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UNLEASH THE LEGIONS
OF MIDDLE-EARTH!

A tervibde shiwdow threatens i e |r|',|"ll thie realiris of Middle-earth. Sawron, the Lond of the Rings. seeks to dominate the
wiorld ander a ryranny far will mever end. Acrosy mareds of barilefields, punor skinmishes e e wiers e will spa

ey lifetemmes cof Men and olair Bonsencds of lives Frons the desedation of Arnor amd the eaves of Lothlcrien, le e doserts

i H:rru..ru.'u.l' e di '||II|'I .IrilJ;l'i.f HWALTE N |-'I'-.liur|ll'|.lli.l|'. rJI.'l' |II PR |'.'- lilIII..

he Lord of The Rings Strategy Banle Ceime 12 ol1En
played using narmubive sccnarios 0 recrealc soencs
froe thee book amd Dilms. Many people also like o collect
g particular army of Chadel miniptures and batile head-o
head against coch other. Using ihis gaming supplemeni
plongsauhe the main miles manual, plavers can forge thei
callections inmo banlefield forces using army lists thar 1zl
you which Heroes and Warnors con be helded together Lo
crewle u themed ol balameosl livee. There are over 4U)
thamed
flavour and unique options. In sddibon, rules for allies

offer players Nexitnliny, whalst sull respecting the: ook and

army ligie o choose from, each with s own

the filme, and a means © gening the most om of their
collection on the battleticld. Can you constrict on army
demldly epouph w defeal thar of your foe? Have you the
tactical ability 1w outwit your opponent and lead your army
0 victory”!

carth do batrle for il el iof the world!

SCEMARIOS

Legions of Middie-carth presenis twelve now “pick-up
and-play” scenanos, designed o be fonght out by 1wo
armiles picked from army Hsis, From biner skirmizshes io
challenging baltles of manoewyvre, coch scenand 15 replele
with tnctical options for both new and established players
of The Lord of The Eings Stmuegy Buoiile Came

LEGIONS OF MIDDLE-EARTH ON THE WEB

For more information on Legions of Middle-eunh, a wide
range of mrticles, covenng everything from sample armes
modelling

technicques and collecting mdvice, is pvailable on the web:

andd ' armysspecific  fachios  fo advanced

loir.games-workshop.com

You will peed a copy of The Lord of The Rings main rules
manuil o wse lhis supplament.

WHICH ARMY SHOULD I COLLECT?

Froem hordes of unskilled warnors 1o élité cadres ol
battle-hardened veterans, specialist méléc armics of
wcher legions, bodh Goad aosd Evil aligionents have o
broad selection of fondes 0 choose from and can Neld

all manner of different sivles of army

Cicnerally speaking. it's best 1o choose u Hero or troop
Ly e {hat appeals oy Yisu mighi ke the way they
ploy or the ideals they represent. Allemotively, it may
be that a paricular force may complement

|l' Iy ing sl e Imi the Armmes section ol this sa |l-|l||-|||.'|||

Villar

there fre over A0 forces, runging from the highly
skilled Fellowship of the Ring 1o the weeming Coblin

harddies ol Muoria

[{] :.||||'r-' |:l|||:\. new iy The Lord of The Bn s, Wi |
with a stralghtforwand
The Tower aof Ecthelion if
vou e collecung o Good force, or SBationy of fihe
Rath
of these have & pood range of roop tvpes and Deroea

recommend starting

maore

army, such as Cioidor
Diark Lord: Barcd die if vou're collecting Evil

i oo
plenty of options withoun feeling overwhelming

avalable o them, in both mets] wd plastc,
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I PFICK YOUR FORCE
the cr I .

examplc, he Ciomdior
Timih, i Freddooms m

i l'...-..'

vour army, Using the o

my ol ol your colle

1 vou navigate the se

(LY ..'.Irl'. 1L

« paees o rulde vou im

o well agiainst o
| torce 1o challenge all-comar

¥ IR iy %
| ood and Ex
¢ furher divided wmito
e luckes, armipes
iefenders of Ithilien, whereas
milmns the detnils
Rogues sl the Didilending

clian o

nrmy sl
ul Minas

withan e

Citndel

15 up

thiEn by

5. Far

of  Urok-ha

[k I':'.'.I-:.-'\ on the board, w

Unfeash the Legions of Middle-earh

aare frdiy i I'.III.III- Py rl..“- i [} Fik

2. SELECT YOUIR SCENARIO

10T L OF Chaodos ) e BCenano vou want to play, selected

1 W gy - . - T v pr— | - 1
those presenied in this gaming supplement. These

| |
yold throigeh the deplovmeent of yoar Toroes on (e

il " i |
ip, s well oy detailing objectives and special mle:
I you wish ¥ou can wse lermuin gencrafors {sec PG 1 16)
(o et up your battlefield

3. TO WAR!

With the scenano chosen, your hattheficld and amnes sel
1% toone (ax Dight for the tutare of Middle-ennh

e Dark Power, moving ity grmies
[ was gathering

Hh i fen flrer”
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MUSTERING THE
LEGIONS OF MIDDLE-EARTH

Armiex in L -U;ur- oFf Middlg-earhy qre Sefechsd yme armey g, An

|-1 _|'Jr n'l-l; i 1 Yonr ,|I-'.l|'| =t atrd fhe wy RIS b iR wiiich phi

vernr aormnies, frowwn tie seweilleat comnpeeny fo the largest ot

You are now ready (o oredte an army (also callod a force)
from your minjatures collection, from its leader through to
any imiamiry, cavalry and
field, Some plavers don't pic

wiege engimes Uial you wish o
k nn army fior o specific gamie,
but will have one or more different rosters o0 st their

murrnaniures collection

There are four steps o mokinmg vour army

WHERE CAN | FIND THE PROFILES?
Muny of the
Ml
though some can be found in our
poebewaks, Ad il

the midels for every army list are avalable, bt we'll

Herses i Leviomy o
in the main rales manil,
The Lord of The

o= L il poblscatson, ok all

il
detailed

Wiarmion

earth ane
Rings souy

be constantly lilling the gaps as ime gocs by

listing of published Warrio:
on our The Lord of The Rings
lotrgames-workshop.com — a5 well e 4
guide 10 which sourcebooks contain whech profiles
Mhas will e

models are releaged,

You'll find a compleic
and Hero proliles
W |_'|".|||'

comutinanally -|!'||.|'.'|1 s and when new

[ORDSRINGS

Voo be i CEIEPT AT i frd Wex secttonn we Tl sl

army Qs gedle voi tiee Heroes amd Wirrlors ihay oo

verld Mo By s e F

I CHOOSE POIMTS VALUE AMD ARMY LIST
Decide upon the toedal poants value of the force you wish to

|':|'- wid the sremey 1%l o @ne woene oy

2. 85FLECT YOLIR LEADER

Chiose

bosase od [rosin

have

YLD

army st you
IThia Hero is

Herpes in the

siclected and ciuip them as normal

e of the

el

3. 5FLECT ADINTIOMAL RECRLITS
Purchase ndditional Wiarmiors and Heroes with o combined
valuc mo greater than the available to
-Ih'lll |

4, CHECK POINTS AND MODEL AND BOW LIMITS
Fimlly, i exceeded he ol
points value, ond that vou have ot pone over the limits for

Nl Vol have

double chick wou have

nmlels o] Do (sex

POINTS VALLIES
To help pluyers arrange o balanced game, all models in
The Lord of The Rings havi

lwwt e=iTeciive ihey

jhage (1)

o points Yue 1o :|'|"||'u"r||

ane o the batilefekd, o well oy every
aquipment option available 1o them. The combined points
value of the models 10 your amy 15 genernlly wsed a5 o
handy way 1o determine the sive aof your force and the size
of the gome you wani o ploy

The momber of models you'll vse will depend on the siee
Wik e
Some armics can include MENY MWore 1 sdels than others,
simply becuaose they have very cheap moopy, Throughoui
this illustrate the
Irmation of o

of the game and, 10 4 lesser extént, the ammy

sechion, we vie meluded - examples 1o

ATy there are

later on in this supplemen

TImy nNwre cxampies

Its edten guite difffcult to spend
WOITY, You don i have
snmething like 497 or 498 points, but they are still 5N
point aemics o our purposes.

every lust point, but don’i

i, Most 500 point armes will be

SELECT YOUIR LEADER

All armies have someone who directs them inio hattle,

whether the captmins of Maddle-earth who ¢ommand all

TETHT S | Farrife s vl |.:|1|H: [rariecs, OF a ||||;'|.". | =g

who is marked for great deeds or a glorious demh

Aecordingly, the st model You must selact [oF YOur army
i5 115 leader. who can be chosen from the Herocs prescated
hivesn

it B ey list yois Jave ©

e rm A4 4k-4
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winleand e Legions of Miadle-garin)

|
|
| Regardless of who vour leader i, he or she can be piven  WARGEAR
] any ol the oplions prescnted in the army list, This cun Heroes and Warriors aften have a st of extea wiargear thal
[ inchale relatively compmplsce dems such s aomns, & cinin be bovigghi for them fivi Fewdoorey ool Miclile-eainile
| pow of o snleld, bur can also encompiies '\-||:_'|‘II::-. M games you may only buy wargear ehown in the army s
csolerie tems depending on the army in quéstion, such as within Uns book, even o other ilems aré gvailable in the
i o maghty Fell beast, o a magical em of power. IT an tunn fules mamial of 8 soareehook. The ules fin such
{  option is nol includad in the list, the Hero cannot ke it common pleces of wargear are explained in the
s worth beanng m mund thil some séenanos have  approprnote séchon of thé man rles manual. Jus
Vichory comilitiomes that are ted o your besder’s survival, sa ennember i
it's often best (o pick a fuirly durable Hero for the mobe o o A miodel with & TWo-handed Weapon cannol ciry a
edding Vosur army shicld, bow, crossbow, pike or spear.
Same Heroes may not leod armies. These are marked o A model with an Elven blade cannot use it as a two-
Cheardy 1n cavch LTIy list. Yoo may still ficld them as pan inidisd Wit i they mlsis CIITY & shield o Seir.,
i v sy, bt voer st o lipcle mpmitloer Hemo b Iee s Lances can only be used from the back of & mount
ST leader ;
® Two-handed weapons, spears and pikes can only be
ADDITIOMAL RECRLITS ised on fool
Once vou've selected vour leader, you can 20 on 1o choose
ackbinonal models for vour army. These may be other Heroes
o Warmoes as vour see i As owith youn lemder, saliditionsl A MOTE ON HAMED HERGES
| troops cu elegl any equipment allowed by the nelovant Az a final imponant note — you can only have one of
imy list. There are @ few restinctions on what you can any named individual in vour army. You can 't have an
inchode 1 wour aray beyogud those bud onnl i il ooy fist army made up entirely of Aragoms, for example! The
It's worth bewrme o mid than while yvou can make an sume is true if there are severl different versions of
army entirely -\..-.lll'-:l""'-."\.l of Tralls, for xample, a foroe the same Hero - Gilorfinded or Glontindel, Lord af the
with a good mix of troop types will generally tare better Wesr, for example. IF in doubi, check the full profile
This tsar’t 1o sav that v shooldon®t mmke W alisetl Iy in the main rules manupl or relevant sourcehook;
grmy, Dt b aware thol vl Te  setting voursell @
l\.l'..l”l\.ll:.'l. !
|

- a
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Uhviteasie ploe Legioms of Mhedille-eorih!

LAST BUT NOT LEAST - LIMITS

I ensure a balanced pame of Legions of Middle earth
wi've applied some important restrictions that yvou' Il want
ior b an o whiens bualdig, your army, These bave besn
incheded here rather than i the anmy i themsalves
becuuse they're quite brond in nature — wie've deliberiatey
chimen mod o pestoe Jranin wlag trm 1 1y s lm = |'rl||l||'
Thiese restricilons fall kno tvo catepories: Mode! Limir and
B’ Limif oa shown in the table below

MWaodel Lirgit defines the miaximuon number of models vou
may inclide in your srmy. Yoiu'll ootice thit mode] Timi
increises with the poinis value of the srmy, so the bigger

the pame the mone models vou chn feld - a6 vou'd expect,

Points value MWodded s Siepe Engine
of game Limii L imit Limil
-51m) 1.5() LR L -2

S0 - 1M 1. 758 44" A4

Liwd - | Samp 1- 1IN} } A0y |

You alwayvs have a Bow Laend of one third of the Warrior
models in your army. This mcans that only a third of the
Wiarriors in yoar army muay, be equipped with a bow of any
kimd (this melodes bows, BN bows, Dward bows, short
bows, croasbows and so on...). In other words, for each
Wamor model in your srmy with a bow, you must include

ancther rwo than do not carry bows of anv kind.

USING THE RECORD SHEETS

I b good idea o work oot your forces on a plece of
WEap paper as you may change your mind, or go back
and revise details. Once you are satisfied wiath yoim
Bimal forces, make sure that voir hove added up their
values cormectly, You are then rendy (o transler detmls
it & record sheet. You don’t need 1o use a recond sheet
il vou do pot woml o, bat o i'l.k:--;"\- el 1
convament 1o have a hundy note ol all the
charnctenstics amnd relevanl detals 1o |,._._|'| Frme
miher than contially relenmg o one or more. oiher

YVOLHTIES

Simply write down the detalls of gach model onto the
qeel. Il your force mcludes severnl models of the
KA Ty thee is oo el i make 1 sepoale el
for ench midel; a single emiry will suffice In most
cisiEn. Unee Yol nEYe '\.."\.l|||h'l\.'. all the chormcterist (i, !
anid nude any nokes o ink '.'.||'-|l||-u' pseluil, o

record sheet ehould be ready Tor use m vour baitles

?

:"I Ill'I L N 5 ‘.I -'I.

-
-
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Gongar: The Tower of Ecthelion (see page 411 has
oo chiosen as Hie basiy for our o I.er.l.l,rr.lll ey, M

Umdeavh the Legions of Middleoecirih!

_—
o
T —
EXAMPLE =
e
With onir noble leader i ploce, we've chosen 1o
vuppeienmerny bom with q hordy core of Warriors of J

affers e govnd, all-romndd sedeciion of troe s aw waell g
veverol niighn' Heroes, We're aiming for a SI0 poini
fevrce (a good stariing armyvl. We've ehoesen b lead
oier ey wilth Borowue Capain of the White Tower
He's eywnsive in points, Bur worth every one of
them. eIl provide a solid core of heroie moves and
atnd Fast! rodfx fo owr armny, ond will e i fripky

frieafivispbiving Jarr gryvemie veekine e Kl b

[
=1
E"‘I
£
1
2+

P X
| Werriie mf Miaax Tirfih

Minas Tivith, armed in equal muniders with Do, f
ihield, and spear wad shivld. To burrress  their
fighiimg abiliy, we've also added in g Warrior inf |
Mimas Tlrich with a banner and a kandful of Ciradel | ]
Coibardl, Finallv, with aheowr 10 Pty el we'v
endelead o wevenn! Heo: Denethor. This tabes ux 1o 500
sy el

O Cifwaled Cimmnd

Wikl ryway

AT e N S b RN
i ¥ Warmiers wf Mimas Tirdh  dd S8 Roramir, Crplamn of the White Fiwer TRO W W Wiy of Miman Tirige 72 |
- i mRde ] ._ il -_:-:: ..- woieh Al | " -i. will i ad sl el Ei9
E g, L% STl o ! AT s i e NESLN ) et F Ve Nt A
'l T & Rt e N N e W L B B i s B A e WS T | P i W L

MAPEASL AL PIRCAFYAPR AL AR DKCARFADR-AS AL DX AF-FAD




ALLIED ARMIES

SI-"”- 08 #e more. memoradic moments.in The Lond of gle hst, Eosch such contingent must include at beast ouw

Ihé Kings comme about whene sevieril groups undle b Hero to lemd it = vou could poi isclede Wiamiors of Bohan
COmmiM cabise, =0 we've given plavers e option o without also fielding a Hero from Rohin, for example. In
faeedad 'l'._' allied armie Rathier than bBene droawn from o s Wy, vou'll eliecty I-|:I Fai kil THa, .,,_.ll:ul '\li:lul:ll.. rosters
ol the army hsts o this supplement, allied armacs arc to the desited pwunis valoe. ratley than o stoele lomee ome
chosen from tawo or minre sejuirale lisis Une Hemo in vour army muost be nominatad ...-. 105 -.--..-:,|:|

lecler

SELECTIMG ALLIES

; Importimtly, whilst the model limid 1hT o th
Bach drvoy. Tk swocilics fhe "lIILI Pt 11 oy ally Wik 1 (HEH] W |l| ode] lumid s calculnted o i [

h F CONre rorte, ol cach conbingent mi sl colcibate o
I hese vory Trom momy W0 army and ore presened clesrdy in =y s v o : fa

- : : s lor @ continent vou coald nod inelude EN
each list For example, a force picked fram The Tower of e o

Ecthelion could ally with Théodens Now, Models fiom a archers. from. Rivended! without plso including Iwice: as

? many Elves without bows
parmicular army 51 im oan alled (orce are culled a - ! : f

conungent . Yol nadice thal some armies can ally with
more forces than others, ond that we've deliberately

eV ended ey nare Henw= ironm wking the feld with
; E

WHY TAKE ALLIES?

1A i !I.I_- il [ R T LES T ] _:|,;_|:|__".\, Highihh]

cahers who werne not alive at the saome me, Thal soabd, all the

MEar allmnees 1rodm Ii., I el o I:':., Hll;;"\. wre alliowwedl

I

compen=iling for weaknesses in vour army (o sumply

Ihere 15 no limit 1o the number of different army lists faad dlowing vou 1w coll ad  wame with different
can be wsed o fosm an allied ammy [ et ar "”:'I:'"“'."' minilels Wlles ol muke wvour [orce hehave
SImMpHYy decice on the army &S vou want o use, Seleot each differently upon the banleli

conlingent a5 You Would Ao 1or an army chosen from a

¥ A | i A . ik | ]
A% i 3 1 i\ "_' 1 T!J\‘I il



Unileash vhe Leglons of Middle-earh!

EXAMPLE ARMY

For our fimad example, we've gone baek te our original arery st and chosen to add an alfied codtingent of
Rolrarr: Théoden s Hoat {page 37) We've alio chesen b0 frcredse the overall size of the foroe 1 750 Jreinity

% ¥ i ¥ey, o= p—— R i
: i v _ i & Riders of Rodusir

| 2 Riderymt Kowan wdvh siprensimy i
1B Waretars af Wimas Ticith - &4

| wiidy s

r:".-‘: e '
g & Citade! Cluand
TR RS

e
gy =gt |

Weargdwr ool A Firith

wilth haigne s

I Warriery of Koty
M Winrrderry e Eolum with shielel
| m— amd thrmring g
epizia af Kakow B Wirrrdors af Robem i v
wilttn abiie ol wnf hawae

|| Denethor, Stewird of Gonda

"=_ A Warrtors af Mimoy Tirick 64 Wl Baromir, Caprata of e White Tiwer 180
§ with afiehd - i i adiedd

K







Tl sectécn comabeeinen ol the aemy lins for the Free Peogdles iff Micld

PN WO "."n'"""' SRR E WL SeRme Taaki

destrietion amd siadve Y, b feilat «

Mui-.l ol tu s somss od
Men, whose numbers stedadily grow whilst the

other. older races decline. Though some Men have
umiet wnver Bo The service of Suaurod, wheiher sincken
by dredd or entrinced by the lure of personal gain, the
strongest realms still hold troe
[ ark 1 aowd Thee
bulwirk against Mordor's evil, bul the race of

o

TIREEY a1 SEFice

all the Free Peoples ame

o opposition of the
Chimmdior s e chiel
mien

and @

l“:'l-lll" 1

sifves agninst Sauron aerods Hohan,

st onl ol ;||.||'|'lh

Lacking in numbers but rich in skills and wisdom, the

alder races of Dwarves and Elves still have a kév rolie
o play in the strugele against the Forces of Doarkness
They wre braver than Men and more sady i baiile,
bt their ume o dominance in Middie-earth i=

codimg, Though the clder races hate Sauron and his

FFTLAY TV Y

!l Armies

THE ARMIES OF GOOD

Te-rerrth. T I those reafms g

iy Becdiise fo do ofRerwese 1 o meekly ace I

for o Righier calling

wionks, they no longer have the numbers or the

power 1o contomn or defeat him alone. They must
book o the wombinper fmes fi presal in this Gght
Even =0, o ~|II|||"\-||||' Wf Blves or Dnwirs |_-:.~._..-|

the equill 1 battle of o much larger force of Men

ol b0 be lorgolten ore the smaller groups of
combatnnts, thoose
have the numbers of even the Dwarves, ver @il
rally agninst the Dark Lord. Whether the cursed
wminrs of Dnhag
enigmatic Wiards of
shure, all can be summon

the Lord of Mordo

Ofifnerss of st wine ilin bl

o, ook e Ents ol Fangaorm, il
the pepcelul Hobbis of the

1oy thke o stand dapninst

Choose vour forces well, amil muy the Yalor guid
oo !
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THE FELLOWSHIP OF THE RING

b brave individuals that Tormed the Pellowship of the
King were ihe greaiesi bemoes of hew e, amd il
cause of Sawron & downiull, Orngmally formied @ protec
Frodo Bagging on his quest 1o destroy the Dark Lord's
ruling Rimg = a poaerfol artelct ieton wlich Samcon bad
Bound much of his pawer — they cime 1 oppose the Lord

of Mordor th many realms

miosl every rikce of noble hedr wis représented 1n the
ranks of the Fellowship. The Halflings of the Shire wene
represcnicd oot only by the Ringbearer, Frodo Bagging,
bt also by his stalwan compinion Samwise Gamgee, ihe
sdventurous Menoadoo Brandybuck and the impetuous
Feregon Took. Chimh, son of Glom, doughiy and tmeless,
represented the Dwarves, whilst the graceful Legalias,
prince of Mirkwood. stood for the Elves. For the race of
Men, Boromir, son of Denethor, pledged his aid, as did
wragorn, son ol Arathorn, Both mighly warrtors of niobls
descent. The final member of the Fellowship was o be iis
leader, acclaimed before and since ws Saeuron’s greatest and
mosl dedicated Toe, the Wizard Gandall the Girey'

Tuil ind hardship beset the Fellowship on their guest af
every i, Candall fell lghting the Balrog m Mori, only
1o be rebom with greater power when hope was bleakest
Boromir was slain on the slopes of Amon Hen. sifyving io
suve Meny amd Fippin fruom the Uruk-lu of Isengard. The
company split apart after Baromirn

paraned, bt

ench
contineed (0 play his part in the fight ogninst Sauron
Cramcdall, Avagoan, Legolas jnd Comly broogdn bope: w the
lunde of Rohan and Gondor, rallving the defenders of both
realms agiunst the doarkness ol their gates. Even Mermy and
Pippin plaved key
for they moused the Enis from slumber and brought them

cbex, despiie thear dimimuative siafre

ntd e Dght agonst the fallen Wreard, Sarumion the
White. In later davs, Merry was o strike the blow tha
woubld undo  the Wiich-king of Angmar, whilst Pippin
woulld save Boromir's brother, Faramir, from the flames ol
Dencthor's T EHTT Y

