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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 fourth volume, we will take a look at the 

first of two skirmishes set in the town of Bree: Thievery and Mischief. 

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, you 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 Flax prepare to face the makers of Thievery and Mischief in Bree 
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Skirmish Specifications 
Name:  Thievery and Mischief 

Scenario: While war raged in the South and the Rangers of the 

North were absent, brigands and ruffians took an 

opportunity to wrest control of Bree… 

Type:  Offensive 

Level Range:  30-65 

Availability: 495 TP (free for VIP) 

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

Tiers: 1-3 

Location:  Southern Bree 

Reputation: The Men of Bree 

Control Points: 6 

Opponents: Brigands, hald-orcs, wolves 

Enemy Group Size: Solo 4 

 Duo/Small fellowship 10 

 Fellowship 12 

 Raid 48-52 

Available Lieutenants: All 

Lieutenant Count: 7 (9 opportunities with a 75% chance) 

Defenders: None 

Encounters: 8; Stopper of Thievery and Mischief 

SM @ Level 65: 136 (116 CP; 0 defenders; 20 encounters) 

Experience Rating: 80 

Solo Run Time: 20 minutes 

Campaign: Adlan 

Features: Snow banks 

Consumables:  Standard food; Wound potions 

Damage Types: Fire (wolves) and Beleriand (half-orcs) 
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Summary 

Thievery and Mischief is the full version of a skirmish you see a glimpse of during the first skirmish 

tutorial. This is the most straightforward of all the skirmishes as it features no defenders or special 

mechanics. Its greatest challenge is the boss fight when you are running with a group. 

Thievery and Mischief is set in southern Bree and takes its name from Barliman Butterbur’s description 

of the brigands in Return of the King: 

Some we just poor bodies running away from trouble; but most were bad men, full o’ thievery 

and mischief. And there was trouble right here in Bree, bad trouble. What, we had a real set-to, 

and there were some folk killed, killed dead! If you’ll believe me. 

The skirmish path is a little different than you normally encounter when in Bree as the recent heavy 

snowfall blocks some of the paths and the brigands apparently broke through one of the walls in the 

Haunted Alley. 

The object of this skirmish is to defeat the enemy forces at each control point and then take the control 

point. When you capture a control point, you open the way to the next control point. In addition, the 

enemy forces will generally launch a counterattack. Unlike other skirmishes, there are no defenders to 

help you during the counterattacks. 

Your opponents will mainly be brigands, half-orcs, and wolves. In addition, you will face an array of 

lieutenants. The encounters are scattered throughout the area, generally either emerging from doors or 

patrolling alleys.  

 

Skirmish Mark Awards (Level 65) 

L65 Marks  

10 South-gate 

16 Auction Hall 

16 Haunted Alley 

21 Jailhouse 

21 Courtyard 

32 Town Hall (boss area) 

20 Two Encounters 

136 Total 

 

 

  



Pineleaf’s Pictorial Primer to Skirmishing 

Version 1.0 Volume 4: Thievery and Mischief Page | 6 

Layout 

Start of Skirmish 

When you first enter the skirmish, you are in a small camp just outside of Bree. Second Watcher 

Heathstraw informs you of the current situation. 

 

“Ah, good, the reinforcements have 

arrived. It is good to see the Free 

Peoples rising to support Bree. I wish 

I could help, I stormed the gate thirty 

minutes ago and got the wound for 

my trouble. The enemy is greatly 

entrenched. Their defences extend 

from the South-gate to the Town 

Hall. It is up to you now. Reclaim Bree 

for the Free peoples.” 

 

Heathstraw will congratulate you at the end of the skirmish but he will not be present during any of the 

actual fighting. Your party is on your own. 

Control Points 

Thievery and Mischief is divided into six sections: the South-gate, the Auction Hall, the Haunted Alley, 

the Jailhouse, the Courtyard, and the Town Hall. Each of these sections includes a single control point. 

Lieutenants stationed at each section are stationed right at the associated control point. No control 

point will have more than one lieutenant present (except in raid settings). The other opponents in a 

group would be scattered throughout the area containing the control point.  

