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INTRODUCTION

Of all the Dark Lovd’s servants that took to the Pelennor Fields, none were so deadly as the Haradrim, the
masters of the monstrous Mamakil. This sourcebook is the definitive guide to the land of Harad and of the

armies that march in the service of its cruel chieftains.

he Lord of The Rings Strategy Battle Game rules manual

contains the mles you will need to fight battles with your
Citadel miniatures. Each sourcebook containg one or more army
lists that work with these rules and allow you to turn your
collection of miniatures into an organised force, ready for battle.
This sourcebook covers the armies of the southlands: the tribal
forces of Harad, the unstoppable Serpent Horde, the savape
Mahiid of Far Harad, the raiders from the Corsair fleets and the
guardians of Umbar. In the event of any diserepancy between this
and previous volumes, this sourcebook takes precedence.

HOW THIS SOURCEBOOK WORKS

Each sourcebook is split into four sections that deal with different
aspects of the region it covers, Harad contains:

© THE HISTORY OF HARAD
This section introduces the land of Harad and the history behind
both its enmity with Gondor and its allegiance with Sauron.

* TRIBES OF THE SERPENT KINGDOM

Each and every Hero and Warrior to be found in Harad is
examined in this bestiary section. You will find a full description
of each fighter, alongside complete tules and details of any
unigue abilities they possess.

@ ARMIES OF HARAD

The army lists take all of the warriors presented in the previous
section and arranges them so you can choose an army for the
scenarios in this sourcebook, or a Legions of Middle-earth Tame.
Each model has a points value to help ensure you can pit your
army against an opponent’s in a fair match. This section also
includes guidance on how to collect, paint and theme your army.

= SCENARIOS

A series of unigue gaming scenarios allow you to recreate key
moments in Harad’s tumultuous history, such as the sacking of
Kirna and the battle for the fortress Glamorgarth, as well as
allowing you to discover what would have happened had Gondor
confronted the armies of Harad before the War of the Ring began.
Though there are no comparable events within the tale of
The Lord of The Rings, the passage of events described is fully
in-keeping with what could have happened in the story — they
effectively present a series of ‘What If?" scenarios based
alongside historical events. Each scenario gives you a total points
value for each side, a set of army lists to choose from and a list
of Historical Participants. allowing you to customise the scenario
to your miniatures collection as much or as little as you wish,

FIND OUT MORE

While Harad contains everything you need to play a game with
your collection of Haradrim Citadel miniatures, there are always
more tactics to use, different battles to fight and painting ideas to
try out. The monthly magazine White Dwarf contains articles:
about all aspects of The Lord of The Rings game and hobby
including Legions of Middle-earth games, while you can find
articles specific to Harad on our website:

www.games-workshop.com

Suldidan leads the Haradrim to war.,
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THE HISTORY OF HARAD

At the Bartle of Pelennor Fields, Gondor was nearly brought low by the minions of the Dark Lord. Thousands
of vile Ores and cruel Easterlings marched on Minas Tirith with murder in their black hearts, yet amongst this
host, it was the mighty Mamakil of the Haradrim that led the slaughter in Sauron’s name.

The Rohirrim have broken the siege of Gondor, and Sauron’s
Orcs are dying or fled. The Easterlings sell their wicked lives as
dearly as they can, but are slain in their turn. The defenders of
Gondor cheer, for they think themselves rescued from a ferrible
fate, but their rejoicing is silenced when a eruel horn rings out
and the Mmakil of Harad join the fray. None can say how many
valiant Rohirrim and noble soldiers of Gondor are slain in this
monstrous onslaught, bludgeoned or pierced by ivory tusks and
trampled into ruddy gore by the sheer, crushing weight of the
charging Miimakil. Back and forth across the field the Miimakil
rampage, their unstoppable bestial fury goaded and guided by
cruel Haradrim warlords whose will is uotterly bent on serving
vengeance upon Gondor. Before the battle is done. the armies of
Harad will claim their blood prize a thousandfold, and have
brought Gondor to the edge of ruin.

THE HARADRIM

The Haradrim hail from the southernmost lands of Middle-garth,
where the landscape is dominated by serpent-infested plains and
arid deserts. In this unforgiving realm, anarchy is held in check
solely by the ruthless will of iron-fisted leaders. Conflict here is
as much a part of life as the drawing of breath, with scores of
nomadic tribes vying for control of the ancient stone citadels that
rise from the barren expanses like broken teeth.

The southlanders are a cruel race of Men, their hearts long ago
hardened by the weight of a bloody history and their destiny tied
irrevocably to that of Sauron. Most Haradrim do not kneel to the
Dark Lord as a deity, as is the fashion of the fanatical Easterlings.
Nonetheless, the vast armies of Harad are completely at Sauron’s
command, bound not through worship or fear, but by a resolute
and unyielding enmity with Gondor, the scion of sundered
Niimenor. This rancour harkens back to ancient times, when the
Namendreans first exerted their power upon the southlands, but
in truth the Haradrim were always a barbaric and uncivilised
people, long associated with deeds of unspeakable ruthlessness.

THE COMING OF NUMENOR

As the years of the:Second Age passed away, the Niimenoreans
landed upon Harad's shores and founded a great haven in the firth
of Umbar, a natural harbour on the southern shores of Belfalas.
The men of Numenor achieved influence over the local Haradrim
tribes, treating with them as equals, not as subjects. Alas, Sauron
soon corrupted the Nimenoreans of Umbar, and those who had
been noble and wise became tyrannical and fiendish.

Before long, these Black Nimendreans pitted the armies of
Harad against the neighbouring kingdom of Gondor, where the
blood of Nimenor had not turned sour. Well-matched in the
strength and skill of their armies, neither realm could
meaningfully prevail over the other. As such, a state of
intermittent war continued until the tme of The Last Alliance,
with neither side able to claim lasting victory. Even in the wake

of Sauron’s defeat, the rulers: of Umbar held true to their
abhorrent ways, and Harad remained an ever-present threat on
Gondor's southern border. Finally, after battles without number
and sorrows beyond counting, a great army came down out of
Gondor and ¢rushed the legions of Umbar and Harad. The Black
Niimenéreans were all but destroyed. the banner of the Serpent
was cast down, and Harad was a land occupied.

So it was that resentment and animosity came to burn deep within
the hearts of the Haradrim. Though their people had been all but
enslaved by the Black Numendreans, the hurt of this new
subjugation was all the more raw. It cannot be said that Gondor
was a cruel master, yet the Haradrim had adopted many of the
dark practices of the Black Nimendreans and these were
ruthlessly quashed whenever discovered. Though there was
much resistance, little of it had any lasting effect. Only the
rebellion of Mardat the Serpent Lord came close to shattering
Gondor's hold on Harad and. in time, he too was defeated and his
defiant temple-capital of Kédrna sacked and ruined.

THE SHADOW RETURNS

It took the intervention of Sauron, some generations later, 1o
break Gondor's hold on Harad. Through insidious guile, the Dark
Lord’s emissaries provoked an uprising while Gondor’s gaze was
fixed upon internal strife. In a week of treachery and death, many
of Gondor's overseers and their families were slain by the
poisoned knives of assassins. Exhorted by demagogues in the
service of Sauron, the fribesfolk of Harad rose up by the
thousands to cast the armies of Gondor out of the southlands.

Before long, the pennants and banners of the Black Nimendrean
lords adorned the minarets and quaysides of Umbar once again.
The assassins who had been so pivotal in the upnsing, the
Hésharii, became the personal agents of Umbar’s new ruling
council and the instrument of choice for maintaining control over
the Haradrim tribes, In this way, the rule of Umbar became
known in all corners of Harad, with the lords relying on Hésharii
and loyal chieftains to keep order in their name. Umbar itself was
made anew into a refuge for all enemies of Gondor and a haven
for corsairs — a despotic port rife with slavery and blood sacrifice.
With Sauron’s aid, the armies of Harad waxed strong. The mighty
Mimakil were assembled by the score, vast hordes of slaves
indentured into service aboard Corsair vessels, and everywhere
the cold eyes of the Hisharii saw that Sauron’s will was done.

Only the Dark Lord’s order is needed to release the Haradrim
army to slaughter and now as darkness chokes the sky. the Lord
of the Rings has issued that command. So it is that the Haradrim
legions, the largest army of Men assembled for 3,000 years,
ravage the bloody Pelennor at the Dark Lord’s direction.

Mordor summons them. Vengeance drives them. Hatred lends
them strength. Gondor will burn.
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TRIBES OF THE SERPENT

EVIL HEROES

Suladan, The Serpent Lord (Man)

Suladdn, general of the Serpent
Horde and supreme commander
of Harad’s armies, was already
a renowned chiefiain in Harad
when he ventured into ruined

King: Mardat. It was this
maondreh, known as the Serpent
Lord, who had once united

Gondor, and Suladdn believed
the finding of Mardat’s blade
made him heir o Mardat’s
name and authority. Since then,
the name of the Serpent Lord has once more become fumous
throughout Harad, and grows further still with each victory.
Curiously, the legend of Mardat tells how the original Serpent
Lord was slam by a rival in single combat — it could yet be that
Suladédn will share the same fate.

Hasharin (Man)

The despotie lords who rule Harad
exercise their will through the
Hésharii, an order founded in
Sawron’s name and based in the
feared fortress of the Hsar
Karnakh. A member of the Hldsharii
order must ratify any decision
taken, no matter how trivial the
edict, and any attempt to skirt their
cuthority is always noticed and
noted. To question or coniradict the
will of @ Hasharin leads to death, whether by public execution or
through the quier application of their murderous skills. On the
bartlefield, the Hdsharii act as assassins, seeking out enemy
leaders and slaying them with poisoned blades.,

HARADRIM SPECIAL RULES

Poisoned Arrows. The Haradrim always smear the tips of
their arrows with the preserved venom of the multitudinous
serpents and scorpions living in their lands. Every time the
player hits a model with a Haradrim arrow, but rolls.a 1 on
the D6 to wound it, he must re-roll the D6.

Kéirna and found the sword of

Harad against the forces of

Points value: 90 .

F S D A W C M/W/F
oy E R B 3 3 5 o e e |
Wargear

Suladin carries a Karharil blade (hand weapon) and wears
armour. He can be given the following items at additional cost:

Bow L e e RO e ke LN e N
ISR AT MRS o R R o B SO DO e 10 points
Special Rules

Poisoned Arrows. See below for details.

Ascendant. Suladin’s reputation is growing with each victory
and his very presence can inspire armies to great deeds. The
range of Suladdn's Stand Fast! nule is 12"/28cm rather than
6"/ 1dem.

Points value: 90 ,

R O R T M/W/F
53+ 4 4 3 2 4 TS (Ol B
Wargear

A Hiisharin carries a wide array of poisoned blades (count as a
hand weapon), throwing daggers, and a blowpipe (treat it as a
bow with a range of 12"/28cm).

Special Rules
The Bane of Kings. The weapons of the Hisharii are coated with
a virulent poison. Each time a Héasharin strikes a model with a
shooting or close combat attack, but fails to wound, he must
re-roll the D6,

Stalk Unseen. Hisharii learn to walk silently and stealthily
through all manner of terrain. A Hasharin always counts as
wearing an Elven cloak.

Preternatural Agility, Hisharii are graceful and elegant fighters,
able to dart aside from the thrust of a blade with ease. A Hisharin
can never be trapped whilst still standing.
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- Haradrim King (Man) Points value: 60
Foses A B S M/W/F
I R P e

Wargear.
A Haradrim King wears armour and carries a Haril blade (hand
weapon). At an additional cost he may have the following items:

P e S T e D e L M N e e T T
War spear (see Serpent Rider entry) .......c000.....5 points
il e o g e o S R e AL el G -t Tt ! point
H e e i e i e e, St o 10 poinis

Special Rules
Poisoned Arrows. See page 8 for details.

Though Harad is now irrevocably under the sway of the corrupt
Lords of Umbar, the mighty deeds performed by the kings of old
will never be forgotten. Indeed, tales are still rold of a dozen such
men, including Mardai, the first Serpent Lord, and Jilaad,
merchant-ruler of Abrakdn. Though the thrones and crowny of
Harad are gone by the close of the Thivd Age, the roval blood
endures in a handful of mighty individuals. These men are the
greatest of the Haradrim, fierce and cunning warriors whe fight
for the restoration of their family’s fortunes.

-, Haradrim Chieftain (Man) Points value: 45 ,
R e B P M/ W/ F
VT W 30 T~ T PR T

Wargear
A Haradrim Chieftain wears armour and carries a Haril blade
(hand weapon). He may have the following items at additional

CosL:

AeTa bt e e e e ) 1 point
e i A m e B S e LR L T e 3 points
War spear (see Serpent Rider entry) .....ooovunicn. 3 points
S e e o e e s 10 poinis

Special Rules

Poisoned Arrows. See page 8 for details.
Haradrim chieftains are the leaders of their fribe, each varying

in status by the amount of land (and the mumber of men) that he

controls. A chigftain’s wealth is often tvpified by the weaponry he

carries, for only the richest can afford a Haril sword forged from

rare iron — indecd, most iribes see the chieftain as the ultimate "From the havens of Harad ShipS of
arhiter of justice precisely because he carries such a sword.

