

























































































L31: The Lonely Mountain L32: Long Lake
EXITS: EXITS: .
DOWN — the halls where the dragon sleeps (L25). NORTH — a strong river §L43). _ il
WEST — a little steep bay, still and quiet, with an overhanging EAST — awooden town in the middle of Long Lake (L50).
cliff (L30). SOUTH — the waterfall (L47).

SOUTH — the front gate of the Lonely Mountain (L19).
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L33: The mountains LL34: A narrow path

Trying to go east from here produces the message ‘The place is The narrow paths which run through the Misty Mountain are
too full for you to enter’. See also L13. designed to mislead and confuse, leading round in circles or
nowhere at all.

EXITS:
SOUTHWEST — the great river (L23). To retrieve the golden key hidden in the mountains, the following
SOUTHEAST — Forestriver (L18). route can be used, starting and finishing at the Misty Mountain
EAST — the empty place (see above). (L26):

—NORTH

—NORTHEAST

—NORTH

—SOUTHEAST

—DOWN

—DOWN

—DOWN

—DOWN

—EAST

—TAKE KEY — The golden key.
—UP

—WEST

—NORTH — Back onto the Misty Mountain
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L35: A narrow dangerous path

EXITS:
EAST — Beorn'’s house (L1).

WEST — a narrow place with a dreadful drop into a dim valley
(L36).
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LL36: A narrow place with a dreadful drop into a dim valley

EXITS:
EAST — a narrow dangerous path (L35).

WEST — ahard dangerous path in the Misty Mountains (L26).
NORTH — alarge dry cave which is quite comfortable (L29).
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L37: Outside goblins’ gate L38: A place of black spiders

The g_oblins’ back door leads down into the goblins’' caves. To | This is actually inside the spider web. To go through again, enter:
open it, enter:
—BREAK WEB — Repeat if needed until the web is broken.

—OPEN |

EXITS: You should now go through before the web is repaired.

EAST — th.e tr_eeless openi_ng,(L44). EXITS (all through the web):

DOWN — inside the goblins’ gate (L28), through the goblins’ EAST — the deep bog. Do not enter this location as you will sink

back door. into the bog and die.

WEST — the green forest (L24).

NORTH — an elvish clearing with levelled ground and logs
(L12).

SOUTH — a forest of tangled smothering trees (L15).
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L39: Rivendell

This is Elrond’s home and he is usually to be found here. HELP
gives the message ‘ELVES ARE GOOD AT READING SYMBOLS',
so Elrond can read the curious map for you.

It is important that you do ask Elrond to read the map, as otherwise
the links between locations mentioned on the map will not appear
in the game, and you may not be able to complete the adventure.
—SAY TO ELROND ‘READ MAP’

Elrond will reply with one of several messages, which vary from
game to game. These include:

‘Go east from Long Lake to get to Lake Town’

‘Go east from the forest gate to get to the bewitched gloomy place’
‘Go north from Beorn'’s house to get to the great river’

‘Go east from the Misty Mountain to get to a narrow place’

‘Go west from the treeless opening to get to outside goblins’ gate’
If you wait here, you will also receive some lunch:

—WAIT — Repeat this command until Elrond gives some lunch
to you.

EXITS:

EAST — a hard dangerous path in the Misty Mountains (L26).

WEST — the trolls’ clearing (L46). Do not go west until you are
certain that day has dawned.
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L40: The ruins of the town of Dale

EXITS:

NORTH — the front gate of the Lonely Mountain (L19).
SOUTH — ableak barren land that was once green (L4).
WEST — the west side of Ravenhill (L49).
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L41: The running river

On the return journey the wood elf should capture you either here
or at the waterfall (L47). If the elf is not here, it is unwise to go west
as this leads to the forest, where the pale bulbous eyes will stare at
you. ..

EXITS:
NORTH — the waterfall (L47).
WEST — the forest road (L17)

If you do see the pale bulbous eyes (and they see you), you can
escape them by re-typing the direction in which you came,
followed by WAIT twice, then the direction once more. The risk in
doing this is that you could be captured by the wood elf while
waiting, in which case you will be stung and killed inside the elven
dungeon.
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L42: A smooth straight passage

EXITS:
WEST — a little steep bay, still and quiet, with an overhanging

cliff (L30), through the side door.
EAST — the halls where the dragon sleeps (L25).
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L43: A strong river L44: The treeless opening

On the outward journey Bard will stop here. To continue, you must EXITS:

both go up: WEST — outside goblins’ gate (L37).
EAST — Beorn’s house(L1).

—SAY TO BARD ‘UP’

—upP

EXITS:
UP — ableak barren land that was once green (L4).
SOUTH — Long Lake (L32).
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L45: The trolls’ cave

Here you will find the short strong sword and the rope. To take
both, enter:

—TAKE ALL

EXITS:

SOUTH — a hidden path with trolls’ footprints (L27), through the
rock door.
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L46: The trolls’ clearing

The less than friendly greeting the trolls give you here should alert
you to their danger — you should leave immediately.

