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Introduction 

Welcome to Pineleaf’s Pictorial Primer to Skirmishing. In this series, we will look at each of the 

skirmishes you can run in The Lord of the Rings Online™. In this sixth volume, we will take a look at the 

most epic of the defensive skirmishes: Ford of Bruinen. 

In this series, we will look at each skirmish in turn, including its scenario, layout, mobs, bosses, and 

encounters. While I discuss the lieutenants you will be facing, I will leave any detailed descriptions for 

them in Appendix A of this Primer. 

I will not be discussing strategy much, as that can vary based on your class and playing style. While I 

have played this skirmish with several classes, I have mostly run it with my hobbit wardens. One of my 

wardens runs with a bannerguard while the other runs with an archer. 

Pineleaf Needles 

 

Follow the latest LotRO news at A Casual Stroll to Mordor at http://www.casualstrolltomordor.com 

 

Pineleaf and her archer Amaranth prepare to defend the Ford of Bruinen 
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Skirmish Specifications 
Name:  Ford of Bruinen 

Scenario: The forces of the enemy have marched up to the bank of 

the Bruinen and await the sign to attack. Dark clouds roll 

in as a great storm approaches. If the Ford falls, Rivendell 

should not be far behind. The battle is nearly upon you… 

Type:  Defensive 

Level Range:  40-65 

Availability: 395 TP (free for VIP) 

Allowed Group Sizes: Solo, Duo, Small Fellowship, Fellowship, and Raid 

Tiers: 1-3 

Location:  The Ford of Bruinen, Trollshaws 

Reputation: The Elves of Rivendell 

Assaults: 4  

Waves per Assault: 6 

Opponents: Orcs, wood trolls, worms, and giants 

Smallest Enemy Group: Solo 2 Hale 

 Duo/Small fellowship 1 Strong + 1 Hale 

 Fellowship 1 Strong + 1 Hardy 

 Raid 2 Staunch + 2 Strong 

Available Lieutenants: All but Tempest of Flame and Spawn of Angband 

Lieutenant Count: 10 (12 opportunities with a 80% chance) 

Defenders: 2 vital 

Encounters: 5; Forded the Bruinen 

SM @ Level 65: 130 (110 CP; 0 defenders; 20 encounters) 

Experience Rating: 42 

Solo Run Time: 15 minutes 

Campaign: Naillan 

Features: Orc defilers and Rivendell Archers 

Consumables:  Standard food; Power potions 

Damage Types: Light (orcs and trolls); Fire (trolls); AD (worms) 
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Summary 

Ford of Bruinen is the most epic of the defensive skirmishes. You are facing a host of the enemy as they 

attempt to force their way across the river. With the aid of the sons of Elrond and some archers, you are 

to keep the enemy from crossing under the cover of a violent storm.  

The object of this skirmish is to defeat each wave of the enemy. After you fight off six waves, you get a 

30-second break. Each of these groups of six is called an “assault.” After four assaults, Ningrat, the uruk 

in charge of the attack against Rivendell, enters the fray to deal with Elrond’s sons personally. 

Your opponents will mainly be orcs, wood trolls, giants, and worms. In addition, you will face an array of 

lieutenants.  

 

Skirmish Mark Awards (Level 65) 

L65 Marks  

21 First Assault Complete 

21 Second Assault Complete 

21 Third Assault Complete 

21 Fourth Assault Complete 

26 Defeated the boss 

0 Two defenders (Elladan and Elrohir) 

20 Two Encounters 

130 Total 
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Layout 

 

 
 

When you enter the skirmish, you’re on the 

east bank of the Ford of Bruinen. The 

enemy’s forces are arrayed along the west 

bank. Elladan and Elrohir are positioned 

directly in front of you. 

 

When you speak with Elrohir, he says, “Come, 

let us meet them in the middle of the Ford 

and dare them to come forth!” The brothers 

then move to the center, where they stay 

whenever they are out of combat. 

 

 
 

In the center, Elladan tells the enemy, “This 

Ford will become your Grave!” 

 

Elrohir says, “We shall not allow you to cross 

these waters. Rivendell shall never fall to 

your kind.” 

 

Ningrat, from his position on the center 

tower, responds, “Sons of Elrond, I will 

delight in knowing your bodies will be 

floating here in the Bruinen while I watch 

Rivendell burn.” 

