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Aterrible shadow has fallen over the south of M ,
together in common cause, the greatest champ ns of the Free Peoples have resolved to drive the Necromancer — in truth,
Sauron, the Dark ord — from the fortressk of Dol G dur or d1e in the attempt!

WHAT’S ]N TH]S BQOK’J . .  guidance on building many of the more unusual hobby
As a sourcebook for The Lord of The Rings Strategy Battle  Projects within. Though you don’t need to make these terrain

Game, Fall of the Necromancer is spht into several drfferent,” _pieces to play the scenarios in this book, your games will be
sectlons  all the more satisfying and enjoyable with a few exciting

terrain pieces. From spider lairs to Dol Guldur itself, there are
SCENARIOS ;

guides aplenty to creating a terrain set that can be used not
This book contains seven scenarios. They present players Wlth only with the scenarios in this book, but in other batt]e games
a campaign that re-enacts the mustermg of the White Council, . the worl d of The L. ord of The Rings.
and the expulsion of the Necromancer from Dol Guldur in a
truly awesome contest of power. Each scenario walks you FORCES o
through the background to the battle and the forces involved,as  Here you’ll be presey‘ ed with all the new Warrior and Hero

well as victory conditions and any special rules that may apply. ~ profiles that you will need to play these scenarios. For the
' ' . Evil side, this includes the Necromancer himself, as well as

fthe corrupted forest creatures from Mirkwood. The Good side
gains several new Heroes, mcludrng Saruman the White and

Points Match
If you don’t have the exact models to replicate the partrcrpants in
any given scenario, there is a ‘Points Match’ box that gives
guidelines on how to play the scenario with a different force.
Simply create a force of the recommended po its Value following
the selection guidelines presented in

PAINTING AND MODELLIN

precedence. These new proﬁles can be used in addition to the
ones in other The Lord of The Rings Strategy Battle Game

found within this book, . ction gives you practrcal eXJstmg armies.

Erestor, as well as Wood EIf Warriors. Where there is
variation between the profiles included in the book and the
ones printed in the main rules manual, this volume takes

As well as presenting detailed pain g gu1des for the models  sourcebooks and | e main rulebook or for inclusion in your .
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Across Gondor and Rohan towns and villages have
become little more than armed camps bouncled with strong
walls, lest they be assa'ledfm the deep nlght to become
tumbled and contest ins. The realms of Elves and
Dwarves, denuded and shru by years
servants of the Dark Lord, have become Wary and insular,

the better to maintain their guaid Fear is the chief tool of
the Lord of Mordor, and its tendrils havesunk deep across

e provokmg changes that Wln take . thel‘lsand’; i Was here that Sauron came in secret during the first half

years to heal.

1?‘

~here is 11tt1e in M1dd1e~earth that has remained
unchanged by Sauron’s eternal war against the free.

st 1fe against | the
ts boughs Ir

 purpose, for that secret rests solely in the mind of Sauron.
~ Certainly, no realm Vtclalmed ownership of the southern
bounds of the fores
‘had thelr halls i in the no h and the Men of Rhovanion were

t ngs ’Whether sptders from the Ephel Duath, or Wargs and

Nowhere 1s the touch of Sauron more obvious than in
Rhovanion, the land that lies east of the Misty Mountains

, and north of Rohan. Here, dormnatmg the wide plains that

fall under its sha‘dbw,_liesk the dark and tangled mass of
Mirkwood. This mighty forest is an enduring testament to
Sauron’s malice and corruptmg influence, for it was once a

wholesome;pla' e unt11 the Dark Lord took up abode under

: has known as Greenwood the
Great for it was as neble 1in its ‘way, as the forests of
Fangorn and Lothlonen, and many times their size.

d Age stll] reehng from his defeat at the hands

; b ore Knowmg that the folk of Gondor still kept watch

the bounds of Mordor Sauron sought a new lair from

for the Elves of Greenwood largely

ever reluctant to stray into the depths. It is possible that the

Dark Lord dehberately sited his new lair atop the ruins of
an older, long-abandoned fortress from the days of Morgoth
in the hopes of rekindling any power that resided in its

ruins. Wherever the truth of the matter lies, the coming of

Sauron to. Greenwood changed the forest forever.

Slowly, but mexorably, the presence of the Dark Lord

- corrupted and changed the forest beyond all recognition. The

trees became tw1sted and the very air itself became heavywith
malice and splte Evil creatures ‘began to venture under the
trees, drawn by the unwholesome presence of the Lord of the
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to the ears of Men and Elves that a great evil now dwelt in the
forest of Greenwood. A Necromancer of great power resided

in a dark and twisted tower that seemed almost alive and
aware, atop a pit of shadow from which there was no escape.
~confrontation with the darkness at the heart of Mirkwood.

Greenwood was a noble place no longer, but had become the
oppressive and malignant forest, Mirkwood. The worst of the
changes were to be seen in the glades surrounding Sauron’s
new home, Dol Guldur — the Hill of Sorcery yet throughout
the forest his influence was plain.

