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1.0 INTRODUCTION 
 
1.1 NECROMANCY IN 
TOLKIEN’S WRITINGS 
 
1.1.1 SELECTED TEXTS 
 
We all know Sauron was called the Necromancer of Dol 
Guldur and his dreadful servants were the Nazgûl, the Ring-
wraiths and we know too that the Witch-king of Angmar sent 
foul spirits to inhabit the tombs of the kings of Arnor in the 
Barrow-downs, but that was almost our knowledge on 
Necromancy until the publication of History of Middle-earth. 
 
In volume X of this collection (Morgoth’s Ring), Professor 
Tolkien wrote about the fate of Elven Spirits. Themes such 
Glorfindel’s reincarnation are described in detail and there 
are also some notes about Necromancy, a little selection of 
which I have transcribed here:  
 
“The fëa [spirit, in this context Elven one] is single, and in 
the last impregnable. It cannot be brought to Mandos. It is 
summoned; and the summons proceeds from just authority, 
and is imperative; yet it may be refused. Among those who 
refused the summons (or rather invitation) of the Valar to 
Aman in the first years of the Elves, refusal of the summons 
to Mandos and the Halls of Waiting is, the Eldar say, 
frequent. It was less frequent, however, in ancient days, 
while Morgoth was in Arda, or his servant Sauron after him; 
for then the fëa unbodied would flee in terror of the Shadow 
to any refuge - unless it were already committed to the 
Darkness and passed then into its dominion. In like manner 
even of the Eldar some who had become corrupted refused 
the summons, and then had little power to resist the counter- 
summons of Morgoth.” 
 
But it would seem that in these after-days more and more of 
the Elves, be they of the Eldalië in origin or be they of other 
kinds, who linger in Middle-earth now refuse the summons of 
Mandos, and wander houseless in the world, unwilling to 
leave it and unable to inhabit it, haunting trees or springs or 
hidden places that once they knew. Not all of these are kindly 
or unstained by the Shadow. Indeed the refusal of the 
summons [of Mandos] is in itself a sign of taint.      
 
 “It is therefore a foolish and perilous thing, besides being a 
wrong deed forbidden justly by the appointed Rulers of Arda, 
if the Living seek to commune with the Unbodied, though the 
houseless may desire it, especially the most unworthy among 
them. For the Unbodied, wandering in the world, are those 
who at the least have refused the door of life and remain in 
regret and self-pity. Some are filled with bitterness, 
grievance, and envy. Some were enslaved by the Dark Lord 
and do his work still, though he himself is gone. They will 

not speak truth or wisdom. To call on them is folly.  To 
attempt to master them and to make them servants of one 
own will is wickedness. Such practices are of Morgoth; and 
the necromancers are of the host of Sauron his servant. “ 
 
“Some say that the Houseless desire bodies, though they are 
not willing to seek them lawfully by submission to the 
judgement of Mandos. The wicked among them will take 
bodies, if they can, unlawfully. The peril of communing with 
them is, therefore, not only the peril of being deluded by 
fantasies or lies: there is peril also of destruction. For   one 
of the hungry Houseless, if it is  admitted to the friendship of 
the Living, may seek to eject the fëa from its body; and in the 
contest for mastery the body may be gravely  injured, even if 
it he not wrested from its rightful habitant. Or the Houseless 
may plead for shelter, and if it is admitted, then it will seek to 
enslave its host and use both his will and his body for its own 
purposes.  It is said that Sauron did these things, and taught 
his followers how to achieve them.”    
 

-Of re-birth and other dooms of those that go to Mandos- 
 
[The Elves certainly held and taught  that fëar or 'spirits' 
may grow of their own life  (independently of  the body)],  
even as they  may  be  hurt  and  healed,  be  diminished and 
renewed] if they do not sink below a certain level. Since no 
fëa can be annihilated, reduced to zero or not-existing, it is 
not clear what is meant. Thus Sauron was said to have fallen 
[after the destruction of the One Ring] below the point of 
ever recovering, though he had previously recovered. 
 
What is probably meant is that a ‘wicked' spirit becomes 
fixed in a certain desire or ambition, and if it cannot repent 
then this desire becomes virtually its whole being. But the 
desire may bewholly beyond the weakness it has fallen to, 
and it will then be unable to withdraw its attention from the 
unobtainable desire, even to attend to itself. It will then 
remain forever in impotent desire or memory of desire.     
 

-Myths transformed- 
 
In any case is it likely or possible that even the least of the 
Maiar would become Orcs?  Yes: both outside Arda and in 
it, before the fall of Utumno. Melkor had corrupted many 
spirits - some great, as Sauron, or less so, as Balrogs. The 
least could have been primitive (and much more powerful 
and perilous) Orcs; but by practising when embodied 
procreation they would (cf. Melian)  [become]  more and 
more earthbound, unable to return to spirit-state (even 
demon-form), until released  by death (killing), and  they 
would dwindle in force. When released they would, of 
course, like Sauron, be 'damned': i.e. reduced to impotence, 
infinitely recessive: still hating but unable more and more to 
make it effective physically (or would not a very dwindled 
dead Orc-state be a poltergeist?). 
 

-Myths transformed- 



1.1.2 COMMENTS 
 
After these readings, we know the main source of spirits for 
the necromancers to use are those of Elven origin who are 
corrupted and chose to remain in Middle-earth after their 
bodies have been hurt beyond recovery and the wicked 
among them desire to possess new bodies (although not all 
of them are absolutely evil and dangerous). Necromancy is 
dangerous because the necromancers can be “deluded by 
fantasies or lies” or be destroyed and so it is matter of 
common sense there are not a great number of necromancers 
in Middle-earth. 
 
About the spirits of Men we know that they can be enslaved 
by a powerful Maia as the Nazgûl were, but this is the only 
and exceptional case known. So they are normally safe from 
necromancers (please note that the ghosts in the Paths of the 
Dead were not created by Necromancy). 
 
“But the sons of Men die indeed, and leave the world; 
wherefore they are called the Guests, or the Strangers. 
Death is their fate, the gift of Ilúvatar, which as Time wears 
even the Powers shall envy. But Melkor has cast his shadow 
upon it, and confounded it with darkness, and brought forth 
evil out of good, and fear out of hope.” 
 
-The Silmarillion: The History of the Silmarils, Chapter One 
“Of the Begining  of Days”- 
 
The spirits of Dwarves cannot be enslaved, so I assume that 
this is the general rule but in some exceptional circumstances 
they may be forced to remain in Arda although they cannot 
be controlled. 
 
“The dwarves indeed proved tough and hard to tame; they ill 
endure the domination of others and the thoughts of their 
hearts are hard to fathom, nor can they be turned to 
shadows. They used their rings only for the getting of wealth; 
but wrath and an overmastering greed of gold were kindled 
in their hearts, of which evil enough after came to the profit 
of Sauron.” 
 
-The Silmarillion: Of the Rings of Power and the Third Age- 
 
So, let’s enter the Wraith-world that Frodo saw in 
Weathertop where the Disembodied dwell and a few fools 
dare to enter to command them to do their biding or die or 
even worse in the attempt. 
 

1.2 Concerning Necromancy 
 
1.2.1 Overview 
 
Necromancy is the Dark Magic which deals with 
Disembodied spirits in order to enslave them to do the 
Necromancer’s will. This implies that the Disembodied 

spirits must come from creatures capable of dying and for 
which death is regarded as the natural culmination of life.  
 
Mostly these Disemboided would be Elven spirits, as stated 
in the quotes at the beginning of this chapter. Regarding 
Men, they could be enslaved, but this must happen while 
they were still alive, pronlongating unaturally their lifespams 
until they fade (i.e. Rings of Power, Morgul Blade) because 
after their death their spirits were summoned to Mandos’ 
Halls “without choice in the matter: their free will with 
regard to death was taken away” (HoME X, pag. 340). But 
Dwarven spirits could not be enslaved at all because Profesor 
Tolkien wrote:  "Though they could be slain or broken, they 
could not be reduced to shadows enslaved to another will" 
(LotR III, pag. 358), though it is theorically possible that 
some of them may remained in Middle-earth as Disembodied 
spirits unable to be enslaved. 
 

 
 
Thus illusory phantasms made to seem like apparitions of the 
Dead and immortal beings whose presence or appearance 
inspires reactions similar to those elicited by true undead are 
not related to Necromancy. And about werewolves, they are 
said to be “fell beasts inhabited by dreadful spirits that 
[Sauron] had imprisoned in their bodies” (Silmarillion, pag. 
164) and although it is not specified here what kind of  
spirits are being alluded to, Tolkien gives hints that these 
were demonic and not mortal spirits (Silmarillion, pag. 180; 
cf. Let.381). As for vampires, the elusive Thuringwethil 



seems clearly to have been an immortal who merely assumed 
the form of a blood-sucking bat (Silmarillion, page 178; cf. 
HoME V. pag. 393, where Tolkien explicity calls her a “bat-
shaped fay”). 
 
1.2.2 OF THE NATURE OF SPIRITS 
 
This is a general introduction about Spirits, but not only of 
the Dead. In some occasions Maiar can be mistaken for 
Undead spirits by Men. 
 

 

MAIAR 
Maiar are Ainur, pure spirits of the same nature as the Valar, 
but of lesser strength that choose to dwell within Arda and 
take part to the unfolding of its history. They can choose a 
material form when dealing with the Children of Ilúvatar that 
is like a cloth, an expression of their nature and personality. 
But many do not so and trod the Middle-earth as spirits, 
weak or powerful, good or evil. As all spirits Maiar are 
immortal and cannot be killed or destroyed, but weakened so 
as to lose materiality, sometime voluntarily, or in rare 
occasions be expelled to the Void. When the corporal shape 
of a Maia is destroyed, it can take shape again, but at a great 
cost. In visible or invisible form the Maiar dwelling in 
Middle-earth may develop great love for the creation of Eru 
or lust for power over it. Some live in rivers, mountains or 
forests that are called enchanted by Men, other appears like 
shape of terror and fire to rule by fear and strength over the 
Children of Ilúvatar and their own Kings upon Middle-earth. 
But in any case, the more attachment to Arda and the 
material world they get, the more they fade and merge into it.  
 

This attachment to Arda can grow so great that they become 
unable to take back an immaterial for and their spirit can be 
released only by destruction of the body. Hobbit tales speak 
of fairy creatures that could be some Maiar of lesser power. 
Men also call them fairies or demons when they appear in 
frightening or awesome form and sometime have worshipped 
them as gods. Some of these spirits can be contacted, but 
seldom controlled, by those who have mastery over spirits, 
and among them Necromancers. Maiar have no fear of 
Undead as they clearly understand their true nature and see 
in them only enslaved houseless spirits. 
 

 
 
ELVES 
Elves, hröa and fëa (body and soul), belong and are fully are 
part of Arda. They are by nature close to the Ainur. They are 
destined to dwell within Arda as long as it lasts and therefore 
their fëa has strong power and command over their body to 
make it endure and survives illness and injuries that would 
prove fatal to Men. When their body dies, be it killed from 
violent death or abandoned by a weary fëa, it joins back the 
matter of Arda it is made of and the spirit become houseless 
and is meant to go to Mandos. This is the Summon of 
Mandos, which is more an authoritative invitation than a 
compelling summon, and can be refused. May a fëa accept 
the Summon, after some time in the Halls of Mandos, 
repairing the wrongs done to it and healing its sorrows, it can 
be allowed to leave the halls and dwell in a new body. Elves 
reincarnate themselves but, except in rare occasions, only 
through childbirth and keep the memories of their previous 
lives. In the Halls of Mandos, elven fëa are severed from the 
Livings and cannot contact them or be contacted by them or 
have any influence over Arda and its dwellers.  
 



This natural course of events can be altered when an elven 
fëa refuses the Summons of Mandos after his death, by 
desire to stay in the world, and this is common among the 
Elves who refused to go to Amman, or by those corrupted by 
the Shadow and who fear the judgement of their wrongs or 
have been deceiving in believing that the Halls of Waiting 
are an inescapable and terrible prison. They then become 
houseless fëar, treading Arda, haunting forests and rivers 
until the end of the days. This, however, is not so frequent 
when Morgoth, and in a less extend Sauron, is in Arda 
because of the terror he inspired over the fëar, unless the elf 
is already a servant of the Shadow. For those unfortunate 
elves who refused the Summon of Mandos because of their 
own corruption there is then little hope to oppose the 
Summon of Morgoth and their fëa be trapped by 
necromancy. 
  
Some Elves, and this happens commonly to those who 
refused the Summon of the Valar in the beginning of the 
days, are so enamoured with Arda that they progressively 
merge with its matter, and fade into it, ignoring or refusing to 
go to the Undying Lands. They are the Lingerers. Their fëa 
consumed the hröa until it fades and become invisible to 
mortal eyes. But they are not dead and, although may appear 
as so to mortals when they want to make themselves visible 
to them, they are not disembodied ghosts. Their body still 
exists, but a mere memory of what it was, held by the fëa. 
This seldom happens before the Third Age of the Sun . 
 
Elves, especially those who have been to Aman, live both in 
the Seen and Unseen and have a comprehension of the spirits 
world that prevents them from the basic fear that Undead 
create among Men. They are nonetheless disturbed by the 
lingering of spirits of the dead (Men and Elves) in Arda as 
this goes against the will of Ilúvatar and the normal order of 
Eä. They can feel pity or scorn toward elven spirits who 
refuse the Summons of Mandos and be pitiful towards the 
Men who have been deprived of their Gift. Those Elves who 
have not been to Aman have less comprehension of these 
things but still do not feel the same irrational fear as Men 
towards death and Undead as for them death is only the loss 
of a material body. 

DWARVES 
Dwarves were created by Aulë and Ilúvatar granted them 
life. Dwarves are strong of mind and body, and live long but 
not forever. Nobody knows what happens to them after their 
death. Elven legends have it that they turn back to the stone 
they were made of. Dwarves themselves believe that Aulë 
call them to a special place in the Halls of Mandos, where 
they wait for the End of the Days and shall assist Aulë in the 
remaking of Arda after the Last Battle. According to 
Dwarven tales, passed to the Elves, the Seven Fathers of the 
Dwarves reincarnate themselves and come back to their kin. 
There are tales of Dwarves so enamoured with their dwelling 
or treasures that their spirits remained bound to them there 
after their death.  
 

Whatever the truth may be, the Dwarven spirits are as strong 
and stubborn as their bodies and necromancers find it 
exceedingly difficult to enslave them. But there are 
nonetheless tales of Dwarves corrupted by evil sorcery and 
necromancy whose spirits were bound and forced to haunt 
the places they lived in, although without doing the biding of 
any master. This fallen spirits are called Ta-Fa-Lish in some 
Mannish tales. Dwarves fear what they do not understand, 
and Undead is one of these things. 
 

 
 

MEN 
Men (and Hobbits) bodies and spirits are very close to those 
of elves, but instead of being bound to Arda and part of it, 
their spirits are meant to leave Arda, sooner or later, after 
their death. They can be injured and are subject to illness that 
kill them and also die of age. This is the natural order of 
things, as wanted by Eru. What happens to them, nobody 
knows for sure. But the Elves who went to Aman and 
conversed with the Valar believe that they wait in a special 
place in Mandos. None can come back and after a while they 
go out of Time and Arda and sit with Ilúvatar until they join 
in the Second Music of the Ainur. This is the gift of Men, 
and their destiny even Melkor envies and fears it. But the gift 
appears for most Men as a curse and the fear of death is 
widespread serving the evil will of Melkor and his servants 
who instilled this fear in the whole race.  
 



 
 
Because of the nature of their spirits and the imperative 
Summons of Mandos, necromancers find it exceedingly 
difficult to capture and enslave Mannish spirits. The best and 
seemingly the only way for necromancers to enslave these 
spirits is to corrupt the living Man and, by sorcery, 
progressively transfer the spirit from the material world to 
the wraith-world. Such a spirit gradually loses connection 
with its body, which slowly fades. When the process is 
completed, the spirit is fully detached from its body and 
belongs to the wraith-world. The body fades and disappears 
without dying. There is no death and no Summons of 
Mandos. Of all the necromancers that once attempted to 
capture and enslave Men’s spirits for their own power, only 
very powerful ones of Maiar origin like Sauron and 
Zotankath are known to have succeeded to some extent. 
Sauron achieved the unthinkable of retaining the spirits of 
the Ringwraiths for an undetermined time. Nobody knows if 
other necromancers ever succeeded in such an unspeakable 
feat. 
 
In very rare instances, Men spirits may linger a short time 
within Arda, postponing the Summon of Mandos and 
haunting the living to accomplish an unfinished oath or task, 
or appease its mind if a great wrong has been done to them. 
Evil and corrupted Men can sometime refuse for a time the 
Summon and pursue their evil deeds or take revenge for their 
death. These ghosts are seldom the fact of necromancers, 
although they can be enslaved by them.  
Hobbits follow the same rules, but their naivety and 
simplicity make them more difficult prey for necromancers 

and they most often simply follow their nature and respond 
to the call of Mandos. 

ORCS 
Nobody knows for sure the nature of Orcs spirits. Their 
origin itself is lost in the deeps of Utumno. Elven legends tell 
that they were Elves captured by Melkor at the beginning of 
time, whose bodies and souls were twisted and corrupted 
heavily to create a parody of the Firstborn, to worship and 
serve Melkor. Some pretend also that Men suffered the same 
fate. From the Elves who fought this foul race in the First 
Age there are accounts of evil spirits who took the shape of 
huge Orcs to be their captains during the wars of the Elves 
and Morgoth. Some may have survived the fall of the dark 
master and still lead to war the most awful creation and 
perversion of the Black Enemy. It is also not impossible that 
this corrupted spirits have spawned and that some of these 
big war-Orcs have a bit of these evil spirits nature. 
What happens to dead Orcs is a question much debated by 
the Wise. If they are corrupted Children of Ilúvatar, they 
certainly follow the same fate. If they are nothing but beasts 
corrupted and tamed by Morgoth to teach them tricks like 
language, then they have no souls. Those who are spirits who 
assumed a material shape and begot to increase the hideous 
horde are certainly so bound to Arda matter and weakened 
that their spirits once release from their material bounds 
would have no more power to assume a material shape and 
become some malicious bogey only able to have limited and 
dwindling power over the material world and annoy the 
Livings. 
 

 



1.2.3 OF NECROMANCY AND 
NECROMANCERS 
Strictly speaking, Necromancy is the summoning, control 
and biding of spirits of the dead in order to force them to 
accomplish one’s will. Often, those called necromancers also 
use Sorcery or other Illusion tricks to play on the fear that 
death that create to many and can have command over other 
spirits that those of the dead.  
 
The main weapon of necromancers is fear. Necromancers 
powers and interests can therefore range far wider that the 
strict dealing with the Dead. This can, for instance, include 
true necromancy as compelling a mannish spirit to stay 
longer within Arda as a wraith, or force or forcing houseless 
elven spirits to appear as ghosts to scary credulous Men, 
dwell into corpses, possess someone’s body or inhabit a 
stone statue. But the powers and knowledge of necromancers 
usually extends well beyond. Many use sorcery and 
especially illusions and deceptions of all sorts and some of 
the most powerful are masters of spirit-magic. Although this 
so called ‘spirit-magic’ is not Necromancy, it is wider and 
more powerful than it and usually the greatest and most 
powerful necromancers who had ever been practiced both. 
Sorcery allows them to delude Men by confusing their senses 
and mind, create the illusion of phantoms or animate corpses 
to make believe of their coming back from the dead and rise 
fear in the heart of Men and Spirit magic gives them power 
to lure or compel Maia spirits to dwell into monsters, such as 
giant wolves, that haunt the night and frighten the Men. 
 
Dealing with spirits, and especially those of the dead, is a 
dangerous thing. They are often bitter and angry against the 
Livings or full of regrets and envy for their lost materially 
and will seek to get again a hold over the physical world by 
taking over a body. Being itself killed or possessed by the 
summoned spirit is a fate that those who deal with the 
houseless spirits must be aware of and prepared to face. In 
any case, only those who follow the dark paths of Melkor 
and his servants do such things as it is against all laws that 
the dead could again commune with the Livings without the 
judgment of the Valar and the blessing of Eru. 
 
Necromancers are usually playing with the fear that death 
create among Men and are masters of illusion and sorcery 
besides controlling spirits. They often draw from their 
cultural beliefs and customs concerning death, giving shape 
to creatures from the local folklore to better impress the 
weak and credulous minds. In many cultures, the so-called 
necromancers are no more than sorcerers good at illusion 
tricks that rise fear and at using their knowledge to impress 
people. Some may have some real, elvish-like, gift to 
communicate with spirits but delude themselves into 
believing that they are spirits of the dead while they most 
likely are houseless elven spirits or Maiar that play on the 
credibility and beliefs of the necromancer. Rare are the true 
necromancers, those who can for true compel and command 
the spirits of the dead, and the most powerful and 

knowledgeable of the true necromancers are of Maiar origin. 
In some cultures, minor form of necromancy consists in 
contacting spirits, often of ancestors, to get knowledge of the 
past or the future or seek advice and assistance. This is pure 
delusion, as Men’s and lawful elven spirits are out of reach 
in the Halls of Mandos and only houseless spirits will reply 
to such summons and trick and deceive the callers for their 
own, usually malevolent, purposes.  
 

 
 
Some shamanic practices are akin and marginally related to 
some of the points described above but will not be developed 
here as they are not concerned with the matters of death and 
Undead. It is likely that shamans have the ability to contact 
spirits roaming Arda, whatever their origin, and then 
rationalise them into their own beliefs system by making of 
them ancestors, animal spirits, gods, and so forth. When 
dealing with ill-intentioned spirits, shamanism, like any other 
practices dealing with the wraith-world can become 
exceedingly dangerous for one’s sanity and even end by the 
possession of one’s body by a wicked spirit. Likewise, some 
forms of demonology (summoning corrupted Maiar spirits to 
offer them some kind of pact) may in some ways be related 
to necromantic practices but will not be developed here.  



 

 
 

1.3 ROLEPLAYING A 
NECROMANCER 
 
These are a few guidelines for a Gamemaster wishing to 
create a necromancer non-playing character. They do not 
pretend to be comprehensive or laws but are here only as a 
help for a Gamemaster. 
 
CREATING A NECROMANCER  
A necromancer can be a formidable opponent to an 
adventuring party. Because of its own powers and even more 
because of the fear it inspires to the characters, to people 
who surround them and perhaps even to the players. That is 
the fear of someone who is powerful and heartless, who 
deals with unholy matters, the fear of death and of the 
unknown and inexplicable. A Gamemaster who decides to 
have a necromancer in his adventure should therefore 
prepare its apparition carefully, build up a frightening and 
oppressing atmosphere and use the necromancer in a 
spectacular and memorable way. It is not everyday that one 
meets a necromancer. The Gamemaster should ask itself and 
answer first several questions: 
  

•  Who is the necromancer? 
• What are its motivations? 
• How is it going to appear in the adventure? 

 
 

WHO IS THE NECROMANCER? 
This question may appear self-evident, but given that 
necromancy is a difficult art, that requires tremendous 
powers and knowledge, most necromancers with real powers 
over the Undead are non-human, and mostly of Maiar origin. 
So creating such a necromancer who will command over 
wraiths and ghosts is a delicate operation and the 
gamemaster should then keep in mind (and make sure that 
the players realise so) that this necromancer is an exceptional 
creature in Middle-earth, not just a bad guy encountered in a 
forgotten cemetery in moonless night. It is someone who has 
played or can potentially play an important role in the history 
of Middle-earth. Someone who will surely be important and 
should not appear from nowhere just for the party to defeat.  
 
A lot of care and attention must therefore be paid to his 
creation, his origins, history and background. It is also very 
likely that those necromancers are likely directly related to 
Sauron, Zotankath or Feamandûr, as those are the source of 
necromantic knowledge in Middle-earth. 
 
If this kind of necromancers with extended powers and who 
represent a menace for a full region or even the entire 
Middle-earth can appear as the most appealing they are not 
the only possible or even necessarily the most interesting to 
introduce in an adventure. The arts of necromancy have been 
taught by the great masters and spread through 
Middle-earth and many have been lured and tempted by 
them. Among those there are many mortals or elves, with 
certainly more limited actual powers over the Undead, but 
perhaps stronger motivations and imagination on how to use 



the little they know. Those, often more versed in the arts of 
sorcery than in necromancy, can make very challenging 
opponents. They will compensate their lack of real 
necromantic knowledge with sorcery and imagination. They 
are also more likely to develop a real organisation around 
them, for help and protection, and use a cunning propaganda 
to make people believe in their mastery over the Dead and 
fear them. It is quite probable that such necromancers are 
just around the corner, in hiding and unnoticed until the party 
steps on them and decides to rid Middle-earth of them.  This 
category of necromancers also includes those who have no 
power at all, but decide to play on the fear necromancy rises 
in the heart of humans. The role of the adventurers will them 
be to unmask the fraud, but they themselves may remain 
tricked during a good deal of the adventure and discovering 
that the so-called necromancer who has terrorised a entire 
region for years is nothing but a charlatan may then become 
the highlight of the adventure. 
 
Those powerless necromancers are not necessarily tricksters, 
they can also genuinely believe they have powers over the 
Dead because of their cultural background and make people 
around them believe so. Traditional beliefs and customs are 
extremely powerful and an entire population can believe in 
the existence of walking Dead and that the priests in the old 
temple upon the hill are necromancers, without having ever 
actually seen someone coming back from the Dead or a 
necromancer summoning a wraith. Do not forget that 
necromancer power over Men is mainly based on fear and 
ignorance. Although perhaps least exciting at first sight, 
these kind of necromancers can give very enjoyable 
adventures as to be efficient and credible they must be well 
integrated in the background and fit with the local culture.  
 
With these necromancers, the role of the Gamemaster is 
crucial, much more that when the enemy is someone with 
real powers. He needs to build the atmosphere, describe 
people and land in a freakish way, provide small, incomplete 
and twisted information and use non-playing characters (with 
all their beliefs) to convince the players that their foe is a 
powerful necromancer. This will work well, as players are 
often ready to go for what seems the most obvious solution. 
 
If the players have to meet necromancers at several 
instances, try to alternate. The surprise will be greater if 
after chasing a necromancer who eventually revealed to be 
an impostor the party is faced with a real one. 
 
WHAT ARE HIS MOTIVATIONS? 
This is a common theme on the creation of any bad guy or 
even simple non-playing character in an adventure, but takes 
singular importance with necromancy, as for most Men this 
is the domain of fear and unholiness and one does not drop 
into necromancy by chance. The Gamemaster must decide 
what is or are the reasons that pushed the enemy to become a 
necromancer and what it is expecting from this art. Besides 
the usual quest for power and knowledge that attracts those 

who turn to the Dark Arts and that eventually corrupts them 
and makes them servants of the Shadow, necromancy can 
also attract people in search for eternal life or with originally 
seemingly good intentions like extending some beloved 
one’s life or finding a cure for a deadly disease or bringing a 
beloved one from the Dead. After the first steps into the 
Dark Arts, the necromancer develops a taste for power for 
itself and looses sight of its original goal. 
 
