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Conquest Victory

ÅIf any five of the ten main bases of good are overrun by 

evil figures ïthe evil side wins and the minion with the 

most status points earned is the overall winner. The Good 

bases are:

ÅNorth Table ïRivendell, Lothlorien, Thranduilôs Palace, 

Erebor, the Iron Hills, the Grey Havens, the Shire

ÅSouth Table -Helmôs Deep, Minas Tirith, Dol Amroth

ÅIf Barad Dur and any three of the nine other main evil 

bases are overrun by the good side they win. The Evil 

bases are:

ÅNorth Table ïGoblin Town, Moria, Dol Guldur, 

Easterling city, Carn Dum

ÅSouth Table - Minas Morgul, the Black Gate, Isengard, 

and the Khandish Encampment.

If the good side wins, then all good players win unless their 

home base has been captured. As the Fellowship has no 

home base, they will win if the good side wins.

Players:

The rules work best with lots of players, but a smaller 

number may play by starting at the top of the list and going 

down as far as the number of players, and then assigning 

each player multiple roles from the lower portion of the list. 

If more players are present, added commanders may be 

assigned subordinate roles (split the elves between 

Rivendell and Lothlorien / Mirkwood, separate commander 

for the nazgul, etc.) Players may command the following 

forces ï

Introduction

This scenario is intended to allow players to use the Ring of 

Power rules to recreate a grand campaign, set in Tolkeinôs 

epic world from the Lord of the Rings.

This scenario recreates the climactic struggle of the third 

age of Middle Earth on a large tabletop. It is designed to 

produce an epic game, playable in a roughly 8-10 hours 

with many players. The game is fought both at strategic 

and character levels across the length and breadth of the 

land.  Some players assume the roles of the various 

minions of the evil Sauron (Witch King, Mouth of Sauron, 

Saruman, Khamul of Dol Guldur, etc.), others the forces of 

good (Gondor, Rohan, Dwarves, Elves, etc.) to conduct 

campaigns of conquest or valiantly defend their homelands.  

Meanwhile, one player leads the Fellowship on its perilous 

quest to destroy the Ring of Power, relentlessly pursued by 

terrible Nazgul, the wicked Gollum, and other evil 

creatures. Unlike tactical scenarios, these rules allow 

players to use the whole range of their Tolkien collections 

in the same large game.

This expanded scenario is designed to be played on two 

tables -an 8ô by 6ô and a 12ô by 6ô table or equivalent. If you 

have even more space available, the optional rules allow 

expansion for a monumentally huge game.

Objectives:

Anyone who has read the books or seen the movies can 

tell you that the forces of good can never achieve a total 

victory until the One Ring of Power is destroyed (by 

dropping it into the Cracks of Doom). Much of Sauronôs evil 

power went into the ring at its making, and was lost to him 

when the ring was cut from his finger. Yet that power 

endures with the ring and remains available to one strong 

enough to claim and use it. Sauron wants it back and will 

never be whole again until it is restored to him. The Evil 

side cannot achieve absolute victory until the ring is 

restored to its rightful master, or to a new Dark lord, who 

uses its power to usurp him.

The game ends, and a winner declared, when any of the 

following occur:

Ring Victory

ÅIf the ring is dropped into the Cracks of Doom ïthe 

good side wins (a true team effort).

ÅIf Sarumanôs figures capture the ring, bring it to 

Isengard and he holds it there for 10 turns ïhe wins.

ÅIf any other minion of Sauronôs figures captures the 

ring, and brings it to Barad Dur, the evil side wins and 

the minion with the most status points earned is the 

overall winner.

