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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 seventh volume, we will take a look at 

the most unusual of the skirmishes: Survival: Barrow Downs. 

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

discuss the lieutenants you will be facing, you will leave any detailed descriptions for them in Appendix 

A of this Primer. 

Most of my play on this skirmish is with a hobbit warden. If I am running the skirmish in a group, I 

generally use a bannerguard; if I am running the skirmish solo on level, I generally don’t bother 

summoning a soldier.  

Pineleaf Needles 



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

 

Pineleaf and her bannerguard, Blackberry, prepare to face the gauntlet in the Barrow Downs 

 

  

http://www.casualstrolltomordor.com/
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Skirmish Specifications 
Name:  Survival: Barrow Downs 

Scenario: Those who have long haunted the Barrow-downs at the 
command of the Witch-king are angered at your 
intrusion. Surviving is the least of your newfound 
concerns…. 

Type:  Special 

Level Range:  45-70 

Availability: 395 TP (free for VIP) 

Allowed Group Sizes: Small Fellowship, Fellowship, and Raid 

Tiers: 1 

Location:  The Dead Spire, Barrow Downs, Bree-land 

Reputation: None 

Phases: 24 

Time per Phase: 2.5 minutes 

Opponents: Wights, shades, limrafn, barghasts 

Enemy Quality: Hardy and Strong 

 Strong and Staunch 

 Staunch and Mighty 

Available Lieutenants: All except Flesh Gorger 

Lieutenant Count: 2 every 10 minutes (plus respawns) 

Defenders: None 

Encounters: None 

SM @ Level 65: 44 @ 10 minutes 

 130 @ 20 minutes 

 257 @ 30 minutes 

Max Run Time: 60 minutes 

Features: Last as long as you can 

Consumables:  Superior food; Morale and Power potions 

Damage Types: Westernesse 
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Summary 
Survival: Barrow Downs operates differently than the other skirmishes. In the other skirmishes, you are 

attempting to complete some objective: either defend a location for a given number of waves or 

capture a series of control points. In this skirmish, the object is just to survive as long as possible. While 

it is possible to last a full hour, you are not seriously expected to do so. 

Your opponents will mainly be wights, shades, barghasts, and limrafn. In addition, you will face an array 

of lieutenants. This skirmish does not include any encounters. 

Skirmish Mark Awards (Level 65 – Small Fellowship) 

The main attraction of this skirmish is the rate at which you can earn skirmish marks. This skirmish 

awards more marks than any other and has the highest mark per hour return of any skirmish.  

Skirmish marks are awarded for every 2.5 minutes you survive in the skirmish. These mark awards start 

out small but they increase throughout the skirmish.  

In addition you receive six daily quests the first time you run this skirmish on a given day (if you run this 

skirmish a second time, only the daily quests not yet completed on that day will be received). Each daily 

quest corresponds to a given five-minute mark in the skirmish (up to 30 minutes). Each of these daily 

quests awards skirmish marks but does not award experience or reputation.  

Time L65 Marks Cumulative Cum + Daily SM / Hour 

0:00 0 0 0 0 / 0 

2:30 7 7 7 168 / 168 

5:00 10 17 102 204 / 1224 

7:30 12 29 114 232 / 912 

10:00 15 44 214 264 / 1284 

12:30 18 62 232 297 / 1113 

15:00 20 82 337 328 / 1348 

17:30 23 105 360 360 / 1234 

20:00 25 130 470 390 / 1410 

22:30 28 158 498 421 / 1328 

25:00 30 188 613 451 / 1471 

27:30 33 221 646 482 / 1409 

30:00 36 257 767 (last daily award) 514 / 1534 

32:30 38 295 805 544 / 1486 

35:00 41 336 846 576 / 1450 

etc. etc. etc. etc.  

