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elcome to The Two Towers the S

th'fEV‘iI player, you havethe' chance to do what Sauron’s
'in’ions fcould*not, slay Frodo and enslave all of Middle-

. ilI al;sohelp you collect and paint all the
. Detailed guides cover the techniques
our models painted and looking great.

to destroy the Ring. In The Two Towers we

campaign into three sectlons the advek how to build the terrain you need to

»u don’t have to build these, as you’ll
thers ways to represent terrain.
havmg a go, as dramatic terrain
he attles of The Two Towers

ORANDON

ARAGORN, LEGOLAS & GIMLI =-=---
MERRY & PIPPIN == === == e === = = =
FRODO & SAM === ===—-cceo---




At the back of this supplement you will find a
more advanced way to link the scenarios, to
form a continuing adventure. There is also a
summary of the profiles for all the model
warriors and creatures you will need to play.

The dice icon denotes The story — settmg . . Objectives’ . photograph shows the game
a Scenario page. the scene for this
_encounter.

descrlbés what each in progress, using the scenery
zde must do to win. - " described on the Terrain pages,
: and models painted as shown in
the Painting pages.

SCENARIO f

AMBUSH IN mﬂug

LAYDUT

s ). et ol
i 1 o

‘Layout’ explains how
fo set up the terrain —
this is also shown on

the board map.

: iheie pert und o
L~ , e s s
<piraidthanks 1 the o g i

food Depleyment Zone

Good Deplosment o

112

‘Participants’ lists . ;"VThe scenarios all have

the models required ‘Special Rules’ which
on each side to fight ‘Starlmg Posmons detalls . apply only for that ‘Points Match’ explains

this scenario. where to deploy your

 how to use the scenario
with different models to
those listed.

models (again this may be
illustrated on the map).

EQUIPMENT

You will see in The Lord of The Rings rules manual that
many characters have various options for the equipment
they carry, or mounts they ride. For the scenarios in this
supplement, players should choose whichever options best
match the relevant scene in the film or book. For example,
Gandalf the White is used in The Two Towers as opposed to
Gandalf the Grey.
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On Painting and Terrain pages, the different
paints are symbolised by coloured circles:

@ @ means use one colour followed by the next.

8 means to mix the colours.

Simple techniques and
, painting tips will help
you get great results.

A photograph of the
finished model shows
what to aim for.

‘ Step-by-step guides show

how we have painted the
—  models shown.

Colour guides show the
specific ',Citadel'(;‘ol'o o

A page showing all the tools and
materials you will need to
complete the terrain projects can
be found at the back of the book.

Particular téchniques
are highlighted.

FISSURE

ot gt

_ PAINTING AN Aok May of these are key
- techniques that can be
applied to other terrain
examples in this book as
well. This is a good way
to ensure your terrain

e s 1 1 730
bl

Each terrain project
has step-by‘st;ép "
photographs, explaining

clearly what to do.
. . collection all matches.




' THE TREASON OF ISENGARD

he War of the ng has begun and the forces of the

traitor Saruman march south out of the dungeons of
Isengard. Armies of bestial Uruk-hai and ferocious
Dunlending Warriors march upon Rohan, land of
King Théoden, intent on nothing less than its utter
destruction. Aragorn, Legolas and G1m 1set off
in pursuit of the Uruk-hai Scouts who have
taken Merry and Pippin prisoner as Vthc,,lnvasmn ',
begins. King Théoden sits withered and decrep’it
on his throne, held enfeebled by Saruman’ s
power and Rohan is ready to fall. But Rohan is not ‘
without heroes, and its Captains rally their warriors o
to fight the invading armies and save their ‘
homeland from destruction.

Merry and Pippin’s fate lies not in Isengard, but
in the depths of Fangorn Forest where they
encounter creatures as strange as any they
have met before. The company of Aragorn ;
travels deep into Rohan as Saruman’s
invasion continues, heading inexorably
towards a fateful battle at the great
fortress of Helm’s Deep. ..

AL O] senmenaccar
LEGOLAS & GIMLI

1: Let’s Hunt Some Orc
| 6: Warg Attack

DMERRY 81 PIPPIN === === ===

< | 4: The Wrath of Rohan
1 5: Alone in Fangorn

'i 8: The Last March of the Ents
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THE FELLOWSHIP OF THE RING TERRAIN

From the tower of Orthanc to the stronghold of Helm’s Deep, The Two Towers features vast landscapes and
impregnable fortresses. In this book we show how to recreate some of the key terrain that features in this part of

the story for use in your games.

If you’ve already played through The Fellowship of The Ring supplement you will be familiar with the idea of
playing scenarios using a board full of terrain. Much of that scenery can also be used in The Two Towers.
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URUK-HAI SCOUTS DRYBRUSHING

@©  Hair: Chaos Black, For this technique, you'll need to

Codex Grey | use a Drybrush, and some fairly
@€ Icather: Scorched | thick paint. Work the colour into
Brown, Scorched | the brush and then wipe any
Brown/Bleached Bone excess back onto the palette.

Begin by stroking the brush
gently over the surface that you
wish to highlight. The brush
should deposit a fine, even
dusting of colour over the raised
areas of the model.

@® ® © Skin: Dark Flesh,
Brown Ink, Dark
Flesh/Bleached Bone

'URUK-HAI ARMOUR

S,tart by dryb’ﬂ’,tshir;g all armour with ’ﬂﬂ‘BifZT'

[ VRASKO e
b Vrask commands the i Sycout Uruk hal off v Coaan with lust, feral Uruk-hai warriors wear
‘,Isengard He is - cunning and l tle armour an . fhéihd weapons. They share the
resourceful and his twm shot crossbow is .

the terror of h1 enemies. '

Models such as this
benefit from a little
more time painting
their extra details.
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ORC TUNIC

@O Armour: Tin Bitz,
Chainmail

€] Hair: Graveyard Earth

@@® Leather: Scorched Brown,

Dark Flesh

Skin: Catachan Green or
Camo Green or
Codex Grey

©0e

LAYERING

Layering is a highlighting
technique achieved by painting
successively lighter graduations
of colour on a model. Painting
layers over a black undercoat
provides highlights that are simple
to achieve and look effective.
With practice you'll be able to add
more layers of colour, thereby
creating a more subtle appearance.

Chaos Black and Codex Gre

,,,,,,,,,,,,,,

y a final highlight mix of
‘odex Grey and Bleached Bone.

GR!SHNAKH
The cunning '
Grishndkh is
painted the same
f as other Orcs
:

i

but is .
distinguished

by his red
; skin colour.
i

GRISHNAKH

Bleached Bone

Vermin Brown

©O Bones: Bubonic Brown,

@®@® Skin: Dark Flesh,

BASING

The easiest way to add
textured material to a base is
to paint it with PVA glue and
then dip it into a tray of
modelling sand. Once the
sand is dry, paint it with the
following colours:

@® Scorched Brown
@® Bestial Brown
O Bleached Bone

Finally, paint the edge of the
base Bestial Brown. To
complete the base, dab on
patches of PVA glue and then
sprinkle it with static grass.

it S
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ARAGORN
T ¢)

Boots:
Scorched Brown,
Scorched Brown/

Bleached Bone

® O © O Skin: Dark Flesh,
Dwarf Flesh,
Chestnut Ink,
Dwarf Flesh

®® Hair:

| 16}

Scorched Brown,
Bestial Brown

Sleeves:
Shadow Grey,
Fortress Grey

@® © ® Sword: Boltgun

Metal, Chainmail,
Mithril Silver

INK WASHES

An ink wash is a fast way of
shading a colour. Water is added
to an ink or paint to thin it down
slightly, and this is then applied
over a light base colour. The ink
will run into the crevices and
folds of a model providing
natural looking shading.

the mix and apply final
 highlights.

| MERRY . o
| Abrave Hobbit from the Shlre Merry is as cheerful as | | Pi
| ’hls name suggests. It is thanks to this loyal and brave
| Hobbit that Treebeard and the Ents join the flght

agamst Isengar‘

. closest friend, and maintains the
 are the Hobbits sought by the Uruk-

PIPPIN

{ J€)

| @@ Coat: Regal Blue,
Ultramarines Blue

Hair:
Bestial Brown,
Vomit Brown

@® Leather:
Scorched Brown, Skin: Dwarf
‘Bestial Brown Flesh, EIf Flesh
@O Scarf: @O Sword: Boltgun
Codex Grey, Metal, Chainmail

Fortress Grey

MERRY
®® Coat: Dark
Angels Green,
Goblin Green
@® © O Hair: Snakebite
Leather,
Desert Yellow,
Bleached Bone
@O Trousers:
(&) Skin: Dwarf Scorched Brown,
Flesh, EIf Flesh Bleached Bone
@0 Sword: ©O Waistcoat:
Boltgun Metal, Vomit Brown,
Chainmail Bubonic Brown

Trousers:

0O

Shirt: Fortress
Grey, Skull White

Scorched Brown,
Bestial Brown

A EMEALAE




~ PAINTING

4
/
/
/
/

i

it ;h‘ef:ightis alongside Aragorn and Gimli in Let’s Hunt Some
3attle For Helm’s Deep (scenarios 13-17).

PALETTE

@ ® ® Bow: Scorched Brown,
Dark Flesh, Bestial Brown

e

Leather:
Scorched Brown, Scorched
Brown/Bleached Bone

Paint a base colour of Chainmdil. -

 Apply a Black Ink wash.

[ YeJe) Daggeré: Boltgun Metal, @®0O  Leggings: Shadow Grey,
Chainmail, Mithril Silver Fortress Grey
© © O Gold trim: Shining Gold, ®@®  Quiver: Dark Flesh,
Chestnut Ink, Burnished Gold Bestial Brown
i © © O Hair: Vomit Brown, [ Skin: Tanned Flesh, Dwarf
1 Desert Yellow, Bleached Bone Flesh, Dwarf Flesh/Elf Flesh
Y \
z |
=
P /
Gobli'n Green.
Gimli is a Dwarf warrior from Erebor. H and together with Aragorn and Legolas
appears in Let’s Hunt Some Orc (scenari ittle For Helm’s Deep (scenarios 13-17).
PALET T E [ 1 ] Axe haft: Dark Flesh, Bestial Brown
@@ Beard: Dark Flesh, @®® O Leather: Scorched Brown,
Dark Flesh/Bleached Bone Bestial Brown, Bleached Bone. \
@ O © Chainmail & axe blades: Boltgun @ © © O Skin: Tanned Flesh, Dwarf Flesh,
Metal, Chainmail, Mithril Silver Chestnut Ink, Elf Flesh
@ Gold trim: Brazen Brass, @oe Tunic: Scorched Brown/Scab Red,
Shining Gold Red Gore
e \
EEl \
3 ‘s
- |
L /
a8

Paint the details with Shining Gold.

MNALAFMRCAT S Mmmmm«
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TERRAIN

Hof The Lord of The Rlngs scenano . MATER]ALS
vantage pomts from Whlch to ﬁre upo an ene Wooden basing material
Polystyrene foam
1mpassable ThlS o Ready-mix filler

on the opposite page. Gravel

Stones i
Sand ![
PVA glue L
Textured paint

1. Start by cutting an oval or 2. Glue on a layer‘ of 3. Sculpt this area into crag 4. Apply a little filler to the |

kidney-shaped base for your polystyrene foam, then shape shapes with flat areas large  crags then glue on patches of
hill __it, leaving one side unsculpted. enough for models to stand on. gravel and stones. Finally, |
- ' . . ‘ . cover with a layer of sand. "

PAINTING CRAGS :

Before you start drybrushing, paint the crags with textured paint and undercoat them with Chaos Black.

e

1. Drybrush Dark Flesh in between 2. Then drybrush the rocks with 3. Finally drybrush the edges Fortress
the rocks. Codex Grey. Grey followed by Rotting Flesh.
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 1.To make a stepped hill, st
polystyrene foam.

er onto a larger piece of .
ou to cut a large enough base.

FISSURE

Use a hot-wire cutter to cut a long flat hill shape
from polystyrene foam. Then use the cutter to
remove the centre of the hill. Cut a base

for the, fissure then texture and
paint to match the crags.

3. Glue the twb layer
to create a gradual slo
 hill 0pp031te ‘

PAINTING AND FLOCKING A HILL

Using a large flat-headed brush paint
the hill using the following colours:

1. Basecoat
Snakebite Leather

1. Apply patches of PVA to the hill. You 2. Sprinkle on static grass in patches
- may find it useful to water down the glue. _onto the wet glue.
2. Drybrush o
Vomit Brown

3. Drybrush .
Bleached Bone

3. Use modelling flock to fill in kthe ; ’4. Once dry, spray the hill with Purity
_ caps then knock the excess onto a  Seal. This will stop the flock from
. sheet of newspaper. . ~ ~ falling off.




SCENARIO 1

LET'S

he Fellowsth is broken. After the attack of the Uruk-
| hai at Amon ‘Hen, Boromir lies slain, Sam and Frodo
have chosen their own path to Mordo'r and Merry and

clutches of the Uruk-hai. The Ur
Aragorn and his companions, an

PARTICIPANTS
| GOOD

Aragorn/Strider with Andurll and Elven cloa.k

- Legolas with Elven cloak '

Gimli with Elven cloak

EVIL

- 8 Uruk-hai Scouts o
- 4 Uruk-hai Scouts with sword and shleld .
3 Uruk-hai Scouts with Orc bow

“We must follow the Or(:su if th
hope that any of our Con ‘
living przsoners :

Gimli, The Two Towers.

