
 

 

 

Fortress Overview 
 

The Fortress of Amon Sul surrounds the summit of Weathertop, the southernmost and the most strategic of the 

Weather Hills of central Eriador (S. "Empty Land"). Located at the junction of Arthedain, Rhudaur, and Cardolan, it 

commands the easiest invasion route between the three Arnorian successor states. Here, the Great East Road passes 

beneath Weathertop`s southern slopes, through the gap between the Weather Hills and the rugged downland to the 

south. No citadel in Arnor was more significant or more revered for it rose from the heart of the North Kingdom, and its 

size and strength was unsurpassed by any other work of the northern Dunedain. 

 

The fortress on Weathertop was erected over the course of centuries, although the great tower and most of the inner 

walls date from SA 3320 through SA 3333. During this early period of Arnor's history, Elendil's Numenorean craftsmen 

leveled the hilltop and built what is now the core of the citadel. Their advanced construction techniques, which are 

exhibited in the massive Tower of Amon 581 and in the foundations of the surrounding curtain wall, outlived the work of 

later craftsmen. All of the other structures in the fortress pale by comparison. Arnorian, Cardolani, and Arthadan Kings 

added buildings with little regard to common architectural theme, and some of the newest towers reflect the 

relative scarcity of resources available to the later builders. Originally, the fortress was envisioned as a single tower, a 

monumental spire designed to hold the Master Seeing-stone of the North. In deference to the occupants of the site, 

however, Elendil agreed to add a great yard and a single curtain wall to protect the gardens and lawns intended to make 

the fortress more livable. This plan was carried out during the last years of Elendil`s reign, as the clouds of war loomed 

ova Endor. 

 

Following the War of the Last Alliance that concluded the Second Age and the death of his father lsildur soon thereafter, 

King Valandil of Arnor (TA 2-249) ordered the addition of another wall. Valandil realized the precarious nature of peace 

although, strangely, he never contemplated defenses around the capital of Annuminas. This outer wall was built below 

most of the inner Curtain, but part of it emerged into and replaced the southwestern portion of the upper wall. 

Valandil's modifications gave the fortress its final plan. During the reigns of King Amlaith of Arthedain (T.A. 861- 

946) and his brother, King Thorondur of Cardolan (T A. 861-950), the citadel received a number of cosmetic changes. 

Much of the outer walls, damaged by the earthquake of T.A. 861, were finally replaced. This work continued into early 

part of the reigns of King Beleg of Arthedain (T. A. 946-1029) and of Thorondil of Cardolan (TA 900-'1025); thus the 

noticeable variations in construction and architectural features. Throughout this era, the fortress ostensibly remained 

the joint property of Amor`s three successor states.  

 

The Tower of Amon Sul is constructed of grey-blue granite, although its submerged foundation is composed of solid, 

black basalt. Volcanic pumice and shells imported from Lindon lent incredible strength and resilience to the mortar used 

to join the carefully cut, notched blocks that form the tower walls. The tower's beauty and longevity contrast sharply 

with the rest of the complex. Numerous varieties of granite and limestone were used to form the fortress' surrounding 

walls and towers. Whitewashed mortar covered some but, overall, these structures present a deep grey facade. Blue 

slate still covers all the roofs; providing some unity to the otherwise sprawling citadel. 

 

There are three parts to the defenses of the Fortress of Amon Sul: 

 

Lower Wall - Surrounded by a ditch, the Lower or outer wall seems to grow out the rocky out cropping that surround the 

summit. It is a winding, crenelated, stone wall with a covered parapet. The high, peaked roof that adorns the top is 

made out of slate, while the rest of the wall is formed out of granite blocks. On the north side of the citadel, the sentry 

walk is 6' to 8' above the level of the outer bailey, while on the south side this covered walkway is 10' to 16' above the 

adjacent enclosed area. No significant variation occurs on the outside, however, where the crenellations punctuate the 

wall some 20' up the stone face. The average height of the wall is about25'. 



 

 

 

 

Upper Wall - The upper or inner wall forms a 270 degree "U" inside the lower wall. Together with the highest portion of 

the lower wall (90' section), this rampart encloses the fortress yard. For 180 degrees, the access road runs along the cliff 

at its base. Like the lower wall, the upper wall is crowned by a covered parapet; however, most of the upper bastion 

merges into the rear walls of the buildings that surround and face the fortress yard. The inner curtain's sentry walk is 

only 7’ to 8' above the inner bailey, although the outside height of the wall varies from 25' to 40’. 

