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Chapter X: Winning the Game ¢ 63

uring Phase 6 of the turn, the Victory Check,
players check the following Victory Conditions
one after the other.

If any of these Conditions apply, the game ends
with a Victory for one of the players.

Note that lower-numbered Victory Conditions take
precedence over higher-numbered Victory Conditions,
if two or more are achieved on the same turn.

RING-BASED VICTORY CONDITIONS

The most important goal for Sauron is to reclaim the One
Ring, while the most important goal for the Free Peoples is
to destroy the Ring.

For this reason, if either of those two events occur at any
time during a turn, the game ends immediately without
waiting for the Victory Check phase.

1)  Corruption of the Ring-bearers: If the Ring-
bearers have 12 or more Corruption Points, they
failed their quest. Sauron regains the Ring for
himself and the Shadow player wins the game.

2)  Destroying the Ring: If the Ring-bearers figure is
on the “Crack of Doom” step on the Mordor Track
and the Ring-bearers have fewer than 12 Corruption
points, the Ring is destroyed. Sauron is utterly
vanquished and the Free Peoples player wins the
game.

MILITARY VICTORY CONDITIONS

In The Lord of the Rings, if Sauron had succeeded in
destroying the Nations of the Free Peoples, even the
destruction of the Ring could not have resulted in a proper
victory for the Free Peoples.

At the same time, if the Free Peoples had successfully
challenged Sauron militarily, the Dark Lord would have
needed to greatly focus on the struggle against the Armies
of the Free Peoples, and it would have been much easier for
the Ring-bearers to reach Mount Doom.

Thus, if at the end of a game turn any of the following two
conditions apply, the game ends with a military victory.

3)  The Shadow Conquers Middle-earth: If the
Shadow player controls Free Peoples Settlements
worth 10 or more Victory Points, he wins. The
Nations of Middle-earth have been broken, its people
scatteved and enslaved. Sauron will quickly reclaim the
Ring now that he can use all bis power to locate it.

4) Sauron is Banished from Middle-earth: If the Free
Peoples player controls Shadow Settlements worth
4 or more Victory Points, the Free Peoples player
wins. With bis military might collapsing, a desperate

VICTORY POINTS

The § symbol
appearing on a
City is a reminder
that control of this
region is worth 1
Victory Point to
the opponent.

The f symbol
appearing on a
Stronghold is a
reminder that
control of this
Stronghold is
worth 2 Victory
Points to the
opponent.

Sauron must cease bis call to the Ring as he strugyles
to prevent a second defeat by the armies of the West.
Without the powerful call of its Master, the Ring loses
some of its potency. With Mordor weakened and the
servants of the Enemy elsewhere, the Fellowship quickly
destroys the Riny.

Military Victory Conditions are based on the control of a
Settlement.

For the purposes of a Military Victory, a player controls an
enemy Settlement if it has that player’s Settlement Control
Marker on it.

Each enemy City a player controls is worth 1 Victory Point,
while each enemy Stronghold a player controls is worth 2
Victory Points.

Players use their their Victory Points Markers and the
Victory Point track to keep count of the Victory Points
value of their conquests.

Victory Points Marker

Shadow
Victory Points Marker

Free Peoples
Victory Points Marker
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FOUR-PLAYER GAME

In a four-player game, each player represents one of the
major powers in The Lord of the Rings and controls some of
the Nations and certain Characters.

In a four-player game, the player responsibilities are broken
down as follows:

Free Peoples:
—  DPlayer 1: Gondor (also controls the Elves)

—  Player 2: Rohan (also controls the North and
Dwarves)

Shadow:
—  Player 1: The Witch-king (the Sauron Nation)

—  DPlayer 2: Saruman and Sauron Allies (Isengard and
Southron & Easterling Nations)

All the rules in the standard game apply, with the following
exceptions.

At the beginning of the game, the Gondor player and the
Witch-king player take the “Leading Player” tokens.

At the beginning of each turn (excluding Turn 1), the
Leading Player in a team passes the “Leading Player” token
to his teammate.

EVENT DRAW

On Turn 1, each player draws one card from each Event Deck.

On the following turns, each player draws one card from
one Event Deck of his choice.

After drawing cards, and discarding excess cards, players in
the same team may agree to swap one of their cards with
their teammate.

The players cannot show or discuss the cards. They can
only tell each other if they want to swap one card or not. A
card is swapped only if both players agree.

