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TALES FROM WILDERLAND

HOW TO USE THIS BOOK
Most of the adventures presented in this book are self-
contained, and can be played as single quests without 
reference to any past or future adventure. You can pick 
the most appropriate adventures to run based on the 
composition of your players’ company and their journeys 
across the Wild. 

Don’t Leave the Path, Of Leaves & Stewed Hobbit, 
Kinstrife & Grim Tidings and Those Who Tarry No 
Longer have no direct links to the other adventures, save 
whispers of the Gibbet King’s influence. A Darkness in 
the Marshes, The Crossings of Celduin and The Watch on 
the Heath are all interlinked, but a Loremaster can pick 
the connections apart easily. (For example, instead of the 
Gibbet King at the head of the army that attacks Dale in 
The Crossings of Celduin, make the villain an Orc-chieftain 
or an Easterling warlord). A Darkness in the Marshes and 
The Watch on the Heath are more closely linked still. 

Alternatively, you can combine all seven adventures into 
a short campaign. The adventures should be played in the 
order they are presented in this book. 

THE PASSING OF YEARS
If you want to follow the default pacing of gameplay 
suggested in The One Ring: Adventures over the Edge of 
the Wild, playing all the adventures contained in Tales 
from Wilderland should take several years. Every scenario 
offers plenty of opportunities to keep the companions 
busy for a year of game time, as the players can easily 
follow their Adventuring Phase with a fruitful Fellowship 
Phase, or even start a supplemental Adventuring Phase 
building upon the consequences of the previous one. 
(Some suggestions concerning the follow-up to each 
adventure are presented at the end of the scenario).

Even if you don’t feel comfortable with playing one 
adventure per year of game time, we suggest that you at 
least let one year pass for every two adventures. A tight 
pace of gameplay could be as follows: 

Don’t Leave the Path and Of Leaves & Stewed Hobbit 
could be run over the course of the same year. Kinstrife & 
Dark Tidings is suited to be the opening adventure of a new 
year, while Those Who Tarry No Longer can be followed 
aptly by a Fellowship Phase marking the end of that year. 

A Darkness in the Marshes is well suited to be the first 
adventure of any given year, with The Crossings of Celduin 
taking place the following November. The Watch on the Heath 
should follow closely for an intense campaign finale.

ADDITIONAL ENCOUNTER GUIDELINES
Tales from Wilderland introduces a new way for the 
Loremaster to evaluate the performance of the company 
during an encounter. In addition to the rules for Tolerance, 
the Loremaster is advised to keep track of the number of 
successful rolls achieved by the player-heroes during an 
Encounter’s Introduction and Interaction stages. 

At the end of an encounter, the total number of successful 
rolls achieved by the company can be used to determine 
its consequences. Every successful roll counts for one, 
while a great success equates to two successful rolls and 
an extraordinary result to three successful rolls.

Most adventures contained in this book present the 
consequences of an encounter as a tiered table. Just 
compare the number of successful rolls the company 
achieved along the episode with the given entries.

First entry (usually corresponding to 0-1 successes): The 
encounter can barely be considered a success. Something 
didn’t go as well as hoped, or the companions got what 
they were looking for but at the price of some unexpected 
complication.

Second entry (usually 2-3): The companions achieved 
the goal they set for the encounter, but nothing else.

Third entry (usually 4-6): As above, but the companions 
succeeded beyond their expectations, and some additional 
positive consequence is added to their reward.

Fourth entry (usually 7 or more): As for the second and 
third entries, but the company succeeded admirably and 
the outcome of the encounter is surprisingly positive.

The number of entries and their numerical ratings used 
in the adventures generally conform to that given above, 
but may vary slightly from encounter to encounter. These 
guidelines are meant to be applied as rigidly or loosely as 
required, to conform to the play style of the group. 
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TALES FROM WILDERLAND

• Oderic was taken prisoner by force: -2
• Oderic went willingly: -1
• Oderic tricked the outlaws: +0

Beorning heroes may also add their Standing to the 
Tolerance score. If the company exceed the Tolerance 
rating, then the companions are forbidden to take an 
active part in the trial from that moment on.

Evaluating the outcome of the trial
The Loremaster can evaluate the outcome of the trial by 
keeping track of how many successful rolls the player-
heroes achieve during its Introduction and Interaction 
stages. Every successful roll counts for one, while a 
great success equates to two successful rolls and an 
extraordinary result to three successful rolls. This total 
will be used to gauge what Beorn will say when calling for 
judgment (see Judgement below).

Introduction
The companions do not need to introduce themselves 
here. Ava is the first to speak at the trial, and she 
introduces Oderic’s case for all to hear. She describes 
how Oderic was always a strange, troublesome boy, 
how he was jealous of Rathfic, and how he broke 
into Rathfic’s house and killed him. She then calls on 
Helmgut to describe what he saw, and Oderic’s foster-
father mumbles a few words about how he found his son 
with a knife in his hand standing over Rathfic’s body.

Beorn then asks if anyone else wishes to speak. If the 
companions wish to intervene, or if they want to use 
Inspire or Persuade to push Brunhild into speaking, 
now is the time. 

Interaction
It is up to the companions to speak for or against Oderic. 
They can talk about the boy’s heroism with Song or 
Persuade. They can call Brunhild or Helmgut as witnesses 
and interrogate them with Insight or Riddle. They can 
appeal to Beorn’s mercy with Persuade or Inspire. They 
can speak of how the outlaws were defeated thanks to 
Oderic’s trickery with Battle. 

