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War of the Ring
A scenario for the Ring of Power

rules set in Middle Earth,




Introduction
Conquest Victory

This scenario is intended to allow players to use the Ring O,{Q\If.ar.ly f|vfa of the.tef‘ main bases of go_oq are overrun t
Power rules to recreate a §]V|J fkgwegthecggnrﬂgeawm??q thegn ipn V‘i't*hther
epic world from the Lord of the Rings. b:ssetss;args points earned is the overall winner. The G
ANorth TabieRi vendel | , Lothl or
Erebor, the Iron Hills, the Grey Havens, the Shire
ASouth TablHe | més Deep, Minas
Alf Barad Dur and any three of the nine other main evil
bases are overrun by the good side they win. The Evil
bases are:
ANorth TableGoblin Town, Moria, Dol Guldur,
Easterling city, Carn Dum
ASouth TableVlinas Morgul, the Black Gate, Isengard
and the Khandish Encampment.

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 reL@higu8s

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 . . .
guest to destroy the Ring of Power, relentlessly pursued byIf the good side wins, then all good players win L_mless
terrible Nazgul, the wicked Gollum, and other evil Homebase has be‘?” c_ap_tured. As th? Fellc_)wsh|p has
creatures. Unlike tactical scenarios, these rules allow home base, they will win if the good side wins.

players to use the whole range of their Tolkien collections

in the same large game. Players:

The rules work best with lots of players, but a smaller
This expanded scenario is designed to be played on two nhumber may play by starting at the top of the list and g

tablesan 86 by 66 and a 1206 b gowr:%a?fartagtlgqlngn?bgrfpf pl yﬁlrﬁ‘ F‘r\g Q?ngﬁﬁign!
have even more space available, the optional rules allow each player multiple roles from thelower portion of the
expansion for a monumentally huge game. If more players are present, added commanders may k

assigned subordinate roles (split the elves between
Rivendell and Lothlorien / Mirkwood, separate commar

Objectives: .

) for the nazgul, etc.) Players may command the followir
Anyone who has read the books or seen the movies can forces _ —
tell you that the forces of good can never achieve a total o SR A (LS L

K K i i rimary Commands Players are present)
victory until the One Ring of Power is destroyed (by _ .
dropping it into the Cr ac k[ ()FellowshpofteRing r
power went into the ring at its making, and was lost to him | (2) The MinionsSguron (2a) Mouth 8&uror(Black Gate)
H e fi (2b)Khamu{DolGuldur
when the ring was cut from his fmger. \_(et that power (2¢) Witch King (Mitrqy)
endures with the ring and remains available to one strong (2d)Sulladan
enough to claim and use it. Sauron wants it back and will gg)i?;temg;zg
never be whole again until it is restored to him. The Evil (zg)Buh%du(CamDum)
side cannot achieve absolute victory until the ring is
(3)Saruman

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

uses its power to usurp him. (4) Gondor (4a)Denethor ,
(4b) Prince BolAmroth Faramir

[Control all forces startirigpiAmroth
The game ends, and a winner declared, when any of the IthilierandPelargirplus alPelargif Dol

following occur: Amrotheinforcements]

(5) Rohan
Ring Victory (6) Goblin King (6a) Goblin Kinghdria
Alf the ring is dropped into the Cracks of heom (6b) Great Goblin of Goblin Town
good side wins (a true team effort). (7) Elves (7a) Elrond (Rivendel)
A f Sarumandés figures capt (7b) GaladriéldthlorieEdhellord t
Isengard and he holds it there for 10ternsns. ggg;j:gg%m"’a%ﬁs)
Af any other minion of S
(8) Dwarves (8a)Lonely Mountain / Men of Dale

ring, and brings it to Barad Dur, the evil side wins and (8b) Iron Hills
the minion with the most status points earned is the
averall winner

(9) Hobbits (9a) Hobbits and Rangers
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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.

