F
ARINGS
STRATEGY BATTLE GAME g

THE

[ORD

BATTLEHOSTS

Unleash the Armies of Legend

G

\)
EXPANSION

P

b
I

\

W/

-__

T

it







WAR %RING
BATTLEHOSTS

By Robin Cruddace



Contents

INTRODUCTION ..............cooceen,

WHAT ARE BATTLEHOSTS? ...

THE WARRIORS OF THE RING

GONDOR ... ..
Faramir's Knight's

The Defenders of Minas Tirith.._................
The Ecthelion GUard ...
Faramir's Rangers ...

The Garrison of Osgiliath ...
Swanhost of Dol Amrath ...
The Fiefdoms of Gondor ...

Arrmy of the Dead ...

The Return of The King ...

Gondor Fortunes

THE KINGDOM OF ROHAN ...

Tneoden's Guard .

Warriors of the Westfold

Riders of the Westfold

Eormer's Knights RS S
Rohan FOrUnes .............ccocoeeiiin

ELVEN KINGDOMS ... ...
Thranduil's Host.....................
Lothldrien Warnost ................
Rivendell Guardians ...........
Halairs Archers ...

Elven Kingdoms Fortunes

THE DWARF HOLDS
The Host of Erebar
Drar's Wardens

Dwarf Holds Fortunes ...

THE FORGOTTEN KINGLDOMS
Last March of the Ents ...
Tne Muster of the Shire A e e
Forgotten Kingdams Forunes ...

...... 3

27

34
.6

MORDOR. .. .
Gargaroth Ore Horde

The Fortress of Barad-dir ...
The Black Legicn of Mordor ...
Gothmog's Morannon Ores.......
Mordor Siege Lords ..o

The Hunters of Cirith Ungol ... .
Morgul Rat Warband ...

The Knights of Morgul ............

ThaNa2al ;oo
Mordor Fates .................

THE FORTRESS OF ISENGARD ...

The Fighting Uruk-ha
The Scouts of Saruman
Ugldk’s Scouts e

The Warg Riders of lsengard ...............
ruk-hai Siege Warriers ...
Wilfshane's Warriors ...
lsengard Fates ...

THE MISTY MOUNTAINS .
Gaoblin Host of Moria ...
Beasts of the Wild ........
Misty Mountains Fates .

FALLEN REALMS .

Khamdis Easterings........cccocvineiiiininnn,
Calamyr's Corsairs. ...ocvim s amsasins i
The Army of Umbar ...
Swards of the Serpent Londs ...

The Golden Army of Abrakhan

hahbd Wartribe .
hamak WarHerd ...

The Host of Kama .............
The Fallen Realms Fates.

ANGMAR ...
The Hordes ol Angmar

Spirit Legions of Angmar.........oooocii

Buhrairs Warband
anagmar Fates

)
40
A1

=
L

U &
.44

L
b o |

.48
-

30

s
53

34

35
.26

!

60

.62
6l
(o]

...65
BB
&7

.. BB

.....00

LN

orh

By )
273

A
&4

75
7

UNLEASHING BATTLEHOSTS . ............ 78




Introduction

Vast armies have been raised as the War of The Ring sweeps across
Middle-earth. Foremost on the battlefields are commanding heroes —
powerful champions who have gathered to them mighty battlehosts.

Thiz book iz an expansion for War of The Ring, one that
enables you to groug your formations into powerful units
called battlehosts. Thesa will form the core of your army,
presenting you with a new way of collecting and

personal sing your forces, with extra abilities and tactics to
exploil. Using this gaming supplement alongside the War
af The Ring rulenook, you will be able to build and add
pattlehosts to your War of The Ring armies and use themn
ri your battles for Middle-earth.

What's it all About?

Whilst the hemes and villaing of Middle-earth inevitably
get the glery {or infamy as the case may be), they do not
atten charge headlong into the fray without & band of
trusty wwarriors at their side. Eomer does not ride to the
aid of Helm's Deep single-handed, but at the head of a
vast hiost of Rohirrim. When Luriz hunts down the
Fellowship of The Ring, he does so with a legion of
battle-hungry Uruk-hai at his command. That is what this
expansian is all about — warriors, be they heroic
individuals or olhenwizse, who band togather and in doing
50 become a more powerful fighting force. It is these
groups of exciling personalities and combinations of
tracps that we call battlehosts and they make any War of
The Ring army more evocative. This book presents you
with same of the maost iconic and inspiring of all
hattlehosts, those that fight to decide the very fate of
Midale-earth.

Will you sweep aside your enemies with the army of the
Dead or crush all before you with a Mimak War Herd?
With battlehosts, the choice is yours,

How this Book Works

This book is divided into several sections, The focus of
each section is detailed below:

What are Battlehosts?

This section axplains what 2 battlehost s ard how to
include one {or mare} of them in your armies and games of
War o The Ring.
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The Warriors of The Ring

Ihe bulk of this book is split into ten parts, one tor
each of the factions invalved in the War of The Ring.
Each part contairs:

Battlehosts: Fowerful bands of warriors to personalise
vour War of The Ring collection and incorporate into your
battles for Middle-sarth. Each pattlehost includes a
cescrption of its role on the battlefisld zlang with detals
of any new special rules and abiities they can use o
secure victory, In addition, every battlekost contains a
selecled shovwease af its Heroes and warriorn, gloriously
paintad by Games Workshop's famous ‘Eavy Metal team.
Here you will find colour schemes, heraldries and
markings to inform and inspire the creation and painting
of your own battlehosts.

Fortunes and Fates: Brand-new Fortunes and Fates to
bolster your forces and unleash upon your opponent

Each of the ten factions found in the War of The Ring
ru'enook gains access (o a unigue ranga of new Fortunes
or kates, These pages, Tound at the back of each Faction's
section, detal the Forunes and Fates that can be used by
yiour forces

Unleashing Battlehosts

This section 'ooks at collecting, painting and gaming

with yeur battlehosts, Here you will find agvice on building
an army with battlehosts, 'deas and suggestions for
converting and persoralising your miniatures, anc tactics
to unleash yvour new force on the battlefield. Also included
are ideas and suggestions for incuding battlebosts in your
War of The Ring scenanos, from pick-up, points-balanced
games to the famous battles and events from

The Lord of The Rings

Find out more

While this book is the definitve guide ta collecting and
gaming with battlehosts in your War of The Ring army,
there are always new painting ideas to try, more tactics to
usa and different battles to fight. The monthly magazine
White Dwarf contains artices apourt all aspects of the
Lord af The Rings hobby, ang you can find articles specific
to War of The Ring: Battlehosts on our website:

www.games-workshop.com




%y What are Battlehosts?

Battlehosts are the most heroic and powerful groups of formations

to fight in the War of The Ring.

A battlehost consists ol several formations from the War
of The Ring rulebock, Battlenosts represent powesful
groups of warriors and mighty warbanas that fight side-
by-sida in Middlg-garth, ang in doing 50 become greater
than the surm of ther parls. Some battlehosts are based
on the farces prasent durng the peotal battles of the
War of Tha Ring, whilst others are mighty warbanas that
have joired forces to oppose, or enact, the evlwill of the
Dark Lord Saurcn.

By grouging together warrors who have commaon foes
and battie-szills, battlehosts help o add extra deptk and
character to yaur army. The warriass that make up a
hattlehost wend to have similar unforms and markings;
colour schermes That might well detine the overall look of
your entire army. Battlebosts also give you access to new
spedial rules, creating powertul fighting forces and
apenirg Gp a whole new series of strategias to explot

Create your Gondor force arouna the nobls Teldom of
[xal Amroth, or pase your Maordor army aboul the
forebading fortress of Sarad-dde Amass Eamar's hars-
hitting cava ry and recreate the devastating cnarges at
Helm's Deep and the Pelerror fields. Acd cunning
gaming tactics 1o your legions of crael Haradrim and
balster your brutal Lrag-kai with new abilities and
poweers, Whelher you decide to unleash the fury of the
Last March of tha Ents or spread death ang dismay with
the dreades Mazgll, is up to you...

Using Battlehosts

The battlehosts presented in this book can ba used in
any garne of War of The Ring. Incluging battlehosts in
your army is simple. after you have chosen your faction,
you can include any bBattlehosts from that faction, and
from allied factions iT you wish, You may take several
cattlehosts in the same army, but each battlehost can
anly be taken orca.

A hattenost consists of several formations ana Heroes
from the War of The Ring rulebock, some of which

st be taken it the battlebost s to be fielded, whilst
othars are optional. Ezch battenost will dearly list the
farmations and Heroes it must nclude; havng purchased
them, you are free w include any of the optional
formations that are listed. A Tormat on or Hero that is
not listed in a parlicular battlekost may not be included
as part of it,

For a formation o be included in a battlehost it s
sometimes necessary for it to contain a certain number of
companies — this s indicated by a number in brackets
after the name of the formation. Where there is no
rumber it is assumed that the minimum size for each of
tnese formations is a single company. You are free 1o buy
any additional upgrades for any farmations, incluging
additicnal companies, as detailed in their ingivigual
entries in the War of The Ring rulebook.

Havng ournchased a battlehost's formations, you must
ther zay an additional points cost in order o field these
formations as & battlehast. The points cost s indicates in
the top-righl hand corner of the page and takes account
of all the addit onal special rules and abilities your
wearriars will gair. Havirg paid this premium, your
baltlebost 5 ready to take to the battlefeld.

For an example, lot us look at the Warg Riders of
fsongard battlehost. This battlehost consisls of Sharku’s
Huntors fadich must contain &l lsast 3 companies), and
between 2 and & Warg Rider Warbands feach of which
must contain 6 comparies). o feld this bartiofiost vou
will require 75 points (the battlehost’s premium,) plus the
points cost of svery company and wograde {wargear and
carmmand oplions for examglel in the battlehost,

Having selected al of your battiehosts, continue to buld
tha remander of your army a5 detaled i the War of The
Ring rulehook

Mate that any of your battlehosts Epic Heroes (or Heroes
leading a Legendzry Formation) can be nominated as
your army’s leager if you wish. IT nore of your batt'enosts
contan a suilaole leaces, or il you wish your army o be
led by a diffarent charactes, just select one from the

wWar of The Ring rulebook, as normal.

Battlehosts and the Decrees
Formations in a battlehost are ignored for the purposss
of the Decree of Rarity. This may mean thal your army
ends Lp with maore Rare farmations than would normally
be permited. When building the rest of your army,
smply igrore any Rare and Commaon formations and
comgzanies that are part of a hattlahost,

some hattlehosts include formations from allied factions.
For the purposss of the Decree of Allies these formations
are ignored. However, if the battiehost itself is from an
allies faction, then the total points cost of the battlehos!
counts towards the 25% points limit on allies that can be
included in your army as normal.

Clearly it is not possible for your army to include the
same Hero maore than once; the Decree of Legands
remains unchanged. IT two different battlehosts requine
the same Epic Hero or Lagendary formation in oraer to
be fielded, you can take ane or the ather, but not both.

Heroes only gain the special rules for the battlehost they
were originally bougat with ang a Hero cannot beleng to
mare than one battiehost in the same army. It 15 of
course possble that your opoonent may inc ude the same
hatt'ehosts and Heroes that you have taken, It goes
without saying that during such games, your oppanant’s
battenosts and Heroes do net confer advantages onto
formations in your rmy, ana vice-varsa, The two armies
are fighting a battle to the death after all!




Deploying Battlehosts

Each battlehost counts as a single formation for the
purposes af deployment ana rainforcements. Wnen
deploying a batllehost, you shoula place all ot 1s Heroes
ard formations on the ooasd at the same Time, making it
claar to your epponent what the battlchest consists o7,
You will find that many o a battlehosts special ra'es only
apply wiilsT they remain within a certzin distance of their
Heroos, As & result, it is ofen a good idea to deploy a
battlehests formations in close proximily o each ather,

In games where you are using renforgements, vou can
chocse not to deploy & battehost, having il arrve as
reinforcerments later on, ¥ou canncl, bowsaser, split a
batilshosts constituant formations up - they either al
deploy on the ooard or they 2l arive as reinforcements
It zuring desloymnent you must roll to determine which
tormations can ceploy and which must rrive as
rainfarcements, make & s'ngle dice roll for the eatire
hattlehost. Similarhy, if you must roll 1o determine wnen
and where your re nforcements will arrive, rell for the
entire battenost as it were a sirgle formation and
apply the mesult.

Battlehosts arive as reinforcements as per the nommal
scendndo rules, but with all formations in the battlehost
arriving during the same Move ohase. If ane or maore of
these formations canrot be placed due to insufficient
space, they will autcrmatically arrive in the following turn
from the same table edge as their parent battlebost -
there is no need to rol for them again.
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Brcause cortain warriors act as scouts for their parent
battlehost, formations thet have the ambushers ability
are an oxcepticon To the normal rules for deploying a
battlehost. Such formations can oe deployes using the
Ambushers rule as described in the War of The Ring
rulebook, This means they can “arrive’ after thair parert
hattlehost has deployed (or before, iF reinforcements are
being wsed)

Once a battlehost Ras been deployed, s constriuent
Heraes and formations can act completely indepengently,
abeit with the additional conuses and special rules
atfarded to them as listed on the oattlehost page.

Battlehosts’ Fortunes and Fates
Thes book introouces add ticnal Forlunes and Fatas that
are specitc to g particular Taction,

IT your army includes a battehost from a particalar
faction, you may select any of that facton’s Fortunes
or Fates, If you include battehosts from allied
tacticns, you may also select Fortares and Fates from
their facticn (ard note that their points cost does not
count towards the points limit on allies).

You can choose any combingtion of Fortures and
Fates, be they from this cook or the War of The Ring
rulebocs, oot the tetzl pumber taken cannat excead
the Fmit your army is normally alowen to incluze. Nao
Forture or Fate can be duplicated in the same army.

1 Title:
Tha name of the battlehost is oresented next to an con
representing the faction o which it belorgs,

@ Points Cost:
In adgition to the toal paints cost of the models in the

hattlehost, as listed in the War of The Ring rulebook, there is

an extra points cost you must pay to field the battlehost

3@ Description:

This gives an description of the battlehost and its battlefield
role, indluding details of who the warriors and Heroes are and

why they fight together.

@ Battlehost:
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This lists the formations and Herces that must be included in
the battlebost as wel as the minireum number of comaanies
gach formation reeds Lo include.

51 Special Rules:
There may oe spedial ra'es that apply to some o &l of the
formations in the battehost. These ase in aocition to the "usual’
specal rules, as described ‘nothe War of The Ring rulecook

& Diagram:
Tris diagram illustrates the core format ons, compan es and
Heroes that makes up the pattiehost

@ Showcase:
Shown here are g Tow examoles of the Haroes ard warricrs
that fight in the battlebost, including some details and
descrptions of their zanners, markings, unforms and heraldry.
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The kingdom of Gondor stands as a bulwark against Mordor and its dark allies. From the mighty fortress of
Minas Tirith, to the furthest outlying fiefdom, Gondor's warriors stand firm against the legions of evil. The
soldiers of Gondor are superbly trained and well equipped. They are disciplined and professional warriors led
by veterans of many years of warfare. Foul Orcs, savage Corsairs and cruel raiders alike are all held back with

the silvered steel and courage of Gondor's armies. Whilst Minas Tirith stands, the Men of Gondor will never
yield to Sauron's will.




50 points + modelfs

“ Faramir’s Knights

Tne realm of Gondor is beseged by & vast horde ana thougn it seems a foolhardy anc
hopeless cause, Denethor, the Steward of Gonder, refuses 1o yield the River Anduin or the
Pelenncr unfouahl, To this end Faramirn, the Stewsard’s youngest son, is dispatched to
Csipliath, ordered Lo retaks the wuired city noe matter the cost. Though Denethor bas litte
faith in Fararmir, fis son is a noble leader ard staunchly loyal to the Steward. Gathering the
finest of Minas Tirith's Krights 1o his banner, Faramir rides cut to meet gestn or glory. Lances
lvwered, Faramir ang his followers charge the eremy before them, the bravery of the Knighls
of Gondor malched orly by their s<ill at arms and their resolve to fulfil ther duty

BATTLEHOST SPECIAL RULES i fararmir

* Faramir Death ar Glory: All formations in this :

« 2.4 Ninaz Tirith Knights formations balllehost are Stalwart and lncomitable : ;
1B companies)

Valour of Gondor: &5 long as they are
within 12" of Faramir, all formations in this
battlehiost are steasast on 2 4, 5 or 6,
rather than a &.

inas Tinth Krights dnclucing Faranmin!

Minas Tirith Knight Banner Besrer

Miinas Tinth Knghts
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Gandall the White

Minas Tinth Caprain

“The Defenders of

50 points + models

Minas Tirith

Gonder is under sisge. Sauran's hordes assail the walls of Minas Tirith mself and Wi
overhiead like waltures te a corpse. The bearts ang souls of Mer are heawvy wilh dre

starling o ware. Instead of leacing his people in their hour of need, Denathor, Steward of Gondor has
[k bimsell away, consumed oy his cwn grief and despair. When all locks last it s Gandalt whe stezs
inle the vaid, rallying Minas Tiriths warriors and rexinzling the fires of hope, Whilst the commanding
voice of the White Wizard can still be heard from the walls of Mings Tirith, the soldiars of Gondor will

conlinue Lo fight

BATTLEHOST

« Ganoalf the White

« Feregrin Took, Guard of the Citadel

* 2-6 Minas Tirith Warriars formations
3+ companes)

» 1-3 Miras Tirith Archers formations
[3+ companies)

» (-1 Battlecry Trebuchet farmation
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= The Lord of The Rings

SPECIAL RULES

Return to your Posts: As long as they are within
12" of Gandalf, all formations in this battlahost
will automaticaly regroup in the Move onase

Do Not Give in to Fear: As long as they are
witnin 127 of Gandalf, all formations in this
pattlebast re-roll faled Tarror tests. In addition,
these formations re-roll their Panic test if they mol
an ‘Orsel of Dismay’ result.

Keep Firing! As lang as they are within 12° of
Gandall when ha calls a Keroiz Shoot action, all
farmations in this battlehast alse count & baving
calles a Hergic Shocot. Note that this also affects
Battlecry Trebuchets, ever though they would not
rormaly be agle to call a Heroic Shoot.

Adireas Dirith Archers

Miras Tirith Warnors




75 points + models

The Ecthelion Guard

r the keart of KMiras Tirth stands the Tower ot Ecthelion, 3 gleaming oinnace of alabasier slone whose
ugpermost reacheas touch the cdouds. It is from this imposing citadal that the Stevwards of Gondor rule, and
through their effeas Minas Tinth has u:r'f"un:'d through many long years of war. The Tower of Ecthelion is
ruled oy Derethor and guarded by the very finest solgiers Gondor has o alfer, warriors who have been
tested 2ganst the avis of Marcor ana hax--_ proven their valour time and again on the field of battle. They
are eguipped with the very finest weapons and armour that the While City nas to offer, as befts theirrole | Cenethor
as Gongors elite. The braves: of oops necessitate the most able of cormmarders, and the Ecthelion Guzrd
count amangst their number captains such as Boramir and Faramir, Derethor's owr sons. With warriors

a3 these, the city of Binas Tinth has prevailed against all that Maordor has sent against it

BATTLEHOST SPECIAL RULES
« Denethar's Guard The Steward's Sons: As long as Derethor is
(34 companies) within 12 of Boromir, his Broker Ming special rule
* -7 Boromir ic susgendad. In addition, il Densthor calls a Heroic
» 0-1 Faramir actian whilst he is within 7.2° of Faramir angfor
® -2 Cuards of the Fountain Court formations Borgmir, =ararmir andlor Boromir will automatically
{2+ companises}) call a Haroic aclion of the same type without using
= 2-4 Minas Tirith Warrors formations any Might noints.
{3+ companiaes) 3
e (-4 Citadel Guards formations Ecthelion's Finest: As long as they are withn 120 | Iinas Tinth Warrior

ot Denethor, all formations in this batt'ehost
automatically pass their 4% the Doublsl lests and
re-roll fales Terror tests,

as Tinth Wamiors

Denedhors Guard Saciding Denethor and Beregond) v
\Aieas Nirith fannear Bearar

it iz a great honowr for 2

warmoe af i

sanse amangst the Airs
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captams are desconded from
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of siver the foees upan thair
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their banners, qiided wpon &

Dol of purest wihite,

Varriars Guards of the Fountain Courl
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25 points + models

“Faramir’s Rangers

The heavily Torested realm af thilien lies etween the River Anduin and the fMountains of Shadow, When
the armies of Mordar march against Gondor i is through the rugged land of ithilien that rnust Tirst
oass, and it is the Rangers of Gondar then that stand as the first line of defence. The Rangers of Gondaor
constantly patral the woodlards of Ithilien and are experts with coth sword and bow. These warnors act
as autonomaous wnits when on patrol, traineg to assess an enemy's strength before launching their
Faramir ambushes. The Rangess wil eliminate those they can whilst reporting back to Faramir, their cagtain, when
an enemy’s strength is too great to overcome aone. When such a force is encountered, Faramir wil
muster &5 many Ranger warbands as he can to ore of Ithilen's outposts, there 1o lead the counter-attack
personzlly and repel the filth of Mordor from Gondor's orders.

BATTLEHOST SPECIAL RULES
= Fararmir Forward Scouts: All formations in this battlshost
= Rangers of lhilien have the Pathfnder (Master) and Ambushers
4+ comganies) ahilitigs, In aadition,  arrivirg from
* 2-4 Rangers of Gondor formations reinforcements, this att ehost car re-roll any dice
34 companies, ol that determines when and whara @ will arrve.

The First Line of Defence: As long as they are
withir 12" of Faramir, all fermaticns ir this
battiehost are steadfast on a & or &, instead of a 6.

