




















































































































deepest pit, to its tallest tower.
Within its fortress are many orcs,
and dark magicks, but its most ter-
rifying occupant is the Necroman-
cer, who is indeed Sauron of
Mordor, given new shape again. |
urge the White Council to press for
an assault; it is to be hoped that the
revelation will make Saruman less in-
tractable." The scroll is signed "G",
obviously the symbol of Gandalf.

200. The one standing alone is
Gloin, an old king of Durin’s folk.
The others are dwarven warriors,
probably heroes, though you cannot
put a name to their faces. Deep in-
side, you feel a disquietness. There
is something more that you should
remember about such finely crafted
statues. Could it have something to
do with the dark discolorations on
the warriors’ weapons.

201. As the grey mists and your
heads clear, you find yourselves in a
dark columned chamber. The
means by which you came is not ap-
parent. Nor is there any obvious way
to go back the way you came.
Meanwhile, dark passages beckon
from all directions.

202. Oin’s spectral voice whispers.
"From Buri's cairn. WEST. SOUTH.
EAST. SOUTH. EAST. NORTH.
WEST."

203. Here in the nitre-coated crypt
wall, the dust collects upon an
empty stone shelf. The carvings
beneath indicate that this bier has
been reserved for Pelissar, a Prince
of the Dunedain.

204. As you enter, characters on
the wall begin to glow until they are
quite legible. The script is obviously

Gandalf’s. It reads: "l hope you find
this. The evil ones have driven me
underground for now. My spells will
hold them, but not for long. Do not
tarry here, for they love the dark.
Remember the name of Elbereth,
for it has power over them. What lit-
tle aid | give you is a new name
ILUTHIEN, which summons aid over
water. Use it wisely. They come now
and | must flee deeper ere | see the
light of Arda once more. Gandalf.

205. The old man rifles through
items on the shelf. "Aha!" He cackles
with joy. "Take what | give you to my
nephew Nob. I'm certain your gift
was his idea. And take this for your-
selves now."

206. Some in your party are more
affected than others. Standing
apart, they gaze awestruck at the
wonder of the Mithril ore. All other
concerns seem trivial in this great
and wonderful place.

207. With the dirt and rubble
brushed aside, deep runes can be
read in the rock floor. The simple
characters state: "With the Sign of
Seven, Durin's Axe may be
regained."

208. The dark form that is crossing
the narrow bridge is recognizable as
Durin’s Bane, the slayer of Durin VI.
It was this creature that drove the
dwarves from Moria, and has
haunted the memory of all dwarves
ever since. You are doomed.

209. The great hall is dark. Down
its center stalk a paired row of tower-
ing columns. They are carved like
the boles of mighty trees whose
boughs uphold the roof with a
branching tracery of stone. At the
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k.

'base of two of the columns, a great

fissure has opened. Lazy plumes of
smoke float gently upwards to lose
themselves in the darkness.

210. This huge doorway has a
swan shaped keyhole, about which
the word "FINARFIN" is written in
elven script.

211. After all that, all you find is a
crumbling skull. The scroll has two
words carved into it. "DURIN'S
BANE." As you handle the ancient
bone, it crumbles into dusty frag-
ments.

212. Bilbo gets up from his chair
with a start! "There was something
that | desperately needed to write -- |
hope I'm not too late!"

See Paragraph #1 in the Adden-
dum.

213. Haldir removes the blindfolds.
"You have come to Cerin Amroth, in
ancient times the heart of our realm.
Here ever blooms the winter flowers
in the unfading grass: the yellow
elanor, the pale niphredil. Follow the
stream to Galadriel.

214. The barrier shatters, frag-
ments of stone flying in all direc-
tions to reveal a small opening into
a dark passageway beyond. One
large stone remains. Carved into it is
a message: "Ask of the number of
dwarven fathers."

215. The sounds of your digging
echo through the halls. With a last,
mighty blow, a crawlspace is cleared
at the top of the debris pile, large
€nough even for a big man to
Squirm through.

216. Tom Bombadil will go no fur-
ther. He advises you to seek an old
Inn in Bree named the Prancing

- .

Pony, whose innkeeper is named
Barliman Butterbur. From there, he
tells you, you are on your own. "Be
bold, but wary! Keep up your merry
hearts, and ride to meet your for-
tune!"

