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 Important Health Warning About Playing Video Games
Photosensitive Seizures
A very small percentage of people may experience a seizure when exposed to certain visual 
images, including flashing lights or patterns that may appear in video games. Even people 
who have no history of seizures or epilepsy may have an undiagnosed condition that can 
cause these “photosensitive epileptic seizures” while watching video games. 
These seizures may have a variety of symptoms, including lightheadedness, altered 
vision, eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion, 
or momentary loss of awareness. Seizures may also cause loss of consciousness or 
convulsions that can lead to injury from falling down or striking nearby objects. 
Immediately stop playing and consult a doctor if you experience any of these symptoms. 
Parents should watch for or ask their children about the above symptoms—children 
and teenagers are more likely than adults to experience these seizures. The risk of 
photosensitive epileptic seizures may be reduced by taking  
the following precautions: Sit farther from the screen; use a smaller screen; play  
in a well-lit room; and do not play when you are drowsy or fatigued.
If you or any of your relatives have a history of seizures or epilepsy, consult a doctor before 
playing.

Internet connection required.  Additional online fees apply.
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Before You PlaY
SyStem RequiRementS
Minimum Specifications

Processor. ◊ Intel Pentium 4® 1.8 GHz or equivalent
Video. ◊ 64 MB NVIDIA GeForce® 3 or ATI® Radeon® 8500
RAM.◊  512 MB
Disk Space. ◊ 11 GB available
DirectX. ◊ DirectX® 9.0c
OS.◊  Windows® XP
Connection. ◊ 56kbps Modem
Optical Drive. ◊ 2X DVD ROM

Recommended Specifications
Processor. ◊ Intel Pentium 4® 2.8 GHz or equivalent
Video.◊  128 MB NVIDIA GeForce® FX 6800 or ATI® Radeon® X850
RAM. ◊ 1 GB
Disk Space. ◊ 15 GB available
DirectX.◊  DirectX® 9.0c
OS.◊  Windows® XP/Vista
Connection.◊  Broadband DSL/Cable
DVD Drive.◊  2X DVD ROM

InstallatIon
1. Insert The Lord of the Rings Online™: Mines of Moria™ Disc 1 into your disc drive.

2. If AutoPlay is enabled, a title screen should appear. If AutoPlay is not enabled, or the 
installation does not start automatically, click on the Start button on your Windows taskbar, then: 

If you are using Windows XP: Click Run and type D:\lotrosetup and click OK. ◊ 
If you are using Windows Vista: Type D:\lotrosetup in the “Search” box and press the Enter ◊ 
key.
If your disc drive is assigned to a letter other than D, substitute that letter.◊ 

3. Click “Next.” Insert Disc 2 when prompted and follow the remainder of the on-screen 
instructions to finish installing The Lord of the Rings Online: Mines of Moria.

4. Once installation is complete, to start the game:

If you are using Windows XP: Double-click on The◊  Lord of the Rings Online™ icon on your 
desktop to open the game launcher. You can also start the game from the Start menu by 
choosing Programs >> Turbine >> The Lord of the Rings Online >> The Lord of the Rings 
Online.
If you are using Windows Vista: Click the Start button on your Windows taskbar and click ◊ 
Games to open the Windows Games Explorer. Double-click on The Lord of the Rings Online 
icon to start.

Installation of DirectX® & Other Software
Depending on your system and installed software, additional components may need to be 

installed. The game will automatically detect, install or update these components. Click "Next" to 
complete this process.

Note: You do not need The Lord of the Rings Online game disc in your drive to play.

startIng the game
If you are using Windows XP. Double-click on The Lord of the Rings Online icon on your desktop to 
open the Launcher panel. You can also click the Start button on your Windows taskbar and select 
Programs >> Turbine >> The Lord of the Rings Online >> The Lord of the Rings Online.

If you are using Windows Vista. Click the Start button on your Windows taskbar and click Games 
to open the Windows Games Explorer. Double-click The Lord of the Rings Online icon to open the 
Launcher panel.

CreatIng a user aCCount
To log into the game, you must have a valid subscription to The 
Lord of the Rings Online. When you install the program, you will 
automatically be taken through a step-by-step process for setting 
up your account. Follow the on-screen instructions for obtaining 
your username and password. You can also go to myaccount.turbine.
com and register there.

launCher Panel
The Launcher panel is your gateway to Middle-earth. Here 
you will receive game updates and patches, read news and 
announcements, and sign into the game. Click the hyperlinks 
in the news articles or the buttons at the top of the launcher to open the links in your Internet 
browser. 

Enter your username and password to start the game. If you have entered the game before, it 
will automatically take you to the last world you entered. To avoid this, uncheck the “Enter last-
played world” box.

Once you have signed in and started the game, the launcher will minimize and will be available 
from the Windows system tray when you quit the game. In this state, the launcher will scan for 
updates and will be available for quick login. Right-click on The Lord of the Rings Online icon in 
the taskbar to see available options.

server seleCtIon
When you enter the game, you must choose the world (or server) where your characters exist. 
The game worlds contained on each server are identical — the only difference is each world’s 
community is populated by different players. It makes almost no difference which server you 
choose initially.

One reason to choose a specific world is if you have friends who play The Lord of the Rings 
Online and you would like to adventure with them. If this is the case, find out which world their 
characters are on and create a character on that world.

Important
Never give your 

password to 
anyone. No one 

from Turbine 
will ever ask 
you for your 
 password.

myaccount.turbine.com
myaccount.turbine.com
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morIa-sPeCIfIC Content
Owners of The Lord of the Rings Online: Mines of Moria have access to a number 
of features not available to other players. Look for this symbol in the manual, 
which indicates Moria-specific content. For this manual, we’ll assume you have 
the Mines of Moria expansion and call out features that require it with the logo.

Here are some of the extra things you can do if you have the Mines of Moria expansion:

 Create Warden or Rune-keeper classes◊ 

 Create two additional characters on each server◊ 

 Advance beyond level 50◊ 

 Train skills beyond level 50◊ 

 Use Moria-specific items and equipment◊ 

 Use Legendary Items◊ 

 Access Tier 6 crafting skills and recipes◊ 

 Travel into Moria-specific areas◊ 

Travel beyond Moria into Lothlórien.◊ 

Gain access into special Crafting Guilds.◊ 

CharaCter sCreen
You are able to create and play up to five (or seven with Mines of Moria) characters on each 
world. The login screen contains the following options:

Enter Middle-earth
Select a character and click on this button to enter the world.

New Character
Create a new character. If you already have five (or seven with Mines of Moria) characters on the 
current world, this button will be greyed-out, and you will need to delete a current character 
before making a new one. 

Monster Play
Once one of your regular characters has reached 10th level, you can join in the excitement of 
monster play. In this mode, you play the role of a 60th level monster in a player-versus-player 
section of Middle-earth. See Monster Play.

Credits
Click here to see the names of the people who helped create The Lord of the Rings Online.

Movie Library
Display a list of game movies. Select a movie and click on the Play button to view it. Some 
movies will be locked until you have completed the quests associated with them.

Options
Adjust a number of game settings, including Graphics, Advanced Graphics, Audio, and Key 
Mapping. See Options.

Delete
Click this to remove the selected character. You will be asked to confirm your choice of deleting 
your character by typing in that character's name. WARNING! When you delete a character, that 
character is gone for good! The character and all of his or her equipment is destroyed.

The Lord of the Rings Online Lorebook
In numerous places throughout this manual you will find links to The Lord of the 
Rings Online Lorebook. The The Lord of the Rings Online Lorebook is a wiki — a search-
able, editable  database — connected to the game itself. The Lorebook contains 
information on nearly every quest, item, creature, NPC, class, and race in The Lord 
of the Rings Online. Players can use their forum account to log into the Lorebook to 
edit it, making it even more robust and useful to the player population.

Ever wonder just how old Aragorn was? How many kings were there in the ruling 
line of Gondor? What historical events of Middle-earth occured on September 13? 
Find answers to these and many more questions in the official lore entry pages! 
From Alaldrida Bolger to Zirakzigil you can find over 2,200 articles covering all 
aspects of the amazing world of Middle-earth.

When you see an icon like the one below, click on it to go directly to the Lorebook 
entry for that topic.
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CreatIng a CharaCter
The following are some guidelines for creating your first character. You will find a great deal more 
information provided in the Character Creation screens and the Lorebook. 

Race
There are four races to choose from — Dwarf, Elf, Hobbit and Man — each with their own 
strengths and weaknesses. Not all races can play all classes (see Playable Classes chart).

You can choose to play as a male or female for most races. There are no penalties or bonuses 
attached to either gender. Your character’s gender just determines his or her appearance in-
game. Click on a race to see a sample character in the centre screen and a brief description of the 
strengths and weaknesses of that race. Click on the Play Movie button for more information.

RACE OF MAN
Man is the shortest-lived of the races of Middle-earth, yet also the race destined 
to rule in the years beyond the Third Age. Man’s mortality was considered a 
unique gift, but in time it became known as “The Doom of Men” and the source 
of lamentation. Men are capable of great courage and honour, yet they can also 
easily fall prey to ambition, deceit, and betrayal. Known simply as the “Big Folk” 
to the Hobbits of the Shire, Men are characterized by a large, strong frame and a 
driving will borne out of a relatively short life span.

Starting Area: Archet 

DWARF
The stout Dwarves of Middle-earth are known for their steadfast determination, 
hearty strength, and commitment to all things found in the world’s deep places. 
Living a secretive life in their homes beneath the great mountains, Dwarves are 
expert miners and workers of stone and metal. 

Unwavering and proud, the Dwarves fight for the Free Peoples of Middle-earth 
(although an ages-old mistrust still exists between Dwarves and Elves), emerging 
from their deep dwellings to bring their strength and fierce combat skills to bear 

in the battle against the Shadow in the East. Dwarves stand on average approximately 4 to 5 feet 
tall and typically live long lives of up to 250 years. 

Starting Area: Thorin’s Gate/ Ered Luin

HOBBIT
There are few recorded deeds of Hobbits until late in the Third Age of Middle-
earth, which is just the way Hobbits would want it. They are a simple, quiet folk, 
preferring to dwell in hillside holes in and around the land known as the Shire. 
These small folk enjoy the peaceful endeavours of farming, eating and gift-giving, 
rather than concerning themselves with the dangerous affairs of the rest of 
Middle-earth.

In these dark days, however, it is the unassuming Hobbits, with their often 
surprising cleverness in both word and action, who will have the greatest effect in the war 
between the Free Peoples of Middle-earth and the lengthening shadows of evil from Angmar in 
the north, and from many places yet to be explored. 

Starting Area: Green Hill Country / Archet / Little Delving

ELF
The Elves are tall, strong, fair, and graceful, with keen senses and a deep affinity for 
the beauty of the natural world. Throughout the ages, the deeds and struggles of 
the noble races of Elves have been entwined with the history of Middle-earth.

Elves do not grow old as other races do — there are even a few Elves abroad 
in Middle-earth today who still remember their youth in the First Age. They 
remember all too well the devastation caused by the tides of evil that once 
darkened the land, a shadow that threatens to do so again. In ages past, the Elves 

divided into many different factions, and settled throughout Middle-earth, primarily in the 
ancient forested realms where they still live. 

Starting Area: Edhelion / Ered Luin

Playable classes

Burglar Captain Champion Guardian Hunter
Lore-

Master
Minstrel

Rune-
Keeper

Warden

Man X X X X X X X X
Dwarf X X X X X
Hobbit X X X X X
Elf X X X X X X X
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Class
A character’s class defines their role as an adventurer in Middle-earth. The class you pick will 
determine which skills your character acquires and refines. 

Click on a class to display details in the window on the right. Click on Play Movie to see an 
animated description. 

Burglar
The Burglar is the class for players who enjoy using cunning to defeat their 
opponents. A stealthy trickster, the Burglar can dart in and out of the shadows to 
befuddle, weaken, or attack foes. An unexpected strike from behind by a Burglar 
can stun enemies, allowing others in the fellowship to combine their efforts for a 
devastating attack. Burglars are not formidable in one-on-one combat and must 
exercise caution when adventuring alone.

Burglar Tip: Burglars do more damage when they attack from stealth and also 
attack more effectively when they advance from behind. They also have a skill that lets them 
guarantee a critical hit every couple of minutes. Burglars are cunning, clever, and evasive, using 
their stealthy manoeuvring to outsmart and befuddle their enemies; they have an unmatched 
advantage over unwary foes.

To get more helpful pointers on playing a Burglar and direct answers to any questions that come 
up during gameplay, check out the Burglar section of The Lord of the Rings Online Forums.

Captain
The Captain class is an excellent choice for players who enjoy aiding their 
fellows while participating in melee combat. With a number of support skills and 
the ability to call Heralds to fight alongside, a Captain is a natural leader for a 
fellowship. A Captain provides hope and leadership to his fellows, inspiring them 
to greater deeds.

Captain Tip: Captains are a very broad class with skills and abilities covering all 
major roles. Because they are so diverse, a Captain will never heal as effectively as 

a Minstrel, absorb damage like a Guardian, or deal damage like a Hunter or Champion. Yet with 
well thought out trait arrangements and equipment configuration, a Captain can perform any of 
these roles reasonably well. 

To get more helpful pointers on playing a Captain and direct answers to any questions that come 
up during gameplay, check out the Captain section of The Lord of the Rings Online Forums.

Champion
Players who enjoy fast-paced combat with multiple options available at any 
moment will enjoy playing a Champion. A true master of arms, the Champion 
excels in combat, focusing on destroying her foes. While a Champion’s training 
grants her some survivability, it is not her focus, and she can quickly find herself in 
trouble when facing several foes on her own.

Champion Tip: Champions have a lot of AoE damage skills. They can kill a 
clumped group just as fast as a single mob, and it is much more efficient to do so.

To get more helpful pointers on playing a Champion and direct answers to any questions that 

come up during gameplay, check out the Champion section of  The Lord of the Rings Online 
Forums.

Guardian
The Guardian is the class of choice for players who enjoy hard-fought battles and 
heavy hand-to-hand combat. The Guardian is one of the few classes willing and 
able to draw blows onto himself and can retaliate with devastating response. A 
Guardian uses taxing attacks and irksome taunts to draw and hold opponents’ 
attention, relying on his shield and weapon to turn aside incoming attacks with 
blocks and parries. 

Guardian Tip: Guardians fulfill the role of heavy tank, with lower overall damage output in 
exchange for improved survivability. They are among the hardiest of the classes, with a number 
of abilities that mitigate damage taken. The Guardian is a good soloing class, although the lower 
damage output means killing monsters takes a bit longer for the Guardian than for some other 
classes.

To get more helpful pointers on playing a Guardian and direct answers to any questions that 
come up during gameplay, check out the Guardian section of  The Lord of the Rings Online 
Forums.

Hunter
The Hunter is the class of choice for players who enjoy striking a target from a 
distance. Tracker, pathfinder, and master of the bow, the keen-eyed Hunter can fire 
arrows to devastating effect. Hunters are known to lure their targets into traps to 
hinder them, giving them time to use their bows to inflict deadly harm. A Hunter’s 
knowledge of nature also provides skills that help her and her fellows thrive in the 
wild.  

Hunter Tip: Hunters can track creatures. They receive different types of tracking skills at different 
levels, but eventually they are able to track anything. Hunters can track by name, challenge, 
or distance; so they can even track unique mobs. If you are doing a quest to kill mobs that are 
particularly hard to find, it is very nice to have a Hunter along.

To get more helpful pointers on playing a Hunter and direct answers to any questions that come 
up during gameplay, check out the Hunter section of The Lord of the Rings Online Forums.

Lore-master
The Lore-master uses his knowledge of ancient wisdom to attack his foes or to 
ease the suffering of his companions. He can even communicate with animals 
and request their aid and also use his knowledge to daze, harm, and hinder his 
enemies. 

Lore-master Tip: A Lore-Master's mez (mesmerizing skill), Blinding Flash, lasts for 
30 seconds with a 15 second cool-down, so with a little finesse, a Lore-master can 
keep two hostile creatures out of a battle, barring resists.

To get more helpful pointers on playing a Lore-Master and direct answers to any questions that 
come up during gameplay, check out the Lore-master section of The Lord of the Rings Online 
Forums.

http://forums.lotro.com/forumdisplay.php?f=5
http://forums.lotro.com/forumdisplay.php?f=6
http://forums.lotro.com/forumdisplay.php?f=7
http://forums.lotro.com/forumdisplay.php?f=7
http://forums.lotro.com/forumdisplay.php?f=8
http://forums.lotro.com/forumdisplay.php?f=8
http://forums.lotro.com/forumdisplay.php?f=9
http://forums.lotro.com/forumdisplay.php?f=10
http://forums.lotro.com/forumdisplay.php?f=10
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Minstrel
The Minstrel is the class for players who want to help their companions prevail in 
the darkest of times. With a vast repertoire of fair ballads and demoralizing dirges, 
a Minstrel restores the Morale of her fellows and causes her enemies to despair. 
Though able to wield weapons, Minstrels prefer to let their words, rather than 
their swords, speak for them.

Minstrel Tip: Only with certain high-level skills can a Minstrel heal fellow party 
members while moving — so you might want to stay close to the Minstrel when you are in a 
dangerous situation.

To get more helpful pointers on playing a Minstrel and direct answers to any questions that 
come up during gameplay, check out the Minstrel section of The Lord of the Rings Online 
Forums.

Rune-keeper
The Rune-keeper is a master linguist who uses special rune-stones to write and 
present words of power, turning the elements against foes and inspiring allies 
to continue the fight. A Rune-keeper can change from healer to offensive caster 
between battles and is an excellent choice for players who like to change roles.

Rune-keeper Tip: Relying on lightning- and frost-based skills will generally enable 
you to fight monsters by yourself most efficiently, while fire and healing will be 
most effective with fellowship members.

To get more helpful pointers on playing a Rune-keeper and direct answers to any 
questions that come up during gameplay, check out the Rune-keeper section of 
The Lord of the Rings Online Forums.

Warden
The Warden is a good choice for players that enjoy a more strategic feel to melee 
combat. Wardens build advanced Gambits from sequences of their base attacks, 
triggering powerful abilities that can aid their fellows or harm their foes. They are 
at home in the thick of melee. Wardens are masters of the spear and javelin, and 
their Ambushes have many times ended a battle before it was even begun.

Warden Tip: Practice your Gambits early and often.  Their strength will be your key 
to success in group play and at higher levels.

To get more helpful pointers on playing a Warden and direct answers to any 
questions that come up during gameplay, check out the Warden section of The 
Lord of the Rings Online Forums.

class Roles

Pet Class Healer Damage Debuffer Buffer Tank
Crowd 
Control

Ranged 
Damage

Area 
Damage

Burglar P P S
Captain S S S P
Champion P S P
Guardian S P
Hunter S S P S
Lore-master S S P P
Minstrel P S S
Rune-keeper P P S S
Warden S P S
P = Primary Role / S = Secondary Role

aPPeaRance, name and backgRound
This screen lets you customise the physical features of your new character and choose a name 
and a place of origin.

Choose your land of origin from the drop-down menu on the left. Note that the land of origin 
slightly alters the palette of your character’s eyes, skin, and hair colour choices.

Change your character’s appearance by clicking the arrows next to the attributes, selecting skin 
and hair colours, and choosing a body type. You can also click the Randomize button and let the 
interface choose for you. If you see a particular attribute that you would like to keep, click on the 
Lock icon. If you click Randomize again, this feature will not change, but the others will.

Next, enter your character’s name in the Name window on the upper-left. You will see different 
suggestions fitting with the Middle-earth background, but the choice of naming your character 
is up to you. 

Note: In the interest of a player-friendly game environment, inappropriate names are not 
allowed and will be automatically rejected.

http://forums.lotro.com/forumdisplay.php?f=11
http://forums.lotro.com/forumdisplay.php?f=11
http://forums.lotro.com/forumdisplay.php?f=11
http://forums.lotro.com/forumdisplay.php?f=11
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Into mIddle-earth
ePic Quests

When your character enters 
Middle-earth for the first time, 
he or she joins an epic story that 
begins shortly before Frodo leaves 

the Shire with the One Ring. Through a series 
of special quests called Epic, you will meet and 
fight alongside (and against) the characters you 
know from the books of J. R. R. Tolkien. 

The Epic Quests begin differently depending on 
your character’s race, but each starts as a private 
adventure (called an instance) the moment you 
enter the game. To begin this first quest, talk to the character in front of you who has a gold 
ring above his head by pointing the cursor at him and right-clicking. This will begin to explain 
the story from the perspective of your character’s race and teach you gameplay basics, such as 
looting, equipping an item, attacking, and using your skills.

After this first quest, your character will be transported to a new player area: Hobbits and Men 
are taken to Archet in Bree-land, while Dwarves and Elves are taken to Thorin’s Gate in Ered 
Luin. There, you will have access to many of the game features, including vendors, trainers, and 
fellowships, but you will still be restricted to the new player area. 

