
Cultures of Middle-earth

Languages Used by Different Cultures

Culture
Main

Language
Secondary
Language Notes

Bardings and Men of
the Lake

Dalish - Bardings speak what can be described as a very old form of the Common
Speech.

Beornings and
Woodmen

Vale of
Anduin
Tongue

- The language of the folks in the Vale of Anduin is an old form of the
Common Speech, closely related to Dalish.

Men of Bree Common
Speech

- While the Men of Bree claim to be the descendants of the first Men to
wander West of the world, few know anything of their heritage.

Dunlendings Dunland
Tongue

- The Dunland tongue is an ancient speech, once spoken in many valleys of
the Mark of the Riders.

All Dwarves Local
Mannish
speech

Dwarvish
(secret)

All Dwarves speak the tongue of the local communities of Men, but preserve
a knowledge of their 'secret language.'

Elves of Lórien Grey-elven
(Sindarin)

- The Silvan Elves of Lórien seldom use any tongue but that of their Lord and
Lady.

Elves of Mirkwood Grey-elven
(Sindarin)

Woodland
Elvish

The Silvan Elves used to speak an original Woodland tongue, but they are
gradually embracing the use of Sindarin.

Elves of Rivendell Grey-elven
(Sindarin)

High-
elven

(Quenya)

The Elves of Rivendell use Sindarin for daily use, and the Ancient Tongue for
ceremony, in song, and in high matters of lore.

Hobbits of the Shire Common
Speech

- Hobbits have forgotten their native languages, and use the Common Tongue,
preserving the use of only a few words and names of their own.

Rangers of the North
and Men of Minas

Tirith

Common
Speech

Grey-elven
(Sindarin)

The native language of the Dúnedain is the Common Speech. Some still learn
Sindarin, as it is handed on from generation to generation.

Riders of Rohan Rohan
Tongue

Grey-elven
(Sindarin)

The tongue of Rohan is related to the language of the Anduin Vales. Since
the crowning of Thengel King the language of Gondor is spoken at court.

Wayward Elves Woodland
Elvish

Grey-elven
(Sindarin)

The Wayward Elves favor the use of their original Woodland tongue, and use
Sindarin only when dealing with others.

Wild Hobbits Vale of
Anduin
Tongue

- The hobbits of Anduin favor the language of their Mannish neighbors.

C
hapter 3 of the Adventures in Middle Earth

Player's Guide describes the different types of

Free Folks that heroes can be. There are eleven

cultures presented there: the stalwart Bardings,

the strong Beornings, the dutiful Dúnedain, the

rich Dwarves of the Lonely Mountain, the

mysterious Elves of Mirkwood, the jovial Hobbits

of the Shire, the pragmatic Men of Bree, the cosmopolitan

Men of the Lake, the brave Men of Minas Tirith, the

courageous Riders of Rohan, and the vigilant Woodmen.

There are many more Free Folks out there, however, and

The One Ring RPG has more than these. This document

converts those cultures to the Adventures in Middle Earth

game with all the mechanics you need to include them in

your game. Like the eleven already published, these are not

races or species as many players of D&D are used to. Men

from Minas Tirith, Rohan, Lake-town, Bree, and Dale are all

human but their culture makes them very different sorts and

so that is the defining aspect of the character.

The new cultures presented here are...

Dunlendings, the hill folk living south of the river Isen

Dunlendings, the hill folk living south of the river Isen

and looked down on by the Riders of Rohan.

Dwarves of the Blue Mountains, the manses west of the

Shire near the Grey Havens.

New options for Dwarves of the Lonely Mountain

including a new origin and Cultural Virtues.

Elves of Lórien, the people of Lady Galadriel's hidden

kingdom to the south of Wilderland.

High Elves of Rivendell, the noble folk of Lord Elrond's

sanctuary who possess many ancient secrets.

Wayward Elves of Mirkwood, those Elves of Thranduil's

realm who take a more open view of the world.

Wild Hobbits of the Anduin Vales, those eastern hobbits

less set in their ways than their cousins in the Shire.

For the Description and Names of these cultures, find their

entry in the Adventurer's Companion for The One Ring RPG

or one of that game's other books that include the various

cultures of Middle Earth. The Standards of Living, Traits, and

Cultural Virtues are listed here.