 

Any player that has been defeated but is still at the spire continues to earn full marks as long as at least 

one player remains active. Players that are no longer at the Dead Spire earn only 5% of the marks due to 

a Fear of the Barrows debuff (but still continue to earn full marks for daily quests completed). Therefore, 

if you are defeated, you should not retreat. You can continue to accumulate marks for 60 minutes but 

the daily quests end at 30 minutes. 
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Layout 
 

 
 

You start in a barrow. While you may be 
tempted to summon your soldiers and buff 
here, it is best to hold off. This is because 
once you approach the shade, you will be led 
to the Dead Spire through a portal and your 
soldier must be resummoned. 
 
 

 
 

Once you reach the spire, summon your 
soldiers and buff up. After that, you can talk 
to the shade to start the clock. The clock 
starts at one hour and counts down. Can you 
last long enough for the clock to reach zero? 
 
Not likely. I have twice survived for 35 
minutes but most runs were much shorter.  

 
 

The rest of the skirmish is spent at the Spire. 
There are two main strategies for running 
this skirmish: standing and fighting or kiting. 
If you are looking to earn as many marks as 
possible, you would likely favor a kiting 
strategy if you have a character available that 
can effectively do this. If a good kiter isn’t 
available or if you find the kill rate too slow 
when someone is kiting, then you can stand 
your ground and fight all the mobs at once. 
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Timing 
Survival: Barrow Downs is run on a clock. There are two types of timed events:  

 Events that are triggered at a specific time during the skirmish 

 Events that are triggered a given amount of time after you defeat an opponent 

The following list shows the time marks for each event during the first ten-minute block of the skirmish. 

The events for the second and third block are identical to those of the first (i.e., there will be a 

lieutenant spawn at 5 minutes, 15 minutes, and 25 minutes). After the 30-minute point, no more new 

lieutenants are generated (though you will continue to get replacements for those killed) and no more 

daily quests are completed. 

0:00 Start of skirmish. Two opponents spawned. This event is not repeated. 

0:30 Chill wind makes enemies stronger (once every 30 seconds after this). 

2:30 Gain marks. New trash mob spawns.  

5:00 Gain marks. End of Daily Quest 1. New trash mob spawns. New lieutenant spawns. 

6:00 to 7:00* New lieutenant spawns (exact time varies from run to run). 

7:30 Gain marks. New opponent spawns. 

10:00 Gain marks. End of Daily Quest 2. New opponent spawns. 

 * The second lieutenant in the time block appears at 6:00, 6:30, or 7:00.  

On top of this, whenever you defeat a trash opponent, a replacement will arrive 20 seconds later. 

Whenever you defeat a lieutenant, a replacement lieutenant will arrive two minutes later. 

Opponents 
There are four types of trash opponents that you face: wights, shades, limrafn, and barghasts.  

This skirmish does not include waves. Instead, two mobs are generated at the start of the skirmish and 

an additional mob is created every 2.5 minutes. On top of this, whenever you defeat a mob, a 

replacement arrives 20 seconds later. In other words, as the skirmish progresses, you will be facing more 

and more opponents at a time. 

Every 30 seconds, you receive a message that says: “The wind chills as the residents of the Barrow 

Downs grow in power.” I do not know the exact manner in which the residents gain power. The only 

obvious change is that mobs gain a +10% morale bonus every 5 minutes (after 10 chill messages). 

Each trash mob has a chance of being the lesser type or the greater type for that skirmish. The quality of 

these two types depends on the size of the skirmish you are running.  

Skirmish  Size Lesser Type Greater Type 

Small Fellow Hardy Strong 

Fellowship Strong Staunch 

Raid (12) Staunch Mighty 

The morale given for each opponent is for a level 65 Hardy opponent in a small fellowship setting.  
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Wights 

The first thing you associate with the Barrow Downs are barrow-wights. 

 
 

Name:  Fell Barrow-wight 
Type: Melee 
Morale: 7205 
Abilities: Shadow Aura 
    Shadow damage every 5 seconds 
 
 

 
 

Name:  Chilling Barrow-wight 
Type: Melee 
Morale: 7205 
Abilities: Chilling Aura 
    Frost damage every 5 seconds 
 Disease: Major Disease (30 seconds) 
    Drain power every 3 seconds 
 
While the chilling aura is annoying, it is not 
particularly dangerous. 

