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- introduction -
If you’re all going to meet in an inn, you may as well do 
it properly. Many a famous adventure has begun in The 
Prancing Pony, the legendary inn that stands in the middle 
of Bree. It was here that Gandalf the Grey met Thorin 
Oakenshield, and here too that Frodo first met Strider. 
Bree is a little island of civilisation out in the Wild, a town 
that survives only by the valour of those brave heroes who 
stand watch over it.

The Bree-land Region Guide takes Adventures in Middle-
earth west of Rivendell, beyond the Trollshaws and on 
past the gaze of Weathertop to where the great East Road 
meets the Greenway. As well as describing the Bree-land 
and the folk who dwell there, the supplement also contains 
three complete adventures.

The first section, A History of The Bree-land, describes 
the surprisingly long history of Bree, as known to both 
local folk and the Wise.

The following section describes Bree-land and Around, 
containing descriptions about the principal locations 
of the Bree-land and the characters who might be 
encountered there. It also provides new rules for combat 
scenery in urban environments.

The third section describes The Prancing Pony, Bree’s 
most famous landmark, providing everything you need to 
know about the inn and its regulars. 

Adventuring in Bree, the fourth section, includes some 
suggestions for what sort of adventures might occur in and 
around Bree. It also provides a list of new undertakings 
for the heroes to complete in the Fellowship phase.

The next section introduces the Dwarves of the Blue 
Mountains culture, as these traders are often seen passing 
through the Bree-land and might be convinced to have an 
adventure along the way.

The sixth section, Foes to Freeze the Heart, is a collection 
of new adversaries that lurk near to the Bree-land. 
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Introduction

An Empty Land provides a series of customised Journey 
Events for the Bree-land and its borders. Finally, three 
complete adventures are included, set in and around the 
Bree. They are:

•	 Old Bones and Skin (Levels 1 or 2): Something’s 
breaking into the graveyard of Bree and stealing 
corpses. The folk of Bree assume it’s the undead, but 
it’s actually a hungry Old Troll digging up old bones to 
eat. The Company must stake out the graveyard and 
find the real culprit, then track him to his lair in an old 
tomb and drive him away, but in doing so discover a 
far more insidious threat.

•	 Strange Men, Strange Roads (Levels 3 or 4): The 
Company set out to meet a Ranger at the Forsaken 
Inn, but they find him gone, murdered. A company 
of traders at the inn are the most likely suspects, but 
who amongst the travellers is guilty? The Company 
must track these travellers on the Road to Bree and 
spy on them, uncovering a nefarious scheme afoot 
that threatens all of the Bree-land.

•	 Holed up in Staddle (Levels 4 or 5): The companions 
join a Ranger on the hunt for a villain fleeing justice, 
following him into the Old Forest before they lose 
him. But the villain has snuck into the village of 
Staddle and holed up with a Hobbit family, taking 
them hostage and forcing them to help him bring his 
evil plans to fruition under the Harvest Moon.

How to Use This Guide
This supplement is a guide to the places and peoples of 
this part of Middle-earth, and is an invaluable source 
of new gaming material that expands upon what has 
been presented in Adventures in Middle-earth and the 
Rivendell Region Guide. While the latter volume is not 
strictly necessary, a Loremaster’s knowledge of the Bree-
land will be greatly enhanced if both it and this guide are 
used together.

This supplement is primarily for Loremasters, but players 
— especially those playing Bree-folk or Dwarves of the 
Blue Mountains — may be allowed to read some of this 
guide, but others should generally refrain from doing so. 
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Certainly no player should read any of the adventures 
included.

The three adventures contained in this guide are designed 
to be run for a starting Company, perhaps one made up 
of Breefolk (and maybe a Dwarf and a Hobbit or two) off 
on their first quest, perhaps assisted by the presence of a 
Dúnedain or High Elf.