Yet all thesé deeds, brave as they weie, fade anior ooy
when compared o those of Frodo and Sam, the Ringbearer
and WS compamon, Thers wiis the hedaviest burden (o
carry, and the hardest moad o walk; & jourmey that would
end with the destruction of the One Ring in the fire-chased
whambers of Mooni Loom, and the hmal deleat of the Dark
1 ond Saisrom




The Fellowship of the Ring

THE FELLOWSHIP

l at I.':l' et penovened Heroes of e Thind '|L'| g the Fellowah I..,rI |-_r et Kie £ nepresenl gl e races |-r' ,!;lqull”'lll =K |_|'|".'|'-|_ ,||I i _r_l.'ir
niy an iivetf e Fellonwsfup i o powerfuld assenasage of Heooees
<1

it GOOD HEROES

[
ich
]

e
ith
i}
IC,

Sirider/ Aragorn
el Flarne of ife Wiend

ENER sl

\rrmopr

[ A
(TR

hit
ol
il

i

Landalf the Grey

Haorie

Lo fiey

Gandalf the Whire
Wi chumil

Thadvnifun

Boromir of Gondor
ITI--' 5F

Bvem codh

Legolas
Eeen cloank |
Adrmtier
Hiree

Gimli, son of Gldin
Eharm ok

Points value 175

Folnts value 170

JP e

i3 i

Polnes value 220

|'-r_|.-.'|

|'1I|l\.'|

Points value W05

{8 pars

{0 s

Foinis value 90
{0l pafs

il pory
Podnis value 90

i pi

Frodo Baggins Polnis value &0
'-r'-': II-. LA
Misherl wamari '

Efvirm ik 1
P

Samwise Gamgen Points value 30

Eivier icfosrd |"-'; I

Pednts value 50

Samwlse the Brave

f"'ll.-

Trupk

Feregrin Took Points value 10

Elvem i fowal .'“.rll-
Peregrin, Guard of the Cliadesl Polmis walue 25
Edver chvak .I'.' rs
Merladoc Brandybuck Points value 1Q
Elveri ofinak ) piw

Meriadoc, Knight of the Mark Pelnts value 25

el ¥ prw
Elveti ok 1] s
Heem of phe Riddermman M0 ppy

ALLIES
The Fellowship can ally with the following armies
the Crey Company, Rivendell, the Grey Havens,
Laothldrien,
Ioat, the Fiefdoms, the Tower of Ecthelion
Tinth, the Rangers of Ithilien, the Dead of Dunberow,

I htoden &
“|-1III.I'\I

Thranduil's Haolls, Fangorn,

Dunn's Folk, Erebor, the Wild Men of Drosdan, the
Wanderers m the Wild, the Wizards, the Bagles and
thoe Crsanidlians of il amomck




The Fellowship of the Kinyg

THE ROAD 10 RIVENDELL

Thiz SO0 poert fovee represerids the carliest stage of the Felfoswahip of the Rine s storv. Frodo and bis fellon

r.lll "I'.:-'l."l ILFE By .I.'I.'n' i e Mive '..Jlr I wintrdend qarial TR fead ol cfifTereni ey fre Argvoarar ang e B Heroes
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ilfiral Hlern: \iliadl Fiwvas

{elorfinde!
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The Fellowyhip of the King

THE BREAK]NG OF THE FELLOWSHIP

iz BN pagnl farey FEPFELEART the Faollovesdnn gt Aman Hen, Gandall bas o Lot in Maorna, and Freda has :

fled fronnt Daromee Wieh thie Leank-fice « ||' sinng i e Feliowship ot find the Ringbearer before afl i !Il".'

frmmariar and Cimormalvor
i Edver o el
¥

Wrrimdinr Nrmmivheres
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THE NORTH KINGDOM

[ the o or & loundimg m U 1§ vivdays st-hpunted lamd, & place thal has

"\1|.||:'. carth, a secomd I‘II rdlom anose 1n the nort RCCn L 1T .|| war angd KN [T It hs | IuneRs

tetwern the Misty AMoontoing snd the Ered Luin. This was Ruims of s buildines and sinnses. tesrmmente 1o s (orme

e Kingchom of Armor, over which Blendill ruled until ha glones, can be lound o every comer of s old domons

leath ai the final hattle of the Last Alhance. Amor was [From hroken Famost, o0 bammed Ao S660 amd 1 '-.1-l: I

mruch ahike s Gondor, yet s line of kings wavered muoc imfested downs pear Bree, travellers can =ee the ruin
nd the Kingdom lound it strenoth dimamished Browehl to the cnce-proud kingdom

Stch o weakened realim was casy prey for the Witch-king

5 4 I suray [roam the sifie pithways of Amor s | WIlE ETeslt
| Mna el Jumionersl Ssueromi SETVIIEs A | omil o I
4 ; neril, for many evil and unwholesome thinegs survive 1n the
the Mazgitl, whose armi timarely seized and destroye g :
i i - | L lowests o Rl sl mrmmpest the moisis of
0T 5 511 ¥ | (] . § oriche
phin P T P L G I B L e SERIS LN, Evendim, Such crealures vary fr vt - il 1
i g {1l s g Ich Creaiure I 01 I LT T EH (4
AT Lo i 1 i
- k malicious and conmng specires, viet all know nothing ol
Kinado ilies ihe Hokb il Shire a then
(ELT; sty Dol (o e

Hipm sl wpkmown even s, for thene an

waver within the boundanes of the old

CIf mumberas arc [ew and fncar MTCTLERES
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Hhe North Kinedone

ARNOR

The sister kingohom (o Condor Armor Nies riairied of the end of the Third Age, bt i wos oice o mrgfary recilm for ool Ly
i Midetleweaarih. Thay fixd regoeesends the gemies of Armor in ihe middle vears of vhe Thind Age, Ty maln srrengsh i in

mantbery, thowugh i hay access o several speciulist Heroes,

GOOD HERQES GOOD WARRIORS

Arvedul, Last King of Arnor Points value 70 Warrior of Amor Poinis value 8
Malbeth the Seer Points value 75 "0 - ARl
Ciptaln of Arnor Points value 50 I_R""HH of Amor Points value 8

rr - ST o i
L" 1T ne
e 5 o Hobbit Archer Palnts value 4
Dunedain Points value 24 .

j “...the folk of Amor dwindled, and their foes

devoured them, and their lordship passed

The Lol of The Kimgs

ALLIES

wrnor i ally swath the lollowing nrmics:  Kivendell,
the Crey Haovens, Migas Tioali, sid Khazsd-thim

APEASAr-PIACAFTADEAL- AL DIXCAR AP R A AL PLRCAE-FAD]



The North Kingdoim

THE GREY COMPANY

After the ruin of Araor, all that remained of s folk were the Rangers of the North, o smoll popalation whe gaorded e
Iloodiing of xilidicr Tn the Wor of the Rine, many of teir descendanty came o fight for Gondos miareiing o fhe ol of

ihetr chiefioim, Aragorn, Thiv vt coniedns o gewd selectionm of Heeoes, I few Waerdoes 9

GOOD HEROES GOOD WARRIORS

Strider! Aragom Points value IY5  Ranger of Amor Points value B
Arabibril, Flmre oo the W i ey A R TR iy Lot i 3 !t
Elven ifivak . A o |'rl'll'1!I F
Lrrmeoranr - i pl ] |
=4 A o  ALLIES

. Ihe Grey Company <an ally with the following
Arathorn Polne valie 75 e e f:qtlluut.lup_ Rivendell, the Grey Hovens

Lothldnen, Thranduil’s Halls, Fangom, Théoden's
Host, the Tower of Ecthelion, the Ficldoms, the
Rapgers of Tihilign, the Degud of Donharmow, Duorn’s
Folk, the Wanderers in the Wild, the Wizords, the
Eagles and the Guardians of the Carrock

“Near ix e howr when the Lost

shenpled came forth |

And the Grey Company ride |

from the Nowrth, ™ |

Halbarad Pobnes value 45 g }

. The Eord of The Kings )

Sy : . ! ! ' |

HMuarur ; i pria |
The Bpnpgr of Arnwen Foennne R e

Ranger of the Morth Palnts value 25 i

Y T S i . i N |

Hirae | - o o L :

Danedain Points value 24 ;

Speqr [ jm |

|

Elladan and Elrohir Points value for bath 140 .

Elvesi ghisaki . . B MR R, ey [Ty I T i

Hurants . 200 pix fivr Bsanh [

EA s I} gy faer By |

Armtour | .. 0. ... 0l >, B ea s ol O RN Jor Da0dR i

ARMY SPECIAL RULE

The Grey Company is not nestricied by bow imeir. You
may instend imelode up o lour Kongers of Amor 1or
el Difneadain o Ranger of the North in the same
force. For example, an army that includes 4 Rangers
of the Morth snd | Poanedan could also field op to 20
Rangers of Armor,

Lfﬂ*’l‘l}l{(iﬂ-rl‘hfl*ftﬂﬂ*ﬂ}'4‘|?{f(?-’ﬂ-«m¢ft-hﬂ-?IE'@I)I((_?ﬂ}'*.*\fl*ffﬂﬂ'fﬂ-4‘l.
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THE SHIR

H FLL G e T T Full | r N il Nl L8 plaarded iy sonne ool B st RO RS RGeS
in Ertadar Lespite this, if the it fridion (s safficient!y desperate. they can fehe witk sone posslon, Bl possion will ml
awrry v e feae Thas fiae reperenends e ofefendery of e Sheeoe ol dhe ened of the Thind Age. Ir g o 0 il range of cheap
14 1§ { I-I|| I rL
GOOD HEROES
GOOD WARRIORS

Bilbo Baggins Paints value 90 T
: " bl Habbit Militia Palnts value 3
trodo of the Mine Hngers Points value & ;
g ’ SRR Y Hobbit Shirriff Polnts value 4

Hobbit Archer Padnts walue 4
Gmwise the Brave Polnts value 50 A P

ALLIES

The Shire miy nod alls

Peregrin, Guard of the Clradel Poins valug 25

Merladoc, Knight of the Mark Paints value 25
v R

Farmer Magyot Folnms value 50

Faladin Took Points value 25

Lobelia Sackville-Bagains Points value KO

Fredegar Bolger Points value 5
Feradeears Helper enmmear b venar devuler )

fandobras Took, the Dullmarer Points walue 40
i g, clipd il i awE i sl iy otiver Hobbid 0

Strider/ Aragom Polnts value 75
Gandall the Grey Points value 70
Bunedain Poinis value 24

DMEAL AL MRCAFAAPEAS AR DRCAEAAPR AL AE-AIRCARFAR



THE SCOURING OF THE SHIRE

Ty 500 poiet foree has been chosen from Armor: the Shine. Ir represonis e fonce of Hothinry ropsed coratinyd

SR N H-'I”i'll'-"l ||'~'| e e fberridn i || el H.;h'_ Ry dnl sievieral H“l".- FE aH e NERFT WG Fepu® dimal eiareleel

BN the Shire v bonmndy

Thre FNefemders of dhe Shire

Warimihm . Kailght of the Yark i i i i ; Fepigeri, Daiang of thar Cibralel
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THE ELVEN HAVENS

[u the carly years of the Seoond Age. the Elves prospered Uheel amongst these, and well known in the other realms,
n western  Muddle-caril, .-..||||. in preat Cities i5 the Haven of Dolsdrs also known as  Bivendell
cotterad aermes the leneth and braath of Erindor, With the Founded In the Second Age by Elves flewing Suuron’s

shodow ol Morgoth removed rom them, the Farstbom  assaull on the eneal Kingdom of Eregmon, Kivendall has

were apce e able fo enjoy the womders of the world ewer since been o pliwce of wisdom and healing, a hastion
Alas, in time, their reach exceeded their grasp and they of light in 3 world that has dwelt for oo long under
wiere brought low by Sauron’s designs. In 8 senies of wars Sauron’s shadow, All beings of good hear are weldomi
spanning many cenburies, the Dack Lord shattered much of  within, whether they be Elves: Dwarves, Men or other, tar
1thiz power of the Hlves, amd many kmuedoms and cooees siFILEr. CTemliTes. SiEn -..Eu::u:-\'x e perely travel b
wiere crushed beneath the might of his armies. To this day passing eist over the mountaing or west over the hills

anly o relative handful of Elves remain within western Hhwdaor who wish to spend a few mghts i the sakety

Ml bi=emrtdn, dlveeliome oo bl bs etiber Tcbdeo Deomn e WIS thee Last Hopi I'. Hutgisa® st o e sea gl west o TS
of the Lord of Mordor, or prodected by power such that  moumiains. More often, they come feeking the wisdom 1w
cven he canniod boeach e found within the howuse of Elrond Halielven, whose gifts

ol mlipge o prophecy are hebid above comparison
L b

Furrthier mowthy oo west, om il const of the Great Sea, s the
only Elven kingdom to endure the trials of the recent
centunics. s here, ot the Grey Hovens of Lindon, that the
slps fronm blessed Valmor once Tanded = ihoaghi ihey dis

L0 no more, New arnvals no longer comeé 1o Lindon, Tor
the Elves aie slowly departing Middie-carth, carmed mwoy
vk e West by the graceful vessels crafied by il

shipwrights of the Grey Havens



GOOD HEROES
Elrond Foints value 70
Glorfindel, Lord of the West

Mgty f foers s §

Polnts value 140

Hiadan and Elishir

Edégn ¢l e
Horses Fras N Fr b J oy e Brtly
Eif twm y it 0H g fasr donidy
Ti} pars i P

Polnts value MO [for both)

il JHF finr By

H.-..._'. s LTS

Erestor Polnts value 75

I A e A R o R T T i e I s
Arwen Evenstar Polnts value &0
Fhein rlied I} jrin
Anfalindiy {lemred i PSR [
Eivin Captain Foints value 85
My inFmiolr ... ... . LT TR v sy L T R 10 s
Fir Famn s
Shwrtd . o B e R P, S
1 e L S e L L e

The Efver Havens

RIVENDELL

Rivendell iy the Laxy Homely House east of the seq, @ rranguil abode veiled with preat power It i ere thal Elvond
Halfelven holds court, gathering the windom of Mrddle-carth i the battle against Sawron, The il represents tHhe
defemedera oof Rivendefl in the Thind Age. Il o beege neony off Heroes ot fee divpesad Bo few Warrdor

GOOD WARRIORS

EIf Warrior Points value 7
Hexivy armirun ; 3
EIr by B o g : . < iy

e A8 b G D R R I pe
el ... o i pi
Elven Inade : ;4 LT e ! pt
Hiwrter | i wl Ladh o 5 s

Y e il

“owhere Elrond the Halfelven dwelt,
greatest of love-masters.”

The Laeerd il Thee Kiaies

ALLIES

Rivendell can .|||.} witli the |||||l|min||t' armaes e
Fellowship, Amaor, the Grey Compiny, the Grey
Hovens, LothiGnen, Thrandul's Halls, the Fieldoms,
Minas Tinth, Durin's Falk, Eebor, the Wamlerers in
the Wild, the Wizards, the Eagles, and the Guardians
of the Cammack.




The Elven Havens

THE GREY HAVENS

O the Wesiers coast of Erador e the Grey Hovens, fi i fron fivee tieit thie Floes of Miidelle-eantly eve alivaly dleparting

ety they ke Bheir fingl fourmey to Valinor Thix liss represenss the defenders of the Grey Havens during the Secomd ang

JrF.'r“JI _'ii_'r]. Ve samitininy an 1_-.'_||||;' AR anf Frhify Evipres Pl eandy & fimted selechon of Meraes,

GOOD HEROES
Cirdan of the Havens Points value %0

Elven Caprain Poinis value &5

fleavy aermmen I
1 b 5 ¥ fLE
Sareled ., LT
froraa [[] ek
The Girey Hovens can ally with the following armmiegs

the Fellvaship, Amor, the Grey Company, Rivendell,

Ereglon, Lothldrien, Thrandull's Halls, Fangorn,
Minas Tirith, the Army of the High Kmg, Dunn s
Folk, KEhazad-diim, the Wanderers in the Wild, the
Whearde, and the Eagles

GOOD WARRIORS
Guardlan of the Havens
EIf Knight Points walue 20 [

Points value 13

Nhredid L , 5 I
.|I|--' LE i I pr

Bl hym

EIf Ranger

FIf Warrior
Hiary

ol e

Moints value 7

WP

.
Podnrs value 1 [
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EREGION

Iy im Ereeion thar thae Kirey of Power were foreed by the smiieh Uelebeimibor

Illrn'l j :'n.'r !]IIJI.'”.I-

a deed that veold diovem phie lared To

ikl Befare Sewareen 5 pepe ooy Josd regpeesernts e oy of Goegnon af Hwe feee of Celederoctves, and fie Hoaks of Crd=gealo

durime e Last Allianee ar the end of the Second Age. Ir 15 g well-roumnded force with several powerful Heroes,

Elroind
Clbgalad

GOOD HEROES

PMoines value 170

Paints value 190

GOOD WARRIORS

LIF Chariot
EIf Knight

Paints value 30

Polnts value 20

J ey LT T ]
i i Lomred v Ladvu ! i
i EF R I-".
Celebrimbor Polnts value 140 ;
Al gmmaivl i 5o EIF Ranger Paoints value 1
e 7 Erestior Points value 75  EIf Warrior Paoings value 7
fl"l Elvr ¢ liaak |'..'I|I. Mlearey sarmmairir T
| : . Bl b i
! Elven Captain Foints value &b ;
d i YR I o
T By armour | i) pi it |
oy shdeid I
[ 3 i
o / ; g I, ol I IIl"'
ML
F_'. : ¥ Asarare 13 i
o
EIf War Catapult Folnts value OO
Higk FiF i rewmam T ity
Ai l IFS $ 'h.u.-|.-|._| Limarndirindfasa 13 mly
(| Yo ; T i 1§ Al |
Fregion can ally with the following armics: the Grey Sicge Velnans 51
Havens, Lothldrien, Thranduil’s Halls, Fangom, the SERTLOT. L AR Ao
¥= i i .' i . LRI Y Flfe
Army of the High King and Durnn's Folk. High &4 safsheer Laplum ../, e P
i didvnie o Ao magosiinivang 47 faLs
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IHI: MUSTER OF RIVENDELL

FRis SO0 paviiil ferree Ntk Boen chosen from The Elves Haven eriglell, Such g lisd represents an army i

Wi '.'|.II|.'I|I i .'|'II II'.'I'|| Ape, bl I|-':I'.'|. W AR T & I f NEPRCECT mich carfier fovce, ol iy o '.'.ll.'
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THE WOODLAND REALMS

n the hearn of the land of Rhovanion les the foresy of

Mirkwood, In the closing wvears of the Third Age.
Mirkwonnd, ox dis mame wonld soggest, ix o glomy ard
hounted place thay only few would dare enter. Those
unused 1o the forest find it oppressive and hadehal, thick
with o dark al frahidding preseoce alinos wiilsm |'|l|1.1|
Yer more threats lurk benemh fis bronches = spiders of
Immense sige and appetite spin vast wabs betwoen the
moas-coated trees. Wargs prowl through the leafy. glades
wrd, i the darkest depihs, fouler creaunes vel wail o
eisnare the unwary,

In contrasy, the second greal woodland reqlm, Lothlonen,
has forever been kept free of Sairon’s taint. 1lere a groat
Flven tealin spens ihe spacis beiween the golden Muallom
trees, a sancluary of peace and healing thal ¢an troge its
history back o the very carlnest of imes. Lothldnen has
cticdureal the evils that have beset it through the secnet
strength that is hidden amongel its plades, for some of (he
wigest pnd nobleést of Elves dwell withim, Most powertul of
them all is the [..Ill:l Chalmlriel, Lin i ihe very preadest of
the Elves of old. Through the power she wields and that of
the Elven ring she {5 the keeper of, Galadne! has proven o
determimed rCMECior of her realm and a ¢ Ny oppoict of
{he Durk Lord and all his evil schemes

The thind, und finzl, of the great woodland reglms i< that of
Fangorn, the oldest of all such pleces of Middle-carth.
When the linds were young, a8 much greater forest, of
which the presem duy Fangom = but a part, spreid s
branches across all of western Muddle-corth, flourishing
whernever the roois of s rees could draw  sustenance
MWow, only & few isolaed wonds remgin, the O0d Forest in
the Shire for one, bul Fangom is by fur the largest of these,
The forest’s name s Elvish in origing amd mnslaes o
Treebeurd in the common wngue, o pamed for the elden

% -0 (he tree-shephends., or Ents, thin live heneith its shade.

g




i,
| great
falbiirn
LY
pul L1215
L |

of 1ha

GOOD HEROES

Folnee value 130

4

Galadriel

Laladricds Lady of the Galadhnim Paints value 125

Celeborm Points value 130

i T

Haldir Palnts value 7O

Wood EIf Captain Points value &5

ALLIES
with the Tollow|ng
Fellow '||I|'|. thi

Haovens.

