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Cold be hand and heart and bones,

And cold be sleep under the stone,

Never more to wake on stony bed,

Never, till the Sun fails and the Moon is dead (...)

J.R.R. Tolkien, LOTR I, Ch.8 
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Foreword

This story was written by Usher.  You can contact him at ljworski@worldnet.fr or find the original story in French, as well as the English translation, on La Cour d'Obéron .

I am the author of the English translation.  It is one of the best scenario I ever found on the Net, so and decided to translate it.  I played with my two teams, and it was highly appreciated by everyone.  You can play it at almost anytime during the Third Age of at the beginning of the Fourth Age (like we did).

You can contact me at b_jorion@hotmail.com .  You will also find this document on MERP/JRTM page .  Please forgive me if my translation contains grammatical inaccuracies.  I do speak English, but my native language is French.  So when you find any error in my text, send me a mail and I will correct it right away.

By the way, do not forget the Italian adage : traduttore, traditore (translator,  traitor)

I. Introduction

The autumn languishes on the country of Bree.  The harvests are done, Big and Little People of the four villages (Bree, Staddle, Archet and Combe) prepare wood for the winter.  They kill the pig to furnish their reserves with meat and during the evening, meet around a wine bottle at the Prancing Pony.  Some travelers - Dwarves of the Blue Mountains, merchants or wandering entertainers, some Rangers - still hasten on the roads before the frost and make an obliged stop at Bree.  All would seem peaceful and usual if... 

If Fat Erwin, from the White Farm, had not gotten sick.  A quite strange disease, in truth.  He was an inexhaustible chatterer, a pillar of tavern, who drank and ate like four.  For five days, he did not swallow anything.  He is sitting morose and livid near the fire. And it is not all... People sleep with difficulty, make bad dreams that leave them sick when they wake up.  It is even said that prowlers jump over the palisade in the middle of the night and scratch the doors and the windows. 

Worse still, two children are missing : the little girl Pommette of Basoille’s farm in Combe, and Galehaut, the young imp of the Mussat family from Bree.  Some researches were already made, but to no avail.  The worst is feared, for example that the children fell in a pond or in a well... And then strange looking silhouettes were seen in Chetwood.  Who knows, with all these Rangers! 

Of all these events, it is the disappearance of the children that stir up the most the population of this country. The families and the neighbors are even ready to recruit professional adventurers to search for the kids.  And at that time, the PCs are having a rest at the Prancing Pony... 

II. The Story
-Can't a hobbit walk from the Water to the River in peace ?
-But it is not your own Shire, said Gildor.  Others dwelt here before Hobbits were; and others will dwell here again when hobbits are no more.
(LOTR I, Ch. 3)

II.1. The primitive scene 

Bree folks would quiver with terror if they understood the real cause of all their problems... For the incidents that are disturbing their routine are only the forerunner symptoms of an old abomination an unfortunate accident has just waken up from a long lethargy... 

Everything began a few thousand years before, during the Second Age.  Beyond the borders of Lindon, the large elven kingdom of Gil-Galad, fragile human nations founded short-lived kingdoms.  Some fell under the black shadow from the Dark Lord, others did their best to fight for their independence; the majority were undermined by fratricidal wars, which set them against each other for the control of a forest, a moor or a river... 

In Eriador, two petty human kings devoted themselves to a ferocious war for a blood debt going up to three generations.  One of them was Khâmul, the king-priest of a nomadic tribe of Easterlings.  His opponent was Amergin, head of a clan of Northmen.  Khâmul and Amergin fought with cruelty and brutality during their war, never stopping short of an atrocity, trying to crush their enemy as much by terror that by the force.  Their confrontation, stretched over years, was only one long litany of ambushes, broken oaths, slaughters and felonies.  However, no one seemed about to win the war - until the disastrous day where Khâmul made allegiance to the Dark Lord, and accepted from the Enemy a ring of Power. 

From this moment, the military and magic capacity of Khâmul only grew, and its troops achieved victory over victory against the warriors of Amergin.  The decisive battle took place at the crossing of two roads, not far from the Barrow-downs, the hills where the fortress of Amergin stood.  Amergin was killed during the fight, but the warriors of his horde managed to rescue his body of the fray and brought him back in their den, where they buried him in a barrow with his treasures.  Then, his main lieutenant, Caer Fawl, cut his companions’ throat and buried them with Amergin so that his faithful guard would escort him beyond the death. 

A few hours later Khâmul invested the Amergin's citadel without striking a blow.  Frustrated in his victory by the suicide of his enemy, Khâmul exterminated the population and desecrated Amergin’s grave.  He profaned the body of his opponent by tearing off the heart, had it mummified and submitted it to a blasphemous ritual.  He buried it in a terra cotta pot, under a large stone located at the crossroad where Amergin had fought his last battle, and uttered that the soul of Amergin would remain captive of his tomb as long as his heart would rest under this stone. 

Caer Fawl managed to escape the slaughter, took refuge in a fort of the forest of Cahedd, one of the areas of the Old Forest.  He had time to write the chronicle of the Fall of Amergin, then was caught up by the Khâmul’s warriors who massacred him in a last combat.  After that, Khâmul left these devastated grounds and was summoned by his master the Dark Lord to become one of the Ringwraiths in the Land of Mordor where the Shadows lie...