Shortly thereafter, the Elves of Mirkwood found
themselves beset upon all sides as the very forest seemed
to turn against them. Despite the dark terror that their
home had become, the Elves of Mirkwood did not yield,
and fought on to reclaim their home — though with little
help from beyond their borders. For many long years, the
Necromancer gathered strength in his fortress, directing
from afar his minions in other lands. Why the Free Peoples
allowed him his grip on Mirkwood for so long is unknown,
though they would often find themselves challenged in
other quarters. Indeed, the Third Age saw many troubles to
distract its kingdoms — plague, restless Haradrim in the
south or the invading force's'of Angmar in the north, to
name but a few. It is hkely that the Necromancer endured
simply by remaining a less 1mmed1ate foe Dol Guldur
remained unopposed save by those it directly threatened —
the Elves of Mirkwood, who were faced Wlth a battle they
could not win alone. o

Orcs from the plains of Anduin, they came in great numbers
and in brazen defiance of the Elves who hved there Suchk ;
changes could not go unnoticed forever, and soon tales came

‘:nly When Gandalf the Grey entered the dungeons of the
ecromancer’s lair did the wheels of fate begin to turn

against Sauron. For some time, the Wizard had feared that
_the master of Dol Guldur was none other than the Dark
Lord, and beneath the Hill of Sorcery he found all the
proof that he required. Faced with this knowledge, the

White Council was no longer able to postpone
Though Saruman the White, then the master of the
Council, stalled preparations to suit his own ends, the Wise
were able to marshal their forces in preparation of
assaulting Dol Guldur. Never before or since in the Third

Age had so many powerful individuals been assembled in

one place. The stage was set for one of the greatest battles
ever to be seen in Middle-earth.
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d throwing daggers; 4 with EIf bows;

Erestor and Glorﬁndel. The Lor ( ly of l6rier 7 ‘ -

Celehom and Galadriel, ravel with o great b 1 | POINTS MATCH - ALTERNATIVE FORCES
‘ Good (200 points)

Must include a single Hero with no more than 2 Wounds
(who takes the place of Thranduil). No Good models
may ride steeds of any kind.

Evil (200 points)

No more than 50% of the Evil models may carry bows,
and no Evil models may ride steeds of any kind.
Remember that the Evil player must set approximately
100 points worth of the models chosen on one side to
represent the Giant Spiders (see below).

come. As yet, these players have yet to set f .
,proper and Sauron, scnsmg that the Wise are

24"/56¢m

24"/56cm
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LAYOUT

The scenario is played on a board 24"/56cm by 24"/56¢cm, set
up as shown opposite. There should be two small forests (of
about three trees each) placed in opposite cc
forest (of about five trees) in the centre o ap. Individual
trees should be placed across the rest of the board, no closer
than 3"/8cm to another tree or to a forest. -

STARTING POSITIONS

The Good player deploys his force anywhere on the board
though no Good model may be deployed within 3"/8cm of

another. Then, starting with the Evil player, the players take it
in turns to deploy one Bat Swarm each. These may be placed
touching any point on any board edge, though they may not
be deployed within 3"/8cm of each other. The Splders are kept .

in reserve, and will be avallable later in the game

OB] ECTIVES

The Good side wms 1f it manages to kill or drive off the Evil

force before being destroyed or drwen off melf The Evil side
wins if all the Elves (mcludmg Thrandull) are slain.

Wearied by Battle. This scenario represents the late stages of

the Elven defence against the Necromancer’s minions — they

have already suffered many casualties and are ready to fall
back. At the start of each Good model’s move (before it has
performed any kind of action), it must pass a Courage test or

retreat a full move away from the nearest visible enemy

model, unless its move is sufficient to carry it off the board,
in which case, remove the EIf as a casualty. ‘

rs,and a larger

THE FALL OF THE NECROMANCER CAMPAIGN
If you wish to play the scenarios in this book as a
campaign, it’s important to keep track of the health
(or otherwise) of the various Good Heroes as the
scenarios progress. As such, you need to keep track of
how many Might, Will, Fate and Wounds that have
been expended by them at the end of each scenario.

When these characters appear in later scenarios, they
do not start with all their reserves restored. Instead, at
the start of the scenario, before deployment, the Good
player rolls a D6 for each Good Hero to determine
how many characteristic points they can restore. Each
point expended replenishes a single point of Might,
Will or Fate or heals one Wound.

Heroes that have been slain must use these points to
restore their Wounds to above O otherwise they
cannot take part in that scenario.
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If bo ‘s/and'Elven cloaks;
blades and throwing daggers

launch an attack on Thranduil ma
,Elyvénking. Elrond “Ha'klfelv‘énhas ith Elf bows; 3 with shield and spears
- and, with great haste, has led part ' 11 a Y
the hope of rescuing the ‘Wood
uch delay, Elrond arri ‘
desperate defence of

>

Necromancer’s forces an

POINTS MATCH - ALTERNAT]VE FORCES shie Is; 4 with two-handed weapons;
Good (600 points) ith Orc bo .

