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GREETINGS, SALUTATIONS... 
We have some great articles for you in this issue.  We 
have the second chapter of Afrodyte’s First Age 
Sourcebook.  There is also a write-up of the Forsaken Inn.  
In addition to that we have a new section to showcase 
Tolkien-inspired fan art.  And last but not least, a song to 
aid those chosen by Ulmo.

In a note unrelated to the RPG, we recently ran across 
information on two fan !lms based on the works of 
Tolkien.  The !rst tells the story of Arathorn and 
Gilraen, the parents of Aragorn.  The second tells the tail 
of Aragorn as he seeks to !nd Gollum.  They can be 
found at http://www.bornofhope.com/ and http://
www.thehuntforgollum.com/ respectively.

Happy Gaming,
Micah A. Walles and Celebraen
Co-Editors
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THE UNOFFICIAL 
GUIDE TO THE 
ELDER DAYS
HEROES OF THE ELDER 
DAYS
by Afrodyte

CREATING YOUR HERO

The process of creating a hero for the First Age is 
much the same as it is for creating heroes of the 
Third Age.  But there are differences you need to 
keep in mind.  One of the !rst things you will 
notice is that First Age characters start out more 
powerful than their Third Age counterparts.  
This re"ects the greater might and skill of the 
peoples of the First Age.  The Elves were at the 
zenith of their might and skill.  Dwarven halls 
over"owed with riches and renowned works.  
Through skill and courage, Men were carving a 
place for themselves in the fabric of Middle-
earth.

CHOOSE A CONCEPT

Before you record any numbers on your character 
sheet, you need to have an idea of who your hero 
will be. Is he a herald for one of the great Noldor 
houses? Is she a minstrel for the court of Thingol? 
An Adan from the House of Hador? Your 
concept will determine to a large extent the 
scope of the chronicle and the things you are 
likely to do.

DEVELOP YOUR BACKSTORY

Does your hero call the Hither Lands home? If so, 
where does he live? If not, why has he come? 
What are your hero's thoughts about the events 
shaping the world?  What would drive your hero 

QUICK-START GUIDE TO
HERO CREATION

1.  Distribute the following scores to your 
attributes: 10, 10, 9, 9, 8, 8. Add racial 
adjustments.
2.  Determine reactions.

Stamina Strength or Vitality 
modi!er

Swiftness Nimbleness or 
Perception modi!er

Willpower Bearing or Wits 
modi!er

Wisdom Perception or Wits 
modi!er

3.  Wound Levels start with Healthy, Dazed, 
Injured, Wounded, Incapacitated, and 
Near Death.  Add more Wound levels 
according to Vitality.
Vitality 
Modifer

Wound Level (cumulative)

Modi!er -1 Injured
-2 -1 Dazed
-1 None
+0 +1 Healthy
+1 +1 Dazed
+2 +1 Injured
+3 +1 Wounded
+4 +1 Healthy
each +1 +1 Wound Level in order 

from Healthy to Wounded
4.  Starting Courage: 3 + BRG modi!er
5.  Native Language and Lore skills.

You get 6 free ranks in your mother 
tongue.

Spend Wits x 3 picks for native 
Language and Lore skills.  The 
maximum for any skill is 6 ranks.

Purchase Lore: Race – Your Race +6 and 
Lore: Realm – Home Realm +6.

Distribute remaining picks.
6.  Choose a background package.
7.  Choose an order package.
8.  Spend 5 bonus picks.
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to brave the dangers of the wild world? Who 
or what does your hero care most about?

PRIMARY ATTRIBUTES

The Unof!cial First Age Sourcebook uses the 
pick method to choose attributes to give 
players more freedom to create the heroes 
they want to play.  

All Attributes start at 7.  Distribute 12 picks 
to these Attributes.  Remember, no Attribute 
can be higher than 12 prior to racial 
adjustments.  Choose your 2 favored 
Attributes.

Attribute Score Modifier
0 (at least -20)
1 -10
2 -5
3 -2
4-5 -1
6-7 +0
8-9 +1
10-11 +2
12-13 +3
14-15 +4
16-20 +5
21-25 +8
26-30 +10
31-40 +15
41 and up +5 for every 10 points

SECONDARY ATTRIBUTES

REACTIONS
Stamina, Swiftness, and Willpower are 
chosen as follows:

Reaction Modifier
Stamina Strength or Vitality
Swiftness Nimbleness or Perception
Willpower Bearing or Wits
Wisdom Perception or Wits

Distribute 3 picks to these as you see !t then 
select your favored reaction.