 

 
 

The enemy’s forces include three siege 

towers. The north and south towers are used 

as platforms for the enemy to launch each 

wave of their assault. The enemy commander 

remains at the central tower until the final 

battle at the end of the skirmish. 

 

The picture to the left shows all three towers 

with the brothers moving from the central 

island as a new wave approaches. The 

skirmish boss is standing on the central tower 

to direct the attack. 
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Assaults 

Ford of Bruinen is run as a series of four assaults. Each assault is composed of a series of waves followed 

by a 30-second break before the start of the next assault. You earn skirmish marks at the end of each of 

the assaults.  

Assault 1 (21 SM) 

The first assault includes six waves composed of a single group each. The even-numbered waves have a 

chance of including a lieutenant (in a raid, there is a chance that it would include two lieutenants). The 

enemy will drop from the tower and head for the center of the ford. All six waves will drop from the 

same tower.  

Elladan and Elrohir are fairly aggressive in fighting the enemy – they do not sit back and let you do all the 

work, no matter how hard you try. They will rush towards the enemy as soon as the wave hits the 

ground and becomes attackable. 

Assault 2 (21 SM) 

The second assault operates in exactly the same way as the first assault. This assault may drop from 

either the same tower as the previous assault or from the other tower. 

Assault 3 (21 SM) 

The third assault operates in exactly the same way as the first assault. If the first two assaults were from 

the same tower, then this assault will be from the other tower. If the first two assaults were from 

different towers, then this assault may be from either tower. 

Assault 4 (21 SM) 

The fourth assault operates in exactly the same way as the previous assaults. This assault will drop from 

the tower that so far has had only one assault (so the entire skirmish will include two assaults from each 

of the two end towers). 

Boss Fight (26 SM) 

After you fend off the fourth assault, the skirmish boss, an uruk named Ningrat, drops from the central 

tower. A stone troll will also approach from the south tower. In full fellowship runs, a second stone troll 

will drop from the north tower. 
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The Defilers 

Two orc defilers are positioned in front of the central siege tower. Their purpose is to influence the 

weather. When they are absent, the battle will be fought in a light rain. When they are present, they stir 

the clouds into a hard driving rain. The upshot of this is that whenever the defilers are present, it is 

impossible for the archers in the back to fire on the islands near the north and south towers.  

 
 

The defilers arrive with a flash of lightning 

and bolster the storm from the base of the 

central tower. As the two defilers stand near 

one another, fighting with one generally 

means you will also fight the other (though I 

do occasionally catch the attention of only 

one of them).  

 

When you defeat the defilers, the rain calms 

for three minutes. After that time, a new pair 

of defilers will enter from the south to 

provoke the storm once again. 

 
 

The defilers are tricky to fight because they 

have the ability to heal.  

 

Morale: 3995 

Renewal (20 sec)    Heal morale every 4 sec 

Poison: Poisoned Lethargy (1 min 20 sec) 

   +20% attack duration  

Poison: Poison (21 seconds) 

   Common damage every 3 seconds 

Disease: Minor Diseased Frailty 

Wound: Weakened Armour (1 minute) 

   Penalty to armor 

 

When is the best time to go after the defilers? Sometimes you don’t have a choice. This is because the 

position of the defilers is such that it is all too common for them to catch the attention of one of the 

brothers (generally Elrohir). If the defilers are entering while you are fighting near the south tower, you 

can be sure that either you will attract the attention of the defilers or the defilers will attract the 

attention of Elrohir. If a giant or troll knocks Elrohir in the direction of the defilers, you can be sure that 

Elrohir will attack the defilers after the current wave has been defeated.  

Therefore, if the defilers are still present between assaults, I will often attack them immediately so that I 

don’t have to worry about keeping an eye on Elrohir. 
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Allies 

Some players suggest that the two greatest challenges in this skirmish are Elladan and Elrohir. They are 

known for their aggressiveness. They will head towards and attack each new wave as soon as the mobs 

become attackable. They don’t automatically attack the defilers – really. They do have a large enough 

aggro range that you would get that impression, though. 

In addition to the dynamic duo, you also have a pair of archers in the back who stay in their positions. 

 
 

Name: Elladan  

Type: Half-elf 

Morale:  7174 

Abilities:  Healing 

 

Elladan is the archer and healer of the 

twins. He generally stays closer to the 

central island during each wave. 

 
 

Name:  Elrohir 

Type: Half-elf 

Morale: 9058 

Abilities: None 

 

Elrohir is the more mobile of the pair and is 

the one who will most likely notice the 

presence of the defilers. Watch him 

carefully if you want to finish the skirmish. 