While Old Bones and Skin and Strange Men, Strange 
Roads can be run as standalone adventures, together with 
Holed Up in Staddle they form a short campaign. Heroes 
that complete the campaign will be ready to face the foes 
of Eriador Adventures, although Loremasters might wish 
to modify the first adventure of that volume and have it 
concern the Hill-men of Rhudaur instead of their cousins 
to the east.

Experience Awards
Throughout the adventures you’ll see symbols in the 
margin. These indicate a chance for the Loremaster to 
award Experience Points for overcoming challenges. These 
opportunities are optional, to be made at the Loremaster’s 
discretion and in accordance with the method of levelling 
they have chosen. They might form a direct, numerical 
award or a silently observed instance that counts towards 
gaining a whole level if enough are checked off.

Every game will vary, but these Experience Awards have 
been calculated to offer a good chance for a typical 
Company to level up in accordance with the pace we 
suggest for this campaign.

The Bree-land adventures make use of the Companion 
and Challenge Rating Experience Award Table (provided 
on the right) for non-combat encounters. Just as a combat 
encounter should be scaled to reflect the size of your 
Company , so too should these Awards be scaled to match 
your group of adventurers.

The symbols in red represent an individual achievement 
and are awarded to a single hero. Those in green are 
intended to be divided amongst the party. Experience 
derived from battle is calculated according to the core 
rules — for the sake of simplicity and consistency there is 
no change there.

	 Challenge	 XP 	 Challenge	 XP
	 1/8	 25	 2	 450
	 1/4	 50	 3	 700
	 1/2	 100	 4	 1,100
	 1	 200	 5	 1,800
			 

The Tale of Years
If you want to follow the default pacing of gameplay 
suggested in Adventures in Middle-earth, playing all 
the adventures contained in the Bree-land Region Guide 
should take three or more 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. Both the first and final adventures are 
designed to be broken partway through with an additional 
Fellowship phase.

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

Old Bones and Skin could be run in the autumn of 2971 
(or any year, really). Strange Men, Strange Roads could 
then be run in the late spring of the following year. Holed 
Up in Staddle could then follow in the summer, ending in 
the autumn of 2972.

Once your Company has vanquished Gorlanc, they might 
like to set out on a quest beyond the Bree-land. Eriador 
Adventures contains six more adventures set nearby, 
including one on the Greenway and another around the 
Barrow-downs and Bree.

Individual
Award

Group
Award
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a History
of the

- Bree-land -
According to their own tales they were the 
original inhabitants and were the descendants 
of the First Men that ever wandered into the 
West of the middle-world…

Some will tell you that Bree is old. 

Older than the Shire. Older than Minas Tirith. Older than 
Fornost. Older than the Havens. They tell that there has 
been a settlement here, on the Road, since the First Age of 
the World. And the Road passing through the Bree-land is 
ancient, for it was made by the Firstborn, long, long ago, 
when they passed this way heading West.

For others Bree is younger, as they say that the Men of 
Bree are cousins to the Dunlendings, a folk of Men that 
long ago dwelt in distant dales in the far south and that 
eventually moved north, to live in the foothills of the Misty 
Mountains.

Of course, if you ask a Bree-lander most of the above is 
just pointless chatter. Bree-hill has always been there, and 
if you want to know about history, you will be regaled 
with an infinitely detailed recounting of village gossip, 
marriages, births, deaths, things said in the taproom of 
The Pony, things not said when they should have been 
said, and so forth.

A History of the Four Villages
The Bree-folk on the whole do not account for many 
scholars. History, and geography for that matter, are 
words that aren’t much used in the Bree-dialect, and 
books are a rare sight around here, almost as much as 
oliphaunts. And so it is that a definitive history of Bree is 
hard to come by. 

But while most are generally wary of “book learning”, not 
every Bree-lander is quite so wilfully ignorant. Take the 
Hobbit scholar Lemuel Heathertoes, for example: in the 

year 2921, Lemuel finished the compilation of his History 
of the Four Villages, a copy of which may be found in the 
Bree Counting House.