Lothldrien <an 1%
hl gFnd-dilm. Eregid

(incy

Armices
n. Fangom, the
Rivendcll, the Girey
Haolls, the Hosi of the Hommwerhanal
Ihéoden’s Host, Minas Tirith, the Army of the High
King, Dunn’s Folk, the Wanderers 1t the Wild, the

W '_-',|f.|-

:
LOmpany,

il ther Eagle

LOTH LORI.EN

rearest of all Elven recfmy stiffl rewrgdonime cor iilee T FIEM I8 £ Wi
il opmerent of the Dark Lowd. Thix list represents an gy of Lothlerien i both the 5
i gorad BEice o vl rfanbry aid Henoes

GOOD WARRIORS

Wood EIf Warrlor

Winpned EIF s

i

Csaladhrim Enighi
|I [
Edvrre Diude

Mg
Craladbirim Pathwalkes

Galadbirim Shege Catapuli
Cridsralfrim rvitsiagr

F il Ao

CAFAAPRAS AF- NECAEAPR A AR AECAF 4

aladliriim Warrior (armeamd B wa

Polnte value 7

Points value 8

Paints value 15

Points value I3

Podns walue ¥5

V')
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THRANDUILS HALLS

o Mirkwaod are Shanch supporiers

doarshen

The Elves
taftle s, fior £k II |:.'|||I||I.'||' PN HEner Pherd

Ir fencky cepwaiiry

GOOD HEROES

.'I.il'l

Third Ages

I hrandiit! Folnts value 90

Legokas

Folnts value 70

Wood EIf Caprain
Eird

Moinis value &%

Elven

of the flhd oedined Saunon
list represends Hie armics

MEES o ReMwi worr el v ol ongeend oy

idevd, ey g b e forefronl of iich

il Mirkvicend Hir '|.l._'lII| il e Secomad and

FUTLF B'FILF DI Rr A,

GOOD WARRIORS
Wood EIf Warrior

dThaman e sirreree

Folnts value 7
5

Eif 1 pia §

Wood EIf Senrinel Points value 25 §

ALLIES
Thranduil’s Halls can ally with the following amues:
the
Cireyv Havens, Erepion. Lothldnen. Fangorn. the Riders
of Corl, the Rangers of Ithilicn, the Army of the High
kiny, Ercbhor, the Wanderers in the Wild, the Wieands

of thie Carrock

Chrey Company, the Fellowship, Rivendell, the

the Eneles, and the Guardian

AL-ALECGAAAPR AL AL

(=
|

KCALYAPEAL AL MECAFAAP AL AL



The Weaoellamnd Realmes

FANGORN

il fi the shioicfore of the Mixry Misieefaiees there cianefs e bend oese af @ feerest that snee covered mach of Middle-eormh, Here
el dwell the Ermes, che ree-shephernds. Though they are slow to mouse, Ewty are deadlv foex once bantle ix joined, Thix Jis
represenits the Ents of Fangorn - what they lack for in variety, they miake i for in sheer stremgii

GOOD HEROLES

) 7 Treebwand Fointy value 190 ) ALLIES

: Fangormn  can plly with the following armies; the
- Quickbeam Poinrs value 40 Fellowship, the Grey Company, the Grey Huvens,
i ! s ; . -k
o Reechbone Points value 40 Eregion, Lodhldnen. Thrandml's Halls, Théoden’s

[ Hiosr, Mines Tioily, ile Army of e High King
|.I - GOOD WARRIORS E e -diim, the Wanderers in the Wild, the Wizands,
I and the Eagles
Ent Paints value 120

Hugm Pelnts value 50
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Keabien

THE RIDERS OF EORL

ol £f Kefgony way form when Eord the Youne fed bis peaple fon phe ald of Gondor Therealer a bl o Friendih |'I|'|

The

wieed fermed that would prove truae acrogs e cenfiaries, This s repvesendy e carly forees of Kol §F facks for foat

| ol
"

Alls y
waarriars bl o fiedd dF gowod varnely ol strosg oandalin

J_' HEM
il
P GOOD HEROES GOOD WARRIORS
T Eorl the Young Folnes value %0 Rlder of Rohan Points value I3
“l;:: King of Men Foints value 55 : s ' —:

T * 2 L
:I_Ir:-. Hpuvy urmsnr fivgws  Rohan Royal Guand Pofnes value 10
SRRL] eield P TMARE 2 jfx
s s (gl | |'|-|".'| How frrnnacey oheedd fice

Captain of Rohan Points value 45 " "y
15 01l T A Horae | reguired Bl
Lire 3 ; 1
NIy S ¥ e .ﬁl_l_lES
|_r._-..||| Thrming sjarirs L The Riders of Eorl con allv with the following armies:
¥ is Harte {reguutred | [hranduil’s Halls and Minas Tinth
;:h|_'. Rohan Ouitrider Points value 10

fhara | reapuvredd | T i

o ARMY SPECIAL RUILE
“Let horse be bridled, o e sounded! ATl snadels - un e selaied Ter M Bidirs ol

ST 5T :
Forth Eowlineas Eorl mnst be mownied

The Lond of The Rinpe

AP EAL AL MACAFAAPEAS AL DIXCAFFAPR-AS- AR PIKC AL 4,

15



Rofan

THE HOST OF THE HAMMERHAND

Helm Hommerhiand wiay probably the preated T ader the Rohirrim bnew = I visas certalndy thelr strongese warrfor, §r i
forr Feim Bl Baxtionn of Melm's Deep iv naemeed, for Tus defence theve was the sealf of legendl Ty L pepresentts an arm
rif the Rodfdeedon from Helms e = specifiendly te gy thot foe weondd feove wsed o dlefend Hefu's Deepe It contaiing o

ved iy of imfieneey o cavelrey,

GOOD HEROES GOOD WARRIORS

Helm Hammerhand Points value 100 Rider of Rohan Points value 13
HabFii . . e Hi ey Throseing Sy ¥ A
King of Men Points value 55 %" o3 pt
APnre . . . . N pi
FlEnich aerminins ; ; : 1 i
Khidld . ] iy
Hiosene iTF it
Captaln of Rohan Folms value 45
Shutedid gy g g e e i
Heavy armour : i F i pur
Bona 8 b
TTurwing S psnirs 51 - — L
Moy £ 1l pre
Rohan Oulride Points value 10
Hovie i LT

Helms Guard Poines value 10

Hamner Tt s

o i3 : b s

: ALLIES Warrior of Rohan Folnes value &

The Howt of the Hummerbund can ally with the B i

Fis

following - armies: Lothlorien, Minas Tirth and ekl I:--.
= - TRERE . - - - e
Durin’s Folk .

Thrriadeg fhrlry E e < iy

Burniier 25 miy

AL MECAHAMR AL AL ALKCAR AR AL AR DIRCARSAPR-AS 4H-4
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1]

GOOD HEROES
Théoden, King of Rohan

'|Ir.'.'||l|l III |I.'I i
Hearry arrrarvay
hupd |

Hierae

Eomer, Marshal of the Riddermark
Thraraitny spreers

Bim

AT

Lowyn, Shiekd Makden of Rohan
PlTTwE g sy

Bisii

Shirdal

Gamling, Captain of Rohan
Roval Sramakrmd of Kedura

Heirid

trkenbrand

Theéndned, Marshal ol the Riddermark
Haorié

Hama, Captain of Rohan

Hliarn

Heradod, Enight of the Mark
Chiwdif

Py

,r':I 11§ gk

Hom of ehe Rickermord

Captain of Rahan
LTI T

ey auTigr

[

T hrwilNEe s

Hiarsi
Rohan Qutrider

Horse

Points value &0
15 pis

Ai0F iy

k| it

1} pais

Polnts value 75

W jein
b Jars
% iy

i} jrts

Faints value S0

£ g
5

& jnia

2] I'I'.

Palnes value 50
)
FEF indi

Points value &5
|'|.'||ll.
Painis value 70
fith piti

Poinis value 50
I para

Poines value 25
T pry

Y prs

fUl mrs

Ml pry

Points value 45
5 pii
5 mtx
T furs
;| e

10 pata

Foints valuc O

T piry

“Lhe men gf Kohan must ride forth loday, and
we will ride with them. axe, sword, and bow. ™

Il Landl o The Riiga

Kivln

THEODEN'’S HOST

During the dorknesy of the Wor of ihe Bing, Bolin woy veled by Theiwden, som of Thenged, Thougly his body oy ogping
and hix mrind heay with sorres, Be led s peaple to the Bareé of Pelennor Fields o save Mty Tivith from the fordes

af Sénserort, Tiis st represents Hie Robdreim fn the finagd vears of the Third Age. It furs a good mis of infaniry and cavalry,

COOD WARRIORS
Rider of Rohan Polnts value 13

.Ir:'l'l'll ML Al bk ia [ i i : [dI8]

[ PR TR & ] s

Hohan Hoval Guard Points value 10

Thretieting Kvars . = A 2. prs
Row' | eplaces shield e
.r.l:i""-! i g - in'n'llulu
HiiFii . S . i il

Warrior of Rohan Polits value &

Hon 1 : FORIAF e ¢ 1 d-pd
Sl ! m
Tlseing spiar : 2 v
Hiwnisgs & a i . E.“_I'i-

ALLIES
Ihéoden’s Host can ally wiath the following armies: the
Fellowship, the Ciney Compuny, Lothidaen, Fangom,
the White Tower of Ecthelion, the Fiefdoms, the

Hangers of lluben, the Dead of Dunhamow, Dunn's
Folk, the Wild Men of Dirdwdlan, the Winderers in the
Wild, the Wiznrds, and the Eagles
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Faomer, Warikal of the Rididermarl iE
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GONDOR

ithowt doubt the grealest of the real Wl Men in
recent history, Gondor stands as a bulwirrk betwecr

Nlowicbin mind il e reki of the Free weonbd. Wil eveiw o i Pl

HEFms 1hal resls wilhar

=ng vigilange and sirengtl

Licknckor thidd peace 13 bought o

iy olkeer lnods. Soch delmoce bas ol been st bowd

prace, G Loshl - g
many . fong cenlur
I'\-'-IIIILI'IL Wwinle Smauon

I||-'|| | (9 Wl

I

exactad in hlood and despair over

Gonder's folk have begun o

sy b endbessly replenisl

In
-

NeEsE LEler yvear I s from AMinas §unth dhat the et

nidrion, dnd later the Stewards, have niled the realn

Clowmdor. As lme loist e of Gondor s defence, ihe Crosd

Mims Tirith s pusrded by the (et wearriors tha

Ligndor has o afler, tall and mighty saldiers i whom

i

Wk

LN s 1 N r
ool of MMomsenor stills Thows troe. e s herne, in nosme

L=

urt overshadowed by the Tower of Eethelion, thal the

hite Tree of Minas Tinth once grew, Its Iime. Lhike the I

(0 I TR v thoougehd eternsl, b s o | ] el 1
oyal lime all but died our, 5o wo did the line of the Wh
irge Lidl, Bvow all that stands in the louniomnm court 1
withered sk, n symbiod of the early glivy of Covmncon th
s long since faded

[y thee shuiddoy o the White Mouniaing lie Gondor's fiel
IeS5eF regons thal govem Lthemsélves. vel kneel belore L

throme of Sinas Tinihe Argoably the greatest of ihes

b1
I
(L
'\.|'|
|

|I"

vmircan, the ciry of the Swan Rolglis, whosé nume |

o oy b - I 1
ven Tor an Elven King long ago lost mthe chuming sceas

Lamedon, tales are told of the Shadow-men who gathes

ep in Morthond Yale, thewr perpose i this hie nol

ent though centuries may pass them by, while the folk of

15 s ATTLIC

ild their dury 1o Minae Tirith and Gonds

OWE mll else
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THE TOWER OF ECTHELION

Juat a5 Miras Terth 15 the heaet of Gondor i the Third Age, the Tovver of Ecthelion is the heart of Minas Tivith, Tt iy here

tutt the stevward s court iv fedd and the fate of ot ondy this reatm, bt pestioge all of Middbe-eorth, i decided. Tiis ooy
Hsr reprevents e forces of Mings Tirich ar the rime of the War of the Ring. fis worrlors are superBiy equipped ond well
frainedd, with a good selection of elite trrops, cavaley, stege oigines and nughty Heroes 1o lead Hrem info Baitle,

GOOD HEROLES

Aragorn, King Elessar

Vi red Mivse .

Poines value 260  Warrior of Minas Tidith

5 & 13 pilx

|:'u ALY WO e (el .‘.l.al'l'lll. ’|.I"q. Llemaini; [w i :"-r.'l ¥ Miand i ldes

Rewrmer, Carpinum of e Wivite Toneer o Denethor Sieiwernd of Gonvdor)

Boromir, Captain of the Whire Tower
Horve

Lamid
Shivld | il AT
The Boamer o Wiy Thrmth

Dencthor, Steward of Gondor

Faramir, Captain of Gondor
AIEEVY PRI oy ah aia s e b e
Fiem

Litmowr

fierae

Beregond of Gondor
AT

Peregrin, Guand of the Clradel

Elvewn vk

‘Caprain of Minas Tirith
el
Hham .
Limci
Harw

Points value 175
FiT px
oo

i i
Points value I0

Poimis value 70
....... ¥ pa

¥ i

4 i

0

Polnm value 25
& ey

Palnms value 2%
M pix

Polnts value 50
S FfN

. & prx

1 prs

1 pea

GOOD WARRIORS
Polns value 7
Hyrig 4 ' ! mF
.:HJIJII .. " .- - - . .- - .- II Illl
Shreled i ar
Hesdirr FE e . Ve .3 s . &3 pis

Knighr of Minas Tirith Points value 13

Mbeld . . : v ; e e

.'.lll.ll.'ll'l :_' fL&]

Guard of the Fountaln Court Polnes value 10
Siueld . . ol il jif
Beummer h'rp.'i

Citadel Guard Folnts value &

Fanngphum L
Jpear ., ‘e e T oty k ws w l Ji
flisrag il # fLs]

St is befare the walls of Minas Tirith that
the doom of owr time will be dectded... ™

- The Lobrd af The Rings

ALLIES

Ihe Tower of Ecthelion can .|||:|- with the 1Il||lr“lllt'
armies: the Fellowship, the Grey Company,
Ihéoden’s Host, twe Fieldoms, the Rangers of Ihilien,
the Dead of Dunharrow, Durm's Folk, Erebor, the
Wik Men of Dhoduslan, the Whimibererss in tbee Wik, the
Wizards, and the Eaples.

Avenger Bolt Thrower

Mifnai Tinlel Creviimar

Filaming Amimanibia

Srepr Weferuma
Fwiit Kelood

Misas Tirith Engineer Coplain | , .

Battlecry Trebuchet
Misrees Tirdtly Crviiirean
Flirmime Asrunnininn
Shrge Nerermen

Siyperler Lamairiichion . .

Wiy Tiriply Digineer Coystiain

Poines value AJ

i

15 pin
15 i

o 210

__{ fita

Poinis value (10

7 i
I3 s
15 s
St s

75 pta
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Caoredonr

MINAS TIRITH

Mings Tirith ix the clief stronghold of Cosider gnd the mnost .".l:l;urfll'l'l. fentedd of ol ithe enemifes ll_.f Wlireadver. Foown the
crowsings of Cerir Andrax fo the plaing of Haonoedor, the forces of the Minay Tieich hold rrue againss the sersanes of Sairon
Thin igr represenes an wrspecified Gondaor army thad eian b esed alonpside many otlier forees, Ar a resmll, i s mno

i Heroes, Bt o penennio seleciion of Warrior

GOOD HEROES

King of Men Polnts value 55
Yrommr B Jif
Hreuwy arenimr I'd s
Khigld %
Larece s s o s e Y iy
Huirw 1) iy
Lrdred orse 15 iy

Captain of Minas Tirdth Polnts value 50

Sieiwlid L : : 'i||l'.
Bow ., i o A 5 pia
Laami'e T i
Fivrn . Jrr||l'|

ALLIES
Minas Tinth can olly with the lollowing armies:
Am, the [l.'|||:".-.~.||||| the Ciney Havena, Fangmm
Rivendell, Lothlénen, the Riders of Eorl, the Host of
the Hommerhand, Erebor, the Wanderers in the Wild,
the Wirards, and the | .1.|'|1'~.

GOOD WARRIORS

Warrior of Minas Tirith
ﬂlm

'4-||.||'J|'r

LY T

dhenaer

Knight of Minas Tirith
I‘lllllr.'h:

Higinir

Ranger of Gondor
K

Guard of the Fountain Court
il fif

Hanner

Ciradel Guard
Laowighos

S

.ril IFLF

Bartlecry Trebucher
Mo Terith Cvewimm
Flradi g A g ren A o
Mege Vrlerany

Sieprerainr Crnateui finm

Miman Tiwleh Englaesr Cophiia

Meinte value 7

[ J

! i

§ o
Molns value 13
I'_|I:

9§ nm
i

Polnts value §

Polnts value 10
|I m

Palnes value B

(]
l'.ll'l

Folnes valug 10

15 pny
IS5 p

.
TF ary
w1
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Coomnaden

THE FIEFDOMS

The Bulk of Gangor s ferniory resis belog the White Mousraing i# 0 seried of client realms, Nowally raled froen M
Tirith 5 theone, theae e retain o ereal dead of agetoviourry and even recrail and eguip Mieie oWn armites o Sl bie freats

thew face, The forces of the Fiefdomys contaien o veeriety oo specinlist warreiors, bl oore lacking in general empn

GOOD HEROES GOOD WARRIORS

Prince Imrahil of Dol Amroth Foints value 135  Knight of Dol Amroth Poines value ¥
f Ay E 'il':'\- Il.r.lll-l: 5 i
A el pad g s 2 - |'.'i|l'|!I Vrraianenl Norre X W e
|I AT T 'I'.
Forlomg the Fat Polnts value 80
Horse o prs Axeman of Lossarnach Polnts value 8
Angbor the Fearless Points value 55 e’ i
- = I'al 3 3
Caprain of Dol Amroth Polnms value 33 E‘1nn S GLLGL Syioth naits H“": E
Lar 4 2 = i Harimer T 23 m
| estigajp el Biirig (| o
Clansman of Lamedon Folnrs value &
Ranger of Gondor Polnis value 8
l|-|"r in " s I

ALLIES

The Fiefdoms can ally with the following armmies:

the Fellowship, the Grey Company, Théoden's Host,
il Tivwer of Eciliehon, (he Rungers ol ldulhen, the
Dead of Dunhamrow, Durin's Folk, the Wanderers in
the Wild, the Wirards, and the Eagles

A ALKCAR- YA AL AR ALECAFAADEAS A MECARYADR A AE-4




GOOD HEROES

Elenl] Polne value 145
.3:"_| rllI P _-: jifa
Hierue itk e
lldur Poings value 100
Shield 5 [
e Tk ids

Captain of Mumenor Polnms value 50

Thar(nl 5
LT . oL
Heany aromour 4 pis
femn Valas il i
Hlarne v o o oA D

Ciomdor

THE ARMY OF THE HIGH KING

Elemidil wers ihe. yreaiesi Mon of his Age oo ovgwlrap siny sioce, 15 wars b frdewadsliip wilihe Giflgendoed thaet feed e il
grerthrowing of Sauron af the Battle of the Lot Allianee. Thix list represents air gy of that me, although i can be
wied fo nepresent Mumenorean armibes from earlier in the Secomd Age i yvou wislh, [ ix an elife infaniry forde,

LOOD WARRIORS
Warrior of Namenor Polms value ¥
Bl ) i ha : ! pr
Sparan it !
Shield ... s 5 L I ar
Hasnee 0 s

ALLIES

The Army of the High King can ally with the

following armies; the Grey Havens, Ercgion,

Lothldrien, Thrunduil’s Halls, Fangom, and Durin's
Folk.

ARAL AR MECAFAAD AL AR ARCAHAAPR ALAF- TR AR -AS




Craanylor

THE RANGERS OF ITHILIEN

Iehilfen hax been o comiesied fondd foe spicly af s bisfory, aviihe e forceys of Gondor ffeloine an emnallesys baile agoins
Sabrowt & hordes. This army [ixt reffeciy the forces of Tihilien at the e leading up fo the War of the Ring. It confaig g

'.\.'r.||"h:plll e of q‘iff'.".'l ] ||'|fl|.' o sedectocan of il |r|r| FER §0 |I|'||||I it

GOOD HEROES GOOD WARRIORS
Faramlr, Captaln of Gondor Folnts value 70 Warrlor of Minas Tirith Polnts value 7
How .. o o s . [0 L1 el T . i I
Madril, Captaln of lthillen Points value 55 :a' ik a
Cirion, Lieurenant of Amon Barad Poines value 55  Bawrer
Damrod, Ranger of Ithillen Polnts value 20 Ranger of Gondor Polnis value 8
Captain of Minas Tirith Polnts value 50 7 £
Shisefed i i Qsgillath Veteran Foints value &
Hi s T pirg Mleria y I
Spear Fh e { i . 4 I m
e T
ALLIES E-.I..[.a.‘.-j.f.l. Courard Faines Niu:.?

[he H:I.rl_|_‘|.'rl- ol Ihihen can ally with the Tollowing
armies:  the  Fellowship, the Grey  LUompany,

Thranduwil’s Halls, Thémden's Host, the Tower o

bt ]

Ecthellion, the Fiefdoms, Erebor, the Wanderers in the
Wild, the Whizards, and the BEagles

“East rede the knigins of Dol Amroth driving
the enemy before them...”

T Lavnel off The R
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Crodinr

THE DEAD OF DUNHARROW

Curaedd by Dvilafoar foor veeeen be vl secbiminie, e frodnoes o Poesfirrnmd con endv e s tie wier By Bilehar 5 rfphifiad
hete For this reason, they were only sighred once on the barrleflelds of Middle-eqroh, when Aragorn, son of Avachors ang
it of Coortadan Reld thenr fo Medr forsaken ogiin e Liead of ENatharrow' aie o smiall Bl fagily el armey wilhi few

.'|r||'r'||r|1.. friid el f.l.ll'n'.ul.; THIWET

GOOD HEROES ALLIES

The King of the Dead Points value 100 Ihe Pead of Dunharrow can ally with the following
armics; the Fellowship. the OGrey Company,
Thismlen's Hoxi, the Tower of Ecthelion, the
GOOD WARRIORS Figfdoms, the Wanderers in the Wild, and the Wikands
Warrior of the Dead Points value 15
Rider of the Dead Points value 20

AL AL MECAYADR AL AR ARCAFFADRALAH- ALK AR-FAD
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THE DEFENDERS OF OSGILIATH

I inw MM paiiend favese fuay Been Stasen frong Ceortdory Ramgers of fthelten, It fepee sents thie garrisan of Crondor §

vuined copnital, (hgilivnh, o the reengy fo the Battle of Peleanne Fieli Deageiie G commured foeingy el ]

pummmbered by the amacking Morged host, Faramir s devermined leadership keeps the crossing seciire for . |

sl deors of ooy fiphitiing L
L L il
| i . !

