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Introduction

When you think of tabletop role playing adventures set in the beloved world of Tolkien, most people imagine classic
systems like Middle earth Role Playingr the fan madeMiddle earth: The Shadow of Mordor However, a newer
contender has been quietly carving out its own niche: Adventures in Middle Earthoy Cubicle 7. This game
blends streamlined mechanics with rich lore, making it a fresh choice for both seasoned players and newcomers
who want to explore the Shire, the Misty Mountains, or the dark depths of Mordor without getting lost in overly
complex rules.

In this comprehensive guide, we'll dive deep into what makes Adventures in Middle Earthkinique, how it
compares to other Middle Earth RPGs, and why it's worth adding to your gaming table. Whether youre a game
master looking to craft a new campaign or a player eager to create a hobbit hero, this article will equip you with
everything you need to start your journey.

What Is Adventures in Middle Earth by Cubicle 77?

Background and Publication History

Cubicle 7, a British publisher renowned for its high quality role playing supplements, launchefidventures in

Middle Earthn 2022. The game builds on the company’s experience with titles such as Rifts and Star Wars: Edge

of the Empire, bringing a fresh, streamlined approach to Tolkien’s universe. Instead of a sprawling, rule heavy
system, Cubicle 7 opted for a modular design that can be expanded with optional supplements, allowing groups to
tailor the experience to their play style.

Core Game Mechanics

The engine behind Adventures in Middle Earths the Cube System, a flexible framework that uses six sided dice
(D6) and a simple “roll to succeed” mechanic. Each action is resolved by rolling a number of dice equal to the
relevant skill, adding modifiers, and comparing the total to a target number. This system emphasizes narrative flow
over numerical complexity, enabling players to focus on storytelling rather than bookkeeping.

Key elements of the core rules include:

e Skill based actions that cover combat, social interaction, and exploration.

¢ A simple character sheet that tracks attributes, skills, and equipment.

¢ A flexible combat system that can be played in real time or turn based, depending on group preference.

¢ Optional magic and technology rules that can be added or omitted, allowing the game to shift from classic
fantasy to steampunk or even sci fi vibes.

Why Cubicle 7 Stands Out in the Tabletop RPG Landscape

Innovation in Game Design

Unlike many legacy systems that demand extensive rulebooks, Adventures in Middle Eartbffers a lean core rule
set that can be mastered in an evening. The Cube System’s modularity means that groups can start with the
basics and gradually incorporate more depth as they become comfortable. This design philosophy makes the



game highly accessible for players who might otherwise be intimidated by complex rule sets.

Community and Support

Cubicle 7 has cultivated a vibrant community around its products. The company maintains an active forum, Discord
server, and regular newsletters that feature play test videos, new supplement announcements, and user generated
content. For Adventures in Middle Earth the community has produced a wealth of free adventure modules,
character sheets, and fan made lore expansions, creating a dynamic ecosystem that keeps the game fresh and
engaging.

Setting the Stage: Middle Earth as a Living World

Geography and Factions

The game faithfully recreates Tolkien’s geography, from the pastoral valleys of the Shire to the towering peaks of
the Misty Mountains. Each region is represented by detailed maps and lore entries, enabling game masters to
weave realistic narratives. The factions—Elves, Dwarves, Men, Orcs, and the enigmatic Ents—are fleshed out with
political motivations, cultural quirks, and internal conflicts, giving players ample opportunities to engage in political
intrigue or epic battles.

Key Locations and Adventure Hooks

Some of the most iconic locations—Rivendell, Moria, the Black Gate, and the Mines of Moria—are presented with
vivid descriptions and ready to use adventure hooks. For example, a hook might involve rescuing a kidnapped
hobbit from a band of orcs, while another could require players to uncover the secrets of an ancient dwarven forge.
These hooks are designed to be modular, allowing game masters to mix and match elements to fit their campaign’s
tone.

Creating Your Character: From Concept to Sheet

Character Creation Process

Character creation in Adventures in Middle EartHollows a streamlined process that takes roughly 15—-20

minutes. Players start by choosing a Race—such as EIf, Dwarf, Hobbit, or Human—each providing unique

bonuses and narrative hooks. Next, they select a Class(e.g., Ranger, Wizard, Fighter, or Thief) that determines
skill focus and special abilities.

Afterward, players allocate points to attributes (Strength, Dexterity, Constitution, Intelligence, Wisdom, Charisma)
and select skills that align with their character’s background. The system also offers optional Backgroundsthat
grant narrative flavor and small mechanical benefits, encouraging players to develop distinct personalities.

Player Options and Races

While the core rulebook focuses on the most common Middle Earth races, Cubicle 7 has released optional
supplements that introduce less traditional options like the Goblins of the Misty Mountains and Woses of the
White Mountains. These expansions allow groups to experiment with unique cultures and playstyles, adding
depth to the game’s social dynamics.

Running a Campaign: Tips for Game Masters

Preparing the Session

Preparation is key to a smooth session. Game masters should:



. Read the relevant chapter in the core rulebook and any supplemental material.
. Outline a basic plot arc, including major NPCs and key locations.

. Prepare a set of random encounter tables for spontaneous events.

. Gather maps and visual aids to help players immerse themselves.
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Using the Core Rules

Because the Cube System emphasizes narrative, the GM can adjust difficulty on the fly. For instance, if a group is
struggling to defeat a powerful orc, the GM can lower the target number or provide a narrative advantage.
Conversely, if the group is breezing through challenges, the GM can increase the stakes or introduce unforeseen
complications.

Managing Player Expectations

Open communication with players ensures everyone enjoys the experience. Discuss preferred play style—whether
you favor combat, exploration, or role playing—and adjust the campaign accordingly. Encourage players to share
their character backstories, which can be woven into the plot to increase emotional investment.

Expansions and Supplements

Official Releases

Cubicle 7 has released several expansions for Adventures in Middle Earthincluding:

e Shadows of the West — A supplement focused on the political intrigue in Gondor and Rohan.

* Deep Dwarven Lore — Detailed information on Dwarven culture, mining, and ancient technology.
¢ Elven Mysteries — A collection of quests centered around the elven realms.

Hobbiton Adventures — Light hearted scenarios set in the Shire.

Third Party Content

The community has also produced a wealth of fan made content. Many designers have created free adventure
modules, character sheets, and custom dice sets that can be integrated seamlessly. These resources expand the
game’s versatility and keep the player base engaged.

Player Experiences and Community Feedback

Online Forums and Social Media

Players frequently discuss Adventures in Middle Eartbn platforms such as Reddit’s r/rpg, the Cubicle 7 Discord,
and Twitter. Common themes in discussions include the game’s accessibility, the depth of lore, and the flexibility of
the Cube System. Many reviewers praise the game’s ability to balance combat and storytelling without bogging
down with mechanics.

Playtest Sessions and Reviews

Playtesters have highlighted the game’s low learning curve and the clarity of its core rules. Some reviewers note
that the system’s simplicity can occasionally feel too forgiving, especially in high stakes combat. However, this is
often mitigated by the GM'’s ability to adjust difficulty dynamically.

Comparing with Other Middle Earth RPGs

Middle earth Role Playing (MERP)
MERP, the original Middle Earth RPG, is renowned for its depth and complexity. While it offers a richly detailed



world, its rules can be intimidating for new players. In contrast, Adventures in Middle Earth
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