WOUND LEVELS
The Unof!cial First Age Sourcebook uses the 
EPIC action sytem to resolve combat, so 
Health is not needed.  Instead, your hero's 
Vitality modi!er gives him additional Wound 
Levels.

Each +1 modi!er gives your character a 
bonus Wound Level in this order: Healthy, 
Dazed, Injured, Wounded.  Thus, a hero with 
Vitalty 16 (+5 modi!er) gets the following 
extra Wound Levels: 2 Healthy, 1 Dazed, 1 
Injured, and 1 Wounded.

For each -1 modi!er, you take away Wound 
Levels in this order: -1 Dazed, -1 Injured, -1 
Wounded, -1 Incapacitated, -1 Near Death.  
So, a creature with Vitality 2 (-5 modi!er) 
only has a single Healthy Wound Level.

COURAGE
Courage begins at 3 plus Bearing modi!er.

DEFENSE AND RENOWN
The EPIC action system uses a different way 
to resolve combat which does not use 
Defense.  Renown is now an Edge available 
to heroes.
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NATIVE LANGUAGE AND LORE SKILLS

Tolkien was a self-described philolinguist.  He loved languages and the history behind them.  
Nowhere can this be seen so much as in the languages and cultures populating Middle-earth, 
especially in the First Age with so many peoples mingling with each other and moving from 
place to place.  The sheer number of tongues and realms available in this era can be 
overwhelming.  Below you will !nd details about appropriate Language and Lore skills (with 
sample Specialties) for heroes of the Ancient Days.
LANGUAGES

Language Specialties 
(Dialects)

Sindarin Doriathrin, 
Falathrin, North 
Sindarin

Quenya Noldorin, 
Vanyarin

Taliska Beorian, 
Hadorian

Haladin
Telerin
Khuzdul Iglishmek
Nandorin
Avarin Kindi, Cuind, 

Hwenti, Windan, 
Kinn-lai, Penni

Valarin Aulean, 
Oromean, 
Melkian

LORE

Race Specialties
EasterlingsSpeci!c tribe or 

clan
Edain Speci!c House
Khazad Blacklocks, 

Broadbeams, 
Firebeards, 
Iron!sts, Petty-
dwarves, 
Stiffbeards, 
Stonefoots

Nandor Speci!c tribe or 
clan

Noldor Line of Finwe, 
Laws and Customs

Sindar Doriathrim, 
Falathrim, 
Mithrim

Teleri Alqualonde, Tol 
Eressea

Valar Speci!c Vala, 
Aratar, Lords of 
the Valar, Queens 
of the Valar, 
Feanturi

Vanyar Line of Ingwe

LORE (CONTINUED)
Realm Specialties
Angband Thangorodrim
Arvernien Havens of Sirion
Brethil Amon Obel
Doriath Athorian, 

Brethil, Nan 
Elmoth, 
Neldoreth, 
Nivrim, Region

Dorthonion Brethil, Fens of 
Serech, Ladros

Ered Luin Belegost, Nogrod
Falas Brithombar, 

Eglarest
Gondolin
Himlad
Hithlum Dor-lomin, Fens 

of Serech, 
Mithrim, 
Nevrast

Realm Specialties
Nargothron
d
Ossiriand
Thargelion

As in the core rulebook, you start with Wits x 3 picks to distribute amongst your native 
Language and Lore skills.  However, you get 6 ranks in your mother tongue for free.  You 
purchase your other Language and Lore skills with picks.
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BACKGROUND SKILLS AND EDGES

After !guring out your native Language and 
Lore skills, select the other skills and traits 
that re"ect your hero's upbringing.  Your race 
determines which skills, Edges, and Flaws are 
appropriate for your character.  You can 
either choose a background package or 
customize your background traits.  

When customizing your traits, you start with 
20 picks to purchase skills, Edges, and 
Specialties.  You can spend up to 3 picks on a 
background trait (maximum +6 ranks total).  
Each skill rank costs 1 pick, and each Edge 
costs 2 picks.  You automatically get to 
choose a Specialty for any skill with at least 2 
ranks, but if you want more, they cost 1 pick 
each.  

You can get more picks by taking Flaws.  
Each one gives you 2 more picks.

ORDERS

Choose the order that best represents your 
hero's abilities.  You get 25 picks to spend on 
order Skills and Edges.  Each order skill costs 
1 pick each rank (maximum 6 ranks total).  
For skills with at least 2 ranks you get a 
Specialty (if you haven't already picked one).  
You can also spend 1 pick to purchase an 
additional Specialty without needed 2 ranks 
in a skill.  Edges are 2 picks each.  Flaws give 
you 2 picks each.