Any who can gain access to this book and have an interest 
to read it, will learn that Lemuel traces evidence of the 
existence of Bree back to the reign of the last king of 
Arnor. In the year 843 of the Third Age, the king ordered 
the construction of a ‘fortress and stables’ for the defence 
of travellers on the road. The text tells that nothing of  

A History of Bree-land



Bree-land Region Guide

8

this ancient fortress survives; it was likely besieged and 
destroyed during the middle years of the Third Age, 
probably during the sack of Cardolan in 1409, if not 
earlier. The fall of Cardolan was followed by plague, and 
Lemuel recounts how recorded incidents tell of the waking 
of evil things in the oldest barrows west of Bree.

The book states that in the year 1300 or thereabouts, the 
first Hobbits came to this region from out of the East, and 
settled in the Bree-land. They chose to live mainly on the 
southeast slopes of the Hill, in the village of Staddle, and 
it is still a matter of debate today if that village was indeed 
founded by Hobbits, or if it was inhabited by the Big Folk 
before that.

In time, more and more Hobbits passed through Bree, 
until in the year 1601 the Fallohide brothers Marcho and 
Blanco obtained permission from the King of Arthedain 
to settle in the then-abandoned lands west of the Old 
Forest. Many of the Bree-hobbits followed them across 
the Brandywine to their new home, and so the Big Folk 
moved into the farms and gardens (and sometimes even 
the holes) vacated in their stead.

Among the historical facts that Heathertoes records as 
relevant to the history of Bree is the burning of the town in 
the year 1974, when armies of Orcs and Men attacked the 
kingdom of Arthedain. Bree-land was overrun, the Bree-
folk fled and hid in the Chetwood, until the armies of the 
South Kingdom arrived and broke the power of Angmar.

The village was rebuilt in 1976, although some of those 
who survived the war chose to leave for the south instead 
of remaining behind in a ruined Eriador. Without a king 
in the North, the Bree-landers elected a Reeve to lead them 

and to administer their affairs, and that arrangement has 
lasted to the present day. A learned reader may recognise 
that the recorded line of Reeves is older, in fact, than the 
line of Stewards in Gondor.

Bree prospered in the years that followed the defeat of 
Angmar, especially when Dwarves started to appear on 
the road in greater numbers. Serving their needs (and 
relieving them of their heavy gold) became one of the chief 
businesses of Bree, along with trade goods passing from 
the Shire through Bree and south to Tharbad.

The town survived the Long Winter thanks to its sheltered 
farmland, but other towns of the region did not. Plague 
and bad weather and Orc-invasions left the surrounding 
land empty and barren. Heathertoes notes that as recently 
as 2800, it was not unheard-of for Orcs to attack as far 
west as Bree, and the weapons of the Wardens — the town 
guards — were used in deadly earnest time and again.

In the conclusions of his work, Lemuel Heathertoes 
ventures to say that is has been the close kinship of Bree 
and the Shire that helped both settlements to endure, 
when many other towns and villages in Eriador were 
depopulated and abandoned.

Since Heathertoes completed his history, traffic between 
the Shire and Bree has fluctuated. In the first heady years 
after Bilbo’s return to the Shire, many bold Hobbits (and 
their coin) made it as far east as The Prancing Pony, only 
for most to return having their fill of the Wide World 
already. Since then, Shire-Hobbits are scarcer and scarcer 
and a day may come when even a small party out of the 
West will be the talk of the town. But not yet: there is still 
coming and going between Buckland and Bree, at least.
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- Bree-land -
& Around

Before them rose Bree-hill barring the way, a 
dark mass against misty stars; and under its 

western flank nestled a large village. Towards 
it they now hurried desiring only to find a fire, 

and a door between them and the night.

Bree is the last little island of civilisation and warmth in 
the midst of the empty wilderness of the North. Step out 
the gates, and you are on the Road that leads out into the 
wide world beyond. The Bree-folk are sensible, stay-at-
home types; they leave wandering the Wild to adventurers 
and other strange types. They know what they already 
have, and they cherish it.

