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p alfﬁed‘ hefe.

At the back of the book 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 deno"t’eé - ' he st , y 7 ' 'gmph,shows the game
__aScenario page. i ; rogress, using the scenery
o ‘ bed on the Terrain pages,
models painted as shown in
e Painting pages.

‘Layout’ explains how "
10 set up the terrain —
his is also shown on
e board map.

F 904 vt 0 pley s
Partcianis choose nes o
o The the Good foree.

EQUIPMENT

You will see in the 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, the Ringwraiths would not be
__mounted on their monstrous Fell Beasts during this part of
_the story.
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On :Pgainting and Terrain pages, the different
paints are symbolised by coloured circles:
@ O means use one colour followed by the next.

@  means to mix the colours.

mple 1echniques and
tinting tips will help
ou get great results.

 reference picture sh
what to aim fo

Colou : guides ’swhow kthke‘
specific Citadel ‘
paints used on tk

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.

hese are often
r terrain too.

Tips on painting your
Scenery are provided.
sing the same methods on

different pieces makes sure
- your ter aiﬁ collection all
' maiches.




PAINTING

For the forces of Good, our story begins with the Ranger ‘ atthng the Ringwraiths
on the borders of the Shire. This is also the begmnmg of our journey through
) : painting. As the book progress , we’ll be looking at various techniques that
se on your models As the Rangers are the first of the models we’ll be looking

UNDERCOATING

An undercoat provides a good surface for your paint to adhere to, as well as acting
as a base colour for later layers of paint. It is common to undercoat either in white
or black. In the case of these models, we recommend using black.

While you can undercoat your models with Chaos Black paint, we recommend
using Chaos Black undercoat spray for a faster and more even coat.

‘ Begiﬁ with a baseéoai . Apply‘akla'y’e,r C Complete the coat with a highlight of
of Dark Angels Green. . of SnotGreen, _ Bleached Bone mixed with Snot Green.

Use Tanned Flesh Apply alayer . i Highlight the skin with a layer of
as a basecoat. of'DWarﬁf Flesh. = Dwarf Flesh mixed with EIf Flesh.

T ARAF A A A ARKAF A A A SR A EM A A 4]




LAYERING

Layerine is a ftechnique for
representing light and shade on a
model by painting successive
graduations of a colour, from dark
to light. Two-tone layering over a
black undercoat provides shading
and highlighting and looks effective
from any reasonable distance. You
will need to leave some of the
previous colour in the recesses.

In principle, the technique can be
used with any colour of undercoat
and can be refined to the point
where individual layers become
indistinguishable even from close
up. A subtler blend of colour can be
achieved by mixing the colours
together to create more intermediate
stages.

BASING

A model’s base is every bit
as important as the model
itself. While simply ¢
painting all of your

bases will give your

force an effective, {
uniform appearance,

the most effective

way of finishing a

base is to apply a

textured material.

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 layers of Scorched
Brown, Bestial Brown and Bleached
Bone. Then 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.

Applyy‘ab secoat -
of Shadow Grey.

BLADE

Begin with a lay“eyr‘ o
of Boltgun Metal.

RANGERS

@ © Boots: Chaos Black/Codex
Grey mix, Codex Grey.

@ @ Belts: Scorched Brown,
Snakebite Leather.

@  Buttons: Chainmail.
® @® Bow: Scorched Brown,
Dark Flesh.

Sample hair colours
@® @® Brown: Bestial Brown,
Snakebite Leather.

@ O Blonde: Vomit Brown,
Bleached Bone.

FIATEAA
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PAINTING

mgwralths are one of the most iconic 1mages il in The Fellowship of The
Ring, if not the entire trilogy. T purbu of the obbi s from the Shire to
ivendell makes them the focus e story for the player
he ngwralths can be

DRYBRUSHING

For this technique, you’ll need to use a Drybrush, and some fairly thick
paint. If the paint is a little thin, let it dry slightly on the palette. Work the
colour into the brush and then wipe any excess back onto the palette. Run the
brush over a tissue or newspaper, or some similarly absorbent surface, until
the strokes leave almost no mark even when applied with pressure.

Begin by stroking the brush gently over the surface that you wish to
highlight. Ideally the brush should leave no discernible strokes, but only
deposits a fine, even dusting of colour over the raised areas of the model. The
drier the brush, the more the effect will appear as a dusting of even colour.
By slowly building up the paint, you’ll notice how repeated dusting gives
naturally graduated highlights. g\

'WEAPONS & ARMOUR

Apply Vafbasec‘oayt' . _ Drybrush the swora e  Highlight the metal parts by
- ofTinBiz. . armour with Boligun M. - _ drybrushing them with Chainmail.

Begin with a basecoat . Drybmsh the cloak wzth a mixture of - ﬁmsh drybrush the edges
of Chaos Black. . ~ equal parts Chaos Black and Codex Grey - ,‘of the cloak with Codex Grey.

TEARCAL ISR fu mp %] AF-AIE
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- WA uch as the Ringwraiths drive the early part of the story for
the Evil player, so the Hobbits are the focus for the Good.
Like the Rangers before them, the Hobbits wear lush, natural
tones and as such, are well suited to layering. The colour scheme
_ for each Hobbit is presented in a series of lists, covering every
part of each model; simply take each list of colours and apply

- them in the same way you have to the Rangers. To help make the

FRODO

@® @ Cloak: Dark Angels Green,
Goblin Green.

O Skin: Dwarf Flesh,
Elf Flesh.

©  Hair & Trousers: Codex Grey.

@® O Waistcoat: Scorched
Brown, Bleached Bone.

® @ Sack: Scorched Brown,
Bestial Brown.

© © Chain, Buttons
& Sword: Boltgun
Metal, Chainmail. =

O  Sword Hilt:
Shining Gold.

MERRY
@®  Cloak: Codex Grey.

@ Skin: Dwarf Flesh,
Elf Flesh.

@® @® Coat: Dark Angels Green,
Goblin Green.

@ O Bag & Trousers: Scorched
Brown, Bleached Bone.

@ O Hair: Snakebite Leather,
Bleached Bone.

@ @ Sword: BoltgunKMeta R

Sword Hilt:

:, Begin with a

Chainmail. i s
} &

Shining Gold.

SAM

© O Cloak: Catachan Green,
Bleached Bone.

© Skin: Dwarf Flesh,
Elf Flesh.

©®  Jacket: Codex Grey.

@® O Bag: Scorched Brown,
Bleached Bone.

Kommando Khaki.

@ O Waistcoat: Goblin Green,
Rotting Flesh.

@® @ Trousers: Dark Angels
Green, Goblin Green.

© O Hair: Vomit Brown,

Bleached Bone.

© @ Sword: Boltgun Met
Chainmail. .

O  Sword Hilt:
Shining Gold.

® © Backpack: Catachan Green,

PIPPIN
@® @ Cloak: Red Gore, Blood Red.

Skin: Dwarf Flesh,
EIf Flesh.

© O Shirt: Fortress Grey,
Skull White.

@® @ Trousers: Scorched Brown,
Bestial Brown.

@ O Bag: Snakebite Leather,
Bleached Bone.

@  Scarf: Codex Grey.

@® © Hair: Bestial Brown,
Vomit Brown.

@ @ Sword: Boltgun Metal,
Chainmail.

Sword Hilt: Shining Gold.

~ process easier, we have also shown some of the colours on the
~ models themselves.

FRODO’S JACKET

Highlight the jacket by
_ mixing Bleached Bone
_ with Dark Flesh.

basecoat of
Dark Flesi

RRY’S WAISTCOAT

Apply a basecoat of Next, add a layer of
 Vomit Brown.

Golden Yellow.

Highlight the
waistcoat with a mix
 of Golden Yellow and
Skull White.

PIPPIN’S JACKET

Begin with a basecoat Apply a highlight with
 of Regal Blue.

Ultrqnmrines Blue.