Plarmirodd 5 Comparny o 3

& Yerrrbiers a6 Mmooy TTrigh sainh LIRS
[ELL T

Faraimir & Gouard

I1 ||I-|.I |I LT "I-"I TPy

1
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THE DWARF HOLDS

warves can be found wherever there is wealth to be
D_L::IIlIr'rL for they love gold above oll else, amd wre
graftemen 1o rival the zkill of the Elves, Like the Elves, the
Dwarves are on chder rmoe whose days are fsding o5 Men
LDERTHE FIbs ;'III'HIIHII'[II_'I:' III TEEsE ||Ii'J.'r Wk .|_'||'\. harwerven |||I'
Ervarves are quite dizsimilar from Elves, Where Elves are 1all
ond grocefully spoken, Dwarves are short and grafl. Where
Flves preter o dwell in ihe foresis of Middle-earh, ihe
Dwarves carve their halle deep within the moois of the
mountains and have hokds in Erebor, the Lron Hills and the
Ered Luin. The Dwarves are crafismen beyonid peer, 1o
winch their underground halls siond in iestimony
fron and pold are their plovthings, and (hey

| fashinn from them weapons, anmour, and
Jewellery thi ane sdmired by all, including ihe
Elves. Many consider the Dwarves (o be selfich
creatires, more concermed with wealth than the
sufferings of the world, but the tuh of the

.,.
4

A RCAR

matter is that the Dwarves are oo ofien

II.!|I'_F'.'I|IIi:!'| I"CJI'-IIII' ol thewr own II'I|1'H-

unasware ol
Even s, il
Dryarves have alwavs been summch allies w those they
conEsder their rends. and the forces of Evil ane nghily [earf
il I'I'I.‘-:II'I."II '|||_||

The sreatest Diwarl city was that of  Khaead=tHim, o
Mona px the Elves numed i, bur thay s long since (alley
into man, drowned o shodow' and flame. Though ot
Dwarf holds endure far and wide in Middle-carth, mos
lumous 1% the resim of Erebor that nestles beneath the
Lonely Mountiin, & geographical oddity that rises high
above the plains about . Erchor was possibly the
wenlthest of all Dweurl bolds save Moo isell, Boi il s
'.ll“i'll."'l.! &l h'*.rihll' |'|1-.‘l'i'| when it wis dttacked by o Ieal
dragon, Smaug, who took its grest hoard for himiself. In
the wake of this mgedy, Ercbor was [ost (o the Dwarves
for many long vears until fate conspired to leave Smmsg
slain and the mountain once more 0 the hands of the
Dwarves. As the Third Age closes, Erebor v onece more
a wealthy place and enjoys friendship with s Mannish
and Elven neighbours, remaining one of the greatest of
all whe bastions of the Free Peoples and o present and
redoubtable ally agains the forces of Sauron




The fhwisef Hislily

DURIN’S FOLK

TIIS'-'Il"i,:JIr there are veveral Dhoarven Moodlines [ Middle-earmh, i1 iv the ehildren of Fhuirim that leive the mass LESPERLE itk
upor s fades, They bunlt powrstless greod realmiy and have stood incedsingly aeains the darkuess, Thiv Hsi o THPAFRLLA Lhir

armites of Dhirin s Folk acmss the Second and Thivd Ages. i comiatos mony duroble Warrors, bur 5o covaln

GOOD HEROES GOOD WARRIORS

Dwarf King Points value 75 Dwarf Warrior Points value B
Pavr-humdead & i . 1T Dharuar Fana I pmf
Thrracin g iy 5 ns Twa-hamiled g fiv'e
Dwarf Captain Polnts value &0 '

Plumirary N0 pifi
Sherdat 5 pfs
Pam=-handed 5 parx H.h.'ﬂ'ﬂ-d L:Il].!l'd plfli“lj. 'l'ﬂlll'.' “
Tl iy dayey T fafs 1 .

: Dwarven Ballista Points value &0
Dhisrd O resaian &l
Fliaming Amemanriton . 13 pari

ALLIES

Yrge Yedernony I8 fbi

Burnin's Folk can ally with the following armies: the z
A ot s ol - + Y rnir Lomairiarion - REFT

Fellowshup, the Orey Company, Bivendell, the Grey .
. P s et Enpincer Ay a1 e

Havens. Ereglon, Lothldrien, the Host of the
Hammerhand, Théoden's Host, the Tower of
Fcthelinn, the Fiefdoms, the Army of ihe High King
the Wanderers in the Wild, the Wizards, the Eagles
and the Guardions af the Uarroek




The Dweard Il

KHAZAD-DUM

For hundreds of vears, the grear Pharven realm of Khazod-didm evisted Bensaih e peaks of e Wicre Mauntaing, rick
iri orniiftd e frole. Thewieh i wiar wliimatedy to be lost fo Gollin kordes, the reabm of Khazad-ofim st commmands
FESPAECT EVER i Thix lixe represeniy the deferders of Khozedselien o the e of six ol B faey a0 gossd seleciivm o

CFFIOFE Gl SRR N SRR TR,
1} sl elites to el fren

GOOD HEROES

Durin Poinm value 150
Mardin Paints value 75

Dwarf Captain Points value &0

Sl 1 jita
{ len-Rermadad g . T s
Throwing e .. .. 5 i

ALLIES

Buhuesd-dum can ally with the following armies:
Ao, Rivendell, the Grey Hovens, Lothldren and
Fangom

GOOD WARRIORS

Dwarf Wardor

Lheart e
Tiwue-Famadead e
el

Bonaer

Khardd Guard

Dwarf Tunnel Fighting Team
lron Guand

Drwarl Ranger

|'.--l.||-'w..
Tl ‘l'in'llrll i pike

TTirmi (f @ e

Drwarven Mallista
Ehwiart € rewrmian
Flioming Amesinomitom
Viegs Veldsani
Superior Comndraciiod

Chwanf Engineer € agitamny

Podnts walue 8

i iy
Podmis walue B
Points value 25
Polines value 15

Polines value T

Painis walue S0
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Fhe Dwarf Holdy

EREBOR

Finirsledd Teelomw an il neeeetaive in e norfi-coxt of Midile-eartl, Eeetwor @5 the greatest of el the surviving Dheorf
ey, Blensad wolrh waalth oo hearry fodke,. Thie Nsr -'||I|.'| ECPILY MW PR o Erebar ar rthe end ! the Third A It hax a

g seleetion of MHerees aud Wareiors

GOOD HEROIES GOOD WARRIORS

Dl Ironfoor, King of Erebor Poinws value 125 Dwarl Warrlor Poinits value B
T "|-l,"-. I sl
Halln Paints value 75 ;
Tin
Lu
LFi PPl I f "

imll, son of Gloin Points value 90 Hapm

Dwarf Captain Poino value 80 Kharid Guard Points value [l

- I Guard Foints value 15
1 rfy
Diwiarl Ramger Points value 7
f "|_'-| j
Tiwvanherrdied Jaone I

ALLIES PR (R i ot

Erebor can ally with the f(ollowing armies: the

Dwarven Ballista Points value &0
Fellowship. Rivendell, Thranduil's Halls, the Tower gt : :
ul Ecilselion, Mimus Tl the Raneers ol Tibalie=n, (h i .I|I"I- s
Wanderers in the Wild, the Wizards, the Eagles and i it sl
Y Vel |
the Linardians of the Carmock I :
LMl -l
fhaarf Haginerr 1 I

amc e T e e — s
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: THE SECOND KINGDOM .-
OF KHAZAD-DUM
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ol of Fundin, oo reclaim these ancesiral nally, Dhesoeh Bl aned Bl comparions were witimarely defeated,

thetr efforty restored hope and fieki 1o Maria for a shor wiile
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CHAMPIONS OF GOOD

g
B
=
N t
Wit foflowes ane all e more sl (ood corafiees s wor el of Midilesearih whio dlon 't reclfifv fir fnio 3'
elther because they hold shifiing lovalsies, or simply becanse they travel ground @8
-

cen iaf 1A ol r ormey Ty
£ they dre iralle o pledee themselves To one parficalar calise,

sach enlry sheovild e Prediled ax an Gy PENT e JE own ll'\,'n'-lr. ||I'||J Y i ,'|,|'|I|| T AN 4].",'-“ |,|r eI et

main confingent of vour armv. Faech of these Somimi=lixia e iiiey Wil h forces they cen ofly wich, on well s

iy perhier pesdederioeny phaat apgly
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f?:rmr'rl.'rirn af Cermod

THE WILD MEN OF DRUADAN FOREST

Relatiors between the secrerive tribesmen of the Divdadan Forest amd thalre neighbones in Gondor and Rolan have sever
st capecially cordial, Nevertheless, the Wosey hate alf Ore folk and are an oft-inseen ally to many whe oppogse Hre
Dhierk Faviad

GOOD HEROES COOD WARRIORS
Ghan-buri-ghan Points valuc 45  Woses Warrior Foints value 7

ALLIES

The Wild Men of Driuduon may ally witl the
following armies: the Fellowship, Théoden's Host,
the Tower of Ecthehion, and the Wizards,

THE WANDERERS IN THE WILD

Whetter theovigh o spirtt of adventure, wanderlust or a birden of responsibiling some Heroes spend as mich time
travelling ay they dir beneath their own noofi

GOOD HEROES
Gildor Inglorion Polnts value 80
filbo Baggins Polnts value ¥0
Glorfindel Points value 130

Arfirliniy Ml pais
Miirin and Drar P'oines value 150
Emeagol Foints value 25

“Now far ahewd the road has gone,
Let others follow if thev can. ™
= Tha Lowrd of The Rings

ALLIES

e Wanderers in the Wild may ally with the following
armies: the Fellowship, the Coey Compuny, Rivendell
the Grev Havens, Lothldrien, Thranduil’s Hulls,
Fangom, Thicden's Host, the Tower of Ectheiion, the
Ficfdoms, Mims Tinth, the Rangers of Ithilien, the
Dead of Dunharrow, Durin's Folk, Erebor, the
Wizirds, and the Guardiang of the Camock.

AMRAL AR MECAFIAPRAL AR MECAFIAPE AL AR ATECARFA



1§
Xent ro by thie CHARORRENEN OF Saiercet 1o e Fhird Ace, anly three of e five Wicandy aénter into e ides of The Loard of T
mings, LN the three, only Ceaongall the Liney stavs frne foo By oausg SEPILRAC ol ,|Il;'||||||l|, cIE Ll II_'| Decniine iy tel
v ot F conmce s
LOOD HEROES
ALLIES
Saruman the White Points value 150 The Wirands may ally with the Tollowing rrmies: the
Gandall the Grey Points value 170 Fellowship, the Grey Company, Rivendell, the Groy
Hovis 10t Hovens, Lothidricn, Thranduil’s Halls, Fangom
7 T Théuden's Host, the Tower of Ecthelion, the
Frefdoms, Minns Tinth, Bangers of Ithilien, the Dead
Hadagast the Brown Paints value 150 of Dunharrow, Durin’s Folk. Erebor. the Wild Men of
il i Mhvimlan Fores), the Winderers imothe 'Wild, ihe | ngles |
of the Misty Mountaing, and the Guardipns of the
L arracl
TR AL T A AL AT Ar TS AT AL TR A P AR AT AT
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THE EAGLES OF THE MISTY MOUNTAINS

Cwaifir the Windlord and s kin rarely choose to invelve themselves in the batiles of Middle-earth. Even so, the fate of
the Fuple i tedd to thot of the wortd, pnd they cannog abways remafin afoof and alof.

COOD HEROES — S ey W
; ALLIES
i POt £ The Eagles may ally with the following armics; the
Landimval Paints value 100 Fee i |.|:|i||_ 1 e ll"llr'_!. [ IRy, Rivendell, the Hn':l.
; Havens, Lothldren, Thranduil's Halls, Fangorn,
lue 10
Meneldor poltsAalne Ihéoden’s Host, the Tower of Ecthchon, Minas Tinih, |
EO Rangers of Ithileen, il Frefdoms, Dunn's Falk
N D WARRIORS | Erebor, the Wizards, and the Guardians of the
Great Eagles Points value 70 | Camock.

GUARDIANS OF THE CARROCK

The fourney from Rivendel! iv o “[;rragrnurt BRE, TR {¥re--haaeurtivdd preerks iored Wearg-infesivd plaens, For one shivd
spell, however, the path is safe, kept clear by the effors of Grimbeorn and the Beomings.

GOOD HEROES ALLIFS

Grimbenrn Moints value &5 The Gooardians of the Cormock may ally with the
following srmies: the Fellowship, the Grey Company,

GOOD WARRIORS Rivendell, Thrunduil's Halls, Durin’s Folk, Erebor,

the Wanderers in the Wild, the Wizards and the

Eagles

Beorning Folnes walue B
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Thix sechion combaiis &l B gy Siaer foi

e Hie Lard of Mordor whether divecly o

hiel amonest (he servanls

the vicious snd stumed Goblins
Uruki-hii, all owe common ancestr
corruped and o
upom the Chreish biood|ine:
with that of Sauron

Men also serve the Dark Lord in
pencrally the trihal mces of the s

freciious namre makes them easily

"-t-. o Tor differsnt feasons = the paths (o

Z T A

THE ARMIES OF EVIL

il the Dark Lord

varous roces of Ores that infest the dark pli
Middle-carih, Wheiber the eommon Qs of Mordor,
or the provd and Brutil
o Elves who were
ol in yenrs bong post. A shadd

and théir fale is intermw

visl numbers
1 ol ol
dominated by zil
of gold or threals ol death. Cihers flock 1o the banner of

ire l.:c.lllﬂ. Civil war, betrayal, worship, lust for power

AL-AFMECARFAPR-ASA 1 ?H”'

e Armier of Evil

¢ o Dharkness. §F dncfudfes afl those mealms i NRCEY SR

firneidy (freeir onrn i of medlice and destrietion

ar revenge: all of these ol more hove brooehe fresh

ey helime the iron throne

11 Wiy Chwes unid Men form the bulk of the Dark
Laord s armies, many and vined anre his servanis, The
Trolls amd Wargs that prowl the hills and caves ol
Micdle-emith are ealy beni (o his will, a5 are e

Lok

ined

cormupied and undead spicils that his schemes have
ensnorad. Most 'I-'l';-"-" TR ,,”_ I'.l_l'.l..\, witr, e Ui
|H.||;'t. WINY Serwie S |i|:.-|,-:_l|'; chidce, for their
mallce combines with his o cast a far dorka

o,

Lhoose your forees well and the language of Mordo

will siwm be spwiken in every cormer of the world

ks

KYADRAL-AL- KA FAD



THE MISTY MOUNTAINS

g like o spine |I.|||-_|__"| he heart of Middbe-eurih,
RI.‘:. sty Mountaing separate the lands of Ehovanion
ind Enador. Though no one realm now clioms them as
ierriiory, tee nsebess |',_'_|i.x have seen countless domotms
rise and Ffall, In the otermost noth of theie line the
kingdom of Angmar was, for a time, a terror to nival that of
Mordor, Ihanrees oo once misde thewr boaes. witlun (he
Misty Moumzing, carving the doomed realm of Moria
Irom the hving rock. Cither powers have nsen and fnllen in
the shadow of the mountams; realims of Elves and Men
."'::l'llr."-l them, bur the mist-wreathed sammits have

outlasted Lhern all

il 0me roce can be smd 1o rule the Misty Mouniains, i
wirltld be the Cibling: = o lesser species of (e, w b mgde
their iy 1o bive in the dark caverns below the mountains
I here they grew accustomed to the dorkness and leamied to
climb the sheer surfaces of thed pew homes, These
wretched creamures fear the lght and will noi leave the
shelter of ther tunnels dunmng the doyviime excepl in direst

el

Goblin hierarchy is bruwml; the strongest and mean:
Laceblin s and the others lollow, As such, these we

willed creatures are forever af the mercy of domination

the honds of maore poweriul evils o ansy Ikl

WVISIINE 1o comimand Crablins would be well-counsello

wver show weakness, In many wavs, this 15 a forfonm

witinainon Miuddbe=eartby, for of all the Goblins i i

Mounuins wene Lo unite under one hanner instizad

highting viciously with one another — there would hkely b

WY SIghpag i

Fracoous  andd - cowandly s My e Cioabalnes

mercilessly aack anyiling thal strave Into their gloon

redbms, ond wall somectimes sinke oul, on massc, o

v dond. Though o single Cadslin s of Tithe theeat, wher

they go o war theéy do so in musdive hordes, using thel

sdvaniage of numbers to overwhelm the foe. Maorg than o

Kingrdany bas @0llen ander ihe woemeht of oumbers of

migraiing Goblin busrow amnd all the lands nepr 1o
Musty MountwnsEeep o wary cve pegled for the sign

Ceoshlims oy T manch




e Micry Alowirin

MOR]A

fhice o pighty DPwarven reolm, Mot fas inider atiucdone. Fix fdfs cre mone rdedd over By found Glofelin
LS, el X PESQEeWEYS OVerrun Wit ri rn'.'l:. O el faaerarioes. Hleix 1 1" Lairdrln Vi J
e o fhe £ e g, Dot witevs Balin sicikes feig oll-faled expedifion there, and when the Fellon L TR Hironeh Yedrs

Wi ¥ IrlI e 'I-"' L LI RST o |'rIII EEF FRIAFRIA |..'|..I- .II.I FHIWYT of il% |: r lllll |Il'h

EVIL HEROES EVIL WARRIORS
Burhiirz Polnes value & Mora Goblin Wartio Poines value 4
Moria Goblin Captain Points value 35 YT A7

.......

Moria Goblin Shaman il vl e AT Moria Goblin Proawler Foints value &

ALLIES Cave Troll
Nora can ally with the following nnmies: Angmar, ey
Dunland, Isengard Raiders, Dol Guldur, Parad-di T
ihe Khandish Mercenunes, the Corsair Fleew, the
Monsters of Middle-earth. and the Nazeill Moria Goblin Drum Folnts value 100

Points value 80

Bat Swarms Paints value 20

\WEAS AR MRCAF AR AL AL MECAF AR AL AR DRCAFFAD
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ANGMAR

|rf|| .|I'II.|..||.'||II.I i ll.'.-" I‘-‘-. '_|III:I'||'.'| & FAEAT A SR |!n'.| ViEr NIERECT |||||’ i |l.'.||l.'I JUNFER ]l ||'u'.ullI [ R DL |I'."| L)
il Ches g “.'.'.l._:'u.'l'l|||'.'.'|l'.lull'." Jielln, Dl ofder arel Wiliddr De@yry Il e L Bl .l'..ll'u..'.'l'||r.'J..'rl.'uﬂ*-.'lll.rl.. it sRorial
warrriery, This by reprresendy the dertizens of Anvmar before and afver the Wisch sl 7 BErL Ir i o Mot selectibon of

anigndera for ohrmiwe fronn, bl ol ohe eopeenae of cavedey ol rifeinie

EVIL HEROES EVIL WARRIORS
Buhrdir Foints value 1D Orc Warrior Foints value 5

Barrow-wighr Polnts value 50 .
Wild Warg Chilefraln Polnrs value 75
Shade Polnts value 100 f e b
Cave Tooll Posdis value BO
Fraeli ¢ Dok
o apectre Points value [5

|
Wild wWarg Folnts value 8

ALLIES

AnEmar can ally with the following amises: MO
the Drwellers Below, Dunland, Barad-diir, the Corsair
Fleets, the Khundish Mercenanes, the Monsiers of
Midcle aarth and the Mazgdl

vl




T Wiy Moganidaing

THE DWELLERS BELOW

(ol are merely a smaller breed of e, ver they aee 5o e ey e 1 rwiaiiterend o wepwirenie apweeies, Tl

lisr representy the :r'-n'llll. arnuies thar swanm gonosy aff of Middle-earth, furking (v dank caver or gloomy forestr, Gollins

ety o sheer numpbers and g Rerrelfed ol spcifesls

EVIL HEROLES EVIL WARRIORS

Morla Goblin Caprain Points value 35  Moria Goblin Warror Polnts value 4

Ehuclil T rc

Chr Shaeiad

Wild Warg Chieftain Points value 75 Cave Troll Baints value 80
Pt
Giant Spider Points value 25

ALLIES
The Dvweliers Below can ally wath the following Wild Warg Points value 8

W -‘I.||:_'I'I.|I Diwmlapd, the Black Oate. D
Guddur, Minas Morgul, Barad-dar, the Sement Horde
the Corsair Flects, the Vanags of Khand, the Khandish
Mercenarnes, ihe Monsters of Middle-cnrih amd
b FFIT

DRADE AL DLKCG A PADRAS-AE- DIKCARYADR-ASAL-DIKCAR A



THE DENIZENS OF MORIA

Fhis SO0 point foree has been chosen from the Misy Mountaing! Moria, It represents part of the armies of the
Goollin King, Dharbiirs, divcing hix battles with Balin. son of Fundin, It comld also represent a sizeable Moria
Cipbitn rofding pery of arownd that ime

Thurinders s Lardy 150 fag

3 M € Live dimi

.'.i"
F

The Drammers in the Beep
! Afvird dar

TR




Tie Mevry Monmniaing

Mozhdvaz, Wora Grablis Capiain




ISENGARD

wing. il the souibern spar of the Misty  Mountains

Isengurd commands o position of grest siregic
impartanee, fer fooats south hes the Gap ol Kokdn, the only
ielialile passage from one side of the mountain range o the
other. Isengurd iself is a formress of carefully crafied swone,
butlt i the @arhest vears of Gondar’'s existence. Al ats
centre stands the tower of Orthane, a massive edifice of
|1|'||'rn.!1|_-|j hlack stone. bosormd |i=_-|~| with soufficien m q-,'_il' Iis
render it virtually indestructible 10 phvsical asdsault
Though originally construcied s pari of Gondor’s wesiom
defences, Isengand s ke menmoned g0 the siones

which would supgest it remained ampty Tor mlch of the
time

The first notable resident of Isenpard was the Wizl
Saruman the Whine
welcomed s, [or Lhaey
Somman they had a powerdul allv. Though  initialk
Soruman  doubiless comporred himself merely a8 3

Dounbiless, the kings of Rohn
were ollen embiattled and g8

wulennnl in the seérvice ol Condor, be soan Décumne §

POWET 1M his own EI!_'"J J'-IIJ |.|'Iln."-'- afl any prelence

L IJI PR WRETILE

thver the follbwing centuries, the Wihite Wiranl
thoughes  tumed more and more o possession of ihy
e Hing. He began @6 bdd (o [sengard s delenoes
recriting  tio him an army  olf all manner of i
crepiures; wild Men, Ores, Unok-hai, Warg Riders and
Lobling The davems below Urihanc given over o (he
hl|||1'|'|:-.|I|!' al WEAW L and armoer, the trees LpRHl e
mountainside felled and bomt o feed the furmaces of
Sameman s army, 1 owos o this woy that the fortress of
lengand - becanie-g thicat evel-presenl  upon Rivhas's

northern border




fvenpard

ISENGARD RAIDERS

Sersninicen s {nitiad weopron agaiast the land of Rohav, the raiders of Ivengarnd move swiftly and harbour limtle fear of thoxs
i meigher opprase them, This army fise represeny the rateling paervies amid scoury of Saramen s forces, It conming o good

mir of eaveley angd Sty s wall ar several! powerfil Heroes

EVIL HEROLES EVIL WARRIORS

Lurte Potnts value 80  Urok-hal Soout Polnes value 8
Py I i
Liglik Points value 55 s {
Vraskii Polnts value 80  Harmes {ih
Sharku Foints walue 55 Warg Rider FPoints value 12
Rhaiail '-.|.:'. A e I."
Uruk-hai Captain Points value 50 'l" L5k bl e .
ey LA Bammer Lol _|:I|
T puraridiogd i T fuki
Do Bicsi fon Feral Uruk-hai Points value 13

ALLIES

"We are servamrs of Sariman the Wise, the -
s . : 1 Isengard Ronders can ally wath the follosag sroes
Whize Hand: the Hand thar gives us man s- Mora, the Legions of the White Hand, Dunland, Dol
flesh 1o ear ™ Ciuldur, Minps Morgul, the Khandish Mercenarics

the Corsinr Flewis. o = B il
T Lord of The Hngs b Comsair | md the N Iy

_———————— =
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et

THE LEGIONS OF THE WHITE HAND

e mighty fegions of frenpand arne fridy a force fo be feared, Dixciplined ranks of Urak-hoil woarrfors ane fecded upoby

i Awrrren o Edrea oonel reinforcecd fre e dechnoloey of Saraman, s army sd reprosants g fonees il ire xend fo barepe
Halm 'y ”l'l'.l" i thaar rj‘-lr;-”rj Trenpanl fror ihe Fnin rf Fagorr I comibadins fo om |||'."_'| (LT '|'I,"|||r'|'l i B sened of
dntferniry e Specieliar Weapon

EVIL HEROES EVIL WARRIORS

Sartman Polnes value 170 Uruk-hal Scout Paints value d

MArhe o oe 5 0 L L . il e e himi I'm
Mberedd

Grima Wormtongue Poinis value 25 .n“

Thisvag 4 H J P jdn i

Liruk-hal Warrior Polnes value 9

TR T

LTS 7]

ik = I
Mammer W) rui
Liruk-hai Berserker Points value &5
Ohee Warrior Points value 5
e P |
Py
wf 7
] e 1 i ! iw
! Hantpnee
Urik-hal Caprain Folnts value 50 ;
Sl S lsengand Troll Folngs value (10
Hoavy anemi Uruk-hal Siege Assault Ballista Points value &5
e El k=Rl i ren AN
Liruk-hai Shaman Polnes value S50 Fiming Ak 11
LT L e e Ll ML R E o L L - Pt
Urmk=tued Erprnery Cogntizn el
ALLIES Uruk-hai Demolition Team Points value 80
The Legions of the White Hand can ally with the ".r.'_..a-.-.,,,-u:....l

following armies: Tsengan] Raders, Dunkend,  the
EKhandish Mercenaries, theé Corsalr Flees and the
I""hl.l'i-'l.lli

" vou wish to see the
erediness of owr army ! We
are the fighting Uruk-hai! ™

. -II'I'I ll"l'u.lll" Ir|'!|' r‘-"'ll."
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K WiiFrTn. |r_.| F AcT they D
lur (ae FEveEng

ritfiarhle dnfaarey bur Iv weerk fer corveds

EVIL HEROES

Ravalblood Chieftain of Dunland
g fane

|
4

Druinlending Chicliain
f

Wild Man Chicfrain

ALLIES
Duinland can ally
Dwellers Below, Isengand Ral
Wohire lamd, the Khandish Merce

Fleets and th I"l\..lu"_' |

ol Pvpsleginad were Jdrfven from

with the following or

DU

v ool CidenarreNm

lrfredd

e liFFTide
Folnts value 70
Polmts value 50

Polnts value 40

2 Angmar, the

TNt e shrgnw - freviele

NLAN

'II..' ' VIR frgie wiren ihl

" Mlem of Rohan

firnel wars

i cilt Ihaeedind dfvartrie e |'I|'II|||' 1 I carfaim o

EVIL WARRIORS

Dunlending Warrior

Wild Man of Dunland

Hoyalblood Huscarl

Miargirer
Dunland Berserker

Dunkending Horseman

SRR

[ |...'|'|:|'|II o gr
and xeek any R LB

PN G Of

Foints value 8

Points value 5

F'oints value ¥

Folnts value N

Poines value 0



|

SHARKEY’S ROGUES

Shcerkey wery the weakened and fnbded shicdow of Sarimsan, o fadine evil whose Tl et
werreer ot inmocent faed of the Shir

Crerrhered 1o i were ol msonner of rovnes ond vk

Ieengird

1 I
Wty B coise e serlotion ol

willed creamres wies

mpife foar outwelghed their valonr Thiv grmy lisd representy e beings af Sharkey s cormmignd. I exclisvely conbatng

chean infanfey whose sfreneflt 5 i miomibers.