In a four-player game, each player’s hand limit is four cards
instead of six.

FELLOWSHIP PHASE

The Leading Player on the Free Peoples team decides
whether to declare the Fellowship or not and who the
Guide of the Fellowship is.

HUNT ALLOCATION AND ACTION ROLL

The Leading Player on the Shadow team decides how many
Action Dice to place in the Hunt box.

The Leading Player of each team rolls the Action Dice.

ACTION RESOLUTION

The Free Peoples team goes first.

The non-Leading Player on the Free Peoples team
chooses an Action Die and uses it for any of the Nations
he controls or for any action relating to the Fellowship or
any individual Companions, such as moving or hiding the
Fellowship or moving Companions on the map.

Then the non-Leading Player in the Shadow team uses an
Action Die, followed by the Leading Player on the Free
Peoples team, and then the Leading Player on the Shadow
team.

The actions are all taken in that order until both teams have
used all of their Action Dice.

If a player decides to pass an action, he is still entitled to take
his next action after the opposing team has taken their action.

LIMITS ON ACTIONS

Each player only controls certain Nations and can only use
his Action Dice and Event Cards to recruit, move, or fight
with Armies of these Nations. Only the player who controls
a Nation may move the Political Counter of that nation,
unless the special ability of a Character is used.

For rules concerning regions containing units of Nations
controlled by both players on a team, see Mixed Armies, below.



IN SUMMARY:

Free Peoples

—  The Gondor player controls the Gondor and Elven
Nations.

—  The Rohan player controls the Rohan, North, and
Dwarven Nations.

—  Any player may move or hide the Fellowship.

—  Any player may move or separate Companions.

—  The effects of the Hunt on the Fellowship are
decided and applied by the Leading Player.

Shadow Armies

—  The Witch-king player controls the Sauron Nation,
the Witch-king, and the Mouth of Sauron.

—  The Saruman and Sauron Allies player controls the
Isengard and Southron & Easterling Nations, as well
as Saruman.

—  Any player may hunt the Fellowship.

—  Any player may move the Nazgil, but only the
Witch-king player may recruit new Nazgul.

—  The number of Action Dice allocated to the Hunt
box before the Action Die roll is decided by the
Leading Player.

MIXED ARMIES

If, after an action, units and Leaders controlled by different
players are in the same region, they may remain as separate
Armies or a mixed Army can result.

If the Armies remain separate, each player keeps the control
of his own units and Leaders. If the total number of units
of the two Armies exceeds the stacking limit, the players
must remove one unit each, starting with the non-Leading
player, until the limit is respected.

The troops of the two players may become a mixed Army if
both players agree to this; they must become a mixed Army
if the region is attacked.

The controlling player of a mixed Army is the player who
controls the highest number of Army units in the region.
In the case of a tie, the player with the highest number of
Elite units is the controlling player. If there is still a tie, the
current Leading Player is the controlling player.

Only the controlling player may use actions to move

or attack with the mixed Army. If the number of units
changes, the control of the mixed Army may be transferred
to the other player.

A player may regain control of his units in a mixed Army
by simply using an action to move these units out of the
region with the mixed Army.

A mixed Army is still subject to the political restrictions
(such as not being able to move across another border) of
any non-belligerent Nation that is part of a mixed Army.

Chapter XI: Multiplayer Rules ¢ 67

EVENTS

Normally, Event Cards can only be used by a player if they
apply to a Nation or Characters they control.

The icon in the lower right corner of the Event portion of a
card indicates which player may use that card.

Cards that do not have an icon may be used by any player

as appropriate.

Player Icons

® H = b

Gondor Rohan Witch- Saruman and
Player Player king Sauron Allies
Player Player

SOUTHRON &t EASTERLING ELITE UNITS

In a multiplayer game, when Saruman is in play, each
Southron & Easterling Elite unit, as well as each Isengard
Elite unit, is considered a Leader as well as an Army unit for
all movement and combat purposes.

THREE-PLAYER GAME

The three-player game uses the same rules as the four-
player game, but there is only one Free Peoples player, who
plays normally as in a standard two-player game, with the
following exception:

—  The Free Peoples player cannot use two consecutive
actions on the same Nation (e.g., he cannot use two
consecutive actions to recruit and move Gondor
troops). He can use two consecutive actions on
mixed Armies but not on the same individual Army
(e.g., he can move a Gondor Army once and then a
Gondor/Rohan Army, but cannot act twice with the
same Gondor/Rohan Army).