II.2. The Brambly Stone

A few millenniums later...  Other wars shook Middle-Earth, powerful kingdoms rose and crumbled, and are no more than the stuff of legends and songs.  The Barrow-downs still stand in Eriador, deserted and eroded.  The forest of Cahedd, a remnant of the Old Forest, is now called the Wood of Chet.  Close to the crossroad where Khâmul defeated Amergin, men and hobbits founded the villages of the Country of Bree where they live a peaceful life.  The large stone under which the heart of Amergin is buried, still stands near Bree, polished and used by time.  It is called the Brambly Stone,  because  thorns grow with vigor around it, and the Bree-people claim it brings bad luck.  But it is no more than one tale among many others, and few people care about it.  But for all those centuries, in his tomb in the Barrow-downs, Amergin’s soul shivers and laments over his fate, among the skeletons of his warriors.  His soul stays captive of Khâmul’s evil spell.

II.3. A quarrel between neighbors

About fifty years before the scenario, people of Bree moved the crossroads a hundred yards, to facilitate the rotation of the cultivated grounds.  As a consequence, the Brambly Stone stands now in the middle of a field.  In fact, it is used as a boundary mark between the domain of the Serpolets of the White Farm, Big People from Bree, and the domain of Bolphin of the Dead End of the Oak, Little People from Staddle. 

Two years before the start of the story, Fat Erwyn, the family head of the Serpolets, had a quarrel with Archambault Bolphin, his hobbit neighbor.  What caused the argument was never known.  The Bolphin claimed that the White Farm people led their sheep to feed on their domain while the Serpolets swore that the hobbits tried to make up the animal markings to claim them as their own.  

The situation deteriorated rather quickly, gossips circulated in the neighborhood, and the Serpolets and the Bolphins are not on talking term anymore.  Fat Erwyn is not very smart, and after ruminating on his anger during all these months, he ended up with a plan to get revenge of the Bolphins.  He intended to secretly move the Brambly Stone to increase the size of Bolphins’ domain, then he would complain that the little people were swindlers, and show the moved boundary mark to sustain his accusation.  He hoped so to turn all the Bree-folks against the Bolphins.

II.4. The release of Amergin 

Three weeks before the beginning of the scenario, Fat Erwyn went during the night to the Brambly Stone, with his son Badegesile and his cousin Eufraise.  All three moved the stone a few yards.  Fat Erwyn also exhumed a small niche under the stone where an old pot rested.  Inside, the three men discovered a dried heart, which they thought was a pig heart.  Disgusted, they threw the heart in a ditch, but Eufraise kept the pot. 

At the same time, Amergin was released from the curse of Khâmul.  But he spent so many centuries to rot under the cold stones of his tomb that his heart was devoured by the thirst for revenge as by leprosy.  The evil and the suffering that impregnated his tormented spirit prevented him to find peace in Mandos' Caves, and he consequently devoted all his ghostly energy to his desire of revenge.  He then decided to restore his kingdom, extinct since centuries, by reconstituting an army of servants and undead warriors. 

While his remainders still rested in the royal barrow, each night, he launched his tormented spirit to explore the outside world, searching for information and agents.  Infiltrating the dreams and the secret thoughts of all the living beings, he started to attract and control a pack of wolves and some Huorns of the Old Forest, in the neighborhoods of his barrow.  Then, he undertook to bring back to life his dead warriors buried with him.  For that, he had to carry out black rituals during which the heart of a conscious victim would make it possible to revive one of his dead bodyguards.  Amergin needed human agents to accomplish these hideous rituals, and his spirit prowled more and more often in the four villages of the Bree Country, to probe hearts and to try to take control of some wretched people.

II.5. The possessed persons

The Bree country is fortunately inhabited by a pragmatic population, without much imagination.  They are not inclined to evil, and offered little opportunity for Amergin's spells.  He attacks people during their sleep, trying to seize their heart in the middle of their dreams; but the solid common sense of the locals made him fail.  However, when they wake up, people remember only very painful dreams, other believed someone scraped at their windows, or think they saw a dark silhouette making his way between the garden fences.  But the majority forgot these worrying indices rather quickly. 

The evil managed nevertheless to infiltrate the place.  Fat Erwin, who had touched Amergin's heart, was struck by the Black Shadow.  Nobody knows exactly what his disease is, but his health state is worrying.  In addition, weary of seeing his attacks fail against the psychism of limited peasants, Amergin decided to tackle the children.  Two of them, Pommette and Galehaut, ended up falling under his control and became his puppets.  Possessed by the old Dead King, they fled from their home and became his « familiar ».  Amergin controls them completely, body and heart, and he perceives the world by their senses. 

II.6. An orc contingent

The sorcery of Amergin however did not remain unnoticed.  Since his remote fortress of Dol Guldur, the Necromancian felt the malevolent emanations of the ghost and, spurred by curiosity, he sent three agents in recognition. 

They are Moruin the hunchback, Galen-Kan and Sköll Brise-Crâne. These spies received the assistance of about thirty orcs detached from the tribe of Baraz Gwosh.  Unfortunately, the orcs are much more corruptible than free people of Bree, and they generally worship all that is terrifying.  Amergin penetrated their primitive dreams as soon as they reached the limits of the Chetwood, and they all deserted the service of three agents of Dol Guldur to submit themselves to the terrible Dead King... 