Each argument can be used once. The TN for all such 
arguments is 12. 

Judgement
To influence Beorn’s judgement the company need to 
accumulate at least 3 successes. Companions speaking 
against Oderic may subtract their successes from the 
total. When everything is said and done, Beorn sighs and 
learns forward. “Kinslaying is the worst of crimes” he 
rumbles, “and this boy certainly murdered Rathfic.” 

0-2 successes: “I am sorry, but the law is clear. Oderic 
is to be cast out of the lands of the Beornings, never to 
return east of the Great River, condemned to live as an 
outlaw, an Orc or a Warg, in the shadows of the Misty 
Mountains. Every free man is given the right to slay him, 
would he defy his exile and dare to return.”

3-5: “Oderic fought bravely, but he is still guilty of a crime. 
He is condemned to pay a man’s worth in gold to Brunhild 
and her father Helmgut, or serve as their thrall for life.”

6 or more: “Your words have moved me. I think Oderic 
did not mean to kill Rathfic, and while he acted unwisely, 
he was not the only one to do so. We will be merciful.”

Oderic accepts his fate stoically, no matter what 
happens.

AFTERMATH

Regardless of what happens at the trial, Beorn thanks the 
companions for recapturing the prisoner and warning 
him of the outlaws. He gifts them, if they ask for it or if it 
was previously agreed-upon, with one point of Treasure 
each. If they did especially well, he promises them the 
friendship of the Beornings for as long as there are honest 
men in these lands. 

FELLOWSHIP PHASE
This is an excellent opportunity for a member of the 
company to gain Beorn as a patron, or to open Beorn’s 
house as a sanctuary. 

• If the characters performed well, then all Beornings in 
the company see their Standing rating raised by one 
rank. 
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THE WATCH 
ON THE HEATH

A SECRET SUMMONING
A few days after the battle, the company are contacted 
by a Dwarf wearing a grey hood. He bows low and 
introduces himself as Ori, one of the companions of 
Thorin Oakenshield.(If the company played through 
The Marsh Bell and rescued his kinsman Óin, then Ori 
knows the companions by reputation already and greets 
them warmly). 

Ori is a well-travelled and personable Dwarf, friendly even 
to Elves, and often serves King Dáin as an ambassador and 
diplomat. Today, though, his mission is more secretive, and 
he wears a humble, travel-stained cloak (the very same 
cloak, in fact, that he wore on the Quest of Erebor some 
years ago) over his fine clothes.

• Ori informs the company that King Dáin wishes to 
speak with them under the Mountain. He has ponies 
and horses waiting outside, and the company should 
come immediately.

To Erebor
On the road that from Dale leads to the gate of the Lonely 
Mountain, they pass many Dwarves returning home 
from the battle, or busy at work on the ancient road that 
leads between the two cities. Soon, the company reaches 
the great cliff-wall where the River Running springs 
out of the Mountain. Leaving their mounts there, Ori 
leads them through the Front Gate, into a maze of wide 
passages, high chambers and halls. Inside the Dwarven 
fastness, a veritable army of craftsmen are hard at 
work, and the corridors echo with the din of hammers 
and chisels. 

After a while, the companions lose count of the 
downward stairs and sloping passages they have 
passed, and know simply that they must be deep into 
the roots of the Lonely Mountain. They pass the vast 
chamber where Smaug lay atop his fabulous hoard - 
something of the dragon lingers there, a trace of sulphur 
and greed and heat that will never be washed away. 

The company are led past the hall down into deeper 
tunnels. Smaug never despoiled this particular section 
of the Mountain; he could smell there was no gold down 

here, and the few Dwarves who did take refuge in this 
warren of tunnels found themselves trapped here in the 
darkness, and they starved to death. 

Finally, Ori brings the company to a stone door, marked 
with dwarf-runes. He pushes it open, leading them into 
the Chamber of Mazarbul under Erebor - the Chamber of 
Records of the Dwarves of the Mountain. Inside the wide 
rectangular hall waits Dáin Ironfoot, Lord of the Iron Hills 
and King under the Mountain. 

AN AUDIENCE WITH KING DÁIN 
Dáin is a stern and proud Dwarf, perhaps the greatest 
warrior of the line of Durin in this age of the world. A 
crown of mithril glitters on his head, but on his feet he 
still wears the iron-banded shoes of a miner. Also in the 
chamber is a third Dwarf, whose white beard stretches 
down to the floor. This is one of Dáin’s counsellors, a sage 
named Munin. 

Set Tolerance
In this matter, Dáin values Wisdom. He mistrusts Elves, 
so reduce the Tolerance by one if an Elf does the talking. 
Remember to add the Standing rating of any Dwarves in 
the group.

• The Loremaster can weigh the outcome of the 
encounter by keeping track of how many successful 
rolls are scored by the companions. The final total 
is used to evaluate the reactions of King Dáin (see 
Interaction below).

Introduction
While this is not a formal audience, Dáin is a stickler for 
formality. The company should each introduce themselves 
using Awe or Courtesy. Normally, Courtesy would be 
the better option, but as the characters are fresh from the 
battlefield, Dáin will accept the boasting of warriors who 
want to use Awe instead.

Interaction
King Dáin begins by giving a short account of recent 
events in Erebor. 
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