Control Point 1: South-Gate (10 SM) 

 

Before you can free Bree, you must 

first enter the town. You do this 

through the South-gate. The gate is 

guarded by a single group. 

 

Once you capture the control point, 

you will face a single counterattack. 
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Control Point 2: Auction Hall (16 SM) 

 
 

The auction hall area is the most 

populated in this skirmish, as it is 

guarded by three groups. This means 

it effectively has the same number of 

defenders as the courtyard in 

Tuckborough. Fortunately, your 

opponents are more spread out than 

they are in Tuckborough. 

 

Generally I clear out the east side of 

the area first (the area away from the 

auction hall itself). 

 

 

 
 

After the east side is clear, I turn to 

face the action hall itself, which 

includes the control point and the 

lieutenant. There will also generally a 

supporting mob or two with the 

lieutenant. 

 

 

 

Once you capture the control point, 

you will face two counterattacks 

coming from the direction of the 

Haunted Alley. Only the second 

counterattack has a chance of 

including lieutenant. 
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Control Point 3: Haunted Alley (16 SM) 

 
 

The snow and the brigands 

rearranged the paths of the 

town a little. With the 

Woodsmen’s Gate covered 

by a snow bank, the brigands 

opened a hole between the 

Haunted Alley and the 

Jailhouse. Therefore, the next 

step is to the Haunted Alley. 

 

The Haunted Alley includes 

two groups. The first group is 

generally found in the near 

part of the alley. 

 

 
 

The second group is generally 

found either near the control 

point or near the hunter’s 

lodge. The lieutenant 

wanders near the control 

point. 

 

Note that some soldiers have 

a habit of getting stuck 

between a lamp and some 

rubble when heading for the 

hunting lodge. 

 

When you capture the 

control point, the enemy 

opens a gate to the jailhouse 

and launches a single 

counterattack. 
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Control Point 4: Jailhouse (21 SM) 

 

 Someone broke through the 

wall and created a path 

leading from the Haunted 

Alley to the Jailhouse. We 

can add vandalism to their 

charges when we arrest 

these brigands. 

 

Note that any companions 

you have may have trouble 

getting through the gap in 

the wall. Make sure everyone 

followed you before you start 

picking any fights. 

 

 
 

It would be nice if the 

brigands were inside the 

jailhouse rather than 

commanding the courtyard 

outside the jailhouse. We will 

have to fix that situation. 

 

This area includes two groups 

scattered throughout the 

jailhouse’s courtyard and the 

alley. 

 

After you take the control 

point, there is a single 

counterattack from the 

direction of the town hall’s 

courtyard. 

 

Taking this control point is 

also the trigger for four of 

the eight encounters in this 

skirmish. 



Pineleaf’s Pictorial Primer to Skirmishing 

Version 1.0 Volume 4: Thievery and Mischief Page | 10 

Control Point 5: Courtyard (21 SM) 

 
 

Despite the name, this area is 

not nearly as scary as its 

namesake in Trouble in 

Tuckborough. This area 

includes two groups and they 

are spread over a very large 

area. The snow split the 

northern half of the 

courtyard into two areas: the 

east side and the west side. 

 

 

 

 
 

The east side of the 

courtyard is the route you 

would take to the Pony, but 

it ultimately leads to a dead 

end due to the snow. You will 

most likely be clearing out 

this snow once your finish 

this skirmish. 

 

While this path is a dead end, 

there are likely to be a few 

mobs you need to kill in this 

direction. You will also find 

the lynx and boar encounters 

in this direction. 

 

The west side of the 

courtyard is the route to the 

control point and the gate to 

the town hall.  

 

When you capture this 

control point, there are no 

counterattacks. While doing 

this opens the gate to the 

town hall boss area, the boss 

is not yet activated. 
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Control Point 6: Town Hall (32 SM) 

 
 

The number of opponents waiting 

for you in the Town Hall depends on 

the skirmish group setting. In solo 

settings, you will face a single 

opponent (Bálak). 

