
The Werewolf of Mirkwood

T
he Werewolf of Mirkwood is a monstrous wolf-

like creature. Greater than any Wolf or Warg,

its body has been twisted by the terrible power

that has possessed it for uncounted centuries.

This dreadful beast has made its lair under the

mountains of the Wild Wood, a complex of

caves it leaves only to temporarily satisfy its

thirst. When Sauron returned to Dol Guldur in 2460 TA and

sought ways to increase his power, his servants found a

slumbering spirit from the Elder Days.

Long ago, the Elves blasted the spirit with beams of light,

wounding it and causing it to flee to the dark caverns under

Mirkwood to nurse its wounds. Sauron convinced the spirit to

serve him, first by threatening it with the light of the

remaining Elvish lamp, and then by giving the spirit the lamp

to destroy. The Werewolf was braver than the Spiders --- it

endured the agony of the light because its hatred was

stronger.

It is suspected by the most learned among the Wise that

the cruellest packs of Wargs might be led by the foulest of

creatures: trusted servants of the Dark Lord returned from

the Ancient World to serve him once again. Devouring spirits

trapped in wolf-form, they hate the very soil they walk upon,

and desire only to defile and ruin in an attempt to quench the

dreadful hunger that consumes their mortal bodies.

Spirit Reborn
The Werewolf cannot be killed permanently by normal

means. If it is destroyed by anything other than the light of

the Valar (which includes the Lamps of Amon Lanc below)

then it will claim the body of a wolf nearby and begin to twist

it into a new host.

Over the course of a lunar cycle, the wolf or warg will grow

stronger and stronger until the Werewolf has successfully

changed it into its monstrous form.

The Lamps of Amon Lanc
The making of the shining crystals at the heart of the two

Lamps of Amon Lanc is lost to history. Perhaps Fëanor made

them in the depths of time, or some student of his created

them in homage to his master’s work. The crystals were a

tribute to the light of the Two Trees of Valinor as they shone

in the first days of the world, bright and hopeful and

unmarred.

The servants of the Shadow find the pure light of the lamps

repugnant and painful. The spiders of Mirkwood have gone to

great lengths in the past to keep them from the Free Peoples

and now the remaining lamp is a source of ire for them and

for the newly awoken Werewolf. It is the light of one of the

lamps that keeps the Werewolf from destroying Woodmen-

town (though they do not know its true origins) and if the

second could be recovered then the darkness might be driven

back or at least held at bay.

“Listen, Hound of Sauron! “ he cried.
“Gandalf is here. Fly, if you value your

foul skin! I will shrivel you from tail to
snout, if you come within this ring.“

Werewolf of Mirkwood
Large humanoid, chaotic evil

Armor Class 17 (natural armor)
Hit Points 213 (26d8 + 52)
Speed 40 ft.

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 14 (+2) 11 (+0) 14 (+2) 11 (+0)

Skills Perception +6, Stealth +5
Damage Resistance Blugeoning, piercing, and slashing

from nonmagical attacks.
Damage Vulnerabilities Radiant
Senses passive Perception 14
Languages Westron, Black Speech
Challenge 3 (700 XP)

Aura of Fear. A creature hostile to the Werewolf that
starts its turn within 20 feet of the Werewolf must
make a DC 16 Wisdom saving throw, unless the
Werewolf is incapacitated. On a failed save, the
creature is frightened until the start of its next turn. If a
creature's saving throw is successful, the creature is
immune to the Werewolf's Aura of Fear for the next 24
hours.

Denizen of the Dark. While the Werewolf is in dark or
dim lighting, it gains advantage on all ability checks.

Keen Hearing and Smell. The Werewolf has advantage on
Wisdom (Perception) checks that rely on hearing and
smell.

Standing Leap. The Werewolf's long jump is up to 30
feet and its high jump is up to 15 feet, with or without
a running start.

Actions
Multiattack. The Werewolf makes three attacks: one
with its bite and two with its claws.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 20 (3d8 + 5) piercing damage. If the target
is a creature, it must succeed on a DC 16 Strength
saving throw or be knocked prone.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit: 15 (3d6 + 5) slashing damage.

Legendary Actions
The Werewolf can take 3 legendary actions, choosing
from the options below. Ony one legendary action
option can be used at a time and only at the end of
another creature's turn. The Werewolf regains spent
legendary actions at the start of its turn.

Detect. The Werewolf makes a Wisdom (Perception)
check.
Great Leap. The Werewolf jumps up to 20 feet to a
new location.