Rarger of Gondar

Rangers of ithiien fncluding Fararir Madnl and Damraa)

Hanger of Gomiar

Rangers of Gondor

oredminanily wear darg

agreens and broans, the
hetter o biend into the

forested undergrowthi of
Wlis! scoul Rarngers of Gondor Rangers of Gondar
y posbons and
prepare ambushes,
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= Mablung, Ranger of Ithillen, The Two Towers




The Garrison
of Osgiliath

Iy .1r-.r fierce battle has been fought aver the ruins of Osgiliath, for it acts as a bastion
gainst Sauron's hordes, 1 is ane of the anly places where the mighty River Anduin is fordzble

h.u Meorder's armies and so is strategically vital. Indeed,

Osgiliath is so important that Boromir

himself, Gondor's zoldest and most able captan, was tasked to recapture the war-torm

outpost. Unger Bomamir's command,
and the Steward

the Orc hordes were driven bac
i af Gondor decreed that the ruined city e garrisoned lest it fall to Mordes

across the River Anduin

once more, The struggle to hols Osgiliatn rages still and those men posted Lo garison the
aulpest leam guickly the art of fighting amorgst the ruins, for these that don't soon feel the

stirg of

Orreish blades. As the Shadow of Maordar looms aver closer the Garrison of Osgiliath

stands ready for a new battle, perhaps it is the chief onslaught of the war that comes?

BATTLEHOST

« Boromir

« Dsqgiliath Veterans
(34 companies)

 Z-4 Minas Tirth Warriors formations
3+ companies)

» -2 Rangers of Gondor formartions

» 0-Z Citadel Guards farmations

x';?‘ Hhie rver s faient, :J.-"r ihe 5.&.0:".!‘.1:-:"
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wdimas Tiritn Warriors

SPECIAL RULES

Grizzled Veterans: &3 'ong as they are
within 12* of Boromir, all formations in this
battchost are automatically steadfast if
beaten n Cose combat by Ores

City Fighters: Al formations in tnis
battlehost have the Pataficder {Mountains)
specid rule Lo represent ther sume-
foctecness when scrambling over City ruins.

n addition, when occupying a terrain
feature that is either rains or a bulding,
supporting companies from this battlehost
contribute 03 attacks instead of just 1 (for
ooth snooting and close combat) — roll
spparately for each company.

winas Tigih Warriars

Capiain of Minas Tirth

Whiist many af the warmors Hhat o
AOE, O00s ans

{th 3 Bolster its delences.,

ThESS newy Warmies (MoOnnoa e Green inf
s, the same as & worn by the
'?u.'yert of Gonday thelr staivart brathers
in e defence of Csgiiath, The
Tree af Gondar erblazoned upon
soichey s Evcasiplates & also edged in

s grogy, represanting the hape and

Adinas Tir

wowwth GF Goodiar in These aank Times.
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p imrahd of Dol Ameoth

Swan Knight of Dol Amoth

Foot Kmght of Dol Ameoth

atearrns of Dol Amvolh

er armour Whilst the

Kinghits and i

A ;"',-_-._erriy
Krights boar white spmibols an g decp

hiye field, Men-at-arms irvert Bhes paloerto,

shawing Bile symbaols on whire
Swan emblams and modifs deo

white Shios of Beifaizs are commy

hots. The grey horses of Dol Amrorh

5

" Swanhost of
Dol Amroth

Wightiest ang mast influential of Gondor's fiefdoms is the land ru'ed by the inspirational Lord
of Dol Amroth, Frince Imrahil. Like fis pecple, Imrahils ancestry can be traced back to the
nobles of ancient Nomenor. It is perhaps unzurgrising then that the courage and skil at arms
of the warriors of Do’ Amroth are all but unmatched in the lands of Gondor. Tne swan-
helmed knights, resplendent in their gleaming silver asmour, ezitomise the martial valour of
Mamenor that was, and every solder is devoted to the protection of 2ol Amroth and Gondor,
Whar war marches upon the ands of Men, it is the lances and pikes of noble Dol Amroth
that ‘ead the counter-aliack,

BATTLEHOST

* Frince imranil of Dol Amrotn

+ 2.4 Knights of Dol Amroth formations
34 companies;

* 1-Z Foot ¥nights of Dol &mroth formations
{3+ companies;

* 1-2 Men-at-arms of Dol Amroth format ons
{3+ companies)

SPECIAL RULES

The Lineage of Namenor: A5 long as they
are within 12° of Prince Imrahis of Sal
Amrath, al formations r s battlehos? re-ral
failed Courage tests. In addition, these
formations igncre any negative modifiers to
ther Courage.

Amroth to Gondor: As long as thay are
within 12° of Prince Imrahel when he calls 8
| The Men of the Outlands Heroic Charge action, all formations n thes

Dalt

If you ‘nclude the Fefdams of Gondaor (see
{page 13} and the Swarhost of Dol Amroth
battiehcsts in the same army, the Swanhost
i of Dol Amrath will gain the Stana United
rule isee page 131 as if they were part of
the Fiefdoms of Gonoor battlenost.

Knights of Dol Armrath

gnosl glso count as having callea a
Haroic Charge action, In addition, as long as
they are within 12" of Prnce Imrahi when
ae cal's an Epc Charge action, 2l farmations
r this batt'enos: alsc count as kaving called
an Epic Charge acticn.

Knights of Dol Amrath

fdan-at-arms of

Dol Amrath




75 points + modefs

"The Fiefdoms of Gondor

With the armies of Sauron spreading aoross Gondor, Minas Tirth has need of her allies Tke never cefore,
The fiefdoms of Gendor are meny énd wizespread, stretching from the Mountains of Mordor to the Greal
Sea. Though sach is given leave Lo govern themsetves, all are swarn to the defence of Minas Tirith in
times of peace and war, To this end, when the Beacons of Gondor are (it and the czll for assistance is
answerad by all the Teldams of that realm. From neighoouring Lossarnach to lands as gislart as Pinnath
Gein do the mean of the Cutlands masch to reinforce the White City, there to stand unitad agzinst the
darkness that, il uropposed, threatens to destroy them all.

A

BATTLEHOST SPECIAL RULES

+ 1-2 Axemen of Lossarnach formations For Gondar! & long as they are within 12" of
{3+ companies}* Forlong the Fat when he calls a Heroic Fight, all

« 1-2 Clansmen of Lamedon formations formations in this battlehost also count as having
{34+ companies) called a Heroic Fight.

« 1.2 Rangers of Gonoor formaticns
{34+ companias)
® 1-2 Minas Tirith Warriors Tormalions
{3+ companies)
* Black-ool Vale Archers (34 companries)
* (-1 Wardens of the Keys

*Ine Axamen of Lossarnach formation Stand United: I twa or more formaticns from this
st incluoe Forlang the Fat. paltlenost are figntng against the same enemy
o IE - formation in the Fight phase, they all receve a +1

The Men of the Qutlands | onus to their Fight value.
|1 you include the Fiefdams of Gondor and the

Swannost of Dol Amroth batllehosts (see page Aim for their Eyes: Duinhirs Blackroot Vale Archers
12} in the same army, the Swanhost of Dol felled Momakil by shooting at the monster's eyas,
Amroth will gain the Stand United rule as if they When fielded as part of this battlehost, Blackroot
were part of the Hefdoms of Gondor battlehaost. Vale Archers’ shooting attacks gain 3 +1 bonus 1o

any rolls on the Hard to Killl table (or equivalent)

Warrior of Minas Tinth

Hlackroot Wale Archers incleaing Cuwinkind

Ranger of Fondor

The Soidvers of Gondar woar

the colowrs of the Felfdar
which they wers recruied,

Rangers of Gondar Archers from the Blaceroo!

dre saethed i groy
cigaes and dare hiue funics
walwlsd Binnaih Galin
sn0armen don lanquansd
wr The Rangers

AT WRAT SCRNST TLNICS

anid sornetimes replace Hheir
finas Tirith Warmors Clansrmen of Lamedon VRSN Cinaks wath hisck ones
when patrolling oty sireots,




Warrior of the Dexd

Warrior of the Dead
Bannier Bearer

varrior of the Goad

75 points + models

“ Army of the Dead

In centunes past, the folk of what wiould later be called the Dwimorberg pledged their allegiance to fight
the minions of 3auron. However, when battle was joined they refused to fight and in doing so became
natnbreacers, Tney were cursed by Isildur, doomed to wander the halls of their homes in a deathlass state.
Centuries later Aragorn, sidurs hein, summons the cursed dead to the Stone of Erech and offers the
damnea a chanca to fulfil their oath ard have peace, Nol even the malice-filled King of the Deaa can
refuse the prospect of breaking their tormented bondage and now a ghostly army follows Aragorn, ther

spectral blaces as deaaly as any of forged iron.

BATTLEHOST

« _ourt of the Dead King
{3+ companies)

» 2-4 YWarriors o the Dead formations
[3+ companies)

v (-7 Riders of the Dead format ons

An Alliance of Living and Dead
If you include toth the Retun of The King (see
page 15} and the Army of the Oead battlehosts
in the same army, the Army of the Deag will
qain the For Gondor! For the King! rule (see
| page 15) as if they were also part of the Return
| of The King battlehost.

Warnoes of the Dead

SPECIAL RULES

Regain Your Honour: The Warrniors of the Dead
fight without any thought other than the
destruction of their enemies, 50 eager are thoy to
fulfil their oath and earn eternal rest. As long as
they are within 12" of the King of The Dead, al
formations in this batt'encst have the Bersers rule.

Terror Incarnate; Enemy formations that are
charged by two or more formations from this
battehost suffer a -1 genalty to teir resulting
Terrar tests, 1 addtion, enemy formations that ose
afight againat a formation from this battiehost will
sutter an Onset of Dismay result onarallof & 1 or
2, instead of just a 1.

Cour! of the Dead King tncluding King of the Deasd)

Warriars of the Dead

: i s vac yAd e AT 0 g "
F am f-'{'fd/’f:rff' ¥ Aedr. :’L."}fﬁf}y'}.’r' e aund S c-."z'f?)r?"f':.'{?’- vt ol J,-";‘-"%Krﬁa’ Plkal sav _é'-f'-?..-j"

= Aragem, The Retum of The King




75 points + models

The Return of The King

As Sauron's Torces threaten to destroy Minas Tinth, Aragorn, son of Arathom ang heis to the throne of
Gongor, has returned. Aragoern has ourneyed far énd endured rmuch, but he nas not travelled such an
epic quest alone. The Danedain, the dour Rangers of the Nortn, answer their lord's summans, as do the

Jrd

a men of Gondor's scuthern fiefdoms, such as Angbor the Fearless and the Clansmen of Lamedon.

Maither is it just men that accompany lsildur's Heir, the Elves Elladan ana Elrobic have fought besides
Aragorn and his kinsmer for many years and they will not abandon them now, and ever at his side stanc
the stalwart Legolas and Gimli, accompanying the King as he returrs to Gondor inits nour of greatest
nees. Thus does Aragom, Gondors rightful King, return to the White City at the head of 2 mighty army.

BATTLEHOST
» The Thres Hunters OR Aragorn, Giml and Legolas
* Elladan
* Elrohir
* The Gray Company
» -4 Clansmen of Lamecon formations
{7+ companies)™

*Cne Clansmen of Lamegon formation must
include Anghor the Fearless

An Alliance of Living and Dea

if yvou include both the Return of The King and
the Army of the Dead battlehosts (zee page 14)

ri the same army, the Army of the Dead will
gain the For Gondor! For the King! special rule
as il they were also part of the Return of The
Kirg pattlehost.

The Three Huntors

Clansmen af Lamedon (noluding Anghar the fearless)

-~ - O - - 2 i
L 'z:f.rrr'f-"r'rw dais peed, 4’}’( dis Kindrea Lof fhe L inedain ride o fim...

SPECIAL RULES

The Turning of the Tide: Aragorm's arrival marks
the turning of the tide for the forces of Good,
snalching victory from the jaws of cefeat, You may
anly use the Turning of the Tide special rule once
per game. If you lose a fight invalving a formation
ir this battlehost roll a D6 — on a A+ {2+ if Aragom
is in the fight} your side is now treated as having
wion that fight.

Surprise Assault: The arrival of Aragorn and s
insmen is as unexpected as it is terrifying for
Sauron’s forces. As long as they are within 127 of
Aragarn, all formations in this battlehost have the
Terror rule.

For Gendorl For the King! As long as thay are
within 12" of Aragorn, all formations in this
battlehost re-roll To Hit rolls of 8 1in a fight

Thie Grey Covnpany dncluding Slacan, Erohir and Haibarad)

Clansmen of Lamagion

~

= Gimli, The Lerd of The Rings

Aragom

Clansmarn of Lamedaon

Haibarad

Groy Company

The GGrey Company drg
named far bath their grim
dpmeanour and the grey
rloaks they wear They are
forbidding men, gnm of
fare and Wi as
weeathered roces.



Gondor Fortunes

These are additional Fortunes that you can select as lang as your army centains one or more battlehosts

from the Gondor army list,

Harn of Gondor 100 paints
The sonorous blasts of this war-hom are encugh to drain

the bravest foo of resolie,

Fersistent effect. Choose ore Gonder Epic Hero in your
army to carry the Horn of Gondar, This Hero counts as a
Hornzlower and causes Teror.

Spirithane Weapons 100 points
These encharled blades were forged many long years
ago by the Men of the Westornesse to ald thern in their
strugnle against the ol Witch-king of Angrmar and
Bing cead rannot abide the towch of such weapons,
Wiha knows how many such weapons e fudden ang
fargorten in Middle-zarth, awalting a lime when they wiil
be needed once more?

Pprgistent effect. Choose one Ganaor farmation in your
army (excluding Warrors of the Dead, Riders of the Dead
of the Court of the Dead King). That formation gains the
Spiritoane spacial rule.

The Valour of Namenor 75 points
The biood of Némenor iz not yot soent in the land of
its ponpie have not ver forgotten & pride

Cacaricdonr, arwd

anel aigriTy

Intervertion. Use this fortune al the cegirning of any
Fight shase. Nom nate one of your Gonder infantry or
cavalry formations. For the semainder of the turn, the
rominates formation will sirke at the same tme as

cavalry (if it is nfanlry) ar as monsters (if it is cavainy.

Barded Warhorses 75 points
Gondor's nobies can aquip thair warhorses walf fine
barding, cladding thoir stoeds in the same sleal as [he

krighis wha nde thom,

Parsistent effect. Choose one formation of either Minas
Tirith Knights or Knights of Sol Amqath in your army
That formation’s Defence characteristic is increased oy 1

Swan Banner of Dol Amroth 75 points
cfive biue banner of the Lord of Dol Amroth is a
potent reminder lo the Men of Minas Tinth that they do
nit stand alone against e owl of Sauron.

The dis

Persistent effect. Cheoose one formation of either

Foot Knights of Dol Amroth or Knights of Dol Ammoth

n your army that has a Banner Bearar. That banner

5 nowy an Army Banner Tor the remainder of the game.
n addtion, if Prince Imrebi ol Bol Amroth s in the same
company as this banner, his Inspinng Leager specal rule
will affect all frenaly formations ot Mer within 18°.

Stand, Men of the Westl 75 points
The courage of Men will not fail this day..

Intervertion. Use this forture immediately aiter one of
your tormaticrs of Men loses a fighl. Thal formation is
automatically steadfast.

Siege Captain 50 points
The Siege Captains of Gondor spend their ontire lives
fie arl of sege and thalr mastery with artiliery

15 secang 10 none,

train

[

ritervenlion. Lse this Forune at the beginring of

the Shool phase. Normirate one of your Gonde
farmations with the Artillery specizl ra'e. For the
remainder of that turn, the nomirates formation adds
+7 te any rells on the Artilery table Oncluding the
Avenger Bor Thrower table)

Hidden Weapons Cache 25 points
Armourias and forges are nol commaonglace outside of
Gondors cities and so many veterans, cspecialy Rangers,
have come lo rely on fidden stores of weapons o
relace their broken swords and replenish their arrows,

Fersistent effect. Before forces are deployed on the
board, nominate & sing'e building or ruin. Any dnit
(frena of toe) that occupies tais feature counts as having
bewes, shields and two-harded weepons in addition to s
nigrmal equipment. Se sure to tell your apponent which
waapon the formation will be using in a fght.







Valiant and proud, the Riders of Rohan are the greatest horsemen in all of Middle-garth. Their mighty chargers
are descended from the Mearas, Elven steeds whose strength and speed was legendary. Their noble lords are
from an ancient bloodline of powerful warriors, who in ages past wrested the fertile pastures of their land
fram barbaric tribes of Ores and Evil Men. The cowardly minions of the Dark Lord fear the wrath of the horse-
lords of Rohan to this day, and none have the courage to stand against the thundering charge of the Rohirrim.




75 points + models

4" Théoden’s Guard

Fvery young Rider of Rohan dreams that one day he will distinguish himse™ encuah to be chosen to join
the Kings own bodyguarg. That is the greatest honour that @ Rohirrim can ever hope to achieve — to ride
at the side of the King himself, to one day kave the charce of performing some great deed under the
oyes of the Lord of the Mark. For to be prased by the King in front of 7is reunited companions in the
Great Hall of Meduseld is \ndead the hignest ooon that a warrior can be granted. And whather this praise
5 going to be granted o them in person, or posthumous'y, is immaterizl to the loyal knights

SPECIAL RULES
For the King! 4s long as thay arg withn 127 : Théndsn
of Théoden, all cavalry formaticons in this
battlehost cenefit from the Cartn-shaking Charge
rule on a roll of 44 rather than 6.

BATTLEHOST
= Theécaen, Eing of Rohan
= (-1 Deorwing, Captain of the Roval Guard
* Tha King's Guard
[3+ companies)*
# 1-3 Royal Knights tarmations
{3+ companies) OR
1-3 Rehan Royal Guard formations
{3+ companiesi*

Fear no Darkness] &5 long as they are within
12" of Théoden, all formations in this battlehost
ignore any negative modifiers to their
Courage value
*hote that this battishost can consist of aither

cavalry or irifantng but not both, The King's

Guard must include Gamiing with the Royal

Standard of Bohian

Gamiing

The King's Guard (including Thioden and Gamiling) Ryl Knighis

Rohan Roya! Guard

Al of the hard-peckod

FRodurriery that have the

U od fhis fe dhe Rovr when we drgay s
- ¢ - 7 el i
fitgfeiiter. i r'-'{)rarfr'r'(f;' A, Vewr ﬁ‘f' ARy

I s s TRy, Ten
-""u-."r’q"};.“rr"-f i ,x“']'.-av,': i v Wl

- Théoden, The Two Towers

hovour af niding anll the

kg of Rohan as his
persanal booguand roome
a shiekd with bumished qoid
I=af detading. Thin spmbal of
duty and strength, 25 wall 25
mieir fighting prowess and
couEge, sefs them apart
fram the other Riders.



50 points + models

&

"Warriors of the Westfold

The Westfo'd, the westernmast part af the Kingdom of Rohan, is the region that suflered the most fram
the invasion of Saraman's legions — its villages burnt, its people slain or taken inta slavery oy bruzal
Uruk-har and vengelul Gunlendings, The Westfolz's first line of defence against these marauders are its
Dathswiorn Militia, the Warriars of Rohan, ang their captains, brave warriors who garrison the
walchiowers of this realm and whe must defend her villages. 1t s these solziers that must nold back the
tie 'ong ancugh for renforcements to armve. With the legiors of warriors at Saruman’s command, the
Nardars of the Westfald are vastly outnumosred, bul the Men of Rckan are deferding their homes and
their families ard so fight with a grim determination, even in the face of such overwhelming odds. The
fighting is bitrar and blocoy, the Men of the Westfo'd fuel'ed by a miure of hatred and desperation,

o

eager 1o exact 2 small measure of revenge for Ine wartor destructon of their homeland

BATTLEHOST SPECIAL RULES

» Grimoold's Helmingas Grim Determination: As long as they are within
(34 companies) 12" of Grmbo'd, all formatons in this battlehost

» 0-1 Erkenbrang, Caplain of the Westfo'd re-ral their Panic test il they roll an Onset of

o 7-4 Cathsworn Mltia farmations Dismay resut,
3+ companies)

» -7 Oathsworn Bowmen formations Bitter Hatred: All formations ir this battienost
[3+ coampanies) re-roll T Hit rolls of a 1 when fighting 'n cose

combat against any formation from the Fortress of
lsengard faction.

