
COME TO MIDDLE-EARTH!
The world of brave and cruel Men, H o b b i t s and .

Elves, Orcs and  Trolls and Wizards both good and
evil lives on in this series of Middle-earth  Quest
gamebooks. You too can now become entwined in
the world’s richest tapestry of high fantasy.

.Three  Rings for the Elven-kings under the sky,
Seven for the Dwarf-lords in their halls of stone,

Nine for Mortal Men doomed to die,
One for the Dark Lord on his dark throne

In the Land of Mordor where the Shadows lie,
One Ring to rule them all, One Ring to find them,
One Ring to bring them all and in the darkness bind them

In the Land of Mordor where the Shadows lie.

Other Middle-earth Quest TM  gamebooks:
Treason at Helms D e e p

Upcoming Middle-earth Quest TM  gamebooks:
Mines of Moria 
Search for the Palantir Palantir  



Cover Design: Richard  H. Britton
Content Editor: Peter C. Fenlon, Jr.
System Editor: Coleman Charlton
Editorial Contributions: John David Ruemmler
Production: Larry Brook, Kurt Fischer, Leo LaDell,

Jessica Ney, Becky Pope, Marcia Sterrett,  Suzanne
Young, Kevin Barrett, Richard Britton, Coleman
Charlton,  Bill Downs

Standard (British) English spellings are used throughout this
work.

(c) Copyright 1988 by Unwin Hyman, Ltd., publishing successors
to George Allen & Unwin, Ltd., London, UK.
Middle-earth (r) and The Hobbi t  are registered trademarks of
Elan Merchandising, Inc.

Other fanciful names of characters and places derived from the
works of J.R.R. Tolkien are common law trademarks used by
license from Unwin Hyman, Ltd. and Elan Merchandising, Inc.
Middle-earth Quest is a trademark property of Unwin Hyman,
Ltd.
The QuestGame  System is a trademark property of Iron Crown
Enterprises, Inc. (c) 1985, 1988 Iron Crown Enterprises, Inc.
Produced and distributed under an exclusive worldwide license by
Iron Crown Enterprises, Inc., P.O. Box 1605, Charlottesville, VA
22902.

ISBN- O-425-1 123 1-4

All Rights Reserved.

The “BSM”  logo is a trademark belonging to
The Berkley Publishing Group.

Distributed by Berkley Sales & Marketing, a division of The
Berkley Publishing Group, 200 Madison Avenue, New York,

New York, 10016.

FIRST EDITION. PRINTED IN THE UNITED STATES OF AMERICA.

A SPY IN ISENGARD

by Terry K. Amthor

Editor : Kevin Barrett
Cover Art : Angus McBride

Maps : Jessica Ney
Illustrations : Gerald Forton







INTRODUCTION  
Based on the works of the greatest fantasy writer

of all time, Middle-earth  Quest  gamebooks in-
 vite the reader into the world of brave and cruel
Men, Hobbits  and Elves, Orcs  and Trolls, and
Wizards both good and evil. The continent of
Middle-earth, rich in adventure and conflict, pro-
vides the perfect background for solo adventures.
Welcome to the fantasy and thrills of J.R.R.
Tolkien’s Middle-earth!

THE MAPBOARD
The mapboard  gives an overview of part of the

area in which your adventures take place. This map
shows what you know about the area, but it does not
tell you everything that may happen.

Each space on the mapboard  is labeled with a
number and a letter (i.e., 1A, 1B, . . . ,2B,  2C,  . . . ,
etc.). Each of these labels refers to a section of the
text, with the same number and letter, near the
beginning of the book. This “Location Text” tells
you what you find and directs you to further “En-
counter Text” that gives you choices and detailed
information to guide you in your adventures.

Keep track of your location on the mapboard
during play. This is done by remembering the label
of your location, by using any small playing piece
(i.e., a coin) to mark your location, or by tracing
your path with a crayon or grease pencil.

THE GAMEBOOK
The gamebook  describes hazards, situations, and

locations that may be encountered during your

adventures. As you read the text sections, choices
will be given as to what actions to take. The text
section you read will depend on the space you move
to on the mapboard, the directions in the text, and
whether the actions you attempt succeed or fail.

Location Text sections are in the beginning of the
gamebook and are matched to the spaces on the
mapboard. These sections are labeled with a num-
ber followed by a letter. Encounter Text sections are
found towards the back of the gamebook and are
listed by three-digit numbers only (e.g., “365”).
Read the Location Text as you move into the match-
ing space on the mapboard, and read the Encounter
Text when told to do so by the text.

Often Encounter Text will direct your “move-
ment” in areas that are not represented on your
mapboard. In these cases, it can be very useful for
you to keep track of what you encounter and where
you go (i.e., you should make notes and map your
path of travel).

CLUES
During this gamebook, you may gain information

or items called “clues” which may be important
later on. The text will sometimes instruct you to do
the following:

Check Clue xx (“xx” is a letter)
When this occurs, check the appropriate box on

the “Clue Record Sheet” found just before the
prologue (also at the end of the book). You should
also record the information gained and note the text
section number on the line next to the box. You may
copy or photocopy these sheets for your own use.



PICKING A NUMBER
Many times during your adventures you will need

to pick a number (between 2 and 12). There are
several ways to do this:
1) Turn to the Random Number Table at the end of

this gamebook, use a pencil (or pen or similar
object), close your eyes, and touch the Random
Number Table with the pencil. The number
touched is the number which you havepicked. If
your pencil falls on a line, just repeat the process.

2) Flip to a random page in the book and look at the
small boxed number in the inside, bottom comer
of the page. This number is the number which
you have picked.