EVIL HEROES
Sharkey and Worm

il Ferny
Wild Man Chieftaln

Twirfianiden wewgan

ALLIES

Sharkey’s Hogues may oot ally.

Polnes value &0

Points value 15
Points value 40

¥ Jars

EVIL WARRIORS

Wild tan of Dunland

Fwar-haunded wempor

Huffian
el
Wil

O Warrion
LA Bow

Vrvia

irieiad

Pvo-haumded weomor

WHearwes

Wild Warg

Foints value 5

Palnts value 4
Foims value 5
I e
Ipi

Maints value A
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BASTIONS OF THE DARK LORD

ek ehiefl « ehiol i een the land ol willling amoneEs servants, gs well oy the Inoume
1.|..|._. i place of ill-formune and fell mepainion th .|l'.|-.|l.'|l| spets inlerned i :'|||||_ o if il
lies betwern Caoncdor | K.hin NMordar 15 8 ruimadd s imd, These silent borders are almaost anassuibpble, for
place i that las endured oo long, dnder his wddition to the substantial natural barner presented by o
v, Hist [ w1 el of Mordor before Suuron vweEr e spiees o rock T tomnels aml caverns hemeal
i i dwell there af the start of the Second Age  no the peaks are inhabited by muny dread and foul cresure
ot Mo o lies T known. In the vears of Sauron’s  thal even the Ores drend an encounter with
wWER i becmime the il ] vealo o Aokl A K 5 i .
| I he anly (Fue aitfinces © Mordor are watched
shadiow thot coul freteh alross (e Tace of e wiorld : :
! g ceascless vigilance. Minas Morgul sits like a cormupt spide
| eI IS R Erally rans nied as the “Blsck Land | " .
m linhen, sbove Cipth Caorgor sl the laan oivers
1 (itle bestowed as a resull of the Dk Lord's presence i e ;
L Marohos! and Larcha wililst anoiher tower whosg i
Mormdor 18 ninged on thi wpiless Dy (embsidchipe macsiniains name his long becn (orgotien rest beside Cirith |
Thoueh they prima [oil Sauron's st ling of defence Ihough these fortresses were banll by Cionml |
|||.."\"\. Tl I 1%0 @ cage 1o pen bne thalowil G P Al L Salliran i Beneath the Last Alllnce, they hay
heen taken amd twisted to the purposes of the Greal
wecciver. Now infesied with Ores, these basbons ol old
} ¥ detend Mordor aeimst thar oresilon arm walehlower

over i forhidding and terrible land




Battons of the Dark Lord

CIRITH UNGOL

The pass that enters Movdor feom the west is known os Civith Ungel, the Spider Pass, for in the darkaess of the tunrely
forky Sheedendr thwe geead, cnndeed apeddecadeenons ang spwown of Blegedvand. Foether ope ihe poss sy the foower of Sl
b Unparl, @ bulwark buily by Gondior, Bur gow infested wisth the vile Orcs of Mordos, Thiv army st represents the forces of
s Lirth Cnged after the fovweer fell dmtee B oesds of Maordor,

EVIL HEROES EVIL WARRIORS
Shagrau Polnts value 55 Qe Wariio Points value 5
Shiekd . X pia e o o I
L1 R R S SR g S I
Lorbag Pelnis value 45 G - 2 iR
T e R e e -y i
Tivar Faraibedd weapon I' mi

T T ; = 25 iy
Warg Rider Foints value 12
e i 4 A r;-u
Throsing spear el s s e itk
Shivkd .. ... - i ; : ] : I rai
Hoiiies : e S 25 pes

Mondor Uruk-hal Captain Folnts value 50
L g et . S . d k| e
e barvi . Tl il i b v il

- Tarefraled neagmm bl s i s

Ore Shaman Foints value 50
Tinry TR

Ore Captain I'alnts value 40

L SRR oo ki
B s L aa v s e T et a i - |

f:':.-'m ' ;‘:: Mordor Uruk-hai Points value 8
r Tevvr-taconialend pieapon . ... ..., .. o hs 4 SR s o ! pr
Sheloh FPoints walue 90 o dew I i
(kb g ot B virar eanber | Siueld s - I pr
fhamner i, ) o .. N ph
Mordor Sicge Bow Points valuc 50
Ch £ rrwanan ¥ iy
Flaming Aopnumiiion . i ia vaaa B T
{0 Eripmiger Copotuan | . . ol i vis o 05 pb
Ore Tracker Points value 5
Mordor Troll Points value 00
Wirr {brum i py
ALLIES Mordor War Catapule Posines valiee 90

1. , . i £ rewinm - e . .
| Cinith Ungol can ally with the following armics: the “" = :rm “’ '
i oyl a1 & = [® T . - ¥
Block (Gme, Minps Morgul, Barmd-dir, the '"'"I:" e i ”J J
N : Yirge Virtermom ||
Easterhings, the Vanage of Khand, the Khandich -.I. : :;r ””r 'IPr
40 ol - .. - 1
Mercenarics, Hard, the Monsiers of Muddle-carth IO o
& k [+ | Ty EMJ iy

il ther Mgl gl :
e Enpiaeer Ol 5 s
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Bavtions of the Dark Lond

THE BLACK GATE

T .'|'..|'r| Erance [P _I'_I'.'| {LFNQ _ll :';_'_ll.g_l Fil 1._r-II|I"|.' e Milii i 4.;|||| i |||I|l 'lfl.lr-ll.'l'u iwr ) ix Treniadly _'.I.'.'.lu'.l i '.'-'..'.'- '.r'u'll CLACL
rrt Fis pugrdians are amosiest e mest poaverfl creqiienes under siauron § command, from e brurish Morvanmosh Ch
R ol CPd RO E TR l-]‘”“_fr" |I|'J'|'|"| Fhis caremn .I|l|'-'|.".'| e rils e ardErEaenin off B |rill.-|'|r'\| Lol chibed COrilainny Rrciiiy o lile oo

PP Ferw o Illg (1] Warror:s,

EVIL HERCES EVIL WARRIORS

[he Mouth of Sauron Foints value 80  Morannon Orcs Folnts value T
krmarupresl Finree i ' IR
- LY TR
Ore Shaman Palnts value 50 e
Wirry Il s |‘"1u|-|l-| Llvuik=hai Podines walue 8

Mordor Uruk-hai Capiain Polnts value 50 "M

e [
Shdeld

I NI .,
; Rareimes

LT M TR TR R e it

Mordor Troll Palnes value 100
Weiar fdvum

Mordor Troll Chisftain Foing wvalue 140

O Trackers Polnts value 5
WVairg # L
ALLIES Moudor War Catapult Poinis value 90
The Black Goie can ally with the [ollowing anmies e U newrmam
the Dwellers Balow, Cirnth Uneol, Mings AMorgul, Fileiraatars Arerrsin
Barad-diir, the Easterlings, the Vanags of Khand, the Sjewe Veterans
Khandish Mercenaries, the Serpent Horde, Hansd, Far Severed Mot
Harad, the Monsters of Middle-sarth and the Mazgl Trnll

Che Emgimeer Capfain

B TS e e e e e e e e
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| EVIL HEROES

: The Mecromancer Polnts value 250
|

| Ohe Shaman Polnis value 50
! e Captain Poines value 40
' Yl i ¥ pix
| [ Bvow ’ ¥ T e 5 pix

Lolder Queen
Castellan of Dol Guldur
Wild Warg Chieftaln

Moints value /5
"olnts value &5

Poinis value /4

ALLIES

Dol Gubdur can ally with the following annies. Muoria
the Dwellers Below, lsengord Raiders, Minas Morgul,
Barad-dir, the Easterlings, the Yonops of Khand, the
Ehandish Mercenaries, the Monsiers of Midibe-earih
and the Nl

DOL GULDUR

I Hie heart of the forest of Mivkwood fiex Dol Galdie o stromnghold off-ised by Sieeim disrding biv ifme ay phe

Necranusncer, Jis coroget presence iy wikhin the once-nofde foress ke o canker, sprrecding writhing resdrils of shadaw

Oire Warrior

e b

Sywrary

Shuaild

Tiwve-hamded weapaon
Hrurie e

Liiant Splder

Bat Swarm

Wild Warg
Werewaoll
Hack-Hearted Tree

Mordor War Catapuile
Chre Crewanln

Flaning Aomawmiiion

Nirge Vedrromn

Servared Mool

e Engineer Capiain

Mordor Troll

Wiar Dlvin

Basrions of the Bark Lovd

Benerly e eaves, This armey lsr represents borh the garricon of Dol Guldur, amnd th covrupted ereatures from the mearby
fareal, It s Liflle i Mie way of moemial rocps, Bl s a wide seleciion of mmoaeal specialisg vientises

EVIL WARRIORS

Points value 5
I inf
i
' i

Podines walue 25
Podines walue 20
Points value 8

Postines walue 50
Podnes wahpe 50
Posines walue 90

5 vt
15 nia
15 L]

L

02 jint

Points value 100

A0 ey
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Bavetoms of the Phark Laorg

MINAS MORGUL

At thie feeart of the docad idad Morpwd standy the tover of Minay Moreal, Roive of the Noazedl amd @ roften reoiinder of
rhe fore thar awairs Gondor showld Sauwron prevail. Iy bolly and posages ore hanred by umguiter spivies, Orney and he
shicaddinwvg of Ronaurless men, all pledged fo (e destrietion of Gondor aingd er allies, This army s representys e fores

at-the command of the Nazgdd from the inittal occupation of Minas Morgs! weell the end of the Third Age. It comtoing o

grroed mix of Heroey and Warriors

EVIL HEROES

Gothmog
Wi
LTI T

Paints value 135

FiF miy

5 s

Cirishnakh

Kiniwdol

Cire Caprain
LY T
{2 Dy

Wity

Black Mamendrean Marshal
Shiridel
Tar-humefeil sewpn

Armciertd IWirne

ALLIES

Points value 55

J

Poines value 40
N iy
§ pit

Jin
It gy

Points value 55
3 pix
3 fL]

[eh pwx

Minus Morgul can ally with the following armies: the
Pwellers Below, Isengard Rmders. Cnth Uingaol, the
Black Grate, Dol Guildhur, . Bavad-diii, the Easterlings
the Variags of Khand, the Khandish Mercenaries, the
serpent Horde, Harad, Far Harad, the Corsmr Fledts,
Umbar, the Monsters of Middle-carth and the Nargiil

EVIL WARRIORS

Orc Warrior

iy B

S

Shield

T fupnelesd Wi

Freimiia

Specin

Black Mumenorean Warrior
T heemadiedd wengmwm

NN

Shae fad

Hhamni

Morgul Knight
[LIRITRT

Morgul Scallkes

Black Mamendrean Catapult

Btk amarmidrenn Ciewmns
Stege Vetermans

Flaraian '3 Lenemiandfdian

ok vavarnirenn Eaganeer Clpiin

e Jracker

Folnts value 100

Points value §

Foints value 1§

Poine: value ¥

I'eints walue 20

{83 kb
I

Poines walie 15

Points value §
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Havfions of the Dark Lond

BARAD-DUR

Sawron ¥ chief sronghold thovels all the venrs of e Thivd Ape oned much of the Second Ape. the darlk rovwer of Barad
gliir iy thoromrg e wigh ol memner of dreadfiol creamives, of which the mudtitudinows Oves are the lease powicerfial, fr iy from
siiiiminy Borcnd-diir v obeigdian walls that Sauron ot the fate of Middic-carth, Thiv list serves fo n et (e army of

Bargd-dide throunehout the dees. 0 foree cldeflv TR AT of o ey SR T o By muore ferrify fr Purinay

EVIL HEROES EVIL WARRIORS

The Dark Lord Sauron Points value 375 Orc Warrior Points value &
The i Ring 1 rars fire Fama I ™
Virger
The Mouth of Sauron Points value &0 "'II _ iy
ki staresl A I o ritid i & i
" Fovirdupleed we I I pe
Urc Shaman Foines walue 500 Bawier 25 pus
Wi g .'r.l:... 2
Warg Rider Polns value 12
e Capain Points value 40 i bun 1
L= T oF 5 inli Tiinrime Aneers ':r"""
b 5 Skl s lpt
Wy . . T8 o | ——— : - 2% iy
Orc Tracker Points valug &
Wiirg £ ity
Morannon Ore Points value 7
'|'I| ol - I
Vil vl

Mordor Siege Bow Points value 50
FH.LLIEE Chmr Lorrmoman E £ piri

Barad-dir can ally with the following armies Flaming Amminitio ) ' 13 pia
Anginar, Mooa, the Dwellers Below, Cirdth Umgol, hre Engineer Capiain i s juis
the Black Giate, Dol Culdor, Minas Moreul, the Mordor War Catapult Points value %0
Serpent Horde, Harad, Far Harad, the Essterlings., the o P f s
NMariags of Khand, the Khandish Mecenares, il i Airsanmlon g I8 pis

Corsair Fleets, Umbar, the Monsters of Middle-eanh !
and the Mazgul

rope Vele ¥ 3

Severed [ leadl ¥ iy

e Emppireer Oanpnin L
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Hastinns af the ek Lond

THE HOST OF BARAD DUR |

f e econ -l._l:l

The Monnds of Marier

Hazghilr, (e SBmmer &)
Pl : e
17

E Fhig Ik Favral Sanram
Ay SR L e
L .
The Motk of Sawrom Ty
' o ":,i-.
e

iilien Merm,
S Tlve Walghi-Ramg iuf N iy maeer
olrd fall Mt BREET o '

B,

AFARCAEYADR AL AF-DKCARL
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THE EASTERN REALMS

B,--,,.“J Mordor are o gréal many realms, lorgels Sogihmost of the casiern Kingdoms s khanid, & roallin
||'"|...|_ |.n:||.'i|||.I| I',.-| |||._ EETICS .,||' m e westam and of ploinz and hills. The Khandigh folk zre as wild an

lunds of Middle-earith. Moany are beyoml the mmedial wiirlike as thoae of [Khiin, veb their suvagery' s fuelled by g
spheres of Sauron’s designs, untl such time thon he has warrior-code thal prizes viclory in o ||||-|I ahaowve all el
crushed his western enemies, and know relative peace. Of  This truit that make< them highly prized as mercenares im
those kingdoms closer w Mordor, many bow down befion the neighbouring realms of Harad, Mordor and Khin - 4

Souron’s will, comributing sloves, wealth and weurrsors o few even find service in the lands further wesl, Sk | i
his gouls. horsemen, Khandish warriors are capable of deadly m
striking wilholl warning &nd disappearmg bo e -'!I| & o
Moal comimonily séen on the Battlehields of the wesicm _
) . i whence they came befiore the hue and cry can be inken
andds are the men of the Rhiinish kingdoms, an allianee of -
warlike pnd indisputably evil Men whose loyalty Tis ong
sinee been |'l| L'n.L'__'-.."\-] Lo Sdurod. | hat they &re so dedicared i«
unsurprizing. Tor the Dok Loed has invested much tome
and effor in bnnging them under his sway It 1% frowinn thiese
lands that many now-vanished invaders came to bring min
i Crmidor and Rlwovwanton, and the ring of o forireases
that encircle the lands past the mountuins o Rldn laver
proven o be a formidable barrier against Gondor s

VENPCHnCe




The Eastern Kingdonms

THE EASTERLINGS

{8 el Senderwmn s ety sewer oore o deolicodesd de by oose oo e werefoees S thie Blidiniok Sy, The Evsierfimes e
a hard people, driven by fonaticism and beliel In theire cause; armed and armoured 1o rival the best warriors found
arryvwiiere i Midalle -carth, Dhis aemy Tt represends Ihe armtied of B Gost thoeaeghonaet the Thond Apee aend conbaing o solid

coiee aff wellseapaippedd sl reliilile tospn

EVIL HEROES
K.hamil the Easterling

EVIL WARRIORS

Folnts value 120 Easterling Warrior Points value 7

TTRY . i par Herm i e
L rdifdipineel A I3 jrs '|'|'>| i i Pl
Fieil baarst o ol s Vhield it
i a3

Easterling King Polnes value 85 Lt
Easterling hulbend . . fpn Easterling Kataphrakt Points value 14
ieledil 1 prx EPaTRi e F 25 s

Lrmopired horse oo i RS
! | Dragon Guand Points value 10
Easterling Caprain Polnts value 50  Eawerfing halbend A

Esester firig hiabbesd ¥ purn
: iy . Easterling Slege Bow Polnes value &0

T e
§ {.u'-li rI||I ¢ LF e ninwie :'||||_|

LT Pt 23 pIs
F Samafng Aaiidim i 'pe e

Lisitwiatred feedin i M
Basterling Hagmeer Uapiain % pra

The Easterlings can ally wath the following armies:
Cirith Ungol, Dol Guldur, Barad-dor, the Variags of
Khand. the Khandish Mercenanes, Minas Morgul, the
Black Gate, the Serpent Horde, Harud, Far Hurd, the
Corsair Fleets, the Monsters of Middle @ and the

AEAS AR MECAFAADEAS- AR DIKCAFFADR AL AF- DLECARFA:



The Eastern Kingdom

VARIAGS OF KHAND

K twinael ox dg frrardiony Sl eliwdoledd forder crapmidexy SO, .l,'||||_'|lI By mpaery dfiferent Enes, Th phe Khandicl fofl Fernad e di
& wary of life — if they are not assailing their immediale neighboars, Meir greies are gencrally rdine aeainyt ofther s
Fhis areniy [0 reprresenty thie Khondioh fordes Seronehoil the Second and Thirm Ages amd cortains o good mels of cavals

dirnid geefanitey amoskely e woell oy o ovsd seleciion of Hermies

EVIL HEROES EVIL WARRIORS

Keiseimu, Ravager of [thilien Points value ¥5  Khandish Chariotecr Points value 25
Adlmamganhy chnrine ¥ prin Rini i
Khandish King Foints value BS  Khandish Horseman Polnes value (1
‘II"I'."'. AR -. Khandish Warrior Paines value 7
Khinallah ¢ frio 1y

Khandish Chieftain Points value %0

i 5 iy
Wire i ¥ pen ALLIES
Kinerabioh chwrgof L oy The Variags of Khand can ally with the Fial bowwar i

armmes: the Dwellers Below, Cirith Ungol, the Black
Gate, Dol Guldur, Minps Morgul, Barad-ddr, the
Easterlings, the Khandish Mercenanies, the Sempernt
Homde, Harmd, Far Harud, the Corsair Fleets, Umbir
the Monsters of Middie earth and the Mazgil

{E-AKCAFAADR AL AL MXKCAFAADR AL AR KA YAPE-AS A4



The Eastern Kingdoms

KHANDISH MERCENARIES

3 Kiieendish mercennries are finde pwre thon Boodie worfsamb, foflewing aeolth ond plunder across the wide Khomalich

I|'|.I|]|.|i'll Tire ally TIONCE OF @ @ound P FeEiary r'r.'.'rl.:.l' Ly miech '|.|'l.lr|.‘l.|'.'f after Doarly e KTyaind amd rr'J.:' -'?I'I'l:-'.fi'-"l"-"ll'.'lq,' ktn L"I'lrl'-'f-'f‘l-.
I [ Pt Sariiie-herrdlerrod warriors adne deadly foes

EVIL HEROES

Ehandish Mercenary Chieltain Foints value 40 ALLIES
| firi : : § s Mercenaries of Khand can ally with all Evil armies,
i Horse 10 s
|

EVIL WARRIORS

J

Khandish Horseman Pelns value 9

I Khandish Warrior Polns value 7
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THE ARMY OF TSET HABAOR
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THE SOUTHLANDS

