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Ashad()w is growing in the east of Middle-ear
that march to Sauron’s command, yet are
warrlors more dangerous than those. who make uj

rules for chariots in the game, allowm
formidable Khandish charioteers.

fight against the Free Peoples They are led by Khamul, one
of the nine Ringwraiths — within these pages are 1nd1v1dual
rules for this terrible bemg This supplement also unveils the
ou to field the

s

much every eastern race to cross the path of the defénders
of Gondor. As The Lord of The Rings is largely told from
the point of view of the Free Peoples, this is utterly fitting,

Easterlings as laid out in the movi
dedicated to Sauron’s service.

Variags of Khand
there is even less reference, bu ‘

As readers of the books know, the tefm ‘Easterling ' as
presented in The Lord of The Rings — encompasses pretty

but leaves us little to work with when describing them. “coﬂectlons i the

Accordmgly, we’ve chosen to develop the vision of the“
single, unified race

those presented in the fﬂms and to Tolkien’ : s Works - m’ .
this case drawing from real- world Far East history.
Obv1ously, players are free to use the mod' 1 andprofﬂesf

wriArs IN THIS BOOK?

~ As a sourcebook for The Lord of The Rings strategy battle

game, A Shadow in the East is split into several different
sections:

' SCENARIOS

‘This book contains eight scenarios. The first four present
. k,players with a campaign that re-enacts an incursion into
TIthilien by a force of Easterlings and Khandish warriors.

Though,there, no comparable event within the story of The
Lord of The Rings, the passage of events described is fully in
‘ th what could have happened at that point in the

'story —i ey effe tively present a sequence of ‘What If’
~scenarios based alongs1de historical events. The other
scenarios touch on different areas in Middle-earth, giving

players the opportunity to play games using their existing
hirrim and the Dwarves.

: FORCES

Prior to each scenario, you'll be presented with all the
Warriors and Heroes proflles you will need, but that are not

necessarily within _your main The Lord of The Rings rules
, manual (mcludmg the chamot rules) Where there is var1at1on .
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4 3/ 171

Though not amongst the most expe
 Gondor’s captains, Cirion compen
his lack of years with a self-confidence that

may one day prove to be his undoing.

L/”‘"‘P,o:’ints value: 55

A W C M/W/F
2 4
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d rolls made f’again‘st Orcs,

far surpassing the abilities

them&élyes beset by
the two Dwarves




Pomts value: 120

W C  M/W/F
6 a9

bladed sword (hand “:eaporiy). He may ride the
ffollowmg at additional cost: .

Will for each wound caused
‘This ability cannot be used

; of Will at the start of the Fight
veombatsjare resolved) to increase either his Strength,
by one for the remainder of the‘Fig(ht phase. He may

the Flght phase if he has been ina flght Note that if Khamdl is touching
\n enemy he must fight, he cannot che not to fight! He does not have to give
up Will if he is ﬁ htin, gams a model 16 Ring — not even if other enemy

L a few of the Wzse believe.
d a land beyond Mordor N

| ‘ ~ y ng — its move is 12"/280m It can fly over the'top
| height of his power and p mxzmzty fo ’he rin without penalty. It cannot enter woods, buildings and
| Dark Lord. If you use Khamil, he replaces  other terrain that has bee: deemed impassable, but can land on top of any of these

one of the ordinary ngwr aiths as detailed  ifthe players so a eginning of the game. Fell Beasts cannot be used in
in the main rules manual e, you may . scenanos that take ;

include the Witch-king, Khamul and seven | :
ordinary Ringwraiths in your force - ; Feral If the ngwralth ndmg the Fell Beast is killed or dismounts, the

FORCARIN
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Shteld L
Armoured horse

or, thej) are oft hel
ted towards where Saurc
rdest pressed. .




ighlight the cloth with a mix of
‘ore and Bleached Bone.




@ Highlight the model with Vermi

Chaos Black yand © dex (

; int the straps with Dark Fi le‘sh'
ighlight the straps with a mix of
Dark F lesh and Bleached Bone
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POINTS MATCH - ALTERNATIVE FORCES
GOOD (200 points) .