That was a hard blow for the spies, but Moruin the hunchback is a magician filled with sagacity and he quickly understood the nature of the adversary.  Leaving Galen-Kan and Sköll to patrol in the neighborhoods in search for indices, Moruin entered in Bree where he started to collect information.  He understood the connection between the Brambly Stone and the history of Amergin, such as it is consigned in the forbidden libraries of Dol Guldur.  Moruin thought that his Dark Lord would be more pleased by having a slave as Amergin that by his destruction. Consequently he started to look for the Dried Heart, knowing that if he could bring it back to the Necromancian, this one could use of it to control the ghost and so to have a powerful agent in the area. 

II.7. Time is running short

In the meanwhile, Amergin precipitated his plans when he took the control of the orcs.  He sent ten of them in the Barrow-downs, where they joined the wolves.  Orcs and wolves then started to attack the travelers on the road from Bree towards the Crossbow Bridge to make prisoners, sacrificed them thereafter on the barrow in order to revive Amergin's warriors.  To this date, five sacrifices took place, and five skeletons thus ensure the guard of the interior of the royal tomb. 

Amergin sent the twenty remaining orcs to reinvest the ruins of the Caer Fawl's fort,  in Chetwood, while placing them under the commands of little Galehaut, i.e. under his direct command since he possesses the child.  Galehaut and the orcs could find Amergin's heart that was brought back to the barrow by an orc on a wolf. 

Finally, Amergin sent Pommette on the moor, close to the Greenway, in the hope that she will be found and brought back home, in Combe.  His goal is to use her as a spy to inform him directly about Moruin or the PCs... 

III. The PCs' Investigation

« Help Wanted »

III.1.  The PCs are asked for some help

While the PCs are enjoying the famous beer at the Prancing Poney, Master Butterbur comes to them and asks quite respectfully whether some good people in the adversity might talk to them.  He presents Hurepoix and Gaubert Basoille, the father and the uncle of the little girl Pommette, and Rogon Mussat, the grandfather of the young boy Galehaut.  The three men gathered their economies, twenty gold coins, they are willing to give to the PCs if they can find and bring back alive the two missing children.  The three men look deeply anxious, and have all the sympathy of Master Butterbur.

If the PCs accept the offer, the scenario can go on.  If they are kind enough to work for free, Evil will have less hold on them.  You can (secretly) give them a +10 bonus against the magical spells of Amergin.  If they dare to haggle to obtain more from the parent (they will be able to gain 10 additional gold coins), their greed will reduce their resistance to the Evil.  You will then give them a malus of 10 against all the magical spells of Amergin. 

During their investigation, the PCs will be able to follow various tracks.

III.2. Pommette

Pommette is a small eight-year-old human girl who lives with her parents Hurepoix and Gozlinde Basoille, as well as with two younger brothers (Colin and Savinet) in a small farm of Combe.  She disappeared five days before, just before dawn.  She was supposed to draw water from a well in the garden, during a foggy morning.  The bucket was found near the well.  The well was sounded but revealed nothing.  Hurepoix and Gozlinde, very afflicted, describe their daughter like a kind little girl, but her uncle, Gaubert, will admit that she was sometimes a pest, and the two brothers will be able to add to the story by telling all the nasty tricks that she did to them.  (In fact, it is because of her bad character that Pommette easily fell under Amergin's control...)  If they are questioned, Colin and Savinet will be able to tell that Pommette made dreadful nightmares before disappearing, and that she looked kind of strange the morning when she disappeared (Amergin had just taken control of her during the night).  The two little boys themselves will acknowledge while trembling to have made bad dreams, remembering that a ghost called them with a cold voice while there were sleeping...

III.3. Galehaut

Galehaut is a seven-year-old human boy, orphan, sheltered by his grandfather Rogon Mussat in Bree.  He is the beloved of the old man, and of course he spoiled the boy way too much.  That made of Galehaut a dreadful young imp dreaded by the entire village (... and that facilitated his takeover by Amergin).  Galehaut disappeared three nights before; Rogon found the bed of his grandson in disorder and the window of the room wide open, but he did not find any trace of burglary.  Rogon will be able to remember that Galehaut made violent nightmares during the nights that preceded his disappearance, howling so much that his grandfather had to come to help him... 

III.4. Combe

Combe is a pretty hamlet, built in a small valley eastward of Bree hill.  Surrounded by orchards and cultivated ground, it dominates the edge of Chetwood, which extends in the east.  Its population is primarily human.  The Basoille farm is located on the west side of the hamlet, at the extremity of the small valley.  It is possible to collect the following rumors from the inhabitants: 

Pommette was a true pest.  When she disappeared, people first believed that was just a new whim of her.

Researched organized to find her, two days after her disappearance, did not give anything.  However the worst is feared because several wolf tracks were found not far from the hamlet. 

Several people saw weird looking silhouettes prowling near Chetwood at the twilight. (They are orcs, even if the villagers clearly did not realize that.) 

Since a few nights a joker comes in the village to frighten people by scraping their doors and shutters. 

III.5. Staddle

Staddle is a hamlet built southwest of Bree.  It is the highest village of the country, and it is possible to discover a beautiful panorama on the east road, the moor and the southern part of Chetwood.  Populated only by hobbits, it includes low houses with round doors and windows in the village, and a great number of wealthy holes outside the hamlet.  The houses and the holes are surrounded by beautiful gardens.  

The hobbits of Staddle are good people, touched by disappearance of the two children.  Several of them took part in the search, but they hardly know the Mussat and Basoille families.  Moreover, their simplicity and their good sense almost immunized them against the attacks of Amergin. 

If the hobbits won't be able to give much information to the PCs about the children or the nightmares, they are likely to talk about the big story : the calumny that the Serpolets of Bree spread over the Bolphin of Staddle.  They will tell the story in great details, obviously supporting Archambault Bolphin's claim, and will add that Fat Erwin was punished since he is now ill.