 

When you enter the gate and 

approach Bálak, the gate closes and 

he demonstrates his cruelty by 

killing Mat Heathertoes in cold 

blood. 

 

 
 

In duo and small fellowship settings, 

Bálak will be joined by an orc named 

Bolgstáz. Bolgstáz makes your life 

difficult by slowing your movement. 

 

 

 

In full fellowship settings, Bálak and 

Bolgstáz will be joined by a brigand 

named Rose Blackweed. Rose is the 

healer in the group, so she makes 

the fight even tougher. 
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In raid settings, you will face four 

opponents. Bálak and company will 

be joined by Bhaltair, a visitor from 

Angmar.  

 

Bhaltair is noted for his some rather 

nasty attacks. This is just in case the 

slows from the orc and the heals 

from Rose didn’t make life difficult 

enough as it was. 

 
 

Bálak is a murderer. Not only did he 

kill Mat Heathertoes but they also 

killed two others.  

 

If Butterbur is to be believed, the 

brigands actually killed five in all: 

Mat Heathertose, Rowlie Appledore, 

Tom Pickthorn, Willie Banks, and one 

of the Underhills.  Where are the 

other two bodies? 

 

Once you defeat Bálak and any adds 

he may have, you may take the final 

control point. This completes the 

skirmish and a chest appears behind 

you with your rewards. In addition, 

Second Watcher Heathstraw arrives 

to congratulate you on your victory. 
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Opponents 

There are three types of basic opponents that you face in Bree: brigands, half-orcs, and wolves. 

Each group you face consists of a number of mob points given on the table below. The number of mob 

points depends on the fellowship size setting for the skirmish run. The mob group sizes in Thievery and 

Mischief are average for skirmishes. 

Number of Players Mob Points Min Max Possible Setup Mob Types 

Solo 4 2 3 2 Hale; 1 Hale + 2 Weak Weak, Hale 

Duo / Small Fellow 10 2 5 2 Hardy + 1 Hale Hale, Hardy, Strong 

Fellowship 12 2 5 1 Strong + 1 Hardy Hale, Hardy, Strong 

Raid (12) 48 - 52 4 9 1 Staunch + 2 Strong + 5 Hardy Hardy, Strong, Staunch 

Just what is a mob point? A mob point is the equivalent of one weak (swarm) opponent. You will not 

face fifty swarm enemies in a raid but will instead face a smaller number of tougher opponents. 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 

 

Each control point in the skirmish (except the Town Hall) is defended by one or more groups. Each 

counterattack consists of one group.  

Lieutenants are not part of this cost. In this skirmish, each control point (except the Town Hall) has a 

chance of including a single lieutenant. This is not reflected in the mob point total. Each counterattack 

(except the first counterattack against the Auction Hall) has a chance to include a single lieutenant. 

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

Wolves seem to be everywhere these days. The last place you would expect to find them is in the middle 

of a large town but now they even roam the streets of Bree. Wolves are not universally linked to other 

mobs. I have often attacked a mob without getting the attention of a wolf standing next to my target.  

While most mobs in this skirmish are light in special abilities, especially when running solo, the wolves 

appear to have an overabundance of them. If it’s a wound or disease effect, then you are likely to find a 

wolf somewhere that has it (I haven’t see one with a bleed – yet). 

 
 

Name:  Bree-land Pack-wolf 

Type: Melee 

Morale: 4076 

Abilities: Wound: Minor Dislocation (30 sec) 

    +5% attack duration 

    Block Penalty 

 Wound: Crippled (52 sec, Hardy+) 

    -25% to run speed 

 

 

 

Name:  Rabid Bree-Wolf 

Type: Melee 

Morale: 4076 

Abilities: Wound: Minor Sprain (30 sec) 

    -20% Run Speed; Evade Penalty 

 Wound: Minor Laceration (30 sec) 

    -10% melee/ranged damage 

    Parry Penalty 

 Wound: Minor Injury (1 min) 

    Penalty to Might 

 Disease: Minor Diseased Frailty (3m) 

    Penalty to Vitality 

 Disease: Minor Disease (12 sec) 

    Drains power every 3 seconds 
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Brigands 

Brigands are men working for Skarkey. Sharkey? Isn’t that the guy who was leading the troubles in 

Tuckborough? He gets around a bit, doesn’t he? There are three types of brigands: Sharkey’s Enforcer, 

Sharkey’s Archer, and Sharkey’s Captain.  