You beg Tom to come with you, at
least as far as the inn, and drink
once more with you, but he laughs
and refuses, saying:

"Tom'’s country ends here; he will
not pass the borders. Tom has his
house to mind, and Goldberry is
waiting!"

Then he turns, tosses up his hat,
and departs, his song fading into
the distance behind you.

217. Once, Mirkwood was known
as Greenwood the Great. Then
Sauron the Enemy built his great
tower of Dol Guldur in the south
end of the forest, and slowly cor-
rupted it, so it became known as
Mirkwood, a dwelling place of evil
things. His dungeons were cor-
rupted by Sauron’s magic, so that
even when he wasn't there, the
prisoners would be tormented by his
presence.

A more recent scrawl says:

Only two creatures are known to
have entered Dol Guldur and es-
caped, through a secret entrance.
The first is the wizard known as Gan-
dalf the Grey. The second is the
creature Smeagol, now known as
Gollum.

218. Hidden here in the dancing
shadows, you find a great stone
chest, worked with runes and carved
with intricate, interwoven designs.

219. A chill settles on the party and
the light flickers but does not fail. A
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hollow voice, half-heard yet fully
clear, whispers. "l sense one of the
folk of Bilbo here. Maybe even of his
noble line."

"True, Ori." a second voice chimes
in. "Yet they will have to prove them-
selves ere we tell them much.”
There are no creatures visible here,
not even a ghost.

"If they don't survive the crossing,"
the first voice replies, "then they will
be of no use to us at all, my good
Oin."

"Hmmph! | still say we need proof
that they serve not the Shadow."

"Orcfeathers!"

"Oh, shave your beard!"

The chill passes and you cast glan-
ces amongst one another. Surely
the oppressive darkness has begun
to drive you mad.

Without warning the chill returns.
"Seek to end our plight, whether
day or night, in the seventh deep,
where the spirits sleep.’ There,
wagglebeard, does that appease
you?"

"Beware, | sense our master. We
must return ere he finds us absent."
Once again, the chill passes and
you are alone beneath the stone of

Moria.

220. After all that, all you find is a
crumbling skull. The scroll has one
word carved into it: "MORIA." As you
handle the ancient bone, it
crumbles into dusty fragments.

221. You quickly climb down the
handholds to the lower level.

222. "Thieves!" a booming voice
commands. The chamber seems
empty, except for a pair of stone
wings; but the voice is that of a

dragon. "Touch my hoard and |
shall curse thee for eternity! Come
closer and | shall make this cham-
ber your funeral pyre!"

223. The troll who stands here is a
giant, even amongst its own kind.
Powerful muscles ripple beneath its
scaled skin. In one massive hand, it
clutches a small brown bird. "Gan-
dalf! Gandalf!" the bird cries out. As
the behemoth troll stuffs the bird
into its filthy satchel and reaches for
its massive war club, the bird seems
to say: "Gandalf, it's I..." only to be
cut off by the muffling leather: Twirl-
ing its club like a baton, the
monster advances, gurgling in what
it might consider a chuckle.

224. How odd. This should be a
dangerous climb, as the sides of this
pit could collapse at any time, but
you've never felt safer, more secure.
You see what caused the bright
gleam -- it is a gem, as big and as
beautiful as you have ever seen. It is
a blue sapphire, and in its center, an
image of a golden eagle can be
seen.

"The Eagles of the North never had
a chance to thank Bilbo for his part
in the death of our enemy, the
dragon Smaug." a voice from the
gem says. "We offer this as a gift to
his people, the hobbits, on whom
the fate of Middle-earth rests. We will
come to your aid in a time of dire
need -- but only when the need is ut-
termost. Only one of Bilbo’s people
can summon us; this is our gift to
them. We hope the time never arises
where you will need to use the Gem
of Eagles, the Eye of Manwe."

225. The book tells of the grim last
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moments of Balin's Folk. Oin was
taken by the Watcher in the Water.
* Loni and several others fell attempt-
the East Gate. "We cannot get
out!" the writer despairs. "The end
comes... Drums, drums in the deep.
They are coming!" Then there is

nothing more.

226. In the distance, you hear
angry words -- it's a Black Rider, ar-
guing with the man who had been
so rude to you before. The Black
Rider lifts his sword, and the death
scream is terrible to hear. Fortunate-
ly, the Black Rider rides away, but
who knows where it might be lurk-
ing?