If the PCs find this story suspect (as they should), they will easily be able to meet Archambault Bolphin.   He will accuse the Serpolet to have made a dirty trick by moving themselves the Brambly Stone.  He will also add that this stone is much too heavy for the Little People... Thanks to Archambault, always ready to legitimate his claim by evoking his genealogy and the history of his family, the PCs will be able to learn that the Serpolet and Bolphin's grounds were modified fifty years before.  They will be able they to realize that the Brambly Stone marked an old crossroad. 

III.6. Archet

It is a forest hamlet, protected by a solid fence, accessed after a fifteen-minute walk in Chetwood.  Its population, human, is essentially composed of loggers and coalmen.  The PCs will be able to collect the following information : 

Large gray wolves are prowling not far from the village, and sometimes attack the cattle. It is the great story of Archet, and the PCs will quickly hear about it.

Wild felling were made in the wood on several occasions these last days; beautiful trees, maintained by the loggers to give timber, were cut down, output and concealed (The orcs stole these trees to prop up the rooms of the old fort).

A fire was seen two nights from very far in Chetwood, in direction of Old Wall.  It is the name given by the inhabitants of Bree to the ruins of Caer Fawl's fort.  If the PCs look for information concerning the Old Wall, they will be told that it was an old fence, perhaps to park cattle, and invaded by the forest.  The old-timers explain that it was about a strong old man in a distant past, but nobody believes it any more...

Since a few nights a joker comes in the village to frighten people by scraping their doors and shutters. 

III.7.  Bree

Bree is also a mine of information.  By paying some beer mugs to the Prancing Poney customers, the PCs will be able to collect many a rumor. 

Three Dwarf craftsmen, Vadir, Nills and Kurog, who are traveling towards the Iron Hills, occupy a table of the inn.  They are rather reserved and wary, but the PCs will notice that Vadir has a bandaged hand and that Kurog strongly limps.  Offering them a drink will make them talk, and the three Dwarves will tell that they were attacked and wounded by a group of orcs on the road between the Crossbow Bridge and Bree, a rather quiet area usually. 

The discussions of tavern will make evolve around the following rumors : 

There are odd foreigners traveling on the roads.  Moruin is one of them.  A quick description will be given : « funny hunchback human with distinguished manners and an accent of the South you would cut with a knife ».  He was seen prowling on several occasions in Bree and in Serpolets' fields. 

Since several nights a joker comes and frightens people while scraping to their doors and shutters. 

Jean-Noel Godin, the village idiot, hid himself for two days in the stables.  He claims to have seen little Galehaut Mussat and three bogeymen seeking mushrooms together, at midnight, in the ditch of the Serpolet's fields, but nobody believes it.  (In fact, Godin indeed saw Galehaut and three orcs looking for Amergin's heart where Erwin had thrown it). 

The disappearance of Pommette and Galehaut is of course the main discussion topic at the Prancing Pony.  As a matter of fact, old Rogon Mussat, Hurepoix and Gaubert Basoille receive so many expressions of sympathy from the customers (in the forms of beer mugs) that they leave the inn slightly drunk.  If rumor has it that the PCs are seeking the children, people will drink with them and they will be offered plenty of meal and beer if they can find one of the kids.

Another story people are talking about is the quarrel between Bolphin of Staddle and the Serpolets of Bree.  The opinions are very divided about the responsibility for the Brambly Stone displacement.  The Little People rather support Bolphin, while many Big People support the Serpolets.  Badegesile and Eufraise Serpolet, Fat Erwin's son and cousin, are regular customer at the Prancing Pony, and they shamelessly accuse Archambault Bolphin, even suspecting him to have thrown an evil spell on Erwin.  His strange disease is also largely commented. 

If the PCs present themselves to Badegesil and Eufraise as animist, they may bring them home to examine Fat Erwin.  Fat Erwin is not so fat anymore, he spends the day shivering against the fireplace, muffled up in blankets, with a cadaveric face and haunted eyes.  It is impossible to make him say anything.  Animist or mage PCs will recognize the effects of the Black Shadow.  If the PCs try to question Eufraise and Badegesile on the Brambly Stone business, they will have to be subtle.  Indeed, the Serpolets will deny anything if they are accused or threatened.  On the other hand, promising secrecy on the whole story and offering them some silver coins, or using the Serpolets concern over the Fat Erwin sickness (by drawing up a relationship between the Brambly Stone and the disease, for example) can make them talk. 

They will then acknowledge the truth.  A few coins will persuade Eufraise to yield the old terra cotta pot where they found the dried heart.  Runes are engraved in Black Speech on the container, and they seem very old.  A test of Read Rune (Easy) will reveal that this pot was one of ingredients of a terrible spell intended to deprive a dead from rest. 

IV. Tracking the Dead King

And those who were stricken with it fell slowly into an ever-deeper dream, and then passed to silence and a deadly cold, and so died.
LOTR V, Ch. 8

Sooner of later, the PCs will begin to search the surroundings.   Below are the various significant places where they can find new clues.

IV.1. The crossroad

The PCs will certainly go there to examine the Brambly Stone.  It was actually moved into Serpolet's field, and a swift examination will reveal the presence of an old dry niche under the old site of the stone.  This niche causes uneasiness to the PCs, who shiver without reason and feel inexplicably demoralized.  If the PCs examine the field, searching for the heart, they will discover many traces of shoes - orcs' shoes - mixed with child footprints. 