Chieftains conmonly care little for the politics and strugeles of war put out to sea..."

the wider world, and will war with one another over land, slaves

and other wealth. Nevertheless, when a great war comes, the The Fellowship of the Ring

pronise of glory is all that is required to speed them to battle, like
carrion birds inexorably drawn to a rotting corpse.
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- War Miimak of Harad

In the later years of the Third Age, the armies of Harad often
employ Mémakil, massive war-beasts trained by the mysterious
Mahitd. These colossal creatures carry a war-tower of
wickerwork and hides upon their back. erearing a platform from
which Mahiid and Haradrim can stay above the batile and use
bow and blowpipe 1o deadly effect. The Mimak is nigh
unstoppable once it begins its charge, 1ossing aside enemies like
broken dolls. Only through the skill of a mightv Hero or a hail of
pinpoint archery can the threat of a Mimak be ended, sending it
e with pain and rampaging through its own ranks.

e B
L,

Points value: 275 ,

F S D A W C
Mimak 4~ 9 T 3 10 2
Howdah - - O - ¥ -

The Miimak automatically comes with 4 Haradrim Chieftain with
spear (for no additional cost). This Chieftain is the Commander.

Wargear
Tusks and vast bulk (counts as a hand weapon).

10




Special Rules
Awesome Presence. Miumakil cause Terror. A Mimak also
counts-as a banner to friendly models (though not to itself!).

Fearless! Warriors who ride a Mmakil to battle are emboldened
by their steed, while the Mimak itself is too dumb-witted to fear
anything. Mimakil and all medels in a howdah automatically
pass Courage fests for the force being broken. The Mimak
always passes Courage tests for charging a terrifying creature,

Special Rules — Deployment
The Crew. The Commander and up to 12 models from the
following list may be deployed in the howdah:

Haradrim Warriors
Serpent Guard

Watchers of Kirna
Mahiid Warriors

Half Trolls of Far Harad

The Commander is deployed in the top position. Two models
may be deployed on the next level down. Eight models may be
deplayed on the bottom level, and one model may be deployed in
each panmnier.

The Move Phase

Ponderous Bulk. Mimakil may not cross obstacles more than
2'M4em tall, neither may they jump, climb, lie down, or defend
barriers. Miimakil may not eater ditficult terrain other than water
features (including swamps. rivers, etc).

Moving the Crew. Crew models can move around the howdah,
including climbing up/down to other levels, as deseribed in the
main rules manual. Models 1 the howdah may not lie down, and
if knocked to the ground will stand up as quickly as possible to
ayoid being jeered by their comrades. Models deployed in the
howdah may not voluntarily leave as long as the Miimak is alive.

The Commander. While the Commander is aboard the Mimak,
any Heroic moves he calls will affect the MOmak, even though
the Mimak’s base is more than 6"/14cm from the Commander.
The Miimak is never affected by Heroic moves called by Heroes
other than its Commander, If the Commander is killed, another
model in the howdah may take control of the heast, From that
point on he will be unable to make shooting attacks and must
move to the top position as quickly as possible.

Magieal Powers and the Mumak. The M{imak is immune to the
effects of all Transfix. Immobilise, Command and Compel
magical powers — or indeed any other magical powers or abilities
that would prevent it from moving normally. These spells can,
however, be directed against the model controlling the Miimak —
in this case the Mimak will be affected instead.

A Sorcerous Blast can inflict damage on the Mimak or the
howdah but cannot move them. If 4 model in the howdah is hit
by a Sorcerous Blast, it is damaged as normal but not moyved,
Instead, the controlling player rolls 4 D6. On a 1-3 the model is
knocked to the ground in the howdah. On a roll of 4-6 the model
falls to the ground below and takes falling damage (see ‘The
Mimak and Damage').

Tribes of the Serpent ==

Trample. When you want to move the Mimak, rotate its base on
the spot. ‘aiming’ the model in the direction you want it to travel,
While rotating, the Miimak may touch models or terrain. In the
case of models, move them out of the way by the shortest
possible route. In the case of terrain, move the Mimak away just
enough to complete its rotation.

After the Mimak has been ‘aimed’. move the model up to
8"/20cm directly forward, ignoring enemy models” control zones.
It the Miimak moves into contact with one or more models whilst
moving forward, it will Trample them., automatically inflicting
three Strength 9 hits on each model, Cavalry models suffer three
hits on both the rider and the mount. If the rider survives and his
mount is slain, the rider is thrown and, after testing on the
Thrown Rider chart, is placed in base contact with the Mamak., If
the mount survives and the rider does not, the mount 1s removed
as a casuvalty.

If a contacted model is slain by the Trample, the Mamak can
continue to move: The Mimak will Trample other models along
its way until it either reaches the end of its 8"/20cm move, or it
tails to slay an enemy. If an enemy model survives the Trample,
the Miimak stops (exactly like a charging model would) and will
fight the enemy as normal in the Fight phase.

If the enemy wins priority and charges the Mimak, it can pin it
in place and prevent it from moving as normal.

It the Miimak moves into contact with a friendly model, the
controlling player can choose to either Trample it in order Lo
continue moving if the Mumak manages to kill the model, or
to stop.

If the Mimak moves into contact with a fortification, it will
inflict three Strength 9 hits, but if the fortification is Defence 9 or
10 the Mimak will suffer three Strength 9 hits as well.

The Shooting Phase

Shooting at the Mimak. Any models deployed in the howdah,
the Mimak and the howdah itself are all considered to be
separate battlefield targets and so may be targeted freely by
magical powers, shooting attacks, etc, Note that siege engine or
volley fire shots that scatter from the crew or the howdah may
always be assigned to the Mimak, and vice versa, even though
the base of the Miimak is more than 6"/I4em away.

Note that models with throwing weapons may elect to cast their
weapons at the howdah or its occupants before completing a
charge against the Mimak,

Shooting from the Mamak. Models in the howdah are not
considered part of the combat if the Mamak is fighting and so do
not themselves fight in the combat and remain free to shoot if
they wish. Models in the howdah may shoot regardless of how far
the Mamak has moved, providing they have not themselves
moved more than half their Move or climbed.,
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The Miimak in Combat
Irresistible Force. If a charging Miimak wins a fight, all of its
opponents are knocked to the ground (even monstrous mounts).

Immovable Object. A Mfimak cannot be knocked to the ground
(even by other Miimakill) or otherwise moved against its will,
and never backs away if it loses a fight — its opponents must
always back away, even if they win! As a result of this, a Mimak
can never be trapped.

The Miimak and Damage

Wounding the Miimak. If the M{imak is wounded, there is a
chance it will Stampede in the next turn (see below). If the
Miamak is killed, the crew suffer falling damage, 4n additional
Strength 9 hit and are placed in base contact with the Mimalk.
Onee the fate of the crew is resolved, remove the Miimak.

Stampede! Every time a M@mak suffers a wound, the model
controlling it (or the Mtimak itself if all the Haradrim are gone)
must take a Courage test. Similarly, a Courage test must be taken
atl the start of the Evil Move phase if there are no models left on
the howdah. If any of these tests are failed, the Mimak will
Stampede at the start of the next Evil Move phase, after any
Heroic moves have been resolved (it will not Stampede if it has
been charged).
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When a Miimak Stampedes it follows all of the normal rules,
with two exceptions: it must always move full distance, and its
direction of move 15 determined by the Good player, not the Evil
player! When choesing the Miimak’s move direction, the Good
player is free to set it so it will Trample Good models, and may
even direct it off the table if he wishes, in which case the Mimak
counts as a casualty.

If one Mimak Stampedes into another, both animals take three
Strength 9 hits, but their howdahs remain unaffected.

In the turn during which the Mimak Stampedes, models in the
howdah may not move or shoot they just hang on for dear life!
Additionally, at the end of the Stampede movement. the Evil
player must roll a D6 for each model in the howdah — on a roll of
I the model falls to the ground below. suffering falling damage
as normal,

At the end of the Movement phase, the Mimak returns to the
control of the Evil player.

Destroying the Howdah. If the howdah is reduced to 0 Wounds,
it is destroyed and the crew tumble to the ground below — all the
crew suffer falling damage. Surviving models are placed in
contact with the Mimak's base.

e
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Mamak Upgrades

Few Miimakil are indentical. Not only do the beasts themselves
vary greatly in temperament and physique, but their Haradrim or
Mahiid masters often alter their beast’s appearance. Such changes
vary from warpaint upon howdah and Miimak, to lengths of chain
to mangle attackers. You may upgrade any War Mumak in your
army with any or all of the following options. If you have
purchased one or more upgrades for your War Miimak, you must
make clear to your opponent which upgrades you have chosen
before the game begins,

Gnarled Hide 40 points
This Mitmak is blessed with an exceptionally tough and hardy
hide that is proof against all but the strongest blows.

The Mimak has Defence 8, rather than 7.

Rappelling Lines 25 points
The howdah of the Mimak is laden with various ropes that
enable the crew to dismount the beast should need arise.

Models in the howdah may attempt to dismount the Mimak
during the Move phase, after the Miimak has moved. Rather than
making a Climb test, roll a D6 for each model wishing to
dismount. If the result is a | the unfortunate individual has lost
his grip and tumbles to the ground below, suffering falling
damage as normal. On any other result, the disembarking has
been safe and successful. Place the model in base contact with the
Miimak, at a point as close as possible to the position it occupied
on the howdah. If it is impossible to place the model in base
contact with the Mamak, it remains in the howdah and may not
dismount this turn.

Models that dismount may use the movement to charge into
combal (although they must take any terror tests before they test
to see if they fallj. Models that dismount may not make a
Shooting attack in the same turn.

Tribes of the Serpent
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Foul Temperament 20 points
Some Miimakil are never truly tamed, and rage againsi their
indenturement ar every opportunity. Such ili-temper makes them
frily fearsome beast in combat, bur reduces the conmrol their
handlers can exert.

The Mimak has its Attacks value increased to 4. Courage tests
taken for determining whether or not the beast Stampedes suffer
a -1 penalty.

Rocks! 20 points
Chunks of rublble and stone are stacked about the Mimalk's
howdah for the crew to hurl onto their foes.

If they do not move, models in the howdah may make a Strength
t Shooting attack with a range of 8"/20cm.

Sigils of Defiance 20 points
Many Haradrim and Mahiid tribes adorn their Mimakil and
howdahs with primal sigils and runes. It cannot be said with any
certainty whether or not the gods do pay heed to these offerings,
but war paini can certainly inspire boldness in the Mimak's crew
or instil great fear in the enemy.

Models in the howdah have the Magic Resistance special rule. In
addition, each time a model in the Mamak’s howdah suffers a
wound, roll a D6. On the roll of a 6, the wound is ignored. exactly
as if a point of Fate were expended.

Tusk Weapons 20 points
Some Haradrim attach spikes, wooden spars and other lethal
implements to the tusks of the Mamakil in order to make it even
more difficult for victims to escape its onslaught,

A Mimak with tusk weapons inflicts four Strength 9 hits when
Trampling, rather than the normal three.

' (= Mahiid Beastmaster Chieftain (Man)

A Beastmaster Chieftain
may only be purchased as
an upgrade for a Mimak.

| Some amengst the Mahiid neglect their personal battle skills in
| order to improve their mastery over the mighty Miimakil. These
| Beastmmaster Chieftains may lack the raw savagery of a Mahiid
| Warrior hardened by many years of hand-to-hand fighting, but
| the influence they wield over the great elephantine beasts of the
| south has to be seen to be believed.

e .
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Wargear
A Mahiid Beastmaster Chieftain wears armour and carries a |
bone dagger (hand weapon).

Special Rules

Master of the Mimak, The Mahiid Beastmaster Chieftain
replaces, in all respects, the Miimak's Commander, except that |
he alwayvs stands on the bi-forked wooden platform at the front
of the Mimak (the position at the top of the howdah may be
filled by a normal Haradrim). In such a position, the Mahid
Chieftain receives less cover against incoming missile fire than
models in the howdah. The howdah only counts as in the way
of an enemy shot only if some part of it is physically between
the shooter and the Mahiid Beastmaster Chieftain.

ol
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Mahiid King (Man)

Points value: 75

Fo 208 D AW E M/ W/F
53+ 8 3 3 2 + A s
Wargear

A Mahid King wears armour and carries a bone dagger (hand
weapon). He may be given the following items at additional cost:

N, STl e e s s 5 points

Though a rarity in the history of the Mahtid, it has been known
for a particularly determined and brutal individual to rule not
only a tribe, but a large portion of the Mahiid kingdom in Far
Harad. Such kings are aggressive and driven individuals, for to
show even a moment’s weakness is invitation to be deposed by a
vounger and more dynamic chieftain.

Mahiid Tribe master (Man)

Leadership amongst the Mahiid goes
fo the strongest and canniest Warrior,
whase prowess upon the field of baitle
can inspire his followers to great
deeds. As a result, a tribe — or indeed
warband, for the Mahiid make no
distinction between the two — Is a
shifting arrangement at best, with
warriors forsaking one tribal leader
for a stronger man, While the
Tribemasters fight on, all whe fallow
them are filled with cowrage — more
than one Mahitd victory can be
attributed to a sheer stubborn refusal
to admir defedr.