A useful and very fruitful way to develop and enrich the 
description of a necromancer and to decide of its motivations 
is to look at the local culture the necromancer comes from. 
Mannish societies in Middle-earth are diverse and rich and 
all have specific beliefs and customs concerning death, 
corpses, after-life, souls. People dealing with necromancy 
(and note that they are not necessarily called necromancer in 
their own culture) may for instance try to communicate with 
spirits of the Dead because in its culture they are supposed to 
know the future or wants Undead warriors because a local 
legend says that only those who be able to kill the tyrant who 
oppresses its people. 
 
 
HOW IS HE GOING TO APPEAR IN THE 
ADVENTURE? 
Again, this is not a question reserved only for a necromancer 
creation, but it is an especially delicate one here, as 
necromancy is the darkest of the Dark Arts and is usually 
frowned on by most Men and is quite rare. So either the 
necromancer is known and well established, has tremendous 
power, rules like a king over many people and can certainly 
repel most direct attacks by using normal ways or lives in 
secrecy,  hidden in a remote place from where he sends his 
servants or among his fellow-people but keeps his art for the 
secrecy of his vault. (Note that the two categories are not 
mutually exclusive, a powerful prince who suddenly expands 
his domain may secretly practice necromancy and use it to 
fell down his rivals, discovering his dark secret will be then 
an important part of the adventure). 
 
The first kind of necromancers is certainly the easiest to 
introduce into your adventure. They are there, obvious and 
well known. They also will be the most difficult to deal with 
as, besides possible powerful necromantic arts, they also 
have more mundane means to face and defeat any who wants 
to get rid of them. It is not for nothing that the necromancer 
has acquired such power and perhaps built its own kingdom. 
If people around could have stopped it before, they would 
have done it. So if the party has to defeat the necromancer, 
they must bring more than their own valour, something new 
and special that will make their success credible. Dealing 
with such a powerful foe should not be the object of a single 
scenario but be developed into a series of adventures. 
 
The second kind of necromancers is more difficult to 
introduce as those have often selfish motivations that are 
better served by secrecy and rarely need to openly reveal 
their existence and powers. If their motivations are more 



inclined toward knowledge or, for instance, achieving 
immortality, they are unlikely to meddle with common 
people’s lives. Apart from heroes who have given 
themselves the task to fight against the Shadow in all its 
forms, adventures are very unlikely to tumble on such 
necromancers just by chance. If a necromancer of this kind 
appears as the main enemy of the party, this should be for a 
good reason, and usually because the necromancer has 
decided or  need to break his secrecy and has to deal with the 
Livings. 
 
For some examples of necromancers, that can be used in 
your adventures or serve as a source of inspiration to create 
your own, please refer to section 3.0 Necromantic Cults in 
Middle-earth. 
 
PLAYING A NECROMANCER 
A key point in playing a necromancer as the enemy of an 
adventure is to keep in mind that fear of Undead, ignorance 
of the necromancer’s real powers and how necromancy 
works, secrecy and prejudices will be the most efficient 
weapons of the necromancer and the main obstacles the party 
will have to face. The Gamemaster must take care of 
building an atmosphere of fear, uneasiness and mystery as 
the adventure unfolds, progressively rising until the final and 
direct confrontation with the necromancer. Inspire 
yourselves from movies or books. The ideal would be that 
the players themselves are scared and more naturally play the 
fear that their characters are supposed to feel. If the players 
have good roleplaying trends, leave them play the fear and 
react to unnatural events like humans usually do: by 
screaming and running away. If not, use the rules about Fear 
(see section 5.1.2 Sorcery and Fear for further information) 
and have the character make various rolls to test their 
courage and resilience against scary events. Most people feel 
extremely uneasy before things that they cannot explain and 
face to Death. Even traces of blood or a corpse that shows 
mutilation marks or has a face frozen with terror can make 
the most seasoned warriors, who have survived many battles 
and seen many people die, feel uneasy. 
 
Play with emotions, feelings and all the senses of the 
adventurers. Do not hesitate to describe what they feel by 
using sentences leaving a doubt on the real nature or even 
reality of what they perceive. After a time, they (the 
characters and more importantly the players) must be unsure 
of all the information they get. Was that shrill made by some 
kind of evil flying bloodsucking creature or just the wind in 
the trees, was that light in the distance some ghost or just the 
fire from a cottage in the woods. The necromancer’s lair 
must be creepy and dark. Use sounds and smells, lights, 
shadows, darkness or even better dim lights that transform 
the most common object or animal into monstrous creatures 
to create a frightening atmosphere. Textures and feelings are 
also efficient to make you players uneasy. Like having to cut 
through old and think cobwebs, stepping on gluey unknown 
substance, walking in mud or slime or without seeing the 

ground (in mud or dirty water), with the menace of stepping 
on some horrible thing, monster or trap. Play also on feelings 
of being observed, make them get lost or believe that they 
will never find their way back. Try to disturb their safety 
plans to increase the feeling of danger (a sudden gust blows 
out their candles, their rope breaks, their guide falls in a trap 
and is killed) In any event, try to keep a balance between 
false alarms and real threats, to maintain the pressure.  All 
these natural effects can be enhanced by sorcery spells that 
plays on the ambiance: light, shadow, smells, mists, wind. Or 
more brutally, that create fear (but try to role play that). 
 
Avoid direct and obvious descriptions. Depending on the 
setting, do not necessarily call the bad guy a necromancer, 
but either use a local name or periphrases. The same for the 
creatures the adventures meet. Characters should not see ‘a 
wraith’, but an eerie whitish shape. Their constitution points 
are not drained, but they suddenly feel wearied and 
sleepy. 
 
Keep the real Undead (if any actually appear) for the end. 
Necromancy is a difficult art and most necromancers are not 
immensely powerful and will quickly exhaust themselves if 
they use their powers straight. So keep them for the last 
moment and have the necromancer hides in places difficult 
to reach, make the fear rise in the PCs’ heart. They must be 
scary of what they might find at the bottom of the tunnel 
before to reach it and if possible overestimate the powers of 
the necromancer. Necromancers can also make a good use of 
their (living) servants to hinder and harass the adventurers 
before they reach them. 
 
Use local legends to both guide and misled the characters 
(and mix them with the players own beliefs that may be 
irrelevant in Middle-earth). If they believe that what they are 
after is a werewolf and that it is a human who changes shape 
during the full-moon night and can only be wounded with 
silver weapons, let them believe so. Or if they think that the 
giant bat they glimpsed at is a bloodsucking vampire that 
will fly back to its vault before sunrise and then sleep in a 
coffin waiting for them to pierce its heart with a wooden 
stack, let them make a plan with that belief (although legends 
about Undead and necromancers in Middle-earth should not 
be like old horror movies, this is only an illustrative 
example!). Likewise, local people will certainly have tales 
about the necromancer, its creatures and how to face them, 
an obscure mix of fancies and truth. For instance they may 
have stories that the water of such spring dispel ghosts or 
that the sword kept in the local temple frees the souls   
enslaved by a necromancer and therefore destroy walking 
dead. Some of these legends may reveal true or partly true in 
the end or utterly false. Play a lot on ignorance of what the 
adventurers’ enemies really are and how they can be fought. 
The adventurers will have to make the difference between 
useless beliefs potentially dangerous for themselves and 
elements that can really help them. 



 
 
 

2.0 HISTORY 
 
2.1 HISTORY OF NECROMANCY 
 
THE ORIGINS 
The history of the Necromancy begins with Morgoth, master 
of all the Dark Arts that have ever been. He hated the First 
Born, beloved children of Ilúvatar, and he desired to enslave 
them and to make him worship him instead of the One, but 
he cannot and so he found another ways to do his biding. 
First he corrupted some of the Elves and he deformed their 
spirits with pain, suffering and hate to create the foul race of 
the Orcs and made them slaughter the Elves. But it was not 
enough for him because in the end, when they were killed, 
most of them flee from Middle-earth returning to Aman, to 
the Halls of Mandos beyond the reach of his power and 
influence. But another few remained because they loved the 
places where they had dwelt and they disobeyed the 
Summon of Mandos for they had become slightly corrupted. 
Morgoth used his inmense power, forcing them to obey his 
will and thus Necromancy was born. 
 
He also used the mastery over spirits he has since his very 

creation to make wicked deeds. Great wolves were inhabited 
by foul spirits haunted the land and the Elves feared them 
and they were known among Men as werewolves and Sauron 
was their captain, as he was taught by Morgoth the Dark Arts 
of Sorcery and Necromancy. But he was not the most skilled 
and nor the most powerful in the mastery of spirits, as two of 
the followers of Morgoth had been former servers of Mandos 
and their understanding on this matter was far beyond 
Sauron’s and they were called Feamandûr (Q. Dark prison of 
the soul) and Herufeä (Q. Master of Spirits), who chose the 
name of Zotankath (B.S. Master of Wraiths). The history of 
the second is told here as he is related with the Necromancy, 
but the first fled to the south and his encounter with Sauron 
and his part in the history of the One Ring will be told 
another day. In later Ages Sauron was the greatest master of 
Necromancy in the west and so he is the only one 
remembered in the history of the Elves of those days.  
 
Morgoth knew that several Elves lived in the eastern lands 
and he sent some of his followers there to corrupt them, so 
their spirits would become easily enslaved. Among those 
agents of evil, it was Zotankath who would become the 
greatest necromancer that has ever been, only second to 
Morgoth himself. It was in those lands where the dark Elves 
dwelt far from the war in the west, where the Elves’ spirits 



did not flee in terror to Aman because of the presence of 
Morgoth, where he found those who remained even after 
death in their beloved forest where the Summon of Mandos 
was not obeyed. They remained unseen and unheard for the 
living, shadows of their former lives and with the Ages their 
grief became anguish and their anguish became hate for the 
living. This was told to Morgoth who went there for his final 
triumph over the Elves and he smiled as they were now weak 
and desired to do his biding, but they were also difficult to 
handle as their hate for the living was very strong and so, in 
the very beginning of Necromancy, it was established that 
they must be linked to dead corpse so they never could go 
beyond their haunting ground (as it happened later in the 
Third Age in the sadly famous Barrow-downs where the 
pupil of Sauron, the Witch-king, sent houseless spirits to 
inhabit the tombs of the Kings of Arnor) and this is the 
reason why an undead army could never exist within Eä 
(although Men’s spirits and oaths made in the sacred name 
of Eru are an absolutely different matter).  
 
In those times of eternal night before the Sun was created, 
Zotankath begun to discover his potential for Necromancy. 
The Houseless obeyed his commands and soon he had a 
dreadful cohort of undead to do his biding and he tasted 
power and the delightful sensation of causing fear and terror 
in whole regions in the far east. But it would change soon, 
because when the Sun first awoke with the pure light of the 
last fruit of the Golden Tree of Valinor shining high in the 
sky, the ungodly links that bound his undying followers 
broke. In agony, pain and fury the foul spirits shouted and 
moaned while they were burned by the sunlight and greater 
grew the hate in their black souls when they were finally 
swept out to the Wraith world and Zotankath could not 
command these souls again because they had become more 
aggressive and defiant and the necromancer feared and 
cursed the daylight. 
 
Morgoth knew from the Ainulindalë that the Second Born 
would awake soon and so he had sent some of his spies to 
the east to search them and soon after the coming of Morgoth 
to the east, the Men finally awoke with the coming of the 
Sun and Morgoth wished to make them his from the 
beginning and before his approach, he sent his minions 
mounted to hunt the newcomers without mercy and he make 
them blowing horns in the hunts so the Second Born fear 
Oromë and were kept isolated from the Valar. He left them 
alone in a hostile world, knowing nothing so they felt alone 
and scared and then he went to them as a saviour. First as a 
wise and powerful friend full of kindness, later as a teacher 
who wanted to teach them wicked lessons about the making 
of the world, the reason of their existence and the power they 
should worship and finally as a ruler. But he failed because 
some of these weak creatures did not believe his lessons and 
try to flee to the west. Morgoth was furious and decided to 
punish the whole race for their disobedience and he sent 
Zotankath, now full of ressentment towards the newcomers 
and the light they have brought, to make them fear their 
mortality and the living bodies where possessed by 

Houseless and the undead walked among the livings in dark 
and deep caves beyond the reach of the daylight and in the 
dark night. It was the darkest time for the race of Men and 
ever since then they changed and tales of this old days are 
never told because they are too dark and still cause anguish 
in their hearts and those who learnt the name of Zotankath 
never dared to pronounce it again. They fled in fear towards 
the far west where some Elves told the only hope laid, but 
this story is told elsewhere. 
 
Zotankath stayed in the east, near Hildórien, in the Orosúli 
Mountains because Morgoth wanted him to unveil all the 
possibilities of Necromancy and perfecting it, so it became 
an even more powerful weapon for the war against the West.  
Even some of the dindair (servers of Morgoth that lurk in the 
shadows and may adopt any shape to spy and confusing 
Eldar and Atani) that had been sent to the east to create 
dissension between Men and Elves were put under his 
command to help him in his task. His first work was to 
reinforce the Avari love for their forest and deform their 
beliefs in the Valar and specially Mandos, so most of them 
would remain in Middle-earth even after their deaths. After 
that, he realised he needed some helpers for his work and he 
discovered that Men were the best for this task as they fear 
their mortality, wished immortality and could be more easily 
fooled than the Eldar. So he gathered around him gifted Men 
to assist him with the most tedious and unimportant task who 
were taught some Necromancy in order to be able to perform 
them. This unorganized and small group was called ‘Par-
vadokunaut’ or necromancers in a dialect of Black Speech 
that Zotankath pleased to use. Meanwhile the Powers of the 
West came to fight Morgoth in the War of the Wrath and it 
was only thank to his secrecy and his isolated location that 
Zotankath was not discovered.   
 
FEAMANDÛR AND THE DWARVEN SPIRITS 
In the Elder Days, an evil presence stalked the darkness of 
Middle Earth, in the lands of the Utter South, where the Grey 
Mountains cast their shadow on untamed jungles never tread 
by mortal foot. The Elves feared him, and avoided his 
domains, and called him Feamandûr,  Dark Prison of the 
Soul: he was one of the Folk of Mandos, master of Spirits, 
but he had rebelled his lord’s will, and he choose to wander 
in Middle Earth, where he burned of hate for being denied 
the light of the Two Trees. When some incautious Elf dared 
to trespass the border of his forests, he used to trap his soul, 
and keep it for his amusement. 
 
It is said that Morgoth tried to convince him to join the Court 
of Ardor, a group of corrupted and powerful Elves, but the 
Elves refused to work with him because they loathed as an 
old enemy. Always alone, hiding in the shadows of his 
forest, Feamandûr witnessed the arrival of Men, whose 
spirits were weak but much more difficult to imprison, and 
then the Dwarves. Feamandûr loved to play with them, for 
they fought until the end. But he misjudged Dwarven 
stubbornness, for one year, when the dry season was at his 
height and the trees parched, the Dwarves put fire to 



Feamandûr’s Forest, making the Spirit flee in the most 
remote corner of his domain. And then the Dwarves cut 
many other trees with their axes, claiming the valleys as their 
own. 
 
Feamandûr, wounded by fire, swore vengeance upon the 
children of Aulë. And after many years of mumbling, he 
conceived a curse for them: it came as a kind of rust, to ruin 
the iron mines which the Dwarves sought all around. But this 
cancer not only affected metal, but also the spirits of those 
who touched it. 
 
In fact, any Dwarf who handled the magic rust was 
weakened in body and soul, and in the end died, but his spirit 
couldn’t fly to the gardens beyond the West. Instead, it was 
forced to stay, burning of hate and envy for all who lived. 
 
Many Dwarves died in such way, and Feamandûr collected 
the rust nuggets which forced them to stay in Middle earth, 
and they haunted the places where they used to live. The 
Dwarves learned then to avoid the rust, that they called 
crospar (icronite in Westron) and stay away from 
Feamandûr’s forest. 
 
In those years, another black soul walked Middle Earth, after 
the defeat of his master Morgoth in the War of Wrath: 
Sauron. Drawn south, fleeing from the remaining Valinorean 
warriors, he decided to investigate about the Court of Ardor 
and he met by chance with Feamandûr. Though eager to send 
away the visitor, Feamandûr feared his power, and he was 
drawn to a pact. Sauron was fascinated by the Dwarven souls 
forced to stay within Arda, and obtained the secret of their 
creation. In exchange, he had to leave Feamandûr his cloak 
of darkness. 
 
Thus, Feamandûr was able to leave his abode in the night, 
protected by the cloak, and steal the souls of his victims. And 
he became known as the Stealer of Souls, a figure of terror 
all around Dûshera. His fate is unknown: some say that his 
deal with Sauron brought him woe, and he was killed by 
Morthaur, one of the Eight Lords of the Court of Ardor, 
when their paths met by chance outside Feamandûr’s forest. 
And that the Elven and Dwarven spirits that he held chained 
were freed. 
 
Others say that Feamandûr was only wounded, but since that 
day he was more cautious to leave his domain, and only in 
moonless nights. 
 
Some servants of Oromë had been left in Middle-earth to 
haunt the minions of the defeated Morgoth, so the Free 
Peoples could finally know a peaceful life, and Sauron found 
that some of them were chasing him. He returned to the 
North, where he found haven on the banks of the Mitheithel 
river. There he found the secret dwelling of a group of Petty-
dwarves, to whom he offered his forgiveness (thus removing 
the curse laid upon their kin), in exchange of hospitality. 
Although he was unable to do so, the Petty-dwarves were 

deceived drawn both by hope and fear, and they accepted. It 
was their ruin, as a deal with Sauron never brings good to the 
fools who seal it. Sauron became the counsellor of Miffli, the 
Lord of Armoq-al-Wanu, and his words seduced the young 
Dwarven Lord, with visions of glory and richness. Sauron 
offered power to defeat any enemy, and life beyond the 
hopes of any Dwarf. The Petty Dwarves got them both, but if 
they had known, they would have preferred death and defeat. 
Sauron, was eager to experiment with the secret power of the 
crospar, and made them became spectres forced to stay in 
Arda. Time passed and Hill men inhabited the land, giving a 
new name to Armoq-al-Wanu: Cameth Brin, the Twisted 
Hill. The place was feared because they met with the 
dreadful spectres which were known as the Ta-fa-lisch or 
‘Ghosts of the Little People’. So they remained haunting 
their lair under the hill where they had lived long ago until 
the Númenóreans faced the ghosts and found and broke the 
hidden crospar nuggets which forced them to stay, making 
them finally free from the dark gift of Sauron.  
 

 
 
SAURON AND HIS UNDEAD MINIONS 
The Lord of Mordor was great indeed. He had impressive 
armies under his command and not only the foul Orcs, but 
also Men and sometimes even Dwarves fought for him. So 
he focused on improving the might of his warriors and he 
created new races of Trolls and Orcs, but for him 
Necromancy was just another weapon to reach his purpose of 
conquest and domination, and he did not devote his time to 
research deeply this dark art.  

 
Although it is true he used it extensively sometimes due to 
his great power and that he did not fear to be discover 
because his dominion over Mordor was complete. He made 
the Nazgûl, the nine mortal men doomed to serve him while 
the One Ring existed, and they became a sing of his power. 
The most important of them, the Witch king, was a Sorcerer 
and a Necromancer. It was him who infected the ancient 
tombs in the Barrow Downs with Houseless spirits during 
the war between Angmar and the dúnedain kingdoms of the 



north and this is only the best known use of his Necromancy 
but it is not the only one. Few dare to speak about the horrors 
he made when Minas Ithil became Minas Morgul and his 
deep hate for his former people mixed with his awesome 
powers and cruelty tore, enslaved and condemned hundreds 
of souls. 
 
When Sauron realised the great fear his Nazgûl inspired in 
the hearts of the Free Peoples and the advantage it was for 
him, he wanted more wraiths under his command. The power 
to make the One Ring had been too great to be matched 
again and no more rings for enslaving mortal men could be 
forged. But he discovered another way: Blades made of 
Sorcery and Necromancy. Due to the powerful dark magic 
which imbued them, only Sauron himself was skilled and 
powerful enough to forge one of these dreaded weapons and 
they drain a significant part of his immense power, so they 
always remained few in number as he had to wait to recover 
himself after forging one and usually he had another tasks 
which also require his power. The Witch king was the only 
one apart from Sauron, who could use them and soon he 
killed great warriors of Gondor who passed into the shadows 
and fought aside his killer as wraiths. The demoralizing 
effect on the whole kingdom was truly awesome at the 
beginning and Sauron was really pleased, but the Gondorians 
had learnt to be hard and remain impassive even when facing 
the most devastating weapons of the Enemy and the effect 
became not so significant in the kingdom in later times, even 
if it was still able to change the course of battles.  
 
These dreaded weapons were known as Morgul-knives, 
personal weapons of the Witch king who reigned in the lost 
city of Minas Morgul. Although these black blades 
disappeared under sunlight because their Sorcery origin and 
they were small even if a single splinter remained inside a 
wound, the wounded was doomed. The splinter had the 
power to move within the wounded body toward the heart 
and once it or the whole blade pierced the victim’s heart, he 
became a wraith under the command of the Dark Lord like 
the Nazgûl, but weaker. Unlike the Nazgûl, these wraiths 
were vulnerable to the pure light of the sun, like the unholy 
blade which had created them, and so most of them were 
destroyed or kept in Minas Morgul as slaves and trophies of 
the Witch king unless Sauron had a personal interest in the 
victim. An eternity of torment and pain beyond imagination 
awaited those unfortunates who learnt too late how wrong 
was to challenge the power of Mordor. 
 
The period when Sauron was forced to rely mainly in 
Necromancy because he was weak and recovering his former 
power after the great defeat suffered in the last war against 
the Last Alliance and he did not want massive forces around 
him to avoid an early and fatal interest of the White Council. 
He established in Dol Guldur, in Mirkwood and was known 
as the Necromancer. He knew the Wise were aware about the 
necromantic cults scattered in the east and he use his 
Necromantic powers to reinforce that false beliefs about his 
identity while his real goal was searching the One Ring in 

the Anduin because he had captured and interrogated Gollum 
and knew the truth. He taught a few glimpses of Necromancy 
to mortal men and he used one of his pupils as bait. He was 
sent to the east with a significant escort and the Elves of 
Mirkwood captured him as Sauron had planned. Once 
inThranduil’s Halls, the prisioner was interrogated. He had 
been deceived by Sauron, and so the Elves fell in the trap 
because the man told the truth, or at least what he believed it 
was the truth. Soon messengers from Mirkwood were sent to 
Lórien and Rivendell with ill news about a Necromantic cult 
from the East who had been settled in Dol Guldur and 
Sauron smile and the shadows grew darker in the forest.         

 
ZOTANKATH, LOREMASTER OF NECROMANCY 
After the War of Wrath, Zotankath realised he had master no 
more and that the Powers of the West swore not to intervene 
directly in the history of Middle-earth and he could do his 
own will without fear. He devoted his existence to becoming 
the greatest necromancer that has ever been, making up 
Sauron’s bare power for the deepest knowledge. Hundreds 
years passed and great became his knowledge about the 
spirits. He knew the Houseless desired most of all the 
respected remains of deceased kings, as they enjoy 
desecrating them as a sing of hate for the living and as a way 
to show them how false their beliefs in a peaceful afterlife 
where. He also learnt the best night to walk in the Shadow 
World without sense the far sight of Mandos upon him. It 
was the first spring day when all the Valar and Valier went 
to the palace of Manwë on the Taniquetil to feast all the gifts 
of Ilúvatar, as they had done the very day of the Darkening 
of Valinor. But he also dicovered the most propitious night 
to bring them back to the Living World was the last of 
autumn, when winter comes, nights are prolonged, the 
daylight dimmish and the Houseless are eager to stop hiding 
and come back. 
 
It happened that Sauron, who remembered Zotankath well, 
went to the east and found him. The Dark Lord was more 
powerful than the Lord of the Spirits and so Zotankath used 
all his intelligence to fool him. He taught Sauron some 
advanced tricks of Necromancy as the enslavement of Men 
souls and he pretended it was all his achievements because 
even if the Dark Lord has also learnt necromancy from 
Morgoth, he had never paid it too much attention. A deal was 
made, so Zotankath could continue his studies: he would 
share all his knowledge with Sauron, as he was the new Dark 
Lord and meanwhile Zotankath would remain undisturbed. 
Sauron never discover the treachery until it was almost too 
late, as his attention was focused in the west and they never 
met again. Short before the coming of Sauron, he also had 
began the construction of Tînor-faltor (B.S. Temple of 
Terror) using enslaved local peoples. And soon after its 
completation, he uses his owers to crete the Ghâshgûlbúrz 
(B. S. Dark Fire of Spirits), an unholy lighthouse for evil 
spirits which opened a door between both Worlds. 
 
Some of Zotankath’s helpers grew arrogant and caused wars, 
but none of them caused so much troubles as Lotûm, his 



chief Necromancer-priest in those early days when 
Zotankath tried to strenghten even more the Dark Flame.  
   
It was almost fatal for his followers and even for himself 
because the door became too wide open an imposible to 
control. Only with great effort could Zotankath closed it, but 
it was too late for a host of spirits eager to posees and 
destroy the livings had alreardy trespassed. Most of his 
acolytes possesed and among them was Lotûm. They killed 
in rage their forme brothers and fled Tînor-faltor like a wave 
of darkness. They few remainig survivors were commanded 
to hunt them before they would reveal anything related to the 
temple. And they mostly success, but one of the possesed 
managed to escape into Vulmaw lands. It was Lotûm, his 
power greater than ever for instead of fighting te possesing 
spirit, he had became his voluntary puppet and together their 
unleashed the hate of the death upon the Vulmaw. He was so 
powerful that his reing of terror upon the eastern Vulmaw 
lands last one hundred years until an army was assembled to 
fight his undead and destroy him. The fight was hard and last 
long, but finally the Vulmaw achieved victory. Then they 
listened tales of the few survivors about the hidden temple 
where this abobination had came from. Resolved to stop the 
threat forever, they marchep upon the mountains for 
storming Tînor-faltor.  
 