H-..ll..l.! hes Tar 1o the south, past the borders of Mordot
and Gondor, and covers a greater swathe of land than
pny ol of Middle-carth’s kingdoms. In the nonh, Herad
1= often thoueht o be o barmen and desolate place, and
much of it is. yelsome of it has beauly enough to challengs
ez ool vesdant veadms of the world, This in isel] shoald
COMe 25 no surprise, for o realm on the scale of Horad will
alwayvs encompass many dilferent landscapes. As such
Ii-\.li.'.lll"'\- |I'”\. II.I'-i STET

he mumy vaned environs of

wocusdomme] by dwelling witlar
their land, from the Bl
sandy reaches of the MNifarl to the dense foresis about the

anclent ity of kiarma

Ihe people of Harad have grown accustomed to war, fof
they have long gquonellod amongst themsedves, oy
chieftains vyving for power and privilepe wherever they

SUCh  squabbles

warmiors, which (s donbthess what bad them o conlTiet wiil

could serve 1o strengthen Harad's

their neighbouring realms. Chier amongst their foes has

Been the more nothedy realm of Gondor, o land whose
. [ 1 i ambiee rmnad

fate has been imevocably entwined with that of their own

Whether il

AEressOrs In Wheir own

siponld be considered o be

right,

Haradrim
more likened to cat's
pirws of the greater Kingdoma of the arca. is much debate
el ol capi| = puedd el they' have been much given io
warring with their northem neighbour, Such bamles have
becn ferociously fought on both sides and often end i

the sk il il mrrmour of Giondor matched by the

alale el

sheer Yolume of warmiors the Hamdrim cian bring to bea




The Sourhlonds

THE SERPENT HORDE

In the Teie vewrs of the Thivd Ae. o mivhiv leeder peesve iiminnesd e Hearodein Saliaddn, the Seepest Lo, one whis would
beasd @ miphty army Rorth o Gondor, oweeping acide all the defonces in ks parle onldy o be defeared upon e Pelenncs This

wrany fikl representys tie force af Seladdn 3 covmimanid. ff condiaing plevly of regiwlar Warrory an wiell as the moght of e Mk

EVIL HEROES EVIL WARRIORS

Suladdn, the Serpent Lond Paints value PO Haradrim Warrior PMalnes value 5

oy . - e 't L] Hiia f

fim 4 R vand
.IIJhl.l'u. d # :' ]
Haradrim Ralder Points value 1l
[ammiee I pr
Horsies 23 i
Warcher of Kima Polnts value 9
Serpent Rider Poine value I3
Serpent Guard Folnts value 8

Haradrim Chiefraln Polnts value 45
Ko v £ oire
.I'_"l iir- . . EowaE i i mr
Fereae 06
Mimakil of Harad Paints value 275
Hasharin Points value ¥0

ALLIES
[ he Serpent Horde can ally with the following armies:
the Drwellers Below, the Black Gate, Minas Morgul
Bard-Uir, the Easterlings, the Warbiges of Khaund, the
Khandizsh Mercenaries, Harad, Far Harad, the Corsil
Flects, Umbar, the Monsters of Middle-earth and the
Mazgnl

AMEAL AR AKCAFEAPE AL A AKCARAAPR AL AF- KA FAD



The Sounhtamds

HARAD

Life amonest the warring irifes o Hacodd Bion o tenidency jo lreed virony fwhiers. From the warriors of the cirles io phe
tribexsmen of the pladng, afl ave lovg been hordened 1o war This army list represents @ move eeneral Haradrim force
rhat cenld have seen battle ar any point in the Second or Thind Ages. It has a goad mic of foot Wariors and cavalry, ud

severad [leroen do cliooe fron

EVIL HEROES

Haradrim King Polnts value 80

fiorw § ptx
Fimyer -u ¥ [OIE
Sy : ' I
Howe {0 parx
Haradrim Chicftain Points value 45
Hira 3 e
| AT 5 5 prs
Spenr . ' - - Edp gl
Hiveve : oA pry
Hasharin Podints value 90

EVIL WARRIORS

Haradrim Warrior Points value 5
farn |
S ey

Bammer .. ... e e : 25
Haradrim Raider Points value 1l
Laviw I
Hamner PR A

Watcher of Kirma Polnts value §

ALLIES
Harad can ally with the [following
Cirith 1"‘2"" the Rlack (faie
Easterlings, the Varlags of Khand, the Khandish
Mercenanes, Minas Morgul, the Serpent Hoede, Far

Harad, the Corsair Flecis

i
Buiraml=clitr,  the

Dlinbwir, il Momsiers ol
Middle-earth and the MNaxeil

1E-ALECAFPADE AL AF- MIXCAFXADE AL A MR AR YA EASAES



The Sontfulcomdy

FAR HARAD

S el Are i if I'I ¥ diFIeiLy |||:l'|I r.llll:'l.:': HE ey oF I '|.f||| el £ NN
HEy chFd Towe [N REFER @iy af iine adesert i Wi f dhev cwelld ey ore most correuedy 8 T AR @5t Mg (Trmniey
M, .'-'null |l"|I' [ |...I.I_._ Friet drerige Bogpy oy 1o rrervel frthar @irny Fl- 1 STl o @R ey Fieis adiwrry fixd o FRFE NPTy A

Wbl frifres of Far Harod aod confiins several il froop pes

EVIL HEROES EVIL WARRIORS
Mahild King Polnms value 0 Mahdd Warrion Palnts value 5

T S LF I

Tvd i 1 TRl

" 2 1 L1 TR
Mahud Tribesmaster Points value 45

HMahud Faider Points value 1
Mimak of Far Harad Polnts value 300 ™™
foad Chise fruais Half Troll Podmts walue 1
Tuil W g

Wi

wherever the Mamakil came there Hhe
horses would not go, but blanched and
swerved aweny; and e ereal monsiers

were unfought...

r-'.l I'.--l.- i Jlllll |'I':'|-l\.'

ALLIES

Fur Harad can ally with the following

the Block Gure, Minns Morgul, Borad.dir, ihe
Easterlings, the Vanogs of Khand, the Khondish
Mercemimies, ihe Serpent Horle, Harad, the Corsarr
Fleers, Umbar, the Monsters of Muddlesearth anad the
.l"hl.ll.'.la

i “" :Li-.*‘--
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FARCALAAEAS L1

The Sowtelandy

THE CORSAIR FLEETS

{ scaimert i ME .|I|_|| 1|,.l"I

The Corsairs af Dleibar e COvri sl
iry |'-'| ing

of foes Wirrrfor

:\,'-'u:II WEEY iR Ol |I A W |||I.'.

LTI T LI i

EVIL HEROES

alamyr, Fleetmaster of WUmbar

CONEEFRERLN FIED ERrRadry

Paints value 100

Corsalr Caprain Paints value 50

Spr

HMr

Anneiid

i

Corsalr Bo'sun Points value 45
WP ! i
B i
'\.|I P -:II ,‘I

i ir L frn

ALLIES
The Corsiair Fleets can ally with the foll
Mora, the Dwellers Relow
the White Hand, lsengard Rolders, Dunland, the
Easterhngs, the Veonags of Khand, the Khandish
Mercenaries, Minis Morgul, Bad-dir, il ‘E-'r|u_'4:|
Horde, Harad, For Hurad, Monsters of
whiddie-enrth and

IO ArTnies

Angimer, e Legnons of

Umbir, the
the Nazgl

el Wiy eprals e

angd Hermey

i ||I U S N TR

” -'II.I'I T T .'||'| u.".'ﬂrl-'..' warle 5

yaicerly dnflicr upon the world, This arm

EVIL WARRIORS

Corsair of Llmbas
Aol

Nhiefd
o

Point value 7

Corsalr Reaver Paines value IO

Corsalr Arbalester Poines value I

Corsalr Ballista Paints value &0
[ i 7]

KCARYAPR-AS-AR- LKA
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EVIL HEROES
Corsair Capiain

Spear
Baw .
Khuedid

L migriumi

Corsair Bo'sun
Spvar

Heiw

Sl T

Crvea el

Haradrim Chiefrain
Reiw
LAACE

Spatr

Horse

Hasharin

The Senthlands

UMBAR

Poinrs value 50
I pt

5 pla

§ s

T

Points value 45
I i

¥ i

5 pl

5 pia

Points value 45
s

LT

I m

1l page

Paints value 90

The folk of Lethar are driown from the stock of Dot Horad and corvupted Naomenoreans, o niter mix of Woody that has
resiidted in a tvisted and insilar race. Thowgh allied with Sawvon, in trith the Lords of Umbar are loval enly io thieir own
ey, though they fear the Dark Lond sufficiendy so nor degfy bim. This armey lise sepresems she garrisons af Omibar
and contams @ nix of Horaodrim and Corsaire,

EVIL WARRIORS
Comsair of Wimba

Poinis value 7

"l"' v s I pt
Shiehd . i ! jpt
Herm I
Haradrim Warrior Poinms value 5
fryra + ¥ i
Bowar - . : 1 ot
Heammer 25 i

ALLIES

Umbar can ally with the following armies: Minos
Morgul, Barad-dir, the Serpent Horde, Harad, For
Harad, the Yanags of Khond, the Khondish Meicenanes
the Monsters of Middle-canth and the Nazotl

MEASAEMRCAFAAPRAS A PERCAFFAPR AL AE AIRCA-FAD
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SULADAN’S HOST

w feeseEn frooen Slora e N LA Horde, fr repreceney g poryion of the armv li
5 O LT Y 11

ferdlitn, the Serpent Lord, wito soeks do wye victory i Gondaor i
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Phvadateire, Mlesdudinis Yorssatm. Fie serped Laoral
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CHAMPIONS OF EVIL

iy o the othier ey Jiar

sed By are lnable o pledee emseives

Gl ertfry sl I B
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Champons of Evil

MONSTERS OF MIDDLE EARTH

”""'r' A e i "'ll'll CFeaIrey | i -"'-\. i Qe IR NRERRE DT, FF 'I:' l\.l ll\.'. d ' 'I' AT ene IIIII EX i 1'.rl.llllll.|ll
i 1 fem wradd ricfieres. Fduerhn veeriend i fonrren cidi reee Peenees ool ciwve Neapn JEINET G TI NI kel mmanlire
EVIL HEROES LLIES
A
Balrop Paints value 400
s L Monzsiers of Middle-eanh may ally with the following

Dragon Points value 250 armiies: Mona, the Dwellers Below, Angmar, Cinth

Hreathe Fin §4 rary Ungol. the Black Gate, Dol Guldur, Minas Morgul
: i ) piri Rarnal-diir. thie Emsterlines. the % rings of Khand, the

Wralongin 3 o Ehandish Mercenanies, the Serpent Horde, Horad, Fa

Fogh Hidy Harad, the Corsur Fleets, Umbar, and the Margiil

Cave Drake Poines salue 150

Stone Giant Points value 250
Gilavhar, the Termor of Arnor Paints value 200
i PR lr':|'|l,"" WIS are Saurno s IR Semvnnils wrnaed e Ak vl and dedicated fo by cagse A A it rec o

ey el the world of Middle-earth BExEr g Mg I |'".".I| EFErY I e sl |.l.l.::l:| e TWiry o rr". ,|I.|||r.; ]l. Fil wrrad

Ihe 'I"I"I[{I'I king of Angmar

P'oines value A0-15%0

| T ', . T e
1 Ringwraith Points value 55-10
{ gk Creaad 1 s
| I Fwars T e

Khamil the bBasterling 120 pts

i ALLIES

he MNargul may ally with all Evil armees, excepl

AFFAD DRCAFEAD
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SCENARIOS

.||r L In i s ”l'.-.fl.lll'-: i ||.'.’J'.' BTN al AT |u." LR ] TR T L r".'...' NIV |'-r| I P siginee! fre Wik in 4 f AN IR TR 1A 1 A irrinne

Fhix seciiow of ihe book explaing fow pe pick a scenorfo o play, ser up werain, deploy grmies ond play the game

Lhce the two armes have been sclected vou enn chonse  will need to make when deploving the terrain. Starfing
which scoenano o play. On the pages thot follow you will  Pesirions informs vou as (o the initial deployment of you
fomm] iwelve dliTeent saemmnos. T oeder do dessale wehacth will arpnees miml EMyEcTives gives wou the poals you s
be waed vou will need 1o roll a D twice in a row, and then  achieve. Finally, some scenarios have a Specidd Rule that

refer to the chart below o sce which scenano you will ploy will alter one or more conditrons m the game

CHOQOSE THE BOARD

The dimenstons of the boand you are using will often vany

sorordany o the poands vidoe of your geme. Adier ull, e

Ist 2nd Koll
Hall 1-3 4

bamles are foupght over mone ground than smoller skirmishe

It's worth taking e account the number of models in your

i Storm the Camp The High Grownd f :
.I'|III_'| '|'||I|'|I'-|I'|-"|'E.IIJ_| ||'||"|H'|.|||_|'\- il :||III |-'|I'¢||1; R e
2 Ciontest of Champoons Take und Hold mickdiels, the lrger the board for an enjoviable pame. We'd
&t 1' suEcel o % 'HII.I it -"'-I.' g Py
3 | 10 Met by Mooalicht To the Death! hoem ity I.J-I_.y."\- 1 biward safe of 487]112cm x 44 IIL-.<|
- Yo showkld feel free o morease this o @ 72% 80cm 3
A Drxomination A U lash of Piguets 11 1 2em tor even larper) if vou wish
] N11'~"||I'I.: F'I'I'.:.I::l'l"l'll':'lr Raeconnoitre I..I_ AL—[ TEHRAIM
I T Kill o King Seize the Prze Thae Goenmres gssumae ol will e using terrnin feaures, This

18 simply & lerm we use o refer i a scenery pacce. such

i bl o grogp ol scenery pleces U hisve o sl

gamae allect, such is o group of e that form 3w
Each scenamo talks vyou through several siages. A We'veancluded some examples loter, Terrmn will normally
Cheacryioon that beousdly explains why the two sides e have an effect on the pame dways agiee with your

I'|!:'rI|I|.r'L!_' Lavinar ialle o any s inl consideranions iK1 O PCHRSNE Wik thiz aifecr will be befone g o b

IF AR AFTADE AL AF- DRCAFAAPE AL AF- DIKCAF AR AS- AR




The scenano tells you how to set up the board - begmning
with one plaver rolling a dice 16 sce who places the first
featume. Startimg with the pliver who won the moll, phace
forrn featunes one of a ttme until you have either min ot
of lemin features o place oF the minimam his been
reached. Adternatively, i is acceprable for one player o sl
up the board, provided that the other player chisosgs
deployment sane.

A NOTE ON GOOD AND EVIL

Covionsly, it"s truer to the ethos of The Lord of The
Rings if a game is played between o Giood army and
an Evil honde, but this isn't always possible as it
depends on the models you and your opponent awn.
As such, these scenarios can be plaved by two Good
sidex or two Evil sides if you so choose., Simply roll a
dice to determine who lakes the role of Good and who
iakes the role of Evil for the duration of the game. All
miles thar would normually sffect the Good side will |
affect the side that "counts as’ Good and all rules thar |
wintld normally affect the Evil side will affoct the side
that “coumis as” Evil,

The minimum number of ierrain festores thst can be wei up
s determinsd by the size of the table. If you are playing a
gamie on o 4' 1’ table then the minimum number of temmin
features that can be set up 1s Do, i You ure plu}-ing I
larper gome on o & X 4 then the minimum nomber of
terriin fentures that can be sct up s 204 I you have
e ferran featues than e i lr|.|u1'||:'|| foar tha
gume, vou may keep placing verain until you reach o level
agreed by both plavers, or you run out of fermun to place.,
See Appeerulin One o more goidance on lemain setup

IMPORTANT NOTE: OBJECTIVES
ANMD THE END OF THE GAME

1

I

|

‘ In Legrois of Muddle-eaith games, all obpectives aie |
calculated ar the end of the wen, unless the scenario
states otherwise, Uames gre nommiplly played until the |

| obpecives are el bul plavers sy wish o sei 8 ieal-

i thme Hmit or restriction on the oumber of game nerns |
belore they begin,

DEPLOY THE ARMIES

Youi arc now ready to deploy vour armies ready Tor bottle,
The sacenarie you have selecied will inclinde msirctions -
in the Suning Positions section — telling you bow the iwio
prmies are deploved, Models thoat ¢annot fit m the
deployment area most move onto the boand during their

Hamle Seemarior

first Move phase. Mote thal any Dme you are ssked to
divide your force o smaller fructions, you should
.'I1\l|'.'|_uh FERLLL ! i thie Trrst g, e hiall @ 2% mmnle] Toree

widild be 13 models,

TO WAR!

Once both armies are deploved, banle 15 ready 1o
commence, Your scenano will explain any special rules
that apply to the gume, ood o the victor s detenmined

L _."I#,j.

A -
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TERRAIN FEATURES

Droadly speaking. termain featunes can be of any size
thowgh it is worth bearing in mind thet incredibly lage
[greater than 127/28cm & F2"/28cim) or small (less than
Fllem x 4" 1cm) features moy alier the flow of the
gome. 1T you wani to rendomly generaie your temin rther
than choose which pieces you use, see Appendix Une (or
guidance on how o do this

SPECIAL RULE: PRIORITY

In Legums of Miuhlle-canh gomes, the Cood plaves
doex not supomatically EET Priongy in e Lirst arm of
the game. Instead roll a dice as you would at the start

of any other e {(re-alling lies)

wWoOoD
A wod is any areg of ground tha j=
covered by trees, including Unngs hke
orchands, forest and jungle. The trees
cun be moumied on a base fop
convenience, or lefl ms indevidual

minlels

A bl is an
15 gencrally
ground. Hills can have a significani

eltect on lime ol sighi

IMPASSABLE TERRAIN

Thos cplepory  moludes any Lermmin
features that i & impossible for troop
te move through or scross Troops

my ol enler npassable wrmn

e ol rmised grownd thag

dimsrdersd o e Open

- XA YAPR AL A DXCAFYADR AL AL MEXCAFYAPE A AFD




dhartie Seeniriog

BLIHLDINGS
This catepory mclodes any structr
that is large enough to hold oo

Buothdings muy obstrocs movenmseni

OBSTACLES

i A obstacle is any lincar terrain
i Temiare sucty o @§ wall, lence, chasm,
" hedge or barricade
K

RIVERS
A nver counls a5 a single terraln
feature and must be long enough o
chler Irom one table edge and leise
(romm amother (this i< an exception w
the normal rules for the size of termin

lcalimes |

DIFFICULT TERRAIN
This cutegory covers a wide varety of
different types of temumn feature thad
slow  movemenl. Examiples finclude
rocky  or  mueddy  ground,  (hick

underzrowth and =0 on

EI’.-‘TT- AL AL MECAHAAPEAL AL PIKCARAADR-AS- AL MECA4M

| RRS
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Hartle Scendarie

STORM THE CAMP

DESCRIPTION

This strategic ground has been confesied for many years,
wilh Iwo rival encampments each vying for contiol. Mo
et bas come io decide the dominan power i this
land once and for all by seizing the enemy s (oothold and
scatiering s defenders.

LAYOLUT
Both sides have set up their camps in or around defensive
positions, Boll a dice 0 sec who places the Nirst lemam

[eature. The first four termin femures 1o be placed must be
&0 up within 6°/14em of one of each of the four comers of
the table Any remaining terrain featoies e e placed
anyvwhere on the uhle,

STARTING POSITIONS

The armies start our from thelr cunps — they et up in
opposite lable comers. Holl a dice 1o see which plaver gets
tor pick the comer they set up i The opguasing pliyer seis
up in the diagonally opposite comer

Models musi be set up on the table within 1874 2cm of
thedr corner. The player that picked the comer to deploy in
sets up his army first, followed by bis oppsomeni

OB)JECTIVES

Ihe game is played until the end of the o o sehich one
iy bas copiured their opponent’s deplovment area. You
capture the opposing deplovment area if you have more
miodiels within | 2%28cm of your opponest’s. commen of the
table thun they do at the end of any tum.

Major Victory/ Defeat
The opponeni s deploviment ane s o mpeured qnd there is @
least ome surviving Hero on the winning side.

Minor Victory ! Defeat
The opponent’s deplovimens ared is capiured. bul there are
no surviving Heroes on the winning side

Draw

Hoth deplovment arcas are coplurcd ot the end of the
sume furn,

[EALRCAFAADR AL AF-AEAL AR ALAE-RTRCAT FADRASAF-D)



' Hamtle Seemarioy

CONTEST OF CHAMPIONS

It 1% & furmng. poand i the war, and the leaders of both sides The game eods when one side bas been wipedd owi. Each
know that they must inspire their followers 1o great deeds elde’s leader 1= atiempling W outdo the other. Pul any
With o rousing specch they lead thewr armiees onto the Tield mcadels nlled by @ leader to one side. separate [rom otle

i hattle, striving against the foe watheall their mighi casmalies

LAYOUT Major Victory [ Defeat

Thas battlelicld repeesents the chosen ground of the two  Your leader has inflicted twice as many casualtics as youn

chmproms. Eoll o dice (0 see who places the st eomon opponent’s leader or your leader hos miade one or mone
fepture. They cian be placed anywhere on the table, bul ng kills and your opponent™s leader hos made none

closer than 67/ 14cm to the centre of the battlefickl. Placc

terran Teminies o al o G il WiHD Figiwe entlmer fvam ol Hil'll.'ll' "l.l"il'rl._ll'.-f['ll_ﬂfr,'.ll:

of 1erain features of the maximum has been reached Your ledader his inflicted more casualties than youl

——— .

opponcnt’s leader
STARTING POSITIONS
The armics s01 up on opposite sides of the board, withine  Draw
6" 14cm of the table edge. Roll a dice to see which playver  Both leaders inflict the same number of casualtics
peis b puck @ Bible edye, The other player sels up 6"/ 14om

| in from the opposite wable edge

| Ihe plaver that picked the edge o deploy in from sels up

his prmy first, followed by his opponent

BRADEAL AL ATKCARPADRAS AL MECAFFAPE AL AL SR AREN
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Banle Seenariog

ILL MET BY MOONLIGHT

DESCRIPTION

I ik svwdst of o stocmy maghi, iw sommes love Ipgpened
upon ove anather, Can one of the leaders impose their will
long encugh (o scize vielory”

LAYOUT

This is nol o bottlefield of ¢hoice for the two sides, rother
it 15 one which has been forced by the clash of sentry lines
Roll @ dice o see whio places the (it (emain feature. Cne
termrain feature must be placed in the centre of the table
Subscquent termam features must be placed withim 3"/8cm
ol aunoiher leature thal wis pliced previously, Pluce termm
features one ot a time until vou have either min oot of

terrain feamres or the maxumum has been reached.

STARTING POSITIONS

Both forces have become disordered in the darkness, The
armmbes set up fom opposite edges, Roll a dice 1o see which
plaver gets o pick a fable edge. The opposing player sets
up from the opposiie table edge.