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

EVIL (200 points)

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

oOd VD"ep,loyment Zone

IR




~ The Fall of Amon Barad

SPECIAL RULES, 0 ;
Sentries. At the start of the game, the Rangers of Gondor
 follow the rules for Se ‘
| dels may not move until the alarm
)‘Three small  is rais hough they ¢ ect enem models in the same
campfires should be placed at least 6'/ 14cm from the tower —  way
they must be at 1east 6"/ 14cm away from ach other .

STARTING POSITIONS. .
The Good player deploys his Rangers of Gondor within
3"/8cm of any board edge. No Ranger may be deployed il . ;
within 12"/28¢m of another. The Good player then deploys  ge end 1 6v,e‘pﬁase from the third turn onwards,
four Warriors of Minas Tirith within 3"/8cm of each fire — ’ ] ‘may ioll a dice to see if Khaml has worked
these are guards. Cirion may be deployed within 3"/8cm of . he bottom of the tower and is thus available. On
any fire. The Easterlings enter the board from any edge durmg g ‘
the first Evil Move phase. Khaml is not avallable at the start .
but may be available as the game goes on. ‘

ntered the tower by means of dark
the gamson commander while he

hamal may be placed in contact with the
~ doorway of wer. He may not move further that turn and
_may not use y;maglcal powers ‘

CAMPAIGN

You can play this scenario as part of the ‘A Shadow in
the East’ campaign if you wish, in which case the
outcome of this scenario will directly affect the next one.

There are several named Heroes in this campaign; two
of them - Cirion and Khamil — have been introduced.
; , Should any named Hero be slain, they will start their
- . | next scenario with only a single Wound, one point of
OB]ECT[VES . . | Will, and no Might or Fate.
The Good side wins if there are no Evil models w1th1n- ’
6"/14cm of the tower at the start of any turn from turn seven
onwards. The Evil side wins if there are no Good models
within 6"/ 14cm of the tower at the start of any turn from turn
seven onwards '

A A A T A AL A

Specifically for this scenario, keep a note of the Good
models that have been slain — this will have an impact on
the forces available to the Good player in the next
scenario.

T AL AR I



POINTS MATCH - ALTERNATIVE FORCES
GOOD (275 points)

Must include a single Hero with no more than 2 Wounds
(who takes the role of Cirion). Must also include two
additional Heroes to take the role of Miirin and Drdr. No
Good models may ride steeds of any kind.

EVIL (225 points)

Must include a single Hero with no more than 2 Wounds.
No more than 50% of the Evil models may carry bows,
and up to a third of Evil models may ride steeds.

PR A AR




through Ithilien

LAYOUT o ‘ - "‘Murm and Drr. Wanden g in Ith1hen fo
The scenario is played on a. board«4 cm :

The board is heavily forested with undergrowth that
counts as difficult terrain, b ' d still be plenty of
gaps (o allow the cavalry to .

STARTING POSITIONS

Ae:;(,n turn 6. Newly amVed_’ -
turn they arrive, but may

SPEClAL RULES . - CAMPAIGN
Remforcements. At the e | If playing this scenario as part of the ‘A Shadow in the
; : | East’ campaign, the forces available to the Good player
Kataphrakts Muirin ) 1ot 3 ult | will vary, depending on how many casualties his side
the following chart. - ‘ , | took in the previous scenario.

D6 Result - - \ Rather than using the forces described opposite, the

k k ' Good player instead fields up to nine Warriors (of his
choice) that survived ‘The Fall of Amon Barad’.
Potentially, this means he could field more of each type
of Warrior than described opposite. If the Good player
does not have nine Warriors eligible for deployment in
this scenario, he must use as many as he has. Cirion will
always be fielded.

5-6 The model moves onto the table from a pomt on the southj .
board edge chosen by the controlling player.