Gnimbain's Bannar Bearer

Grirnbai’s Helmingas (i

fdivng (rrimibai) Darhswom Miitia

iy of Bohan

The Cathsaonn hilitia of
Rohan are brave warmors
arprioured with plam ipather

Jorking undarmeath a simple

it of rale of chainma

hanmers are the 51

the hoese-lards of Bo
Catfswearn My Gathaaarn Bowrnan
are glothed i
attive Larmmasy ot
peoples of Rohan, leathers
of dark brovens conr=emng Fa ot Wk, ., b o P 3
with their distinctive green | “r dread J}.-’; w dawdeed wen foew de IVeddodd, mg Lord,”
cioaks — the colnur of the i ’ e -
green hills of Rahan fteslf. | - Grimbeld, The Return of The King
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75 points + models

4" Riders of the Westfold

The Lord of Westio'd, Erkenbrand, is a great warrior and it is said that the blood of Helm
Fammernand Fows true in his veins, His courage and Teals of herism arg legand in Rohan
anel those whao fight by his sice endeavour to live up to his gaalities. Wherevar Erkenbrand’s
distinctve red shield is seen, Men know that hope is not yet lost, for wherever he goes, the
spears of the Westtolz will surely fallow, Erkenbrand bravely lea the defence of the Westda d,
fram the tragedy at the Fords of lsen where lsengard cpen'y declared war against Rohan, to
the legendary siege of Helm's Deep where his warrors arrved just in time to take vengeance
for the devastation of theirr homeland by crushing the army of the \White Hand

.{i%

BATTLEHOST SPECIAL RULES

» Erkenprands Ridars OR Lord of the Westfold: A5 long as they are
Erkenprand, Captain of the Westfold within 12 of Ersenbrand, all formations in

= 3-f Riders af Roban Foreds this battlshost re-rall fzilad Terror tests

[3+ companies)
The Valour of Helm the Hammerhand:

g

As long as they are within 72* of
Crkenizrand, all tormations in this battlehost

strike at the same Time as monsters. : Erkanbrand

Frkenbrand's Riders (including Erkenbrand)

I'.'!':'."'Ii;-'-_'l-' ._.J'-:; Tl

Fricenbrana’s shiskd Bears the spmbal of the
arse of Aohan on a hrghr reg Hiaig,

white b

fmiar markings on

l=ader by aigplaping
thair gwen shields and banners, 3 detail
Adiich makes tham sfand out amangsl the

atfier warriars of fohan

Ruders of Rohan fiiclers of Rohan
'1 SRR o - - - A - m g
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= The Two Towers




Eamer

'.Ol'l'l!"'."i Aaniner Rearer

The riders wnder the contral of Eomar

depicting the star and horse feraldny of
Rohan. Eome

fowrs, & cosn

starlet, are proudly shown oo bis porsena!
Barirer and are bome into battle by 2
favourod warmor of the Sidderman

25 points + models

4" Eomer’s Knights

Though estranges fram the Court of Rahar due to the mach nations of Grima Worntongue,
comer, a Marshal of the Riddermark, could rever truty abancon his homeland. Thus he and
fis Eorad resoivad Themselves to patrolling Rohan’s borders, ho'ding back tha Ores, Uruk-hai
and Cunlendings whao were ramzagirg through the realm of the horse-lords. When Gandalf
brings word to Eomer that bis uncle, the King of Rohar, is besieged in Helm's Deez, no time
5 wasted in rding to their rescue. Lad by the legerdary White Rider, Comers Knghts became
nigh urstoppable. &5 they charged the snermy, Fvil creatures felt their resclution fa'ter. The
tightest pike olock and the sturdiest shield wal' broke apart as many of the minions of Evil
turned tail and ran in the face of such a sight — thair fermaticn irredeemably disrupted,
weakened and npe for cestruction.

SPECIAL RULES

Run them Through: A= long as they are
within 12" of Eomer when he calls a Heroic
Charge, al Tormations in this battlehost also
count as having ca'led a Hernic Charge.

BATTLEHOST
» Eomer, Marshal of the Riddarmark
# [)-1 Gandall the White
= 4-b Riders of Bohan Ecreds
[3+ comparnies)

Light of Battle: If Gandalf is includes ir

this attiehost, then he gains the Light of

- : - Battle rule. As long as they are within 12"
FRedervim! Lo tite Ring! ot Gandalf, all formations ir this batllehos!

. will nevier lose their charge sorus for

— Eomer, The Two Towers  charging pike-armed eremy formations

Ricars of Rohan (ncluding Eomer) Riders of Rohar

Ricers af Ronan Rigders of Rohan




Rohan Fortunes
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These are additional Fortunes that you can select as long as your army contains one or more battlehosts

from the Kingdom of Rohan.

Horns of the Rohirrim

The scnorous sound of the hunting ho
a herald of refief and succour for its &l
impending doam for ils enermies,

125 points
wns of Rofan (s
s, and a sign of

Imtervention. Use this Fortune al the begirning of any
Friority chase, Until the beginning of your following
turn, all friend'y Renan formations with a Hornblower
cause Tarros,

Mow far Wrath, Mow for Ruin! 75 points
After a rousing spaoch from their lord, the Riders of
Rohan charge forwards fike a bolt of lightning, runring
dowen all in their path.

Intervention. Use this Fortune immediately betore
rolling for the charge distanca of one of your Rohan
cavalry formations, That rall is automaticaly a &
unstoppzhble charge

An End Warthy of Song 50 points
The heroic sacrifice of one of their champions nspires the
men of Bohan to great acts of valour

Interventon. Use this Sortune when one of your Rohan
Heroes i5 slain in a Heroo Due, ust before semoving the
model. Al friendly Heroes within 12° of the oying model
immediately gain a poirt of Might, This can even raise a
Hero's Might above hrs starting value!

Legendary Throw 50 points

Krcwving that monsters will wreak carnage if not

stopped, @ Horse-lord rises in his stirrups and, with a oy
r N

casts his spear into the heart of the mighty beast

Intervention. Use this Fortune during cre of your Shool
phases. Pick 3 sngle enemy monster within & al ore of
your Rohan Heroes. Roll & dice, on a 2+ the throw strikes
true and wounas the cragture — immediately rell on the
Hard to Killl table {or equivalent), and app’y the resdaiz 1o
the monster.

The Strength of the Mearas 50 points
The horses of Bohan are desconded from the lords of
horses and some of thair strength =il flows through the
veins of these nobie steeds.

Persistent effect. Choose one Rohan cavalry Tormation in
your army - ther Strength is now increased by 1.

Bring it Down! 25 points
This Cored has been especially rained o hunt and
destroy the Trols and other monsters that infest the
southerr foothifls af the Misty Mountains. These brave
warriors fiave slaim many foul creatures that would
othenise be free to pray upon the people of Rohan.

Persistent effect, Choose a single Commeon Rohan
nfantry or cavalry formation in your army. Tris
farmation re-rolls any To Hitrolls of a 1 when fighting
#0ainst monsters.

Defensive Stakes 25 points
The Maon of Rohan sometimes bodster their defences with
sharpened stakes hammerad into the ground. Though
simple, they are extremely effeciive.

Persistent effect. Before forces are deployed on the
board, nominate & single defensible terran feature that is
either a building or ruins. Any formation (friend or foet)
occupyng the terrain feature counts as being armed with
pikes in addrion to ther normal equipment.

Headstrong Young COnes
The young Riders in this Fared are more
to prove themseles on the fieids of baltle

25 points
an eager

Parsistent effect. Choose one Comman Eohan cavalry
formation in yvour army. Bvery tme this formation rolls an
unstoppable chargs resull, its companies get D6 extra
attacks rather than D3

Lord of Horses 25 points
Gandails noble mount is none other than Shadowlasx,
Iord of Rorses. In his presonce, the steeds of the

Fokirim scam to gallop stronger and faster

Persistent effect. While Gandalfl the VWhite is with
2 formaton of Rohan cavalry, thal Tormation
automatica ly passes their AL the Double! tests,



The wisdom and martial skill of the Elves is without equal by the mortal races of Middle-earth. They are
graceful and majestic beings, infused with an inner glory that Evil creatures tremble before, For many centuries
have the Elven Kingdoms battled the minions of Sauron and though the numbers of the Elves are dwindling,

they remain powerful foes that oppose the will of the Dark Lord. The Elves stand ready to protect Middle-earth
against the evil that draws near, now as they have always done.




75 points + models

Thranduil’s Host

The Wood Elves from the Halls of Thrandail, desp in tha heart of Mirkwood, are staurch supporters of
the fight agairst Sauron. Indsed they are al the very forefront of such cattes, for the evil, haurted realm
of Do’ Guidur lies upon the doeorstep of their realm. 12 is @ brave foe indeed whe trespasses into the
wioodlard realms of 1he Flves, for their wardiors constantly patrol their corders and they are skilled indeed
with the bow Thranaui's kin are canny toes who strive to outmanoedvre ang ambush ther unsuspecting
anemies piecemaal rathar thar face them in bloody, open comiat. To this end, the graceful Elves move
risitrly through the woadland, completely silent but for feigned voces and mystica’ songs thal lure their
quarry inte carefully prepared traps. Without warning, the Wood Ehves strike their Largals down with
afficient voleys of arrows, killng their enemias without ever being ssen,

BATTLEHOST
« Thranduil, ing of Miravood
# 0-7 Legolas, Prince of Mirovcod
« -2 Mirkwood Sentinels Tormations
* 3-6 Wood BT Warbands
(34 companies)

SPECIAL RULES

Woodland Stalkers: All Tormaticons in this
hattlehost can use the Ambusaers specal rule, but
can on'y do 50 in wooos or forests

Tree Folk: & formations in this battlehost receive
an zoditional +1 to their Defence bonus wher

Thrangl

occupying a defensible terrain feature that is either
- A A woods or forests,
L TRey Gay v broa e see fovwe el Eer
[ e g e et Thranduil's Nables: Thrarduil 15 accomgzanied by
couldd. shool goa i Dhe darve, * the roblest warrors af his realm. As lang as they
are within 12* ot Thranduil, all formations n this
- Legolas, The Lord of The Rings  battlehost re-roll failed Coursge tests.
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Galanne!

Calshorn

Galadhirim Warnor

Galadhrim Archer

The (Guandians of the White
Lady have sanm fo giv r
Vs to protect Galadiiel
Cueen of Lathidrien, Thay
weear cioaks of purest v

and armour of ghoaming
siven {5 said that thelr
bavestnings Bach Cantain
seyeral THETT of the
Queen's own hain

2h

75 points + models

& Lothlorien Warhost

The woodland realm of Lothlarien is the greatest of all Elven realms that remain in Middle-earth. tis
through ke martial skill of its warriors and the secret strengtn that s hidden ameongst s glades that this
place of power has endured against all the evils that have beset . However, 1 is more than Elven slesl
and slendar-arrow that guard Lothlérien, for it is here that some of the wisest and nobrest o Elves dwell
and they wield mighty magic. Bost powerful of them all is the Lady Galadriel. Descended from the
mightiest of Elvenkind ner power is terrible to behold. Whilst the Eves of Lathldrien ramain in Middle
parth they will protect the lznds of the Free Feoples and opoose the Dark Lo,

BATTLEHOST

* Galadriel, Lady of Lothlanen R
Galadriel, Frotectress of Lothléren

s Cplenore, Lotd of Lothldrien

= 3-& Galadhrm Rag merts
[3+ companies)

* 1-2 Galadhrm Knight Regiments
{3+ companries)

# -2 Galadhrm Archer Regiments
(34 companies)

« 17 Guardians of Caras Galadhon

« 0-7 Guards of the Galadbrim Court

Galaghnm Regiment

SPECIAL RULES

Mare than Songs and Arrows Protect Us:
Whenaver a Hero from the Lothldrien Warkost
attempts a Will of Iron roll, he may #dd +7 to the
result f he is within 22" of Galadriel

The King and Queen of Lothlérien: IT Ceeborn
formation makes a successiul charge, the anemy

muJst take the ensuing Teror 1est on three dice,
discarding the hghest rasull.

Galadhrim Regiment

Galadhnm Knight Reguenentd




50 points + models

#y Rivendell Guardians

The Haven of Rivendell stands as a bastion of lght in & world thal has dwell for too leng under Maordor's
shadow. It is a tranguil place of wisdom and healing thal is veiled with power, tor this is the home of
Flrend, Master of Rivendell anc greatest of the lare-mastes in Middle-earth. Elrond was present during
the Last Aliance of Ben and Elves whera na was the herala of the High King Gil-galad bimself. Elrond nas
ever strives to see 2n end to the threal of Sauran ang he and his warriors have been fighting sgainst the st
Dark Lerd and his Oros for many long years. Flroned is aided by a council of the wisest Eves, chief amongst Efrangd
wharmn is Erestor, an esteemad member of the White Council. Together they have forged plans 1o reart
Sauron's cevilry ard Elves from all over Middle-earth travel o Rivendell to give what aic they can. Now
that the forces of Mordor are once maorne in ascendancy, Midd'e-sarth has need of the wisdom and sworas
of Rivendell lice never hefore.

BATTLEHOST SPECIAL RULES
* Elrang Tangado haid! Witk 2 cry, Elrond arders nis
* Rivendell Guard wearriors 1o nold their postions and slay the Ores.
» 1-2 High Eif Archer Regments As lang as they are within 127 of Elrond, all
{3+ companies) farnartions in this battlehost re-rcll any To Hit rolls
# 1-4 High Ef Regiments o a 1 against Crce. In adgition, as long as Elrond
{3+ comganies) iz alive, formations of Org infaniry do not receive s
* Giloor's Household any bonus dice for ciarging against formations Gilchar
{3+ comoanes) from this battlehost.
* -2 High EFf Cahorts L Gitdar ang hus howsehoid ane
The Wisdom of Rivendell: If Firand ard Crestor frequent traveliorns 1a
= -t are in tna sama compary in the Priorsy phase, f Rvendol! and sraunch
§ o B ix Ao ow f-.&f-m‘r-f»ﬁ s and the roll-aff o determine priority results in a | sugpoerers in the fight
-~ Ao e draw (after any othes maodifiers), do not re-ral the against ewll. Gildor has often
aredhidand fe ategdl r-',.-"r Aderdor... * dice - the Good side is assumed to have won the | aided e Eves of Aivendel
i resu’t insteac. | and hoids both Elrond and
= Gandalf, The Lord of The Rings . Erestor in high estes,

Whan fighting alongside

their Rivenaell cousins,

Gitdor's Eves are ciothed n

white robes (0 hancoer

Erestors position in the
hate Covnei,

fvvonael Guard fnnlading Eresrard Hegh LI Reqiment finchading Srand:

Erestor

High Eif Archer Regimen! Gildar's Housshold (including Gildor,




Haildir's Hannar Beaner

vhiler his archars anp
raEied in the deen hiue
cloaks that mark tham as
the warriors of Lodhidnen,
Haldir pagars g cloak of
Do red Haldie's wearriars

s ICOnOra

syt coluur il ther
o Goiden arrmguy
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50 points + models

@ Haldir’s Archers

A the sound of borns ase heard approaching the fortess of Helm's Dees, the beleaguered defendess at
first fear that the dread legions of Uruk-hai have finally arrved. Howesar, it is no Ore-horn that is heard
and the Rohirrim instead recewve some most unexpected allies. A column of Elves has marches 1o he
succour of Men, Al the head of the column stands Halgir whose faith in the alliance that cnce existed
betwean Man and Eves is 2o graat thal he willngly volunieered to lead his warriors to stand side-by-s de
with the defenders of Helm's Deap. Hzldirs detachment is quick o man the Cecping Wall whese they ars
advised oy theirr Mirkwood cousn Legolas of the wesk spots of their opponent’s armour. To a mere kMan
such knowledge would be worthless, bul Elves are expert shots, able to exploit such vulnerabilities. With
warnars such as these to oppose Sauman’s army, Helm's Deep may still have & chance.

BATTLEHOST SPECIAL RULES
= Haldirs Elves OR Hadir, Guardian of Larien An Alliance of Elves and Men: The sight of Elves
*(J-1 Lagolas, Prince of Mirkweod fighting alorgsice them rases the bearls of Men,
# 7-4 Qaladnnm Archer Regiments Haldir has the (rspining Leader (Flves and Wer)
[3+ companies) akylity.

Shoot Where their Armour is Wealkest: 45 ong
as they are witnin 12" of either Haldr or Legalas in
the hoot phase, all formations in this battenost
re-riall failad To Hit rolls against Uruk-ha'.

Haldrs Elves finciuding Halai

Gaiadhrim Archers Galadhrim Archers
-~ et T 3 =
AL R e !
e qre Arend. e .-"ir'!;.’.ﬂi‘ dilandde Low. svwrce M
; ! !
o A [

— Haldir, The Two Towers




Elven Kingdoms Fortunes

These are additional Fortunes that you can select as long as your army contains one or more battlehosts

fram the Elven Kingdoms.

Star-glass 125 points
These giass phials olow as brightly as 2 siver flame, a fight
so pure that evil creatures cannot abide jts glare,

Persistent effect, Choose one EIf Hero or Epic Hero in
gour army — this s the hearer of the Stargass. Enemy
formations wishing ta charge a tormation containing thes
Hero must re-rall any successful Terror tests. In zddition,
such is the blinding light of the Star-glass that enemy
Heroes (including Epc Heroes ard Monstrous Heroas)
that fight 'n a Heroic Duel against the bearer suffar a

-1 penalty to their Fight value

The 5tandard of Lothorien 75 points
The intricate standard of Lothionen s a spmbal of the
glary of an age past when the Dives” power was at its
height ini Middie-earth,

Fersislent effect, Choose one formation of Elves in your
army that as a Banner Bearer. That zanner is nowe an
Arrrry Banner for the rermainder of the game, In addition,
f either Galadrizl {Lady of Lothlénien or Prolectrass of
Lothlérien) or Celeborn 5 in the same company as

this banner ther they gain the Inspering Leader {Ehes]
special rule.

Enchanted 5tone 50 points
Many Elven jords possess @ hery, an enchanted Eff-stone
that shines a brigh! green wheraver ovil urks. With such
stones the Ehes are forewarned of trospassars and can
ambush the ambushers.

ntervention. Use this Fate after an enermy Tormaticn witn
the Ambushers special rule deploys within 24° of any of
your farmatons of Elves. Select one of your langhow-
equipped units that is within range and line of sight of
the ambusning unit. The nominated unit may immediately
shoot the ambushers — this is an additional, but out-cf-
seguence, rourd of shooting and dees rot prevent the
formation skonting again in the Shoot phase. 0 aodition,
such s the surprise of the amoushers at being caught that
they receive ro Defence bonus from the terrain against
these attacks.

Galadhrim Cloaks 50 points

It is hard for even the keen epes of the Elves o see those
clag in those anchanted cioaks,

Persistent effect, Choose one Eldish format.on in your
army. That formation now counts as having enchanted
cloaks. Formaticns thal already have enchanted cioaks
gain the Ambushers special rule.

spiderbans Weapons 25 points
Forged by the Dlves during their struggle againsi the
spicters of Do! Guidur these weapons camy enchianiments
fo siay foul arachnids.

Persistant affect. Choose cne formation of Elves in your
army. That formaton gains the Spiderbane specal rule.

Sacred Haven 25 points
Most denizens of Middle-earth fear the Elven realms as
much as they fear the Elves themseives, and do nat
wiilinghy enter such favens.

Persistent effect, Before forces are deploved on the
bozrd, nomingle & single building, ruin o forest. Enemy
farmalions must pass a Courage Test to move through or
occupy this terrain feature.

The Mirror of Galadriel 25 points
from the giittering reflections in s sivered Hasin wisions
of the future are revealed to the White Lady of Linen.

Intervention. Use this Fortuna at the beginning o any
Pricrity phase in which players need to roll-off o
delerming prority. The player using this Forune rells two
dica and selects the highest waen determining who has
the pricsity auring tais tarn.

Wisdem of the Firstborn 25 points
The wisdom of the Elves gives thern an innale
understanding of magic.

Intervention. Use this Forture in the Move phase cefore
any of your spelicasters uses a magical power. Select one
af your Elvish spellcasters. For the remainder of that turn
that spellcaster may re-rall any failed Focus rols.

(r el
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Though the holds of the Dwarves are disparate and their might is diminished from the days of their glory,
their power is not yet spent. The Dark Lord is wise to consider Durin's folk among his gravest enemies.

Even as Sauron musters his power and Evil forces swell in the dark places of the world, the Dwarves ready
for the coming sterm. In Erebor, Dain Irenfoot has sent warnings to his friends and allies, in Dwarf holds and
fortresses across Middle-earth banners have been raised and the kinbands summaoned. In the War of The Ring,
Durin's folk will stand undaunted against the rising darkness.




75 points + models

The Host of Erebor

Sadron's brinery has failed and his threzts have fal'en on dea® ears, Dain Irorfood, King Unaer the
Wountain has refused bis overtures of peace and instead wres Lo the councl’ of the wise, warning them
af the shadows rising in the east, Erebor is novw the greatest fastness of the Dwarves, and there Ddin is
gathering & mighty throng, faithiul knsman whose loyvalty is as strong as the Dwarf-forged armour they
wear and whose warriorsk s are as sharp as the axes they wiela. When Sauron’s armies come to Erebor,
as 3 s surz they will, thay will find a fos urdaurted by the Dark Lord's malice, for whilz the King
Lnder the BMountain still draws zreath, the Dwarves will tear no evil.

BATTLEHOST

* Ddin lrontoot

« 0-1 Kirg’s Champicn

« hrins Guard

® 2-4 Dwarf Warrior Kinbands
{3+ Compénies)

o 1-2 Dwarf Arcner Kinbanags
3+ Companies)

® [1-2 Khazad Guard Kinbands

SPECIAL RULES

King Under the Mountain: Dan s a fearless and
wise king, and be has led bis peopla justly for
many ‘ong years, As ‘ong as they ase wethin 12° o
[air, all formations in this battlehost re-rall failed
lerrar tests In addition, Ddins Courage can never
hie moaified (up or cown).

My Thought is my Own to Spend: Dain is
stuboorn, even for a Dwarf, and he aoes not easily
bend to the will of others. Dain can spend Might
points to resist a spell cast on his own formation,
or any Host of Erebor formation within 127
Furthermore, Dain adds +1 to any Will of Iron ol
that ha maxes

Rftinn's Guard fncluding Mdnn angd D fronfost Cwant Archer Kinhand

Dwan Wamior Kinband Cravart” Wlrmior Kanbaid

Lol Pl o : i
‘A ;?._)r‘"r(r),-"r'.-: Aedad weld e .-'H:'x dafage £ r.“{':f'.!e’g;f'r' Gt Edves or Aden or Flodécts
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- Gandalf, The Lord of The Rings.
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Guard of Erebar

The great sast-west road that runs between the G

Blue Mountains and beyond into the wilds of Rhudaur,

50 points + models

Drar’s Wardens

arey Havens in the wiest, through the Dwar? mines in the

5 a well-travelled and much-journeved supply

route, Along this road travel scores of Dwarven traders, bringing wealth and information to the Dwar?
holds that lie along it. It is the duty of every Dwarf ho'd to provde safety and protection for the travellers
that pass along this road, 2 duty taken very serious'y by Drar and the Dwarves of Frebor. Drar leads bis
patrols quickly over the land; the cetter to ambush evil trespassers and put bus famed marksmanship 1o
the test. Those foes that do not fall to Dwarven arrows must fzoe the blages of the doar ke Guard
rencwned for their devastating charges and grim determinaton Lo keep the trade routes sale.