VICTORY CONDITIONS

Each team wins as in the two-player game. To assess
individual victory within a team:

—  If the Shadow team wins, count the Victory Points
value of Strongholds and Cities captured by the
Nations of each Shadow player and subtract the
Victory Points of Strongholds and Cities they lost.
The player with the highest total wins.

—  If the Free Peoples team wins, the player who lost
fewer Victory Points for Strongholds and Cities
conquered by the Shadow wins.
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he War of the Ring Collector’s Edition includes

a set of components found in the Twzlight of the
Third Age expansion, originally published as a
part of the Battles of the Third Age expansion
set.

Twilight of the Third Age is a set of supplemental rules
introducing new Event Cards, Characters, and units that
add a new level of detail and variety to every game of War
of the Riny.

COMPONENTS

The Twilight of the Third Age expansion uses the following
components in addition to the components normally used
to play War of the Rinyg:

— 41 plastic figures including
— 6 plastic figures representing the defensive
Siege Engines of the Free Peoples
(Trebuchets)
— 0 plastic figures representing the offensive
Siege Engines of the Shadow (Towers)
— 1 plastic figure representing the Balrog
— 1 plastic figure representing the Witch-king:
Chief of the Ringwraiths
— 1 plastic figure representing Lady Galadriel
— 8 plastic figures representing the Ents of
Fangorn
— 12 plastic figures representing the Hillmen of
Dunland
— 6 plastic figures representing the ships of the
Corsairs of Umbar
= 1 Sméagol Companion counter
— 2 Sméagol Hunt Tiles
— 1 Sméagol Event Card
— 2 Companion Cards: Galadriel and Sméagol
— 2 Minion Cards: The Balrog and The Witch-king:
Chief of the Ringwraiths
— 3 Faction Cards: The Hillmen of Dunland, The
Corsairs of Umbar, and The Ents of Fangorn
— 14 Event Cards (7 for the Free Peoples, 7 for the
Shadow)

All rules and game elements introduced in Twilight of the
Third Age are meant to be added as a whole to every War
of the Ring game.

Using only separate elements is certainly possible, but can
alter the optimal game balance.




COUNTER SUMMARY

Sméagol Hunt Tiles

.

Front Back
PLASTIC FIGURES
Companions
Galadriel Sméagol

Factions

T 9 &

Ents Dunlendings

SETTING UP THE GAME

To start the game, use the normal setup explained in the
Setting Up the Game chapter of this rulebook, with the
following additions:

— At the beginning of the game, put the two Sméagol
Tiles in the Hunt Pool, in addition to the normal
Hunt Tiles.

— Twilight of the Third Age introduces two new sets of
Event Cards, seven for the Free Peoples player and
seven for the Shadow player. Three cards in each set

Corsair Shipss
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Sméagol Character Counter

Front Back

T

Balrog The Witch-king

Minions

Siege Engines

g 1

Trebuchets Tower

(marked by a number followed by the letter “E”)
bear the same card number as a card previously
included in the War of the Ring game. Before playing
with the expansion rules, be sure to replace each of
these War of the Ring cards with the corresponding
new card (this is necessary since the new rules
included in the expansion make those old cards
obsolete). The remaining eight cards should simply
be added to the appropriate Event Decks (two cards
each for the Free Peoples Character and Strategy
Decks, and two each for the Shadow Character and
Strategy Decks).
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NEW CHARACTERS

Four new Characters are included in Twilight of the Thivd
Age. Galadriel, the Balrog, and a new version of the Witch-
king are introduced, featuring a new figure each.

A fourth Character, Sméagol, is included without a figure,
since he is always part of the Fellowship of the Ring. If
the players want to show the presence of Sméagol on the
board, the Gollum figure may be used to represent him
(Sméagol and Gollum are never in play at the same time).

All rules necessary to play these new Characters are
explained here in detail and are summarised on each of the
appropriate Character Cards.

SMEAGOL,
TAMED WRETCH

In The Lord of the Rinys,

Gollum is spotted following the
Fellowship as the heroes leave the
depths of Moria, but he joins the
Ring-bearers only when Frodo
and Sam are finally alone on their
quest.