But they underestimated Zotankath greatly because they had 
only faced feeble and clumsy undead created by his pupil, 
but they got lost in the mountains when the night came and 
the tiny light of their campfires and torches would not offer 
protection against the upcoming terror that engulfed them. 
That night mortal armies proved to be not a match for the 
greater necromancer of all times and the army was destroyed 
when a host of spirits fell upon them, possessing some of 
them who became killers of his own friends and driving into 
terror and madness all the rest. It happened the last night of 
autumn and so that night is still feared among Men, as they 
believed with reason that the world of the dead and the living 
are closer than any other night and strange portents may 
happen and no Man, Elf or Dwarf dare to enter the Orosúli as 
it is said a powerful evil dwelt there. Since then, he decided 
to organise his helpers in a well organised Order of 
Necromancers with strict rules and keep more attention in 
the surroundings people because such deployment of power 
may attract some unwanted attention as Sauron may feel him 
as a threat to his dominion. “Let the Dark Lord of Mordor 
fight for their bodies and minds, because in the end all their 
souls will be mine”, he thought. And sometimes he interfered 
in the history of the east in very subtle ways to keep the 
safety of Tînor-faltor until he was ready to reveal his power.  
 
Finally in the Third Age, Zotankath reached the top of his 
power and his knowledge and the ultimate secret of 
Necromancy was unveiled for him. There were more spirits 
remaining in Middle-earth than those of the Elves, unseen 
and unheard by all but him. And they were far more 
powerful and difficult to master because they were of his 
own kind, each and every evil Maia ever killed in Middle-

earth. They have been reduced to impotence, infinitely 
recessive: still hating but unable more and more to make it 
effective physically. If he managed to master these spirits, 
this would be the key for his final triumph over Sauron and 
all Middle-earth would be his to command. No one know 
how far did he advance in that path, but it is known that his 
evil plans where finally discovered by a Brown wanderer 
friend of beasts and birds who warned the White Council. 
Zotankath faced his doom when the Blue Wizards, known as 
Morinehtar and Rómestámo in this lands, form a brief 
alliance to storm Tînor-faltor putting and end to the wicked 
Master of Spirits. The temple was destroyed and all the 
initiates and masters there were killed, but some of them who 
where far from there in secret errands survived and some 
even said that deep under the ruins of Tînor-faltor a few 
powerful creatures brought beyond the gates of the dead by 
Zotankath short before his doom managed to survive the 
destruction.       
 
It is said that the cult created by Zotankath, the Par-
vadokunaut (B.S. Necromancers), was refounded and the 
necromancers made blood sacrifices again under a new 
master, but of these stories little is known.    

2.2 The Par-vadokunaut  
 
2.2.1 HISTORY OF THE ORDER 
The history of the Par-vadokunaut begins in the late First 
Age, when the War of Wrath has just ended and Zotankath 
has survived with some followers. Now Valar and Maiar 
have left Middle-earth swearing not to return again and 
Zotankath’s master is no more, so he is free to devote all his 
time to his soul-consuming passion: the deep study of 
Necromancy. He thinks it would be useful to have helpers 
for common tasks. This is not the first time such a thought 
has crossed his mind and he already knows the Elves are the 
best suited for this duty, as their spirits are powerful and 
their will strong, but they are not easily fooled and so the 
main stock used for his servants and lackeys will be the race 
of Men. They are less skilled but more ambitious and some 
of them have a will strong enough to obtain an acceptable 
mastery of the spirits, although several of them will end 
unquestionably in madness and insanity or will be possessed 
by the Unbodied.  
 
After thinking deeply, he chooses to settle in the far east, in 
an isolated valley high in the Orosúli mountains south of the 
land of Wôl. Doing so he hopes to be able to accomplish his 
works in peace, far from the meddler Noldor and their 
Númenórean puppets who dwell in the north-west. Also, 
there are plenty of Mannish tribes which will provide both 
slaves and acolytes, the Wôlhu related with the Druédain 
people and the Lakhab. These peoples have an inmense fear 
of the death which was the making of Morgoth in the days of 
the awoke of their race, so is easy for Zotankath to play with 
their fears and soon he becomes their only and almighty god.  
 



Once the place in choosen and the locals are under his 
domain, the construction works of his new home begin. It is 
called Tînor-faltor, the Temple of Terror and it soons earns 
its name. His beloved Giant Vultures make their nests in the 
surrounding mountains and cast their great shadows over the 
land. Then is the right time for him to select personally some 
gifted ones among his faithful and fanatical Wôlhu 
worshipers, for they seem to have a strange potential for 
Necromacy. They are trained by Zotankath himself and he 
studies their capabilities in detail and after learning they can 
reach enough power to be useful, the seed of ambition is put 
in his soul. Since those days the wild dream of achiving a 
definitive triumph over his first master Mandos and all the 
Valar making the world becoming a place only inhabited by 
undead and ruled by his will are always within his mind. 
Several chambers are excavated deep in the mountain under 
the temple and they are sealed with powerful spells of 
protection. There the Wôlhu necromancers learn their hard 
lessons or face their doom. And below all of these chambers, 
within the roots of the mountain, another chamber is 
excavated for the making of the Ghâshgûlbúrz, the Dark 
Flame of Souls; a dark fire with freezing flames born of 
Sorcery and Necromancy to attract the Houseless to Tînor-
faltor. Zotankath has to put some of his own essence to 
create it and several of his most advanced pupils die during 
the bloody rituals of its creation, but at the end a door 
between the Wraith World and the Living World is created 
and the Par-vadokunaut become more powerful as the spells 
of Necromancy are now easier to make and less dangerous in 
the mountain and its proximities.      
  

 
 
 
After consolidating the recently created Order of 

necomancers called Par-vadokunaut in the dialect of Black 
Speech which Zotankath pleases to favour, he decides the 
time for increasing his power has come. Some more initiates 
are taken to Tînor-faltor and its secrecy becomes difficult to 
keep. It is then when one of the worst moments of the Par-
vadokunaut takes place. This doomed day the unfortunate 
necromancers are pressed to use their powers beyond their 
limits because Zotankath has become ambitious. All the 
necromancers in the now overpopulated Tînor-faltor are 
almost killed when Zotankath gathers all of them to perform 
a powerful ritual to strengthen yet more the Ghâshgûlbúrz. 
The seals of the lower chambers are weakened because a lot 
of Houseless manage to posses necromancer’s bodies when 
the Dark Flame becomes too strong to control and a host of 
Houseless spirits cross the wide open door from the Wraith 
World. Zotankath himself barely escape after using all his 
power to avoid the destruction of his home and all his 
followers and he seals the Ghâshgûlbúrz chamber with great 
effort. This is a dark time for peoples dwelling in near lands, 
as some of the possessed Par-vadokunaut flee from Tînor-
faltor. Mad of even worse and with some necromantic skills 
they soon become hated and feared by locals and the few 
necromancers remaining under Zotankath command are sent 
with haste to hunt them down before they can reveal any 
secret concerning the temple, although somehow one of them 
manages to escape to distant lands. In response to the great 
destruction caused by the possessed necromancers, the 
Vulmaw people of the neighbour Lochan Empire gather an 
army to seek and destroy the source of evil dwelling in the 
mountains before Zotankath is able to recover his power 
fully. He pushes his power to the limit covering the daylight 
with black clouds of sorcery and weakens himself greatly 
commanding the Houseless to face his enemies. The 
Vulmaw army suffers great losses, but is not defeated and 
several necromancers are killed in battle protecting the 
retreat of Zotankath. But after facing the death, the Vulmaw 
are eager to leave the mountains and the hidden valley of 
Tînor-faltor is not discovered. Zotankath has lot almost all 
his Wôlhu adepts and he has not been so near of destruction 
before. After this disaster the Great Necromancer forces 
himself to have more calm and his plans are made more 
carefully. 

 
Hundreds years pass peacefully as Zotankath’s followers 
recover slowly and the locals believe the Demons from the 
Mountains, as they call in their legends the possessed 
necromancers who fled from Tînor-faltor, have disappear but 
this is far from being true. Zotankath have been working to 
make the Par-vadokunaut even greater. The Ghâshgûlbúrz 
chamber is reopened, the uncontrolled wild spirits within are 
enslaved and new kinds of evil are created. The horrifying 
Stone Watchers, stone statues with several bodies and 
monstrous heads, are placed to kept eternal guard and protect 
the hidden valley. The most powerful three are set in the 
entrance o the temple and it is said they can freeze the blood 
of a man or drive him to madness with their evil sight alone. 
By that time the bay near Tînor-faltor has become so 



 
 
corrupted over the centuries that the influence of Ulmo does 
not bless this waters anymore and the pearls under the waves 
are now dark as a necromacer’s soul and their hypnotic glint 
is highly prized, but they are deep beyond the reach of men. 
However some of the people of Zotankath still risk their 
lives to obtain them, but it is so dangerous that most of them 
died in the attempt. Pragmatic as always, Zotankath decides 
to use a more subtle way to increase his influence and his 
wealth. Black boats filled with groups of incarnated undead 
called simply the Drowned because their lungs full of the 
foul water and their necromancer masters sail the treacherous 
sea to submerge for days in an endless search of the valuable 
pearls. Later, they are traded through intermediaries to rich 
and powerful kings across all the lands of the east and 
richness flows like a river to the temple.  
 
As his domains are increased, Zotankath wishes to achieve 
immortality and make him able to perform a fast recovery if 
he is ever killed and so he set part of his own power in an 
object called the Zêmargur (B.S. Heart of Stone) which is 
carefully hidden in a secret place and protected by 
Zotankath’ deadliest minions. 
 
A gold age begins for the Par-vadakonaut, an expanding 
period when several renegade Vulmaw from the border lands 
are trained as necromancers and servants and warriors are 
incorporated to the cult. The growing community needs more 
supplies of food, metal and other resources. The Vulmaw 
victory has not been forgotten, and revenge burns wild in the 
heart of Zotankath. A war of conquest is prepared against the 
Lochan Empire which is fightin a border war against Shay. 
The necromancers take the southern Lochan province of Wôl 
with ease, but they are few in number for a whole conquest 
war. Soon they reach a stalemate and a watchful peace is 

kept.  
 
Short after the conquest, at the end of this Age, two Nazgûl 
known as Khamûl the Easterling and Ren the Unclean are 
sent to Tînor-faltor demanding Zotankath’s help for Mordor 
against the Last Alliance of Men and Elves, but the Master 
of Spirits in the height of his power dismiss them as beggars 
at his door and he almost manages to break the link between 
Sauron and his servants. They are left to flee to Mordor with 
a clear message: The east has a new master.  
 
From now, traveller necromancers are sent beyond the east 
with the mission of creating small cults scattered around all 
Middle-earth, except in the north-west. They should be 
strengthen and called when the war with Sauron begins, but 
this will never happen. The small necromantic cults created 
have different fates. Some of them are destroyed by the 
locals, others fall under the dominion of Sauron and a few of 
them remain active even in the early Fourth Age. It is say the 
greatest of them is established in the mysterious coast of the 
Sea of Changing Stars, in the south, beyond Far Harad, in a 
land where the worshippers of the Great Spiders cult dwell 
and little is known about the Valar. 
 
A carefull plan is prepared to expand further their lands. 
Spies are sent within the Lochan Empire, revolts arise and 
important personalities are murdered. When the 
circumstances are  propitous, a massive attack is launched 
with the help of mercenaries from Shay and Brôd, the isle of 
Waw and part of Ka’ish are conquered. 
 
Another temple is built in the recenty taken isle of Waw to 
keep the secrecy of the first. There a new kind of fanatical 
warrior-monks are trained and the initiates learn not only 



necromancy, but also the dark religion created by Zotankath 
hundreds years ago mixing local beliefs with parts of the true 
history of Eä conveniently twisted to serve his purposes and 
make his followers easier to recruit and handle. This is his 
second step in the achievement of his ultimate goal because 
soon he has at his disposal several minions able to travel to 
distant lands as spies and scouts. 
 
Zotankath is obsessed and frustrated because his powers 
cannot be further developed. He leaves the temple for a long 
time, seeking Objects of Power created by his former master 
Morgoth so he can use them to push even further his now 
enormous mastery of spirits and command them with even 
greater ease. Finally, beyond his wildest dreams, he finds the 
broken Crown of Iron of Morgoth in the Northern Waste. His 
sixty years of travels are told briefly in a chronicle written by 
the very own Necromancers in their dark Temple after the 
return of their master:  
 
“And the Lord of Death left us in a errand as it never had 
happened before. In his mysterious travels he witnessed the 
wicked dreams of the powerful Lord of the Sheroqabâ1 
sleeping deep under the dark heart of the Jungle of Zurghor 
and he listened to the freezing-blood cries and the fluttering 
wings of the last Zatozdâ2 in their high and ever-cloudy 
mounatin peaks and they bowed to him, leading the long way 
down to the roots of the world and opening the doors to the 
Underworld. There dwelt evil formless creatures, old as the 
mountains and blind like bats. Those habitants of eternal 
darkness are keepers of lost secrets and have countless 
treasures stealed from the surface in forgotten times.  
 
With their knowledge obtained by his might and awe-
inspiring majesty, our Lord discovered where he should 
wend his steps. It was far, far away, in distant lands where 
once the One Who Must Not Be Named3 built his fortress 
where our Master fought the Pale Demons in a crystal city4 
and finally found one of his very kind prisioner for ages 
untold by the False Lords of Lies5 now vanished beyond the 
sea.  
 
This prince of fire6 and wrath revealed by pact and fear to 
our Lord where a piece of inmortal godly power lied deep 
under the ice, awaiting for his black hand and soul to claim 
and he returned to us even more powerful than before. All 
praise the Divine Master of Spirits, the Lord of Fate and 
Owner of Destiny for now he is truly all of this and more and 
all the races will bow before him in pain and agony and 
those who dare to oppose him will tremble in fear and be 
enslaved until the End of Time.” 
 

-Chronicles of the Lord of Death- 
 
Notes: 
1 A powerful evil Maia who survived the War of Wrath hidding 
himself deep. For more information see The Chyan Empire fan-
module. 
2 Chyan name for Vampires. It seems some members of the 

Kharphanâ  joined the ranks  of the Par-vadokunaut after Nevazar 
died. For more information see The Chyan Empire fan-module. 
3 Morgoth. Zotankath is persuaded the strong spirit of his fomer 
master will return from the Void and he does not want to attact his 
attention, so his name is forbidden. 
4 The Noldor Elves of Evermist. See The Northern Waste module 
for more information. 
5 Name given by Zotankath to the Valar. 
6 Durlach the balrog imprissioned in the Morgoth’s Well during the 
War of Wrath. See The Northern Waste module for more 
information. 
 

 
 
Of course, he could not find his price so easily and before 
going to the north-west he wandered into the southern lands 
looking for Feamandûr and he proposes him an alliance 
which is not accepted. Several tales and legends arise of 
these travels but few of them were ever heard in the east. 
One of this tales comes from the Elves of Helcar Sael, where 
the mighty necromancer tried to absorb the life of their 



sacred forest to increase his strength, but he was challenged 
by a mysterious Elf bard who was their guest. Songs of 
Power with holy names almost unheard in the east echoed 
the land, fighting for a whole day against the eternal hunger 
of the Houseless and dark clouds born in Sorcery. With the 
sunrise the black wanderer who brought dead was repelled 
and the bard fell unconscious after the terrible duel  (See 
section 3.3.6 The Jade First Cult for this tale, as it is linked 
with the origin of this cult).  

 
THE NECROMANTIC WARS 
In the long years in wich Zotankath is absent from Tînor-
faltor several things happen to his Order. The Par-
vadokunaut were instructed to gather a great army without 
entering in open conflict with the surrounding lands, waiting 
their master to return. Then he would came to them more 
powerful than ever before and would command them in a 
victorious war of expansion for no one could stop them. But 
if all the necromancers who have ever been have something 
in common is their ambition and with the passing years and 
the rising to prominent positions of necromancers who have 
never knew the real power of Zotankath, a younger 
generation of leaders hungry for power arise and soon they 
begin to spread dissatisfaction and rumouring that Zotankath 
will never return.  
 
The younger faction of necromancers, called the Raupar-
vadokunaut or New Necromacers, want to use the already 
gathered troops and the power of the Dark Flame within 
Tînor-faltor, which use was forbidden by Zotankath himself, 
to attack at once and conquer new lands. But the older 
leaders, who call themselves the Zotankathai or People of 
Zotankath, want to respect the last command of their master, 
waiting for his return and strengthening yet more the army. 
The two positions become more and more distant and 
relations become more difficult.  
 
The Zotankathai have in their power Tînor-faltor and most of 
the most powerful necromancers among their ranks, but the 
Raupar-vadokunaut have a great part of the army under their 
command. The impatience of the young ones grows and 
tension reaches its critical point. Finally violence erupts and 
some Zotankathai leaders are murdered. It’s the begining of 
the so called Necromantic Wars (1350-1357 TA). 
  
The Raupar-vadokunaut gather a vast army adding to their 
ranks mercenaries from Shay and they try to take Tînor-
faltor with haste, but their former masters prove to be harder 
than they have imagined. The war lasts long years and both 
sides use every single weapon they have. The Drowned are 
used as fighters and destroyed, all the Watchers of Stone are 
broken save the three in the temple itself, the Great Vultures 
bring death from above endlessly but are nearly extincted 
and in the other side which only have clumsy undead, the 
amounth of killed men is countless and all the mercenaries 
desert. Then the situation becomes yet more desperate, for 
the Lochan Empire strikes back trying to recover their 
conquered lands. Caught between two fronts, the Raupar-

vadokunaut have but one choice left: a final massive assault 
against the temple because they think if they can enter there, 
the power the Dark Flame within will save them from the 
Vulmaw.  
 

  
 
The battle is terrible indeed. The doors of the temple are 
crumbled and the bloody fight continues inside. Pushed to 
the limit when the Raupar-vadokunaut are reaching the very 
gates of the Dark Flame Chamber, the Zotankathai are forced 
to use their last resort and they open those doors, releasing 
the Voshfrûm-hai, the Spirits Eaters, the fearsome guardians 
of the Dark Flame. These are evil spirits wild and mad 
forced to inhabit foul and monstrous four-legged predators 
specially breed by Zotankath for this purpose. They walk 
between both worlds, so their sharp teeth and claws tear soul 
and flesh alike. It is said they eat souls and their blood burns 
cold like hellish fire. They do not recognize friends or foes, 
for they exist only to kill any living creature, to utterly 
destroy all of them with mortal rage. Needless to say, the 
unleashed monsters massacre without piety and without rest, 
hundred men die within seconds and the Par-vadokunaut, no 
matter the side they belong to, are all almost ended.    
 
Then a weary travel reaches the broken gates of the temple, 
one who have travelled far and is furious indeed for the mess 
he is finding in his very home, one who had promised to 
return one day powerful than before and is fulfilling his oath. 
The true Master of Tînor-faltor has returned. With the Crown 
of Iron over his head, the dreadful beasts follow their orders 
and return reluctantly to their chamber, for he is the only one 
they fear and the carnage is finally over. But few remain to 
rejoice. 
 



If they have done as they were commanded, Zotankath 
would have use the Dark Flame as never before thanks to the 
power of the Crown of Iron and that combined with the 
mighty army they could have had by now, would have made 
them invincible. But now they are broken, their Vulmaw 
lands lost, their ranks dismished, their wealth wasted and 
their enemies near. Despite their powerful master, they can 
barely hope to stand and begin a painful and slow recovery at 
best. Only one of the Raupar-vadokunaut is still alive, for 
they were the ones closer to the gates of the Dark Flame 
Chamber and so the first killed. He is no other than their 
leader Vâdôkîprus the Cruel, a man of Númenoreán origin 
sold as slave when he was a child and raised by the 
necromancers. Badly hurt but still standing over two beasts 
killed with his own sword, defeated but proud, he awaits 
death or worse in tense silence. But Zotankath is more clever 
than impulsive, more astute than vengeful. He will live. He 
will live to turn his friends from corpses to rotten Drowned, 
he will live to train new monk-warriors and he will live to be 
his general. He will fight with the very same ardour for 
Zotankath and later, when age will make him useless or 
someone better can replace him, he will die to be eternaly 
punished. Such is the way of Zotankath.   
 
THE FINAL TWILIGHT 
More than six hundreds year after the Necromantic Wars 
Sauron, who have fled long ago to the east to recover himself 
from the great defeat which Isildur inflicted him, is still 
there. He hates Zotankath greatly for ignoring his request of 
help for the war against the Last Alliance of Men and Elves 
but he still does not believe he has become a true threat. 
Only in the eastern lands he learns the power of his 
adversary and he does not dare to face him in his own realm 
as he is yet very weak and have another plans in the long 
term. He will battle in the west to destroy the hated Elves 
and the doomed Númenoréans, but he knows after that one 
last war will have to be fought for the total dominion of 
Middle-earth.  
 
Finally, he is stong enough to return to the north-west and he 
chooses Dol Guldur as his new settement. But he does not go 
alone for some of his Nazgûl have secured the fortress and 
prepared his coming. Khamûl is one of those Nazgûl and he 
has some of his selected Womaw warriors with him.  And 
Sauron has greats plans for them. They will be trained in a 
very special way for becoming fanatical and proficient 
necromancer-hunters and they will return to they homeland. 
There they will watch Zotankath’s followers and hunt them 
endlessly. They know those lands well and the necromancers 
are feared and hated beyond measure there, so soon they will 
have allies. Everything is made as it was planed and they 
take the name of the Jade Fist before returning to the east. 
The Par-vadokunaut stirs again,  trying once more to expand 
their lands towards the Lochan Empire and despite they are 
not many in number this time, they are more powerful than 
ever before. In this border war the monks of the Jade Fist 
earn a well-deserved reputation of relentless and disciplined 
warriors with powers beyond understanding and a small 

temple is build for them over a mountain near the boder. 
 
At last news regarding the powerful Necromancer in the east 
arrive to the west and the White Council is worried indeed. 
Due to the false clues left by Sauron, they believe the 
Necromancer of Dol Guldur can be but a pupil from the 
Great Necromancer in the east and the first of many more to 
come, so they decide that he must be stopped inmediatly. A 
Great Eagle fly swift to the east carying a messagefor the 
two Istari known as Pallando and Alatar, the Blue Wizards 
who dwell in the lands of the east.  
 
Zotankath counts with few warriors this time because he is 
immersed in the discovery of the ultimate power of 
Necromancy, something which will allow to bring back evil 
Maiar destroyed over the ages to fight by his side. So he is 
not prepared to face the vast army of local peoples composed 
mainly by Vulmaw and leaded by two Istari. The monks of 
the Jade Fist fight side by side with the Wizards and the Free 
Peoples for they have managed to purify the dark influences 
received from Sauron. With the destruction of Tînor-faltor 
and the slaying of every member of the Par-vadokunaut, only 
those lucky necromancers who are in errands far away 
survive.  
 
THE FOURTH AGE 
At the end of the Third Age of the sun Tînor-faltor is 
refounded by three of the most powerful necromancers who 
escape the destruction of the temple. The works to restore the 
former might of the cult begin, but what was before a fiery 
fire now is nothing but a tiny and pale candle. It is the worst 
time for the yesteryear glorious Par-vadokunaut, hiding 
miserably with no new initiates and their dismished power 
alone to rebuild the cult, but despite the adversities they 
achieve success at the end of this Age. The Zêmargur is 
located and recovered bringing power to its new masters and 
the Par-vadokunaut starts to shine again with the fury of an 
unholy sun while in distant lands Sauron is utterly destroyed. 
No more secrecy would be needed this time, as there are no 
great enemies left to threaten them... 



2.2.3 AREA MAP 
 
The first map is a contextual map which shows the location 
of Tînlor-faltor and the Lochan Empire in Middle-earth. 

 

 

 

 

 

 

This map depicts the location of Tînor-faltor, the several 
lands of the Lochan Empire and the surrounding kingdoms.  

 
 
 
 
 
 
 



2.3 TIMELINE 
 
 

Before FA Dwarves and Elves migrations, before the rise of the Sun. 

Before FA Zotankath is sent to the East and he discovers the Houseless. He is the second user of Necromancy, 
being Morgoth the first. 

1 FA Men awaken in Hildórien.  

600 FA 
Feamandûr, the other fallen Maia of Mandos who dwell in the South, creates the crospar and 
achieves the mastery of Dwarven spirits, something that Zotankath never accomplishes, as he is not 
interested in Dwarves. 

603 FA War of Wrath. Final overthrow of Morgoth. Fall of Beleriand, changing of much of Middle-earth. 

604 FA Some of the leaderless minions of Morgoth in the east (especially dindairs) follow Zotankath. 

604 FA Sauron mets Feamandûr and learns from him the secret of the crospar creation. 

605 FA–300 SA 

Zotankath settles in the Orosúli Mountains with his followers. The dindairs work in the shadows to 
make the moriquendi Elves of the East stay as Houseless spirits in Middle-earth, twisting their 
beliefs in the Valar in subtle ways. Some of them are discovered and killed, but most of them are 
succesfully. 

300-450 SA Construction of Tînor-faltor in the Orosúli Mountains and creation of the Par-vadokunaut cult. 

c. 500 SA Sauron begins to stir again. 

600 SA The first ships of the Númenoreans appear off the coasts of Endor. 

751 SA Sauron meets Zotankath in Tînor-faltor and learns more Necromancy, especially how to enslave 
Men spirits focusing a part of his own power in an object. 

c. 1000 SA Sauron, alarmed by the growing power of the Númenoreans, chooses Mordor as a land to make into 
a stronghold. He begins the building of Barad-dûr.  

1200 SA The Númenoreans begin to make permanent havens on the coasts of Middle Earth. About that time 
Sauron seduces the Elven smiths of Eregion. 

1600 SA Sauron secretly forges the One Ring in Orodruin and completes Barad-dûr.  

1633 SA Zotankath creates the Ghâshgûlbúrz, the Dark Flame of Souls. 

1693 – 1701 SA War of the Elves and Sauron in Eriador. Sauron is defeated with the support of a great fleet of the 
Númenoreans. 

1754 SA Wôlhu necromancers reach the limit of their skills, from now on they are true necromancers. 

c. 1800 SA From about this time onward the Númenoreans begin to establish dominions on the coasts of Endor. 
Sauron expands his power eastward. The Shadow falls on Númenor. 

1967-2230 SA Small boder raids to capture slaves in the north border. 

2251 SA Tar-Atanamir takes the sceptre of Númenor. Rebellion and division of the Númenoreans begins. 
About this time the Nazgûl first appear. 

2699 SA 
While trying to make more powerful the Ghâshgûlbúrz, a host of Houseless spirits possess several 
initiates and cause a great destruction in Tînor-faltor until Zotankath himself takes part. Most gifted 
Wôlhu necromancers are killed.  

c. 2700 SA Lotûm, One of Zotankath’s greatest pupils, is possesed and escapes Tînor-faltor. 

2700-2800 SA Lotûm assemble an army of possesed and kill Vulmaw people. Finally a Vulmaw army kill him.  

c. 2800 SA Zotankath destroys the Vulmaw army which storms Tînor-faltor with his awesome powers and the 



secret of the last autumn night is revealed.  

2801-3100 SA The Par-vadokunaut slowly begin to recover. 