 

Barghasts 

If you have been to the Barrow Downs, you would likely have run into several barghasts. 

 
 

Name:  Barghast 
Type: Melee  
Morale: 7061 
Abilities: Wound: Serious Wound (20 sec) 
    Common damage every 2 seconds 
 Fear: Chilled (20 seconds) 
    Shadow damage every 4 seconds 
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Limrafn 

In addition to wights, you will also face limrafn.  

 
 

Name:  Barrow Light 
Type: Melee 
Morale: 7133 
Abilities: Blinding Glare 
   +20% Miss chance 
 
The barrow-light isn’t too inherently 
dangerous but it can make getting rid of 
dangerous mobs tougher (due to the glare). I 
suggest getting rid of them if nothing 
dangerous is about. 

 
 

Name:  Barrow Flame 
Type: Melee 
Morale: 7133 
Abilities: Searing Heat 
    Fire damage / 2 seconds 
 Flame Gout 
    On any damage Reflect 50% fire 
    5% chance to generate effect 
                        Fire damage / 2 sec for 10 sec 
 
This is the only trash mob that I have found 
to be a serious threat when kiting. 

Shades 

Wights are actually corpses inhabited by fell spirits You can also face spirits without a corpse. 

 
 

Name:  Barrow-Spirit 
Type: Melee  
Morale: 7133 
Abilities: +1 Dread 
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Lieutenants 
There are 26 lieutenants that appear in the small fellowship settings. 14 more are added in fellowship 

and raid settings. This means that there are a total of 40 lieutenants that can appear in this skirmish on 

the larger group settings. This skirmish can include any of the lieutenants available in the game except 

for the Flesh Gorger. As usual, the Brood Queen does not appear in level-65 runs. Details on the various 

lieutenants are given in Appendix A. 

A new lieutenant appears at six points during the skirmish, the first of which appears at the 5-minute 

mark. If you kill a lieutenant, another one will spawn to take its place two minutes later.  

The most dangerous lieutenants in this skirmish are those with ranged, aura, or slowing attacks. They 

can make kiting the mobs either difficult or impossible.  

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

Bearer of Blight  Brood Queen < 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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Variations 
One of the advantages of skirmishes is their scalability. This skirmish can be scaled in two ways: level 

and size. Unlike most skirmishes, Barrow Downs does not include a difficulty setting (but don’t worry, it 

is challenging enough as it stands). 

Level 

All skirmishes have a level range. The range for Survival: Barrow Downs is 45 to 70. The default setting 

for a skirmish run is the level of the character starting the skirmish (the fellowship leader). You can set 

the skirmish to any level within the level range if required.  

Why would you want to change the level for the skirmish? If you are working to complete slayer deeds, 

then lowering the level may make this a little bit easier. Note that for an opponent to count for the 

slayer deeds associated with this skirmish, it must be no more than eight levels below your level. While 

this may help with slayer deeds, it will not help with survival deeds. You only gain credit for survival 

deeds when you run this skirmish at your level or higher. Therefore, lowering the level is best reserved 

for after you have finished all of your survival deeds.  

The main reason to run higher than your level is to complete the level-70 deeds. 

While there appears to be a bug that allows you to complete these deeds at level, it 

is possible that this bug will eventually be removed and you will need to run the 

skirmish at level 70 to complete all the survival deeds. 

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 65 with a small fellowship setting.  

Size 

The skirmish size (maximum number of players) controls the quality of the 

opponents and lieutenants you will face on the barrow downs. The first time many 

players attempt this skirmish, they don’t realize that there is no solo setting and that 

you weren’t meant to survive. The usual result of such attempts is a very short 

survival time.  