- Evil Deployment Zone .

24"/56cm

' ~LAYOUT

~ west of Amon Hen. As such, the ground is strewn with the |

of warriors to ambush any that dare pursue Can Aragorn s
company break through to save Merry and Plpp mz .

The scenario is played on a board 24"/56cm by 24"/56cm.
This encounter takes place the rocky pathways north and

occas10nal rocky outcrop and two rocky hills (see map).

s STARTING POSlTlONS |
_ The Good player places his models touching the eastern
. board edge, w1th1n 3"/8cm of the middle of the board edge. |

yer then d1V1des ‘his force into three roughly |
~ s, d ploymg one group touching each of the
tern southem and northern board edges. No model |

. ‘may be deployed w1th:1n 12"/280m of an enemy model.

POINTS MATCH

Good (450 points)

Must be composed entirely of Heroes and nominate
one Hero to take the place of Aragorn. No Good
models may ride steeds of any kind.

Evil (175 points)

No more than a third of the Evil models may be
armed with bows or crossbows and none may ride
steeds of any kind.

Good
Deployment Zone

 24"/56cm

T ARCAL A A A SRR AR




OBJECTIVES

Time is of the essence, and if Aragorn and his company
cannot break through the Uruk-hai quickly, then Merry and
Pippin may be lost forever. The Good player wins if
Aragorn and at least one other Good model escapes from
the western board edge by the end of turn seven. The Eyvil
player wins if he manages to prevent this. .

 SPECIAL RULES

Forth the Three Hunters: Though pursuing the Orcs with
great vigour, the three Good Heroes are weary after the
battle atop Amon Hen. To represent this, Aragorn, Legolas
and Gimli ystyart the game with their Might, Will and Fate
points reduced to 1 (though Aragorn’s Mighty Hero rule
still applies as normal).
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R R R s e T

he warriors of Rohan dwell n the huge grasslands of the Riddermark. They are expert horsemen and central to The
Battles for the Fords of Isen (scenario 2 and 7), The Scouring of the Westfold (scenarlo 3), The ‘Wrath of Rohan
(scenario 4), Warg Attack (scenano 0) ,‘aynd; Th Battle For Helm’s Deep (scenarlos 13.17). '

.

Ty

ROHAN

Y ) Axe/spear hafts, bows:
Dark Flesh, Tanned Flesh

L X Cloaks: Dark Angels Green, Snot Green

@] Gold trim: Shining Gold, Chestnut Ink

Hair: Desert Yellow or Bronzed Flesh

(X Leather: Scorched Brown, Bestial Brown

©® O ® ©Metal: Boltgun Metal, Chainmail, Black Ink,
Mithril Silver

® Red cloth: Scab Red, Bronzed Flesh

@0 Shield boss: Bleached Bone, Skull White

® Shield colours: Dark Flesh or Dark Angels Green
] Skin: Tanned Flesh, Dwarf Flesh

These Heroes of Rohan’far pa te S Ame way as the»warriors, withanyg;’dif‘fer'eHCes‘ detailed below.

THEODEN | THEODRED

@® ® Armour: Scorched Brown, Bestial Brown ® O Armour: Catachan Green, Fortress Grey

O® Gold trim: Burnished Gold, Mithril Silver ; @ O Hair: Snakebite Leather, Bleached Bone

@ O Hair: Desert Yellow, Bleached Bone @ O Horse: Scorched Brown, Scorched Brown/
i Bleached Bone

§3 @ a Skin: Dwarf Flesh/Codex Grey, Brown Ink,
Dwarf Flesh/Bleached Bone | O® Gold trim: Burnished Gold, Mithril Silver

@ Sleeves: Red Gore, Bronzed Flesh @ Sleeves: Red Gore, Bronzed Flesh

OO Horse: Fortress Grey, Skull White

AR A AR TN AT




EOMER

.6 Armour: Scab Red/ Blood Red,
Scab Red/Blood Red/Fortress Grey

O © Gold trim: Burnished Gold, Mithril Silver
@® O Hair: Graveyard Earth, Bleached Bone
OO Horse: Codex Grey, Fortress Grey

GAMLING

@® ® Cloak: Dark Angels Green, Goblin Green
O © Gold trim: Burnished Gold, Mithril Silver
© O Hair: Snakebite Leather, Bleached Bone

@ ® Horse: Scorched Brown, Bestial Brown

@ O Sleeves: Scab Red, Bleached Bone

@ O Cloak: Catachan Green,
Catachan Green/Bleached Bone

O Gold trim: Shining Gold,
Chainmail

® ® Hair: Bestial Brown,
Vermin Brown

] Sleeves: Red Gore,
Bronzed Flesh

ERKENBRAND

@® ® Cloak: Dark Angels Green, Snot Green
O ® Gold trim: Burnished Gold, Mithril Silver
© O Horn: Codex Grey, Skull White

@® @ Hair: Bestial Brown,
Vermin Brown —

‘ O Shield: Scab Red/Blood Red,
Fortress Grey

@ Sleeves: Red Gore,
Bronzed Flesh

ROYAL GUARD

O©® Gold trim:
Burnished Gold,
Mithril Silver

@® Sleeves: Red Gore,
Bronzed Flesh

® ® Shields:
Dark Angels Green,
Snot Green

EOWYN
Whilst Eowyn isn’t in any of the scenarios, you may

like to include her in Points Match games.

@ O Dress: Shadow Grey,
Space Wolves Grey

© O Hair: Bubonic Brown, ﬂ"‘
Bleached Bone

@ @ Jerkin: Scorched Brown,
Bestial Brown

@O0 Skin: Tanned Flesh,
Dwarf Flesh, EIf Flesh

WA A MR A AN A
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_ TERRAIN

more vanety.

MATERIALS

Wooden basing material
Thick card

3mm balsa wood

Teddy bear fur
Masking tape

Brass ring

PVA glue

Pencil

utting two card rectangles measuring
nd cut them out using a

3. Assemble the building using PVA glue Us‘k masking tap
card triangles on the corners to add E:xtra streng
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5. Glue four strips of balsa to t
to match the angle of the ro
shutters and doors '

i Cut a roof from card 135x150‘
in half. Using the pitched roof a
triangular pieces of card to ensu

' ,40mm Wlde nd;gl

itched roof is treated in the same way as
. Just make sure that they run vertically

c‘(')cktail,ysticks, small stones and

es a gréat addition to the Wrath
25

PAINTING A ROHAN HOUSE

The Rohan house was drybrushed using the following colours:

THATCH

@ Scorched Brown

@ Scorched Brown/
Codex Grey

‘ 'SnakebitekLeather
© Vomit Brown
O Bleached Bone

WOOD

@® Scorched Brown

@ Scorched Brown/
Codex Grey

O Bleached Bone

ATRKALIAE




SCENARIO 2

EVIL

Vraskda, Scout Uruk ha; Captam

, ‘Dunlen i 'eftam w1th two handed axe
10 |  Isengard Tr
of Rohan, guards its eastern shore his command are. 3 Dunlendmg Warrlors Wlth sh1e1d

the warriors of his éored, brave and loyal Rohirrim who 3 Dunlending Warriors with bow

will sell their lives dearly to defend their lands. However 3 Dunlendmg ‘Warriors with two-handed weapon
Saruman’s forces will settle for slaymg Theodred and 8 Uruk «hal Scouts ‘
undermining Rohan’s leadership just as readily as winning .
the fords. Though he cannot know zt Théodred’s doom i
at hand. .

PARTICIPANTS
GOOD

Théodred on horse
Erkenbrand on horse ,
Captain of Rohan with shield
3 Rohan Outriders

 The scenario is played on a board 48"/112cm by
48 112cm The Rlver Isen flows down the centre of the
board, from short board edge to short board edge and is |
oughly 6"/14cm wide. In the centre of the board is the }
- Ford of Isen, which is roughly 6"/14cm wide and counts as

§ Pasplons of Rohag with shicld open ground. The land around the ford is mainly flat, with
- 8 Warriors of Rohan with throng spear and shleld e : : |
occasional clusters of rocks and brush.

8 Warriors of Rohan with bow . . s o |
8 Riders of Rohan . ‘ . " : ' ‘
4 Riders of Rohan with throwing sp car
1 Warrior of Rohan Wlth banner

Evil Deploynient,
Zone

Good Deployment Zone

48"/112cm 48"/112cm

AL AIKCAR-YASR AL AL MIKCALFADE




STARTING POSITIONS

The Good player deploys all of his models except
Erkenbrand and the Riders of Rohan on the eastern side of
the river. The remainder of the Good forces are not
deployed at the start of the game, but may become
available later. The Evil player deploys all of his forces
within 12"/28cm of the table edge on the opposite side of
the river.

OBJECTIVES

The warriors of Rohan are arrayed upon the main
crossings of the River Isen and must turn back the forces
of Saruman. The Good side wins if Théodred survives and
there are no Evil models on the Rohan side of the river
after fifteen turns. If neither of these conditions are met,
the Evil side wins. If the Good side can only achieve one
of the objectives, the game is a draw. ‘

SPECIAL RULES

The River Isen. The river is in full flow and thus may not
be crossed except by swimming or by using the ford. Any
model that wishes to cross the Isen by any route other than
the ford must make a Swimming test, as described in the
main rules manual.

Death to Théodred. Saruman has demanded that his
minions slay Théodred to further weaken the resolve of the
Horse-lords, and no mere arrow will do. For the duration of
this scenario, no Evil model may target Théodred with
shooting of any kind. Such is Théodred’s resolve to drive

off the invaders. that he must charge an Evil model if he is
within charge range at the beginning of his move.

Théodred’s Doom. Though Théodred has fought in many
battles, and has ,,always come out the victor, he is
ultimately ill-fated.'For the duration of this scenario, every
time an Evil model rolls to wound Théodred in a fight and
fails, the Evil player must re-roll the dice.

Erkenbrand! Starting at the end of turn five, before players
roll for priority, roll a D6. If the score is a 6, Erkenbrand and
the Rohan reinforcements have arrived, and may move on
from the eastern board edge at the end of the next Good
Move phase. Newly arrived models may not charge, but may
otherwise move as normal. If they do not arrive, roll again at
the same point of turn six, with the reinforcements arriving a
5 or 6. On turn seven, the score required will be 4, 5 or 6 and
will 'Continue to be reduced by one (to a minimum of 2).

POINTS MATCH
GOOD (575 points)

Must include two Good Heroes to replace Théodred
and Erkenbrand. Roughly half of the Good force
takes the place of the reinforcements.

EVIL (575 points)
Must include at least one Evil Hero. No more than
33% of Evil models may carry a bow of any kind.

AR
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SCENARIO 3

/ River Isen  EVIL
hold back the he ; Dunlendmg Chleftam w1th two handed axe

Dunlendings, smaller ,

~~ Westfold. Plundering and destro  their path, their 3 Dunlendmg Warriors Wlth two-handed axe
goal is to sow terror and slay the people of Roha 'Despn‘e 3 Dunlendmg Warriors with bow
the swiftness and savagery of these attacks, bmve men of 8 Uruk hai Scouts Wlth shleld
Rohan protect the innocent civilians from Saruman’s -hai
raiders. Survival for the inhabitants of the Westfold s
slim, but the Rohan Outriders are racmg to their azd
together they may yet be vzctorlou ‘

PARTICIPANTS

GOOD

Captain of Rohan with shleld , ;
Captain of Rohan with shield and horse
3 Rohan Outriders

4 Warriors of Rohan with shleld ;
-4 Warriors of Rohan with spear and shleld ‘
4 Warriors of Rohan with bow '
1 Warrior of Rohan with banner
1 Rider of Rohan with banner

“Rohan houses w1th1n 12”/28cm of the centre of the board
(see map) There are also two small ‘hills, one small wood (of
about three trees) and one large Wood (of about five trees).

"STARTlNG POSlTlONS

The Good player places the Captam on foot and Warriors of
Rohan anywhere within 6"/14cm of any of the houses. The
Evil player then positions his models touching any board
‘edge, with no more than eight models on any one edge. The
Rohan Outnders, the mounted Captain and the Rider of
Rohan with banner do not 'start the game in play, but will
become avaﬂable as reserves later (see special rules).

Evil Deployment Zone

Good Deployment Zone

48" /112cm 48" /112cm

KA AT AL
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OBJECTIVES ,

The Rohirrim have mustered to defend the Westfold
against the Dunlendings and Saruman’s Uruk-hai. The
Good player wins this scenario if at least two out of the
three houses survive the game. The Evil player wins if his
force can destroy all three of the Rohan houses by setting
fire to them. If two houses are destroyed, the game is a
draw. The game will end if all three houses are destroyed,
or the raiders are killed.

SPECIAL RULES

Burning houses. The Dunlendings and Uruk-hai carry
torches and oils to set alight the houses and barns of the
Rohirrim. At the beginning of the Fight phase, any Evil

model in base contact with a Rohan house who has not

used a missile weapon and is not engaged in a fight may
attempt to set the house alight. Roll a D6; on a 5 or a 6 the
house is set ablaze. Additional Evil models can help set the
house alight. For each additional Evil model helping,
reduce the score needed by 1. A roll of 1 always fails
though. : L o

Once it is on fire, place a counter beside the house to show

it is burning. Each turn that the building remains on fire,

add another counter at the end of the Fight phase on the
score of a 4,5 or 6. Once a building has six counters, the
fire has consumed it, and the building is destroyed.

