬂe 0, tbe} Ield 0, e eb’a?’ll. He ave tbe lﬂlﬂd (0] ROban to tbe EozbeOd

4 COUNCIL OF ELROND
n October 25, TA 3018, a great council was beld in Rivendell, the house

of Elronc'i. Here it was decided that the One Ring must be destroyed. The
Fellowship of the Ring was chosen and sent out to attempt this task.

D

AL ‘ DEAGOL
agolwas a hobbit of the Gladden Fields. While fishing in the Anduin with

bz:s cousin Smeagol, Deagol found the One Ring. Smeagol quickly murdered
him and escaped to the Misty Mountains with the Ring.

DEEPING COOMB
The Deeping Coomb is the valley located before the Jfortress of Helm’s Deep

The Deeping Stream Slows through this valley into the Ered Nimrais

DENETHOR

Current Steward of Gondor and father of Boromir
5 ;
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DOL GULDUR

This fortress, located in southwestern Mirkwood, was the hbome of Sauron at
the beginning of the Third Age. The Wise suspected as much and, in TA
2941, after sneaking into the evil tower, Gandalf confirmed this. Sauron
soon retreated to Mordor and the Barad-Dur.
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DOOM OF THE NOLDOR

This is the torment and destruction of the House of Feanor brought on by
their greed and pride to recover the Silmarils. The Noldor disobeyed the will
of the Valar and pursued Morgoth to Middle Earth. Thousands of human
and elven lives were lost. The Doom was fulfilled with the destruction of

Beleriand at the end of the First Age.
DUNEDAIN

The descendants of the Numenoreans of the Second Age. These men have

dwindled over the years due to the plots of Sauron. The Rangers of the North

are the last remnants of the true Dunedain in Middle Earth.

+

DUNHARROW

Dunhbarrow is the last refuge of the Robirrim located in a valley in the Ered
Nimrais. It is easily defendable as there is only one approach. In times of
great danger, the king of Roban would move the court there.

E

EA

Ea was created by the Song of Creation. It includes the earth and the

bheavens.

EAST EMNET

The area of Roban east of the Entwash.

EASTFOLD

The area in between the Entwash and Ered Nimrais, near the city of Edoras.

EASTERLINGS

The Easterlings are a primitive people who live to the far east near the land
of Rbun. They comprised much of the army that attacked Gondor in the