Poisoned blowpipe (see below) ..ot , - points
e T A T S R S LR T e e 1 pornt
Cameliisee pape A o i deivivs wrc s s v s wiwisio s 10 points

Special Rules
Warrior Pride. See below,

Points Value: 60

F S D A NE C M/W/F
53+ 5 5 3 2 2 bl b

Wargear
A Tribemaster wears armour and camies a bone dagger (hand
weapon). He may be given the following items at additional cost:

YT e O N SR ML ) e e SRR 3 poiris
Poisoned blowpipe (see below) .o icen 3 paints
Wi spenr St S e S e e e e e ot
e R D T L e e ia s o ok om e 10} paints

Special Rules
Warrior Pride, See below.

MAHUD SPECIAL RULES

Poisoned Blowpipe. The poisoned blowpipe can be fired in the
Shooting phase if the bearer did not move in the preceding

| Move phase. It has a range of 12"/28cm and a Strength of 2.
Every time a 1 is rolled on the roll to wound from a blowpipe
shat, the player must re-roll it.

Warrior Pride. The leaders of the Mahiid are not inspirational
leaders but instead embolden the rest of the army by showing
their willingness to fight the enenty. Mahiid Heroes do not have
a Stand Fast! and other Mahtid models may never use an allied
Hero's Stand Fast! Instead, any MahGd model will
automatically pass.its Courage test if there is a Tribesmaster or
Mahiid King in combat within 12"/28cm.
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Dalamyr, Fleetmaster of Umbar (Man)

A notorious figure in the land of
Harad, Dalamyr has been one of
the foremost fleetmasters for many
long years. Though growing old,
his influence within the tortuous
politics of Umbar, coupled with his
skills a Hasharin the
mysterious and deadly order of
Haradrim assassins — make him an
opponent to be feared, both within
and without the southlands.

sy
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Points value: 100
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i £y
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Wargear

Dalamyr carries poisoned hand weapons and throwing daggers.

Special Rules
The Bane of Kings; Stalk Unseen; Preternatural Agility.
See Hisharin entry for details.

Smoke Bombs. Dalamyr carries several pouches and vials
containing powders that explode with a fierce flash of light and a
cloud of acrid smoke. These are throwing weapons with a
Strength of 1. If hit and not killed, the target must expend a Will
point or be stunned by the fiery detonation for the rest of the turn,
exactly as if subject to a Transfix magical power. IF Dalamyr ever
rolls a 1 to hit with a Smoke Bomb. his supplies have run out and
he cannot use them for the remainder of the battle.

Dalamyr leads his corsairs against a village in Gondor.

15
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Corsair Captain (Man)

Corsair Bo’sun (Man)

The men who rise to the command
of a Corsair ship are generally the
most ruthless warriors in the fleef,
rather than those who command
the greatest nautical ability. In
Corsdir raids, as in many other
victory goes to the
strongest, but a Corsair captain
must be able to mercilessly quash
any challenges from within his own
ranks as well. Every Corsair
dreams of the wealth thar commeand
of such a vessel entails, and there
are few unprepared (o seize the
opportuniy sheuld it arise.

things,

Discipline aboard ship falls to the
fleet bo'suns, who impose order
through brute force {and the threat
of brite force). The relationship
between a Captain and his bo'sun
is generally an uneasy one, for the
Captain relies on the bo'sun 1o
keep the crew in line, but knows
Sudl well that the bosun has one
eve on deposing the Caprain and
claiming his ship. During an attack
the bo'suns are the captain’s
lieutenants, directing his raiders to
where the most damage can be
inflicted.

Points value: 50

G2 ekl TR ) TR0 0 5 AT M/ W/F
54+ 4 4 2 2 -+ s T
Wargear

A Corsair Captain carries a4 bandoleer of throwing daggers
(throwing weapons). He may be given the following items at
additional cost:

Bo-Haitded WEEPOM 4o ilius e cvn e ntmy vy nne s sinis v i 3 points
T Rt et e o S S S i e ] )
Bo s o R e e R T e o a ) D
R D e e 3 points
Points value: 45

F 5 o S < R M{W/!E

4/4- 4 4 2 2 3 3 il 61 e |
Wargear

A Corsair Bo'sun carries a bandoleer of throwing daggers
(throwing weapons) and a spear. He exchange his spear for one
of the following items at additional cost:

Two handed Weapem (o b s e st s o SRl er T 5 poinis
O T A R e R M o e 5 points
Bow e e e s e A R e e e 3 points
Oy e S e et e R P SHEa T 5 points

Special Rules

Commanding Bellow. Corsair Bo'suns know how Lo get the best
out of their followers — normally by inspiring greater fear than
the foe. All Corsairs treat a Corsair Bo'sun as a banner.

The Corsairs of Umbar unleashed!
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EVIL WARRIORS

-, Serpent Guard (Man)

Only the most skilled and
devored warriors join the ranks
of the Serpent Guard, the very
elite of Suladdn’s armies. The
Serpent Lord often scatters
them about  his  armies,
thickening the wribal levies with
a proup of experienced
swordsmen. In vemurn for their
dedication, the Serpent Guard
receive first pick over the spoils of war, making them far
wedalthier than the common tribesmen of Suladdn’s army.

Se:_*_pent_ Rider (Man)

Suladdn believes in striking
swiftly whenever he can,
and encourages his
followers o hone their skill
in fighting from horseback.

The Serpemt Riders of
Harad are the most
experienced af’ his
cavalrvmen, using their
poisoned  lances  and

scimitars to scatter the foe.
Few can outfight them, big
1o flee is folly.

~ Watcher of Kirna (Man)

The Watchers of Kdarna are the only
Haradrim that now dwell in the
shadow of ruined Kdrna. Said o be
descendants of Kdrnas priests, the
Watchers are an order dedicated  to
protecting the city from outsiders and
protecting outsiders from the horrors of
the city. The Watchers are nor obliged
to send a tithe of their strength to the
armies af Harad, for they remain
onside of the insidions influence of the
Hisharii — even the assassing of ithe
Hsar Karnakh are distant terrors when
compared with the Dimilokhi. That said,

the presence of the Warchers is not unknown on the battiefields of

Middle-earth, though it tends to be in service to their own
ohjectives and not those of the Council of Umbar,

Points val_ue: 8

Hitre 5o D A W NE
A3 4 1 1 3
Wargear

A Serpent Guard wears armour and carries a spear.

Special Rules

Poisoned Blades, The weapons of the Serpent Guard are coated
with a deadly poison. Each time a Serpent Guard attempts to
wound an enemy in a fight. but rolls a 1 on the dice to wound.
he must re-roll the dice.

Points value: 13

F 5 D A W L&
Serpent Rider  4/4+ 3 4 I | 3
Horse 0 3 4 0 1 3
Wargear

A Serpent Rider wears armour. He rides a horse and carries a war
spear (see below).

War Spear. A Haradrim war spear is used as a lance from
horseback and as a spear on foot.

Special Rules

Poisoned Blades. The weapons of the Serpent Rider are coated
with a deadly poison. Each time a Serpent Rider attempts to
wound an enemy in a fight, but rolls a 1 on the dice to wound. he
must re-roll the dice.

Points val_ue: Q

F S D AW 2
T o G (e | 3
Wargear

A Watcher of Kirna carries two swords (hand weapon). He may
be given the following items at additional cost:

.......................................... | point
Special Rules

Resistant to Magic. See main rules manual,

Steely Nerve. A Watcher of Karna attempting to charge a Terror-
causing enemy receives a +2 bonus to his Courage for that test,

Poisoned Arrows. See page 8§ for details.
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~ Haradrim Warrior (Man)

Life amengst the perpetually warring tribes of Harad has always
been hard. Continual warfare has tramed the menfolk in the arts
of battle. Depending upon his influence, a chieftain can call upon
berween a few dozen and several hundred warriors pledged to
serve — this is how strength is measured amongst the iribes.

- Haradrim Raider (Man)

Amongst  the Haradrim
tribes are accomplished
horsemen who roam the
desert and savannah alike,
conducting unreleniing
raids UPOR
neighbours. While not as
well-bred as those aof
Rohan, the horses of Harad
are swift and strong, able to
tirelessly  carry  their
masters across the plains.
In larger battles, these
raiders gather at the
vanguard of the army,
applying their hit-and-run
tactics on a different scale.

their

Points value: 5

F s D A W€
34+ 3 4 L i | 3
Wargear

A Haradrim Warrior wears armour and carries a dageer (hand
weapon). Any Haradrim Warrior can be given additional items at
the following cost:

Rjareii e e S o) L s - SR s e e ! point
BT e e SIods R S L S B S I point
R ITTEF et e SO, W) O - Ml e o i, e 25 poinis
Special Rules
Poisoned Arrows. See page 8 for details.
Points value: Il |

F S D A W C
Haradrim Raider 3/4+ 3 4 1 1 3
Horse 0 3 4 0 1 3
Wargear

A Haradrim Raider wears armour. He carries a dagger (hand
weapon) and a bow. He may exchange s bow for a war spear
(see below) at no additional cost. Any Haradrim Raider can be
given additional items at the following cost:

War spear
Banner

War Spear. A Haradrim war spear is used as a lance from
horseback and as a spear on foot.

Special Rules
Poisoned Arrows. See page § for details.
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- Mahiid Warrior (Man)

=

Methiid tribesmen are
unsophisticared by  the

standards  of others and
through some giirk of
Pﬂf’E!}fﬂgé‘ are _S'Omt"lda'hﬁf

stronger than the men of
northern lands. The armies of
Harad often hire Mahiid
mercenaries,  for  their
strength and battle-lust 15
sufficient to breach an enemy
shield wall where other
means cannol prevail,

The intense heat of the
sauthern lands makes the
horse an unsuitable steed, so
the Mahiid long ago learned
to use camels ay mounts.
Though difficulr 1o train,
these truculent beasts are
hardy,  swift
and suited ro
travel through
the arid wastes
of the Néaforar.
Mahiid Raiders
are at the most
devastating on
the charge, where the
sharpened bones and tisks
tashed to their camels can
gore the foe with all the force
a galloping camel can
bestow,

- Half Troll of Far Harad (Man)

The Mahiid revere physical
prowess, and rthe mosi
dedicated adherents to this
creed are truly formidable.
While it is doubtful that there
is frie trollish blood in these
warriors, their sheer size and
strength lends credence to the
name by which they are
ki in other lands.

’.t'i"_i::‘_)es of the Serpent
Points value: Il

F S D A W ¢
43+ 4 5

=
(o,

Wargear

A Mahiid Warrior wears armour. He carries a shield and a bone
dagger (hand weapon). He may be given the following items at
additional cost:

Poisoned blowpipe (see page 14 for details) ......... . poin
SO s s e R e s G e e 1 poini
e SR LR SRR e e L e 30 points
Special Rules
Warrior Pride. See page 14 for details.
Points value: 20

F b D A W C
Mahiid Warrior 4/3+ 4 5 2 1 1
Camel 0 4 4 0 | 1

Wargear

A Mahtd Raider wears armour, He carries a shield and a sword
(hand weapon). He rides a camel (see below) and may be given
the following items at additional cost:

Poirvoned blowpipe (5ee page 14 for details) ....... ... 1 point
War-Spear sowedz doicn Rl S e h 1 point
Banner .. .o S R R 30 points

Special Rules
Warrior Pride. See page 14 for details.

Impaler. When a Mahiid Raider (or any Mahid riding a camel)
charges into combat, the camel immediately inflicts a single

Strength 4 hit on one enemy model in base contact,

Camel. A Camel has a move of 107/ 24cm.

Points value: 22

E 5 D Al AT
3 2

Wargear
A Half Troll carries a club (hand weapon). He may be given the
following items at additional cost:

B T L L e e 1 point

Special Rules
Warrior Pride. See page 14 for details.
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‘ Corsair of Umbar (Man)

The Corsairs of Umbar are ruthless raiders possessed of a
savagery more commonly associated with Qres rather than Men.
Fortunately for the seafaring folk of Middle-earth, Corsair
attacks are generally as brief as they are vicious, for the
renegades of Umbar have little stomach for prelonged batile on
tand and will gladly scramble back to their ships once they have
stolen enough plunder.

Corsair Reaver (Man)

All corsairs are callous and amoral

such is the nature of the life they lead.
Reavers are barbaric even by these
standards, mad with bloodlust and the
desire to slaughter. Other Corsairs
are wary of the temper of the blood-
tattooed Reavers, and give them a
wide berth wherever possible. While
most Corsair captains recognise the
value of such driven individuals as the
Reavers, they generally have the
sense to keep them chained up while
ar seq, prevent
happering amongst the crew.

o ‘accidents’

~ Gorsai_r_ Arbalester (Man)

The Corsairs of Umbar believe in having as much firepower as
they can carry. To this end, many earry crogsbows on raids and
use a large wooden pavise to provide shelter as they reload. It is
common for such Corsairs to gamble heavily, with numerous bets
placed upon who shot how many enemies, and where. Being able
to place a quarrel in an opponent’s eve is generally considered a
winning shot, although other areas of the body can score highly
if the results are sufficiently entertaining.

Points value; 7

F 5 D AW
RS S B MR | BT
Wargear

A Corsair carries a bandoleer of throwing daggers (throwing
weapons) and a cutlass (hand weapon). He may be given the
following items at additional cost:

Boarding pike (3pear)l .. ccvovvaer e snids i v I point
Shield ... 1. e e e R Al SR e e I point
A R e ot Sk o s B S R R e I point

Points value: 10

F S D A W C
5/- ] 3 2 1 3
Wargear

A Corsair Reaver carries 4 pair of swords (hand weapon).

