:T F;i
. J e W |
| E O0) "i, E}i qul-;xi ) l-}hdﬂﬂﬁ {,I‘Iﬂ

_- |

A story teilng card game by Marco """.".'- i Frances --“.||-II|I'-I

ONETING






HossiT TALES
FROM THE GREEN DRAGON INN

A game for 2 to 5 Hobbits by Marco Maggi & Francesco Nepitello

The players are Hobbits telling tales in front of a
mug of beer at the Green Dragon Inn (or at the
Ivy Bush, or the Golden Perch...). Elves, woods
and mountains, Orcs and Goblins, populate
their colourful stories...

INTRODUCTION

In Hobbit Tales, each player in turn improvises a
story using a hand of Adventure cards. The other
players contribute to the storytelling as they try to
hinder the narrator using a hand of Hazard cards.

In the course of the game, players gain Cheers
tokens as a reward for telling their story, and
possibly as a consequence of playing Hazard
cards. Cheers tokens are worth victory points.

When each player has told one story, the game

is over, and scores are calculated.

COMPONENTS

1 board, 75 Adventure cards, 40 Hazard cards, 5
coasters, 40 Cheers tokens and 1 The One Ring
Feat die (d12)

The Board

The board features 5 card-sized boxes. Players
play Adventure cards on the boxes starting from
the board’s left end, towards its right end.

When the last empty box on the board has been
filled with an Adventure card, the narrator in
turn has reached the end of his tale.

Adventure Cards

Adventure cards are the main tools that a
narrator uses to build a story. Each card is
characterised by the following elements: a
title (a), a quote from a Tolkien story (b), one
or two Terrain icons (c), possibly one or two
Special icons (d), and especially a wonderful
illustration (e).

(The icons on the bottom right of each Adventure
card are used only in conjunction with the
Jjourney rules for The One Ring - see the chapter
at the end of this booklet).

While the title, illustration and quote on each
card can be used by the narrator as a source of
inspiration, its Terrain icons (c) are used by the
other players to play Hazard cards.

There are five different icons:




Special icons (d) when present, a special
occurrence, like the drawing of additional cards
(SPADES), or the automatic success of a Hazard
episode (EVE).

Hazard Cards

Hazard cards represent potential danger, a
fundamental ingredient of all good stories set
in Middle-earth. Each card feature a title (a),
a set of two Terrain icons (b), and a Threat
rating (c). Successfully playing a Hazard card
lets a player introduce a new danger into the
narrator’s story.

Cheers Tokens and Coasters

Cheers tokens are counters that are drawn by
players from an opaque container. Each token
has a numerical value, ranging from 1 to 3.
Players draw Cheers tokens at the end of their
turn as narrators, and as the result of Hazard
resolution. Players keep the value of their Cheers
tokens hidden from the other players at all time.

The Feat Die

The twelve-sided die (identical to the one used in
games of The One Ringroleplaying game) is used
to determine whether a played Hazard card has
an effect on the narration or not.

PREPARATIONS

The board is placed in the middle of the playing
area. Players keep their coasters at hand. The
two decks of cards (the Adventure deck and the
Hazard deck) are shuffled. All Cheers tokens are
placed inside an opaque container (a cup, or a
pouch).

One player is chosen as the first narrator; the
other players act as Hazard players for the
round.

When the current narrator finishes telling a
story, the role of the players changes and a new
round starts: the player to the left of the narrator
becomes the new narrator, and the other players
are the new Hazard players.

START OF A RouND

At the start of a round, the designated narrator
draws four cards from the Adventure deck (his
hand of cards). All the other players (Hazard
players) draw a number of cards from the Hazard
deck based on the total number of Hazard
Players:

1 Hazard player - 6 Hazard cards
2 Hazard players - 3 Hazard cards
3-4* Hazard players - Hazard 2 cards

*With four Hazard players, draw 2 cards each,
and the narrator draws an additional card from
the Adventure deck.

Then, the narrator draws two more cards from
the Adventure deck and inspects them. He selects
one card to play immediately as his opening, and
plays the other as the epilogue of the story about
to be told:

Opening: One card is played face up on the first
box to the left the board, and will be used to start
the narration.

Epilogue: The other card is played face down to
the right of the board, next to its last box. 1t will
be revealed only when the narrator reaches the
end of his tale, to represent the conclusion of the
story.




RouND SEQUENCE
Every turn is structured as follows:

The narrator begins telling his story, using the
Adventure card he chose as his opening. As soon
as the narration entitles him to do so, he plays
an Adventure card from his hand, to lay on the
first empty box of the board.

Now, the Hazard players in clockwise order check
if they can play a Hazard card from their hand
and thus intervene in the narration. As soon as
the effects of any Hazard card have been resolved
(or if no Hazard cards were played) the narrator
resumes his storytelling.

The narrator will continue to play Adventure
cards from his hand whenever able to. Every time
that the narrator plays an Adventure card on the
board, the Hazard players can check their hand
of Hazard cards to see if they are allowed to play

a card or not.