Must include two Heroes to take the place of Elrond and :
Thranduil. No Good models may ride steeds of any kind.
Only 33% of the Good models may carry bows.

Evil (600 points)
Must include a single Hero with no more than 2 Wounds
(who takes the role of Khamil). No more than 50% of
the Evil models may carry bows, and up to 33% of Evil
models may ride steeds of any kind.

. Good Deployment
” Zonme (Thranduil)

48"/112cm

Good Deployment‘ :
Zone (Elrond) .
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LAYOUT .
The scenario is played on a bo rd 48'/11 m by 48"/ 1120

STARTING POSlTlONS X

The Good player deploys his Wood Elves (including Legolas mx, to the wlll of others, nor,does he allow his followers to
and Thranduil) within 12"/28cm of the northern board edge.  do so. As a result, treat the two EIf forces as separate when
When this has been done, the Evil player deploys his Orcs determining whether or not Courage tests are required for
between 18"/42cm and 24"/56cm from the southern board  forces being at half strength. This does not affect the victory
edge and his other models at least 30"/64cm from the  conditions — calculate these from the total number of Good
southern board edge. Finally, the Good player deploys his  models i play. In addition, Elf Warriors will only use
Elves (including Elrond) up to 6"/14cm from the southern Elrond’s Stand Fast! and Wood Elf Warriors will only use
board edge Legolas’ and Thranduil’s Stand Fast!
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nd Elven blade

. overwhelmed though they acco
enough and succeed in dnvmg th
‘ ly wounded and onl

POINTS MATCH - ALTERNATIVE FORCES
Good (550 points)

The Good side must include five Heroes, one of which
takes the place of Cirdan, and another that takes the place
of the Elf Captain. No Good models may be mounted.

Evil (300 points)

! Must include four Heroes to take the place of the
lives of Arwen and C1rd ‘are ; Castellans. May not include any mounted models, nor
arm more than 33% of its models with bows.

Good Deployment Zone

48"/112em S

P 48/112em
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LAYOUT P : o :
The scenario is played on :a board 48”/ 112¢m by 48"/ 112cm, n f both Arwen and Cirdan are slain,
set up as shown opposite. A rocky outcrop (about 3"/8cm in i
diameter) is placed in the centre of the board — this marks the
heart of a clearing, so no other terrain features may be placed
within 3"/80m of it. The rest of the board should be as heavily
forested as you can make it, with at least four small foreSts,(of' . f
about three trees each) and two larger forests (of about five ,Weary .Wlth Much Toil. To represent his fatigued and
trees each) scattered across the board. Individual trees should  wounded state, Cirdan begins the game with no Might or
be placed across the rest of the board, no closer than 3"/8cm  Fate 2 points of Will, and only a single Wound. Also, his
to another tree or to a forest. - injury prevents him from moving and he will always count as
i . . o beino tappe nnlarly, the Elf Captain starts with no Might,
STARFING POSHIONS. .~ = .. . Will or Fate.
The Good player deploys C ithithe 0
rocky outcrop, with Arwen an
3"/8cm of Cirdan — if the Good player s a Elf with
banner, he must be deployed here also. The EIf Captain, and
any remaining Elf Warriors, are,deployed at least 18"/42cm
away from the rocky outcrop. Erestor and Glorfindel are
deployed touching the centre of the northern board edge.
When this has been done, the Evil player deploys one
. Castellan touching the centre of each of the southern and  The Light of Day. In the clearing that Arwen and Cirdan
E western board edges, and two at the centre of the eastern,  shelter in, the dark canopy of the Tawar Duath is pierced by
% board edge. He then deploys (in any combination) a third of the brilliant rays of the sun. The Wargs and Bat Swarms,
. his remaining models (two models, with the standard being creatures of darkness, will not move into the clearing
participants) within 12"/28cm ‘each of the eastern, Western (ie, within 3"/8c¢m of the rocky outcrop) for any reason and
and southern board edges. , ‘ ~ will count as trapped if they attempt to back away into it.
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 the model that turn he may even charge into combat with an
Evil model, if he wishes, to represent a last desperate act of
valour. Models affected in this way remain Good models, and
- will act normally in the following Shoot and Fight phases.




: : l pyec;sely w

== e e

o prey and erroneously thlnkmg th y &
' old men who now stand before the m

s force ;anyWhere on the board,
thin 6"/14cm of another or the

 the Negromancer S de&gns, and could y ﬁﬁr’o
three travellers further still,,if not

e (‘PARTIC]PANTS
. Good

o Gandalf the Grey ’
. ;Radagast the Brown
~ Saruman the White

POINTS MATCH - ALTERNATIVE FORCES
Good (500 points)

Must include three Heroes. No Good models may ride
steeds of any kind. One of the Heroes may be equipped
with a bow.