To advance beyond the new player area, you must continue to complete the Epic Quests, labeled 
Introduction in your Quest Log. Introduction quest givers have a flaming gold ring above their 
heads. Once you complete the Introduction series of quests, your character will be allowed to 
enter the larger world.

Hints
The game displays tutorial hints in a pop-up window as you encounter new situations. Reading 
these hints is a great way to learn how to play the game. Each hint only pops up once. 

movement
Press W to move your character forward, S to move backward, and A and D to turn left and 
right, respectively. You can also use the arrow keys to move your character. Q and E make your 
character strafe left and right. 

Press z to make your character jump. Press I to toggle between running and 
walking mode.

Speak with (right click on) characters with 
gold rings above their heads to acquire 
quests.

Camera Controls
While moving your character, the camera stays 
locked behind you, but you can position the 
camera anywhere around your character to get a 
better view of your environment.

Mouselook mode allows you to control the 
camera with your mouse. You can enter 
Mouselook mode by holding down the right 
mouse button and moving the mouse. 

When you are in Mouselook mode, A and D 
make your character sidestep left and right. 

To rotate the camera around your character, click 
and hold the left mouse button and move the mouse. If you press both the left and right mouse 
buttons simultaneously, your character will move forward and moving the mouse will  make him 
turn.

You can zoom in and out by spinning the mouse wheel. Zooming in completely will put you into 
first-person view; you can also press * (on the Numpad) to toggle between first-person and 
third-person views.  Reset the camera to its default position by pressing 0 (Numpad).

BasIC InteraCtIons
PoP-uP Menus
You can right-click many objects in the game, such as another player, character, 
or item, to display a pop-up menu with contextual options. For example, right-
click on another player to display the following menu: 

Start Secure Trade. ◊ If you are standing close enough, this will ask the other 
player if she wants to trade with you. If she agrees, the Trade panel will 
open, and you can exchange items and/or money. 
Follow. ◊ Select this option to automatically follow the character without 
using any of your own movement keys.
Chat.◊  Allows you to quickly send a private message to the targeted 
character, put that character on your ignore list, or report that player as a 
gold spammer.
Friend.◊  Add the targeted player to your Friends list.
Fellowship.◊  Invite the player to join your fellowship.
Kinship.◊  Invite the player to join your kinship.
Adopt. ◊ Adopt the player into your family tree.
Attack.◊  Start a player-versus-player battle against this character. 
Spar. ◊ Invite this player to spar with you. 
Inspect.◊  Bring up an abbreviated Character panel of the targeted character, which allows 
you to examine their equipment, see their outfits, level, class and race, read their bio, and 
more. If a player has flagged herself as Anonymous, you will not be able to examine her.

You can also display the character pop-up menu by right-clicking on a character’s name in the 
Chat window.

First-person mode (* Numpad) brings you 
face-to-face with the The Lord of the Rings 
Online locals.

Right-click 
a character 
or object 
to display 
a pop-up 
menu.
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Mouse-overs
Hovering your cursor over most icons and words in the game interface will display additional 
information about that item. For example, if you hover the cursor over the icon of a sword in 
your inventory, it will display a box at the top of the screen that compares it to the weapon you 
currently have equipped. Similarly, if you hover the cursor over the stats in the Character Journal, 
you will see more information about what those stats do for your character.

Doors
While exploring, you will come across buildings that you can enter. If you 
point the cursor at a door and it highlights, you should be able to enter it. 
Double-click or right-click on a highlighted door or gate to see if it opens. If 
it does, you can step forward into the glowing entrance to enter.

Looting
Some objects contain items that you can acquire. Bodies will sparkle to 
indicate that they contain loot. Other lootable objects, such as chests and 
backpacks, will highlight when you mouse over them. Double-click or 
right-click an object to display its contents in a pop-up box. Double-click 
or right-click an object to put it in your inventory. You can also click on 
the Loot All button to move all objects into your inventory. 

Step inside the light 
to pass over into a 
new area.

TIP
Turn on the Auto-
Loot option (Op-

tions > UI Settings) 
to automatically 
loot everything 

when you double-
click or right-click a 

lootable object.

nPCs
As you explore the world, you will meet other characters. Some are controlled by other players 
(player characters, or PCs), with whom you can chat and adventure. Some may be enemies that 
you will have to fight or try to avoid. The rest will be non-player characters (NPCs), who are the 
ordinary citizens of Middle-earth.

Some NPCs have icons above their heads, signaling a special purpose. For example, some NPCs 
sell items, others will train you in advanced skills, and many others will offer you quests.

To talk to any NPC, go up to him and right-click or double-left-click on him. If he has something 
to say, he will talk to you.

Some NPCs have icons above their heads, signaling a special purpose.

Quest – Talk to any NPC with a gold ring above his head to get a quest within your level. 
Performing quests is the quickest way to advance and obtain good equipment.

 Epic Quest – A flaming ring indicates that the NPC will offer you a quest that is part of 
the Epic story. These often difficult quests offer valuable rewards and feature well-known 
characters from Middle-earth, such as Gandalf and Strider.

Ongoing Quest – This icon indicates that you have an ongoing, unfinished quest related 
to this NPC.

Unavailable Quest – A silver ring above an NPCs head means that the quest he or she has 
to offer is too high or low for your level.

Vendor – Talk to a vendor NPC to buy, sell and repair items.

Trainer – Talk to a trainer NPC associated with your class to train new skills after you have 
advanced a level. Trainer NPCs also sometimes sell class-related items.

Crafting Vendor NPC – Talk to a crafting NPC to buy craft-related items, and sell and 
repair your items.

Crafting Quest NPC – Talk to a crafting quest NPC to get a quest related to crafting.

Stable-master NPC – Talk to a Stable-master to buy a quick ride to a far-off location. 
When you enter a new location that has a Stable-master, be sure to talk to him to add 
that location to your choice of destinations.
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Main GaMe Screen
Click on a link below to jump to that section in the manual:
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cHaRacteR vitals
The meters in the top-left corner indicate your current Morale Points 
(green) and Power Points (blue). Morale is an indicator of your current 
health — if you lose all of your Morale Points in a battle, you become 
incapacitated. Power Points are required to use skills, such as special 
attacks. 

Fellowship members’ vitals appear below your own. Left-click on a 
fellowship member’s vitals to target him (for healing, for example). You can also use F1 – F6 to 
target members of your fellowship. 

When you are under the influence of an effect (poison, a wound, a Morale boost, and so forth), 
the effect is indicated under your vitals by an icon. Hover your cursor over the icon to see a 
description of the effect. If an effect has a fixed duration, its remaining time countdown is 
displayed.

taRget vitals
When you left-click on a target — such as another player character, 
an NPC, or an enemy — its name and vitals will be shown next to 
your vitals. Hostile enemies display Morale in red, neutral characters 
show a yellow bar, and friendly characters have a green Morale bar.  
To toggle between hostile targets, press t.

game contRol baR
 

 A B C D E F G H

The eight buttons on the bottom-left of the screen make up the Game Control Bar, which gives 
you access to most game elements.

A. Main Menu
Display help, change options, log off character, or quit the game.

B. Crafting Panel
Crafting allows you to turn raw materials — such as animal hides and copper ore — into items 
like armour and weapons. See the Crafting section for more information.

C. Social Panel
The Social Panel allows you to search for a fellowship, maintain a Friends list, and more. See 
Social Panel for more information.

1. Character Vitals

2. Target Vitals

3. Pet Vitals

4. Radar (Mini-Map)

5. Chat Log

6. Pet Shortcut Bar

7. Game Control Bar

8. Auto-Attack

9. Quickslot Bars

10. Inventory Bags

11. Alert Icons

12. Quest Tracker

XP Bar
The orange bar at the bottom of the screen is your 
XP Bar. It displays your level, total experience points 
(XP), and the amount of XP you need to achieve 
your next level.
If you haven't logged your character on for a while, 
you'll see a blue bar. This indicates an XP bonus, 
which means you are earning 1.5 times the normal 
rate for all XP except that earned from quests. 

3
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D. Deed Log
Deeds are accomplishments that earn you new titles and abilities. Typical Deeds include visiting 
all the Points of Interest in a region and slaying a certain type of monster. The Deed log tracks 
all of your Deeds, including levels of completion and the rewards that you will receive once you 
complete it. For more information, see the Deeds section.

E. Quest Log
The Quest Log displays the quests you have accepted. Click on a quest on the left side of the 
panel to display its current objective, details of the quest, and your reward for completion on the 
right. To finish a quest, you must complete all its objectives, then speak to the indicated NPC.

F. Character Journal Panel
The Character Journal contains many details about your character, including statistics, equipped 
gear, skills, traits, titles, and more. Click the Character Journal icon or press C to open it.

Character Tab
The top line displays your name, class, and level. The boxes surrounding your character 
illustration show your currently equipped gear. 

You can click the Eye icon next to a piece of gear to toggle its display on your in-game character. 
For example, you can make your character look barefoot by 
toggling off her shoes.

Your stats are listed at the bottom of the Character Journal. 
Your initial stats are determined by class and race, and they 
improve as your character gains experience, earns Traits, wears 
certain equipment, and more. Stat colours give you additional 
information — red stats currently have a penalty of some 
sort, green stats currently have a bonus, and white stats are 
unmodified. 

Bio
This displays any biographical information that you have created 
about your character. To add to it or change it, click the Edit 
button. All other players can see your Bio by inspecting you. 

Skills Tab
Each class can use certain weapons and armour, and begins 
with a few special abilities — for example, a Burglar has surprise attacks, and a Lore-master can 
summon a pet. These special abilities are called skills. To acquire a new skill, you must buy it from 
a Trainer for your class when you level up. Trainers are marked on the Radar and the World Map 
with a scroll icon.

To get more information on a skill, hold your cursor over it. To use a skill, drag it from the Skills 
window to a slot in your Quickslot bar.  

The Character Journal (C) 
lets you equip items, see 
character stats, deeds, 
skills, and more.

Traits Tab
As you progress through the game, you will earn Traits by completing Deeds, quests, and 
(occasionally) simply by leveling. You must speak with a Bard to “equip” a Trait. See Traits for 
more information.

Title Tab
This panel lists all the Titles you have earned. You begin the game with one Heritage Title, 
referring to your homeland. As you adventure, you earn more fame, and thus more Titles. To 
display a Title so that others can see it, select it, then click Make Active. To remove a Title, select 
Clear Active.

G. Trait Sets
This opens up three potential sets of advancement for your character. In addition to these three 
paths, you can customise your hero’s abilities. For more information on trait sets, click here.

H. Item Advancement
When you reach level 50, you will find Legendary Items that can be 
customised by your hero. See Legendary Items for more information.

aleRt icons
When you achieve a goal, such as earning a new Deed or Title, an icon appears on the lower-
right side of the screen. Click on an icon to open the associated window.
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CommunICatIng
cHatting
The Chat windows allow you to converse with people around you. You can also chat with 
members of your fellowship or kinship, and send and receive private messages. You do this by 
selecting a chat channel and typing your message into it. Click on the chat-bubble icon at the 
bottom-left corner of the Chat window to select the default channel for your conversation.

Once you have chosen a chat channel, your chat will only appear there. For example, only your 
fellowship will see your chat text in the fellowship chat channel. 

You can also type a channel-specific message by using shortcuts, which are preceded by “/” 
(slash). For example, if you want to type a message that only your fellowship members can hear, 
type /f before the message. 

To send a PM (personal message) to another player type /tell <player name> <message>. To 
reply to a person that has just sent you a message type /r <message> in the Chat window.

You can stop a person from sending you tells — in fact, you can prevent the display of anything 
he broadcasts unless he is in a fellowship with you — by adding him to your Ignore list. To add a 
person, select him, right-click on his name in the chat window, then scroll down to Chat and click 
Ignore. You can also add a character to your Ignore list through the Social panel. 

Chat Tabs 
Click on a tab at the top of the Chat window to restrict what 
you see in the Chat window to that particular channel. (General 
displays all chat.) When a message arrives that will not appear in 
your current channel (for example, a fellowship message when 
you have got the IMs tab selected), a blue chat bubble appears on 
the tab of the channel that receives the unseen message. 

The IMs (Instant Messages) tab has multiple buttons, one for each 
character sending you instant messages. Right-click on a button 
to create a new chat window with just messages to and from that 
character. 

Right-click on a tab to display a short menu of tab options. They 
include: 

Rename Tab. ◊ Select this to open a window and change the 
tab’s name. 

Create New Tab.◊  Select this to add a new tab at the right end of the Chat window. There is 
not room to add a tab on the default window, so click the small arrowheads at the end of 
the tab bar to shift over to your new tab, or pull the lower right corner of the Chat window 
to the right to enlarge the window. 

Delete This Tab.◊  Deletes the tab you selected. (You cannot delete the General tab.) 

Change Filters. ◊ Toggle filters on/ off to determine which channel(s) appear for this tab. You 
can include multiple channels under one tab. 

Change Text Colours. ◊ This opens the Option window to the Chat options, where you can 

Chat Links
You can drag an 
item from your 
inventory to the 

chat bar and it will 
show up in chat. 
Then, if someone 
hovers their cursor 
over it they will see 
a detailed pop-up 

description.

set the colour for every different chat channel.

Chat Logging.◊  Allows you to Log and Capture Chat.

emotes
Emotes are special commands you can type 
into the Chat window that make your character 
perform certain actions. For example, if you type 
/dance, your character will dance. (Press any 

movement key to stop dancing.)

Some emotes interact with your current target. For example, if 
your character, Peony, has Poppy (another character) targeted, 
and you type /wave into the Chat window, other players will 
see the message “Peony waves to Poppy,” while your character 
waves.

To see the complete current list, type /emotelist in the Chat 
window, or click on the chat-bubble in the lower-left corner of 
your Chat window, then select Emotes. Some emotes must be 
unlocked by completing Deeds.

Custom Emotes
You can perform a custom emote by using the /me or /em 
command on the chat line. This has no animation, but allows you to supply your own emote text. 
For example, if your character Willow types “/em wonders what it is all about.” those who can 
read the chat will see “Willow wonders what it is all about.”

You can also override the default message for any of the other emotes by specifying additional 
text after the emote on the command line. 

mail
Mailboxes are found in all major cities and towns and are used to exchange 
news, items and money with other players. You may have up to 100 items 
in your mailbox. It is not possible possible for a character to send himself 
mail, although you can send mail between your characters in the same 
world.

Sending Mail
Use a mailbox and click the Compose Mail button to open a blank letter. 
Type in the name of the recipient, a subject line and a message and click on 
Send. 

You can also attach an item or stack of items to a message by dragging it 
from inventory onto the mail window. You can send any amount of money 
by typing the amount into the boxes at the bottom of the message. 

You are charged a small fee for each message you send — attaching an 
item increases the cost of sending the message. 

This mail will arrive instantly and the receiving player can read it and/or claim any sent items by 

Have a Seat
One unique emote 
is sitting in a chair. 

To sit in a chair, 
stand in front of the 
chair and type /sit. 
The chair will then 
appear under you. 
Moving forward 

makes you stand up 
out of the chair.
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eConomY
vendoRs
Vendors throughout Middle-earth sell specific goods, buy 
your items, and repair your damaged equipment. A vendor’s 
type, such as bowyer, is listed above his or her head.

To interact with a vendor, double-click on her and the Vendor 
window will open with four tabs at the top: Sell, Buy, Buyback, 
and Repair.

Currency
Middle-earth currency comes in copper, silver, and gold. A 
silver is worth 100 coppers, and a gold is worth 1000 silvers.

The cash listed at the bottom of the Sell, Buyback, and Repair 
tabs is how much you will will make or lose by selling, buying 
back, or repairing the selected items.

Buying & Selling Items
Click on the Sell tab to show a list of the (unequipped) items in 
your inventory. To get more information about an item, hover 
the cursor over it. Double-click or right-click on an item to sell it (or select the item, then click the 
Sell button at the bottom of the panel). The Sell All button sells all the unlocked items in your 
inventory.

Click on the lock icon next to an item to prevent you from selling it with Sell All. You can hide all 
locked items using the Options: UI Settings window.

Click on the Buy tab to show a list of the items for sale from the vendor. The cost of an item is 
listed beneath its description. To get more information about an item, hover the cursor over it. 
Double-click or right-click on an item to buy it, or select it and click on the Buy button. You can 
buy a stack of items (typically 50) by selecting the item, pressing the Shift key and clicking on the 
Buy button (which will have changed to Buy Stack). All items you buy appear in your inventory.

Buyback
Use this tab to repurchase items you may regret having sold to the Vendor. This provides some 
insurance against accidentally selling off important goods. Sold items will appear in this tab for 
only a limited time, and if you sold many items, not all of them will be available again.

Repairing Items
As you adventure and battle certain monsters, your equipment will wear out. 
Examine an item (hold your cursor over it) to check its worn status, listed as a 
Durability gauge in the item description. When an item’s durability is reduced to 0, 
the item is broken and you can no longer use it until you repair it. Worn items also 
show up as an alert on your game window. A simple image of a “knight” appears, 

with yellow or red items to show damaged or broken equipment, respectively. 

You can use the Repair All button to quickly refurbish your entire outfit.

Do not forget to repair your 
items when you visit your local 
vendor.

visiting any mailbox in the game.

It is also possible to send an item via COD (cash on delivery) by clicking the checkbox in the mail 
window and entering a desired payment amount. When the recipient opens the mail, they will 
see a popup box explaining that the item was sent via COD, and must choose either to pay the 
requested amount or return the mail to the sender. The sender is still charged a small fee for 
sending a COD message.

Receiving Mail
Any mail sent to your character by another will appear in 
your mailbox. When you have unopened mail waiting for you 
in your mailbox, an icon will appear in the lower right corner 
of the screen informing you. Money made at auction and 
unsold items arrive in the same way.

You can delete text-only messages without opening them. 
However, you cannot delete mail that contains money or 
items until the money or items have been detached.

Items that are sent COD may not be opened and collected if 
the recipient does not have enough cash on hand to pay the 
fee.

Uncollected Mail
Items in mail that aren’t collected within 2 weeks (if unopened) or 2 days (if opened) are returned 
to the sender. 

Spam Mail
Click on the Report as Spam button to report the senders of unsolicited mail messages as 
spammers.

All Auction House transactions 
take place via the mail system.  
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with the name, the more precise your search.

Level Range: ◊ Type a minimum and maximum level for the item. This is useful for filtering 
out equipment your character cannot use. 

Unrestricted: ◊ Check this box to include unrestricted items in your search.

Kinship Only: ◊ Check this box to limit items to those posted by members of your kinship.

Sort: ◊ Once a list of items is displayed, you can use this drop-down menu to sort by Price and 
other categories.

Stat:◊  Use this to limit the items to those with only a certain stat or modifier.

Legendary Item Legacies: ◊ Use this to limit the items to those with only a certain amount of 
Legacies or a particular Quality. 

Hover the cursor over an item to see more 
information about it. To buy an item, click on it 
and enter your maximum bid amount. If your 
bid is the highest when the auction ends, the 
funds will automatically be deducted from your 
character’s cash reserves and the item will be 
mailed to your character.

Click on the Bids tab to see a list of items you are 
currently bidding on.

Some auctions list a Buyout price. If you pay the 
Buyout price, you immediately receive the item, 
regardless of how much time is left in the auction.

Posting Items
To auction your own item, click on the Post tab, 
then drag the item from your inventory into the item slot in the Auction window. You will be 
charged a fee for posting an item, based on the Initial Price and Duration you enter. This fee is 
displayed below the item slot.

Enter an auction duration by clicking on a checkbox. Auctions can last for 4, 8, 24, or 48 hours. 
Longer auctions have a higher posting fee.

Click on the Kinship Only checkbox to restrict your auction to members of your kinship only.

Enter the Initial Price at which you want to list the item and a Buyout Price, if desired. 

When you are satisfied with your choices, click Post Auction. If someone buys your item, the 
funds will be mailed to you. If no one buys your item, it will be returned to you in the mail. Your 
posting fee will not be refunded.

You can have up to 50 bids and 50 posts at one time. You may not auction bound items. 

Auctioning items meant for other classes 
or crafters is a great way to shore up your 
bank account.

tRading
You can initiate a trade with another player 
character by right-clicking on the character 
and selecting the Trade option. You must be 
near a person to initiate trade. If he wants to 
trade with you, he selects Accept, and the Trade 
window opens. The Trade window has two 
panels.

One panel is for you to offer goods and money 
to the other player. The other is for you to view 
the goods and cash the other player is offering. 
You can click on an item the other player is 
offering to check its stats.

When you consider the trade to be fair, click 
Trade. When both of you accept the trade, the 
goods and cash change hands.