 

IV.2. Around the Greenway 

If the PCs start looking southward of Bree, they will end up discovering Pommette, who is protected from the sun by a large rock, not far from the road.  The small girl is thin and pale, her clothing is torn and she is obviously feverish.  She will feebly call the PCs for help, and will tell that she was removed by a foreigner (she will make the description of Galen-Kan), and she could escape last evening, while he was getting drunk.  It is of course a lie dictated by Amergin to direct the suspicions towards the agents of Angmar. 

When they bring back her towards Combe, the young girl will ask to be protected from the sun, which hurts her eyes.  If the PCs refuse, she will start to howl curses with an odd, cold and strident voice, then will have convulsions.  If the PCs cover her, she will get her senses back and claim to have a headache.  If the PCs leave her exposed to the sun, she will be shaken by terrible spasms, have repulsive eyes, the foaming mouth, and will howl with a voice from beyond the graves, and throw sinister curses before being released from Amergin.  She then will be unconscious for several hours. When she wakes up, she will be nothing more but one little tired and frightened girl, who won't remember anything after her last nightmare, five days before. 

If the PCs bring back Pommette, they will be treated as heroes in Bree and Combe. 

IV.3. The Fort of Caer Fawl 

Searches in Chetwood should lead the PCs to the wild felling made by the orcs.  Beautiful trees were massacred, and the ground is strewn with shavings.  To follow the track left by the orcs will be a piece of cake (they trailed the trunks behind them...), and will lead the PCs, after a one-hour walk, to the Old Wall.  These are the ruins of the Caer Fawl's small fort.  It remains from the original building nothing more that some stones, half hidden in the compost and in the underwood grasses.  But the place seems upset : the orcs broke the ruins to have access to the still usable undergrounds, and they extracted from the ground tons of earth.  These are now laid down like discharges between the trees. 

Investing the cellars of the Caer Fawl's Fort will not be an easy matter, for the PCs will have to face the orcs.  Five of them are guarding the storeroom, four are resting in each of dungeon (there are 4 dungeons) and three are clearing the path that leads to the place of the Caer Fawl's grave.  Galehaut is sitting in the throne room.  Invisibility or illusion spells are ineffective for Galehaut/Amergin detect them and can give the alarm.  A combat is thus likely to start in the storeroom.  Alerted by the clash of arms, the orcs of the dungeons will hustle in the corridor and will emerge in the storeroom at the rate of two per turn starting from the third turn of combat.  The stones of the storeroom being slippery, each touched combatant (PC or orc) must make an easy MM roll, or lose his balance and fall in the well. 

If the PCs kills fives of more of the opponents, the orcs will ebb in disorder towards the throne room.  Some, more vicious, will be able to hide themselves in ambush in the dungeons, to try to take the PCs from the rear.  In the throne room, the orcs form a wall of blades and shields around Galehaut.  The boy sits on his crude throne, livid, with hallucinated eyes, and shouts battle orders to the orcs with an effectiveness worthy of an old captain.  If the PCs seem on the point to capture him, he howls with a voice from beyond the grave : « Kill the child! He must not be rescued! ».  The orcs will then forget the PCs to kill Galehaut.  The PCs will have to be extremely fast and skilful if they want to save the little boy... 

If they succeed in saving Galehaut from the orcs, the child will try to throw himself on their own weapons.  Only an exposure to the sun will be able to break the bond between him and Amergin; but Galehaut, like Pommette, won't remember anything from what occurred during the last days. 

In addition, if the PCs can take control of the small fort, they should notice the corridor that the orcs were clearing.  Rolling some additional stones will enable them to emerge in the tower where the last battle took place.  The inspection of the bones and the rusty weapons that cover the ground will result into the discovery of an old iron axe.  That axe looks pretty much as Caer Fawl's weapon they may have seen in their dreams. 

By examining the wall (Perception -30), they will be able to discover the hiding place of Caer Fawl's manuscript.  It is an old codex, whose more than half the pages were rotted by moisture.  The end is still readable, and makes it possible to learn the history from Amergin's downfall and his profanation by Khâmul. 

IV.4. The Barrow of Amergin 

It is situated on one of the eastern hills of the Barrow-downs.  Two factors will make it possible for the PCs to locate it.  On the one hand, those who have made the dream of Amergin's funeral will find the area quite familiar and will be easily able the identify the hill.  In addition, the barrow of Amergin is surrounded by a crown of half-dead trees (in fact, they are blacks Huorns).  It is the only place in the Barrow-downs where one can see trees. 

While they are approaching the slopes of the hill, the PCs will fall into an ambush of ten orcs. They will fight to death, but their behavior is very odd : driven half-insane by the presence of the Dead King and his undeads, some will literally commit suicide by thrown themselves on the PCs' weapons.  The others are foaming at the mouth, their eyes are white, and seem animated of a frenzy that looks like insanity.   They all have an attack OB of +20, due to their fanaticism.

Getting close to the top of the hill, the PCs will find a circle of old tortured trees that surround the barrow.   They are Huorns; very malefic, but somnolent, and at most will manifest themselves by emitting sinister squeakings.  They slightly vibrate and the branches whisper in a sinister way.  Farther the barrow stands, massive, covered with eroded stones and leprous vegetation.  An opening in the side gives way to a softly inclined corridor toward the center of the barrow (cf. appendix 4).