?
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your imagination

'MATERIALS

1" thick polystyrene
Craft knife
Thin card

 PVA glue




across the rock

er pieces of polystyrene and glue them to the
ith PVA glue. Make sure that you line them up
rew to space the rocks — this ensureé
ap between them. This gap will allow
p of the rocks, and also use them
owdelf scenario. '

3. Using your craft k

straight surfaces allows you to creat
looks more natural. O
your rock.
PAINTING ROCKS
E,
E

First, paint the rock with textured spray Next, use Chaos Black to paint the rock. Using a large flat-headed brush,
paint. Make sure that it covers all of the Once this is done, paint Dark Flesh into drybrush the rock Codex Grey followed
polystyrene. the recesses. by a final highlight of Rotting Flesh.

TR A A RCAL A

+
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MATERIALS
‘ thlc polystyrene
 Craft knife

ROk g g,

~ MAKING BARROWS

To create the barrows for the Fog on the
‘Barrow-downs scenario, simply take .
small rocky outcrops and put them on top of

scenery in this way you can expand
your collection without having to
make any new parts.







MATERIALS

4' x 4' wooden board
’ PVA glue

Sand

Large flat-headed brush
Static grass

nock off the excess
sheet of newspaper so

CHOOSING A BRUSH
Painting scenery is different to painting individual
models in one important area: due to the larger size
~ of terrain it is preferable
to use a bigger brush.
 We recommend a large
flat-headed brush as it
~ will cover a larger
. surface much quicker.
Also, when drybrushing
terrain, these types of
_ brush are much more
durable than the smaller
variety. ' ~

MEATAEAL



To give the board a more natural appearance we have use s

patches leavmg small areas of sand showmg

1. Apply a layer of glue to 2. prinkle on kt“he static '31 Use modelling flock to 4. Spray the entire board

patches of the board. You  grass. Once the surface is fill the gaps between the with Purity Seal. Once dry,
: may find it useful to water dry, knock off the excess - o grass. This will this will minimise any
down the glue . grass onto a sheet of give the appearance of damage and stop the static

different texture, and help gtass falling off the board.
to break up the flatness of Make sure that you do this
the board. . ‘ outside, or in a well
' ~ ventilated area.

TREES

From Fangorn to M1rkwood the forests 0 Mlddle-earth cover

represent forests woods and copses by
recommend you glue your trees to 4()

;V built two types of iemplate to stand your trees on. These are sed
[ in most of the scenarios and should be big enough to hold three

from foamcard ensuring you have enough
space to place the trees, and base them
{0 match your gaming table.

Some of the scenarios also
require the use of hedges
These are available
from your local
Games Workshop
or hobby store.

T A AL AT




on’s power is
ervants are not yet

; youcan play
add three extra
ngwraith that is

x 48"/112cm table,
dywine river. A large
top it dominates the
ests (of two or three
 the hill, whilst a
scattered about the

not deployed i

Deployment Zone
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e Nazgﬁl? Once per game, in the Priority
efore any dice have been rolled) the Evil
‘may choose to unleash the piercing wail of the
ble cry freezes the hearts of all who
gly, for the duratlon of the turn, all

if at least half of the Evil force (tw , :
of the standard partlmpants) exn; the wes .

from happemng

SPECIAL RULES
Hue and Cry: ‘
drawn towards ‘ rm onwards,
player may roll a D6, at the end of the Movement phase, for
each Diinedain currently not in play. For each roll of a 6, he . POINTS MATCH
may move a single Diinedain onto the board from either the
north or south board edges In this way, the Good player
can bring Dinedain into play who have previously been
slain, but note that the Good force is considered to be
‘broken’ once six Ddnedain have been killed. Newly
arrived models may not charge, but may 0therw1se act
normally. ‘ '

There are many beings who watch over the Shire, not
Jjust the Dunedain, but Elves, Dwarves and Wizards.
If you want to play this scenario with alternative
participants, choose two forces that are roughly
equal in points value.

A ARG
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48" /1i2cm >

m‘the north and south edges
€ een,three and five trees)

oloys six of his Rangers in
p). The Ringwraiths are not
e, but instead will arrive as

gers to be able to stop the

hire proper. The Evil player
e Evil force (five models

ts) exit the western

if the Rangers can

~ 48" /112cm
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SPECIAL RULES

upon to take

The Pursuit: 'To r‘epresent'; hwéncbiesperyat 'pu suit by the
Dinedain from Sarn Ford, at the end of each of his POINTS MATCH

QveRy , player may bring on D3 There are many beings who watch over the Shire, not
Dinedain. These are chosen from models not d@ployed at

the start of the game or that have been removed as
casualties. The Good player may move these on from the
eastern board edge. Newly arrived models may not charge

Movement phases, the Goo

but may otherwise act normally.

Last Stand: The Rangers are prepa;red to sell thell' hves’ as '

the end of each of the Evil player’s
ases, he -may roll a D3; this is the number of
t have arrived, and he must move this many
ice, one of which may be the Witch-king)
eastern board edge. Newly arrived
ge, but may otherwise act normally.

Just the Rangers, but Elves, Dwarves and Wizards. If
you want to play this scenario with alternative
participants, choose an Evil force approximately
three times the size of the Good force — ie, if the
Good force is about 250 points in size, the Evil force
should be around 750 points.

A AL AR IR
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imum amount of
main rules manual, and
pec'ial‘rule below.
on’s power is still
ervants are not yet at

12cm x 48"/112cm table,
Eastfarthing. The area is
s of hills rising on the
wo small woods (of about

one touching the centre
ouching the centre of
one touching the centre of the
oyed touching the

R: gwyraiyt’hs

8" /112cm

MEAZALA]




OBJECTIVES

With the Ringbearer literally a few feet away from one of

the Ringwraiths, the hunt for the Ring has now truly
begun. The Evil player has but one objective — kill Frodo.

If Frodo is slain, the Nazgl reclaim the Ring and the game l
is over. The Good player must prevent this by slaying the

Nazgtl or moving Frodo off the board via the eastern edge.

SPECIAL RULES

The Search: The Nazgul follow the rules for Sentrles as
described in the main rules manual As they are'almo
completely unawares of Frodo’s pr/ en’
game, the ngwralths may not move at all

turn. In addition, creatures of the spirit woﬂd the Nazgtl :

have poor daylight vision — all Good models count as
wearing Elven cloaks for the purposes of this scenario.

Each of the Nazg(il starts the game with 4+D3 Will. Note

that this rule is ignored if you are playing The Fellowship
of The Ring campaign.

Lost in the Woods: The three Hobbits are more ;thya'na little
apprehensive after their close call with the Black Rider. Until
the alarm has been raised, each Hobbit must test their

move — if they fail, the Evil player may
h he may not have them charge an enemy).
as been raised, the Hobbits are very much
re is something tangible to be avoided and,
ntion thus focused, may move normally.

The Cry of the Nazgul Once per game after the alarm has

~ been raised, i 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, for the duration of

the turn, all mode] on the Good side have their Courage

POINTS MATCH

Although it is Gildor who appears in this scenario,
there are many other Heroes who wander the lands
of the Shire. If you want to play this scenario with
alternative participants, choose two forces of
about the same size. The Good force should
include Frodo.

AR AL AL-PLRCAE-FADR
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ape the bank to
tch the bevelled edge
and round off the shape.
~ To finish off, blend the
_ bank to the base with
ready-mix filler, then
1se the filler to create ¢
the . contours w.of = 1

two strips of polystyrene to
. the line of the banks and
nto position.

MATERIALS

Wooden basing material
1" thick polystyrene
Craft knife

PVA glue
Ready-mix filler
Sand
Static grass
Flock
Gloss varnish

FALAL-A)
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). Next, use static grass and modelling
ock to texture the banks, and, to finish
off the water, apply a coat of gloss

5. The water is painted with ~ Apply a highlight of Scaly _ Highlight with an equal Finally, add streaks of

Dark Angels Green. - Green towards the edges of ~ parts mix of Scaly Green Skull White to imitate light
therver, 00 - and Ul~tramarines Blue catching on the flowing
- “ ~ working out towards the water.

riverbanks.