Skirmish Size Weaker Stronger Mark % Lieutenants 

Small Fellowship (3) Hardy Strong 120% Elite 

Fellowship (6) Strong Staunch 150% Elite Master 

Raid (12) Staunch Mighty 190% Nemesis 

 

  

Diff Level 65 

-10 1% 

-9 6% 

-8 11% 

-7 23% 

-6 48% 

-5 72% 

-4 90% 

-3 102% 

-2 107% 

-1 114% 

Even 120% 

+1 124% 

+2 128% 

+3 133% 

+4 137% 

+5 142% 
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Deeds 
Survival: Barrow Downs has more deeds than any other skirmish. It does not have an encounter 

completion deed but does have several deeds not present in other skirmishes. 

The ultimate deed for this skirmish is Surviving the Night, which requires you to complete the deeds 

listed on the table below. Each of these deeds includes four versions: one for small fellowships, one for 

full fellowships, one for raids, and a meta-deed for completing the other three versions in the set. The 

survival deeds require you to survive 30 minutes. The mark awards in the table below include two 

numbers: the first is for completing each of the three versions and the second is for completing the 

meta-deed. I have heard rumors that Rulers of the Dead is not operating properly, which, if true, would 

make completing Surviving the Night impossible. 

Deed Name Requirements Marks 

Strength in Diversity Survive with 3 different classes (6 for fellowship, 9 for raid) 25 / 75 

Simple Skill Survive without performing any fellowship maneuvers 25 / 75 

Unvanquished Survive without being defeated 35 /120 

Strength of Endurance Survive in the Barrow Downs (no special qualifier) 45 / 150 

Mercy of the Free Peoples Survive without defeating any lieutenants 50 / 100 

Pride of Endurance Survive for 30 minutes 5 times 90 / 300 

Defeating the Dead Defeat 250 opponents in a single session 35 / 120 

Rulers of the Dead Defeat 20 lieutenants in a single session (may be bugged) 35 / 120 

Surviving the Night Complete above deeds (“Survivor of the Barrow Downs”) Title 

 

There are additional deeds that are not associated with Surviving the Night. This includes Weathering 

the Storm (which states you need to set the skirmish to level 70, though it doesn’t seem to care in 

practice) and two slayers deeds that includes four tiers (with the usual small fellowship, fellowship, and 

raid versions). 

Deed Name Requirements Marks 

Weathering the Storm Survive at level 70 (bugged – works below level 70) 75 / 200 

Foe of the Dead (T1) † Defeat 100 opponents 15 

Assailant of the Dead (T2) † Defeat 750 opponents 30 

Adversary of the Dead (T3) † Defeat 5000 more opponents 60 

Bane of the Dead (T4) † Defeat 10,000 opponents (yes, that will take a while) 120 

Foe of the Dark Lord (T1) † Defeat 35 lieutenants 20 

Assailant of the Dark Lord (T2) † Defeat 100 lieutenants 40 

Adversary of the Dark Lord (T3) † Defeat 500 lieutenants 80 

Bane of the Dark Lord (T4) † Defeat 1000 lieutenants 160 

 

The usual lieutenant slayer deeds are also available here. You can also finish the dead and barghast 

slayer deeds for Bree-land (as well as Enmity of the Dead for men).  
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Quests 
Most skirmishes include a single daily quest that is granted if you have not yet completed that skirmish 

during that day. Survival: Barrow Downs instead include six daily quests: one for each five-minute stage. 

If you run Survival: Barrow Downs and are defeated after six minutes, you will complete the Stage-1 (5 

minutes) daily quest but not the others. If you run the skirmish later in the same day and survive for 

twelve minutes, you will complete the stage-2 daily quest (10 minutes) but not the Stage-1 (as you 

completed Stage-1 earlier in the day). Each time you complete a stage, you receive skirmish marks 

scaled according to the level at which the skirmish is run (85 at level 65). Unlike other skirmishes, there 

are no experience or reputation rewards for completing a daily quest. 

Strategy 
There are two main strategies for handling this skirmish. Which one you use depends on your objectives 

for running the skirmish.  