20

Points value: 10

el s SR RS, | A
T T T e L s O
Wargear

A Corsair Arbalester carries a crosshow and a large wooden
pavise (shicld) but is otherwise unarmed.

Special Rules

Pavise. This is a large wooden shield that primarily protects
against missile fire. If the bearer of the pavise is not in base
contact with an enemy model he receives +3 Defence. If the
bearer is in combat, he is able to use the rules for shielding but
does not receive a Defence bonns as he also carries a crossbow,
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THE SERPENT HORDE

Oﬂ the southern bank of the Harnen river a vast army has been
assembled. Thousands upon thousands of

warriors have been gathered at the behest of the lords of Umbar,
their numbers further reinforced by mercenaries and slaves.
Though this army has been gathered at the orders of the lords of
Umbar, Sauron, the Dark Lord of Mordor, has set its purpose, and
it is in his name that the army shall fight. It is Sauron’s design
that the Great Army of Harad. this Serpent Horde, shall march
upon Gondor’s southern regions while the legions of Mordor
attack in the north and east. Pinioned between twoa equally
dangerous foes, Gondor will inevitably fall.

Haradrim

Leadership of the Serpent Herde falls to the greatest warlord to
have arisen in Harad for many long years - Suladdn, the Serpent
Lord, A charismatic individual by any standards, Suladin
originally made his name in a series of clashes with rival
chieftains, and has since marched to even greater glories against
Khandish invaders. Suladéin’s victories have brought him fame,
wealth and the loyalty of his followers in equal measure, but the
Serpent Lord’s providence threatens to destroy the Serpent Horde
before it can begin its march on Gondor. Suladén sees victory in
Gondor as the first step in asserting his will over the southlands,
and the agents of Umbar, the Hasharii, keep watch to ensure that
the Serpent Lord does not stray from his assigned role.

When the Serpent Horde goes to war, it will do so in numbers
greater than any seen in a mannish army for thousands of years,
Whole tribes of Haradrim warriors march at the Serpent Lord’s
command, marshalled by Suladin’s most trusted chieftains and
emboldened by scores of veteran Serpent Guard, A swarm of
Haradrim Raiders and Serpent Riders form the vanguard of the
army, a swift spear that Suladan himself shall lead towards the
heart of the foe. At the rear of the army. overshadowing all else,
stride the mighty Miimakil. Though Suladan has only a dozen of
these colossal beasts, it is here that his hopes of victory truly lie,
for the enemy can otherwise match the rest of his army in skill, if
not numbers. Suladidn believes that no foe is brave enough to
endure before the terrilying might of a Miimak charge, Upon the
Pelennor Fields his theory will be put to the test.




EVIL HEROES
Suladdn, the Serpent Lord . ... ....... Points value 90
Horse 10 points
Bow 5 points
Haradrim Chieftain . ............... Points value 45
Bow 3 paints
War spear 3 points
Spear 1 point
Harse 10 points

{5 0L £ ] e W e SR Points value 275
Gnarled Hide 40 points
Mahiid Beastmaster Chieftain 25 points
Rappelling Lines 25 points
Foul Temperarment 20 points
Rocks! 20 points
Stgils of Defiance 20 points
Tiisk Weapons 20 points
e T e A s M SO AR B Points value 90
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EVIL WARRIORS
Haradrim Warrior o v« e 2o sow v svma Points value 5
Bow ! point
Spear I point
Banner 23 points
Hitradrim RHel . 2. .5 v sin iivins Points value 11
War Spear I point
Banner 235 points
Watcher 0f KOFRA .. oo iicacwpanasasns Points value 9
Bow ! paint
Serpent Rider Voo ssnatnsaid i Points value 13
Serpemt GUatd "i.. L vns s n wivisis o e Points value §
Corsair of Umbar .« c..ccvveniseinn s Points value 7
Spear [ point
Shield ! point
Bow I point
ALLIES

In a Legions of Middle-earth game, the Serpent Horde can
ally with the following armies: the Dwellers Below, the
Black Gate, Minas Morgul, Barad-diir, the Easterlings, the
Variags of Khand. the Khandish Mercenaries, Harad,
Far Harad, the Corsair Fleets, Umbar, the Monsters of
Middle-earth and the Nazgifl.
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GAMING WITH THE SERPENT HORDE

The Serpent Horde army list represents the armies of Harad at the close of the Third Age. The following pages

present painting tips, as well as an example army list.

P

STRENGTHS WEAKNESSES
s Suladdin the * No siege engines
Serpent Lord = Limited Hero
» Poisoned Arrows selection
» Hard-futting cavalry * Low Defence values

Suladan the Serpent Lord
The lead Hero for Harad, Suladén combines effective
combal ability in the shape of Fight 5 and 3 Attacks,
with an increased Stand Fast! radius, guaranteed 1o
keep your Haradrim in the fight.

' Hasharin

Stealthy and skilled, the Hashani have a combination
of special rules that allow them to get close to their
target, Once the victim is in reach, a variety of virulent
poisons seals their fate.

Serpent Rider

The Serpent Riders are Suladin’s chosen guards,
reflected in their Fight value of 4. Being cavalry,
Serpent Riders can swiftly get mto position, before
riding down the foe with their poisoned lances.

Serpent Guard

With poisoned spears and Fight 4. the Serpent Guard
are a perfect addition to a Haradrim spearband, giving
a little extra hitting power that your Haradrim
Warriors would otherwise lack.

Haradrim Warrior

Haradrim are some of the cheapest infantry in the
game, allowing you to get plenty of footsoldiers into
vour army. Numbers count for a great deal. so field as
many 4s you can.

Haradrim Raider

Cheap and flexible, Haradrim Raiders with lance are
as dangerous on the charge as other, more expensive
cavalry. I head-on confrontation is not your style,
they can be equipped with bows to add further
firepower to your force.
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PAINTING A SERPENT HORDE ARMY

The Serpent Horde does not have a uniform, as such, but the same colours are applied throughout. Though
no two Haradrim ever look exactly the same, the common colours help tie the army together.

WARRIOR OF HARAD AND HARADRIM RAIDER
The red, purple; black gnd gold colowrs ereate a strong contrast
o the model, resulting in an-eye-caiching finish, but without
overwhelning the eve, Smaller details, such as the turquoise
gemsiones, help to break up the larger swathes of colour.

The areas of red cloth were
initially painted with

Scab Red and then
highlighted with Red Gore.

The gems weve painted in Hawk
Turquoise and highlighted by
mixing in Skufl White

The armour was given a base. The spear binding was painted  Here, a highlight of This colowr was achieved by
coart of Shining Gold and Giraveyard Earth and Codex Grey was applied highlighting a base colour of
hughlighted with Burnished sequentially highlighted with directly over the Chaos Black Liche Purple with a mix of Liche
Gold before being washed Bleached Bone and Skull White, undercoat, Purple and Fortress Grey.

with Brown Ink.

SERPENT GUARD SULADAN, THE SERPENT LORD

The elite of the Haradrim army, the Serpent
Griard follow the same basic colowr scheme
as the Haradrim Warriors, bur extra details
have been applied to make them stand out,

This colour was achieved by
hichlighting a base colour of
Scab Red with a mix of

Scab Red and Vomit Brown.

Suladan's robes and arntour were painted the same colour ay
- those of his roops, bur extra details have been added, such as
The serpent glyph ties these The ornate back banners of the serpent icons on his back banner,

Warriors into their liege. the Serpent Guards show that
these are the elite warriors of Unlike other Haradrim, Suladdin wields a steel sword, painted
Harad. Chatnmail and highlighted with Mithril Silver.
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« The Serpent Horde

THE ARMY OF SULADAN

This force represents Suladdn’s followers some years
prior to the War of the Ring and his command of the
Serpent Horde. It has been selected by choasing an
initial force to a value of 500 poinis — a good starting
size for an army. With a balanced core of troops chosen,
the force has then been augmented to a size of 1,000
points by adding in refnforcements led by a Hasharin
sent to oversee Suladdn’s actions.

_ ; INITIAL FORCE:
- SULADAN’S SERPENT RAIDERS (496 POINTS)

| Suladin the Serpent Lord . . . ... .....9%0 points
Suladdn should be kept close to the centre of the batile,
where his combar skills and leadership can have the
greatest effect.

2 Rdza, Haradrim Chieftain .. ........51 points
With bow and spear

3 Serpent Spearband. . . ............. 102 points
= [2 Haradrim Warriors with spear
e | Haradrim Warrior with banner

4) Suladan’s Guard . ............... . 157 points
= 7 Serpent Riders
= 6 Haradrim Raiders with war spear

This band of eavalry is large enough to look after itsell
in a fight, but small enough 1o easily manoeuvre around
the batilefield.

(5) Riza’s Warband . ..o ouuicasivnssnsn 96 points
s 16 Haradrim Warriors with spear

REINFORCEMENTS:
VASSALS OF THE HASHARII (494 POINTS)

& Vashnir, Hasharin 90 points
Leave leadership 1o Suladdn and the chigftains — the
Hisharin is better employved seeking and slaving enemy
Heroes and banner bearers.

7 Guardians of the Serpent Temple . . . . . 57 points
s b Warchers of Kdrna 3 with bow

Combine Waichers with other Haradrim for a large, yet
skilled, band or have them group together and punch
through the weak areas in the enemy force,

(B) WarMmak .o s s olvainsiinatirdss 347 points
» |2 Haradrim Warriors with bow
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The Serpent Horde

THE GREAT ARMY OF HARAD

The Serpent Horde is at its best using a mix of light
cavalry and swarm infantry in support of other
forces from Harad. In this example, the
Serpent Horde is joined by bands of both Corsairs
of Umbar and Mahiid, creating a flexible opponent.

MAIN CONTINGENT:
THE SERPENT HORDE (996 POINTS)

| Suladén the Serpent Lord on horse . . 100 points

2) Dréighna, HASharitt . ouvavsaesannas 90 points
3! Giitharic, Haradrim Chieftain

with bow and spear. .. .. ............ 31 points
4 Abrakdn Spearband . . . ............ 174 points

= 10 Haradrim Warriors with spear
e | Haradrim Warrior with banner
= & Serpent Guard

5 Guthdric's Spearband. . . ............ 84 points

+ |4 Haradrim Warriors with spear

& Fangs of the Serpent .. . ........... 150 points
» & Serpent Riders
* & Haradrim Raiders with war spear

7 War Miimak o Haradi i e 347 poinis

o [2 Haradrim Warriors with bow

ALLIED CONTINGENT FROM
THE CORSAIR FLEETS:
BLOODBONE RAIDERS (251 POINTS)

8 Galan, Corsair Bo’sun .. ............ 50 points

9! Bravahn, Corsair Captain
with two-handed weapon . ........... 35 points

10 Ciath, Corsair Bo’sun with crossbow . . 50 points

Il Bravahn’s Raiders . ................ 96 points
e 2 Corsairs of Umbar
= 4 with boarding pike, 4 with shield and 4 with bow

ALLIED CONTINGENT FROM FAR HARAD:
R" CHAKA'S HORDE (241 POINTS)

12! R’Chaka, Mahid King with shield . . . . 80 points
I3) R’Chaka’s Warband . .............. 161 points
= 5 Mahitd Warriors with spear

* 3 Mahitd Warriors with shield
= 2 Half Trolls with twe-handed weapon
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The Serpent Horde {

THE WAR MUMAK OF HARAD

The War Miimak of Harad is a huge model that deserves to be the centrepiece of an army fielded by any right
minded Haradrim Chieftain. A model of this size stands out on any tabletop and is well worth the extra effort
spent building, painting and adding extra details 10 it.

BANNERS

The War Miimalk can be themed to specific Haradrim tribes by applyving different designs
to the banners such as the ones shown here, These can also be painted to maich vour
Haradrim banner bearers on foot, thereby theming the entire army,

RAA

BASE DETAILS

The base af the Miimak shows the devastarion that trails in its wake. These characterful
details can be painted to maitch the forees of Rohan.

The cloaks were painted using The weapons were painted with
Dark Angels Green highlighted Boligun Meial followed by Chainmail.
with Catachan Green.

- LaRE :
The earth was painted with Scorched The horses were painted using
Brown and drvbrushed with a mix of Chaos Black highlighted with Codex Grey.

Snakebite Leather and Fortress Grey.
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ALTERNATIVE COMMANDERS

The Mitunak boxed set comes complete with a plastic Haradrim Champion. You can further
personalise the Miimak by adding either a Haradrim Chieftain or Mahiid Chicftain.

WARPAINT

The Haradrim daub their War Mimak with war paint to
match their own tribal markings. By matching these to
the banners on the rest of the model you'll help to theme
the whole Mimalk. Below are some examples of different
designs and where ro paint them.

The forehead of the Miimak is a great place to have war
paint. These two examples show different designs you can
ise,

The rop of the Miimak’s legs provide a good area to paint
additional markings.




THE CORSAIR FLEETS

f all the sea-going vessels in Middle-earth there are none so

feared as the black-sailed ships crewed by the Corsairs of
Umbar. Swifter than the vessels of Dol Amroth, and more
numerous by far than the ships of the fading Elves, the Corsair
flects dominate the Bay of Belfalas and surrounding seas, and are
a presence Lo be feared even as far north as Lindon.