Evil
4 Castellans of Dol Guldur, each

Capt il o e .
. Wrc ;pdam r . | Evil (400 points)
: argh iders . . . No more than 50% of the Evil models may carry bows,
- with throwing spears, 2 w ; n | and up to 33% of Evil models may ride steeds of any kind.
3 Wild Wargs r ' .

‘Good Deployment Zone

247/56em oy
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OBIECTIVES i : ~ SPECIAL RULES

The Evil side wins if two of the three Wizards are slain before The Will of Sauron. This far from Dol Guldur, the Castellans
the Evil force is reduced to a quarter of its starting models.  are much weaker than they normally would be — though they
The Good player wins if the Evil force is reduced to half its  are still formidable, to say the least. They start the game with
starting models and two or moré Wizards are still alive. Inany  only 5 Will points each.

other event, or in the event of both sides meeting thelr -
objectives in the same turn, the game is a draw.
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gamst all od
Elrond’s forc

- Cirdan ofrom’
~ gratitude for Elr  h
‘warriors and pledges t port g0 las . caae s . ' i
 the White Council begm Do ' ; “ :
Guldur, yet one obstacle :
, Sorcery can be brought under s
' whrch Dol Guldur sits, the

nii}és; 8 with EIf bows;

There 1s but one approach'that, thot
attackers well. At one point alo

. iils not w1thout danger In the f this region lives =

queen of the Glant Sprders an a un chi V POINTS MATCH - ALTERNATIVE FORCES

se Good (450 points)

: or Must include a single Hero (who takes the place of
. To steal quietly through her realm wou 08 Galadriel). No Good models may ride steeds of any kind. Up
~ impossible at worst, so this bloated creature In ar to 33% of the Good models may be armed with missile
- her brood scattered. This task falls to Galad hose thal Wweapons.
~ have travelled with her.

Evil (300 points)

Must include a single Hero (who takes the role of the Spider
Queen). No Evil models may ride steeds of any kind. Up to
33% of the Evil force may be armed with missile weapons.

24 5oem - T - . D 4 el
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L ’SPECIAL RULES ‘
The scenario is played on aboard 24"/56cm by 24"/56cm setf ' Defend the Queen. When the attack begins, the Spider
up as shown opposite. The Spider lair is placed in the centre  Queen calls her brood to defend her, with more and more
. of the board. Ther hould 2 o ree small for < (of ‘ f ul things appearing from the forest as the battle
1) pl Spids : Sia Sp1der is slain, it is brought into

The Evil player deploy hlse ire force with: 3"'/8915 ofth: ,,normal Evﬂ' models do not take Courage tests in this
spider lair. The Good player splits his force into four equal scenario.
groups, and deploys one group w thin 6 '/14cm of the centre

The Web. The ground of the lair is covered with a layer of

of each board edge ‘entangling webbing. At the start of their move, all Good
models must roll a D6. On a roll of a ‘1’, they have been

OB] ECTIVES snared in the web and may not move that turn, and count as

The Evil side wins if the Good force is slain or flees from the trapped in the subsequent Fight phase. Heroes may use Might

board, whilst the Good player wins if the Sp1der Queen is  to modifythié roll.

slain. In the event of Galadriel being slain, the best result the o

Good player can achieve is a draw. ' ~ ,

I € N E € ST e XTI




POINTS MATCH ALTERNATIVE FORCES
Good (700 points)

Must include a single Hero (who takes the place of
Elrond). No Good models may ride steeds of any kind.
Up to 33% of the Good models may be armed with
missile weapons.

Evil (800 points)
Must include at least three Heroes. No Evﬂ models may

ride steeds of any kind. Up to 33% of the Evil models
may be armed with missile weapons.

FARCAL AL

Elven blades;

ows and Elven cloaks;

anded weapons;

1 Might, Will and
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LAYOUT
The scenario is played on a board 48"/112cm by 48"/ 112cm

about three trees each) touching the southern board edge. In

each corner of the board is a medium-sized hill (between

gateway embedded i in oné face
scattered across the board

STARTING POSITIONS

can deploy up to 12"/28cm in from the western board edge.

they will arrive as the game progresses.

OB] ECTIVES

The Good force must move off the board via the eastem table
edge — if more than 50% of the Good force exit in this way, the
Good player wins. If less than 25% of the Good force exits the

set up as shown opposite. There are two small forests (of

12'/28cm-18"/42cm in length and width and rising no more
than 4"/8cm in helght) each of wh ch has a stone portal or

The Good player deploys his foice within 6/ 14cm of the’
western board edge, all save for the ‘Wood EIf Sentinels who

No Evil models are deployed at the start of the game; instead

s way, the BEvil player wins. If between 50% and
. 500d force escape in this way, the game is a draw.
, It Elrond (or the Alternative Leader used in his stead — see
. "below) 15 slain, the best result the Good side can achieve is a

~ move onto the board from the relevant gateway. Newly
~ arrived models may not charge in the turn they move onto the

board, but may otherwise act normally. Warriors that were
, removed as casualties can be brought into play in this manner.
The Evil force does not take Courage tests for being reduced
to less than half strength in this scenario.