Good models can attempt to beat out the flames before
they can fully take hold. At the beginning of the Fight
phase, any Good model in base contact with a Rohan
house who has not used a missile weapon and is not
engaged in a fight may attempt to set beat out the flames.
Roll a D6; on the score of a 5 or 6 remove one counter
from the burning building. If this reduces the number of

counters to O, the flames have been extinguished
completely. Additional Good models can help beat out the
flames. For each additional Good model helping, reduce
the score needed by 1. A roll of 1 always fails though.

Reinforcements. The Rohan Outriders have been
dispatched to reinforce the Westfold and are racing
towards the scene of the battle. From turn two onwards,
make a roll, before ro]ling for priority, to see if they arrive.
On turn two the reinforcements will arrive on the score of
a 6. If they do not arrive, add 1 to the dice roll each turn
until they do (a roll of 1 always fails though). When they
arrive, reihfgréements enter play from the east board edge,
as shown on the map. They may not charge on the turn
they,m'riv‘e‘,,bu,t may otherwise act normally.

D‘espei;atté“ﬂ defence. The Rohirrim defending the village
know full well that the lives of many innocents, possibly
their families and friends, are at stake if they cannot defeat
the invaders. The Good side does not have to test for being
Broken in this scenario.

POINTS MATCH
GOOD (300 points)

Must include at least two Heroes, none of which
may have more than 2 Wounds. Roughly a third of
the force takes the place of the reinforcements,
including a Hero.

EVIL (300 points)

Must include at least one Hero, none of which may
have more than 2 Wounds. No more than a third of
the force may carry bows of any kind, and no Evil
models may ride steeds of any kind.
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Even as Merry and Pippin are borne towards Isengard by
the servants of Saruman, the Riders of Eomer scour the
plains of Rohan for intruders, slaughtering all enemies
that they find. By chance Eomer and his warriors happen
upon Ugliik and his band. Even as the Rohirrim charge

towards the unsuspecting Orcs, Merry and Pzppm struggle

with their bonds, desperately trying to flee from their
captors. Seeing the attack as the‘dwerszon they need, the
Hobbits prepare to flee into the nearby woods, hoping that
they will not fall foul of the chaos of battle.

PARTICIPANTS

GOOD

Meriadoc Brandybuck with Elven cloak
Peregrin Took with Elven cloak

Eomer with horse

Captain of Rohan with horse and shield

3 Rohan Outriders

12 Riders of Rohan ~
6 Riders of Rohan with throwing spear

1 Rider of Rohan with banner

EVIL

Ugluk

Grishnakh

8 Uruk-hai Scouts

8 Uruk-hai Scouts with shield

8 Uruk-hai Scouts with bow

8 Orcs with shield

8 Orcs with spear

4 Orcs with bow

4 Orcs with two-handed weapon

Riders of Rohan
Deployment Zone

48"/112cm

two small woods (of about three trees) and one large wood

place within 12"/28cm of the Fangorn edge (see map).

STARTING POSITIONS

‘The Evil player places all of his models within 12"/28cm i

_ of the board. The Rohirrim force is divided into two equal |

 OBJECTIVES

 The Good player has two objectlves Firstly, the Hobbits

LAYOUT

This scenario is played on a 48"/1 IZCm x 48"/112cm table,
representing the edge of Fangorn Forest. The northern
edge of the board is heavily wooded — represent this with

(of about five trees) and as many other trees as you can

There are also two small hills and several rocky outcrops
on the board, as well as a campfire in the centre. ;

of the centre of the board. The Good player then positions
rry and Pippin anywhere within 6"/14cm of the centre

halves, and split between the east and west edges, within
6"/14cm of the table edge.

must escape into Fangorn, by moving off the Fangorn
board edge. Secondly, Eomer, enraged by the Orcs
trespassing on his land, must wipe out all the Evil models.
If the Good player only achleves one of these objectives,

the game is a draw. &

For the Evil player to win, he must have control of the |
Hobbits and reduce the Riders of Rohan to 25% of their ll
starting numbers. , F*

- Evil Deployment Zone

Hobbits
Deployment Zone

48"/112cm

' Riders of Rohan
Deployment Zone
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SPECIAL RULES

Controlling the Hobbits. At the start of the game the Hobbits
are presumed to have slipped their bonds and are ready to
make a break for it. While the Hobbits remain within 6"/14cm
of the fire, they cannot be charged or attacked in any way and
may never be targeted with shooting. Merry and Pippin may
move and fight as normal, but if they move beyond this, they
may be attacked as normal. If the Hobbits lose a fight, the
Orecs will not slay them (except Grishndkh, see below),
instead they will be taken prisoner, at which point each
captured Hobbit will count as a light object (see the main
rules manual) and are considered to be controlled. Should the
captor be forced to release a controlled Hobbit, it may act as
normal from that point onward.

Fleeing Hobbits. Merry and Pippin are terrified, and ready
to flee for their lives. They do not take Courage tests (of
any kind) in this scenario. In addition, Merry and Pippin
may only charge an Evil model that is already engaged
with his fellow Hobbit.

Grishndkh. Unwilling to fall into line with the rest of the
Orcs, Grishnakh is quite happy to take Hobbit corpses
back to his master. If at any point the Hobbits are more
than 6"/14cm from the centre of the board, Grishnakh may
attack and wound them as normal. If he kills the Hobbits,
they count as ‘controlled’ at the end of the scenario.

POINTS MATCH
GOOD (500 points) ,
Must include two models to take the place of Merry |
and Pippin (1 Wound maximum). The remainder of
the force takes the place of Eomer and his warriors.

EVIL (475 points)

Must include two Heroes, with no more than 2
Wounds, one of which takes the place of Grishnakh.
No more than a third of the force may carry bows,
and no Evil models may be mounted.
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- aﬁ’ destroyed b Orcs. Powerful adversaries,
Ents appear in The Last March of the Ents

TREEBEARD

®® O® Bark: Scorched Brown,
Graveyard Earth,
Bleached Bone,
Brown Ink

@@®® Leaves: Dark Angels
Green, Catachan Green,
Dark Green Ink

Trees come in many different
colours and the best reference is to
| take a look in your garden. To get
you started, below are two alternate
palettes.

SILVER B‘A"RK‘ '

OAK BARK

 Finally highlight with a light
 drybrush of Vomit Brown.

First apply a heavy drybrush of Scorché‘d : :
Brown over a Chaos Black undercoat.




MATERIALS

Wooden basing material Clump foliage

table top There are a num ~ ] ) Smm thick foamboard Model hedge
grass and roots, and these can a Ready-mix filler k Green flock
larger models, such as the E; Gravel Static grass
- . Stones PVA glue
1. First cut a wooden base Sand

and bevel the edges.

: 1u small stones

a modelylmg' knife.

. Paint and flock the base to
match the rest of your hills.
ttach patches  of clump
foliage and small pieces of
model hedge to finish.

APPLYING UNDERGROWTH
TO BASES

Pieces of clump foliage
and model hedge can also
be used to decorate bases
of large models. Ents
look particularly effective
when their bases are
finished in this way.

APEAT AL NRCALIAE

MEATAT-ATRCAE




SCENARIO 5

ALONE IN

heir daring escape from Uglik and Grishndkh
successful, Merry and Pippin flee into the depths of
Fangorn, hotly pursued by the remnants of Uglik’s Orc
band. Alone, they have no chance against a band of ravening
Orcs, and should they be caught, the Hgbljits’ fate will be

painful and their death slow. But Fangorn is a mysterious

place, and there are things far stranger and iﬂore deadly than
mere Orcs living beneath its leaves and boughs.

PARTICIPANTS

GOOD ,
Meriadoc Brandybuck with Elven cloak
Peregrin Took with Elven cloak
Treebeard

EVIL

1 Orc with shield

1 Orc with spear

1 Orc with Orc bow

1 Orc with two-handed weapon
1 Uruk-hai Scout

1 Uruk-hai Scout with shield

1 Uruk-hai Scout with Orc bow

Evil Deployment Zones

24" /56cm

FANGORN

LAYOUT

This scenario is played on a 24"/56cm x 24"/56cm table,
representing a small clearing of the mighty Fangorn
Forest. Two small forests (of about three trees each) and
one large forest (of about five trees) should be placed on
the board as shown. Additionally, as many other trees as
are available should be placed on the board, with these
extra trees no closer than 3"/8cm to each other. Two small
hills and several areas of difficult ground should also be |
placed on the board (see map).

STARTING POSITIONS

Merry and Pippin start the scenario touching the centre of ~‘
th,eie‘afstx board edge (see map). The Orcs and Uruk-hai all |
start deployed within 6"/14cm of any corner of the map, as

shown. Treebeard is placed in the centre of the board. \

|
|

“The Hobbits turned and fled deep into
the shadows of the wood.”

The Two Towers

: Treebeard

24"/56cm

Good Deployment Zone
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OBJECTIVE

With the rest of their raiding party slaughtered, the Orcish
warriors chasing Merry and Pippin are now quite happy to
slay the two Hobbits and drag their corpses back to their
master.

The Good player wins if Merry and Pippin survive the
scenario. The Evil player wins if both Merry and Pippin
are slain. If only one Hobbit is killed, the game is a
draw. The game ends if both Hobbits, or all the Orcs are
slain.

SPECIAL RULES

Panicked Orcs. The Orcs know that only bringing the
Hobbits back to their master will save them from harsh
punishment. At the start of the game, all Evil models
follow the rules given for Sentries, as explained on page 73
of the main rules manual.

Slumbering Treebeard. Treebeard is deep in sleep, and
has no idea of the Hobbits’ plight. He is, however, the
tallest tree in this part of the forest, and his sturdy branches
are the perfect place for the Hobbits to hide. If the Hobbits
are in base contact with Treebeard they will wake him on

the score of a 4+ at the start of the End phase. Once woken,
Treebeard acts normally from the following Good Move
phase onward. Until woken, Treebeard cannot move or
fight; ‘has no control zone and will not alert sentries if they
are within 4"/10cm at the end of their move.

Scenario Note. If you wish to play this scenario as it
appears in the film, simply swap all the Evil models given
in the scenario participants for Grishndkh.

POINTS MATCH

GOOD (225 points)

Must include 3 models, two of which may not have
more than 1 Wound. The most expensive of these
models takes the place of Treebeard.

EVIL (50 points)

Force must be composed of either a single Hero with no
more than 2 Wounds, or entirely of Warriors that have 1 |
Wound each. No more than a third of the Evil models |
may carry bows, and none may ride steeds of any kind.
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warriors mounted on vicious Wa (scenario 6) a;id th[e‘Second Battle of the Fords.
of Isen (scenario 7). , : . , ;

WARG
@®® Skin: Chaos Black,
Codex Grey

@O Teeth: Scorched Brown,
Bleached Bone

@@ Tongue: Red Gore, Red
Gore/Bleached Bone

To paint the Orcs, refer to the
colour palettes on page 9.

WARG FUR

Heavily drybm&h‘ the fur

, ; Fmally, apply a lzght drybrush of
Scorched Brown. .

Snakebzte Leather.

The leader of the Warg Rlders is the Venomous Sharku HlS hgh loured s : > different from the rest of his Warg
Riders, maklng him stand out. . , . ‘

Paint a basecoat mix of  Highlight with a mix of  Add Skull White to the

 Vermin Brown and - Vermm Brown and previous mix for the final
highlight.

Brown k. . Skull Whlte .
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he Dunlendmgs are sworn enermes of Rohan , together Wlth Saruman, seek its downfall. They are courageous
warriors and take part in The First Battle of th ,,Fords of Isen (scenano 2), the Scouring of the Westfold (scenario 3)
and The Battle For Helm’ s Deep (s{enarlos 13 17)

WARRIORS OF DUNLAND

( T ) Cloth: Scab Red, Blood Red
] ] Leather: Scorched Brown, Bestial Brown

® @ O Metal: Boltgun Metal, Black/Brown Ink,
Chainmail

@ Skin: Tanned Flesh, Dwarf Flesh
@0 Trim: Brazen Brass, Mithril Silver

Hair: See the Rohan painting guides

ARMOUR

sh off by drybrushing
- with Chainmail.

