


ROLEPLAYING GAME
CREDITS

AUTHOR: DOUGLAS SUN

ADDITIONAL MATERIAL: MIKE MEARLS
DEVELOPMENT AND EDITING: Jerr TIDBALL
ADDITIONAL EDITING AND PROOFREADING: CHRIS SEEMAN AND JANICE M. SELLERS
LINE DEVELOPMENT: Jerf TIDBALL

CREATIVE DIRECTION: CHRISTIAN MOORE AND OWEN SEYLER
ProDUCT DEVELOPMENT, TOLKIEN ENTERPRISES: LAURIE BATTLE
PropucT DEVELOPMENT, NEW LINE CINEMA: JoHN MAYO
ASSET COORDINATION, WETA DIGITAL: GLEN SHARAH

VISUAL CREATIVE DIRECTION: DAN BURNS

ART DIRECTION: Jesse CASSEM

GRAPHIC DESIGN (COVER): KiERAN YANNER (INTERIOR): JES
PRODUCTION DESIGN: OWEN SEYLER AND KIERAN YANNER
ILLUSTRATION, WETA WORKSHOP: DANIEL FALCONER
ILLUSTRATION: KIERAN YANNER ( ..‘
ENDPAPERS: DANIEL REEVE 5

PLAYTEST COORDINATORS: BRYAN BARLOW, MATTHEW BiRCH, gASON DURALL, AND JiM JOHNSON

PLAYTESTERS: BiLLY ARNOLD, RICHARD BACHMANN, GREG BEYERLEIN, ANGELA CURL, MARK DOHR ARRY
DRENNAN, JENNIFER GREENE, SETH GREENE, ANDI JOHNSON, SAM JOHNSON, ART LOEFFLER, ALAN MATT ws

KATHERINE McCANN, Bos NORRIS TRAVIS PRICE, ALEX THOMAS, AND JESSIE WEEKS ;!r

' % \ €L
SPECIAL THANKS: DouG BURKE ~ : S
AUTHOR’S DEDICATION: FOR STEVEN AND WD OKUNO, WHO FIRST SHOWED ME THE HIDDEN PATHS THAT RUN k.
WEST OF THE MOON, EAST OF THE SUN e

PrRODUCED BY DECIPHER INC.

IOTDRIGS %

=
]E)Rh:-:-.RlN(E
. NEW LINE CINEMA

An AOL Time Warner Company

D E_GolmR HER

The Art of Great Games® Join

T Visit: www.lordoftherings.net

America Online Keyword:

AMER,ICA

WWW.DECIPHER.COM
LOTRfanclub.com Jméne Lord of the Rings

* © MMIV New Line Productions, Inc. All Rights Reserved. The Lord of the Rings and the names of the characters, items, events and
|5‘Iaces therein are trademarks of The Saul Zaentz Company d/b/a Tolkien Enterprises under license to New Line Productions, Inc.
Decipher, Inc. Authorized User. TM, ©, & © 2005 Decipher Inc., P.O. Box 56, Norfolk VA, USA 23501. All Rights Reserved.



1 ABLE OF
(CONTENTS

INTRODUCTION: THE AFFAIRS OF WIZARDS
CHAPTER ONE: MAGICAL MIDDLE-EARTH

CHAPTER TwO: EXPANDING THE ORDERS

CHAPTER THREE: AN INCREASE OF DWIMMER-CRAFT
CHAPTER FOUR: TOOLS OF THE TRADE

CHAPTER FIVE: STORYCRAFT

20
46
62
38




[ntroduction

" THE AFFAIRS
OF \X/1ZARDS

Ayl hough warriors may brave fierce battle, rogues amass precious trea-
-2 '{;; " | sure, and nobles achieve fantastic glory, loremasters and magicians
&'\ E— lie closest of all these to the heart and soul of Middle-earth. It is the
> - s Ty i business of these, the learned orders, to comprehend the rich layers
e Tor not in doing or contriving . . . can of tradition, custom, and history that characterise Middle-earth. They under-

stand most fully what lore the tides of time and calamity have left untouched,
and they feel the keenest pangs over what has been lost to those tides. They
know better than anyone else what it means to live in Middle-earth.

{A‘ I avail; but only in knowing what was

and is, and in part also what shall be’

— Galadriel, The Fellowship
€’ of the Ring

And vyet, it is easy to overlook
them. Magic is uncertain and subtle in
its workings. Lore-craft seems a poor
weapon, compared to swords of steel,
to wield against the Enemy. What
have learned characters to offer? But
only the foolish dismiss magicians
and loremasters, for those who com-
mand the power of spellcraft may
turn the tides of battle or undo the

ies of the present. The
s and loremasters

many imagine, for it is easier than
doubters reckon to translate knowl-
edge into power.

OVERVIEW

-

I fancy now that she could do some
wonderful things, if she bad a

mind. I'd dearly love to see some

> Elf-magic, Mr. Frodo!”

— Sam, The Fellowship of the Ring

aths of the Wise: The Guide to

m -Maiicians and Loremasters will
o -




enrich your understanding of learned
characters in Middle-earth wheth-
er you are a Narrator tailoring your
chronicle to your players’ abilities or
a player interested in the full range of
possibilities these orders offer. It pro-
vides new rules to enhance the abili-
ties of learned characters, background
information to help explain how they
fit into the fabric of Middle-earth,
and storycraft suggestions to guide
Narrators and players alike in inte-
grating them into the chronicle.

CHAPTER ONE: MAGICAL MIDDLE-
EARTH provides an overview of how
lore and magic fit into the cavalcade
of races and cultures of Middle-earth.
You will also find a discussion of
how to get the most out of play-
ing magician, wizard, and loremaster
player characters. Players will find
this information useful during char-
acter creation and over the course of
the chronicle.

CHAPTER TwO: EXPANDING THE
ORDERS provides a broad range of rules
enhancements that give players many

~additional options for developing

learned PCs. You will find new order
abilities and new elite orders here, as
well as 20 new traits designed with
magicians and loremasters foremost
in mind. Wizards in particular receive
new order abilities to complement
the Wizard’s Staff ability in the core
rulebook and the Staff of Power abil-
ity in Fell Beasts and Wondrous Magic.
This chapter also presents important
enhancements of the rules govern-
ing Language and Lore skills. They
supersede the rules laid out in the
core rulebook and have a substantial
effect on the design and use of knowl-
edge-based characters.

CHAPTER THREE: AN INCREASE
OF DWIMMER-CRAFT presents 50 new
spells to add to the Middle-earth
Grimoire contained in the core rule-
book. Narrators will also find two
optional rules that allow them to adjust
the difficulty and peril with which PCs
can use magic in their chronicle,

CHAPTER FOuRrR: ToOLS OF THE
TRADE describes more rules centred
around learned characters. You will
find here rules for creating enchant-
ed items more detailed than those
in the core rulebook. You will also
find rules by which spellcasters can
gain and keep familiars, as well as
detailed rules for incorporating
libraries, archives, scroll hoards, and
other such aggregations of written
knowledge in your chronicle. They
include optional rules by which PCs
may gain ranks in certain skill groups
without having to allocate advance-
ment picks. Finally, you will find
new information on herb-craft and
a selection of herbs found across the
breadth of Middle-earth.

CHAPTER FIVE: STORYCRAFT dis-
cusses how Narrators can build chron-
icles full of interest and excitement for
learned heroes. It addresses the roles
of the various learned orders, provides
tips for creating magic-wielding vil-
lains, and imparts advice about how
to avoid the pitfalls that can arise in
chronicles whose protagonists include

learned PCs.