Select an order ability for your hero.  You can 
choose a racial ability instead of an order 
ability if you wish.  If none of the abilities !t 
your character at this time, you may instead 
spend 3 more picks on order skills and Edges.

BONUS PICKS

Spend 5 bonus picks to complete your 
character.  The cost for improving each trait 
is detailed in the following table:

Trait Picks
Attribute 
(favored)

4

Attribute (other) 5
Courage 3
Edge 2
Flaw 2 bonus picks
Order (new) 5
Order ability 3
Racial ability 3
Reaction 
(favored)

2

Reaction (other) 3
Skill rank (native) 1
Skill rank (order) 1
Skill rank (other) 2
Specialty 1
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SKILLS REVISTED

Heroes of the First Age have access to most of the same skills as their Third Age counterparts.  
This section gives a more detailed description of skill ranks and provides a few changes to 
existing skills.

MEANING OF SKILL RANKS

Just how good is your hero at a something?  How does he compare with the rest of his people?  
What about the rest of Middle-earth?  Which skills do you want your character to be renowned 
for?

The following descriptions translate skill ranks into brief descriptions to help you put your hero's 
abilities in a broader context.

0 ranks: Untrained.  You may have some raw talent in the form of a signi!cant Attribute 
modi!er, but you don't have training or experience.

1 – 3 ranks: Novice.  You've just started learning, or you picked up a little here and there in 
the course of your life.

4 – 6 ranks: Expert.  Through in-depth training or extensive experience, you have become 
intimately familiar with using this skill.

7 – 9 ranks: Veteran.  You have advanced training honed through experience.  Only a 
handful in a settlement are this capable.

10 – 11 ranks: Master.  You have dedicated yourself to learning this skill, and it shows.  
Perhaps a few in a generation of your people reach this level.

12 ranks: Legend.  A lifetime of experience and constant training have given you superlative 
ability.  Maybe a handful of people in the region you inhabit can match you.

13 – 15 ranks: Epic.  Your skill transcends mortal limitations.  It is the rare person in an Age 
who can achieve such phenomenal skill.

16 – 20 ranks: Mythic.  Your ability is an act of divine intervention, for it emerges in the 
Children of Eru but once.  Ever.

CHANGES TO SKILLS

Appraise can also be used to determine the quality or animals.  Sample Specialties: Horses, 
Dogs, Crops.

Armed Combat: Natural Weapons is now a part of Unarmed Combat.  The same Specialties 
can be applied.

Athletics is a new skill that combines Climb, Jump, Run and Swim into its Specialties.
Conceal is now part of Legerdemain.
Craft skills that focus on service or caretaking uses the Wits instead of the Nimbleness 

modi!er.
Games that test cleverness and strategic thinking are rely on Wits instead of Nimbleness.
Insight has the following Specialties: Feelings, Lies, Power.
Inspire includes the Specialties: Courage, Joy, Morale, Peace, Wonder 
Legerdemain also has these Specialties: Conceal Weapon, Hide Treasure
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Mimic has a Birds Specialty
Ride is a skill group based upon the type of mount.  Skills include: Equines (Horses, Donkeys, 

Mules), Teamster (Horses, Oxen), Flying Creatures (Eagles)
Search is not a separate skill.  Instead it is part of an extended Observe test.
Siegecraft only refers to operating war machines.  Strategy and tactics are now part of a new 

skill called Warcraft.
Warcraft governs strategic and tactical ability.  Its Specialties are: Small Unit, Infantry, 

Cavalry, Archers, Sieges
Weather-sense is a Specialty of Survival.

EDGES AND FLAWS REVISITED

What are the de!ning elements of your hero's personality?  What knacks or minor gifts does he 
possess?  What about things he's not so good at?  Who are his friends, allies and enemies?

Edges represent the talents, relationships, and personality traits that enhance your hero's innate 
and learned abilities.  Likewise, Flaws are the traits that limit your hero's potential.

Below you will !nd some new Edges and Flaws appropriate for heroes of the First Age as well as 
changes to the traits detailed in the core rulebook.