Alternative Leader. Dozens of small skirmishes of this
natlire are taking place around Dol Guldur at this moment in
time. If you wish, you may exchange Elrond for any one of
the Good Heroes used in a scenario within this supplement.
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POINTS MATCH - ALTERNATIVE FORCES
Good (1,500 points)

Must consist entirely of Heroes — two of which take the
role of Gandalf and Saruman. No Good models may ride
steeds of any kind. Up to 33% of the Good force may be
armed with missile weapons.

Evil (1,400 points)

Must include at least as many Heroes as Warriors. The
most expensive Hero f(akes the 10le of (he
Necromancer. No Evil models may ride steeds of any
kind. Up to 33% of the Evil force may be armed with
missile weapons.

um Might, Will and

MEMAE]




LAYOUT

The scenario is played on a board 24"/56cm by 24"/56cm set '; 1

up as shown opposite. As the board represents the courtyard

within the outer walls, there is little terrain, although there are
a handful of jagged rock outcrops and twisted trees scattered

across the board. The central‘tower of Dol Guldur rises from

the centre of the board, WhllSt an overgrown mausoleum rests .'

in the south-western cerner

STARTlNG POS!T ON
The Good player deploys Gandalf touc ing | e western boar

edge and Saruman touching the

player then places the Necromancer in base co act wrth the

central tower. The other models are held in reserve and will be
available later in the game.

OB]ECT]VES

This battle can only be won by the death of the Necromancer
(actually, he’ll flee at the instant of destruction, butlthats‘ a
technicality). If the Good side is able to destroy the
Necromancer before they are wiped out, then the Good player
wins. Any other result is an Evil victory.

 arrived models

1ghty Heroes. As such, we’ Ve chosen to ignore

any hmg smaller than a Grant Splder as an irrelevance — just

ay lace D3 models not deployed
t chosen by the player with priority) in
ontact with either the tower or the mausoleum. Newly
ay not charge in the turn they move onto the
board but 0therw1se may act normally

THE FALL OF THE NECROMANCER CAMPAIGN

If you're playing the Fall of the Necromancer as a
campaign, the Good Heroes will be fairly beaten up by
this point. To even up the forces, the Evil player may
only field three Ringwraiths in this scenario if it is being
played as part of a campaign.
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romancer. There

TEVEN .
| ARMOUR
¢ Basecoat .
with a mix
of Shining Gold
and a small

amount of '
Goblin Green.
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preoW R EATET
CITADEL
MINIATURES

Much more
information and
help on painting

can be found in
the book How
to Paint Citadel

Miniatures.




‘aunti the dark tower
plenty of different

: d :D‘ézﬂ:c’G‘reen Ink.

Finish off with highlights
of Chainmail.

Htghlzght the Chaos Black =~ Ba at the fur wi & Paint ihefqges of the Giant
undercoat with Codex Grey hed Bre : Bats Graveyard Earth.

QApply final highlights of A @ Shade with Brown Ink.

Fort, G
i Highlight with a mix of

 Graveyard Earth and
~ Bleached Bone.

MASAL-B




N Mix together Chaos Bl
Rottmg F lesh and apply allo

to thts’ mix and build
highlights to Rotting F lesh

Apply wate
the boils.

' Ap‘plyV ay mlx bf Red and |

(7

Varmsh

Brown
Spiders

‘Start by painting the Gtant '

Scorched Brown.
‘ Highlight the bas

Bestial Brown.

.Apply final highligh
- using Snakeblte Le 1

Green -
Markings 4

Apply a base colour
Green to the model.

.Highlight the base colour

with Goblin Green pamt

Mix this with a little Skull ‘

White to highli

‘ Basecoatiwith Tunned Flesh.

o Add small amounts of Bleached
Bone to the base colour to highlight.

msh off with a wash of Red and

- ‘ Brown znks

: zghltght wzth Bleac ed Bol .
s of Skull thte

ply a mtx of Catachan Green and .

d Bubomc Brown to the mix and ‘
h ghlzght the creature

h Gravey rd Earth . Apply Blazing Orange overa
~ Skull White undercoat.

‘t‘ 1s'wzth OPamt Golden Yellow as

highlighting. ;

Add a little Skull White to the
yellow to highlight.




Dol Guldur lies on the outsklrts of er WO “a vast for of twisted trees and unde k 1 infe: ! th splders There are

several modelling techniques that ca
~ change thelr,sh’ape’, and colour, as.

 FOLIAGE

* Be careful using this tool.
Only use it on a solid surface,
and one that you don’t mind
getting damaged.