 

Name: Archer of Rivendell 

Type: Elf 

Morale: 4484 

Abilities: Arrow volleys 

 

The archers fire volleys of arrows into 

pretargeted areas at 25-second intervals 

while the defilers are not present. They will 

also directly fire on any opponents that 

intrude on the east bank. 

  



Pineleaf’s Pictorial Primer to Skirmishing 

Version 1.1 Volume 6: Ford of Bruinen Page | 10 

The Volleys 

After you defeat both of the orc-defilers stationed at the central tower, the weather clears enough for 

the Archers of Rivendell to perform some long-ranged archery. For the next three minutes, the Archers 

of Rivendell will fire a series of seven volleys into the ford. They fire one volley every 25 seconds. When 

it is time for the eighth volley, a new set of defilers will be in place and the archers will announce: “We 

cannot fire through this rain!” The volleys would then cease until you once again clear the tower area of 

the defilers. 

Each volley is fired at the island that is closest to the currently active tower. The target area is marked 

with a circle. Ten seconds after the circle presented, the area will be bombarded with a hail of arrows. 

 

What good are these volleys? First, they inflict some damage on any opposing forces in the area (though 

it is not particularly a significant amount of damage). More importantly, they root the enemy in place. 

That doesn’t help much against the opponents with a ranged attack but it does keep the melee units out 

for a little time.  

As my main is a warden, I have never formed the habit if taking advantage of this root.  
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Opponents 

There are four types of basic opponents that you face at the Ford of Bruinen: orcs, wood trolls, giants, 

and worms.  

Each wave during the skirmish includes a single group that contains the number of mobs given in the 

table below. The mob group size depends on the skirmish size setting. Each skirmish size has two or 

three different mob patterns that may appear in each group. 

For example, in a solo run, a group will include either two hale opponents or one hale opponent plus 

two weak opponents. The group sizes in Ford of Bruinen are average for skirmishes.  

Skirmish  Size Small Group Medium Group Large Group 

Solo 2 Hale 1 Hale + 2 Weak -- 

Duo / Small Fellow 1 Strong + 1 Hale 2 Hardy + 1 Hale 5 Hale 

Fellowship 1 Strong + 1 Hardy 3 Hardy 1 Hardy + 4 Hale 

Raid (12) 2 Staunch + 2 Strong 6 Strong 2 Staunch + 5 Hardy 

Lieutenants are not included in the above table. In each assault, the even-numbered waves have a 

chance of including a lieutenant. Any lieutenant is in addition to whatever regular mobs are included in 

the group. The Orc-defilers that remain at the central tower are not part of any wave and are not 

counted in any of these figures. 

The morale given for each opponent is for a level 65 hale opponent in a Tier 1 solo run. 

 

Worms 

As you find quite a number of worms along the banks of the Bruinen, there should be no surprise that 

worms are part of the enemy’s forces. The worm is the first skirmish opponent you face that does not 

have more than one variation. 

 
 

Name:  Gorge-Worm 

Type: Ranged 

Morale: 4076 

Abilities: D: Minor Diseased Frailty (3 min) 

    Penalty to Vitality 

 Disease: Minor Disease (12 seconds) 

    Drain Power every 3 seconds 
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Orcs 

We are at the sixth skirmish you unlock and we finally face orcs as one of your primary enemies. Yes, 

you have always faced orcs as lieutenants and encounter mobs, but this is the first skirmish that includes 

them in the basic mobs. You’ll be seeing a great deal more of them in later skirmishes. The orcs in this 

skirmish are from the Shakatrog tribe. 

 
 

Name:  Shakatrog Warrior 

Type: Melee 

Morale: 4117 

Abilities: None 

 

 

 
 

Name:  Shakatrog Reaver 

Type: Melee 

Morale: 4035 

Abilities: Poison: Minor Poison (12 seconds) 

    Common damage every 2 seconds 

 

 

Name: Shakatrog Defiler 

Type: Tactical 

Morale: 3995 

Abilities: Heals (Hardy+) 

 

Note that these are not the same defilers that 

are making the storm. These are part of the 

regular waves. 
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Wood Trolls 

What’s a skirmish in the Trollshaws without some trolls? In this case, we are facing wood trolls from the 

Drúolog tribe.  