These Edges work normally:

Ally, Ambidextrous, Command, Curious, Dodge, Doughty, Elf-friend, Foresighted, Hoard, 
Night-eyed, Quick-draw, Travel-sense, Valiant, Wary

NEW EDGES AND FLAWS

NEW EDGE: ATHLETIC
Strong and tough and nimble, you can run 
faster, jump farther, and tumble more 
effortlessly than your stature suggests.
Effect: When you spend Courage on an 
Acrobatics or Athletics test, you get a +5 
bonus instead of +3.  You do not incur 
penalties if you use these skills untrained.
Requisite: Strength 8+, Nimbleness 8+, 
Vitality 8+

NEW EDGE: BEAST-SKILL
You have a way with a particular kind of 
animal such as canines, equines, felines, or 
birds of prey.  You can understand them, and 
they like you.  

Effect: When you spend Courage on tests 
that involves interacting with animals, you 
get a +5 bonus instead of the usual +3.  You 
get no penalty to untrained skill tests when 
you deal with animals of your chosen type.
Beast-skill 2: Your af!nity extends to all 
animals.

NEW EDGE: NATURAL TALENT
You have a natural talent for the bardic arts.
Effect: When you spend Courage on Inspire, 
Perform or Persuade tests, you get a +5 bonus 
instead of the usual +3.  You do not suffer 
penalties when using these skills untrained.

NEW EDGE: SPECIALIST
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You have in-depth training or experience 
with a skill.
Effect: Choose a Specialty for a skill you 
have, such as Craft: Weaponsmith (Swords).  
Your Specialty bonus becomes +4 instead of 
+2.
Requisite: Skill 6+ ranks

NEW EDGE: STALWART
You are incredibly tough and resilient.
Effect: When you spend a Courage point on 
Stamina tests, you get a +5 bonus instead of 
+3.

NEW EDGE: TRICKSY
You have a talent for misdirection.
Effect: You get a +2 bonus to Debate 
(Bargain), Games (games of wisdom and 
clever play) and Persuade (Fast-talk) tests.
Tricksy 2: Your bonus with these skills 
increases to +5.
Requisite: Wits 6+

NEW EDGE: WARRIOR-BORN
You have a gift for the arts of war.  This 
replaces the Warwise Edge and the warrior's 
order ability.
Effect: When you spend Courage on Armed 
Combat, Ranged Combat, and Unarmed 
Combat tests, you get a +5 bonus instead of 
the usual +3.  You don't incur penalties when 
using these skills untrained.

NEW FLAW: ANIMAL AVERSION
Some animals don't like you.  Perhaps the 
feeling is mutual.
Effect: Pick a type of animal such as canines 
or birds of prey.  You get a -2 penalty to all 
tests involving interacting with these 
animals.
Animal Aversion 2: You get a -5 penalty to 
tests involving the type of animal you chose, 
or a -2 penalty with all animals.
Animal Aversion 3: All animals have an 
intense dislike for you.  You suffer a -5 

penalty to all tests involving interaction with 
animals. 

NEW FLAW: INEPT
You are terrible at a particular task.
Effect: Choose a skill.  You get a -2 penalty to 
all tests with this skill.
Inept 2: The penalty to tests with this skill 
increases to -5.  Or, you apply the -2 penalty 
to all tests within the relevant skill group.
Inept 3: You get a -5 penalty to tests with the 
entire skill group.

CHANGES TO EDGES

ACCURATE
Effect: Select one weapon from your Ranged 
Weapon Specialties.  You receive a +4 bonus 
instead of the +2.
Requisite: Ranged Combat +6

ARMOUR OF HEROES
Requisite: Courage 5+

BOLD
This is no longer available as an Edge.  See 
Athletic and Resolute instead.

CHARMED LIFE
Because the EPIC action system does not use 
points to track Wound Levels, his is no 
longer available as an Edge.

CRAFTMASTER
Effect: When you spend Courage on Craft, 
Smithcraft, or Stonecraft tests, you get a +5 
bonus instead of the usual +3.  Also, you do 
not garner a test penalty when making 
untrained Craft, Smithcraft, or Stonecraft 
tests.

ELOQUENT
Effect: You get a +2 bonus to Debate 
(Negotiate, Parley), Perform (Compose 
Verse, Tell Stories), and Persuade (Oratory) 
tests.
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Eloquent 2: Your bonus increases to +5.
Requisite: appropriate Language 6+

[SUB-SUB HEADING] FAIR
Effect: You get a +2 bonus to Inspire 
(Wonder) and Persuade (Charm) tests.  Only 
Elves and Maiar may take this Edge more 
than once.
Fair 2: The bonus to these tests increases to 
+5.
Fair 3: Your bonus becomes +10.
Requisite: Bearing 6+

FAITHFUL
Improvement: Each time you take this Edge, 
the bonus increases by +1 (maximum +5).