WILD MEN

@O Cloth: Codex Grey,
Fortress Grey

@O Fur: Shadow Grey,
Space Wolves Grey

@ Hair colours: Codex Grey
@® or Scorched Brown or

[ ] Bestial Brown

@

@ Leather: Scorched
Brown, Bestial Brown

@® O Skin: Tanned Flesh,
Dwarf Flesh

@®® Wood: Scorched Brown,
Bestial Brown




SCENARIO 6

ng Théoden has commanded that the czzy of Edoras be
emptied and that his people make their way to the
ancient refuge of Helm’s Deep, a journey that is both long—
and fraught with pertl Saruman’s forces scour the lands of
Rohan, looking to ambush and s doden’ 's people
before the Rohirrim can reach saf (
chance upon a group of ene_ 1y S¢ an
the Warg Riders looks set to d 1d upon them. King
Théoden, Aragorn, Legolas and Gimli rally the deers of
Rohan to intercept the Wolves of Isengard. Led by Sharku,
the Warg Riders will offer no mercy to any they catch, and

battle is joined in a furious clash of fangs and blades

PARTICIPANTS

GOOD

Aragorn with Anduril, Elven cloak and horse
Legolas with Elven cloak and horse

Gimli with Elven cloak

Théoden, King of Rohan with horse
Gamling, Captain of Rohan with horse
Captain of Rohan with horse

4 Riders of Rohan ~

2 Riders of Rohan with throwmg spear

“It is howling with wolf voi‘ce'si.;”l‘ v
Aragorn, The FelloWship of The Ring

48" /112cm

 Gamling
the full fury of

EVIL

Sharku, Warg R1der Captam

6 Warg Riders

6 Warg Riders with throwing spear
6 Warg R1ders Wlth bow

LAYOUT

The scenario is played on a board 48"/112cm by
- 48"/112cm. This scenario takes place in the White
Mountains, and the ground is strewn with rocky outcrops

and two rocky hills — one in the south-eastern corner, one

in the south-western corner.

'STARTING POSITIONS
- The G d player places Gamhng and the Captain of
~ Rohan within 3"/8cm of the centre of the board. Legolas

begins the game in the centre of the south-eastern hill with
Gimli as a passenger on his horse. The Evil player then

~ places six Warg Riders anywhere on the board, but no
~ closer that 10"/24cm to any Good model. The remaining
- models are not deployed now, but will become available as
‘the game progresses.

Gamlingk and
Captain of Rohan
Deployment Zone

Legolas and Gimli
Begin Here

48" /112cm

RALTMEAT AL
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OBJECTIVES

The Warg Riders soon see who they are up against and
know that if they were to slay any of these mighty heroes,
Saruman will richly reward them. The Evil player wins if
he is able to slay any two Good Heroes by the end of turn
8. The Good player wins if he manages to prevent this.

SPECIALRIES 7 .

Ambush: The Warg Riders have SUfpfised Gamling and

the Captain, and caught them flat-footed. This means that,
for the purposes of this scenario, the Good player does not
automatically get priority in the first turn, it must be rolled
for as normal. If the player’s dice scores are tied, re-roll the
dice until one player wins priority. In addition, no heroic
moves may be called by the Good player in the first turn.

To battle!: As the cry goes up that battle is joined,
warriors rush to the battlefield to fight. From turn two
onwards, at the end of each player’s Move phase, roll a D6
for each model not yet deployed. On a 4, 5 or 6, that model
may enter play. Good models move on from the eastern

board edge and Evil models may move on from any board
edge. Models that arrive in this way may not charge, but
~ may otherwise move as normal.

Reinforcements: Roll a dice for each Evil warrior killed
during the course of this scenario (not those removed due
to a failed Courage test). On a 4, 5 or 6, place them with
any models not yet deployed, where they may re-enter
play, as described above.

POINTS MATCH

Good (650 points)

Must include at least four Heroes. All models in
must be mounted on steeds. Select two Heroes to
take the place of Gamling and the Captain or Rohan.

Evil (350 points)

Must include a single Hero. All Evil models must be
mounted and no more than a third of the Evil force
may be equipped with bows of any kind.
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SCENARIO 7

EVIL
1 Dunlending Chleftam with two-handed axe
 Vraskd, Scout Uruk- -hai Captain

. Uruk-hai Shaman

i 5 Dunlending Warriors w1th two-handed axe

crossing, but the warriors of the Westfold resolve not to 5 Dunlending Warriors with bow

yield without a fight. As night falls and the vast size of the .5 Dunlending Warriors with hand weapon and shield

army arrayed before them becomes apparent, it is clear 8 Scout Uruk-hai with Orc bow

that this attack cannot be stopped, only delayed. Can the 8 Scou;Uruk hai with shleld

Rohirrim hold out long enough to allow Theoden to 3 Feral Uruk-hai

complete his muster at Helm’s Deep... 6 Warg Riders with throwmg spear

. o 6 Warg Riders with shield

PARFICIBANTS, . 00 Leslil

GOOD , . o Dunlendlng,Warrlor carrles a banner.

Erkenbrand (on foot)

- Captain of Rohan with shield

Captain of Rohan mounted on horse o

5 Rohan Royal Guard with horse and throwin g spear*ﬁ o

6 Rohan Royal Guard with throwing spear .

4 Riders of Rohan with throwmg spear '

~ LAYOUT

‘The scenario is played on a board 48"/112cm by
48"/112cm. The River Isen flows down the centre of the
board, from short board edge to short board edge and is
roughly 6"/14cm wide. In the centre of the board is the
8 Ridets of Pohan ’ - Ford ofVI:sen, which 1sy,rougyh1y 6"/14cm .Wlde and counts.as
: - open ground. The land around the ford is mainly flat, with
8 Warriors of Rohan w1thbow . . L
8 Warriors of Rohan with shield - o GJF{CC‘aS‘Q‘,’ . ?S ,ers;!(’) ,1?00 ki

8 Warriors of Rohan with throwmg spear and shleld
1 Warrior of Rohan with banner

. , Good DéplOymént Zone —
Good Deployment Zone , L s

Evil Deployment Zone Good Deployment Zone

48" /112cm 48" /112cm
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STARTING POSITIONS |

The Good player deploys the Captain of Rohan on foot and
the Warriors of Rohan with shields on the western bank of
the river no further than 6"/14cm from the riverbank.

Erkenbrand is deployed within 6"/14cm of the ford on the
eastern riverbank and the Rohan Royal Guard on foot and
the Warriors of Rohan armed with bows and Warriors of

Rohan with throwing spears must be deployed within

12'/28¢m of him. The mounted Captain of Rohan and all

the mounted warriors are not deployed on the battlefield,
but will become available later in the game. The Evil
player then deploys all his models except the Warg Riders

anywhere on the western bank of the rlver but no closer ‘

than 12"/28cm to any Good models.

OBJECTIVES

To win, the Evil player must reduce the Good force to less
than 25% of its starting numbers 2 models in the g
scenario participants) by the end of mrn ten If
do this, the Good player wins.

SPECIAL RULES

The River Isen. Saruman’s forces have attacked when the
river is at its shallowest, and thus the river merely counts
as difficult ground. Crossing the river via the Fords of Isen
incurs no movement penalty.

To the rescue! At the beginning of the Good player’s '

Move phase on turn three, roll a D6. On a roll ofa4,5o0r
6, the Captain of Rohan on horseback and the remainder of
the Good force moves onto the table from the northern

board edge of the east bank. If the roll is a 1, 2 or 3, roll

again at the beginning of each of the Good player’s Move
phases untﬂ they arrive. Newlye ived models may not

eginning of the Evil player’s Move
D6. On a 4 5 or 6, the Warg Riders

pass' The warriors of the Westfold are
determmed to hold the Fords of Isen at all costs, but the
sudden arrival of enemies in their rear deals a crushing
blow to thelr morale Until the arrival of the Warg Riders,

_ all Good models automatlcally pass any Courage tests they
_ are requured to make. As soon as the Warg Riders arrive,
*all Good 'models take Courage tests as normal.

POINTS MATCH

Good (600 points)

Must include three Heroes. Up to half the Good
force may be mounted on steeds. No more than a
third of the Good models may be armed with bows.

Evil (775 points)

Must include three Heroes. No more than a third of
the Evil force may be equipped with bows or
crossbows.
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aruman the ’Wizard’ ‘has "agll‘ied himse
Wormtongue, Saruman must ;
scenarios, you may like to inclu

SARUMAN
OO Beard: Fortress Grey,
Skull White

Orb: Skull White, ’Ardcoat

Skin: Tanned Flesh,
Dwarf Flesh

Staff: Chaos Black,
Codex Grey

©]@)
®0

0

GRIMA
@O Cloak: Chaos Black,
Codex Grey

@O Fur: Graveyard Earth,
Bleached Bone

Skin: Dwarf Flesh,
EIf Flesh/Skull White

@ Sleeves: Graveyard Earth

‘SARUMAN'S CLOAK

Start by'dpplyihg amix o
Bestial Brown, Codex Grey

“ode  Bestial Brown and Cod
and Bleached Bone. - -

Apply thin Bleached Bone
highlights on top.

Sku'll,Whitekand apply as
 final highlights.

ade this layer with a mix of

Mix Bleached Bone and

Add'ﬁ’;'jnore Bleached Bone
’ _ to the original mix and
~ highlight the cloth.

Due to their prominence in the
story of The Two Towers,
Saruman and Grima are a great
addition to any collection.
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MATERIALS
Wooden basing material
3mm balsa wood

String

Uruk-hai ladders
Gravel
Stones
Sand
PVA glue

i Cut eight ‘strlps of balsa approx1matel more sﬁlﬁs and use these to join the two

make two frames.

and ksyimplé'winches from balsa strips, lashed

3. Add a couple of b"a]S,a" ﬂoofSéétbnS Ad ;
together with string. Paint to match your Rohan building.

with a pen to make separate planks.

Making your own scaffolds
Once you’ve made one of these scaffolds, you can use the same approach to make more — try to give them a
different look by changing the model’s size and shape as well as altering the details.

T ARA N A A AR IR




SCENARIO 8

Treebeard, Merry "aw, : N Speé se . ‘ith shield
,restmg and recovermg 1 Fangorn. ‘ .

them of Saruman s plans Treebear
summons his kin to an Entmoot,

doors and end Saruman S destructlv

PARTlCIPANTS
- GOOD Y
Treebeard

3 Ent ' ~
o l representmg the Circle of Isengard Three of Saruman $

~ structures are placed on the board at least 12"/28cm away
from each other. In addition, two small rocky outcrops and
two large rocky outcrops are placed on the board as well as

Evil Depioymeﬁt Zonle_ ;: -

Evil Deployment Zone

48"/112cm

24"/56cm

Evil Deployment Zone
Good Deployment Zone
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STARTING POSITIONS

The Good models are placed in contact with the western
board edge, within 6"/14cm of the centre (representmg the
break in the outer wall). The Evil player divides his force into
three equal groups. Starting with the Evil player, both players

then take it in turn to place a group within 3"/8cm of any of

the constructions until all the Evil models,aredeployed,

OBJECTIVES

Driven to a great and terrible rage the Ents have come to
Orthanc to avenge themselves on Saruman’s vile treason.

The Good side wins if all three of Saruman’s constructions

are destroyed. Should Treebeard be slain, the best result
that the Good side can achieve is a draw.

The Evil side wins if they Wlpe out the Good 51de before
the Good 51de achieves the;r objective.

SPECIAL RULES ‘

Orcish Structures. In the furnaces beneath;_ thanc
Saruman has bred, armed and armoured hlS mlghty force.

Dotted around the Circle of Isengard are a number of his

ingenious structures that have aided him in doing this —
winches, bellows and all manner of machinery hewn from
the trees of Fangorn and put to Evil uses. Treebeard and

the Ents must destroy all three structures to win the

scenario, and each counts as a siege target with a Defence
of 10 and 6 Batter Points.

Orcs of Isengard. For the purposes of this scenario the
Evil side is never considered to be Broken, regardless of
casualties. Also, any Evil Warrior that is slain may be able

kk ‘Merry ,and ]

- downfall.

to re-enter play. At the end of each Evil Move phase, roll
a D6 for each Evil model that has been removed as a
casualty. On the score of a 4, 5 or 6, it is available as a
reinforcement, and is moved into play from the point
shown on the map. Models ‘that do not arrive as
remforcements’may not t rolled for again and should be
put as1de -

ppin. Though far from the heroes of this
s still have their part to play in Saruman’s
epresent their small influence in the attack
he Good player may make a special shooting
Treebeard each turn. Regardless of how far
as moved, or even if he is in combat, Merry
and Plppm can each throw a stone. These stones hit on a
3+, have a Strength of 1 and a Range of 8"/20cm.

battle, the

~ Obviously these attacks cannot target something in combat

with Treebeard himself, but they can be used to shoot over

~ his opponents at other nearby enemies. Merry and Pippin
_cannot be targeted themselves.

POINTS MATCH

GOOD (550 points)

Must include four models, none of which should
cost less than 100 points.

EVIL (575 points)

May include two Heroes. Only one model in the
force may cost more than 60 points. No more than a
third of the Evil force carry bows, and no Evil
models may ride steeds of any type.
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ith the death of Boromir and the sundering of the
Fellowship, Frodo and Sam alone must press on
towards Mordor and the Crack of Doom Th > road before
them is arduous and ] ‘
unswerving in their
unbreakable bond of frie

meeting is of great fortune and, thanks
hunger for the Ring, Frodo and Sam force

despite the dangers, they keep company w1th h1m‘ ;

From the rocky slopes of Emy
‘treacherous paths of the Dead Marshes and i
w1lderness realm of Ithilien the three mu

outwit Haradnm warriors, escape a Mumak
Faramir to their cause and overcome a Nazgul '
of Middle-earth lies in the hands of t
their strange companion, and thou,
seems insurmountable, hope remai
might yet succeed. : '

9: The Taming of Sméagol
10: The Passage of the Marshes
11: Ambush in Ithilien

12: Osgiliath
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PAINTING

fore he falls ukjnd‘e‘r'its sway himself. He
‘and Ambush at Ithilien (scenario 11).