227. A hobbit-sized figure is sitting
on the throne, looking at you with
‘mock cheerfulness. It is Frodo! --
but not the Frodo that you know. He
has become a wraith, a shadow
under the power of the Dark Lord of
Mordor.

"Greetings my friends. Don't look
so alarmed, | understand everything
now. The truth. Gandalf has
deceived us all. He never cared for
Bilbo. He never cared for me, or the
Shire. No one cares for the Baggin-
ses except the Ring, and Sauron
made the Ring. Only Sauron cares
for the Shire -- he made the Ring to
help us all. It should never have
been stolen from him in the first
place; even the elves acknowledge
that It is his property, and it is our
hobbitish obligation to return stolen
goods, not try to destroy them. Gan-
dalf wanted to destroy it. It's Gandalf
Who's evil, not the Dark Lord."

lishly, you try to dissuade your
er friend from the cause of

must die!" the wraith-Frodo cries,
and he attacks you.

228. The mallorn tree is surprising-
ly easy to climb; it boughs are strong
and sturdy. No wonder the dwellers
of Caras Galadon built their homes
in the trees, you think to yourself as
you carefully survey the area.

229. |t is a long hard match. Even-
tually, you force your opponent to
the ground, and hold his shoulders
there. Belegcam grins: "You are in-
deed mighty! It has been long since |
had such a contest. May your
strength endure for all your days."

230. A handsome, tall, young elf
sleeps upon the ground. As you ap-
proach, he awakens and smiles.
"Members of the Quest! | just had
the oddest dream. In it, | saw the
East grow dark until the blackness
was absolute, and the blackness
spread until it overwhelmed Lorien.
All seemed lost, but suddenly a light
came from the west and told me
that you would come soon. It gave
me a riddle to tell you. Converse
with me further, and | shall tell it."

231. The creature that approaches
is a Balrog, a spirit of great and an-
cient evil. Eons ago, they were cor-
rupted by the Dark Lord, Morgoth,
into the service of evil, and Morgoth
made them his fiercest warriors, and
gave them great power. Only a
wizard, using the full power of his
staff, might defeat this monster;
either a wizard, or a relic of a greater

power.

232. The dwarves among you for-
get the recent misfortunes that have
befallen the Fellowship and get very

Sauron. "The enemies of Mordor
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excited by the sight of the stone.
"This pillar marks the place where
Durin first looked into the Mir-
rormere. Let us look ourselves, ere
we go!"

233. This is the council chamber
of Elrond. Upon the dais there are
many chairs; this hall is used by El-
rond to discuss matters of great im-
portance.

234. Erestor strokes his chin in
concentration. "Of course, there are
the tales of Trollslayer, a weapon of
great power said to have been
buried atop the Hill of Teeth above
Rivendell by the mighty elven Lord
Gil-galad himself."

235. Gazing around, you spot a
huge mallorn to the west. Surely
that must be the home of Galadriel
and Celeborn. To the east, you spot
the great river Anduin, and beyond
it a dark mass of trees. That must be
the forest of Mirkwood. A black
cloud lies across it; that must be Dol
Guldur, the northern citadel of the
Dark Lord.

236. "This should be the turn of
Aragorn, son of Arathorn." says El-
rond. "But alas, he could not be
with us. The Sword that was Broken
is Narsil, the sword of Elendil. It was
broken in battle against the Enemy
long ago, and its pieces were lost
long ago. They must be found so
the sword may be reforged.”

"Isildur’s Bane is the One Ring, the
Ring of Sauron. It was found by the
halfling Bilbo, whom we honor here
today. The Ring is our greatest peril,
and perhaps our only hope. Of
these matters, Gandalf has much to
say..."

—

237. The book continues on an un-
sullied page. "Lest it fall into evil
hands, we took Durin’s mighty Axe
and hid it where few would find it,
protected by many traps and guar-
dians. So well did we disguise it, that
only by means of Queen Galadriel's
Token would one find it again. This
token we cast into the shaft of
Durin’s chimney.

238. A note attached to the crate
says:

"l, Lotho Sackville-Baggins, Boss
of the Shire, hereby agree to provide
in perpetuity, to the Sharkey Ship-
ping Company, the best pipeweed
that the Shire can grow, in exchange
for machinery and able Big Folk to
assist me in the expansion of my im-
provements to the Shire.