FAVOR OF FORTUNE
Effect: Once per session, you may spend a 
Courage point to reroll for any test.
Improvement: You can spend another 
Courage point to get another reroll 
(maximum 3 rerolls).

FELL-HANDED
Effect: When facing certain creatures, such as 
Orcs or Trolls, you gain a +2 bonus to Armed 
Combat tests against them.
Fell-handed 2: Your bonus increases to +5.
Requisite: Armed Combat +6

FRIENDS
Effect: You get a +2 bonus to Inquire tests 
made with the group you chose.
Friends 2: The bonus to Inquire tests 
increases to +5.
Requisite: appropriate Language and Lore +4

FURTIVE
Effect: You get a +2 bonus to Legerdemain 
(Conceal) and Stealth (Hide) tests.
Furtive 2: Your bonus to these tests becomes 
+5.
Requisite: Nimbleness 7+

GIFT OF TONGUES

Effect: When you spend Courage on tests 
that require speech, you gain a +5 bonus 
instead of the usual +3.  You also do not get 
penalties for using a Language skill untrained.
Requisite: Wits 8+

HAMMERHAND
Effect: You gain a +2 bonus to Unarmed 
Combat (Brawling) tests.
Hammerhand 2: The bonus increases to +5.
Requisite: Strength 9+

HARDY
Requisite: Vitality 8+

[SUB-SUB HEADING] HEALING HANDS
Effect: When you use Courage on Healing 
tests, you gain a +5 bonus instead of the usual 
+3.  You also do not suffer penalties for using 
the Healing skill untrained.

HONEY-TONGUED
Honey-tongued 2: The bonuses increases to 
+5.
Honey-tongued 3: Your bonus becomes +10.
Requisite: appropriate Language +4

HONOURS’S INSIGHT
Honour's Insight 2: Your bonus increases to 
+5.
Honour's Insight 3: The bonus increases to 
+10.
Requisite: Wisdom +3

INCORRUPTIBLE
Effect: You receive a +2 bonus to tests to 
resist Corruption.
Incorruptible 2: Your bonus increases to +5.
Incorruptible 3: The bonus increases to +10.

INDOMITABLE
Effect: You receive a +2 bonus to Willpower 
tests to resist being cowed or controlled.
Indomitable 2: Your bonus increases to +5.
Indomitable 3: Your bonus increases to +10.
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KEEN-EARED
Effect: You gain a +2 bonus to Observe 
(Hear) tests.
Keen-eared 2: Only Elves, Maiar, and animals 
can improve this Edge.  Doing so increases 
the bonus to +5.

KEEN-EYED
Effect: You gain a +2 bonus to Observe 
(Spot) tests.
Keen-eyed 2: Only Elves, Maiar, and animals 
can improve this Edge.  Doing so increases 
the bonus to +5.

KEEN-NOSED
Effect: You gain a +2 bonus to Observe 
(Smell) tests.
Keen-nosed 2: Animals (and beings in 
animal form) may take this Edge more than 
once, increasing the bonus to +5.

LION-HEARTED
Effect: For each Courage point you spend, 
you can ignore penalties for one Wound 
Level.
Requisite: Vitality 9+, Willpower +3, 
Courage 5+

RANK
Rank 1: Captain, chieftain, member of a 
noble house
Rank 2: leader of a noble house
Rank 3: Vassal to royalty
Rank 4: King, ruler of a realm
Rank 5: High King

RESOLUTE
Effect: You may spend a point of Courage to 
add your Willpower to a physical test.
Requisite: Willpower +3

STERN
Stern 2: Your bonus increases to +5.
Stern 3: The bonus increases to +10.

STRONG-WILLED

Effect: When you spend Courage on 
Willpower tests, you get a +5 bonus instead 
of the usual +3.

SWIFT RECOVERY
Effect: With proper care and rest, you can 
heal 1 Wound Level every 3 days instead of 
every week.
Requisite: Vitality 9+

TIRELESS
Effect: You receive a +1 bonus to Stamina 
tests to resist Weariness.
Tireless 2: Your bonus increases to +3.
Tireless 3: Your bonus increases to +5.

TWO-HANDED FIGHTING
Requisite: Nimbleness 10+

VALOUR
Effect: You get a +2 bonus to Willpower tests 
to resist fear.
Valour 2: Your bonus increases to +5.
Valour 3: The bonus increases to +10.