Primary Commands

Subordinate Commands (if Sufficient 

Players are present)

(1) Fellowship of the Ring

(2) The Minions of Sauron (2a) Mouth of Sauron(Black Gate)

(2b) Khamul(DolGuldur)

(2c) Witch King (Minas Morgul)

(2d) Sulladan

(2e) EasterlingKing

(2f) King of Khand

(2g) Buhrdur(CarnDum)

(3) Saruman

(4) Gondor (4a) Denethor

(4b) Prince of DolAmroth/ Faramir

[Control all forces starting in DolAmroth, 

Ithilienand Pelargir, plus all Pelargir/ Dol

Amrothreinforcements]

(5) Rohan

(6) Goblin King (6a) Goblin King of Moria

(6b) Great Goblin of Goblin Town

(7) Elves (7a) Elrond (Rivendell)

(7b) Galadriel (Lothlorien/Edhellond)

(7c) Thranduil(Mirkwood)

(7d) Cirdan(Grey Havens)

(8) Dwarves (8a) Lonely Mountain / Men of Dale

(8b) Iron Hills

(9) Hobbits (9a) Hobbits and Rangers



Type Special Terrain Rules

Gorgoroth, 

Mount doom
Treat as rough terrain

Marsh Treat as rough terrain (see exceptions in Places of Middle Earth)

Dead Marshes
Treat as rough terrain ïunless led by Gollum or Aragorn, figures 

die (characters are wounded) on roll of 1 on a d6 (roll each turn)

Moria

Not rough to dwarves or goblins, or character figures led by 

Gandalf or Gimli.  Other army or character figures fall into chasms 

on roll of 1 on a d6 (roll for each figure each turn)

Towers
Hold character figures only (see exceptions in Places of Middle 

Earth)

River Anduin
Impassable except at fords, bridges and between Osgiliath and 

Cair Andros (where it takes one full move to cross)

River Isen Impassable except at fords (where it takes one full move to cross)

Shelobôs LairTreat as rough terrain

Game Length

These rules will lead to a long, but fast moving game. The 

game will continue until one side achieves their victory 

conditions (see Winning the Game), or the players agree 

that one side is victorious.

Keep track of the passage of time on the turn record chart. 

Note that certain turns (*) bring scheduled reinforcements, 

see the Reinforcements rule.

Setting Up the Game

The tabletop should be laid out as per the map shown in 

this booklet. The starting figures for each force are 

specified on the Starting Forces Chart at the back of this 

booklet.

Sequence of Play:

This scenario follows the normal Ring of Power sequence 

of play with the following specific rules. 

Movement - the forces of evil always move first. If there is 

potential conflict between them, they should move in the 

following order:

ÅGoblins

ÅSaruman

ÅSulladan

ÅKhamul

ÅWitch King

ÅMouth of Sauron

ÅEasterling King

ÅKing of Khand

Special Terrain Rules:

This scenario uses the normal Ring of Power terrain effects 

with the following specific rules.

Turn (Cross out when complete):

1 21 41 61 81

2 22 42 62 82

3 23 43 63 83

4 24 44 64 84

5 25* 45 65 85

6 26 46 66 86

7 27 47 67 87

8 28 48 68 88

9 29 49 69 89

10* 30* 50 70 90

11 31 51 71 91

12 32 52 72 92

13 33 53 73 93

14 34 54 74 94

15* 35 55 75 95

16 36 56 76 96

17 37 57 77 97

18 38 58 78 98

19 39 59 79 99

20* 40 60 80 100
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Starting Forces

Each player deploys the following forces at start.

Starting Figures:

Good Player Force 1 Force 2 Force 3

Dwarves King Dain, 12 Dwarf warriors , 6 KhazadGdï

Lonely Mountain

King Brand, 10 men of Dale ïLake Town

Dwarf Chieftain, 10 Dwarf rangers - Blue 

Mtns north

10 Dwarf rangers - Blue Mtns south

Murin, Drar, 12 Dwarf warriors , 8 

Dwarf rangers, 6 Iron Guard, 4 Tunnel 

Guard ïIron Hills

Elves Celeborn, Galadriel, 8 wood elves, 8 armored 

elves, 4 elvishknights, 3 Guards of the 

GaladhrimCourt ïLothlorien

12 armored elves, Elrond, Glorfindel, 

ArwenïRivendell

3 armored elves - Edhellond

Thranduil, 16 wood elves, 3 sentinels ï

Thranduilôs Palace

Cirdan, 12 elves - Grey Havens

Fellowship Aragorn, Gimli, Legolas - Amon Hen Boromir , Merry, Pippin ïAmon Hen Frodo, Sam - east bank of the Anduin 