(Signed) Lotho-Sackville Baggins."
239. On the floor of this place is a
skeleton, a man who died within this

barrow many years ago. He is
covered in rags; even a cursory
glance can tell that he was not a
prince or a soldier. A tomb robber,
perhaps? If so, one can scarcely im-
agine a worse choice of tombs to
plunder. His only gain was a gem,
still encased by his tightly clenched
hand, but he did not live to take it
out of here.

240. The scroll is dated a hundred
years ago and says: "The fortress of
Dol Guldur is well-guarded. It would
be folly to try to assault it without the
advantage of surprise, but sentries
east of Dol Guldur make this impos-
sible -- except for the forest labyrinth
south of Dol Guldur. There are many
spiders and monsters in the maze (it
was obviously built as a place to
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‘torment his prisoners, but | have
made a secret exit in the eastern
face of the maze below the Lawn of

i Statues). Through this exit, we can
- avoid the sentries." The scroll is

signed "G", obviously the symbol of
Gandalf.

241. "The last guardian must be
summoned by name ... "

242. The scroll is dated a hundred
s ago and says: "The fortress of

‘,‘Dol Guldur is thirteen levels tall,
- from its deepest pit, to its tallest

tower. Within its fortress are many

| orcs, and dark magicks, but its most

g occupant is the Necroman-

cer, who is indeed the Witch-king of

Angmar, given new shape again. |
rge the White Council to press for

tractable.” The scroll is signed "G",

‘obviously the symbol of Gandalf.

- 243. The waterfall holds special
- meaning for Legolas. He tells the
- story of Nimrodel and Amroth, two

~ elves who loved each other deeply.
~ "When dwarves awoke the evil within

the Mountains, many elves fled Loth-
lorien. And Amroth waited for her to
come to the elf-havens in the South,
but Nimrodel was lost in the White
Mountains, and was never seen
again. And yet this waterfall remem-
bers her, for if you listen very careful-
ly to it, you can hear her voice,
singing, in the sound of the cas-
cade."
244. The Nazgul withers. You have
a feeling he is not quite dead; he
merely abandoned this form,
.~ travelling shapeless and disgraced

- o Mordor. A thin but terrifying voice

says: "The hour of Sauron ap-
proaches soon! Thy doom draws
nigh!"

245. "All right!" the man breaks
into sobs. "You know the truth about
poor, poor..." he struggles to com-
pose himself, and doesn'’t do a very
goad job. After a few minutes, he
manages to continue: "He was look-
ing into what happened to Nob Ap-
pledore, and he went to that place,
and nosed around. And they killed
him! | saw it! But you mustn't tell
anyone. They'll kill us all!"

246. You race around the hill eight
times. It is grueling, even to elves as
seemingly tireless as Legolas and
Bragolhir. Legolas wins -- barely.
"Truly Nessa herself could not have
given a greater effort." Bragolhir
pants. "May the Valar bless thee."

247. Earendil’s star is the light of
the Silmaril taken from the Iron
Crown of Morgoth, the Great
Enemy, by the human hero Beren
One-Hand. The Silmaril was taken
to the West by the sailor Earendil,
who pleaded to the Valar for help
against Morgoth. The Silmaril was
placed in a ship by the Valar, and
hallowed, and Earendil was made
captain of the vessel. So late in the
evening and early in the morning,
the Star of Earendil can be seen, a
symbol of the downfall of evil. So
great is the power of the star that its
reflection is sometimes captured in
magical pools hallowed to Ulmo, the
Vala of water who kept his friendship
to elf and man even in the time of
exile. An empty vessel, filled with
such water, will shine with the light
of the star.
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248. Galadriel continues: "Take
any of my commanders, even the
Lord Celeborn. There is time to
return to Rivendell if you are quick,
and gather aid from Elrond. Also, |
give you an option of great power
and peril..."

"On the west wall of this cleft, you
will find an entrance. This leads to
an underground area | sealed long
ago. It connected to Moria, but
when Durin’s Bane stirred, other
evils also wakened. | was forced to
close that ancient entrance.

"Within its caverns are great
dangers, but also great treasures of
wisdom and power. Few would dare
it, fewer still have the power to try.
Only in such desperate times as
these would | offer the key to
anyone. Take it if you wish this peril.
If you succeed, you may find a way
to save the Quest of the Ring!"

249, "Greetings visitors. | am Lin-
wen," a beautiful elven voice says in
greeting. She turns to you and says:
"Soon | will depart, and either flee
the Shadow and the Enemy, or die.
What matter most troubles thy
heart?"