 

The Tower - The Tower of Amon Sul dominates the fortress. Perched upon a rise in the otherwise flat fortress yard it 

is located at the very summit of Weathertop. A 20' deep ditch or dry moat circles the structure. The tower itself is 280' 

tall and 70' in diameter. Its base spreads considerably, for the structure juts out of a massive masonry talus (sloping 

skirt) that is 105' in diameter at the ground Level inside the ditch. 

 

 

Entering the Fortress 

 

The citadel atop Amon Sul sits on the summit of a very high, almost circular hilltop. A road ascends the upper hill by 

following a clockwise spiral course. Near the peak, it wraps around the fortress' outer (dry) moat which, in turn, 

surrounds the 34' tall embankment that forms the foundation of the lower (outer) wall. After circling virtually the entire 

outer wall, the road crosses the outer moat and passes through the outer gate and continues to wind up the hillside. 

There, however, the route is actually inside the citadel.  

 

The roadway sweeps inside the lower wall and just below the upper wall until it makes a 180 degree swing around the 

summit. At this point, the road reaches the inner gate, a 10' wide aperture flanked by small towers and two turrets. The 

inner gate provides access to the fortress yard (or bailey). 

 

The great Tower of Amon Sul is essentially a giant free standing keep that sits inside its own moat and rises out of the 

center of the fortress yard. 70' in diameter and 280' tall, it is the largest Dunadain spire north of Angrenost (lsengard). Its 

beacon can be seen dozens of miles away.  

 

There are only four ways in this magnificent bastion. Two are sally ports, doors which open out of the northern and 

southern sides of the tower about 5' above the base. Only 2.5' wide and 5.5' tall, they can accommodate but one man at 

a time. Defenders use them as counterattack points, or as emergency escape routes. The third and most common way in 

the Tower is via the gate. This 4' wide, 8' tall opening sits 28` above the base of the tower and about 8' above the level of 

the fortress yard. A 40' long, sloping, wooden bridge connects this doorway to the yard. The 10' section of the span 

adjoining the tower is actually a drawbridge. Once across this gangway, you pass the three portcullis and two gates that 

guard the hallway through the 20' thick wall. 

 

Virtually no one - save the King, the Crown Prince, the High Seer, and the Castle Warden -- knows the fourth route in the 

Tower. It is a secret stairway that descends from the Chamber of the Palantir and winds inside the wall opposite the 

main chimney. The stair exits in a subterranean chamber k) some 140' beneath the surface of Weathertop, and there it 

joins a tunnel. From them, the underground passage spirals downward in a counter-clockwise direction through a water-

cut tube. The tunnel then levels off and runs in a north-northwesterly direction for 4900 yards, exiting at a cave 

containing the spring known as the Goblet Well (I).  

 

 

 

 

 



 

 

 

 

The Outer Defenses 

 

1) Lower Gate - 4 levels: 3 above, 1 underground. The Lower gate complex guards a 10' wide opening in the outer wall. 

Set at the northwestern corner of the citadel, it is Located at the least vulnerable point of attack. The gateway is 10' high 

at the highest point of its pointed arch. Two projecting bastions flank the entry: the short squat Whistler's Bastion (#2) 

on the western side; and the taller, narrower White Bastion (#3) on the eastern side. Guards on the sentry walk that 

connects the two towers watch from an overhanging, machicolated parapet. Here, the outer wall is 18', instead of 10', 

thick, thus accommodating the narrow, first level firing rooms (that permit archers to shoot arrows at enemies 

attempting to force their way through the passageway). The gate mechanisms are operated from the first Level of the 

adjoining bastion, leaving the second floor of the wall as an open defense chamber above the gate. During times of war, 

the guards keep hot oil and rocks in this room.  