“TREES

d to get the most out of your m el trees that are shown here including how to
w fo add cobwebs. ‘ ,

Separate the nk liage ’ 2 Uridercoai 'borh the trunk and its textured
o0y re i  base with Chaos Black, then drybrush the :
surface with sand and gravel wzzhout the falzage ~ base Graveyard . A‘

ase, drybrush the textured . 4 Foryyan'ety, apply other colours to the trunks.
th Vomit Brown then apply paiches Codox Grey

ock or statzc rass. , “
' k Kommando Khaki |

1 To break up the regular shape of the : 2. Next drybrush the foliage with Graveyard

 foliage, hit it with a hammer. * Earth to tone down the colour.

3. The faliage can then be drybrushed different ' 4. To give the impression of cobwebs, use ‘
colours to give their appearance more variety. hamster bedding, teased out and glued in

place with a little PVA glue.
@ Vomit Brown Lo

Bubonic Brown

TAAL I AT AR ARG
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You can use thc foIlowmg techmques to maki ) rees.
around your trees or ]ust to enhance the appearan eo your ammg board

L. Cut a base from hardboard large enough 2 s layér of foam board and glue ) thé 3. Draw around the bases of the trees to
to fit several bases and bevel the edges. base. Bevel this to match the hardboard. . mark their positions.

Ipt the foam to make natural
ontours, and then texture and paint it to
mat, h your trees (see page 32 for more
detail d guidelines). Finish off by
spreading around some hamster bedding to
represent the cobwebs on the ground.
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TOOLS
Pencil
Metal ruler
Modelling knife
PVA glue

Filler

Large flat drybrush

MATERIALS
Smm foamboard
Thin card

Balsa wood
Brass rod
Basing material
Textured paint
Green flock
Brown flock

PAINT

Codex Grey
Fortress Grey
Graveyard Earth
Bubonic Brown
Catachan Green
Rotting Flesh

AT I E A ARG 4
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paint the big areas

1 Start by painting the ston

walls Codex Grey, leavt .

of the undercoat in the 25 0 ‘ i recesses of the model
the model. ' : .

Brown to the whol Bleached Bone. M the door handle.







Templates shown
q at actual size.

Copyright © MMVI 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.

er on a small, flat-
‘ using Catachan







undoing. This aside, there

, the opinion of all the

ual weight. Caution is the chief
Council, for they choose to work in
auron’s sight, for as long as they may.
e won solely through guile and
keen blades must act where




White is the head of the White C
position to which he has risen thro

other factor. Though his knowledge of lore is
great and his magical abilities are beyond
reproach, there is something about
Saruman’s nature that brings
unease amngst his allzes It s

malaise bgcqme_s appa
when Saruman the White

Counczl in the purp
forged: the oppositic o] va
works in Middle-earth.

, Pomts value: 150
D A W C M/WFE

Saruman derzdes Radagasts abzlmes andf ,

has never held him in anythlng oth
contempt, Radagast is a dedic
of the White Counctl 6nd Gan

1' 3 1 3 /603

Strengthen Will
wﬂl have no effect

~ Points val:u,e: 150
W C M/W/F

7




Galadriel, Lady of the Galadhrim (EIf)  Points value: 125
| ‘ o S D A W C_ M/WEF
33 7 3 /303

_Galadriel wears armour and bears Nenya (she may re-roll her dice when
' usmg ,Fa,te points) and wields an El en blade.

Galadriel is a daughter of n {
whose magic can be subtle as a éummer
breeze or as destructive as a wmter«storm.,ln '
times of great need, she can use her owef‘IO‘i' .
reveal a vengeful dnd terrible aspect of
herself that otherwise remains hidden. Such .
are the tactics of desperation, Jor )
such power is to risk corruption and reqmres
_ great effort of will to sustam '

s are ;perfectly in tune with nature and therefore
f WO d to be dlfﬁcult terram An Elf can move

AP AL AL
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i ,/ts 'Value°'90"'
C__M/W/F
96 Uiin

mortal exterior,
figure of shining

“:P oints value: 75

5 L1l

y armour. He also carries
He may have addmonal ‘

10 pbim‘s

Erestor is Elrond Ha : » daggers, Erestor is able to target
couns’eﬁlloi"sch' D we: , ' ) y re-roll any failed ‘to wound’ rolls
Lord by grim experi 1ce ga v y : hen tt g ers. bat they function as an ordinary
centuries. Thou e - o

aﬁ’alrs in the

dire need or the tug

to take an interest in the aﬁ‘at

world

RCALEAE




Points value: 90

C  MI/WIF
5 Tl

Thranduil is ruler of all E. ve ints need be expended.

north of the forest road

H Thranduil and his subjects a
supporters of the Whlte Council.