Keep track of the number of turns in this game; this will

The Kataphrakts arrive in the ‘manner described above, but Bivi ot cndle ) oot

may not be rolled for until the third - New
models may not charge on the turn they arnve" but may
otherwise act normally | ‘

T A CAEMT AZAF AL EAD




~ Points value: 85

. W C MI/WIF
8 E o
e

........................... J pts

. ol e 10 pts
While it may not be true that there is more  Khandish Chariot . ........ ‘ - 30 pis
royalty in Khand than there are cattle, the nanan ‘ '
is divided into dozens of satraps, each of which .
sports a royal line. The kings of these provmci‘és ‘ i it all the harder when the gaze
are fiercely protective of both theLr own power* ol ords is upon them as favour won in battle invariably brings rank and
base and their personal honour. Only by sheer wea All Khandish ‘Warriors, Horsemen, Charioteers and Chleftams

personal might and charisma does one rern , includi Mercenaries) treat a Khandish ng as a Banner.
king for long, for there is always a slew of

relatives and chieftains who would dearly lo .
the throne for their own. In Khand, r gic ide
only a crime if you fail in its enactment.

Khan ish Chariot. ThlS is a steed that moves 10"/24cm a turn. It follows all
no al rules for monstrous mounts, thh the followmg -exceptions:

LT echaﬂot may not jump obstacles that form a physical barrier, such as
hedgesV,' fences or rocks. It may attempt to cross such obstacles as streams or
gullies if the controlling player wishes, but if a 1 is rolled on the Jump test, the
chanot is automaucally destroyed and t rider is thrown.

Few of these leaders have made names for
themselves in the western realms for any
__attempt to carve out an endurmg
' domain beyond the land of Mordor h

2) Chariots allow greater freedom of movement and make for much more
thus far. That said, Khand’s barders wzth,; stable fighting platforms than other steeds. A model in a chariot may move
. Harad and other, more exotic, landsﬂ , furt,h. r their full distance and still shoot a bow. In addition, a model riding a chariot
east are in a constant state of flux as various may use a two-handed weapon if they wish, and may carry both a bow and a
kings carve out new domains, only to see them two-handed weapon. If they become dismounted, they must abandon either
 fall again a handful of years later.  their bow or their tw weapon. '

TR AIMEAT AL AR A IME A A



There are some Khandish Chieftéins who

choose loyalty to their kings over the material
rewards of plunder.

‘e;yKhdndish Hosts

Points value: 50

L

k, Khandish Chariot. Sce Khandish King enktfy‘for details.

k a,Khandlsh Mercenary Chleftam (Man) Pomts falu : 40;

.. 7§ ¥ :
Meréenary Chjeftain . 54+ 4 ,51 = 3‘ -

. Wargear
- A Khandish Mercenary Chieftain carri S

ch Mercenary in his force. On the roll of a
‘Lbed and is not aVaiIable for that battle
(M1ght may T >d ;
count towards ¢ ' orce for chtory condmons or Courage tests.
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- : The Khandish Hosts k

- ‘“F. S D A W C
yHoiseman . 44+ 3 4 1 1 D
. ‘ 0 3 4 0 1 3

 Wargear ‘
A Khandish Mercenary Horseman carries a bow and wears armour.

Special Rules ‘
Sellswords. At the start of the game, before forces have been deployed, the
controlling player rolls a dice for each Mercenary in his force. On the roll of a
1, the Mercenary has been bribed, and is not available for that battle. Models

. . ~ that are bribed do not count towards the size of the force for victory conditions
Mercenary Horsemen are particularly feared in - or Courage tests.
those realms that border the Khandish .
kingdoms, for they have advanced the tactics of
border raiding to the level of a bloody art.

Khandish Mercenary (Man) Points value: 7
.. 7 D A W €
Mercenary - 44 304 L 1 2
~ Wargear -
A Khandish Mercenary carri wo-hanc xe and wears armour. He may

exchange his two-han

Mercenary in his force. On the roll of a
not available for that battle. Models

The allegianée goodl mercenary band is a
ifter, both in Khand and the

ry Horsema (Man) Points value:9




the banner with Scab Red.
layer of Red Gore.
e design in the same way as

- GOLD DETAILS

Iy a basecoat of Shining Gold.