BATTLEHOST

* [Drar’s Hunlers
[3+ companies)

» 2-4 Dwearf Ranger Kinbanas
{3+ comparnies)

* 1-2 Iran Guard Konbands

T f'}'* .r.y"- rj/"r ! fen :._".:f?fm,r‘ il frn'.;.".-*
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- Gimli, The Lord of The Rings.

Orar's Hungers (including D
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SPECIAL RULES

Dwarves Too Can Go Swiftly: All formaticns n
this battlebost nave a Movermnent vzlue of 6 and
the Pathfingers {Master) agilin. In aadition, as long
as they are within 12 of Drar, &l formations in
this battlehost will automatically pass their At the
Couble! tests.

Dwarves Make Light of Burdens: Tha Duwarves
who guard the east-west road ars abla to march
sw (L, unencumperad by even greal burdens. As
one as they are within 12" of Drar at the start of
the Move phase, all formations in this battlehost
can make a full move and still fire their bows in

the Shoot phase.

DwaiT Ranger Kinhand

froan Fuard




Dwarf Holds Fortunes

These are additional Fortunes that you can select as lang as your army contains one or more battlehosts

from the Dwarf Holds.

Baruk-Khazad| 75 points
The Dwarves are famed for their axes, for blades

that never lose their edge no matler how many foos thay
cut down

Persstent Effect. Choose one Dwarf formartion in
yaur army, that formalion raceives +1 to all ralls
to hit throvghout the game.

Khazad Ai-menu!

With a lerible warshout, Durin's falk furd
tharmsalvas at the cnomy scattering the fog
with a termifying change.

75 points

Hp
L

Intervention. Use this fortune immediately betore rolling
the charge distance of gna of your Dwarf formations.
That rell is zutomatically a & — unstoppable charge!

The Gleaming Haorn 75 points
Drvvarves are makers of the finest reasures and minkesis,
both functional and beawtifl This magestic horn,
wrowighl froeme fair sifver, sounds with a clear clavicn call
cudd enough o shake the mountamions,

Inlervention. Use this at the start of the Charge pnasa
Meminate a Dwarf Hero in your arrmy, A friendly Dweart
units within 127 of that Hero cause Terror until the eng
of the twrn.

Dwarven Stonework 50 points
The Dwanen knowiedge of sfonework and masonry (s
second to none and their formitications are amangst e
strongest i all of Adiddie-sarth.

Persisten] affect. Betore forces are deployed on the
boarg, nominate a single defensble terrain fealura that is
aither a building or a ruin. That feature’s Defance bonus
roreases by 4. This Fortune cannot be combired with
the Forgotien Fortifications forlune fram the War of The
Ring ruleoook.

Gold-lust 50 points
Chwarnses are lovers of leasures and trinkots and all fine
things, ke ey sifver, gold o best of all Mitholl Such jus!
for riches has, in the past, driven Durn's ol fo fght on
when all seams lost, defing sense or regson,

Persislert effact, Mominate one Dwarf formation in
your army, That formation gains the Inzomitable
special rule.

Master Craftsmen 50 points
Cwaarf worksmanshig 15 invanably of an extracrdinary
standard and this holds tree of evan their war

machines, which are both carelully constructed

and lovingly mainiained

Intervention. Usa this forlune before you Tz one of your
[revarl Ballista Tormatians. You may se-roll any dice when
rexlling on the Ballista tasle, and wher deermining how
mary s have been caused.

Sworn Foe 50 points
Drwarves are siow to forget and stower sil io forgiee
Somewhere on the battlefield &5 a fe of D
and many strong caths have been witered against him.

Tk,

S

Parsistert Flfecl. Choose an eremy Hero at the start of
the game, Ary Dwarf Hero can issue a Heroic Duel
agains: the larget without having o spend & Might coint

Lang Memories
The Dwarves have stocd firm throughou! the ceniu
unwavening in the face of many ew! schiemes and
cunning plows. Never let it be saed that they do not inam
from their suffanng

25 points
(=1

risrvention. Lse this Forture at the beginning of any
Priority chase. For thal phase, you may roll twe dice
when rolling for pricrity, giscarding the lowest result.




As Sauron's armies spread across Middle-sarth they trespass into the lands of the Forgotten Kingdoms. The
Dark Lord's armies have devastated these lands and the beings who dwell there can no longer stand idle as
Sauron's armies threaten to destroy their realms. Amongst those who have roused in anger are the Ents of
Fangorn Forest, powerful creatures who now stand as allies to the Free People of Middle-earth, joining them in
their struggle to defeat the Dark Lord forever.




75 points + models

%%“ Last March of the Ents

Having escaped the evil Grishadkk deep in the heart of Fangorn forest, Merry and Pipgin fall
into the care of Treezeard, a mighty Ent. The Hobbits warn Treebeard of Saruman’s treachery
and urge him o helg ther frends. Seing first amongst the Ents, Treebeard summons his kin
to an Entmoot, a great conference where the tree sheoherds can discuss the il goings-on in
Widdle-sarth. Whilst it only tzkes several hours for the Ents to agree that the Hoboits are
ndeed not Orcs, the fate of Saruman the White Wizard i= not such a short debate. Afwer
three nights the tnts finally reach their cecision. Mot since ages past have the foul Ores and
their axes so despoiled the Torest, nawing the vary trees that took ool whilsh the Ents were
still young, Such wanten devastabion cannot go unpunished, and o the Ents nowe march to
lsengard, to hew the stones of Orthane, 1o break down ts doors and to put to ar end the Treebeard
White Wizard's destnuctive ways.

BATTLEHOST SPECIAL RULES
« Treaheard To Isengard with Doom we Comel All
* 3.0 [nts Ents from this battlehost re-roll To Hit rolls of
* 0-1 Quickoeam a 1 when ir close compat with formations
* (-1 3eechbone from the Fortress of lsengard faction,
- Ra-hoom-rah! A5 ‘ong as they are within
O eave o & Ge Cats 12" of Tresheard, all Ents i this battlehost

can re-roll the dice to determina how far
- Treebeard, The Lord of The Rings tnay cnarge.

iroehoard

Ent

The bark-like skin of the Ents can vary in
caiour from the dark brown of an oak fo
the white af a siver birch. Like the frees of
Fangorn Forest itsalf, the bodies of the

can be coversd in b

nght mosses,

Ents o dohens and fungl and many Enes”

leaves change colour with the seasons,
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Gandalt the Grey

Hobbit Ml

Hobiyit Archer

Habibt dilitia

Ar 3 e, Hobbits gion’t
WA UNIONTS o Cary any
haaldny — they go 1o batte
in thair sverwday ciothes
({thaugh naturally nob dhei
best everyday dothes), Al
Hobbits share & e of
natural cofowrs fand Food)
50 Browens, greens anod
poiioas fand food stains)
AfE COMMaRIEee Annongst
their raiment.
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25 points + models

‘% The Muster of the Shire

[he Shire is an igyllic and peaceful land, yet © has not been lell wholly untcuched by war. Goblins, Cres,
Wargs ana Trals lurk within 2 day's travel of the Shire's ouler borders. Though maost such invaders are held
at tay oy the watcnful Dinegain who seek to presarve he Hobhits tfrom harm, some beasts get through
and must be dealt with by the Bourders of the Shire - Hobbt Archers weth quick wits and deadly aim.
Even s, 't is rare for a large number of Hobbits to bang together in the cause of battle, for they are
essentally peace-loving Tolk, In the past, most such occasions have ceen spurred on by survival, such as
during the White Woll invasion, or the mucn-celebrated Battle of Bywater in the closing days of The War
of the Ring. These mifilias are sometimes led by a respected member of one of the great Hobhil familias —
a Took, a Brandybuck or even a Baggins - but 7 is sometimes the wil of an cutsider, typically Gardal? the
Grey, thal uniles the squatbling Hobbits, Regardless of now such a muster is raised, il is far more
dangerous than its outward appearance would suggest — a Hobbit is & Tormidable opponent when his
dander is up...

BATTLEHOST

« 0.1 Gardalf the Grey

« -1 Peregrin Took, Guard of the Citadsl

» 0-1 Meriadoc, Esguire of Rohan

» 2-4 Hobbit Milita formations
{3+ Companies)

* 1-2 Hobbit Archer Bilitia farmatons
{3+ Companies)

SPECIAL RULES

At the Head of the Host. Cach formation in the
rAuster of the Shire will have one of the following
spacial rules to represent the temparament of the
tamily that is leading the formation. Choose which
special rule applies to each formation &t the star
of the game, before either force is deployed.

- Tookish Enthusiasm. All Tookisn formations
led oy a Civic Leader ra-roll failed Terror tests,

- Bull-headed Brandybucks. All Erancybucks
‘ormations led by a Civic Leader count as
having Banner Searers.

- Bold as a Baggins. &l Cwic Leaders in a
) o~ ¥ o~ Baggins formation are Courage 5 ang have
U e e fime rl"f'f.{. SEENE Cee finbest the Inspiring Leader {Haobits) special rule,

- Proudfoot by Mame, Lightfoot by Nature.
All Proudfoot Tormations led by a Civic
Leader bave Movement & and the Pathtinder
(Woodland) speca’ rule.
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= Galadriel, The Fellowship of The Ring

Hioddit MiTra Hobiit Milita

Habhit Archer Militia




Forgotten Kingdoms Fortunes

These are additional Fortunes that you can select as long as your army contains one or more battlehosts

from the Forgotten Kingdoms.

Wizards Cught to Know Better 100 points
The Forgotien Kingooms posed it threal (o Saumn’s
pians untl medaling Wizards rowsed their anges Now they
are aware of the belfraval of Wizards, and they are
prepared to resist their soroenes

Persistert elfact, All of your Forgotten Kingdoms Herces
may add +1 1o their Wil of [ron mlls,

Your Staff is Broken 75 points
Wizards wield great power, but without their starfs

o chanine! their spalls, the threar they poss is

greatly recuced,

Intervention. Use this Forune in the Move chase and
rorrinate one of your spellcasters. Instead of casting any
spells that turn he may attemot to break the slalf (stave,
totem, sorcerous crown, et ) ol a sing'e enemy Wizard.
Mominate any enemy spellcaster within 18" of ane of your
spellcasters. 3oth players roll a 06 and add the respective
Masteny levels of their spal casters, IF your opponent’s sooe
iz greater then nothing happens. Othenvise, The enemy
spellcasters Maslesy leval is mimed ately reduces by D3, F
this takes the Mastery level to O or less, he may no longer
cast any spals during the game.

Entwash 75 points
The Ents drink draughts brewed from mountam-spings
calied Entwash, a single swag of which bnngs in
refroshment and wgour (o the drnker

Persistent effect. Choose ore Bl inoyour asmy to have
imbibed & bowl of Entwash. The model can now atiempt
o move At the Doubie! even though T is not a Heroo In
addizion the Fnl now replaces its Hard o Killl special rule
with the Wery Bard to Kil'l special rule.

Ancient Knowledge 50 points
There are baings in AMiddis-garth wiho dre as oid as fhe
mountain and with great age, comes greal wisdom,

Persistent effect. Choose gre Forgotler Kingdoms Epic
Hero in your army, Wholst that moae! is sbll alive you may
re-roll any Priority rolls of & 1

Go Back to the Abyss
A Wizard's strongest loathing s rescrved for

I

50 points

Intervertion. Use this Fortune when one of your Forgotlen
Kingdams spellcasters s invalves in a Fight against an
enemy Spirit farmation lincluging any enemy formatons
leg by a Spirit). The spelcaster and his formation nave the
Spirtoane asility until the ena of the lumn,

Wrathful Weadland 25 points
When roused by the Cnts, the treas of Middfe-earth wall
jain them in npposing the fow' Oros that would destroy
thi forasts.

Intervention. Use this Forture at the starl of any chase.
Mominate a single woodland defensible terrain Teatura
Any formation occuzying that terrain feature immegiately
suffers DE+4 Strergth 10 hits,

Plucky Courage 25 points
Though Hobbits may iack the strength of cther races,
they are not iacking in courage.

Intervention. Use this Fortune at the beginning of any
Fight phase. For the rest of the turn one of your Hobbt
formations is assumed to aulomatically pass any Courage
tests it is requires to take,

Split Stone 25 points
The Enils are made of the banes of the sarth. Thoy are
stronger than Trolls and their fists can split stone IF their
minds are mused 1o the fask.

rtervention. Use this Fortune after one of your Enls
charges an eremy formation occupying a defensible
terrain feature that is either a building or ruins, The
enemy formation immegiztely suffers Gh+d Strengtn 8
nits. After hits have been resolved, the Defence banus
the terrain feature offars is permanently reduced oy 1




Mordar is a bleak, foreboding land, a realm of perpetual shadow surrounded by mountains and crags where
brutal warriors are trained in dark towers. Mordor is nothing less than a bastion of Evil and it is from here that
Sauron rules his armies. Trolls, Wraiths and wild monsters lurk in this blasted realm, but by far the most
numeraous are the race of Ores, foul creatures that infest every part of Mordor, The Orcs form the bulk of
Sauron’s armies, vast hordes that swell in number as the Dark Lord grows in power. 5oon will he unleash his
forces and like a black plague, Orcs will spread across Middle-earth, 5 g blood in the name of Sauron.




75 points + models

@ Gorgoroth Orc Horde

Yalour does not come naturally to Orcs, Only a vast horde, drven at the foe with whips and embolderad
by the dreas threat of the Mazgdl, car be counted brave snaugh o holi ils own against the cold steel ot
the Elves and the stern heroism of ken, Saurcn has ever kaown this 1o be true, and ‘ong ago set his

designs to the creation of stronger and braver breeds of Ore-xind. Fram these great works arose the oold
Uruk-nai of Barad-ddr and the mighty Morarnon Ores, but the Dark Lord still has uses or the Orc rabbles

swarming across the plateau of Gorgerath — al leas,

BATTLEHODST
* 1 Mardor O Warnand
{12-18 companies).*

*Nate that this haitichast i but & single massive
formation - ano that is even bigger than
vou wowd normally be allowed to feld!
Thiz formation must include both a Caplain
and & Tazkmaster

SPECIAL RULES

The Eye of the Master is upon Us. Whenaver
you roll a 3 o less for priority, The gaze of Saunan is
upan e Gorgoroth Crc Horde unti the end of the
i = place a counter next 1o the formation as 2
rerminger. Whilst fighting uncer the gaze of Sauron,
the Gorgoroth Onc Borde re-r s any failed
Courage tests.

whilst the tear of his wrath stll grips their minds.

Might Makes Right! ¥ the Captar is ever slain (by
any means) tne next biggest and meanest Org will
step up to tzke charge of the Borde, probanly after
thieving his best oits of armcur and nosh in the
process, Replace the Caotzin with a suitab'e rank
ard file Ore = ke is now the Tormation's Captain
and will have D3 Might points. Nota that ifs
passibla for a Gorgorath O Horde to get through
sevpral Capraing over the course o the game.

Mob Weaponry: Taeir are so many Orcs in the
Gorgoroth Horde and so many different weapons
that they zlways seem o have the nght tool for
the jot. The Grcs in this battlehost count as being
armed with hard weapons, bwo-handed weapons,
saields ang bows, Fayers may wish 1o represent
ther Goroorath Ore companiaes wth a vaniety of
differently armed Cires,

Mardor Ore Warband
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— The Witch-king, The Rerum of The King
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Qe Ganner Boarer

Mordor Cre
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The Mouth of Sauran

Black Guand

Cre Banner Bearor

Thase Movannon O that
hawe swam Tealty 1o the
fdauth of Szuron above all

athers har the Dark Lord

Blackened armour 10 maich
tha shadowy robes of tha

the Ewe, Dot it s ane thar

ncerponaios the tasth of the

their aleqance,

100 points + models

« The Fortress of Barad-dar

Barad-dar, known as the Black Tower, ' the greatest fortrass in Middle-earth. Zrom the nighest pnnacle of
this forezoding citagel, & great red eye, wreathed in flame, gazes across the lands of Maorcor anc beyond
The Lieutenant of Barad-dir is the Mouth of Sauron, a despicable rensgade whao is accompanied by &
bodyguard of the Black Tower's finest warnors. The BMouth of Sauron s Mordor's ambassadar and it s
balievad that through him, the will of Sauron is enacted. Barad-cir is home to more than Laitors; Qrcs of
all wreads can be found in their thousands within the Black Tower. There is & peculiar grestige attached to
seryice within the Black Tower's iron grasp; Orcs in perlicular believe themseves sugerior Lo others of their
kind iy fighting under the gaze of the Red Eye. Whalevar the reason, the warriors of Barad-di- are
amangst the fiercest fignters in gl of Mordor, slaughtering all in the name of Sauron

BATTLEHODST

« The “outh o Sauron

# Black Guard of Barag-dir

+ 1-2 Morgul Krighl Regimenis
{3+ companiss)

1-2 Marannon O Warnands
{3+ companies)

SPECIAL RULES

The Will of Sauron: As lorg as they are within
12* of the Mouth of Saurcn, roll 2 D& for each
point of Might usad {for wnatever reason) oy
Haro Trom this battiencss, including the Mouth of
Sauron kimse . For each roll of a 5 or B, that Hero
regains ane of the used points of Might

1-2 Mordor Ore Warbands
(B COMmoanies)
= [)-2 Fack Nomerdrean Regimants

Do Mot Fail the Eye: All formations in this
pattlehost ane steadfast on a ol of 5 or 6, rather
than &.

Black Guard

KMorgul Knight Ragiment rdorannon O Wamand

fincluding the Maouth of Sauron)

Mardor Ore Warband
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75 points + models

«The Black Legion
of Mordor

Tha Black Lagion of Maordor can be counted amongst the deacliest of all Sauron's batt enosts,
Its warbanas are composed of Maorannon Ores, brutish beasts clad in thick scale, and s {
shock Iroops are the creaded Mordor Trolls, That the Legion is so mighty shouls be taker as

na surprise, for the Black Legion stands guard ovar the Morannon Gate, the main entryway

to Mardor, and Saurcn was ever carelu’ of the chirks in his armour. et the Black Legion s

not giver over solely to defence, s warricrs are as thirsty for slauphter and pillage as ary at

the Dark Lords command. The Black Legion's name is <nown and feared for leagues around.
For these reasons and more, the Witch-king set the Black Legion at the head of his assaulzon Mardor Troll Chie!
hinas Tirith. Indeed, it says mucn for the Black Legon’s fighling prowess and discipline that it | i
was able to fight its way claar of defeat upon the Pelernor and regroun back at the
Moranron Gals,

BATTLEHOST SPECIAL RULES

« 1 Maordor Troll Chieftain The Dark Lords Chosen: &1 formations i

* 3-6 Morannon Orc Warbands this battienost re-roll To Ril rolls of a 1in
[3+ companies) comeat durrg any tusn in wnich they

* 3.5 Mordor Trolls successtully charged an enemy formation

Commanding Bellow: As long as they ae
withir: 12 af the Mordor Troll Chiefzain, all
rifantry formations in tis catzlebost will
automatically pass their At the Doub'e’ rolls
and all Merdaor Trells can re-roll the dice 1o
datermine how far they charge

Yer Skull fer a Trophy! The Troll Cheltairs
of the Black Legion are amongst the most

-
el me aut dome terccous of their kind and lve for the
~ e slaugnter of enemy Heroes — especially those
et e ff,r- Vlowiden " from Gondorn The Korgor Troll Chiettzin can | Melordor Trol
- re-roll resulls of 1 when rolling on the Heroio
- Sauron, The Fellowship of The Ring Cuel tabla.

adarghor Trol Chisftai lioralor Tronls

Ove Banmer Bearer

Crcs of the dlack Legion carry black
& givioh
regresenTing the Alack Gate of Mordon

Banners ang shields blazaned wnt!

Thede tunics are ragged and torm, Bul
almost alvEys hioog-n
dsual oonurrence of uniform i e

d — & mos!

farces af Maordor!
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Bariner Bearer

Gathmog's Doy ane draw

frovn the Devcest aamars
of the Black Gale

and so
are eguipne weth Dol
arrmour than these of other
THESE WANMIONS WRar s

of el — the cofor of the Bre of

Sauro. GGothmog himssf wears
the same coiours, as befits b
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Status 55 capiEin of the
foranmon harde

50 points + models

| > Gothmog’'s Morannon Orcs

A pew strain of Ore has appeared within the armies of Mordor, stronger and more resitient than others of

ther kind

the Morannon Cres. When coupled with their superior weaponry and armour they Torm idea

shiock troops for Sauron's attacks against Minas Tirith, The Marannon Cros answer direct’y 1o Gothmon,
a veteran warrior whose misshapen scars and mangleo limbs test®y 1o a life of brutal wartare. Under
Gothmogs command the Morannon Ores have fought many bloody and fierce battles, executing his
commands wilkoul hestation, Gothmeag's attacks have cast out Gondor's armies from their strongholds
dlong Lhe River Anduin and now he has settled is gaze upon the wartorn ruirs of Osglath, the fina
baston that stands betwsen the Ores and the wa'ls of Miras Tidth itself.