1
INTRODUCTION and DUNLENDINGS



Dunlendings
... in the hills of Dunland

a remnant lingered of an old people...

Standard of Living
Like the Woodmen of Wilderland, the Dunlendings rank as a

Frugal culture. This is less to do with any lack of resources or

space, however, and more to do with the powerful cultures

they have traditionally lived next to and the disadvantage they

have traditionally been kept at.

Bonus Equipment: A travelling cloak, travelling gear for the

current season, a belt dagger, 2d6 silver pennies, plus choose

any one: ceremonial paints, a camouflaged hunting cloak, a

religious figurine of stone, a spiral talisman.

Dunlending Traits
Your Player-hero has certain traits deriving from your

Dunlending ancestry.

Ability Score Increase. Your Constitution score

increases by 1 and you may increase two additional ability

scores by 1.

Adventuring Age - 16-30. Dunlendings often join raiding

parties from their 16th year, but sometimes set out for

adventure farther afield then instead. It is rare that they

adventure beyond their forties, returning instead to life

amongst their clan.

Size. Most Dunlendings are tall and thick-limbed with

ample muscles from life in their harsh homelands. Your

size is Medium.

Speed. Your base walking speed is 30 feet.

Wild. You have proficiency in the Survival skill.

Starting Virtue. You gain one Dunlending Cultural Virtue

of your choice.

Languages. You can speak the Dunland Tongue, an

ancient language related to the tongues of the Men of the

First Age. You can also speak Westron but you can't read

or write either language.

Dunlending Cultural Virtues
A Secret Folk
The Dunlendings fled and hid themselves...

The other Free Folk call you savage and know little of your

ways, which is precisely as your people wish it to be. You have

advantage on all Wisdom (Perception) rolls to detect an

ambush or find a trap, on all Wisdom (Insight) checks to

discover treachery in others, and all Dexterity (Stealth)

checks in scrubby hills similar to your homeland.

Champion of the Hillmen
Only in Dunland did Men of this race hold their old

speech and manners...

Adventuring outside the confines of your homeland has given

you a different perspective from most members of your kin.

You gain proficiency in one skill of your choice and you gain

the ability to read and write in Westron.

Grim of Aspect
"Most of them were ordinary men, rather tall and dark

hair, and grim but not particularly evil-looking.

If you can approach servants of the Shadow before an armed

confrontation becomes inevitable, you may interact with them

using the normal rules for encounters. So long as you keep

Elves and Dwarves in your company out of sight (or bound as

“prisoners”) most Orcs, Bandits and other foul folk will not

attack you without cause.

Additionally, when crossing Blighted Lands (see

Adventures in Middle Earth Player's Guide, p. 181-182) you

gain a +2 bonus to your Wisdom saving throw.

Ill Omen
... many of the wild men paused, and looked back over

their shoulders to the valley, and some looked up

doubtfully at the sky.

At night, as part of a long rest, you can make an Intelligence

(Riddle) check to receive an omen of events to come,

foreshadowing of the next day. The results are described

below.

The benefit of this omen is to provide you with extra dice

that can be added to one ability check, attack roll, or saving

throw during the next day. Any omen dice not used before

your next long rest are lost.

Omen Results
Riddle Check Omen Dice

1-11 0

12-14 1d4

15-16 2d4

17-18 2d6

20+ 3d6

Wild Onset
"... the wild hillmen and herd-folk of Dunland... he loosed

upon us. We were overmatched. The shield-wall was

broken."

You have started to favor the bloody ways of the warlike clans

of the highlands, who like to rush their enemies headlong

without much concern for their defense. You can enter a

Battle-fury as described on page 72 of the Adventures in

Middle-Earth Player's Guide as if you were a level 1 slayer. If

you already have levels in the slayer class, you instead gain an

extra fury in addition to those listed in the slayer class table.
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Dwarves of the
Blue Mountains

Now they had fair halls in the mountains, and store of
goods, and their days did not seem so hard, though in

their songs they spoke ever of the Lonely Mountain far
away.

Standard of Living
The Dwarven halls of the Blue Mountains have dug their own

mines and gathered riches to themselves. They rank as a

Prosperous culture.