The hideous troll, however, is carrying the large key which you will
need to help you continue the game. HELP provides the clue as to
how you can take the key — ‘WAIT FOR THE NEW DAY
DAWNING'. Consulting the book The Hobbit at this stage reveals
that trolls turn to stone in daylight, so you must leave and return
once day has dawned.

One way of doing this would be:

—NORTH — Leave.

—WAIT — Repeat this until day dawns.
—SOUTH — Return to the clearing.

—TAKE KEY — Now that the trolls are harmless.

EXITS:

SOUTHWEST — a gloomy empty land with dreary hills ahead
(L21).

SOUTHEAST — Rivendell (L39).

NORTH — a hidden path with trolls’ footprints (L27).
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L47: The waterfall
EXITS:

SOUTH — the running river (L41).
WEST — the forest (L14).
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L48: The west bank of a black river

Here you must somehow cross the river. Swimming is of no use, as
you will fall alseep in the mysterious waters and drown. In The
Hobbit Bilbo used a boat and you, too, must follow this course of
action, confirmed by HELP — ‘BOATS CAN HELP. LOOK
CAREFULLY’. No boat is visible, but enter:

—THROW ROPE ACROSS — Repeat until the rope lands in the
boat on the other side of the river.
—PULL ROPE — The boat will glide across.
—CLIMB INTO BOAT — The boat will move by itself and carry
you to the east bank (L10).
—CLIMB OUT

If Thorin is with you he can be left here. It would also be a help if at
this point you do have the valuable golden ring, though it is not
essential.

EXITS:
WEST — the bewitched gloomy place (L2).
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L49: The west side of Ravenhill

EXITS:

NORTH — a little steep bay, still and quiet, with an overhanging
cliff (L30).

SOUTHEAST — a bleak barren land that was once green (L4) 1

EAST — the front gate of the Lonely Mountain (L19). lndex Of LISted Locations

L50: A wooden town in the middle of Long Lake [
The locations detailed in the book are listed here in alphabetical order —

'::é?nﬁ:;’;"f':):n;‘io?_ardimho Is carrying a l_DOW and arrow. These '’ before the location number refers to the third section, while ‘H’ means
s ing the dragon, but taking them is useless as [ that the location is also described in the second section.
you will find yourself to be a very bad shot. Bard himself is the key .
to the final stage of the game. Tolkein's novel tells us that it is he ’ Beorn's house L1 H9
}[Ar/:\cl)e?fcztohts the dragon, and in order for you to succeed Bard must the bewitched gloomy place L2
g a big cavern with torches along the walls L3 H8
, : a bleak barren land that was once green L4
Elc;rtunatelyé,. Bard moves only as instructed, but will keep moving in the cellar where the king keeps his barrels of wine L5 H15
the same irection as Ipng as he is able to. For this reason, it is a comfortable tunnel like hall L6 HA
important to send Bard in the right direction: a dark dungeon in the elven king’s halls L7 H16
L : : the dark stuffy passage L8
Ba1 T EARDNORTH the dark winding passage L9
EXITS: tne e;'ist bsnk ofa blachk “ver L10
the elven king's great halls L11
NORTH, SOUTH, EAST, WEST — all lead to Long Lake (L32). an elvish clearing with levelled ground and logs L12  Hi4
f the empty place L13
| the forest L14
a forest of tangled smothering trees L15
the forest road L16
the forest road L7
Forestriver L18 H11
the front gate of the Lonely Mountain L19
the gate to Mirkwood L20
a gloomy empty land with dreary hills ahead L21
the goblins’ dungeon L22 H7
the great river L23
the green forest 124 H12
the halls where the dragon sleeps L25 H18
a hard dangerous path in the misty mountains L26 H5
a hidden path with trolls’ footprints [227: = H8
inside the goblins’ gate L28
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a large dry cave which is quite comfortable

a little steep bay, stilland quiet, with an overhanging

cliff

the Lonely Mountain
Long Lake

the mountains

a narrow path

a narrow dangerous path

anarrow place with a dreadful drop into a dim valley

outside goblins’ gate

a place of black spiders
Rivendell

the ruins of the town of Dale
the running river

a smooth straight passage

a strong river

the treeless opening

the trolls’ cave

the trolls’ clearing

the waterfall

the west bank of a black river
the west side of Ravenhill

a wooden town in the middle of Long Lake
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L29

L30
L31
L32
L33
L34
L35
L36
L37
L38
L39
L40
L41
L42
L43
L44
L45
L46
L47
L48
L49
L50

H6

H19

H13
H4

H2

H10

H17
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