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arves sack a dragon’s lair deep in the Misty Mountains.
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s a points' value to help ensure you can you pit
nst an opponent sina falr match This section also

lists that work W1th thes

collectlon of mnnatures 1
scenarios allow you to recreate key

stOry and other s1gmﬁcant events m

of Evil, it mtroduces the Vllé Gob
malicious Dwellers Below.

HOW THIS BOOK WORKS
Each sourcebook is spht mto four ma1
different aspects of the reglon it cove! ,
. events within th'e;tale ofTh‘c

O THE HISTORY OF DURIN'S FOLK Lo of The Rings, the passige of events described is il

The first section introduces the realm am and its  k ; : ave happened in the story — they

history, from the glorious days of d th m ectively present a series of “What If?" scenarios based
Dwarrowdelf to the commg ‘ Go de 2 | hist . ' -
infested ruins of today.

* DENIZENS OF THE D
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many days through Vast halls and deep de,
east gate to west gate From 1ts hlghe

passageways that bore. testamen:
stonemasons. Forests of prllar
the greatest trees supported the
windows, cut through the living ro
the grand halls. Khazad-dim wa:
the entire world knew of its gl ,

Khazad-dim prospered for Dwarves are 10 only peerless

stonemasons but also the fmest of srmths matched only by Elves' '
in their skill. From gemstones and precious metals the Dwarf
craftsmen of Khazad- dum forged mag 'ﬁcent treasures and the

greatest of all such items were wrought from Mithril, or true-
silver. Of all the things that Dwarves crave they long for Mithril
most of all, for it is the rarest and most prrzed of metals. Armour

fashioned from Mithril can cheat the strongest blow and a Mithril
blade will never lose its edge, nor tarnlsh with age. In Khazad-
dam Durin’s folk found Mithril in larger quantities than they had

~ ever known, and the Dwarves delved eagerly and deeply for rt

. ;;trodden and well regarded as any realm in Middle- —earth.
' SHADOW AND FLAME .

Driven by their lust for Mithril, successrve generat]ons of’-;:f_
~ Dwarves delved ever deeper into the roots of the mountains, until
smal place,
ks and the* -

their industry proved their undoing. In a dark and
where the only sound was the fall of hammers and p
only light came from torches and candles the Dwarves
their doom; a Balrog of Morgoth, a deadly creature of shadow
and flame, which rose from the depths and unleashed 1ts fury /

o jo”rney”c)f"' aga
0 cross from ~ and

In the years smce the fall of Khazad dim, the survivors of
Durin’s line have become scattered across Middle-earth.
~ Many have taken up lives as traders, peddlers or wandering

few of the

‘ones have b
successor to
~ often known is rule by he wise king Déin, a fierce and noble

e for themselves the Morla Goblins
m in the Balrog’s wake.

y kknownthat they could not prevail
,they fought with all the stubbornness

smiths, forced‘ o offer thelr serv1ces to those that can pay. Some
arf holds rernam from the ancient days, and new
n nded of these, Erebor is the most worthy
1. The Lonely Mountain, as Erebor is

leader who embodres the might of the kings of Khazad-dim that

~was. Under Dam s leadershrp, Erebor continues to rise in power,
and those | nearby
‘fthe nsmg power of the ,,ark Lord.

look to it as a place of strength — an ally against

~ Now DurinfS‘ folk l'ong for the time when they have gathered
Traders came to Khazad-dfim from as far abroad as Llndon and
fGondor for the fine crafts that the Dwarves produced.
. b splendours of Khazad-dfim and its reputation reached further
. still. Travellers seeking a safe route through the Mrsty Mountams

~ passed through Khazad- dom’s halls saving days if not Weeks
~ from their journey and the Dwarf klngdom became as heaVll ~

sufficient strength to storm Khazad-dim, slay the evil that lurks

 there, and wrest their ancestral home from the clutches of the
Goblins that pollute it. Until now, any attempt to do so has failed
. at terrrblee”
' ancient menace. ‘Balin, and the great company that travelled with

for even Dwarvish courage is no match for that

t,

ebor had more success than any before them

though even this noble endeavour was
',orra Goblins jealously guarded the1r

determmauon for a time when the Balrog mlght be vanquished

_and the axes of the Dwarves ‘might taste vengeance.
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begirming of each fight, Gimli can
each hand, in which case he fights
unique two-handed axe, in which case
olls n the Wound chart, but he does not
n the roll to win the fight.

~ Durin’s Axe. S

6/4+ '
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S
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s
~ |

Wa rgear
Balin wears heavy DWarf armour and carries several axes (hand
weapon, throwmg axe and a twoahanded axe) At an additional

_ points cost he can replace his two-handed axe with Durin’s Axe.

Durins axe . 20 points

urin’s entry (page 8)

THE RECLAMATION OF MORIA

Thirty years before The Fellowship of The Ring set off on their
quest, Balin led a grand expedition to reclaim Moria.
Balin was joined by a great throng of Dwarves from Erebor
who were eager to recapture the glorious home of their
ancestors. Though King Ddin did not give his leave willingly,
they would not be dissuaded.