Bonus Equipment: A fur-lined travelling cloak, travelling

gear for the current season, a bedroll, an ornamental walking

stick, a backpack, comfortable boots, 5d6 silver pennies, plus

choose any two: a valuable gem worth 10 silver pennies, a

Dwarven relic of the First Age, artisan's tools, a musical

instrument, a map of Eriador, a fine leather belt, Hobbit

pipeweed.

Dwarf Traits
Your Player-hero has the same traits as Dwarves of the

Lonely Mountain (Adventures in Middle Earth Player's Guide,

p. 40) except as noted below.

Languages. You can speak, read, and write Common

Tongue rather than the archaic Dalish of the Bardings.

You can also speak, read and write the secret language of

the Dwarves.

Origin: The Blue Mountains. Rather than choosing

Erebor or the Iron Hills as your origin (or the Grey

Mountains; see below) you have the Blue Mountains as

your region of origin. Your Charisma score increases by 1

and you gain proficiency in Lore, Shadow-lore, or Riddle

checks. You also gain proficiency in smith's tools.

Dwarves of the Blue Mountains
Cultural Virtues
You can select any of the Cultural Virtues for Dwarves of the

Lonely Mountain listed on pages 105-106 of the Adventures

in Middle Earth Player's Guide except for Ravens of the

Mountain. The ancient breed of those birds which befriends

Dwarves lives exclusively around Erebor and does not

interact with your people. Instead, you can choose to gain the

following Cultural Virtue.

Deep Songs
... the music began all at once, so sudden and sweet that

Bilbo forgot everything else, and was swept away into

dark lands under strange moons...

Strange as it might seem to others, music comes easily to

your folk. You gain proficiency in the Perform skill and during

a Fellowship Phase you can choose to use Perform instead of

Insight to Heal Corruption. You can also lower the DC by -2 of

Insight checks for any companions with you who choose the

same undertaking. If you are successful in your roll, you gain

1 point of Inspiration at the beginning of the next

Adventuring Phase.

Dwarves of the
Lonely Mountain
The culture listed in the Adventures in Middle Earth Player's

Guide is actually two separate cultures bound together: the

Dwarves of Erebor and the Dwarves of the Iron Hills. These

people are closely related to one another and so only differ

slightly. A third culture, the Dwarves of the Grey Mountains

who live to the north are similar as well and are presented

here as a third origin option.

The Grey Mountains (Origin)
Long ago, when Durin's Folk fled from Moria, many went

north into the Grey Mountains. There they found great riches

and new wealth, and for a time the Dwarves prospered until

Dragons came from the Withered Heath and destroyed their

halls. Your people fled to scratch out a living as wandering

craftsmen and traders in Wilderland, those that didn't travel

east to the Iron Hills. Now that Smaug is dead, however, the

Dwarves of the Grey Mountains see a land where the veil of

shadow is beginning to lift and many believe this to be the

turning of the tide.

Additional Ability Score Increase. Your Strength score

increases by 1 and your Wisdom score increases by 1.

Solid Travelers. You are used to traveling and can help

your party through difficult areas. When your company

makes an Embarkation roll (Player's Guide p. 166) you

add +2 to the roll. Additionally, if you are the party's Guide,

you add +1 to the Arrival roll (Player's Guide p. 174).

A Meager People. Your culture is Frugal instead of

Prosperous.

Cultural Virtues of the Dwarves
In the optional rules presented here, the Cultural Virtue

Ravens of the Mountain is only available to Dwarves with the

Erebor origin. Dwarves from the Iron Hills or Grey

Mountains can choose one of the following instead.

Dark for Dark Business (Grey Mountains)
"We like the dark," said the dwarves. "Dark for dark

business! There are many hours before dawn."

You often have been forced to find sanctuary in cold and

lightless caves, to hide from your enemies. You gain

advantage on Perception and Investigation rolls while in the

dark (at night, underground, or in deep forest.

Sworn Allegiance (Iron Hills)
"We are hastening to our kinsmen in the Mountain, since

we learn that the kingdom of old is renewed."