BATTLEHOST
* Gotnmaog, Castellan of Miras Morgul
# -8 Maorannon Ore Warbands

(34 companies)

.?.;q ;?r-x\.-.-'. rj.;.-’:..".&"r' (e dars come.

A

= Gothmog, The Return of The King

Fdorannon O Warband (incuding Gathmaog)

Movannon Org Warband

SPECIAL RULES:

City Rats: &l formations in this battlehost bave
the Fathfinder (Mountains soecial rule 1o
represant their sure-footedness. In adaition, all
formatiors in (his battlebost gain ar additonal +7
to their Dafenca value when cocupying a terrain
feature that s ethar ruins or a building.

Hunters of Men: As lang as they are withn 12"
of Gathmeg, al formations in this battlehost are
automaticaly steadfast if beaten in close combat
by Men.

Kill All in your Path: &s long as they are within
12" of Cothmog when he calls @ Heroic Faht, al
formaticns in this battlehost also count a3 having
called & Haroic Fghl

o O Yarband

Fdorannon One Warband




75 points + models

@ Mordor Siege Lords

Ie War Catapults of Morgdor are massive contraplions that propel either buge boulders ar
clustars of smaller rocks nigh into the air Such weagons are Sesigned to bring ruin to the
citadels of Sauron's enemies athough their beavy ammunition can pubverise flesh and bone
Just as easity. Some of these siege engines even have Mordor Tro'ls attachad to ther crew for
the purposes of loading and, in extrems cases, defending the contraptions. Howsaver, whan
the catapult crews find themselves under the command of a brutal castain they becama
mare devastating and flaming missles are unleashed. The whips ang cudgals of the Qs
masters quickly overcomes thair innate fear of fire and the crews work themselves into a

En

frenzy, loading burning ammunition and raining fiery death wpon their enamies,

BATTLEHOST

= Golhmeg, Castellan o Minas Morgul
ANDAIR Grishndkh's Trackers

= 1-3 Mordor Orc Warbano
[3+ companics)

s« (-7 Sipge Sow Batteries

o 122 War Cataoult Satteries*

» 0-6 Mordor Trolls*

*¥ou may not include mare Mordor Trons
than War Calapulls in this battlehast,
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Grishndkn's Trackers finoluding Grishndk!y

SPECIAL RULES

Flaming Ammunition: 4s long a5 they are
within 12* of either Gothmog or Grishnakh
at the neginning of the Shoot phass, Sege
Bows and War Catapults in this battlehost
snoct flaming amrmunition. Erarmy formatons
di not receive a Defance borus Tor occuoying
& defensible terrar feature against flaming
ammunition altacks

Troll Loaders: If a Mardor Trall from this
zaltlehost i pase contact with 2 War
Catapult in the Shoot phase, be may act as
a Inager, increasing the efficiency of the war
engine — the War Catapult may roll ten dice
and pick the highest result when rolling on
the Artillery table. If it doss so, the Maordor
Troll may not wse its own throw ng weapons
or charge that turn — its rather limitea
atzention is solely focused on the the task of
loading rocks inte the catacult.

Mordor Oy

ey

Gotfimog

Moroar Trol! Loacer



Shagral

oo Lirisk-ha

Mardor Gre Warnar

The danizens of the Tower
tf Lingo! wear
by Black garts,
The igons g marcngs of

Cirith Do dhopct dis most
dangerous inhaliant, the

teveiy Ainh. Shylisad

o

spmbods of spiders ang wens
feature prominent!y on e
varinus shiaids and hanners
of those that patro! the
Spider Pass, particularly
amoigsl the Mardor Orcs,
el are & cowardly and

: R
SupELhiows fahoe
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25 points + models

- «@The Hunters of Cirith Ungol

The Tower of Crith Ungol guards 2 little-known pass that leads inlo the pack land of Mordor. The Caotain
of this solitary <eep s Shaarat, & savage yet canny warrion whose loyalties le to the Dark Lord and no
other. He commands a huge garrison, a legion of battla-hardered Black Uruks and twice as many Orcs.
Conflict is inavitable whenever different factions of Orcs are gathered in the same cramped confires and @
s only Uiraugh Shagrat's brutal discigling that any semblance of arder is maintzined. Under his comrmand
the warricrs of Critk Urgol are unnaturally disciplined, for those who shirk, rebel or otheraise gispleasa
Shaoral are cast oul of the tower and given aver to the mest dangerous derizen of the pass — the

manstrous spicer, Shelob.

BATTLEHOST

* Shagrat's Tower Guard
(3 companies;

« 1.3 Mordor Uruk-hai Warbangs
(34 companies)

» 713 Mordor O Warbands
B+ companies)

o oy -
] ; : o B b T g S e
lo erc-reice rmie du anger... faridy brotal, codd. £t qmis Magrat steaking,

(agdlain of the {, wiger,
) i

SPECIAL RULES

Discipline Through Fear and Brutality: As
largg as they are within 12" of Shagrat, al
frmations in this battlehast count as baving a
Taskraster in thair formartion and can re-roll any
Terrar of Panic tests they are requires to take.
Hevsvever, it Shagrat is slzin, the animosity
betweer the Orcs and Black Uruks will no
longer be contained and they may start
prawling. &t the start of every Prority phase
following Shagrats death, roll a D& for gach
formation in this battlehost. On oz roll of 10t has
been attacked by rivals and the farmation
mmediately suffers 03 casualties,

Maordor Uruk-hai Warband

Mardor Ore Warband
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= The Lord of The Rings




50 points + models

@ Morgul Rat Warband

As with all Orc nests, the tower of Minas Morgul is subject to a brutal hierarchy — the strong ard cunning
crosoer, the weak perish. So il is that the oulcasls ang vagabonds too scrawny to endure within that
corrupt fortress haunt the wilderness cutside of = These ‘Mergul Rats’ are the most shifty and desperate
of Cre-kind. They are litte to be Teared in a fair battle, but fignt with desperate fury o corneres, or if
numbers are an thair sida. Driven into battle behind the elte formations of Aorannon Ores and Uruk-hai,
the Borgul Rats swillly find themsealves a dank and dark corner in which to rde out the worst of 1he
fighting. Thay can smell the fear of thair foes, and take care to pounce on those weaksr than themseles.

BATTLEHOST SPECIAL RULES

« (aovhags Mergal Rats (3 comoanies) Skulk in the Shadews: Al formaticns in this
2.4 Mordor Orc Warbanos (34 companies) battlehost have the Ambushers special rule. In

« .2 Orc Tracker \Warbands (24 companies) adgition, it arriving as reinforcements, this

s -2 Morgul Stalker Warbands battlehost can re-roll any dice roll that detarmines

when and whese it wil arrive.

Fap. 1 - - o Pl -
o e F 2 s F £y S . : -
Flhe Oaci U6 fake fhat },;-'Z-er(.w reded A Knife in the Back: All Margul Ral Warzand
R e formations nave the Prowlers spacial rule. In

Crevbay!. .. ke Kiwifed me. " adgition, s long as they are within 12" of Gorbag,
o i all formations i this battenost can re-rel any Morgul Stalker
~ Shagrat, The Lord of The Rings ferror lest required (o charge an enamy in the

Tark or rear.

O Banrier Boarey

Morgul Bals are the lowest
of the loas 4s such, thay

chan't normaily have any

%t U] r unitarm, though 3
L i

T mighr bear the crude

symibols of the captain they
Mardor Ore Warhand Wordor Qg Warbang served hefore being cast oul
1 of the tower. Even other
Gres book dowr et
disraste a the soiled and

tattarad rags of the Morgu!
Rats. Their banners carry
crude Bkenesses of e
Witch-kang's hedm, i the
haoe that mheir lorg and
master wall fake note of
thiir Fare moments of
‘Braveny’ and rewand

Ore Trackers Morgul Staikers them accardingiv
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75 points + models

@ The Knights of Morgul

The Margu! Enights are the elile of Sauran's armies, a black nost of silent riders who wield
their lances wilh Tearsames skill. Each Maorgul Knight s touched by a pertion of Saaron’s own
malice. They are the emoodiment of cruelty in Meordor and only the noblest of bengs can
rmuster the courage needed to stang against them. The Morgul Knights grswer only to
Saurcn's favoured servants — the Mouth of Sauron and the dreaded Ringwraiths. Of the latter,
it 5 the Dark Marshal, most black-hearted and unrelentingly cruel of all the NazgQl, who most
aften commands the Knights of Margul, relishing in the misery and death they uneash
together. On the battlefield they carve through the ranks of their enemiss, lsaving anly
slaugnter ang despair in their wake, Those that 2o not perish ar the blades of the Morgul
Knights ase trampled bensatn the booves of their dark steeds.

The Dark Marshai . BATTLEHOST SPECIAL RULES
= The Dark Marshal AMDFOR Cruelty and Malice: Enemy formations that
The Mouth of Sauron nse a fignt against a formation from this
= 4-8 Maorgul Kright Regiments cattlehost will suffer an Onset of Cismay
{3+ companies) result on a roll of & 1 or 2, instead of justa 1.

Ordered as Shadows: /s long as they are
within 12" of eithar the Dark Marshal or the
Meauth of Sauron, all farmations in this

'f_ﬂ:ﬁyx- ditem. went @ greal paltlehost are Stalwart and autornatically
S Py e’ £ pass their At the Couble! rolls.
vy ::,-'" Aatenemen A'.-':‘:-'."r:-'}fi' t’:(.- e
o o~ Devastating Charge: Az long as thoy are
crilered, Radows... within 12" of the Dark Marshal, formations
n this battlehost make Earth-shaking
- The Lord of The Rings Charges on a roll of 3 5 or &, instead of a &,

The ddouth of Sauron

Maorgul Knight Requment Margul Knight Regimeant

auth of Sauron)

dirig the Dark Marshai) fiding the M

Mool Knight

The ol metal armower of the Morged
Erights complimends eir piesk Dlack
rohes, quang these warriars a iiveness 1o
tne areaed Aingwraiths. The banded horses
of the Morgu! Knights are of similar dare
shades to those nddor by the Nazgiil
altfiough il s s that their oeos go not |
gicev the malcvoien! red thal s seon o the Maorgul Knight Regiment fviorgu! Kruglhl Regirmend
cpes of the Ming's steeds
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“> The Nazgitil

100 points + models

The nine Ringwrarths are, without doubt, the Dark Lora's greatest servans. Sven at a distance the WNazgdls' presence dismays and
disheartens the ensmy. Up close, the terror of the Ringwraiths' comng can freeze the blood of even the roblest Hero, and thair black
sorcery can sel whole asmies to Thght, Imagine then the dread cower that these foul creatures un'eash al the head of Sauon’s assacl
upaon the Palannas Ming wraiths at the height of thair povwer, spectres of death and destruction that go where they want and slay
wihom they please in the name of their dark master. Even those who have opposed the Margil before were surely taken aback oy ther
combines power during the Seqge of Gondar. The Ringwraiths are linkad by the black sorcery that created them, and this sorcery

arones maore powertul whan thay fight as ana

BATTLEHOST
* 4-9 Winged Mazgll

SPECIAL RULES

The King of the Wraith Host; If fe deg as cart of this
battlehost, the Witch-king of Angmar is Very Hard Lo Killl

Ir addition, as long as they are within 127 of the Wilch-king, al
Wirged Margdlin this battlehos! are Very Hard to gil!

Terror Unbound: It an enemy tormation s chargea by two or
mare Winged Mazgdl, the resuting Tersor test must oe made on
three dice rather than two, discarding the highest dice rell.

Lirar

Wraiths on Wings: It a Winged Mazgdl makes a swoop attack
on an enemy formartion that already sufferea a swoop attack
garlier in the same phase, ther he nflicts an additional 03
Strangth & b an the enemy formation. Tais bonus is

curmu ativie, so if three Nazgll perform g swooo attack an the
same unit, then the first well inflict 3 nits, the secand wal inflict
2003 hits ang the third will inflict 303 hits,

- - ' -
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Mordor Fates

These are additional Fates that you can select as long as your army contains one or more battlehosts

from Mordor.

Death! Death! Deathl! 75 points
The minions of Sauron care not for mercy, baping only
far the death of their anemies

Intervention. Uss this Fale al the beginning of ary Fight
phase ang nomingts a single one of your Mordor infantry
or cavalry formatons, For the duration of that twrn, that
“ormation re-rals all failes To Hit rells in clese combat
ana snould they win 2 combat they will inflict an extra
D6 gulomatic hits on the enemy, such is the carnage they
unlaash upon their hated foes.

Despoilers of Cities 50 points
The forces of Maordor do not capture the oties of their
enemies, they pound thom into rubble and bum them o
fhe ground.

Porsistent effect. Before forces are deploved on the
hearz, neminat: a single defensible terain feature that is
either a buiding o runs, That feature's Capacity
decreases by 03

Doom and Despair 50 points
Uinlass the dread forces of Mordor are defeated, all know
that docm and despair shall rule Middis-sarth,

Interventon. Use this Fate immediataly belore one of
your Marder formations causes an enermy 1o lake a Terror
test - that test is faled automatically.

Enamoured of Evil Knowledge 50 points
Those minions of Saurcn who are learmeo of great
sarcery can bend e spels of other Wizards o the Dark
Lorgs mafign ends,

Intarvention. Use this Fate immediately sftar an anemy
spellcaster fails a Focus roll to cast a soell, You may
imrnediately cast a sing'e spell known by the Wizard (evan
if it has already been cast thal lurn), exactly as if he was
one of your madels,

The Eye of Sauron 50 points
Atop the Fighesi point of Barad dfr the Red Eye stares
across Mordor, Ns gaze can be folt averywhere, instiling
obedience in ke Dark Lord’s minions.,

Parsistant effect. To represent tne Eye of Sauron, place a
marker {the size of a small coin} anywhere on tha board
atter forces have geployed bul pefore the game begins.
This mar«er can o2 moved by the Evil player by up to 18"
in each Mowvement phase, All friendly Mardar farmations
within 6° of the Eve of Sauon have +1 Courage

Morgul-spells 50 points
Thase that learn their sorceny within the Dam Tower
wield oark power that &5 o be fearad, but such
knowiledge is aod wilfiou! its cost.

Persslent alfect. Choose one Mordor Shaman or Black
Urak Sharman in your army. That spelicasters Mastery is
neregsed to 7 bus, if the spellcaster should ever fail a
fgcus roll, his-formation suffers 23 Strength & hits.

Severad Heads 25 points
OIS are knowa to fire the feads of s foes with thair
catapults, demaoralising the cormrades of the diofiied

wardors more than barrages of stone cowld over do.

Interventon. Use this Fate at the beginning of the Shoot
phase and rominate ane of your Morsor War Catzpult
Battery formalions. Any enemy formatons that sufTer
ore or made hits from that formaton in the Shoot shase
musl pass a Courage test or they waill immediately
become disordered

Blasted Stronghold 25 points
The daunting structures of Mordor's fowers s8em to sap
the will of the noble hearled as they infuse Sauron’s

minions with unholy wigour,

Persistent effect. Batora forces are deployed on the
board, nominale & single defensicle terrain feature that is
ether & building or ruins, Good formations that occupy
the terrzin feature suffer -1 to their Courage. If a friendly
Maordor fermation occupies the feature they gain +1 to
eir Fignt value.







Saruman the White has descended into madness. In his greed and ambition he has created a vast and mighty
army. lsengard itself has been transformed into a mighty war-machine, one that has ravaged its own landscape
to fuel its forges and equip the White Wizard's Uruk-hai legions. The treachery of Isengard will shake the very
foundations of Middle-earth and under Saruman’s command the neighbouring lands of Men will be stained red

with spilt blood.




75 points + models

f2 The Fighting Uruk-hai

Foremasl amoragst the Torces of sengard are the legions of the Uruk-hai, the most dangerous bresd of
Cre o blight Migdle-garth. Wnere Qrcs are crook limbed, unruly and cowardly the Uruk-har are strong,
muscular, upright warriors of greater skill, discigline and courage. The Urak-ka are fanatically loyal 1o the
White Hana of Saruman, who has cromised them a great feast of Man-flesh it they serve him, Armead
with keer-edged weapeons and armourea with black steel from the forges of lsengard itsel®, the fighting
Uruk-hai march to war. Great columns of these brutal wariors file out of Isengard and the ground itself
trembles at their agvance.

BATTLEHOST SPECIAL RULES

» Saruman the White Hand You Do Mot Know Pain: Roll a D6 each time &

» 7-4 Uruk-hai Phalanzes formaticn from this battlehost suffars a hit whilst
(3+ companies) within 13" of Sarumar. On a roll of a & the

# F-d Uruk-hai Warbands wiolnded Urak-hai fights on regardiass of his
[3+ companies) injuries — the it is preventad and the formatian

does not sutfer a casualy.

You Do Mot Know Fear: 4z long as they are
within 12" of Saruman, all formations in this
battlebost re-rol’ failed Terror tests,
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Sarurngn

Urur-ha Banmer Bearer

Liruk-hal Capfain

The Uruk-hai are clad in
dark steal contrasnng
sharply with the symibol of
the White Hand that is
disolayed an their shigldy
and banners, sech i thair
devolion and fopaly o
Sarurnan, fn addition o
bearirg this spmbsal g therr
AN e warkang known
a7 the Claws of lsangard
coat thair antire farparms in
white paint sich thar ey
ray 3y el enemies witm
the White Hand itsalt



25 points + models

f1 The Scouts of Saruman

When Sarumar learns that a lowly Hobbit is in oossession of the Ring of Power it is o hs Lruk-hai that
ke turms, relentless warnors that are slowed naither by fatigue nor the glare of the sun. Strongest and
maost trustad of the Uruk-hai is Lurtz, a brutal leader of a brutal race. Lurlz = ardered to capture the
Hobhits ard selurn them te lsengard alive and unspoilt. Lurtz commands the elte cand of Uruk-ha
<nown as the Scouts of Saruman, They are utterly devoted o the will af the White Wizard and will track
their quarry across the whole of Middle-earth if neea be, iling anyone that stands in their way.

Lurt? BATTLEHOST SPECIAL RULES

® Lurts Some Evil Gives Speed to These Creatures:

s 45 Lsuk-hai Scout Warhands All Seauts of Saruman formations have a Move
{3+ companies; value of 8. In addition, as long as they are witkin

= -1 Ugldk's Raiders 12 of Lurtz when he calls & Haroic Mowve action,

o 0.1 Mavhurs Marauders all tormations in this battlehost also counts &

naving called a Heroic Move.

Hunt Them down: As long as they are within 12°
of Lurtz, all farmatians in this battlehost
autamatically pass their At the Dousle! less

Lirui-hai Soowt

Uirak-hai oot Warband (fnoluding Lurtz) Unag-hal Scout Wark

Link-har Sooud Banner Boan

Liruk=hay Scouls wear Witte in
the way of armoes narmally
na more than & breast piate
aridd fiedmiet — anything more
o hampar their speed,
Uirek-hai Srouts

b
wear dark
hrosam or black jerkins made | Uruk-hay Scout Warband Lirwk-hay Scout Warband
fram toigh leather to aflord

thiem an agditions

of protection
allawding them 1o maove

ihamess

through the - - - - -
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50 points + models

f1 Ugluk’s Scouts

The Scouts of Saruman Iracked thair quarsy to Amon Hen, where they kil'ed the mighty Boromir and
caglured b Houbils, believing them to have possession of the One Ring. However, Lurtz, tnair caplain,
was killed, slaie in battle as the Uruk-hai stole away their orize. With Lurz's death, command al the
Scouts of Saruman passed to Ugldk. Knowing that his master wans the Hobbits returned alive ard
unspoi't, Uglik makes to deliver the Hoobits to lsengars as quickly as possible. A tand of Ores, unazer the
coramand of Grisandkh, join the Uruk-nai. Even though the Urak-hai mistrust these newcomers they must

wiors together if the Ore Ring is to be returned, for there are many patrols belween thern and lsengard. If
res are a fresk source of maal,

the mistrust can't be overcome, wel , &t least the O

BATTLEHOST
s Lgliks Raiders
{3 companies)
» Grshnakh's Trackers
{2+ companiss)
® Mauhirs Maraudars
{3 compan es)
# 1-3 Uruk-nhai Scout Warbands
(34 companies)

- el . g
e ilear Bhe groal warvior.
iy
- oy i
fVe feak the Srivomers.
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= Llglik, The Lerd of The Rings

SPECIAL RULES

Meat's Back on the Menu: 41 the stast of any
Wlave phase, oroviced Grishakh's Trackers are
within 12° of Ualdk, vou can choose to have
Jolds execute Oros to feed his band of warrors,
you choose to do so, remove D& Cre figures from
Grishach’s Traczers as casualties (chosen by the
crwening slayer). For the remaincer of that turn, all
farmations in this battlehost within 12" of Uglok
receive +1 10 their Move and Strength values.

Alive and Unspoilt: Curing deployment, clace a
token in any two Uruk-hai formations from this
battehost iUru<-ha carying Hobbits are ideal)
Aryone attermpring to shoot these Uruk-hai must
place his shot with unerring accuracy lest they hit a
Hobbit! T reprasent the marasmanship reeded,
both formations with these tokens count as having
& Defence of 10 against anemy shooting attacks.

Mauhdar's Arrived: Yauhir s tasked wita cleasirg
Ihe way for Ligldk, amzushing cassing patrols that
right discover the Uruk-hai. When fighting as part
of Uglik’s Scouts, Mauhor's Marzuders gzin tha
Ambushers special rule.