I AT AL AL PR A A AT P A A SR AE T
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MATERIALS

‘ Balsé,wood

Craft knife

PVA glue

Matchsticks without their heads.
~ Small rocks
~ Ready-mix filler
: Paper ’

Thick card

Square wooden dowel

5mm thick foamcard

ircles to le'avéyouréelf »,
of arches. With this
‘ deck so that




PAINTING BUCKLEBURY FERRY
AND JETTY

Creating a weathered appearance for Bucklebury Ferry is
really straightforward. After undercoating it Chaos Black,
simply drybrush the following colours in the order shown:

1. Scorched Brown @ 2. Bestial Brown @
3. Graveyard Earth © 4. Rotting Flesh

All that’s Ief
for a reminde

MALAE-AIECAFADE




S nap). The E‘V:il',player then
in the Evil deployment zone.
deployed touching the

Evil Deplbyment Zone

48" /112cm
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ferry moves — unless as a result of a heroic
, gical Power. Heroic actions cannot be used to
move the ferry.

SPECIAL RU LES

The Search The Nazgil follow the rules for Sentries as

described in the main rules manual. As they are almost
completely unaware of Frodo’s presence at the start of the
game, the Good player may move the Ringwraiths during
the first turn. In addition, as creatures of the spirit world, the
Nazgiil have poor daylight vision — all Good models count
as wearing Elven cloaks for the purpos s of this scenario.

The Bﬁmdy’W 1e: Should a model find itself in the river
(either by ch01ce or accident), it uses the Swimming rules
from the main rules manual. However, as Hobbits have a
great fear of water, any Hobbit in the river (not counting
has on the erry) must make a Courage test before rolling
mmi g'chart If the test is failed they must move
; earest bank of the river as quickly as the
Sw1mm1ng chart allows them to. The Nazgil will not enter
the river under any circumstances (though they will get on
the ferry if they have to).

The Cry of the Nazgul Once per gam after i ;
been raised, in the Priority phase (but before any dlce have
been rolled) the Evil player may choose to unleash the
piercing wail of the Nazgl. This terrible cry freezes the
hearts of all who hear it — aéCofdingly, for the duration of
the turn, all models on the Good side have'thei:rVCourage
reduced by 3 points. :

POINTS MATCH

The Ferry: The ferry can be moved af a raie of If you want to play this scenario with alternative
D6"/2D6cm a turn (roll each time it is moved) — there must participants, choose two forces of about the same
be at least one model on the ferry to move it in this manner. size. Note that the Good force should include Frodo.

Models on the ferry cannot themselves move during a turn

T A AL R AR EAE AT AF ATRCAF P A A A RCAL A




BARROW-WIGHT

©® Weapons & Armour:

Chainmail.

@ Gold Details: Shining Gold,

_ Brown Ink.

INK WASHES

Traditionally, a ‘wash’ is a mix of strongly coloured

paint or ink and just sufficient water to give an overall

fluid consistency. This mixture is applied over a light
base colour and will tend to run into the cracks
and crevices.

If you want to thin down an ink wash to reduce the

intensity of colour then add water plus PVA glue. The

White paint.

PVA glue enhances the gathering qualities of the wash

and produces a stronger contrast once dry. You will have
to experiment to judge the effect for yourself.

Conversely, if you want to reduce the gathering quality

of an ink wash, producing a more overall tone, add a
little liquid soap, such as washing up liquid. This breaks

the surface tension so that the ink stains the surface

more uniformly without forming patches.

e
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Tom Bombadil’s cheeks while s

ust right. They also provide us with
iques. Most of the colour on both
shes can then be used to stain the

till

BOMBADIL'S SKIN

 Begin with a basecoat
_ of Snakebite Leather.

ot |

Dress: Scaly Green,
Skull White.

Candle: Golden Yellow.
Skull White.

Headband: Boltgun
Metal, Mithril Silver.

Jewellery & trims:
Shining Gold,
Chestnut Ink,
Burnished Gold.

TOM BOMBADIL

® ®  Coat: Regal Blue,
Enchanted Blue.

Boots: Snakebite
Leather, Bubonic Brown.
® ® © Smock: Scorched Brown,
Bestial Brown, Bestial
Brown/Bleached Bone.
® @® @ Hat: Scorched Brown,
Dark Flesh, Dark Flesh/
Snakebite Leather.
Feather: Regal Blue,
Enchanted Blue.

Beard: Scorched Brown,
Scorched Brown/
Bleached Bone.

® 0

gh h skin with a mix
' and Red Gore.

: Highlight the hair
" with Bleached Bone.

TR ENE
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thin 6"/14cm of another.
1 may be available to the

nsive character is kept to one
-d as above.

ight on each Barrow.
ces, the Evil player

they remain within
r resolve increase.

deployment Zone




In addition, as long as a Barrow‘w;

ngle paralysed Hobblt by ‘ .
1t“0nce a Barrow w1ght' ‘

par. Iysed Hobblt the Evil player
ult or more, the Hobbit is
as a ast alty The Wight can then

POINTS MATCH

If you want to play this game with other forces,
choose 200 points of characters for each side. As
much of this Scenario relies on the special abilities
of the Barrow-wights, it is recommended that at
least 1 Barrow-wight is included on the Evil side.

}«Jmm\ﬂét
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PAINTING

r character. Much the same
' it is in no way essential

ARAGORN

® ©® Cloak: Dark Angels Green, Camo Green

@® @ Jacket: Dark Flesh, Bestial Brown

@ @® Hair: Scorched Brown, Bestial Brown

@ © Blade: Boltgun Metal, Chainmail

@® @ Boots: Scorched Brown, Dark Flesh

@ @ Bow: Scorched Brown, Bestial Brown

@ Baggage: Codex Grey mixed with Chaos Black

WEATHERED CLOTHING

. ,‘Light‘ly”drybrush the edges
of the cloak with Bleached Bone.

WEATHERED SKIN

Paint the skin Dark Flesh. Pdiﬁt the skin with Dwarf Flesh.

1) Begin by painting the area where the eye Wlll
be with Chaos Black pamt -

2) Paint the whole eye wtth,Skull White.
3) Paint the pupil with Chaos Black paint,
making sure it touches both eyelids.

EYES

FARCAL EAPR AT A SIRCAL S M TATATRCAR




_ Faint the cloak with Codex Grey
mixed with Chaos Black.

'Snakebite Leather.

Begin with a basecoat
of Dark Flesh.

athered, Gandalf has wandered the roads of Middle-earth
m hls dusty grey robes. In some ways, the fact that the

get some individual attention. His collection of dusty robes
im ideal for the same weathering and layering techniques used

L ] )

® O

L
®0e
O 0

GANDALF

Hat: Shadow Grey, Codex Grey

Skin: Dark Flesh, Dwarf Flesh,
Dwarf Flesh mixed with Elf Flesh

Blade: Boltgun Metal, Chainmail
Belt: Scorched Brown, Bestial Brown
Crystal: Fortress Grey, Skull White

msh the hazr '

Bleached Bone

 Highlight the cloak
 with Fortress Grey.




A NOTE ON TEMPLATES

Amon Sl includes a few pleces that would be qultef

tricky to mark out using instructions and measurements
only. To make building the model a little easier, we’ve
included templates for these parts. Simply make copies
on a photocopier, glue them to pieces of thin card and
cut them out. Some templates, such as the hub steps,
represent several slightly different parts in one. Where

this is the case, a small diagram will appear nearby,‘
telling you how to make them into separate’;t’emplatcs. ;

: TEMPLATES INCLUDED

_* Hub spiral Steps e % 7

MATERIALS
Polystyrene
5 mm foamboard
10 mm foamboard ~
2 boxes of Ruins of Mlddle—earth

, «yW ,oden dowel

* Hub steps

* Stairs
o Stair top
* Stair walls

But’{r ss 4
Butt?éssf 3

d

sArkh : Buttress

. Walls 1to 6
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BREAKING THE CIRCLE -

GETTING MORE FROM YOUR MODEL

Most of the terrain models in this book have been
designed to be usable in as many different ways as
possible. Naturally, the ruins of Amon Sl are very
recognisable, and are so big that they tend to dominate the
average gaming table.