250. There are many damaged
pages then one reads briefly, "By
Mahal, who created the Naugrim, ..."

251. An elf is firing arrows into a
target. He looks at you, and says: "l
am Urthel. Welcome, strangers, to
Caras Galadon, the heart of elven-
dom in Middle-earth. May the stars
shine on your faces."

Urthel is a cordial and friendly fel-
low, and you discuss many things.
Conversation turns to his archery
practise, as you admire the skill with

—

which he placed arrows into the tar-
get. Urthel is pleased by the compli-
ment. He decides to offer you his
assistance.

"l know that you are on a
dangerous quest. | am considered a
good archer, and an even better
teacher. | can teach one of you the
art of the bow, if you have the time."
Do you accept Urthel’s offer? (Y/N)

252. You see before you a large
dark pool of water. In the center of
the pool are three extremely life-like
granite statues, of what appear to be
humans in heavy robes. Carefully
aiming your light at where their
faces should be, you see a look of
mixed surprise and horror. The
water itself is still and very black."

253. A note says: "This is
Galadriel's token. It is a symbol of
the friendship of the Eldar and the
Naugrim. Two of these were made
long ago by Queen Galadriel to
King Durin when he helped her es-
cape from Sauron during ancient
wars. Only one other token is known
to exist, in Moria. This token is used
as one of the safeguards to prevent
Durin”s axe from falling into the
hands of our enemies. The other is
the Golden Wheel. Only with these
items can Durin's Axe be regained."

254. To your horror, you recognize
the dark shape that is crossing the
chasm, a shape from the
nightmares of all elves -- a Balrog of
Morgoth. During the wars of the
First Age of Middle-earth, many
elven heroes died at the hands of
these demonic creatures: Fingon,
Ecthelion, even the great Feanor
himself. Of all of the elf-banes of
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1 ddle-earth, only Sauron himself is
‘more deadly. You are doomed.

255. This is the Hall of the First

| Father, the heart of dwarven kind on
. earth. To your wonder, the orcs have
| not marred these crypts, as is typical
| with their kind. There are many

| stone sarcophogi here, more than

- you have ever seen before. They are
| covered in ancient inscriptions, writ-

ten in the secret dwarven tongue.
"This is no tomb." Gimli draws your

‘attention to a stone marker. "In

ime of great need, the tool of Durin
will show the way..." he reads. "Alas,
| know not of this marker or its
meaning. It was not spoken of in the
egends that survived the fall of
Khazad-dum. It is clearly a barrier of
f1 sorts, but to where?"
- 256. Well now, here’s a bit of the
‘unexpected. The nose is a bit
weatherworn and the robe has seen
better days, but this is most certainly
meant to look like the wizard
an himself. What an odd
place to put a statue. Perhaps there

'is more here than meets the eye?
- 257. Carefully smoothing out the

crinkled, ale-stained pages of the

; ledger scroll, you make out barely

literate writing. The word "OR-
THANC" has been written in, along
with yesterday’s date. Both have
been crossed out. Below them, the
word "ISENGARD" stands out on the

 page.

258. In a bold hand, the following

| s set forth: "Galadriel has extended
- her influence to include the pass
high above Lothlorien. Even the

throughout the year. To call upon
the Lady’s power, simply speak her
name to the spirit."

259. Many are the treasures within
Khazad-dum. Within its labyrinthine
layers are gold, silver, and some of
the mightiest weapons ever forged.
While it is probable that the orcs
have despoiled most of the wealth, it
is unlikely that they have uncovered
every hiding place of the cunning
dwarves.
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ABOUT THE

AUTHOR

J.R.R. Tolkien was born in
South Africa in 1892. He
moved to England in 1896, and
attended Oxford University,
where he later served as a
professor of philology, specializ-
ing in the study of Old and Mid-
dle English dialects. His essay
"Beowulf -- the Monsters and
the Critics" (1936), an attack on
scholars who failed to see
Beowulf as a literary work
meant to be enjoyment enjoyed
(rather than a text for linguistic
discussion), is still considered
to be one of the most important
essays in the history of Old
English criticism; he also
provided an early translation of
the Middle English poem "Sir
Gawain and the Green Knight".
Tolkien's love of fantasy litera-
ture led him to create his own
works, based in a fantasy
universe called Middle-Earth.
He began writing the "Book of
Lost Tales" in 1917; this book
later became the basis for the
posthumously published "Sil-
marillion". "The Book of Lost
Tales" developed not only from
Tolkien's love of literature but of
language; it was written in

IOGRAPHIES

Tolkien's imaginary elvish lan-
guage, and Tolkien felt he had
to write stories in which his lan-
guage had a logical place.
Tolkien used Middle-earth as
the setting for his first fantasy
book "The Hobbit". This
children’s fantasy, which was
released in 1937, became an in-
stant classic and left readers
wanting a sequel.