Low-grade Brigands don’t have any special abilities but the hardy ones start to gain a few. Most likely 

they’ve been spending too much time training those wolves and not themselves.  

 
 

Name:  Sharkey’s Enforcer 

Type: Melee 

Morale: 4076 

Abilities: None 

 

 
 

Name:  Sharkey’s Archer 

Type: Ranged 

Morale: 4035 

Abilities: Wound: Deep Wound (30s, Hardy+) 

    Common every 2 seconds 

 

 

Name:  Sharkey’s Captain 

Type: Melee 

Morale: 4117 

Abilities: Slow (Hardy+) 

    -25% run speed in caltrops area 

 Light Injury (Hardy+) 

    Common every 2 sec in caltrops 

 Knockdown (Hardy+) 
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Half-orcs 

Half-orcs have been arriving from the south recently and they are the true leaders of this operation. 

There are three types of half-orcs: Southern Warrior, Southern Skirmisher, and Southern Captain.  

While Beleriand weapons are the best you can use against these half-orcs, other weapons will still be 

reasonably effective. 

 
 

Name:  Southern Warrior 

Type: Melee and Ranged 

Morale: 4117 

Abilities: Poison: Minor Poison (12 seconds) 

    Common damage every 3 seconds 

 Poison: Minor Crippling Poison (2m) 

    Penalty to Agility 

 Knockdown 

 Recommend Beleriand Damage 

 

 
 

Name:  Southern Skirmisher 

Type: Ranged 

Morale: 4035 

Abilities: Wound: Deep Wound (30s, Hardy+) 

    Common every 2 seconds 

 Recommend Beleriand Damage 

 

 

Name:  Southern Captain 

Type: Melee 

Morale: 4117 

Abilities: Slow (Hardy+) 

    -25% run speed in caltrops area 

 Light Injury (Hardy+) 

    Common every 2 sec in caltrops 

 Recommend Beleriand Damage 
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Lieutenants 

There are 14 lieutenants that appear in the solo setting. 12 more are added in duo and 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. That leaves just one lieutenant 

that I have never seen in this skirmish: the Flesh Gorger. Details on the various lieutenants are given in 

Appendix A. 

There are 9 points where lieutenants can appear. There is a 75% chance of a lieutenant appearing at 

each of those points. In raids, there is a 25% chance of there being two lieutenants at a point.  

As this is a fairly straightforward skirmish, none of the lieutenants are any more notable than the others.  

 

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

Bearer of Blight √ Brood Queen √ 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 √ Raging Snapper √ 

Troll Wound-taker √ Tempest of Flame √ Silent Slayer √ 

Venomous Blood-arrow √ Wretched Falconer √ Spawn of Morgoth √ 

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

Morale  12,351 

 

Banner: Battle Tactics 

   +50% Melee Damage 

 

Aura: Leadership 

   Multiplies maximum morale by 1.3 

   +50% Incoming Healing Modifier 

 

 
 

When you first find Bálak, he is in the middle of killing Matt Heathertoes. I presume he attacks you to 

get rid of any witnesses. Then again, if he’s killing people in front of the Town Hall, he probably doesn’t 

care about witnesses. 

In solo mode, Bálak is alone, though he can be a formidable fighter. Don’t expect an easy fight as you get 

in Trouble in Tuckborough. While there are no adds in this fight, Bálak does occasionally plant a war 

banner that gives him a bonus to damage. I generally take a couple swipes at the banner to get rid of it 

and then resume attacking Bálak. 

The leadership aura doesn’t mean much in solo runs but it does become significant when playing in 

group skirmsihes, since he will have company. Bálak’s aura means that it will be tougher to kill his 

companions and Rose’s healing will be more effective (if you are in a full fellowshipp or raid). Of course, 

if you try kill him first, then Rose is free to heal. 