One way to get more use out of your model is to make
several smaller models from it. Middle-earth is filled with
the ruins of its long history, and so, after building our
model, but before painting it, we cut the three
freestanding buttresses away. These can then be used to
add character to any other battle scenes set in the wilds of
Middle-earth.

to base your m’(‘)d, Is.

er, use the 'following steps to

MASAE-




All templates are shown at 50%. Photocopy at 200% to produce
templates at the correct size. For a complete set of templates, you will
need to make 4 copies of this page.

Stairs

Hub spiral steps

Copyright © MMV New Line Productions, Inc. Permission granted to photocopy the
templates on this page for personal use only, to play The Lord of The Rings Strategy
Battle Game. All further rights reserved. The Lord of The Rings and the names of the
characters, items, events and places therein are trademarks of The Saul Zaentz
Company d/b/a Tolkien Enterprises under license to New Line Productions, Inc. and
Games Workshop Ltd.




ost deadly 'sefvants are not yet

1in th ruin of Amon Sil itself -
T oundary of the playing
that can be climbed by a

\dalf in the centre of the
Jer then deploys two

'rwvcs and at least four
‘enough to allow him to
away from Frodo. The Evil
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been slain previously in the

POINTS MATCH

Though historically it was Gandalf who was
forced to fight atop Amon Siil, it could easily have
been another champion of Good, such as
Glorfindel or Aragorn. If you want to play this
scenario with alternative participants, choose an
Evil force approximately four times the size of the
Good force — ie, if the Good force is about 250
points in size, the Evil force should be around
1,000 points. The Good force should include a
single Hero. The Evil side should consist entirely
of Heroes.

spells, when |
must immedia 2

HAPEAS

CARCATEAY




player wins if
wraiths manage

NREIE




'SPECIAL RULES

Nazgtl. This te

hear it — accordi

models on the
5 points.

Gandalf “Fhe Grey Pﬂgnm is weary and worn — his

priority is to reach Frodo no ‘th t the ngwralths have'

POINTS MATCH

The nearer Frodo gets to Rivendell, the more of its
household are out looking for him and the
Ringwraiths who pursue him. Though this conflict is
not recorded in the story of The Lord of The Rings, it
is likely that the Ringwraiths continued to encounter
difficulties as they themselves became hunted by the
Jorces of Good. If you want to play this scenario with
alternative participants, choose an Evil force
approximately half the size of the Good force — ie, if
the Good force is about 250 points in size, the Evil
force should be around 125 points. The Evil side
should consist entirely of Heroes.

FATAL AL IAE




ninimum amount of
main rules manual

that can be climbed by a
2cm and 2"/4cm tall). The

its ,w1th1n»3"’/ 8cm of the
layer then deploys the
 the playing area.

e turn, the game is

=




use Mlght or Fate pomts

Aragorn onto the playing area fror
circumference. Newly arrived models 1 may
may otherwise act normally.

AragOm: Aragorn is not prése at the start of the game | POINTS MATCH
-and is instead out in the wilds foraging for food, unaware |
that the wraiths are so close. From the second turn
onwards, the Good player may roll a D6 at the end of his
Movement phase. On the roll of a 4+, he mus :

e Nazgil: Once per game in the Priority
ore any dice have been rolled), the Evil
se to unleash the piercing wail of the
s terrible cry' freezes the hearts of all who
kacc rd ngly, kfo the durauon of the turn, all

to the ,Nazgul — in the turn that this
m will arrive on the roll of a 2+,
described in the Aragorn special rule.

If you want to play this scenario with alternative
participants, choose two forces of approximately
the same points value. The Good force should
consist of five Heroes. The Evil side should consist

k ‘ entirely of Heroes.
t charge, but' v of
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@O@Hair: Vomit Brown
basecoat, Bleached Bone,
Chestnut Ink.

@® Undercloth:

Graveyard Earth/Chaos
Black, Graveyard Earth.
® @ Bow: Scorched Brown,
Dark Flesh.

Gold details:

Shining Gold.

@  Silver details: Chainmail.
® @ I.cather: Scorched
Brown, Dark Flesh.
@@ O® Arrow shafts: Bestial
Brown, Snakebite [eather,
Bubonic Brown.

O O Arrow flights:

Bleached Bone, Skull White.

ght the skin with a mix
urf Flesh and EIf Flesh.

ARWEN

@® @® Hair: Scorched Brown,
Chaos Black, y .
Bleached Bone g .
Boots: Codex Grey.

Bestial Brown. ;
@@ Dress: Hawk Turquois;/

Hawk Turquoise/

Chaos Black/

Sword: Chainmail,

Mithril Silver.

Sleeves: Kommando 3

Khaki, Skull White L

 Paint the il
Catachan Green.

PR AT



GLORFINDEL

OO Cloak: Fortress Grey,

Skull White

Cloak inner lining:

Ice Blue, Ice Blue/Skull White,

[ 1 @) Cloth: Codex Grey,
Fortress Grey.

o0 Inner clothing: Chaos
Black, Codex Grey.

@ O @ Hair: Vomit Brown basecoat,
Bleached Bone, Chestnut Ink.

® 0O Skin: Bestial Brown,
Dwarf Flesh, Dwarf
Flesh/Elf Flesh.

0 Bridle leather:
Scorched Brown,
Bestial Brown.

@ O Armour plating:
Codex Grey,
Fortress Grey.

® O Saddle leather:

Bestial Brown

Bleached Bone:

o ©

"ELVEN HORSE BODY

GILDOR

@ Tunic: Catachan Green/
Chaos Black.

@@ © Sleeves: Shadow Grey/

Scorched Brown/
Bleached Bone.
@O  Cloak: Chaos Black/
Scorched Brown,
Fortress Grey.
- @ @ O Hair: Bestial Brown,
Snakebite [ eather,
Bleached Bone.

Chaos Black, Shadow Grey,
Shadow Grey/Fortress Grey.

® © Boots: Scorched Brown,

© O @ Hair: Vomit Brown,
Bleached Bone,
Chestnut Ink.

©® @ © Leggings: Catachan
Green, Brown Ink,
Catachan Green/
Fortress Grey.

@® O @ Cloak: Scorched Brown,
Bleached Bone, Black Ink.

@® O @ Tunic: Graveyard Earth,

Bleached Bone, Black Ink.

-

Apply d'light drybrush of Bleached Bone.

Tl




be tob far behind to help. Ort
the vezled power withi 7

|
Sam Gamgee e . Any B , g
: ‘Per'e’grin Took - : ‘ - e o

Frodo and Asfaloth @f usmg Arwen, ‘
rides Asfaloth with Frodo as a
ain rules manual) anywhere

; being used) move onto the

Good Deployment Zone

“48"/112cm
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start of each following turn. On the roll of a 4+, Elrond is
ready and the waters can be unleashed at any point during
a subsequent Move phase of the Good player’s choice.

OBJECTIVES

This is the last chance for both the Ringwraiths and for
Frodo — if the Hobbit does not reach Rivendell, he will be
consumed by the Morgul blade and the Ring will be taken. he waters are oﬂmg and writhing
The Good side wins if all the Ringwraiths are slain. The  torrent n the rivet
Evil force wins if Frodo dies. If both sides meet their
victory conditions in the same turn, the game is a draw.