Though the Corsairs take refuge up and down the coasts of
Harad, most fleets are based out of the haven of Umbar, an
ancient Nimendrean city now mired in corruption and the rule of
evil masters. Indeed. many of the Corsairs themselves are the
devolved result of union between the blood of Ndmendreans and
lesser men. Others are Haradrim, whose own small navies were
long ago subsumed into the Corsair fleets, and a few are
renegades from justice in Rohan. Gondor or a dozen other places
where the rule of law still holds true.

Consummate raiders, the Corsairs de not attack to gain territory,
or indeed with any other goals than to sow terror in the hearts of
their enemies and plunder whatever possessions they can seize
before withdrawing. Along the coasts of Belfalas there is scarcely
a village that has not suffered from a Corsair raid, with dozens of
ruined and blackened settlements standing in testimony to the
trequency and ruthlessness of such attacks.

Assaults of this kind are generally the work of only a dozen
vessels, but it has been known for several Corsair fleets to sail
under one command and thus lay waste to entire stretches of the
shoreline. Even large towns such as Pelargir are not inviolate to the
rampaging Corsairs. Only the hardened fortress of Dol Amroth has
proven immiune to their attentions, but this is of little conicern to the
Corsairs when there are so many other targets ripe for the plucking
along Gondor's shoreline. Every village sacked reinforces the
horrible truth of the Corsairs: they go where they will, take what
they wish, and none can prevent them from doing so.



The Corsair Fleets '

i B i R e
EVIL HEROES EVIL WARRIORS
- W,’F leetmaster of Umbar .. ... LPoints value 100  Corsairof Umbar. .. ................ . Points value 7
— Spear 1 points
Corsair Caplain . .......cvsuveeq. .. Points value 50  Shield I points
Twa-handed weapon 5 points  Bow 1 points
Bow 5 points
Shield Spoinis  Corsair Reaver .....................Points value 10
Crosshow 5 points
Corsair Arbalester . ... .. S v« oo JPoints value 10
CorsairBosun [, .......cveeeono. . Poinls value 45
Two-handed weapon 5 points -
Bow 5 points ALLIES
Shield 5 points
Crossbow 5 points In a Legions of Middle-earth game, the Corsair Fleets can

ally wath the following armies: Moria, the Dwellers Below,
Angmar, the Legions of the White Hand, Isengard Raiders,
Dunland, the Easterlings, the Variags of Khand, the
Khandish Mercenaries, Minas Morgul, Barad-dir, the
Serpent Horde, Harad. Far Harad, Umbar, the Monsters of
Middle-earth and the Nazgiil.
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The Carsair Fleets

GAMING WITH THE CORSAIR FLEETS

On the next few pages you'll find all the information you need to unleash the piratical Corsairs of Umbar,
including painting tips, gaming advice and an example army list.

| Dalamyr, Fleetmaster of Umbar
"This assassin-turned-pirate is an essential
part of any Corsair army. Dalamyr has
not only all the skills of a Hasharin, but
also carries several pouches of blinding
powders which can leave even the
mightiest enemy hero at his mercy.

2 Corsair Reavers
More vicious even than other Corsairs,
the extra Attacks and higher Fight values
of the Reavers make them ideal for
combating vour enemy s best troops, or
breaching a weakened section of

battleline,
STRENGTHS WEAKNESSES
» Dalamyr, Fleeimaster = No cavalry 3 Corsair Arbalesters
of Umbar * Low Defence Armed with powerful crossbows and
« Powerful ranged values sheltered by the pavises that they carry,

attacks the Arbalesters of the Corsair Fleets are
» Wide range of allies one of the most effective missile troops
in The Lord of The Rings. Their high
strength shots can take a grim toll of the
enemy, while incoming fire patters
harmlessly off their shields.

PAINTING THE CREW OF THE CORSAIR FLEETS

CORSAIRS OF UMBAR

The black robes have been
All Corsairs share the same basic colowr scheme, a mixture of painted by applying a
blacks, purples and blues, but each is applied to different areas highlight of Codex Grey over
on individual models. the Chaos Black undercoat.

Corsairs habitually cover
themselves with taitoos,
some of which are simple

The blue colour has
been achieved by
painting a base
coai of Regal Blue
before highlighting
with Space Wolves
Grey.

34

Amix of Fortress
Grey and Liche
Purple was used
over a basecoat
of Liche Purple io
glve this rich
purple colour,

swirls whilst others are
stylised representations of
dread ereatures of the
uncharted seas. The
tattoos were applied using
a mix of Regal Blue and
Chaos Black — remember
to use a fine brush!



_T.‘:e Corsair Fleets

THE CREW OF THE SHRIKE

Dalamyr’s flagship has a large and varied raiding party, ideally suited to fighting whatever troops the
Fiefdoms can muster. A solid core of Corsairs give this force enough body to overwhelm the enemy, while
Arbalesters enhance its combat and shooting efficiency.

THE CREW OF THE SHRIKE (600 POINTS)

1} Dalamyr, Fleetmaster of Umbar. . ... .. 100 points &) Delgamar’s Raiders. . ................ 96 points
o 12 Corsairs of Umbar
2 ) Delgamar, Corsair Captain » 6 with boarding pike (spear), 6 with shield
with two-handed axe . .. .............. 55 points
7 Reream B ROIdRrS s vissioviod S sns 96 points
3) Vangir, Corsair Bo’sum . . . . .v.vvvvnn. 45 points » [2 Corsairs of Umbar

» 6 with boarding pike (spear), 6 with shield
4 Pergan, Corsair Captain with crosshbow .55 points :
8! Acranar’s Talon Company . . .......... 90 points
5 Aeranar, Corsair Bo’sun with crosshow . 50 points = O Corsair Arbalesters
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HARAD

hough governed from Umbar, Harad is too vast a region fo be

ruled from any one place. In the days of Gondor's
occupation, Harad was divided into a number of client kingdoms,
most ruled by a petty chieftain whe could be counted upon to
relish his power more than the freedom of his people. The days
of Gondor's rule are now long gone, but Harad is still controlled
in much the same fashion, with a dozen kings and high chiettains
enacting the will of the lords of Umbar,

Each of the ‘ruling’ chieftains is granted status through control of

one of the ancient towns or citadels that are scattered across
Harad’s unforgiving landscape. In a region peopled by nomadic
tribes, these fixed points of law and shelter bestow considerable
power and mfluence in the wider realm, Accordingly, such status
is jealously euarded and must be protected by all the warriors that
taxation of the local trade routes can hire,

So it is that Haradrim armies can vary greatly in size. depending
on the fortunes of its chieftain. A suceessful leader may command
many hundreds of tribesmen and raiders, and may even conjure
influence with the Hésharii or the Watchers of Kéamna. A chieftain
whose star is on the decline may be reduced to a dozen or so
[ollowers and hecome a prime target for the settling of old scores.

Most common are those tribal leaders who can count their
warriors by the score, and it is not uncommon for a powerful king
to hold sway over a handful of such chieftains, rewarding their
service with gold or lordship over a part of the domain. Such
practices are crucial, as there is always an ambitious young
chieftain ready to fight for jealously guarded riches if no other
opportunity is forthcoming. An incumbent cannot rely on outside
aid in these conflicts, and there is no help to be had from Umbar
— the lords do not much care who enforces their will, so long as
it is done.




EVIL HEROES

Haradrim King .. ... o0 vaciviivaees Points value 60
Bow 5 points
War spear 3 points
Spear I point
Horse 10 points

Haradrim Chieftain .................Points value 45

Bow 5 points
War spear 3 points
Spear 1 poini
Horse 10 points
2 ET iy, nan et b G o R o L e Points value 90

EVIL WARRIORS

Haradrim Warrior ...................Points value §
Bow I poin
Spear I point
Banner 25 points
Haradrim Raider ............. <o Points value 11
War spear I point
Banner 25 points
Watcher of Kérna . ...cconiniiviiiin. LPoints value 9
Bow I points

ALLIES

I

! In a Legions of Middle-earth game, Harad can ally with the

. following armies: Cirith Ungol, the Black Gate. Barad-dr,
the Easterlings, the Variags of Khand, the Khandish
Mercenaries, Minas Morgul, the Serpent Horde, Far Harad.
the Corsair Fleets, Umbar, the Monsters of Middle-earth and
the Nazgil.



Harad

GAMING WITH HARAD

This army list is indicative of the forces of Harad throughout the ages. On these pages vou'll find an example
army list, tactical advice and painting schemes for vour army of Harad.

1 Haradrim King
A Haradrim King is always a good choice for the leader of
your army, bringing as he does a higher Fight, Courage and
Will score than a Chieftain. Lacking some of the more outré
abilities of other Heroes, Haradrim Kings are a relatively
small investment that pays off easily.

2 Haradrim Chieftain
The best way of boosting your armiy’s fighting potential and
access to heroic actions. a humble Haradrim chiefiain can
have his wargear customised to match the role you want him
to play.

3 Watcher of Karna

STRENGTHS The secretive Watchers of Kirna are fearsome close combat
* Poisoned Arrows fighters and skilled archers who can be used to buttress
* Wide range of allics whichever part of your battle plan requires it.

* Cheap warriors

WEAKNESSES
* No siege engines
» Limited choice
* Low Defence values

PAINTING THE ARMIES OF HARAD

This distinctive war paint of the Mahiid is an ideal way to bind the various troop types together. You can apply
a variant to each warband in your army, while still maintaining enough of a theme to bind the army together.

hi

WATCHER OF KARNA THE ARMY OF ABRAKAN

Watchers of Kirna are
samewhat different from the
§ other Haradrim, robed solely
> ":L{ in Chaos Black highlighted
with Codex Grey.

These Haradrim Warriors share the gold and purple of those

Shining Gold has been used to The crossbelis and ponciies [from the Serpent Horde, but the red robes have been replaced
pick out embroidered patterns were painted Scorched by a raval blue, painted with Regal Blue and Enchanted Blie.
on their robes, breaking up an Brown and highlighted Similarly, the banner has been decorated with a scerpion — the
otherwise drab finish. with Bestial Brown. symbol of Abrakdn - rather than the serpent of Harad.
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THE MERCHANT GUARD OF ABRAKAN

Abrakén is one of the larger and more prosperous towns in Harad, and correspondingly can field a large
army. This force represents a portion of its might, balancing infantry with cavalry and close quarters fighting
ability with archery.

Jilaad, Haradrim King on horse .. .....70 points

Gharic, Haradrim Chieftain
with bow and spear . . .. ......covvv-.. 51 poinis

| Kathol, Haradrim Chieftain with spear . . 46 points
| Bhadya, HAsharin. . .......c.co00aeaens 90 points

| Ghdric’s Spearband. . . . ... ..........102 points
» [2 Haradrim Warriors with spear
» | Haradrim Warrior with banner

& Kathols Spearband. . ...............102 points
» |2 Haradrim Warriors with spear
e | Haradrim Warrior with banner
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THE MERCHANT GUARD OF ABRAKAN (700 POINTS)

Serpent Archers...............
s & Haradrim Warriors with bow

Scorpion Archers. . . ... feiataroeas
» 6 Haradrim Warriors with bow

Desert Raiders............ Ty
» 6 Haradrim Raiders with war spear

<. 36 points

... .36 poinis

.. .. 66 points

Blesert Archors. oviniiae dnisiai vamnis ... 66 points

» 6 Haradrim Raiders with bow

The Order of Dusk . ...........
« 5 Watchers of Kdrna

.« .. 45 points




FAR HARAD

fter the sacking of Kirna. a shadow fell over the empty city.

Disturbing rumours began to spread. tales of restless
Dimlokhi spirits in the fire-blackened streets and of sorrowful
malice that did not sleep. As the tales spread. the Haradrim tribes
gave the ‘city an ever-wider berth, Before long, the Haradrim
tribes had completely abandoned much of the land south of
Kima. When Gondor’s hold on the southlands was broken, the
nascent Council of Umbar attempted to have the region resettled
but none amongst the Haradrim were willing, so the lords of
Umbar cast their gaze to the Mahiid.

A primitive race of Men from beyond Harad’s southern border,
the Mahiid had fought as mercenaries in the war against Gondor.
With their coffers emptied, the lords of Umbar gifted the lands
around Kérna to the Mahild tribesmasters in lieu of payment in
silver. The Mah(d prospered in their new home and continued to
hire their services out to nearby Haradrim chieftains. Within a
decade, a small kingdom arose in Kirna's ancestral lands, though
the Mahiid never settled within sight of the doomed city for they
were, 1f anything, more fearful of the rumoured Dimlokhi than
were the Haradrim:

Though ownership of land brought wealth and power to the
Mahiid tribes, they never arose to threaten the mlership of the
lords of Umbar. In part. this is because the Mahtid quarrel greatly
amongst themselves, as is often the way with warlike and
primitive folk. These clashes range from skirmishes over
watering rights to all-out war between tribes. The lords of Umbar
are careful to maintain many of the Mahtd tribes in continual
employ, either for the business of conducting border raids on
Gondor and Khand, or blunting the power of a recalcitrant
Haradrim chieftain.

To fight the Mahfid is a fearsome thing, for they make no
pretence at strategy or tactics, instead coming howling to the
fight. Mahtd care not for their losses. and will continue to
struggle against the most overpowering ol odds while their
chieftains still spit defiance at the enemy. Only by crushing their
leaders can the Mahiid be truly defeated. and such a task is far
from simple.