In duo and small fellowship runs, Bálak is joined by an orc named Bolgstaz. Bolgstaz has an aura that 

slows your movement. My general method for handling this fight is to send a tank (either a player or a 

well-trained protector will do) against Bálak while the rest work on Bolgstaz. I never ran this with a 

burglar or a lore-master but I presume mezzing Bálak would also be effective. Don’t bother using a fear 

effect, since if an oppoent gets too close to the gate, the fight resets. 

In full fellowship skirmishes, they are joined by a brigand named Rose Blackweed. Rose heals. Kill the 

healer. Too bad the other two don’t make that as easy as it sounds. 

In raids, they are joined by Bhaltair. This means that in a raid, you will face four opponents, some of 

whom include auras, in a tight area.  
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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 eight encounters in Thievery and Mischief. As with other offensive skirmishes, the 

encounter bosses in this skirmish are all elite in solo runs. 

Each encounter is triggered through one of three conditions: capturing a control point, fending off the 

last counterattack at a given control point, or moving to a particular location. You can choose when to 

face each encounter and can generally do so without interference by other mobs. 

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

 

 

 

 

 

 

 

 
 

Gruglup can be found in the 

opposite direction from 

where you need to head. He 

is up near the blocked 

Woodsmen’s Gate, while the 

next control point is towards 

the Haunted Alley. 

 
 

Gruglup’s had two bleed 

effects. The Serious Wound is 

particularly nasty and is on 

my short list of effects that I 

will remove with a potion, 

especially when I am running 

the encounter with a low-

morale character. 

 

 

  

Name: Gruglup 

Type: Goblin 

Trigger: Capturing the Auction-hall control point. 

Text: Crashing of plates and a faint chewing come from the north. 

Location: Northeast of the Auction-hall (63.6N, 132.2W). 

Morale: 18,159 

Abilities: Wound: Serious Wound (20 seconds) 

  Common damage every 2 seconds 

 Poison: Poison (21 seconds) 

  Common damage every 3 seconds 
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Ned Ashleaf 

 

 

 

 

 

 

 

 
 

When I receive this 

encounter message, I am 

generally at or near the 

Auction Hall control point.  

Ned is standing on the porch 

of a house about halfway 

between the Auction Hall 

control point and the gate to 

the Haunted Alley. 

 

If you fight the counterattack 

too close to the porch, you 

have a chance of entering 

combat with Ned as soon as 

he spawns. 

 

Ned is a heavy hitter but 

doesn’t have many special 

abilities. They tend to be 

more annoying than anything 

else. Of course, turning and 

running against a warden is 

generally just begging for 

Wages of Fear. 

  

Name: Ned Ashleaf 

Type: Brigand 

Trigger: After fending off both counterattacks at the Auction Hall. 

Text: A door slams loudly, ‘So you want a fight?’ 

Location: On a porch between the Auction Hall and the Haunted Alley (63.3N, 132.4W). 

Morale: 18,342 

Abilities: Runs when low in morale 

 Knockdown 
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Tukar 

 

 

 

 

 

 

 

 
 

Tukar is angry. He is declaring 

the end of the age of man 

because he has a grudge 

against the men of Bree. 

Why? He was just thrown out 

of the hunting lodge for not 

having enough rep with local 

faction. Perhaps I can 

convince him to join the good 

guys to repair his rep. 

 

Nope, he’d rather take out his 

frustration on me. 

 

Tukar has a knockdown punch 

and he throws down a few 

caltrops that he most likely 

stole from the hunting lodge.  

 

  

Name: Tukar 

Type: Half-orc 

Trigger: After fending off the counterattack in the Haunted Alley. 

Text: A door to the west is flung open, “The Age of man is over.’ 

Location: The porch of the hunting lodge (63.3N, 132.9W). 

Morale: 18,526 

Abilities: Knockdown 

 Slow (-25% run speed while in caltrops area) 

 Light Injury (Common damage every 2 seconds while in caltrops area) 
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Lordfisher 

 

 

 

 

 

 

 

 

 
 

What’s a bear doing the in 

alleys of Bree? Making 

trouble for us, most likely. 