Bree-hill

“Bree” means hill, in the tongue of the first men to live 
here. Bree-hill is not a remarkable hill by any means. It 
rises gently out of the rolling downs, carrying woods on its 
back to the east, but its south and west sides are cloaked 
in thick grasses. The hill is mostly chalky earth, but there 
is a small quarry on the south side, where the folk of Bree 
obtain good stone for building.

There was a watchtower atop the hill, long ago, but 
nothing remains of it now. Even without the tower, an 
observer on top of Bree-hill can see Weathertop in the 
distance to the east, and the Great Road with its gentle 
bend south to avoid the perils of the Midgewater Marshes. 
To the west, the lines of the Greenway can still be seen, 
graven onto the land, passing through the farms and 
pastures of the Breeland and out into the wild to the south.

North, too, runs the Greenway – the City Road, some in 
Bree still call it, although the city it once led to is gone 
now. Further west the East Road unfolds like a dark 
ribbon beyond the crossings where it meets the Greenway, 
bordering the perils of the haunted Barrow-downs and 
beyond, the choking thickets of the Old Forest.

Bree itself lies south-west of the hill, close to the 
Greenway-crossing. Staddle is on the far side of the hill, 
on its southeastern slope, and Combe beyond that to the 
north, in a deep dark valley. The Chetwood grows on the 
northeastern side of the valley, spreading out and turning 
wilder and more tangled as it runs north and east. Many 
paths lead through the woods to Archet.

Bree’s farms are tightly clustered around the hill. The soil 
of the Bree-land is rich and dark, good for root vegetables 
and mushrooms in particular. Further from the town 
proper, sheep, cows and goats graze on the rolling hills and 
crop the grass that grows over ancient roads and tombs. 
There are a few outlying farmhouses studded across the 

Bree-land & Around
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swathes of territory that make up the greater Bree-land, 
but the Bree-landers generally mistrust anyone who lives 
outside the villages, and consider them to be strange and 
a little dangerous.

Combat Scenery: Boulders, Lone Trees, Nettle Banks, 
Rock Edges, Varied Slopes

The Roads

The Greenway-crossing is where the East Road meets the 
North Road just outside the western boundaries of the 

four villages.Referred to by the Bree-folk as The Road, 
singular, the East Road runs east to the High Pass and 
off to Wilderland, and west along the Old Forest, on 
through the Shire, and hence to the Blue Mountains 
and the Sea. 

The other road, once known as the North Road, is no 
longer in regular use, and is so overgrown that Men now 
call it the Greenway. The Greenway runs south to the 
crossings of Tharbad, and from there through the Gap of 
Rohan where it twists east to reach Gondor. North, it runs 
to what the Bree-folk call Deadman’s Dike, which was 
once Fornost Erain, the seat of the kings of Arthedain.

New Fellowship Phase Undertaking: Guard the East Road

The great East Road is often guarded by the Rangers of 
the North, as part of their guardianship over the Shire 
and Eriador in general. But they are few in numbers, and 
often seek trusted allies to help in their watch and gather 
information. Dúnedain companions and heroes who have 
earned their trust who are spending a Fellowship phase in 
Bree may help the Rangers in patrolling the Road. If a 
character chooses to guard the East Road on behalf of 
the Rangers, roll on the table below. During Spring and 
Summer, roll with Advantage; for Autumn and Winter 
roll with Disadvantage.

1: Scorned. For the length of your watch, travellers have 
given you the treatment they reserve for the Rangers: 
scowling looks, scornful names, and well-aimed stones. 
Dispirited and angry, you gain 1 Shadow point.

2-4: Wandering Folk. Long hours in the Wild have 
not improved your temperament or appearance. For 
the following Advenuring phase, if you’re with the 
Company during an Audience the Introduction Check is 
made with Disadvantage.

5-7: A Duty Well-served. Nothing exciting happens, 
but the Rangers appreciate your dedication. During 
the next Adventuring phase, if the Company has an 
Audience with the Dúnedain you automatically grant 
Advantage on the Introduction Check.