This scenario follows the normal Ring of Power sequence

Sequence of Play:

of play with the following specific rules.

Movementhe forces of evil always move first. If there is
potential conflict between them, they should move in the
following order:

AGoblins
ASaruman
ASulladan
Akhamul

Awitch King
AMouth of Sauron
AEasterling King
AKing of Khand

This scenario uses the normal Ring of Power terrain effects

Special Terrain Rules:

with the following specific rules.

Type Special Terrain Rules
Gorgoroth .
A - Treat as rough terrain
Marsh

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

Dead Marshes|

Treat as rough terfaimless led by Gollum or Aragorn, figllres

die (characters are wounded) on roll of 1 on a d6é (roll eagh turn)

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

Moria Gandalf dsimli Other army or character figures fall into chasms
on roll of 1 on a dé (roll for each figure each turn)
Hold character figures only (see exceptions in Places of Middle
Towers
Earth)
. ) Impassable except at fords, bridges and between Osgilidth and
River Anduin . .
Cair Andros (where it takes one full move to cross)
River Isen Impassable except at fords (where it takes one full move|to cross)
Shel ob §sTreatas rough terrain

Game Length

These rules will lead to a long, but fast moving game. T
game will continue until one side achieves their victory
conditions (see Winning the Game), or the players agr
that one side is victorious.

Keep track of the passage of time on the turn record ct
Note that certain turns (*) bring scheduled reinforceme
see the Reinforcements rule.

Turn (Cross out when complete):
1 21 41 61 81
2 22 42 62 82
& 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

Ring of Power
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Starting Forces

Each player deploys the following forces at start.

Starting Figures:

6 hobbits Buckland

Radagasanywhere west of the Misty
Mountains

Shire
2 men, 2 hobbit8ree

encampment

Evil Player Force 1 Force 2 Force 3
Easterling Amdurl2Easterlinfpot, FEasterling
Chieftain kataphractEasterlingity
Goblin King Goblin King, Goblin Shaman, Goblin driinG2at Goblin, Gobllin shaman, Cave [Troll,

drummers, Cave troll, 24 gellinsa Goblin drum, 2 drummers, 24 giobling

Goblin Town

Khamul Khamubn horse, 2 CastellanB@fSuldur | 2 bat swarms, WilthrgChieftain, 2

4Mordobruksorcshaman owarg 30orcs | wargsSpider Queen, 4 giant spiders

i DolGuldur anywhere Mirkwoosdouth of the path
King of Khand Khandish Chieftain on foot, 5 Khand foqt

Mouth of Sauron

4 orcs, Dark Marshal on horBasad Dur

Mouth of Sauron, Shadow Lord, 8 orq
trolli Black Gate

garrison

s,Shagrat, 2 Uruk Ha&irith Ungol

Saruman Saruman (palantir), 10-baikvarriar Grimd Edoras Lurtz, 12 Urdilai scoutsAmon Hen
Isengard
Sulladan None at start

Uncontrolled

ShelobhShel obds | air

Gollum (see Gollum rule)
Treebeard, 2 Huoirisangorn

Watcher outside Moria

CarrDum

Witch King Gothmognwarg Witch King, b2cs 1 troll | Gorbag, 3 Oreirith Ungol garrison
i Minasvlorgul
Buhrdur Buhrdyringwraitt®4orcs 6wargiders 24 goblins, 7 wiléirgs Fornost

Good Player Force 1 Force 2 Force 3

Dwarves King Dain, 12 Dwarf warriokhagaddi Dwarf Chieftain, 10 Dwarf ranBere MurinDrar 12 Dwarf warriors , 8
Lonely Mountain Mtns north Dwarf rangers, 6 Iron Guard, 4 Tunnel
King Brand, 10 men of Dakke Town 10 Dwarf rangeBlue Mtns south Guard Iron Hills