You do not give your trust to others easily, but when it

happens the bond that is formed is so strong that you treat

friends as kinsmen. If none of your company was reduced to

zero hit points, gained the poisoned condition, or gained the

miserable condition during the course of a gaming session

you gain one point of Inspiration at the start of the next

session.
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Elves of Lórien
"But we hear that Lórien is not yet deserted, for there is a

secret power here that holds evil from the land.
Nevertheless its folk are seldom seen, and maybe they

dwell now deep in the woods and far from the northern
border."

Standard of Living
Though they do not crave riches in the same way as Dwarves,

the Elves of Lórien have many impressive comforts and

treasures. They are considered a Prosperous culture.

Bonus Equipment: A grey traveling cloak, traveling gear for

the current season, a backpack or saddlebags, a belt dagger,

boots, 5d6 silver pennies, plus choose any two: a carved

figurine of mallorn-wood, artisan's tools, a musical

instrument, a short bow and a quiver of 20 arrows, a silver

water-flask.

Lórien Elf Traits
Your Player-hero has the same traits as an Elf of Mirkwood

(Player's Guide, p. 43) except for the following.

Languages. You can speak, read, and write Sindarin, the

language of the Grey Elves of old. It is a purer and older

dialect than that of your northern cousins in Mirkwood.

You can also speak the Common Tongue.

Elves of Lórien Cultural Virtues
The Elves of Lórien have many of the same aspects as the

Elves of Mirkwood. They can gain the Virtues Deadly

Archery, Dreams of Elder Days, and The Speakers (Player's

Guide, p. 107) but not Shadow Bane or Wood-elf Magic.

Instead, they can pick one of the two found below.

Waybread of the Elves
"It fed the will, and gave strength to endure, and to

master sinew and limb beyond the measure of mortal

kind.

Lembas appears as thin wafers wrapped in leaves, and can

be compared to cram, or to the honey-cakes of the Beornings,

for it is a type of waybread created to be consumed when all

else fails. During a Fellowship phase, if you choose the Heal

Corruption undertaking, you can make an Intelligence check

(DC 12). If you succeed, you equip your company with lembas

and grant them each a point of Inspiration usable exclusively

during journeys. If you succeed by 5 or more each player

gains 2 Inspiration points instead.

Favor of the Lady
"As they were healed of hurt and weariness of body the

grief of their loss grew more keen.

When you left your home to go adventuring you realized for

the first time how keenly you would have missed walking

among the trees of your woodland realm. Now the Lady of

the Galadhrim has bestowed her blessing on you when you

return from the outer world. You gain proficiency in all saving

throws against Corruption sources and when you return to

Lórien for a Fellowship phase you can remove 1 Shadow

point as part of your undertaking.

Wayward Elves
of Mirkwood

There was a fire in their midst and there were torches
fastened to some of the trees round about; but most
splendid sight of all: they were eating and drinking

merrily.

Standard of Living
Like other Elves of Mirkwood, the Wayward Elves have a

Martial culture. They rarely spend much of their money on

weapons, however, instead concentrating on pleasurable

things.

Bonus Equipment: A grey or green travelling cloak,

travelling gear for the current season, a backpack or

saddlebags, a musical instrument, boots, 3d6 silver pennies,

and choose any two: a grey blanket, a wineskin, a silver clasp

for a cloak, artisan's tools, a dagger, a packet of herbal

seasonings.

Wayward Elf Traits
Your Player-hero has the same traits as an Elf of Mirkwood

(Player's Guide, p. 43).

Wayward Elves Cultural Virtues
Wayward Elves can choose from any of the Cultural Virtues

listed for Elves of Mirkwood (Player's Guide, p .107-108)

except for Shadow Bane. Instead they can choose The Call of

Mirkwood described below.

The Call of Mirkwood
They differed from the High Elves of the West, and were

more dangerous and less wise.

You think your fate and that of your people should be that of

enjoying life to the fullest, as long as Mirkwood and the world

endure. You may spend a point of Inspiration to automatically

succeed at any Stealth check and you ignore levels of

exhaustion when making Survival checks.

Unfortunately, other Elves recognize your refusal to depart

into the West with a simple look and you suffer a -2 to all

social checks with Elves. Any audiences with other Elves also

have the Mistrust starting attitude (see table on page 193 of

the Player's Guide).
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High Elves of Rivendell
"And here in Rivendell there live still some of his chief

foes: the Elven-wise, lords of the Eldar from beyond the
furthest seas."