As soon as an Adventure card is played on the
last empty box on the board (or a story is brought
to a premature ending - see Improvisation
below) the narrator reveals the card played as

the epilogue, and the story is wrapped up.

THE ROLE OF THE NARRATOR

The aim of the narrator is to play a number of
Adventure cards to create a tale. Adventure
cards are played face up one at a time, on the
board, starting from the first empty box to the
left of the board, creating a line. Normally, the
narrator needs to play four Adventure cards on
the board to complete a story.

To be allowed to play an Adventure card, the
narrator must integrate in his storytelling one
or more elements depicted on the card itself
(taking cue from its illustration, title or quote).
Players are free to interpret the elements on
each Adventure card in any way they see fit, but
a certain level of narrative coherence must be
maintained.

Storytelling Etiquette
A card may be played when the narration enables
its elements to be included naturally in the tale. It

is a good rule of thumb to consider that a card’s
subject should be central in the narration, and
possibly constitute a single episode by itself.
Narrators cannot simply mention a feature of a
card to be allowed to play it.

Full Story Arcs

To be considered complete, a tale should feature
a full story arc: it should have a beginning and
a definite end. Narrators should keep this in
mind when playing their cards; a certain level
of ‘rewriting’ is allowed - that is, a narrator can
briefly recap the story to accommodate a new
element.

TvE UAZARD PLAYERS

The aim of the Hazard players is to hinder the
role of the narrator. They do so by playing cards
representing hostile creatures and unexpected
dangers.

Every time that the narrator plays a new
Adventure card on the board, one Hazard player
is given the option to play one Hazard card from
his hand.

1f more than one Hazard player wants to play a
card, the player to the left of the narrator takes
precedence.

If this first Hazard player cannot play a card, the
chance to play it passes to the next Hazard player
(and so on, proceeding in clockwise order).

If all Hazard players do not play a Hazard card,
the narrator proceeds with his storytelling.

When a Hazard Card can be Played

A Hazard card is considered playable when
both Terrain icons featured on the Hazard card
appear among the Terrain icons depicted on the
two last Adventure cards played on the board
(including the opening chosen at the start of the
game).

For example, the last two Adventure cards
played were A Short Rest’ (WILDS, RUNES)
and ‘Impassable Marshes’ (CAVES, CAVES).
To be playable, a Hazard card would have to
feature either WILDS and RUNES (‘Sorcery’ or




‘Murderous Rogues’ for example), or WILDS and
CAVES (‘Great Wild Wolf’), or RUNES and CAVES
(‘Orc Chieftain), or finally two CAVES icons (‘Wild
Wolves’).

When a Hazard player plays a card, he should
provide a brief introduction to justify the
unexpected event (“Wasn't it then that the Two-
Headed Troll sniffed you and attacked?”). Then,
he proceeds to resolve its effects (see Hazard
Resolution below).

Rapping the Table

To speed up play, when a Hazard player cannot
play a card, he may signal this by gently rapping
the table. If all Hazard players do so, the
narrator can resume his storytelling.

HazArD RESOLUTION

All Hazard cards have a numerical value known
as their Threat rating. For example, the Great
Orc card has a Threat rating of 5.

To resolve a Hazard, the player who played the
Hazard card rolls the Feat die once:

If the die roll matches or exceeds the Threat
rating, or is a P, the roll is successful and
the Hazard card effect is applied.

If the die result is lower then the Threat rating,
oris a ¥, the roll failed and the Hazard didn’t

happen and is ignored.

As soon as the effects of a Hazard card have been
applied, the narrator resumes his storytelling.

Successful roll

When a Hazard roll is successful, the last
Adventure card and the played Hazard card are
set aside (the Adventure card won’t be used for
scoring and the box it occupied is left empty).

Additionally, the Hazard player draws a
Cheers token. If the result was a <, the
Hazard player draws two Cheers tokens
instead: he inspects them, then keeps one and
discards the other (putting it back into the
container).

The player who played the Hazard card should
now provide a short narration to integrate the
episode into the storytelling.

Hazard players should keep in mind that the
aim of their narration is to provide a diversion,
not to block or otherwise cause unnecessary
difficulties to the narrator - the integration
should be entertaining and short!

Failed roll

If the Hazard roll didn’t succeed, nothing
happens, and the narrator may simply ignore
the Hazard card or is free to describe how the
danger was overcome.

If the Hazard roll produced a ¥V, then the
narrator draws a Cheers token. Additionally,
the narrator resumes his narration immediately
and no rerolls are allowed (see the Hazard Reroll
optional rule below).

HAazArD RErOLL (OPTIONAL ROLE)

When a player plays a Hazard card but fails the
roll, another player may discard a Hazard card
from his hand to roll the Feat die again once.To
allow for a reroll, the colour of the title of the
discarded Hazard card must match the colour of

that of the Hazard card originally played.

Hazard cards with underlined titles work as
wild cards in this regard, and can always be
discarded to get a reroll.

For example, Marco played a ‘Goblin Patrol’ but
failed the die roll. Jon discards ‘Great Orc’, a
card with the title matching the colour of ‘Goblin
Patrol’ - Jon is entitled to a Hazard reroll.