@ 6 Jacket: Dark Flesh,

Dark Flesh/Bleached B
® © Hair: Chaos Black, = Bl ed ol

Codex Grey [ Skin: Tanned Flesh,

Dwarf Flesh, Elf Flesh
' © Trousers: Scorched - - -

Brown/Chaos Black, ® O Waistcoat: Scorched Brown,
Codex Grey Bleached Bone

STING

aint a fine highlight of Mithril Silver on

~ Basecoat Stiﬁg ywitf‘t“Bkoiltg n M
. -  the edge of the blade.

am Gamgee is Fréd‘o erv rney | 0 Mordor. Sam is always a Frodo’s side, and appears in
68 9), ) and Ambush in Ithilien (scenario 11).

© © © Metal: Boltgun Metal,

' hainmail, Mithril Sil
Backpack: Codex Grey, Chainmail, Mi ilver

Fortress Grey @® Skin: Tanned Flesh,

. ‘ Dwarf Flesh, EIf Flesh
Hair: Bestial Brown,
Snakebite Leather ® ® Trousers: Dark Angels
Jacket: Chaos Black/Codex e e
Grey, Codex Grey O O Waistcoat: Bleached Bone,

Skull White

ELVEN CLOAK

Basecoat with a mix of Bleached Bone -  Add Bleached Bone"td the basecoat -  Finish the highlight by adding more
and Chaos Black. . - and apply as a hzghlzght . Bleached Bone to the mix.

E-ALRCALFABE- Aﬂ 91} ‘E‘ >K( f{
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PAINTING

ollum lost the ng to Bllbo Baggms : andhe is eag'er to recover'his precious by whatever means he

G

GOLLUM

o Hair: Codex Grey,
Fortress Grey

® ® Loincloth: Scorched
Brown, Bestial Brown

o Fish: Space Wolves Grey,
Skull White

ROCKS

>

e

o~ e

Start with a basecoat mix of ybrush the rocks w nish off with a lighter
Chaos Black and Codex Grey. , ‘  drybrush of Fortress Grey.

 Add Skull White to the mix
and apply the finest highlights.

Paint a basecoat "
of Dark Flesh.

ALTERNATIVE
MODELS

Due to the large amount of
models available, many of the
major characters have alternative
models, such as the two Gollums
shown at the top of this page, and
you’re completely free to use
whichever one you choose. After
all, it’s always more fun to use
your favourite models.

T A AL ATRCALIAE

EYES

Paint the eyes Skull ‘White.‘ .

Chdbs Black .
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PAINTING

he Morgul Stalkers seek out the Hobblts in the wﬂdemess They are srlent kﬂlers from Minas Morgul, the tower of
the Witch- kmg, and are used in The Passage of the Marshes (scenarm 10) and Osgrhath (scenario 12).

MORGUL STALKERS

© O @ © Blades: Boltgun Metal,
Chainmail,
Black Ink,
Mithril Silver

®O Cloak: Chaos Black,
Codex Grey

® e Hair: Graveyard Earth,
Snakebite Leather

® e Leather: Scorched
Brown, Bestial Brown

® O Skin: Catachan Green,
Fortress Grey

he Spectres are the sp1r1ts of ' en, Elves and Orcs, slain long ago at the Battle of Dagorlad. As the Morgul Stalkers
close in, they rise to lure Frodo and Sam mto danger in The Passage of the Marshes (scenarlo 10).

PAINTING ARMOUR

Spectres were once Elves, Men or
Orcs and the armour they wear
reflects this. For more information
on painting the different styles of
metal see the relevant race's
painting guides.

ETHEREAL SKIN

Start with a base colour Next paint a layer of Fortress Grey  To finish, apply a Green Ink wash.
of Shadow Grey. : ; to the ratsed areas. '~
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ost in the

MATERIALS
Polystyrene foam
Ready-mix filler
Gravel

Stones

Sand

PVA glue
Textured paint

1. Cut a rock shape fr
polystyrene  foam, with
smaller pieces glued on top,
and sculpted into crag shapes

If you prefer not to build this Vérsion~if Emyn , you can al\x}ays use the following alternatives:

Use the rocky outcrops from The f,
Fellowship of The Ring. =




% SCENARIO9

.F SH {«EAGOL

rodo and Sam have made slow progress since they splzt 1 AYOUT
from the Fellowshlp Havmg left their boat behind, the
two Hobbits set off on their own towards Mordor and the
rocky landscape of the Emyn Muzl‘ On the thzrd evenmg

This scenario is 'pla‘yed on a board 24"/56cm x 24"/56¢m.
The board represents a bleak, stony gully with rocky
outcrops and the occasional, withered tree. The east edge
, ,Hof the boa;rd represents a stone rock-face — one wall of the
. ] ould also be two large rocky outcrops, three
al ocky outcrops placed and two rocky fissures

rescue “the precious” with h

; (see map)

Good ‘ . L ' "START[NG POS]T[ONS

lS:roch}Baggms Wgh IStlng, mlthnl‘;c’oat and Elven cloak . The Good player deploys Frodo and Sam within 3"/8cm of
g Dtnece with Blyen cloak ' fthe‘centre of the board beh1nd one of the rocky outcrops

EVIL

Sméagol

OB] ECTIVES ,
The Good side wins if Frodo and Sam can subdue Gollum
and survive the scenario. Gollum thirsts solely for the One
; Ring, and the Evil player wins if Gollum can slay the
. ngbearer (at which point he steals the ring and escapes).
If Sam is slain, but Frodo survives, the game is a draw.

“Where are they with my P eczous7
Curse them! We hates'them .

Gollum The Two Towers

Good deployment zone .

Evil deployment zone

24" /56cm 24" /56cm
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SPECIAL RULES

Gollum. Sméagol is completely lost at the moment, and
Gollum has complete control. The two Hobbits are
fighting for their survival, and may strike blows against
Gollum as normal.

Subduing Gollum. Though Frodo and Sam are repulsed
by the creature Gollum, they do not wish to kill him. In this
scenario Frodo and Sam wound Gollum as normal,
however if played as part of a campaign, these wounds are
automatically recovered after the game. Instead of being
slain, when he loses his last wound, Gollum is considered
subdued. Gollum has no such qualms, however, and Frodo
and Sam’s wounds are treated normally.

Sting. Gollum has seen Sting before and rightly fears its
power. Any time Gollum loses a fight against Frodo, he
must pass a Courage test or he will surrender to the
Hobbits and counts as subdued.

Scenario Note. If you want to play this scenario to match
the film, add the following special rule (and lie the Hobbits
down at the start of the game, to show they are asleep):

Frodo and Sam are sleeping fitfully, completely unaware
of Gollum sneaking up on them. As Gollum approaches

there is a chance that the loose stones and scree will be
disturbed enough to create a sound, waking the Hobbits.
The Hobbits start the gaming lying down, and may not act
until they are woken. Should Gollum attack a sleeping
Hobbit, he will automatically win the fight, but the
Hobbits will be woken immediately after that Fight phase.

Before moving Gollum, the controlling player must roll a
D6 (doubling the result if playing in cm). If the score is
higher than the distance in inches/centimetres from
Gollum to the Hobbits or a 6, then the Hobbits have been
woken and may act normally from this point onwards.
Gollum may use Might to influence this roll.

POINTS MATCH
GOOQOD (150 points)

Must include two Good Heroes, neither of which
may have more than 2 Wounds.

EVIL (150 points)
Must include a single Evil Hero, with a points value
roughly equal to the Good side.

L
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RINGWRAITH
® @ © Cloak: Chaos Black,
Chaos Black/Codex Grey,
Codex Grey

® ® © Metal: Tin Bitz,
Boltgun Metal,
Chainmail

PINNING

Pinning helps to strengthen
joins for larger models such as
this. We recommend that you
use a pin vice to join the three
parts of the body together.
Once this is done, you can pin
the legs in place.

WINGS

Drybfuﬁh Codex Gfej} ’ . . Then dyryybrush’ : ’
onto the creature’s skin. . Graveyard Earth on top.

BELLY

Stippleonamixof = Then stipple on d Codex Gréy

Chaos Black and Codex Grey. . ~ and Dwarf Flesh mix.

Finally, apply a drybrush
of Kommando Khaki.

; Finally, stipple on a mix of
Fortress Grey and EIf Flesh.

AR A A AR A
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i

To paint the i G |
the fOHOWlng CQIQUI‘S, ‘ .
Codex Grey,

O Fortress Grey,
O Rotting Flesh

th have been picked out
Bleached Bone. ~

FRODO

As he perfectly captures the
moment from the film, this
particular Frodo is ideal for using
in the film version of the
Osgiliath scenario on page 62.

THE FELL BEAST’S BASE

Modelled onto the tail of the Fell Beast is a piece of
ruined wall from Osgiliath, which adds extra support
to the model on the base. Once you’ve applied a
layer of sand, paint the base and the stone wall to
match your Osgiliath ruins on page 58.
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MATERIALS
Wooden basing material
Smm thick foamboard
Gravel .
Sand

PVA glue

1. Use a clean brush to‘clyeiari}
off any excess dust or flock. ‘




: Frodo and ar
country of th En
Mordor. Cho smg 10 a

~S’fﬁéagol -

"EVlL
~ Ringwraith (oné (ell Beast)' .
P Spegtes
- 6 Morgul Stalkers

ndles of corpses,

lum, ; The Two Towers.

- 36/84cm 36" /84cm

Morgﬁl Stalker V

; Ringwmith
Deployment Zone
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OBJECTIVES

Frodo and Sam must pass through the Dead Marshes to
continue their journey to Mordor and destroy the Ring.
The Good player wins if Frodo is able to move off the
eastern board edge. The Evil player wins if Frodo dies.

SPECIAL RULES

I will serve the master of the Precious. In this scenario,
Sméagol is under the control of the Good player.

The Dead Marshes. The pools of deep marsh are
treacherous and many a foolhardy traveller has been lured

to his death within their clammy embrace. Models not
wearing armour count the marshes as difficult terrain, but
models wearing armour (with the exception of Spectres)
that enter a deep marsh must roll on the Swimming chart
in the main rules manual.

Hunt the Ringbearer. The Morgul Stalkers and Spectres
follow the rules for sentries given in the main rules
manual, with the exception that if a sentry becomes aware
of the Hobbits, it is only that model that may move, shoot
and fight as normal from then on.

Wraiths with wings! The Ringwraith follows the rules for
sentries given in the main rules manual until one of the
Morgul Stalkers becomes aware of the Hobbits. During
any turn where a Morgul Stalker is aware of the Hobbits,
the Ringwraith may act as normal for the duration of that
turn. If no Stalkers are aware of the Hobbits, then the
Ringwraith may not act, even if any Good models are
within 4"/10cm of the Ringwraith at the end of their move.
The Ringwraith has been searching for the Ringbearer for
many moons now, and therefore starts the game with no
Might or Fate and 10 Will points.

POINTS MATCH
Good (150 points)

Must include three Heroes. No Hero may be mounted
on a steed.

Evil (275 points)

Must include one Hero on a steed to represent the
Ringwraith on Fell Beast. May not include any other
mounted models or models with bows of any kind.

A A\

»
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(scenarlo 11).

@ @ Cloth: Scab Red,
Tanned Flesh

Scorched Brown,
Bestial Brown

Graveyard Earth,
Bleached Bone

ASSEMBLY
INSTRUCTIONS

The Mimak comes with a set
of instructions to help you
assemble the model. Some
people prefer to keep the
howdah, the Miamak and the
base separate from each other to
make painting easier, and gluing
the whole kit together at the end.

Start by drybrushmg with a mix of : Then drybrush the,jskin“Code

Chaos Black and Codex Grey

Then layer on strtpes . -
of Snakebzt Leather

Over a basecoat of Scorched Browﬁ,
layer Bestial Brown onto the tusks.

Apply a final drybrush mix of
 Codex Grey and Bleached Bone.

~ Finally paint on stripes
_ of Bleached Bone.

FARC A I A A AR
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THE MUMAK’S BASE

The model’s base is covered in lots 'of det

For more information
on painting Orcs see
the painting guide
on page 9.

The Rohirrim and their

horses are painted using
the Rohan colour palette'
on page 16.

Paint the earth to match
the rest of the bases in
your collection.

These warriors from the south use
thilien (scenario 11).

HARADR[M k : : Cloth: Liche Purple or

. Warlock Purple or -
Flesh: Dwarf Flesh mixed @ Red Gore

with Bronzed Flesh
® @ © Metal: Boltgun Metal,

@® O Gems: Hawk Turquoise, Black Ink
Skull White Chainmail

—

HARADRIM
ARMOUR

Basecoat the armour Shining Gold. Then apply a Brown Ink wash. Highlight with a mix of
' , . . ‘ - Shining Gold and Mithril Silver.
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 WEATHERED CLOAKS

loak Scorched Brown.

RANGERS

® ® Bows: Scorched Brown, Dark Flesh

® 0

ge
® e
@0

Cloak: Catachan Green, Camo Green

Cloth: Dark Angels Green, Catachan Green
or Scorched Brown, Bestial Brown
or Scorched Brown/Scab Red, Scab Red

Leather: Scorched Brown, Bestial Brown

Skin: Tanned Flesh, Dwarf Flesh

szsh ‘ off 1 e' edges with
ybrush of Graveyard Earth.