SPECIAL RULES

Weakened by the Chase: All of the pammpants have been . .

on the road for days and are utterly exhausted. Aragom -
Frodo and Sam have no Might for this scenario (although . .
Aragorn may still use his free point of Mlght per turn, as ond furn onwards the Evil player may roll a

- normal). In addition, Frodo has no Fate remaining to him. ’ d of each of his Movement phases. On the roll
~ ofal, one of the Ringwraiths that was not deployed at the

The Ringwraiths are also nearly spent having recovered  beginning of the game has met with an accident and is
only slightly from their near defeat at Amon Sal. Each 110 eq as acasua]ty On the roll of a 4-5, one Ringwraith

Ringwraith starts this scenario with only 3 points of Will, mo del ma
. y moye on to the table. On the roll of a 6, two
while the Witch-king starts with only 5 points of Will. In Lodc 1 nive on tode ble. Thewe

;C}g;x; th tfs tefgﬁgigé Dt6h-f4' dfgied horses C?Ch s may not enter play east of the Bruinen River. You
(or any double if playing in cm) w '
movement of the Ringwraiths, after the ,
the horse expires on the spot and 1s removed e
Ringwraith is thrown , ,

Several 'RingWraiths have split off from the
 an attempt to outflank their fleeing quarry.

POINTS MATCH

If you want to play this scenario with alternative
participants, choose an Evil force approximately
half as large again as the Good force — ie, if the
Good force is about 200 points in size, the Evil force
should be around 300 points. Both the Good and
Evil sides should be composed entirely of Heroes.

Asfaloth: Asfaloth is an Elven steed, swift and powerful.
He has the same statistics as a normal horse. As he is under
Glorfindel’s instructions, Asfaloth can carry Frodo, even
though Frodo is not normally permitted to ride a horse.

The Ford of Bruinen: The waters of the Bruinen can rise ‘
up at Elrond’s command in a torrent of'k;ﬂ;oodwatér,
although it does take some time to prepare. Once Asfaloth
steps foot in the Ford, the Good player may roH a D6 at the

TAEAS AL AR
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LEGOLAS

® ©  Jacket: Dark Angels Green,
Dark Angels Green/
Bleached Bone

@® O  Underclothing: Shadow
Grey, Fortress Grey

@® @ Leather: Scorched
~ Brown, Bestial Brown
@ ® Bow: Dark Flesh,
Bestial Brown
® 0O Skin: Bestial Brown,
Dwarf Flesh,
Dwarf Flesh /Elf Flesh

@ O @ Hair: Vomit Brown
basecoat, Bleached Bone,
Chestnut Ink

Pick out the gbldVdécoratioﬂ ’
- with Shining Gold.

M eah e
the clothing and -
Id detailing that

the gold detailing,

GIMLI (
® ®  Jacket: Dark Flesh, |
Red Gore 1
|
|

® e Boots & Gloves:
Scorched Brown,
Bestial Brown

® @ Axe haft: Dark Flesh,
Bestial Brown .
@© © O Axe blade & helmet:
Boltgun Metal, ‘
Chainmail, Mithril Silver el
© © O Skin: Dwarf Flesh,
Chestnut Ink, Elf Flesh
@® ©  Beard: Dark Flesh,

Dark Flesh/Bleached Bone
Top sleeves: Shining
Gold, Chaos Black
detailing.

Backpack: Codex Grey.

Highlight the detailing
_with Burnished Gold.

SATALA




eeves from the fllm onto your model.

@® © Cloak & shield: Chaos Black,
Chaos Black/Codex Grey

@  Cloak lining: Codex Grey

@ @ Under cloak:
Scab Red, Red Gore

Scorched Brown,
Bestial Brown.

BOROMIR @® © O Metal: Boltgun Metal,

® ©  Belt: Dark Flesh,

© O Gold details:

@® @ Wrist braces & boots: ® 0 Skin: Bestial Brown,

@ @  Hair: Dark Flesh, Bestial

Chainmail, Mithril Silver
Dark Flesh/Vomit Brown

Shining Gold, Chestnut Ink,
Burnished Gold.

Dwarf Flesh,
Dwarf Flesh/Elf Flesh

Brown/Fiery Orange.

- Pamt the sleeve .
w:th Red Go

- DECORATIVE SLEEVES

Paint the bone with
Snakebite Leather.

THE HORN OF GONDOR

To finish the Horn of Gondo
Legolas See the opposzte page

- Highlight with a mix of
Shining Gold and Mithril Silver.

TATEAS 4¥ NH(( 4
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ntire Fellowship within
d. The Evil player then
act with each of the

ges. The Warg chleftam

( hdsibcfore this happens

- Good Deployment Zone

~ 48" /112em
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SPECIAL RULES Fearless: The Wargs are driven by a force that they fear

th th 1d1 il — they will
Random Game Length: If the Priority roll is drawn from . . B Y
automdtlcally pass Courage tests for the duration of this
turn eleven onwards the game ends 1nstant1y scenario

Unstoppable Tlde. As the battle goes on, more Wargs
are drawn towards it. Each time a Warg (but not the

Chieftain) is slain, the Evil player may put it to one POINTS MATCH

side. At the end of each Evil Movement phase, the Evil

player may take any Wargs removed in this way and If you want to play this scenario with alternative
move them on from a board edge chosen by the player participants, choose an Evil force approximately a
who holds priority. The Good player may choose a third of the size of the Good force — ie, if the Good
different edge for each Warg, if he so wishes. force is about 900 points in size, the Evil force

should be around 300 points. The Good side should
be composed entirely of Heroes.

a
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MATERIALS

Upside down green board
PVA glue

Sand

Large flat-headed brush

Tightly © drybrush
Dark Flesh onto the

rim Chaos Black This will
mmgitable

MATERIALS

Thick card

PVA glue

Masking tape

Large flat-headed brush
Craft knife

1. Draw a rough rectangle
approximately 18" x 12"
n your thin card. The
hape doesn’t have to be
ct as you are building a
large pool. Use your craft
knife to cut the shape out.

- 2. Using masking tape,
_ create a grid on one side of
the card. When you paint
the other side of the pool,
 the tape will stop the card

- bending.

3. Paint the pool in the same
way you painted the river sections.
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SCENARIO ll

 knows — and not a few cu
Warg voices can once more be
there is more immediate danger in

on he‘ wznd yet
> water at heir feet.

his companions it sees a chance to satzsfy its hung
again. With the bulk of the Fellowsth s attention on the

door and what may lie inside, the monstrous beast stirs
Can the rest of fhe Fellowshlp rescue, . do

- . onthes ore' fthe pool up to 24"/56cm in from the Moria
table edge. He then deploys the remammg tentacles 12"
~ away from Frodo ;

a:OB]ECTlVESj]

The Good side wins if five or more members of the

_ and seizes Frodo.
- Frodo and escape into Moria?

. PARTICIPANTS
-~ Good

- Frodo Baggins
Sam Gamgee

- Peregrin Took

~ Meriadoc Brandybuck
Aragorn ;
Gandalf the Grey
Boromir of Gondor

. Legolas

~ Gimli, son of Gl6in

e
6 Tentacles

’ Frodo and one
tentacle deploy here.

L Sam, Merry aﬁd
" ~ Pippin deploy here.

. tentacles ‘
deploy here. ®

24" 56cm

Ao

The scenario is played on a board 24"/56cm by 36"/84cm.
The main section of the board is dominated by the

 Watcher’s pool. Durin’s Door is located 6"/14cm in from
,  one board edge. Around the pool there should be scattered
- trees, alon ;

r‘»Z'STARTlNG POSITIONS

_ Deep in the murk dwells a nameless creature, a thmg of
slime and immense strength and patience. It has not fed'l -
~ well since the fall of the Dwarven realm and in Frodo and

h a palr Of chky outcrops (see map).

, TheVGood player deploys Sam, Merry, and Pippin between
o

Fellowship escapes the board through the doorway and up
the stairway. The Evil side will win if five or more
members of the Fellowship are slain, or if Frodo is slain.