For over ten years, Tolkien
worked on this sequel, "The
Lord of the Rings", which was
published in three volumes be-
tween 1954 and 1956. They
were very well received, but it
wasn't until the mid-1960s that
Tolkien's universe captured
public attention when "Lord of
the Rings" was released in
paperback. Tolkien’s work
generated a cult following and
numerous (perhaps too
numerous) imitators; certainly
fantasy literature, which
boomed during the 1970s,
owes an unpayable debt to
Tolkien for popularizing the
genre. It was this fantasy boom
that inspired the creation of fan-
tasy role-playing games, and
the computer role-playing
games which followed.

After he retired from teaching
in 1959, Tolkien spent the
remainder of his life working on

the "Silmarillion", a cycle of the
complex myths that lay behind
Middle-earth which he started in
1917 with "The Book of Lost
Tales." When Tolkien died in
1973, the task of compiling and
publishing the Silmarillion was
placed in the hands of Tolkien's
son, Christopher, who publish-
ed them in 1977. An animated
motion picture of the first half
of Tolkien's saga appeared in
1978; there have also been
televised animated cartoons,
comic books, computer games,
role-playing games, and even a
Harvard Lampoon parody
based on Tolkien's masterwork.
Tolkien was a devout Roman
Catholic; his religious influen-
ces, though interpreted through
his love of fantasy, are felt
throughout the Silmarillion and
the Lord of the Rings. Tolkien
was a member of a select
society of Oxford dons known
as the Inklings; they included
Tolkien'’s close friend C.S.
Lewis, whom Tolkien helped
convert to Christianity. Lewis
later became one of the great
popular theologians of the 20th
Century, as well as the author of
the acclaimed Chronicles of
Narnia. Tolkien was extremely
proud of his German heritage,
though in 1938 he refused to
allow the Hobbit to be trans-
lated into German when the
publisher requested that he
sign a release form stating that
he was "Aryan".

Tolkien's love of "escapist" fan-
tasy was unabashed and un-

apologetic; his essay "On Faerie
Stories" remains the most
cogent defense of the genre.
While some literary critics failed
to understand the appeal of
Tolkien's sagas, he found many
admirers, including Dorothy
Sayers, Ursula K. LeGuin, and
W.H. Auden. And, of course,
millions of fans. The Hobbit
and the Lord of the Rings
remain on the Top Ten list of all-
time best sellers. It can already
be said that his work has stood
the test of time. He will almost
certainly be remembered as
one of the most important
writers of the 20th Century, and
its greatest fantasist.

(For more details on Tolkien's
life, the reader is directed to
Humphrey Carpenter’s biog-
raphy, entitled "Tolkien".)
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INTERPLAY LIMITED 90-DAY WARRANTY

Interplay warrants to the original consumer purchaser of this computer software product that the
recording medium on which the software programs are recorded will be free from defects in
material and workmanship for 90 days from the date of purchase. If the recording medium is
found defective within 90 days of original purchase, Interplay agrees to replace, free of charge,
any product discovered to be defective within such period upon receipt at its Factory Service
Center of the product, postage paid, with proof of date of purchase. This warranty is limited to
the recording medium containing the software program originally provided by Interplay and is
not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if
the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties applicable
to this product are limited to the 90-day period described above. Interplay disclaims all responsi-
bility for incidental or consequential damages

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations

of incidental or consequential damages so the above limitations and/or exclusions of liability may not apply to
you. This warranty gives you specific rights, and you may also have other rights which vary from state to state.