RANGER HEROES

extra detail.

Faramir

Characters such as Faramir, Madril and Damrod are painted in the same way as the troops
they command. As their heads are visible they are the sort of models that reward painting

Madril

g

Damrod

F-AIXCAF-FADE Aﬁ 4} "m{( ﬁ} «E*A%Aﬁ ‘f{
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ARMOUR
//”’ ““““\\

@ O

® O

® 0

VETERANS
oo

Cloaks: Scorched Brown,

Graveyard Earth

Skin: Bestial Brown,
Dwarf Flesh

Tunics: Chaos Black,
Codex Grey

Wood: Chaos Black,
Codex Grey

DRYBRUSHING
ARMOUR

We’ve made a feature of the
armour on these troops,
applying extra layers of paint to
make them look very distinct.
However, if you prefer you can
apply the colours using
drybrushing, which can also
look very effective.

/

Start by _b‘z‘lsecoating the
_ armour Boltgun Metal.

Then final highlights of
Mithril Silver.

EXTRA DETAILS

The great thing about the Osgiliath Veterans is the sheer amount of detail the miniatures possess. With their
combination of patchwork cloaks, bedrolls, beaten armour and assorted equipment, you can take the time to make

them look like the battered veterans they are.
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MATERIALS

Wooden basing material
Smm thick foamboard
Balsa wood
Thin card
PVA glue
Textured paint

 ruin should be ¢
models any way

3. Use a craft knife to cut alon;
door uncut until you’ve glued the

AT AT AL



5. Cut a base for the building, wi «d 6. Then cut ledges from thin card to fit the windows. To
glued on top. Glue the building t g b cut 10x15mm pieces of card and glue
doorway. ‘ V ' .

7. Add strips of '~'ba1sa‘
doorposts. ‘

9. Glue the stairway to o \ rubble. This is done by gluing
uilding before you paint it.

building, and paint as

PAINTING

1. Start by drybrushing 2. Drybrush on a mix of 3. Then apply a drybrush 4. Finish off with a
the ruins Dark Flesh. Graveyard Earth and  of Fortress Grey. drybrush of Skull White.
Codex Grey. : , ' ‘
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"/280m of the north edge
ve trees) within 12"/28cm

ce as many spare trees and
‘Ve available on the board to set
( a clear space through the

Sam przsoner while the
ambush unfolds, Frodo and Si ]
 peril as the Haradrim force c
 hiding place. Can Faramir an
prisoners safe and destroy the ara
through the ambush?

; PARTlClPANTS
; "GOOD ;
' Faram;r w1th bow

Madril

Damrod
- Frodo Baggins w1th Stmg,
~ Sam Gamgee with Elven cloa
10 Rangers of Gondor,ﬂ 7

;:f,;“VlL'" . =
rl.Haradnm Chleftam W yh

oz d ‘alﬁng' the road.

arj has been left clear of terrain
road fram Hamd to Mordor

Good kDeployment Zone

Good Deployment Zone o
~ 48"/112em

AW

FEAD



OBJECTIVES

To win the Evil player must move a thlrd of hIS ‘models off
of the board edge opposite to the1r startmg edge Models
leaving the table by any . other edge coun ' ‘

The Good side wins 1f no more than a thlrd of the total

Haradrim force escapes from the board (temember, the ..
- do this without

Mimak still counts as one!). They mu:
sustaining 50% casualties themsclves.vfﬁ'~
best result Good can achieve is a draw.

Additionally, since capturing the Hobblts Faramir’s band: %
holds the fate of Middle-earth w1thm their grasp Should -
Frodo be slain, then the Good side automatlcally loses .

Protectlng the Hobbits is therefore 1mperat1ve

SPECIAL RU LES

The Ambush. Faramir and. Madril have fashloned a.

cunning trap for the Haradrlm Wlth kee

As soon as a Good model shoots hlS bow or moves from
cover the Haradrim will reahse thelr peril and can act

normally.

Waves. The Haradrim regimént under ambush has become .
separated thanks to the long day’s march. To represent this,

the Haradrim force is split into three waves. Once any Evil

model from a wave crosses the halfway point on the board,

the next wave is able to enter play in the followmg EV11
Move phase (so it’s worth remembermg Wthh group
specific warriors belong to). .

n-eyed bowmen -

Each WaVé"enters theboard via the board edge (see map)
along the road. Should all Evil models in a wave be slain,
the next will enter play in the followmg Evil Move phase.

The first wave enterswp ay in the first EV11 Move phase and
con51sts of th Haradrl Chieftain on foot and nine

Warric h spears. The first wave of
 not leave the road until the Good

' consmts“ of the Haradrim Chieftain on
; a:radnm Warnors with spear, nine Haradrim
ow and the Haradnrn ‘Warrior with banner.

, ejcons1sts of the Mumak with 9 Haradrim
~ armed with bows within the howdah.

~ The So:u'thron‘HOrde. The Haradrim convoy consists of
'thousands of‘wmi(")rs‘marching towards Mordor, and the

warriors in this scenario are simply the vanguard. No Evil

‘model needsf ) test for bemg Broken in this scenario.

POINTS MATCH

GOOD (375 points)

Must include at least two Good Heroes; one to
represent Faramir and one to represent Frodo. No
Good models may ride steeds of any kind.

EVIL (625 points)

Must include three Evil Heroes, with one placed in
each wave. Each wave (see special rules) must have
at least 100 points worth of models in it.

Mml«q}4»{%(545}‘;{*1\@&/&3‘31
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. of the once-great city of Osgiliath.
i from _the_z ‘ are placed on the board, as well as
Faramir and his Ra '
garrison there. No soo
great assault begins, a
yet another desperate ,bat 1 , N ~
The line is held by a clutch of . vho, wit 11 pl er dep s all of his models anywhere along
their captain, might yet turn ba ' ‘ th : or east board edge. The Good player then
the rumed cityee ¢ - pl i els any hegeyon the board, but at least

PARTlClPANTS

GOOD
‘ 'Faramlr armed w1th bo tempting to sweep the
Madril ders away before launching
Damrod he Evﬂ side wins if it controls
~ Captain of Minas T1r1th wi s than the Good side at the end
- 6 Rangers of Gondor wins if it controls more of the

3 Osgiliath Veterans with 1]
3 Osgiliath Veterans with spes
- 3 Osgiliath Veterans w
1 Warrior of Minas Tirith with

EVlL . ,
2 Orc Captains with shield
6 Morgul Stalkers '
- 8 Orcs with shield

- 8 Orcs with spear
4 Orcs with bow ;
4 Orcs with two-handed wea on
~;2 Orcs with banner

re ‘cor ested’ and neither side may

Evil Deployment Zone

48'/12em

24"/56cm
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SPECIAL RULES

Reinforcements. Both ‘armies are rushing extra
reinforcements into the area now that battle is Joined. At

the end of their Movement phase, each player may attempt

to bring back into play any Warriors that have been

previously slain. Roll a D6 for each slain model. Ona 1,2

or 3, the model is removed and takes no fu‘rther“part in the
game, but on the score of a 4+ it is a aﬂable for reuse.
Models that arrive in this fashion do so by any table edge,

as chosen by the controlling player. They may not charge, l

Poor Sméagol. Gollum has taken a savage beating at the
hands of the Rangers of Gondor. He is now fully resigned
to betraying Frodo and steahng the Ring, but he is not so
foohsh as to thmk he can doi S0 ‘Whﬂe Faramir and his men

but may otherwise act as normal. Both sides are flooding aim.

warriors into the area, so neither side is considered to be

Broken in this scenario, regardless of casualties.

Scenario Note. If you wish to play the film version of this

scenario, use the following special rules as well as those

already given. Additionally, include Frodo, Sam and

h i
follimonihpfondinie oo o ngwralth mhe Be.ast ~ Good side have their Courage reduced by 3 points for the

. . aduratlon«of that tur
Deployment & Objectlves. The Good player deploys, . -
Frodo, Sam, Sméagol and Faramir 12"/280111 from the west
board edge. The Nazgil is not deployed at the start of the

on the Evil side.

game, but will enter play later. Should Frodo be killed, the
Evil side automatically wins. Should Frodo escape, but the

Evil player controls more buildings at the end of the game,

it is a draw.

Frodo and Sam. Despite their temporary capture at the
hands of Faramir and his Rangers, the Hobbits have
retained all their equipment and supplies. Frodo is
equipped with Sting, the mithril coat and an Elven cloak.
Sam has an Elven cloak. '

Once per game, in the Priority phase (but before any dice

have been rolled) the Evil player may choose to unleash
the piercing wail of the Nazgtl. This terrible cry freezes
the hearts of all who hear it — accordingly all models on the

POINTS MATCH
GOOD (375 points)
Must include at least one Hero. No Good models
may ride steeds of any kind.

EVIL (375 points)
Must include at least one Hero. No Evil models may |
ride steeds of any kind.
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THE BATTLE OF HELM'S DEEP

émﬁj 13: The Deeping Wall

oy

k){‘ 15: In the Shadow of the Hornburg
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e

' ruk-hai wafri(y)rs»mayr‘ch‘ 1 the world of Men to destroy all who stand opposed to them Jast numbers of these heavily
armoured warriors, wh o-hand combat, are in the Last March of k'th"e_Ents (scenario 8) and The Battle
For Helm’s Deep (scenari a0 - -

BATCH PAINTING

All Uruk-hai have a unified

URUK-HAI

®© Armour: Tin Bitz,

Chainmail | appearance. Rather than paint
@® Hair: Chaos Black o each warrior individually, choose
Codex Grey 1 a specific colour then apply that

to as many models as you like,

before going on to the next one.

| This is called Batch Painting and

@®@ Skin: Dark Flesh, | is useful when painting lots of
Dark Flesh/Bleached Bone | identical looking models.

@® Leather: Scorched Brown,
Bestial Brown

There are a huge variety of troops, from the Uruk-hai to the Bers
different battlféfield roles, they can all be painted 'iﬁ‘th . sam¢ =

cz;
I..l-l; \
Zf
==]

Use Skull White to paint the o  Then ﬁll in the outline. - , :' o Finally, smooth down the
outline of a rough hand shape. . ~ shapes with Chaos Black.

AR AL A A AR M A AL AR AT AT AL ]




Over Chaos Black, wash the back with a . . 0 dry, drybrush the scales
- thin mix of Dwarf Flesh and Codex Grey with Codex Grey.

Apply a mix of Chaos Black a :d . ; Next apply a'layer of j Finally, apply a final
Dwarf Flesh as a basecoat. : arf Fles - mixed with Co highlight of Bleached Bone.

Both the Siege Assault Balhsta and the Battering Ram are made from wood hewn from the trees
of Fangorn and metal from the forges of Isengard Pamt the wood using Dark Flesh and Bestial
Brown and the metal to match the Uruk hai armour.

APRAL-AL-PLRCAE
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ngard. They are skﬂledwuh both the bow
eep (scenanos 13 1

@ O Inner robes: Scorched Brown,
Bronzed Flesh

ELF WARRIORS

@® Bows and sword handles:
Scorched Brown, Dark Flesh @® Red armour: Scab Red,

k
@@® Cloaks: o
Shadow Grey/Chaos Black, Scale mail: Shining Gold,
Shadow Grey Flesh Wash
@ O Hair: Snakebite Leather/ Skin: Dwarf Flesh,
Codex Grey, Bleached Bone Elf Flesh

.

GOLD ARMOUR

Highlight with Burnished

~ Paint with a mix of Boltgun ‘
’ ’ - Gold and Mithril Silver.

1t W12ards in M1ddle earth and Ci he remforcements at the Siege of

'm Deep,(scenano 17) ;

. White Undercoat

GANDALF

OO Hair and staff: Fortress Grey, Although layers of colour from
Skull White grey to white can be built up over a

black undercoat, a white one works
better for painting light colours.

@ O Flesh: Tanned Flesh, Dwarf Flesh |

Basecoat Bleached Bone over Then shade wzth " - Next add a hlghllght - Finally, highlight
a Skull White undercoat. Graveyard Eanls , with Skull White.

AR TS A AL AR P EAT
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| ~Mén of Rohvah" and H

MATERIALS

5 or 10mm foamboard
Thick card
Polystyrene foam
Ready-mix filler

Pins

PVA glue
Textured paint

5. Glue the side walls to the
the model whilst drying», and r

ECE e
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7. Once the ;model is
attac;’h"the' battlement strip.

.00 o

, cut a stair section 30mm
- foamboard and the bex .

dd a culver:t,‘cut out an archway
of the wall has no stairs.

PAINTING HELM’S DEEP

1. Start by drybrushing 2. Then build up the stone 3. Continue with a 4. Finish the walls by
Dark Angels Green along  colour by drybrushing on  drybrush of Fortress drybrushing patches of
the base of the walls. Codex Grey. Grey. Rotting Flesh.

KA A

T e BT




'TERRAIN 4

sing his terrible s, powder and has it poured into metal casings. Evading the

A deadly bo roops into the culvert underneath the Deeping Wall.

With a torch ¢ a Bers ; | huge hole in the Deeping Wall, to the horror of the
defenders. The br ken wall is a single p tr Deeping Wall section with the culvert.