For a short period it seemed that Balin’s great undertaking was
successful, and the news that returned to Erebor told how Balin
and his company had recaptured the great gate, their victories
taking them at least as far as the twenty-first hall of North end.
Having driven the Goblins of Moria back, for a time at least,
the Dwarves set to reopening the mines once more, and a
period of industry began. The ancient Axe of Durin was
recovered and Oin was despatched to seek out the upper
armouries of the Third Deep.

| Like their ancestors generations before though, Balin and his
followers fell foul of Goblins and the Balrog that had made

Moria their home. In an act of villainy, Balin was slain — shot
from behind a rock by a Goblin arrow as he wandered the |
Dimrill Dale. Though the Orc assassin was slain, the
expedition was assailed by the full fury of the Goblin hordes. |
Swarming up the Silverlode with reinforcements from other |
Goblin holds in the Misty Mountains, the Goblins
overwhelmed the Dwarves and forced them into full retreat, the
sound of drums booming in their ears. Trapped within their
subterranean home, the Dwarves were completely destroyed |
and only the tattered remains of a book, penned by Ori, bore |
witness to their final fate.

When, three decades later, The Fellowship passed through |
Moria, they happened on the Chamber of Mazarbul. |
Stood among shattered axe blades and corpses long-since
coated in dust, Gandalf learned from a battered and worn tome
the final fate of Balin’s expedition. It fell to Balin’s cousin, |
Gimli, to bear the news of the defiant last stand around Balin’s
tomb and the fate of his kinsman back to the king in Erebor.




',;‘Dwarf armour. Atan addmonal pomts cost, he may be equipped
W1th the followmg

Two—handed axe

’ 5 points
Throwing axes

. - 5 points.

Points value: 60

Dwarf Captains lead the armies of . E S
 Durin’s Folk across Middle-earth.
Each is the veteran of scores of
battles who as proven hlmself tlme .

Captains ktypzcally take command of k
a portwn af a forc although su h s

e
Wa rgear

Wf:apon) At a add1t10na1
 the following:

wa-handed axe

.5'”p/oikntsf
Throwing axes . 5 points

b . . .. poinns







' Denizens of the Dafk%?i"*

Khazid Guard (Dwarf)

ach Khazad Guard wears Dwarf heavy armour and carries an
‘axe (hand weapon) and a two-handed axe.

masks and are eqmpped w' h coats ,
o Mzthrtl mail, and the finest . ~
~ Special Rules

. weap,ns avazlable They are swor . - - .
' ‘ Bodyguard. See main rules manual for details.

Points val

. W C
~ Iron Shield 1 4
. A W €
~ Foe Spear 11

Team

Shield and one Foe Spear The Ird Shield wears Dwarf heavy
armour. He carries an axe (hand weapon) and a tower shield
(shxeld) The Foe Spedr wea Ilght armour and carries a spear.

Specxal Rules

While many of the’yﬁn Dwarf warriors are picked' 10 serve in

the Khazad Guard, others are se ! different duty, no less -
fraught with perzl These are the Vault Wardens seasoned
warriors who excel in warfare in cramped passageways and
upon perilous walkways Always fighting in airs,
tunnel fighters make use of spears and great t.
back their foes, guarding the tunnel and por




‘Demzens of the Darkw

- Dwarf Balhsta

the path of the victim suffer a
knocked to the ground if they have

ound. If ‘the propelled model hits an
t, it 1mrned1ately stops and inflicts a single

as are easier to aim than Catapults and
, ines. When firing a Dwarf Ballista at a
Battlefield target, the hot will scatter only 3"/8cm rather than
'6"/ 14cm ‘

DaiiCrew . 4idr o7

: _Strength Defen
Dwarf Ballista (9)

- Upgrades
A Dwarf Balhsta may be given the followmg upgrades at
addmonal cost (see the main rules manual for details).

Crew ‘
A Dwarf Ballista consists

‘ : : Flaming Ampminition . % /o0 e o0 i 15 points

Extra crew can be added at nal cost: - . Siege Veterans . . . 15 points
, . ' Super,ior‘,Constmction ...... ... . 20 ponss

. Dwarf Engineer Captgin . . . ... . ... ... -0 .., 75 points




Moria Goblin Captain

F
3/5+

Wargear ‘
A Mona Goblin '
gzve even seasoned
it is these savage and
that direct the

. .5pomts
..........ﬁ‘f..5pomts

anual for details.

and carries a spear.

ma,n/ualf for details.

re to use 3+.
m. Dice score to use 5+.




ok
"-f"f“ Demzens of the Dark

- Po| nts value: 40

, Resnstant to Maglc, I‘error" ; maih ~fﬁles manual for details.

monsrer of a rare and horrtﬁc kind. Awoken in Moria by eagerf
“Dwarven miners, the Balrog eventually wrought the destmcnon,

kFlery Lash. The Balrog S ﬂammg wh1p counts as a throwing
weapon thh a range of 6“/ 14cm and a Strength of 7.

The Balrog S Very presence radiates an aura of
All Good models within 18"/42cm of the Balrog
; ‘penalty to thelr Courage value until they move out of
range (note that thls is not cumulative with other rules that confer
s1m11ar pena]tles such as the Moria Goblin Drum).

F S
10560

Wargear
The Balrog wields a huge ﬂ
fiery lash.