) Apply a wash of Chestnut Ink.
Highlight with a mix of Shining Gold

' and Mithril Silver.

EEM AR
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rriors of Khand

'HORSE
® Apply a basecoat of Chaos Black.
) Highlight with a mix of Chaos Black ;
‘ nd Codex Grey.

ith Chaos Black.

'KHANDISH MERCENARIES
When you paint your own force of Khandish warriors you are, of course, free to invent your own colour schemes. The

important thing to remember, is that it must be possible to tell at a glance which elements of your force are mercenaries, and
which are not. The simplest way to do th]s is to use a distinct colour scheme for each

e
In the Studio army, the colours o Unlike the warriors who come
used on the mercenaries are the . = from a single tribe, mercenaries
reverse of that for the rest of ,  tend not to use heraldry.
the army — the sash colour . Instead, they wear a plain black
becomes the colour of the & , banner. This is another way to
cloak, and the colour of the R  keep your mercenaries distinct
cloak becomes the colour of the « Jfrom the rest of your warriors.
sash. The advantage of this , ' ~~ ‘
approach is that, by using the
same colours in different ways,
the army still has a unified
appearance.

A RCA I




MATERIALS

Sharp knife
Pencil

Steel ruler

PVA woodworking glue
Smm foamboard

Thin card

Thick card

Balsa wood

Smm square wooden rod
Textured paint

Thick thread
Polystyrene

Half-round plastic rod (optional)

m high, al ng the front of the

FAAEAL




to form a circle,
’Omm circle at the




All templates are shown at 40%.
Photocopy at 250% to produce
templates at the correct size.

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.




the‘ te plates prov1ded make

Jomts in the rame

1() Take a sheet

@ Dryb ush the tzles with Dark Flesh,
Vomit Brown, and finally with
Q Bleached Bone.

int the tent with Scorched Brown
nd then drybrush it with
(O Graveyard Earth, followed by
_ Bleached Bone.
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POINTS MATCH - ALTERNATIVE FORCES
GOOD (350 points)

Must include a single Hero with no more than 2 Wounds
(who takes the role of Cirion). May also include two
Heroes chosen from anywhere in the Free Peoples to take
the role of Miirin and Drdr. No more than 50% of the
Good models may carry bows, nor ride steeds of any kind.

EVIL (350 points)
Must include two Heroes with no more than 2 Wounds
(who take the roles of the Khandish chieftains). No more
than 50% of the Evil models may carry bows, and up
to 33% of the Evil force may ride steeds.

Evil Déployment Zone

SAALD



LAYOUT

The scenario is played on a board 48"

For the Good si {
and move him off the board ia s0 thern table edge (see
below). If the Evil player can prevent this by kllhng the whole
of the Good force, he Wms the game

' SPEClAL RULES

Capturing the Captalns When an Evil Hero loses h1s last '

wound in combat, he is assumed to have been knocked
unconscious. Place the model on its side to represent this — he
may not act further in the game. Good models can move the

Evil Hero using the rules for Carrying Heavy Objects as ‘ given

 side ha e come prepared to attack the
a apnel and line. Good models

is small fort is mtended as a staging area

~ butm ot ] ,rw1se act normally

erhngs can strlke deeper into Ithlhen -

CAMPAIGN

eight turns, they arrive on a 5+.

If playing this scenario as part of the ‘A Shadow in the
East’ campaign, the Evil reinforcements will arrive on a
roll of 3+ (rather than 4+) if the preceding scenario
lasted for more than ten turns. If the game took less than

ARG ALEATE




and shield

' ‘Madnl cannot spar' many m

POINTS MATCH - ALTERNAT!VE FORCES
GOOD (900 points)

Must include at least one Hero (who takes the role of

Cirion) and up to five other Heroes with no more than 2

Wounds each. No Good models may ride steeds of any
kind. The Good force may also mclude up to four

ladders and a single boat.