Moria Table Edge

6" [14cm
12"/28cm

6"/14cm

© 12"/28cm
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SPECIAL RULES

The Watcher in the Water: The Watcher consists of two
distinct parts, the main body, and the tentacles, but for the
purposes of this scenario we only Worry about the
tentacles.

The tentacles each have the'follovyyvingt prefile: ~

6 1 6 1 8

The tentacles may move 6"/14cm per turn and alwaysyignore

terrain. A tentacle may charge as if it an independent
model. Should a tentacle win its combat it will not try and

deal any damage. Rather, it will envelope a single defeated ~
model and instantly drag them D6"/2D6cm in a direction
nominated by the Evil player. If there are multiple tentacles
engaged in a single fight, the Evil player may choose which
tentacle envelops the loser. Represent which tentacle has.
enveloped which model by placing the enveloped model on

its side in base-to-base contact with the tentacle

 In successive Movement phases the Evil player may dreig
the Good model an additional D6"/2D6cm. The enveloped

model may not make any actlons Whlle enveloped An

charged, or is wounded (see belo
model is freed, the Evil player places
1" of its former captor.

Tentacles may be chargedfasf :,'norma‘l. If a tentacle is

charged while it is enveloping a model, that model is
instantly released as discussed above. If a tentacle is
wounded, the tentacle drops any enveloped model and is
instantly moved D6"/2D6cm directly away from the
source of the attack. ~

Tentacles that have enveloped a model may be targeted
with shooting attacks without the enveloped model (or in
fact any Good model) being considered to be ‘in the way’.

; to crush the

the pool :

it on 1ts mde w1thm ‘

This is to represent the fact that the end tentacles are
actually flailing about high above the ground. Sorcerous
Blasts aimed at tentacles with an enveloped model will not
cause any damage to the enveloped model, although they
will be moved back with the tentacle if the tentacle itself is
not wounded. Tentacles are never knocked to the ground.

- Enveloped models take D3 automatic Strength 8 hits at the =

end of the Fi ht phase to represent the Watcher attempting

a Good model starts its movement in
eroic move or as part of a heroic

The’ Pool: Whe :

" The model loses their footing and falls down.
The model is knocked to the ground and may
~ not move this turn.
25 e footing is unsteady. The model may move
- at half speed as if in difficult terrain.
6  The model is unhindered by the water and may
~ move at full rate this turn.

POINTS MATCH

If you want to play this scenario with alternative
participants, choose a Good force of at least 500
points, chosen (in any combination) from the main
rules manual. The Evil side should always be the
Watcher in the Water. The Good side should be
composed entirely of Heroes.
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4 x Corner Section

2 x Stair Section

Copyright © MMV New Line Productions, Inc.
Permission granted to photocopy the templates on
this page for personal use only, to play The Lord of
The Rings Strategy Battle Game. All further rights
reserved. The Lord of The Rings and the names of
the characters, items, events and places therein are
trademarks of The Saul Zaentz Company d/b/a
Tolkien Enterprises under license to New Line
Productions, Inc. and Games Workshop Ltd.

3 x Wall

Statir S




1 straight edge which .
ithout gaps.




them a suitably wet appeafan

| TENTACLES
GOBLIN ‘ @@® Underside: Dwarf Flesh/

©® @ Metal: Boltgun Metal, , Codex Grey, Brown Ink.
Brown Ink | @O Skin: Dark Angels Green/
Skin: Cataclin Gioon . Chaos Black, Fortress Grey.

ClihBiio.. ; Base: Paint in the same

. way as the pool
Hair: Chaos Black. (see page 56).
Weapon shaft: Bestial Brown.

WARG

@ @ Fur: Scorched Brown/
Graveyard Earth,
Graveyard Earth/Bubonic Brown.

Crest: Bleached Bone.

Face & legs: Bleached Bone/
Chaos Black.

Teeth & claws: Skull White.

Tongue & gums: Scab Red/
Skull White. :

8O @0

MORIA BASING

The style of basing we’ve been looking at up until now is intended to look
like earth and grasslands. For the denizens of Moria, it’s more appropriate to
make their bases resemble the stony ground of the mines.

Texturing the base works much as before, with sand glued to the base with
PVA glue, but this time, there’s no additional material to add. Once the sand
has set in place, paint the base with Codex Grey, and then drybrush it first
with Fortress Grey and then Rotting Flesh.

A MECAT: FMRAL 1S 4\1>1<<-
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CAVE TROLL
@@® Cloth: Scorched Brown,
Graveyard Earth, Black Ink.

@ @ Troll Chain: Drybrush
Boltgun Metal, drybrush
Chainmail.

@® © Club: Drybrush Tin Bitz,

drybrush Chainmail.

© O Teeth & toes: Vomit
Brown, Bleached Bone.

SKIN

Apply a mix of
and Dwarf Flesh

_ Once dry, drybrush the scales
with Codex Grey.

TN AT LD
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~on the photograph below. This
jamber of Mazarbul, the

- pillars, about halfway
and a well. The door

18"/42 o - <" 18"/ 42cm
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SPECIAL RULES

Unstoppable Tide: The game lasts for ten turns As the '
battle goes on, more Goblins are drawn towards it. At the
end of each Evil Movement phase. , the Evil ,
take any Goblins not currently on the board (1nc1ud1ng ,

0

Without Number: It’s difficult to be sure how many
Goblins are attacking the Fellowship, but they certainly
number in ghe hundreds, if not thousands — for the duration

his scenario, Evil ‘models will automatically pass
ge tests for being Broken.

those removed as casualties earher in the game, but not
including captains that were earlier removed as casualties)
and move them onto the board through the doorway. If
there is not room to move the models on, the Goblins will
have to be kept to one side until there is room.

The Cave Troll may be brought onto the board in this way‘
from turn four onwards, but note that once it is slain it
cannot be brought back.

POINTS MATCH

If you want to play this scenario with alternative
participants, choose an Evil force approximately a
third of the size of the Good force — ie, if the Good
Jorce is about 900 points in size, the Evil force
should be around 300 points. The Good side should
be composed entirely of Heroes.

RCALEATE A AF AIXC AL AR
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TERRAIN

s e MATERIALS
 where you get to - s | g
:Athis Side;of th ' - e all : = | 1" thick polystyrene
Craft knife

: ; ‘tlme in thls book you won’
~ play the perilous escape

rock you need to build i in order to pI
- Dwarrowdelf scenari , ‘

A three tier rock - S | Afivererrock

eIV T
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* BUILDING DWARROWDELF
To make the complete staircase for use in the
- Dwarrowdelf scenario, you will need the following part

4 x stairs
R

4 x Balin’s Tomb corner sections

KHAZAD-DUM

The final part of the Fellowship’s progress in Moria is the
climactic battle at the Bridge of Khazad-diim. The focal
point of this scenario is the bridge itself and the chasm
that it sits upon. As you can see from the photo, the bridge
is simply made from one of the wall sections of Balin’s
Tomb, with stairs at either end. The chasm has been
created in a similar way to the Watcher’s Pool, using thick
black card to act as the jgap. Using simple techniques
allows you to create a striking board that conveys the
drama of the scenario. '
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SCENARIO 13

. ,"stalrcases that lead from the halls of
- Dwarrowdelf to the Brldge of Khazad-diim. The exact
n:} layout of the platform doesn’t matter too much, but it
sthould change dlrectlon at Ieast three times. Using the

Goblins and Trolls that pursue them, am h greater
eyil from the earltest days of the world —

speed to the eastern gates of Morla and the Brldge of
Khazad-diim. Before they reach there, however, they must
~ negotiate the spiralling maze of platforms and stairs that
~ serve as defence for the Dwarven realms. A smgle wrong
turn in this crumbling maze could yet tumble one of 1

number onto the rocks far below, yet there is no t

cautiously negotiate this decaying edifice —
 gains ground with every moment, and the Gob
determined to feast on their bones

| ETARTING POSITIONS

- The Good player deploys his models within 6"/14cm of
the north edge of the platform. The Evil player does not
~eploy any models at the start of the game, they move
nto the board as the g.ame goes on.