above the Falls of Rauros

Gondor Denethor (palantir), Beregond, 2 citadel 

guard, 1 guard of the Fountain Court, 8 

Gondor foot, Trebuchet (3 crew), bolt shooter 

(3 crew) ïMinas Tirith

6 Men of Gondor ïOsgiliath

6 men of Gondor, Cirion ïPelargir

6 foot Swan Knights ïDol Amroth

5 rangers of Gondor, Faramir, Damrod, 

Madril ïIthilien woods

Rohan 8 Rohan foot ïHelmôs Deep

Theodred, 3 riders ïFords of the Isen

Théoden, Eowyn, 3 riders - Edoras Eomer, 4 riders - Eastfold

Eriador 5 hobbits, 3 dogs, Farmer Maggot - Hobbiton

6 hobbits ïBuckland

8 hobbits - Tookborough

Radagast -anywhere west of the Misty 

Mountains

6 rangers, Gildor -within 12ò of the 

Shire

2 men, 2 hobbits- Bree

Evil Player Force 1 Force 2 Force 3

Easterling 

Chieftain

Amdur, 12 Easterlingfoot, 3 Easterling

kataphracts- Easterlingcity

Goblin King Goblin King, Goblin Shaman, Goblin drum, 2 

drummers, Cave troll, 24 goblins - Moria

Great Goblin, Gobllin shaman, Cave Troll, 

Goblin drum, 2 drummers, 24 goblins ï

Goblin Town

Khamul Khamulon horse, 2 Castellans of DolGuldur, 

4 MordorUruks, orcshaman on warg, 30 orcs

ïDolGuldur

2 bat swarms, Wild WargChieftain, 2 

wargs, Spider Queen, 4 giant spiders ï

anywhere in Mirkwoodsouth of the path

King of Khand Khandish Chieftain on foot, 5 Khand foot ï

encampment

Mouth of Sauron 4 orcs, Dark Marshal on horses ïBarad Dur Mouth of Sauron, Shadow Lord, 8 orcs, 1 

troll ïBlack Gate

Shagrat, 2 Uruk Hai ïCirith Ungol 

garrison

Saruman Saruman (palantir), 10 uruk-hai warrior ï

Isengard

Grima ïEdoras Lurtz, 12 Uruk-hai scouts - Amon Hen

Sulladan None at start

Uncontrolled Shelob ïShelobôs lair Gollum (see Gollum rule)

Treebeard, 2 Huorns ïFangorn

Watcher ïoutside Moria

Witch King Gothmogon warg, Witch King, 12 orcs, 1 troll 

ïMinas Morgul

Gorbag, 3 Orcs ïCirith Ungol garrison

Buhrdur Buhrdur, ringwraith, 24 orcs, 6 wargriders ï

CarnDum

24 goblins, 7 wild wargsïFornost
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Regular Reinforcements

Player Reinforcement Schedule

Buhrdur 2 orcsevery turn at CarnDum

Mouth of Sauron 2 orcsevery turn at the Black Gate

Witch King 2 orcsevery turn at Minas Morgul

Khamul 2 orcsevery turn in DolGuldur

Saruman 2 uruk-haievery turn in Isengard[Rate quartered (one every odd turn) if Sarumanhas elected not to disturb Fangornforest.]

Goblin King 4 goblins every turn in Moriaor Goblin Town

High Elves 1 elvenwarrior in heavy armor every even turn - Grey Havens, Edhellondor Rivendell

Wood Elves 1 elvenwarrior every odd turn - Lothlorienor ThranduilôsPalace

Eriador 1 hobbit every turn ïShire or Bree; 1 ranger every 3rd turn - Shire or Bree

Dwarves 1 dwarf warrior every turn1

Men of Dale 1 man of Dale every even turn

Gondor 1 man of Gondorevery turn ïMinas Tirith1

1 man of Gondorevery turn - Pelargir1

1 knight of DolAmrothor Gondorevery even turn - DolAmroth

Rohan 1 rider every even turn ïEdoras[Rate doubles (every turn) once the War of Sarumanhas been started]