 

2) Whistler's Bastion - 4 levels: 3 above, 1 underground, the cellar of the Whistler's Bastion contains two rooms. The first 

is a storeroom; the second houses three guards. A small fireplace is set in the foundation wall in the latter chamber and, 

unbeknownst to the garrison actually provides access to an underground passage that runs deep beneath the earth. The 

stone that forms the bottom of the fireplace and obscures the shaft weighs 250 Lbs. Pulleys and windlasses occupy the 

chamber that comprises the, while the second Level is devoted a battlement area. More stores fill the tower's third 

level, which is located beneath the steeply peaked slate roof and opens on to the sentry walks in the adjacent walls. 

 

3) The White Bastion - 4 levels: 3 above, 1 underground. Like the Whistler`s Bastion, the White Bastion contains a cellar 

barracks and a first level filled with gate mechanisms. Unlike the other tower, however, this small bastion houses 

battlements on its second and third Levels and contains no storerooms. 

 

4) Midge Watch - 3 levels: 2 above, 1 underground. A low tower on the northwest comer of the lower wall, Midge Watch 

looks out toward the road that runs from Amon Sul to the swamp of Midgewater. The tower is fully enclosed and has a 

cellar which is used as a kennel. One of the citadel's guard captains resides on the first level. The second Level contains 

the battlement area, and also houses the two dog-keepers. 

 

5) Ridge Watch - 3 levels: 2 above, 1 underground. Like Midge Watch, this low tower interrupts the course of the outer 

wall. Its second Level, where the sentry walk runs through the rear of the tower, is open. A guard room occupies the first 

level and store rooms are housed in the cellar. 

 

6) Arancil’s Tower - 3 levels: 2 above, 1 underground, and a demi-attic. The northernmost tower in the fortress complex, 

Arancil's Tower contains a warning bell beneath its slate roof. The cellar and first level house stores, while the second 

level serves as a battlement area and a residence for two guards.  

 

7) Valandil's Hang – 2 levels: both above ground. A low, projecting portion of the northeastern section of the outer wall, 

Valandil`s Hang overlooks a sharp cliff. Its name is derived from the fact that, from the road below, the projection seems 

to hang out over the outer moat. 

 

8) Valandil’s Tower - 4 levels: 3 above, 1 underground. This Tower contains a guard lounge and a warning bell beneath 

its slate roof. 

 

9) Elendil's Watch - 6 levels: 5 above, 1 underground. The easternmost tower in the fortress complex, Elendil`s Watch 

looks out toward the western plain of Rhudaur, the most likely place for an attack on the Weather Hills. Like Arancil's 

Tower, it contains a warning bell, which is located on the fourth level. Stores fill the cellar and a kitchen and mess area 



 

 

 

occupies the first and second levels. A guard room is located on the third level, while the flat roof or fifth level serves as 

a battlement. 

 

10) Long Curve - Long Curve is the southeastern and most vulnerable section of the outer wall, although its extreme 

height and the sharp decline of the adjoining cliff make assaults here quite daunting. The sentry walk along Long Curve is 

19` above the outer bailey and 23` above the grassy slope that descends to the outer moat.  

 

11) Lone Land View - 2 levels: both aboveground. A low, projecting portion of the southeastern section of the outer wall, 

Lone Land View looks out toward En-Eredoriath (S."Lone Land), the empty plain of southwestern Rhudaur that forms the 

border marches between that kingdom and the realms of Arthedain and Cardolan. The stayed lower foundation of this 

projecting bastion blends into a sharp cliff. Its name is derived from the fact that from the road below, the projection 

seems to be suspended out over the outer moat. 

 

12) Ohtar's Tower - 4 levels: 3 above, 1 underground. Legend says that Ohtar, Isildur's Squire and a survivor of the Battle 

of Gladden Fields (TA 2), died here. Whatever the case, Ohtar did reside here as the citadel's Third Captain after his 

return to Amor. The Third Captain, who commands the garrison of the outer wall, makes his home in the second level of 

this seven-sided tower. A kitchen and mess area occupies the first level, while six guards live in the cellar. The third and 

uppermost level serves as a battlement which helps protect the inner gate.   

 

13) South Curve - The South Curve runs along the southern side of the inner gate. At the point of its L-shaped tum, the 

outer wall is thicker and higher than at any other point. 