If you want to give another player goods or money as a gift, just open a Trade window, put the 
gift into it, and click your acceptance of the trade without waiting for the other to reciprocate.

banking
Many towns feature banks, operated by NPCs named Vault-
keepers. Talk to a Vault-keeper to access your extra storage for 
items that you wish to keep, but are not planning on using in 
the immediate future. Your vault can hold 30 items, and those 
items are accessible at any Vault-keeper. Drag items from your 
inventory into the vault spaces to store them.

You can pay the Vault-keeper to unlock up to a total of 4 
additional storage containers which become available when 
your character reaches certain levels. Each container has 15 
item slots.

auction House
In some towns you can find Auction Houses where you can put your items up for sale and buy 
items from other players. Auctions are a great way for you to acquire a hard-to-find item, or sell 
an item that you have outgrown. You will find Auction Houses in Bree, Michel Delving, Thorin’s 
Hall, Rivendell, and the 21st Hall.

Buying an Item
Because the auction house features thousands of items for sale, you must filter the list of items 
to narrow your choices. You can do this in a number of ways:

Category: ◊ Click a category name on the left side of the Auctions window to restrict a search 
to a category, such as Crafting, Weapons or Class Item. If a category name has a + symbol 
next to it, you can click it to expand the category for further filtering options.

Name of Item: ◊ Type a name or partial name of an item in this box. The more specific you are 

Be sure you are satisfied with a trade before 
you complete it. All sales are final!

Bank Rules
Items that are 

bound to your char-
acter can be stored 

in the vault, but 
quest items cannot.
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equIPment
inventoRy bags
As you complete quests, defeat enemies and find treasure, 
you will accumulate weapons, armour, special items, and 
more. These items are stored in your inventory. Click on the 
bag buttons at the bottom-right of the screen, or press I to 
open all of your inventory bags. 

Hover the cursor over any item to display a tooltip for that 
item. If you already have a similar item equipped, a second 
tooltip displays the equipped item’s stats next to the first 
tooltip.  To equip an item from your inventory, double-click it, 
right-click it, or drag it to the appropriate equipment slot in 
the Character Journal window. 

To permanently destroy an item, drag it out of your inventory and drop it into the game world. 
You will be asked to confirm your action before the item is destroyed. 

If you cannot currently use an item in your inventory, its icon has a red border. If you hover the 
cursor over it, the description pop-up lists what keeps you from using it, also in red.

Bound Items
Some items are “bind on acquire” (or “bind on equip”). That means that when you pick it up (or 
first equip it), it becomes bound to you — you cannot give it away or trade it to another player. 
These items can be sold to an NPC Vendor or destroyed. Bound items often have special bonuses 
or improved statistics.

Stackables
Some small items (potions, minor battle trophies, trade goods, etc.) can be stacked, so that 
multiple items of the same type can be stored in a single inventory slot. The maximum number 
of items that can be stacked together depends on the item in question.

Splitting Stacks
Stacks are convenient ways to hold small items, but sometimes you need to split them — to sell 
or trade part of a stack, or for other reasons. To split a stack, hold S while you move the 
stack from one inventory box to another. A window appears, asking you how much you want to 
move. Enter an amount (or select “half ”), and the stack is split in that amount.

Red-Border Items
If you cannot currently use an item in your inventory, its icon has a red border. If you hold your 
cursor over it, the information window lists what keeps you from using it, also in red.

In addition to inventory, you 
can also store items at a Vault in 
most big towns. .

item tyPes
Armour:◊  Your character’s class defines the type of armour he may wear, 
but there is a wide variety of armour styles, from light padded cloth to 
full plate mail. Characters may also learn to manufacture armour for 
use or for trade through the Crafting system!

Shields:◊  Shields afford a protective bonus for those Character Classes that specialize in their 
use. 

Food:◊  Food keeps a character’s strength up and allows for a quicker recovery from the 
strains of adventuring, so remember to eat! Food items are available from NPC vendors 
around Middle-earth, and can be prepared by characters who choose the crafting 
profession Cook.

Instruments:◊  Essential to Minstrels but important to any character wishing to use the Music 
system, instruments are used to create music in Middle-earth.

Jewellery:◊  Jewellery items enhance a character’s appearance, but may also be charged with 
properties that bolster the wearer.

Potions: ◊ Potions are essential equipment for adventurers who need a quick, effective buff. 
Potions can instantly restore Morale and Power, cure poison, and provide many other 
benefits to keep you on the cutting edge of your abilities.

Sets:◊  Sets are matched items — armour, weapons, clothing, jewellery, books, and more 
— that when equipped together on a character combine to create greater bonuses and 
powers. These are very special items of great power, and are highly coveted among players.

Trophies: ◊ Trophies are special items taken from defeated foes when you are victorious in 
battle. These items are often worth selling to NPC vendors and sometimes are valuable 
as components in Crafting. Some trophies can be taken to a taxidermist and turned into 
housing decorations to hang in your home.

Weapons:◊  There are hundreds of items in this category, from swords and maces and clubs 
to throwing knives and crossbows to mighty two-handed weapons. From junk to crude to 
finely crafted, you will find the ideal tools to accompany your character.

Class Items: ◊ These items are available to most classes to augment skills to do other things or 
increase skill efficiency.

legendaRy items
The Legendary Item system gives you the tools 
to discover and customise powerful items, 
like Bilbo’s short sword Sting or Thorin’s sword 
Orcrist, once your character enters into Moria. 
Legendary Items have a unique braided icon 
border. Unlike a normal item, you must take 
a Legendary Item to a Forge-master NPC to 

reveal its hidden “legacies”  before you can equip and use it. 
Legacies are class-specific modifiers that can have their power 
enhanced by spending “legend points” to improve them. 
Legend points are earned when a Legendary Item gains a level, 

You can forge special abilities 
into your Legendary Items.
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weapon, refund spent legend points, and safely un-slot any relics in it. This also unlocks the next 
ten available levels of advancement on the item. At levels 10, 30, and 50, the items gains a new 
legacy, and upgrades to an existing legacy at levels 20 and 40.

Legacies have six tiers of quality, with the legend point cost to rank up the legacy decreasing as 
the legacy’s tier increases.  A player can only ever have six Legendary Items bound to them and 
advancing at a time 

Legendary Item List
Each class has access to legendary melee weapons their class can use. Legendary weapons 
can only be wielded in the main-hand, never the off-hand. It is also important to note that all 
Legendary Items have class restrictions on them. In addition to the Legendary Items you find in 
Moria you may also find goods that the Dwarves will barter Legendary Items for. In addition to 
the main-hand weapons, all classes have access to at least one other type of item listed below.

Burglar:◊  Burglar’s Tools

Champion: ◊ Champion’s Runes

Captain: ◊ Captain’s Emblem

Guardian:◊  Guardian’s Belt

Hunter: ◊ Bow and Crossbow

Lore-master: ◊ Books

Minstrel: ◊ Songbooks

Rune-keeper: ◊ Rune-keeper’s Bag

Warden: ◊ Javelin

Legendary Item Advanced Features
Disabling Leveling – In the Legendary Item panel you can enable or disable the leveling of 
bound Legendary Items. To do this, click on the Items tab and click the Disable Leveling button. 
Experience earned through quests and monster kills is automatically multiplied and split 
between all bound and enabled items. While splitting item experience earns you more overall, 
you can level an individual item faster by disabling the others. 

Slotting Relics – You can slot a relic over an existing relic in your item. This will, however, destroy 
the currently slotted relic. The only time you can safely remove a slotted relic is during re-forging.

Organizing the Legendary Item Panel – You can move your bound Legendary Items to different 
tabs in your Legendary Item panel by clicking on an empty tab, and then dragging the item from 
your inventory into the grey slot where the icon would normally go if slotted in that tab. 

Deconstruction Hints – Heritage Runes won’t appear as a result of deconstruction unless 
the item is at least level 15. Deconstructing a level 21 Legendary Item opens up even more 
possibilities, while deconstructing a level 50 Legendary Item can generate a heritage rune with 
enough experience to level an item to 41 by itself as well as dozens of Relics.

and they gain levels by earning experience along with you as you adventure! To edit your bound 
Legendary Items, you will use the new Legendary Item panel, which has a tab for each of the six 
Legendary Items you can bind to yourself and advance.

List of Important Legendary Item System Elements
Legendary Item Panel – Access it by hitting shift-I or by clicking the Legendary Item panel 
button.

Forge-master◊  – NPC that will identify and re-forge Legendary Items

Relic-master ◊ – NPC that will deconstruct Legendary Items and forge relics

Identification◊  – Reveals hidden legacies on a Legendary Item

Re-forging ◊ – Unlocks additional advancement, refunds legend points and relics, and adds 
or upgrades legacies.

Legend Points ◊ – Earned through leveling, they are used to increase the rank of legacies.

Legacies ◊ – Bonuses on Legendary Items that can be ranked up to provide larger bonuses

Relics ◊ – Settings, gems, and runes that can be slotted into Legendary Items to provide 
bonuses

Legendary Shards ◊ – Parts of deconstructed Legendary Items that can be used to craft new 
items.

Heritage Runes ◊ – Items that can provide item experience to bound Legendary Items by 
using them or dragging them onto the item in the Legendary Item panel.

Title Items ◊ – Items that can add or change the title of a Legendary Item. Each title provides 
a unique bonus such as a new damage type. 

Just as all Hobbits in the Shire aren’t cut out to be legendary adventurers like Bilbo or Frodo, so 
too will you find some items in the system that don’t have the right stuff for you. You can take 
those items and "deconstruct" them at a Relic-master NPC. When you deconstruct a Legendary 
Item you will receive “relics,” “legendary shards,” and “heritage runes.” Relics are settings, gems, 
or runes that can be slotted into other Legendary Items to provide bonuses. You can also forge 
relics together at a Relic-master to create more powerful relics. Legendary shards can be used by 
crafters to forge new Legendary Items. Heritage Runes transfer item experience from one item to 
another. With deconstruction, the higher the level of the item you’re deconstructing, the better 
the results.

As you venture through Moria you may encounter NPCs that will give you “title items” as a quest 
reward. These title items can be used to imbue a Legendary Item with a title such as Defender of 
the Forgotten West, which changes the weapon’s damage type to Beleriand, or Dark-banisher, 
which provides it with a bonus against ancient evil creatures. You can obtain these title items 
multiple times, but can only carry one copy of each at a time.

Unlike normal items you will only ever find rare, incomparable, and epic Legendary Items, never 
common or uncommon. Their rarity influences the number and power of the legacies the item 
will have as well as what you will obtain when you deconstruct it. It also influences the maximum 
level the item can obtain. On the item you will see its current level and its maximum level. You 
can’t advance a Legendary Item directly to its cap, however. Every ten levels you will need to 
take it to a Forge-master to re-forge the item. During re-forging, you will be able to rename the 
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toggle a specific type of icon on/off, click on its name.

milestones
After you leave the new players area, you are given a Map Home. 
This remains in your inventory, and you can right-click or double-
click it to quickly travel to the Milestone where your character is 
“bound.”

Milestones are scattered throughout Middle-earth – right-click 
a Milestone and confirm your choice to make it the location to 
which your character will travel when you use your Map Home.

Note: You can only use the Map Home once every hour.

stables
The world of Middle-earth is very large. In order to help you move quickly to your favourite 
destinations, each main town has appointed a Stable-
master to help.

Stable-masters permit travel from one location to 
another at more than twice the speed you could get 
there walking. To rent a horse or goat (within Moria), 
talk to a Stable-master, pick a route and pay the 
appropriate fee. You immediately mount, and start for 
the destination you picked.

While mounted, you cannot:

Use a skill (including craft skills)◊ 

Trigger an emote animation (although the text will ◊ 
display)

Talk to an NPC◊ 

Use any item that you are not carrying◊ 

You may jump off your mount at any time by clicking on the Dismount button, but you cannot 
remount until you talk to a Stable-master again. You also dismount when you log out.

Stable-masters generally will lend you a horse to travel to a nearby location. Major towns, 
including Thorin’s Gate, Bree, and Michael Delving, are designated as Swift Travel locations. You 
can travel to these locations quickly, providing you meet the level requirements, if any.

Right-click on a milestone 
to set it as your home spot.

Always check in with the Stable-
master when you reach a new town, 
so you can hire a horse to that spot 
in the future.

gettIng around
RadaR (mini-maP)
The Radar displays a small map of your immediate surroundings. 
It shows the direction you are facing and the direction and 
distance to other places in the game world. North is always up on 
the Radar.

Arrows pointing off the edge of the Radar indicate directions to 
towns (gold), resources (blue), and other important targets. Icons 
on the map indicate NPCs and items near your character. Hover 
the cursor over an icon to display information about it.

1.  Vendor: Indicates an NPC who will buy/sell items.

2.  Gold Ring: Indicates Quest NPC or quest objective.

3.  Fellowship Member: Green circles indicate other fellowship members. If one of your 
fellowship is beyond the edge of the Radar, a green arrow indicates his direction.

4. Trainer: Scroll icons show the location of trainers.

5.  Date and Time: Hover the cursor over the button in the upper-left to display the current date 
and time. 

6.  Destiny Points: The button in the upper-right of the mini-map opens your Destiny Points. You 
use your Destiny Points to buy short-duration buffs.

7.  Hope/Dread: Every character has the spirit of an adventurer. Your spirit will change based 
on the people, places, and things that you encounter. You can see your current level of Hope 
(blue) and Dread (red) by hovering the cursor over the Hope/Dread icon on the Radar. See the 
Mood section for more details.

Full-Screen Map
Press M or click on the map icon in the lower-
right of the Radar to display a full-screen map of 
the region you are in. You can see maps of other 
locations in Middle-earth by right-clicking on the 
Map to zoom out and left-clicking on a highlighted 
area to zoom in. Alternatively, select a map by 
pulling down the Show Map menu.

When you bring up a full-screen map, it will show 
the region you are in. Areas that you have not 
explored are hidden.

You can use the map to see other parts of Middle-
earth by right-clicking on the Map to zoom out 
and left-clicking on a highlighted area to zoom 
in. Alternately, select the map you want to see by 
pulling down the Show Map menu.

Pull down the Filter Map Notes menu for a complete list of icons available for the current map. To 

The mini-map shows items 
of interest near you.

1

2
3 4

5 6

7

Use the full-screen map to view the 
larger area around you. Points of 
interest are automatically flagged once 
you discover them.
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camP site FiRes and musteRing HoRns
Camp Site Fires are locations to which Hunters can bind themselves, 
similar to a Milestone, and also summon their fellowship to that site. 
These fires are generally just outside well-traveled quest locations in 
the game. 

Each Camp Site Fire also contains a Mustering Horn, which allows 
anyone to instantly summon a far-flung fellowship member to that 
location. 

Using a Mustering Horn costs one Travelling Ration per person. A 
character may only be summoned once every half hour, and they 
must be of sufficiently high level for the area.

Mustering Horns allow 
any fellowship member 
in the area to summon 
other members to that 
spot.

mounts
Loaned horses are great, but they will only take you 
between predetermined points. It is even better to 
own your mount, so you can ride anytime and nearly 
anywhere you want!

When you reach level 35, you can complete a quest at 
the Bree Horsefields and gain the Riding skill. Men and 
Elves can only ride horses, while Hobbits and Dwarves 
are limited to ponies. When you purchase your mount, 
it will be displayed in your inventory. To summon your 
mount, click on its icon.

ReFlecting Pools
A Reflecting Pool is an object that allows you to access Quest 
instances that you have already completed. This lets you revisit past 
quest experiences and to join your fellows in order to help complete 
certain quests. 

Note that Reflecting Pools also work if you wish to join your 
fellowship in a quest instance that is on a quest chain you either do 
not have or have not advanced far enough yet, as long as someone 
in the fellowship has entered the instance encounter. In order to 
use the pool, stand beside it and right-click to activate it. Select the 
instance encounter that you would like to enter, then select "Travel 
Now" to be instantly brought inside. Reflecting Pools will not work 
for World instances or Raids.

At level 35 you can learn the Basic 
Riding skill and purchase your own 
mount at the Bree Horse Fields.

Reflecting Pools let you 
retry local instances or 
join your fellowship in a 
quest instance you might 
not have.
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Types of Quests
Though the first quests that will be offered to you will be solo, explorative 
adventures, you will quickly find that quests become more complex as you gain 
experience. Later quests are designed to serve a specific facet of your character 
development, such as your Character Class, Crafting, Housing, or Hobbies, or 

quests designed to be completed only by groups of adventurers in fellowships and Raids.

Quest Bags
Quest bags are a new feature that provide storage for quest items, such as boar hides, that 
would otherwise consume space in your inventory. Some quest items, such as readable objects 
and items that you must use as part of a quest, are stored in your regular inventory.

FellowsHiPs
A fellowship is a group of 
up to six adventurers who 
have banded together. 
Formally grouping with 

other adventurers makes it easier to 
communicate and monitor each other’s 
status. The aid of a fellowship is essential 
to get through many of the more difficult 
quests in the game. 

To start a fellowship, simply invite another 
player to join you. This makes you the 
fellowship leader. Only the leader can issue further invitations to bring new players into the 
fellowship. 

To invite a player into your fellowship, right-click on him and select Fellowship > Invite from the 
pop-up menu. If the player is not in view at the moment, you can use the slash command /invite 
<name> in the Chat window. 

Once you are in a fellowship, you can send chat messages that are visible only to your fellowship 
by using the /fellowship (or just /f ) command. Fellowship chat is visible to everyone in the 
fellowship, no matter where they are. Type /fellowship without a message to see all the different 
fellowship commands available. Note that some of these are only available to the leader of the 
fellowship.

The leader of the fellowship also has the power to disband it, or to kick a player out. If the leader 
leaves the fellowship, the game assigns the leadership to another member, going from the first 
player invited to the last. The leader may also voluntarily pass leadership to any player.

To quit a fellowship, right-click on your portrait in your vitals display and select the “Leave” 
option.

Fellowships have several options for dividing the loot obtained from fallen foes. (Money is 
always divided evenly.) The fellowship leader sets the looting mode by right-clicking on his own 
portrait, selecting Loot Rule, then a looting option. 

adventurIng
Quests

Starting a Quest
Quests are an important part of  advancing your character in The Lord of the Rings Online. Each 
quest is designed to allow your character to build experience, explore map areas and game 
features, and give your character the chance to find new equipment. Quests will be revealed to 
your character at the level of their experience when they will be most beneficial, and will have 
specific instructions telling you how to proceed to complete the adventure and receive your 
reward.

Quests are initiated by NPCs (Non-Player Characters), and are indicated in the game by an icon 
of a gold ring above the NPC. Simply approach the NPC and click on him to initiate the dialogue 
box telling you the story of the quest. If you accept the quest, it will appear in your Quest Log 
where you can access the information given to you by the NPC and learn what objectives remain 
to be completed in the quest at any time.

Quest Log
The Quest Log displays the quests you have accepted. 
Open it by clicking on the Quest Log icon, by pressing 
the L key, or by clicking a gold ring in the Quest 
Tracker. Click on the title of the quest on the left side of 
the panel to display its current objective, details of the 
quest and your reward for completion on the right. 

To finish a quest, you must complete all its objectives, 
then speak to the indicated NPC. Occasionally you will 
be asked to select an item as a reward for completing 
the quest. Choose the item you want and click on 
Accept to add the item to your inventory.

You can only have 40 active quests at a time. To cancel 
a quest, select it and click the Cancel Quest button at 
the bottom of the Quest Log. Canceling will reset the entire quest and you will have to go back 
to the initial quest bestower to get it again.

Quest tRackeR
The Quest Tracker appears on the right side of your screen and keeps you 
updated on up to five quests at a time. It tells you the name of the quest 
and what you have to do to complete the next objective. Once you have 
completed part of a quest, your Quest Tracker automatically updates to 
display the next objective. 

Click the gold ring beside a quest name to open the Quest Log and display 
the selected quest.

You can have a maximum of 40 active 
quests in your Quest Log.

Click a gold ring in 
your Quest Tracker 
to open that quest 
in your Quest Log.
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Open Fellowships
Click on the Open Fellowships tab at the bottom of the Fellowing panel to display a list of 
fellowships that are advertising for new members, or to advertise space in your own fellowship. 
Select a name and click on the Tell button to send the leader of the fellowship a private message, 
or click on the Join button to send the leader an indication that you’d like to join. 

Adjust the options in the LFP Want Ad section to let other players know about your fellowship.

Player Class:◊  Select the class or classes you want.
Player Level: ◊ Enter a minimum and maximum level.
Quest:◊  Choose a particular quest you’d like to work on.
LFP Note: ◊ Enter a short note, which will show up next to your LFP Ad in the list of Open 
Fellowships.

Raids
A Raid is a separate copy of a building’s interior, a dungeon, or some piece of the 
game’s landscape. A Raiding Party is an alliance of up to four fellowships working 
together to win a pitched battle against an exceptionally powerful foe or force. 
Only the most dangerous of quests will require a Raiding Party to complete. 