Inside, a undead warrior guards the entry of a large room, a second one is close to the altar, two lie in ambush in each pit (where the other warrior bones are lying) and the last one guard the staircase to the bottom of the royal sepulchre. 

Amergin rests in his tomb, at the bottom of the royal sepulchre.  He will emerge from it by pushing back the tombstone as soon as a PCs cross the last steps that lead to the funerary room. 

Amergin is tortured by a suffering so old that it emanates from him as a black corona; he is cruel, cynical, megalomaniac, insane, but he remains a formidable and dreadful, with plenty of malice and cunning.  His goal is not inevitably to destroy the PCs, but rather to control them.  He probed the conscience of those he haunted the dreams, and he is able to exploit their weaknesses or the remorses.  He can also exploit the cupidity of the PCs (promising glory and richness to them) or their cowardice, to convince them to serve him (it's time to do a Corruption Check, cf. the rules).

There are three possibilities to destroy Amergin: 

The combat
But Amergin can only be wounded by elvish or magic weapons, or by spells (Cold Spells and Spirit Control are ineffective upon him). 

The exposure of his momified heart to the sun
His heart rests at the bottom of his tomb.  When it was thrown in the ditch in Serpolets' fields, the heart fell in the mud and was thus protected from the sunrays.  Exposing the dried organ to the light of the day will dissipate Amergin like a bad dream; but to seize the heart, it will be necessary trick him and to divert the attention of the Dead King. 

The exposure of Amergin to the sun
A ray of day light would be enough to destroy the ghost; but obviously Amergin will never go outside during the day.  It might be possible to reflect the sunlight to the bottom of the royal sepulchre using several mirrors (or reflective surfaces as polished weapons). 

If Amergin is destroyed, the entire barrow will start to tremble, large stones will fall from the vaults.  The PCs will have no more than one minute to escape the entire collapse from the funerary tumulus. 

In Bree, Fat Erwin will sink in a major sleep and will enter in convalescence.  Other people still possessed by Amergin will be definitively released. 

V. Appendices 

V.1. Oneiric attacks of Amergin

Amergin will try to attack the PCs during their sleep (or during their phase of dream for the elves).  He can possess a living being if he manages to give him the experiment of death in his dream.  If a character is possessed, Amergin will order him to divert the suspicions on the agents of Angmar (Moruin, Sköll and Galen-Kan), even try to eliminate them.  A possessed character avoids the sunlight, which has on him the same effects as on an orc (-60 in activity) and gives him unbearable pain.  A possessed character exposed during more than five minutes to the midday sun will suffer violent convulsions and be released of the ghost's possession, but also loses any memory of the events that occurred since Amergin took his control. 

The oneiric attacks of Amergin start always in the same way: 

Each PC has the impression to wake up in the middle of the night.  His companions are gone.  A black shadow scratches at their door and at their window, and a cold and imploring voice begs to be allowed to enter to heat his old bones at the fire's corner. 

If the PC refuses to let the intruder enter, the voice gets desperate and pathetic, mixed with lugubrious sobs, and the PC must make a RR against a channeling attack (level 5).  If the PC fails, or has decided to open the door, he is submerged by a swirl of dark rags when the thing enters, and he sinks in the second stage of the dream.  If the PC resists Amergin's attack, he will see his dream transformed into a nightmare, atrocious howls resound outside, the door shake violently, the latches are frantically agitated, and then he suddenly wakes up. 

The PCs who get to the second stage of the dream, find themselves projected thousands of years before, in the middle of the bloody war between Amergin and Khamûl (if several PCs dream the same night, they will meet in their dream).  In this dream, the PCs have their usual competencies and the equipment, but they bear foreign names (those of the warriors of the horde of Amergin), and they carry the king's colors : two crossed lances surmounted by a bronze crown.  Caer Fawl and Amergin playing significant roles in those dreams, do not forget to describe them; in particular the sword with the amber pommel of Amergin and the axe of battle of Caer Fawl, which will be used afterwards to recognize their bodies.  The oneiric combats in which the PCs are involved are excessively violent (do not hesitate to put them into perilous situation).  If they are killed in their dream, they fall under Amergin's control. 

At this level, there are only two ways to escape Amergin's takeover : 
1) to be awaked by someone else (people being attacked by Amergin have a very agitated sleep : they groan and struggle unceasingly on their layer).
2) For each enemy killed in dream, the sleeper has the right to make a new RR against a channeling attack (level 5); if he succeeds, he wakes up immediately. 
The hit points lost while dreaming, are naturally not lost in the real world. 
Feel free to change the level of the attack in function of your player's level.

As Amergin can attack them on several occasions, here are three alternatives (in chronological order) of the dreams that they can make. 

First alternative: 
The PCs have the arms stained with blood, and hold a knife or a dagger in hand.  In front of them are piled up a score of disarmed warrior bodies, vaguely of Asian type, with the hands bound, their throat just cut.  They stand in the twilight, on a moor lashed by the wind, not far from an obscure forest.  Behind them Amergin sits on a horse, with a hundred warriors of his horde.  While PCs are sheathing their knives, Caer Fawl rides at full speed and gives the alarm.  The forest edge animates itself brutally : clouds of Easterlings come out, with lances and scimitars, and hurl themselves on Amergin and his troops.  A terrible fight begins, in which the PCs take part.  Amergin and Caer Fawl make a slaughter in the enemy troops. 