Battle of the Field of Celebrant.
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,:, Eldamar is the elven home across the great sea near the land of Vali %) :‘. i a4 EOTHEOD . Y
W This is where the élyes RAFL I i alinor. X RN  7hisgroup of men originally lived to the north in Vales of the Anduin. Eorl
. A ¥ \ 3 r
R Earh. €y become weary of life on Middle (R QR  ed them south to fight in the Battle of the Field of Celebrant. Thereafter they
.:. D fu settle in the land of Roban. They are the ancestors of the Robirrim.
v A Q)
+ [ TR
(3 vy 4
% I ELDAR (A A
':‘ ?"be Three Kindreds of Elves, the Vanyar, Noldor, and Teleri, that made the :‘4 :‘4 The Fred Nimwats, 67 Wb EI/{WED fVIMRAI;? e 0
Q)  Jjourney to the Blessed Lands in the First by ~:‘ % he Ered Nimrais, or White Mountains, are the chain of peaks that runs
f“ A »:A westward from Minas Tirith almost to the sea. They are a boundary mark
5¢) % between the land of Roban to the north and Gondor to the south. They also
’:‘ Elendil led the D . ELENDIL ::: :’: serve as a refuge for both nations. i
:“ » . e Dunedain out of the destruction of Numenor and was the — XX ’:ﬂ.
R /irst king of Arnor and Gondor, the realms in exile. N NS
3 ELFHELM % A EREGION
f“ Elfbelm is a man of Roban and a COpTiander uricion Thee o:{ \.:.t Land in central Eriador that was populated in the Second Age by the great
':‘ eodred. N S“ Elven Smiths. It was deserted after the War of the Elves and Sauron.
A .’ ;‘ I D g
’: 1 R L) 0:4 :‘{ Eriador is the land between thEe'IAgI'"t Mozlli:ztaz’n s in the east and the Ered
‘e Elrond is one of the last great lords of Middle E. t: MAGOHIRIDE LR REHURGIAIRS SN A } : &
. 2 i irc) 1 ) c o c 7
,:, Earth. During the Last Assliance o il e N :’1 L~um (Blz.te Mountains) in the west. It was prosPerou.s in the Second and
3“ Men, Elrond was the berald of Gil-Galad. He is ;:-4 ,:-‘ Early Third Ages. However, the dou’.rzfall ofE.regzon and the realm of Arnor
::. the wearer of the elven ring, Vilya, and the 3 E‘_‘ also saw a downfall of the population of Eriador. R
, p b\ N
15¢ keeper of the refuge in Imladris. His belp in the A K\ W
N war against Sauron has been invaluable. §: t: ERU (%
K LA ) - 15¢)
A b\ e >
.4 (Al YA - . g g 5 4
E‘Q EMYN MUIL ,:‘ ’,:‘ Eru, called Huvater by the elves, is the One, the power from whose thought .:‘.
¢ Rough hill country located on either side of the R tﬁ the Valar ang bu el gRe GG \S‘,
:" Anduin river. This marks the eastern boundary K A R
V‘A Of Rohan \%‘ Q“Q "’
* ; \A \ F [
o 3
N ENTW, N A 8
'’ADE & A 5¢)
L% g $ +
o This is the ford on the Entwash Just north of Edoras A N i g
s:a ] R X Feanor was a Noldorin prince and, it can be argued, the greatest of the
:“ ENTWA 'i* Noldor. He was a great craftsman and made the Silmarils. However, he was
’:‘ This river springs fi bhe Mi SH :ﬁ also quick in anger and pride. When Morgoth stole the Silmarils, Feanor
3 8s Jrom the Misty Mountains, flows into Fangorn Forest and % j isli j j
C through the land of Roban to SRl casn 5 ‘ A ;,: swore the Oath of Feanor, condemning bis line to much pain and suffering.
% Y emphyinto the Anduin. 2 In the end, Feanor was overwhelmed by Balrogs after recklessly pursuing
v 4 \
::. £ EORED E:; an orcish army, and slain on the plains of Angband.
o is is a Robirrim unit of warriors composed of knigh A
ts from a lord’ :
»:4 Eoreds were composed of cavalry and consisted ofg aboj;t 120 il " FELLOWSHIE QS THE RING
;:* to 150 men. Q) This refers to the company chosen at Rivendell to destroy the One Ring in
L4
N R * the fires of Mount Doom. There were nine walkers to oppose the nine nazgul
KX & i ) Y of Sauron. The members were: Gandalf, Aragorn, Boromir, Legolas, Gimli
D orl was the leader of the Eotheod and the first king of Roban N o . The mem b ) gorn, , Leg ) s
S g %) N Frodo, Sam, Merry, and Pippin.
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GALADRIEL

Galadriel is a Noldorin princess and ruler of the elven realm of Lothlorien.
She wears the elven ring, Nenya, and uses its power to shield Lothlorien
Jfrom the Dark Lord.

GAP OF ROHAN

This is the area between the Misty Mountains to the north and the White
Mountains to the south. The Fords of Isen lie in the Gap of Roban.

GLAMDRING

This is an elven sword made in Gondolin for the Wars in Beleriand.
Gandalf wears this sword during the War of the Ring. Its elven name is ‘Foe
Hammer’.

GONDOR
The southern kingdom in exile established by Elendil. At the beight of its

power, Gondor extended into Roban, down the Anduin, to the Bay of
Belfalas. From the time it was established it was constanily under attaék by
the forces of Sauron. Since the line of kings ended, Gondor has been rule;i
by Stewards, who await the return of the rightful king.

GRIMBOLD

Grimbold is a man of Roban and a commander under Theodred at the
Fords of Isen.

GRISHNAKH

Grishnakh is the captain of the Mordor orcs in the band that slew Boromir
and captured Merry and Pippin.

H

! HAMA
Hama is the Doorward of Theoden and the Captain of the King’s Guard.
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IMLADRIS

Another name for Elrond’s refuge at Rivendell.

