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“But your way through Mirkwood is dark, dangerous and difficult. 
Water is not easy to find there, nor food. The time is not yet come for 
nuts (though it may be past and gone indeed before you get to the other 
side), and nuts are about all that grows there fit for food; in there the 
wild things are dark, queer, and savage. I will provide you with skins for 
carrying water, and I will give you some bows and arrows. But I doubt 
very much whether anything you find in Mirkwood will be wholesome 
to eat or to drink. There is one stream there, I know, black and strong 
which crosses the path. That you should neither drink of, nor bathe in; 
for I have heard that it carries enchantment and a great drowsiness and 
forgetfulness. And in the dim shadows of that place I don’t think you will 
shoot anything, wholesome or unwholesome, without straying from the 
path. That you must not do, for any reason.”   — Beorn

Overview
Shadowed Paths is an expansion for The Lord of the Rings: Journeys in 
Middle-earth, in which the heroes explore the tangle of Mirkwood 
forest and the abandoned halls of Moria. This expansion unlocks a 
branching digital campaign of 13 new adventures as well as new tiles, 
terrain, enemies, items, titles, and roles. The campaign, which pits the 
heroes against the evil growing in the shadows, introduces corruption 
and difficult terrain to further challenge and hinder the heroes as they 
adventure in Middle-earth.

Using this expansiOn
Before playing a game of Shadowed Paths, update the Journeys in 
Middle-earth app and add this expansion to the collection in the  
app’s collection manager.

Then, before starting a Shadowed Paths adventure, combine this 
expansion’s components with those found in the base game by adding 
the corruption and unstable ground tokens to the supply and adding 
all cards to their respective decks. The terrain tokens can be set aside 
with the base game’s terrain tokens until a scenario requires them.

expansiOn icOn
Each card and tile in this expansion is marked with 
the Shadowed Paths expansion icon to distinguish these 
components from the cards and tiles in The Lord of the 
Rings: Journeys in Middle-earth base game.



Dís

BACKGROUND

Dís has seen the world grow darker. Enemies creep
 closer to the homes of decent folk unchecked 

and the hope in travellers’ eye
s grows dim and fearful. As the daughter of King Thráin II, mother 

to two of the Dwarfs who were slain reclaiming Erebor, and one of the greatest smiths of the 

mountains, Dís cannot justify letti
ng others do the much-needed work any longer.

It is time for her to take the best of her craft and all of her years of cunning and bring them to bear 

against the foes of Middle-earth. Let those who stand against her beware, a Dwarf does not rest 

until the battlefield is empty.
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KnowledgeOnce per round, you may look 
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ShadowDuring your turn, discard 
this skill to search your deck 
for a weakness. Remove that 
skill from the adventure, then 
shuffle your deck.
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rOles

This expansion includes five new roles. Heroes may choose 
these roles when starting or continuing a campaign.

A hero’s role during an adventure determines some of that 
hero’s capabilities. Each role has a general purpose:

 � Herbalist: Heals the party and helps scout.

 � Delver: Takes risks and uses darkness for advantage.

 � Traveller: Moves quickly, exploring tiles and tokens.

 � Smith: Uses trinkets and items in new ways.

 � Meddler: Manipulates decks to succeed.

Role selection is not permanent—heroes can change roles 
between adventures. 

changing paths

The Journeys in Middle-earth app includes content from 
all expansions enabled in its collection manager to each 
adventure. When an expansion is enabled in the collection 
manager, its enemies, tiles, heroes, roles, items, and 
encounters can show up in other campaigns. The Shadowed 
Paths content can even add variablity to the base game 
campaign, challenging veteran players with foes they have 
never faced before!
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cOmpOnent list

5 Hero Cards

42 Item Cards 3 Title  
Skill Cards

4 Elevation/Log 
Terrain Tokens

20 Journey Map Tiles30 Plastic Figures 
(5 Heroes, 25 Enemies)

4 Terrain Cards60 Role  
Skill Cards

25 Hero  
Skill Cards

5 Difficult 
Ground Tokens

9 Web/Rubble  
Terrain Tokens

20 Corruption 
Tokens

28 Assorted Tokens 
(4 Person, 17 Depletion,  

7 Inspiration/Exploration)
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Branching chOices

At the end of an adventure, the players may have a choice of which 
adventure to play next.When this happens, the app alerts the players 
to the choice, and they have a chance to review each option in the 
map scene before choosing which adventure to play next.

 � To review an option, players select the adventure they want to 
review using the left and right arrows, and click “Continue” to 
read its information.

 � Players can still tap the left and right arrows to switch 
between options on the information window.