MATERIALS

5 or 10mm foamboard
Thick card
Polystyrene foam
Ready-mix filler

Pins

PVA glue
Textured paint

J /it pOiystyrene foam then use a hot
arve rough block shapes.

1. Start by making a compl
~ cut out a breached section {

3. Add small scfaps of polystyrene to efba‘se;
and create brickwork as before.

AT AL




and sheddmg of Ma
 Men of Dunland are d. j
~ those they blame for.
 hundreds of years before ;
_ drawn his people into the cay
. his warriors to ‘man the defence.
 thunder splits the sky, hundre
darkness and the host of Saru.
view. The people of Rohan kn
never been taken by force and
e jHornburg shall never f

- PARTlClPANTS

. fAragorn with Andurﬂ and mour
. lesolas with armour and E
- Gimli with Elvén*cloak

j,groyund“before the walls is
t you can place the odd patch

ur when we draw

VA«ragoyfr‘n;, The Two Towers

- Evzl Deployment Zone

. 48'i2em

24"/56cm
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STARTING POSlTlONS ,
Place all the Good models on or behind the Deeping Wall, then
deploy the Evil force no closer than 24"/56¢cm to the wall.

OBJECTIVES

The Evil player must breach the Deeping Wall and get as
many of his warriors into the fortress as p0331ble before the‘

if he ma ages to
break the Evil force. The Evil player wins if, at the end of
any turn, there are 10 or more Eyvil models on the Good

end of the game. The Good player wm

side of the Deeping Wall — note that this does not mean on
the battlements, but actually in the courtyard on the other
side of the wall. '

SPECIAL RULES

The wall has but one weakness.
weakest part of the wall and demolition charges placed
there will do a terrific amount of damage. Demolition

charges that explode in the culvert always count as having

rolled a 6 on the Detonation chart (tltamc explosmn)

ario note. To play the scenario as it appears in the
‘ 8 Warriors of Rohan with bow for 8 EIf

wamof's‘with light armour and EIf bow. In addition, swap

Hama for Haldir with armour and an EIf bow.

The culvert is the

POINTS MATCH

Good (550 points)

Must include three Heroes. No Hero may be
mounted on a steed. No more than a third of the
Good force may be armed with bows of any kind.

Evil (850 points)

Must include two Heroes. No models may be
mounted on steeds and no more than a third of the
Evil force may be armed with bows of any kind. No
more than one siege engine may be included.
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. thezr allies hurl back the enemy befare

8 Warriors of Rohan with throwmg S

SCENARIO 14

EVlL . ; ;

a blasting ﬁre that has ripped the lzvmg rock from 2 Uruk hal Captams with shleld

Joundations in a crash of flam and smo, ) 1 Dunlending Chieftain with two- handed weapon
; ' 3 Dunlending Warriors with bow '

- Dunlendmg Wamors W1th shleld

and their Dunlending al.
overwhelm the defenders

PARTlClPANTS
GOOD : .
Aragorn with Andiril and armou .
Eomer , .
Captain of Rohan with heavy armour and
Gimli with Elven cloak ‘

with a bféach roughly 3“/8cm Wlde in the exact centre.
'Each 1ntact wall ;,sect1on ‘has a stairway leading to the

8 Warriors of Rohan with bow
8 Warriors of Rohan with shield
- 1 Warrior of Rohan with banner

° o Evil Deployment Zone
Warnors/Elves wzth Bow - v

Warrzors of Rohan/Elves
Deployment Zone

24"/56cm 24"/56cm
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STARTING POSITIONS

Place Gimli and the Warriors of Rohan with bows on the
Deeping Wall. Next, deploy the Evil force anywhere on the
breach or on the eastern side of the wall, though no Evil
models may be within the fortress or on the walls. Place
Aragorn inside the fortress at least 6"/14cm from the
breach and then place the remainder of the Warriors of
Rohan and the Captain of Rohan inside the fortress at least
12"/ 28cm from the breach.

OBJECTIVES

The Uruk-hai seek to overwhelm the defenders of the
Deeping Wall in one, overwhelming hammer-blow then

sweep onwards to the Hornburg. The Evil player wins if
there at least a third of his starting number of models inside
the fortress 6"/14cm from the walls during the End phase
of any turn. The Good player wins if he can prevent this.

SPECIAL RULES

Earthshaking Blast. The force of the explosion means
that all the Warriors of Rohan on the Deeping Wall begin
the game lying down, though Gimli’s stout Dwarf legs
allow him to keep his feet and he deploys as normal.

Ruined walls. The inside faces of the breach are rugged
and roug with plenty of handholds and places to climb.
They may be climbed by a model making a successful
Climb ch ck.

Scenarw note. If you want to play the film version of this
scenario, snnply substitute Haldir for Eomer, the Captain
of Rohan for an EIf Captain and substitute all the Warriors
of Rohan for 8 Elf Warriors with light armour and Elven
blade, 8 Elf Warriors with light armour and EIf bow (who
start the game on the Deeping Wall).

POINTS MATCH

Good (600 points)

Must include at least two heroes to take the place of
Aragorn and Gimli. No more than half the Good
force may be equipped with bows of any kind and no
models may be mounted.

Evil (600 points)

Must include at least two Heroes and no more than
a third of the Evil force may be equipped with bows.
No Evil models may be mounted.
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nes under attack by -
perate fighting breaks out.
1d the mighty gatehouse
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tehouse’s walls.

time a mirrored version. ; el foc b el
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1.Cuta plece ofb a wood ; e rk for the gates first draw
~ 5mm planks - 1t :

FALAH4




Leadmg up to the gatehouse isa rrlc';)r” abreast. With their shields held above

their heads, the Uruk h m

culvert on the sides. :

A A AR A A A AR A AR A AT AR IR




Amgom and Gimli make haste thro gh a poStern and ¢
upon the Uruk-hai fmm the ﬂanks scattermg them

_The scenano is pla don a board 12"/28cm by 15"/36¢cm.
This scenario takes place before the damaged gate of the
Hornburg, Place the gate section in the centre of the western
oard edge. The causeway is 4"/10cm wide and runs from
the gateway towards the eastern board edge (see map).

 to shore up the gate c

Gobd Déploymeﬁt Zone

I5"/36cm
~ 12"/56cm

AL R R




STARTING POSITIONS

The Good player sets up Aragorn and Gimli touching the
gate and the Evil player then deploys the Uruk-hai up to
3"/8cm from the eastern table edge.

POINTS MATCH
Good (300 points)

Must consist entirely of Heroes, none of whom may
be mounted or carry bows.

Evil (400 points)
Must include at least two Heroes. None of the Evil
force may be mounted or be equipped with bows.

OBJECTIVES

The Evil player must try and break down the gate to the
Hornburg and get as many of his models through as
possible. The Evil player wins if he is able to move at least
six models off the table through the gateway by the end of
turn 10 or kill both Good Heroes. The Good player wins if
he manages to prevent this. Note that Evil models removed
from the table in this way still count towards the Evil force’s
numbers when checking for whether or not it is Broken.

SPECIAL RULES

The Gate: The gate to the Hornburg has been heavily
damaged by Uruk-hai rammers and is splintered and
nearly broken open by the time Aragorn and Gimli arrive.
As a result, the gate only has a Defence value of 8 and a
single Batter Point remaining.




our and armoured horse

Théoden rankles‘agat
of his fortress and
‘make his forefather
: Snowmane, the King of Rohan

~ prepare to ride out and meet t

~ charge from the gateway and
_enenty, unexpected azd is rzdmg 1
Théoden and the heroes of th
for thezr frzends to reach them?

: dard of Rohan

vit throwmg spear
“hrowmg spear

ted on horses

Good Deployme

I eployment Zones

4-8"/112cm

24"/56cm
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LAYOUT

The scenario is played on a board 24"/56cm by 48"/112cm.

This scenario takes place before the walls of Helm’s Deep.
Place the walls of Helm’s Deep across the sbuthern board
edge with the gateway section in the middle of the wall and
the causeway in front of the gate. Scatter the Valley floor
with the occasional clusters of rocks (see map)

STARTING POSlTlONS '

Place Théoden, Eomer, Aragorn, Legelas, Gamling and

the Rohan Royal Guard on the causeway. The rest of the
Good force is not deployed to begin with and will become

available during the course of the scenario. The evil / .
; 'Scenérlo Note. If you want to play this scenario as it
forces. He deploys one force (chosen by the Good player)
between 6"/14cm and 12"/28cm of the bottom of the
causeway. The second force is then deployed between
18"/42¢m and 24"/56cm from the causeway. Fmally, the
third force is deployed at least 30"/84cm from th *end of .

player then divides his models into three roughly equal

he causeway. No model may be deployed Wlthln 0!
of an enemy model. : '

OBJECTIVES

The Good player wins if he 'manages to reduce the Evil

side to less than a quarter of its starting number of models.

The Evil player wins if he kills Théoden and any other
three Good Heroes.

SPECIAL RULES

Dawn is come. As dawn breaks across the eastern horizon,

Gandalf, Erkenbrand and the Riders of Rohan arrive to

save the day, much to the shock and horror of the Uruk-hai.

At the begmnmg of turn 5, roll a D6 — on a 4, 5 or 6, the

remainder of the Good force moves on from any point on
the eastern'board edge during the Good player’s Move
: / not yet arrived, so roll again
”1ce score. If they still do not

his Ls}to bei,Theoden s last, defiant ride to
e and his warriors are filled with the

appears in the film, simply take Erkenbrand out of the
scenario and use Eomer in his role.

POINTS MATCH

Good (1,000 points)

Must include at least four Heroes, all of whom must
be mounted. Nominate one Hero to take on the role
of Théoden. Choose a third of the force to represent
the warriors who arrive with Erkenbrand/Eomer. All
models must be mounted on steeds.

Evil (1,100 Points)

Must include at least two Heroes. None of the Evil
force may be mounted and no more than a third of the
Evil force may be equipped with bows or crossbows.
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e that the fighting
. To help create the
. Making a curved

MATERIALS

5 or 10mm foamboard
Thick card

A3 paper

Pins

PVA glue

Textured paint

Metal rules

Protractor

s R A s
1 Draw a centre lin ,
a pencil and use it as a comp
of the line, and another 50m

s 15° on either side

; ‘board 190x105mm.
to foam board tw the‘fn glue to the curved

5. Glue the second curv top with side wall i att] 5x25mm to fit the front wall.
~ cut to fit. Make a front wall 215x130m ‘
 as before. e ‘
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j. TERRAIN

DEEP

off we show all the pieces you’ll need to make the whole fortress.
t Sqﬁare gaming board and looks very impressive.

Gatehouse

Rear causeway
(This straight section is buill
using the same techni;
as the causeway)

3 solid Deeping
- Wall sections

1 X TRIANGULAR
SECTION

To fill i a oap in the
completed wall, make a
small triangular piece with a
set of steps on top. Simply
use all the materials and
.| techniques you’ve used to
make the rest of Helm’s
Deep.
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= 'Evﬂ. Choose 1,500 points o

- Good win 'Thke VG'cy)od p!

, could pool to
; you have plenly o

- ’FORCES

~ Good: Choose 1,500 poi
. Aragorn Theoden Legola ; ,G

- Hand Uruk-hai, Dunlendings an:
models, the Evil side can includ

out and Aragorn Ganda

; £EV1l win: The Evil playe
- :Theoden are all sl S

THE WHITE RIDER
Gandalf the White and the
reinforcements deployed with
him arrive at the end of the '
Good Move phase in turn ﬁ
12. Remember,
models that move
onto the board
cannot charge in
the turn they

otherwise act
normally.

arrive, but may 7 v -3

LEGION OF THE WHITE HAND

Every time an Evil warrior with a single Wound is
slain, put it aside. At the end of the following Evil
Move phase it may re-enter play on a dice roll of 3
or more. If a 1 or 2 is rolled, the model may not re-
enter — do not roll for it again. Once Gandalf and the
rest of Rohan’s reinforcements arrive, no more Evil
models may enter play.

The Evil force is only considered Broken at the
beginning of any turn when there are less than 50
Evil models in play.

RATMEAT AT
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STARTING POSlTlON .

. The scenario is played on
| 48Y/112em. ‘

‘,‘N ~ WEAKNESS
The culvert can be destroyed as described in scenario 12,
The Deeping Wall. If demolition charges are used on other
- parts of the wall, they will have no effect though they can
be used as normal to attack the gate.

are not deployed untll later Ara orn, -
and G1m11 and the remammg Good

THE GATE

- At the start of the siege the gate is intact and braced from
~ within. Treat it as a fOrtress gate, with a Defence of 10 and
3 Batter P,qint‘sl

THEODEN RIDES OUT

As long as Théoden is still alive, from turn 8 onwards any surviving Rohirrim
may attempt to ride out of Helm’s Deep in a glorious last charge. In the Move
phase of turn 8 (and in each following turn) any Warrior or Hero of Rohan,
Aragorn and Legolas may mount a horse by moving into base contact with the
stable.

When this happens, treat any
Warriors of Rohan that mount
horses as Riders of Rohan from
that point forwards. If Gamling
does this, he may be equipped

with the Banner of Rohan. —

Note: Théoden must join the |
charge, otherwise no Good model
may mount a horse — in other
words the Good player may not |
leave the King of Rohan cowering
behind the walls of the keep!