ISEN RIVER
The Isen flows south from the Misty Mountains through the Gap of Roban

and to the sea. This river marks the western boundary of Roban.

ISILDUR
Isildur was a Dunedain, the son of Elendil and the king of the realm of

Gondor. He ruled the south kingdom for many years, battling Sauron at
every turn. During the Last Alliance of Elves and Men, Isildur fought beside
his father on the slopes of the Barad-Dur. When his father fell, be cut the
One Ring from Sauron’s finger, eliminating the threat of the Dark Lord for

a time.

In TA 2, Isildur travelled north with the intention of assuming the crown of
Arnorthat be inberited upon his father’s death. However, nearthe Gladden
Fields, Isildur and bis company were ambushed and wiped out almost to a
man by orcs from the Misty Mountains. The One Ring was lost, along with

much of the true Dunedain blood.

ISTARI

The Istari were Maiar sent to Middle Earth by the Valar to unite the free’
peoples against Sauron. It was forbidden for them to dominate these people
or attempt to match their own power against that of Sauron. They had to
convince the people of Middle Earth to cast Sauron out for themselves.

There were five wizards sent to Middle Earth. Of these five only Gandalf,
Saruman, and Radagast are of note in this story.

Each appears as an old man, but they are strong and age very slowly. They
are extremely intelligent and their power is focused through their staffs.
Each wizard had a special colour depending on their rank in the order.
They clothes correspond to this colour. Saruman the White is the highest of
the order, while Gandalf the Grey is next.
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' LAST ALLIANCE OF ELVES AND MEN
This was the alliance made in SA 3430 by Gil-Gakad and Elendil. The

alliance marched across Middle Earth and eventually overthrew Sauron.
However, both Gil-galad and Elendil were killed.

LORD OF THE RINGS

A title given to Sauron denoting bhis power over the One Ring.

LOTHLORIEN

The elven realm ruled by Galadriel located west of the Anduin, just north
of Fangorn Forest. Lothlorien was established in the Second Age as an elven
refuge. The timeless beauty of all that grows within this wood is unmatched
anywhere in Middle Earth. The Fellowship of the Ring stopped here on their
way down the Anduin.

M

MAIAR

The Maiar are great spirits that were created by Eru along with the Valar.
These spirits lived in Arda under the direction of the Valar. Some, namely
Sauron and the Balrogs, were seduced by Morgoth and turned to eui}.
Otbhers, like the Istari, are forces for good.

MANWE

Manuwe is the rule of the valar and the closest of the Ainur to Eru. He is also
Melkor's brother and was tricked into releasing him from the Halls of
Mandos.

MARSHAL OF THE MARK

This is the highest military title used by the Robirrim. There are three
Marshals of the Mark. The First Marshal's command was the area around
the capital, Edoras. He commanded the Riders of the Muster of Edoras. The
Second and Third Marshals had commands depending on the need of the
time. During the War of the Ring the Second Marshal, Theodred, has bis
command in the West-Mark with his base at Helm's Deep. The Third
Marshal, Eomer, has command of the East-Mark with his base at his home
in Aldburg. There is really no first Marshal. Theoden filled this position

when be was younger. He has nwot named a new First Marshal but Theodred
bas taken much of the First Marshal’s responsibilities.

v v
A‘b’&

MINAS TIRITH

Built on the eastern slopes of Mount Mindolluin, Minas Tirith is the capital
city of Gondor and the focus of Sauron’s wrath during the War of the Ring.

MIRKWOOD

This was the name given Greenwood the Great when the shadow of Dol
Guldur arose in TA 1050. It is the home of the Elves of Mirkwood and the
Woodmen of the North. However, it is also the home of dangerous creatures,
such as orcs and giant spiders.

MISTY MOUNTAINS

The Misty Mountains run some 900 miles from the wastes of the north to the
land of Roban in the south. They are populated by large numbers of orcs.
Moria, once a great dwarven city, is located in these mountains.