 Middle-earth has many legends
_ concerning Dragons. Frightening
tales, told across the land, tell of
__the treasure hoard of Scatha the
 Worm, the Fall of Smaug and the
destructive fire of Ancalagon the
 Black. In batile, Dragons fight
 with a fury that few creatures can
 match — a slash of their talons
_can break any shield wall, and a
"snap of their terrible jaws can
ite a man in two. With fiery
reath they can burn their foes
) ‘;death in flaming agony.
A Dragon’s hide is tough enough
fo turn aside arrows and blades
jith ease, and to look into their
k eyes or listen to their voice is to
risk bewitchment. Dragons are
wonstrous servants of evil and

dar stand in thezr path

E S | . Breathe fi,e . . o 50 points
my du a0 . B i e SOpain
. . ' Wyrmtongue . .. - . .50 points

Tough Hide .50 points

Wargear .
Dragons do not need w gear;
than enough (hand,weapon).

laws are more

Special Rules of ¥
Resistant to Maglc, Terror ith a range of 12"/28cm.
del (Good or Evil)

(Fate rolls may be.

Harblnger of Evil. A,Dragon S v
primeval fear. All Good models
suffer a -1 penalty to their Courage valu
range (note that this is not cumulatlv with
similar penalties, such as the Moria Gobli

/iduals, able to deceive
ith this ability can cast
ducing his Will store.
_increase the number

nly the boldest, or most foolish, k
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: 3 ii‘“ Demzens of the Dark

R AR T

Morla Goblln Warrlors ‘

F
2/5+

S
3

Wargear .
“ sented armour and carry crude
Any Morla Goblin can be given
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”%;f;“” Demzens of the Dark

ot et

. ,MVo'ria Goblin D‘r‘

18"/42cm of the Drum which include at least
il player can re-roll any one of the dice
/ho wins the fight. You must stick

When Goblins go to war they are oﬁen Ul
massive drums. Though there is nothmg
drums, the saund increases the Goblins’ 1 Good models on the battlefield
ing Courage values (note that this is not

s that confer similar penalties).

their Coura',
suffer a -1 penalty to
cumulative with other

otal number of models in the
unt and not the Drum itself.

For the purposes of counting
Evil force, only the Drummer

W ¢ Moving the Druﬁl; The Moria Goblin Drum is moved in the
2 ~ same way as a Heavy Object (see the main rules manual for

Moria Goblin Drummers
' - details). It may not bc moved and played in same turn.

- Destroying the Drum. The Drum can be shot at normally by the
Good side, and has a Defence of 10 and 3 wounds. If reduced to
0 Wounds, the model is destroyed ~ leave the Drum in place, but
- played any more. The Drum model has no control
zone and 1f a Good model spends a full turn in base contact w1th

Moria Goblin Drum

Wargear . « , ;
Goblin Drummers wear spmy seg ented armour d.ﬂd carry hcavy
bones with which t0~play the fkdrumc,(count,aks a hand weapog).

Special Rules
Cave Dweller. See the main rules manual for detaﬂs :
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Bat Swarm

G ant Spider

: Wargéar .

~ Bat Swarms hav.

m vement. The Fight Value
with a Bat Swarm is halved

e. at full speed over any
tac]es except for water




be blood relatives, and they

each a sprawhng S g y
members. It was from these v ' uscholds, tha vens, moun an vere common motifs on banners
the king of Khazad-da 3 ' ‘ ' ‘ '
oaths to maintain a standing
at a moment’s notice. I

pride and prestlge to the famlhes concernec ether :
halls were large enough for as many as f1ve‘ red Dwarve > gloi dm _The Dwarves of Khazad-dom often
train in at once. - ‘ . . joumeyed ‘as they hunted down their enemies and

The warriors of each househol , of ten , |
to fifty Dwarf warriors, each led by a ¢ ormal for Orcish h ys and mountain passes.



 Khazad-dim

i o

WARRIORS

. .. .... Points value 8
‘ 1 point
free

1 point
30 points

.
.
.
.

. . Points value 11

...... Points value 25

vv......Points value 15

ALLIES

Khazad-dim can ally with the following armies: Arnor,
Rivendell, the Grey Havens, Lothlérien and‘Fangorn.

oi... Pointsvalue 7
3 points

free
3 points

-......Points value 60

8§ points

15 points

leteran . 15 points
Superior Construction 20 points
5 75 points

Dwarf Engineer Captain




WEAKNESSES
s Slow moving
~ * No cqvalry

th his powerful

|
i
\
1
|

the Vault Wardens
arefully.

;thc Iron Guard make
for bolstering your




with the rest of the army.

REGIONAL UNIFORMS
in Khazad-dm generally wear the colours of
often use alternative uniforms to

This Dwarf is from the
 household that guards the
Sixth Deep. Painting his
helmet Mithril Silver and his
‘armour Shining Gold makes
“him look wealthy, as such
ted Dwarves would be.




DURIN’S HOUSEHOLD - 499 POINTS'

(1) Durin, King of Khazad-dim. . . .. ... 160 points
The most powerful Dwarf Hero, Durin provides 'kgreat
leadership and deadly close combat ability.

2) The King’s Companions . . . ......... 66 points
e 6 Khazad Guard
The role of the King'’s Compam('ms is to protect Durin at
all times. Together with the King, they make a hard-
hitting and durable strike force.