 � When players have made a decision, they select the chosen 
option and tap “Continue” again to proceed to the camp screen.

cOrrUptiOn

Corruption represents the growing forces of greed, despair, and 
suspicion that influence the heroes. Unlike damage or 
fear, corruption stays with the heroes throughout the 
entire campaign, and is tracked by the app.

 � When a hero gains a corruption, they place 
a corruption token in their play area. When 
a hero loses a corruption, they remove a corruption token from 
their play area and place it in the supply. A hero who has one 
or more corruption tokens is corrupted. A hero who has no 
corruption tokens is uncorrupted.

 � Some game effects may require a hero to be corrupted or 
uncorrupted to resolve them.

expansiOn rUles

cOrrUptiOn cOnt.
 � If a hero with three corruption tokens would gain their fourth 
corruption, that hero is instead prompted by the app to perform 
a last stand test.

 �  If they fail that test, they are defeated.

 �  If they pass that test, they do not gain a fourth corruption, 
and they continue with the adventure.

 � After each adventure, players return all corruption tokens to 
the supply.

 � Before embarking on a new adventure, each player places 
corruption tokens in their play area equal to their corruption.

DifficUlt grOUnD

Difficult ground is a property of some spaces on 
the map that makes those spaces more difficult to 
move through.

 � Some spaces on the map have a difficult ground 
icon printed on them. These spaces have 
difficult ground.

 � Game effects can add difficult ground to specific spaces on the 
map. When this happens, a difficult ground token is placed 
on that space to represent that the space is more difficult to 
move through.

 � When a hero moves into a space with difficult ground, that hero 
can discard one prepared card. If they do not discard a card, 
they cannot move out of that space this turn.

 � If a hero does not discard a card, any unspent movement 
from a travel action or Sprint X ability is lost. That hero 
cannot gain any additional movement this turn through 
travel actions or other abilities.

 � If a game effect “places” a hero in a space with difficult ground, 
that hero ignores the effects of that difficult ground.

After selecting an adventure, players can still use the left and right arrows 
to switch between options and read each adventure’s information.  

When they are ready to make a decision, they tap “Continue” to proceed 
to the camp screen.

Difficult 
Ground Icon

Eleanor discards a prepared skill with Sprint 3. She moves twice, entering 
a space with difficult ground. She does not have another prepared card to 

discard, so she must end her movement for that turn.

Corruption Icon

Eleanor has 1 corruption, 
as displayed under her hero 
portrait in the camp screen.
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elevatiOn (terrain)
Elevation is a type of terrain that can be placed 
on the battle map. Elevation extends the range of 
ranged () attacks and provides some protection 
against attacks.

 � If a hero or enemy group is in a space with 
elevation, they are in range of an attack target 
if the target is up to two spaces away.

 � If a hero or enemy group is in a space with 
elevation, they may be targeted by an attack 
only if the hero or enemy attacking them 
occupies a space with elevation.

The Pit Goblin targets Arwen for its  attack. Even though Arwen is in 
an adjacent space, she is in a space with elevation, so she is not a valid 

target for the Pit Goblin unless it moves into her space first.

lOg (terrain)
A log is a type of terrain that can be 
placed on the battle map.

 � During the action phase, if a hero 
is in a space with a log token, that 
hero can perform an interact action 
to interact with that log.

 � When a hero interacts with a log token, they perform an agility 
() test.

 � If the test produces at least one success () icon, the 
hero passes the test and gains one inspiration token and 
becomes determined.

 � If the test does not produce at least one success () icon, the 
hero fails the test and nothing happens.

 � A hero can interact with a log even if they are already 
determined, have a number of inspiration tokens equal to their 
limit, or both.

 � A hero that is already determined can still gain an 
inspiration token.

 � A hero that has a number of inspiration tokens equal to their 
limit can still become determined.

 � If a hero is in a space with an enemy, performing an interact 
action to interact with a log does not provoke enemy attacks.

Log Terrain

Elevation Terrain
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weB (terrain)
A web is a type of terrain that can be placed on 
the battle map.

 � If a hero wishes to move out of a space that 
contains a web, they must perform a might 
() test before they move.

 � If the test produces at least one success () 
icon, the hero passes the test and can move 
to an adjacent space.

 � If the test produces fewer than one success () icon, the hero 
fails the test, loses that movement, and does not move out of 
the space.

 � That hero can attempt to move out of the space again with any 
remaining movement. 

rUBBle (terrain)
Rubble is a type of terrain that can be placed on 
the battle map.