MORDOR

Mordor is Sauron’s realm east of the Anduin. It is bounded on the north by
the Erid Lithui (Ash Mountains) and on the south and west by the Epbel
Duath (Mountains of Shadow). Mordor was ever the home of Sauron during
the ages. With the defeat of Sauron in the Last Alliance, Gondor built many
towers in the mountains of Mordor to keep Sauron oul. However, these
towers were abandoned in TA 1636 after the Great Plague and the Nazgul
were able to re-enter Mordor. The fortresses were SOon taken by the Nazgul
and Sauron returned to Mordor for good.

MORGOTH

Morgoth was originally one of
the Valar, but due to bis vanity
and selfish desires he was cast
out. Occupying bis great fortress

of Angband in Belerian, he
cause much terror and havoc
in the First Age. He was

M §&eventually cast down by the

combined might of the Valar,
! but bis legacy lives on in the
spirit of bis greatest servant,
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This is the great dwarven realm located in the Misty Mountains. It was
deserted in TA 1980 after a Balrog was uncovered and inbabited by orcs
and other fell creatures. The Fellowship of the Ring passed through the
mines and Gandalf fell bere locked in combat with the Balrog.

N

NAN CURUNIR

The ‘Wizard’s Vale’ is located in the southern Misty Mountains, just north
of the Gap of Roban. Isengard is located within this vale. At one time a lush
green valley, it is now a barren waste. ;

0

OATH OF EORL

This was the oath sworn by Eorl the Young to Cirion, Steward of Gondor
after the Battle of the Field of Celebrant. The oath stated that in return for

the land of Roban, Eorl and his beirs would ride, at need, to the aid of
Gondor. ]

3 OATH OF FEANOR
The oath sworn by Feanor, bis family, and many other elves to recover the
Silmarils at all cost, )

ORTHANC

The tower of Isengard, now Saruman’s home.

P

PARTH GALEN
A large grassy lawn located at the foot of the bill, Amon Hen. It was bere that

Boromir attempted to take the One Ring from Frodo. This forced Frodo to go
on to Mordor without the rest of the Fellowship. Boromir also fell here in
battle against a company of orcs who captured Merry and Pippin.

RADAGAST

Radagast the Brown is one of the Istari. Ie is is the master of herb and beast
lore. During the Third Age Radagast lived in Rhosgobel near cenlral
Mirkwood. e is unconcerned with the affairs of others, caring only for the
plants and beasts. However, his presence in Mirkwood does help stem Lhe
spread of evil from Dol Guldur.

RANGERS OF THE NORTH

These are the last remnants of the Dunedain of the Norih. They protected the
land of Eriador and gave special attention Lo Lhe Shire during the War of
the Ring. The rangers were led by the Chicftain of the Dunedain who was
the heir of Isildur. The Rangers were grim in manner and appedrance.

RED ARROW

This arrow had black feathers with ils steel tip painted red. The drrow was
sent from Gondor to Roban when the former needed aid. 1L 1s helicved thal
the arrow is associated with the Ouath of Eorl.

RED BOOK OF WESTMARCH

This is d large book bound in red leather, written by Bilbo, I'rodo, and Sam.
Within this book was kept the dccount of not only Bilbo's adventures wilh
the dwarves, but also of the War of the Ring, as seen through the eyes of the
hobbits. It contained various other writings, including an Elvish translation
book compiled by Bilbo, and hobbit genealogies.

RED EYE
This the form and emblem of Sauron in the Third Age. It appears as a red

eye rimmed in fire.

RIDERS OF ROHAN

These are the knights of Roban. These riders served various lords of Roban
and were grouped into Eoreds. The riders were expert -horsemen and
carried sword, shield, bow and lance. They fight well together and make an
impressive force on the field.

RIDDERMARK

Another name for Roban, as given by the Robirrim.
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RIVENDELL

An elven refuge, located in a hidden valley in Eriador, where Elrond dwells.

ROHIRRIC
This is the language of the Robirrim.

S

SHIRE

This area in northern Eriador was relatively uninhabited until the hobbits
settled bere in TA 1601. Here the hobbits have lived in relative peace. The
Shire is mostly agricultural in nature, with many of the inhabitants being
Jfarmers or labourers. Hobbiton, or the Hill, is located in the central part of
the Shire. It is here that Bilbo and Frodo lived in their home at Bag End.