3100 SA The Ghâshgûlbúrz  in mastered again and theVoshfrûm-hai, its deadly guardians, are created. 

3177 SA Civil war in Númenor. 

c. 3190 SA The Drowned are created for collecting the prized black pearls. Gold flows to Tînor-faltor. 

c. 3200 SA 

Zotankath wants to last forever and so he focuses great part of his very essence in an Object of 
Power called Zêmargur (B.S. Heart of Stone) which is hidden and guarded by his most dreadful 
undead minions. The time of High Necromancy has passed, but until the Zêmargur exists, Zotankath 
will be able to regain corporeal form and remain in Arda. 

3256 SA Feamandûr is greatly wounded by Morthaur, a Lord of the Court of Ardor.  

3261 SA The army of Ar-Pharazôn the Golden invades Endor and besieges Sauron in Mordor. After the end 
of this war, Ar-Pharazôn terminates the reign of the Nazgûl Indûr in Mûmakan. 

3262 – 3310 SA Sauron is taken as a prisoner to Númenor, seduces the King and corrupts the Númenoreans. 

3312 SA The Par-vadokunaut invade Wôl, southernmost province of the Lochan Empire. 

3319 SA Downfall of corrupt Númenor by the hand of Eru. 

3430 – 3441 SA The Last Alliance of Men and Elves is formed against Sauron. 

3432 SA 

Two Nazgûl are sent as emissaries from Mordor. They reach Tînor-faltor demanding the help of 
Zotankath in the war, but they are not listened and Sauron almost lost the mastery of two of his 
dreadful servants. They return to the west with haste. Zotankath grow even more skilled and 
ambitious. 

3434 SA Battle of Dagorlad and siege of Barad-dûr.  

3438 SA 
From now on the necromancers are sent beyond the eastern lands and some small necromantic cults 
are created in isolated places (for Sauron not to notice), as the Ice Witches of Forodwaith. This is a 
first step in a possible war against Sauron in the long term. 

3441 SA Sauron is overthrown by Elendil and Gil-galad, who also perish. Isildur takes the One Ring and the 
Nazgûl pass into the Shadows.  

3442 SA 

Zotankath has reached a dead end in his Necromancy works, but he wants to go even further. His 
necromancers are sent on errands even in greater number since this year, seeking some powerful 
Sorcery and Necromancy Objects of Power from the Fist Age for his master. They even go to the 
west lands, as Sauron is vanished now. 

10-100 TA 
The Par-vadokunaut sent spies acrosss all the Lochan Empire to cause revolts. The Empire is greatly 
troubled. 

100-300 TA 
Further conquests into the Lochan Empire with the help of mercenaries of Shay. Brôd, Waw and 
part of Ka’ish are taken.  

300-1000 TA 
An impressive new temple is build in the isle of Waw. More cults are founded in far lands by 
traveller necromancers. 

1000 TA  Sauron moves again. The Istari are sent from Aman to Middle-earth. 

1050 TA Hyarmendacil conquers the Harad. Gondor reaches the height of its power. 

1297 TA Zotankath leaves Tînor-faltor. His ultimate goal is to find Morgoth’s Crown of Iron. 

c. 1300 TA Evils things begin to multiply again in the west. The Witch-king founds the realm of Angmar.  

1349 TA 

The Ice-Witches of Forodwaith move to Angmar seduced by the promises of power and wealth of 
the Witch-king. A few of them refuse to move and remain in the North, hidden because they are 
hunting by their own people. Sauron only discover that the cult was created by a lesser necromancer 
from the east and does not bother. 



c. 1350-1357 TA The Necromantic Wars. The Par-vadokunaut splits in two factions fighting for the posesion of 
Tînor-faltor and the power wihin, as it is believed the Zêmargur is hidden under the temple. 

1357 TA Zotankath returns to Tînor-faltor. The Par-vadokunaut has become weak due to internal strife. 

1432 – 1448 TA The Kin-strife in Gondor. 

1636 TA The Great Plague devastates Gondor. 

c. 1640 TA The Nazgûl return to Mordor for a few years to reorganise the Black Land for eventual 
reoccupation. 

1851 – 1899 TA Gondor is under attack of the Wainraiders. 

1974 TA End of the North-kingdom. The Witch-king overruns Arthedain. 

1980 TA The Witch-king comes to Mordor and there gathers the Nazgûl. A Balrog appears in Moria. 

2050 TA King Eärnur of Gondor accepts the challenge of the Witch-king in Minas Morgul and is lost. Ruling 
Stewards in Gondor. 

2063 TA Gandalf goes to Dol Guldur. Sauron retreats and hides in the east. The Watchful Peace begins. 

2070 TA 

Sauron wants revenge for Zotankath’s treachery as his knowledge of the Necromancer’s activities is 
now greater, but he does not dare to face the Master of Spirits in his own lair because he feels the 
power of his former apparent server has grown greatly, he is not fully recovered yet and has another 
plans in the west. He knows he must destroy him when the upcoming war in the west ends because 
he is becoming too powerful to handle and too ambitious to command. 

2072-2120 TA Boder wars between the Par-vadokunaut and the Vulmaw. The Jade Fist appears in the east.  

2460 TA The Watchful Peace ends. Sauron returns with increased strength to Dol Guldur. 

2473 TA Sauron creates the dreaded Morgul-knives, able to turn Men into Wraiths. 

2550 TA Zotankath discovers all the fallen Maiar spirits that remain in Arda and he begins the most difficult 
task of his existence trying to master them. 

2576 TA Radagast the Brown wandering in the East discovers the location of Tînor-faltor. The Blue Wizards 
are meddling deeply in Mannish realms and do not notice this threat. 

2577 TA The White Council is informed about Zotankath and his evil deeds and the two Blue Wizards are 
warned and foced to make a brief alliance. 

2578 TA A great army of Free Peoples of the east is formed to destroy Tînor-faltor and Par-vadokunaut 

2579 TA Zotankath is defeated. Tînor-faltor is destroyed and the Ghâshgûlbúrz is extinguished but some 
necromancers on errands in distant lands survive. An unknown evil survives deep under the temple. 

2793 – 2799 TA War of the Dwarves and Orcs in the Misty Mountains. 

2850 TA The Par-vadokunaut is refounded in great secrecy but it is only a shadow of his former power. 

2941 TA Expedition of Erebor. Bilbo Baggins finds the One Ring. The White Council attacks Dol Guldur, 
which is abandoned by Sauron. Ren the Unclean goes to Mordor. 

2950 – 2999 TA The quest for the Zêmargur. The new Master of the Par-vadokunaut needs it to have his necromantic 
powers increased.  

2951 TA Sauron declares himself openly in Mordor and starts the rebuilding of Barad-dûr. 

3000 TA The Zêmargur is finally recovered and the Par-vadokunaut begins to make preliminary movements 
for a later consolidation. 

3018 – 3019 TA War of the Ring. Destruction of the One Ring. 

3020 TA 
The Par-vadokunaut are regaining power as his new masters are powerful enough to restore the cult. 
Sauron of Mordor has been destroyed, but a deep growing Shadow remains in the east of the east, 
and few are left who can face it.  



3.0 Necromantic cults in 
Middle-earth 
 
In this section you will find the offspring of Morgoth’s, 
Sauron’s and Zotankath’s evil seeds. There are a lot of Men 
so ambitious and so eager to learn forbidden lore and achieve 
power beyond reckoning which are fool enough to risk their 
very own souls practicing Necromancy, cults created by the 
great Dark Lords to serve them, to rise fear among the livings 
and subjugate them. Some remained faithfull to their masters, 
others followed their own paths but every one of them wrote 
words of fear and awe in the History of Middle-earth.      

3.1 Cults in the North 
Ice-Witches of Forodwaith 
 
Location:  Forodwaith and Angmar during the reing of the 
Witch-king 
Time setting: Since TA 1179 
Kind: Zotankathic origin with later Sauronic influences 
Magic: Cold-related Sorcery spells and Necromancy 
 
HISTORY 
The cult was founded by Shräen 
the Pale, a necromancer of 
uncertain origin sent by 
Zotankath to the western lands in 
the year 1179 of the Third Age. 
She found useful the strong 
superstition and respect for the 
dead that the lossothrim had and 
decided to use them in her own 
advantage. A mistress of spirits 
like her soon rose in power 
among most of the clans of the 
north and they killed or exiliated 
their chamans and wisemen in 
favour of Shräen’s pupils with 
their amazing powers.  
 
She chose to teach only women 
whose usually long dark hair 
became snow-white after the 
initiation rite, and they were 
treated with respect but it was 
born in fear and not in love for 
the powers they wielded were terrorifing and their own 
people called them witches. However after one century the 
courage of the northern peoples shone and they rose against 
their tirany of terror of their Witch-queens. But evil has many 
faces and instead wasting their powers killing their own poor 
people, they were seduced by the promises of wealth and 
power of the King of Angmar who chose them as allies for 
his army and so they deny their former master and  

 
 
left their cold homeland to serve the Witch-king in the year 
1349 of the Third Age. Although they were never numerous, 
their kind served for long years at the service of Angmar and 

it is said they played some 
important roles in the war, such 
the summoning of evil spirits 
in the Barrow-downs circa 
1636 of the Third Age.  And so 
the Lossoth received in 
sympathy the High King who 
had been fighting the hated 
witches in the southern lands. 
 
After the Wars of Angmar the 
cult was officially destroyed, 
but there are still tales in the 
Northern Waste about old 
women who live alone and are 
served by enslaved spirits of 
the dead. Some even say it was 
an old witch the one who 
guided Zotankath in his quest 
for power to the pit where 
Durlach the balrog was 
sentenced to life imprisonment, 
and in return his Dark Lord 
gifted her putting his mark 
upon her. 

 
APPEREANCE 
All of them are Lossoth women with long white hair. The 
high price they have to pay for their powers is their health 
and so they look far older than they are. They also wear two 
branches of sacred wood hold to the head like horns which 
are believed to give them power over the Dead. In fact they 
were originally a distinctive for shamans who invoked animal 



spirits before hunting and they became a sing of status over 
the years, so Shräen decided to give them a more practical 
usage and taught her pupils to carve some runes of power on 
them, converting the horns in powerful talismans (see the 
Necromancer’s order ability of the same name in section 
5.3.2 Necromancer (New elite Order) for further details). 
 
ATTITUDE 
After years of holding positions of power among their tribes 
or in the ranks of the Witch-king they become arrogants and 
are more prone to use pure Necromacy despite the risk it has 
rather than Sorcery delusions, although they also favour cold-
related spells. 
They are completely ignorant about the nature of the spirits 
they deal with, as they think are those of their ancestors and 
usually believe whatever they say and that was the way used 
by Shräen and Witch-king to control them like puppets. They 
also believe the spirits are more powerful than they really are 
and can make curses and foretell the future, which is 
completely false. However, real powerful witches unveil all 
those lies.  
 
PEOPLE OF NOTE 
Shräen the Pale 
 
OBJECTS OF POWER 
 
SPELLS 
 

3.2 CULTS IN THE SOUTH 
 
The Court of Ardor 
(See Court of Ardor module for further information) 
 
Location: Far South (Ardor) 
Time setting: Since SA 940s 
Kind: Morgothic origin 
Magic: Powerful Elven magic and Sorcery. One of the Eight 
Lords achieved Necromancy knowledge by his own arts 

 
HISTORY 
Ardana, the mightiest of the Eldar whom Morgoth corrupted 
to his cause and former follower of Elbereth, was charged to 
devise a plan how the fall of the Lights (the Sun and the 
Moon) could be accomplished. She with Morthaur, another 
Noldo of great might also corrupted by Morgoth, made a plan 
to achieve their goal: using eight gems of unlight with light-
consuming powers to drain both sun and moon of light. 
 
They left for the area where the astrological constellations 
would be most favorable for their goal and therefore chose 
the land of distant Ardor as their base of operations. Soon 
after her arrival in Ardor, Ardana realized the prejudices the 
Avari held against the Eldar and especially the Noldor. The 
Moriquendi viewed the Elves of the West as traitors of 
Elvenkind who deserted to Aman. So at first there was very 

little love between the kindreds. But Ardana convinced many 
of them that indeed she came out of the West because she and 
her companions were betrayed by the Valar and that they 
attempted to restore the old order of a starlit sky. So she won 
many loyal followers among the Avari who remain faithful to 
the Court's cause even to this day.  
 

 
 
Much time passed, though the servants of darkness were not 
idle. The Court of Ardor coalesced, ruled by the Ardan 
Council: eight lords of the eight citadels constructed under 
their supervision, clustered about the bay which embraces 
Shaan-Ta-Rhûn, the Citadel of Ardor. In addition to the 
Eight, there sat Valmorgûl: the Warden of the Citadel, 
Morfuin the Lord Demon, Morthaur, and Ardana. They are 
waitting for Ardana’s daughter to grow, as she must be 
sacrificed at a determined age in the ceremony. It is said that 
if they were succesful, Morgoth (who will return as it stated 
in the second Prophecy of Mandos) will prevail upon the 
Valar. 

 
APPEREANCE 
 
ATTITUDE 
 
PEOPLE OF NOTE 
 
OBJECTS OF POWER 
 
SPELLS 

 

3.3 CULTS IN THE EAST 
 
Servants of the True Oracle  



(See Ohjan module for further information, especially for the 
cult of the Great Spiders) 
 
Location: Ohjanî lands 
Time setting: Since SA 1845 
Kind: Unknown (probably a renegade necromancer of the 
Par-vadokunaut or even a possessed one). 
Magic: Powerful Necromancy 
 

 
 
HISTORY 
Though the Ohjanî are not particularly turned towards the 
Shadows, there exist some few cults dedicated to the 
Shadows, to the fallen Vala Morgoth and his Maiar servants. 
The most powerful cult is certainly the Servants of the True 
Oracle, which is established in the underground of cities like 
Thurbiandê or in far away islands, reputed to host terrible 
monsters and demons, at the service of an evil entity, called 
Zashôr the Pale. This cult arose a few years after the Eastern 
Naval War, focussing in Jamna, Nejhen, and Maaken 
between Sunum and the imperial Ohjanî power (SA 1845). 
The cult was several times hit by the authorities, but was 
always refounded some decades or centuries later. 

Originally formed by a small group of people at the service of 
Zashôr the Pale, they claimed that the Ohjanî religion was 
based on entire lies, and that they had forgotten all the great 
deeds that made of the Ohjanî a great people, favoured by the 
real and powerful entities of the East. The cult theorised that 
Zashôr the Pale, as Master of the Soul of Men, was the true 
protector of the Ohjanî islands, and therefore all owed 
allegiance to him for a glory destiny over other lesser men of 
the Bay, rather to other gods or goddesses.  

The cult is lead by the True Oracle (Oh "Yashü"), whose face 
is always masked. He is called the Son of Zashôr, or the Son 
of the Great Necromancer, and has every right to kill whoever 

doesn’t please him. Of his true identity, no one really knows : 
he is believed to be immortal, and if all knows that it is a lie, 
no one will tell that truth, for it would sign the death of the 
blasphemer and of all of his family. Some thinks that he is a 
member of the Royal Ohjanî family, even perhaps the King 
himself, others that he is himself Zashôr the Pale. Few think 
that he has no Ohjanî blood, and that he is an Easterner, 
perhaps of Vulmaw or Womaw origin. He is assisted by 
Seven High Priests (Shrosha "the Leaders of the Oracle"), 
who knows the secret identity of the Yashü, and that he is an 
envoy of Zotankath. Another persistant rumour is that the 
Cult is an offshot of the Dark Ordainers. 

Most members of the cult are pirates and assassins. They 
have few or no knowledge of the true objectives of the cult: 
establishing a Theocracy where Zashôr the Pale and 
Zotankath would be the Gods. The Yashü, and the Shrosha 
are believed to be talented necromancers, who can control 
several undead, animate statues or control the soul of influent 
people at the Court of the Ohjan King. This may be a lie to 
impress the new recruits. 

The High Priests maintain secret shrines in each of Ohjanî 
cities, and even in Jamna, Nejhen and Sunum. These secret 
areas are used for preparation of abductions and murders. But 
the residence of the Yashü is in a far away island, and well 
protected by a loyal guard of about 100 fanatics, and some 
evil presences gathered through Necromantic manipulations. 
This island was never discovered, and this is the reason why 
the cult always resurfaced, under a new name. The Cult is 
allied to no other cult, though it uses the other cult of the 
Great Spiders to protect them, but some members can play a 
dangerous game by being also members of the Dark 
Ordainers. If discovered, and if the Yashü is not a Dark 
Ordainers member, the betrayer risks a horrible death, given 
in pasture to the Monsters of the Secret Island of the Yashü. 

APPEREANCE 
 
ATTITUDE 
 
PEOPLE OF NOTE 
 
OBJECTS OF POWER 
Among the possessions of the Cult is a gem of Unlight, which 
was discovered in the far away continent of Mórenorë, and a 
ritual dagger made of an unknown metal, the gift of 
Zotankath to his son Zashôr. These two objects belong to the 
Yashü, and help him to control with efficiency like a 
powerful necromancer if needed the seven High Priests, and 
kill through force of will his foes. One last power is 
rumoured, that the dagger grants to the bearer immortality, or 
at least a longer life if the bearer kills many foes, but in fact it 
can retain a human spirit bound to Earth short before his 
death, creating a link between his spirit and his body. This is 
in truth one of the numerous lies of the cult, and its most 
protected secret. 



 
SPELLS 
 
The Jade Fist  
 
Location: Isolated monastery in a mountain near the northern 
borders of the Lochan Empire. 
Time setting: 2072 TA 
Kind: Sauronic origin with Noldorin influence from 1307 
TA. 
Magic: They use some Sorcery to locate and destroy 
necromancers. 

 

 
 
HISTORY 
In origin this fanatic necromancers - hunters had another 
name, now forgotten forever and forbidden. It was linked 
with Womaw, the land ruled by the dreadful Nazgûl known 
as Khamûl the Easterling. In fact it was his best and more 
loyal warriors the ones choosen for the ceration of the Order.  
 
In that time Sauron fled from Dol Guldur to hide in the east, 
while some Eastern lands where suffering troubles because 
necromancers from Tînor-faltor. Sauron knew Zotankath was 
gathering his own army and training necromancers and so the 
Dark Lord of Mordor ordered that some fanatically loyal 
Womaw warriors were specially instructed. Nobody knows if 
they travelled to the distant land of Mordor or if they were 
trained elsewhere, but they remained far from their homeland 
for long years, learning powers no man should ever handle. 
They were deceived, because it was true they will return to 
the East as a formidable weapon against the necromaners 
plague soon to come, but the price they would have to pay 
was keep in secret.  
 
When they returned, they have been changed. Silent as dead, 
fearless in battle and more deadly than ever, but it was the 

sorcery they had learnt which make them stand aside from 
their people. To be able to track and face necromancers and 
undead they had learnt some of the black arts of the Enemy 
and regardless the good they made in the East, their souls 
become corrupted. No light can ever come from the Shadow 
or this is what is taught. Sauron did not want them to become 
too powerful and the corruption they gain using the powers 
he granted was his guarantee that they would come back to 
him when he marched upon the East after the West had been 
conquered.   
 
In the darker times of the Order after it was created under 
Sauron’s will, the monks were few, but they always appeared 
in the right places at the right times forging themselves a 
good reputation of evil-hunters. They went to the Vulmaw 
lands of the Lochan Empire because it was said in its eastern 
frontiers the deads walked and other unnatural portents were 
appearing. Although their ferocity was shown not only in the 
battlefield and terrible rumours surronded the temple granted 
to them by the Lochan Empire, they were remained 
undisturbed. In that short period of peace they focus 
themselves in a deep study of their best weapon, going further 
into sorcery techniques. But soon they were forbiding and 
forgotten for hundreds years because their danger was 
enormous and evident.   
 
It was during the great Necromantic Wars, when the stronger 
factions of the Par-vadokunaut fought among themselves for 
power and all the weakers attacked the Lochan Empire from 
several fronts, when the prohibition was banished. They were 
few monks for such a great task and they need to become 
more powerful to fulfil their sacred oaths.  
 
And so they made and never again a Jade Fist monk wield 
such powers, but Asshkïawûn, the leader of the Order in that 
times, soon became aware of the tremendous risks they were 
facing using the techniques gifted by Mordor and improved 
by themselves when he had to kill some of his own men who 
went too far using them. He beheld the same corruption he 
hated and had sworn to erradicate among his own followers 
and that made him react.  
 
So, after the fight with the corrupted monks and despite the 
battles which were being fought against their sworn enemies, 
he summoned all the monks to the temple. Lochan warriors 
look at them with mistrust and blame them as cowards, but 
they were beyond words and politic alliances and almost all 
obeyed. Those who did not were sunk deep in corruption and 
it is said some of them even allied with their former enemies. 
Ashkïawûn left the temple for weeks leaving behind his more 
trusted warriors to prevent anybody enter or abandon the 
place. He meditated, trying to find an answer to the 
corruption from within. Should he kill all of them so the 
Order disappear and could never be reborn? In that case the 
Lochan Empire may fall, becoming a lost land inhabited only 
by cursed spirits. But if he allowed his men to use sorcery, 
they may become a new kind of evil in these lands as the 
renegades were now... 



 

 
 
The future seemed desperate despite his choice but then an 
unexpected help came in the form of a new master who 
brought then hope and truth, althought his existence was 
never revealed. All what is known is that Ashkïawûn returned 
to the temple after a few weeks with some jade stones. He 
told the monks the stones were blessed with purity and would 
grow darker as the corruption of its bearer grew, so all the 
monks sworn to bear them and kill themselves before the 
stones became black and returned to fight once again. 
Ashkïawûn and this misterious master met another times and 
so the Order was reshaped, like steel forged with infernal 
flames and tempered with pure water. They embrace their 
dark legacy knowing its nature because it was the only 
weapon they have against the necromancers, but wielded with 
wisdom, discipline and precaution and the name of the Order 
was changed as a sign of its reborn.  
 
This way, they wear since them several jade stones to show 
the purity of their souls and sorcery is only a last resort 
weapon because they know too well their risks. So Sauron’s 
plan failed and the Free Peoples in the East had found new 
protectors against the overhelming cloud of evil, but walking 
the thin line between light and darkness it is not an easy task 
and their fall maybe only a matter of time...  
 
THE TRUTH BEHIND THE HISTORY 

The misterious master is Maglor, who fought Zotankath as 
the legends tell: 
 
“One of this few tales comes from the Elves of Helcar Sael. 
The mighty necromancer tried to absorb the life of their 
sacred forest to increase his strength, but he was challenged 
by a mysterious Elf bard who was their guest. Songs of Power 
with holy names almost unheard in the east echoed the land, 
fighting for a whole day with the eternal hunger of the 
Houseless and the dark clouds born in Sorcery. With the 
sunrise the black wanderer who bought dead was repelled 
and the bard fell unconscious after the terrible duel.”     
 
He realised the threat the great necromancer would become 
for Men, Dwarves and Elves alike. So when the renown of 
the Jade Fist reached him, he decided to keep a watchful eye 
upon them until the right time to approach them came. Some 
Mannish generations faded before the moment came, but time 
is almost meaningless for the Firstborn.  
 
It looks like the first encounter between the Elf and the leader 
of the Jade Fist was written, because Ashkïawûn was trying 
to find an answer about the very future of his Order and he 
met one of the wisest Elves remaining in Arda to help him. 
Unlike most of Easterlings, Ashkïawûn opened his heart to 
the wise words despite they came from an Elvish mounth and 
so he learnt about the treachery of Sauron and the doomed 
fate of his Order. But Maglor, some would say in his wisdom 
and others in his foolness, offered him a solution, hard to take 
but the only one left. It is said the Elf saw honesty and truth 
in the eyes of the monk and so he gifted him one of his most 
prized possesions, a Noldorin forged gem wich would grant 
normal jade stones in contact with it the magical ability to 
slowly detect the corruption of their bearers, turning darker as 
the stain grew. This way the monks could kill themselves 
before they became what they had sworn to erradicate.  
 
His existence was a secret to the Order because they will not 
trust an Elf and some of them will never acept his teachings 
knowing the source, this prejudiced was heavily rooted in 
almost all Mannish cultures in the region and may lead to 
internal strife even among the fanatical and disciplined 
monks. However it was passed from one leader to another 
with the magic Noldorin gem. 
 
THE FOURTH AGE 
After the destruction of Tìnor-faltor and Zotankath in 2579 
T.A. the Orer did not disappear as there were still a lot of 
necromancers scattered, but its importance was progressively 
reduced until they became nothing but an isolate group of 
monks who sometimes wander alone the lands pursuing 
fool’s errands, or so the people thought. The real history is 
that they resolved to take on their duty and never ceased their 
watchfulness.   
 
Finally, when the Par-vadokunaut reappeared in 3020 T.A. 
the Order crossed the line. Their temple was destroyed in one 
of the first open actions of war of the necromancers who had 



not forgotten their role in the fall of Tînor-faltor and their 
holy stone, the Noldorin gem, was destroyed. Very few 
escaped the destruction and a significant number of monks 
were taken captive, gaining their freedom when they chose to 
serve their former enemies as bodyguards and elite warriors. 
Those dark monks retook the sorcery ways and became the 
most fearsome servants of the Par-vadokunaut.   
 
APPEREANCE 
Like most womav wariors, they use war-masks. Among their 
culture, all warriors must act as one, think sone and fight as 
one, so the mask is a symbol that they have no individuality, 
but unity and to inspire fear in their enemies. 
 
Although they also have a superstitious meaning for the Jade 
Fist monks, because they believe if a necromancer can see 
their faces he would be able to look for them and punish them 
eternally in the Kingdom of the Dead. 
 
Since the times of Ashkïawûn they always wear their sacred 
jade stones as symbol of their purity, when they become dark 
the monk must kill himself in a ritual way. In those rare 
occasions the ritual suicide is not made, the monk is killed by 
his companions and is a sign of deep corruption.   
 
About weapons, they favour one-handed ones and wear little 
or no armour, prefering their agility to heavy protection. They 
are trained to fight in several styles, including unarmed ones. 
They have body tattos which denote their rank in the Order 
and are supposed to grant protection against necromancy. 
 
ATTITUDE 
They defined themselves as warriors-monks, gifted ones 
choosen to restore the sacred balance between Life and 
Death, so they devote their lives to destroy ncromancers and 
undead wherever they may be found. 
 
To achieve that difficult goal, they become proficent and 
extremely disciplined warriors fanatically loyal to their cause. 
It is precisely this zeal the very reason of their more 
dangerous periods with high sorcery use, because when they 
find themselves helpless to accomplish their task some of 
them will not care about the methods. 
 
They live a hard life with no joy, taking over their shoulders a 
heavy responsability and so they turn grim, seldom speak and 
never laugh. They can have no family ties and any kind of 
bonds, even friendship, are forbidden among themselves 
because one day you may have to kill your own friend 
without hesitation. 
 