3) If you have two six-sided dice, roll them. The
result is the number which you have picked.
(You can also roll one six-sided die twice and add
the results.)

When you are instructed to pick a number and add
a “bonus”, treat results of 12 or greater as " 12” and
treat results of 2 or less as “2”

CHOOSING A SYSTEM
Before starting to play, you must decide whether

you want to use the QuestGame   Basic System
(following this section) or the .QuestGame   Ad-
vanced System  (at the end of this gamebook). If you
have never read a solo adventure and have never
played role playing games, we suggest that you use
the Basic System and the pre-created character
provided just before the prologue. After you have
mastered that, use the Advanced System and create
your own character. 9

CHOOSING A CHARACTER
There are three ways to choose a character:
1) You can use the pre-created character provided

just before the prologue.
2) You can create your own character using the

simple Creating a Character section at the end of
this gamebook.

3) You can create your own character using MERP,
the Middle-earth Role Playing system (an ICE
product not included in this gamebook). When
using MERP, ignore the Action Table and
Combat Table provided at the end of this game-
book. Instead, use the guide-lines and tables pro-
vided in MERP to resolve “actions” and “com-
bat” (see Optional Rules at the end of this game-
book).

STARTING TO PLAY
After choosing a character to play and a system to

use, start your adventures by reading the Prologue
found after the rules section. From this point on read
sections as indicated by the text. When told to move
on, read text sections corresponding to spaces on
the mapboard.
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THE BASIC,
QUESTGAME   SYSTEM

MOVING ON
When the text tells you to move on, you may

choose to move into any one of the spaces on the
mapboard next to the space you are in; then read the
matching Location Text. This text can of course
lead to more detailed adventures by directing you to
a section of Encounter Text. When the text tells you
to move on in a random direction, proceed as if the
text just says move on.

TIME
When using the Basic System, do not keep track

of time. When the text indicates a choice of encoun-
ters based upon time, read the text associated with
the earliest time.

EQUIPMENT
Whenever you acquire money and equipment,

record them on your Character Record in the spaces
provided. Silver pieces are “money” and may be
used during your adventures to pay for food, lodg-
ing, transport, bribes, etc. Certain equipment may
affect your abilities. If you wish, refer to the Ad-
vanced System for the effects of armour  and weap-
ons.
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DAMAGE AND HEALING
As you adventure, you will take damage from

fights, traps, falls, etc. You must keep track of this
damage in terms of a total amount of Damage
Taken. (Record the total in the Damage Taken
space on your Character Record.) Only your Dam-
age Taken total changes during play; your Endur-
ance does not change.

If your Damage Taken exceeds your Endurance.
(see your Character Record), you are unconscious.
If this occurred during a fight, you are defeated and
must proceed as the text indicates. Otherwise, your
adventure is over and you may begin again from the
start. If the text indicates that you “wake up”,
change your Damage Taken so that it equals your
Endurance.

Each time you read a section of text that you have
not read before and that does not require you to pick
a number or fight or take an action, you may “rest”
and reduce your Damage Taken by one.

“BONUSES’
When you are instructed to pick a number and

add a “bonus”, the bonus that you should add is the
appropriate “Total Bonus” in the "SKILL" section of
your Character Record. Keep in mind that these
“bonuses” can be negative as well as positive.

During play, you may acquire equipment or abili-
ties that  may affect your bonuses. The Special
Bonus spaces may be used to record these bonuses:
of course, some of the Total Bonuses will have to be
recalculated if this occurs.
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TAKING AN ACTION
When the text directs you to take an action, refer

to the Action Table at the end of this gamebook.
Choose one of the actions listed and follow the
directions given. Sometimes these directions will
require you to pick a number and use the “Total
Bonuses” listed on your Character Record.

FIGHTING
Fighting consists of a series of “rounds.” During

each “round,” you attack your opponent or you
attempt to flee and your opponent attacks you.
Missile attacks and your Missile OB are not used in
the Basic System.

After a fight, the text will indicate-what you are to
do next.

If you choose to fight an opponent or the text
indicates that you must fight, the combat is resolved
in the following fashion:
1) You attack (see below) your opponent and

then he attacks you. This is one round of the
fight (two attacks, two numbers picked). If you
are surprised, reverse the order of the attacks
for the entire combat.

2) Repeat step 1, one round of the fight, until one
of the following conditions occur:
a) One of you is killed (a “K” result on the

Combat Table).
b) One of you has more Damage Taken than

Endurance. That combatant is unconscious
and is defeated. (This can also occur due to a
“U” result on the Combat Table.)
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c) You successfully disengage. At the begin-
ning of any round of combat, you may elect
not to attack for that round. After your op-
ponent makes his attack for that round, you
may pick a number and add your- Running
bonus:
l If the result is 9 or greater, you

successfully Run Away.
l Otherwise, you are still engaged and must

begin another round of the fight at step 4.
(However, you may attempt to disengage
again).

How TO RESOLVE AN “ATTACK”
1) Subtract the defender’s Defensive Bonus (DB)

from the attacker’s Melee Offensive Bonus
(Melee OB) and pick a number.

2) Using the Combat Table at the end of this
gamebook, cross-index the number picked (in
the vertical column on the left side of the table)
and the difference between the OB and the DB
(in the horizontal row at the top of the table).

3) The result is the amount of damage that the
defender takes (increase his Damage Taken by
that amount). The special results “U” and  “K”
end the combat immediately with the defender
being knocked out (U, Unconscious) or more
rarely, killed (K).

FIGHTING  M ORE THAN ONE OPPONENT

If the text indicates that you must fight more than
one opponent in a given situation, just “fight” them
one at a time as indicated above.
5




























































































































































































