EVIL (600 points)

Must include at least one Hero (wha z‘akes the role of
Khamiil) and may include up to five other Heroes with
no more than 2 Wounds each. No more than 50% : o ;
of the Evil models may carry bows. - ;

‘ 481 112cm

MASAE-AL




Tuming,the Tide, .

away from the
board 30"/ 70c

the guards One must be plac )
placed at the entrance to Khamul’s t

guards or sentries, may be deploy
another Evil mod 1. When this has

OB]ECTIVE§ i

Whichever side ‘de?s'tro'yé

SPECIAL RULES
The Gateway. This
described in the mai
but may be opened and
one of the 1n Itrators

 if they do so. Up to one Hero and
in a boat — see the main rules

alarm.

Alltls Qunet T id W ' Tt amir. ; ime, Faramir is only a young man
Semfng & an | = n, is final potential. He starts this
ach of Might, Will and Fate.

, : Host. O ok e 5 | CAMPAIGN
‘ If playing this scenario as part of the ‘A Shadow in the
East’ campaign, the number of sentries and guards is
each reduced by one for each scenario that the Good
player has won to this point (ie, if the Good player won
two scenarios, there will be six sentries and four guards).

‘ Move phase — roll for eac turn. He may 1mmedlately .
x place an equal or Iesser number , iors (of his oW

(no other model _may emerge from is tent). ( er ; For each scenario that the Evil player won, reduce the
Heroes are awakened ona 4+ at th ‘ ‘ ny e | total number of Warriors of Minas Tirith by two (the
sed. They 1 Good player may choose which are removed).

IR IR AT KA
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terlings defend their temple from a Gondorian attack.
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the evil Men

Points value: 90
C_M/MWIE
Seern

MALAE-H







: take by force that
‘practlces _have left the

POINTS MATCH - ALTERNATIVE FORCES
GOOD (500 points)

Must include at least one Hero (who takes the role of
Ddin). No Good models may ride steeds of any kind and
no more than 50% of the Good force may carry bows.

EVIL (550 points)
May include up to three Heroes. Up to 25% of the Evil force
may be mounted, but no more than 33% may carry bows.

4 ]
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Reprisals

; base contact with it during the Move phase. The artefacts are
‘ m by 48"/112cm. otherwise treated as light items, as descnbed in the main rules

the board set

LAYOUT

The scenario 1s played»ck),n a boa

oar edge ‘The Easterhng force will be
ced ﬁtohalf its starting strength or less

Easterling Warrlors and Easterhng Captams in base contaet V
with the temple and ‘his Kataphrakts within 6"/ 14cm of the .

OB]ECT]VES
To win this game, the Dwarves -must score mor'
25 Vlctory Pomts They score pomts V

If the Dwarves score 25 Victor sints b t > rfalhng damage) and are knocked to the ground). Evil models
eliminated, they win the game. Otherwise, the Evil player ~may attempt to douse the flames on the building in the Fight
wins. ~ phase prov1dmg that they are in base contact with it and have

~ performed no action other than moving that turn. The player
SPECIAL RU LES

may roll a D6 for each of his models that are trying to douse
Artefacts. The items the Dwarves seek to reclaim should be  the flames. For each roll of a 6, they have been partially
represented by small counters or tokens. A Dwarf may claim successful — remove a marker. The Dwarves can continue to
a single artefact counter by movmg into base contact with the | fake artefacts from the temple once it is alight, but will suffer
temple — place a counter in base contact with the Dwarf. A

a smgle Strength 8 hit from the flames and burning debris if
Dwarf can also seize an unclaimed counter by moving into

GV 0 € AT E ) € SN T T




70 d"Deployn}ient Zone

48" /112cm

.
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Strange Circumstances

POINTS MATCH - ALTERNATIVE FORCES
GOOD (500 points) ; ri «
Must include four Heroes of up to 2 Wounds each. No oth sid their n the same turn, the game
more than 66% of the Good force may carry bows and i
no more than 33% may be mounted.

EVIL (750 points)

Must include four Heroes of up to 2 Wounds each. No
more than 33% of the Evil force may carry bows andno | . . ‘

more than 33% may be mounted. i e sadership. The Orcs have been taken by

- : seimu’s withdrawal, a problem compounded

; 'ey have become separated into two groups.