WAKEFULNESS
Effect: You can remain awake a number of 
days equal to your Vitality modi!er before 
needing to make a Stamina test to avoid 
Weariness from lack of sleep.  You can still 
recover from injury and exhaustion by 
remaining inactive.
Requisite: Vitality 8+

WARRIOR’S HEART
Effect: You gain a +2 bonus to tests to resist 
Weariness and fear during battle.
Warrior's Heart 2: Your bonus increases to 
+5.
Warrior's Heart 3: The bonus increases to 
+10.
Requisite: Stamina +3, Willpower +3

WARWISE
This Edge no longer exists.  See Warrior-born 
Edge above.
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WEAPON MASTERY
Effect: Select one weapon from your Armed 
Combat Specialties.  You receive a +4 bonus 
instead of the usual +2.
Requisite: Armed Combat +6

WISE
Effect: When you spend Courage on an 
Insight, Lore or Wisdom test, you get a +5 
bonus instead of the normal +3.  You do not 
suffer a penalty for making untrained Insight 
or Lore tests.
Requisite: Wits 6+

WOODCRAFTY
Effect: Each Courage point you spend on a Survival or Track test gives you a +5 bonus instead of 
+3.  You also do not incur a penalty for using these skills untrained.
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ART GALLERY
FRODO CAPTIVE
by Susedolamroth (http://susedolamroth.deviantart.com/)

http://susedolamroth.deviantart.com
http://susedolamroth.deviantart.com
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Maedhros son of Fëanor arriving at the havens of Sirion

LET THE HAVENS BURN
by Sirielle (http://www.sirelle.com)

"Now when !rst the tidings came 
to Maedhros that Elwing yet lived, 
and dwelt in possession of the 
Silmaril by the mouths of Sirion, 
he repenting of the deeds in 
Doriath withheld his hand. But in 
time the knowledge of their oath 
unful!lled returned to torment 
him and his brothers, and 
gathering from their wandering 
hunting-paths they sent messages 
to the Havens of friendship and 
yet of stern demand. Then Elwing 
and the people of Sirion would 
not yield the jewel which Beren 
had won and Lúthien had worn, 
and for which Dior the fair was 
slain; and least of all while 
Eärendil their lord was on the sea, 
for it seemed to them that in the 
Silmaril lay the healing and the 
blessing that had come upon their 
houses and their ships. And so 
there came to pass the last and 
cruellest of the slayings of Elf by 
Elf; and that was the third of the 
great wrongs achieved by the 
accursed oath."

- J. R. R. Tolkien: The 
Silmarillion, Chapter 24 "Of the 
Voyage of Eärendil and the War of 
Wrath"

http://www.sirelle.com
http://www.sirelle.com
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TRUSTED LOCALES
THE FORSAKEN INN
by Celebraen

A small stone inn about a day's travel east of Bree, the Forsaken Inn is a family-run business.  The inn has been 
in the Grove family for several generations; it's currently owned and operated by the elderly patriarch Jon.  His 
son and daughter-in-law do most of the work, leaving Jon to spend his time attempting to perfect his 
homemade ales and beers.  (Most customers would say that the drinks need quite a bit of perfecting.)  Bill, 
Jon's son, works on maintaining the somewhat drafty building while his wife Rose does most of the cooking 
and cleaning.  The food is usually better than the drinks, with a menu typically featuring simple, !lling soups 
and stews, often accompanied by Rose's delicious meat pies.

Originally built during the days of the last king of Arnor, the inn now caters primarily to the few travelers who 
dare the Great East Road.  In recent years this has been mostly dwarves going to and from the Blue Mountains, 
although some traders still create caravans between Bree and Dale, or even the Elven domain of Mirkwood.  
More dwarves have begun to appear at the Forsaken Inn, coming from the East and seeking refuge in the West, 
whispering tales of the Great Enemy.  Rangers also stay at the inn on a semi-regular basis.  Additionally, the 
Forsaken Inn serves as a meeting place for the few farmers who live closer to it than Bree.  The regulars 
typically drink tea or apple cider, usually having only a single cup of one of Jon's brews for politeness' sake.

The Grove family often makes barely enough money to get by, so in recent generations some family members 
have typically resorted to taking jobs with nearby farmers to make ends meet.  Bill's two sons both work on 
neighboring farms and send their parents some coin or additional supplies depending on what's needed at the 
Forsaken Inn.  Jon has also been know to barter a night's stay at the inn in exchange for goods, for those 
travelers with less coin.

A large garden in back of the inn supplies most of the fruits and vegetables served there.  Bill's teen-aged 
daughter, Lily, tends the garden, cultivating everything from beans to potatoes.  A small section is set aside for 
herbs and spices.  The garden is protected by a thick hedge, which keeps out most animals.  A deep well is 
located in the middle, supplying water for both the plants and the inn's occupants.  Several apple trees grow 
near the inn, supplying fruit for pies and cider.