8-10: Help Needed. You spy a group of travellers in 
difficulty (Dwarves weary and dispirited after a very 
long journey, local farmers whose horses were spooked 
apparently for no reason and ran away, Hobbits from 
the Shire heading for The Prancing Pony who expected 
a shorter trip, etc.). You offer your help and they 
reward you with their gratitude. Once during the next 
Adventuring phase you can remember this moment to 
grant yourself Inspiration.

11-13: Good Watch. The long hours sharpen your 
senses. You receive 2 Patrol dice. A Patrol die is a d4 
and can be added to any roll during a journey in which 
the hero is serving as a Look-out or Scout. Unused 
Patrol dice are lost at the end of the Adventuring phase.

14-16: Very Good Watch. As above, but you receive 3 
Patrol dice. 

17-19: Rumours in the Wild. You gather news and 
rumours from travellers on the Road. You gain 3 
Rumour dice. A Rumour die is a d4 and can be added to 
any Intelligence or Wisdom check. Unused Rumour dice 
are lost at the of the Adventuring phase.

20: Time Well Spent. Choose any result other than 
Rumours in the Wild or roll again.



Bree-land Region Guide

11

Combat Scenery: Birdsong (near Bree or hidden 
Dúnedain refuges), Dikes (at the edges of the Road), 
Foundations, Rubble, Steep Slopes (the Greenway south 
of Bree), Warm Sun.

The East Road
The East Road is much more relevant to the Bree-land than 
the Greenway, in particular because Dwarves still pass 
through Bree regularly and thus can be encountered along 
the Road going east or west with packs on their backs. 

Those coming from Wilderland are often travelling on 
some lawful business or on some errand for the King under 
the Mountain, but others are of a poorer sort, pedlars of 
iron-ware, tinkers, or road-menders going to Bree or the 
Shire to offer their services.

Farmers from the Bree-land can also be met, riding on 
large fat horses on their way to the east side of the Shire, 
to sell their produce to some well-to do Hobbit families. 
Inside Bree-land proper, the East Road runs south of the 
town and is kept in reasonable repair by the Bree-folk; 
within a few miles from the four villages it is kept clear 
of weeds and obstacles, and free from troublemakers 
(though the Rangers do much more than the Bree-folk 
know on that score).

Going east and approaching the Midgewater Marshes, the 
Road soon becomes very bad; for many long miles it is 
rutted and pitted, and almost lost in soft bog, so much 
that travellers journeying with ponies or on horseback 
often dismount to trudge along on foot. Side trails lead 
off the road to Staddle and Combe; the well-trod paths to 
Archet go through Combe valley.

There are trees growing along the Road for many leagues 
from the Greenway-crossing to the Brandywine Bridge, so 
ancient that the folk of Bree and the Shire say they were 
planted ‘in the old days’. For more than half its course, the 
eaves of the Old Forest can be seen from the south side of 
the road, in places straying dangerously close to the line 
of trees bordering the road itself. 

At times in the past, the forest had to be driven back with 
axes and fire by folk from the four villages, but this has not 
been required in living memory.

Ruby Boffin
Shirriffing in the Shire is a respectable job: you go around 
helping people and sorting out problems. But ‘beating the 
bounds’ (that is, keeping a watch on the Shire’s borders) 
is a chore that few Hobbits welcome, as it involves a great 
deal of walking without many possibilities to stop at an 
inn for a drink. Ruby Boffin, therefore, is a rarity, for she 
likes very long walks, and can be encountered even along 
the Great Road on her way to Bree.

Born in a family of the Eastfarthing, Ruby makes it a point 
to spend at least a couple of nights every month at The 
Pony. She seems to enjoy meeting Outsiders on the Road, 
and even relishes those occasions when she has to “put a 
bit of stick about”, as she terms it. 

Her un-Hobbit-like taste for violence can be blamed on 
her younger days, when she went “Adventuring with a 
Wizard”, and was never the same afterwards. Her fellow 
Bounders consider her rather cracked, of course, if not 
entirely mad.