Second alternative: 
The PCs stand in the middle of a desperate fight between Amergin's troops and the scores of Easterlings, at a crossroad.  A terrible storm covers the clash of the battle, illuminates the scene with lightning, and of blast of wind and rain whip with fury the combatants.  Amergin, helm off, fight furiously with his two-hand sword, until he falls, stabbed by scimitars and lances.  Caer Fawl calls the PCs and ten warriors, capture the King body from the enemies, and tries to pull it off from the fight. The PCs must defend it step by step against the enemy... 

Third alternative: 
The PCs are among other warriors, exhausted by the combat, and solemnly carry the body of Amergin on a stretcher of lances.  Caer Fawl carries out the funeral procession.  They enter Amergin's citadel in the middle of the population sobs and howls of despair.  The fires of the invasion army turn the horizon red.  They carry the King's body to a barrow (see Appendix IV), built with haste on the place of the city, where they lay down Amergin and where they also bury the sacrificed bodies of the horses of the royal stud farm.  The sky being ablaze, Caer Fawl climbs then to the top of the barrow, and he proclaims with his powerful voice that the King cannot leave without his horde in his long voyage.  He shouts that the brave men of Amergin must follow him in his death, and draws a knife.  The majority of the warriors acclaim him, some revolt.  If the PCs agree to die, Caer Fawl cut their throat.  If they rebel, the majority of the other warriors attack them.   They won't be able to do much and they inevitably die at the end of this third dream (sic transit fortuna...)

Here are some names of Amergin's warriors likely to be given to the PCs in their dream : Bran, Corwenn, Earlstan, Droctulf, Gohaur, Tusla, Hervor, Gallia, or Letwinë. 

V.2. The Agents of Angmar

They can act in several ways : they can represent a false track, maintained by the schemes of Amergin.  They can be rivals of the PCs, and represent for them a real danger if your players seem to evolve too easily in the scenario.  On the contrary, they can intervene in a providential way in a combat where the PCs are being defeated, and even propose a temporary alliance with the players.  It's up to you to decide the exact role in the story.  Do not forget however that their first goal remains to capture the Dried Heart and to bring it back to Necromancian... 

V.3.  The Ruins of Caer Fawl's Fort

The storeroom

It is about the old underground storeroom of the small fort, partly cleared by the orcs.  Its opening is in the roots of an ancient oak.  A coarse frame knocked up by the orcs supports the vaults, fissured and sometimes sagging.  If a combat takes place in this cellar, the frames will resonate with sinister creakings, and clouds of dust will pour out from the ceiling in a worrying way.  An old well, without curbstone, opens in the ground, and represents an additional danger in the fight.  The place, filled with smoke by the orcs' fires and strewn with garbage, smells the animals. 

Dungeons

These dungeons, oozing with moisture, are used as dens by the orcs.  In the middle of clothes and of stagnating puddles, it is possible to find 1d20 bronze coins and 1d6 silver coins in each dungeon. 

The throne room

It is an old circular cellar whose walls are fissured.  In the center a crude throne, cut with an axe in an old oak stub, has been erected.  Galehaut sits there, the feet a foot high from the ground.  Two hearths, that release a bitter smoke and give a lugubrious look to his morbid face, surround him. 

The tower of the grave

It is an old circular cellar, with the ceiling with half-sagging.  An old staircase runs along the wall and disappears under mass of fallen earth near the ceiling.  Quantities of bones and rusted weapons lie on the ground.  It is in this part that Caer Fawl, after having hidden its manuscript, fought his last combat.  An attentive examination of the corroded weapons will discover a number of scimitars and curved daggers, as well as an iron axe, much like the one handled by Caer Fawl in Amergin's dreams.  A close examination of the wall next to the staircase will reveal a stone engraved with two lances and surmounted by a crown.  Moving this stone gives access to the niche where Caer Fawl dissimulated his manuscript.

V.4.  The Barrow of Amergin

The entry corridor:
It goes down in the barrow.  It is made of a rather primitive, but impressive megalithic alley. 

The central room: 
Circular and vast room.  The roof is a dome made of stone, in its center are engraved the Amergin's weapons.  An enormous well is open in the center, in which a flight of narrow steps tumbles down to the royal sepulchre.  The place resounds with water noises, and the unhealthy whimpers of undead warriors. 

Horse Pits: 
Two small low and circular rooms.  Horse bones lie on the ground, up to almost one meter. 

Warrior Pits: 
Rooms similar to the horse pits, but they are filled with human bones mixed with remains of weapons and armors. 

Oratory: 
An old temple dedicated to Oromë, profaned millennia ago by Khâmul and now consecrated to Morgoth.  The walls are covered with recent orc tags, to the glory of the « Great King Heart-Eater ». The old stone altar is stained with dried blood, and the bodies of three humans and two hobbits are hanging to the columns.  Their faces are paralyzed by an appalling grin and their chests are open.

The royal sepulchre: 
It occupies the bottom of the well of the central room, fifteen meters lower.  One reaches it after a descent of more than one hundred steps.  The room is partly flooded by the infiltration.  The PCs paddle in stagnant water that sends strange reflections on the moldy walls.   In the center stands Amergin's tomb, a table of massive and black stones, surrounded by a cloud of a noxious fog. 

V.5.  The NPCs

Oneiric characters: 

Amergin 

He appears like a large warrior with broad shoulders, with aristocratic and proud features, degraded by pride and cruelty.  He wears a chainmail decorated with votive medallions, a helm with encrusted with semi-precious stones; his shield and his chainmail are ornamented with his armorial bearings.  He carries a sword with amber pommel is girded on his side. 