Easterlings 1 foot every turn at their home base

Khand 1 foot every turn at their encampment

Sulladan 1 Haradfoot every turn ïSouth Road [Commencing on turn 5]

Scheduled Reinforcements

Turn Player / Location Figures

2 Fellowship - any good base Gandalf the White

5

SulladanïSouth Road2 Haradfoot chieftain, 1 Mumakil, 12 Haradfoot

SarumanïDunland 12 Wild Men of Dunland

Goblin King ïMoriaor Goblin town Grishnakh, 5 orcs

10

Sulladan ïSouth Road2 Sulladan, Haradchieftain on horse, 1 mumakil, 12 Haradfoot, 4 Haradcavalry

SarumanïIsengard Sharkuon warg, 5 wargriders, 2 siege ballista with 3 crew each, 20 Urukhai

Witch King, Dark Marshal, Khamul May mount themselves on a fell beast

12

Witch King ïMinas Morgul Siege catapult with 3 crew, 3 wargriders

Mouth of SauronïBlack Gate Bolt shooter with 3 crew, 3 wargriders

SarumanïIsengard 8 berserkers, 2 engineers with bomb, battering ram

15

Mouth of SauronïBlack Gate Troll Chieftain, 10 orcs

Sulladan ïSouth Road2 Hasharin, 24 Haradfoot

Witch King ïMinas Morgul 30 orcs

1 - Rate doubles once the War of the Ring (Gondor) or War of the North (Dwarves) have been started

2 - Haradrim (not Corsairs or Hasharin) must first enter Mordor through the Black Gate and remain there for a turn, prior to crossing the Anduin. They will march directly for the 

Black Gate on entering the board. This restriction is lifted once the War of the Ring has been declared.
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Event-Driven Reinforcements:

Event Player Location Reinforcement Schedule

The turn the War of Saruman is declared Saruman Isengard
20 Uruk-haipikemen, 3 feral uruk-hai, Uruk-hai

shaman

The turn after the War of Saruman is 

declared
Rohan Edoras

Erkenbrandmounted, Gamlingmounted with Royal 

Standard, 2 RohanRoyal Guard cavalry, 12 Riders of 

Rohan

If reduced to less than 2 armies & 

Saruman leaves Isengard
Saruman Within 6ò of Saruman

Replace Saruman and Grima with Sharkey and Worm, 

12 Ruffians

The turn the War of the Ring is declared
King of Khand Khandishencampment Mounted KhandChieftain, 8 Khandcavalry

Sulladan Naval invasion Corsair Captain, Corsair Bosun, 24 Corsairs of Umbar

The turn after the War of the Ring is 

declared

Gondor DolAmrothor Pelargir
Forlong, Angbor, 36 Gondormilitia foot,  6 clansmen, 6 

axemen

Sulladan Naval invasion Dalamyr, 24 Corsairs of Umbar

Mouth of Sauron Black Gate
24 Morannon Orcs, 3 Orc trackers, orc taskmaster, orc 

drummer

Witch King Minas Morgul
10 orcs, 3 Orc trackers, 9 Black Numenoreans, 5 

Morgul knights

Two turns after the War of the Ring is 

declared

Gondor DolAmroth
Imrahil, 6 knights of DolAmroth, 5 Gondorknights, 3 

Gondorfoot

King of Khand KhandishEncampment
King of Khandin Chariot, 3 Khandchariot, 6 Khand

foot

The turn the War of the North is declared

Dwarves Iron Hills Dwarf King, 16 Dwarf warriors, 8 KhazadGuard

Buhrdur CarnDum 3 wargriders, 10 orcs

EasterlingKing EasterlingCity
EasterlingChieftain on foot, 30 Easterlingfoot, 5 

EasterlingKataphracts

Dwarves Iron Hills Dwarf King, 16 Dwarf warriors, 8 KhazadGuard

One turn after the War of the North is 

declared

Elves
Rivendell, Lothlorienor 

Edhellond
Haldir, 5 elves ïheavy armor

Khamul DolGuldur 30 orcs

The turn after Aragorn reaches Helmôs 

Deep or Edoras

Fellowship With Aragorn
Elladan, Elrohir, Halbarad, 2 armored Rangers of the 

North on foot

Rohan Druadan Forest Gahn-buri-ghan, 10 Woses

Any one turn after Aragorn takes the path 

of the dead & reaches the stone of Erech
Fellowship With Aragorn

Aragorn may summon the army of the dead (see 

special rule)