Motivation: I’ve still got the stuff for a little bit of 
Adventure in me.
 
Expectations: “The world is wider and wilder than 
the Shire knows” +2 if the heroes are polite strangers; 
“They may be dull but they’re family” -1 if the Company 
disparages her homeland or its occupants. 

Bree-land & Around
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Ruby Boffin
Small Hobbit

STR 
13 (+1)

DEX 
15 (+2)

CON 
14 (+2)

INT 
17 (+3)

WIS 
15 (+2)

CHA 
11 (+0)

Armour Class 13 (Leather jerkin)
Hit Points 33 (6d6+12)
Speed 25 ft

Skills Insight +4, Riddle +5, Stealth +4
Senses passive Perception 12
Languages Westron
Challenge 1/2 (100 XP)

Focused. Ruby’s use of the staff in combat is unmatched. 
She may use her Dexterity modifier instead of her 
Strength to determine to-hit and damage. She has 3 Focus 
points, which she regains when she takes a short or long 
rest. She can use her bonus action and spend one Focus 
point on her turn to take the Dash, Disengage or Dodge 
action or to make another attack with her Staff.
Well-travelled. If Ruby is with the Company and they are 
travelling in the Bree-land then the Guide rolls 1d8+4 for 
the Embarkation Roll.

Actions

Staff: Melee Weapon Attack: +4 to hit, reach 5 ft, one 
target. Hit: 5 (1d6+2) bludgeoning damage or 6 (1d8+2) 
bludgeoning damage if used with two hands.

Western Bree-land

Western Bree-land – the region north of the East Road 
extending from the Greenway-crossing to the Brandywine 
Bridge, is a wide expanse, composed mostly of featureless 
flats broken by sparse woods and grey swellings, slowly 
rising as it fades into the deserted lone-lands to the North.

The area is mostly uninhabited and avoided by most 
folks, if it wasn’t for a few adventurous Hobbits from 
Buckland to the west, who at times come here ‘for 
the hunting’ (mainly fowling), and a bunch of hardy 
shepherds from Bree to the east, bringing their herds 
beyond the Greenway when the season requires it.

In recent years though, Rangers have started to pass 
through the region in secret more and more often. They 
have been busy opening new trails allowing a traveller to 
go from Bree to the Brandywine Bridge and back without 

being spied from the Road, and building a number of 
hidden refuges. Their goal is to reinforce their watch on 
the borders of the Shire, a task they have undertaken 
under orders from their chieftain, after a personal request 
from Gandalf, the Grey Wizard. The Rangers of the North 
operate in this area out of Bree, using The Prancing Pony 
as their meeting place, but they have planned to build and 
maintain a fortified refuge on Girdley Island, a wooded 
eyot on the Brandywine, about ten miles north of the 
Bridge of Stonebows (see below).

Combat Scenery: Briar Patches, Fences (treat as Root-
covered Walls), Old Walls, Paths, Small Streams, Thickets

Hallas Dúnadan
Hallas is a captain of the Rangers of the North, sent to 
lead the men put on watch over the Shire. He is usually 
found in the company of his son, Halbarad, a tall, young 
man in his twenties. 

Hallas
Medium Human

STR 
17 (+3)

DEX 
12 (+1)

CON 
20 (+5)

INT 
11 (+0)

WIS 
15 (+2)

CHA 
18 (+4)

Armour Class 17 (Scale hauberk, Shield)
Hit Points 66 (7d8+35)
Speed 30 ft

Skills Insight +5, Perception +5, Pipe +3, Survival +5, 
Traditions +3
Senses passive Perception 15
Languages Westron, Sindarin
Challenge 5 (1,800 XP)
Battle-wise. Hallas has Advantage on initiative checks.
Endurance of the Dúnedain. Hallas may continue to act 
normally for one round after being reduced to 0 hit points.
Long-pipe. Hallas can make a DC 15 Intelligence (Pipe) 
check as an action. On a success, he makes his next ability 
check with Advantage.
Unyielding (Recharge 5-6). Hallas can use his bonus 
action to gain 10 temporary hit points. 