 
 

Name:  Drúolog Warrior 

Type: Melee 

Morale: 4035 

Abilities: Knockback (Hardy+) 

 

 
 

Name:  Drúolog Captain 

Type: Melee 

Morale: 4117 

Abilities: Knockback (Hardy+) 

 Hurl stone (Hardy+) 

 

 

 

Name:  Drúolog Elder 

Type: Melee 

Morale: 4117 

Abilities: None 
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Giants 

In case trolls aren’t large enough for you, you will also face giants. I gather that these giants are not 

willing participants in this war. What other explanation could there be that their morale is no higher 

than that of other opponents you face in a skirmish? They’d probably all be elites near their homes. 

 
 

Name:  Giant Head-Smasher 

Type: Melee  

Morale: 4076 

Abilities: Knockback 

 Stun (3 seconds) 

 Wound: Major Injury (3 m, Hardy+) 

    Penalty to Might 

 

 

 
 

Name:  Giant Rock-Thrower 

Type: Ranged 

Morale: 4076 

Abilities: None 

 

Name:  Giant Stone-breaker 

Type: Melee 

Morale: 4076 

Abilities: Knockback 

 

Of all the mobs I have encountered in a 

skirmish, this is the toughest one to track. I 

rarely see these giants and keep making a 

double-take whenever one appears.  

 

 

 



Pineleaf’s Pictorial Primer to Skirmishing 

Version 1.1 Volume 6: Ford of Bruinen Page | 15 

Lieutenants 

There are 14 lieutenants that appear in the solo setting. 12 more are added in duo and small fellowship 

settings. 13 more are added in fellowship and raid settings. This means that there are a total of 39 

lieutenants that can appear in this skirmish on the larger group settings. There are only two lieutenants I 

have never seen: Tempest of Flame and Spawn of Angband. Details on the various lieutenants are given 

in Appendix A. 

A lieutenant can appear at 12 points during this skirmish: on the even-numbered waves of each of the 

four assaults. There is an 80% chance of a lieutenant appearing at each of these points. In raids, there is 

a chance of there being two lieutenants at each of these points.  

With two defenders, it is likely that if a Shepherd of Filth is present, someone will attack it to activate 

the summoning process. When you add with it the difficulty to see the crawlers when they are under 

water, you need to be careful when the shepherd arrives.  

I find the Blood-rook easier to handle in this skirmish. One trick in fighting the rook is to separate it from 

its allies (as the buff has a short range). The enemy is already wont to scatter about the field as it is so 

separating the rook from the rest of the pack is a viable plan. Sometimes I get the rook, sometimes I get 

the rest of the pack. As long as the rook is not next to all its friends, its threat is diminished. 

 

The table below lists all of the lieutenants, indicating which ones can appear in this skirmish. 

Bearer of Blight √ Brood Queen (under 65) √ Chaos-Field √ 

Blood- Rook √ Brothers of Destruction √ Courage Breaker  √ 

Daywalker Berserker √ Enraged Stone-crusher √ Crazed Hate-Monger √ 

Death-monger √ Flesh Gorger √ Daunting Spirit-Sapper √ 

Defender of the Vile √ Frigid Squall √ Dreadwing Marauder √ 

Dourhand Keg-master √ Hawk-eyed Harrier √ Emissary of War √ 

Dourhand Storm-keeper √ Hulking Pounder √ Enraged Snapper √ 

Echo of Death √ Leech Warden √ Fell-bane Archer √ 

Forest-born Reaver √ Priest of Vengeance √ Leadfoot Brute √ 

Pale Trapper √ Priestess of Flame √ Primordial Wrath √ 

Shepherd of Filth √ Raging Marauder √ Rage of Morgoth √ 

Troll Wound-taker √ Tempest of Flame  Silent Slayer √ 

Venomous Blood-arrow √ Wretched Falconer √ Spawn of Angband  

Zealot of Pain √   Thunderstone Smasher √ 
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Ningrat (The General) 

Ningrat (Uruk) 

Morale  12,351 

 

Fear: Chilled (20 seconds) 

   Shadow damage every 4 seconds 

 

 Most skirmish generals don’t appear until the 

very end of the skirmish. Ningrat is visible 

from the start, standing on the central 

platform directing his troops. That said, he 

doesn’t come down or become attackable 

until after the fourth assault. 
 

 

Gorūrz and Bloz (Trolls) 

Morale    8967 

 

-100% damage until hit by a wave 

Mark of Troll #1 (30 sec, Red Eye) 

Mark of Troll #2 (30 sec, Blue Eye) 

Ravage the Land (Fire damage / 2 seconds) 

Knockback coupled with a stun. 