_PARTICIPANTS e 7 - OBJECTIVES

I?o‘(’ld Haima e g"(‘}’ . The Evil side wins if five or more members of the
Lo oblin ap tams Fellowshlp are slain or if Frodo is slain. The Good side
~ Sam Qamgee B Goblms with shlelds ‘wins if five or more members of the Fellowship (including
1 Peregrm ok . Gobhns with pLars Frodo) exit the board from the south board edge.
Meriadoc Brandybuck 8 Goblins with Orc bows
- Aragorn v I Cave Tioll 0 -
~ Gandalf the Grey ‘ e
~ Boromir of Gondor s .
 Legolas - Good iDe’ployment Zone

o Gimli, son of Gl6in

. 6" [14cm

36" /84cm
24" [56cm > ~
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SPECIAL RULES

Unstable Realm: There is a Iong drop from

if a model leaves the platforms for whatever reason (excépt
for a member of the Fellowship escaping), it is removed

D6 score

ol hn moves onto the board from the

from play as a casualty. In addition, whenever both players V uth edge.

score a 5 or a 6 on the Priority roll, the Evil player may place

a Chasm counter (about 2"/4cm by 1"/2¢m)

one of the platforms This counts as an obstacle and must b -
jumped — if the model rolls a 1 whilst jumping a Chasm .
 counter, they fall to their death. Chasm counters cannot be

placed within 3' /SCm of each other

Without Number' It’s difﬁcult t
Goblins are attacking the Fellowshi
number in the hundreds, if not thousa;

of this scenario, Evil models Wﬂl autom‘

Courage tests for being Broken.

~ Goblin Pursmt The Fellowshlp is not bemg pursued | POINTS MATCH

solely by the Balrog — their footsteps are also being dogged | If you want to play this scenario with alternative

by the Goblins of Moria, who are looking to

fallen. At the end of each Evil Movement phase, the Evil third of the size of the Good force — ie, if the Good

player rolls a D6 — this is the number of Goblins that have | force is about 900 points in size, the Evil force
g caught up with the Fellowship. He then selects this number should be around 300 points. The Good side should

of Goblins (in any combination) from the models not in be composed entirely of Heroes.

play (including those that have previously been slain) and

rolls a D6 for each to determine where it appears.

The Goblin moves onto the board from an
_edge of the Evil player’s ch01ce including the
second platfonn

anywhere on

The Cavev N roll and Captams can be brought mto play in

avenge their | participants, choose an Evil force approximately a

E‘J”A’l‘k*/\ﬂ'ﬁlkﬂ%(ifﬂvl’l\‘b
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PAINTING

. mighty creature of smoke and fire that
; -~ the Bridge of Khazad-ddm and fights
- Gandalf. Unsurpnsmgly, it is also a very large model. This
mlmature reqmres substantlally more preparation than any

gether followmg the instructions that
; lrog Once this has been left to dry you

) use modelling ‘putty, such as Green Stuff to fill
uff is a two- part putty that comes in a strip
‘and blue hardener, and is designed to fill
_gaps and smooth joins although it can also be used to
culpt with. Perfect for models such as this! On this page
e will show you how to apply Green Stuff to your
alrog, so that it’s ready for you to paint.

MATERIALS SAFETY TIP

Green Stuff | When using Green
. Stuff, always read and

: ) follow the instructions

Craft knife | on the packaging.

Sculpting tool

, leXlNG GREEN STUFF

 Green Stuff is split into two parts: the blue hardener, and the yellcow resin. By mlxmg these together you will create a
green modelhng putty that you can use to fill any gap@ on your Balrog '

Mﬁ"“"'«ww—‘w‘ﬂ‘,

o
\\"“%-.* -

2. Mix the blue and yell’ow parts

1. To prepare your Green Stuff, start ‘3. You will end up with a consistent
by cutting a strip of equal parts blue  together between your fingers. ~green colour. If there are still blue or
and yellow using your craft knife. . yellow streaks, you need to keep

mixing until you get the right colour.
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o When“thye ink has dri refully . the black parts
paint the scales Chaos Black. ‘ 7 - S
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omb walls. The chasm is
t be jumped (it is too wide).
the mlddle of the western board

O T NG e R Ny

 them and the brzdge a

 the other side of the cha
 footsteps shake the halls, Ganda‘
onwards, and with one last effo
~ for the bridge. Goblins clos .

by such creatures, the t

~ the Nine Walkers enou )

them. If that happens only ‘great ac
save them

i i i e

~ PARTICIPANTS
~ Good .
~ Frodo Bagglns ‘
~Sam Gamgee
‘Peregrin Took

~ Meriadoc Brandybuck
Aragorn

‘Gandalf the Grey
oromir of Gondor

p'are slam orif Frodo is slain, or if the bridge has
T Good mde wins if five or more

‘board from the southea s corner '(remove them once they
~ move onto the stairs) and the bridge has been destroyed.
~ Any other result 13 counted as a draw

Evil Deployment Zones

48" /112¢m 48" /112cm
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‘SPECIAL RU [_ES The 'Fiamefof Udiin: The Balrog does not start the game on
_ the board, but will arrive as the game goes on. From the
The Bridas of Klines 1 Gandalf e mfhct damage second turn onwards, the Balrog will arrive if the total rolled

on the bridge by using the Sorcerous Blast maglcal power o Prlonty (by both players) is seven or more — the Evil
He must be standing on the bndge to do this and no other  p3ver - move the Balrog onto the board via the west
targets will be affected by the spell if he tar et, idge. ! \¢ his subsequent Move phase. Newly arrived
Roll a D6 to see what happens ~ models may not charge, but can otherwise act as normal.

D6 score Result

1 Noeffect. - ; | POINTS MATCH

2-5 The bridge is badly damaged, but holds. You
may add 1 to the total each time you roll on
this table. These modifiers are cumulative.

If you want to play this scenario with alternative
participants, choose an Evil force approximately the
, same size as the Good. The Good force should be
6 The bridge is destroyed! Any models on the composed entirely of Heroes and must include
bridge are removed from play as casualties as Gandalf the Grey.
they tumble into the chasm. ‘
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SCENARIO 15

: they are stzZl hig
'walkers to zhezr lz‘ l

48"/112em

GOQd "'Dlépl‘Oyment Zone

~ 48" /112cm

ily wooded — represent
ree trees), one large
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,SPEClAL RULES

Haldir: The Elves of Lothlorlen are hldden in the

The Wargs: The Goblins of the mountains and the Wargs
of the plains have long had a twisted alliance of sorts. At
the end of each Evil Movement phase, the Evil player may
~ move D6 Wargs on from the north, south or west board
edges, chosen by the player Wlth pr10r1ty The player may

treetops at the start‘of the game — neither the Fellowship
nor the Goblins know they are there. Before the game
begins, the Good player places six tokens (la elled

6) on the board — no token ma lem o
another, nor may they be placed within 24" 6¢cm of the
west board edge. As soon as any model moves to within

12"/28cm of the east board edge, roll a D6 — place

Haldir and the Elves within 6"/14cm of the

appropriately numbered marker.

The War : count towards the total size of the Evil force for
. the purposes of Courage tests. Newly arrived models may
not charge, but can otherwise act as normal.

Newly arrived models may not charge, but may
otherwise act as normal. Haldir and the Elves count
towards the total size of the Good force for the purposes
of Courage tests.

POINTS MATCH

If you want to play this scenario with alternative
participants, choose an Evil force approximately the
same size as the Good.
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ncountered by the whole

y can be painted well
p‘eiffcctly fitting to paint

> white hand in different

he proud warriors that

nt the cloth and leather with

URUK-HAI SKIN PATTERNS

Uruk-hai warriors mark their devotion to
Saruman the White by marking themselves
with the symbol of the white hand. To mark
your own models in this way, paint the
warrior as normal, and then add the design
in Skull White. Here are a few examples of
different ways in which the designs might
be applied.