Actions

Multiattack. Hallas can make two attacks with his Long 
Sword or Short Bow.
Long Sword. Melee Weapon Attack: +6 to hit, reach 5 ft, 
one target. Hit: 7 (1d8+3) slashing damage or 8 (1d10+3) 
slashing damage if wielded with two hands.
Short Bow. Ranged Weapon Attack: +4 to hit, range 
80/320 ft, one target. Hit: 4 (1d6+1) piercing damage.
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Once esquire to Talandil, the guardian of Fornost Erain 
(see Rivendell Region Guide, page 60), Hallas is wise in 
old lore and a shrewd tactician, a veteran of many battles 
fought in the Trollshaws. 

But among his many talents is an unguessable one: 
Hallas often enters the Shire with his son from Sarn 
Ford, posing as a merchant visiting the Southfarthing to 
buy pipe-weed. This way Hallas keeps himself up to date 
with any Shire gossip, and fills the pipes of his men with 
the best leaf.

Motivation: Even the meekest and meanest are worthy of 
our protection.

Expectations: “Fair words can hide foul intent” -2 if the 
companions are not plain-spoken; “Scorn and doubt are 
our lot” +1 if the heroes are kind and respectful. 

Building the Refuge at Girdley Island
Hallas Dúnadan’s main task is to complete the 
construction of the refuge on the borders of the Shire. 
When the fastness will be complete, the Rangers will be 
able to move swiftly along the river on their light, flat-
bottomed boats, to patrol the borders of the land of 
the Hobbits as far south as Sarn Ford, more than thirty 
leagues away from the Brandywine Bridge, or to paddle 
north, up to Lake Evendim and the ruins of Annúminas. If 
the companions are Dúnedain, or are presented with the 

Temporary Fellowship Phase Undertaking: Build a Refuge

Each Fellowship phase following an invitation to join in 
the construction of the refuge, the Loremaster will offer 
the companions a chance to take part in one stage of the 
endeavour, in the order they are listed below.

At least one companion must take part in each one of 
the listed stages and succeed in the required roll (a DC 
15 check of the indicated skill); If two or more heroes 
participate then the hero rolling gains Advantage. 
See also the rules for Specialities on page 121 of the 
Player’s Guide as certain ones are likely to apply to 
various stages. 

If the roll succeeds, then all companions that selected 
the undertaking begin the next Adventuring phase with 
Inspiration. If it fails, or no one selects the undertaking 
in a Fellowship phase, the same stage is used again at 
the next Fellowship phase. If the Company ignores the 
undertaking then Hallas completes the refuge after 
several years of hard work but the shirkers are not 
invited to the island.

•	 Stage 1. Scouting and clearing of the part of 
the island where the construction will take place. 
(Investigation)

•	 Stage 2. Opening trails allowing for the secret 
transportation of materials from the Bree-land to 
the river. (Survival)

•	 Stage 3. The transportation of the materials 
needed to build the secret fort. (Athletics)

•	 Stage 4. First part of the construction of the fort 
itself. (Any appropriate tools)

•	 Stage 5. Completion of the construction of the fort 
itself. (Any appropriate tools)

Should the fort at Girdley Island be completed with their 
help the companions will have access to it permanently 
(allowing them a safe place to take a long rest), and will 
have gained Gandalf the Grey as a Patron (or can expect 
a favour from him, if the Wizard is already a patron to 
the Company).

Additionally, close to the end of the construction, a 
hidden chamber is discovered under the ground of the 
island, and the burial site of a noble of Arthedain is 
brought to light, along with a rich hoard of treasure. 
If the companions assisted in the building of the refuge, 
treat their share as having a value of 10***, with the 
numerical rating multiplied by the number of stages 
they helped complete.

Bree-land & Around
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