SILMARILS

The Silmarils were three jewels, made by Feanor, that shone with the light
of the Two Trees. They were stolen by Morgoth, who set them in his Iron
Crown. This caused Feanor to swear the Oath of Feanor and doom his
house. In the end, two of the Silmarils were lost and the third was set in the
heavens as a signal of bhope to the people of Middle Earth.

SNOWBOURN
This river in Rohan flows from Dunbarrow to Edoras before turning east to
join the Entwash.

T

THRANDUIL
Thranduil is a Sindarin elf and king of the elven realm of Mirkwood. He is
also the father of Legolas.

THRIHRYNE
Three tall mountains located in the Ered Nimrais bebind the mighty fortress
of Helm's Deep.
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VALAR _ A

These are the spirits created by Eru at the beginning. There were fifteen: A
seven male, seven female, and Melkor, until Melkor was cast out by Eru. E:‘.
Because of their great power, mortal men often mistake them Sfor gods. 3‘
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VALINOR M

Valinor is the home of the Valar located far west over the greal sea. :‘:
Q
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WARS OF BELERIAND ;,:

These were the wars fought in the First Age between the elves and Morgoth. ’:
They ended when the Valar defeated Morgoth and destroyed Beleriand. :;1
These were not without cost, as the elves suffered greatly. VA
YA

oy

WAR OF THE ELVES AND SAURON ;’:

This was the war fought in the Second Age between Sauron and the Elves of ’:
Eregion. The war started after Celebrimbor realised bis mistake in creating :’;
the Rings of Power. Sauron decided to crush the elves for bolding back the ’1*
elven rings. Sauron was eventually defeated by a force from Numenor, but X!
not before wiping out the elven realm of Eregion. :::
NS

N

WAR OF THE RING ‘ A

This is the war currently being fought by the ‘Free Peoples’ against SAuron. v:,
(%)
WEST EMNET 0

The portion of Roban west of the Entwash. _;f
YA

+

Py
WESTFOLD Ey A

This area in Roban runs from the Isen east along the Ered Nimrais to

A
Edoras. The chief fortress was at Helm’s Deep and the Mater of Westfold, ::‘
Erkenbrand at this time, dwells there. \y
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WHITE COUNCIL

This was a Council of the Wise formed at the request of Galadriel to discuss

(Gandalf, Saruman, Radagast), Galadriel, Elrond, Cirdan, and the child

plans for the defeat of Sauron. The White Council was composed of the Istari
Eldar of Middle Earth. Saruman the White was chosen as the Head.
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THE HOBBIT
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THE TWO TOWERS

THE LORD OF THE RINGS
THE RETURN OF THE KING
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< v,
\OQQ’O“Q

THE SILMARILLIAN

- v v

P00,

UNFINISHED TALES

SSOOOOCE

> s b s s

THE TOLKIEN READER

SIR GAWAIN AND THE GREEN KNIGHT

SMITH OF WOOTAN MAJOR & FARMER GILES OF HAM

L ——










MPIX - ROR 3
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PSS, Irwin bouse, 118 Southwark Street, London SE1 OSW. Tel: (071) 928 1454

“GREAT ESCAPES”
WEEKEND BREAK PROMOTION

Watch out! Over the next 10 months Mirrorsoft will be including
15 of its forthcoming releases on Amiga, ST & PC in its exclusive
“Great Escapes” promotion.

All 15 titles bave a token attached to the
back page of the manual. (like the one below)

Once 5 bhave been collected you receive your “Great Escapes”
directory giving details of over 200 botels in and around the UK,
along with a voucher entitling you & a partner to two nights free

accommodation (the prices of meals being clearly siated in the
directory before you book).

You then call our “Great Escapes” hotline and let us organize it all

Sor you.
UK RESIDENTS ONLY
Please call 061727 8363 to get your free directory and further
details.
—~— GREAT ESCAPES ~— ror 1l

<HOUDAYACCOMMODNHON
VOUCHER

the full colour brochure this offer relates

For full details, terms and conditions of the
accommodation offered please ask 10 see

Save these vouchers to qualify for your holiday accommodation
Jor 2 people—you just pay for the meals.