(3) Nalils Household ... ........... 273pomts
* Nali — Dwarf Captain with shield
» 24 Dwarf Warriors: 8 with Dwarf bows,

8 with shields and 8 with two-handed axes ,
Nali’s Household boasts an impressive number of
warriors and can either split up into smaller groups to
hunt down enemies, or rally around their Captain.

GUARDIANS OF THE WEST GATE - 493 POINTS

(DMardin.. ... .............0.. 75 poinis
Mardin is a solid leader for a Dwarf army of this size,
able to issue heroic actions and lend muscle to a fight.

(5) The West Gate Wardens. ... ... ... ... .. 100 points
* 4 Vault Warden Teams : .
These specialised warriors are perfect for anchoring
your battle line against flanking, or takmg on the bzggest
monsters your enemy has.

(6) The Defenders of Kheled-ziram . . . .
* 6 Iron Guard ‘
s /2 Dwarf Rangers 4 wzth longbows

the Rangers can harrass enemy straggler and 1
Guard can ﬂank the enem orce. ~

(7) The West Gate Sentmels. .
. 2 Dwa;f Balllstas




Khazad-dim




ke a great deal of

ALLIED CONTINGENT 249 POINTS | | MAIN CONTING,EN‘T” 495 POINTS
'FROM KHAZAD-DOM FROM LOTHLORIEN

Froi’s Kinband . . .. . .. ..
« Froi — Dwarf Captain with shield
e 12 Dwarf Warriors: 4 with two- han ed axes,
4 with shields, 4 with Dwarf bows :

(2) The West Road Patrol. . . , o .
. * 2 Iron Guard . . 5) 1 , ' ...............l47p0mts
* 5 Dwarf Rangers: 2 with longbows - e Haldlr Wzth Elven bow
3 with throwing weapons s = 8 Wood EIf Warriors with Elven bows

) The Wards of Lothlorien. . . .. ... ... 134 points
e 7 Wood Elf Warriors with Elven blades
and throwing daggers
* 8 Wood Elves with Wood EIf spears




MAIN CONTINGENT 500 POlNTS

FROM KHAZAD—DUM

(1) Durin, King of Khazad-dim. ... .... 1 60 poznts

2/ThengsGuard..........’.......99pomts ’

* 9 Khazdd Guard

©) NarvtsKlndred..................133pomts
e 11 Dwarf Warriors, 4 with shields,
3 with Dwarf bows, 4 with two- handed axes'
* 1 Dwarf warrior with banner

(4) The Redhorn Patrolf; o 108 poir
* 12 Dwarf Rangers: 4 with throwmg axes, '
4 with longbows 4 wnh 1wo handed weapons

ALLIED CONTINGENT 250 POINTS

FROM ARNOR

(5_) The Rangers ofAmon Sul eeev.....100points
* Valnaril — Diinedain with spear
« Maloran — Diinedain
e 6 Rangers of Arnor; 3 with spears

(6) The Evendim Garrison. . ....... ... 150 points
e 14 Warriors of Arnor
» I Warrior of Arnor with banner

W O 7R




th riches from trade,‘and
in, ever mindful of the

es to plunder and kill within sight

he glory of the great kingdom of |
well there have enough power
rth, something that the Dark

look as he unleashes his evil
War of The Ring is over,

i




Erebor can ally with the following armies: The Fellowship,
Rivendell, Thranduil’s Halls, the Tower of Ecthelion, Minas
Tirith, the Rangers of Ithilien, the Wanderers in the Wild, the
Wizards, the Eagles and the Guardians of the Carrock.

8 points

15 points

15 points

20 points

75 points




gestions for colour

krebor- ...

Heroes, Diin Ironfoot is a
With a Defence value of 9
0 deal out devastation to an
unishment that would kill lesser

is powerful special rules and
_cost makes him an ideal Hero to

STRENGTHS , , ,
e Powerful Heroes ~ * No spears L Wi Rangers are still as hardy
e Variety of warriors ~* Slow moving as W Rangers make an excellent
» High Courage and Defence  * No cavdlry . ' f ng equally well in close

REGIONAL UNIFORMS
The Dwarves of Erebor have
travelled far and wide, which
gives you a great chance to
paint regional variations of
their uniform. This Dwarf
simply changes the blue cloth
for brown leather. '

« Cousins Balin and

- Gimli match not only
_the rest of the force,
but also each other.
Balin is painted with
ed cloak and blue
. e at, while Gimli
The muted blue ars the opposite.
B/ colour is a mix of , ' . -
—~ Enchamf,éd’Blué and .

. / Scorched Brown. '

GBI




(1) Ddin Ifonfcmt,i Kiﬂg‘of Erebor.... ... 125 pb’ints ‘ f‘; Dam s Kmband, i, 104 poinis
. : / k 2 D DwalffWar iors: 4 with shields,
2.........006points 4 with two- handed axes, 4 with Dwarf bows

(2) The King’s Protectors . ..
e 6 Khazad Guard :
SCOlltS of the Rlver Running . . ....... 108 points

xZ The Iron Guard of Erebor. ciiiiooa 90 pomts * 12 Dwarf Rangers 4 with longbows,
e 6 Iron G o - 4 with two- handed axes, 4 wzth throwing weapons