If the new roll is successful, then the player
who triggered it applies all the affects normally
associated with the Hazard roll.

Only one Hazard player may discard a card to
get a reroll. If more than one player wants to
discard a Hazard card, the right to discard it
is given first to the player to the left of the one
who originally played the first Hazard card (then
proceeding in clockwise order).




TvE SPECIAL lcONS

A number of Adventure cards feature Special
icons in their bottom left corner. These icons
may take the form of a single EYE, or one or two
Spade icons.

When an Adventure card featuring a Special
icon is played on the table apply the following

special effects:

@

SPADE: The first player to the left of the
narrator draws a card from the Hazard

deck and adds it to his hand.

TWO SPADES: As above in a two-
player game. If there are more than two
players, then all Hazard players draw a
card from the Hazard deck and add it to
their respective hands.

EYE: Should a player play a Hazard
card, he does not have to roll the Feat die
to apply it: the roll is considered to have
been successful, and to have scored

a EYE result (see Hazard Resolution
above).

For example, Dominic just played ‘Forest Stream’
on the board, an Adventure card featuring a single
SPADE icon. Marco, who sits to the left of Dominic,
gets to immediately draw a Hazard card.

IMPROVISATION

Anarrator may find himself without cards in his
hand before he has played four Adventure cards
on the board.

When this happens, he may continue his
narration by drawing one card from the
Adventure deck and applying the following:

The Adventure card drawn is played directly on
the next empty box of the track. The narrator
must immediately include the card in his
narrative.

Following the normal rules, the other players
may now see if they can play Hazard cards. If all
the Hazard players are left without cards, each
player draws one Hazard card.

A narrator can keep improvising (and drawing
Adventure cards) until one of the two following
things happen:

The narrator plays a card on the last box on the
board (he completes the story), OR

One of the other players successfully adds a
Hazard card to the narration. In this case, the
story is over and must be concluded with a
premature ending (see End of a Story).

Eno OF A STORY

A story reaches its conclusion as the narrator
fills all the boxes on the board with Adventure
cards, or he is left with no cards in his hand and
fails to improvise.

A Full Ending is Reached
If the narrator successfully lays the last Adventure
card on the board, the tale is over:

The narrator proceeds to reveal the Adventure
card he played as his epilogue, and narrates the
conclusion of the story (without the possibility of
Hazard players interrupting him.)

All players now discard all cards left in their
hands. Play resumes with the role of the narrator
being given to the player to the left of the previous
narrator, until every player has told one story.

Premature Ending

1If the narrator cannot fill all the boxes on the
board (he improvised but was interrupted by a
successful Hazard card), he must end his tale
on a negative note. As when a regular ending is
reached, the narrator reveals the Adventure card
he played as his epilogue, and narrates how the
story went badly in some way: an objective wasn’t
reached, expectations were left unfulfilled, etc.

STORY REWARD

At the end of his narration, the narrator
draws a number of Cheers tokens equal to the
number of cards he played on the board (thus

not including the cards that were set aside by
Hazards). If the narrator reached a full ending
(see above) he draws an additional Cheers token
(corresponding to the card played as epilogue).




RawmG Ceeers CORens
- Players draw Cheers tokens when
~they reach the conclusion of a story as
~ narrators, and during the vesolution
- of Bazard cards, based on the result
H % the Teat die roll (as explained under
rd Resolution).

When o player draws one ov wove
Cheers tokens, he must immediately
decide whzthzr he wants to store them
all, or if he wants to use some to buy
rounds of beers:

» Players stove their tokens by
lacma them under their coaster;

. ;ﬂayers buy rounds of beevs by
placing one or more to on

of their coaster instead (Face down).

At the end of a game, all players will
~ score points bo,seb on the tokens they
. stored under their coaster, and will
~ possibly goin a Final bonus based on &
: t.he tolwng» ptaceb on top of igi e ,

Eno OF THE GAME
When allplayers have told one story as narrators,
the game ends.

All players reveal the Cheers tokens they stored
under their coasters and calculate their basic
scores by adding up the values of the four highest

value tokens. This is their basic score for the game.

For example, Jon has stored five Cheers tokens
under his coaster: a token with a value of 3, two
with value 2, and two with value 1. Jon adds up
the four highest scoring tokens for a basic score
of 8 points (3 +2+2+1).

Then, all players reveal all tokens placed on top
of the coasters (rounds of beers). Each player
adds up the values of his three highest value
tokens and the totals are compared between
players: the player scoring the most gains a

bonus of 4 points and adds it to his basic score.

If two or more players are tied for the bonus, no
one gets it.

For example, Jon had four Cheers tokens on top
of his coaster: a 3, a 2 and two 1s. Adding up the
values of the three highest value tokens Jon gets
a total of 6 (3 + 2 + 1). Jon compares this total
to the other players: Marco totals 5, and Robert
3 - Jon is awarded the bonus. He adds 4 points
to his basic score of 8, for a total of 12 points.

The player with the highest final score is
declared the winner. Break any ties in turn
order, awarding the victory to the tying
player who narrated first.