"'.'J-.‘_'i:_



EVIL HEROES
RERROAKING Lol viv i dav s sioas Points value 75
Camel 10 points
Blowpipe 5 points
Shield 3 points
Mahiid Tribesmaster ............... Points value 60
Camel 10 points
Blowpipe 3 poinrs
Shield 3 points
Spear I poini
War Mimak .......... v bweineme L OIES value 275
Gnarled Hide _ 40 points
Mahiid Beastmaster Chieftain 25 points
Rappelling Lines 23 points
Foul Temperament 20 points
Rocks! 20 points
Sigils of Pefignce 20 points
Tusk Weapaons 20 points

4

EVIL WARRIORS
Mahiid Warrior . . ...........

Points value 11

Blowpipe { point
Spear I point
Banner 30 points

Mahiid Raider .....................Points value 20

Rlowpipe I point
Warspear I point
Banner 30 points
HalfTroll ....... il b et e R OLRS, value 22

Two-handed weapon I point

ALLIES

In a Legions of Middle-earth game, Far Harad can ally with
the following armies: the Black Gate, Minas Morgul, Barad-
dilr, the Easterlings. the Variags of Khand. the Khandish
Mercenaries, the Serpent Horde, Harad, the Corsair Fleets,
Umbar, the Monsters of Middle-carth and the Nazgal.




- Far Harad

GAMING WITH FAR HARAD

On these pages you'll find gaming tips, an example army list and painting guidance for the Mahid of
Far Harad, the savage tribesmen of the southern savannahs.

STRENGTHS WEAKNESSES

s Strength 4 Warriors » No Stand Fast!
* Camel Riders » Short ranged
» Mimakil! missile attacks

* No named Heroes

| ' Mahiid Tribesmaster
Although Mahiid Heroes do not have a Stand Fast! in most
circumstances their Warrior Pride rule makes up for it,
boosting the Courage of your army for every Hero in
combat. This makes the Mahfid much better at charging
creatures that cause terror, but does mean you have to put
your Heroes at risk.

2. Mahid Warriors
It’s just as well that these fighters are rare. for they match a
high Fight value with similarly vicious Strength and Attacks.
Their only real weakness is Terror-causing foes, who can
sometimes fake advantage of a Mahiid Warrior's low
Courage.

3 Mahtd Raiders
Strength 4 Warriors make the Mahiid a dangerous foe. and
their cavalry doubly so!

Half Trolls of Far Harad

Strong, skilled and difficult to stop, Half Trolls of Far Harad
4 are a dangerous proposition for your enemy. As a result,

they're likely to draw a lot of missile fire, so keep them

hidden behind your Mahiid Warriors while you advance.

Blowpipes

The Mahiid’s fearsome close combat ability is further
augmented by blowpipes. While these weapons lack the
range of bows, their poisoned darts, coupled with a Shoot
value of 3+, more than compensate. More importantly,
blowpipes do not count toward bow limit in Legions of
Middle-garth games. allowing you to field as many as
you wish.
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PAINTING A MAHUD ARMY

The distinctive war paint of the Mahiid is an ideal way to bind the various troop types together. You can apply
a variant to each warband in your army, while still maintaining enough of a theme to bind the army together.

MAHUD WARRIORS

Mahiid use the dark red and black palette of the Haradrim, but contrast this with white and bone war paint details.
&
nfv'

i

The bone details were painted
Kommando Khaki and
highlighted with Skull White.

The feathers were painted
with Shadow Grey before
being highlighted with Skull
White.

The red robes were first Here, a highlight of The armour was painted with The camel’s fur was painted
painted with Scab Red and Codex Grey was painted over  a hase coat of Bestial Brown using Desert Yellow
then highlighted with a mix of  Chaos Black. which was highlighted with highlighted with
Scab Red and Vomir Brown. Khemri Brown and given a Kommando Khaki.
wash of Brovwn Ink.

HALF TROLL MAHUD WAR PAINT
The Half Trolls share a similar palette to the Mahiid Warriors, Muahtid war paint varies from tribe ro tribe, and with rank,
although their skin s darker — representing their supposed wealth and land.

Trollish heritage.

The warriors of Mahtid have
simple war paint, painted
wsing Skull White.

The cipth was first painted with
Scab Red and highlighted with a
mix af Scab Red and Vomir Brown,

| : The Mahiid King has a very
The light skin was achieved The areas of dark skin were The Tribesmaster has more elaborate face decoration
wsing a base colour of initially painted with complex parterns using using a combination of Skull
Bestial Brown with a Bronzed  Chaos Black then highlighted,  Bestial Brown and Skull White.  White and Dark Flesh,
Flesh highlight. with Shadow Grey.
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AN ALLIANCE OF EVIL

Mahiid make fantastic allies, adding a core of veteran fighters to
otherwise inexperienced or levy based armies. In the example here,
the Mahiid are used to add muscle to an army of Barad-diir. They
shelter behind the Orc shields until they reach the enemy, waiting to

colnterattack when the armies meet.

MAIN CONTINGENT FROM FAR HARAD (1,141 POINTS)

| L'rana, Mahiid King with shield . . .. ............... 80 points

Llrana’s Warband & s vos e sis i it 250 points

= [0 Mahiid Warriors
* 6 Half Trolls. 3 with two-handed weapon

2) K’kala, Mahiid King with shield and camel . . . . . .. ... 90 points

(B) KRS Wathand o v v - e it e e o v i s 252 poinis

» [2 Mahtid Raiders, 6 with blowpipe, 6 with warspear

ITWaEMIARGE i e R e A e e e 469 points

Mahiid Beasimaster Chiefrain, and rappelling lines.
Ridden by 12 Mahiid Warriors with poisoned blowpipes.

ALLIED CONTINGENT FROM BARAD DUR (350 POINTS)

D E T P SRR L e TSR e 50 points

* Ore Shaman

AL Laftakss Rabble s s e e e R L S e 222 points

* |2 Orcs Warriors with shield

» 10 Ore Warriors with spear

* [0 Orc Warriors with nwo-handed weapon
* [ Ore Warrior with banner

L) MOVDaT APCHETE . i v iainbin i w1ih sl st anaon s 5 o o e 78 points
* 8 Ores with Ore bow
» 00 (hre Trackers
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UMBAR

A city of traitors, ne'er-do-wells and renegades, Umbar is
very much the black heart of the Serpent Kingdom at the
close of the Third Age. It is from here that the fate of the
southlands is decreed. for it is the home of the seven lords of
Umbar - the rulers of Harad.

The edicts of the lords of Umbar are not delivered in person —
indeed. the lords have been seen but rarely in living memory —
but are instead enforced by the Hasharii. This arrangement has
brought unprecedented power to the Hasharii and to their
stronghold, the Hsar Karnakh. leading many folk to wonder as to
whether the lords truly rule Umbar any longer, Such thoughts are
never mentioned aloud. for the eyes and ears of the Hisharii are
legion. and dissenters vanish swiftly without trace,

Though it was once a fair Nimenorean colony before its
inhabitants fell to evil, centuries of corruption and decay have
taken their toll upon Umbar, Its once proud towers and edifices
have been repaired infrequently and without care by Haradrim
masons. and the wondrous stonework of yesteryear is lost in a sea
of ugly, ill-favoured hovels: S0 too are the folk of Umbar a
distant breed from those that first dwelt within its walls. What
little blood of Nidmenor that remains is much intermingled with
that of the southrons, and what was once noble and wise has
become surly and cruel.

As Harad's capital, Umbar has control of all the armies of the
Serpent Kingdom, but each lord also maintains their own
garrison, for they are not so unwise as to believe themselves
beloved of the people they rule. These private warbands are
drawn from both Haradrim tribesmen and the Corsairs. giving
each lord a military presence both on land and at sea. Clashes
between these militias are commonplace, as:the lords vie for
trade rights and taxes, and peaceful days in Umbar are the rarest
of times. Even so, thé overall balance of power never
significantly alters, for if one of the lords starts to become more
powerful than the others he will swiftly find himsell opposed by
all of his peers.




EVIL HEROES

Dalamyr, Fleetmaster of Umbar . .. .. Points value 100
Corsair Captain .......... vieuwnsa Points value 50
Two-handed weapon 3 paints
Bow 3 points
Shield 3 paints
Crosshow ; 3 points
{Corsair Bo'SUl «voenesnenn ... ... LPoints value 45
Twai&dndedy‘é‘.tpmt ) 3 points

3 points

3 poinis

3 points

Haradrim Chieftain .................Points value 45

Bores 5 points
War ;_p?%\ 5 points

Spear N I point
Hasharin .4« ..c.oooeeeiivnnnnaee. . Points value 90
=
.r-
J
’
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EVIL WARRIORS

Corsairof Umbar .. ... ...ccocooai... Points value 7
Spear I point
Shield [ point
Bow [ point
Haradrim Warrior ............ oo Points value 5
Bow 1 point
Spear ! point
Bamner 25 poinis
ALLIES

In a Legions of Middle-earth game, Umbar can ally with the
following armies: Minas Morgul, Barad-diir, the Serpent
Horde, Harad, Far Harad, the Variags of Khand, the Khandish
Mercenaries, the Monsters of Middle-earth and the Nazgiil.



Lmbar

GAMING WITH UMBAR

The army of Umbar combines Corsairs and Haradrin fo deadly effect. On these pages you'll discover tactical
tips, painting advice and an example army list guide for creating your own force.

]

STRENGTHS
* Héasharii
» Cheap Warriors

WEAKNESSES
* No elites
= Na cavalry

21 Corsair Bo'sun
These Heroes are ideal for
keeping your Corsairs in
the fight, with a
Commanding Bellow,
which has the same effect
as & banner. In addition, a
Bo’sun has a profile
comparable to that of a
Captain, making him just
as useful in most
CIrCUmstances.

Corsairs of Umbar
Every Corsair comes with
throwing daggers, making
them very versatile
combatants, and deadly at
short range. Additionally,
you can purchase extra
equipment for them,
increasing either their
combat potential or
firepower as you see fit,

Hasharin

The assassins of the Hsar
Kamakh are vital to an
Umbar forece as, lacking
elite troops and named
Heroes, only a Hasharin
can challenge these troop
types in an enemy army.

THE WARBANDS OF UMBAR

Each of the lords of Umbar maintains a small army of retainers drawn from both the Corsair fleets and their
Haradrim retainers. By carefully choosing colour schemes you can theme your Umbar force to one of the
seven lords, or even invent your own combination. In each case below we've retained the purple and gold of
other Haradrim, but replaced the red.

Gatemaster Velnakir’s Castavakh,
Retinue Lord of the Fleets

Lord Alcarin’s Warband

Castavakh's armies are mostly formed
followers was painted with Scab Red. [from the fleets of Umbar, so his retainers
applied heve with Dark Angels Green and — Highlights were applied with Red Gore, wear sea-giey cloaks painted Shadow

The deep burgundy of Velnakir's
Aledirin’s heraldry is a dark green,

Grey and highlighted with Space Wolves
Grey. His symbal is that of a trident.

highlighted with Goblin Green. His
svinbol is thar of crossed scimitars.

The blazon of the Gatemaster is a
stvlised porteullis.



Lmbar

THE WARBAND OF LORD VARKAN

A typical band of warriors in the service of one of the lords of Umbar, this force has plenty of warriors with
which to overwhelm the enemy, plus two Hésharii to keep the warriors in line and a pair of more ‘normal’
Heroes to provide Heroic actions and extra muscle.

THE WARBAND OF LORD VARKAN (600 POINTS)

1) Krdasna, HAsharin .....ccovvvvnveness 90 points (6 Pergamir’sCrew ............. vons s 192 points
: » 24 Corsairs of Umbar
2 Corazirn, HASROri. . ... . - v oovoviimmins .. 90 points = 8 with boarding pike (spear)
o & with shield
3 Pergamir, Corsair Captain o 8 with bow
with two-handed axe . . ............... 53 points

7 Marakin’s Warband. . ................72 poinis
4) Guledr, Corsair Bo’sum. ... covoneunnn 45 points * [2 Haradrim Warriors
» 8 with spear and 4 with bow
5 Marakin, Haradrim Chieftain
with spearand bow ... ...............51 points



THE BATTLE OF KARNA

The forces of Gondor are driving the Haradrim defenders from the buildings, denying them defensive
positions. Victory will go to the player that balances the lives of his soldiers against other concerns. How
many men (and Victory points) can you afford to give your opponent in the rush to capture your objectives?

G ondor was the ruling power in Harad for many years in the
early Third Age. Faced with utter destruction, the Haradrim
kings had little choice but to kneel before the armies from the
north, and were soon reduced to little more than figureheads
ruling over vassal states. Only once in this time was the authority
of Gondor challenged on a scale beyond petty banditry — the
uprising of Far Harad. Mardat, king of Far Harad, was a
charismatic individual whe created an army from the disparate
tribes of southern Harad. With a tactical flair not seen before in a
Haradrim, Mardat bested several of Gondor’s armies and for
many years ruled an independent kingdom from Kiérna.

Unfortunately Mardat’s pride was as great in stature as his talents
and, when one of his chieftains challenged him to a duel, he felt
honour-bound to accept. In truth he could have easily refused and
it would have been better for his kingdom had he done so.
Following Mardat’s death in the challenge, Gondor perceived an
opportunity to reclaim that which it had lost, and sent its armies
once more to Kirna. Mardat’s successor was not the leader he
thought himself to be and, after two crushing defeats along the
Narvir river, his forces fell back on the capital, and the Battle of
Kama began...

