


























































L29: A large dry cave which is quite comfortable 

This cave acts as a short cut- into the goblins' caves, through the 
small insignificant crack. Waiting here reveals that the crack is 
regularly opened and a goblin steps out (probably capturing 
you!), then returns, closing the crack before repeating the 
process. 
EXITS: 
SOUTH - a narrow place with a dreadful drop into a dim valley 

(L36) . 
DOWN - the dark stuffy passage (L8), through the small 

insignificant crack. 
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L30: A little steep bay, still and quiet, with an overhanging cliff. 

Here HELP returns the clue 'WAIT A WHILE'., and sure enough, 
having entered WAIT several times, a hole appears in the 
mountain side. This is the side door of the Lonely Mountain and 
can be unlocked using the small curious key found in the goblins' 
dungeon. 

To go through the door: 

-WAIT - Repeat until the door appears. 
-UNLOCK DOOR 
-GO THROUGH DOOR - Into a smooth straight passage (L42). 

EXITS: 
SOUTH - the west side of Ravenhill (L49) . 
NORTH - the empty place (L 13) 
EAST - a smooth straight passage (L42), through the side door. 
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L31 : The Lonely Mountain 

EXITS: 
DOWN - the halls where the dragon sleeps (L25). 
WEST - a little steep bay, still and quiet, with an overhanging 

cliff (L30). 
SOUTH - the front gate of the Lonely Mountain (L 19). 
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L32: Long Lake 

EXITS: 
NORTH - a strong river (L43). 
EAST - a wooden town in the middle of Long Lake (L50). 
SOUTH - the waterfall (L47). 
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L33: The mountains 

Trying to go east from here produces the message 'The place is 
too full for you to enter'. See also L 13. 

EXITS: 
SOUTHWEST - the great river (L23) . 
SOUTHEAST - Forestriver (L 18). 
EAST - the empty place (see above). 
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L34: A narrow path 

The narrow paths which run through the Misty Mountain are 
designed to mislead and confuse, leading round in circles or 
nowhere at all. 

To retrieve the golden key hidden in the mountains, the following 
route can be used, starting and finishing at the Misty Mountain 
(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 - 8eorn's house (L 1). 
WEST - a narrow place with a dreadful drop into a dim valley 

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

EXITS: 
EAST - a narrow dangerous path (L35) . 
WEST - a hard dangerous path in the Misty Mountains (L26) . 

NORTH - a large dry cave which is quite comfortable (L29). 
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L37: Outside goblins' gate 

The goblins' back door leads down into the goblins' caves. To 
open it, enter: 

-OPEN 

EXITS: 
EAST - the treeless opening (L44) . 
DOWN - inside the goblins' gate (L28), through the goblins' 

back door. 
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L38: A place of black spiders 

This is actually inside the spider web. To go through again, enter: 

-BREAK WEB - Repeat if needed until the web is broken. 

You should now go through before the web is repaired . 

EXITS (all through the web) : 
EAST - the deep bog. Do not enter this location as you will sink 

into the bog and die. 
WEST - the green forest (L24). 
NORTH - an elvish clearing with levelled ground and logs 

(L 12). 
SOUTH - a forest of tangled smothering trees (L 15). 
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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 (L 19). 
SOUTH - a bleak 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 (L 1 7) 

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 th is 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 

On the outward journey Bard will stop here. To continue, you must 
both go up: 

-SAY TO BARD 'UP' 
-UP 

EXITS: 
UP - a bleak barren land that was once green (L4). 
SOUTH - Long Lake (L32). 
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L44: The treeless opening 

EXITS: 
WEST - outside goblins' gate (L37) . 
EAST - Beorn 's house(L 1). 
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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. 

~~,~ 
• . . J 
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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 th is would be: 

-NORTH - Leave. 
-WAlT - Repeat this untiT 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 (L 14). 
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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 (L 10). 
-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) 
EAST - the front gate of the Lonely Mountain (L 19). 

L50: A wooden town in the middle of Long Lake 

Here you will meet Bard, who is carrying a bow and arrow. These 
seem ideal for shooting the dragon, but taking them is useless as 
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 
who shoots the dragon, and in order for you to succeed Bard must 
travel with you. 