Women are extremely rare among their ranks, in fact they 
could not enter in the begining because their presence may 
distract the monks from their severe duties. Only two 
exceptions were ever made and one of them in the Fourth 
Age ended forming an alliance with the Shadow.      
 
PEOPLE OF NOTE 

 
OBJECTS OF POWER 
 
SPELLS 
 
The Par-vadokunaut  
 
Location: southern Orosúli Mountains 
Time setting:  
Kind: Order created a leaded by Zotankath 
Magic: Sorcery and High Necromancy  

 

 
 
MORTALS 
 
Sevants and slaves 
Initiates 
Fanatical warrior-monks 
Necromancers 
Searchers 
 
UNDEAD 
Watchers of Tînor-faltor (Watchers of Stone) 
Drowned (Black pearls collectors, Mewlip/ghoul like) 
Voshfrûm-hai (guardians of the Dark Flame Chamber) 
Spectres (Nazgûl-like, but only within the temple) 
 
FOUL SPIRITS 
Dindair 
Great Vultures 
 
PEOPLE OF NOTE 
 
OBJECTS OF POWER 
 
SPELLS 



 
 
3.4 Cults in the West 
 

 
 
Angmarim 
 
Location: Angmar 
Time setting:  

Kind: Sauronic origin 
Magic: Sorcery and Necromancy  
 
APPEREANCE 
 
ATTITUDE 
 
PEOPLE OF NOTE 
 
OBJECTS OF POWER 
 
SPELLS 
 

 
 
Kathuphazgân  Agân (Ad. Death Conqueror) 
 
Location: Gondor, Anarikë and Shakal an-Khâr 
Time setting: since 3319 SA 
Kind: Sauronic origin 
Magic: Sorcery and Necromancy  
 
REQUIREMENTS: Lore: History  (Númenor) 8+  
 
HISTORY 
In ancient Númenor, some believe despite Sauron’s 
deception, that the longevity he promised was in fact 
attainable and that he showed credible tokens of its 
effectiveness to the king. Members of this cult seek the 
secrets of eternal life that Sauron promised to Ar-Pharazôn, 
last king of Númenor and have falling under the Shadow 
working with Necromancy and Sorcery in their quest for 
inmortality, but they also have recovered other Númenorean 
lore once believed to be lost. 
 
 
 



APPEREANCE 
 
ATTITUDE 
 
PEOPLE OF NOTE  
 
OBJECTS OF POWER 
 
SPELLS 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



4. UNDEAD CREATURES OF MIDDLE-EARTH 
 

 
 
4.1 THE GENERAL NATURE OF 
THE UNDEAD 
Undead creatures are Houseless Spirits who remain active in 
Arda. All are bound to something, either to a specific place, 
object or body. Often this tie stems from some Necromancy 
spell and seldom stems from the Undead own energy 
carefully gathered through the centuries. Sometimes the 
place or object was important to the Spirit when it was a 
living being or became significant at its death, but usually 
they choose a place or item with strong resonances. Those 
resonances are the imprint left when a person dies his 
personal objects, the place of his death or both and the 
Houseless, who have almost lost their own memories after a 
lot of time deprived of his senses and full of suffering and 
hate, are strongly attracted towards the deep resonances left 
by those who died in agony and pain. That is the very reason 
why the places they choose to haunt are the ones where some 
tragedy happened or important battlefields. Regardless of his 
creation form, the creature will not range far from this focus, 
although powerful spirits have more leeway in this, and if the 
focus is portable (i.e. a sword) and is moved, then the 
Undead will follow it. 
 
Also, the Undead are, by their very nature, hostile to the 
living. Some are very actively so (e.g, the Wights of 
Cardolan's Barrowdowns) and pursue living beings that they 
perceive as preys. Many others have no active dislike of the 
living, but merely see them as a source of the life-energy that 

they crave. They do harm by merely being near extant 
creatures, since they cannot utilize any other form of energy 
and must draw sustenance from the living. 
 
Even the most well-meaning and intelligent Undead creature 
(and there are such, though they are rare because most of 
them have only a limited perception of the livings) cannot 
help but kill. There are thought to be three primary types of 
Undead creatures (differentiated by their substance): 
incarnated, disembodied, and lesser manifestations. Within 
these three classifications, however, the strength and abilities 
of individual beings can vary a great deal, so the ones 
commented below are nothing more than examples within 
these categories. 
 

4.2 DESCRIPTION OF UNDEAD  
 
4.2.1 INCARNATED 
This category contains Houseless spirits inhabiting material 
bodies, although usually those bodies are covered with 
Sorcery. 
 
Barrow-Wights 
There were fortresses on the heights. Kings of little kingdoms 
fought together, and the young Sun shone like fire on the red 
metal of their new and greedy swords. There was victory and 
defeat; and the towers fell, fortresses were burned, and 
flames went up in the sky. Gold was pilled on the biers of 



dead kings and queens; and mounds covered them, and the 
stone doors were shut; and the grass grew over all. Sheep 
walked for a while biting the grass, but soon the hills were 
empty again. A shadow came out of dark places far away, 
and the bones were stirred in the mounds. Barrow-wights 
walked in the hollow places with a clink of rings on cold 
fingers, and gold chains in the wind. Stone rings grinned out 
of the ground like broken teeth in the moonlight. 
 
                                                   -The Fellowship of the Ring-  
 
 
These strong undead commonly haunt the tombs they are 
commanded, and this is not limited only to Mannish ones 
although they are the more common. A link between a 
corpse and a Houseless is created with Necromancy so the 
spirit can inhabit the body. Although it is said that a few of 
them have a quite different origin: some evil Necromancers 
who have sought immortality and have resorted to twisted 
magic. 
 

Wights may be quite 
intelligent and are creatures 
whose physical structure have 
been so changed through 
magic that it only partially 
exists in the physical world. 
They drain the energy of their 
victims to have a more 
corporeal form which allow 
them to interact more with the 
physical world, although 
those possessing another 
source of power can choose 
not to do so. Weak Barrow-
wights have shadowy forms 
which are not physical 
enough to allow the use of 
ordinary weapons, but they 
can employ enchanted items. 
Stronger ones have a link 
powerful enough to use the 

corpse as their own, using their Sorcey. Wights can, if they 
wish, assume a somewhat fair form for a short while, but 
they are not very good at it, and even if the illusion does not 
appear foul, it will often look "wrong" to any but the most 
unobservant being. 
 
They usually appear as dark, shadowy forms with glowing 
lights for eyes.  They attempt to capture living beings and 
sacrifice them, thus gaining the life energy of the victims, 
which is what Wights “feed” on. As they draw energy, they 
use it as a source of power to their Sorcery to become more 
corporeal, using the corpses they are linked to with hands 
like claws and faces like skulls. If seen with magical means, 
they appear as faded, pale versions of the corpses they are 
linked to. They possess a potent “Fear” spell that is an 
intrinsic facet of their being; in addition they can either 

paralyse or use sorcerous sleep on their victims to keep them 
immobile while the Wights drain their life energy. When all 
of the victim energy is gone, he dies. Barrow Wights can use 
the actual weapons and magical items buried with them; 
unlike lesser undead beings, they will remember to do so, 
and quite effectively too. 
 
Ghouls 

Sometimes happens that a 
Houseless trying to posses 
a living body is greatly 
shocked by the union and 
the possession is traumatic 
and imperfect. Other times 
the victim manages to 
resist the possession, but 
he losts his reason because 
the brutal attack and his 
very nature changes.  
 
However the result is the 
same: a non-living non-
death body inhabited by a 
soul which only keeps 
primal instincts and is near 
the Wraith-world.   
 
Ghouls are disgusting 
undead that have the 
lengthened teeth and nails 
considered typical of a 

one- or two-month old corpse. They are preserved by the 
conditions around them, either tannin-loaded swampy water 
or drying winds, and they are animated by some evil power. 
Stupid and remembering little if any of their past, Ghouls are 
dominated by thoughts of hunger for energy and defence of 
their territory. The average Ghoul simply rushes at its 
victims, tearing with teeth and nails. Their gruesome 
appearance instils great fear, while their filthy and rotting 
bodies create wounds that often become infected. 
 
Lesinavi 
The Lesinavi (Ap. “Corpses”; sing. “Lesina”) haunt the dry 
tracts of land that surround Raj in western Far Harad. These 
wilds have served as unmarked grave for thousands over the 
centuries. Gruesome beings, Lesinavi are the inhabited 
corpses of those who had died under the dessert sun. 
Desiccated and hardened, they lurk in the caves of dry hills 
or among the dunes of the desert. In some cases, when 
groups have died together, a number of these ghoul-like 
monsters prowl the wastes together. 
 
Lesinavi are unreasoning and mute, but their condition have 
instilled in them an abiding hatred for all living men. Their 
dried eyes see the life-energy of their victims as painful light 
against a barely perceptible landscape. Knowing neither pain 
nor fear, nor reason and nor strategy, they strike with their 
teeth and claws – felling a victim and tearing him apart. 



Lesinavi do not suffer from stun or bleeding, but they can be 
damaged by weapons. They are immune to all spells that 
attack the mind however they are otherwise vulnerable to 
magic. 
 
Mewlips 

The shadows where the Mewlips dwell 
Are dark and wet as ink, 

And slow and softly rings their bell, 
As in the slime you sink. 

 
-The adventures of Tom Bombadil- 

 
Mewlips are an evil, semi-legendary race of exceedingly 
rare, cannibalistic spirits. These shadowy spirits exist to 
drink blood, which they need almost as other Undead need 
life-energy. Denizens of graveyard, ruins, and other pleasant 
sites they are often found surprisingly near inhabited areas, 
especially if they have not found much sustenance farther 
afield lately. 
 
Mewlips are rare even for Undead. Fond of the most 
noisome and darkest swamps and marshes, they have a silent 
tread and strangling hands, although they usually use jagged 
weapons of rusted steel or stone. They are deceptively 
human in appearance; however, their backs are horribly 
hunched and their skin shines with a clammy, greenish-
brown pallor. Even their ragged clothing is moist and foul. 
 
Mewlips feed on most anything and they covet shiny objects, 
especially things of gold. It is said that such items remind 
them of uncursed life, of the nature of beings not in the thrall 
of Darkness. 

 
4.2.2 DISEMBODIED 
These undead have no physical form, although they are able 
to interact with matter using withtheir will power the 
Morgothian element in all Arda and some forms of Sorcery 
(as the Nazgûl). 
 
4.2.2.1 ENSLAVED MANNISH SPIRITS 
Hunter Spirits (U. "Kuvaksat", Lu. "Tysrol"): This rare 
undead are one of the secret of the Urdar Dark Priests. 
Perhaps created by Camthalion in the long years of waiting 
for the return of his Lord, or maybe a product of Hoarmûrath 
himself, these beings appear as evanescent shades who roam 
the northern woodlands. Most of them show a long and 
hooded black cloak, although the most powerful are known 
to display more personal features, such as blue eyes, armour 
or boots. When in combat, they wield spectral broadswords 
similar to those used by Urdar warriors. It is rumoured that 
the Hunter Spirits are the souls of woodsmen who are under 
the most powerful curse of the Dark Priests, but even the 
Wise cannot be sure about their origin. The Spirits are 
employed as trackers, to chase and kill runaways and spies. 
They are said to roam the forests around the Stone Citadels, 
guarding their borders against spies. Hunter Spirits first 

appeared at the first millennium turn of the Third Age, but 
their appareances became remarkable only before the War of 
the Ring (see 4.1.1 The Black Priests of Urd for further 
information). 
 
 
Morgul Wraiths 
They tried to pierce your heart with a Morgul-knife which 
remains in the wound. If they had succeded, you would have 
become like they are, only weaker and under their command. 
You would have became a wraith under the dominion of the 
Dark Lord; and he would have tormented you for trying to 
keep his Ring, if any greater torment were possible than 
being robbed of it and seeing it on his hand. 

        
 - The Fellowship of the Ring - 

 

 
 
These lesser Wraiths are created with a Morgul-knife, a 
powerful weapon born of Sorcery and Necromancy forged 
by Sauron himself to have more Wraiths to command and 
inspire fear in the Free Peoples or like a very cruel way to 
punish some very annoying enemies. Due to the difficulty to 
forge an Object of Power which can trap so quickly Men’s 
spirits, it requires a significant waste of power even for the 
Dark Lord and so they have always been quite unusual. Such 
powerful they are that the Witch king is the only servant of 
Sauron who can use these weapons created to enslave Men’s 
spirits, and Hobbits ones because both races share the same 
origin and so their spirits are of the same kind. 



Once the blade or even a single splinter pierces the victim’s 
heart, he passed into the shadows becoming a Wraith bound 
to Sauron’s will. Weaker versions of the Nazgûl, but still 
fearsome enemies able to change the course of whole battles 
inspiring fear in their former allies and friends. Unable to 
resist the sunlight unlike the Nine, they are kept in Minas 
Morgul as bodyguards of the Witch-king or used as his 
personal emissaries within Mordor, where the Dark Lord’s 
sorcery covers the daylight. 

 
Nazgûl 
Yes, I knew them. Indeed I spoke once to you; for the Black 
Riders are the Ringwraiths, the Nine Servants of the Lord of 
the Rings. 
 

-The Fellowship of the Ring- 
 

 

 
 
The Nazgûl or “Ringwraiths” are the true Lords of the 
Undead. They are the single most powerful beings of this 
nature ever to walk Middle-earth.  
 
4.2.2.2 ENSLAVED ELVEN SPIRITS 
Dwimmerlaiks  
Begone, foul dwimmerlaik, lord of carrion! Leave the dead 
in peace! 
 

-The Return of the King- 
 
‘Dwimmerlaik’ is a Rohirric word originally refered to a 
cursed wight that retains the cunning and intelligence 
possessed in life-and the hate and malevolence. 
Dwimmerlaiks are shadowy, translucent wights in a shape 
vaguely like their form in life. They often appear with dim, 
ethereal versions of the garments and gear inspired by the 
resonances of the object or corpse that they are linked to. 

 
Dwimmerlaiks are usually bound to a particular place with 
strong and evil resonances, and have their origin in the wars 
between the northmen and the easterlings in times of Eorl the 
Young and before. It is said that some of these easterling 
peoples had some powerful Necromancers among them and 
they used their powers to haunt the land of their enemies, 
although in later times when some of the Northmen of 
Rhovanion moved to Rohan and settled there this word was 
also used for the Oathbreaker ghosts, making wider its 
meaning.  
 
The original Dwimmerlaiks are bounded to places which can 
sometimes be large areas (like an entire mountain), and they 
always assault the living that trespass into their domain. In 
some respects they are similar to ghosts, though 
Dwimmerlaiks are cursed to serve forever the power of the 
Shadow and hold no hope of release. They likely inhabit still 
many dark places in Rhovanion and some in the White 



Mountains, for Éowyn knew of them and called the Witch-
king of Angmar by that name during their confrontation 
since she did not know the more proper terms Nazgûl or 
Úlairi. 
 
4.2.2.3 OTHERS 
Ghosts 
Then Isildur said to their king: “Thou shalt be the last king. 
And if the West prove mightier than thy Black Master, this 
curse I lay upon thee and thy folk: to rest never until your 
oath is fulfilled. For this war will last through years 
uncounted, and you shall be summoned once again ere the 
end.” And they fled before the wrath of Isildur, and did not 
dare to go forth to war on Sauron’s part; and they hid 
themselves in secret places in the mountains and had no 
dealings with other men, but slowly dwindled in the barren 
hills. And the terror of the Sleepless Dead lies about the Hill 
of Erech and all places where that people lingered. But that 
way I must go, since there are none living to help me. 
 

-The Return of the King- 
  
These can be the most powerful undead, save the Nazgûl. 
They are totally energy, having no physical component at all, 
and are activated solely by the presence of living beings of 
the same type that they once were (most often Men). They 
appear as they remember themselves being, with varying 
degrees of effectiveness: lesser Ghosts often neglect 
pertinent details, such as appropriate clothing for the 
occasion. They also do not realise that, since their 
appearance is nothing but illusion, their will can affect it. A 
Ghost who wishes to be larger and more menacing is so, 
with nothing but a thought. Greater Ghosts, whose instincts 
are under more control, avoid this giveaway and behave in a 
very lifelike manner, enabling them to drain the life energy 
of a victim while engaging him in conversation or merely 
being near him. 
 
It is a strange fact that most ghost seem not to realise that 
they are dead; often, if they can be convinced of their true 
nature, they will dissipate and go forth to their appointed 
rest. (Note that Elves do not have Ghosts, since their spirit 
always know where to go. It is notable that Elves do not fear 
Ghosts, perhaps for this reason.) However, Ghosts are 
remarkably impervious to reason on this score (how would, 
Reader, react if someone insisted that you are dead?), and 
would-be persuaders are well-warned that there is no way 
that a Ghost can avoid draining their life-energy, any more 
than they themselves can avoid having their hearts beat. 
Anyone near enough to a Ghost to speak to it is close enough 
to be drained.  
 
Some Ghosts are bound to a place or object that was very 
important to them in life or that figured strongly in their 
deaths: a sentry killed while guarding a crucial post, for 
instance, whose spirit remains “on duty” long after the 
fortress he guarded has fallen to ruins; the murder victim 
haunting the gold that she was killed for; the child plague 

victim still holding fast to the wooden doll that comforted its 
last hours. 
 
Ghosts are in many ways the worst of the Undead, for they 
lack all physical trappings, being creatures purely of spirit 
and energy. In fact, they do not even exist unless a source of 
energy (i.e., a living being) comes near enough to "fuel" 
them. Normally, they lie dormant and invisible to the eye or 
common spells. When a Ghost does show itself, it appears as 
the original being did, with the illusion being more or less 
perfect according to the power of the creature. 
 
Ghosts can be detected by spells that perceive presence, 
good, evil, etc., but only when they have manifested 
themselves. Stronger spells which provide more detailed 
information (e.g., race) may show them for what they are. 
 
Ghosts are quite intelligent and exhibit the same sentiments 
that they felt as living beings. In fact, they rarely know that 
they are dead. A "good" Ghost who was very intelligent or 
altruistic while alive may be persuaded to enter the next 
world on his own, but most must be forced to do so by 
destroying the focus. (An attempt at the latter will cause an 
immediate and very aggressive attack by the Ghost.) Other 
Ghosts are simply waiting for something to happen (i.e., a 
guard who was killed while guarding a crucial post may 
develop into a Ghost who cannot leave the area or this world 
until relieved of his post). In any case, Ghosts are complex 
and dangerous to deal with, for while you negotiate with a 
"good" Ghost, it will constantly and unconsciously drain you 
of your life energy. 
 
Stone Sentries 
They were like great figures seated upon thrones. Each had 
three joined bodies, and three heads facing outward, and 
inward, and across the gateway. The heads had vulture-
faces, and on their great knees were laid clawlike hands. 
They seemed to be carved out of huge blocks of stone, 
immovable, and yet they were aware: some dreadful spirit of 
evil vigilance abode in them. They knew an enemy. Visible or 
invisible none could pass unheeded. They would forbid his 
entry, or his escape. 
 

   -The Return of the King-      
 

These undead are really hard to create because even if some 
Houseless desire to posses new bodies, none of them wish to 
be imprisioned in a statue for all the eternity. So, only very 
powerful Necromancers can create these fear-inspiring 
statues used to guard important gates with their potent sight 
which perceive the very soul of the trasspasers. They are 
known for paralysing the intruders with the force of their 
will and are able to shout stridently as alarm in the rare case 
that somebody could break their barrier.  
 
Ta-Fa-Lisch 
Dwarves rarely become Undead and their spirits cannot be 
enslaved. However they are not completely safe from 



 
 

Necromancy. Although free, they may be forced to remain as 
the Ta-Fa-Lisch (D. “Ghosts of the Little People”) of 
Rhudaur who were remnants of the Petty-Dwarves that lived 
there. And once they remain, greed and hate corrupt them 
and they become cruel and avaricious lingering in their 
mountain mansions. To achieve this wrongness against the 
natural order of Arda, the dwarven Spirits are magically 
linked to nuggets of a rare, cursed mineral called Crospar. So 
when these nuggets are destroyed, the Dwarven Spirits will 
be free. Potentially every Dwarf spirit could be linked in this 
way, but weak and corrupted Dwarves are easily linked and 
so Petty-Dwarves are the best. Different stocks of Dwarves 
will make Ta-Fa-lisch with some different powers. 
 
Small but terrifying, the Ta-Fa-Lisch appear as shadowy 
forms with glowing eyes and teeth. They can see in the most 
impenetrable darkness and can only be struck by weapons 
when they attack. Soundless, they sneak up upon their 
victims to slay them, preferably by cutting the throat. A Ta-
Fa-Lisch hate the sunlight and so he never surfaces from its 
haunted lair unless an intruder manages to get away with a 
treasure from its hoard, in which case the spirit will hunt the 
thief to the ends of the earth. 
 
They are found only in decayed and long-abandoned Dwarf-

holds, places so dark and accursed that even living Dwarves 
do not dare return to reclaim them. These cursed mountain 
dwellings may be located in the Misty Mountains, the Blue 
Mountains, the Grey Mountains, in the Far South where the 
crospar appeared and possibly even the mountains of the Far 
East -any place where Feamandûr or Sauron could have been 
interested, since they were the only ones who knew the 
crospar secret (See section 2.1 History of Necromancy).  
 
4.2.3 LESSER MANIFESTATIONS 
These Undead are usually weak spirits which manage to 
manifestate themselves or are linked with Necromancy, 
although if they absorb enough life energy they may become 
as dreadful as any other kind. 
 
Corpse Candles 
But I have seen them too. In the pools when the candles were 
lit. They lie all in the pools, pale faces, deep deep under the 
dark water. I saw them: grim faces and evil, noble faces and 
sad. Many faces proud and fair, and weeds in their silver 
hair. But all foul, all rotting, all dead. A fell light is in them. 
 

-The Two Towers- 
 
Corpse candles are eerie, glowing orbs that appear to be 



floating just under the water’s surface in some swamps and 
marshes that were places of great strife and death. It is said 
they managed to steal enough life energy from the dying to 
give them the power to manifestate themselves into the 
Living-world. One should take heed not to look too closely, 
for beneath the lights can be seen the vague faces of rotting 
corpses from long ago. The light of a corpse candle has a 
luring affect on those that see them, causing many an unwary 
traveler to be come lost or drown because those seeing the 
glow could be hipnotized, falling into a deadly trance and 
following it until they meet their doom when their life 
energy is drained while they drown in the swamp because 
they lurk under the water’s surface, waiting for living 
creatures to pass by. When they find prey, they rise to the 
surface in a jealous attempt to snuff out its life and breath. 
Those unfortunate souls lost to a corpse candle become one 
of the foul creatures and light a candle of their own. 
 

 
 
An assault by corpse candles lends an eerie touch to a 
journey through marshlands. Since the formation of these 
mournful undead creatures depends on great strife, the 
history of the swamp in which they dwell may provide some 
insight into the history of the place, and might even attach 
some ancient names to some more powerful corpse candles. 
 
Corpse Lanterns (Greater Corpse Candles) 
Corpse Lanterns being both more powerful  than Corpse 
Candles, weave a stronger and more alluring web, appearing 
whole and wholesome above the waters of the marsh or 
swamp, and seeming to the victim to be something that 

would attract his attention. The visions vary according to the 
victim, and several unfortunates gazing upon the same 
Corpse Lantern may see different things; the lusty warrior 
may see a buxom wench with a lantern, searching for 
something; the compassionate healer a lost child with a 
lamp; the suspicious thief a fat merchant with a purse that 
could use lightning, engaging in burying more treasure in the 
safe embrace of the marsh. Thus the Corpse Lantern entices 
his victims to a death by drowning, enabling the undead 
remnant to drain the life energy in the interim. 
 

 
 
Sand Devils 
Men who died in desert storms have been known to linger on 
in Middle-earth as tortured spirits known as Sand Devils. 
They maintain a semi-material form with the appearance of 
miniature, sand-choked whirlwinds, and travel across the 
open wastes of the desert searching endlessly for lives which 
they can end. Their form also make for perfect camouflage in 
their environment, since ordinary whirlwinds are not at all 
uncommon in the region.  
 
A Sand Devil attacks by enveloping his prey inside its cloud-
like body, clogging the foes eyes, ears, mouth, and nose with 
a mass of swirling sand. The sand also tears at the victim’s 
flesh. 
 
Sand Devils are susceptible to magical attacks, but they are 
most vulnerable to water. Any magical attacks from water-
based spells will have triple effect. For this reason many 
experienced Haradan travellers journeying across the Mirror 
of Fire or the Dune Sea carry their water bottles open and 
ready, figuring that the loss of water is worth the insurance. 



 
Swamp Stars 
Swamp stars are Ghosts that have totally degenerated away 
from any semblance of their original form. They manifest 
themselves as small, bright lights that lead the unwary into 
bog, quicksand, or deep pools in marshes and swamps. 
While the victim drowns or is immobilised, the Swamp Star 
drains his life energy. 
 

4.3 UNDEAD-RELATED 
CREATURES 
 
Rogmul (Sindarin ‘Demon – thrall’) 
This rather uncommon kind of former servants of Mandos 
made the choice to remain disembodied unlike most other 
kinds of fallen Maiar. Through the Ages, the incarnated 
Maiar found themselves trapped within their bodies, but this 
fact granted them greater power over the matter of Arda. All 
the Rogmuil developed the ability to disguise themselves as 
Elven feär so casual observers hardly perceive their true 
nature and the most powerful among them are even able to 
look like gentle guardians of spirits sent by Mandos to offer 
a second chance for those remaining souls who should have 
left Arda long go, deceiving them and mortals alike to do 
their evil will. 

 
Usually found serving a greater power like Morgoth, Sauron 
or Zotankath, thus their name, they are used for protecting 
and helping their mortal necromancers when dealing with 
Houseless or in areas infested with evil spirits to force them 
to do his master’s will. Also they are known as the Torturers 
of Souls because they delight causing pain to those spirits 
weaker than them.  
 
But they are also deadly warriors in their own, able to strike 
not only mere bone and flesh but also the very soul of their 
enemies and in the Days of Old they fought battles 
surrounded by dark shadows of sorcery, reaping lives with 
ease. However, risking their existence in the fury of war 
instead of lurking in the Wraith-world is something that do 
not pleased them. It is said that  is one of this mighty kind 
the protector of the Zemargûr also known as the Heart of 
Stone, an important Object of Power created by Zotankath in 
his temple in the East of the East. 