A sturdy shed built alongside the inn holds the bottles, barrels, and other apparatus that Jon uses to make his 
alcohol.  A large workbench holds baskets and small clay pots of ingredients.  Jon's "lucky mug" has a 
prominent spot in the middle of the bench; Jon always takes his !rst sip of any new brew from the somewhat 
battered wooden cup.  The window is on the south side, though Jon usually draws the curtains when he's in the 
throes of creativity.  He has strictly forbidden anyone from disturbing him while he works.

There are several rooms in the two-story inn, including the large common room, four rooms, bedrooms for the 
family members (on the top "oor), and a cellar.  The common room serves double duty as a kitchen with its 
large !replace; when the inn is particularly full, Rose can roast a whole pig over the !re.  A smaller !replace on 
the opposite wall supplies additional heat during the cold months.  Several tables of varying sizes are randomly 
positioned throughout the room.  Midway between the door and the big !replace is the bar, where Bill takes 
payment and serves the drinks; bowls, plates, and cups are available for those guests who don't have their own 
dishes.  A single window on the south wall illuminates the room during the day and tallow-dip candles provide 
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light at night.  The walls are decorated with embroidered samplers displaying such witty sayings as "Eat, drink, 
and be merry," "Happiness is found with friends," and "If silence is golden, let us be poor."  A large wooden 
crate in the north corner holds stacks of furs, some getting a bit worn, for guests to make up into beds on the 
"oor if they don't want to spend the extra coin for a room.

The rooms are fairly bare, each featuring two straw mattress beds, a small !replace, a tiny table, and a window.  
A braided-rag rug softens the stone "oor, and colorful curtains "utter at the window.  Beeswax candles stand 
ready on the mantle.  Slightly faded patchwork quilts cover the beds.  Bill is happy to serve meals in the rooms, 
if the guest wishes.  Baths are also available for a small extra fee.

Flagstone steps leading to the cellar start in the northeast corner of the common room.  They are well-worn 
and a bit slippery after so many generations of feet going up and down so Bill recently installed a wooden 
handrail.  The cellar itself is dark and cool.  It gets a little damp during the spring rains but usually not enough 
to cause problems.  Barrels of foodstuffs line the wall.  A single shelf holds a few bottles of what Jon refers to as 
"that imported stuff," though they actually contain some of the Prancing Pony's more expensive beer.

The bedrooms for the family are reached by a wooden stairway near the large !replace.  The second "oor is 
only as large as the common room and consists of four bedrooms and a small linen closet.  The closet holds 
additional blankets for both the family and guests, as well as towels, and also contains Bill's bow and a few 
arrows that he occasionally uses for hunting.  The master bedroom, currently occupied by Jon, holds a large 
straw mattress bed with a small chest at the foot of it.  Jon's life savings, about 2 SP, is concealed under the 
mattress.  A south-facing window lets in light and air; a small oil lamp on a table provides additional 
illumination.  The chest holds Jon's "town" clothes as well as warmer apparel for winter.  The other bedrooms 
are similar, though a bit smaller, including the room that Bill's sons shared while they were growing up.  Bill 
and Rose's room has a few carved wooden decorations, including Bill's wooden "ute, while Lily's room has 
embroidery displayed on the walls and herbs hanging from the rafters to dry.  The upper "oor is kept warm by 
the !replaces from the lower level; the chimneys of the common room and the private rooms form part of the 
walls, the warmed stones releasing heat.  A few small braziers also provide additional warmth.  In particularly 
cold weather, the various family members might sleep in the private rooms if there are no guests spending the 
night. 

FAN FLAVOUR
SONG OF ULMO (EPIC)
by Dustin Strong

Picks: 10 (these may either be Advancement picks or Song-craft picks)
Form: Song, Flute/Fife
Duration: inde!nite—it is the music of the sea
Requisites: must be chosen by Ulmo*
Tests: Perform TN 25
Lore: any dealing with Ulmo, Oceans, or the Seas
Language: any language spoken by the Free Peoples
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Effect 1: “Pains the Enemy”—all servants of the Enemy must make a Willpower vs. Intimidate test.  The TN 
for this test is equal to the performer’s Bearing plus Degree of Success on the Perform test (1-5 = +1; 6-10 = +2; 
11-15 = +3; etc.)
Effect 2: “Inspires Allies”—all allies and friends within hearing may choose one of the following: a) gain a 
bonus to all tests equal to the performer’s Bearing modi!er + Degree of Success for as long as the song is being 
performed; b) temporarily gain additional Courage points equal to the performer’s Bearing modi!er to be used 
within a number of hours equal to the performer’s Bearing score.
Effect 3: Allows the performer to cast spells with the Water specialty, as described below in Improvements.