L W o

‘tu«‘;,iwr/ 7

///f;/,
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struggle to remain in cdnt
Peoples. Their chief form of

are often the best eou

carth these entrepreneurial

Dwarf travellers seldom

they will return to their
smen. ‘

; cannot marshal forces large
es, boasting perhaps a dozen
 guard. Even bolstered by
warf holds could not muster

arf' holds or thh the Free Peoples
_considered gruff and insular — and

the o tslde world, all know of their
there are none among the wise who would
n help when fighting the minions of




..... Points value 8
. 1 point
free

1 point
30 points

. ... . Points value 11

. .y.ly. . . Points value 60

8 points
~ ‘ 15 points
Durin’s Folk can ally with the following 15 points
The Fellowship, the Grey Company, Rivendell, the 20 points
Havens, Eregion, Lothlorien, the Host of the Hammerhand, 75 points

Théoden’s Host, the Tower qf . thjelion,ffthe Fiefdoms, the
Army of the High King, the Wanderers in the Wild, the
Wizards, the Eagles and the:Guardians of the Carroc_k,




'EAKNESSES
No named

. Heroes

‘» No spears

« Slow moving

Defence

REGIONAL
; UNIFORMS
Regional variations can
be represented by simply
substituting the colour of
the cloth as shown in this
 example. We have painted
this warrior’s tunic and
' ' red, the livery of




Dwah ......................'.....80p0mts
* Dwarf ng wzth two- handed axe

\Z/ThengsCounczl “i.i..e.........006points
* 6 Khazad Guard '

(3) The Guardians of Wlthered Heath. . 142 pomts
o 12 Dwarf Warriors: 4 with Dwarf bows,
4 with shields and 4 with two- handed weaponS‘
¢ 1 Dwarf Warrior wzth banner

'®Dwaidel‘li‘stq’. . Opoinn

(4) GrolmsKmband..................151pomts
* Grolin — Dwarf Captain with shield.
e 10 Dwarjf Warriors: 3 with Dwarf bows,
3 wzth shields and 4 wzth two-handed weapons




are ever willing to fight

rom 1 the gloomy corners of
hundreds they surge forth

the head of the army. The Goblin
st the most skilled fighters, nor the

of kings, chleftams or
mahclous and oF:

beéome bolder with each raid,
r the rule of the Goblin King,
omes more ominous than ever.




. . Points value 4
1 point
1 point
1 point

..-.... ... Pointsvalue6
1 point
1 point
1 point

veveeeen...Points value 80
- - . 1 point
Troll chain o f 5 points

ALLIES

Moria can ally with the following armies: Angmar, Dunland,
Isengard Raiders, Dol Guldur, Barad-dir, the Khandish
Mercenaries, the Corsair Fleets, the Monsters of Middle-
earth, and the Nazgl.

;‘Mior«  Goblin Drum «.ies...-..... Points value 100

BatSwarms ......................Pointsvalue 35




g, and some

'WEAKNESSES

~ * Low Fight values
: _« Slow moving
Drums  * Weak Heroes

especially useful for an
xpects to take massive
d well can hold entire

es i)t ‘diréctly harm the
; ‘a_worthwhile
18"/42cm range,

fore you take;"into account the

pairing a Bat Swarm with a
ven the greatest Heroes like
ng fights (and their lives).

gen al} s best friend when

. the Prowlers are elite.




Some painters like to make their characters stand out‘on the
tabletop even more than usual. This can be achleved ina
variety of ways; here are a few ideas to try out.

< Ru]stedyarmou’r ' .
This armour is basecoated
with Dark Flesh. Vermin
Brown and Blazing Orange

are stippled over this, and
 small spots of Chainmail
. complete the effect.

details to the base lzke axes,

rocks and debrls This one has .

been decorated to look lzke the
floor in Balm S tomb

e most fearsome Cave
Here we show you a variety of

~ ALTERNATIVE COLOURS
Although we show a Moria Goblin army in a specific colour
scheme, you could use alternative colours. Below are
_examples of effects you can try.

A The pallid skin on this
Moria Goblin is painted
] Catachan Green, and
 given a watered-down highlighted by adding
- Brown Ink wash. Rotting Flesh.




DURBURZ'S LADS i 497:POSINTS

(DDurbtirz ... ... .. .00 o 6l painis
Thanks to his Iron Fist rule, Durburz can keep most of
the Goblin force from fleeing if broken, and his Mtght
points allow for several Heroic acnons

(D DurblirzsLads. .. coov s o0 120pomts
"« 24 Moria Coblin Warriors: 8 with Orc bows '
8 with shields and 8 with spears

@/,Grakh......................‘.,...45pomts
e Moria Goblin Shaman

x@GahgazsLads....................90pomts
» Gahgaz — Moria Goblin Captain .
* 11 Moria Goblin Warriors: 3 with Orc bows
4 with shields and 4 with spears

LugdraksSneaks.... . 82p0mts‘
e Lugdrak — Moria Goblin Captam with bow .
e 6 Moria Goblin Prowlers wzth wo- handed

weapons '

(6) The Drummers in the Deep - . 100 pomts
* Moria Goblin Drum
Keeping the Goblin Drum in the centre of the Jorce
allows it to benefit the maximum number of models.