AWARDING THE BETTER STORY

In games with more than two players, or when
playing in presence of an audience, it is possible
to give a reward to the player who is considered
to have told the most entertaining story.

When scores are calculated, the player with the
highest score is not declared the winner yet, and
the two players with the highest totals compete
for the title instead.

For example, at the end of the game Jon and
Marco have the two highest scores in the game,
with Jon at 12 points and Marco at 14. They will
compete for the title of winner.

The remaining players and any bystanders
now confer and decide who in their opinion
was the best narrator. Their judgement is based
on whatever principle they decide to apply,
be it personal taste, fun, adherence to canon,
originality, etc. When they have made up their
mind they choose one of the competing players.
The chosen player gets to draw two additional
Cheers tokens to add to his own score. Now the
player with the highest final score is declared the
winner (in case of a tie, the victory goes to the
player considered the best narrator).

Jon is judged to have been the best narrator and
thus is allowed to draw two additional Cheers
tokens: a2 and a 1. Jon’s final score is now 15 (12
+2+1), beating/\/larco’s 14. Jon is the winner!




ExXTENDED EXAMPLE OF PLAY

Robert, Marco and Francesco are playing a game. The first narrator is chosen by lot: it will be
Marco. Robert and Francesco will be the Hazard players for the round.

Robert sits to the left of Marco, and Francesco to the right. The two decks of cards are shuffled
separately, and all Cheers tokens are placed in an opaque container.

Allplayers place their coaster in front of them - they will place their Cheers tokens there when they will
getthem. Marco draws four cards from the deck of Adventure cards. The cards drawn are:
BOATS, FOREST STREAM, GUARDED HOARD, NASTY WEATHER

Robert and Francesco each draw three cards from the Hazard deck. Robert draws:
WILD FIRE, SORCERY, GOBLIN TRAP

Francesco draws:
ORC CHIEFTAIN, NAMELESS HORROR, CAVE-TROLL

Then, Marco draws two additional Adventure cards, to play one as the opening of his story, and the
other one as the possible epilogue. The two cards are:
MANY MEETINGS, FORSAKEN INN

Marco chooses MANY MEETINGS as his opening, and places the card face up on the first box of the
board. He then places FORSAKEN INN face down next to the right side of the board.

Itis time to start narrating. Marco begins, in his best Hobbit voice:

‘As you all know, we Hobbits of the Strongknuckles family hold a number of family meetings at Yule-
tide... We get together at the largest hobbit-hole, that of my uncle Barnabas, and enjoy the company
of our sons, daughters, nephews and nieces, while smoking a good pipe or two...”

Here Marco is referencing the MANY MEETINGS card, his chosen opening.
‘At the end of one of those parties, | was returning home, tapping a merry tune on the road using

my walking stick. Suddenly, it started to rain.” “Now, | can endure some water as any Hobbit, even
if 1 certainly prefer a good ale... but in a few moments it was raining cats and dogs!”

Marco plays the NASTY WEATHER card on the first available box.




Francesco and Robert are now allowed to play Hazard cards (two Adventure cards are on the
table) so they look at what they have in their hand. Robert is given the opportunity to play a
Hazard card first, as he sits to the left of the narrator.

The two Adventure cards on the board show a total of one RUNES icon, one WOODS, one
WILDS and one CAVES icons.

Robert cannot play his WILD FIRE cards, as it requires a EVIL EYE icon to play, but he can
play his SORCERY card, as it requires a RUNES and a WILDS icon, and both are present on
the board.

So, Robert lays the SORCERY card in front of him, asking:

“Was it that night when you started to feel dizzy and wandered in the Old Forest?”

Robert rolls the Feat die - the SORCERY card has a Threat rating of 5. The roll is a 7! A

success! The Adventure card that was played last (NASTY WEATHER) is set aside, together
with the SORCERY card, to indicate that it won't be used for scoring.

Robert now gets to narrate the effect of the Hazard card:

“‘Oh yes, 1 remember that night quite well! You were so drunk you didn’t realise you were under an
evil spell and lost your way in the woods!”

Robert concludes his intervention by drawing a Cheers token from the container (his
Hazard roll was successful). He looks at it: its numerical value is 2 - Robert chooses to score
it by placing it under his coaster.




The narrator may now continue. Marco cannot ignore what Robert has added to the story:
‘Indeed it was that night! 1 wanted to forget that feeling... 1 shudder at the thought! 1 don’t remember
how long 1 walked, but 1 am sure that whoever put that wicked spell would have had me if I didn’t

fall headlong into a forest stream! lts freezing waters snapped me free from the enchantment!”

Marco plays FOREST STREAM on the board.

FOREST STREAM features a Special icon - a Spade: this means that the player to the left of the
narrator (Robert) gets to draw a Hazard card. Robert complies, and draws WILD WOLVES.

Then, Robert and Francesco look at their Hazard cards to see if they can play something, but
to no avail: the cards in their possession show combinations of Terrain icons that are not
available right now. Marco is free to continue his tale.