AEAT AL ARCATEAE

PR AR A AT AT




way from the aftermath of Ar
siege of Helm’s Deep, explc

you’ll be able to use him at Helm’s Deep.

RIOS

. The second Way to play through thls book is as a campaign,
Wh1ch is more challengmg, but offers you the chance to see
if you can do as well as the Heroes of the story without such
luxuries as Heroes who come back from supposedly mortal
-wounds! For example if Erkenbrand 1s killed at the Fords of

lea ‘mg; the charge at Helm’s Deep...

ing the world from evil was going to be
id they" It’s grea when the outcome of each game
> what happens in future scenarios, so if you fancy
play; arios this way, ignore any special rules that
‘ alte a embe"ofthe Fel]owshlp s Might, Will or Fate.
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WEARY WlTH MUCH TOlL"

If you want to connect your scenarios together V1n a
campaign, you’ll need to keep track of how badly

injured the Heroes are, but don’t worry, this isn’t any,

more work than normal. After all, you a]ready,keep note

of Might, Will, Fate and Wounds, during games. The

way the scenarios are written, it’s assumed that the
Heroes have sufficient time to rest between battles and

so restore their precious reserves of Might, Will and

Fate, as well as heal any wounds that they have
suffered. Realistically though, the hardships of their
journeys are less likely to allow this to happen and they
may find themselves locked in combat before they are
fully rested.

RECOVERING RESERVES

To determine how well the Heroes have recovered after
each scenario, simply nominate a Surviving Hero and
roll a dice for each point of characteristic that has been
spent or lost. Start with Might, and then move on to Will,

Fate, Courage and Wounds. On a roll of 1, 2 or 3, the

Hero has not rested sufficiently and starts the next game
without that characteristic point restored. On the roll of
4, 5 or 6, that point has been restored and can be used in
the next game. If the Hero has any Might, they may use
it to modify the dice roll as normal, though you can’t
attempt to recover this Might point until after the next
scenario. Roll for each Hero in turn, noting any changes
as you go. ~ -

For example: Legolas has had a hard tlme in Scenariof ,

One (Let’s Hunt Some Orc) — he’s 1ost 2 Might points,

and 1 Fate point. At the end of the scenario, roll two dice
to try to recover his Might points. Say you roll a 2 and a

o iWounds not any other profile characteristic. If you fail to

_recover one or more Wounds on the Hero’s profile then
'that hero has died and their role in the tale is over.

For example, say Sam loses all of his Wounds. At the end

of the scenario, you’d roll to see if he can recover either
~ Wound. He rolls a 1 and a 3 and, tragically, Sam dies of his
wounds. If Sam has a Might point remaining, now would
be an excellent time to use it!

VICTORY AND DEFEAT

Regardless of the outcome of each scenario, the Heroes are
assumed to have moved on to the next stage (carrying their
wounded or abandoning their dead, as necessary).
However, the victor of each scenario literally holds the

~ power of life and death over the Good Heroes.

If the Good player wins the scenario he may re-roll a single
dice when attempting to recover a characteristic point. If
the Evil player wins the scenario, he may force the Good
player to re-roll a single dice when a member of the
Fellowship attempts to recover any characteristic point
(awww, and it looked like Pippin was going to pull
through...). Only one dice may be re-rolled — you may not
re-roll one per member of the Fellowship.

THE 'HERO .F THE HOUR

, Some members of the Fe owshrp have exceptional skills
, that affectierther their | ,Very, or that of their comrades:

le geable healer able to preserve life
have failed. If Aragorn is still alive at
i0, you may add 1 to a single roll when
any Hero’s characteristic points.

. Aragorn IS a

6; that’s enough to recover a single point of Might. Then Gimli i

if you roll a 3 when attempting to recover his Fate point,

it’s too bad for Legolas — he’s going to have to go on

without it. However, deciding that the Fate point is

needed more than a point of Might, you could spend 1

Might point to change the 3 to a 4 and so recover the Fate

point. Legolas would then start the next game w1th 1

| ~[;,w NNl'~ ‘G THE CAMPAIGN

Might, 2 Will and 2 Fate

IT’S ONLY A FLESH WOUND: : .
ORISTH. .

Of course, given how dangerous it is durlng the War of the

Ring, it’s quite likely that a Hero could actually be reduced
to 0 wounds in the course of a scenario and
reality, they probably haven’t been killed, but have only
suffered an incapacitating blow or passed out from blood

loss, or some other, not immediately fatal, occurrence.‘
you can use the same process

When this happens,
described above to try and revive them — clearly the Hero’s
friends have carried their prone companion away from
danger. In such cases you may only roll to recover

‘slain’. In

' pomt on a'3, 4 5or 6 rather than a 4, 5 or 6.

Frodo possesses great will, a trait that enables him to bear
 the Ring. Frodo w111 recover Will points on a roll of a 2, 3,
4 5 or6

] ‘layer wins The Two Towers campaign by
1gh all the scenarios with the Ring remaining in

. ‘~playing t

. the possessmn of one of his Heroes. If Frodo is slain, one of

 the other members of the Fellowship will take up the Ring —
‘the Good player may choose which at the end of the
scenario. However, not having the famous Baggins’
fortitude, whomsoever takes on the burden must take a
COurage test at the start of each of their moves. If the test is
failed, remove the model from play — they have fled with the
Ring (possibly muttering the word ‘precious’ under their
breath as they go). At this point, the Good player loses the
campaign and the Evil player is triumphant and darkness
covers the land! Feel free to laugh evilly at this point...
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: (Man)f Points value: 65

T L s
S ; e \ -

d with a sword and shield. He
an additional cost, he may have

................. 10 points

Tall and strong, Erkenbrand

Westfold of Rohan and it is said that th

valour  of )

Hammerhand lives again in him. With the , ‘ the Horn of the Hammerhand fills
death of King Théoden’s,so ed, the Rol vi ' ngth. Once per game, at the beginning
’the First Battle of the Fo of as ay blow orn of the Hammerhand. For
Erkenbrand becomes the com of that figh Rohan mods | he battlefield count as being

all Rohan’s western defences

Points value: 50

) A W C M/WIF
= 5 0

.............. 10 points
Hdma is the Doorward of King -
- ’,Rohan and Captain of the King’s Gu o 0 protekctV the life of the King of Rohan. If the
- Fiercely loyal to Théoden, | walty is bden, Hé ill automatically pass all Courage tests
. unquestzoned and his bravery _ he has tQ take so V éoden is alive. If Théoden is killed, Hima reverts

throughout the f the Horse-lords. - to the normal rul

2> 3/810

, e . : pear .......... 5 points
~ Théodred is the only son of Théoden, King ' . e 5 points

of Rohan. Strong and bold, he is a mighty Shield . L 5 points
and fearless warrior and a thorn in the Hove . ' - 10 points
side of Saruman and his plans. As the ' ‘
second Marshal of the Mark he commands
a significant body of warriors and the
respect of every warrior of the Rohirrim.

- Special Rules .
Expert Rlder See the Rohan Outnder entry opp051te

AT T




Points value: 10

A W C M/WEFE
1 1 3 0/0/1
.

Though all Rider of Rohan are expe ,
the saddle, Outriders must be exceptional
even amongst their peers, scouting ahead
of the main Rohan forces and 6 ty - their shield (in whic their I efence is reduced by 1 point).
ambushes for enemy warriors. o . ' .

Points value: 25

FS S D A W C M/WF
i 4 @ 3 oA bk

. - has sworn to serve Frodo Baggins,
Sméagol and Gollum are ly be included in a force that also

same com the l'WO warr‘




Poin,ts value: 120

fyixi'lpréa,tur‘eksj with iron-hard limbs that can smash
s can crumble rock. When attacking fortifications,

great strengfhf,f*able to tear rocks out of the

. Iéfiéld Wi‘th crushin force. To represent
Ents are the shepherds of the trees, and - .

once roamed in all the great fore s o
Middle-earth. Now their numbers w with a fange of 18"/42¢m and
dwindling and they are a much scai r s rock can be hurled at a castle
sight, seen only in the depths of Fangor wall or ofl j ng. is : . the Good player nominates a target
 Forest, hard on the east slopes of the Mist: ? and 3 s normal. If the shot causes sufficient
 Mountains. Untro‘ubled by the wia t cr , 0 t the point the shot was aimed at.
world, it is rare for Ents to interfere v ‘ g
affairs in the lands outside their forest.

Osglhath Veteran ;' 3/4+

: Wa rgear

~ Specnal Rules = o
4 Loyal to the ap ave fought alongside Boromir

' . ‘ -  one of them is loyal unto death.
The Osgzlzath Veterans are a dour and .

~ grim band and are ‘the warriors that
recaptured the city alongside Boromir of
the White Tower. Though their armour is
pitted and scarred and they carry dozens
of small wounds, their fighting spirit is
undiminished. Osgiliath may be ruined, a
shadow of its former. glory, but with their
lives they defend it, proud and deﬁant to
the end.

T
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ruk al Scout Captaln (Uruk hai)  Points value: 60

E S b A W C MWE
o3+ 5 5> 2 2 4 3/171

; karmed w1th a crossbow, a sword and wears armour.

f’SPe'ci‘a1~lthlles" f . o
Expert Shot. Vraski is allowed to shoot his specially modified crossbow twice
: t phase instead of just once.

Vraski commands the legwns of the thte .
Hand Scout Uruk-hai. A cunning and ,
resourceful leader, Vraskii is utterly;mthless;
and heedless of the lives of his followers, 0
long as the will of Isengard is enacted.

Points value: 60
W C M/W/F
P TR

man and thinks nothing of

. , . : of them and keep order in the
With Lurtz slain by Aragorn at Amon He Courage test when the Evil force is
and the hunters still hot on their h , T lel in base contact from play. If he does
Ugliik that rises 1o the fore amongs  this Ugl his Courage test and his Stand Fast! has

of crude ;Ciinning and open brurtalizy

~ Points value: 50

.. D A W € MI/W/F
S5 2 2 4 243/1

] weapon and wears battered and worn
arry the following:

. o e 5 points

- 5 points

...... . :. .;..,...............5points

Only the most vzolent and savage of .
warriors can rise to prominence ,
Dunlending society, and only those who
excel in personal combat can hope to lasy,
any length of time. Respect is earned by
feats of martial prowess, and any that
claim the title of chleftam must protect
their posmon fmm all who covet ll ' ‘

P A AL A
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f armour, carries a shield and a hand
ard Troll may have the following:

e h ,cani'throw it, provided that he is
ly like a crossbow with a range of

‘ Troylls bigger and stronge
subterranean cousins. K
 sunlight and armoured in the
the Uruk-hai, Isengard 1 ;
terrifying opponents and can easily
all but the most powerful opponents.

Points value: 15

re them to their doom. At any point in the
le enemy model within 12"/28cm of the Spectre to
: The targeted model must pass a
nder the control of the Evil player,
dels may not be moved out of
her model’s control zone, or
e target (such as jumping down
hem into areas of marsh or bog.
] mb“;y ‘j‘umpf, mount, dismount or
models may not move further that turn.

The long-dead warriors of forgotten
battlefields, these watery revenants of
Orcs, Men and Elves cast their ghostly
light over marshes and sites of ancient
darkness. Their very presence foretells "
death and their pellucid glow lures the
unwitting to their doom with beguiling
lights and unearthly magic. ‘

AR I A A AT TR




Points value: 15

25 pomts -

forgoil, the strawheads, and héve h
for five hundred years. In battle 1

Points value: 12

Uruk-hai are already brutal fighters, but
there are those driven to madness b
torture from their own kind in order to
breed an unthinking hosttlzty to all llvmg '
things. Kept chained in the deepest
dungeons of Isengara' these besti Uruk-
hai lust for carnage and live only for the
shedding of blood .
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Erkenbrand
Héma

Théodred ' .
Rohan Outriders -
Sméagol “
Ents -
Osgiliath Veterans
Veaskn
Uglik
Dunlending Chieftain 4
Spectres
Isengard Troll
Morgul Stalkers
Dunlending 'Warrior .
Feral Uruk-hai

Horse
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Exterior Use
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WATER EFFECTS .
EAU ARTIFICIELLE i
WASSEREFFEKTE

EFECTO DE AGUA
EFEETTO BAGNATO
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27me

Water Effects  Citadel PVA;glue’ ‘ .

FARRAL IR A A AT




s { A
e ’

“Who now has the strength to stand against
the armies of Isengard and Mordor?”

S

Saruman - The Two Towers

Fight out the battles and encounters of The Two Towers book and ﬁlm on your own tabletop, painting the
miniatures and buzldmg all the terrain yau need as you go.

SCENAR!OS
A linked campaign, telling the story of The Two Towers, from Aragorn, Legolds
and Gimli’s pursuit of the Uruk-hai to the climactic battle of Helm’s Deep.

* PAINTING GUIDES
Painting guides for many of the models featured within the supplement including
the Defenders of Rohan, Uruk-hai, Ents, Morgul Stalkers and Warriors of Dunland.

MODELLING TERRAIN

Detailed advice on recreating all the scenery featured within the supplement,
allowing players to build and paint rocky hills, river fords, and even the
magnificent fortress of Helm’s Deep. ;

This is a supplement for Games shop’s The Lord of The Rings Strategy Battle Game — you will need a copy of the rules in order to play.
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