GURGHASH’S RAIDERS 501 POINTS

Gurghash...................:”
* Moria Goblin Shaman

9 Urgakhslads.....‘.....,....
* Urgakh — Moria Goblin Captain

e 13 Moria Goblin Warrzor w5 with Ore bows
4 with shields and 4 with spears

TheBatsofMona..........' ‘
e 3 Bat Swarms .







MAIN CONTINGENT 350 POINTS
FROM MORIA v ‘

(1) Gagraz .............~............40pomts
* Moria Goblin Captain with shzeld . ~

(2) Lushgak’s lads ..................160pomts
* Lushgak — Moria Goblin Captain with bow
* 24 Moria Goblin Warriors: 8 with Orc bows .
8 with shields, 8 with spears

(3) Nurdak’s Back Stabbers . . . . ........ 80p, ints
¢ Nurdak — Moria Goblin Shaman 'k
e 5 Moria Goblin Prowlers with
two-handed weapons '

(4) The Black Cloud. . ..

e 2 Bat Swarms

ALLIED CONTINGENT FROM 249 POlNTS ~
BARAD-DUR .

@ The Hounds ofSa,urok‘n".y. e
e 13 Warg Riders, 4 armed with bow and
7 armed with throwing spears

ALLIED CONTINGENT FROM‘ 400 POlNTS
MONSTERS OF MIDDLE-EARTH

(i TheBalrog.....................400p0mts







down superior foes through
ng Wargs harry the flanks,

es and inflict terrible slaughter
fangs, while lumbering Cave

e]]ers Below into doing their bidding,
> to attack a stronghold or ravage a
e Dwellers Below are at their most
llingly use them to tire out the foe

w themselves.




ALLIES e
The Dwellers Below can ally with the following armies:
Angmar, Dunland, the Black Gate, Dol ‘Guldor, Minas
Morgul, Barad-dir, the Serpent Horde, the Corsair Fleets,
the Variags of Khand, the kK'handish ‘Mercenaries, the
Monsters of Middle-earth and the Nazgiil. '

: . Points vd,lué 80

. . Points value 25

1 point
5 points

.. Points value 8



to he’lp you plt
list to aid you in

sa gr'e,at‘leaderifor S
ht and Strength values,
and come out on top.

them, Wﬂd Wargs are fast and
d erious speed to the Goblin

in as if ~1t«‘waé openk ground,
ed them. Giant Spiders
hey can slaughter even

WEAKNESSES
+ No named Heroes
- Weak shooting
kofShamansk, Prowlers
r Goblin Drums

<« The dead Man can
_ be painted in his
; _ ownarmy's
,,,,, : ‘ _colours as a .
contrast to the
~ Warg Chieftain.




vellers Belqﬁ'

' Thzs 500p nt army boasts a swat

GhuksRatders...........;.......115p01nts (3)TheWildBeasts .. .................223 points

* Ghitk — Moria Goblin Captain - - Warg Chieftain
* 8 Moria Goblin Warriors with spears * 6 Wild Wargs
* 8 Moria Goblin Warriors with shields * 4 Giant Spiders

| @ Birakh’sbows.....................80points
* Biirakh — Moria Goblin Captain with bow
8 Moria Goblin Warriors with Orc bows

DCavelyoll ... . . ... . ..... ... 80poiis




a fbllow use one or more of
rground battles that you fight,

Dwarf Mine Workings. Laf
over to the task of mi




Narrow bridges. Any model that falls off of a bridge (having
been forced to give way after a fight, for example) will suffer
falling damage as described in the main rules manual. If the
bridge spans an incredibly deep chasm, like the Bridge of
Khazad-dim, then don't bother resolving damage — the model
will simply plummet to its death (remove it from play).

The bridges shown here are only just wide enough for the Balrog
to cross. If one player can control the bridges the other may be
forced to look for different, more desperate, ways to cro

Baittles in Dwarf Holds

7

Secret Entrances. Outlets for flood water (or even murkier
things) provide sneaky ways that the Goblin-horde could infiltrate
Khazad-diim, from sewer grates to fissures in the rocks, or trap
doors. Unless Dwarf warriors guard them, these Secret Entrances
can easily be pressed into service by the Goblins. If a scenario
permits reinforcements, and has Secret Entrances described in the
scenario layout, then they may do so through the Secret Entrances,
as well as any other points specified in the scenario Special Rules.
If any model (either Good or Evil) is on top of a Secret Entrance,
it counts as sealed until they move away or are slain.




Battles in Dwarf Hold.

s e i

' This page shows our 1mpre, sive underground and w11dernoss ~' ;In the soventy-fouxth yedr of Ki Durin’s reign, a Goblin army
tables combined to make one huge gaming area. With a ' the Dragon Gathamaur rampaged through the Misty
battlefield suitable for an epic encounter, we decided to use it as Mountam The Dwarf Hold of King Thrdli was easily
the basis for a themed game s Misty Mountains, and  overwhelmed, but not before a lone messenger escaped, taking
even created an event that feel it’s fresh from the history word of the attack t > Durin. Wasting no time, Durin
of the Dwarves and the ins. & symmoned B househ Id, and ma ched to avenge his kinfolk.

The Vault Wardens block off the pa ; : Goblir tlessly scale the mine workings,
Goblm reinforcements. - . in arrows the Dwarves below.




Battles in Dwarf Holds

Dwarf Rangers battle to hold the gate.