Fellowship leaders can form a Raiding Party by right-clicking on their portrait on their vitals 
display and selecting the Convert to Raid option. Raid leaders can then open up the Raid Panel 
of the Social Window and move players around by dragging their icon from fellowship to 
fellowship. Also, any Raid member can view the vitals of any of the fellowships involved in the 
Raid by clicking the Show Vital box in the upper right of each fellowship group.

Social Panel
The Social Panel allows you to view information about your 
current fellowship and your kinship, as well as search for a 
fellowship or find someone to join your fellowship. From this panel 
you can also maintain a Friends list, which will help you contact 
and monitor those characters with whom you are close. 

Open the Social Panel and click on the Fellowing tab. By default, 
this displays the names of characters in your area. You can select 
a player’s name and click on the Tell button to send him a private 
message, or the Invite button to invite him to your fellowship.

To change the Who list, adjust the options in the Filter Who List 
section. 

Show LFF Only:◊  This filters the list to only show those 
characters who have flagged themselves as Looking for 
Fellowship
Player Class:◊  Use the drop-down menu to filter by class.
Player Level: ◊ Enter a minimum and maximum level.
Quest:◊  Filter by the quest a player has selected in his My Who Options.
Filter: ◊ Further refine the list using any keyword, such as a player’s name or a location.

Looking for Fellowship
If you want to find a fellowship, but you do not have any friends online at the moment, you can 
flag yourself as “Looking for Fellowship,” making it easier for fellowships in need of your class and 
level to contact you. Use the slash command /LFF to toggle the LFF flag on or off, or turn it on/off 
in your Social window. You can set the following options:

Anonymous:◊  Makes your character invisible to a Who search. Note that this also makes it so 
that other players cannot Inspect you.
Player Looking For Fellowship:◊  This flags you as Looking for Fellowship, which puts an icon 
next to your name in the Who list.
Quest:◊  Select a quest to let others know you would like to join a fellowship to work on that 
quest.
Player Note:◊  Type in a note, which will show up next to your name in a Who search.

Use the social panel to find 
friends and fellowships, 
and keep track of kinship 
members.
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Hope / Dread Effects

Mood Level Maximum 
Morale  

Modifier

Inbound 
Healing  
Modifier

Inbound 
Damage  
Modifier

Outbound 
Damage 
Modifier

Skill Level 
Modifier

5–15 +5% — — +3% —
4 +4% — — +3% —
3 +3% — — +3% —
2 +2% — — +2% —
1 +1% — — +1% —
0 — — — — —
-1 –5% –1% +1% –1% —
-2 –10% –2% +2% –5% —
-3 –15% –3% +3% –10% -1
-4 –20% –4% +4% –15% -2
-5 –30% –8% +6% –20% -3
-6 –40% –10% +8% –25% -4
-7 –50% –15% +10% –30% -5
-8 –60% –25% +15% –35% -6
-9 –65% –35% +20% –40% -7
-10 –80% –45% +25% –45% -8
-11 –85% –55% +35% –50% -9
-12 –90% –65% 45% –55% -10
-13 –95% –75% 55% –60% -11
-14 –97% –85% +75% –65% -12
-15 –99% –95% +100% –70% -13

Mood effects are cumulative, so encounters with multiple dreadful enemies will often lead to 
more dread, sometimes causing your character to cower and be unable to fight at all. When 
dread is high enough to cause cowering, the mini-map will be replaced by the Eye of Sauron.

Some skills, perks and items (such as jeweller-crafted Edhelharn Tokens) can counteract dread.

dangerous World
combat

You will not be in 
Middle-earth long 
before you have to 
prove your worth in 

combat against enemies or wild 
creatures. Before you enter combat, 
make sure you have your best 
weapon and armour equipped, then 
target the enemy you wish to fight 
by clicking on it. (Press t to cycle 
through available targets.) The vitals 
of the enemy you have targeted 
appear next to yours, and an orange 
target ring appears around the 
enemy’s feet.

Auto-Attack Button
Once you have a target, click this button to start attacking. You can also press ~ to start 
attacking. 

Melee (Close-range) Combat
Approach the target and click the large auto-attack button, or right-click or double-click your 
target. You will begin to attack when you enter melee range. 

Ranged Combat
If you are attacking with a ranged weapon, such as a bow, target the creature, then click the 
Auto-attack button. When you enter range, you will begin to attack. The creature might run to 
attack you; once it enters melee range, you will automatically switch weapons to melee combat.

Skills
The most effective way of defeating an enemy is to use your character’s skills. Your equipped 
skills are located on your Quickslot Bar. To use a skill, select a target and click on the skill’s 
Quickslot icon (or press its corresponding key — for example, 1) to perform that combat skill. 
See Skills for more information.

mood
Your character’s mood is affected by the place you are in, by recent defeat, and by characters 
or objects nearby. Mood, either hope or dread, affects your maximum morale, effectiveness of 
heals, and damage received from attacks. When your hope is high, the world looks bright and 
promising. Dread changes the world to a gloomy and unsettling place. 

Mood ranges between -10 and +10. A -10 Mood represents the depths of despair and 
hopelessness, while a +10 represents the heights of hope and jubilation.  

The key to successful battles is to use your skills and 
equipment wisely.
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Bars 5 & 6
There are two more Quickslot bars available, which you can display through the Options Menu. 
In the Options Menu under Quickslots, you may determine which Quickslot bars appear on your 
screen, and whether they are horizontal or vertical. 

For each Quickslot bar, choices include:

Always Show:◊  This places the bar permanently on the screen.

Make Horizontal:◊  Each bar can appear horizontal or vertical; this toggles that choice.

Dock:◊  Docking a bar means that it always appears horizontal, immediately above the 
primary Quickslot bar. (You cannot change the primary Quickslot bar using these toolbar 
options.) Docking overrides your horizontal/vertical choice — a docked bar always appears 
immediately above the primary bar.

Pet contRol
Some classes, such as Lore-masters, can summon pets to fight alongside them. 
When you summon a pet, your Pet Shortcut bar appears. Use this Shortcut bar to 
give your pet commands, such as Attack, Follow, Assist, and Stay. You can place 
any of the Pet icons on a regular Quickslot bar and assign keystrokes to them. 

There are additional pet commands available by typing /pet in the Chat window.

exPeRience & leveling uP
As you complete quests and defeat enemies in Middle-earth, your character gains experience 
points (XP). Your XP bar at the bottom of the screen shows you how much XP you have and how 
much you need to reach your next level. 

As you level:

you gain access to new skills◊ 

your skills get more powerful◊ 

your stats increase◊ 

you can use more powerful weapons, armour, and other equipment◊ 

you gain access to more Trait slots◊ 

Each time you level up, you should find one of your class Trainers to see if there are any new skills 
for you to purchase.

sPaRRing
You can spar with any other player. This is “practice” combat — the loser falls down, but no one is 
actually hurt or loses anything (although a victory certainly gives you bragging rights, and your 
equipment suffers normal wear). 

To challenge someone, either right-click on that character and then select Spar from the 
dropdown menu, or select the character and type /spar. Sparring challenges are enabled by 
default (but people on your Ignore list cannot challenge you to a sparring match). In order to 
automatically ignore all challenges, go to Options: Social Options: Enable Sparring Requests. 
Click on it to unselect it. 

damage, deFeat & RecoveRy
As you take wounds in battle, your Morale 
decreases. Using skills requires Power. Your 
Morale is displayed in your green Vitals bar; your 
Power is displayed just below that, in your blue 
Vitals bar.

To stay at maximum combat efficiency, you 
must regain your Morale and Power. Both 
automatically recharge when you are not in 
combat. You can regain Morale and Power 
during combat by using certain skills, potions, 
and food.

Defeat
When your Morale Points are entirely exhausted, you are defeated. Click on the Retreat 
button to move to a place of safety (a rally point — one of the rings of white stones found 
near most settlements). In the first few levels, there is no penalty for retreating. In later levels, 
retreating causes your abilities to be somewhat impaired for several minutes and damages your 
equipment.

Wounds & Other Effects
Some enemy attacks will do damage beyond simply reducing your Morale. An attack might 
poison you, impair your vision or movement, or deal damage over time. Still other effects — 
usually bestowed by you or by fellow players — are beneficial, raising your Morale, boosting 
your defences, or otherwise strengthening you.

When you are suffering or benefiting from an effect, an icon appears below your Vitals bar. Hold 
your cursor over the icon to see its affect. Most effects expire after a certain amount of time. If so, 
a countdown timer will appear when you hold your cursor over the effect icon. 

Quickslot baRs
The Quickslot bar contains 12 spaces to place shortcuts to 
skills, equipment, armour, and even food. You can add an 
item or action to a Quickslot by dragging its icon from a 

window (such as your inventory or Skills list). Activate a Quickslot by either left-clicking it or by 
pressing the corresponding button (1 – = on the top row of your keyboard). You have access to 
a total of six Quickslot bars:

Bars 2, 3 & 4
You can access three of the Quickslot bars by pressing the c, a, or s keys. All three bars 
can appear at once, and you can slot icons on them while they are all visible, but you cannot 
activate a slotted icon if you are pressing more than one of those three keys. Press  c, a, or 
splus 1 – = to activate the icon in that location.

By default, when Bar 1 (c) is visible, it is just above the primary Quickslot bar. (It is identifiable 
by the “C+X” notation at the bottom of each slot.) Bar 2 (a; “A+X”) is always next in order — first, if 
Bar1 is not visible. And Bar 3 (“S+X”) is on top.

If you are defeated and click on the Retreat 
button, you will be transported back to a 
safe spot like this.
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Trait Sets
With the addition of Mines of Moria, 
characters have the ability to create Class 
Trait Sets that build upon class themes, 
making them more effective at a given 

job.  As such, Trait Sets represent a way to for you to 
shape your game play and enhance your character's 
performance.  

Class Trait Sets
All classes have three Trait Sets. There are eight ◊ 
traits per set, with one Legendary Trait making up 
the capstone. You cannot slot the Legendary Trait 
until you have earned the final capstone trait via a quest.  

Like item sets, each set provides bonuses for each trait in the set that you have slotted. Trait ◊ 
Sets provide maximum bonuses when five out of eight in the set are slotted.  (Though you 
can slot more if you have the Class Trait slots.)

Traits can modify many things, including damage output, cooldowns and even whether a ◊ 
skill is usable in combat or not.  

Class Trait Sets of the same family share the same colour icon background.◊ 

You can unlock Class Traits through repeated use of skills or from doing class quests.◊ 

There are three tabs under Class Traits. Examine each set carefully to understand the ◊ 
strengths and weaknesses of each Trait Set path. 

Class Trait UI
Each trait path provides a summary in the right pane of the Trait Set panel. Mouse over any 
trait in a set to see the bonuses it will provide when slotted. If the text is greyed-out, it is not 
providing the bonus. If the text is green, the bonus is active on your character.

Visual Appearance:◊ 

Greyed-out ◊ – Trait not earned and currently not in progress

Ring ◊ – Trait not earned, but in progress

Coloured icon ◊ – Trait is earned

Coloured icon with chevrons ◊ – Trait is earned and slotted

Slotted Trait UI
Your main Trait UI, which includes all the Traits you currently have slotted, will display the 
summary of active Trait Set buffs on the right.  

If you remove Class Traits that cause your Legendary Trait to be no longer eligible for slotting, it 
will not de-slot, instead it will turn grey and a red exclamation point will appear over it showing 
that the benefits of that Legendary Trait are not active, because it failed its Class Trait requisite.  
(Remember it takes five class Traits to be eligible to slot certain Legendary Traits!)

Trait Sets allow you to further 
specialize your characters.

CharaCter develoPment
skills

As you increase in level, you will gain skills. These 
special attacks, special defensive moves, buffs, 
debuffs, pets, and so forth, can greatly increase your 
effectiveness in combat. You can see your skills by 

opening the Character Journal and selecting the Skills tab. 

In general, at each even-numbered level (until about Level 40) you 
can learn at least one new active skill. To gain a skill, you must go 
to a class Trainer and pay a fee. Trainers are usually found in towns 
and villages, and are marked on the Radar with a scroll icon. 

There are three types of Skills: Active Skills, Passive Skills, and 
Fellowship Skills. 

Passive Skills modify your character’s stats but require no 
activation. Like your stats, they are always active. 

Active Skills are abilities like attacking or harvesting, and they generally require that you activate 
them when you need the skills benefits. You can do this by dragging the skill icon from your 
Skills list to a Quickslot bar and clicking the icon or pressing the appropriate key. 

Fellowship skills are skills that become active only when you are part of a fellowship, and the 
strengths of several adventurers together combine to make to make a whole larger than the sum 
of its parts.

tRaits
As you progress through the game, you will 
earn Traits by completing Deeds, completing 
quests, and (occasionally) simply by leveling. 

Each Trait falls into one of four categories: Virtue, Class, 
Racial, and Legendary.

The benefits of Traits range from small bonuses to your 
skills and attributes to unlocking heroic skills. Some 
bonuses derived from Traits stack, granting you even 
greater bonuses. 

Equipping Traits
When you achieve a new Trait, you must speak with a Bard 
to “equip” that Trait in your Trait panel. Bards can be found in major cities.  Speaking to the bard 
allows you to drag and drop your available traits into the available slots. Once you are satisfied 
with your configuration, confirm with the Bard and pay a fee to finalize your changes. The fees 
vary depending on the level and desirability of the traits that you have changed or added.

Although your character can earn dozens of different traits, you may only equip a limited 
number of traits at one time. Upon starting the game, you will not have any trait “slots” available. 
As your character gains levels, those slots will automatically open up one at a time. 

There is no limit to the number of times you may change your equipped traits.

Drag a skill from the Skills 
window to a Quickslot so 
you can use it by pressing a 
key or clicking its icon.

Talk to a bard to customise your 
Traits.
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deeds
 Deeds are tasks that reward your character with a title, trait, or skill. You obtain 
deeds by performing actions, such as exploring, defeating a certain type of 
monster, or using a skill. There are several categories of Deeds.

Class Deeds
Class deeds are unlocked by using your characters skills. Beginning when you get the Novice 
characteristic, some skills will start deeds that track your use of the skill and grant a class trait 
when you have used it a certain number of times. 

Race & Social Deeds
Racial deeds are unlocked by battling creatures which are most 
hated by your race. Defeating enough of those creatures will 
complete that deed and grant you a racial trait.

Social Deeds
Social deeds involve being the target of another player’s emotes 
(like /hug or /crazy). They reward either a title or a special emote.

Region Deeds
Region deeds can involve performing quests, discovering locations, 
or simply defeating creatures in a particular region. Most region 
deeds reward either a title or a trait.

Deed Log
To view your completed deeds and those underway, click on the 
Deed Log icon in the Game Control Bar. The Deed Log has three tabs along the top that sort your 
deeds by type. The tabs along the bottom further sort these deed types. For example, the Region 
Deeds tab contains tabs for all major regions at the bottom. Deed names are shown on the left. 
Click on a deed to see its level of completion and reward on the right. Hover your cursor over the 
reward icon to see more details. 

RePutation
Throughout Middle-earth there are various factions who may reward you if you 
gain sufficient standing (reputation) in their eyes.

You can gain reputation by completing quests, defeating specific mobs, turning in 
specific mob-drop items, crafting items, and completing deeds.  NPCs that deal with reputation, 
are indicated by a star icon on the mini-map.

suRname
Once your character reaches level 15, you can visit a Notary NPC and pay a small fee to choose a 
last name. Notary NPCs are located in all of the major settlements: Thorin’s Gate, Michel Delving, 
Bree-town, Rivendell and 21st Hall. You may choose not to display your surname by opening the 
Title tab of the Character Journal and unchecking the “Show Surname” checkbox in the top-left 
corner. You can change or entirely remove your surname at any time by visiting a Notary again.

There are hundreds of 
deeds you can earn, which 
grant you everything 
from new skills to simple 
bragging rights.

outFits
You can outfit your characters with a wide variety of clothing and accessories that you can 
display in addition to your armour. You can use armour or clothing for an outfit, or buy special 
outfits at Outfitter NPCs in Bree, Trestlebridge, Thorin’s Hall, Rivendell, Othrikar, Michael Delving, 
Stock, and 21st Hall. Outfits are for appearance only, and no stats or effects from items apply. You 
can create up to two outfits. To create an outfit, open your Character tab and click on either of 
the two “hat” icons to the right of the clothing slots. Drag clothing to the clothing slots from your 
inventory. Click on the Show Outfit button to display that outfit on your character.

Hobbies
 A Hobby is an activity, such as fishing, in which you can participate 
for fun and possibly profit. Similar to crafting, a hobby allows you to 
experience more of the life in Middle-earth, and to interact with the 
world in new and exciting ways.

To begin a hobby, talk to one of the four Hobby Masters in the game, 
who can be found in the following areas:

Bree-town (Scholar’s Stair Archives)◊ 

Michel Delving (Bird and Baby Inn)◊ 

Ered Luin (Thorin’s Halls)◊ 

Rivendell (Hall of Fire)◊ 

21st Hall◊ 

PlayeR music system
The Player Music System lets your characters play real-time, free-form music in the 
game. All classes (except for Minstrels, who have access to all instruments) have 
access to two instruments starting at level 5.

You can either create music by pressing music-mapped keys on your computer keyboard or by 
loading it with an ABC Notation file. The system supports a tonal range of three octaves, allowing 
for a broad variety of songs.

baRbeR
Most major cities feature a barber, who will change your appearance 
for a small fee. You can change cosmetic features, such as hair style 
and colour, but not racial features, such as skin colour.

You should see the 
one that got away!

Tired of yesterday's 
look? Visit the barber.
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Purchasing A House
To purchase a house, visit a Housing Broker 
just outside of each homestead to access 
the list of available houses, or enter any 
neighbourhood instance to walk around and see 
what the different houses look like. Inside each 
neighbourhood, available homes have a  “For Sale” 
sign in the front yard. You may enter any house 
that is currently for sale. 

Right-click on the “For Sale” sign to display the 
purchase price, the weekly upkeep fee, and the 
number of internal and external decorating hooks 
that are available to the house.

The purchase price depends on what type of house 
it is. Standard houses cost an average of 1 gold, 
and deluxe houses average 7 gold. There is a weekly upkeep fee which must be paid in order to 
maintain ownership of the house. Upkeep can be paid several weeks in advance.

Maintenance
When you are near your home, two icons show up on the lower-left of the mini-map radar. One 
opens the Maintenance panel, where you can pay upkeep and unlock extra storage chests. You 
can also access the Maintenance panel in your Character panel. The second icon on the radar 
toggles Decoration Mode, which allows you to place and arrange decorations. 

Decorating Your House
You can decorate your home and yard using 
furniture that you purchase from special 
vendors in housing neighbourhoods, as well as 
items crafted by other players. Each decoration 
item is categorized according to type: Large 
Furniture, Large Floor, Ceiling, and so on. These 
labels indicate where you can put the item in 
your home when you are in Decoration mode.

To enter Decoration mode, click the button 
in the lower-left side of your Radar when 
you are on your property and in your house. 
Slots where you can place furniture will glow. 
Click on a glowing spot with your inventory 

open and any decoration item that can fit in that spot will highlight. Right-click the item in your 
inventory to add it to the selected spot.

Once an item is placed, a pop-up will show the item's name and description, as well as a slider 
that lets you rotate the item before placing it. Rotate the item to the position you like, then close 
the pop-up window to place it. 

If you want to reposition or remove an item later, enter Decoration mode and right-click on it. 
You can rotate it normally or drag it to your inventory to remove it.

The Housing Broker is happy to show 
you all the nice neighbourhoods and 
properties in her area.

Click the button on the lower-right side of the 
Radar to enter Decoration Mode.

Housing
Personal houses allow you to 
establish roots in Middle-earth 
with your own customisable 

space, complete with additional storage. 

You can purchase only one home per 
account (per server), and the character who 
purchases it must be at least level 15. 

When you own a personal house, all of your 
characters receive the "Travel to Personal 
House" skill, which requires 1 Travelling 
Ration and has a 1 hour cooldown. Your 
characters can also receive a discount of up 
to 20% when purchasing and repairing with 
vendors inside the neighbourhood in which 
you own a home.

There are four distinct homesteads, one for each of the four races. Any race can buy a house in 
any homestead.

Men of Bree-land
The homestead of Men is located in Bree-land, south-east of the 
Midgewater Marsh. The houses in the Bree-land homestead are 
rustic wood and stone houses, similar to the cabin-like houses 
found throughout Bree-land. 

Hobbits of the Shire
The Hobbit homestead is in the Southfarthing of the Shire, 
south of Waymeet. Homes in the Hobbit homestead are dug into 
hillsides or above-ground, consistent with Hobbit homes found 
throughout the Shire. 