 

 

 
 

The first time I played this skirmish in a full fellowship, one of the party members said, “There are two of 

them?” when the trolls dropped from the platforms. This is because the number of trolls you face 

depends on the skirmish size. In solo, duo, and small fellowship runs, you face a single troll. In full 

fellowship runs, you face two trolls. Perhaps some day I will manage to get into a raid and see if there 

are even more. 
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The trickiest part with the trolls is that they will not take any damage until they are hit by one of the 

flood waves that rush down the river. They are rather nice-looking flood waves. 

 

If you are lucky, the first wave will hit the troll. More likely, you will need to keep the troll away from the 

brothers (and your more vulnerable party members) until the next wave. When the troll does get hit by 

a wave, it takes damage and become vulnerable for a limited amount of time. 

Encounters 

Each time you run a skirmish, the game selects two encounters that are available. The selected 

encounters become active when you perform their triggering actions. 

There are a total of five encounters in Ford of Bruinen. As with other defensive skirmishes, the 

encounter bosses in this skirmish are all signature in solo runs. The challenge of the encounters in this 

skirmish is not with the inherent strength of the encounter bosses but with their timing. Two of the 

spawn points are tied to the towers while the other two are at the ends of the ford. What about the fifth 

spawn point? That one takes place throughout the ford. 

In this skirmish, you must complete the encounters before the boss fight is finished. The encounter 

mobs will disappear and the items you need to activate the encounters become unusable when the boss 

and his trolls are defeated. 

The morale given for each encounter boss is at level 65 in a tier 1 solo setting. 
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Kunquín 

 

 

 

 

 

 

 

 
 

There are three things you 

need to master if you are 

going to be a good sniper. 

First, you need to be able to 

fire your weapon very 

accurately. Second, you must 

be able to find a good hiding 

location (as the picture to the 

left shows, Kunquín has at 

least made a decent try at 

this). Finally, you need to 

learn how to shut up and not 

announce your position to 

the whole world. Kunquín 

fails in this last test. 

 

 

Since Kunquín is a sniper, we 

find that he’s not particularly 

powerful when the fighting 

gets up close and personal. 

 

The greatest danger is not 

Kunquin himself but the 

possibility that the defilers 

will respawn during the 

combat and run right by you. 

You could try to pull Kunquín 

from the area but it’s not 

easy since Kunquín prefers 

ranged combat. 

 

  

Name: Kunquín 

Type: Orc  Archer 

Trigger: End of the first assault. 

Text: A cackling voice comes from the north, ‘My arrows will pierce the hearts of the sons 

of the elf-lord.’ 

Location: Northermost section of the ford (33.1S, 11.4W). 

Morale: 8071 

Abilities: Poison: Poison (21 seconds) 

    Common damage every 3 seconds 
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Bruidagnir 

 

 

 

 

 

 

 

 
 

Anyone who has quested in 

the southern Trollshaws 

knows that worms live along 

the banks of the river. It 

appears that one of them has 

decided to come north to 

investigate the battle. 

 

 

The battle itself isn’t 

particularly tough, though the 

power draining disease is 

annoying. If you are playing 

solo, you are likely fighting the 

worm between two assaults. 

The last thing you need in this 

case is a disease that drains 

your power. 

  

Name: Bruidagnir 

Type: Worm 

Trigger: End of the second assault. 

Text: A roar erupts south of the Ford. An ancient worm has awoken. 

Location: Southernmost section of the ford (33.9S, 11.5W). 

Morale: 8152 

Abilities: Disease: Disease (21 seconds) 

  Drains power every 3 seconds 
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Durkúf 

 

 

 

 

 

 

 

 

 
 

Morghâsh charges in with the 

fifth wave in an assault. He 

apparently wanted to set off a 

keg of black powder on our 

forces. When he dies, the 

drops the keg and we can take 

it to use against the enemy. I 

know, let’s blow up the north 

tower. A lovely sight. Too bad 

the enemy seems to still be 

able to use it. 

 

In response, Durkúf roars, ‘The 

lands of the elf shall soon be 

the lands of the troll.’ 