Goblins rushing to bolster their ¢
ambushed by Dwarf Rangers.




 In this scenario, the Dw rves of Khazad. : # the Dra, , efore it can enter the
- Mines of Moria. The Evil r one of the - versatile ar , atures in the game at his

Northern wo aclear day the watchers there can
justly and wisel; . and eep a lookout for enemies.
Dwarves toil ceaselessl ] ruder, e en one as large as a Dragon,

s Stair that leads down into the
splendour of Dwarrowdelf h. ond to the bowels of the earth and
in awe of the achievements , Gathamaur attacks, the sentries
coveting their riches and | e fruits of ' On anc , n’s Tower rush to defend their kingdom.

skilled artisans produce w

odels chosen from the Khazad-
ou must include at least one
unds Up to 33% of the models

Several times the Dwarves ha
the East or West gates and ma
the Dragon has devoured in

Now Gathamaur seeks to
different route — Durin’s T

Built centu:ies before, when h of additional abilities.

Durin’s Stair .

urin’s Tower. The terrain is incredibly
~with patches of ice and loose rocks
ground) and sheer drops on every

'yqu can always try makzng your own
uilt Zirak-zigil.

Good Deployment




~ positions. up to twelve mo

no clos

than 3 "/8cm

RECOMMENDED PARTICIPANTS

coop
o Froér — Dwarf Captain with shield
3 Vault Warden Teams
12 Dwai Rangers 4 with throwing weapons,
4 with Dwarf longbows and 4 with two-handed axes

;' e 6 Iron Guard

12 Dwarf Warriors: 4 with Dwarf bows, 4 with shields
4 with two-handed weapons
Dwarf Warrior with banner

EVIL

. Gatharﬁaur - Dragon with Breathe Fire and Fly




am’s mighty doorways being
ntains : | : yart, the ¢ ardians of the east-gate ready
. seeking to invade Khazad-d(im. Battle 1 s elves for the fight, knowing if they can keep the mighty
 and slopes as DwaIf’Rang rs launch bus { 5 . eir kinsmen will come to their aid.

.~ victories. Desp1te thelr own Ioss . lins persis :",’ 1 ; »f models chosen from the Khazad-
they are driven by some greater . ‘ . dimg ; e 22) You must include one Hero

gates, one in the west, the oth
were constructed back whe , i - o
friends and no foe has ever breached t . Upto 150 ¢ orth of models chosen from the Moria
the Dwarves seal these gates fi § nvasion y 1i 5 38). Y U may i Tude up to two Heroes.
~ would be impossible, the Goblin v . untai Up to nodels selected may carry a bow.
 side for another way into K ‘ -

Good Deployment

Evil Deployment




great cavern lined with numerous

‘OB] ECTIVES

: (see specml rules) wins the scenan .

LAYOUT

This scenano 1s playe

slain, put the model to
il move phase it may re-

board edge is a winch to open the

empt to re-enter again. Newly
ut may not charge on the turn

of the opposite board edge.
the start of any turn in
iber (10 models, using the

5w1nch when the game ends, 1t is a dra

RECOMMENDED PARTICIPANTS
GOOD

winch is both strong and du b e Vor | s Barvi — Dwarf Captain with shield
spoken from the outside > Wit Ci | e 12 Dwarf Warriors: 4 with shields,
quickly opening the East Gate wi 4 with Dwarf bows and 4 with two-handed weapons
A model is cons1dered t ¢ Dwarf Warrior with banner
EVIL

* Brukh — Moria Goblin Captain
¢ Urgakh — Moria Goblin Captain with bow
¢ 6 Moria Goblin Prowlers: 2 with shields,
2 with Orc bows and 2 with two-handed weapons
e 12 Moria Goblin Warriors: 4 with shields, |
4 with spears and 4 with Orc bows




repairing their kingdom. While ¢ ,
following a rich vein of Mithril, Dwarf ming rth of models chosen from the Khazad-
few in Middle-earth have the power to resis! , [ ) ’ age 22). You must include at least one

to be below the Misty Mountains, ‘and c : Dwarves Hero. U J the models selected may carry a bow.

discovered it, can never truly be ans ' . ‘
-destruction wrought as the d
slumber, turned 1ts mahce aga1

v

Rangers is sent to delay the aj
force fights the Balrog. Too la

Mine workings

- 48"/112cm

- 48"/112¢m

Good Deployment

Evil Deployment




 The Good player selects t
 deploys the rest of his for
the west board edge. Th

ee Secret

- point, 1f the Evil';player‘wishe
~;normaliy, but may not charge

RECOMMENDED PARTICIPANTS

GOOD
* Durin — King of Khazad-dim
e Mardin
¢ Dwarf Captain with shield
~* 26 Dwarf Warriors: 8 with shields, 8 with Dwarf bows,
8 with two-handed weapons and 2 with banners
* 9 Khazad Guard
e 6 Iron Guard
¢ 3 Vault Warden Teams
e 2 Dwarf Ballistas
e 12 Dwarf Rangers: 4 with two-handed weapons,
4 with Dwarf longbows and 4 with throwing weapons

EVIL

- » The Balrog

* 1 Moria Goblin Captain

* | Moria Goblin Captain with bow

e 2 Moria Goblin Shamans

* 48 Moria Goblin Warriors: 16 with shields,
16 with spears and 16 with Orc bows

* 6 Moria Goblin Prowlers: 2 with two-handed weapons,
2 with Orc bows and 2 with shields

e 2 Cave Trolls

* 3 Bat Swarms

Moria Goblin Drum




After ,many,bdttle;?;' in’s ex ‘ as reache f Khaza a 7 ¢ he work of restoring the
greatest Dwarf hold to its former g has begun. The Moria Goblins are not content to surrender their home

'thiough the Dlmnll dal
Dwarves are lost befo:c B

begm to push the Goblins out of the laughtering  * Up to 500 points wort odels chosen from the Moria

them one band at a time. The | ) ‘ 3 see .