LAYOUT

; t Captam has been able to marshal
‘ aptain and any Evil models within

30"/70cm from the northe
battlefield is completely fl

not move It the’ Captam is unable to move (1f he was charged,

‘ :  OF f till test.
withdrawn behind the southe: 1l to helter beneath 1ts “017 i ’?ed’ . example) he o

slopes. The Good player deploys his entire force within  Might may be used to modify this roll.
18"/42cm of the southern board edge, no closer than 6"/14cm -
to the eastern or western board edges. The Evil force is split :
into two groups. The first, consisting of the catapult,
Orc Archers, and Warg Riders, is deployed within 6"/14cm of the
northern board edge. The second is deployed between 36"/84cm
and 48"/112cmfrom the northern board edge. The Orc Captains

may be deployed with either group, in any combination. ‘

A A AR P A AR AT
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The Field of Celebrant ’

POINTS MATCH - ALTERNATIVE FORCES | This is a fight th — nc er will be asked for and
GOOD (650 points) :  none r side destroys its opponent
Must include at least one Hero of up to 2 Wounds. No first, v ather unlikely) event that both
more than 66% of the Good force may carry bows, but | V i
all Good models must be mounted.

EVIL (800 points)
Must include at least one Hero of up to 2 Wounds. No
more than 66% of the Evil force may carry bows and no
more than 33% may be mounted. The Evil player may
nominate up to 100 points of Warriors to form the
flanking force (see below).

LAYOUT . ‘ . . - . <ing Forc I Evﬂ player has set aside any models
. . f the e can be directed to enter the
d g,é as the game goes on. Note
> the Evil player wishes them to
/ ith delay. Before the game begins,
‘ nust make a note of which board edge he
o ‘ . . wishes his reinforcements to move on from: north, east, or
'STA‘RTlNG" POSITION . - all models must be assigned to the same edge. From
The Evil player deploys the Orc etween the northern bank ¢ nd o the fourth Evil Move phase, the Evil player may
of the river and the northern board edge, up to 6"/14cm away  roll a dICC to see if his flanking force has arrived. If he has
from the river. The Good player then deploys his force within directed the force to arrive on either the eastern or western
6"/14cm of the northern board edge The Evil player then  edges, he requlres a 4 or more; if he has chosen the northern
deploys his Khandish forces within 6"/14cm of the southern edge, he requires a 5 or more. He may continue to roll in
board edge — he may keep up to one ) ; ‘each subsequent Move phase until they arrive. Newly
Khandish Horsemen to one side to use as remforcements 1f he ~arrived models may not charge, but may otherwise act
wishes (see below). . ~ normally.

}mmmim

A river runs dow
the west edge to

CAIRCALEADE




Main roof supports

G
< (@)

Tower roof support Door decoration

Window frames Eave decoration

All templates are shown at 40%.
Photocopy at 250% to produce
templates at the correct size.

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.

MATERIALS
Sharp knife
| Pencil ‘
Steel ruler
PVA Woodworking glue

. Smm foamboard
10mm foamboard




Cut out four pieces




es of thin card, 8mm
mm high then cut a slot into
ach. These are the tower
them in place on the

ound the ground ﬂoor Qf

‘ oles on each Slde of the'
quare to act as holes

ings. Mark out a square,
ound the centre of the

, and then cut a 5Smm square
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PAINT]NG , . Paint the plinth and temple walls with textured paint, then apply a black undercoat to
TH E TEMPLE ' ' the whole model and a coat of Dark Fi lesh to all but the wooden parts of the model.

METAL DETA!LS . . WOOD
@ Applyalayerof = @ Panmthe wa@d with
@ Brazen Brasstothe | 4 W @ Scorched Brown, and
metal details, and then €81 o  then drybrush it with
complete them with - A vaeyard Earth
 Shining Gold. = . ;

WALLS

' . Di‘ybmsh e i ' ybr e tiles with
@ with Terracotza, © Dark Flesh, Vomit Brown,
then wzth rmin O and ﬁnally wzzk Bleached

BASE

Drybrush the plinth

with a mix of Codex
Grey and Graveyard
Earth, followed by a

. light drybrushing
 with Skull White.