 

Durkúf drops from the 

platform as soon as you set 

the north tower alight. Since 

you can choose when to plant 

the keg, you can choose when 

to fight Durkúf. That is unless 

it happens to be the fourth 

assault. In that case, you need 

to plant the keg right away 

since you don’t want to be 

fighting Durkúf during the 

boss fight. I just skip this 

encounter if it activated 

during the fourth assault. 

  

Name: Durkúf 

Type: Wood Troll 

Trigger: At the end of the fourth wave of an assault from the north tower. 

Text: Morghâsh the Orc charges 

Location: At the northernmost tower (33.2S, 11.5W). 

Morale: 8234 

Abilities: Wound: Serious Wound (20 seconds) Common damage every 2 seconds 

 Wound: Laceration 

 Poison: Crippling Poison (3 minutes) Penalty to Agility 

 Poison: Poison (21 seconds)  Common damage every 3 seconds 

 Knockdown 

 Knockback 

 



Pineleaf’s Pictorial Primer to Skirmishing 

Version 1.1 Volume 6: Ford of Bruinen Page | 21 

Zanúrz 

 

 

 

 

 

 

 

 

 
 

Kolluth appears on the 

tower at the start of the 

assault where he appears. 

He will not actually drop 

from the tower and attack 

until you fend off the third 

wave of that assault. 

 

Once you defeat him, you 

will be instructed to plant a 

banner of Rivendell in the 

middle of the ford. Once you 

plant the banner, Zanúrz will 

drop from the south tower 

and attack. 

 

 

When Zanúrz drops from the 

south tower, he yells, 

“Rivendell, Lorien, and all 

things Elvish will burn!” I 

suspect he has something 

against elves. 

 

He is in a rage for the first 

minute of the battle (which 

is likely to be the full time of 

the battle in solo settings), 

where he has a bonus to 

damage but also takes 

additional damage due to his 

aggressive posture. 

Name: Zanúrz 

Type: Orc 

Trigger: At the end of the third wave of an assault from the south tower. 

Text: Kolluth the orc charges. 

Location: At the southernmost tower (33.6S, 11.4W). 

Morale: 8071 

Abilities: Rage (1 minute) 

    +10% melee damage 

    +10% incoming melee damage 

 Poison: Crippling Position (3 minutes) 

    Penalty to agility 
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Supply the Archers 

 

 

 

 

 

 

 
 

For this encounter, you need 

to gather 10 of the 12 arrows 

that are scattered throughout 

the ford. Two of these arrows 

are next to the defilers. 

Fortunately, you can skip 

those two arrows and still 

complete the encounter. 

 

 

Once you gather 10 arrows, 

you need to head to the 

eastern bank and place the 

arrows into a basket next to 

one of the elf archers. 

 

When you do this, the 

encounter is over. There is no 

encounter boss and there is 

no chance to gain a campaign 

mark. The only reward will be 

the usual 10 skirmish marks 

for completing an encounter 

(plus credit for the deed). 

 

 

  

Name: Supply the Archers 

Type: Arrows 

Trigger: End of the third assault. 

Text: An elf-voice comes from the east, ‘We are running out of arrows! Gather some up!’ 

Location: Scattered throughout the ford. 

Morale: N/A 

Abilities: N/A 



Pineleaf’s Pictorial Primer to Skirmishing 

Version 1.1 Volume 6: Ford of Bruinen Page | 23 

Variations 

One of the advantages of skirmishes is their scalability. Skirmishes can be scaled in three ways: level, 

difficulty, and size. 

Level 

All skirmishes have a level range. The range for Ford of Bruinen is 40 to 65. The default setting for a 

skirmish run is the level of the character starting the skirmish (in a fellowship, that would be the 

fellowship leader). You can set the skirmish to any level within the level range if required. Skirmishes 

available at lower levels, such as Ford of Bruinen, cannot be set to a level higher than the level cap. 

Why would you want to change the level for the skirmish? If you are just starting to learn a skirmish, you 

may want to set the level lower to allow you to understand how the skirmish works. This isn’t always 

possible, though, as you generally first try a skirmish when you reach its minimum level.  

Another reason to set the level lower is to compensate for an underpowered soldier. If you start 

skirmishing at a high level, your soldier is likely to be under par. Many players in this situation set the 

skirmish level one or two levels lower to allow them to complete enough skirmishes to bring their 

soldiers to a reasonable level. You should avoid dropping the level too low, though, as you receive a 

skirmish mark penalty based on the difference between your level and the skirmish’s level. 

You may also want to adjust the level if not all the members of a group are of the same level or if the 

group is short of the recommended size.  