After 2 or more hobbits enter Fangorn Fellowship Fangorn Ents may become roused (see special rule)

Once per game Fellowship Within 6ò of GandalfEagles may be summoned (see special rule)
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Places of Healing

Certain places in Middle Earth have the lore and facilities to 

heal even grievous injuries to stouthearted heroes.  They 

are Rivendell, Fangorn, Lorien, Ithilien, Erebor/Lonely 

Mountain, Dol Amroth and Minas Tirith (see Places of 

Middle Earth).

Combat Special Rules

Fortresses - Fortresses include Dol Amroth, Erebor (The 

Lonely Mountain), Helmôs Deep, Isengard, Minas Morgul, 

Barad Dur, Dol Guldur and Minas Tirith.  Other locations 

have some defensive benefits, but do not count as full 

fortresses.

Full descriptions of the fortress and tower capabilities is 

found in the Places of Middle Earth section. 

Special Movement Rules

Naval Invasion ð

A force allowed to make a naval invasion may land at any 

location adjacent to navigable water. Navigable water 

includes the Bay of Belfalas and the River Anduin from its 

mouth to Pelargir.

A force arriving by naval invasion must land on the turn it 

arrives or be lost, it may not wait at sea. If the player has 

boats to represent the invasion fleet, a force that arrived by 

naval invasion may make another naval invasion as their 

move for any figures within 3ò of a boat model.

Mounted Figures

Mounted figures may move more swiftly and fight more 

effectively in certain types of terrain.

Mounted figures, chariots and Mumaks may not enter 

Moria, Shelobôs lair, or Caradhras. If a character 

possessing a mount enters such terrain the mount is lost 

and he/she must gain another before being able to fight or 

move mounted again.

Mounted figures are more resilient in combat - a mounted 

figure that fails one defense roll is replaced with a 

dismounted figure of the same type, if a mounted figure 

fails two or more defense rolls it is eliminated.

Becoming Mounted:

Members of the Fellowship may obtain mounts in certain 

circumstances:

ÅAragorn and Legolas may obtain mounts in either 

Edoras or Minas Tirith.

ÅBoromir may obtain a mount in Minas Tirith or 

Osgiliath.

ÅGandalf may obtain Shadowfax at Edoras.

ÅGimli may not ride alone, but may mount with 

Legolas with no move penalty. He will still fight on foot 

even if moving mounted.

ÅThe hobbits may obtain a pony if they reach Edoras. 

Alternately, each may be carried along with another 

mounted character figure with no movement penalty. 

In either case, the hobbit figure will still dismount to 

fight on foot normally.

Remounting:

Figures which have lost their mounts in combat may 

remount if they start and end their turn in their home base 

or Edoras and do not engage in combat. Only 2 figures per 

turn may remount in this manner.
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Hunting the One Ring

The ring is inherently very evil, and it attracts evil creatures. 

In addition, Sauron has encouraged all of his minions to 

hunt the ringbearer. The evil forces may not directly handle 

the one ring, but must instead wound, capture and carry off 

the ringbearer and deliver the captive figure to their home 

base.

òThe Ring Cannot Stay Hereóïthe One exudes a 

corrupting influence on all around it. This makes it nearly 

impossible to hold it away from Sauronôs Minions. The 

following rules reflect the difficulties in managing the ring:

ÅNo Good character or army figures other than the 

Fellowship may spend more than one turn within 6ò of 

the ringbearer. If they do, roll 1d6 each turn for each 

figure, it will be overcome and attack the ringbearer on 

a roll of 1-3. Roll for every figure within 6ò, note that 

this can create a chain effect with multiple figures 

seizing the ring and then being slain by a new 

challenger.

ÅThis rule is not in effect in Rivendell or Lothlorien. 