Evil Deployment Zone

FARCALATER

POINTS MATCH ALTERNATIVE FORCES

GOOD (400 points)

‘Must include at least two Heroes. The Good Jforce may
 not include models armed with bows or mounted models.

EVIL (450 poihts)

Must include at least two Heroes. Up to 50% of the Evil
force may be mounted, but no more than 33% may carry
bows. At least one Hero and 100 points of Warriors must
take the place of the Khandzsh Mercenaries (see below).

MALAL-2]



Hunter & Hunted

LAYOUT - " ' ~ treat all models auém‘g; Terror and never take Courage
The scenario is played on a board 48"/ IIZCm by 48"/112cm,  tests for for reduced to half strength. The Sellswords
The board is heavily forested with lots of undergrowth that special rule red for the purposes of this scenario.
counts as difficult terrain, as well as a great many hills 0 The Khandish Mercenaries — three player variant. If you
represent the foothills of the Misty Mountains upon which the  wish. this s narlo can be played with three players, with the
forest of Fangorn grows. A relatively clear glade, h; ing command of the Khandish Mercenaries. In
approximately 12"/28cm across, should be 1eft in the centre of e Khandish Mercenaries do not roll for priority,
the board. - ~ ~ but always act second in each phase. They only test for half
. . strength if the Khandish Mercenaries themselves are reduced
START[NG P OS[TIONS ' ‘ to half strength 4‘they'are not counted as part of the Evil force
The Evil player deploys the Khandish Mercenaries anywhere  in any way, though they may always fire into combat. If
on the board, but no closer than 12"/28cm to any board edge. playmg this Vanant the victory conditions are altered —
Treebeard is then deployed touching the western board edge _whichever force su ves, wins the game. The Sellswords

. . . . .  battle, Gwaihir and two of his brothers have come to Fangorn.
OB] ECT[VES ¢ . - . Unfortunately, the dense forest is something of an
The Evil player wins if he kills Treebeard. The Good player “1mped1ment to these noble creatures due to their sizeable
wins if he manages to kill Khaml and at least six Easterling _ wingspans. Once Treebeard has been wounded, the Good
Kataphrakts. In the event that both players achieve their  player may roll a dice at the end of each subsequent Move
objectives during the same turn, the game is a draw. phase. On a 4+, one Eagle (of the Good player’s choice) has
: ' arrived and may enter the board from a table edge of his
SPECIAL RULES , choice. Note that if an Eagle wishes to charge an enemy in
The Khandish Mercenaries — two player variant. If there  base contact with a tree they must roll a D6 before they move.
are only two players in the game, the Khandish Mercenaries  On the roll of a 4 or more, they successfully reach their target
are always controlled by the player with priority, though they  as normal. On any other result they may not move that turn.
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: “..and out of the East, Men were moving

QF ;‘ endlessly: swordsmen, spearmen, bowmen

)] § JTHEIA & upon horses, chariots of chieftains, and

5 : ' laden wains.” - '
ST RATEG Y BATT LE G AM E : The Fellowship of The Ring

This Sourcebook provides additional rules and background for collecting, modelling and gaming
with Games Workshop’s detailed The Lord of The Rings miniatures.

RULES
Includes new rules for: ¢ Khandish Chariots ¢ Easterling Kataphrakts e Eorl the Young e the Variags of Khand
» the Dwarves Murin and Drar  Khamil the Easterling, second amongst the Nazgiil.

SCENARIOS ‘

Four linked scenarios that narrate an Easterling invasion into the land of Ithilien prior to the
events of The Lord of The Rings. Take command of the outnumbered defenders of Gondor or
the might of the Easterling war machine to dictate the path of history. An additional four
scenarios allow players to re-enact battles against the eastern warriors all across Middle-earth.

PAINTING AND MODELLING TIPS
Detailed advice on painting your Easterlings and Khandish warriors, as well as a series of
step-by-step guides to creating themed Easterling terrain over which to fight your battles.

ETZ ENGLISH Visit: www.lordoftherings.net
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