Elves of Ered Luin
The Elven homestead is in Falathlorn, across the bridge near 
Duillond in Ered Luin. Elven homes are ornately designed domed 
houses similar to the Elven architecture found throughout Eriador. 

Dwarves of the Blue Mountains
The homestead of the Dwarves is inside a large cavern in Thorin’s 
Gate in Ered Luin, not far from the Stable-master Wíli. Dwarf-
homes are detailed stonework architecture consistent with Dwarf-
architecture seen in Thorin’s Hall. 

Player-owned houses provide you with a place 
to get away from it all.
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house. The leader of the kinship manages the permissions for that house, including who can 
enter Decoration Mode and decorate the kinship house.

CraftIng
Crafting allows you to create new items from recipes to aid you or your 
companions in Middle-earth, or to sell for cash at Auction Houses and to NPC 
vendors. To start crafting, you must first play through the initial series of quests 
and move out into the wider world 

making a cHoice
In various towns throughout Middle-earth, you will find a Master or 
Mistress of Apprentices who will help you select your vocation. Each 
vocation is made up of three professions, as shown below. At least one 
workplace of each type is near each Master or Mistress of Apprentices, 
so that you can immediately begin crafting.

PRoFessions
The following Professions are available to you as choices in your new 
Crafting career:

Cook:◊  Combines ingredients obtained from a Vendor or Farmer to 
produce consumable foods

Farmer: ◊ Grows pipe-weed and ingredients for Cooks to use in their profession

Forester:◊  Gathers wood and tans hides

Jeweller:◊  Creates jewellery and accessories

Tailor:◊  Creates light and medium armour

Metalsmith:◊  Creates heavy armour and tools

Prospector:◊  Gathers metals for metalsmiths and gemstones for jewellers

Scholar:◊  Researches rare items to produce scrolls and dye pots

Weaponsmith:◊  Creates metal weapons

Woodworker:◊  Creates wooden weapons and weapons with wooden hafts

cRaFt tRaining
Near each Master or Mistress of Apprentices, 
there is a Provisioner and Novice-level 
Crafting Trainers of all types. The Trainers are 
stationed at the assorted workplaces that are 
needed to engage in crafting tasks. Between 
the Provisioner and the Crafting Trainers of 
your chosen professions, you can acquire 
most of the items you need to begin crafting. 

All crafts require the correct tools, raw 
materials, and a workplace to perform the 

Speak with the Master 
of Apprentices to start 
your crafting career.

Some recipes require Superior workplaces, like 
this Superior Oven in Michael Delving.

Permissions
You can manage up to 50 permissions for your home through 
the House tab of the Character Journal panel. You can toggle 
permissions for Everyone, Kinship, and characters by name, to 
allow them various levels of access and interaction (i.e. visiting, 
using the housing chests, paying upkeep, decorating, using 
decorations, and managing permissions).

Chests
The number of chests available depends on the type of house: 
standard houses only have one chest; deluxe houses have up 
to two chests. The house owner can use the chests for storage, 
along with anyone else that the house owner gives permission 
to. Items that are bound to a character can be placed into a 
housing chest by the housing owner, but quest items cannot 
be placed into the housing chest.

Mailbox
Every house has a mailbox right outside the front door. All characters on the house owner’s 
account can use the mailbox.

Abandoning
If for some reason you are no longer satisfied with your house, you can abandon it. You will not 
regain the purchase price for an abandoned house, and you must wait 24 hours before you 
can purchase a new house. Abandoning a house puts the items and decorations into housing 
escrow. Talk to a Vault-keeper to access items in escrow.

Foreclosure
If you fail to pay the upkeep when the upkeep fee is due, the house will be locked. All 
decorations and stored items will be placed in Escrow. While your house is locked, you are 
denied the benefits of home ownership, including entry, access to storage, decorations, travel 
skill, and vendor discounts. However, your house and all the items it contains will be held for you 
indefinitely. You can unlock your house at any time by paying a fee via the housing maintenance 
panel. You can retrieve items in Escrow by accessing any Vault-keeper and selecting the Escrow 
option.

Kinship Houses
Kinship houses are designed to be communal 
halls for kinships to use for meetings, events, 
and general socialization. If you are a member 
of a kinship that has a kinship house, you will 
automatically get a new skill to port back to 
the kinship house called "Travel to Kinship 
House." 

Only the leader of a kinship that has reached 
the rank of 7 or higher can purchase a kinship 

The Housing Interface in 
the Character Panel lets you 
adjust access permissions to 
your house.

Talk to the Taxidermist in Bree-Town to 
mount your trophies for your game room.
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gatHeRing mateRials
Crafting materials are found throughout Middle-earth 
on Vendors, as loot drops, on the ground, or in the 
assorted chests and crates around the world. Raw 
materials for crafting consist of ores, woods, gems, 
seeds, cooking supplies, dye components, hides, and 
lore items. 

Ore, wood, and lore items can most commonly be 
found on the ground, and if you are a Prospector, 
Forester, or Scholar, you will have a tracking skill that 
you can activate to display these resources on the 
radar. Ore nodes can also produce gems for Jewellers 
and minerals used as components for dyes. Lore items 
are also found as loot drops on humanoid enemies. 
Seeds can be purchased from Farmhands, and cooking 
supplies can be purchased from Cooks and Suppliers. Hides are found as loot drops from many 
creatures. 

masteRy oPtions
When you master any tier of a profession, you will find a 
Mastery Options tab at the bottom of the crafting panel. 
Obtaining Mastery grants the crafter the ability to produce 
a "Critical Success" — a particularly well-executed attempt 
to craft an item. The default critical success chance for 
most recipes is 5%. 

For the gathering professions, such as Woodworker or 
Weaponsmith, the Mastery Options panel allows you to 
attempt to create a customised item by adding optional 
components to your recipes, which may change the 
properties of the finished product.

The panel will show trophy items that can be selected for 
use during your crafting attempt. If you check the “Use” 
box to use a trophy item, that item will be consumed 

in the crafting attempt. If you achieve a “Critical success,” you will have manufactured an item 
that is much better than normal. The items required in the Mastery Options panel range from 
trophies dropped by enemies, to items that can be created by Scholars.

Spend some time to carefully select your Vocation and its associated professions. Some 
Professions are very difficult and expensive to advance, while others are very easy. 

Turn your Resource Tracking skill on 
to make nearby resources show up on 
the Radar.

Once you master a craft, you 
can sometimes achieve Critical 
Success, which creates more or 
better items.

task. For instance, woodworking requires a set of woodworking tools, a supply of wood that can 
be found throughout your travels in Middle-earth, and a workbench. You receive your initial 
tools when you choose a profession. Workbenches are found in many locations in most towns.

cRaFting Points & advancement.
Each profession is broken up into levels or tiers, and each tier has 
specific requirements that must be met to advance to the next tier. 
Every time you create a new item in a given profession, you are 
rewarded with Crafting Points. After a requisite number of Crafting 
Points have been earned, you will be rewarded with a new title, 
and you may find that you need to complete a task — a crafting 
quest — to advance to the next tier of that profession. 

The major tiers of crafting are Apprentice, Journeyman, Expert, 
Artisan, Master, and Supreme. After you successfully complete a 
tier (moved from Apprentice to Journeyman, for example), you 
will have new crafting actions to try. For example, an Apprentice 
Prospector can only mine for Tin and Copper. A Journeyman 
Prospector can also mine for Barrow-iron and Silver. This type of 
progression continues for all six tiers of each crafting profession.

Completing each tier is not all there is to crafting. Completing 
the first tier of crafting (from Apprentice to Journeyman), merely 

demonstrates that you are a Proficient Apprentice. You are not yet a Master in those crafting acts. 
Your initial Profiency-level crafting bar (denoted with a brown anvil), has been filled up and a 
new Mastery-level crafting bar (denoted with a gold anvil) is now available. To achieve Mastery, 
continue performing the Apprentice crafting actions. For example, using the Prospector from 
above, you will want to mine for both Barrow-iron to become a Proficient Journeyman, and 
Copper to become a Master Apprentice. (More information on the benefits of Mastery can be 
found in the Mastery Options section on the next page.)

tools & woRkPlaces
Every profession has a necessary tool that must be equipped on your character sheet to use it, 
and a necessary place to actually do the work:

Cook – Campfire or Oven, Superior Oven◊ 

Jeweller – Workbench, Superior ◊ 
Workbench

Metalsmith – Forge, Superior Forge◊ 

Scholar – Study, Superior Study◊ 

Tailor – Workbench, Superior Workbench◊ 

Weaponsmith – Forge, Superior Forge◊ 

Farmer – Workbench◊ 

Woodworker – Workbench, Superior ◊ 
Workbench

Craft mastery takes time, 
but can a good way to 
make powerful items and a 
tidy profit.

Crafting Halls, like this one in Bree-Town, 
feature a variety of workplaces and vendors.
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monster PlaY
The Lord of the Rings 
Online offers a unique 
form of player vs. player 
combat known as 

monster play. Players are transported 
to the Ettenmoors, a consensual 
PvMP (Player vs. Monster Player) 
region about the size of the Shire. 
Here, the Free Peoples and the Forces 
of Angmar are in constant active 
conflict, and players can choose to join 
the fight as either their normal player 
character (at level 40 and above), or as 
one of the servants of the Enemy!

Monster play gives you the opportunity to create your own servant of the Dark Lord Sauron in 
the War of the Ring. Whether you wish to play a savage Uruk with a thirst for hobbit-blood or a 
stalking Warg who prowls unseen, you can wander freely about the north-lands in the service of 
the Witch-king. Monster play allows you to experience life as a foot soldier of the Enemy, fighting 
against the Free Peoples of Middle-earth (played by both players and NPCs) who are attempting 
to halt the advancing shadow of Angmar. The region of the Ettenmoors is dedicated to the battle 
against the forces of evil, and it is the only place where players can directly fight against other 
players (as monsters versus heroes). Here the battle rages without end.

Playing as a monsteR
To access monster play, you must attain 
level 10 or beyond with one of your 
The Lord of the Rings Online characters 
through normal play. After that, a red 
“Monster Play” button will be active on 
the character select screen after login.

Once this option is available, you may 
select the kind of monster you want 
to play, name the creature, and get 
started. You will be transported to the 
Ettenmoors and find that you have 
joined the evil forces of Sauron. You 
will commit atrocities in the name of 
your unholy master and will be hunted 
unmercifully by the Free Peoples of Middle-earth. Monster play is not for the faint of heart.

Click on the Monster Play button to enter the furious 
fray in the Ettenmoors.

Even a monster can try to better himself. Talk to the 
vendors and quest givers for some self-help.

cRaFting guilds
Crafting Guilds provide additional paths of advancement for most professions. Membership in 
a crafting guild is exclusive - you can only be a member of one crafting guild. You may choose 
to join a different crafting guild at any time, but bear in mind that you will have to abandon all 
guild recipes and progress gained from your current guild in order to join a new one.

The available crafting guilds can be found in  the following locations around Middle-earth:

Cook's Guild - Michel Delving◊ 

Jeweller's Guild - Esteldin◊ 

Metalsmith's Guild - Thorin's Hall◊ 

Scholar's Guild - Rivendell◊ 

Tailor's Guild - Esteldin◊ 

Weaponsmith's Guild - Thorin's Hall◊ 

Woodworker's Guild - Esteldin◊ 

In each crafting guild hall you will find the crafting guild leader, the guild's recipe vendor, and 
the guild's reward vendor. 

Joining a Crafting Guild
Crafting Guild Trainers can be found in various crafting halls and locations throughout Middle-
earth. Speak with a Crafting Guild Trainer to choose a guild from the list of available guilds 
(based on your vocation).  Note that to meet the requirements for membership in any crafting 
guild, you must be at least an Expert in the related profession.

Crafting Guild Advancement
Once you have joined a crafting guild, you can track your progress within the guild by opening 
the Character Journal and selecting the Reputation tab, where you will find a progress bar 
displaying your current standing within the guild.

By purchasing and executing recipes available from crafting guild recipe vendors, you can create 
items that guild leaders will accept in exchange for increased standing within the guild's ranks.

Crafting Guild Rewards
As you increase your standing within the guild, you will be able to use the recipes sold by the 
guild's reward vendor. Some crafting guild reward recipes allow you to craft a stack of items for 
a fraction of the normal ingredients needed, while other reward recipes provide a fool-proof 
method to craft a critical success item. 

The highest tier of crafting guild reward recipes let crafters produce Legendary weapons and 
class items, as well as items that can augment the accrual of item advancement experience 
points!
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Orc Defiler
The Orc Defiler has learned of plagues and venoms and can put them to 
use restoring the forces of the Dark Lord or bring low the Free Peoples.

PlayeR vs. PlayeR
If you wish to take the side of the Free Peoples, your character must first attain level 40. At level 
40 and beyond you can visit one of the Stable-masters and transport directly to the Ettenmoors, 
where you begin in a safe area. 

For Monsters, your journey begins at Gramsfoot, a fort in the north-west corner of the 
Ettenmoors. For Heroes, you begin at the majestic fortification of Glân Vraig. At these safe 
locations you can purchase goods, repair items, seek quests, train skills, treat with Bards, and 
assemble your forces for the battle ahead. 

While the areas surrounding these entry points are relatively safe, the same cannot be said for 
the remainder of the Ettenmoors. Across this massive theatre of war you will find not only the 
Enemy, in the form of Angmar's Dark Army, and the Free Peoples, but a host of creatures both 
friend and foe.

There is plenty to do in the Ettenmoors, and your actions will often earn you Destiny Points and 
Infamy or Renown, special forms of advancement that provide incentive for monster players. 
Take on solo quests or head out with a group of friends, looking for trouble. 

Besides the smaller-scale battles you will find while exploring the Ettenmoors, you can also 
engage in pitched battles for the control of various points of conflict. A dynamic map-note 
displays a flag at key map locations – red for monster players and blue for Free Peoples – to 
show which faction currently controls them. Fearsome enemies or allies await within contested 
strongholds depending on which side currently holds them, and you would be well advised to 
attack these locations only with a large allied force. Enemy forces are nearby and will be either 
defending their locations or attacking yours while you are gone!

cReating youR monsteR
Because monsters are all about fast, fun, explosive combat, there is no separate character 
creation process. Instead, each monster comes fully loaded with its own race, gender, 
appearance, equipment, skills, and abilities. There are currently six different monsters from which 
to choose.

Orc Reaver
Savage, brutal and deadly, the Reaver is right in his element on the 
field of battle. His swift attacks and ability to dual wield weaponry 
make him a formidable foe. When pressed, the Reaver is capable of 
tapping the strength of his blood to become a frenzied warrior who 
rains blows on his enemy with frightening speed.

Spider Weaver
Cunning, patient, and fearsome, the Weaver thrives at the edge of 
a battle, where she can best employ her strengths and shield her 
weaknesses. With poison, clinging webs, and the ability to burrow 
beneath the ground, the Weaver is a mistress of woe who hunts on 
the fringes of conflict.

Uruk Blackarrow
Accurate, vindictive and violent, the Blackarrow employs the bow against 
his foes. Employing fire and the deadly gifts of shadow from Angmar, the 
Blackarrow is a potent foe who strikes from range.

Uruk Warleader
On the battlefield, the Warleader shines as a warrior on the front line and 
an inspiration to his allies. His fearsome howls augment his strong arm and 
shield to make his blows all the more deadly.

Warg Stalker
Whether moving in a pack or stalking the woods silent and 
stealthily, the Stalker strikes suddenly and does not offer escape to 
his foe. Strong jaws, hardened claws, and fierce determination drive 
the Stalker, making him one of the most feared opponents in battle.
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kinsHiP disPlay
The panel is separated into three main sections — the 
kinship’s name, its Message of the Day (MotD), and its 
Members list. The Message of the Day is for important 
announcements that your kinship leader or officers 
would like you to know about (such as scheduled 
kinship events or introducing new members).

The kinship member list is used to determine who in 
your kinship is currently online, where they, and their 
level and class. All commands in the Kinship window 
can only be executed by members of sufficient rank.

kinsHiP titles
The character who purchases a charter and starts a kinship is its founder, and always has that 
title (or something similar – kinship titles depend on the type of kinship). That character is 
also the kinship’s first Leader. Only one member can be the Leader. The other title is Officer (or 
something similar); any other characters in the kinship can be officers.

Quitting a kinsHiP
To quit your kinship, press the Quit button at the bottom of the Kinship panel. Quitting will also 
remove any kinship titles that you have.

adding a membeR
To add another person to your kinship, press the Add button. A dialogue box will be displayed 
requesting the name of the person to add. If you already had a character selected, his name will 
be filled in by default. 

Removing a membeR
Only kinship leaders and officers have sufficient rank to remove people from the kinship. To 
remove someone from the kinship, select her name in the kinship list and press the Remove 
button. A dialogue box will be displayed requesting confirmation.

You will find full details on kinships, including specifics on creating, maintaining, lifespan, and 
types in the Lorebook. There is also a comprehensive listing of kinship pages, providing links to 
player-made sites describing many of the most important kinships players have established in 
The Lord of the Rings Online. 

KInshIPs
Kinships are groups of players that come together for a common, long-term 
purpose. (In other online games, such organizations are often called Guilds or 
Clans.) The purpose could be purely social, to pool resources, to take care of new 
players, or to share a common philosophy. 

cReating a kinsHiP
To create a kinship, you must purchase a charter from a Kinship Clerk. These NPCs are found in 
various towns throughout Middle-earth. The person who created the kinship is its first leader. 
(A kinship can change its leader.) You cannot create a kinship if you are already a member of 
another kinship. A kinship is either restricted by race or it is a mixed kinship— the founder 
makes that decision when he or she creates the kinship. 

There are five types of kinships: Mixed, Dwarf, Elf, Hobbit, and 
Man. Any race can join any type of kinship, the only difference 
is that the titles given to its members reflect the race chosen. A 
kinship must have at least 8 members or it will be disbanded in 
five days.

Talk to one of the Clerk of Kinships who will create a kinship for 
you. They can be found in:

21st Hall◊ 

Angmar◊ 

Bree Town Hall◊ 

Ered Luin◊ 

Michel Delving ◊ 

North Downs◊ 

The Shire◊ 

Trollshaws◊ 

Speak with a Clerk of 
Kinships, like this one in Bree 
Town Hall, to start your own.
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eRed luin
Ered Luin is a region of Middle-earth on the 
western part of Eriador. It is the Starter Area for 
Dwarves and Elves during the Introduction Quests. 

After completion of these quests, Ered Luin contains quests and 
monsters designed for characters level 4 to 15. The Dwarf and Elf 
Prologue Quests are included as part of these quests. Lower-level 
quests are available in Thorin’s Hall and Celondim. The level of 
quests increases towards the centre of the region near the city 
of Gondamon. Beasts in Ered Luin include wolves, boars, lynx, 
hendrevail, bears, cave-claws, and spiders. Monsters in the region 
include Dourhand Dwarves, goblins, and wights. Ered Luin also 
contains the higher-level dungeon of Sarnúr, recommended for 
players between levels 40 and 50, in western Ered Luin.

tHe ettenmooRs
In ancient times, the Ettenmoors were part of the 
Kingdom of Rhudaur before that realm fell under 
sway of Angmar, domain of the dreaded Witch-
king. Today, even centuries after the fall of Angmar, 

the Ettenmoors remain a place of terror and evil. Through these 
wastes some of the most fell creatures of Middle-earth roam 
at will, biding their time until they hear the summons of their 
master… the Dark Lord Sauron.

More recently, the Ettenmoors have been the site of massive 
battles between the Free Peoples of Middle-earth and the armies 
of Angmar. Hordes of monsters from the north are streaming 
down toward the outposts of Hithlad and the mines near Arador’s 
End, whilst the heroes stand against them.

evendim
About 100 miles north of the Shire, in northern 
Eriador, lies Evendim, a vast region dominated by 
the Lake Nenuial, the “Lake of the Twilight.” On the 
southern shore, the ancient, abandoned city of 

Annúminas — the former capital of the kingdom of Arnor — is 
well known amongst the Free Peoples. For according to the 
Legends, amidst its ruins lay a great wealth and powerful artifacts 
now threatened by evil creatures and the nefarious forces lurking 
in Angmar.

PlaCes
angmaR

About 1700 years before the War of the Ring, the 
Lord of Nazgŭl established the Witch-realm of 
Angmar in the far North. For more than 600 years, 
the Witch-king harried the North Kingdom of 

Arnor, until at last he was cast down by a mighty host of Elves 
and Men, led by Eärnur of Gondor and Glorfindel of Rivendell. But 
they had arrived to late… Arnor had fallen.