However, the ringbearer may stay no more than 2 full 

turns in either place

ÅThe One Ring also has a divisive effect on evil 

figures. If the ringbearer is captured by an evil force 

not containing ringwraiths, each turn a random 

member of that force will challenge its leader ïroll 

1d6 for each figure and add its attack and leadership 

characteristics; the winner kills the loser (on a tie the 

previous leader kills the challenger).

The Fellowship of the Ring

The Fellowship of the Ring is a voluntary association of no 

more than 9 heroes, selected from the good races. Their 

goal is to destroy the One Ring, which can only be done by 

casting it into the fires of Mount Doom. This is a 

treacherous quest, so the Fellowship is made up of very 

strong fighters, powerful and wise leaders, and tough, 

magic-resistant halflings.

The Fellowship has journeyed through many dark and 

dangerous places, and has just broken up under attack by 

Sarumanôs forces at the start of the game.

The fellowship figures start as follows:

ÅFrodo and Sam are placed anywhere on the 

east bank of the Anduin above the Falls of 

Rauros

ÅMerry, Pippin and Boromir are placed in contact 

with Lurtz and 12 Uruk-hai scouts at Amon Hen

ÅAragorn, Legolas and Gimli are placed 6ò away 

from Boromirôs force

ÅGandalf arrives as a reinforcement on turn 2

Amon Hen:

A battle is immediately fought between Boromirôs force and 

Lurtzôs force. If Boromir is slain and the hobbits captured, 

Lurtzôs force may make an immediate move with their 

captives. If they manage to survive, Aragorn, Legolas and 

Gimli join them.

Make Haste:

Once the Fellowship had assembled, the heroes traveled 

light and moved quickly to accomplish their mission. 

Figures in the Fellowship are considered to have the scouts 

ability.
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4.Sulladan ïgreatest of the leaders of the southern 

lands, allied with Sauron against Gondor

5.Saruman ïcorrupted wizard, seeking the ring for 

himself to supplant the Dark Lord as Master of 

Middle Earth

6.The Goblin King ïcruel leader of the goblins of the 

Misty Mountains. 

7.Easterling King ïleader of Evil men allied to 

Sauron

8.King of Khand ïleader of Evil men allied to Sauron

Although all of the minion players are theoretically on the 

same side (they all lose if the forces of good triumph), only 

one can be first in the eyes of Sauron. If the good side does 

not prevail, the evil minion player with the most status 

points is the overall winner. Each minion gains status 

points each time their forces accomplish the following:

ÅCapture the ring, bring to home base - 50 points

ÅCapture a hobbit, bring to home base - 10 pts

ÅTake a good citadel - 20 points (split the points if 

jointly done)

ÅEliminate a good army figure - 1 point

ÅEliminate a good character figure -Modelôs 

Leadership plus 5 points

ÅLose home base ïminus 25 points

ÅGoblin King taking Rivendell or Lorien - double 

points

ÅSaruman capturing hobbits [on the captives 

reaching Isengard] - double points

ÅSulladan capturing Minas Tirith - double points

ÅSulladan capturing Pelargir - 10 points

STATUS POINT RECORD ðMINIONS OF SAURON

Pts Witch King Mouth of Sauron Khamul Sulladan Saruman Goblin King

Capture the ring 50

Capture a hobbit 10

Take a good citadel 20

Eliminate a good army 

figure
1

Eliminate a good character 

figure
*

Lose home base -25

Take Pelargir 10

TOTAL

The Minions of Sauron

If there are more than eight players, the primary commands 

should be split up. Start by separating Sauronôs minionsô 

commands between two or more players, as follows:

ÅTwo Players: Khamul, Easterlings and Mouth of Sauron; 

Witch King, Khand, and Sulladan

ÅThree Players: Khamul and Easterlings; Mouth of Sauron 

and Khand; Witch King and Sulladan

ÅFour Players: Khamul and Easterlings; Mouth of Sauron 

and Khand; Witch King; Sulladan

Initially, the minions of Sauron are biding their time, 

preparing their forces for war and searching for the one 

ring. The forces opposing them have not yet been alerted 

to the all out war they plan to wage.