Lifetime Warranty

If the recording medium should fail after the original 90-day warranty period has expired, you
may return the software program to Interplay at the address noted below with a check or money
order for $5.00 (U.S. currency), which includes postage and handling, and Interplay will mail a
replacement to you. To receive a replacement, you should enclose the defective medium
(including the original product label) in protective packaging accompanied by: (1) a $5.00
check, (2) a brief statement describing the defect, and (3) your return address. If you have a
problem with your software, you may wish to cail us first at (714) 553-6678. If your media is
defective and a replacement is necessary, U.P.S. or registered mail is recommended for returns.
Please send the defective disk(s) only (not the box) with a description of the problem and $5.00
to:

WARRANTY REPLACEMENTS

Interplay 17922 Fitch Ave., Irvine, CA 92714

System Upgrades

Interplay has a system upgrade policy. At any time after purchasing any Interplay product, you
may send us your original disks and a check for $15.00 (U.S. funds) and we will replace your
disks with the version for another computer system that you specify. (This price is subject to
change.)

Copying Prohibited

This software product and the manual are copyrighted and all rights are reserved by Interplay
and are protected by the copyright laws that pertain to computer software. These disks are not
copy-protected. This does not mean you may make unlimited copies. You can back up the disk
for your own personal use, but it's illegal to sell, give or otherwise distribute a copy to another
person. Copyright 1990-93 Interplay Productions. This program is published with the coopera-
tion of the Tolkien Estate and their publishers, HARPERCOLLINSPUBLISHERS. This game is
based on the Lord of the Rings ©1955, 1966 J.R.R. Tolkien. The Lord of the Rings is a regis-
tered trademark, characters and names are trademarks of Tolkien Enterprises.

NOTICE: Interplay reserves the right to make modifications or improvements to the product described in
this manual at any time and without notice.
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Customer Support

If you have any questions about this, or any other Interplay product, you can reach our
Customer Service/Technical Support Group at:

Interplay 17922 Fitch Avenue Irvine, CA 92714 Attn: Customer Service. Customer
Service is available 24 hours a day through our Automated Customer Service system at
(714) 553-6678.

Hintline

If you need a hint about game play, you can call our hintline at 1-900-370-PLAY (1-900-
451-6869 in Canada). For this service, the charge for the first minute is $1.25; $.75 for
each additional minute. For Canada, these charges will be in Canadian dollars. All hint
questions must be directed to this “900" service. No hints will be given on our Customer
Service lines. You must have a touchtone phone to use this service. The hintline is open
24 hours a day. All long distance charges are included in these prices. Callers under the
age of 18 must get parental permission before calling the hintlne. The hintline is only avail-
able in the U.S. and Canada. Charges subject to change without notice.

Interplay 17922 Fitch Avenue Irvine, CA 92714 Attn: Customer Support. Or call (714)
553-6678, Monday through Friday.

Please have your system information available, or better yet, try to be at your computer.
The more detailed information you can provide our support personnel, the better service
we can provide you.

If you have a modem, you can reach us at the following:

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for cus-
tomer questions, support and fixes. The number is 714-252-2822. Modem settings are
300-14.4k Baud, V.32bis, V.42bis, 8-N-1. This is a free service.

America Online: You can E-mail Interplay Customer Support at INTERPLAY. To reach
our Customer Support board in the Industry Connection, press CTRL-K for “Go To
Keyword.” Then type INTERPLAY in the Keyword window. In addition to reading and
leaving messages, you can download fixes and demos from the “Software Libraries."

CompuServe: We are available for IBM and compatible on-line support. We are located in
the Game Publishers B Forum, type GO GAMBPUB at any “!" prompt. Then select
“Section 4" for Interplay Productions. You can leave technical support questions there.
You can also download fixes and demos from Library 4 in GAMBPUB. The best place for
game play hints about our games is in the GAMERS forum. If you are not already a
CompuServe member, you can call CompuServe toll-free at 1-800-524-3388 and ask
Representative #354 for a free introductory membership and a $15 usage credit. For
game play hints look in the Gamer's Forum (GO GAMERS). Besides technical support for
Interplay products, CompuServe offers many other services, including communications,
reference libraries, hardware and software support, travel, games and much more.

GEnie: We are located in the Games RoundTable by Scorpia, type M805;1 at any “?"
prompt. Then select “Category 13" for Interplay Productions. Fixes and demos are avail-
able in the libraries.

PRODIGY® Interactive Personal Service: You may send mail directly to us. Our ID is
“PLAY99B".

Internet: You can reach Interplay with “interplay@aol.com” or “76702.1342@com-
puserve.com”. Many Interplay demos and patches are available at Internet FTP sites.
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