Balin and his companions
Goblins are not spent yet th ; i AYOU -

_ individual commands them. ‘ .. This scenio ed on rd 48"/112cm by 48“/112cm

- Durbirz, the Goblin king , eads the Goblins. Cur gly east edge is covered wi all 1o manner ofrmne workings, Whlle

' sing t . : labynnth of passageways, narrow corridors and

, . Three mlrrors are positioned within 12"/28cm
‘of the centre. of the boar

 Mine workings

48"/112cm

- 48112em

Good Deployment

Evil Deployment




OB]ECTIVES

. The Good side is Victorious if, at t

force to surround the Dw
© an Ev11 Wamor is slar

RECOMMENDED PARTICIPANTS

GOOD

» Balin with Durin’s Axe
Dwarf Captain with shield

12 Dwarf Warriors: 4 with shields, 4 with Dwarf bows

and 4 with two-handed weapons

12 Dwarf Rangers: 4 with two-handed weapons,
4 with throwing axes and 4 with Dwarf longbows
Dwarf Warrior with banner

6 Khazad Guard

6 Iron Guard

EVIL

e Durbiirz
Moria Captain with bow

Moria Goblin Shaman

Moria Goblin Drum

6 Moria Goblin Prowlers: 2 with shields,

2 with Orc bows and 2 with two-handed weapons
24 Goblin Warriors: 8 with shields,

8 with spears and 8 with Orc bows

2 Cave Trolls




e against the need to

Is chosen from the Durin's
You must include at least one
odels selected may carry a bow.

of mo ,Is chosen from the Dwellers
: ncludmg at least one Hero.
ed may carry a bow.

"/llZcm by 48"/112cm,
The village boasts three
e centre of the board,
- ( , anc by trees. A river with rocky

of ngh Water take rcfuge, ors  bank S 1 [ board and is crossed
~ and pray that help will come rot a sin ‘small rocky ford. The remainder of the
. Gawrdkh and his hordes ' ,

> 48"/112cm

Good Deployment

Evil Deployment




k edge (see map) The Evﬂ play
w1th1n 6"/14cm of his starting edge.

~ Scenarios -

RECOMMENDED PARTICIPANTS
GOOD

¢ Dwali — Dwarf King with two-handed weapon

¢ Gr6lin — Dwarf Captain with shield

e Murin and Drér

e 3 Khazad Guard

e 21 Dwarf Warriors: 7 with Dwarf bows, 7 with shields,
6 with two-handed weapons and 1 with banner

Dwarf Ballista

EVIL ‘
* Gaurakh — Dragon with Fly and Wyrmtongue
e Magruk — Moria Goblin Captain
'« Warg Chieftain |
e 6 Wild Wargs
¢ 18 Moria Goblins: 6 with spears, 6 with Orc bows
and 6 with shields




ror: Ancient Evil 16

—2 o
19

9

v

>

Diar
- Durbiirz
. Durin

Dwarf Ballista
Dwarf Captain
DwarfKing
Dywarf Ranger _
- Dwarf Warrior
. GiantSpider
Gl
dontmad
. Khazad Guard
~ Mardin .
~ Moria Goblin Captain
 Moria Goblin Dru
~ Moria Goblin Pr
* Moria Goblin Shar




DWali and hié hou ,éhold :gu”ard'k e route:




“..no dwarf bas dared to pass the doors of
Kbazad-diam for many lives of kings...”

- Gloin, The Fellowship of The Ring

This Sourcebook is an invaluable guide to collecting, modelling and gaming in the Dwarf kingdom of Khazad-
diom with Games Workshop’s The Lord of The Rings miniatures. Within these pages you will find essential
rules, information and inspiration to bring the battles of Middle-earth to your own tabletop.

DENIZENS OF THE DARK

From the noble king Durin and the stoic Dwarves of
his household, to the vicious Moria Goblins and the
terrifying Dragon, this book contains background and
rules for the warriors who vie for supremacy in the
under-realms of Middle-earth.

THE ARMIES OF THE UNDERWORLD
A complete guide to the armies of the Dwarves and
Moria Goblins: Muster the hardy Dwarves of Khazad-
dim, their kinfolk in Erebor or the remnants of Durin’s
Folk. Dominate Middle-earth with hordes of Moria
Goblins, or the other vile Dwellers Below. Collecting
advice, and example painting schemes help you build
up your force, from a few models into a vast army!

SCENARIOS
Five scenarios explore the bitter history of warfare and
bloodshed between the Moria Goblins and Dwarves of
Middle-earth. Ravage Khazad-dim with the Gobli

hordes and the might of the Balrog, or help

% ENGLISH
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