Ligidk's Ralders finciuding Lighik;

Grehridkfi's Trackers {ncluding Grishadkh)

Grishnakh

ffauhur

Livwk-hal scout

CAEng ey

Soouts cany the Hobhits
fiemy and Fppin, the quicker
o I‘:\‘rl

ng their orize back fa

Maunor's Marauders Sncluding Maulian) Liruk-hai Scout Warband the White Wizard in longavd




75 points + models

1 The Warg Riders
of Isengard

The Fortress of lsengarg maintains & large pack of Wargs — evil wolves the size of a horse that
have been broken by the malicious spint of Ores, Like the Ores, Wargs have cunning and
carniverous intellects thal relish the hunt. Led by the venomous Sharku, the Warg Riders of
lsengard taks pleasure in running down and attacking those that canrot fight back. Saruman
urleaskes this murderous pack as King Théodan of Rohan leads his peop'e on the perilous
tres to Helm's Desp, The lupine Wargs calch the wainerable convey in an ambush ard cnly a
Sharky small band of warriors stards between Sharcu’s Warg Riders and tloody slaughter. Without

e

pause, the Warg Riders pounce upon their prey.

BATTLEHOST SPECIAL RULES

* Sharku's Hunters Surprise Attack: As long as they are within
{3+ companies) 12" of sharku at the beginning of the Fignt

« 2-4 Warg Rider Warbands phase, all Tormations in this battlehost that
(5 companias) made a successful charge into the rear or

flarks of an enamy count as making an
Unstoppable Charge, regardless of the
charge distance they actually rolled.

oo & & - - o 7 n - - n 1
R T J'rlfr'.—?‘ x’@{-,?_-. ! Howling with Walf Voices: All formations
. e n this battlehost cause Terror 0 any turn in
- Saruman, The Two Towers  which they make a successful charge

Warg Ricer

Shavku’s Hunters including Sharku)

Wargy figer

Sharkid 15 the chief amongst the Wang
Riders, and the boidest of that entire
murderous horde, He has paie skin fov an
Owe, making |

kin. Sharku's fage bears the dl ¢

starad cul frony hus fou!

scars of a Wargs claas, rumoured o have
been eamed when the O attermpled

to beoak i one of the fearsome

white Wargs of the Naith,

54




75 points + models

ﬁ’l Uruk-hai Siege Warriors

It 5 sad that Helm's Deep will never fall while men stil defend the Deeping Wall. This imposing
fortification has but one weakness, 2 small culvert that Saruman plans to expleit with his dewviry, and his
eaplosves, The Uruk-hai tasked to destroy the Deeping Wall are led by Vras<a, a cunning and resourcelul
leader who cares rothing tor the lives of his followers, making him the ideal captain Tor the task at hand,
As Uruk-hai Sappers plant Saruman's bombs Vraskl orders the Urak-hai to scals the walls and oreak

down the Hornburg, diverting the defender’s attention from the trus threat, As Vrasko overseas the aftack
ke crually shoots the detenders with his crossbow. Al the time the Uruk-hai Berserkers approach, flaming
torches in hand ready to detonate the explosives and cast down the Deeping Wall foraver.

BATTLEHOST
* rask(’s Talons
{3 companies)
* 1-3 Uruk-hai Sappers formalbions
» 1-3 Uruk-hai Berserkars formations
» 1-7 lsengard Assault Ballista formations
= -7 Lruk-nai Warbands
13+ companies)
* 1.2 [sengard Battering Rams*

Yo must take an isengard Battenng Rarn for
cach Uruk-hal Warband in this battiefiost,

kengard Battening Ram

mangary! Assalt Aanista

SPECIAL RULES

Breach their Defences: 45 long as they dre
within 12 of Vras<d, all formatons in this
batt'enost agd 41 to thair Fight valus when
attacking a formation cocupying & defens ble
terra n feature,

Siege Lords: Instead of firing normaly, an
sergard Assau't Ballsta that ‘s part of this
brattienost may launch a graople and nhoist siege
acasars, You may anly cheose to do so if your
larget is an enemy occupyng a cefensible terrain
featura that is a building or a ruin. If you choosa
to fire in this way then any bits infl cted will be
resalved &t a Strength of 5 but, provided the
Assault Ballista did not miss, any infantry thal
charge the same targel that turn will count as
naving the Siege Ladders =ate (see page 37}

Vraskd
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Lirite-hai and mary of those

savage warmors bear the
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75 points + models

- A1 Wolfsbane’s Warriors

Fver wince the Wid ben of Dunland were cast out of Rohar in ages past they have narboured a deep
rasentment ang animaesity for ner people. As Saruman raises his army he has fanned those fames of
hatred and the Dunlerdings now rampage through Rohan, barning villages ang slaughtering the people
of the Westfold as they crive them towards Helm's Zeep. Though they lack the firesse of ather so'diers,
the sheer ferociousness of the Dunlerding tribesmen maore than makes up for their fack of discpline ana
training. Respect s earned through feats of martial prowess alone ang anly the maost viaent and savage
of warriors rse to promnencs in Dunland. Mightest of these chieftains is Thrydan Waolfsbane, the
strongest ana fiercest of &l the tribes. With ezch passing victory more and mare Dunlendings Tlock o
Tarydans banner, eager to shed the bloos of the Rohirrim,

BATTLEHOST SPECIAL RULES
* Thrydan Waltshane Reckless Hatred: As long as they are within 127
* 3-& Dunlending Huscarls farmat ons ot Thrydan Wa'fsbane, all formations in this

{24+ companies) battlehost re-roll any To Hit rolls oF @ 1 against
« 1-2 Wila Men of Dunland formations enemy formations from the Rohan faction.
{34+ companies)
* (-7 Dunlending Horsemen formations Wolf Charge: 4s long as they are withie 127 of

Thrydan Wolfsbane at the beginning of the Fight
phase, &l formations in his battlebost that made a
successful charge that turn count as making an
unstoppable charge, regargless of the charge
distance they actually ralled.

ffoifshane s Gannar pearar

Thrydan Wolfshane’s

oeErsonal standarnd oepicny
the head of a back walf | Waig! Sen of Durnland Ounleniching Huscarls including Thepedan Wolsbang)
drg 5 o

pped i the blood
1

of shain horses after each

e, The Danner's
anncTive red-stained coiour
iz repeaten by Thrpdan's
crieftaing, displared on mheair
owen SlENOAdT and uman

roung shiglds.

tencling Huscan's
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At Wdaer of Dunland




Isengard Fates

These are additional Fates that you can select as long as your army contains one or more battlehosts

from the Fortress of Isengard.

Burning Brands 100 points
Wiood and timber are no defonce agalinst fire and
A well-placod torch can quickly turn a sturdy
stranghald Jnto & roaring death trap for those

trapped i

T

Fersistent effect. Choose one lsengarg Tormation n
your army. Enemy formations do not seceive Defence
banuses from a defensble lerain feature it they

are fghting a formation with Burning Brands.

In addition, a formaticn equipped with 3urning
Erands has tne Enthane special rule.

Isengard Steel 75 paints
Saruman was ovar the master of inous
inowlodge of forging stronger steel 5 legendany

‘= Fus

Persistent effect. Choose ore formation of Urak-ha
in wour army. That formation’s Defence is increased
by 1. This cannot be combrnea with the Cursed
Armour of Udan fram the War of The Ring rulebook.

Banner of the White Hand 75 points
The Uruk-har are fercely loval 1o Saraman,
Disobedience i3 nol (oferaled and those that fight
uncer the Banner of the White Hand £now thart mhair
raster is watching them,

Persistent effact. Choose ore formation of Urak-ha
in your army that has a Banner 3earer. That banner is
rowy an Army Banner for the remainaer of the game
In addition, if Saruman is in the same company as
this banner then ns Insgiring Leader rule will affect
all friendly Uruk-hai formatiors wittun 18°

staff of Power 75 points
Saruman iz Lord of Orthane and kesper of ail the
magical ariefacts kept in 15 vaults, Who knaws Row
iy of these ancient treasures fave boen gifted o
the White Wizard's fow minionsz?

Fersistent effect. Choose one Uruk-hai or lsengard
Snaman in vaur army. That Snamans Maslery level is
increased to 2.

A Feast of Man-flesh 50 points
Saruman knows well that of alf feasis 18 s thal of
Man-fiesh that the Uruk-hai ralish the most, Saraman
romised the legions their | v obey Rim
aric the Unak-hai slaughter fo sate their apponte,

ha

Intervention, Usa this Fate at the beginning of any
Fight phase. Nominate one of your Uru<-ha
formations, For the remainder of that turn the
farmatian qains the Manzane special rule.

Siege Ladders 50 points
The Uruk-hai use sturdy siege ladders to clamber
civer e wails of heir enamy’s stranghaids,

ovarihalming e foe with thair numbers,

Irtervantion. Jse this Fate just before one of your
Isengard intantry tormations is acout 7o fight an
eremy Tormation that is occupying & defensible
terrain feature that is either a tuilding or ruins. For
that turn, all of your supparting attacks will
contribute DE sttacks instead of just 1.

Ruthless Discipline 25 points
Uruk-han are fough and brutal, Those that show
enaise T X Mastar's orgers
shaulders refioved of their heads.

The

COATD

Intervention. Use this Fate when one of your
Uru-hai formations fails a Courage test — the
formatior immediately suffars D3+3 casuzlties
(chosen by the owning playver), but the test is now
considered to bave been passed

Crebain of Dunland 25 points
Saruman has hent mare than Orcs and Man to Ris

will flocks of black crebain fy overheard, soving out
rhe land as they sparch Tor the White Wizard's

Interventicn. Before depleyment, nomirate & sngls
formatior in your opponent’s army that bas the
Ambushers speca rule. That formation's Ambushers
ability is nullified for the game,

L
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The Misty Mountains stretch for hundreds of miles, from the bitter peaks of Carn DOm in the far north, to the
Gap of Rohan in the South. The Misty Mountains are the haunt of Goblins, Wargs and worse and none can
travel their snow-capped peaks without fear of attack. As the War of The Ring approaches, the Evil denizens of
the Misty Mountains flock together, growing in strength and courage. The ancient Dwarven holds swarm with
thousands of Moria Goblins, their wickedness but a shade of the greater terror that dwells in their midst.




75 points + models

Goblin Host of Moria

Cnoe Moriz was known as Khazad-dam, the greatest hola of the Children of Durie. Mow though, it s a
Goblin-naunted ruin, & war-torm shell of its former glory lost 1o the Dwarves and perhaps beyond recovery.
Mow it i5 the lair of Gohblins, Cave Trolls, and the graat terror knoswn to the Dwarves as Durin's Bare.

urstoppable. In Maoria, two such Torces arse, Durislrz, the shrewd and curring Goklin King gathers nis
farces, while the mighly Balrag, ulterly indfterent to their fealty, nas drawn unte him & massive host of
Goblins, Woe betide any that stand before these numberless nordes.

WARHOST

# DurpGrz, Coblin King of Moria OR
the Bzlrog of Morgoth®

s 7.6 Mora Goblin Warbands* =
(B4 companies)

» 2-4 Cave Trolls

o 0-Z Mora Frowler Warbznds

* Ths hattlehost may include efther Durbiz OF
the Balrog, but not haoth,

AL legst ane Gobin Warband must contain @
Goblin D,

VI s beth @ ohadour and a },?’ P
7 .

Sty sl feeved e
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= Aragorn, The Lord of The Rings

SPECIAL RULES

Doom! Doom! Doom! The advarca of the Mora
Goblirs is an intimidating prospect, the relentless
gooming of their grums ovarwhelming the senses
and weighing heavy an the hearts of thase wno
haar it. Enemy formations within 12" of any
Goblie Dram frem this warhost gain no benefit for
any Danners of musicizns they might have.

Outnumbered: To fight against the Goblin hoodes
of the Msty Mountairs is an oppressive ask,

for they seem without number. Once pear Priceity
chase, Durbirz may experd a Might point 1o
sumimion sdditional Gobles 1o the tattle, F DurbOrz
doas so, immeadiately place a Maria Goblin Warbano
formation of 5347 companies amywherg on the
ooard, but no closer than 12 to any enemy mode’.

Shadow and Flame: The Balrog is an ageless
norror whose very presence can unman the
mightiest hero. To the Goblins that follow nom into
cattle, he is a being of unequalled dread. As long as
they are witnin 127 of the Balrog, 2l formations in
this warhiost {excepting the Balrog itse’f} ane Stabwart
and are steadlast an a S or &, rather thar a 6.

fdona Goolin Warnand

Cave oy

Dbtz

haria Gabbn Warrior

Maonz Goblies wear dirty and

taity oloth winderneain
scavernged pieces of rusly
armour, Sorme Gobing wear
scrap of coloured ooth that
coningsts shamy aqaing the
dlare hiack of their 3tire,
perhans shivadng their

allpiance to 3 particular ke
ot the Gabilin King fimssd,
Same of the fiermast Mo
Gobling have been seen (o
wEdr red arenGLy, presunably
stained frovn the Bicod of
sk fos, Soeng even

that swch Gobling

Frave s Do allogianoe

specLils

ol I any Cropitadn or even

the Galilin £ing, hut o the
Hairong itsel,
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50 points + models

. ; % Beasts of the Wild

In the untamed wilderness of the Risty Mountans there lurk Wargs, spiders ang 2l manner
of evil and vicious creatures. Left to their own devices they will prey upon any who trespass
rito their territory, hungry for flesh and blaca, I this Torm they are dargerous to travellers,
sul little threat to trained ang armed warriors. If they are uriled, howeser, i is a different
matter. Drienag the Beastcaller bas the will, and the power, T summon forlth a greal throng
of wild creatures, beasts from the darkest, most dangerous cormers of the Misty Mounlaing,
Al the heas ol this savage host Drizhag plans to sweep away the civilisad realms of Eves,
fen ang Dwearves in & feral frenzy of teeth and caws.

WARHOST SPECIAL RULES
* Driizhag the Beastcaller The Swiftness of Wolves: The Boasts aof the
+ 1-2 Maoria Gob'in Warhands Wilg race towands the foe, spurres an by the
{3+ companies) bwisted vision of Driznag. As long as Drizhan is
. ®3-6Warg Packs within 12" at the bag nning of the Wove phase,
Drdzhag tha Beasrcaiier (6= companies) all formatons in s warhost will gan +1 to
* (1-2 Cloug of Bats formations thieis Mewve va'ue unt’ the end of the phase.
= ()-2 Guant Speder Brooas
= 0-2 Spider Broodling Swarms Mo Ordinary Beasts: Al the beginning of
. - - the Faht phase Drizhag grants a single
e G AR cote Est .ﬂ,-"r Beasts of the Wild farmation within 12
- S it {excluding formaticons of Goblins)
bhe moanlains " supernatural abilities. For the duraticn of the

Fight phase, the chosen formation gains the
- Aragom, The Lord of The Rings  Spinit Grasp special rule.

Mara Gobiln Warband (inciuding Drdzhag the Beastcalier)

i,

FAarg

Waryg Pack

\Wang

These Wargs have distincoive snow-lehite
fur, siritar fo the mpstenious wolves that
besat the Felowship of The fing in the | Vg Pack

Fdisty Mountaing, |

]




Misty Mountains Fates

These are additional Fates that you can select as long as your army contains one or more warhosts from the

Misty Mountains.

Warg Swarm 75 points
Drawen By the sounds of battle and the fiowh of their
cousing, Wargs will flock towards a fight in search of
BAsY ICKINGS.

Interventicn. Use this Fate at the starl of any turn, before
rolling Tor priority. Immediate’y place a formation of
D341 Warg Facks amywhers on the board but no closer
than 12° o any enemy maodel.

Stolen Mithril Coat

hfany Dwarven holds have boen plundered,
treasured possessions taken by the foul Gobl
ol war

50 points
her rost
s &5 spods

Persistent Cffect. Choose one Goblin Hara or Epic Hero in
your army. That Hero's Resilience is increased by 1.

Ancient Evil 50 points
Thore are dark things in the depths of the Adisty
MMountains thal know many great spells, and how o
undo mary others — offen with deadly effects to her

unany cpponants.

Intervention. Use this when a Balrog of Morgoth
attempts a Will of Inon roll. The spel’ is automatca'ly
rancelled and the spellizaster's formation immediztely
suffers D3 Strength 4 hits,

Dark Skies! 50 points
Clouds of leatherwangsd hats and owl birds soar aoross
the battiefield, their wings bictting out the sur and
shrouding those belowe in an unnatural darkness 1hat
heralds the coming of the Dark Lord,

Parsistent Fect. While this Fate 15 n effect, al shocting
allacks have their range reduces by &° (lo a minimum of
B —it's dark, but not that dark!}, At the end of eac

turn roll a 26, on the score of a 1 the couds dissioate
and daylight returns as normal,

50 points
iiideny tunnels and secret trap doors
3 Y WEY To N te the
carth, or escape should the enemy

Sacret Tunnels

Forgotten outlels,
provide Gobling w
strongholds of A
prove oo poveerul

Persistent Effect. Before forces are deployed on the
board, place a counter within 12° al a single defersible
Lerrain feature that s either a building or ruins. This
counter regresents the entranca o the terrain feature via
the secret tunnels. Provided no enemy formations are
within 1" of the counter, your Goblin formations may
enter or leave the terrain feature va the secret tunnsl,
treating the counler as it it were part of the terrain
feature itsell, The Deatn Beyvond the Gates rule does not
apply if Goklins car leave a terrzin feature usng secral
tunnels (bul if they co not take a Courage Lest they must
leave wia the secret tunnalsl. A Goolin formalion may not
attack an opponent occupying ts terrzin fealure Lsing
the tunnels.

Unfair Fight 25 paints
individually Goblins are no match for the heroes of other
races, howewver when they band rogetheor thoy can prove
quite formidabile,

Intervention. Fay Uus fortune prior to resciving dany
Herore Dusl involving 2 Goslin Here or Epic Hero, All
Goblin Feroes and Ep'c Heroes invelves in the fight add
thair Fight values to the one of the medel involved in the
duel, and may poo’ their Might points o work out who
wins the auel. Shou'd the Gablin stil lose, all the moces
helping Aim will suffer the same damage be suffers.

Life is Cheap 25 points
The weak-willed Gobilins can be forced to achiewe any
task F the threat in case of failure is dire enough

Intervanticn. Use this Fate atter & friend'y Misty
Mountains' formation has failed a Courage lest, The
formation suffers D3 hits for each point the lest was failed
by but is then assumed to nave passad the Courage test.

Relentless Advance 25 points
When you are one armangst hundreds, what does it
matter it 8 few of your comrades are siain?

Persislent Fifect. If taken, this Fate affects all Trendly
Misty Mountains formations in your army. Inslead of
aing diivan back by enery shooting attacks, friandly
farmations from the Misty Mountains thal are not
Sralwart will suffer 03 automatic hils.




S| (B

Sauron's minions are many and diverse; more than Ores and wraiths answer to the Dark Lord. To the east and
south of Mordor lie the lands of evil Men whose hearts were long agoe corrupted and subjugated to Sauron’s
dark will. Many of these warlike Men will fight for riches, some out of their fanatical loyalty to Sauron and
others still for fear of his wrath. They are dangerous and brutal warriors that pose a constant threat to the
safety of Middle-earth. Now, united, these Fallen Realms answer the Dark Lords summons and they march to
burn the fair cities of Gondor to the ground.




50 points + models

@ Khaml’s Easterlings

The Easterlings hail from the distant lands of Rhdn. Ferce and wel' disciplined, these warnors
are equipped with the finest weagons and trained beyona reproach, taught to fight in deadly
phalanzas whara their spears form an alimost impenetrable hedge of sharpened blades.
Worse, unlice e unruly mobs of Orcs and superstitious trbesmen that submit ta the Dark
Lerd's will throuah fear, the Casterlings worship Saurcn as a noble and vengeful deity to be
praisad above all others, and Fonour the wights and wraths that share in nis power. Chief
amengst these is Khamil, Lieutenant of Sauron and second in power amongst the Mazgdl to
none but the Witch-king himself. In the presence of Khamil, the Ezsterlings fight with
unparalleled zezl and their phalanxes of golden-armourea warriors cut through the Dark
Lord's enemies ke & scythe through wheat,

BATTLEHOST SPECIAL RULES

v Khamil, The kasterling Black-hearted Discipline: As long as they

v 1-2 Easterling Kataphrakl Cohorts are within 12" of Kham(l, a'l formaticns in
[3+ companies) this battlehost re-roll failea Terror tests and are

* 1-2 Easterling Archer Coborts steadfast or the roll of a 5 or 6, rather than &
(3= companics)

s 2-4 Casterling Cohorts Phalanx: All comzanies in this battlehost
(34 companies) that dre armed witn pikes orovide +2 dice

when supparting, not +7

Lastening Warrior

Fastering Kataphraki Cohort Eastering Colort
finciuding Khami(l The Eastening)

Easteviing Kalamhrakl

Uniike many of the foaroes commanced by
Sauron, the disciplined Eastenings dress fn
farv. As befits their status as alite
wearnoes he Easterlings are clad in halmets
angd scale-armour of shindng gald, Their

strct uri

Eastering Cofiort Eastenling Archer Cohort shigidds are iikeite @ bright golden hue.