The player that picked the edge o deploy from scts up his
prmy lirst. Haoll' the models (including op o one Heno)
deploy between [R%(42em and 247/56cm in from the table
cdge, The remuning maodels are deployed up io
from the table edge.
sama, but from the oppoale edge

Ytem in
The opposing player then does the

OBJECTIVES

This ix n uike o either denth or desertion - oo guaner
shall be aaked, nor any given

Major Victory | Defear
The enemy force has baen wiped out and your force is not
Broken,

Minor Victory / Defear
Ihe enemy force has bBeen wiped oul und your force i

Broken

Draw
Buoth forces are wiped out in the same tum

SPECIAL RLUILES

The Dark of Night. Due 1o the redoced visibiliny, nudels
may not shoot at models that are more than 12"28cm
away. However, because it 15 harder to avoid a shol in the
dark. all the shooting attacks receive a+1 bonus on the mll
1wl
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Hettle Soemarion

DOMINATION

DESCRIPTION

The baitleficld must be bekd! The wrmy thw comrols this
ared will Be oo distimet advantnge mothe days 1o coms
Dominince hore can only be achicved by drving the enemy
buck Imm several key poinis = failure s not an opion,

LAYOUT

Thes batibefield s domnoared by four Key e featmes
U maust e caprred jand held aguinst the enemy. Koll &
dice 1o see who places the first feature. Une lermun |calure
sl be placed i each geadeant of the table. These are (he
ohjectives thar must be capiured — mark them clearly with
0 emn or smoll counter. All subsequent terrnin featurcs
st e |l|.|| el M least OO ldom foom ofther  fermanm
fepiores, Place terrin feptures ong at a time until you have
cither run oot of termun features or the maximuam has becn

reachenl

STARTING POSITIONS

The armies sei L[ 0 Oppsile table commers, Bodl a dice in
wee which plaver gers 1o pick the corner they set up in. The
opposing plover sets up in the dipgonally opposite comer.

Models must be set A o fhe talde within 18" 2%0m of
their corner. The player thm picked the comer o deploy In
GELs up by armdy Leest, followed By his opponent,

OBJECTIVES

When the game ends, the plover who has the most models
terrain fealure is
conrsdered] w hinve caplured it Choe one fisrce hos been
broken, the bittle milght suddenly end. AL the end of each

turm alter this condition s mel, moll a dice; on o result of 1-

on. or looching, cach objective

2 e g eiks

Major Victory § Defeat

You have captired all Toor obyecives

Minor Victory / Defeai

Your have capivre) three obyectives

Draw

oth plavers have captoms] Pwo o ess obpectivies
Hioih pia 1 e I bjesd
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Hanle Scenario

MEETING ENGAGEMENT

DESCRIPTION

'hl\ SLCTISIT R II'L‘II."I-u'II"‘H 1 &HiE I“ s am I"ill-'1'!' [TINLTS
midst of 3 larger battle, The stukes are high and & the
lighling grows mane intense. 0 does the determunation of

the combatants, Yictory shall go fo the most able gemesml!

LAYOUT

Ihis battle takes place on a freld suntably clear of terrain to
allovas bl prvnnpees 4 gel pr iperly [ gTips W Ith ome anaotkser
Rl & dice 1o see who places the first terrain feaiire. They
can be placed anywhere on the table as long as it is.ai least
| ¥ enire potnd of the whle (12, none

12 28cm of the cenire

ST sway Do (1 7TLR
of the featwres may be within
pount b,

STARTING POSITIONS

I'he armues enter play on the first turn from opposite nhle
eilpes, Boll @ dice (0 see which plaver gets 1o pick the whble
edpe they enter from. The opposing plaver enters from the

Oppasite table .';1;_'-.'

Misdils musst enter play by moving finti the tahle from b
position o teeir table edge. Simply measure the model's

(st miove froam e ol whieng they entér play

OBJECTIVES
The game it plaved until the end of the turn i which one
army is reduced 1o o quaricr of s |-=:,_'|||.:| mumber of

mihels

Major Victory ! Defeat

There % oy i quarter of the encoy anny left and there 5

at least ope surviy i Ih'rul on the winming side

Minor Victory [ Deleat
Phere 15 only o quarer of the enemy army leit, but ther

are no surviving Heroes on the winnming sidc

Ciraw
Hoth sides are brought to o guoerter of therr imitial strength

at the end of the same tn

AL DEAL
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Ruttle Seeniring

TO KILL A KING

DESCRIPTION

Dath armies have been hiwked in oo spvaye compuign (oo
many long weeks and monibe is low, Only the leadership
of their respective captumns has kepd the armics in the field

showild the apposing geneol be shnn, vis Lury wall shortly

[l Loway,

LAYOUT

ol a dice o see who places the (s fewwne. They cun bhe
placed amywhere on the table, but no closer than &7/ 1 4em
o the eenirg of the battleficld. Mace other terrain featres
o Al @ fome il Vou fneve eRlier mamn ool Of iemaEin

feamres 10 place or the maximum has been reachid.

STARTING POSITIONS

The armies &1 up in opposite ble comers. Boll a dice to
ot which player gets to pick the comer they set up i The

L | |||I b1l '_' ||].|_Lc'l Ll LY I'|'\- 1 A |||,I-_|| |||_||||. lllll'ul-\.!ll' COMAET

Models miest he se i e table within 18%42em of
their comer. The player that picked the comer (o deploy in
sits up his army first. followed by his opponent

OBJECTIVES

Each side b5 trying to Kall the opposing leador wotho
sulfering substantial loases. The game ends ot the close ol

ot of o turm in which o lesder has been lain,

Major Victory | Defeat
The opgueing leader has been slnin, Your force has not

been Broken, and vour leader is still alive

Minor Victory [ Defear

The opposing leader has begn slan, Your lorce has been

Hroken, and vour leader is still alive

Diraw

Hoth leaders have been slain in the same tam

Iy
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Banle Scenarios

THE HIGH GROUND

DESCRIPTION

This reginn s doommnaied by o sipghe ol Both aomees have
come o clalm bt as thetr own = the winger will kold the
advantage in thes land for Years (0 come,

LAYOUT

U il - the lorger the beiber
the battleficld. Roll a dice o see who places the next
ierrain [esiure. Place other feguores one 3l 20 o aniil WL

1% placed in the centre of

have ewther mun out of terrain features o place or the
maximum has been reached. No terrain feature may be
Closer i 67 1 dem o e centoe of e bl

STARTING POSITIONS

Tl termmies ienpleer |||.|§. ooy ihve Firsi fion Frogn opgasilee dble
edges, Boll a dice 1o see which plaver gets 1o pick the tuble
edge they enter from. The opposing player enters from the
oprpstie Lable eile

Mislels st enter play by o ondo the fabsbe oo ainy
position on their table edge. Simply measure the model’s
first move from the point where they cnier play,

OBJECTIVES

Whichever side o apinres the ll af the end of Do T wins
the game,

Major Victory / Defear
Ar the end of the tenth wm, vou have one or more models
o the lall. The apposing plaver his no models on the hill

Minor Vicoary | Deleai

Al the end of the tenth e, you have one or mare model
on the hill. Yoo have more models on the hall than the
|'|III'H|"||||!: I'I.I_'-J"

Draw
Rasth Pl.l.:u'r-. have an el romiber of models o ghe bill

the end of the tenth tum

SPECIAL RLILES

Gusting Winds, The top of the hill 5 exposed o the
extremcs of weather, making it a perilous place to Night 1f
ihve ool How prviwsty os ever & deos, all models o the bl ae

immedeaiely knocked o the ground

- DECAEYADE AL AL ATKCAEYADR- AL AR DRCAYADE-AS A1)
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feittle Seemarios

TAKE AND HOLD

DESCRIPTION

At the height of battle a stritcgic opportunity. prescnis

il sl 'H.IIIII.II"|I|:| mn otherwise onremarkonble area
bBecomes vitally imporiant to the cause of war, As the batle
rages all arcund, one force pounces on the objective and
pliempls o secure 1l leaving therr sdversaries with Dinle

chivice but 1o recliim it

Roll g dice (o see who places the first iwrrmin fesmure, They
can b2 pliaced anywihere on the nble, bit no closer than

hattkehield

G l4tm bo the

lealures one m 5 LI

centre ol the Flace termmn
lermin fentures to place or the miaxunam his been redched
Place un ohjective marker (a coin or soall comatery in e
centre of the iuble

STARTING POSITIONS

As vel, the 1w forces hove not amived. No models are

I.!l.'|'||' wed ot e st of the ¢ame

OBJECTIVES

Linde one foree hied been Hroken, the game maght suddenly
cmd. At the end of each turm after this condition §s met, moll
o dice; on 3 result of 1.2 the gnme ends. When the gaune
ends, Count the number of models with ther bases wholly
within 3"8cm of the ohjective marker o determine the

CSUECEYITIE,

Major Victory f Defeat

Yo have one of owee meodels withon 3"8%em of the

objectve murker. The opposing plaver his none,

umiil vou have either run ow of

Minor Victory f Defeat

You have more models wiillon 3% 8cm of ilwe obpeciive

murker than your POl

Draw
Both plivers have the same number of maodels within

1 °%em of thie objective

SPECIAL RLILES

Reinforcemenis. A the end of cach plaver’s Move phase,
alter moving theiwr models. players must roll a dice for cach
kel ol vel o e g table ol consull the char
below (Heroes can use their Might to influence the moll)
Mewly amyved models act normally but may not charge
deploy ithe model and
Do this each turn until all the

Roll foo esch model separmiiely
them roll for the next one

midels have armved:
1M sl

1-2 Ihie model docs not move onto the table vel They
coiinl as beamg on ibe wble for the purpose o
derermining when the same ends and whether the
toree 15 Broken

&4 I'hic model moves onto the mblé from any point
o gy enlger, chosen by the Opposing ['|_|l. T, Il

least 6/ 14em fromm any cormer

St The model moves ontag the wble from any point

on any edge, chosen by the controlling player,

[RATEASAF- DK A FAPEAS AT DIRCAFFADE AL AF- DR AFEM




Bernle Scemariog

TO THE DEATH!

DESCRIPTION

The time has come and the enemy must be slam, no matter
thve cost, Omsce muore the forces of Good and Evil Toce esch
other on the field of battle, No quarter shall be asked, and
none shall be given. Only the Valar know who will win the
chiy !

LAYOUT

This hatilefeld i nomore coowbed ome (lom cither Toee
would have chosen, bu the gauntler (= thrown, Roll a dice
to see who places the birst terrnan feature, IE must be placed
in the centre of the table. Subsequent terran featines mis
b pleced within 3"/8cm of another feature thar was placed
previousky, Flace iermun tedlures one of @ bme unbil you
have either mun ot of devon fesfuies o place of e
maximum has been reached.

STARTING POSITIONS

The armies st up from opposite edges, Roll a dice w see
wiuch plaver gets to pick a fable edge, The opposing
rllul'r'.rl sels wip froim the oppsdie fible edge

The player thar pecked the edge wo deploy i from clinoses
half of hix force and rolls a dice. On a 1-3, the models can

be deploved no more than 27fFem from the table edge. On
a 41, rhr, deployed between 18742 cm ol
2451560m from the mble edpe,

st b

The other player then does this with half of hiz force. The
hirst ployer then deploys the remminder of his foree as

iescribeid abosve, follovwes] by il ot plaver
- d

OBJECTIVES

This is a battle o cither death or descrtion = you mus)
estroy the enemy wllst mommmsimg yvour losses

Major Victory J Defeat

The eomy (orce las besn woped ing gomd your Torce s pog
Broken,

Minor Victory / Defear
The enemy force has been wiped out and vour force is
Hrokcn,

Draw

Hoth forces are wiped out in the same larm.

E-ARCARFAPEAS AL DECAF AP -ASAF-MKCAFFAPEAS-AF-A)
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Minetle Sewiroorion

A CLASH OF PIQUETS

DESCRIPTION

Twa 1'ri'.lF|".'l.‘i:il'.|;1 armies have o .|||||r|'|| chimas i each other in
a imust-wresthed  field, Deceived by the fog, their
respective sentry lines hove become engnged and the alarm
hits been mised. Before long the cries of baitle rimg o
through the mist.

LAYOUT

The batile oo alimy e seniry lime, in terwin tho
neither side would normally consider contesting. Holl o
dice to see who places the first terrain feature, Terrain can
b placed anywhere on the jable, bui no closer than
67/ 14em to another wemain feature. Place termiin leatures
one al a me wntill vou hoave cither mon oot of termin
features o (Mace o ther maximom has been reached.

STARTING POSITIONS

The hattle begs with omly a frection of the wo forces
engaged — the rest arrive once the sound of baitle reaches
them. Ihe armics set up i opposite table comers. Raoll a
dice 1o see which pliver geis fo lfpl_'h. the comer thew et up
in. The opposing plaver sets up in the dingonally opposile
CONTHET,

Phe player thaol picked the comier to deploy From chisses
half of his foee fi:ll'ludulH up 0 one Hero) and deplovs
them between 18" 2em and 24"/56em of their comer,

The other player then does this with half of his Toree, The
remaining models are kKept o0 one side and will be
nvailablc later in the game

OBJECTIVES

i batile 15 noe emportant enoiagh o lose gret pumbers
of warrions in ils porsuit. The first side w be Broken will
automatically retreat af the end of the fum,

Major Victary / Defear
The enemy force his been Broken and three quirers or
marg of Your foree remains.

Minor Viciory f Deffoar
Ihe enemy lorce has been Broken and less than ihrees

quarters af your force renuins

Crraw
Haoth forecs are broken in the some tim

SPECIAL RULES

Heinforcemenis. At the end of each |i1..-l:. o & Mowve phase,
after mowing their models, players must rodl o dice for cach
model mot el on th able and consuli the chart below
i Heroes can use their erhl o st lisence the ol r\:{".l.l:..
ariiven] models act nommatly bar may pot charge, Rioll for
each model separately: deploy the model and then roll for
the next one. Do this each tum until all the anslels boee

arrivel

I'Hy Risuli

1-2 Tl musle] does not move onto (he 1able var

They count s béng on the table for the purpose
of determinmg when the gaiie ends jnd whethers
the foree s Broken,

Xd The mudel maowves onto the mble from sny paint
on the controlling plaver's deplovment edge,
choden by the opposing player. at least 6%/ 1dcm

from any conier

S-h The mendel moves omio e fable Trom wny pasin
o thet controlling pluver’s deplovment edge,
chosien by the controlling player.,

AAPEAS- AL MXCARFAPE-AS 4L
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RECONNOITRE

DESCRIPFTION

Hoth armies have senl scoulng partes ahead of ther ines
IO vvessTagade thae emEmy Tonces Each gredIpy 1y altempling
1w breach the enemy's cordon, whilst preveoung theuw

opposing numbers from slipping past

LAYOUT

Both forces are alacking ol whay they consider w be the

wcakosd paunt in iheir focs lInes — on arca Nl mn ugh

terraan, Roll o dice o see

feature

wher places the first temam
They can be pliced anyvwhers on the whie, bt no
closer than 67/14cm to onv table ecdge. Place Bermin

fegtures one a2l o Dime ot Vil hieve cather ron ool of

terrain featunes 1o place or the maximum has been resched

STARTING POSITIONS

The armigs sel up from opposite edges. Boll a dice 1o soe
which plaver gets to pick a table edge. The oppoming

!1I.l|}-'l spls wpe [nnn 1175 Lygunale | sl e 1

[ player that pocked the deployment edge seis up bhis amy

first, up to 6°/14em in from the mble adge, The opposing

plaver then docs the same, but from the oppomite edge

OBRJECTIVES
Boal sades are sogking o inriiernee behimd I.“l'.'”l] limes not
prevent enemy seouls froim achieving the same. 1he game

enilds when one foree is reluced o 25% of s startmg

AUWMDErs or jess

Major Victory | Deleat
Cme or more of your models ve socessolly infilee
the enemy hines (exited the wahle via theé oppasing player
deployment edge ). None of the opposing plaver’s models
horwe anbrltraded youn

depiyIent edge)

lipes. texited] e bweamd  wia i

Minor Victory / Defeat
You hiave hid a grester number of successiully infiltmiing

miwdels than your opponcnt

Draw
An cgual number of models have suceessfully infiltrated

om both sides

AFARCAEAAREAL AL ATRCAF AR AL AR ARG AR AR AL A
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Birle Scenariox

SEIZE THE PRIZE!

DESCRIPTION

An uncient und powerTul irem has Been digcoverad in the
willds of Middle-earth, o token mighty ctough bo swing the
ide of the war. Within howis of iis discovery, iwo armies
redirect their march 1o s location, seeking 1w claim it for
thetr cause,

LAYOUT

The amefact has been discoversd 8 a wild region of
Muddle-carth. Roll a dice 1o sece who places the first temmain
featire. They can be placed anvwhere on the mble, but na
closer than 67/ 14¢m to the centre of the battlelield, Place
fermam fedturcs once af o tme until you have either nin om
of e fesatures o place or the maximum has been
reached. Place an artefiect marker (a coin or small counter)

in the centre of the table

STARTING POSITIONS

The armies set up from oppasite edpes. Roll & dice to see
which plaver geis oo pick o toble cdpe. The opposing

player sets up from the opposite tble edge

The plaver thit picked the deplovmient edge w5 up his army
first, up to 6V 14em 0 {rom the table edge. The opposing
player thein does the saime, bt from the opposine edge

OBJECTIVES
Both sudes nre secking to seize the arfefnct and camy it off
the bosrd win any lable edye

Major Vicoory / Defeat
e of your misdels has exited the board carrying the

artelmot pned vour force v ot Broken
J

Minor Victory | Defeat
Chie ol your models has exiied the board carrving the

artefact but vour force is Broken.

Draw
Hoth forces have been wiped oul and the aretact remains

on e boond.

SPECIAL RULES

Ihe Artelact. The prve must be chug ovial il Ui sam] bi=foare
it i e carned anywhere. A mode] in base contact with the
counter at the end of ihe Fight phase moy aitempt o free it

roll & LM, Ona 4 or maore, the artefisct hos been fresl froan
the sl Coly one model may stiemp this each wm, Onee
It has boen unearhed, a Mon-sieed model may. plek up the
arictact by mowving info hase comtact with it i the Move
phiase: = e puye T2 of the mokn mides manual for details on
carrying light items.

e
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Appendiy One: Terrmn Cienvinin

APPENDIX ONE:
TERRAIN GENERATORS

To add exird Hl'j"r-'ll il ernathenniciry to vour bagriles, vou con oirenne Vour goannin e i B o e wlr regrenn oo Midille
earth. Thiy section provides a giide on how you cait achieve His

—

i L_ﬁ; G

Asg we've already wuched upon, the wrmin in your games
will make o key difference, not only (o the tactical aspects
ol the game, b albso o the visial .1p|1-r.|5 afl the PRI,
Thers are few things grander in 3 worgume than o kmow
that vour battlehcld Iooks and feels like the area it s
representing, o linked to the armies from that region, With
that In mind, the next few pages present severul temin
gencralion fables to give you gmdance on what fterrain

feabintes 1 tae when rejuesenling different areas.

Eachy of ihesas inbles convers several nreas of Middle-carth
They are not fntended o be exhaustive o players should
teel Free to consider them (o be o starting poant [OF creating
amd nol a definitive lisl. For
example, il vou wizhed o play a scenuno in Fangom
forest, you eould use the Woodland Kealms gengrator and
re=rofl | any results that call for a building

thenr oo leremim sels

LISING THE TERRAIN GENERATORS

To generate an item of scenery. foll 2D6. You may re-roll
duplicate rolls or. if you wish, Gdd to an existing leature
il oflen makes e sense 1o have & larger smgle fiece of
terrain than two smaller ones, It's up o you whether you
generate all your werrain peeces ot onoe and then place
ki, o vl for eoacth ooe as i s placed

I wumn rol] o |1i|'|. e of berrain et yosn don® Bave, rod] again
oF use o piece of terrain from the mble that you do have,
Each resull on the lefran gencrators gives o measure of
guidance s o wlil ellect it shimbd have on the gane = i

in doubt, sgree this with vour opponent before yvou place it

You cin aleo use these tbles 10 pondrale & =2t of @rran
cralted (o maich your army. Exch table ties i with one of
more of the army lists within this book. so matching them
up ghould be simplicity nsel!

AL ARCAFPAPE AL AE- ATRCAFAADR AL AR MECARYAMR AL A4
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Appendiv One: Terrain Ceneratorns

THE CIVILISED REALMS:
GONDOR, ROHAN AND THE SHIRE

iy fevrain generator represents tie mone civifixed mud tamed = o ot decessarily safee = areos of Middleseanh 1 eun
reprresent e sparsely ocoupied uplonds, the densely serled formiands or anyrbing in benwgen,

206 Result

2

Lake, An ores of open water représenting a lake,
Plavers should demde whether it counts as
impassable terrain or can bhe tiversed using the
swimming rules from the main rules manual,

River or stremm. A river must be placed so i
flows oabo the battlehield (rom one sade of the board
and out from another. Boll o DG On thie ol of & 44+
there is a3 single bridge or ford {placing playver’s
chives) somewhere olong its length, Rivers can
coiint s difficult o impussable terrain.

Barrow. A gently sloping mound that conceals the
b of a long desd king or nobleman. This will no
normally affect movement,

Field boundnries. 132 sections of fences, hedges or
wialls arrnnged touching cach other in o line. These
count ns obstcles.

Wood. A small wood represented by three or four
tries on o small iroughly 677 14cm 1 6°/14om) base,
Trees are impassable and the base represents dilTicul

lertain

Low hill or wood, Choose ome or ol o dice
decide.

1

1

12

Low hill. This is an area of elevited ground that
slopes genlly on all sades — il does not affect
proveent. A bow Tl os alwoon 2°&em gall,

Small building. This can be o e s homesiend, o
watchtower, or any other kind of suitable building,
Roll o further Db, Un a coll of 4+, place D3 sechons
of Tl bwmmidanies so thal they are tooching the
building, Before the pame begins, agree with vour
opponent how the building will affect movement.

Yilloge, 1¥3+]1 buildings and D6 sections ol field
bovinrdarins sorvmngend i @ grongpy i represenl o village
Before the game beging, agree with your opponent
hievw the buldings will affect movement.

Kuin, An arca of dilapidated masoary, dating back
lupihresls oof yeas. This can be represented by an anea
of wmbled ruins or simply 3 few piles of bBroken
stonework. It can-represent diffacull terrain or, of
arcas of it are sufficiently intact, can be reated as
obstaches and stairways - or even climbable surfaces,

Marsle. An ares of waer gndfor bog that coums as
difficult terrain,

MRCAFYAPR-ALAF- MR AREM
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Aprpemifin e Terrnin Ceneraiors

THE WILD PLACES: ARNOR,
RIVENDELL, EREGION AND DUNLAND

This rerrain peneruior represents those places in Middie-earth thay were onee populated, but from which ervilisation fias
i retreated, I con represend Che-Rawitied oo and foothells, coonwded with the ming of post doye

1M
2

Hesuli

Field houndarics. D3 sectians of fences, hedges or
walls arranged touching cach other 1 o line. These
couni i obsincles,

River or stresm. A river must be plaved so il (ows
onle the battlefield from one side of the board and
oul from another. Roll & D On the roll of a 4+ there
is a single bridge or fond (placing player’s choice)
somewhere along its: length. Rivers can count as
difficult or impassable terrain.