Standard of Living
The rich halls of Rivendell provide treasures and comforts to

the High Elves. They are a Prosperous culture.

Bonus Equipment: A brown travelling cloak, travelling gear

for the current season, a bedroll, a backpack or saddlebags,

comfortable boots, 5d6 silver pennies, plus choose any two:

ink and parchment, artisan's tools, finely made gloves, a

beautifully-carved walking stick, a musical instrument, a book

of ancient poetry.

Rivendell Elf Traits
Your Player-hero has the same traits as an Elf of Mirkwood

(Player's Guide, p. 43) except for the following.

Against the Unseen. High Elves can perceive creatures

that dwell in the wraithworld, be they spirits or ghosts,

even when they are normally invisible to the eyes of the

living (including the Unclad and Invisible Ringwraiths).

They also have advantage on saving throws against the

powers of such creatures.

A Whisper Through the Leaves. High Elves lack this

trait.

Languages. You can speak, read, and write Sindarin, the

language of the Grey Elves, as well as Quenya, the High

Elven tongue of old. You can also speak the Common

Tongue.

High Elves of Rivendell Cultural
Virtues
Artificer of Eregion
Many eyes were turned to Elrond in fear and wonder as

he told of the Elven-smiths of Eregion and their

friendship with Moria, and their eagerness for knowledge.

You are studying the ancient craft of the Elven-smiths of

Eregion, the greatest craftsmen of your kin. This Virtue gives

you the ability to Evaluate Treasure as described below and

you can gain more abilities with Fellowship phase

undertakings. The first undertaking you spend increasing this

Virtue you gain the ability to Enhance Weapons. Once you

gain a level you can spend another undertaking learning how

to Enchant Weapons or Create Wonders.

Evaluate Treasure
You recognize the runes and secret symbols employed by the

artificers of old to mark their work. You gain advantage on all

checks to identify magical treasures.

Enhance Weapons
Choose the Elven-smithing undertaking to retire to your

smithy and create a weapon that can be wielded against

creatures of the Shadow. Over the course of this undertaking

you can add a Bane effect to a mundane weapon (see p. 133-

138 of the Loremaster's Guide for more information).

Enchant Weapons

Enchant Weapons
Choose the Elven-smithing undertaking to use all your

cunning as an artificer and work some of the light of the

Blessed Realm into a weapon. Over the course of this

undertaking you can add an enchanted quality to a weapon

which already has a Bane quality (see p. 133-138 of the

Loremaster's Guide for more information).

Create Wonders
Choose the Elven-smithing undertaking to create an object of

immense beauty and power. In ages past, the smiths of

Eregion made wonderful gifts and powerful items, including

the Rings of Power which Sauron subverted to his will. Over

the course of the undertaking you can create a wondrous

artifact (see p. 127-131 of the Loremaster's Guide for more

information).

Beauty of the Stars
Pippin afterwards recalled little of either food or drink

for his mind was so filled with the light upon the Elf-

faces.

Your beauty is so unearthly that all but the hardest-hearted of

Mortals can gaze upon you and not be swayed - or bewitched -

by your countenance, even if afterwards they retain only a

vague memory of anything but your glory. You have advantage

on the first social check (Persuasion, Intimidation, Traditions,

or Insight) that you make against one of the Free Folk that is

not an Elf.

If you this roll is made to introduce a company seeking an

audience (Player’s Guide, p. 194) and you succeed by 5 or

more the Mortal is considered one step higher in terms of

their attitude towards the party (Player’s Guide, p. 195).

Spending a point of inspiration after succeeding on a roll

that gains advantage from Beauty of the Stars will result in

the Mortal being confused later about what happened. They

will only have the vaguest sense of what was said or agreed to

in that meeting.

Elbereth Gilthoniel!
A Elbereth Gilthoniel - o menel palan-diriel, - le nallon sí
di’nguruthos!

The name of Elbereth, the Queen of the Stars, is revered by

all the Eldar still dwelling in Middle-earth. If you or one of

your companions has failed a death save or has the Miserable

condition, you can invoke the name of Elbereth and spend a

point of Inspiration to gain advantage on an ability check that

character makes in the next ten minutes, even a death save.