DESCRIPTION
The Song of Ulmo is not a song or tale in the traditional sense.  That is, it is does not tell a story, but rather, it 
is the music of the oceans, seas, and rivers themselves—it is the music of the water in all its purity and danger.  
It is the musical sound of a running stream; of the ocean kissing a beach or crashing against rocks.

LEARNING THE SONG
Only those deemed worthy by Ulmo may attempt to learn the song.  He does not appear and teach the song, 
instead, he allows the chosen individual to “hear” the music of the waters.  Those who have been chosen need 
not be a minstrel or loremaster, but only someone who has a deep love, and respect, for the sea.  Once chosen, 
the performer must satisfy the following before the song can be used to its fullest power:

IMPROVEMENT
Once the song has been learned, the performer may perfect it, making it more powerful.  For each successful 
performance of the song, the performer may reduce the Perform TN by 1.  Should the performer spend the 
required number of picks, the TN may be reduced by 5.  After the Perform TN has been reduced, spells with 
the Water specialty may be cast by the performer as follows:

*Ulmo is not the only one who can teach the song.  A hero may search out and !nd a Sindar maiden known as 
Shaelina.  She learned the song in the years before the First Age, and has perfected the song to such an extent, 
that some say that she became one of the People of Ulmo, a Maia spirit of the sea.  Such a teacher could prove 
to be a powerful ally—if those legends are true.

TN 20: Rain-ward, Cold-ward TN 15: Fog-raising, Steady Craft

TN 10: Fog-weaving TN 5: Water-shaping, Water-fear

TN 0: Power of the Land

Requirements: must be chosen by Ulmo (determined by 
the Narrator)

Extended Test: 250

Test Series: 5 tests at TN 25

4 tests at TN 20

3 tests at TN 15

# of performances to empower: 10
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WHAT’S OUT THERE
This is a list of Web sites along with Decipher's of!cial Web sites. We have found they supply useful Lord of the Rings game information.

THE HALL OF FIRE WEBZINE
http://hallof!re.org 
THE HALL OF FIRE WIKI
http://wiki.hallof!re.org
DECIPHER'S LORD OF THE RINGS RPG HOME 
http://lotrrpg.fanhq.com 
ENCYCLOPEDIA OF ARDA 
http://www.glyphweb.com/arda/default.htm 
FAN MODULES FOR MIDDLE-EARTH 
http://groups.yahoo.com/group/fan-modules 
SCOTT'S RPG CENTRAL 
http://www.geocities.com/scott_metz/ 
CHRONICLES OF THE NORTH 
http://roleplay.avioc.org/ 
MERP.COM 
http://www.merp.com 
OTHER MINDS MAGAZINE 
http://www.othermindsmagazine.com

THE MAD IRISHMAN 
http://www.mad-irishman.net 
THE LAST ALLIANCE 
http://thelastalliance.com 
RPG TOOLS FOR DECIPHER'S CODA GAMES 
http://groups.yahoo.com/group/rpgtools/ 
THE STEWARD AND THE KING 
http://www.stewardandking.net 
THE TOWER HILLS 
http://homepage.mac.com/jeremybaker/towerhills 
TREK-RPG.NET 
http://forum.trek-rpg.net/index.php 
CODA WEBZINE REPOSITORY 
http://groups.yahoo.com/group/coda_webzine 
THE ONE RING.COM 
http://www.theonering.com/ 
THE ONE RING.NET 
http://www.theonering.net

CALLING ALL GAMERS!
Interested in submitting... 

• A mini or side adventure? 
• New creatures, or fell beasts? 
• New Orders or Elite Orders? 

• Racial / Order packages? 
• NPC's? 

• Weapons / equipment / magical items? 
• Fan Art?

If so, write to us for details on submission submissions@hallof!re.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you.

Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing.

Fancy yourself a writer or artist and would like to contribute to the webzine? 
If so, write to us at submissions@hallof!re.org with 'Writer' in the subject line. One of the editors will get back to you with details about 
writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are?
Visit http://wiki.hallof!re.org/Submission_Information for the current submission guide lines.

If you would like to post an advertisement for: 
• A local or online RPG that you are hosting 
• An RPG convention or tournament 
• Or any events pertaining to The Lord of the Rings RPG
Write to us at ads@hallof!re.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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