Finally, you may want to increase the challenge by raising the level by 

one or two. This can be especially useful if you are getting near a level 

where the rewards are upgraded. There are reward upgrades at levels 

45, 60, and 65. Therefore, there is some incentive for a level-44 

character to run a skirmish at level 45 to start gaining those Second 

Marks needed for weapons barter. Similarly, I would not recommend 

that a level-45 character reduce the level of a skirmish. 

When you adjust the level of the skirmish, you also adjust the skirmish 

mark rewards within the skirmish. These adjustments are based on your 

level when you first enter the skirmish. The exact adjustment varies 

based on your level. The table to the right includes the adjustments for 

level 45 and level 65 (note that it is not possible to increase Ford of 

Bruinen above level 65).  

 

  

Diff Level 65 Level 45 

-5 60% 60% 

-4 75% 75% 

-3 85% 85% 

-2 90% 90% 

-1 94% 96% 

Even 100% 100% 

+1 N/A 106% 

+2 N/A 110% 

+3 N/A 115% 

+4 N/A 121% 

+5 N/A 125% 
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Difficulty 

The tier setting increases the difficulty of the skirmish by increasing the morale, damage, and various 

other attributes of the enemy. In some skirmishes, it will also change some of the rules for the skirmish, 

though there are apparently no such changes in Ford of Bruinen. 

Tier L 65 Hale Gorge-worm Skirmish Mark % 

1 4076 100% 

2 4982 110% 

3 6794 125% 

 

 

Size 

The skirmish size (maximum number of players) has the greatest change on the play of the skirmish.  

Skirmish Size Mob Points Mark % Lieutenants Boss + Trolls Encounters 

Solo (1) 4 100% Signature Elite + 1 Signature Signature 

Duo (2) 10 105% Elite Elite Master + 1 Elite Elite  

Small Fellowship (3) 10 120% Elite Elite Master + 1 Elite Elite  

Fellowship (6) 12 150% Elite Master Nemesis + 2 Elite Master Elite Master 

Raid (12) 48-52 190% Nemesis * Arch Nemesis + ?? Nemesis 

* In addition, some of the eligible waves will include two lieutenants. 

What is a mob point? A mob point is the equivalent of one weak (swarm) opponent. The groups in a 

given skirmish generally have the same number of mob points. The number of points for each opponent 

is given on the table below. 

Skirmish designation Quality Mob points 

Weak Swarm 1 

Hale Normal 2 

Hardy Signature 4 

Strong Elite 8 

Staunch Elite Master 16 

 

The skirmish size setting controls the quality of the lieutenants, the encounter bosses, the boss, as well 

as the number of trolls that appear with Ningrat during the final battle. 

In addition, the group size controls when the next wave comes. In solo and duo modes, the next wave 

starts when the previous one has been defeated. In the other settings, if a wave is not defeated within 

two minutes, the next wave will start right away.  

Duo mode is a variation of small fellowship mode, so the number of mobs is the same in these two 

settings. In addition to the difference in the counterattack timing given above, opponents under duo 

mode receive a penalty to their morale, damage, and other attributes. 
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Deeds 

Most skirmishes include a deed to complete all the encounters in the skirmish. This deed awards a title 

when all of the encounters have been completed at least once. The title for this skirmish is “Forded the 

Bruinen.” There is no skirmish mark award for completing this deed. You only gain credit for these deeds 

if the encounter boss is at least green to you (no more than eight levels lower than your level). 

Each lieutenant also has an associated slayer deed. There are two tiers for each of these deeds: kill the 

lieutenant five times then kill the lieutenant 50 times. There is no title for the deed but you do gain 50 

skirmish marks for completing the first tier and 500 skirmish marks for completing the second tier. A 

lieutenant only counts for the slayer deed if the level of the lieutenant is at least green.  

This skirmish is an excellent source for non-skirmish deeds. You can complete the Trollshaws deeds for 

trolls, giants, and worms. On top of this, dwarves can use this skirmish for their troll deeds and elves can 

use this skirmish for their orc deeds. 

Quests 

Each skirmish includes a daily quest that is granted if you have not yet completed that skirmish during 

that day. The first time you complete Ford of Bruinen on a day, you receive the following additional 

rewards: 

• Skirmish marks scaled according to the level at which the skirmish is run (107 at level 65) 

• 4651 experience points 

• 4682 item experience points 

• 700 reputation with The Elves of Rivendell 

 