 
Although they retain the ability to take a material form 
themselves and manifestate in the Living-world like any 
other Maia, they seldom do it because it would cost them a 
large part of their power to create this fana or physical body 
and they would have to spend many long years in that form 
slowly rebuilding their power before they could access the 
abilities they were accustomed to using in the Unseen World. 
So, instead of a pure material form, they favour a wraith-like 
one which allows them to interact with the lvings without 
fully incarnating and allows them to retain some of their 
powers with spirits normally reduced when truly embodied.  

 
 
 
 
 
 



  

5.0 Necromancy for CODA System 
 

 
 
5.1 Magic 
 
5.1.1 Necromacy 
Necromancy, like Sorcery, is one of the Dark Arts used by 
the most powerful servants of the Enemy of the Free 
Peoples. It deals with the disembodied spirits and how to 
control them to make the necromancer’s will. 
 
Generally, player characters should not know any 
Necromancy spells. It is not a form of magic for heroes to 
practise. For each spell of Necromancy the character learns, 

he acquires one point of Corruption. This point is permanent 
and cannot be gotten rid of in any way. Additionally, each 
time a hero casts a Necromancy spell, he must make a 
Willpower test against TN 16 or acquire another point of 
Corruption (see Corebook, page 234). As you can see, it is 
even more corrupting than Sorcery.  
 
Furthermore, any character who knows even a single spell of 
Necromancy suffers a -6 penalty to the Stamina test to resist 
Weariness from casting ‘Secret Fire’ spells. If the character 
also knows Sorcery spells, the penalty will be -7 and not -12. 
   

  
 

Name 
 

Casting Time 
 

Range 
 

Duration 
 

Weariness TN 
 

Cost 
Create Wight* Special Touch Special Special 3 

Enslave Undead 5 Sight 1 day/Brg Special 2 
Feel Resonances 5 Touch Special 10 1 

Houseless Spirit Summoning 2 Special 1 min/Brg 8 1 
Imprisonment of Stone Special Touch Special Special 3 

Retain Soul 1 hour Touch Special Special 3 
Remove Soul 5 min Sight Special 10 3 
Soul Storm 1 hour 100 yards/Brg Concentration 20 4 

Undead Summoning 2 50 yards/Brg 1 min/Brg Special 1 
*This spell replaces the Spawn Wight spell from the Paths of the Wise supplement.  
 
Note: The Possesion spell from the Isengard supplement is not considered a Necromancy one, as it deals with incarnated souls. 



5.1.1.1 NEW NECROMANCY SPELL LIST 
 

Create Wight [Necromancy] 
Casting Time: Special  
Range: Touch 
Duration: Special 
Weariness TN: Special  
Cost: 3 spell picks  
Requisite: Houseless Spirit Summoning  
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: The caster can bound a summoned spirit to the 
corpse, but free of his commands. To summon it, is 
necessary the use of Houseless Spirit Summoning spell. The 
TN depends of the power of the evil spirit. The kind of 
Wight created and duration of the ritual depends also on the 
strength of the summoned spirit. Once created, it will be 
linked to the place where the corpse lies and it needs a 
shelter which provides cover against sunlight or it will be 
destroyed when it shines upon it. 
 
Spirit   Wight Created*  Casting Time    Weariness TN 
Weak          Lesser        1d6 days         12 
Medium         Normal     1d6 + 6 days         15 
Powerful    Barrow-wight   1d6 days + 3 weeks    18 
* See section 6.4 New Undead for stats. 

 
Enslave Undead [Necromancy] 

Casting Time:  5  
Range: Sight   
Duration: 1 day per point of Bearing 
Weariness TN: Undead TN Equivalent number + Special 
Cost: 2 spell pick  
Requisite: Undead Summoning 
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: This spell allows the caster to enslave a single 
undead (not disembodied Houseless spirits). The undead can 
understand his commands and must follow them regardless 
of the danger to themselves, but it will not go beyond its 
hoard. If the undead is previously enslaved by another caster 
or is a ghost created with a curse, the enslaver’s or curser’s 
Bearing modifier should be added to the Weariness TN 
number. If the caster is the creator of the undead (see Create 
Wight and Imprisonment of Stone spells), he should add a 
+10 bonus to his roll. 

 
Feel Resonances [Necromancy] 

Casting Time: 1 hour  
Range: Touch 
Duration: Special 
Weariness TN: 10  
Cost: 1 spell pick  
Combination: Houseless Spirit Summoning, Deadly 
Phantoms (new Sorcery spell) 

Method: Standard, Song, Ability  
Speciality: Necromancy 
 
Effect: Resonances are the imprint left when a tragedy 
happens in personal objects, places or both. This spell allows 
the caster to gain knowledge about the tragedy that 
originated those resonances, seeing in a trance what 
happened, although some details may be inexact. This spell 
also grants a +1 modifier when casting a Houseless Spirit 
Summoning spell if there is any Houseless near because the 
caster is revealing himself as a person able to interact with 
the Wraith-world and the Houseless will be attracted towards 
him. 
 
All undead have this spell as an innate ability and so they 
identify and are attracted by places where great tragedies 
happenend. 

 
 

Houseless Spirit Summoning [Necromancy] 
Casting Time:  2  
Range: Special 
Duration: 1 minute per point of Bearing 
Weariness TN: 8  
Cost: 1 spell pick  
Requisite: It must be cast in a place where violent deaths 
happened long ago or an evil person died. 
Combination: Create Wight, Imprisonment of Stone 
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: This spell allows the caster to call houseless spirits, 
but this is a dangerous spell because any spirit within the 
range could answer and if it is powerful enough, it can try to 
enslave the caster’s mind or posses his body. So, even if it is 
not a difficult spell itself, is reserved for masters of the Dark 
Arts. 
   
Any houseless spirit within 100 yards times the caster’s 
Bearing that fit the description travel to him at best possible 
speed (that is, sixty yards per minute) for a number of 
minutes equal to his Bearing. If the duration expires before it 
can arrive, it stops travelling toward him when the spell 
ends. Once it arrives at his location, first roll 1d6 to 
determine how powerful is: 
 
1d6       Spirit’s Power level         Spirit’s Willpower 
1-2  Weak          0 
3-4  Normal          2 
5-6  Powerful                         4 
 
Now, an opposed Willpower test should be made before any 
request could be made. The houseless spirits have been 
waiting for a chance like this for hundreds or even thousands 
of years and so it could add a +5 modifier for this test. 
 
 
 



Result (for the caster)  Effect 
Disastrous Failure Possessed: The spirit has a 

new body. If the caster was a 
player character, he has 
finished his adventures.  

Complete Failure Haunted (see new flaws)/ 
Crippling Wound 

Failure Obsessed with death (see new 
flaws) 

Marginal Success  It will not attack and stay 
Complete Success As below, it is neutral 

removing the -5 modifier to 
the caster’s tests 

Extraordinary Success The spirit will ask whatever 
caster’s question in the next 
hour. No tests required. 

 
The spell confers no ability to command houseless spirits. If 
the caster asks the summoned Disembodied spirit to perform 
some task (typically asking questions or inhabiting a corpse 
with the Create Wight spell), it considers it and may agree. 
This is a TN Intimidate (Power) test unless it wants to 
perform the task as it will be the case if the caster is asking it 
to incarnate in a corpse. The spirit should be considered 
unfriendly, subtracting a -5 test result modifier to the caster’s 
roll, supposing it is not openly hostile towards the caster.  
 
This spell can be acquired once more, granting a +2 modifier 
for the initial Willpower test against the spirit. 
 
 

 
 

Imprisonment of Stone [Necromancy] 
Casting Time:  Special  
Range: Touch 
Duration: Special 
Weariness TN: Special  
Cost: 3 spell picks  
Requisite: Houseless Spirit Summoning 
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: The caster can bound a summoned spirit to a stone 
statue. To summon it, is necessary the use of Houseless 
Spirit Summoning spell. The TN depends of the power of the 
evil spirit. The kind of Stone Guardian created and duration 
of the ritual depends also on the strength of the summoned 
spirit. Once created, it will be linked to the place where the 
statue lies and remain immobile there keeping his eternal 
guard until it is destroyed. 
 
Spirit Sentry Created*     Casting Time   Weariness TN 
Weak         Lesser        1d6 days           12 
Medium         Normal       1d6 + 6 days          15 
Powerful         Geater   1d6 days + 3 weeks    18 
* See section 6.4 New Undead for stats. 
 

Remove Soul [Necromancy] 
Casting Time: 5 minutes  
Range: Sight 
Duration: Permanent 
Weariness TN: 10  
Cost: 3 spell picks  
Requisite: Any other five Necromancy spells. 
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: After casting the spell, an opposed Willpower test 
must be made between the caster and the target. If the target 
wins the spell will have no effect, but if the caster wins he 
forces the target’s soul to leave the body. It departs in agony 
and pain and the body remains mindless in vegetable-like 
state. Such an inhabited body can be easily possessed by a 
Houseless.  
 

Retain Soul [Necromancy] 
Casting Time:  1 hour  
Range: Touch 
Duration: See effect 
Weariness TN: Special  
Cost: 3 spell picks  
Requisite: Houseless Spirit Summoning spell or Chyan 
Priests Loremaster’s ability Dark Lords virtue (Dahaka) (see 
The Chyan Empire module for further details) 
Combination: Houseless Spirit Summoning 
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: With this spell the caster can retain a human spirit 



bound to Arda short before his death, creating a link between 
his spirit and his body. The spell must be cast regularly and 
accompanied by a bloody sacrifice, because it drains the 
power of the sacrificed spirit transferring it to the retained 
one.   
 
It is used to ease the Houseless Spirit Summoning spell 
because if it is cast near the corpse retaining a soul, this soul 
will be the one summoned. Also it is used by some powerful 
Necromancers to prolongate their lives, but this is really rare 
because an Extraordinary Success is needed for that. If that 
happens, the target gains the Flaw Stain of Corruption. 
 
Example    Sacrifice Power   Duration* W. TN 
Animal          Very low          2 week – 1 year                 13 
Middle Men          Low                      1 – 20 years                    15 
Dúnadan /   
Avari Elf            Medium             20 – 100 years     16 
Sinda Elf              High           100 – 500 years     17 
Noldo Elf         Very High         500 – 1,000 years     18 
* Depending on the Bearing score and spiritual strength of the 
sacrificed victim. 
 

Soul Storm [Necromancy] 
Casting Time:  1 hour  
Range: 100 yards per point of Bearing 
Duration: Concentration 
Weariness TN: 20  
Cost: 4 spell picks  
Requisite: Any other five Necromancy Spells. It can only be 
cast with the Zêmargur and never under sunlight. 
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: This is the most powerful Necromancy Spell and 
even Zontakath himself, the geatest Necromacer that has 
ever been, use it only in very rare occasions. The spell open 
a door to the Wraith-world and the Houseless enter 
possessing mortals or driving them into madness, but they 
are forced to leave when the door close. Every target within 
range must make an opposed Willpower test against the 
Spirit’s Willpower (TN 10 to reflect that there are a lot of 
Houseless).   
 
Result (for the target) Effect 
Disastrous Failure Possessed: The spirit has a new body. 

If the caster was a player character, 
he has finished his adventures.  

Complete Failure Haunted (choose a new flaws or 
Crippling Wound) 

Failure Obsessed with death (see new flaws) 
Marginal Success  Trance: The target gets no harm, but 

cannot move until the spell ends. 
Complete Success The target resists successfully the 

Houseless and can act freely. 
Extraordinary Success As above, but the target also learns 

from this brutal experience and 
may add +1 to any other opposed 
Willpower against Houseless 

 

If the spell is not cast properly (Marginal Success or better), 
the caster’s soul is torn out of his body and brought to the 
Wraith-world. 
 
*Please note the TN number of this spell is really high. That 
means no normal Necromancer can perform it, only 
Zotankath himself before create the Zêmargur or with it in 
his power. Some other Necromancer may dare to perform 
this dangerous spell with this Object of Power in his hands. 
 

Undead Summoning [Necromancy] 
Casting Time:  2  
Range: 50 yards per point of Bearing 
Duration: 1 minute per point of Bearing 
Weariness TN: Undead TN Equivalent number  
Combination: Enslave Undead 
Cost: 1 spell pick  
Method: Standard, Song  
Speciality: Necromancy 
 
Effect: This spell allows the caster to call undead (not 
Houseless spirits). When he casts it, he must specify the kind 
of undead he wishes to summon, either specifically (Barrow-
Wight) or broadly (powerful undead). Any undead within 10 
yards times the caster’s Bearing that fit the description travel 
to him at best possible speed for a number of minutes equal 
to his Bearing, but it will never pass its hoard limits and it 
will not do so if that means harm for it (i.e. a Barrow-Wight 
will not left his Barrow under sunlight). Once it arrives at his 
location, an Intimidate (Fear) test should be made if the 
undead have this skill. Undead hate living creatures, so the 
caster should better have an Enslave Undead spell or face the 
consequences. If the duration expires before it can arrive, it 
may stop travelling toward him when the spell ends.  
 
The spell confers no ability to command undead. If the caster 
ask the summoned undead to perform some task, it considers 
it and may agree. This is a TN Intimidate (Power) test. The 
undead should be considered hostile, subtracting a -10 test 
result modifier to the caster roll, and it may attack the caster 
if the command roll is failed. To give orders to sumoned 
undead the caster will need the Enslave Undead spell. 
 
5.1.2 SORCERY AND FEAR 
 
5.1.2.1 EXPANDED FEAR MODIFIERS 
Fear is caused by most undead creatures and the more 
cunning among them try to create the adequate conditions to 
make it effect as greater as possible. Alone, in the middle of 
nowhere and far from the rest of his party even the bravest 
warrior may tremble. Use these modifiers in adition to the 
Table 9.20: Fear Modifiers (Corebook, page 233).  

 
NEW FEAR MODIFIERS 

Situation         Test Modifier  
Haunted place*             +1 to +2 
Target is at disadvantage † 



 Equipment lost (pack animals, etc.)  +1  
 Dissarmed    +3 
 Lost     +2 
 Companions slayed/lost           +2 to +4 
 Alone             +4 to +6 
 Vision dismished (mist)           +1 to +3 
 Vision dismished (darkness)          +4 to +6 
Terrible scene (butchered people, etc.)           +1 to +3 
* Apply if there are frightening legends about the place which the 
character knows and believes in. 
† Apply only the higher modifier of this category. 
 
5.1.2.2 SORCERY FOR NECROMANCERS 
All Necromancers, and Sorcerers posing as Necromancers, 
know how dangerous is dealing with Houseless and they also 
know that a good illusion could be as effective as a real 
undead a far less dangerous to create. Most of them learn 
Sorcery to improve the effect of fear with darkness, illusions 
and deluding ghosts. In this section you will find a list of 
Sorcery (and some others specialities) spells and the use they 
have for Necromancers and some new spells. Spells learnt 
should depend on the background of the particular 
Necromancer. 
 
SPELLS FOR MAKING THE VICTIM LOSE HIS PATH 
Command: It may be used for lead the victim to a haunted 
ground where the Necromancer undead await or for make the 
victim follow some wrong advice which will make him take 
a wrong path. 
Dull Senses (Standard)1     

Fog-raising (Air and Water) 
Imitation-spell (Standard) 
Mastery of Shapes (Beasts, Ability) 
Mind-Speech (Standard, Ability): It could be used for 
deluding a victim. 
Misdirection (Standard) 
Shadows and Phantoms 
Voice of Suasion (Standard, Ability) 
 
SPELLS FOR ENCHANCING/CAUSING FEAR 
Evoke Fear: This spell is quite powerful for a Necromancer 
because it can be used to improve the fear caused by undead 
and the effect of the Deadly phantoms spell (see below). 
Fog-weaving (Air and Water): This spells could be used to 
frighten victims. 
Holding spell: This spell which makes a victim freeze with 
fear can power up the Deadly phantoms greatly. 
Shadow of Fear 
Shadows and Phantoms 
Wizard’s Guise (None) 
 
 
SPELLS FOR CAUSE DARKNESS/BLIND A VICTIM 
Dull Senses (Standard)1 
Veiling Shadow 
 
OTHERS 
Vulnerability to Sorcery1 

 
1 Spells from Paths of the Wise supplement. 
 
5.1.2.3 NEW SORCEY SPELLS 

Animate Corpse [Sorcery] 
Casting Time: 5 min 
Range: 5 feet per point of Bearing (the animated corpse 
must be within range for all the duration of the spell) 
Duration: Concentration 
Weariness TN: 8 + 5 for every additional corpse  
Cost:  2 spell picks  
Method: Standard, Song  
Speciality: Sorcery 
 
Effect: This spell allows the caster to move one or more 
corpses like puppets which can walk and fight slowly. They 
are poor fighters, but they cause great fear in the heart of the 
Free Peoples, as they see they can be enslaved, corrupted and 
desecrated even after death. Nothing demoralizes a valiant 
hearts as heavily as your own comrades forced to attack you 
from beyond the grave, knowing that this is the fate that 
awaits you. See section 5.4 New Undead for stats. 
 

Deadly Phantoms [Sorcery] 
‘What in the name of wonder?’ began Merry, feeling the 
golden circlet that had slipped over one eye. Then he 
stopped, and a shadow came over his face, and he closed his 
eyes. ‘Of course, I remember!’ he said. ‘The men of Carn 
Dûm came on us at night, and we were worsted. Ah! the 
spear in my heart!’ He clutched at his breast. ‘No! No!’ he 
said, opening his eyes. ‘What am I saying? I have been 
dreaming. Where did you get to, Frodo?’ 
 

-The Fellowship of the Ring - 
 
Casting Time:  2 minutes  
Range:  2 yards per point of Bearing 
Duration: 1 minute per point of Bearing 
Weariness TN: 11  
Combination: Feel Resonances (new Necromancy spell), 
Holding spell and any spell able to give negative modifiers 
for Fear tests (see the Expanded Fear Modifiers table) 
Cost: 1 spell pick  
Method: Standard, Song  
Speciality: Sorcery 
 
Effect: This spell creates frightening illusions which seem to 
be so real that may cause unconsciousness and even death. 
The victim will see some kind of creature chasing and 
attacking him and he will believe it is real, fainting 
unconscious when ‘hit’ by the illusion or even dying due to a 
heart-attack. This spell works better with frightened target 
because they are less prone to rationalize what is happening 
and are easily fooled. 
 
The caster may add +2 when casting this spell if he has cast 
before Feel Resonances in this same area (he will use the 



knowledge gained to make more believable illusions, like 
dead warriors in an ancient battlefield, a legendary killer in 
one of his victim’s house and so on).  Undead have the Feel 
Resonances spell as ability and so they always get the +2 if 
they are able to cast this spell. Then the victim must make a 
Wisdom test to realize the phantoms are not real. The TN for 
this test depends on the degree of success when casting this 
spell. See the table below for TNs and these test modifiers. 
This spell can be improved once devoting to this spell one 
additional spell pick, for a +2 bonus to casting it.  

 
Determining TN for Wisdom test: 
Success Degree when casting   Base TN for target’s Wisdom test 
Marginal Success     10 
Complete Success freely   12 
Extraordinary Success   14 
 
Modifiers: 
Target situation        Modifiers to TN for target’s Wisdom test 
Paralized (Hold spell)/  
unable to move freely   +5 
Dim light     +1 to +3 
Frightened (fleeing in fear)   + 3 
Clear light    - 1 to - 3 
More people at your side than phantoms - 3 
 
Test Result: 
Test Result             Effect 
Succes (any degree) The phantom disappears after attacking 

causing no harm 
Failure Target falls unconscious for 3d6x3 

rounds 
Complete Failure Target falls unconscious for 2d6+3 

minutes 
Disastrous Failure Target falls unconscious for 1d6x10 

minutes 
 

5.2 NEW TRAITS 
 
5.2.1 NEW EDGES 

Sensitive to spirits 
You are one step closer to the Wraith-world than most 
people. 
 
Effect: Gain a +1 bonus to interact with Houseless (to call 
them or give them orders with Necromancy), but also they 
have the same bonus when dealing with you (possession 
attempts, etc). 
 
5.2.2 NEW FLAWS 

Cursed 
You are a victim of a curse. Maybe you have broken an oath 
or have made a terrible deed.  
 
Effect: It must be determined by your Narrator.   
Improvement examples: 
Cursed 1: If you reveal a secret, your treason will return to 
harm you in some way  

Cursed 2: You stamer uncontrolably when you try to 
describe what you have seen or heard or when you lie. 
Cursed 3: Tools and small objects break or do not work 
properly when you try to use them. 
Cursed 4: You are condemned to make enemies among those 
who you love or admire. 
Cursed 5: You have been cursed by a very powerful creature. 
All your achivements and triumphs will fail in the end 
somehow. 
 

Curse of Pure Light 
You are or have become a creature of darkness and the purity 
of the blessed light of the Sun disturbs you greatly. 
 
Requisite: Corruption 2+ 
Effect: Any shining light bother you and the light of the Sun 
grant you a -2 to any test involving vision. 
 

Fateful Fate 
You know you are condemned to have a terrible death, or 
even worse, an eternal agony. It does not matter what you 
can do, you cannot avoid this fate.  
 
Effect: In some moments of your Chronicle your Fateful 
Fate will fall upon you, giving terrible nightmares and 
premonitions. You will have to spend a Courage point to 
avoid a -1 modifier to all tests for the next day.    
Your Narrator will decide the exact nature of your fate and 
the moment when it happens. 
 

Haunted 
There is a spirit linked to your soul, lurking and waiting for 
the right moment to frustrate you. It will do everything it can 
to unveil his anguish upon you. Your Narrator will define the 
exact intentions and powers of your torturer. 
 
Requisite: Only for Men, Hobbits and Dwarves. 
Effect: Once per gaming session it can hide small objects 
(rings, coins…) or distract you (opposed test, your 
Willpower for ignoring him against his Persuade. Each 
degree of success will give yo a -1   to all Social and 
Academics tests for as long as your Narrator chooses). 
Improvement: 
Haunted 2: The spirit may harm you and even once he can 
try to posses you. In the contest of will for the possession of 
your body you may suffer some phisicall or mental damage. 
 

Lord of Flies 
All around you fluter the buzzing heralds of decay. Their 
constant presence makes difficult your social relations and 
almost makes impossible that you can hide or perform any 
stealth action because the buzzing noise. 
 
Requisite: Corruption 1+.  
Effect: -1 to all social tests and -1 to any stealth tests. 
 



Lighthouse of evil 
You irradiate a palpable evil, like a cloak which wraps you.  
 
Requisite: Corruption 5+ 
Effect: You cannot pass into sacred places (consecrated to 
the Valar or blessed by them) and those of pure heart (with 
no Corruption points) may identify your evil nature at first 
sight making an Observe (Sense Power) test with TN 10 
even if you are disguised. 
Improvement: You cannot go near sacred places (distance 
determined by the Narrator) and every pure heart will know 
for sure that you are an evil creature with no need of making 
any test at all even if you are hidden or disguised. 
 

Obsessed with death and suffering 
You are obsessed after the contact with a Disembodied 
which have made you become sadistic. 
 
Effect: As often as you can, you cause suffering and pain 
and enjoy it. A TN 10 Willpower  test is required  any time 
you are requested or forced to do something that does not 
further your goal.  
 

Stain of Corruption 
Plants shrivel when you get close to them and die when you 
touch them and you are always pale and cold like a dead. 
 
Requisite: Corruption 7+ 
Effect: You gain a +1 to Intimidate (Fear), but you have a -3 
for any social test. 
 

Unnatural Presence 
There is something wrong with you, a subtle supernatural 
aura which worries all the near living beings. 
 
Effect: The TN for any social test and for any test involving 
animals is increased by +2. 
Improvement: 
Unnatural Presence 2: You seem to irradiate coldness and 
your presence is discomforting. The TN for Social test and 
for dealing with animals is increased by +5. 
 
 

Vision of Decay 
Everything looks rotten and decomposed. The world seems 
as a corpse; livings beings looks sick or skeletal and buldings 
looks ruined.  
 
Requisite: 2+ Necromancy spells. 
Effect: You have a +1 bonus to resist any social test which 
involve appearance of your opponent (seduction and so), but 
because the same reason you have a -1 modifier to any 
Perception or Observe test which requires fix your eyes in 
any living being. Futhermore, social relations are difficult for 
you and so the TN for any social test is increased in +1 for 
you. 
 

Wanderer between Worlds 
You have spent too much time dealing with the Disembodied 
or maybe you have suffered a failed attempt of possession 
that has caused this sequel. Somehow you do not reflect 
(mirrors, water surface and so) and never project shadow.  
 
Requisite: 4+ Necromancy spells. 
Effect: When this is discovered, you have a -4 modifier for 
any social test. 
 

5.3 NEW PACKAGE AND 
ORDER 
 
5.3.1 EMBALMER (NEW CRAFTSMAN 
PACKAGE) 
The art of embalming was a respected profession among the 
Dúnedain and painstakingly sustained. The people of 
Gondor took the notion of enduring most seriously — if 
Death was Eru's gift to the mortal spirit, then so shall mortal 
flesh endure it. The Embalmer's Guild of Osgiliath, called 
the Arumbarlie or Keepers of the Death, had representatives 
all over the kingdom. When Osgiliath was later abandoned 
after the Plague, the Embalmer's Guild moved to Minas 
Anor. 
 

- The Gondorian Chronicles - 
 
Some cultures have a deep respect for their deaths and build 
for them barrows and funeral monuments and preserve their 
bodies. 
Order skills: Appraise (Embalmer’s tools) +2, Craft 
(Embalmer) +3, Debate +1, Lore (Philosophy): Death +1, 
Lore (Religion): Mandos/local Death God +2, Lore 
(Anatomy): Men* +2, Observe +2, Perform +2.  
* This skill provides a +1 affinity bonus for any Healing 
(Treat Wounds) test. 
Pick 5 Bonuses: +1 to any order skill. 
Pick 1 Edge: Craftmaster, Favour of Fortune, Friends, Stern, 
Wise. 
 
5.3.2 NECROMANCER (NEW ELITE ORDER) 
 
“Before you could get round it to the South, you would get 
into the land of the Necromacer; and even you, Bilbo, won’t 
need me to tell you tales of that black sorcerer. I don’t advise 
you to go anywhere near the places overlooked by his dark 
tower!” 
 

- The Hobbit -  
 
Necromancers are mainly Men, although a few wicked Elves 
also are counted among them, who have been taught one of 
the most terrible of the Dark Arts of the Enemy. It was 
created like all evil Arts by Melkor in the Days of Old and 
since them several cults and traditions do exit, spreaded in all 



Middle-earth. From shamams able to talk with Disembodied 
who are deluded by the spirits to powerful sorcerers who 
command undead minions to do their biding, all of them are 
feared and hated because their unnatural magic.      
 
ADVENTURES 
Although they are servants of the Shadow and so not a good 
choice for players, there is a great rivalry among some cults 
which may lead a necromancer to join a group of adventurers 
to destroy an enemy cult.  
 