Additionally, each Elven hero (or Elf-friend) in the company,

including you, gains advantage on their next ability check.

Might of the Firstborn
... on his brow sat wisdom, and in his hand was strength.

By the power that is in them, Elf-lords can fight the most

powerful among the servants of the Enemy. You have

advantage on all saving throws against effects from creatures

of the Shadow such as Orcs, spiders, and dragons.
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Skill of the Eldar
"... we put the thought of all that we love into all that we

make."

The Elves are the Firstborn of Arda, the greatest creations of

Eru Ilúvatar, and capable of amazing feats. When you make a

skill check in a skill you are proficient in and you roll a

natural 20, you succeed in an unusual and amazing way. If

using Athletics to climb a wall you might flip up to the top

with breathtaking grace, while a roll for Insight might cause

the person so watched to begin to ramble about secret things

without realizing it. Onlookers can only attribute this to "Elf-

magic."

In addition to this extra effect, you gain a point of

Inspiration as part of the successful roll.

Wild Hobbits of the
Anduin Vales
"There were probably more Outsiders scattered about in

the West of the World in those days than the people of the
Shire imagined."

Standard of Living
Living in hiding along the banks of the Anduin, unknown even

by their closest neighbors, the Wild Hobbits eke out a Frugal

standard of living.

Bonus Equipment: A scuffed but sturdy travelling cloak,

travelling gear for the current season, a backpack,

comfortable boots, 2d6 silver pennies, plus choose any two: a

fishing line and hook, a hand-carved pipe, a wide-brimmed

hat, a belt knife, a hunting snare.

Wild Hobbit Traits
Your Player-hero has the same traits as a Hobbit of the Shire

(Player's Guide, p. 46) except that they don't pick Family Ties.

Instead, they gain the following benefits.

Ability Score Increase. Your Wisdom score increases by

1.

Shadow-sight. You have proficiency in the Shadow-lore

skill and gain advantage on Wisdom checks to identify the

tracks of creatures of the Shadow such as Orcs or spiders.

Wild Hobbits of the Anduin Vales
Cultural Virtue
Wild Hobbits may pick the new Virtue described below, as

well as the ones listed for Hobbits of the Shire on pages 108-

109 of the Adventurer's Guide.

Vexing Riddler
*He knew, of course, that the riddle-game was sacred and

of immense antiquity, and even wicked creatures were

afraid to cheat when they played at it.

You gain advantage on Intelligence (Riddle) checks and can

challenge others to a riddling contest during an Audience

encounter (see p. 192-195) in place of the normal Intelligence

(Traditions) roll.
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Cultural Attitudes

Toward: Dunlendings
Dwarves of the Blue

Mountains
Elves of
Lórien

High Elves of
Rivendell

Wayward Elves of
Mirkwood

Wild Hobbits of the
Anduin Vales

Dunlendings Favored Friendly Askance Unknown Unknown Unknown

Dwarves of the Blue
Mountains

Friendly Favored Mistrust Mistrust Askance Unknown

Elves of Lórien Askance Mistrust Favored Friendly Askance Neutral

High Elves of Rivendell Unknown Mistrust Friendly Favored Askance Neutral

Wayward Elves of
Mirkwood

Unknown Askance Askance Askance Favored Friendly

Wild Hobbits of the
Anduin Vales

Unknown Unknown Neutral Neutral Friendly Favored

Bardings Unknown Friendly Neutral Neutral Friendly Neutral

Beornings Unknown Askance Neutral Neutral Neutral Friendly

Men of Bree Unknown Neutral Unknown Friendly Unknown Unknown

Dúnedain Neutral Neutral Friendly Favored Unknown Unknown

Dwarves of the Lonely
Mountain

Friendly Favored Mistrust Mistrust Mistrust Neutral

Elves of Mirkwood Unknown Mistrust Favored Favored Askance Friendly

Men of Minas Tirith Mistrust Unknown Friendly Friendly Unknown Unknown

Hobbits of the Shire Unknown Friendly Unknown Friendly Unknown Favored

Men of the Lake Unknown Unknown Unknown Unknown Friendly Neutral

Riders of Rohan Mistrust Neutral Neutral Unknown Askance Unknown

Woodmen Unknown Neutral Friendly Neutral Friendly Friendly
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