‘It is a great fortune that 1 have some Brandybuck blood in me, from the part of my great
grandfather... As soon as 1 fell into the water, | started swimming. Any of you in my place would
have drowned instantly! Well, 1 think I followed the current for at least one mile, until I spied some
feeble light in the dark... A boat was coming my way, a lamp suspended from its prow!”

Marco now plays BOATS, hoping that Francesco and Robert have nothing to play against him.




The available icons are one RUNES and one WILDS icon - those on the last two Adventure
cards on the board. No one can match those, and the story continues.

“You think it was Elves maybe, or one of those nosy strangers, the Rangers? No, it was one of the Big
Folk, one I never encountered before. He was old and gaunt, and probably deaf and a little blind, as
he didn’t notice me, as I cling to the side of his boat! 1 was too tired to cry for help, and just remained
still, as the boat continued on. After a while, the old man brought the boat to a shingly shore, and
climbed slowly down to enter a cave opening. He was bent, as if carrying something heavy: then |
saw it! He was carrying a wooden chest!”

Marco plays his last card, GUARDED HOARD, and waits a moment to see if Robert and
Francesco can play any hazards.

Now, the available icons are two WILDS and one CAVES. Robert cannot play anything, but
Francesco can play his CAVE-TROLL as it requires a CAVES and a WILDS icon.

Francesco plays the CAVE-TROLL card asking:
‘And that was when the Cave-troll came out of the cave to smash you both?”

Francesco rolls the Feat die - the CAVE-TROLL card has a Threat rating of 5. The rollis a 4! A
failure! Marco is free to ignore the card:




“You shouldn’t keep drinking that nasty liquor that your aunt distills! Of course it wasn’t that night!”

The narrator now has just one box to fill before reaching the epilogue. Since Marco has no
cards left in his hand he mustimprovise: he draws the first card from the Adventure deck and
puts it on the last box of the board. The card is UNEXPECTED GUESTS...

Marco briefly ponders, then proceeds to include it in the narrative:

“So, as 1 was saying, the old man was entering the cave, carrying his chest with him. 1 naturally
wanted to see where he was going, and what was in the chest! So 1 dragged myself on the shore and

followed him.”
“Nothing in the world could prepare me for what 1 saw! There in the cold cave in the Old Forest a
whole bunch of old ghosts were sitting in front of a chest filled with gold! They sat with hungry eyes,

clawing at the intangible treasure.”

Robert and Francesco consider the narrative to have successfully integrated the improvised
UNEXPECTED GUEST card, and check if they can play Hazards before the story is over.

The available icons are now CAVES, WILDS, WOODS and RUNES. Robert checks his hand,
and sees that he can play GOBLIN TRAP, as it needs a WILDS and a WOODS icons.

Robert lays the GOBLIN TRAP down, asking:

“Thay say that down in the caves under the Old Forest it's not ghosts you have to fear, but the blades
of Goblins and Orcs!”

Robert rolls the Feat die - an 8! Since the GOBLIN TRAP card has a Threat rating of 6 the roll
is a success!

The UNEXPECTED GUEST card played by Marco is cancelled and will not countfor his scoring,
and Robert draws another Cheers token (another 2, he scores it too under his coaster).
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Robert now gets to narrate the effect of the Hazard card:

“You were still frozen with terror when the Goblins grabbed you in their filthy paws, and brought
you deep underground. You will never see the light of day again! - they yelled!”

Since Marco was interrupted while improvising, he must now bring his story to a close
with a premature ending.

He reveals his epilogue card - FORSAKEN INN - and proceeds to wrap up the storytelling.

“What an unfortunate night! 1 spent many long days and nights in the tunnels of the Goblins. I count
myself lucky they didn’t eat me, but dropped me somewhere in the dark instead. When 1 finally
emerged from their dungeons I was starving, and wandered aimlessly until I reached the Forsaken
Inn.”

Marco’s turn as the narrator is over. He hasn't brought the tale to its complete ending, so
Marco cannot include the epilogue card in his scoring.

Counting the Adventure cards on the board that were not cancelled by Hazards, Marco is
entifled to draw four Cheers tokens - he will then choose whether to score them all, or use
some to buy rounds of beers and compete for the additional bonus at the end of the game.




OsiNnG HossIT T ALES WITH
THE ONE RING RPG

Optional rules for journeys

Playing The One Ring, an imaginative
Loremaster may put the cards of Hobbit Tales
to several good uses. Their evocative images
may be shown to players during a game to help
them better visualize a situation, or a number of
Adventure cards mixed with a few Hazard cards
may be drawn randomly to provide story hooks
or to improvise a plot on the spot.

The following rules employ the deck of
Adventure cards to resolve Hazard episodes
during journeys.

JourRNEY HAZARDS

While Hazard episodes in the original rules of
The One Ring target companions based on a
die roll and a table (page 35 of the Loremaster’s
Guide), this new card-based mechanics leave all
the details to the drawing of Adventure cards.

For every <> die result the players have
produced with failed Fatigue tests, draw one
Adventure card. (Normally, the cards are drawn
one at a time, resolving each Hazard episode
before proceeding to tackle the next.)

The bottom right corner of each Adventure card
contains a set of two icons. The icon on the left
is a Journeyicon; the icon on the right is a Effect
icon.