 

14) Upper Gate – 3 level gateway. The upper gate is set in a sort of cul-de-sac comprised by the surrounding buildings, 

and it is angled away from the direction of the entry road, making assaults more difficult. All the gate mechanisms are 

located in the first level. Two small, one-man turrets flank the 10 wide, 10’ gate on the second level, while the third level 

is devoted to a battlement. Machicolations in the floor of the second level permit defenders to rain missiles and hot oil 

on attackers moving through the gateway below. 

 

15) Prince's Tower – 5 levels: 4 above and a cellar. The Prince's Tower guards the northern side of the inner gate. Three 

Warriors reside here, in what were once sumptuous quarters.   

 

16) The Dependencies – 4 levels: 2 above, 2 underground. Most of the industries that make the Fortress of Amon Sul 

self-sufficient are located along this inner row. A tannery (16a), smokehouse (16b), joinery (16c), and weaver (16d) 

comprise the fortress` principal work-shops. 

 

17) Armorer's Tower - 5 levels: 4 above, 1 underground. The smooth-faced Armorer's Tower connects to the 

dependencies by way of a passage through the adjoining wall. The metalworking shop that occupies the tower’s first 

level is another of the citadel's main workshops. Stores, mostly raw or refined ore, are housed in the cellar. The second 

level accommodates the armor-making shop. While the third level holds an armory. The armorer and his three assistants 

live on the fourth and uppermost level. 

 

18) Short Curve -- Short Curve is the tallest and southeastern most section of the inner wall. Its imposing height and the 

sharp decline of the adjacent drop lend it a threatening air. The wall’s curving sentry walk is 14' above the inner bailey 

and 26' above the outer bailey. 

 

19) East Watch – 6 levels: 5 above, 1 underground. The easternmost tower in the upper wall, the East Watch stands vigil 

over the dangerous western plain of Rhudaur.  Located above Elendil's Watch, at the narrowest part of the lower bailey, 

it is the focus of the strongest point in the citadel. The adjoining sentry walks pass through its third level. Stores fill the 



 

 

 

cellar and a kitchen and mess area occupies the first and second levels. The Second Captain resides on the third level, 

while the fourth and fifth levels accommodate a small barracks and the battlement. 

 

20) The Odd Spire - The Odd Spire rises out of the South Curve of the outer wall. It is the Watch Squire's station, and it is 

here that the Squire blows the horns that signal changes in the guard patterns. 

 

21) The Prison Tower - 6 levels: 3 above, 3 underground. A U-shaped bastion that was later converted into a tower. The 

Prison Tower is one of the strongest fortifications along the inner wall. This is important for the citadel is protected by 

only one wall along its southeastern flank. The tower's lower two cellars house prisoners and the upper cellar is devoted 

to a kitchen and gathering hall for the nine guards that reside there. They live on the first level. The second level of the 

tower is a common room where trials are often conducted, although the formal judgment chamber is located in the 

Tower of Amon Sul. 

 

22) Smith's Bastion - 4 levels: 3 above (including the loft), 1 underground. The Smith's Bastion helps guard the lower 

gate. It is an unusual structure, for its three above ground levels are all open in the rear, permitting ventilation for the 

three forges that comprise the fortress smithy. Stores are kept in the loft or in the cellar. A sentry walk winds along the 

outer wall of the second level, thereby permitting defenders to operate from the upper portion of the outward-facing 

wall. 

 

23) Cook's Tower - 7 levels: 4 above, 2 underground and an attic. The Cook's Tower provides food for the entire fortress 

garrison and houses the cooks and quartermasters offices. Other kitchens and food stores are located around the 

citadel, but all the food brought to Amon Sul or grown on the premises is initially stored and processed here, even 

if it is to simply repackage, mark, and ship the food to a shop like the smokehouse. Food stores occupy the cellars and 

the attic and a mill cover the whole of the first level. Kitchens fill the second and third levels and the offices and 

battlements occupy the fourth level of the twelve-sided structure. 

 

24) Knights' Stables - 6 levels: 4 above, 2 underground, and an attic. The Knights` Stables serve as the home for the 

Knights (S. Requain.) and their horses. The stables themselves occupy the first level and the associated shops fill the 

second level. Both the third and fourth levels house the Knights. Food for the horses is kept in the upper cellar, while a 

store for extra riding equipment and a small armory occupy the lower cellar. 

 

 

 

 