1 The cloth warn hy each warmior /5 a rich
L sranE!, wiTth veteran wamiovs permitted (0

o - - - . adom ‘h=- caffars of thair headdrass with
“11 :l',{}.'q;;'l' lews Servaats .'.'),?'r'._"l..rr'-fr'f'!‘a'.'. '-_'":'gr'.of a4 -'x:'r’f;" oy | frv:«l-‘:-k-". 4 50 choose, The same
F L 1 ouvE can be ssen under the dark robes

= Gollum, The Twe Towers et 2 it of ths

h3



25 points + models

Dalamyr’s Corsairs

Dalamyr's flagship is the Shake, ana its crow are the scourge of the fiefooms of Gondor, Wherever its
black sails are spotted, carnage guickly ensues. More dare snow cowardice or disobedience whilst Dalamyr
is acoard and under the Fleetmaster's command the Sfirke has hauled away a king's ransom in olundar
tme and aoain, leaving anly a trail of death s wake, Moch of es blocoshed s the result of the Shake’s
Reavers, cul-throals who are considered parbarnic even by the amaoral stanaards of the Corsairs. Mad with
blooalust ana the desice to s aughter, the Reavers are often chaired up in the Shrike’s holo while at sea to
radarmyy i prevenl accidents’ amongst the craw. On land, they fight alangsice the Sheke’s crew, butcherng any in

o thein way, including other Corsairs, Qalamyr is more than willng te sacrice tha lives of his cressmen it
[hey will offer a suitable dstraction — one that allows kim to put his Hashann's skills to use and fuil his
o sinister, secretive mission.

Flegimasie

BATTLEHOST SPECIAL RULES
» Qalamyr, Fleetmaster of Umbar Reavers; Corsair Rading Parties that are parl af
» 3-5 Corsair Raiding Farties this battlehost bave the Berserk special rule.
(3+ companies) Heoweever, unless the Tormaton is watiin 127 of
o 1-F Corsair Arbalesters formations Dalarmyr al the peginning of the fight phase, they

suffer a -1 penally when rolling on the Berserk

o tabila 1f the resalt is a 0 the Barsers format on
e Copsader are wdove sl suffers OB hits resolved at its own Strength +41.
i
e T el sl rj/'rf.fr'.r'a; The Fleetmaster: As long as Zalamys s within i
g 12", all formations in this battlehost count as ]

- Men of Gondor, The Lord of The Rings  having a Tassmaster

Carsair of Limbar

Corsaivs halvivaly cowy

themseias vath tattoos,

seimge of wiich am simois
suaieks whilst othors ane
stplsed roprosentatons of the

o ol Bhio spas

chricag Croat

Carsair Raiding Party incieding Calamyr Corsar Ravdirng Party

Carsair Arhaisstar

Covsair Arbalesters

Corsair Capiain




@ The Army of Umbar

25 points + models

ne oty of Umrbar can muster a greal many warriors under arms, as one would expect of & city ruled by
sevan paranoid lords, each with his own catb-sworn army. Chief amorgst these warriors are the villainous
crews of the Corsair fleet, hard-bitten raiders and pillagers all. Less cut-throat, but mora numerous by far,
are the Haradrm tribesmen of the surrounding lands, bought by gold or coercea by tareats Lo carry thair
blages in Unbar's service, Yet the shock treops of the Corsair city are the personal guards of the city lords,
the Black Mimendreans rumoured to oe the descendants of the origingl traiors who stle the ity awiay

from Gondor's rule. This martal might would surely

e armongst the most fearsome of all the armies of

Middle-earth, were it not for the continual threal that it would collapse into a marass of back-stabbing as
the varicus factions strovie against one anather, rather than the common foo. Crly the dread preserce of
a Ringwraith has any hope of <eeping the Army of Umbar in order,

i BATTLEHOST
i #The Betraye: ANIVOR The Knight of Umbar
# 1-2 Haradrim Warbands
(34 companies)
* 7-2 Haradrim Rader Warbands
[3+ companies)
+ 1-2 Corsair Raiding Parties
[3+ companies)
# -2 Corsar Arbalester formations
* -2 Black Nomenodrean Regimeants
= -4 Morgul Enight Regiments

SPECIAL RULES

The Shadow of the Nazgil: Az long as either
the Betrayer or the Knight of Umbar are within
12", all formations in this battlehost gain +1
their Fight value, and re-roll failed Courgoe tasts,
Howvewer, it both Ringwraiths are siain, the alliance
that binds the various factions together will
evaporate. At the start of every Priority phase
following the Ringwraiths' deaths, roll a D& for
each formation in this battlehost. On a rall of 1 it
has been attacked by their rivals and the formation
mmediately suffers D3 casualties {not hits!).

A

Haradnm Warband [Including the Belrayor)

Cdeie corsed Seatdrons come wowr mdrcding

e Lk Tower

Haradnm faider Warkand

i B gncient rodda Lo serell Ghe dosds of
5 /

= Mablung, The Lord of The Rings

The Kmight of Umbar

The Hetra

Harachm Banver Boarer

shing the ioon of Volnake

Warriars of Umbar fear
heraldy hased upon their

in, Weinakir and
gk, whose respactiee
LYrnbol dre Crosse

scarrudars, d siylsed portoulis
and @ tricio

af the Cors.

hough mos!
75 and

Haradrim in therr serace

Wear Dasd :_:I-_'lrlL'. s Tg

Trusied warnnes well alko e

clad in the colowrs of

liege lard,



Leadership of the Serpent Horde falls to the greatest warlord to have ever arisen in Harad —
Suladan, he Serpent Lord. Suladan often leads a cadre of elte warricrs, the Serpent Guard,
and there are few foes that car hope to outfight them. Together with their master they ars
knowen as be Swords of the Serpent Lord and they cut down all cefore them. Gnly the most

skilled and devoted of warrars are judged worthy to join the ranks of the Serpent Guard and
thaugh there are many aspiring applicants, few succead. Tne most skilled of these aspirants

25 points + models

Sulacén, the Sarpant Lord ©are permitted to prove their worth within the gaze of Suladdn himself. Those that fight

BATTLEHOST

# Suladan, the Serpent Lors

* 1-7 Serpent Guard Warbands
{3+ companies)

» 1-2 Serpent Rider Warbands
{3+ companiss)

* 1-2 Haradrsim Warzands
13+ companias)

= 1-2 Haradrim Raiders Warbands
{3+ companies)

Serpent (Fuard

Serpent Ridar Warhand fnciuding Saldan)

Haradrm Hanmer Begnar

The efite of Suladdn are distinguiched by
the sharpened hams they wear across their
back-banners, representative of the fangs
of & qreat serpant. i return for i
declication, the Sarpent Guard receve frst
ik oveEr the 5pa

;o war makng them

TREsmEn

far veaaithier tharn the comemon |

Such weaarnioes wear fina

3

wr and masks farhinmed Haradrim Raider Warhand

irvto the face of 2 seqpant,

siies, goidern arn

well might be rewarded, but those thal show cowardice can expect only a quick death,
for Suladén does not tolerate falure and his Haskarii are everpwhere,

SPECIAL RULES

Strike Fast, Cut Them Downl As long as
they are wilhin 12* of Suladdn when he
cal's a Heric Fignt acticn, all formaticons in
this battlebost also count as having called &
Heric Fight.

The Price of Failure: Each time they fail a
Courage test, Haragnm Warbands and
Haradrim Raider Warbands thal are

part of this battlehost will sulfer a numoer
of automatic hits equal to the margin they
failed the test oy

Serpent Guard Warbang

Haraginn Warhand




75 points + models

The Golden Army
of Abrakhan

The Haradrim city of Abrakhan sits upon one of the great crossroads of Middle-earth. It is a
bloated spider grown fat and wealthy upon & web of trade routes, the Golden Kirg who rules
the city taking his due of the caravans that oly the rozds to and from Khand, Morder and the
corsair city of Umbar. Unlike ather Haradnm Kings, Abrakh3n's ruler bolds [ttle hatred in his
heart for the folk of Gondor, sesing mae pralilin his illcit trades with the fiefdoms than in
open war. Nevertheless, the Golden King fears the Dark Lord as much as any of his peers, and
so the Golden Army of Abrakhan marches 1o the Pelannor in Sauron’s name.

L

BATTLEHOST SPECIAL RULES
s Abrakhdn Guard Treasures Lain in Hoard: Tne wariors of
 2-4 Haradrim Warbands the Galden Army are bard-billen
{3+ companies) mercenaries who will fight so long as the
-2 Haradrim Raider Warhards promise of wealth holds true. As long as the
(3+ companies) Go'den King is within 12°, all formations n
* (-2 Khandish Mercenary Warbands this battlehost use nis Courage (he is therr 3
* 0-2 Khandish Mercenary Raiders paymaster, after alll. This Courage value ! The Golden Kivig
* 0-2 Half Troll Warbanas cannot be reduced for any reason whilst the

Golden King is alive,

Golden Promises: The ruler of Abrakhan
has monies enough 1o bribe his enemies,
even in the teeth of battle. All enemy
formations that are withir 12° af the
Golden King at the start of the Fight phase
must pass a Courage test or else be
distracted by the handfuls of thick goldean
coins being flung into the air. Any formation
failing suck & Courage test is reduced to
Fight 1 for the remzinder of the phase

Raradnm Raider

Abrarhdrn Ouand (including the Golden King) Haranrim Raider Warbang

Warriars of the Galden Army wear robes
dyed in rayal blues ana pomies, The
Haradrirn Warband Haracirim Warband Golden Army's Banners carny Abrakhdn's
rapal il - the desert sconpion

L7




Mahia King

idakda Warrior

The cistingiive war paing of
the Mahiid gives them a
termifing visage, The

i = S L denore
gach parnee's STanading
within fi (it The markings
dispiaped By Mahdd Warrions

are therefore relatively simple

+

wiilst those warn by
Chieftains are mare compies,
The most elaborate face

roarkimgs are the ressno ol

it

75 points + models

| @ Mahid Wartribe

The savage trizesmen of Far Harag are krown as the Mahid. They are a prirmitive ang superstitious
peasle, but they are no less dangerous for that. To fight the Mahid is a fearsome thing, for they make no
pretence at stralegy of tactics, instead coming howding at tneir enemies, ther distnctive war paint only

adding to ther intimidating visage, The Mani

i respect oaly strenglh ang martial proveess, Mo wonder

then thal leadership of the trices goes 1o 1he strongest and canniest of warriors. These Chiellains can
inspire the'r followers to great deeds of courage, even in the face of overwhelming oads, but they must
forever orove the r waorth, For a Cheeltan to show even a maments weakness is an invitstion 1o be
deposed by anather rising warnor, On occasion, a particularly aggresswve warrior will sucoged not anly in
uling a single trbe, but a whale regicn of the scuthern savannshs, These are the Kings of the Mahid
and theis mignty wartribes ars Tearad by the men of re.ghbouring Khand and distant Gonaor alice.

BATTLEHOST

« -4 Mahdd Warhands
(24 companies)®

¢ 1-2 Mahdo Rzider Warbands
{34 companies)*

* 1 Wzr Momak of Harad

« 0-2 Half Troll Warhands

At Jeast one formation in this battiehaost must
include a Mahiod Chieftam, One Mahdd Chioftain
i this hartichost must be nominated to be a
Ndafied King.

\War Mamak

Fanda VWarband

SPECIAL RULES:

Mahid Mamak Crew: The Manlc Wartribe's
War Mamalk is crewed not oy Haradrim, but
instean by Mahid Warricrs, These crew memoers
replace ther bows wilh blowsipes and count a5
having a Shool value of 3= but athenwise they
hehave exaclly as narmal Mimak Crew, In
addition, this War Mamak counts as having tha
Wb Beastmaster Fate 25 detailed on page 77.
Mota that this Fate does not count towards the
mazimrurm limit of Fates you may include in your
army nof aoes it pravent you selacting the MahGd
Bezstrmaster Fate as normal

Mahid King: &5 long s they arewthin 127 of Lhe
Mahiz King, all fermations w this battlehost count
as having a Taskrraster and are steadfast cna S or 6
instead of 2 &, In addinion, the MahOd King counts
as an Ay Banner, but only o formatons in this
batzehost

Mahid Ragers (incleaing Mahod King)

akdn Warband




100 points + models

Mumak War Herd

The m aghty ®amakil ase huge crestures used by the Haradsim &s oeasts of ourden and war for centurias,
narnessed with areat boweans from which the orew can fire down upon their foes, Each Momak stands
taller thar & house ang the very ground snakes at their step IF the stampede of one of thess benamaoths
s a fearsome sight, then the charge of & War Herd is truly terilying, All before such an overwheiming

force scalter lest tney are framole:
i with the por

nerds and marche:

Harad, whee the Mamaki’ wese first thougnl to have peen captured and broken, hav

and gored 1o gea
gerous crealuras o the Pelannor, Fver the Mano War

b, The tribes of the Harad bave mustarad al such

ay ol Far
journeyed with

their herds to chay the will of Sauron. Never before have so many Mimaks been gatherea in one olace
ard 7 is deubthul that such an awesome spectacle shall ever agair be witnessed. With monsters such as
these at Sauron’s command, Gonder shall be trampled o dust.

BATTLEHOST
* 3-6 War Momakil of Harad

SPECIAL RULES:

Overwhelming Charge: 115 almosl impossiole o
ael cul of the way of a charging War Herd. Instead
of moving the War Mimakil independently in the
honie phase, as long as each War hMimak s within
&" of another from the same battlehost, you can
perform an Cwerwhelmong Charge. If you choose
to do so, wwrn a'l the \War Mamakil tc face the
same direction and move them fonward 306" (each
War homak mowves the same distarcel, re-rollrg
any faled To Hit rol's suffered by formations tat
are framplad on

-~ i o -~

The Ground Trembles: ‘When a Var Herd
marches, the ground self trembles, throwing off
the aim of even the best marksman. 4s long as
e War Mamax s within 6% of another from the
same batt enost, enemy formaltions within 127 ol
any af them count ther Shoot value as being 7
warse than it wauld normally be

Terrifying Advance: Cnemy formations that

are within 12" of at least two War Mamakil
from this battlehost suffer a -1 penalty to their
Terrar tesws. This penalty is ircreased by © for
each addizional War KMamak from this battlehost
(above the intal twaod that s within 12" of the
enarmy formation

i & - 7] =
",n"' : e a8 e o 20 B i ik £ _.-"f ' ‘,—"If"
BOFE Cala e Jaed s Bedata, Seile e .-'.-;.:_." Aeeaee. . The mamaind 8 e F

= The Lord of The Rings
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75 points + models

The Host of Karna

Mozody knows whal was once worshipped within Karna's hallowed halls, so utterly lost in nistory is the
truth, et thoss who live near to that (I-fated oy know all too well what dwells there now: the dread
Dimlokh, These restless spirts prowl K&rra's ruins, feasting unon trespassers n cruel midnight rituals,

Given frae raign, the Dimlokni would bring teror two lands far peyond Harad, perhaps even to the shores

ol Gandor's fisfdoms. So it s well for Middle-earth that the Watchers of Karna nold the imlokhi within

{he ruined walls, caging ghest and spectre through the effort of blade and bow. Yet despite the

importance of their calling, not even the Watchers of Kirna can deny a summens to the Greal Army of i
Harad. S it is that many of their warriors and iriliates travel nerth to the great widow-making figld of the |
Palannor, to ply skills of sword and oow against the defenders of Genoor,

Walcher of Kdrna

fiy tragition, the Watchers of
Kérna wear dank hroan or
tack roats with reg sashes.

Their rohes are af o

matena! fashioned of

simpie orower cioth. While
the Watchers tharmssives do

notT Camy baprners, Lhe

nitiate warbands offen cany
standardls depiching a crown

and a sarpent,

Haragm \Warnoe

Haradrivn Banner Seares
shoxanag the icon of Karma

BATTLEHOST
o 1 Watcher Warband
» 3-f Haraznim Warbands
(3= companies)
» (1-2 Haradrim Raider Warbancs

SPECIAL RULES

Surprise Attack! A/l formations in the Host of
karna have the Ambusnars special rule. In
addition, il arfving as reirforcements, this
battlebost can re-roll ary dice roll that determines

wihen and whara it will arrve.

Stalk in Silence. All formations in the Host of
KArna are reated as wearing enchantes cloaks
and have the Pathfinder (Master) special rule.

Hunters of Ghosts. &/l formations i the Host of
Kirnza have the Spirtbane special rule. In addition,

- -~

3 ; PR & _rz_:lr.l i g ; o Ty,
il |I .{.--'/ Wt Sl @i -"f.'.l'i'lerL g B

: e g as long as they are within 12° af the \Watcher
f"'._r-'.m:’crffc-f,.r.-' and, the ool Fltradrin. T wWarband, all formations in the Host of Kamna
— lincluding the Watcher Warband) roll an additional

- Boromir, The Lord of The Rings

06 when taking a Terror test.

Haradnm Warband




The Fallen Realms Fates

These are additional Fates that you can select as long as your army contains one or more battlehosts from

the Fallen Realms.

Banner of the Serpent Lord 75 points
The banner of Suladdn shows a serpent coiled around
the Kahrard Blade, the symbol of leadership in Harad and
fo wich all must swear allegiance

Persistent efect, Choose one formation of Haradnm,
Haradrim Raiders, Serpent Guard or Serpent Riders in
your army that has a Banner Bearer. That banner is now
an Army Banner tor the remainder of the game. In
addition, if Suladan is in the same formation as this
banner then fis Inspiring Leader rule will affect all
formartions of Men from the Fallen Realms army list.

Poisoned Weapons 75 points
The Haradrim and thedir allies smear the Hos of their
arrows In deadly venom and coat thelr blades in

wile poisons.

Persstent effect. Choose one Fallen Rea'ms formaticn in
your army that does not already bave the Poisoned
Weapors spedal rule, That formation now gars the
Faizonad Weapons specal rule and may re-roll any faied

I Hit rolls of & *1" waith close combat and shooting sttacks.

Black Scorpion Venom 50 points
Maost dangeraus of aif venams s that of the black
scofpions, the morest touch from which can stog a
man’s hoart.

Persistent effect. Choose ane Fallen fealms Hero in your
army to have coated their fagoer in Black Scorpion Yenom.
Each hit causes by this Hero in a Heroic Duel will cause &
casualty, regardless o bis Toe’s Resilience,

Fear and Doubt 50 points
Long ago, noble men of Mamenor were corropted by the
wall af Sauron, The folk of Rohan and Gondor are ever
fearful that the same weakness may iurk within rhelr
owin hearts

Irtervention. Jse this Fate just before an enemy
formation of KMen mazes @ Courage test. Roll a DR -
o0 a 2 or more that test is automartically “ailed.

Mahid Beastmaster 50 points
The influence that these Beastmasters wiaid over the
great Momak s beyond compare.

Parsistent effect. Chocse one War Mimak of Harad in
your army o have a Mahdd Beastmaster — be replaces
one of the craw members. This War Mimak, and all
other War Mimak | within 12", count as having a
Harnzlowe:. The Mahid Baastmaster is treated a5 a
normal crew memizer fwith an identical crofile) in all

other respects.
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Tusk Weapons 50 points
Some Mahid tribes hammer steel spikes into the tesks of
the mighty Mamaki! or olze hang barbed-chaing botweoon
them, increasing the Bloodshed one of these mighty
begsts might wrear,

Persislent effact, Choose ane War MOmak of Harad in
your army to have tusk weapons, This War Momak
nflicts D3+ hils per company insteas ol 03 per
company when making a Stomp and Gore! attack
2gainst an enemy formation.

Warrior Pride 50 points
Many of the southern tribes respect onll strength, courage
and the walliingness to slay the enemy These warrions fight
with & reckiess bravery that borders an the insane,

Persistenl effect. Mominate ane formation of Fallen
Realms infantry ar cavalry in your grmy. This formation is
now Indomitabile, In addition, during any comoat in
wihich a Bero or Fpic Haro within the formation fignals in
a Hera c Duel, the formation will automatically be
steadfast it beaten in combat.

Unhallowed Halls 25 points
The Watchers of ¥ama cage the most dangerous of soinits
within the stone walls of cursed ruins, Such pidces are
anathema to those with pure fiearts and only the foolish
willingly enter for the imonsoned spints are always
segking ways fo escape and lash out 8t their jalers,

Persistent effact, Before forces are deployen an tha
ooard, nominate a single defensible terrain feature that is
cither a building or runs. Any formation (frend or foe)
CCoUnying this terrain feature gains the Termaor special
rule. At the ena of every turn, howeaver, any such
formation must take a Courage test. For every point the
test is failed by, the formation suffers a casualty (1ot a
ity as the spitits vant thelr anger.
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Angrmar is a haunted, forsaken realm, as bleak and barren as any outside Mordor itself. Only the brave or the
foolish willingly enter this vile place, for it was from Angmar that the dreaded Witch-king ruled and his malign
presence has forever tainted this land. Angmar is a realm of chill shadows where only black-hearted creatures
and evil spirits now dwell. As Sauron rises in power, tales abound that the evil in Angmar stirs once more. It is

rumoured that the shrill cry of the Witeh-king can be heard in the wind and that legions of Ghosts, Ores and
savage Barbarians answer the eerie summons.




75 points + models

%ﬁ The Hordes of Angmar

Whilst the spectres and spirils of Angmar are the Witch-king’s choice weapon of terror, it 15 the ranks of
Ores and Men of Carn Dam that are his chief tools of slaughter and congquest. Before the coming of the

ing to Angmar these black-hearted warriors were FEJ-,._J'. but crigands and squabbling raidars, but
wihan the Lord of the Nazgll sank his claws into that realm, they became & force to be reczoned with.
Some began to worship the Witch-king, begging him to share his gower, Others feared the Witch-king, ces
doing anyt ay his wrath. ch.:-r-:llu:s; of thair motives, al' sarved him, Under the Wilch-king's ] The Wiitch-king of Angrgs
command these warriors wiere more formidable than ever, drven by the inrhuman malice of their sorcener
king. When combined with their ovwn hatred for their enemigs the horges of Ores and Men wou'd throw
themselves at the enemy with renewed vigour, Theugh urdisciplined at times, the overwhelming numzers
of Ores and the brute force of the Men of Carn DOm were eroughn 7o overcome their enemies and bring
the langs of the Morth 1o their krees.