Minions of Sauron:

By the time of the War of the Ring, Sauron was an evil 

force of great power, but without corporeal form, who 

exercised his will through minions. These minions 

competed for favor and power with one another, and are 

represented in the game by separate players for:

1.The Witch King ïthe most terrifying of the ringwraiths, 

his lieutenant is Gothmog, who commands the forces of 

Minas Morgul

2.The Mouth of Sauron ïa corrupted Numenorean 

commanding Sauronôs forces at the Black Gate and inside 

Mordor

3.Khamul (Lieutenant of Dol Guldur) ïone of the nine, 

second only to the Witch King
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The War of the Ring:

Sauron had instructed his southern minions to also bide 

their time, as they built up their forces sufficiently to strike 

the forces of good to overthrow them once and for all. 

When they are ready or the time is ripe, they may unleash 

their assault, the War of the Ring.

All normal rules apply until one of the minions of Sauron 

declares the opening of the War of the Ring, except the 

following:

ÅNo more than 5 of any minion* of Sauronôs figures 

(orcs, trolls, Easterlings or Haradrim) may be west of 

the River Anduin, or more than 12ò in any direction 

from the edge of Mordor at any given time.  * - Not 

including Saruman or Great Goblin.

ÅAny scheduled reinforcements received from Harad 

must march from their entry point directly to The 

Black Gate at their maximum move, by the shortest 

route. Such reinforcements do not count towards the 

figure limit above.

Any minion with forces on the south table may declare the 

start of the War of the Ring during any of their turns. The 

players can consult with each other over timing, but this is 

not required (they are evil rivals) ïany of them may 

declare the start of the war. Once the war is declared, the 

above restrictions are lifted, but the Gondor player receives 

increased reinforcements for the remainder of the game.

Special Rule ðCreeping Darkness:

Once during the game, but only after the War of the Ring 

has been declared, the Mouth of Sauron can unleash a 

creeping darkness from Mordor. This lasts 5 turns, and 

advances 8ò from the borders of Mordor each turn. Any 

combats fought within this darkness give a bonus to certain 

evil figures (see the combat table). At the end of 5 turns the 

darkness is spent and has no more effect.

While Sauronôs attention is distracted, he cannot focus on 

multiple areas of the board at once. To reflect this, while 

the darkness is in effect, no minion of Sauron may move 

any figures within Mordor.

The Coming of War

The War of Saruman:

Sarumanwas biding his time, building his forces and 

hoping to strike to seize the ring, and enhance his power by 

taking control of nearby areas. When he is ready or the 

time is ripe, he will unleash his assault: the War of 

Saruman.

All normal rules apply until Sarumandeclares the start of 

the war of Saruman, except for the following:

ÅNo more than 5 of Sarumanôsfigures may be over 8ò 

from the walls of Isengardat any time. Lurtzand the 

Uruk-haiscouts do not count towards this restriction.

ÅAny scheduled reinforcements received must march 

from their entry point directly to Isengardat their 

maximum move, by the shortest route. Such 

reinforcements do not count towards the figure limit 

above.

ÅLurtzand the Uruk-haiscouts are exempt from these 

restrictions and may move freely.

Sarumanmay declare the start of the War of Saruman

during any of his turns. Once this is declared, the above 

restrictions are lifted, but the Rohanplayer receives double 

reinforcements for the remainder of the game.

The War of the North:

To aid his cause and tie down forces that otherwise could 

intervene against his plans, Sauronhad instructed his 

northern minions to also bide their time, as they built up 

their forces sufficiently to strike the forces of good to 

overthrow them once and for all. When they are ready or 

the time is ripe, they may unleash their assault, the War of 

the North.

All normal rules apply until one of the minions of Sauron

declares the opening of the War of the North, except the 

following:

ÅNo more than 10 of any minion* of Sauronôsfigures 

may be more than 12ò in any direction from their 

base at any given time.

Any minion with forces on the north table may declare the 

start of the War of the North during any of their turns. The 

players can consult with each other over timing, but this is 

not required (they are evil rivals) ïany of them may 

declare the start of the war. Once the war is declared, the 

above restrictions are lifted, but the Dwarf player receives 

double reinforcements for the remainder of the game.
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