Also, not all of them are evil even if they are corrupted to 
some degree. Some of them are deluded by Disembodied to 
make them believe they are mighty ancestors or guardian 
spirits, trying to convince the fooled necromancer to do ther 
biding. This kind of necromancers usually has the least 
powerful and corrupting spells and is still a suitable choice 
for adventurers. 
 
And there is yet another kind of necromancers: those who 
are eager to obtain power. Necromancy is the most powerful, 
but also the most dangerous of the Dark Arts. So they hunt 
for Objects of Power which will make them more powerful 
and they kill rivals to obtain their secrets in an endless quest. 
 
BACKGROUND 
Every necromancer has begun his carrer as a sorcerer 
because is a complementary and less dangerous form of evil 
magic, although the exact available spells varies greatly 
depending on the cultural background and local beliefs, how 
the cult was originated and what is its goal (See section 4 - 
Necromantic Cults in Middle-earth for further information). 
Anyway, another kind of origin is suitable for a necromancer 
deluded by a Houseless who is not really aware about what 
he is truly doing. 
 
GAME INFORMATION 
 
Requisites 
 
To become a necromancer, you must have Bearing 8+, Wits 
8+, at least four Lores 6+ and the ability to cast spells. 
Furthermore, when they join with the necromancers, 
characters have chosen a corrupting path. Even when using 
necromancy for good purposes or deceived, it is both a 
dangerous and unnatural kind of magic which goes against 
the laws of Ilúvatar. 
Several cults exist and usually they have strict rules for those 
who deal with Houseless because they know too well the 
danger involved. But there are also lesser ones, normally 
deluded by Houseless, which believe they contact with 
ancestors or good guardian spirits and are not truly aware of 
the nature of the creatures they deal with. These practices are 
less strict and far more risky because they are instructed by 
the very spirit to achieve his goal (mainly gaining enough 
vital energy to posses a new body). 
 
Order Skills 

The necromancer’s order skills are: Debate (Wit), Inquire 
(Brg), Insight (Per), Intimidate (Brg), Language (Wit), Lore 
(Wit), Observe (Per), Persuade (Brg), Search (Per). 
 
Abilities 
When you create a necromancer, you may make one pick 
from the following special abilities: 
 
FEEL RESONANCES  
You have a necromancer’s innate sense for spirit presence. 
You may use the Feel Resonances spell as if you had made it 
a magical ability (section 5.1.1 – Necromancy). 
 
Requisites: Necromancer Spellcasting, Perception 8+. 
 
MASTERY OF NECROMANCY 
Necromancers possess the greatest lore and deep 
understanding of the spirit magic of Middle-earth. Whenever 
a necromancer spend a point of Courage on a necromancy 
related test – including opposed willpower tests to control a 
Houseless as in the Houseless Spirit Summoning spell, or to 
resist the wearying effects of spells – they gain a +5 bonus, 
rather than the usual +3. 
 
Requisite: Necromancer Spellcasting. 
 
NECROMANCER SPELLCASTING 
This ability – the same as the Spellcasting ability of the 
magician – must be taken first, before any other ability. It 
reflects the necromancer’s power to cast spells and interact 
unlawfully with the spirits in Middle-earth. Each time a 
necromancer picks this ability, he gets five spell picks. He 
uses these spell picks to acquire new spells and improve the 
one he already knows. Necromancy is a highly corrupting 
kind of magic which usually become an obsession, so at least 
two spell picks must be devoted to acquire necromancy 
spells until all the spells available for the character’s cult are 
taken. See ‘Spells’ in the Core book in page 167 and sections 
5.1.1 - Necromancy and 5.1.2 - Sorcery and Fear of this 
supplement for details. 
 
Improvement: A necromancer may pick this ability more 
than once, each time acquiring five more spell picks.  
 
NECROMANCER SPELL SPECIALITY 
This ability functions identically to the magician ability Spell 
Speciality, but if you have 5+ Corruption points, your first 
choice must be necromancy or sorcery. 
 
Requisite: Necromancer Spellcasting. 
 
Improvement: You may pick this ability multiple times, thus 
developing many different specialities. 
 
TALISMAN 
You have created a personal talisman. It is a powerful object 
which serves as an anchor to the Living-world when you 
deal with Houseless, making for them difficult to possess 



you. When you have your talisman, you receive a +2 bonus 
for opposed Willpower tests against Houseless. If taken from 
you, it does not provide this bonus for others. 
 
Requisite: Necromancer Spellcasting. 
 
UNNATURAL LONGEVITY 
Among the many magical secrets known to necromancers is 
the lore of preserving their vigour stealing it from others 
living creatures, effectively extending the years allotted to 
them. 
By picking this ability, the necromancer gains the power to 
extract the life energy of a victim performing a sacrifice 
ritual as a magical ability, which works exactly like the 
Retain Soul necromancy spell with an Extraordinary Success 
(see section 5.1.1 – Necromancy). 
 
Requisites: Necromancer Spellcasting (4), Corruption 5+. 
 
 



 
5.4 NEW UNDEAD 

All evil undead, Necromancy or self-created, have the following commons Traits and Special Abilities: 
 

 
 
Magical ability 
Feel Resonances (new Necromancy spell) 
 
Flaws:  
Hatred (Living beings) 
Lighthouse of evil 1 (see New Traits) 
Unnatural Presence 2 (see New Traits) 
 
Special abilities (see ‘Fell Beast and Wondrous Magic’, 
page 36) 
Purity of Runing Water 
Senses of the Dead* 
Undead Stamina 
Sacred Name of Elbereth: The names of the Valar, mainly 
Varda Elentári (called Elbereth in Sindarin), cause all the 
evil undead and fell spirits discomfiture and a pain which 
can be great enough to make them flee. They can be used in 
two ways: 

 
- The use of the sacred name will grant the evil undead a -1 
penalty on all tests for one round. Only once in each game 
session (See Words of Power in the Corebook). 
 
- If the character spends one Courage point, he can make an 
Intimidate (Majesty) test with a +4 modifier against the 
Intimidate (Fear) of the undead to make him flee or have 
greater penalty than above. If there are a group undead, use 
the rules for combined tests. Only one attempt for encounter 
is allowed (i.e. every character cannot try to make an undead 
flee in the same encounter, only one of them can make one 
attempt). Non-moving undead will remain inactive instead of 
fleeing. This use has as requisite Lore (Powers of Arda) 6+ 
and the Character must have shown respect for the Valier he 
is naming. Characters with the Inner Light racial ability may 
add +4 to their roll (see Corebook pag. 63 for further details). 
 



Test Result  Effect 
Marginal Success  The evil undead has a -1 penalty on all 

tests for the rest of the scene. 
Complete Success The evil undead has a -2 penalty on all 

tests for the rest of the scene. 
Superior Success The evil undead may take no actions 

for one round, and he suffers a -4 
penalty on all tests for the rest of the 
scene  

Extraordinary Success The evil undead is forced to flee as 
fast as he can. 

 
 
* Senses of the deads: Also apply modifiers for physicall 
tests involving vision. The modifiers should be: 
 
Daytime / Clear sunlight    + 6 TN 
Dim lighting / evening light or full moon  + 4 TN 
Nightime/ Start light    + 3 TN 
Darkness     + 0 TN 
Light smoke/fog     - 2 TN 
Dense smoke/fog     - 5 TN 
Light rain     - 1 TN 
Heavy rain     - 3 TN 
Slightly cloudy     - 2 TN 
Very cloudy     - 3 TN 
 
Remember that any Necromancer may try to gain mastery 
over and undead with the Enslave Undead spell. 
 

Animated Corpse 
Attributes: Bearing 12 (+3)**, Nimbleness 3 (-1), Perception 0*, 
Strength 10 (+2), Vitality 10 (+2), Wits 0* 
 
Reactions: Stamina 0, Swiftness -1, Willpower 0*, Wisdom 0*  
 
Skills: -2 to all skills which may be used untrained as Armed 
Combat, Intimidate (Fear) +3  
 
Special Abilities:  
- Difficult to cut: half damage from non-smashing weapons (only 
animated skeletons) 
- Terror: see Fell Beasts and Wondrous Magic, page 80. The Elves 
are immune because they sense there is no soul attached to the 
moving bones. 
  
Defence: 9 Health: 5 Movement rate: 5  
Size: Medium TN equivalent:  5 (band of two) 
 
* An animated corpse is nothing but a puppet so it will 
automatically fail any Social or Academic test and any skill test 
based on Perception and does not have any special or magical 
ability. 
 
** Only for causing Fear. 
 
Note: It may carry any combination of armour and weapons as 
appropriate, but normally it will be old and less effective than new 
ones. Please note this is not really an undead since there is no spirit 
enslaved, it is only a Sorcery trick, and so it does not have any Trait 
or Ability common to all real undead. See section 5.1.2 – Sorcery 
and Fear for details about the Sorcery spell which creates them. 

  
 

Corpse Candle 
Attributes: Bearing 12 (+3)*, Nimbleness 3, Perception 8 (+1)*, 
Strength Naught, Vitality 10 (+2), Wits 6 (+0)   
  
Reactions: Stamina +2, Swiftness +1, Willpower +3*, Wisdom +3 
 
Skills: Intimidate (Fear) +4, Observe (Sense the Living) +8, 
Unarmed Combat (Touch) +4 
 
Special Abilities (See Fell Beast and Wondrous Magic, pag. 77-
80):  
- Drain Vitality  
- Extraordinary Sense (Sense the Living) 
- Holding: Living creatures that fall to the Lure of a corpse-candle 
are held as if by the Holding-Spell. They are paralyzed with fear 
and dread, and may drown in the stagnant water. 
- Immobility 
- Incorporeal  
- Spirit-Light: When it detects living prey, a corpse candle 
generates a soft, eerie glow with the approximate brightness of a 
candle. The spirit-light is the bases of the corpse candle’s Lure 
ability; a potential victim that cannot see this light cannot be 
affected by the Lure. 
- Lure (the living) 
  
Defence: 10  Health: 10 Movement rate: 4   
Size: Medium  TN equivalent: 10  
 

Greater Corpse Candle (or Corpse Lantern) 
Attributes: Bearing 12 (+3)*, Nimbleness 3, Perception 10 (+2)*, 
Strength naught, Vitality 10 (+2), Wits 8 (+1)   
  
Reactions: Stamina +2, Swiftness +1, Willpower +4*, Wisdom +3 
 
Skills: Intimidate (Fear) +6, Observe (Sense the Living) +8, 
Unarmed Combat (Touch) +6 
 
Special Abilities (See Fell Beast and Wondrous Magic, pag. 77-
80):  
- Attracting illusions: Corpse Lanterns are able to create visions 
which will vary according to the victim, and several unfortunates 
gazing upon the same Corpse Lantern may see different things; the 
lusty warrior may see a buxom wench with a lantern, searching for 
something; the compassionate healer a lost child with a lamp; the 
suspicious thief a fat merchant with a purse that could use lightning, 
engaging in burying more treasure in the safe embrace of the marsh. 
They will lead their victims to shifting land, where they will drown 
and their life energy will be absorved by the Corpse lantern. It 
works as the Lure Specila Ability, but with double range and with 
+2 for the opposed Bearing test. 
- Drain Vitality  
- Extraordinary Sense (Sense the Living) 
- Holding: Living creatures that fall to the Lure of a corpse-lantern 
are held as if by the Holding-Spell. They are paralyzed with fear 
and dread, and may drown in the stagnant water. 
- Immobility 
- Incorporeal  
  
Defence: 12  Health: 12  Movement rate: 4  
Size: Medium TN equivalent: 12  
 

Dwimmerlaik 



Attributes: Bearing 10 (+2)*, Nimbleness 8 (+1), Perception 8 
(+1), Strength (+0), Vitality 10 (+2)*, Wits 8 (+1) 
  
Reactions: Stamina +4, Swiftness +4*, Willpower +3, Wisdom +3 
 
Skills: Intimidate (Fear) +6, Language: Westron/any +6, Observe 
(Smell) +5, Stealth (Shadow) +10, Unarmed Combat (any) +8 
 
Flaw: Lighthouse of evil 2 
 
Spells: Evoke Fear, Veiling Shadow. Dwimmerlaiks need not make 
Stamina tests or use gestures to cast spells 
 
Special Abilities:  
- Icy Grasp: A dwimmerlaik's grasp is cold and lethal. Every 
successful hit by an Unarmed Combat test, or every round held in a 
grab by the Dwimmerlaik, drains the victim of 1 point of Strength 
and Vitality. The victim is paralyzed when either attribute reaches 
0, and when both attributes reach 0 the victim dies. If the victim is 
not killed lost points return normally (see CRB p. 247), or are fully 
restored upon the application of a Healing-spell. 
- Scent of Blood: Dwimmerlaiks smell the blood of living creatures, 
giving them +2 to Observe (Smell) tests to find them. They also 
benefit from a +4 test bonus to track bleeding creatures. 
- Shadow Form: A dwimmerlaik consists of insubstantial shadow. 
Dwimmerlaiks float above the ground and can pass through solid 
matter unhindered, but cannot manipulate physical objects by their 
own means. Dwimmerlaiks are immune to heat, cold, falling, 
normal weapons, poison, and corrosives. However, they are 
vulnerable to fire and enchanted weapons (Elf-swords, Dúnedain 
blades, etc.). Additionally, they are weakened by daylight and 
suffer a -3 penalty on all physical tests made while exposed to the 
sun. 
 
Defence: 11 Health: 10  Size: Medium 
Movement rate: 3 (Incorporeal Fly)  TN equivalent: 15   
 

Hunter  Spir i t  
Attributes: Bearing 10 (+2), Perception 8 (+1), Vitality 9 (+1), 
Wits 11 (+2) 
 
Reactions: Stamina +1, Swiftness +4, Willpower +4, Wisdom +3 
 
Skills: Intimidate (Fear) +9, Observe (Smell) +5, Stealth (Shadow) 
+7, Armed Combat (longsword) +7 
 
Special Abilities:  
- Icy Blow: Instead of normal damage, his chill and deadly sword 
causes a victim to lose 2 points of Strength and Vitality each round 
of contact. When either attribute reaches 0, the victim falls 
unconscious for 2d6x10 minutes. Lost points are regained at the 
rate of 1 in each attribute per 10 minutes – or in full when the 
victim awakens or upon the application of a Healing Spell. Even 
though the spirit has no physical body, it must still make a test 
against the victim’s Defence rating using its Swiftness modifier. On 
a success they may then drain – the victim feeling it as a cold an 
eerie presence. 
- Vulnerability (Sunlight): When exposed to the sunlight, the 
minion suffers 1d6  damage per round until it can either return to 
darkness or perish. 
- Invulnerable (to non-magical weapons) 
  
Defence: 13 Health: 9 Movement rate: 6   
Size: Medium TN equivalent: 10 

 
Note: See 4.1.1 The Black Priests of Urd for further information   

Ghost 
For game stats see Fell Beasts and Wondrous Magic, pag. 26 
Ghosts vary greatly, but these are the most common Special 
Abilities they may have in addition to the ones they have in Fell 
Beasts (choose as apropiate): 
 
Special Abilities (See Fell Beasts and Wondrous Magic, pag. 77):  
- Drain life energy*: Anyone in the presence of a ghost is drained 
slowly from his life energy. There is no way that a Ghost can avoid 
draining their life-energy, any more than they themselves can avoid 
having their hearts beat. Anyone near enough to a Ghost to speak to 
it is close enough to be drained. Every ten minutes an opposed tets 
of Ghost’s Willpower against the victim Stamina must be made and 
if the ghost wins, for each degree success one Vitality point is 
drained until the victim loses all, becoming unsconcious and dying. 
- Bounded: Some Ghosts are bound to a place or object that was 
very important to them in life or that figured strongly in their 
deaths: a sentry killed while guarding a crucial post, for instance, 
whose spirit remains “on duty” long after the fortress he guarded 
has fallen to ruins; the murder victim haunting the gold that she was 
killed for; the child plague victim still holding fast to the wooden 
doll that comforted its last hours. 
- Incorporeal* 
- Invulnerable (phisycal weapons and most spells) 
- Lure (Mortals) 
- Terror (Elves are immune) 
 
*These abilities are mandatory. 
 
 

Ghoul 
Attributes: Bearing 7 (+0), Nimbleness 8 (+1)*, Perception 6 (+0), 
Strength 10 (+2)*, Vitality 10 (+2), Wits 8 (+1) 
  
Reactions: Stamina +3, Swiftness +1*, Willpower +2, Wisdom +2 
 
Skills: Intimidate (Fear) +4, Observe (Spot) +1, Stealth (Hide) +2, 
Unarmed Combat (Claws and bite) +6 
 
Special Abilities:  
- Curse of the Daylight: They suffer a -4 penalty to all tests under 
sunlight, although it seldom happens in the fog-covered swamps 
they inhabit. 
- Ferocious: See Fell Beasts and Wondrous Magic, pag. 80 
-Infected wounds: Their filthy and rotting claws create wounds that 
often become infected. Treat this as a poison: 
 
Poison: Infection; Type: Injury; Onset time: 2 hours; Potency: +5; 
Treatment: +5; Effect: Reduce Vitality (1 point); Secondary 
effect: No effect; Stages: 3.     

 
-Natural weapons (Claws): They make 1d6 +5 damage point and 
infection wounds. 
  
Defence: 11 Health: 12  Movement rate: 5  
Size: Medium  TN equivalent: 5 
 

Lesina 
Attributes: Bearing 7 (+0), Nimbleness 10 (+2)*, Perception 6 
(+0), Strength 11 (+2)*, Vitality 11 (+2), Wits 8 (+1) 
  
Reactions: Stamina +3, Swiftness +3*, Willpower +2, Wisdom +2 



 
Skills: Intimidate (Fear) +4, Observe (Spot) +7, Stealth (Hide) +6, 
Unarmed Combat (Punch and kick) +8 
 
Flaw: Battle-fury (2) 
 
Special Abilities:  
-Burried in the sand: They usually burry themselves to surprise 
their foes. See Surprise in the Corebook, pag. 227.   
- Ferocious: See Fell Beasts and Wondrous Magic, pag. 80 
- Natural weapons (Bite): They make 1d6 – 3  damage points and 
poisonous bite. 
-Natural weapons (Claws): They make 1d6 +5 damage point.  
- Poisonous bite: They use their poisonuous saliva to paralyse their 
victims so they can be eaten alive, but they can use it only twice per 
day.  
 
Poison: Lesina saliva; Type: Injury; Onset time: 1 minute; 
Potency: +5; Treatment: +10; Effect: Paralysis (1d6 +1 rounds); 
Secondary effect: Half duration; Stages: 1.     
 
Defence: 12 Health: 13  Movement rate: 6   
Size: Medium  TN equivalent: 10 
 
Notes: 
In combat they try to attack the strongest opponents first, using 
their surprise action, with their poisonuous bite to paralyza them so 
they can smash the weaker ones at pleasure with their terrible 
claws.  
 

 

 
Mewlip 

Attributes: Bearing 10 (+2), Nimbleness 8 (+1)*, Perception 8 
(+1), Strength 10 (+2)*, Vitality 11 (+2), Wits 8 (+1) 
  
Reactions: Stamina +3*, Swiftness +3, Willpower +2, Wisdom +2 
 
Skills: Intimidate (Fear) +4, Language: Understand Westron +3, 
Language: Understand Black Speech +3, Observe (Spot) +4, Stealth 
(Hide) +6, Unarmed Combat (grab) +5 
 
Edges: Hoard  Flaws: Grasping 
 
Special Abilities:  
- Camouflage: The mud-covered skin of a mewlip makes him 
difficult to spot in the swamps he inhabits (-3 modifier to any 
Percepction, Observe (spot) tests to see him) 
- Greedy as a Mewlip: A mewlip treasure is usually cursed and any 
character keeping it will gain the Grasping Flaw (see the 
Corebook). 
-Razor-like Claws: They make 1d6 +5 damage point.  
  
Defence: 11 Health: 14  Movement rate: 6  
Size: Medium Courage: 2 TN equivalent: 10 
 
Notes: In combat they will try to grab and bite their opponents (see 
Unarmed Manoeuvres in the Combat Actions and Manoeuvres table 
in pag. 226 of the Corebook). 
 
 
Morgul  Wrai th  
The following profile gives the modifications to a Mortal Man or 
Hobbit character who is converted in a Morgul Wraith 
 
Attributes: Bearing +2, Nimbleness +0, Perception -1, Strength +2, 
Vitality +1, Wits +0 
 
Reactions: Determine them with the increased attributes and add 
+1 to each one. 
 
Skills: As alive plus Intimidate (Fear) +8  (although he will lose 
due to lack of use those related with animals, plants, healing and 
some more at Narrator’s choice). 
 
Edges: Add Night-eyed 1 and remove any inapropiate ones (such 
Elf-friend). 
 
Flaws: Add Fealty (absolutely bound and obedient to Sauron) and 
all the other flaws common to all undead* and remove any 
inapropiate ones (such Deafness). 
 
Racial Abilities: All are kept. 
 
Order Abilities: Remove any inapropiate ones (such Vala virtue). 
 
Special Abilities: Scent of Blood, Wraithform (See Fell Beasts and 
Wondrous Magic pag. 36), Vulnerability (sunlight, 2D6 each round) 
in addition to those common to all undead*. 
 
Spells: If the character could use spells, he retains his ability but 
loosing inmediatly any non Sorcery or Necromancy spells. He is 
granted + 2 modifier when using Necromancy. 
  
Defence and Health: Determine them as normal with the new 



profile.   
Movement rate, Size, Courage: As alive. 
Renown: +1  
TN equivalent: Between 10 and 15 as a general rule. 
Gear: He may retain some significant items from his former life. 
This may grant him a +1 to his Intimidate (Fear) when facing 
former allies or friends. 
 
* See commons Traits and Special Abilitiesin the beginning of thi 
section 
 
Notes 
- The character becomes inmediatly corrupted and under the control 
of Sauron. 
- Only some heroes and important characters who interest Sauron 
for some reason are choosen to become Morgul Wraiths.  
- Elves and Dwarves cannot become Morgul Wraiths. 
- While in Wraithform the wraith remains mainly in the Wraith-
world: 
-He is invulnerable to sunlight 
-He causes great fear even if he does not want to. His                                                                                                 
Intimidate (Fear) score is doubled and he gains the Special Ability 
Terror, which remains in permanent use until he stops using the 
wraithform. 
-He may move at twice his normal movement rate. 
-He cannot interact with the livings at all, only causing fear among 
them. 
-He can be spotted with an Observe (Sense Power) test with TN 10 
and can be hurt with magical weapons.  
 
Example  Morgul  Wrai th  (Former  Warr ior  of  Dol  
Amroth)  
Attributes: Bearing 10 (+2), Nimbleness 8 (+0), Perception 8 (+0), 
Strength 12 (+3), Vitality 12 (+3), Wits 12 (+3) 
 
Reactions: Stamina +4, Swiftness +1, Willpower +4, Wisdom +3 
  
Skills: Armed Combat (longsword +8, Spear +2), Intimidate (Fear) 
+8, Lore (Language): Westron +6, Sindarin +5, Quenya +3, 
Adunaic +3, Lore (Races): Elves +4, Orcs +3, Lore (Realm): 
Gondor +5, Observe (Hear) +2, Ranged Combat (Bows) +4, Ride 
(Horse) +2, Stealth (Sneak) +2, Track (Orcs) +2. 
 
Edges: Accurate, Quick-draw, Night-eyed.  
Flaws: Fealty (absolutely bound and obedient to Sauron). 
 
Racial Abilities: Adaptable, Dominion of Man, Skilled (already 
included in the profile). 
 
Order Abilities: Favoured weapon (longsword), Swift strike.  
 
Special Abilities: Scent of Blood, Wraithform (See Fell Beasts and 
Wondrous Magic pag. 36), Vulnerability (sunlight, 2D6 each 
round). 
  
Defence: 13 Health: 15 Size: Medium 
Courage: 4  Renown: 5 TN equivalent: 15 
 
Gear: Gondorian longsword, Dol Amroth helmet and shield with a 
red eye painted over the white ship. 
 
Notes 
Once in Mordor, he will learn Black Speech and may forget 
Quenya, Adunaic and Sindarin due to lack of use. 

 
Nazgûl 

For game stats see Fell Beasts and Wondrous Magic, pag.34 
 
Notes 
- They gain all Traits and Abilities common to all undead. 
- They gain the Lighthouse of evil 2 flaw (see New Traits) 
- While in Wraithform the Nazgûl remain mainly in the Wraith-
world: 

• He is invulnerable to sunlight 
• He causes great fear even if he does not want to. His 

Intimidate (Fear) score is doubled and he gains the Special Ability 
Terror, which remains in permanent use until he stops using the 
wraithform. 

• He may move at twice his normal movement rate. 
• He cannot interact with the livings at all, only causing 

fear among them. 
• He can be spotted with an Observe (Sense Power) test 

with TN 10 and can be hurt with magical weapons.  
 

Rogmul 
Attributes: Bearing 15 (+4)*, Nimbleness 10 (+2), Perception 12 
(+3), Strength 12 (+3), Vitality 12 (+3), Wits 15 (+4)   
  
Reactions: Stamina +3, Swiftness +3, Willpower +4*, Wisdom +4 
 
Skills: Armed Combat (Narrator’s choice) +8, Guise +10, 
Intimidate (Fear, +6 Torture, +10), Observe (Sense Power +8, 
Sense Spirits +10)  
 
Flaws: Arrogant, Fealty (to Morgoth), Hatred (helpers of Mandos), 
Proud, Stiff-Necked. 
 
Courage: 5 Renown: 10 
 
Special Abilities (See Fell Beast and Wondrous Magic, pag. 77-
80):  
- Cloaked in Darkness (see Fell Beast and Wondrous Magic, pag. 
13) 
- Drain Vitality (even when attacking with the Shadow Weapon) 
- Power over spirits: +8 to any Intimidate test against Houseless or 
undead creatures. 
- Semi-incorporeal: They get only half damage from physical 
attacks.  
- Spellcasting (all Sorcery and Necromancy spells. Rogmuil do not 
need to make Stamina tests to cast spells and spells always get 
maximum effect) 
- Shadow weapon: They carry one weapon at Narrator´s choice 
made of shadows which makes norml daage +2 and ignores all 
armour protections. 
- Terror 
  
Defence: 12  Health: 17 Movement rate:10 
Size: Large  TN equivalent: 30 
 

Sand Devil 
Attributes: Bearing naught, Nimbleness naught, Perception 8 (+0), 
Strength naught, Vitality 8 (0), Wits 12 (+3) 
 
Reactions: Stamina +3, Swiftness 0, Willpower +3, Wisdom 0  
 
Skills: Observe (Sense the Livings) +6 
  



Special Abilities:  
- Camouflage: Their form makes for perfect camouflage in their 
environment, since ordinary whirlwinds are not at all uncommon in 
the region.  
- Drain vitality 
-  Incorporeal: Although they are not truly incorporeal, they are 
nothing but wind and sand. 
- Inmunity to sunlight: unless most undead, the sunlight has no 
effect upon the Sand Devils, neither any weapon. 
- Vulnerable to Water: Any attacks from water count for damage as 
fire attacks and any water-based spells will have triple effect. 
- Sand Attack: A Sand Devil attacks by enveloping his prey inside 
its cloud-like body, clogging the foes eyes, ears, mouth, and nose 
with a mass of swirling sand. The sand also tears at the victim’s 
flesh and so armour does not protect against this kind of attack. 
Each round, it causes 1D6 points of damage, no test needed. 
  