The last thing I want is a 

bear rushing up behind me 

while I’m fighting someone 

else. Therefore, I deal with 

the bear first. 

 

You will find Lordfisher in a 

side alley you pass as you 

head towards the Jailhouse. 

 

Lordfisher has a very low 

morale level for an offensive 

skirmish encounter mob. 

What he lacks in morale he 

makes up for in shear hitting 

power. Let’s just say he hits 

like a bear. 

 

Lordfisher also has a wide 

array of wounding attacks. 

Don’t let that low morale lull 

you into believing that this 

would be an easy fight. 

Name: Lordfisher 

Type: Bear 

Trigger: Upon entering the alley connecting the Haunted Alley to the Jailhouse courtyard. 

Text: A roar erupts from the alley to the north-east. 

Location: In an alley you pass on your way to the Jailhouse (63.4N, 132.6W). 

Morale: 11,116 

Abilities: Knockdown 

 Wound: Weakened Armor (1 minute) Penalty to armor 

 Wound: Major Laceration (1 minute) -20% melee/ranged damage; Parry Penalty 

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

 Wound: Major Sprain (1 minute) -40% run; Evade Penalty 

 Fear: Minor Fright (2 minutes) Penalty to Fate and Will 
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Tom Greythistle 

 

 

 

 

 

 

 
 

Tom Greythistle should be 

inside the jailhouse and 

behind bars. Unfortunately, 

he is now free and he 

stepped outside the jailhouse 

to brag about it. I think it’s 

time to shut him up. 

 

Since he just stepped outside, 

you can find him next to the 

jailhouse door. Perhaps I 

should ask him if the warden 

trainer is still within. 

 

 

 

Nope – the only training Tom 

offers is a life-and-death 

struggle. Oh, and running. He 

likes to run. Ah, I get training 

at using Wages of Fear, so not 

all is lost. 

  

Name: Tom Greythistle 

Type: Brigand 

Trigger: Upon fending off the counterattack at the jailhouse. 

Text: A door slams behind you, ‘I am free of my shackles and prison!’ 

Location: On the porch of the Jailhouse (63.5N, 132.4N) 

Morale: 18,342 

Abilities: Runs at low morale 
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Snagburz 

 

 

 

 

 

 

 
 

I have no idea what Snagbúrz 

is seeking. With the way he’s 

carrying on, you’d think he 

just lost the One Ring. 

  

 

Snarbúrz has a knockdown 

punch and he throws down a 

few caltrops. He apparently 

has the same equipment 

dealer as Tukar.  

 

 

  

Name: Snagbúrz  

Type: Half-orc 

Trigger: Upon fending off the counterattack at the jailhouse. 

Text: A raspy voice sounds from the south-west, ‘Where is it? Where did it go?’ 

Location: In an alley along the western edge of the Courtyard (63.7N, 132.8W). 

Morale: 18,526 

Abilities: Knockdown 

 Slow (-25% run speed while in caltrops area) 

 Light Injury (Common damage every 2 seconds while in caltrops area) 
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Goretusk 

 

 

 

 

 

 

 
 

It wouldn’t be Bree without a 

boar. Goretusk is hidden 

behind a wall.  

 

He is rather difficult to see 

even when you’re on the 

proper side of the wall as he’s 

gray and he’s been playing a 

bit in the snow. Fortunately, 

his movement makes his 

location apparent.  

 

Yes, he’s really straight ahead 

in the picture to the left. 

 

 

 

Goretusk is one of the few 

encounter bosses that will 

threaten you before he 

attacks. When I approach 

him, I am careful to make 

sure that my soldier is in their 

proper position before I get 

too close. On a few occasions, 

I quickly rounded the wall and 

Flax decided to jump the wall 

and start attacking. When did 

she learn how to cut corners 

by jumping over walls?  

 

 

  

Name: Goretusk 

Type: Boar 

Trigger: Upon fending off the counterattack at the jailhouse. 

Text: Sounds of snorting come from the north-east. 