24" 56cm
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PARTICIPANTS

GOOQOD (250 points)
| Captain of Minas Tirith with shield
Up to 200 points of Warriors chosen from Minas Tirith list. Up
to 50% of these models may carry a bow.

EVIL (200 points)
| Haradrim Chieftain with bow and spear.
Up to 150 points of Warriors chosen from Harad army list.
Up to 50% of these models may carry a bow.

LAYOUT

The scenario is played on a board 24"/56cm by 24"/56cm
representing the streets of Kirna. The board is tightly packed
with buildings, such of which are ruined, and one of which is at
least one starey taller than the others. Nowhere is a building more
than 2"/4em from another building, except in the centre of the
board. Here, there is a clear courtyard of about 6"/14cm across
with a single statue in the centre.

24" 56cm

Good and Evil
Deployment Zone
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Brutal fighting breaks out in Kdrna.

STARTING POSITIONS

The Good player deploys his entire force within 6"/14cm of any
board edge. The Evil player then deploys his entire force within
6"/14em of the opposite board edge.

OBJECTIVES

The game lasts for twelve turns. Keep a record of how many
casualties each side inflicts. At the end of the game, each player
scores | Victory point for each enemy model slain. In addition,
the each player scores an extra 10 Victory points for each
building that contains only friendly models. The Evil player
scores 3 Victory Points for each building that contains neither
friendly nor enemy models. The player with the most Victory
points wins the pame. If the totals are equal, the game is a draw,

SPECIAL RULES

Continual Reinforcement. This scenario is but a small part of
the struggle for Kama, and more combatants will be drawn to the
fight as the game goes on. Whenever a Warrior is removed as a

T
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casualty, the controlling player may move it onto the board from
a board edge of his choice at the end of his next Move phase.
Newly arrived models may not charge in the turn they arrive, but
may otherwise act normally. Note that this rule means that neither
side can ever be broken.

RECOMMENDED PARTICIPANTS

GOOD EVIL

= | Captain of Minas * | Haradrim Chieftain
Tirith with shield. with bow and spear.

« 16 Warriors of Minas » 24 Haradrim Warriors,
Tirith, 4 with shield, 4 12 with spear, 12 with
with bow, 8 with spear bow.
and shield.

= 8§ Rangers of Gondor.



Mahiid
deploy here

THE SPOILS OF WAR

In this scenario the Good player has but one objective - escape with the treasure! This isn't going to be easy,
and his or her best chance lies in luring the Dimlokhi spirits into combat with the Mahiid.

ll 18 ‘many years since Mardat’s rebellion and Kama has long
since become a ruined shell, haunted by the spirits of the dead.
All Haradrim, ether than the mysterious Watchers, shun the place
and its secrets. Such foreboding means nothing to the soldiery of
Gondor who scoff at the tales that surround ruined Kérna,
thinking them to be the delusions of skittish peasants. On a dark
night, some twenty years or more since Karna's fall, a captain of
the nearby garrison of Abrakén leads a small group of soldiery
into the ruins, seeking the buried remains of the Serpent palace,
and the riches that lie therein.

After many hours below ground. the men of Gendor finally
emerge. Their numbers are somewhat denuded by mishap, but
they have tound part of the treasure they sought — a golden statue
inset with gems. Unfortunately for them, their arrival did not go
as unnoticed as they had believed and a Mahiid mercenary band
waits in ambush on the edge of the city, thinking to slay the
company and make off with the prize. Worse, the tales of the
Dimlokhi of ruined Kéma are true. Caught between savage men
and implacable revenants, the men of Gondor prepare to fight
their way cledr, unaware that a third foe, the Watchers of Kirna,
are waiting to ensure that neither the mtruders, nor the
inhabitants, will escape to the outside world.

48" 11 2cm

Spirits
deploy here

PARTICIPANTS
GOOD (300 points)
» Up to six unnamed Heroes chosen from the Minas Tirith or
Fiefdoms army lists costing no more than 300 poinis. You
may not include mounted models.

EVIL (500 points)

» 12 Watchers of Kirna:

= Lip to 200 points of models chosen from the Far Harad
army list. You may not include mounted models and must
include a single Hero,

= Up to 200 points of Spirit models chosen from any army list
to represent the Dimlokhi spirits.

LAYOUT

The scenario is played on a board 48"/112cm by 48"112em
representing where the northern edge of Kirna meets the
surrounding forest. The southern half of the board is covered with
buildings in various states of collapse, whilst the northern edge is
heavily forested. There is also a high hill situated on the eastern
board edge.

Watchers of Kérna
deploy here

Good force
deplovs here

48" 11 2em

Grood Deployment

. Evil Deployment

Warchers of Kdrna




The battle for treasure stains the sands with blood.

STARTING POSITIONS

The Good player deploys his entire force no further than
12"/28cm from the southern board edge. One model of his choice
is carrving the statue, mark this with a counter. The statue is
treated as a light object as discussed in the main rules manual.
The Evil player then deploys (in this order): the Dimlokhi spirits
no more than 3"/8em from the southern board edge, the Mahiid
up to 24"/Séem from the northern board edge and the Watchers
of Kérna atop the hill on the eastern board edge.

OBJECTIVES

The Good player wins if he manages to carry the statue off the
board via the northern edge. The Evil player wins if he manages
to wipe out the Good force before this is achieved.

SPECIAL RULES

Dimlokhi Awoken. The only concern of the spirits is to recover
their property — they care nothing for the agendas of the Watchers
or the Mahtid. The Dimlokhi are not controlled by the Evil player
as normal, but are moved by the player with priority after all
ather models have been moved. They must always end their
move closer to the model carrying the statue than they began it,
but may otherwise act according to the wishes of their controller,
Note that due to the powerful hond the Dimlokhi have to their
home; they will ignore any wound suffercd on the roll of a 4+,
just as if they had expended a point of Fate.

Different Agendas. The three Evil factions are working as
separate groups: The Evil force does not have an overall break
point; rather each group will begin to test once it has lost half of
its models.

Four Factions. This game can be played with four players, with
each Evil faction controlled by a different person. If you wish to

do this simply follow the Participants. Layout and Starting
Positions as normal and ignore the Dimlokhi Awoken special
rule. When rolling for priority, simply re-roll any ties to
determine the order of play. Similarly, when any roll is made to
resolve order of Heroic moves, drawn fights, etc, the relevant
players should simply roll dice — the highest scare prevails.

In the four player variant, whomsoever takes the statue off the
board, wins the game. The Mahiid and the Men of Gondor must
take it off the northern edge, whilst the Dimlokhi must spirit it
away off of the southern board edge. The only exception are the
Watchers of Kérna, who win if no one manages (o escape with
the statue.

GOOD
» | King of Men.
= 2 Captains of
Minas Tirith with

EVIL
+ | Mahiid Tribesmaster
with blowpipe and
shield.

shield. * 9 Mahtid Warriors,
= 2 Captains of 6 with spear and shield,
Dol Amroth. 3 with blowpipe and
shield.
= | Half Troll.

12 Watchers of Kirna.
| Barrow-wight.

2 Spectres.

6 Warriors of the Dead.

Secenarios <0~

s




UPRISING!

Though the Evil player has plenty of Haradrim to draw upon, this scenario is won or lost on the actions of
the Hasharii assassins. Of all the Evil models, the Hasharir alone have the power to carve their way through

the nobles’ formidable bodyguards.

fter many long years of occupation, the time for Harad’s

freedom has come. Stirred up by emissaries of Sauron and
supported by renegades from the north, the common folk of
Harad are revolting against the forces of Gondor. Faced with
rebellion on an unparalleled scale, the armies of Gondor are in
full retreal, and are even preparing to abandon Umbar.
Surrounded by their personal goards, the few remaining nobles
are attempting to reach Umbar's quayside, but their escape is by
no means certain. The streets are thronged with Haradrim baying
for the blood of their erstwhile rulers, but it is elsewhere that the
real threat comes.

As the fleeing nobles wend their way through the streets. they are
shadowed by the ruthless Hasharii, who have orders to slay the
nobles before they can escape. As the battle in Umbar’s streets

continues, the nobles’ guards redouble their efforts, ignoring the
pockets of fighting as they lead their masters to the dockside.

“Hard fighting and long labour
they had still; for the Southrons
were bold men and grim...”
The Return of The King

48" 1 2cm
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PARTICIPANTS
GOOD (550 points)
» | King of Men
= 2 Captains of Minas Tirith with shield
» O Citadel Guard with cither spear or bow
» Up to 200 points of Warriors chosen from the Minas Tirith
army list. Up to 33% of these models may carry a bow.

EVIL (450 points)
» 3 Hasharii
= Lp to 150 points of Warriors chosen from the Umbar army
list. Up to 50% of these models may carry a bow. You may
not choose mounted maodels.

Hashdrii
deplovment zomne

48" 11 2em




LAYOUT
The scenario is played on a board 48"/112em by 48"/112¢m

representing the port-city of Umbar. The entire board is covered
with buildings with a quayside running 3"/8cm from the western
board edee, Nowhere is a building more than 2"4em from
another building. Up to three longboats are placed in contact with
the quayside.

STARTING POSITIONS

The Good player deploys the Warriors from the Minas Tirith
army list anywhere on the board, but with no model closer than
3"/8cm to-another friendly model. The Evil player then does the
same with his Warriors from the Umbar army list. The three
Hisharii are deployed up to 24"/56cm in from the western board
edee; but no closer than 12°/28em to each other. The Good
Heroes, each accompanied by three Citadel Guard, will enter the
board at the end of the first Good Move phase, one from each
corner and the final one from the centre of the eastern board edge.
They may not charge in the turn they arrive,

OBJECTIVES

The Good player wins if two or more of his Heroes escape. They
are considered to have evacuated successfully if they reach the
longboat — they are then removed from play. The Evil player wins
if he manages to kill two or more of the Good Heroes before they
reach the longboat. Any other result is a draw.

The nobles attempt to escape as the eity rises against them.

Scenarios

SPECIAL RULES

The Sound of Battle (Evil). As the battle continues, more of the
Haradrim are drawn towards it. At the end of the Evil player's
Muove phase, he or she must roll a D3 — this is the number of
reinforcements that have amrived. These reinforcements can be
chosen from any Warriors slain earlier in the battle. Each
reinforcement enters the board from a point on an edge chosen by
the player with priority — though they cannot come from the west.
Newly arrived models may not charge in the turn they arrive, but
may otherwise act normally. Note that the Evil side can never be
broken.

RECOMMENDED PARTICIPANTS
GOOD (550 points) EVIL (450 points)

= 1 King of Men. = 3 Hisharii.
* 2 Captains of Minas » 24 Haradrim Warriors,
Tirith with shield. 12 with spear,
* 9 Citadel Guard with 12 with bow.
spear or longbow,
= 24 Warriors of
Minas Tirith, 8 with
shield, 8 with spear
and shield and 8 with
bhow,




RAID ON ANFALAS

Corsairs are raiding the shorelands of Gondor, and only Boromir can stop them! Whilst the quayside remains
in Evil hands, the Good player is going to have a war of attrition on their hands. Only by securing the boats

can the forces of Good prevail.

he Corsairs of Umbar - few other names can provoke such

instant fear in the folk dwelling on the coastlines of Gondor,
The swift and sleek Corsair vessels carry their blight far and wide
across the Bay of Belfalas. wreaking mayhem along its shores. A
mingling of the blood of traitors and lesser Men who live in the
south, the Corsairs are vicious and dangerous fighters, whose
skill is buttressed by the hatred they feel for their sundered kin.
Whilst the Corsairs profit greatly from their raids in goods and
gold, they would as likely attack for no reward other than seeing
pain inflicted upon the folk of Gendor,

It is one such raid upen the land of Anfalas that Boromir is drawn
inte. With the defences along the Anduin recently reinforced and
secure against the forays of Sauron’s Ores, Boromir has set out
into South Gondor to inspect the fortifications in the fiefdoms.
His group find themselves on patrol in the shorelands of Anfalas
when a plume of black smoke is seen on the horizon, Upon
reaching the besieged town, Boromir's companions find most of
the defenders dead and Corsairs hunting through the ruined
streets. Recognising that the remaining townsfolk cannot hold
out unless help arrives, Boromir leads his outnumbered band of
knights into the fray...

24" 56cm

PARTICIPANTS
GOOD (625 points)

* Boromir, Captain of the White Tower on horseback with
shield and lance
Up to 100 points of mounted models chosen from the Tower
of Ecthelion army list. Up to 33% of these additional models
may carmy a bow.
Up to 325 points of models chosen from the Fiefdoms army
list. You may include up to one additional Hero. Up to 50%
of these models may carry a bow. You may not choose
mounted models.

EVIL (650 points)
= Dalamyr, Fleetmaster of Umbar
* Up to 550 points of models chosen from the Corsair Fleets
or Serpent Horde army lists, in any combination. You may
include up to two additional Heroes. You may not choose
mounted models,

Boromir and up to six
models deploy here

— Evil side
deplovs here

24"560m

Good Deployment

Evil Deployment




Scenarios .

e s A

Can the defenders repel the rampaging Cur.sa:r.s

LAYOUT

The scenanio is played on a board 24"/S6cm by 24"/56cm,
representing the assailed village. There is a statue of Elendil in
the cenire of the board, with the remaining playing area covered
with buildings in various states of collapse (se¢ map) with &

quayside running 3"/8cm from the southern board edge. Three

boats are placed in contact with the quay wall.