 � If a hero is in a space with rubble while 
choosing items for an attack, that hero may 
choose to use the rubble in addition to 
equipped items.

 �  If the hero chooses to use rubble, the 
hero tests their wit ().

 � To resolve an ability on rubble, the hero must spend a 
number of success () icons produced by the attack test 
equal to the ability’s cost. Then they resolve the ability’s text.

 �  If the hero chooses rubble in addition to other equipped 
items, all equipped items that they choose must have a wit 
() icon.

 � Rubble does not have a hand () or two-hand () icon, and a 
hero does not have to equip it to use it. 

Rubble Terrain

Balin wants to move into the top space to interact with the threat token, 
but first he must pass a might test to escape the web.

Web Terrain
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Expansion Design and Development: Grace Holdinghaus with  
Kara Centell-Dunk and Brandon Perdue
Producer: Molly Glover
Editing: Adam Baker and Justin Hoeger
Proofreading: David Hansen
Board Game Manager: Andrew Fischer
Expansion Graphic Design: Toujer Moua 
Graphic Design Manager: Christopher Hosch
Cover Art: Daniel Zrom
Map Tile Art: Yoann Boissonnet
Interior Art: Even Mehl Amundsen, Erfian Asafat, Asahi, Cristi 
Balanescu, Tiziano Baracchi, Ryan Barger, Sara Biddle, Marius Bota, 
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Lukasz Jaskolski, Tomasz Jedruszek, Jason Jenicke, Jason Juta, Torbjörn 
Källström, Aleksander Karcz, Romana Kendelic, Igor Kieryluk, 
Drazenka Kimpel, Alexander Kozachenko, David Lecossu, Stephen 
M. Mabee, Jacob Murray, David Auden Nash, Mike Nash, Winona 
Nelson, Greg Opalinski, Carlos Palma Cruchaga, Borja Pindado, Paolo 
Puggioni, Emilio Rodriguez, Sept13, Alyn Spiller, John Stanko, Tropa 
Entertainment, Charles Urbach, Ryan Valle, Magali Villeneuve, Owen 
William Weber, Drew Whitmore, Kara Williams, Jarreau Wimberly, 
Mark Winters, Darek Zabrocki, and Sebastian Zakrzewski
Art Direction: Tim Flanders
Managing Art Director: Tony Bradt
QA Coordination: Andrew Janeba and Zach Tewalthomas
Sculpting: Bhushan Arekar, Robert Brantseg, Brian Dugas,  
Rowena Frenzel, Adam Martin, and Luigi Terzi with Kevin Van Sloun
Sculpting Lead: Cory DeVore
Sculpting Manager: Derrick Fuchs
Software Development: Mark Jones, Nathan Karpinksi, Paul Klecker,  
and Xavier Marleau
Digital Artist: Gary Storkamp
Licensing Coordinators: Sherry Anisi and Zach Holmes
Licensing Manager: Simone Elliott
Production Management: Justin Anger and Jason Glawe
Visual Creative Director: Brian Schomburg
Senior Project Manager: John Franz-Wichlacz
VP of Product Development: Chris Gerber
Executive Game Designer: Nate French
Head of Studio: Andrew Navaro

creDits

Q: “When can I use Dís’s ability?”

A: Dís’s ability can be used after the “Calculate Results” step of any test, before you discard all skill cards that were revealed during the test.

Q: “Do I have to spend inspiration to use Dís’s ability?”

A: No, when you use Dís’s ability after a test, you must spend one unspent fate () icon revealed during the test to place one card from the test 
on top of your deck.

Q: “Does the ‘Hammer and Tongs’ item count as my one allowed trinket at the start of an adventure?”

A: No, the “Hammer and Tongs”  can only be gained after setup when a hero starts an adventure with the “Reforging” skill prepared. It 
cannot be counted when heroes normally assign trinkets, and is returned to the supply at the end of that adventure.