Each Journey icon is associated with one of the
roles that heroes can assume while the company
is travelling (among Guide, Scout, Huntsman
or Look-out, with the red icon identifying the
company as a whole).

Each Effect icon identifies the type of danger
that the Hazard episode represents, out of eight
possible danger sources (Weariness, Misery,
Fatigue, Injury, Corruption, Strain, Despair,
Wrong Choices).

1. SELECT THE T ARGET

The Journey icon on the card is used to identify
which companion (or companions) will have to
pass a skill test. See the list below.

Journey Icons

e Guide (Travel);
é Scout (Travel or Explore);

Huntsman (Travel or Hunting);

All Companions (all players must roll
Travel);

Look-out man (Travel or Awareness).

If no hero assumed the selected role, any
companion may spend one point of Hope and
be allowed to make the roll (players should
remember that there can be only one hero
acting as the Guide for the company). If no one
volunteers, the test fails automatically. If more
than one character has been assigned to the
challenged role, then they may all attempt the
test - but still only one successful outcome will
be necessary to overcome the test.

2. DESCRIBE THE HAZARD

Once the companion (or companions) who 1s
the protagonist of the Hazard episode has been
selected, the Loremaster improvises a short
narration, using the Adventure card as a source
of inspiration.

As always, the aim of the Loremasteris to help the
players visualize the scene and set the challenge
to be overcome. Each component of a card may
be used to improvise, from its illustration, its
title and the set of icons it contains.

Let the players tell their story

Loremasters enjoying the company of a group
of creative players may just let them personally
describe what happened. Instead of setting the




scene and ask for a skill test, the Loremaster
may just hand the Adventure card he drew to
the player targeted by the Hazard episode, and
sit back and enjoy the story as told by the player
himself.

All rules are applied normally, and the player
must limit his narration to the creation of a self-
contained episode, leading to the skill roll and
its resolution.

3. MAKE THE RoLL

The skill required for a Hazard roll is either
Travel or the ability normally associated with
the travelling role (player’s choice). The difficulty
of the roll is TN 14. (If the Loremaster prefers to
reflect the characteristics of the traversed region,
he may refer to the Region table found at page
34 of the Loremaster’s Book).

If the challenged player passes the test, then the
companion endures the difficulties encountered,
and the journey may continue.

If the roll fails, the hero faces the consequences
of his failure.

If the hero fails rolling an «P>, then the

consequences may be worse.

For the precise consequences of a failed roll, see
4. Consequences of failure.

% CONSEQUENCES OF FAILURE

The Effect icon on the card identifies the type of
unfortunate outcome that will now befall the
companion who failed the roll. Check the list
below.

Effect Icons

Weariness - Temporarily Weary for
the length of journey

Misery - Temporarily Miserable for
the length of journey

Fatigue - Add Fatigue again, twice on
an EYE.

Wound - lose Endurance equal to
Success die result, or suffer a Wound
on an EYE.

Corruption - Gain 1 Shadow, or 2
Shadow on an EYE.

Strain - lose Endurance equal to
Success die result

Despair - Lose 1 point of Hope, or 2
Hope on an EYE.

Wrong choices - Raise TN one level
for further Fatigue tests

©000 600

CREDITS

Design and development: Marco Maggi & Francesco Nepitello

Art Direction: Jon Hodgson
Graphic design: Jon Hodgson and Paul Bourne

Art: Jon Hodgson, Andy Hepworth, Ralph Horsley, Jeremy Mchugh, Jan Pospisil

Editing: Gareth Ryder-Hanrahan
Publishers: Robert Hyde and Dominic McDowall

Special thanks: Paul Bourne, Roberto Di Meglio, James R. Brown, Richard Harrison and S. W. Hodgman.

Hobbit Tales Playtesters: James R. Brown, Kathy Brown, Jennifer Brown, Steve Ellis, Michelle Kimble, Alex
Miller, Stefan Winkel, Joseph Drown, Tommaso Vaccari, Filippo Merlo, Alessandro Tonin, Roberto Di Meglio,
Amado Angulo, Pablo Ruiz, Angela Rivera, Jordi Zamarreno, Rich Harrison, Rick Cowling, Colin Middleton, Neil
Duffell, Vincent Jennings, Scott Hodgman, Jessica Hodgman, Victoria Tilley, Jared Tilley, Sean Cundiff, Shannan

Hodgman, Joe Furrow.




JOURNEY 1cONSs
All Companions (all players
must roll Travel);
6 Guide (Travel);
6 Scout (Travel or Explore);

_ Hunisman (Travel or
Hunting);

_ Look-out man (Travel or
Awareness).

Woods

ErrecT lCcons

Weariness - Temporarily Weary
for the length of journey

Misery - Temporarily Miserable
for the length of journey

Fatigue- Add Fatigue again,
twice on an EYE.

Wound - Lose Endurance equal
to Success die result, or suffer a
Wound on an EYE.

Corruption - Gain 1 Shadow,
or 2 Shadow on an EYE.