STARTING POSITIONS

The Good plaver deploys Boromir and vp to six models
anywhere within 3"/8cm of the eastern board edge. The Good
player then deploys his remaining models anywhere on the board
but no closer than 3"/8cm to each other. The Evil player then
deploys his entire force anywhere within 6"/1dem of the southern
hoard edge.

OBJECTIVES

The Evil player wins if any of the following conditions are met:
* All of the Fiefdom troops are slain.

* Boromir is slain.

The Gaood player wins if Delamyr is driven off and the Evil force
is broken. In any other result, or if both players meet their
objectives in the same turn, the game is a draw.
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SPECIAL RULES

Dalamyr. The Fleetmaster sees this raid as far too trivial a cause
to throw his life away for — should he be imperilled. he will flee.
If Dalamyr has only a single wound at the start of any Evil Move
phase, he is removed from play and counts as a casualty.

RECOMMENDED PARTICIPANTS

GOOD EVIL
* Boromir, Captain of * Dalamyr, Corsair Fleet
the White Tower on Master.
horseback with shield * | Hasharin.
and lance. » | Corsair Captain.

= | Captain of Dol * | Corsair Bo'sun with
Amroth on foat. crosshow,

18 Corsairs of Umbar,
6 with shield, 6 with
bow and 6 with spear.
9 Corsair Reavers.

& Corsair Arbalesters.

* 6 Knights of Minas .
Tirith with shield.
+ 4 Knights of Dol
Amroth, 1 with .
Banner. .
* 12 Rangers of Gondor,
4 with spear.
* 12 Clansmen of
Lamedon.



ASSAULT ON GLAMORGARTH

The Glamorgarth may no longer be a fortress, but the Good player will need to use its defensible positions if
he is to carry the day. Even a humble barricade will help in the face of the Haradrim horde, though once the

Mimak starts shouldering its way through the rubble the defenders must look to other strategies.

he War of the Ring is upon Middle-earth, and the army of

Harad marches to assail Gondor, At its head rides Suladén,
the Serpent Lord, the canniest general the Haradrim have ever
known. Having guashed all challengers from within his own
ranks, Suladin now leads his army upon the border fortress of
Glamorgarth, an ancient structure that has been ill-repaired over
the years. Despite the shambolic state of the bastion, the
Glamorgarth is not an obstacle to be underestimated, for there are
few mightier Heroes than Imrahil, Prince of Dol Amroth, and it
is he who commands the garrison there.

Imrahil has already reckoned that he cannot hold Suladan’s army
at the fortress, and has urged much of his own army north during
the previous night. All that remains is for the Prince of
Dol Amroth to lead @ desperate Tast stand against the oncoming
horde, and buy time for his followers to escape. As the first rays
of dawn break the sky, Imrahil and his remaining companions
draw their swords and prepare to meet the onslaught.

N

Evil force enters
the board here

48" Zeme

Good Deployment

Evil Deployment

PARTICIPANTS

GOOD (650 points)

= Prince Imrahil of Dol Amroth

= Up to 500 points of models chosen from the Fiefdoms or
Minas Tirith army 1ists in any combination. You may
include up to one additional Hero. Up to 33% of these
models may earry a bow. You may not choose mounted
models.

EVIL (200 points)

» Suladan the Serpent Lord, on horseback

= | War Miimak of Harad

» Up ta 250 points of cavalry models chosen from the Serpent
Horde army lists. Up to 50% of these models may carry a
bow.

» Up to 300 points of infantry models chosen from the Serpent
Horde army list. Up to 50% of these models may carry a bow.

LAYOUT

The scenario is played on a board 48"/112em by 24"/56¢m,
representing the approach to the Glamorgarth, The main tower of
the fortress is placed centrally, 6"/14em in from the northern
board edge and is surrounded by ruins and barricades.

CGood force
deploys here

Evil force enters
the board here

24" 560em



STARTING POSITIONS

The Good player deploys all of his models in the northern half of
the board, at least 15"/36cm away from the northern edge. The
Evil force moves onto the board at the end of the first Evil move
phase. At least half of the cavalry Warriors move onto the board
from either the east or west board edges. The remainder of the
force moves onto the board from the southern board edge. Newly
arrived models may not charge in the turn they arrive but may
otherwise act normally.

OBJECTIVES
If at least 10 Good models, or 5 Good models and Imrahil,
manage to escape the board and the game has lasted for more
than 15 turns, the Good side wins. Any other result is a victory
for the Evil player.

SPECIAL RULES

Crunch! The hastily prepared defences are no match for a
Mimak! If a Mfiimak moves into any terrain feature it is
considered to have been crushed and removed from the game.

The Sound of Battle (Evil). As the battle continues, more
Haradrim are drawn towards it, At the end of the Evil player’s
Move phase. the evil player must roll a D3 — this is the number
of reinforcements that have arrived. These reinforcements can be
chosen from any Warriors slain earlier in the battle. Each
reinforcement enters the board from a point on an edge chosen by
the player with priority — though they cannot come from the west.
Newly arrived models may not charge in the turn they arrive, but
may otherwise act normally. Note that this rule means that the
Evil side can never be broken.

No Surrender. The Good side cannot be broken in this scenario.

Scenarios <

RECOMMENDED PARTICIPANTS
EVIL

GOOD
* Prince Imrahil of
Dol Amroth.
= | Captain of Dol Amroth.
* |8 Men-at-arms of
Dol Amroth with pike.
* 12 Knights of
Dol Amroth,
* 12 Clansmen
of Lamedon,
* |2 Rangers of Gondor,
4 with spear.

Suladan, the Serpent
Lord, on horse.

1 Haradrim Chieftain
with spear.

1 War Mimak of Harad.
24 Haradrim Warriors,
12 with spear

and 12 with bow.

& Watchers of Kirna.
6 Serpent Guard,

12 Haradrim Raiders,
8 with lance

and 4 with bow,

8 Serpent Riders.

The Haradrim assault the ruined walls of Glamorgarth.

59




THE GREAT ARMY OF HARAD

In this scenario the armies of Gondor and Harad go head-to-head. The Good player has the advantage in
Heroes, as the armies of Gondor are not lacking for such things, but the Evil player can draw upon all of

Harad's armies — including the Miimakil! Be prepared for a truly colossal fight to the death.

R is told in The Lord of The Rings, Gondor became more
insular towards the end of the Third Age, lacking either the
strength or the will to invelve itself beyond its immediate
comcerns. So stretched were its armies and its fortitude that it
offered nittle aid to the neighbouring land of Rohan and, more
tellingly, allowed the Haradrim to amass an army of invasion
mere leagues from its southern border.

Ultimately, the Great Army of Harad was led north by Suladéan
and added its forees to those of Mordor on the Battle of Pelennor
Fields, but what if things had not happened this way? Had
Denethor’s judgement been better, or Minas Tirith's arniies a
little larger, perhaps the armies of Gondor would have marched
south into Harad in an attempt to destroy the Great Army before
it was too late,

Would they have prevailed and so lessened the slaughter to come
on the Pelennor Fields, or would the armies of Gondor have been
stranded and annihilated far from home? This scenario allows
you fo find out,

Good force
deploys here

72N {1 B68cm

Good Deployment

Evil Deployment

PARTICIPANTS
GOOD (2,000 points)
Boromir, Captain of the White Tower (on horse or-on foot)
* Prince Imrahil of Dol Amroth (on horse or on foot)
» Faramir, Captain of Gondor (on horse or on foot)
= Up to 900 points of models chosen from the Tower of
Ecthelion or Rangers of Ithilien army lists in any
combination, Up to.33% of these models may carry a bow.
= Up to 700 points models chosen from the Fiefdoms army
list. Up to 33% of these models may carry a bow.

EVIL (2,000 points)

» Suladin the Serpent Lord {on horse or on foot)

= Dalamyr, Fleetnaster of Umbar

* 2 Hashari

+ Up to 800 points of models chosen from the Serpent Horde
army list. You may include up to one additional Hero, Up to
50%: of these models may carry a bow.,

» Up to 600 points of models chosen from the Far Harad
army list. You may include up to one Hero,

» Up to 300 points of models chosen from the Corsair Fleets
army list. You may include up to twe additional Heroes. Up
to S0% of these models may carry a bow,

Evil force
deplovs here

48111 2em



RECOMMENDED PARTICIPANTS
GOOD

Boromir, Captain of the
White Tower (on horse),
Prince Imrahil of Dol
Amroth (on horse).

EVIL

+ Suladin the Serpent Lord

{on horse),
Dalamyr, Fleetmaster of
Umbar

* Faramir, Captain of 3 Hisharii.
Gondor (on foot). I Haradrim Chieftain
» | Captain of Minas Tirith with spear.

» Madril, Captain of with blowpipe and shield,
[thilien. 1 Corsair Captain.

« Cirion, Lieutenant of 1 Corsair Bo'sun with
Amon Barad. crosshow,

with shield.

Damrod, Ranger of
Ithilien.

Angbor the Fearless.
Forlong the Fat.

37 Warriors of Minas
Tirith, 12 with shield,

12 with shield and spear,
12 with bow and 1 with
banner.

12 Knights of Minas
Tirith, 11 with shield and
1 with banner.

12 Rangers of Gondor,

4 with spear,

7 Guards of the Fountain
Court.

21 Men-at-arms of Dol
Amroth with pike.

12 Axemen of

1 Mahiid Tribesmaster

24 Haradrim Warriors,
12 with spear and 12
with bow.

War Mimak of Harad.
6 Serpent Riders.

9 Serpent Guard.

9 Walchers of Kirna.
12 Haradrim Raiders,

6 with lance, 6 with bow.
12 Mahiid Warnors.,

6 with blowpipe and
shield, & with spear and
shield.

War Mtmak of Far
Harad.

3 Half Trolls,

1 with two-handed
W’EHPUH.

12 Corsairs of Umbar,

Lossarnach. & with shield, 8 with
= 12 Clansmen of boarding pike and 8 with
Lamedon. bow,

6 Knights of Dol Amroth
with lance and armoured
horse.

12 Knights of Dol Amroth.

3 Corsair Reavers.
6 Corsair Arbalesters.

LAYOUT

The seenario 13 played on a board 72"/168em by 48"/112cm. The
western edge of the board is forested whilst a Haradrim
encampment occupies the south-eastern corner. The centre of the
hoard is mostly clear, containing scattered areas of rocky ground
and a single building in the exact centre.

STARTING POSITIONS

The Good player deploys half of his models in the north-western
guarter of the board, no closer than 12"/28cm (o the centre, The
Ewil player puts the Corsairs to one side and deploys up to half of
his models in the south-eastern quarter of the board, no closer
than 12"/28cm to the centre. The Good player then deploys his
remaining models in his deployment zone. The Evil player then
deploys his remaining non-Corsair models in his deployment
20ne.

él

Scenarios

OBJECTIVES

This is a fight to the death. Whichever side completely wipes out
the opposition first, wins! IF both sides are wiped out in the same
turn, the game is a draw,

SPECIAL RULES

Advance Scouts. The Haradrim are fighting on familiar territory
and know the lay of the land much better than do the forces of
Gondor. After the forces have been deployed, but before the
game begins, the Evil player may take up to 12 models and
redeploy them inside the building at the board’s centre,

The Corsairs of Umbar. Although the Corsairs have not arrived
in time for the battle's start, they will arrive to help if Suladan can
hold out long enough. At the end of the third Movement phase,
the Evil player may roll a dice — on a 4+ the Corsairs and
Dalamyr have artived. If they do not arrive; the Evil player can
keep rolling in subsequent tumns, adding 1 to the dice roll each
time. When they arrive, the Corsairs enter the board from the
western edge. They may not charge on the turn they amive, but
may otherwise act normally.
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PROFILE SUMMARY
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A War Mimak of Far Harad flanked by Mahiid and Haradrim Raiders.
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dne the South the Haradrim are moving,

and fear bas fallen on all our oastiands...’
Hirgon to Théoden, The Return of The King

STRATEG Y BATTLE GAME

This Sourcebook is an invaluable guide to collecting, modelling and gaming with the cruel men of Harad
using Games Workshop’s The Lord of The Rings miniatures. Wrﬁzm:fheselgiges vou will find essential rules,
information and inspiration to bring the battles of Middle-earth to yo& own tabletop.

WARRIORS OF THE SERPENT KINGDOM ,
From the savage Corsairs of Umbar to the mighty Mimakil, = i
this section contains background and gaming rules for the S e -
relentless warriors of the southlands. 15

=
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THE ARMIES OF HARAD _
This is a complete guide to the armies of Harad, the Dark
Lord’s foremost allies in the battle against Gondor. Choose

your allegiance and muster a warband from Harad, the \1{
Serpent Horde, Far Harad, the Corsair Fleets or the cify
of Umbar. Advice, examples and painting i "'+
schemes help you build up your force from a
few models to a vast army!

i'f

\‘I’ e

SCENARIOS

Take command of deadly Hisharin
assassins, vengeful Haradrim and the — = =
colossal menace of the Mimakil in six = —“‘ A
scenarios from the history of Harad. When ' j
you’ve mastered the armies of the southl:
recreate a massive 2,000 point “What If” ex 1
that pits the Great Army of Harad against the ar
of Gondor!

you will need a copy-of the rules m order to play.
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