playtesters
Terry Allred, Tim Bailey, Adam Bart, Zachary Bart, J-F Beaudoin, 
Martin Beauregard, Jens van den Berg, Michael Bernabo, Joe Bielecki, 
Craig Bishell, Kathy Bishop, David Boeser, Mary Jane Boeser, Michael 
Boggs, Frans Bongers, Joseph Bozarth, John Bradford, Isaac Brist, 
Chris Browne, Jim Cartwright, Carl Coffey, Michelle Coffey, Anthony 
Corrado, Caterina D’Agostini, Laura Deben, Andrea Dell’Agnese, Wes 
Divin, Gavin Duffy, Emeric Dwyer, Luke Eddy, Richard A. Edwards, 
Julia Faeta, Bridget Franz, Deborah Garcia, Ian Gillings, Caitlin Ginther, 
Caleb Grace, Stephen Graham, Elizabeth Amy Hajek, Philip Henry, 
Mary Hershey, Sterling Hershey, Elizabeth Hildick, Robin Hildick, 
Jerry “Wyrmwalk” Hionis, Jason Horner, Julien Horner, Colin Howe, 
Daniel Jay-Dixon, Joe Jay-Dixon, Michael Lawrence, Réjean Lebel, 
Laurent Lambrecht, Jamie Lewis, Jeff Lindsay, Matt McGovern, Megan 
McGovern, Sebastien Michaux, Chris Mogensen, Jamie Morgan, Steve 
Mumford, André Nordstrand, Al Peffers, Arnaud Petit, Mike Prower, 
Robert Quillen II, Jeremy Rekier, Nick Ruivo, John Shaffer, Hannie Shih, 
Joel Slotman, Preston Stone, Ian Thomas, Ben Torell, Matt Tyler, Todd 
Verge, Jason Walden, Todd Wall, Yu-Chi Wang, Steinar Watne, Andrew 
Willsher, and Megan Willsher
Special thanks to all our beta testers!
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qUick reference

rOUnD strUctUre

Each game round consists of the following three phases:

1. Action Phase: Each hero takes a turn by performing 
two actions.

2. Shadow Phase: Enemies activate, darkness is resolved (if 
necessary), and threat increases—threat events are activated if 
threat reaches a threshold.

3. Rally Phase: Each hero resets their skill deck and then scouts 
two cards.

actiOns

During a hero’s turn, they can perform two actions. A hero can 
perform the same action twice or two different actions.

 � Travel: Move up to two times. A hero can perform their second 
action between their first and second movement.

 � Attack: Attack an enemy in your space. If you have a ranged 
weapon, you can attack a nearby enemy.

 � Interact: Interact with a token in your space.

resetting skill Decks

A hero must reset their deck at the following times:

 � during the rally phase

 � when there are no cards remaining in their deck

 � when an effect instructs them to do so

A hero resets their deck by shuffling their discard pile with any 
remaining cards from their deck and placing the newly shuffled deck 
facedown. Prepared cards are not shuffled into the deck.

freqUently OverlOOkeD rUles

 � When instructed to move and attack, if an enemy cannot get in 
range of any target, it ignores that entire instruction (including 
movement). The “No Target” button is selected and the enemy 
receives a new instruction.

 � A readied enemy is provoked when a hero moves out of its space 
or when a hero interacts with a token in its space.

 � A component is nearby another component if they are in the 
same space or adjacent spaces.

 � A hero can have a maximum of four prepared cards at a time.

attack mODifiers

There are six modifiers that can benefit heroes during an attack: 

 � Pierce: This attack ignores the enemy’s armor.

 � Smite: This attack ignores the enemy’s sorcery.

 � Sunder: This attack permanently reduces the enemy’s armor by 
one (before hits are applied).

 � Cleave: Each enemy in the group suffers the full number 
of hits.

 � Lethal: If this attack reduces the enemy’s current health by at 
least half, the enemy is defeated.

 � Stun: This attack exhausts the enemy group. If the group is 
elite, it also cannot counterattack this attack. 

keywOrDs

 � Scout X: When an effect instructs you to “Scout X,” reveal X 
cards from the top of your skill deck. You may prepare one of 
those cards (place it faceup under your hero card). Then, place 
each of the remaining revealed cards on the top or bottom of 
your skill deck in any order.

 � Strike X: During your attack test, you may discard a card that 
has the “Strike X” keyword to add X hits to the attack.

 � Guard X: When you or a hero in your space would suffer 
damage or fear, you may discard a card that has the “Guard X” 
keyword to prevent any combination of X damage and fear.

 � Sprint X: During your turn, you can discard a card that has 
the “Sprint X” keyword to move X additional spaces. You can 
perform actions between each movement.

 � Rest X: At the end of your turn, you can discard a card that has 
the “Rest X” keyword to discard any combination of X of your 
facedown damage or fear cards.

 � Hide: After performing a test, you can discard a card that has 
the “Hide” keyword to gain a “Hidden” boon card.

icOns
 Success

 Fate (Each inspiration spent during a test converts 1  to 1 )

 Damage

 Fear

 Ranged (Can attack a target in an adjacent space)

 Lore

 Interact Action

herO stats

 Agility

 Might

 Spirit

 Wisdom

 Wit

items

 Trinket

 Armor

 One-Handed Item

 Two-Handed Item