Khâmul 

In the middle of the oneiric battles, Khâmul appears from far away, surrounded by Easterling hordes.  He appears like a great shadow, with the eyes shining with fever and a corona of murder and despair.

Caer Fawl 

A red giant with a brutal face, the hair and the beard braided.  He wears a brown chainmail, bronze jewels and fights without helm with a large battle-axe. 

Warrior, Level 8
MM: 5 (chainmail) 
Battle Axe: +110 
Dagger: +81
Launch: +94 

DB: 15 

Ride: + 48 

Hit points: 114 

Amergin's Warriors
Strong, blond or red vigorous men, often wearing the beard.  Most of them are wearing chainmails and furs, and are armed with lances, axes or long swords. 

Warriors, Level 4 
MM: 5 (chainmail) 
Sword/Axe: +82 
Launch: +52
DB: 15 

Ride: + 18 

Hit points: 73 

Easterling warriors 

They are small Asian-looking riders. They have scarred faces and moustaches. They wear leather armors and weapons with horn or bone handles.

Scouts, Level 4 
MM: 5 (soft leather)
Scimitar: +74 

Launch: +49
Bow: +24 

BD: 45 (w/ shield)
Ride: +60 

Hit points: 43

The camp of Amergin: 

Amergin 

Amergin is nothing more than a high emaciated silhouette.  His rags of clothing and his rusted weapons hardly dissimulate his desiccated skin and his ivory bones.  A cold flame shines in his empty orbits. The amber pommel of his damaged sword and the gems of his rusted helm identify the large ghost as being the once proud king the PCs have seen in their dreams.  His voice is sepulchral and cold, and seems to originate from the stone walls than from its frail silhouette.

Seeing Amergin cause a visceral terror.  The PCs must resist a level 8 attack in channeling or flee for 1d10 rounds.  The tone of his voice acts as a sleep spell (level 5).  Amergin cannot be wounded by non-magic weapons.  Only the sun, spells or magic/elvish weapons can hurt him.

Ghost Level 10 
MM: 20 (Without armor; its chainmail is nothing but dust) 
Long sword: +100 
BD: 40 
Hit Points: 110 

Undead warriors 
They are skeletons, pathetic and terrifying.  They drag themselves and whisper in the dark barrow.  They still wear parts of their helm, chainmails and hold rusted old swords.  Seeing one of them causes a visceral terror, and the PCs will have to resist a level 3 attack in channeling or flee during 1d10 turns. 

Skeletons Level 5 
MM: - 5 (no armor) 

Long sword: +50 
BD: 30 
Hit points: 70 

Orc warriors 

Rough and squat beasts. But these orcs are fanaticized by Amergin, and their hallucinated eyes or their frenzy should worry the PCs.  They are armed with helmets, rigid leather armors, lances and scimitars, as well as shields.  Some have hastily drawn two cross lances and a crown on their shields with dried blood. 

Warriors Level 2 
MM: 5 (rigid leather) 

1H-Edge: 52 + 20 (fanaticism) = 72
BD: 40 (w/ shield)

Hit points: 47 

Agents of Angmar: 

Moruin the Hunchback 

Moruin is small because of his infirmity that lowers his head to the level of the shoulders.  Of  numenorean ascent, and in spite of his deformity, Moruin has a beautiful face with regular features and silky hair.  He has even a slight elvish look in his glance or certain expressions.  He wears a red gold ring (PP x 3), whose inner face (against the finger), carries an inscription n Black Speech which draw the bearer to the Darkness.  Any PCs wearing the ring will feel attracted by Angmar (or Mordor) (it will give +1 CP/week if a RR against a level 10 attack in channeling fails).  He keeps on him 75 GP.  He mounts a white horse.

Magician Level 6 

MM: 10 (no armor) 

1H-Edge:  15 
BD:5 (+25 with Shield Spell)
Ride: 10 


Read Rune: 62 
Use Item: 57
Base Spells OB: 12

Directed Spells: 75
Power Points: 18*3=54
Hit Points: 44

Spell Lists:

Physical enhancement (often : 3. Sly Ears, 5. Nightvision, 6. Sidevision)
Essence hand (often : 2.Shield, 4. Telekinesis I, 5.Deflections)
Illusions (often : 4. Invisibility)
Spell Ways (often : 1. Spell Store, 2. Cancel Essence, 4. Cancel Channeling)
Spirit Mastery (often : 1. 3. 6. Sleep, 2. Charm Kind, 4. Confusion, 5. Suggestion)
Ice Law (often : 3. Wall of Cold, 6. Ice Bolt)
Light Way (often : 2.Shock Bolt I, 5. Sudden Light)
 

Galen-Kan 

Small man with a dark skin and slant eyes.  An Aurochs fur protects him from the cold.  His horse is small, rather unsightly, but fast and resistant.

Scout level 5 
MM : 15 (soft leather) 
1H-Edge: 80 

Missile: 55 

Thrown: 30
DB : 20 


Ride: 30

Perception: 45

Hit Points: 50

Sköll Brise-Crâne 

Sköll is the son of an Angmarian Half-Troll and a human female slave.  He is 2m tall.  His face is rough and devoid of intelligence.  He wears a plate armor, and a +10 huge axe.  His horse is gray and weights at least 200 kg.

Warrior level 6 

MM: -5 (Plate) 
1H-Edge: 100 (axe: 110) 
1H-Concussion: 73 
BD:40 (w/ shield)
Ride: 36

Hit Points: 100

 