Elves CeleborrGaladriel, 8 wood elves, 8 armprd@ armored elves, Elr@idrfindel Thranduil, 16 wood elves, 3 seiitingls
elves, £lvistknights, 3 Guards of the Arwen Rivendell Thranduil 8s Pal ace
Galadhri@ourt Lothlorien 3 armored elveEdhellond Cirdan, 12 elve&rey Havens

Fellowship Aragorn, Gimli, Legelamon Hen Boromir, Merry, Pigpkmon Hen Frodo, Sareast bank of the Anduin

above the Falls of Rauros

Gondor Denethor (palantir), Beregond, 2 citadell 6 Men of Gondo®sgiliath 5 rangers of Gondor, Faramir, Danjrod,
guard, 1 guard of the Fountain Court, 8] 6 men of Gondor, CifiGtelargir Madril Ithilien woods
Gondor foot, Trebuchet (3 crew), bolt shod@énot Swan Knigh3ol Amroth
(3 crewd) Minas Tirith

Rohan 8 RohanfootHe | més Deep Théoden, Eowyn, 3 rid&doras Eomer, 4 riderEastfold
Theodred, 3 ridérBords of the Isen

Eriador 5 hobbits, 3 dogs, Farmer Mabjgbibiton | 8 hobbitsTookborough 6rangers,Gildawi t hi n 130

Ring of Power
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Reqular Reinforcements

Player Reinforcement Schedule
Buhrdur 2orcsevery turn &arrDum
Mouth dbauron 2orcsevery turn at the Black Gate
Witch King 2orcsevery turn at Mirésrgul
Khamul 2orcsevery turn DolGuldur
Saruman 2urukhaievery turn Isengar{Rate quartered (one every odd Sanyrifiamas elected not to diskabgorriorest.]
Goblin King 4 goblins every turMiorisor Goblin Town
High Elves 1elverwarrior in heavy armor every everGiay HavenEdhellondr Rivendell
Wood Elves 1elverwarrior every odd tuothloriearT h r a fPalace | 6 s
Eriador 1 hobbit every tiirBhire oBree 1 ranger everiairn- Shire oBree
Dwarves 1 dwarf warrior everyturn
Men of Dale 1 man of Dale every even turn
Gondor 1 man oBondoevery turnh Minas Tirith
1 man oBondoevery turnPelargi
1 knight ddolAmrotlor Gondoevery even turDolAmroth
Rohan 1 rider every even fuEdoraRate doubles (every turn) once the S¢aumiahas been starjed
Easterlings 1 foot every turn at their home base
Khand 1 foot every turn at their encampment
Sulladan 1Haradoot every tuirSouth Road¢mmencing on turn 5]

Scheduled Reinforcements

Turn Player / Location Eigures
2 Fellowshipany good base Gandalf the White
Sulladai South Ro&d Haradoot chieftain Mumakill2Haradoot
5 Sarumah Dunland 12 Wild Men Bfinland
Goblin KinigMoriaor Goblin town Grishnaktborcs
Sulladai South Ro&d SulladarHaradhieftain on horsentimakill2Haradoot, 4aractavalry
10 Sarumah Isengard Sharkwnwarg 5wargriders, 2 siege ballista with 3 crew eabhj24i
Witch King, Dark Mardtiagmul May mount themselves on a fell beast
Witch KingMinas Morgul Siege catapult with 3 cremargriders
12 Mouth dbauroii Black Gate Bolt shooter with 3 crewaByiders
Sarumah Isengard 8 berserkers, 2 engineers with bomb, battering ram
Mouth dbaurori Black Gate Troll Chieftain, 10 orcs
15 Sulladai South Ro&d Hasharir?4Haradoot
Witch KingMinas Morgul 30orcs

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 gsing th Amdoiirio 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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EventDriven Reinforcements:

Saruman leaves Isengard

The turn the War of the Ring is decl

King of Khand
hred

Khandisencampment

Event Player Location Reinforcement Schedule
The turn the War of Saruman is dec|ared Saruman Isengard AL o s Y T e LI
shaman
. Erkenbrangiounted>amlingnounted with Royal
UM EHiEr i e @l Semmen | Rohan Edoras Standard, RoharRoyal Guard cavalry, 12 Riderg of
declared
Rohan
If reduced to less than 2 armies & . . N Reglace Saruman and Grima with Sharkey and Worm,
Saruman Within 60 off aruman

12 Ruffians

Mounte&handChieftain, Rhanaavalry

Sulladan Naval invasion Corsair Captain, CorBasun24 Corsairs dfbar

Gondor DolAmrotiorPelargir ForlongAngbar36Gondomilitia foot, 6 clansmen), 6
axemen

Sulladan Naval invasion Dalamyr, 24 Corsairs of Umbar

The turn after the War of the Ring i
declared

24 Morannon Orcs, 3 Orc trackers, orc taskmagter, orc

Mouth of Saurop Black Gate
drummer
Witch King Minas Morgul 10 orcs, 3 Orc trackers, 9 Black Numenorears, 5
Morgul knights
Gondor DolAmroth Imrahjl6 knights ﬁécglﬁ(rjr(l)rfgtohtSGondoknlghts, 3

Two turns after the War of the Ring |s

declared ; . King oKhandn Chariot, Rhanathariot, &hand

King of Khand KhandisBncampment ’ ’

foot

The turn after A

ra E"‘HOP"’?P‘F’ r

each evgith 'i“-f%gf)r%(‘) 5

Dwarves Iron Hills Dwarf King, 16 Dwarf warriétisagaduard
Buhrdur CarrDum 3wargiders, 16rcs
Ul i e Ly Gl D s sl areI‘Edasterlingin Easterlingi Easterlin@hieftain on foot, Bésterlinfpot, 5
9 v Easterlingataphracts
Dwarves Iron Hills Dwarf King, 16 Dwarf warristisadaduard
El Rivendell,othloriear Haldir5 elves h
One turn after the War of the North fs WS Edhellond EUIRNS EIELS (NN EHiTmel
declared
Khamul DolGuldur 30orcs

@

ElladarElrohirHalbarad® armored Rangers of tif
North on foot

Deep oEdoras

Rohan

Druadan Forest

Gahrburighan, 10 Woses

see

Any one turn after Aragorn takes thg patl . - Aragorn may summon the army of the dead
of the dead & reaches the stdfrect ri:ellowshlp Gl A e special rule)

After 2 or more hobbits érgegorn Fellowship Fangorn Ents may become roused (see special rulg
Once per game Fellowship Within 60 of Gagledmaylbe summoned (see special rulg

~

Ring of Power
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Special Movement Rules Places of Healing

Naval Invasiod Certain places in Middle Earth have the lore and faciliti
A force allowed to make a naval invasion may land at any heal even grievous injuries to stouthearted heroes. Th
location adjacent to navigable water. Navigable water are Rivendell, Fangorn, Lorien, Ithilien, Erebor/Lonely
includes the Bay of Belfalas and the River Anduin from its Mountain, Dol Amroth and Minas Tirith (see Places of
mouth to Pelargir. Middle Earth).

A force arriving by naval invasion must land on the turn it Combat Special Rules
arrives or be lost, it may not wait at sea. If the player has

boats to represent the invasion fleet, a force that arrived byFortresses Fortresses include Dol Amroth, Erebor (The
naval invasion may make another naval invasion as their onely. Mou ' mé s

) . . L t ai , He l
move for any figures withi garaﬁ Bur, Bcgl Gﬁdur%n%%lilhanszﬂl‘?ﬂ”g ?)J;er locatior

. have some defensive benefits, but do not count as full
Mounted FIgUI’eS fortresses_

Mounted figures may move more swiftly and fight more  Fy|| descriptions of the fortress and tower capabilities i
effectively in certain types of terrain. found in the Places of Middle Earth section.