Points value: 65

A W C_ M/WF
T

e ........ 5 points
/ / . 5 points
, , , 5 points
......... . . [0 paings

, Wodd Elf spéar A model armed with a Wood EIf spear may support a

fnendly model as normal Alter they can use their spears to parry
erefore a model that carries a Wood EIf

We have included the optlon 10 ’

- more Wood Elf Capmzns as part of your fo‘ e . speat may use the Sh1e1d1ng rule.
— note that you can mclude more than one .

you wish. If you choose Wood Elf Capmms e "Spe,cial Rules

mvent suitable names  for each - - Woodland Creature.




Wood Elves do not rely on wall

is interwoven with magical
crafted to either begu
depending on the ne

Almast all Wood E

ggér (hand weapon).

: .2 points
) pamts

th‘:a‘WO@d‘Ely;f spear may support a

; theyJ an use their spears to parry as




tower, concealing the minions of the Necromancer both from
the daylight they loathe and from prying eyes. Of all the
‘armies Sauron has commanded since the fall of Morgoth, the
ore ; 0n’s n garrison of Dol Guldur is probably the most unnatural. A
over form than an ‘; indication of decay rves the  legion of spirit creatures can be seen marching alongside the

' ; corrupted creatures of the forest as can innumerable Orcs who
are, ?as ever, drawn like moths to Sauron S baleful flame.

maantalns of
mmkwoot)

glaooen



For many long years, a darkness has dwelt in

the southern reaches of Mirkwood, an evil
known only as the Necromancer. Eventually,
the Free Peoples discovered that this being -
was none other than Sauron, the Lord of the

Rings. Though his power is weakened by the
loss of the Ruling Ring and his physzc” form

was destroyed in the war of the Last
Alliance, Sauron is still a force 1o be
reckoned with, and his power Iy gmwmg If; '

the forces of Good cannot bamsh hlm onc
again, Middle-earth is doomed ,
impenetrable darkness. .

«...he was none other than Sauron,
our Enemy of old, at lengtl
shape and power again. “

- The Fellowshlp of The Rlng :

aking

e suffera -1 penalty to th
that this is not'cumulatw Wlth other rules that confer similar penalties,
~ such as Kha

- Magical Powers

m_ahcer‘ (Spirit) | ~ Points value: 250

S U A W C MWFE
T s 0 6

Note Your force can only mclude one Sauron, either The Dark Lord
| Sauron or the Necromarzcer

Wa rgear
The Necromancer is an ethereal belng with little physical substance; he is

unarmed and wears the ghastly remnants of ancient armour.

Special 'Rules ,
Terror. o

*He Cannot Yet Take Phys1cal Form Still denuded by his loss of The
One Ring, Sauron is condemned to the shadowy existence of a malignant
dream. Even so, the Necromancer retains the instincts of a mortal creature,

and will retreat further into the shadow world if he considers himself to be
in danger. The Necromancer may use hlS Wﬂl pomts as Fate pomts 1f he

- wishes.

Drain Soul. Any enemy: that suffers a Wound from the Necromancer in

close combat is automatically slain regardless of the number of
Wounds on its profile. Heroes can use Fate to avoid wounds suffered

from the Necromancer, but if even a smgle wound is not aVOlded they
are slain. . .

e gérne the Necromancer must give up 1 point
Hight phase if he has been in a fight. Note that if

cient Evil 'All Good models_wnhm 18"/42cm of the Necromancer

( urage value until they move out of range (note

‘Hay.r;bmger of Evil rule). ‘

Chill Soul. Range 12"/28cm. Dice score to use: 5+.

Compel. Range 12"/28cm. Dice score to use: 3+.

Drain Courage. RangelZ"/280m. Dice score to use: 2+.
Sap Will. Range 12"/28en15 Dice score to use: 4+.

' - Transfix. Range 12"/28cm. Dice score to use: 2+.

SR EERE
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omts value. ]20

C__M/W/E
6 2l

He méty ride one of

‘. .10 points
..15 points
. .50 points

théir vitality. If Khamil
ill for each wound caused

inder of the Fight
way each turn.

| ive up 1 point of Will

~ flght Notc—: that if Khamil
»se not to fight! He does
a model wearmg the Ring

V f’th‘e pla};érs so agree at the beginning
' in scenarios that take place in

LA



The Spider Queen (Giant Spider) Points value: 75
. C e PR D A Y € M
“Spider Queen | 6 6 w2 g
~ Broodlings 2 3 3 4 4 g

Special Rules

Terror.

Movement. The Spider Queen can climb on any surface, regardless of
angle. She can therefore move at full speed over any type of difficult
terrain and ignores all obstacles except for water features and gaps such as
chasms, ditches and other spaces, which she has to jump as normal.

~ Venom. The Spider Queen’s sting’an'd fangs are heavy with poison. If she
~_fails to wound an enemy model, she must re-roll the dice.

Pounce. In the turn in which the Spider Queen charges a model on foot or
‘a cavalry model, she receives the ‘Extra Attack’ and ‘Knock to Ground’
rules exactly as if she were a monstrous mount.