BATTLEHOQST SPECIAL RULES
* The Witch-king of Angmar Ftule Through Fear: 4z long a5 they are wilhin
= 2-4 angmar Orc Warsands " of the I'.'.'|'I|tr h-king, &l formations from the
{3+ companies) I-._1r'-ﬂ of Angmar are Slawarl ana re-roll faied
4 Carn DOm Warbands Lourage lre.a..m

{3+ companics)

v Ove Wl

Do Not Fail Me! As long as they are within 12 of
the Wilch-king, all formations from the Hordes of

Angrnar add <1 to any Panic ro'ls they must take.

Ancrar D Wamior

darrior af Carn D

The man of Can LT

iittla for maintaining e
Carn DOm Wanbanad Care D Wearbang : WEAnONs &0 ar
sren less for bhe
Their tunics and Cioaks g
dirty and tatly, reds and

Growsns showdng bomeath
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The Dvdmmenaik

The Tainted

Ghast of Angmar

The Ghosts of Angrmar are 50
arncient thal ey are slmos!
carmiztely ranshacent,

e wihite wath only broam
hues, the colour of ot and
ecay viabile through their
franshacant farms, Amour of
hrange ar even goid has been
S8y (N These spectres, a
mackery af the gilded armour
of the Rings of Amor = the
ancient enemies of Ao
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75 points + models

%% Spirit Legions of Angmar

The dead do not rest easy in the cursed realm of Angmar. Maligr spirits, remnants from an earlier age
who refusad Lo yield o whatever lies beyond life, are possessed with the might to enslave creatures long
afler their mortal bodies can endure ne lorger. Bodiless and insubstartial, these creatures dwell within
Angmar’s shadow to this day, neither living nor dead, their souls burming with hatred for tha living. The
only allegiance these sporits know is to the Nazgdl, the Ringwraiths who, beirg unliving creaturaes
themsehes, are able to cend the restless dead to thair woll ard infuse them with a portion af theis awn

SOTCETOUS POMET

- In ages past the Witch-king himself commanded legions of ghosts and spectres against

the Men of Armor — now, at the behest of the Dwimmerlaik and the Tainted, the evil spirits of Angmar
bring terror and dismay 1o the descencants of that ance noble realm.

BATTLEHOST
* T Dwirnmerlaik ANDAOR tha Tainled
* 24 Spechral Hosls
* 1-2 Ghostly Legions
3+ companias;
= -4 Shadas
= -2 Court of Fallen Kings
* -2 Ghostly Riders
* 0-1 Werawalves
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- Frodo, The Lord of The Rings

Speciral Host Secluding the Tanted)

Ghostly Legion

SPECIAL RULES

Ethereal Forms: In the the presence of the
Dwimmerlaik even enchanted Elven blades ose
their power. As long as they are within 12 ol the
Dweimmerlaik, all formations from this battlehost
add +1 2 their Defance value,

Chill Touch; In the prasence of the Tainted the
Gnosts” merest louch is enough to freeze their
cpponent’s biood. As lang as they are within 12°
of the Taintad, all fermartions from this battlehos:
add +7 to their Strength value.

An Army of Ghosts: As lorg as they are withir
12" of either the Dwimmerlaix or the Tainted,
formations from this battlehost are exempt from a
Shaces Chill Miasma special rula,

Lpectra! Host (inclucking the Dwermmerian)

Shacies




75 points + models

\3& Buhrdir’s Warband

Buhrddr 5 & creature of pure evil, a mighty Troll spawned in the darkest caves of the Misty
Fountains. Buhrdie has gathered to ki all manner of fell creatures. Trolls are inewitatily
drawn to the strongast and most violent of their kind and Wargs also sense in Bubrdir 2
mighty pack leader — one that will lead them 1o plenty of fresh mest. The Gobling of the
Misly Maountains and the Oros of Angmar are always drawn to the scent of plunder ana
despair. Subrdirs Warband grows with each wiczory as ever more beasts flock 10 s side
Herwevar, it is not just the size of this warband that has gainad Bubrdir such a dread repute,
Linlixe others of his king, Bubrddr is possessed of & ruthless cunming. It is perhaps because
none expect a Trell 1o be anything other than dul -witlea that Buhrair's Waroand has been so
successful - for who expects Trolls te le in ambush? Thus have many passing herces been
slaughtered by Bunirdds, caughl in the jaws of a brutal and surgrisingly eff ciert trap

BATTLEHOST

* Buhrdir

* 3-6 Cave Trolls

* 1-2 Angmar Cre Warbands
U COMan es)

* 1-2 Warg Packs
B4+ comoan es)

* 1-2 Moria Geblie Warbands
{3+ companies)

{rehittn

Angmar Orc Warband

SPECIAL RULES:

Pack Leader: As long as they are within 13
of Buhrdilr, all formaticns in this battlehost
can use Bunrdir's Courage value for any
Courage tests they are requires o make.

It's a Trap! All Bunrddr's Warband
formations have the Frowlers anc
Ampushers spacial rule. In additon, if
arriving from re nforcements, this battlencst
can re-rofl any cice roll that determ nes
when and where it will arrive

Cave Tradis

fona Goblin Warhand

Warg Pack

Bulirdlr

Warg Chisftain

Angmar Orc

The Ovcs of Angmar tend (o B ouicasts
frovm Mardar and arg seathed inan
assoriment of dirty coths of dant greens,
Hoolds and hanners
ara most often Black, a fowr of which

whails of ancient, fearmome heasts
o O same other tam

areys and black, Thed

depicl 5)

such as a
croature, Dindy thase Ores that fight i
the gare of the Witch-king have any
sehiance of 3 unifarm, carrping ds they

o hanners resemiling the shnigking face
of thair o,
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Angmar Fates

These are additional Fates that you can select as long as your army contains one or more battlehosts

from Angmar.

Die Mow and Curse in Vain 75 points
Cnty the foolizh stand against one of 5aumon’s choson
sorvants, far thoir very fouch 5 death.

Intervention. Use this Fate at the beginning of any Fight
phase and choose one Angmar Hero i yaur arrmy. For
the remainder of the turn, each Cose combat bt inflicted
by that Bero or bis comzany will cause a casualty,
regardless of the foe's Resilience,

Banner of Angmar 75 points
The Banner of Angmar demicts & ghostly shrieking face
that appears to move as o i were alive, Such a sight
chills the Biood of & who gaze upon if,

Persstent effect, Choose one Argmar formatian in your
army that has a Banner Baarer. Tnat banner is now an
Army Barner for the remainger of the game. In additan,
whilst the BEanner Bearer is alive, his formaticn gains the
Terrcr special rule

Barrow Elades 50 points
Foul sorconies cursed these blades fong ago and now

the onll armour that is proof against ther bite s & shieid
of courage

Parsistant effecl. Mominate ane Angmar infantry
formation in your army that is not Spidts. That formation
0ains the 5ot Grasp rule.

No Man May Kill Me 50 points
Many a warrior has toed to kil one of the Nazgi!,
nane have succesdod.

Fersistent effect. Nominate one Ringwraith in your army,
Roll a D6 each time 2 bet is inflicted on this Ringwraith as
the result of g Heroo Duel, IT the score 15 2 4 or mare the
kit 15 prevenies

Corpse Candles 25 points
The ew! spints that inhabit Middie-earth Rave been
knawn to wse foy lights o ensnane thelr Wotims.

Intervertion. Use this Fate at the beginning of any Move
phase and nominate & single enemy formaton. That
formation must immediately take a Courage test. I the
test 15 passed rothing happens. IF the test s fziled the
frmation succumos Lo the lure of the Corpse Candlas
and your apgorent cannol move the formation this
chasa, but you can, treating it as it it werz ane of your
o, You cannot make a Hesoic Move or move At the
Double! with this tormation and Ep'c Heroes cannot join
of leave it during the Move pnase - they are far too
distracted by the pretty lights.

The Dead Shall Rise 25 points
The dead do not always rest easy and the ranks of
spectres and ghosts are forewer sl

.

Intervention, Use this Fate al the start of any Fignt phase
and nominate one of your nfantry Spidl farmations.
Rola D6 for each casualy the formation inflicts ‘n ¢ ose
comzal thal tum —on the roll of a 5 or 6 tne Spirt
formalion rapenisnes a single casualty it suffered earlier
in the battle as the bodies of the recently ceceased tum
against their former friends. This Fate cannot restore
companies that have been removes from the game,

Cry of Terror 25 points
The giercing shiek of Saurons most ternfyng minions can
be heard over the din of battle and the howding winds.

Intervention, Uss s kale al the beginring of the Shoo
phase ang nominate a single enamy infantry or cavalry
formation that s witnin 12" of one of vour Spirt
formatians (or a Ringwraith). The enemy formation must
immediately take a Courage test, but on a single 26 only.
For every poirt the test s failed by, the formation suffers
a casualty {not a hit!) as soveral warrors flee or else
literally die of fright.

Haunted Stronghold 25 points
Ghosts and spectres haunl many a ruin in Middie-earth,
their sssences Doung (o e stones Remsaies.

Persislert elfact. Bafore forces are denloyes o the
board, rominate a single builaing or ruin. &1 formations
{friend or o) suffer a -1 to their Courage value whilst
they accuny the Haunted Stronghold un'ess they are
Spirts o are oined by &r Epic Hero that is & Spirit.

In add tion, any Good formation that wishes to move
througn or occupy tne feature must first pass @ Courage
test. If the test is faled, the formation traats the feature
as imoazsable terrain for the guration of that move,
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& Unleashing Battlehosts

Battlehosts add a new dimension to both building and playing with
your War of The Ring armies, so answer the call-to-arms and muster
together your mightiest warriors — the battle for Middle-earth is

about to begin.

Because batt'ehosts are so mportant o the ook and fee
of your army, it feels right that they shoula take centre
stage in both your collection and during your battles. This
saction looks st builging and playing with zattlehosts,

Build me an Army...

There are two basic methods of tuilcing batt/ehests into
your army, The first ang most obvious wiay is 1o simply add
overy model you'd need to field a battlenost to your
collection. This is gerfect if you are new to the Lord of Tne
Rngs hobby as it provides you with a sizeable collection of
m nigtures to paint and play games with.

Howweer, if you already have a War of The Ring arrny, you
will probatly wanl 1o taxe your axisting madels ana forge
them into zattlahosls, Because battlehosts are ofter bult
around Core Tormalions, it s entiraly plausibie that your
collection already contains a battlehost, or at least the
better part of one. As a resdlt, it is always worthwhile
checking to see if, by incdluding an extra Hero or a few
oxtra companies, you can use the bulk of your exsting
army and form a battlehost or twio. By doing 5o you can
help to give your army @ more unified look énd provide it
with evien maore character, as well as giving vour force an
extra trick or two to unleash upon the battlefield

Some battlehosts are composed almost entirely of Rare
formatons, Felding large numoers of such troops is
typicalty the reserva of very large games as you would
rormally need Lo incluge an equivalent number of
Common farmations Lo satisfy the Decree of Rarity.
Fowsaver, oy laking the appropriate battlehost, you can
include ‘arge numbers of Rare formatons as a matter of
course, nelping you 1o raise & traly elite army.

hany players will want to distinguish their attlehosts
from ther otner roops. Tnis can easly oe done with
variations in uniforms, iconograghy and markings when
painting your hattlehosts. This not only looas fantastic, ©
also helps to remind both players which formatbons belong
Lo which baltlehos: as the batllle ensues, The showecasas
presanted in this book are packed win examples of how
to paint yiour nattlehosts. Alternative’y, they may help to
nspire some of your own colour schemes. Some players
may wisn 1o Turther uni®y their formations by mooelling
unigue banners for them or basing them on custom-made
MMoAEmEnt traye,
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Supporting the Battlehost

When buiding an army, many payers will natura’ly want
to farm ther battlehosts first. The guestion that then
arisas is: “what-to spend the rest of my points on?’

Well, assuming you have taken all of the battlehosts

you want then it's back to the army lists in the War of Tne
Ring rulebook.

It's always worth thinking aoout any Heroes or formations
that might comgolement your army'’s theme. Permaps you
will reinforce tne Lotnlorien Battlehost with ore of
Laren's many patra's — a formaton of Wood Flves lad by
Ba'dir, Guardian of Larier, Tor examole.

Yo could alse consider those Heroes ang formations
that complement your particu'ar cattleficld strategy.

Eor example, a formation or two of cavalry can act as
cutriners to slower-moving infantry battlehosts,
ntercepting possible threats to your flanks. Perhaps
you'll decide to incluce a formation of missile troops

{or ever some artillery) 1o soften up the enemy before
yaur cavalry battlehosts hit home? 1T you're Tinding your
elite battlehosts are in danger of being cutnumbered then
why not consider fielding some more Cammaon
formations to balster your baltlelines?

some of the mast icanic creatures in the whaole of
Middle-aarth are its monsters, These models often form
the centrepece to a War of The Ring collection and they
car helg o defing the overgll theme of an asmy — afwer
all, what Mordor army woula be complete without a few
Troll=? &5 monsters are extremely powerful all-raund units
they ase idea for supporting your battlehosts, Indead, by
fielding powerful monsters alongside battiehosts vou will
presant your opponent with the unenvan’e tast of trying
to stoo both 1Us much like being caught netween a rock
and a hard place, albeit ane that is filled with lots of
angry Trolls, Ents, Olphants, Cragons...

You can further cement the theme of vour army by
selecting Fortunes and Fates, After all, the Swan Banner
of Dal Amroth is the idezl upgrade for Prince Imrahil and
his Swanhost, and no MOomak War Herd woulz be
complete without & Mahid Beastmaster W commana il
Witk & little extra afforl you can reprassent Foriunes and
Fates by modelling specizl conversions or applying a
unigue painting scheme 1o your models. Ferbans you
could paint the plate mail of an Uruk-hai Warband with a
brighter metallic shade ta show that they are clad in
strang lsengarg Steel? Maybe vou could represent the
Stanaard of Lothidrien with a suitably lavish paint job

on one of your Galadhrim Banner Bearers? The Fortunes
and Fates presented in this book {and the War of The
Ring rulebook) offer great opportunities for modsllers ana
painters to show off their skills ana further personalise
their War of The Ring collecton.
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Gaming with Battlehosts

Battlehosts provide a selid core of warnors led by powerful
Heroes, with new special rules and abilities. Thare isn't
ricarly enough space here to discuss all the possinla tactics
to use, besides, part of the Tun is in finding and developing
your own combination af tactics. However, there are a fow
generdl paints ta pear in mind when playing with
batllehosts, lips that all budding commanders should

take rote of.

It may sound obvious, but two battlehosts are better than
ane. By fielding multiple battlehosts in your army you can
contest not just one, but several key positions on the
battiefield. As you play larger and larger games you'll
discover new tactics that work particularly well when
felding two ior more) battlehaosts in combination

Isengard wilh the shesr bruzality of the Fighting Uruk-nai.
Ban’t forget that you car also include allie battlehosts in
your army, giving you some radicaly different formations

tex add to your collection, paint and use in your games,

Battlehosts and Heroes

The Heroes in & battlehost are crucial (o ils affectiveness,
Mot only are they powerful warriors but many of the
battienosts formatons sepend on being in close proximity
to their Hero. Suffice to say thal as Heroes cannot be in
two places at the same time; their influence is limiteg to
only a single parl of the hattlefiela. It s easy for a
battlehost's formations to become separated dusing

Lhe chaos of battle and cleary situations will arise when it
it baneficial to split a battlehost up. Ferhaps it is vita! to
send a battlehosts cavalry contingent ahead or kesp a
formation of infantry Dehing to guard an objective?
Rernember though, a battlehost's greatest strenglhn lies in
its comizined power and it should not be given up 2asily.

Dian't fat your Heroes get strandeg. Heroes leading cavalry
formations are particularly vulnerzble if they charoe ahead
ot their supporting ‘nfantry and cverextend themseves

as they slaughter a bloody path ever desper into the
enemy lines. Before you know it, they're surrounded

by the enemy and in desp trouble! 5o ramember,

keeg your battlehost together and protact your Heroes,
Guard the flanks of your Legendary Formations and,

il & formation tzkes heavy casualties, consder moving

ils Fpic Heroes into anather of the battlehost's
full-strangth formations.

Fighting Against Battlehosts

Try to keep an eye cut for where your oppanent’s Heroes
are, particulariy if they are leading hattlshosts, IF you can
kill them ther the rest of their battlehost will immeadiately
become less of a threat, A common tactic is to slay the
hattlehosts commanders in 2 Hearaic Duel - a risky tactic
as they tend Lo be powerful warriors bur, if successful,

a gamble that may wall end up winning you the entire
battle, If you get the chance to engage these champions,
taka it! Howvever, whilst you are attempting to il vour
opponent’s Heroes, remember that he will be trying to do
the same to you...

Anctner seund piece of adwice is to remember the age-
ola strategy of dvide and conguer. If you can lure a
formation ar two away from their parent battlshost,

far enough that they no lenger gain the abilities afforded
to thern by their Beroes, you can destroy them piccemeal.
If none of this works then try and focus on destroying
one battlenast at a time, Concentrate your entire army's
tirapower onto your target, weakening it before your
formations charge in. If you have them, use your
spellcasters to aither bolster your own fighting strength,
or weaken your opponent's.



Battlehosts and Scenarios

Battlencsts can form part of any War of The Ring army and
can oe used in any of your scenarios, from picc-an games
10 the great battles of the War of The Rirg and beyond

Because yiou must pay a paints cost to tield a batt chast,
they can be rcluded in ary points-calanced garme of War
of Tae Ring — the Ballla Scenaric presented in the War of
The Sirg rulebook being a good example. In other games,
whare points are not used, agree with your opponent of
the mest way to include batt ehosts into your scenarios,

Battlehosts and the Great Battles
Battlehosts are deal for use v the Great Ballles of the
Wiar of The Ring. Clearly soms of the baltlehosts wern
created with this purpose in mind. For instance: Zomer's
Knights are ideal for the Relie® of Helm's Deep, and
Gothmogs Morannon Ores are perfect for use in te
Battle for Osgliath, Perbaps you will recreate the Batte
far Pelargir, and see if the Army of the Dead can overrun
Calarmyr's Cossairs. Simply look at the suggested
parlicipants in such games ang match them with the
approprate battlehosts,

Of course, players shoulg foel free to alter these scenarios
f thay wish T include additiona or different battlehosts
7' great to replay these battles with a small beeak.

For examg'e: what if Boromir had nol joined the
Fellowship and nad semained with nis warriors at
Osgiliath? You coule then replay the 3attle tor Osgiliath
sgenano piting Gothmog's Morannon Orcs against the
Csgiliath Garrison,

Battlehosts and Linked Games

The War of The Ring rulebock oresents rules for
playing a lnked sedss of games. When playing ir

such games with battlehaosts, plavers will reed to be
cannier than aver with thair Heroes. If they should |
fall in natt'e you run the risk of depriving your
battlehosts of their most valuatzle asset. However,

these Herpes are accompanied by a band of batte-
hardened warriors who will fignt to recover their

fallen leagers and protect them from further harm,

It can oo imagined that the battlehosts remaining
warrors leap to the aid of their Talen champron,
protecting bis uncanscious Torm - even some Orcs

will prevent ther masters from meeting an early
demise on the battlefield, doubtlass in the hope that |
they will earn thermselves a tigger share of the oot

as & revard,

Battlehosts and Other Scenarios

Ballehosts ace ideally sumed for recreating the classic
baltles depicted in the scenes and chaprers of the Lord of
The Rings films and zooks. How aboust recreating the
ambush on the Harad Road, when Faramir's Rangers
rained ther arrows down upon & Mamsk War Herd, or
pitt ng Théodens GQuard against the Warg Riders of
lsengard? Why not go one steo further and fight a series
of linkes battles zround the border wars between the
Gordor and Harad, or the Dun'ending invason of Roban,
or the Batlle of hvlien? Thare really is o limit to the ways
you can incorporate battlehosts into your War of The Ring
games and clayers should feel free o invent scenarios of
[heir can.

e reprasent this, we suggest that if any of a
battlehosts' Herces are killed in battle you may ada
+1 the dice rolis to see if they mirsoulously survive
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The War of The Ring has engulfed the lands in
darkness. The armies of Men, Elves and Dwarves clash
with Sauron’s innumerable legions. At the forefront of
these armies stride heroes and battlehosts of great
renown who have gathered to oppose the Dark Lord,
or destroy in his name. It is by the deeds of these
warriors that the War of The Ring, and the fate of
Middle-earth, shall be decided.

This book is an expansion for War of The Ring,
providing everything you need to add and play with

devastating fighting units called battlehosts — the
foremost Heroes and warriors of Middle-earth.

“A new power is rising...”

— Saruntan the White, The Two Towers

BATTLEHOSTS: Batilehosts allow you to build the most iconic
bands ol warricas from The Lord of The Rings mythos. Inside you
will'find dozens ot different battichosts to choose from, covering all
ten factions from War of The Ring. Will you sweep aside Sauron’s
legions with the ghestly Army of the Dead and trample your
enermies beneath the hooves of Eamers Knights, or destroy the
lands ot Rohan with Saruman's Fighting Uruk-hai and crush all
befare you with the coloszal might of a Mimak War Herd? Within
these pages you will find essential rules, information and inspiration
to bring these battiehosts to your tabletop,

FORTUNES AND FATES: 80 new Forlunes and Fales 1o upgrade
your forces and unleash upon yolr opponent. Can the Men of
Gondor harnass the Valour of Mimenar 1o vanoguish their foes or
will the Qres of Maordar destroy all betora them as they fight under
the gaze of the Eve ot Sauron? Wil you put your faith in the Mirror
ot Galadriel ar tnust in the strength of lsengard Steel? Within these
pages you will find 2l the informaticn and rutes needed to field
faction-spectic Fortunes and Fates.
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