Today, with the shadow of Sauron lengthening everywhere, 
Angmar has again become a place of gathering darkness. There, 
the Witch-king’s Steward musters the strength of the Orcs and 
Angmarim to make war upon the North once more. Only the 
most valiant heroes from among the Free Peoples of Middle-
earth would dare to venture there. 

bRee-land
The Town of Bree (and its outlying villages: Archet, 
Combe and Staddle) has remained a thriving 
outpost of civilization in the North, despite the 

wars and turmoil that destroyed the North Kingdom of the 
Dúnedain. It is said that when Men crossed into the West, the 
Town of Bree was there… and that when the old Kings returned, 
the Town of Bree was waiting. It is the only land in Middle-
earth where Men and Hobbits dwell in harmony and is also an 
important hub for Elves and Dwarves who are trading goods 
or travelling. The epicentre of the Town of Bree’s economic and 
social scene is The Inn of the Prancing Pony, celebrated as the 
home of the finest ale in the North.

eRegion
A land of the Elves in the west of Middle-earth 
during the Second Age, famed for its smithwork 
and the friendship of its people with the Dwarves 
of nearby Khazad-dûm. The Elves of Eregion came 

under the influence of Sauron and unwittingly aided him in the 
making of the Rings of Power.

The Elf-road through Eregion ends at the Hollin Gate, and the 
Elves planted holly-trees there to mark the boundary of their 
realm. When Sauron waged war on Eregion after the forging of 
the One Ring, the doors of Moria were shut and traffic through 
the Hollin Gate ceased. 
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tHe misty mountains
The cruel and ancient spires of the Misty 
Mountains have, since the dawn of time, divided 
the fields of Eriador from the ancient forests and 

the wilderness of Rhovanion.

The Misty Mountains are the legendary birthplace of Durin the 
Deathless, the First Father of the Dwarves, and only the hardy 
Dwarves have ever been able to tame the Mountains and bend 
them to their will. Today, the Dwarves are gone, driven from their 
ancestral halls by teeming hordes of Orcs and other more ancient 
and mysterious evils. The dark caverns and high passes of the 
Misty Mountains are given over almost entirely to the creatures 
of the Dark Lord Sauron. The Misty Mountains lie east of Rivendell 
and run north and south. 

moRia
When the Fellowship arrived at Moria, the Hollin 
Gate was closed, and they waited for a time while 
Gandalf sought to open the door. He eventually 
did so, and as the Fellowship passed through, the 

Watcher in the Water uprooted the two giant holly-trees that 
stood by the door and piled them in front of the opening. 

It has been several weeks since the Fellowship passed through, 
and dwarves have now cleared away this rubble.

There are few safe havens for adventurers in the depths of this 
evil lair.  While the path the Fellowship took was relatively barren, 
the Orcs that were stirred up in their wake have now moved 
to populate more of the area. The lower levels in the west are 
flooded, and the lower levels in the centre are on fire.

tHe noRtH downs
In days of old, the North Downs were the heart of 
the Kingdom of Arthedain, home to great cities of 
Annúminas and Fornost, which fell to the ravages 
of Angmar. Upon the dread Fields of Fornost dwell 

the shades of Oath-breakers who betrayed their king, becoming 
cursed and trapped in Middle-earth until their oath is fulfilled. In 
addition to the Fields of Fornost, this region contains many of the 
most important ruins of the ancient Arnorian kingdoms, revered 
and oft-visited by the Rangers of the North, the descendants 
of the Dúnedain of Arnor It is here that the Rangers make their 
stand against the creatures of the shadow. The North Downs is 
north of Bree-land. 

FoRocHel
A vast bay of the Great Sea in the cold northern 
climes of Middle-earth, often referred to as the 
“Ice Bay” of Forochel. Around the edges of the 
Bay, in earlier times, lived a people known as the 

Forodwaith. Their descendants are the snow-dwelling Lossoth, 
who aided Arvedui after he fled from the wreck of Arthedain. 
Ignoring their warnings, Arvedui attempted to escape across the 
Bay by ship, and was lost in its icy deeps.

tHe lone-lands
In ancient times, the Lone-lands were part of the 
Kingdom of Rhudaur, but today they are little more 
than a savage wilderness, home to small bands of 

half-orcs, goblins and Orcs who prey upon travellers on the Great 
East Road.

The last known vestige of civilization in the Lone-lands is The 
Forsaken Inn. This small run-down inn serves as a waystation for 
travellers upon the Great East Road, its battered walls offering 
a certain amount of shelter and security. The Lone-lands are a 
desolate region that lies east of Bree-land and west of Rivendell.

lotHlóRien
In ancient times, when the Elves made their Great 
Journey westward to the Undying Lands, some 
were reluctant to cross the Misty Mountains and 
decided to remain in the woods along the Anduin. 

These Elves became known as the Silvan Elves or Wood-elves.

Some of these Elves dwelled east of the river in Greenwood the 
Great, later known as Mirkwood. Others crossed the Anduin and 
settled in the woods that are now known as Lothlórien.

Lothlórien was a haven of peace sheltered and isolated from 
the outside world. Many people in Middle-earth knew it only in 
legend, and some believed it to be a strange and even dangerous 
place where a sorceress dwelled. 
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Creatures
While adventuring in Middle-earth you will encounter many different creatures, 
from the peaceful and neutral Creatures of Nature to malicious Orcs and powerful 
Balrogs. Below are the general categories of Middle-earth creatures—a more 
comprehensive listing would include literally hundreds of species. The details 

of the intricate relationships that tie the beings of Middle-earth together can be found in the 
Lorebook. Click the icon on the left to start your search.

ancient evil
Ancient Evil are creatures that served Sauron’s master prior to Morgoth’s expulsion from the 
world. This category includes such creatures as the merrevail, gaunt-men, and Balrogs.

Ancient Evil creatures are found across Middle-earth, starting around level 20. They vary 
from “normal” to Elite and are always aggressive. They are weak to Beleriand and sometimes 
Westerness damage; resistant to Common damage and often to Tactical damage.

beasts
Beasts are the animal life you run into throughout the world of Middle-earth. Hostile predators 
such as wolves, boars, and bears fall into this category, but so do peaceful creatures such as 
foxes, deer, and rabbits. 

cReatuRes oF natuRe
Creatures of Nature are the fantastical non-animal creatures that inhabit Middle-earth. They 
are found mostly in woods and swamps and are generally weak to Fire damage. Examples of 
Middle-earth’s Creatures of Nature are bog-guardians, Huorns, and creeping sand-lurkers.

dRagon-kind
In the depths of time, the great race of Dragons was bred by Morgoth in his dark realm of 
Angband. These terrible beasts are capable of spewing gouts of flame and crushing stone and 
metal with little effort. Few survived the fall of Beleriand, and fewer still remain in the Third Age. 
Smaug the Golden was the greatest of those who fled to Middle-earth, and he was slain by Bard 
the Bowman, who became King of Dale.

The winged drakes who now inhabit the stony hills and mountains of Middle-earth are mere 
shadows of the once-great majesty of their forebears. Weaker still are the wingless worms 
who claw their way across the barren plains and hills. Like their winged kin, they live to feed, 
terrorizing beast and Man alike. 

dwaRF
Dwellers of stone and miners of metal, the Dwarves are a doughty folk, resistant to the 
corruption of the Enemy -- but not to greed. The Dourhand Dwarves are of an elder dwarf-stock 
that has been corrupted by their greed.

tHe sHiRe
The country of the Shire is a land of peace and 
pastoral beauty, where Hobbits dwell in seclusion 
from the world at large. It is located west of Bree-
land and east of Ered Luin.

In former times, Men were seldom seen there, though Dwarves 
often passed through the Shire as they traveled to the Blue 
Mountains from their lands in the East. More rarely still, Elves 
could sometimes be seen in the woods as they journeyed to 
Mithlond, the Grey Havens beyond the borders of the Shire, 
where they cross the Sea into the West.

Dark things seldom threatened the hills and meadows of the 
Shire. Largely this has been because Hobbits are very good at 
keeping to their own business and not being noticed by others; but Little Folk would be aghast 
and unbelieving if they only knew the lengths to which Gandalf the Grey and the Rangers of the 
North have gone to ensure the country’s peace. Now, though, even the Shire cannot escape the 
notice of the Shadow in the East.

tHe tRollsHaws
Of the Wilderlands of Eriador, the Trollshaws are 
amongst the most untamed. Men and Dwarves 
come here seldom, and even then only follow 
the course of the Great East Road. As the name 

suggests, this land is the haunt of wild Hill-trolls. Rivendell is 
north-east of the Trollshaws, beyond the Ford of Bruinen. This is a 
hidden Elf-refuge and the home of Elrond Halfelven, chief of the 
White Council. There, the fate of Middle-earth will be determined.
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tHe dead
Throughout the dark places of Middle-earth, there can be found terrifying, bodiless spirits 
bound to the physical world. These ghostly spirits are the shades of Men of times past. Like the 
Oath-breakers roused by Aragorn on the Paths of the Dead, they are bound to Middle-earth 
by an ancient curse, doomed to remain on the fringes of the living world until their oaths are 
fulfilled.

The Dead are plentiful around different parts of the world ranging from wights and spirits 
animating waters through crawling severed arms that will try to defeat you as you adventure 
through the world. This category includes such creatures as wights, shades, and skeletons .

tRoll-kind
Trolls have existed in Middle-earth for as long as even the most ancient and powerful Elf-lords 
can remember. Creatures of the most corrupted evil, trolls are as dim-witted as they are strong. 
Despite their size, strength, and power, however, most trolls do have a weakness: sunlight. 
Among the various members of this class you will find Gertheryg, Stone-trolls, and other nasties.

unseen
This special category covers the Nazgûl and other special creatures closely related to them in 
one fashion or another. Unseen are only found in a few places. They are aggressive and weak to 
damage caused by light.

giant-kind
Little is known about this secretive race that dwells high atop the mountain passes and peaks of 
Middle-earth. Some would say their existence is merely the stuff of tales for children, but there 
are those who have explored less-inhabited lands and have witnessed the power of the giants 
first-hand. If the tales are to be believed, it is said that the giants resemble Men in much the 
same way as Hobbits do, but where Hobbits are diminutive, the giants are enormous. Mysterious 
and powerful though they are indeed, the giants are also a rare mix of both terrifying monster 
and potential ally for the Free Peoples of Middle-earth. As of yet holding no alliance to either 
side in the War of the Ring, the ongoing battle between the giants in the peaks of the Misty 
Mountains east of Rivendell is sure to attract the attention of the bravest of adventurers.

Giant-kind tend to be found in out-of-the-way places, although Earth-kin freely roam Nan Amlug 
East in the North Downs.

man
Many evil Men reside in the world and there are abilities and weapons that are specialized to 
deal with them, therefore they have their own category.

oRc-kind
Orcs are one of the most recognized enemies from The Lord of the Rings. Rest assured, you 
will not only encounter lots of Orcs in the untamed areas of Middle-earth, you will face many 
different types of them!

Orc-kind runs the gamut from the lowly goblins to the mighty Uruk-hai and from level 1 through 
level 60+ bosses. Many weapons exist that provide advantages against the various species 
within this Genus. Among the creatures of Orc-kind are Orcs, goblins, half-orcs, and Uruks.

sPideRs and insects
In the lands of Middle-earth, spiders, and other insects generally prove to be much more than 
a mere nuisance. Spiders especially have a long history of animosity toward the Free Peoples 
of Middle-earth. In ages past, monstrous creatures of darkness and wrath descended from the 
great spider Ungoliant, a legendary source of the deepest and most sinister of shadows. Most 
of these were slain in the wars of old, but some survived even into the Third Age, lurking among 
the twisted branches of the darkest forests and in the deep darkness beneath the earth. There 
they spin impenetrable webs to ensnare the unwary, striking with poisoned fangs to deliver a 
slow and agonizing death. This category also encompasses bees, crawlers, flies, midges, and the 
neekerbreekers.
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Sound Playback ◊ (Software-Stereo, Hardware-3D). Determines whether your software or 
your computer hardware is playing the game’s sound. The default is Software-Stereo unless 
your computer has a 3D sound card.

Use EAX.◊  Check this if you want the game to use your EAX system. 

Mute.◊  Check this if you want to turn off all sound completely. 

Quantize Player Music.◊  When checked, your player music will be locked to a time grid. This 
results in notes being set on beats, each aligned to the closest point on the timing grid and 
provides a more uniform timing of notes.

Low Latency Mode.◊  When checked, player music will be more responsive, but it may be 
more difficult to sync music with other players.

Voice Enabled.◊  Check this if you want to be able to hear (and speak) voice chat.

Mic Test.◊  Check this for a quick test of your microphone for voice chat.

Hands Free Voice.◊  Check this if you do not want to have to press a key to speak in voice 
chat. (The default is unchecked, and Z is the default key for voice chat.)

The remaining audio options are for voice chat:

Voice Volume◊  (low – high). This controls the volume of incoming voice chat.

Voice Microphone Gain◊  (low – high). This controls how greatly your own voice chat is 
magnified.

Voice Capture Threshold◊  (low – high). This determines how loud a sound must be to be 
picked up and broadcast through voice chat.

Voice Playback Latency◊  (low – high). This determines how long incoming voice chat is held 
before it is played to you. A low value gets the chat to you faster, while a high value has 
more time to “assemble” the incoming chat and deliver it with less interference.

Voice Playback Device◊ , Voice Capture Device. These two drop-down menus display 
all devices connected to your computer that can be used for incoming (playback) and 
outgoing (capture) voice chat. Choose the one(s) you want.

ui settings
These settings adjust how UI elements, such as windows, appear on your screen. While playing, 
you can press c\. to toggle UI Lock, which lets you drag UI elements to any position.

Floating Information. ◊ These are all check boxes to determine what information appears 
on the screen. If you want to see information without selecting specific targets, check the 
appropriate box. (Note that most of this information is available when you click on a target.)

Special Effects Options.◊  These check boxes toggle certain combat effects on/off.

Tooltip Delay ◊ (0 – 5 seconds) determines how long each tooltip stays on the screen. You 
probably want to keep Cross-Compare Item Tooltips (the boxes that appear when you run 
your cursor over an item in inventory, comparing it to what you have equipped) even if you 
turn off Instant World Tooltips.

Tooltips.◊  There are three types of tooltips — Instant World, Static Placed, and Cross-
Compare Items. Check the boxes to toggle these on/off.

Panels. ◊ These settings toggle the display of a number of windows and alerts, including the 

game oPtIons
gRaPHics

Detect Optimal Settings◊  Click this to have the game detect best graphic settings for your 
computer.

Overall Graphics Quality◊  (very low – ultra high). Select a setting — higher settings may 
affect game performance.

Full Screen◊ . Check this to play the game in full-screen mode.

Full Screen Resolution◊ . Select full-screen mode resolution — higher settings may affect 
game performance.

Windowed Resolution◊ . Select windowed mode resolution — higher settings may affect 
game performance.

Aspect Ratio ◊ Choose an aspect ratio that matches your monitor, or select Auto.

Antialiasing.◊  Enable to smooth graphics.

Brightness.◊  Use slider to adjust screen brightness. 

Contrast.◊  Use slider to adjust screen contrast. 

Mic Test.◊  Check this for a quick test of your microphone for voice chat.

Hands Free Voice.◊  Check this if you do not want to have to press a key to speak in voice 
chat. (The default is unchecked, and there is no default key for voice chat.)

advanced gRaPHics
This tab includes a large variety of graphics settings. Generally, setting them to High, or On, 
or checking a box improves visual quality (sometimes by adding visual accents), while setting 
them to Low, or Off, improves performance and frame-rate.

audio
Sound Effects Volume◊  (low - high). This controls the volume of incidental sounds (horses 
neighing, the clash of weapons, footsteps and so forth). 

Music Volume◊  (low – high). This controls the volume of the background music that is 
usually playing, especially in towns.

Ambient Sound Volume ◊ (low – high). This controls the volume of ambient sounds.

Combat Sound Volume ◊ (low – high). This controls the volume of combat sounds.

UI Volume ◊ (low – high). This controls the volume of the sounds your user interface makes 
as it opens windows, sends messages, and so forth.

UI Volume ◊ (low – high). This controls the volume of the sounds your user interface makes 
as it opens windows, sends messages, and so forth.

VO Volume◊  (low – high). This controls the volume of all the voiceovers you will hear in the 
game.

Player Music Volume◊  (low – high). This controls the volume of music played by the Player 
Music System.
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window. None (0) means that only the words themselves block your sight; full (100) means 
that the entire window completely blocks you from seeing anything behind it.

Send Tells to IM Chat Tab◊  Sends any tells (private messages from other players) that you 
receive to a separate chat tab. If you also check Automatically Create IM Sessions, each tell 
from a new player creates a new Chat window for conversation with that player.

Automatically Create IM Sessions◊  Opens a new chat window each time another player 
sends you a /tell message.

Profanity Filter Enabled.◊  When checked, incoming chat will be filtered and profanity 
replaced with inoffensive text.

Only Accept Tells from Friends, Fellows and Kinships.◊  When checked, you will only get tells 
from players in your Friends list, fellowship, raid, and kinship.

You can also set the colour and size for every possible type of chat, both incoming and outgoing.

Quickslots
These options determine which Quickslot bars appear on your screen, and whether they are 
horizontal or vertical. (You can also lock/unlock your Quickslot Bars here, so that you can't 
accidentally drag an item to or from them.) For each Quickslot bar, choices include:

Always show. ◊ This places the bar permanently on the screen. (Note that you can only toggle 
Bars 1, 2 and 3 on and off during play.)

Make horizontal.◊  Each bar can appear horizontal or vertical; this toggles that choice.

Dock.◊  Docking a bar means that it always appears horizontal, immediately above the 
primary Quickslot bar. (You cannot change the primary Quickslot bar using these toolbar 
options.) Docking overrides your horizontal/vertical choice — a docked bar always appears 
immediately above the primary bar.

There is only room for three docked bars. If you choose to make more than three docked bars 
appear, the final bars (3 and 4, or 3 and 5, or 3, 4 and 5) appear “stacked” in the same place on the 
screen. You can select icons from them with keystrokes, but you can only click directly on the bar 
in front (the lower-numbered bar).

Therefore, if you want to see more than three extra bars, undock at least one of them and move 
it somewhere else on the screen (either vertical or horizontal). (You can move visible elements 
by pressing c\.)

mouse
Mouse Look Sensitivity (low – high).◊  Move this slider to the right to get broader, sweeping 
movement with Mouse Look (:). Move to the left to get more precise, slower movement.

Mouse Look Smoothing (low – high).◊  Move this slider to the left to get more immediate 
response to mouse look movement. Move to the right to get smoother, but less immediate 
response.

Invert Mouse Y Axis.◊  Check this if you want to look down (rather than up) when you push 
the mouse forward.

Reset Camera When Moving.◊  Check this if you want the camera to recenter when you 
begin to move.

Quest Tracker, Destiny Wallet, Tooltips, and the Skill Queue.  

Vital Bar Text Display. ◊ This changes the text display in your Vital Bar. Choices are: Cur/Max, 
which shows your current and maximum Morale and Power in points; Percentage, which 
displays remaining Morale and Power as a percentage; and None, which removes the text 
display from your Vital Bar.

Misc. ◊ This category includes various UI settings, such as:

Current User Skin. ◊ It is possible to import and apply a new user skin for your screen. If you 
have additional skins, you can select one from the pulldown menu.

Show Locked Items. ◊ When on, locked items are shown on the vendor's Sell tab.

Show Trainable Skills Only. ◊ When on, only trainable skills are shown in the Skill Trainer 
window. You can also toggle this option in the Skill Trainer WIndow.

Show Equipped Items Only in Repair UI. ◊ When on, only equipped items are shown in the 
Repair window. You can also toggle this option in the Repair window.

Show Trivial Quest Icons in Radar. ◊ If checked, you will see icons for quests that are 
significantly below your current level in the Radar.

Enable Auction Post History. ◊ If checked, the Post Page will set your auction item's initial 
price and buyout price to match those of the most recently posted identical item.

Always Loot All. ◊ If checked, you will automatically try to take the contents of any corpse or 
container that you open as if you had pressed the "Loot All" button.

UI Scaling. ◊ Clicking on the Magnifying Glass icons will globally increase or decrease the size 
of all UI elements.  You can also adjust individual UI elements, such as alerts and opponent 
vitals, by using the sliders.

combat oPtions
Combat options allow you to customise your combat experience in a number of ways, including 
automatically moving to engage your target and enabling target forwarding.

social oPtions
Misc◊ . Uncheck Kinship Requests, Fellowship Requests, Secure Trade, Sparring Requests, 
and Adoption Requests if you do not want to receive any offers to join a kinship, join a 
fellowship, make a trade or spar with another player character. Uncheck Enable Secure 
Trade Item Spew and you will not see the loot messages when given items during a secure 
trade.

Grouping. ◊ Set where the class colour visualization will occur in the Raid Micro Vitals to 
background, name, or none. Check Show Companion Vitals in Raid Vital Windows to show 
companion vitals in the Raid Micro Vitals window.  Check Show Fellowship Companions on 
Radar to display Radar blips for all of your fellowship companions.