If you main plan is to kill as many opponents as possible (e.g., if you are working on slayer deeds), you 

may just stand your ground and fight. Eventually, the opposition will wear you down but your kill rate 

will likely be faster. Early on you may have some waiting time while waiting for respawns. As more and 

more opponents appear, rest periods would become either rare or nonexistent. This was the required 

strategy at a special event at PAX where the challenge was to last ten minutes without getting killed. 

If your main objective is to either gain skirmish marks or complete survival deeds, then a kiting strategy 

works better. Some refer to this as “watching a warden run about for an hour.” It’s not quite that 

simple, especially if you are the warden. What makes this not so simple is that you will likely face some 

mobs with ranged or aura attacks. The rest of the group will have to kill these dangerous opponents 

while the warden runs in circles. The main group also needs to avoid the use of area attacks so that no 

one steals any unwanted aggro while the mob train is passing nearby. 

Most likely, you want both the kills and the marks. In that case, the first five minutes generally consist of 

the first methodology (kill as many opponents as possible) with a switch to a kiting strategy when the 

first lieutenant enters. At this time, the members of the group that are not kiting peel off one enemy at 

a time (giving priority to dangerous targets) to keep the kill count moving. This is the usual way to 

complete the deeds that require you to kill a given number of mobs in a single session. 

The most dangerous of the trash mobs is the barrow-flame. While wights also have auras, the barrow-

flame is the only trash mob that regularly kills me when I am attempting to kite. If the barrow-flame is 

one of the first two mobs during a solo run, the run is likely to be very short. If it spawns later, it may get 

slowed by the crowd and remain out of the danger range. 

There are several dangerous lieutenants. The general rule for lieutenants is that if it has a ranged attack 

or an aura, it is likely dangerous and needs to be killed quickly. If you are in a group, these are priority 

targets. If you are soloing, then you need to keep the dangerous lieutenant from noticing your presence 

(I once managed to keep a Venomous Blood-arrow from seeing me for 15 minutes).   
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The most common classes I have heard for the kiting role are the warden and the captain. When I run 

this with my warden, I generally stay in Determination stance and only switch to Conservation during 

those rare moments where I need power more than I need morale (In every other skirmish, I generally 

stay in Conservation).  

When I run this skirmish solo on my warden, I buff my vitality (which lasts for 20 minutes), enter 

Determination stance, forget about my soldier (who would only last about 10 seconds anyway, so why 

bother?), and start running in circles. Unless I run into a Barrow-flame, I have an easy 102 marks at the 

five-minute mark. Whether the rest is easy or impossible depends on the lieutenants that I draw and 

how much I can avoid attracting the attention of any dangerous ones. As I face more lieutenants, the 

odds of avoiding detection and only having easy ones diminish. I use Conviction and leeches to recover 

lost morale as they don’t require me to stop to use them (doing this would be impossible without shield 

masteries and very difficult without fist masteries). 

It is impossible to complete all of the deeds solo, though. Even if we ignore the slayer deeds, Strength in 

Diversity requires a group: three different classes in a small fellowship setting, six different classes in a 

full fellowship setting, and nine different classes in a raid setting.  

Just in case you are thinking “what if I just use stealth and hide in a corner?” Forget it. The residents of 

the Barrow Downs can feel the living and no amount of stealth will keep them from noticing you. You 

also cannot feign death during this skirmish.  

 

Final Notes 
There are three main reasons to run this skirmish: a change of pace, high skirmish mark rewards, and 

completing the deeds. 

This skirmish operates differently than most skirmishes and is a nice change from most other content. 

Can your group improve their best time? Can you manage to kill 250 opponents in a single run? Can you 

survive without kiting the mobs about the spire? 

If you are looking for the most skirmish marks in the least amount of time, then this is the skirmish to 

run. The trick is that your group will need a sound strategy to consistently earn these marks.  

If you like completing every deed in the game, then the deeds will likely be your main incentive. I cannot 

think of a single larger source of deeds than this skirmish. I should warn you, though, that skirmish 

deeds do not award turbine points. 

Now to face the servants of the Witch King. 

 

 

 