Greatest amongst the spiders of the Tawar Progeny. The Spider Queen is infested by a host of her smaller progeny
Duath, the Queen is not only the largest, but that burst forth from her hide if she is endangered. During any point in her
also the most cruelly intelligent. Though she move, the Spider Queen may expend a Will point to put a Broodling base
refuses to consider herself a servant of lh&\ into play anywhere within 3"/8cm. Broodlings have a Move of 6"/14cm

Necromancer, their dark designs coincide - and may move and charge on the turn they are summoned. she may
frequently enough that they can :make summon multiple Broodlings in a single turn, provided she has sufficient
Conunon catse. ‘ Will remaining. ‘
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[ ‘Y may be given

. .5p0ints

fpo1son0us —a deep
h, reducing them
: only be used once
- Morgul blade before rolling
om a Morgul blade is
* Wounds on its profile.
from the blade but if this is

'1 Guldur draw their

desue to survive
s_that Would_‘slay a mortal

ellans do not make for
’ to nearby Warriors.

; Points value: 75

A W € MIWE
2 .3 3 11571

wig

 than a cunmng beast, and
dership. Only Wild Wargs
eroic actions.

L

T ARAL I AS

TINEATAL




' ‘P;oints value: 35

Guldur, such creatures can be found in =
of the dark places of the world. Predat

Points value: 8

Unlike their cousins in other

beasts have never been broki -
’ of Mirkwood was deadl
of Orcs. They exist so I e .

confines of Mirkwood, szakm helr'hungéf‘ b . : Elves and Men andf ell beasts.
where they can. ' gy ' ' - . The Fellowshlp of The Rlng
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‘ Wood Elf

SUMMARY

' SpeCIal Rules
Staff of Power: Voice of Curunir;
Consummg Rivalry.

260 3 ; Staff of Power, Master of Birds;
‘ One with Nature.

Saruman the White 5~ 4 5 | 3 7 3/6*/3

Radagast

Cirdan

1/4 /1 Lineage of the Firstborn; Woodland Creature.
Glorfindel ’

3/3 /3 Armour of Gondolin; Lineage of the Firstborn;
~ Woodland Creature.

Erestor

L 1/3 Noldorin Daggers; Woodland Creature.
Galadriel

3/3/3 lineage of the Firstborn; Woodland Creature;
 War Aspect.

Thranduil
Wood Elf Captain
Wood EIf Sentinel

- 3/2 /2 The Circlet of Kings; Woodland Creature.
k 2 /1 :/ 1 /“Wood Elf spear; Woodldnd Creature.
" ( Woodland Creature Enchanting Song.

; ~ Wood Elf spear; Woodland Creature.
325/%

Drain Soul; The Will of Evil; Ancient Evil; Terror;
~ The Ring; He Cannot Yet Take Physical Form.

- 2/12/2  Terror; Essence Leech; The Will of Evil;
_ Harbinger of Evil.

Fly; Feral

23/ 0 Ter:or; Movemént; Venom: Pounce; Progeny.

The Necromancer

Khamil the Easterling

Fell Beast
The Spider Queen
Broodlings

Castellan 0/12/0 Morgul Blade; Terror; Automatons;

The ‘Will of the Necromancer.

Wild Warg Chieftain Lisl Terror Packlord.
Bat Swarm __ Fly; Blinding swarm.
Giant Spider

Movement; V’enom,
Wild Warg ' -
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The Wood Elves of Lothlorien rally to repel Uruk-hai raiders.

A
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“4 shadow that fell on the forest, so that

| it became darkened and its new name
4 was Mirkwood.”

STRATEGY BATTLE GAME e
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This supplement is an invaluable guide to collecting, modelling and gaming with Games Workshop's detailed The Lord of The
Rings miniatures. Within its colourfully illustrated pages you will find essential rules. information and inspiration to bring the
battles of Middle-earth to your own tabletop.

SCENARIOS

Seven linked scenarios that lead up to the expulsion of the Necromancer — in truth. Sauron. the Dark Lord — from the fortress
of Dol Guldur prior to the events of The Lord of The Rings. Take command of the assembled champions of the White Council
or the creeping minions of Dol Guldur in the battle for Mirkwood.

MODELLING TIPS »
Detailed advice on painting Wood Elves, the White Council and the creatures of Dol Guldur, as well as a series of step-by-
step guides to creating themed Mirkwood terrain over which to fight your battles.

FORCES

Guides to two new themed forces. as well as the complete gaming rules for new Warriors and Heroes for the forces of Good
and Evil. Muster Thranduil, Saruman the White, watchful Wood Elves. venomous Giant Spiders. deathly Castellans of Dol
Guldur and the Necromancer himself in the battle for Mirkwood! ’

ISBN 1 84154 724 7 - NEW II\F (J\TF\[\I %®

PRODUCT CODE 60 04 14 99 015

||| | || | | ||| | || \ - e
cl?arfwxers‘itex%h ; ents
0119211912082 ‘ .

PRINTED IN CHINA