Group Effect Options.◊  Toggle these options to limit effects displayed while in a fellowship.

Housing.◊  Toggle to label your personal house with your name.

cHat
Chat Window Opacity◊  (none – full) Determines how much you can see behind the Chat 



70 71

Camera Aligns to Slopes.◊  Check this if you want the camera to follow slopes, looking higher 
than normal as you climb, and looking lower than normal when going downhill.

key maPPing
This lists every keyed action that can be changed. For every action, there are two possible slots  
or keystrokes.

Most actions have only one keystroke, but a few have two different keys by default. In particular, 
both W, A, S and D and W, A, S and Z control your movement in four directions.

To change or add a key to an action, first click on the action’s button. When the instruction 
window appears, click on a new key for the action. (You cannot assign q, sq or cq 
to an action.)

If the action already had a key bound to it, this adds a second key binding.◊ 

If it already had two keys bound to it, it replaces the first (left) key with the new key. If the ◊ 
second key is the one you want to replace, add the new key (deleting the first key), then add 
the first key again (deleting the original second key).

You can make the new key binding a “chorded” keystroke, combining s or c with another 
key. (If you make enough assignments, you will have to do this when you run out of single keys 
to use.)

Click on the red “no” circle to delete all key bindings for an action.

Key categories include:

Movement◊ 

Quickslots◊ 

Selection◊ 

Panels◊ 

Chat◊ 

Miscellaneous◊ 

Music◊ 

Fellowship Manoeuvres◊ 

Fellowship Target Marking◊ 

Cosmetic Outfit Selection◊ 

Camera◊ 

tRoublesHooting
These are a few commands to help you tweak framerate and optimize your overall gameplay 
experience.

ui customisation
Beyond the options available in the 
Options Menu, you can also tweak the 
locations of many UI windows directly.

By pressing c\ you can bring up the 
UI customisation mode, even if you are 
not in the Options menu. In this mode 
you can move your UI windows around 
and position them as you prefer. When 
done, press c\ again to exit the 
customisation mode.

Press c\ to reposition interface items.
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fIndIng helP
You can access the in-game help system any time after you log into the game by pressing 
the Escape key and selecting Help. There are a number of ways you can find help for in-game 
questions or issues.

advice cHannel
The in-game chatting system features an Advice channel, where you can ask players in your local 
area for  help and hints. To ask for help on the Advice channel, type /advice <message>. This is 
a great way to get a quick tip about a quest you are currently working on, ask questions about 
crafting, skills, and more. 

loRebook
The Lord of the Rings Online Lorebook is a wiki – a searchable database – connected to the game 
itself. The Lorebook contains information on nearly every quest, item, creature, NPC, class, and 
race in the game. You can use your forum account to log into the Lorebook to edit it, making it 
even more robust and useful to the player population. 

To access the Lorebook, login using your The Lord of the Rings Online forum ID and password, and 
start browsing from the front page, or search for a specific article, using the search box. There 
is also a link at the top of the www.lotro.com website, or you can browse to the site directly at 
http://lorebook.lotro.com.

in-game tecH suPPoRt / knowledge base
Selecting the in-game Help option leads to the Tech Support and Knowledge Base, which 
contains a wealth of information pertaining to all aspects of game play. The intuitive search 
engine will make it easy for you to find answers to your questions.

The in-game help system also lets you submit tech support tickets to our in-game support 
personnel. The help provided by the in-game support team is limited to issues such as abuse, 
cheating or other undesirable interactions with other players. The in-game support team will not 
answer “how to” questions and will refer inquiries of that type to our knowledge base.

Another great resource is to check the community site at www.lotro.com, where you will find an 
interactive forum to communicate with fellow players and the Community Team. It is very likely 
that someone will have already experienced and resolved the very issue you are experiencing.
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Karel Charles

Copy Editing and Additional 

Design:
Jonathan Rudder, Lauren Salk, 

Alex Toplansky, Garret Doe, Carl 
Jarelsburg, Elisabeth Beinke

GAME SySTEMS EnGInEERInG:
David Trudeau, Lead Engineer
Matthew Monas, Technical Lead

Game Systems Team
Todd Eckert, Victoria Saucier, Nathan 

Sitkoff, Chris Martin, Carl Savage, Bill 
McFadden, Matt Weisel

CREATIvE STuDIOS
Geoff Scott, Senior Director of Creative 

Studios
Scott Peterson, Studio Director 
Todd DeMelle, Director of Production Art 

and Concept Art
John Lindemuth, Director of Animation, 

VFX and Outsourcing
Chad Moore, Director of Technical Art 

and UI

Production Art and Concept Art 

Team:  
Mark Lizotte, Chris Demers, Tara 

Rueping, Peter Anderson, Devon 
Cady-Lee, Dan Haard, Andrew Murray, 
Kerry James, Willem van der Schyf

Animation and VFX Team:  
Michael Richard, Richard Fournier, 

Matt Hoesterey, Camille Chu, Kamal 
Hatami, Rob Tighe

Technical Art and UI Team:  
Sean Huxter, Jim Lawler, Jay Brewer, 

Bobby Takei, Brandon Bateman, 
Chonny Uth, Ryan Gillespie, Mike 
Fortier, Justin Woodard, Matthew 
Regnier

Art Vendor:  
Adia Digital Art Co., Ltd.

AuDIO/vIDEO TEAM 
Stephen DiGregorio, Director of Audio/

Video

Audio Team:
Egan Budd, Ryan Buckley 

Video Team:
Jack Dalrymple, Eric Weiland 

TECHnOLOGy PLATfORM
Chris Dyl, Chief Technology Officer
Erik Juhl, Director of Game Technology
Fernando J. Paiz, Director of Game 

Technology
Mike Roche, Development Director

GAME PLATfORM EnGInEERInG
Paul W. Frost III, Manager of Tools and 

Support
Brian Hall, Manager of Console 

Technology
Alex Lian, Manager of Game Engine
Michael Kujawa, Technical Lead

Game Technology Team:
Ian Davids, Derek Dupras, Ben 

Fersenheim, Rob Getter, Jeff Isselee, 

Jeremy Martin, Rodney Powers, Mark 
Sachs, Rich Skorski, David Woodruff

SERvICE PLATfORM EnGInEERInG
Eric Bressler, Manager of Internal 

Technology
John Toomey, Manager of Application 

Development
Ray Yu, Manager of Application 

Development

Service Technology Team:
Christopher Bianchi, Mark Joyal, Kevin 

Keaney, James Kim, Steve McGarry, 
Dana Reid-Vanas, Peter Rossetti, 
Chris LaCivita

OPERATIOnS:
E. Seavey Bowdoin III, Senior Director of 

International Deployment
Jennifer Preston, Director of Project 

Services
Terry White, Director of Online 

Operations
Joyce DeMucci, Director of Project 

Management
Joseph Eveler, Project Manager, Mines 

of Moria
Shane Kelley, Project Manager, Online 

Operations
Shuhai Shen, Project Manager, 

International Deployment
Gap Lee, Project Manager, International 

Deployment
William Lazzaro, Project Manager, 

International Deployment

PLAyER SuPPORT:
Scott Sheppard, Senior Manager, 

Customer Services
Alisa Zuniga, Manager, Player Support
Maria Vierbickas, Content Training 

Manager
Tom Shibley, Support Services Lead

Player Support Team:
Andrew Chase, Desiree DeLorge, Jo 

Anne Frazier, John Ashley Bloodworth, 
Michael Parks, James Barrett, 
Alexander Engel, Scott Parker, 
Matthew Gillis, Stephen Mullen, 
Drew Chase, Veronica Rose, Ryan 
Travis, David Stoker, Lisa Wright, 
Desire DeLonge, JoAnne Fraizer, 
Mark Stewart, Jason Coleman, 
John Bloodworth, Bryan Adams, 
Susan Baldwin, Vaughn Garvin, Dan 
McDonough, Jeremy White, Daniel 
Zuniga, Katie Pierce, Joseph Lopes, 
Paul Woolley
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GAME QuALITy ASSuRAnCE:
Jay Piette, Director of Quality Assurance
Peter O’Leary, Jeff Siadek, QA Leads
David Lee, QA Lead, International

Quality Assurance Team:
Mark Porzelt, Rachel Partridge, Roberto 

Paiz, Adam Shibley, Amanda Cosmos, 
Andrew Welsh, Bill Champagne, 
David Williams, Derek Charles, Evan 
Graziano, Forest Seal, Geoffrey 
Blish, Ian Wells, Jared Saramago, 
Joe Piepiora, Joseph Goldstein, 
John Mangio, Justin Pappas, Mark 
Goff, Matt Fahey, Matthew Schnepf, 
Matt Sullivan, Sean Pelkey, Mikel 
Williams, Noah Cefalo, Pat Monahan, 
Scott Chipman, Thomas Sargent, 
Tim Gallus, Todd McKim, Brandon 
Challies, Cassandra Lease, Dominic 
Galasso, Edward Lee, Michael Miller, 
Sarah Gardner, Travis Healy, David 
Sinur,  Kyle Uberman, Shawn Connor, 
Jared Edwards

International Quality Assurance 

Team:
Colin Attley, Matt Hocker, Matthew 

Navas, Natasha Swift, Giuliana 
Funkhouser, Chris Siegel

SERvICE QuALITy ASSuRAnCE:
Chad Anctil, Manager of Quality 

Assurance
Michelle Mangio, SQA Lead
Bob Ferreira, SQA Lead
Lauri MacKinnon, SQA Lead
Noah Krohn, Automation Lead

Service Quality Assurance 

Team:
Christopher Caron, Jesse King, Elisabeth 

Mott, Ed Lee, Jeremy Gallagher, Justin 
Brien, Din Mohammad

nETWORK OPERATIOnS:
Brian Medeiros, Sr. Director of Technical 

Operations
Steven Morecock, Sr. Manager, 

Infrastructure and Strategy
Patrick Bays, Manager, Network 

Operations
Ian Mentiply, Manager, Information 

Technology

Network Operations Team:
Jon Charette, Jay Benesh, Dylan 

Masson, Jamie Winsor, Neal Moody, 
Thomas Allen, Jamal Ingram, Erik 
Bailey, Justin Pelliccia, Ken Noviello, 

Erik Helmsin, Dennis Fusaro, Colin 
Dennis, Vandana Dalwale, Michael 
Renzi, Aaron Schrader, Andrew 
Thompson

MARKETInG & BuSInESS 
DEvELOPMEnT
Jerome Lalin, Vice President, Product 

Marketing
Robert Ferrari, Vice President of 

Business Development
Jim Drewry, Executive Director of 

Marketing and Customer Support
Adam Mersky, Director of 

Communications
Jim Butler, Director of Product 

Marketing
Tara Greco, Director of Brand Marketing
Thomas George, Sr. Manager of 

Interactive Marketing
Meghan Rodberg, OCR Manager
Joshua Hodge, Web Development Lead
Amber Loomis, Assistant Brand 

Manager

Marketing Web Development 

Team:
Robert Johnson, Rick Woolford, Luis A. 

Cruz, Dave Hendler, Andrew Dietz

Online Community Relations:
Andy Cataldo, Amanda Grow, Rick 

Heaton, Michael Landsberger, Suzie 
Owen

ADMInISTRATIOn
Jim Crowley, President and Chief 

Executive Officer
Peter Faubert, Chief Financial Officer and 

Treasurer
Helen Ra, General Counsel
Christina Burbank Alejandre, Director of 

Licensing 
Kelli O’Donnell, Corporate Counsel
Laurie Herbert, Recruiting Manager
Philip Hoffstein, Controller 
Tim Truong, Finance Director
Patricia H. Lyle, Assistant General 

Counsel

Administration Team:
Kerry Mulhern, Toni Facella, Sarah 

Dillner, Paula Schwenn, Kathi Hover, 
David Redmond, Mike Danis

Reporting Team:
Carlo Bertolino, Michael Taylor, Aman 

Sood

TOLKIEn EnTERPRISES
Business Affairs:  Fredrica Drotos
Production Services:  Sam Benson, Joe 

Mandragona
Legal Counsel: Tom Magnani, Esq.
Special Thanks: Al Bendich, Paul Zaentz

ADDITIOnAL COnTRIBuTIOnS 

Additional Engineering:
Jason Benham, Douglas R. Applewhite, 

Jeff Rubin, Andrew R. Gillis

Additional Creative Studios:
Will Samatis, Dragan Grubesic, Meaghan 

Glynn, Matt Lesneski, Travis Healy, 
Joey Provencher, Bryan Hewitt

Additional Administration:
Hillary King

end-user lICense agreement
Last updated October 9, 2008
En français:  http://www.lotro.com/support/policies/eulaf
Be sure to read and understand all of the rights and restrictions described in the current End User License Agreement (“EULA”).  You cannot copy, use, access or play The Lord of 
the Rings Online™: Shadows of Angmar™ or The Lord of the Rings Online™: Mines of Moria™ unless or until you accept the terms of the current EULA.
This EULA is a legal agreement between the individual end user customer (“you”) and Turbine, Inc. (“Turbine,” “we” or “us”), a corporation organized under the laws of the State 
of Delaware, United States of America, for The Lord of the Rings Online™: Shadows of Angmar™ and/or The Lord of the Rings Online™: Mines of Moria™ (as applicable, 
subject to the payment of applicable software license and services fees), which include(s) the client software (including, among others, the game software, installer software, 
launcher software and download manager software) to be installed on your personal computer (the “Client”), printed materials, “online” or electronic documentation, and remote 
access to the Turbine (or its designees’) server software and related online virtual world (the “Server”) for such game (collectively, the “Game”).  The software portions of the 
Client and Server are sometimes referred to in this Agreement and the Code of Conduct as the “Software.”  The Game includes patches, updates and supplements, if any, to the 
original Software which we may from time to time provide or make available to you in our sole and absolute discretion.  By accepting this EULA where indicated or installing, 
copying, using, accessing or playing the Game, you agree to be bound by the terms of this EULA.  If you do not agree to the terms of this EULA, you may not install, copy, use, 
access or play the Game, in which case you should contact your place of purchase regarding its return policy for the applicable product.  A copy of this EULA may be obtained 
from http://www.lotro.com/support/policies/eula.
The Game is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties.  The Game is licensed to you, not sold, 
pursuant to the terms and conditions of this EULA and the other documents referenced herein.
1. To play the Game, you must have (a) the Client which must be separately obtained and installed on your personal computer (which must conform to the minimum 

specification requirements determined by Turbine); (b) an online service subscription for access to the Server (or authorized free trial access) through Turbine or our 
authorized distributors or service providers; and (c) a suitable connection to the Internet (not provided by Turbine) to connect to the Server.  You are responsible for all charges 
and costs you incur in order to access the Server and play the Game, including, without limitation, any subscription fees and charges for Internet and telecommunications 
connections. 

2. Upon payment of any applicable license fees and online fees, this EULA grants you a non-exclusive, non-transferable, revocable, limited term license solely to use the 
Software to play the Game, subject to the terms and conditions of this EULA, the Code of Conduct (which is provided below and incorporated herein by this reference) and 
the Terms of Service (including the online subscription and payment terms) which is posted at http://www.lotro.com/support/policies/tos and incorporated herein by this 
reference.  You may not modify, distribute, transmit, display, perform, reproduce (except for one archival and backup copy as permitted by applicable laws), publish, license, 
create derivative works from, adapt, translate, sublicense, auction, rent, lease or sell the Software or any part of the Game.  You may not use the Software, for a fee or on 
a pay-for-play basis, by means of sharing accounts with multiple users or otherwise.  Notwithstanding the foregoing, if you are the proprietor of an Internet café or gaming 
room, you may operate the Software in a pay-for-play environment, provided that (i) all computers used have their own individual copy of validly licensed Software installed, 
such Software having been purchased at a retail store or other similar provider, and (ii) each end user player has a valid online services account for access to the Server 
(or authorized free trial access) through Turbine or our authorized distributors or service providers, which is not shared by other players.  In addition, you may not reverse 
engineer, decompile or disassemble any part of the Game.  All rights not expressly granted are reserved by us.

3. We reserve the right to transfer or cease the operation of the Game at any time or to terminate your license to the Software and your access to the Game at any time, without 
notice or refund, for any reason whatsoever, including. without limitation, as a result of your breach of this EULA, the Code of Conduct, or the Terms of Service, if we are 
unable to verify or authenticate any information you provide to us, or if we discontinue offering the Game.  

4. Turbine may amend this EULA, including the Terms of Service and the Code of Conduct, at any time in its sole discretion.  Such amendments shall be effective upon your first 
use of the Game after Turbine makes them available for your review.  Accordingly, we recommend that you review this EULA and the Terms of Service and Code of Conduct 
periodically.

5. To access the Game, you will be required to choose names for the characters you develop.  Your character name may not be contrary to the Code of Conduct or Terms of 
Service and may not violate anyone’s rights.  Certain character names may be banned by Turbine (or its licensees or licensors) from time to time.  You acknowledge and agree 
that Turbine has the right, without any compensation or credit to you, to post and display your character name(s) and descriptions of your in-game activities within the Game 
and/or on Game-related websites and bulletin boards and in our marketing and publicity efforts for any reason, including, without limitation, in the event your access to the 
Game is suspended or terminated for a violation of this EULA, the Terms of Service or the Code of Conduct or to describe your character’s adventures and experiences. 

6. As part of your Game experience, you may be able to input language and upload content to the Game, our servers and similar areas which allow you to communicate 
with others in various forms, such as in the selections you make for playing the Game (for example, character names, in-game (text or voice) conversations, broadcast 
announcements, etc.) and in chat channels (text or voice), and to create and modify your user interface, characters, character names, game play and the like (collectively, 
the “Content”).  Content created by you must not: (a) infringe any copyright, trademark, patent, trade secret, or other proprietary right of any person or entity; (b) be profane, 
obscene, indecent or violate any law or regulation; (c) defame, abuse, harass, threaten or otherwise violate the legal rights (such as rights of privacy and publicity) of others; 
(d) incite discrimination, hate or violence towards one person or a group because of their race, religion, nationality, ethnicity, sexual orientation or gender, or insult the victims 
of crimes against humanity by contesting the existence of those crimes; (e) contain any viruses, Trojan horses, worms, time bombs, cancelbots, corrupted files, or any other 
similar software or programs that may damage the operation of another’s computer or property of another; or (f) restrict or inhibit any other user from using and enjoying the 
Game.  We have no obligation to monitor player Content related to the Game and disclaim all liability with respect thereto.  However, we reserve the right to review the Content 
(including, without limitation, text and voice chat) and take any action we deem necessary as to such Content, including, but not limited to, editing or removing the Content 
and/or suspending or terminating your access to the Game.  If and to the extent you are deemed to have retained, under applicable law, any right, title or interest in or to any 
portion of the Content, you hereby transfer, grant, convey, assign and relinquish solely and exclusively to Turbine, in perpetuity to the extent permitted by applicable laws or 
for the duration of the legal protection afforded to the Content, and for all territories, all of your right, title and interest in and to the Content, without reservation and without 
additional consideration, under applicable patent, copyright, trade secret, trademark and other similar laws or rights, including, without limitation, the right to reproduce, 
fix, adapt, modify, translate, reformat, create derivative works from, manufacture, introduce into circulation, publish, distribute, sell, license, sublicense, transfer, rent, lease, 
transmit, publicly display, publicly perform, or provide access electronically, broadcast, communicate to the public by telecommunication, display, perform, enter into computer 
memory, and use and practice the Content, all modified and derivative works thereof, all portions and copies thereof in any form and format, and in and on whatever medium, 
all inventions, designs, and marks embodied therein, and all patent, copyright, trade secret, trademark and other intellectual property rights thereto, and/or to incorporate the 
same in other works in any form, media, or technology now known or later developed.  In the alternative, to the extent such assignment is ineffective under applicable law, 
you hereby grant to Turbine, its successors and assigns, the sole and exclusive, irrevocable, sublicensable, transferable, worldwide, paid-up license to reproduce, fix, adapt, 
modify, translate, reformat, create derivative works from, manufacture, introduce into circulation, publish, distribute, sell, license, sublicense, transfer, rent, lease, transmit, 
publicly display, publicly perform or provide access electronically, broadcast, communicate to the public by telecommunication, display, perform, enter into computer memory, 
and/or use and practice the Content, all modified and derivative works thereof, all portions and copies thereof in any form and format, and in and on whatever medium, all 
inventions, designs, and marks embodied therein, and all patent, copyright, trade secret, trademark and other intellectual property rights thereto, and/or to incorporate the 
same in other works in any form, media, or technology now known or later developed.  To the extent permitted under applicable laws, you hereby waive any moral rights you 
may have in any and all Content.  In furtherance of the foregoing, you hereby agree to execute any and all agreements or other written instruments which may be required by 
applicable law to give full effect to the above assignment, license or waiver, as may be applicable.