1 x Back

1 x Base ﬂ

Seeing Seat

Glue plinth here Hole for Stairs

1 x Roof

2 x Banister 4 x Eagle

Copyright © MMV New Line Productions, Inc. Permission granted to photocopy the templates on this page for personal use only, to play
The Lord of The Rings Strategy Battle Game. All further rights reserved. The Lord of The Rings and the names of the characters, items,
events and places therein are trademarks of The Saul Zaentz Company d/b/a Tolkien Enterprises under license to New Line Productions,

Inc. and Games Workshop Lid.
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Wxth our model fimshed you just need to pamt it. As
Is an specmlly weathez'ed bmldmg we recommend




la'ye'd' on a board 48"/112cm by
in g:the hﬂltop of Amon Hen. A large
nd of the board with the rumed'

 make his own w,
~ Saruman’s Uru

stiny of the world will be forever
: [ slain, there can be little hope for
odo s escape. The 500d side wins if Frodo escapes from
via the south table edge Whﬂe Aragorn 1s still

Seeing Seat — _ Evil Deployment Zone

,~~48'."/]12cm

24"/ 56cm
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SPECIAL RULES .
To the Rescue Le'goﬂ ind Gimli are h ot

ack o to the board on the roll of a 4+. Each
, model nters play from a board edge chosen by the player
 with pnorlty 'Newly arrived models may not charge, but can
oth rwme act as normal

have amved and the Good player may move them onto
the board from a table edge of his choice. Wherever the
duo turn up, they must arrive from the same pomt on the
same table edge

POINTS MATCH

If you want to play this scenario with alternative
participants, choose an Evil force approximately
half the size of the Good force.
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Deployment Zone

48"/112cm

AT




this scenario will also go on. for 12 turns.

“Find the Halflmgs"" The Uruk-hai have one mission

in mind, find the Halfling bearing the One ng and
bring him back to Saruman. No Evil model may shoot

at the Hobbits, although they may striké,them as normal

a Hobblt that has been knocked
vay as if it was a light item, see

will instead last the same numbe of turns as the prev10us -
one lasted for —1e, if Aragorn S Stand went on for 2 tum .

POINTS MATCH

If you want to play this scenario with alternative
participants, choose an Evil force approximately
twice the size of the Good force — ie, if the Good
force is about 150 points in size, the Evil force
should be around 300 points.
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a ‘board 48"/112cm by
>s of Amon Hen.
‘repr Sf:nt this with two

ir within 6"/14cm of the |
- then deploys six Umk- 38

 Aragorn, Gimli and
Legolas Deploy Here o

48"/112cm




not about to give up and let death claim him. Boromir

scenario With' only a single wound and 3 points

flight. However, to represent his last ditch

determ nation, he counts as being within range of a banner
(whlle he hves)

hai — only then 'can they pursue those wh h'ave‘ taken
Merry and Pippin. The Good player wins this scenario if at
least two Good Heroes survive until the Uruk-hai are all
slain. The Evil player wins if the Good player does not ‘
achieve his objective. |

» - ; | : POINTS MATCH
SPECIAL RULES | If you want to play this scenario with alternative

Mortal Wound: Boromir is not long for the world, his participants, choose two forces of about the same
body pierced by many black-feathered arrows. Yet, oLt
spurred on by his failure to protect Merry and Pippin, he is
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is ,illcd in Moria, then

rules that alter a member
r Fate (such as Scenario

‘\ ;

RALEMEAT A 1IN,

i A



ht point remazmng, now woul'
he, Good player to expend lt’

LLING INTO SHADOW

t many pomts in The Lord of The Rings, there are times
hen there is to be no chance to save a doomed Hero; it
mply then‘ time. In The Fellowshlp of The Ring, there

nly one such occurrence Gandalf at the Bridge of
Khazad-dim. If Gandalf is slain in Scenario 14 — The
Bridge of ] Khaz ad-dim — the Good player ‘may not
i ver hlS lost wounds, he has fallen into

at ,andomng their dead, as necessary)
er, the v1ctor~of‘each scenario hterally holds the’;

without that characteriStic point.;{Q
that point has been restored and can
game. If the Hero has any Mig
modify the dice roll as normal,
not attempt,to recover this
scenario. Roll for each mem
noting any changes as.

For example Legol's ‘
Might points, and] Fate point. At 1
1 roll two dlce fo try 1o recover hzs )
2and a6 - enough to recover a si

e harsh on the Fellowship,
it hope. Along their path are two
here they can truly rest: Rlvendell',,
s such, at the end of Scenarios 9 and 15
Ford and Lothlorien — the Fellowship
rer all of their lost characteristic points

haven’ t been kllle
‘1ncapac1tatmg blow or |
some other such
occurrence. Whe

,they have dled thelr part in th1s tale is ove; '
cannot take part m any future scenanos .




n OS with the Ring remaining
f his Heroes. If Frodo is slain,
; of the Fellowship will take up

- They recover Will pointé. on tl
rather than a 4 S arh They aut
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pen and always gets

' that rocks and trees
not be harmed by ranged
effect at all on him and
0 models can move into
ws them (this includes
arge enemy models

involved in, but




Points valu'e;’;gg‘
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se, the opposing" player mustfbl];, '
yséd on the roll of a 6 that model

destroyed, but the Barrow" vights re ‘ Ot Lo revive ‘
their tombs, lurmg the unwary les above. N t Heroes can use Mlght 10 modlfy this roll
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terior Use :
= ~ Games Workshop Cutting Set

Large flat-headed :

brush '

40mm round basés &
25mm square bases

quare wooden dowel

LARGE bRYBRUSH
R SRS SRR

Roughcoat Citadel PVA glue
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@)= MNG “You shall be The Fellowship of The Ring’”.
: E ‘ ' Elrond - The Fellowship of The Ring

ATTLE GAME

Fight out the battles and encounters of The Fellowship of The Ring book and film on your own tabletop, painting
the miniatures and building all the terrain you need as you go. This book is a supplement for Games Workshop’s
The Lord of The Rings Strategy Battle Game - you will need a copy of the rules in order to play.

SCENARIOS : :
A linked campaign of eighteen scenarios, telling the story of The Fellowship of The Ring, from
the first attempts of the Ringwraiths to infiltrate the Shire, to the fateful ambush at Amon Hen.

PAINTING GUIDES .

Complete painting guides for many of the models featured within the supplement including
all nine members of The Fellowship, the Duinedain rangers, the Ringwraiths and Saruman’s
Uruk-hai. ‘

MODELLING TERRAIN
Detailed advice on recreating all the scenery featured within the supplement, allowing
players to build and paint hills, rivers and even the distinctive ruined watchtower

of Weathertop. :

ISBN 1 84154 675 5 : NEW LI

ATime

PRODUCT CODE 60 04 14 99 013
PRINTED IN CHINA

Copyright © Games Workshop Limited 2005 excepting all materials pertaining to the New Line theatrical productions: The Fellowship of The Ring; The Two Towers; and
The Return of The King which are © MMV New Line Productions, Inc. All Rights Reserved. All quotations from J.R.R. Tolkien's literary work The Fellowship of The Ring ©
The Tolkien Estate 1954, 1966. All Rights Reserved. The Lord of The Rings, The Fellowship of The Ring, The Two Towers, The Retumn of The King and the names of the
characters, items, events and places therein are trademarks of The Saul Zaentz Company d/b/a Tolkien Enterprises under license to New Line Productions, Inc. and
Games Workshop Ltd. All Rights Reserved. Games Workshop, the Games Workshop logo, 'Eavy Metal, Citadel and the Citadel device are either ®, TM and/or ©
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