Mounted figures, chariots and Mumaks may not enter

Mor i a, Shel obb6s lair, or Caradhras. I f 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 eamimaitnted
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:

AAragorn and Legolas may obtain mounts in either
Edoras or Minas Tirith.

ABoromir may obtain a mount in Minas Tirith or
Osqgiliath.

AGandalf may obtain Shadowfax at Edoras.

AGimli may not ride alone, but may mount with
Legolas with no move penalty. He will still fight on foot
even if moving mounted.

AThe 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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The Fellowship of the Ring Hunting the One Ring

The Fellowship of the Ring is a voluntary association of no The ring is inherently very evil, and it attracts evil creat
more than 9 heroes, selected from the good races. Their N addition, Sauron has encouraged all of his minions t
goal is to destroy the One Ring, which can only be done byhunt the ringbearer. The evil forces may not directly ha

casting it into the fires of Mount Doom. This is a the one ring, but must instead wound, capture and carr
treacherous quest, so the Fe||owsh|p is made up of very the ringbearer and deliver the Captive figure to their hol
strong fighters, powerful and wise leaders, and tough, base.

magieesistant halflings.
0The Ring CairheOneed@desaay He

The Fellowship has journeyed through many dark and corrupting influence on all around it. This makes it neal
dangerous places, and has just broken up under attack by | mpossi bl e to hold it aw,
Sarumands forces at the st tllowinggues refigcethegdliffiGhlges in managing the rir

The fellowship figures start as follows: ANo Good character or army figures other than the
AFrodo and Sam are placed anywhere on the Fell owship may spend mc
east bank of the Anduin above the Falls of the ringbearer. If they do, roll 1d6 each turn for eac
Rauros figure, it will be overcome and attack the ringbeare
AMerry, Pippin and Boromir are placed in contact arollof8. Roll for every f
with Lurtz and 12 Unakscouts at Amon Hen this can create a chain effect with multiple figures
AAragorn, Legolas and Gi nfeizing Ke reag apd ther heigg sigip by a pew y
from Boromirés force challenger.
k;andajf arrives as a reinforcement on turn 2 AThlS rule is not in effect in Rivendell or Lothlorien.

However, the ringbearer may stay no more than 2

Amon Hen: turns in either place

A battle is immediately f ougAlleOpeRingasehasadyisiv effest enevilf

Lurtzos force. |1 f Boromir i sfigyssdftheringdbpager i caniured ky peyilifosc

Lurtzos force may make an i milkceniainingdingyaithseeach fuin g randene |

captives. If they manage to survive, Aragorn, Legolas and member of that force will challenge it$ ledider

Gimli join them. 1d6 for each figure and add its attack and leadersf

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

Make Haste: previous leader kills the challenger).

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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The Minions of Sauron

If there are more than eight players, the primary commands 4. lSuIIadah g:jeater?tsof the leaders ocf_:‘the southern

should be split up. Start byssgngr%ag'?é(v'lt dﬁu ?%'rl?kt 8h fm

commands between two or more players, as follows: arurnah corrupted wizard, seeking the ring for
himself to supplant the Dark Lord as Master of

ATwo Players: Khamul, Easterlings and Mouth of Sauron; Middle Ea_trth .

Witch King, Khand, and Sulladan 6.The Goblin Kingruel leader of the goblins of the

AThree Players: Khamul and Easterlings; Mouth of Sauron Misty Mountains.

and Khand: Witch King and Sulladan 7.Easterling Kiiideader of Evil men allied to
AFour Players: Khamul and Easterlings; Mouth of Sauron 5?"““’” . . :
and Khand: Witch King: Sulladan 8.King of Kharideader of Evil men allied to Sauron

Although all of the minion players are theoretically on tl
same side (they all lose if the forces of good triumph),
g onecan be first in the eyes of Sauron. If the good side
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:

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 alerte
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:

A Capture the ring, bring to home basmints

A Capture a hobbit, bring to home bags

A Take a good citad20 points (split the points if
jointly done)

A Eliminate a good army figlipgoint

A Eliminate a good character fijiced e | 6 s
Leadership plus 5 points

A Lose home baseninus 25 points

A Goblin King taking Rivendell or Lddeble

2.The Mouth of Saufancorrupted Numenorean points

commanding Saurondés forces a't Sar[umagcagtlﬂn chbb'té[egqﬂbecaé)tﬁl? i

Mordor reaching Isengardpuble points
A Sulladan capturing Minas Téfithble points
A Sulladan capturing Pelafdrpoints

1.The Witch Kiilghe most terrifying of the ringwraiths,
his lieutenant is Gothmog, who commands the forces of
Minas Morgul

3.Khamul (Lieutenant of Dol Gildaoe) of the nine,
second only to the Witch King

STATUS POINT REC@RDNIONS 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 1

figure

Eliminate a good charaqgter

figure

Lose home base -25

TakePelargir 10

TOTAL
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The Coming of War

The War of the Ring:

Sauron had instructed his southern minions to also bid
eir time, as they built up their forces sufficiently to str

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

When they are ready or the time is ripe, they may unle:

their assault, the War of the Ring.

The War osaruman

Sarumawas biding his time, building his forces and
hoping to strike to seize the ring, and enhance his power b
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 one of the minions of Sauro

All normal rules apply Satibmadeclares the start of X .
PRl declares the opening of the War of the Ring, except the

the war @®arumarexcept for the following: :
ANomorethan5®B r umagés es may bfgllovxélr\llgze r 860
from the wallsleéngardt any timé.urtzand the o more than 5 of any
Urukhaiscouts do not count towards this restriction.
AAny scheduled reinforcements received must march
from their entry point direcibetgardt their
maximum move, by the shortest route. Such
reinforcements do not count towards the figure limit
above.
ALurtzand th&rukhaiscouts are exempt from these
restrictions and may move freely.

(orcs, trolls, Easterlings or Haradrim) may be wes
the River Anduin, or m
from the edge of Mordor at any given-tiNoe. *
including Saruman or Great Goblin.

AAny scheduled reinforcements received from Ha
must march from their entry point directly to The
Black Gate at their maximum move, by the shorte
route. Such reinforcements do not count towards
figure limit above.

Sarumamay declare the start of the VBarafan

during any of his turns. Once this is declared, the above
restrictions are lifted, buRthtearplayer receives double
reinforcements for the remainder of the game.

Any minion with forces on the south table may declare
start of the War of the Ring during any of their turns. Tt
players can consult with each other over timing, but thi
not required (they are evil rivats) of them may

The War of the North: declare the_stgrt of the_war. Once the war is declared,
d above restrictions are lifted, but the Gondor player rece

To aid his cause and tie down forces that otherwise could . .
increased reinforcements for the remainder of the gam

intervene against his pl&asyorad 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 Once during the game, but only after the War of the Ril

the time is ripe, they may unleash their assault, the War of NS been declared, the Mouth of Sauron can unleash &
the North. creeping darkness from Mordor. This lasts 5 turns, and

advances 80 from the bor.
combats fought within this darkness give a bonus to ce
evil figures (see the combat table). At the end of 5 turn
darkness is spent and has no more effect.

Special Rulé Creeping Darkness:

All normal rules apply until one of the miSaum®iof
declares the opening of the War of the North, except the
following:
ANo more than 10 of any mini@&ai rfiguned s . ~ .
may be more than 120 in Vé( _'B/I %i$ae%rtqr§q1s t3hient eq
base at any given time. multiple areas o_f the board at once. To reflect this, whil
the darkness is in effect, no minion of Sauron may mo\

Any minion with forces on the north table may declare the any figures within Mordor.

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 rivafs) 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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Artifacts of Middle Earth

Special Rules