7. Except as expressly permitted by Turbine by written notice (and in such event in accordance with Turbine’s specified restrictions and guidelines), you may not use any third-
party software to change game play in the Game.  The Game may be played only through authorized Servers maintained by Turbine or its subcontractors.  You may not create 
or provide any other means through which the Game may be played by others, including, without limitation, through server emulators (which emulate or contain unauthorized 
copies of the Server).  You may not take any action which imposes an unreasonable or disproportionately large load on our servers or other infrastructure.  

8. All right, title, and interest, including, copyrights and other intellectual property rights in and to the Game and Content (including but not limited to any images, photographs, 
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animations, video, audio, music, text, and “applets” incorporated into the Game by us or our suppliers and character data), the accompanying printed materials, and any 
copies and derivative works thereof, are owned by Turbine or its licensors.  If we provide you documentation only in electronic form, you may print one copy of such electronic 
documentation.  You may not copy the printed materials accompanying the Software.  Except as expressly permitted by Turbine in writing (and in such event in accordance 
with Turbine’s specified restrictions and guidelines), you may not transfer, buy, sell, or auction (or offer, host, or facilitate the ability of others, to transfer, buy, sell, or auction), 
share, or otherwise commercially exploit, the Software or any part of the Game, account, password, characters, housing, items, credits, currency or coin or any other virtual 
in-game items and/or copyrighted, trademarked or patented material contained in or generated by the Game.  Turbine may also impose limits on certain features or restrict 
your access to parts or all of the Game without notice or liability. You have no interest, monetary or otherwise, in any feature or content contained in the Game.

9. You agree that we may communicate with you via the email address you provided in obtaining your subscriber account regarding any subject related to the Game (or any 
updates, expansion packs or sequels of the Game), this EULA and/or related agreements.  In order to provide you with patches and updates to the Software, you agree that 
we may upload necessary information from your computer and computing devices, and may download the patches and updates onto your computer and computing devices.  
If you request any technical support from us, and we need to look at the contents of your computer or computing devices to help you, you agree to allow such access to your 
computer and computing devices.  You understand that we may release updates, expansion packs, and sequels of the Game at any time without incurring any obligation to 
furnish such releases to you pursuant to this EULA.  This EULA does not entitle you to any subsequent releases of the Game without paying applicable charges.

10. The Game is designed to enable “peer-to-peer” connections among users and computers for the purpose of updating the Software among our players through certain 
proprietary file sharing protocols.  You acknowledge that when the Software is running on your computer this peer-to-peer system may: (i) utilize the processor and bandwidth 
of your computer for the purpose of facilitating the communication and data exchange among users; and (ii) make certain information about your computer known solely 
to the extent necessary to establish connections with other computers in order to update the Software.  You consent to the establishment of such peer-to-peer connections.  
Turbine may update the Game remotely, including, without limitation, the Client residing on the user’s machine, without the knowledge or consent of the user, and you hereby 
grant to Turbine your consent to deploy and apply such updates.

11.   You agree that Turbine (or its designees) may collect personal information from you for purposes related to your use of Turbine products and services and that some personal 
information you provide to Turbine (or its designees) may be stored outside of the country in which you reside.  To read Turbine’s Privacy Policy which forms part of this 
agreement, please go to http://www.lotro.com/support/policies/privacy.  

12. LIMITED WARRANTY.  Turbine (or its designated distributor) warrants to you that the physical media (e.g. CD-ROM or DVD) (the “Disk”) containing the Client which was 
purchased by you (if applicable) will be free from material defects in the media for a period of thirty (30) days from the date of receipt (“Limited Warranty”).  To the extent 
allowed by applicable law, implied warranties on the Disk, if any, are limited to thirty (30) days.  Some states and jurisdictions do not allow limitations on duration of an 
implied warranty, so the above limitation may not apply to you.  In addition, in certain jurisdictions, and to the extent local law is required to apply to this EULA, you may be 
entitled to a statutory warranty against hidden defects affecting the medium in which the Software is embedded.  Turbine’s and its distributors’ and suppliers’ entire liability 
and your exclusive remedy for any breach of any express or implied warranty shall be, at the option of Turbine or its distributor, the repair or replacement of the Disk that does 
not meet the Limited Warranty standards and which is returned to Turbine’s designee with a copy of your receipt.  Instructions for such returns may be found on www.lotro.
com/support.  This Limited Warranty is void if failure of the Disk has resulted from accident, abuse, or misapplication.  Any replacement Disk will be likewise warranted for a 
period of thirty (30) days.  Outside the United States, neither these remedies nor any product support services offered by Turbine are available without proof of purchase from 
an authorized international source.  Except as expressly provided herein, the Game is made available to you under this EULA on an “AS-IS” basis with no warranty of any kind.

13. TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, TURBINE AND ITS LICENSORS, DISTRIBUTORS AND SUPPLIERS DISCLAIM ALL OTHER WARRANTIES AND 
CONDITIONS, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, IMPLIED WARRANTIES OR CONDITIONS OF MERCHANTABILITY, QUALITY, FITNESS FOR A 
PARTICULAR PURPOSE, TITLE, AND NON-INFRINGEMENT, INCLUDING, WITHOUT LIMITATION, WITH REGARD TO THE DISK, SOFTWARE AND THE GAME.

14. TURBINE DOES NOT WARRANT THAT ACCESS TO OR USE OF THE GAME WILL BE UNINTERRUPTED OR ERROR-FREE, THAT YOU WILL BE ABLE TO ACCESS THE GAME AT ANY 
TIME OR IN ANY GEOGRAPHIC AREA, OR THAT THE GAME WILL MEET ANY PARTICULAR CRITERIA OF PERFORMANCE OR QUALITY.

15. TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL TURBINE OR ITS LICENSORS, DISTRIBUTORS OR SUPPLIERS (OR THEIR RESPECTIVE 
AFFILIATES) BE LIABLE FOR ANY SPECIAL, INCIDENTAL, INDIRECT, PUNITIVE OR CONSEQUENTIAL DAMAGES WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES 
FOR LOSS OF PROFITS, INTERRUPTION OF SERVICE, LOSS OF INFORMATION, OR ANY OTHER PECUNIARY LOSS), INCLUDING, WITHOUT LIMITATION, LOSSES ARISING OUT 
OF OR IN CONNECTION WITH THE DISK, THE GAME, OR THE PROVISION OF OR FAILURE OR DELAY TO PROVIDE SERVER ACCESS OR RELATED SUPPORT SERVICES OR LOSS 
OR DAMAGE TO PLAYER CHARACTERS, VIRTUAL GOODS (E.G., ARMOR, POTIONS, WEAPONS, ETC.), POINTS OR CURRENCY, ACCOUNTS, STATISTICS, OR USER STANDINGS, 
RANKS, OR PROFILE INFORMATION STORED BY THE GAME, EVEN IF TURBINE HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.  IN ANY CASE, TURBINE’S (AND 
ITS LICENSORS’, DISTRIBUTORS’ AND SUPPLIERS’) ENTIRE LIABILITY, AND YOUR EXCLUSIVE REMEDY WHERE NO EXCLUSIVE REMEDY HAS BEEN PROVIDED, AND YOUR SOLE 
ALTERNATE REMEDY SHOULD ANY EXCLUSIVE REMEDY HEREUNDER FAIL OF ITS ESSENTIAL PURPOSE, UNDER ANY PROVISION OF THIS EULA SHALL BE LIMITED TO THE 
GREATER OF THE SUBSCRIPTION FEE FOR ONE MONTH OF ACCESS TO THE SERVER AND U.S. $5.00.  BECAUSE SOME STATES AND JURISDICTIONS DO NOT ALLOW THE 
EXCLUSION OR LIMITATION OF LIABILITY, THE ABOVE LIMITATION MAY NOT APPLY TO YOU.

16. IN ADDITION, TURBINE AND ITS LICENSORS AND DISTRIBUTORS DISCLAIM ANY AND ALL WARRANTIES WITH RESPECT TO THE PRIVACY AND INTEGRITY OF THE COMPUTER 
RESOURCES YOU USE TO OPERATE THE SOFTWARE.  NEITHER TURBINE NOR ITS LICENSORS OR DISTRIBUTORS SHALL BE LIABLE FOR ANY DISRUPTIONS, DELAYS OR OTHER 
OMISSIONS IN ANY CONNECTION, DATA EXCHANGE OR OTHER INTERACTION THAT YOU MAY EXPERIENCE WHEN YOU USE THE SOFTWARE.  NEITHER TURBINE NOR ITS 
LICENSORS OR DISTRIBUTORS SHALL BE RESPONSIBLE FOR THE CONDUCT OF ANY USERS OR COMPUTERS THAT CONNECT, EXCHANGE DATA, OR OTHERWISE INTERACT 
WITH YOU OR YOUR COMPUTER AS A RESULT OF YOUR USE OF THE SOFTWARE.

17. The Game may not be re-exported, downloaded or otherwise exported into (or to a national or resident of) any country to which the U.S. has embargoed goods, or to anyone 
on the U.S. Treasury Department’s list of Specially Designated Nationals or the U.S. Commerce Department’s Table of Denial Orders.  You represent and warrant that you are 
not located in, under the control of, or a national or resident of any such country or on any such list. 

18. This EULA is governed by the laws of the United States of America and The Commonwealth of Massachusetts and the parties consent to exclusive jurisdiction and venue in 
the federal courts sitting in Suffolk County, Massachusetts, unless no federal subject matter jurisdiction exists, in which case you consent to exclusive jurisdiction and venue 
in the state courts sitting in Suffolk County, Massachusetts.  If the Software was acquired outside the United States, then certain provisions of local laws may be required to 
apply, and in such an event such laws shall affect this EULA only to the extent required by such jurisdiction and this EULA shall be interpreted to give maximum effect to the 
terms and conditions hereof.  Those who choose to access the Server from locations outside of the U.S. do so on their own initiative and are responsible for compliance with 
local laws if and to the extent local laws are applicable.  The UN Convention on Contracts for the International Sale of Goods is expressly disclaimed. 

19. You agree to indemnify and hold Turbine harmless from any claim, demand, or damage, including reasonable attorneys’ fees, asserted by any third party due to or arising out 
of your use of or conduct in the Game.  

20. This EULA, including the documents expressly incorporated by reference, and all updates to the same constitute the entire agreement between you and Turbine with respect 
to the Game, and such agreements supersede all prior or contemporaneous communications, whether electronic, oral or written, between you and Turbine with respect to 
the Game.  You represent that you have not relied on any such communications in choosing to enter into this EULA.  A printed version of this EULA and of any notices given or 
made available to you in electronic form shall be admissible in judicial or administrative proceedings based upon or relating to this agreement to the same extent and subject 
to the same conditions as other business documents and records originally generated and maintained in printed form.  

21. Turbine’s failure to enforce at any time any of the provisions of this EULA or related agreements shall in no way be construed to be a present or future waiver of such 
provisions, nor in any way affect the right of any party to enforce each and every such provision thereafter.  The express waiver by Turbine of any provision, condition or 
requirement of this EULA or related agreements shall not constitute a waiver of any future obligation to comply with such provision, condition or requirement.  Notwithstanding 
anything else in this EULA, no default, delay or failure to perform on the part of Turbine shall be considered a breach of this EULA if such default, delay or failure to perform is 
shown to be due to causes beyond the reasonable control of Turbine.  

22. All notices given by you or required under this EULA shall be in writing and addressed to:  Turbine, Inc., PO Box 747, Westwood, MA 02090, Attn: General Counsel.
23. If any part of this EULA is determined to be invalid or unenforceable pursuant to applicable law including, but not limited to, the warranty disclaimers and liability limitations 

set forth above, then the invalid or unenforceable provision will be deemed superseded by a valid, enforceable provision that most closely matches the intent of the original 
provision and the remainder of this EULA shall continue in effect.  

24.  We may assign this EULA, in whole or in part, at any time with or without notice to you.  You may not assign, transfer or sublicense this EULA or any of your rights or 
obligations hereunder.  

25. Notwithstanding anything in this EULA to the contrary, you hereby acknowledge that Turbine’s direct and indirect licensors are third-party beneficiaries of this EULA and have 
the right to bring an action directly against you for a breach of this EULA to the extent required to enforce their respective rights in the Game.

26. All services relating to the Game for which you subscribe are offered by Turbine or its subcontractors.  Our support website is www.lotro.com/support.  Current applicable 
rates for using the Game, including online service subscription for access to the Server, may be obtained from www.lotro.com/support, and such rates are subject to change 
at any time.  If you are a California resident, you may have this same information emailed to you by sending a letter to Turbine at PO Box 747, Westwood, MA 02090 (Attention: 
Customer Service) with your email address and a request for this information. 

27. Warning concerning the risks of epileptic seizures and the precautions to take when using a video game.  Certain individuals may experience epileptic seizures or loss of 
consciousness when viewing certain kinds of flashing lights or patterns that are commonly present in our daily environment.  These persons may experience seizures while 
watching some kinds of television pictures or playing certain video games.  This may be experienced by persons who have no adverse antecedent medical history or which 
have never experienced seizures in the past.  If you have experienced symptoms linked to an epileptic condition (seizure or loss of awareness) in the presence of light 
stimulations, consult your physician before using any video games.  In any case, the following rules should be complied with when using a video game: (i) avoid playing if you 
are tired or if you lack sleep; (ii) ensure that you are playing in a well lit room; and (iii) when playing, take ten to fifteen minute breaks every hour.

28. The Software is a “commercial item” if acquired under agreement with the U.S. Government or any contractor therewith in accordance with 48 CFR 12.212 of the FAR and, if 
acquired for Department of Defense (DoD) units, 48 CFR 227-7202 of the DoD FAR Supplement, or any succeeding similar regulations.

29. The parties hereto have requested that this agreement, and all correspondence and all documentation relating to this agreement, be written in the English language.  A French 
version of this EULA is available at http://www.lotro.com/support/policies/eulaf. Les parties en présence ont requis que ce règlement ainsi que toute la correspondance et 
la documentation relative à ce règlement, soient rédigés en anglais. Une version en français est disponible sur internet à l’adresse suivante: http://www.lotro.com/support/
policies/eulaf.

Code of ConduCt
The Code of Conduct governs player behavior while playing The Lord of the Rings Online™: Shadows of Angmar™ and/or The Lord of the Rings Online™: Mines of 
Moria™ (as applicable, subject to the payment of applicable software license and services fees, the “Game”) operated by Turbine, Inc. (“Turbine”) and participating on the Game 
Website http://www.lotro.com/support/policies/eula, including the forums.  The Code of Conduct is designed to make players’ game experience as enjoyable as possible.  
Failure to follow the Code of Conduct may result in the suspension or termination of your Game account without refund (if applicable).
1. While participating in the Game or on the Game Website you must respect the rights of others to play and enjoy the Game world as intended by Turbine.
2. You may not communicate any player’s real-world information through the use of the Game Website, Game client or server software or any other means.
3. You may not use or distribute sexually explicit, harmful, threatening, abusive, defamatory, obscene, hateful, racially or ethnically offensive language (including, by way of 

example, but not limited to, ethnic slurs and religious epithets), content, character names, titles, descriptions, or in-game labels (including, by way of example, but not limited 
to, offensive or inappropriate guild names, pet names and inscriptions).  

4. While playing the Game or participating in related services, you may not exhibit or partake in behavior that is disruptive to the Game’s normal playability, causes grief or 
alarm to other players, or degrades the service performance or other players’ client software (for example, deliberately using game bugs or loopholes to disrupt the game or 
dropping excessive items).

5. You may not spam or flood with multiple posts the Game chat or the Game Website features.
6. You may not impersonate any Game Support Staff member or other Turbine employee, past or present.
7. You may not violate any local, state, national, or international laws or regulations.
8. You may not market, promote, advertise, or solicit products or services within the Game or Game Website.
9. You may not modify the Game client, server or any part of the Game Website.
10. You may not advertise the intent to, commit the act of, or facilitate the ability of others to commit the act of, unauthorized selling, buying, transferring or sharing access to any 

Game account.
11. You may not advertise the intent to, commit the act of, or facilitate the ability of others to commit the act of, unauthorized selling or buying of Game items for real-world 

monetary values or other consideration.
12. While participating in the Game, both in-Game and through the official Website, you will follow the instructions and guidelines of authorized Game support staff at all times.
13. You may not form or participate in groups whose ideology is based upon or resembles anti-religious, anti-ethnic, anti-sexual orientation, nationalistic, racist or sexist 

philosophies.
14. You may not intentionally hide or falsify personal information that is deemed necessary for Game account or website account creation.
15. You may not upload or transmit copyrighted material to any aspect of the Game or related services without the express consent of the copyright holder.
16. You will not attempt to interfere with, hack into, or decipher any transmissions to or from the Game or related services.
17. You will not exploit, distribute or publicly communicate any Game error, miscue or bug which gives an unintended advantage within the Game world.  You may report bugs at 

lotrobugs@turbine.com.
18. You may not create, post, use or distribute any utilities, emulators or other third party software tools without the express written permission of Turbine (including, without 

limitation, macroing programs, botting programs, server emulators, client hacks, map hacks, and data gathering utilities).
19. You may not harass other players or Turbine staff, including by way of example, but not limited to, threats, stalking or abuse of others.
20. You may not post website links or URLs in the Game that point to content deemed by Turbine to be inappropriate, including, without limitation, any website links or URLs 

directed to other commercial products or services.  You may not post website links or URLs to any materials (including software and other information) that could harm (or is 
designed to harm) other players’ computers or would allow others to inappropriately access software or websites.  

21. You may not use the Game and/or related services for illegal activities.  Turbine is not responsible for anything you say (text or voice) in-game or in our chat rooms or forums, 
or for any consequences that arise from what you say.  If you break the law, you alone will be responsible for the consequences.

22. Although the Game is a role-playing game, you may not claim “role-playing” in defense of any violation of the Code of Conduct.  
23. You may not conduct surveys, contests, pyramid schemes, chain letters, junk email, spamming or any duplicative or unsolicited messages (commercial or otherwise).
24. You may not defame, abuse, harass, stalk, threaten or otherwise violate the legal rights (such as rights of privacy and publicity) of others.
25. You may not post or upload files that contain viruses, Trojan horses, worms, time bombs, cancelbots, corrupted files or data, or any other similar software or programs that 

may damage the operation of the Game or other users’ computer.
26. You may not advertise or offer to sell or buy any goods or services for any purpose, unless the Game specifically allows such messages.
27. You may not falsify, delete or disable any copyright management information, such as author attributions, legal or other proper notices or proprietary designations or labels of 

the origin or source of software or other content.
28. You may not restrict or inhibit any other user from using and enjoying the Game or related services.  For example, disrupting the flow of chat in chat rooms with vulgar 

language, abusiveness, hitting the return key repeatedly, inputting excessively large images so the screen goes by too fast to read, use of excessive SHOUTING (all caps) in an 
attempt to disturb other users, “spamming,” or “scrolling” (continuous posting repetitive text), are prohibited. 

29. You may not harvest (in an automated manner or otherwise) or otherwise collect personal information about others, including e-mail addresses, or use such information to 
send unsolicited emails.

30. You may not use, download or otherwise copy, or provide (whether or not for a fee) to a person or entity any directory of users of the Game and related services or other user 
or usage information or any portion thereof.

31. You may not attempt to get a password, other account information, or other private information from a member or any other user of Game and/or related services.  

http://www.lotro.com/support/policies/eula
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32. You may not improperly use in-Game support or complaint buttons or make false reports to Turbine administrators. 
33. You may not use the Game and/or related services in any manner other than for personal communication as an individual user (i.e. not as a corporation or other entity).
34. You may not use the Game and/or related services for fraudulent transactions including, without limitation, fraudulent in-Game virtual transactions.  
note: Turbine has final say over what constitutes a violation of this Code of Conduct.  Turbine reserves the right to change the Code of Conduct at any time.  Check the Game 
Website http://www.lotro.com/support/policies/eula  periodically for updates to the Code of Conduct. 

REMEDIES TO InAPPROPRIATE BEHAvIOR:
A player who violates the Code of Conduct may be warned by Turbine staff, but some particularly serious violations or repeated violations can result in other sanctions, such as a 
lockout or permanent ban, without warning.  In addition, Turbine reserves the right to delete characters or entire accounts as we see fit, without warning, for certain violations.
Chat (text and voice) in the Game and Game Website may be logged and may be reviewed at any time and for any reason, including, without limitation, to assist in making 
decisions regarding violations of the Code of Conduct.  This includes, but is not limited to, private chat, fellowship chat and allegiance chat.
If you understand the terms of the End user License Agreement and the Code of Conduct and these terms are acceptable, please indicate your agreement and your 
intent to be legally bound by them by affirmatively accepting the terms where indicated.

http://www.lotro.com/support/policies/eula
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