Strain - Lose Endurance equal
to Success die result

Despair - Lose 1 point of Hope,
or 2 Hope on an EYE.

Wrong choices - Raise TN one
level for further Fatigue tests
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Player Aid

Setup: Narrator: draw 4 Adventure cards, then 2 more (Opening and Epilogue)
Hazard Players: 4p=draw 2 (Narrator draws 1 extra)
3p=draw 3
2p=draw 6

Play: Narrator tells story, plays cards down.
Symbols:
Single club= player to left draws H card
Double club= all HPI players draw card
Eye= auto hazard success "h“oh need to roll .
Hazard Players play H cards when both symbols appear on last 2 cards

played. 3&(

el '
_er = Success

1FIP rolls die. Eye (card or die) or Equal and H :
: / Success=HP narrates diversion : ¢
i set both cards aside ' '

Draw cheers token o
If Eye= draw 2 choose 1 "=
Fail= nothing happens ey

Cheers_“Tokens and Scoring:

*Any _ti_.mé a CT is scored, decide whether or not to place it above (“b"uy around”)

or below the coaster.
You draw CTs when:

1. You defeat a Hazard with a WotW symbol. =
2. You complete your story=1 CT
+ 1 for epilogue if story was complete.
3. You successfully play a Hazard card=1
You use an EYE die or card = draw 2 CT, choose 1

End Game Scoring:

Total of top 4 tokens Under Coaster = Base points
Total of top 3 tokens “Rounds bought” = Highest scores 4 pts
Best story = Best storyteller draws 2 additional tokens
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"We need food, for one thina,
and rest in reasonable safety..."

A Chicf n e ight.

=5

"Well, thief! ] smell you and
JfFeel your air. ] hear your

breath. Come aloua!"

v B
s

Chey were all doctored and fed and |

housed and pampered in the most J
beliahtful and satisfactory fashion. |
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“.]s M no enb to 1;}1’&5
a;;;ufseb ‘fow“ i

D,

"...the trees by the shores shone |
like copper and like blood. " i




tentWalls
N o

R

| Chey heard of the Great Barrows,
" andthe green mounds, and the
shnne-rine,s upon the hills...

"Boats are quite !
tricky enouah... <

"We were on o Journey to visit

' our relatives, our nephews and
nieces, and First, second, and third

cousins..,"

|
|

"You have shown your usual

( " cunning in 8“““6 up just in time

for a meal."

o d




Curious Conversation

v ddenly up came : “
o::wh‘xspzteb and hissed...

Danaerous
MMountain Pass

csm—

.....

Chere were many paths that led up f
into those mountains, and many |

passes over them.

---0Ut of it too there came o
steam and a dark smoke.

f

Far over the misty

mountains cold ~ To dungeons deep |
and caverns old - AWe must away |
ere break of day ~Co seek the pale |
enchanted 6016. "

B

Sma.ua had left his Lair in silent
steal’

th, quietly soared into the air, |
and then Floated hea.vy and slow in |
the dark like o monstrous crow,., |

B i

¢ 1t like .

" £ time M fe I
E’Y;h:mb being very "‘““83 |
bnul’iib not tuvn their mt;es::% 4

| mt M a5 ytf?m e

g \avder. 6 6 |




Dreams

"
....there was q,areat Fem

&"iﬂa on, ,soina on for ever, "

Dreary Eills. :

 Jills, vising higher and
Ligher, b oih et

&miahty eoale swept down

and bore him away.

- Dwarven C;Olb w

ANe Tust awaoy eve break
of day ~ ©° seck.the pole

enchanted eolb.

Jn the Lone-lands they had to
camp when they could...

(

Enchanted

"....the hobbit crept through the
enchanted door and sm]e'lil?m e’ A

Mountain."




...there weve W

any other thinas

tx 1t i thiose Days besides
eoblins.--

Family Beirloom ::":

"Bis magic rin& he kepta great

secvet, for he Chiefl)_v used it when |

unpleasant callers came. "

> e

9

"They had crossed the f
eﬂcﬁanteb stream."

o 4

_ Foraomn Pa.th;}_

" mostof the poths were |

g "

_, cheats and deceptions-:

o

J

u] bo'n't W i.'f thﬁ I’\_Qd.tf hO.S
en measured in mﬂff
forsam ]nﬂ-

J

ever be l
be‘!onb the

i
bF 4




Jmpassable Iarshes Bigh Doors
& 4

8
. v e o andboashad | i
gmguemetre ¥ || gemet R || | O
| wasever caper | sp o aibe. | we ride in haste, _ ll

Cheir clothes were mended ;

as well as their bruises, their |
tempers and their hopes. _\

L | )
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= \\\
: R Yithe v
Be held out a o7, ish key, thoud? | fw as no longer quite j

| no boubtAWilliam habd thought it ‘ , allm: Be was in Fact held by [ o :
it RO ) i I ke singing Pl was
u | to be 'queer'. " l mFO‘l' the Iuch.g number. " |
LT 6o S| Wb B

ut ' @ zi 6
: . | |

Great Floods atid rai "
swollen the waters that "Faithless is he that sa.ysfa:ewell ;

Floweb east... | f when the road darkens. |
| ' -
)

= | @ “

The hall of Elrond's house 1
) wasFilled with folk- ".