Fortunately, Bard moves only as instructed, but will keep moving in 
the same direction as long as he is able to. For this reason , it is 
important to send Bard in the right direction: 

-SAY TO BARD 'NORTH' 

EXITS: 
NORTH, SOUTH, EAST, WEST - all lead to Long Lake (L32). 
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Index of Usted Locations 

The locations detailed in the book are listed here in alphabetical order­
'L' before the location number refers to the third section, while 'H' means 
that the location is also described in the second section. 

Beorn's house 
the bewitched gloomy place 
a big cavern with torches along the walls 
a bleak barren land that was once green 
the cellar where the king keeps his barrels of wine 
a comfortable tunnellike hall 
a dark dungeon in the elven king 's halls 
the dark stuffy passage 
the dark winding passage 
the east bank of a black river 
the elven king's great halls 
an ·elvish clearing with levelled ground and logs 
the empty place 
the forest 
a forest of tangled smothering trees 
the forest road 
the forest road 
Forestriver 
the front gate of the Lonely Mountain 
the gate to Mirkwood 
a gloomy empty land with dreary hills ahead 
the goblins' dungeon 
the great river 
the green forest 
the halls where the dragon sleeps 
a hard dangerous path in the misty mountains 
a hidden path with trolls' footprints 
inside the goblins' gate 
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L1 H9 
L2 
L3 H8 
L4 
L5 H15 
L6 H1 
L7 H16 
L8 
L9 
L10 
L11 
L12 H14 
L13 
L14 
L15 
L16 
L17 
L 18 H11 
L19 
L20 
L21 
L22 H7 
L23 
L24 H12 
L25 H18 
L26 H5 
L27 H3 
L28 



a large dry cave which is quite comfortable L29 H6 
a little steep bay, still and quiet, with an overhanging 
cliff L30 H19 
the Lonely Mountain L31 
Long Lake L32 
the mountains L33 
a narrow path L34 
a narrow dangerous path L35 
a narrow place with a dreadful drop into a dim valley L36 
outside goblins' gate L37 
a place of black spiders L38 H13 
Rivendell L39 H4 0 
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A GUIDE TO PLAYING THE HOBBIT 

MELBOURNE HOUSE REGISTRATION CARD 

I, Please fill out this page and return it promptly in order that we may keep 

I 
you informed of new software and special offers that arise. Simply fill in 

I and indicate the correct address on the reverse side. 

'Name ............ . .......... . . .. . .. . .... . ...... . . ... . ... .. . . . I Address .. .... . .. . . . ..... . . . . . . . ........................ .. ... . 
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I Occasionally: .. ... . . .. . .. ...... .... . .. . .......... . .. . . . ... . .. . 

• What Age are you? 
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I. We are continually writing new material and would appreciate receiving 
I your comments on our product. 
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Finally! A gUide to playing the most exciting and challenging adventure 
today, The Hobbit. 

This book is designed to provide assistance in three stages, each stage 
becoming progressively less difficult. 

The first section forms a general introduction to playing The Hobbit. Broad 
outlines are given as to the general strategies and tactics involved in playing 
the game. A general mapping method is recommended. 

The book's second section"expands on the hints already contained within the 
Hobbit program, detailing only those problems where help might be needed.. 
Wnere several hints are given, these are coded to preserve a certain degree of 
difficulty. 

The third and final stage is in the form of a reference section which can-be 
used as and when"required, and gives a more detailed solution to each 
location. 

A GUIDE TO PLAYING THE HOBBIT, whilst providing solutions to the problems 
which are encountered, aims to preserve as far as possible the qualities of 
challenge and discovery which are so much a part of The Hobbit. No two 
games are alike,and this guide will help you to discover more about The 
Hobbit each time you play. 

A perfect companion to the game, should" belong on the bookshelves of a" 
Hobbit players." COMPUTER & VIDEO GAMES 

"Help distressed Hobbit players make theirdreams come true. It's a real 
boon for anyone who feels lost." MICRO ADVENTURER 

"Not a crib - but a guide to solving this famous game." 

MELBOURNE HOUSE PUBLISHERS 
ISBN 0 86161161 6 

ISBN 0-86161-161-6 
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