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Chapter One describes the area of Middle-
earth where your first adventure will
begin. Wilderland in 2946 of the Third
Age is a time of new beginnings, as the
free peoples rebuild after the death of the
dragon Smaug, and hope is rekindled. Yet
Mirkwood, the Heart of the Wild, remains
a place of darkness and mortal danger,
and who can say what the future holds?
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Chapter Two provides an overview of
Adventures in Middle-earth, detailing the
scope of the rules and what you can expect

from them. There are some key differences
in approach to the standard 5th Edition
rules, and they are outlined here.
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Chapter Three covers the playable cultures
that feature in Adventures in Middle-earth.
Each has its own particular strengths and
weaknesses, offering a broad range of play
options, firmly rooted in Middle-earth
and facilitating Middle-earth play.
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Chapter Four details six entirely new

classes, unique to Middle-earth and
specifically designed to emulate the
source material.
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Chapter Five describes new Middle-earth

themed virtues to further expand and

define your characters.
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Chapter Six offers unique backgrounds
native to Middle-earth, grounding your
characters firmly in the setting and giving
you numerous hooks for adventure.
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Chapter Seven details equipment, money,
standards of living, weapons and armour
appropriate to Middle-earth, in order

to ensure your games match the world
described in the books of JRR Tolkien.
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Chapter Eight lays out new rules for
Journeys. Travelis a key component of
evocative gaming in Wilderland, and this
is reflected in the expanded travel rules
that bring unique new systems to the
game. Using the maps and rules provided,
players and their Loremaster can plot their
characters’ epic journeys through Middle-
earth. Travelling through Wilderland
becomes a characterful, engaging and
dangerous part of your adventure.
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Chapter Nine covers rules for Corruption

— another core component of the Middle-
earth setting, and a unique addition to the
5th Edition rules set. Corruption replaces
the alignment system, and tracks your
character’s susceptibility to the lure of the
Shadow.
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Chapter Ten introduces a set of rules that

govern Audiences — a new rules structure
that enables your characters to meet

and interact with the great and good of
Middle-earth. Will the Elf-King Thranduil
welcome you into his halls, offering
hospitality and aid, or will you have to
wait on the dock in his subterranean
palace as unwelcome visitors?
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Chapter Eleven features the Fellowship
phase, another new evocative addition to
the 5th Edition rules. Fellowship phases
give characters a chance to rest between
adventuring seasons, return home, write
a book of their adventures or help the
Free Folk reopen the Dwarf road through
Mirkwood.
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tke many gamers, Middle-earth has been a cherished part of my life for almost as long as I can

remember. Itis a pivotal part of our shared heritage, and has significantly influenced the development

of the games we love. Bringing the greatest fantasy setting to the most popular roleplaying game has
been a project of huge excitement to our entire team, and an enormous privilege.

When we started planning our approach, we realised that this game should be about your adventures in
Middle-earth. Everyone has their own interpretation of this incredibly rich world, and that's something
that should be celebrated! We needed to take a ‘Yes, and’ approach - giving you the core Middle-earth
experience derived directly from the source, as well as empowering you to customise your game to meet
your vision.

Fortunately, the Open Gaming License give us the perfect way to make this approach work. We provide
the Middle-earth components, and you can add additional elements from across a huge selection of
already-existing resources. If your take on Middle-earth includes a spell-slinging wizard’s apprentice,
no problem — add in a magic-using class from the core OGL products. If you look hard enough, I'm sure
there’s even a feat for shield-surfing somewhere!
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As with all quests involving a dragon, this project has involved a great bunch of talented people who I'd
like to call out for special thanks. Francesco Nepitello and Marco Maggi, our steadfast companions and
designers of our first foray into creating Middle-earth games, The One Ring Roleplaying game. Gar, Ken,
Paul, TS, Walt and the rest of the Cubicle 7 team for all their great work and support on this fantastic
project, and especially Jon Hodgson, our awesome Creative Director who revealed a passion for writing
Anglo-Saxon poetry from the Dwarf point of view. Thanks to you all!

So find a good stout stick, pack your second breakfast and get ready to begin the journey. Good luck in
your adventures, and remember:

‘It's a dangerous business, Frodo, going out of your door,” he used to say. "You step into the Road, and if

you don't keep your feet, there is no knowing where you might be swept off to. Do you realize that this is
the very path that goes through Mirkwood, and that if you let i1, it might take you to the Lonely Mountain
or even further and to worse places?”

Dominic McDowall
CEO, Cubicle 7 Entertainment
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Friend, ] wish ] could persuade you to come here and see For yourself
that what we accomplished toaether was not wasted in idleness.

We have done much ‘9006 since the :layin‘s of the Dra&on and the
liberation of the Lonely Dountain. Che splendour of our works Far
surpasses Chorin's ‘9ranbe;t dreams of what we would accomplish,
back when we were plannina our little adventure.

Co think that almost Five years have passed! You mzbht say that
we didn 't think much of you at the time. [2ow ] miss very much our
days together, and ] would readily ForFeit my peaceFul life For one
of dangerous adventure. Quite astonishing, ] know, but J feel that
sleeping under the stars with a sword at my side would ease my

troubled mind.

] b0 not know precisely what troubles me, but disquiet wez"shs heavily
upon my heart. Che scourge of Smau,? has been vanquished, the
Recromancer has been driven out of his Forest :trongholb and, after
the Battle of the Five Armies, the Goblins are afraid to leave their
mountain holds. We have every reason to look Forward to a new age of
prosperity!

But something is wrong. ] am not the only one to perceive it. A
shadow, Felt but unseen. Che presence of a nameless threat that
Forbids people to rejoice Fully in the hope and conFidence that should
Follow the return of the liaht.

Ronsense? Possibly. ] am an old Dwarf after all, ané those who
hearken to me are but a Few. For every voice that dares to whisper
words of waming, Far too many answer that our recent victories have
earned us a respite. Despz'te my na&sing sense of unease, complacency
is rife.

Dearest Bilbo, deep inside of me ] Feel that we should remain vigilant
and warn others against the risks of 5elf~con‘2ratulation. Everyone
around us seems to look inwards instead, to their own concerns and
the goings-on ri ht in Front of their noses. Soon ] will confer with
Gandalf upon these matters, and possibly come to visit you in the

kindly West.

A letter from Balin, son of Funbdin, to Bilbo Baggjins, €sq.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved. 1. Definitions: (a)"Contributors" means the

copyright and/or trademark owners who have contributed Open
Game Content; (b)'Derivative Material" means copyrighted
material including derivative works and translations (including
into other computer languages), potation, modification,
correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) "Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)'Open Game Content” means
the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody
the Product 1dentity and is an enhancement over the prior art and
any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product 1dentity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark’ means the logos, names,
mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed
to the Open Game License by the Contributor (g) "Use", "Used"

or "Using" means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except

as described by the License itself. No other terms or conditions
may be applied to any Open Game Content distributed using this
License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty free, non exclusive license with the exact terms of this
License to Use, the Open Game Content.

5 Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this
License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of

the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title,
the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product 1dentity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co adaptability with any Trademark

or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership
of that Product 1dentity. The owner of any Product I1dentity used in
Open Game Content shall retain all rights, title and interest in and
to that Product 1dentity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply

with any of the terms of this License with respect to some or

all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach

within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
LLC.

System Reference Document 5.1 Copyright 2016, Wizards of the
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins,
Rodney Thompson, Peter Lee, James Wyait, Robert J. Schwalb,
Bruce R. Cordell, Chris Sims, and Steve Townshend, based on
original material by E. Gary Gygax and Dave Arneson.
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