Marsh, An area of water andfor bop that counts as
ihfTscult 1ermiin

Serublumd. An wrea of wngled thom bushes and
rogky oulcrops. This could represent an area of
difficult ground or a sel of obstacles,

Wod, A small wood repreaented by three or four trees
om i srmd] groughly 6% 1dem x 6"/ 1dem) buse. Trees
are impossable and the base represents difficult termin,

Fuin or wood., Choose one or roll o dice 1o decide.

Ruln. An sres of dilapidared mazonry, dating back
hundréds of vears, This can be represenicd by an drea
of tumbled mins or simply 8 few piles of hioken

]

12

slonework. 1 con represent difficult termain o, i
areas of it are sofficiently infact, can be treainl w
obstucles and stuirwiys < or even climbable surfaces,

Ruined settlement. D341 ruins and D6 sections of
field boundanes armanged in o group to represent an
abandoned and collapsed village, fonification o
(wrmstead, It ean represent difficult remin or, If arens
of it are sufficiently intact, can be trenled as obstackes
and stairways — or even climbable surfaces

Low hill. Thix is an aren of elevated gl il
slopes gently on all sides - it does not affec
movement, A low hill 15 about 27/ 3cm tall.

Cairn. A huge pile of stones and boulders,
sometimes o burind site, oftentinees o nudimentary
musrker (or mavellers. Depending upon the slze and
slope of the caim, it could be difficull termin,
impassable, or climhable

Crag. An antcrop of cragaey rock. Ohee o muore sildes
of the crug should have o sheer face and require o
Climb roll 1o scale, The remaining sides arg more
gently sloped and do nel affect movement,

i
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Appeidiv Ores Terrain Gemerators

THE DESOLATION: MORDOR,
ANGMAR AND ISENGARD

{iuy ferrain penerator represents areas of Middle-earch thar hove been ruined aned despoiled oy the o orks af Ewl
ereatures, This can represent o Meak batilefield, replete with the sears produced By unconirolied iy,

21M Hesull

1

&R

Lava Mow. This s essentially o dver made of mlien
lavn, descending rom some distant voleans, IE must
Iwe placed so it flows onto the baileficld from one
gide and owt from snother, A lavae Now
normally be treated a5 impossaible terrain, or an

whwmilal

pbstacle 1o be jumped

Cairn. A hage pile of stones and boulders.
sometimes @ burial site, oftentimes a rudimeniony
marker for travellers. Depending upon the siee and
slope ol the caim, i1 could be difficult termin,
impassable, or climbable.

Marsh. An area of water sndfor bog (alieneiively &
i ot o fumaenoke ) that counts as difficult terrain

Scrubland, An arca of tangled thom bushes and
ok oelcrops This could represcnl an e o
dilficuly ground or o set of obsiacles

Spoil heap. This i o pile of waste muteriaks, o
perhops of felled trees. This could represent an areq
of difficult ground or a set of obstacles.

Rocky ridge or spoil heap, Uhoose one or roll o dice
10 decide

[} ]

Rocky ridge. A sieep hill that is loager than it is
wide thar fises imo o distinct ddge, The shipes pne
sleep, rocky and strewn with boulders. Some of the
slopes may be sheer cliff that will be cither
impassahle terruin, or requine climbing

Crag. An outcrop of crggey nm k. Oy oo e sailes
of the crag should have a sheer face and require 4
Climb mll o scale. The remaining swdes ae more
gently sloped and do not alfect movensent

Ruin. An area of dilspidated mosomy disting ek
hundreds of veurs, This can be represented by an jrea
of wmhbled mins or simply o few miles of broken
stopework. It can represent difllicull tesrain o, of
areis of if e sufficiently infact, ¢an be (reated s
ulwstncles and stairways = or cven climbable surfnces.

Mineworkings. A single picce of scalfolding that
represents part of an abandoned  miveworking
[epending on the layoul of the wmain piece, this
represent  difficuli ground o could be
clhimbalble

crwilid

Mg complex. Y341 proces of '\I.'l'll'i'.l:lldll'll:' andfior
Ore huts 1o represent @ mining complex. Roll a D6
Un a4+ place o spoil heap in bise contact with one

of the wilier e pieces
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Appendix Cve; Terrain Generatars

THE EASTERN STEPPES:
RHUN AND KHAND

Ty tervain gemerior nepreyeny the eaxern fringes of Middle-earh, dominared by feagues ipon leaenes of undulatng
hills, Thiy ean reprogent very three dinensional battlefields, replete with vallevs and videes

v Resuli

2

T

River or stream. A viver moest be plisced] s it Tows
oo the buttlelield from ope side of the board und
ot from another, Boll o further ¥, On the roll of o
4+ there is a ﬁ-il'lll:'l-l." ]'H.H.IEE"' o ol {lacing playes’s
choice) somewhere plong s length. Rivers can
count as difficult or impassable termmin,

Marsh. An area of waler andfor bog that counis as
difficult terrain

Rufdn. An area of dilapecien] mpsonry, dabimg back
hundreds of years. This can be represented by an anea
of lumbled rmns or samply o few piles of brokcn
stonework. [t can rejuessil dlifficall ferram or, B
arcus of it are sufficiemtly intect, can be treared as
obstacles and slurrwiys — or even climbable surfaces,

Low hill. This is an area of elevated ground thal
.'i-|l|1[h:i E'_rll1|:|' on all - sides
movernent. A lowe hill is abour 2°em il

i ddowes pen ol et

Mediom hill. This is an area of ground thot slopes
gently on wll sides — it does not alfect movement. A
medim hill 15 about 4" Tem all.

Medium hill or rocky ridge. Choose one or roll a
dlice 1 dechile

m

I

Rocky ridge. A sweep hill thar is longer than it is
wide that rises info o distinel ndge. The slopes e
stocp. rocky and strewn with boulders. Some of the
slopes may be sheer cliffs thar will be efther
impassable termin, or requine climbing.

Village. D341 buildings and ¥ sections of held
boundarics (see age 11R) ..1l|.|1|i._'r|.| iy A gl fes
mepresent @ village. Hefore the game begins, agree
with your opponent how the buidings will affect
Iy cmmeml.

Large building. Such as a Dwarven keep o
Emsterling temple. Roll 2 Db On o mll of 44, place
D3 sections of field boundaries fsee page F13) sotha
they are touching the huilding. Before the  gnose
begins, pgree with your opponent how the bullding
will affedt movemenL.

Cairn. A huge pile of stongs and  boulders,
sometimes a baral sile. ofientines a ||.||.]|.|||r|i|..||_l.
nurker for trovellers. Depending upon the size and
slope of the caim, it could be difficult terrain,
impassnble. or climbdhle,

Lrag. An oulcrop of ernggy rock. Une or more sides
of the cing shaniald leiver 5 sheer Gioe g Ir_'l.llj'i]l_' 'l
Climb roll 1o scile, The remaining sides are mone
gently sloped and do nol affect movement
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Appendis (dae: Termin Generators

THE WOODLAND REALMS: LOTHLORIEN,
FANGORN AND MIRKWOOD

This terrain generator represensy the densely foresred areas of Middlesearth, Thiv mble con represient o feavily wooded
Bewired, ity doby of difficulr gromd

2wy Result

th

AMursh. An area of water andfor bog tha coumes as
difficult terrain,

River or stream. A river must be placed so i flows
onto the battleficld from onc side of the board and
oul froam another. Roll a Do On thee ooll of o 44 there
is @ single bridge or ford (placing plaver’s cholce)
somewhere along its length, Rivers can counl os
diflicult or rmpassuble (emun,

Ruin. An area of dilapiduied masonry, dating back
hundreds of vears. This can be represented by an area
of tumbled nons or simply a few piles of broken
stongwork. Il can represent difficull tercam o, of
areas of it are sufficiently miact, ¢an be mreated oz
ohstacles and stairways — or cven climbahle surfaces,

Scrubland. An arca of tangled thom bushes and
rocky outcrops. This could represent an area of
difficult ground or 4 set of obstacles,

Wood. A small wood represented by three or four
trecs on g small (roughly 6% 14cm s 6" 14¢m) base,
Trees are inpusaahle and the hase represents difficult
terrain.

Waood ar low hill., Choose one or moll a2 dice o
decide,

L]

1

12

Low hill, This s pn wen of elevated grosad that
slopes pgently on all sides — v does nov affect
movement. A fow hill 15 abot 27/AFcm all,

Forest, A larger wood represented by seven or eighi
rews on A lerge (roughly 123 8cm = 122 8cm)
hase. Trees are impassable, The base represents
difticult terrain.

Small building. This can be a farmer s homestead. a
warlelibower, o any ofhes kond of subiable |'l|.|il|.|'|rlz-_-,
Eoll a further Do, On o roll of 4+, place D3 sections
of tield boundanes (see page 118) so that they are
I|||||.'!|i|:;-_l the ]ILIill]iIIE Refore the jhe hﬂgith. agree
with yvour opponent how the building will affect
MOVEMCnt,

Large building. Such as on Elven hull. Holl o [,
Chin o guall of 4 |1E;n1' N3 sevtlons of Gield bomdaries
(see page 118D so they are vouching the bullding.
Before the gume beging, agree with your opponcnt

Inorw 1l h'llill.lil'lll_ weill afTect movemenl

Yillage. D31 buildings and D6 scctions of leld
boundaries (see page 113) ammged in a grouap o
represent o village or seftlement. Before the game
begina, dgree with your opponent how the buildings
will uffiect movement,
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Appendix Che) Terrain Gerte ratior

THE ROOF OF THE WORLD:

THE MISTY MOUNTAINS AND EREBOR

TTis dervanin EEneralor repr ey e fieh rvcweniciinsicles omed PasEes s e searrered aeross Middle-earh amd, with a

finle lareral thinking, can even represent the catocomibs of Moria

2 Resuli

]
-

i

Lake. An arca of open waler representing o lake o
e Players: should decide whether it counis as
imipassable termain or can be traverséd using the
swimmung rules from the main nales manual.

Calrn. A huge pile of stopes and boolders,
surtpetiines m bunial sile, oftentimes & rudimentary
marker for travellers. Depending upon the size and
slope of the cairn, it could be difficult ternin
inipasaithle, ur climbahble,

Winml, A small wosd represented by three or four
trees on & small (roughly 6"/ 1dem & 67/ 14¢m) base.
Frecs are impassable and the base represents difficult

L=y s

Scroblund. An area of wngled thom bushes and
rocky ouwtcrops, This could represent an area of
difficult ground or a set of ohstackes

Rocky outcrop. An arca of scree or boailders thu
huve tmbled down from higher up the mountins
This would normially count s difficull témmain.

Rocky ridge or rocky outerop, Choose one or roll &
dice to degide,

12

Rocky ridpe. A sigep hill thai is longer than it s
wide thal rises into & distinet ridge. The slopes ane
steep, rocky nnd strewn with boulders. Some of the
slipes. inay be sheer chifls thot will be either
impaiszable werrain, or reguire climbing

Crag. An outerep of eraggy rock, One or more sides
ol the crag should have a sheer face and requine &
Climb poll W seale. The remaining sides are more
gently sloped and do not affect movement

Ruln. An area of dilapidmed masonry dating back
hundreds of years, This can be represented by an anca
wl famabde] vaoes om \i|1|i||_u i lew piles ol broken
stonework, 1t can represent difficult terrain or, if
arcas of i are sufficiently imtact, can be treated as
ukesiimcbes ol SERITWAYS = UT eV climbable surfsces.

Minewnrkings, A single picce of scaffolding tha
represents part of an abandoned minéworking.
Depending on the layout of the lermain piece, this
conlid represent difficult ground  or could  be
chimbuble,

Mining complex. D3+] pieces of seaffolding andion
Ore huts to represent o mimng complex, Roll o D6
Chnoa 4+, |'I|..'||.'|.' i \I‘n‘r” |‘||.‘..I||'I- in hase contmset with ope
of the wther termain pieces.
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Appendic Cne: Ternoi Genermon

THE SOUTHERN WASTES:
HARAD

| This rerrain generaror represents fhe savannahs and deverts i make up meech of the southern landy of Midile-earnih.

1M Hesull

-

T

EF

Watering hole, An dres of open waler representing i
like or oasia; Mayers should decide whether it counts
s pnpassable e or can be froversed osing iy

s irmming males Troom the main rales el

Cairn. A hupe pile of stones and boulders,
sometimics a bunal site, oflentimes a modimentory
marker [ trovellers, Depemding upon the siee and
clope of the caim, it could be difficull terrain,

impassable, or climbable

Wind. A small wood represented by three or four
prees o i soall (roughly 6% 1 dom 8 6% 1dem) bose
Trees are impassable ind the base represents difficult
LerTin

Scrubland. An arca of tangled thorn bushes and
mowky omlcrops, This could represent an area of
difficutt ground or a set of obstacles.

Rocky outerop, An area of seree or boulders thut
have tumbled down from higher up the mountans.
Thrs would normally count as difficult terram

Laow hill o rocky outerop, Choose ane o mofl a dice
1o decide.

i

Low hill. This is an aréa of elevated grotund thid

slopes gently on ol sides it does not affect

rovenmeni. A bowe il 1s aboui 2740m iall

Sumd dune. Shifling sunds hive formed un aneg of
high ground that slopes gently. on all sides - it would
normally count ax difficult terrain, A sand dune 1s
bt 2% e tall,

Kuin. An wres of dilepidmed mosonry dating back
hundreds of yeqrs, This can be represented by an areq
of tumbled ruins or a simply o few piles of broken
stomewirk, 11 cm represent dilficult ermmin or, i
areas of i are sufficiently intset, cin be reated o=
obstacles and sturways = or even chimbable surfaces.

Encampment. D6 ients amanged n a0 group 1o
represcil an encumpment Belome ihe gumne begins,
pgres with vour opponent how the tents will affect
mgvement.

Duicksand, A soft and shifting mass of sand that
casily engulls those who walk opon it It woold
narmally be considened impassable werrain, dthough
players cun agree (o apply special mles to it of they
wish

. | ] R
- e
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APPENDIX TWO: FREQUENTLY
ASKED QUESTIONS

Vet Ll st

Ll:;_'lillln of Middle-garth talks in very absolule terms
shout how the game is played, from the models you can
uset, 1o the ferrain you pliy on and even the scenirios that
you play, This is purely for simplicitv and clanty - if we
were o attempt o cover all of the options and variations
players conld aply 1o ihen gines, Chances ame the resuli
would be difficult 1w ke 1o sy the least!
Instead we've presented whal we believe is the hest way 1o

play o goime of ths kind,

Pl ivers showld jook onthe moles o8 0 common frame of
relerence and a Toundation for play ng they con chodse W
af the

.
adapt (o suit their necds, Indecd, on grcal sirengths

of ihe wargaming hobby is thai even a ressonubly simple
Bame SvElem can contaim a great amount of varety, Where
| comiputer came will give you absolute mles thal can
never be hroken

WOATERME 10 Sl

players can always alie Lukalasting

nelr gaming styles and minialornes

collections simply by agrecing upon the alerations they
wish, What you chapwe, ad by bow moch, cen differ from
gamse o e, but you'll find that following your instinet

will normually et vou then

lo thes end, I've sccumulaied some of those ‘can |

st here, I somne cises v 1 T l||_._-:. e _-_|_|-,|J|::|
addressed already, either within this volume or the main
rubes manual. While U'm happy that the rales are clea
they e been repeaied (o prevent uny confusion that mas

+ g
aneg

Happy gaming!
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L8

This supplement doesn’t contaln any  profiles.
Where can | lind the rules for my ministures?

Lrepending on the model 0 question, profiles con be
The Lond of The

EOOrCEmsncsk s, O Ol

F a ] I I » i
FOIELTIE 1 e LERET WENICS  DELemnisn

Kings Strategy Buattle

Ciumi

PG Ol e - Warkeasa. e Ly also s

i o complele

list of which gaming supplement oontams which
|'n!u|!i.'=! It worth notine that, @t the time of
prnting, Aol all of the troops hsted n tha

supplement are avanlablg

Mol all of the troops are available?” Why have

yori pait them an bere then?

I comld have bmted the srny lists o dlsee ppodiels

this would have, amongsl
i Middlc
e im0l s relepsedd (as well ps
ik 4 lintle oddi. Everything

listed i this supplement will became ava

currently avallable Bar

ither things, made Legions -carih obsalete

i :
(LERFINEN| T e
soime of the army lsts o
lable over

||-l"'-'|.r lew yiemis

When are they govng boocome ool How do | Godd
ot what I avallable?

[0 keep track of the ever-growing range of The Lond
of The Hings minmtunes., and for information on ndew
White Dwal

WAL - WO R Ran. iR,

i .
1IN K Ill'l K imil LIS RLRFAL] e LLA

Mone of the army lists in this supplement matches
the theme [ wand to base my army around. Uuan 1
imake my own list?

Without wanting to sound like a challenge is heing
issied, | ve vest (o Do @ themse Irom Thie Lord of The
Rings that cannot be créated with these armiv st
and the Allics system. O the oth

perlectly [ree (o wnte and use yvour own zarmy st if

namd, vou e

VOUT Opponent |

happy Tor you 10 do o

L

Vppendixy Twar Fregueniiy Asked Qluesfions

Can two armies that existed ot different Bmes siill
fight wsing the scenarios in Legions of Middle-
earil?

YWin, alsaluie]w!

I want o play o game usiog o partbcolar aemy s
which s printed in both this book
sourcehook, The version prisented in this volume
s slighity different (o the one in the sourcebook.
W ek shasuld 1 owse?

and @

Whien

"
presented in Legions of

army =1
Middle-earth

fed imothe

¢ comirschiction exsis between ar
dnd §

sodincchonk

always use the version pr

semifcelamik

Dy my mosdels have (o be *whol yvou see is what
v et T (WY SIWY G

il using WY SIW Y L mindiels 15

can cirsny fel

Thie main advanioge

that both playvers whnd epch mibnatune
represents on the board, Ax with many miles, vou can
by following the spirit of the mile, if
not the letter. The trick is to keep polential confusion
and make any non-WYSIWYG

[0 your opponent before the game

gal o lomg wiy

Ity 3 IERIEEETECIITR
msdals knowr
begins. In this way yvou could use an unarmpuared
misdel of Legolas in place of an armoured one, for
example, =0 long as vou hove made o clear to vour
opponent that yoo have done so, As with mnat things
nd o inke it oo for alk

e ek s by wour

opponent and se¢ what they find doceplable

v throwing weapons count tawards the bow
Lipmin ™

hows and crosshows

Mo, Linly
iowards thas L, Thromag

ahilities

ypes of e

b1 'I|I."I'1 el e

(such ns Theow Swone) do not suller from

TESINCINNS
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Aprremifin Twer Fu'ulr'rr'rlll". A vkeo Cieexpiomny

LIS

A

a

I have a large collection of Riders of Kohan and
want o use them as an army, By the letter of the
rules 1 should include two models without bows
for each Rider (o they all carry bows), Cun |
choose (o have some of my Riders abandon their
Bows 1o Keep the theme of my Torce?!

Yhaolutely vou can! This applica not just o the
Ridess ol Riohan, bui also o other troops such ox
Haradrim Raiders, Ac carlier
iuestion, the important thing is For this to be clear to
your epponent. A common salution to this peoblen i
ton igrre Davaes: that are curmied os baggage, and only
count models who are actually holding the bow in
ihcir hands as being so armed. Obwiously i you o
this it should apply scross your whole force for the

sake of claripy!

discussad 10 the

Can wé play scenarios from the rulchook or

sourcebooks wsing the army lists in this
sunpupilemeni
Yes you cane In addition, vou'ne absolumely free w

adjust any details in the scenarios o you and your
opponcnl think you'll get a more enjoyable pame ool
of i1 = this includes the deployment, the victory
eonditions and any special rules o stenuno may have,

We're plaving o L300 point gomie and there™s nol
enough roem for us to deploy our forces on the
siee of guming bourd the rules tell us (o use, Can
wie play on o different size table?

Yes, you can — just agree with vour opponent on the
sie of table vou wish to ploy on. The same s e il
i dion't own & garmng boord of the srees used i
this supplement. Just remember thit you may need to
adyast the deplovment zoncs or lomiin sct-up 1o

ensire a b e

L4 5

Pve gt a modular wargames board  with
seulpted-on terrain details that don™ work with
the terrain featires svsdem, Cun 1 siill |_||:j__l|.?

Youi showibd always feel free o use the wrmin EVElEm
that works best for you. Just Keep inmind that if you
div 50 then you may necd (o improvise some riles
o it ions o vover e lermmen _'.nu e |:|n.||:53. _||:|._E
EEMAT D 1ermanim wou use may have some elfect on how
well balanced the army lisis are ogainst cach other

When using o different lerrain system, the best way
to ensurc o {air SCL-up 18 fiar ome player tov set g e
tesared anicd the other 1o choose which edpefcomer he
wishes o set up from, although vou should feel free
o tnvent your own method. Don®t woiry 1o miich
alwnal this — (here is no rghl or wrong inerrain sst-
up, amd it's rare that terradn provides a major
sdvantage for cither side

My Iriend and 1 can’™ agree on something i the
parne, VWhal should we do?

Whether yon're in disngreement over o rule, the size
o game you want o play, how a partduler ferman
feature should affect movement eic, it's dways hes
i apply o solution that will give hoth players the
mest enfovable game. Failing that, roll o dee (o
scitle the matter quickly — remember that tine speni
iscossing  the ins wnd owis of o particolar
dizagreement is precious time better spent gaming
This 15 not W say you should take an japhosiic ||ni|||
ol View Lo Your apponent as a matter of course and
hope the dice roll favours you!
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INDEX OF ARMY LISTS
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TH

N RD “Buitd me an army worthy of Mordor”
L THE T Lovd of The Rivgs
STRATEGY BATTLE (-AME

Miower dx e tfoees oy eewer: Sevwrvn's porodes beee focooed forth froon thee Bloock Godes o enveil the worbd in ohe
shadow of Mordor. Against bis forces stand mighty armies of Men, Duwarves awd Efves wbo bave siworn
mever 1o fer the Darly Lovd bold sway. From tbe shores of Lindon to the walls of Minas Tivith, the legions
of Middie-carth fight for tbe desting af 1Be workd,

Legions ol Middle-earth 15 an éxpansion for The Lond of The Hings Strategy Battle Gume. providing cverything vou noed to
| creme armics from your collection of The Load of The Rings Citadel miniatures,

IWSIDE ¥OU WILL FIND: i

AMRMY LISTS

[For the first time, more than 40 army lists allow you 0 recreate srmies from the history of The Lord of The
Rimgrs, ow samply dhesagen ywonr onwee: Wl yome farge o force Gooan o single veplim — sch gs Gonaeor, Harsd or
Dunland - or recreate one of the great dlliances of old?

SCEMARIOS
Twelve NCW SCCTArion that let you unleash the full power of your army upon those

| of your friends, Jl.l' "
| -
Yon will need u copy of The Lord of The Rings main rules »_.J; i Q
| il 1o wse this expansion. "

e

.l
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