Defence: 10 Health: 10 Movement rate: 4 
Size: Medium TN equivalent: 5 
 
Note: Due t its singular nature, a heavy rain may kill it and strong 
wind may cast it away. 
 

Stone sentry 
(see Imprisionent of Stone spell) 
• All kinds of Stone Sentry 
Flaws: Lighthouse of evil 2 
 
Special Abilities:  
- Alarm: They can shout stridently when anybody unwanted go 
through the door they are guarding. 
- Invulnerable: They are stone statues, so stonecraft tools or 
smashing weapons like warhammers would be needed to make 
them some significant damage (and even then, they get half damage 
only due to the Undead Stamina special ability). Any other kind of 
weapons would be completely useless. If the statue is destroyed, the 
spirit will remain unable to affect the livings. 
- Spiritual barrier: They can block the guarded gate with an 
invisible barrier. The Sentry engages in an opposed Willpower test 
against any trespasser. He receives a +5 test result bonus to his roll 
and also the Sense of the Deaths modifiers must be applied. If he 
wins the test the target cannot pass the gate. If there is more than 
one Sentry guarding the gate and/or a group of trespassers, the rules 
for combined test are applied (see the Corebook, page 225).   
 
Notes: 
- If the statue used for the spell is a masterwork, their Intimidate 
(Fear) skill must have bonus. 
- The statues vary in size from man-sized ones (or even smaller) to 
troll-sized ones (or even greater). Usually bigs statues house more 
powerful spirits, but not always.  
- They can be discovered using the Observe (Sense Power) skill. 
- When they are created, the caster chooses which creatures must be 
blocked and this can be as complex as the caster wants. They can 
distinguish races but to distinguish motivations an Insight test 
against the trasspaser’s Guise or Bearing is required (i.e. If the 
creatures allowed to pass are ‘all my Orcs minions’, the Sentry 
must pass a test to distinguish an orc traitor among them). The 
allowed creatures can be changed by the Necromancer who created 
the Sentry using a Houseless Spirit Summoning spell with a +10 
bonus at any time.  

• Stone Sentry, Lesser 
Attributes: Bearing 8 (+0), Nimbleness None, Perception 8 (+0), 

Strength None, Vitality None, Wits 8 (+0) 
 
Reactions: Stamina +2, Swiftness 0, Willpower +2, Wisdom 0  
 
Skills: Intimidate (Fear): 3 (they can use it even if they cannot 
move because their dreadful presence), Insight: 1, Observe (Sense 
Power): 6. 
 
Health: 20 TN equivalent: 10 

• Stone Sentry, Normal 
Attributes: Bearing 10 (+2), Nimbleness None, Perception 10 (+2), 
Strength None, Vitality None, Wits 10 (+2) 
 
Reactions: Stamina +3, Swiftness 0, Willpower +3, Wisdom 0  
 
Skills: Intimidate (Fear): 6 (they can use it even if they cannot 
move because their dreadful presence), Insight: 3, Observe (Sense 
Power): 6. 
 
Health: 30 TN equivalent: 15 

• Stone Sentry, Greater 
Attributes: Bearing 12 (+3), Nimbleness 6 (-1), Perception 12 
(+3), Strength 14, Vitality None, Wits 12 (+3) 
 
Reactions: Stamina +4, Swiftness 0, Willpower +4, Wisdom 0  
 
Skills: Intimidate (Fear): 7 (they can use it even if they cannot 
move because their dreadful presence), Insight: 6, Observe (Sense 
Power): 10. 
 
Health: 40 TN equivalent: 15 (20 for Stone Guardians) 
 
Special Ability: 
- Stone Guardian: If an Extraordinary Success is achieved creating 
a Greater Stone Sentry, the creature also could move slowly and 
attack but will lose the Spiritual barrier special ability. Due to his 
stone body, it is really difficult to hurt and speed and shrewdness 
are the best weapons against him. However it would be confined in 
an area with a radius no longer than one yard per point of Bearing 
of the caster and it will be man- sized. Its Movement rate will be 3. 
 

Ta-Fa-Lisch 
Attributes: Bearing 10 (+2), Nimbleness (+0), Perception (+0)*, 
Strength 12 (+3), Vitality 10 (+2)*, Wits 8 (+1) 
  
Reactions: Stamina +4, Swiftness +1, Willpower +4*, Wisdom +2 
 
Skills: Armed Combat: Natural Weapons (Shadow Weapon) +8, 
Intimidate (Fear) +6, Language: Khuzdul/any +6, Lore: History 
(Dwarves) +6, Observe (Spot) +6, Search +6, Stealth (Sneak) +12, 
Track (Treasure) +6 
 
Edges: Hardy, Hoard, Resolute  Flaws: Grasping 
 
Special Abilities:  
- Curse: Every Ta-fa-lisch is vindictive to the extreme and can 
bestow terrible curses on its foes. It can pronounce a curse once a 
day on a specific victim when it is not enganged in combat. The 
victim will be choosen among those who enter its lair searching 
wealth and treasures. If there are several people in that category, the 
more corrupted one will be choosen. The Ta-fa-lisch and the victim 
make opposed Willpower tests. If the victim wins, he is forever 
immune to the curses of this particular Ta-fa-lisch. If victim loses, 



he suffers one of the following effects at Narrator’s choice:  
 
-4 on all tests related to Corruption 
Victim acquires the Slow Recovery flaw 
Victim cannot use or regain Courage points  

 
The curse lasts until a specific condition is met (usually returning 
an object taken from the spirit’s lair, surrendering a treasure, killing 
the Ta-fa-lisch or fleeing far from the creature's lair). Usually only 
one of these creatures in each lair is powerful enough to have this 
ability and a victim can only be afflicted by one curse at a time. 
 
-  Hardiness of Mind: see Corebook pag. 62  
- Intangible: A Ta-fa-lisch usually is an incorporeal shadow. It can 
pass through solid matter unhindered, but cannot manipulate 
physical objects unless it chooses to assume tangible form. It is 
immune to heat, cold, fire, falling, normal weapons, poison, and 
corrosives. However, the Ta-fa-lisch must assume tangible form for 
a few moments when it wishes to attack a victim, and during that 
brief time weapons can harm it. A Ta-fa-lisch cannot assume 
tangible form while exposed to the light of the sun, but it is not 
otherwise harmed. 
- Natural Weapon (Shadow Weapon): 2d6 plus Strength bonus 
- Stout: see Corebook pag. 62 
  
Defence: 10  Health: 13  Movement rate: 3   
Size: Small  TN equivalent: 20    
 

Voshfrûm 
Attributes: Bearing 10 (+2), Nimbleness 8 (+1), Perception 10 
(+2), Strength 12 (+3) *, Vitality 10 (+2)*, Wits 8 (+1)   
  
Reactions: Stamina +3*, Swiftness +2, Willpower +2, Wisdom +2 
 
Flaw: Battle-fury (2) 
 
Skills: Intimidate (Fear) +4, Jump +5, Observe (Sense the Living) 
+8, Run +9, Unarmed Combat: Natural weapons (Fangs) +6 
 
Special Abilities (See Fell Beast and Wondrous Magic, pag. 77-
80):  
- Drain Vitality  
- Extraordinary Sense (Sense the Living) 
- Ferocious 
- Muliple Attacks (2) 
- Natural Weapons (Fangs, 2D6+1; Claws, 1D6+3) 
- Trample 
  
Defence: 11 Health: 13  Movement rate: 6   
Size: Medium  TN equivalent: 10 
 

Wight  
All kind of Wights: 
Special Abilities:  
- Absorb life energy: By killing living people in a ritual that takes 
one uninterrupted hour, the victim's life energy will be absorbed 
making the Wight more powerful. This way he can raise his 
Nimbleness, Vitality or Strength, but he needs to kill as many 
people as the double of the attribute he wants to raise plus two. A 
wight cannot increase his attributes above 12. 
 
Example: Rusark the Everhungry wight wants to raise his Vitality 
(which is 8). For achieviving that, he would need to drain the life of 
18 victims ((actual attribute score x 2) +2, in that case (8x2)+2).  

 
- Cursed Treasure: If any treasure is taken from a wight lair with 
greed, such an action would lower the adventures to the level of evil 
of the wight and make the spell set upon the lair impossible to 
break. Furthermore any valuable object so taken will be cursed as a 
long as ke keeps the object (and he will want to do so).  He will 
gain the Flaw Haunted (2) (see section 5.2 - New Traits). 
 
- Icy touch (see Fell Beasts and Wondrous Magic, page 14) 
 
- Persistent Evil: In order to completely destroy a wight, the spell 
laid upon the lair must be broken and the creature must be 
dispelled. If the spell upon the mound remains unbroken, the lair 
will shortly be reoccupied by another wight. To break the spell 
upon the lair, the treasure must be left free to all finders, although 
the slayer is permitted to take a few items from the hoard. Treasures 
in the haunted lairs are cursed. To take all  the treasures for purely 
good purpose would also break the spell. 
 
- Vulnerability (sunlight 2d6 per round) 
- Linked to a corpse (a wight cannot go far from his Barrow/lair 
entrance, only 1/2 yard per point of Bearing). 
 

Wight, Lesser 
Attributes 
Bearing 10 (+2)*, Nimbleness 8 (+1), Perception 8 (+1), Strength 
10 (+2)*, Vitality 9 (+1), Wits 9 (+1) 
 
Reactions: Stamina +4, Swiftness +2, Willpower +3*, Wisdom +2 
 
Edge: Hoard 
 
Skills: Armed Combat: Blades (Longsword) +4 Intimidate (Fear) 
+4, Language: Understand (Narrator’s choice) +4, Observe (Spot) 
+3, Stealth (Hide) +5 
 
Defence: 11 Health: 11 Movement rate: 6 Size: 
Medium TN equivalent:  5 
 
Note: A Lesser Wight have 20 skills ranks to distribute (one skill at 
level 5 and the rest below). The given profile is only an example 
 

Wight, standard 
Attributes 
Bearing 11 (+2)*, Nimbleness 8 (+1), Perception 8 (+1), Strength 
11 (+2)*, Vitality 10 (+2), Wits 10 (+2) 
 
Reactions: Stamina +4, Swiftness +2, Willpower +3*, Wisdom +2 
 
Edge: Hoard (2) 
 
Skills: Armed Combat: Blades (Longsword) +6 Intimidate (Fear) 
+6, Language Understand (Narrator’s choice) +4, Observe (Spot) 
+5, Stealth (Hide) +8 
 
Spells: Evoke Fear, Fog-raising, Forgetfulness. Wights do not need 
to make Stamina tests to cast spells. 
 
Special Abilities:  
 
Defence: 11 Health: 13 Movement rate: 6  
Size: Medium TN equivalent:  10 
 
Note: A Wight have 29 skills ranks to distribute (one skill at level 8 



and the rest below). The given profile is only an example.  
 

Wight, Greater 
Attributes: Bearing 14 (+4)*, Nimbleness 8 (+1), Perception 12 
(+3)*, Strength 12 (+3), Vitality 10 (+2), Wits 11 (+2) 
  
Reactions: Stamina +7, Swiftness +4, Willpower +6*, Wisdom +4 
 
Edge: Hoard (3)   Flaw: Lighthouse of evil 2 
 
Skills: Armed Combat: Blades (Longsword or Short Sword or 
Dagger) +8, Intimidate (Fear) +6, Language: Understand Westron 
+4, Language: Black Speech +4, Observe (Sense Power, Spot) +8, 
Stealth (Hide) +8 
 
Spells: Blast of Sorcery, Comand, Deadly Phantoms (see section 
5.1.2 – Sorcery and fear), Evoke Fear, Fog-raising, Sense Power, 
Slumber, Shadow of Fear, Veiling Shadow. Wights do not need to 
make Stamina tests to cast spells. 
  
Defence: 11  Health: 15 Movement rate: 6   
Size: Medium  TN equivalent: 17 Renown: 10   
 
Note: A Wight have 36 skills ranks to distribute (three skills at 
level 8 and the rest below). The given profile is only an example.  
 
 
 



6.0 NECROMANCY FOR 
MERP 
 
(work in progress) 
 
 
 
STATISTICS FOR INCARNATED UNDEAD 
Strength – For a disembodied spirit physical strength is 
irrelevant and meaningless. If it takes over the body of 
another then it can use that body's strength. The strength of a 
dead body slowly deteriorates as the muscles, tendons, etc 
decay. At best the body will lose 5 points of strength a week, 
this rate is increased by hot humid weather, additional 
damage, etc and slowed by preservation techniques, care, 
etc. (e.g. a body which had a strength of 75 while alive 
would have 75 Str for 1 week, then 70 for 1 week, etc.) 
 
Constitution – A disembodied spirit does not feel physical 
exhaustion or pain, making constitution irrelevant.  
 
Agility – As strength but deteriorating at 1 point a day. 
 
Intelligence – Intelligence for a spirit takes on additional 
characteristics than when it was alive. In addition to 
determining the ability to reason and solve problems, 
Intelligence is the distinction between a bestial spirit and one 
able to act rationally.  
 
This includes the spirit's ability to communicate and interpret 
communication with other minds successfully. It also 
includes the ability to turn the sensory "noise" of the wraith-
world into intelligible information. Intelligence also helps 
guide the application of Will (discussed in Intuition). 
Starting Intelligence for a spirit is determined as per the 
Transitional Table. 
 
Intuition – Intuition represents the spirit's strength of Will. 
Virtually all rational actions require the spirit to exercise its 
Will. It is the means by which a spirit manifests itself to 
other minds, imposes its desires or resists imposition on 
itself. Starting Intuition for a spirit is determined as per the 
Transitional Table. 
 
Presence – Presence represents the spirit's inherent energy or 
fairë, necessary for most operations of ósanwe and Will. A 
being with a high presence casts a greater "shadow". 
Presence also affects the spirit's perception. A strong 
Presence assists the spirit to see and identify objects (both 
living and inorganic) in the "living-world" by the shadows 
they cast into the "wraith-world". If Presence is weak the 
spirit is less able to act rationally because of a dearth of 
sensory input (i.e., leave it more susceptible to bestiality). 
Starting Presence for a spirit is determined as per the 
Transitional Table. 
 

Perception based on Presence  
(senses in bold brackets should be taken as a general guide 
only - referring to how/what the spirit senses)  
 
Spirits do not in fact actually see, smell, hear taste or feel in 
the way that the living do. But as most spirits were once 
embodied they still translate the sensory information they 
receive into these senses. Spirits perceive the fairë of things, 
rather than their form, scent, texture, etc. The fairë of a thing 
is influenced by its physical form (i.e. a large rock has a fairë 
that is recognised as heavy, solid, inorganic, etc) and nature 
(i.e. an established follower of Morgoth will have a twisted 
and evil fairë).  
 
Everything radiates fairë to a lesser or greater extent. For 
example a spirit will find it difficult to sense a person in a 
river, as the river's fairë obscures the persons. This is 
particularly true of the sun's enormous radiance which 
obscures everything while it shines. 
 
Minimal (0-20 Presence) Able to sense strong or large 
amounts of emotion (i.e. One person extremely scared or a 
group of people feeling happy). Can identify direction and 
proximity of emotion. Can sense physical objects, but not 
details about them. (smell) 
 
Low (21-40 Presence): As minimal plus, can sense fairë and 
the approximate number of a group (i.e. a few, several, 
many, lots and lots, etc.). Can estimate distance (within 20%) 
from fairë. Can recognise if the emotion changes, but not 
what from or to. (hearing) 
 
Moderate (41-60 Presence) As low plus, can recognise 
general types of fairë (i.e. people from animals, vegetation 
from stone, etc.). Can estimate (within 20%) sizes and 
numbers of things (i.e. width of a river, height of a wall, 
number of animals). (touch) 
 
Good (61-80 Presence) As moderate plus, can recognise 
different specific types of fairë (i.e. Man from Hobbit, brick 
wall from cliff, etc.). Can identify the general emotions 
being experienced by a target (i.e. fear, happiness, etc.) can 
estimate numbers, distance and size to within 10% (taste) 
 
Strong (81-100 Presence) As good plus, can recognise 
individuals by their fairë. Can identify specific emotions in 
individuals. Can identify general intent to act (i.e. attack, 
flee, hide, etc.) Can identify numbers size and distance. 
(sight) 
 
Illustration: A minimal presence spirit makes a successful 
perception check and picks up the general direction and 
distance ("not far") of some emotion. It follows "the scent" 
until it comes across a physical object blocking its path, it 
continues to try skirt the object but cannot find a way past it. 
It knows the emotion is now "close" but cannot find a way to 
get at them. 
 



A low presence spirit "hears" a group of fairë (many) about 
a half a mile away, it smells that they are experiencing quite 
strong emotion. It follows the noise to within approximately 
10 feet, but encounters the same problem as the minimal 
presence spirit.  
 
A moderate presence spirit also "hears" a group of fairë 
(many) about a half a mile away and knows that they are 
people experiencing quite strong emotion. It follows the 
noise to within approximately 15 feet, and encounters a 
stone barrier approximately 15 feet high. It follows the 
barrier until it "feels" it change to a vegetable matter barrier 
(about 5 feet high and 3 feet wide), with a small mineral 
piece on it. Guessing it is a door it manipulates the mineral 
piece until the barrier moves. It now "hears" the emotions of 
the people change and is confused by many fairë all moving 
around quickly. It starts to lash out at the closest people (it 
can now also sense a few medium sized animals as well).  
 
A good presence spirit also "hears" a group of fairë (around 
20-25) about a half a mile away and knows that they are men 
experiencing quite strong happiness. It follows the noise to 
within approximately 10 feet, and encounters a brick wall 
approximately 15 feet high. It follows the barrier until it 
"feels" it change to a wood barrier (about 5 feet high and 3 
feet wide), with a small metal piece on it. Knowing a door 
when it feels one, it opens it. It now "tastes" the emotions of 
the people change from happiness to fear, and is somewhat 
confused by about 20 men and 4 dogs all moving around 
quickly. It starts to lash out at the closest men.  
 
A strong presence spirit also "hears" a group of fairë (20) 
half a mile away and knows that they are men experiencing 
quite strong happiness. By the time it gets within 100 feet it 
can see that the "noise" is coming from a brick hall with a 
one door. It can "tastes" happiness and contentment. As it 
opens the door it sees a group of 20 men and women 
watching a musician, with a 3 dogs lying at their feet. Upon 
seeing the spirit they get scared and intend to flee. It holds 
its position at the door and prevents any from fleeing.  
 
Note: A perception check will need to be made to sense 
specifics. Modifiers will include such things as distance, 
magnitude and environment. These modifiers can shift the 
rating (i.e. minimal, low, moderate, good, strong) up and 
down (i.e. daylight could shift ratings down by two) or can 
give +'s or –'s to sense something specific. A particularly bad 
perception role will reduce the rating for that specific 
situation down, while a particularly good role will shift it up 
for that specific situation 
 
Hunter Spirits (U. "Kuvaksat", Lu. "Tysrol"): Their touch 
delivers an "A" cold critical and drains 1-10 Co points 
(see 4.1.1 The Black Priests of Urd for further information). 



7.0 VOCABULARY 
 
Crospar (Westron ‘icronite’): Rare mineral which is found 
as an impurity in iron ores only in the south, where it was 
created by Feamandûr. Any Dwarf handling a crospar nugget 
is weakened in body and soul, and will die in the end, but his 
spirit will be forced to stay in Arda, hating all the living 
creatures. 

Drúedain (Sindarin ‘Men of the Drughu’): An ancient 
branch of the race of Men, active in the wars against 
Morgoth in the First Age, and granted a home with the Edain 
in Númenor during the Second Age. By the end of the Third 
Age, the Drúedain had become a secretive and dwindling 
people: the 'woses' of the Drúadan Forest were among the 
last of their kind in Middle-earth. 

Fana (Quenya ‘Rayment, veils’): Visible bodies in which the 
Valar or Maiar presented themselves to incarnates. 
 
Fairë (Quenya ‘Phantom’): Disembodied spirit, when seen 
as a pale shape. 
 
Feamandûr (Quenya ‘Dark prison of the soul’): The other 
fallen Maia former server of Mandos who dwelt in the South 
and discovered the secret of the Crospar and its powers over 
Dwarven spirits. 
 
Fëa (Quenya ‘spirit’, plural: Fëar): 'spirit': the particular 
'spirit' belonging to and 'housed' in any one hröa of the 
Incarnates. It corresponds, more or less, to 'soul'; and to 
'mind', when any attempt is made to distinguish between 
mentality, and the mental processes of Incarnates, 
conditioned and limited by the co-operation of the physical 
organs of the hröa. It was thus in its being (apart from its 
experience) the impulse and power to think: enquire and 
reflect, as distinct from the means of acquiring data. It was 
conscious and self-aware: 'self' however in Incarnates 
included the hröa. The fëa was said by the Eldar to retain the 
impress or memory of the hröa and of all the combined 
experiences of itself and its body.  
 
Ghâshgûlbúrz (Black Speech ‘Dark Fire of Spirits’): A 
device created with Sorcery and Necromancy by the Par-
vadokunaut and Zotankath to ease the task of attracting 
Houseless to their mountain and domain them.  
 
Helcar Sael: Land which lies along a narrow coastal shelf 
on the eastern flank of the Orocarni, between Womaw and 
Vulmaw lands. There dwell some Avari Elves. 
 
Herufeä (Quenya ‘Master of spirits’): First name of 
Zotankath when he was still a Maia of Mandos. 
 
Hröa (Quenya ‘body’):  see ‘fëa’. 
 

Lakhab (Lakhabin ‘Coastal People’): Middle Men living in 
southeastern Middle-earth, nothern neighbours of the Wôlhu. 
Some tribes were enslaved by Zotankath and later they were 
defeated by the Vulmaw who conquered their lands for the 
Lochan Empire.  
 
Jade Fist: Cult of Sauronic origin created for hunting 
Zotankath’s necromancers. They played a key role in the 
destruction of Tînor-fator, but finally they were corupted by 
their former enemies near the end of the Third Age. 
 
Lochan Empire: Reing of Vulmaw people in southeastern 
Middle-earth. They had several wars against the 
necromancers of Tînor-faltor over the years. 
 
Lotûm (Black Speech ‘One who pray’): Chief necromancer-
priest possesed by a Houseless spirit. He brought war to the 
Lochan Empire for one hundred years before the Vulmaw 
assembled and army and killed him. 
 
Maglor (Sindarin ‘Cleaver of Gold’): Noldo Prince son of 
Feänor condemned by the Valar to dwell forever in Middle-
earth and never sail to the West. 
 
Melkor (Quenya ‘(He who) Arises in Might’): Said to be the 
mightiest dweller in Arda, Melkor was of the same order of 
the Valar and equal in power to Manwë himself, who was 
Melkor's brother in the mind of Ilúvatar. While the Valar 
descended into Arda to order and govern wisely, though, 
Melkor sought power for himself alone, and sought to bend 
all things to his own will. 
 
Morgoth (Quenta ‘Black Enemy’): Name given to Melkor 
by the Noldor. 
 
Necromantic Wars: Period of internal fights among the Par-
vadokunaut which almost destroyed them. 
 
Orocarni (Quenya ‘Red Mountains’): A lost range of 
mountains in the far east of Middle-earth, near Cuiviénen, 
beneath which the first Elves awoke. 
 
Orosúli (Quenya ‘Mountains of the Wind’): A range of 
mountains in the far east of Middle-earth, south of the 
Orocarni and near Hildórien beneath which the first Men 
awoke. 
 
Par-vadokunaut (Black Speech ‘Necromancer’): Cult 
created by Zotankath in the east of the east, near Vulmaw 
lands. 
 
Raupar-vadokunaut (Black Speech ‘New Necromancer’): 
One on the two sides fighting in the Necromantic Wars, 
compossed by younger necromancers eager for power. 
 
Shay: Land beyond the westrern border of the Lochan 
Empire, on southeastern coast of Endor. 
 



Sheroqabâ (Chyan ‘Lion-eagle’): monster of the Chyan 
legends, probably some kind of fallen Maiar.  
 
Tînor-faltor (Black Speech ‘Temple of Terror’): Temple of 
the necromantic cult created by Zotankath in the south part 
of the Orosúli in the Far East. 

Valar (Quenya ‘The Powers’): Name given to the fourteen 
powerful spirits who took physical form and entered Arda 
after its creation to give order to the world and combat the 
evils of Melkor.  

Vâdôkîprus (Black Speech ‘Cruel’): Leader of the Raupar-
vadokunaut of Númenoréan blood. 
 
Voshfrûm-hai (Black Speech ‘Spirit eaters’): Deadly bestial 
guardians of the Dark Flame Chamber within Tînor-faltor. 
 
Vulmaw: People in the sotheast of Middle-earth related with 
the Womaw who founded the Lochan Empire.  
 
Womaw: People living in the easternmost coast of Middle-
earth, north of the Lochan Empire. They are ruled by 
Khamûl the Easterling. 
 
Zêmargur (Black Speech ‘Heart of Stone’): Object of Power 
created by Zotankath for achieving inmortality because as 
long as it existed, he could return from the death. 
 
Zotankath (Black Speech ‘Master of All Wraiths’): A fallen 
Maia of Mandos who became the most important 
necromancer in Middle-earth. 
 
Zotankathai (Black Speech ‘People of Zotankath’): One on 
the two sides fighting in the Necrmantic Wars, compossed 
by the older necromancers loyal to Zotankath. 
 
Zatozdâ (Chyan ‘Soul Stealer’): Vampire. Chyans believe 
they are soul-stealing demons. 
 
Wôl (Drúedainic, unknown menaing): Wôl is southernmost 
of the Shelf-lands situated east of the Orosúli. Its original 
Wolîm inhabitants speak a Pukael-related tongue. It was 
conquered by the Vulmaw of the Lochan Empire. 
 
Wôlhu (Drúedainic ‘People of Wôl’), also called Wolîm: 
Original habitants of Wôl in southeastern Middle-earth and 
related with the Drúedain. Several tribes were enslaved by 
Zotankath and later they remaining were defeated by the 
Vulmaw who conquered their lands for the Lochan Empire.  
 
 
 
 