” =2~




RotatDome
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...nothine moved. Chere was not
a e}ea.m of lieht.. :

OLld Castles

" the treesdo not Uhe

ou : "
strangevs: CThey watch y

at maps, ond wondered n
beyond their edgese-- |

A = 6
S

Be looked
what 1'°'Y

A

"a.mona them were several
- sworbs of various makes, shapes,
and sizes."

|

J

Out th e o
| Frr?nng““.-" .

"Gscapine 3oblins to be
co,uaht by wolves!"




. (They) ... 8ot out their pipes and !
. blew smoke rings, which Gandalf |
|

e If

| turned into different colours.

!

\
"...the Fellow who used to tell such |
wonderful tales dtparties, about |
braaons and Soblins and giants .’
and the rescue of princesses..?" = |

in the “’:‘“6‘ 4 b,fmeeon
Chen?mr Thorin 14;2 =

"] don't know what river itwas, |
g a mshina red one, swollen with ,I
the rains of the last]’-‘ew ba.ys._.. Y

o d

9

)

| the fog still rose like steam or |
' wisps of white smoke. !

o / |




Beside itran o stone-paved

J

ﬂelmb }Q‘m a’u’ about
@ | tumesof every Kind."

2\ |

II
é% i_
| |

stood o stony door
inaev-bones were
L ethe crachks.

...before him
] closed Tast: his
L osull clawing ot

!

il lights went out he Fell
like a stone .

-

and tales fall utrerly |

; the Chiefest and Grz:.tesr, of
Calamities..-

"Truly so : |
shozt o‘f“g; veality, O Swmoug 1

o

v these dark birds, they Yook
] like spies of evil

|

)




(@,

aught o
Oim beainninss of wide stairs

. gjmpse of great passages and of {
8eing up into the aloom. i

o

---he was always afraid of it {
-b’eine stolen. |

Strange Fate .:

-

p
wonbered what evil fote
nab befallen him, magic oF
| perkmonsters

tonn he heard

vom the mouth of the
W the maneﬁ
the elves sPeclLo'f... ‘.\

Notfor ¥
Forest Riv

ﬁe WaS 8nib¢bw o 30*0
and set across dry- 1|

&e

forb |

(

---itwas only an old

| thrush. Unafraid it

. perched by his ear and it
broueht him news.

L e




- Jn Moria, oy

-

"Thorin,
~ bwarf, in Fact no other than
the great Chorin Oakenshield
himsel}‘... T

an enormously importa.nt {

[ (Goblins) ...can tunnel and

mine aswell as any but the

AT T
Ui T

"Who are youand what do
you want?" he asked Sruffly, |
sta.nbina in Front of them... '

© @

"Che ‘Wa.nbeﬁn&
Compa.nies shall know of
@ ! your journey..."

( "Qanbal}‘! Jf youhad heard only

& quarterof what ] have heard
about him..."




Cro,veller

"Be is one of the wo,nbm"‘a
| fom—w**‘"“wm

-.u

Weathet—-beaten

Wilb Folk

...the Bobbits still said of ‘h';llb

- Folk and wicked thmgs (such as

trolls) that they had not heard
of the kme.

"Your oW apisbom muse
@ becibe your COUTSE-
N\ |
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Captured by Otcs - Cave-troll B8  Evil Cree




Goblin Crap T
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Borseman
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Orc Chte]’-'to.m o

Dasty Spider-webt] | O Fac Spider
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'Queer things you 8o hear these days, to be sure,’ said Sam. Ah," said Ted,
'you do, if you listen. But ] can hear Fireside-tales and children's stories
at home, if ] want w." 'T20 doubt you can," retorted Sam, ‘and ] daresay
there's more truth in some of them than you reckon. Who invented the
stories anyway?'

The Lord of the Rings, J.R.R.. Tolkien

In the Hobbit Tales \Ilsrl\'lc"m‘\: L.ln!x.lm\“ p].l_\'\'r\
compete Lo tell the most fantaslic story. A narrator uses
beautifully illustrated large-format cards to form the
basis of the tale, with the other players interrupting with
monsler and hazard cards to disrupl the storyteller and
fnrung them to think on their feel. Drinks are served,
\Ilmlu"ru'l‘q\ are blown, and the best \lurl\h‘”cr s

cheered by everyone present

Hobbit Tales is a game for 2 to 5 Hobbits, designed by
.m.lrd-mnnm(q -L-u‘qm'rs Marco Magg and Francesco
Nepitello, creators of the War of the Ring straleg)
game and The One Ring role-playing game

This game contains a sel of rules, 1 board, 75 Adventure

cards, 40 Hazard cards, 5 coasters, a sel of cardboard

tokens and a twelve-sided The One Ring Feal die

Includes rules to use Hobbit Tales in conjunction with
the The One Ring, roleplaying game set in Tolkien's
Middle-earth.
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Waming! Not sutable for children
under 30 months
Contains small parts - Choling hazard
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