Location: Behind a wall along the east edge of the courtyard (64.1N, 132.3W). 

Morale: 18,342 

Abilities: Threatens before attacking 
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Padfoot 

 

 

 

 

 

 

 
 

Padfoot roams the road that 

leads to Staddle. Or at least 

what would be the road to 

Staddle if a mountain of snow 

weren’t in the way. 

 

Padfoot is one of the few 

encounter bosses that enters 

threat status rather than 

attacking on sight. 

 

Padfoot used to have the 

highest morale of any 

encounter mob but this was 

reduced during the 

November 2010 update. She 

can still be one tough cat, 

though. 

 

  

Name: Padfoot 

Type: Lynx 

Trigger: Upon fending off the counterattack at the jailhouse. 

Text: You hear a soft growling to the east. 

Location: Along the road that leads from the Courtyard to Staddle (64.1N, 132.4W). 

Morale: 18,342 

Abilities: Wound: Injury (1 minute 30 seconds) 

  Penalty to Might 
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Variations 

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

player group size, and tier. 

Level 

All skirmishes have a level range. The range for Thievery and Mischief is 30 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. Most 

skirmishes, such as Thievery and Mischief, 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 for level 43 and 65 is given to the right 

(note that it is not possible to increase T&M above level 65). 

 

  

Diff Level 65 Level 43 

-10 1% 2% 

-9 5% 5% 

-8 9% 9% 

-7 20% 18% 

-6 39% 39% 

-5 60% 59% 

-4 75% 75% 

-3 85% 84% 

-2 90% 91% 

-1 94% 95% 

Even 100% 100% 

+1 N/A 105% 

+2 N/A 109% 

+3 N/A 116% 

+4 N/A 120% 

+5 N/A 125% 
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Tier 

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 Thievery and Mischief. 

Tier L 65 Hale Wolf Morale Skirmish Mark % 

1 4076 100% 

2 4982 110% 

3 6794 125% 

 

 

Player Group Size 

The player group size has the greatest change on the play of the skirmish.  

Number of Players Mob Points Mark % Lieutenants Boss Encounters 

Solo (1) 4 100% Signature Elite Elite 

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

Small Fellowship (3) 10 120% Elite 2 Elite Master Elite Master 

Fellowship (6) 12 150% Elite Master 3 Nemesis Nemesis 

Raid (12) 48-52 190% Nemesis * 4 Arch Nemesis Arch Nemesis 

* In addition, 25% of the control points will includes two lieutenants. 

The player group setting controls the quality of the lieutenants, the encounter bosses, the boss, as well 

as the number of opponents during the final battle. 

In addition, the group size controls when the second counterattack comes when there is more than one 

at a control point (this would be at the Auction Hall). In solo and duo modes, the second counterattack 

starts when the first one has been defeated. In the other settings, if the first counterattack is not 

defeated within three minutes, the second counterattack 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 

All 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 “Stopper of 

Thievery and Mischief.” There is no skirmish mark award for completing this deed. You only gain credit 

for these deeds if you complete the encounter before killing the skirmish boss and 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 isn’t a very good source for non-skirmish deeds. In Thievery and Mischief, you can 

complete the deed for killing brigands in Bree-land but that’s one of the easiest deeds to complete as it 

is. None of the racial slayer deeds can be readily completed here. Technically, the orc slayer deed can be 

completed through some of the lieutenants but that would be tedious at best. 

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 Thievery and Mischief 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 Men of Bree 
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Ode to Bree 

On Yule one year from yonder wood 
Brigands brought their blades of steel. 
As snow did settle they stole into town 
They were thugs full of mischief and thievery. 
 
Men who made great mischief came 
From the sultry south where Sharkey dwells. 
They plundered and pillaged with passion fierce 
They were thugs full of mischief and thievery. 
 
Five did fill the fatal roll: 
Three men of worth were massacred, 
Two hobbits were hit with hateful blows 
By those thugs full of mischief and thievery. 
 
The watchers did wake and wield their swords 
To make these men of malcontent 
Leave the lands of lawful folk: 
No more thugs full of mischief and thievery. 