What might have happened if this
wretched figure was tamed by the
Companions of the Ring before
the breaking of the Fellowship?
The following rules explore this
possibility.

Sméagol’s statistics have the
following values, which have
special meanings:

= Level X

This means that Sméagol’s Level is equal to that of the
highest-level Companion in the Fellowship.

—  Leadership 0

This means that Sméagol may not be used as an Army
Leader.

HOW SMEAGOL ENTERS THE GAME

When a player draws a Sméagol Tile from the Hunt Pool,
the Hunt Damage is 0 and Sméagol enters play as a special
Companion always serving as the Guide of the Fellowship.

Place the Sméagol Character Card in the Guide of the
Fellowship box, and place the Sméagol Companion
Counter with the other Companion Counters.

Remove the drawn Sméagol Tile from the game.
All of Sméagol’s special abilities are immediately applied.

Note: Sméagol is not Gollum. Game events that require
Gollum’s presence or card effects that are modified if
Gollum is in play are not aftected by the presence of
Sméagol.

If Gollum enters play before Sméagol, Sméagol is not
played when a Sméagol Tile is drawn. Discard the tile and
draw another one.

SMEAGOL IN PLAY

—  Sméagol acts within the Fellowship as any other
Companion, except that he is always the Guide. He
adds one to the number of Companions for purposes
of the number of Action Dice that the Shadow player
may place in the Hunt box, and he may be taken
as a Hunt casualty in the same way as any other
Companion.

—  Sméagol has “Level X”. This means that Sméagol’s
Level is equal to that of the highest-level Companion
in the Fellowship.

—  If Sméagol is eliminated in any way, the We Shall Get
It Shadow Event Card immediately enters play.

—  Ifat any time Sméagol is the only Companion in the
Fellowship, replace Sméagol with Gollum. We Shall
Get It does not enter play when that occurs.

—  Ifa Sméagol Tile is drawn after Sméagol leaves the
game, discard the tile and draw another one.

—  Discard Sméagol if he is separated from the
Fellowship or the Fellowship is declared in a Free
Peoples City or Stronghold.

—  If Sméagol is no longer in play, Gollum can enter
play normally.

Special Abilities
If Sméagol is guiding the Fellowship:

— Use a Character Action Die result to declare the
Fellowship.

—  If the Fellowship is declared in Minas Morgul
or Morannon, it immediately enters Mordor.

—  Declaring in a Free Peoples City or
Stronghold in this way does not remove one
point of Corruption from the Ring-bearers.

—  IfaSméagol Hunt Tile is drawn, the Hunt Damage
is considered to be 0. Place the Sméagol Tile back in
the Hunt Pool.
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LADY GALADRIEL,
KEEPER OF NENYA

Lady Galadriel, Queen of the
Golden Wood, is one of the
most powerful Elves left in
Middle-earth, but as the Keeper
of Nenya, the Ring of Adamant,
she decided a long time ago to
hide from Sauron. What might
have happened if Galadriel more
openly used her power to help
the Free Peoples, thus revealing
herself to the Eye? The following
rules explore this possibility.

Galadriel’s statistics are the
following;:

—  Level O
—  Leadership 2

—  Add one die to the Free Peoples Action Pool.

HOW GALADRIEL ENTERS THE GAME

If Sauron or the Elves are “At War” and Gandalf the White
is not in play, the Free Peoples player may use a Muster
Action Die result to play Lady Galadriel in Lorien.

GALADRIEL IN PLAY

Special Abilities

Lady of Light: Whenever a Standard (beige) Hunt Tile
with an Eye is drawn from the Hunt Pool, the Free Peoples
player may use an Elven Ring token to cancel its effects
and draw another Hunt Tile instead. Remove that Eye Tile
permanently from play. No more than one Elven Ring can
be used during the same turn for this or any other purpose.

Valour of the Elven People: The Free Peoples player can
recruit in Lérien even if the Stronghold is under siege.

Addltlonal Rules

Lady Galadriel is considered a Level 3 Companion
tor all Combat Card effects.

—  Lady Galadriel can never leave Lérien and is
removed from play if Lorien becomes controlled by
the Shadow player.

—  While Gandalf the White is in play, Lady Galadriel
does 7ot add one die to the Free Peoples Action
Pool.

THE WITCH-KING:
CHIEF OF THE RINGWRAITHS

In the books, after the defeat

of the Nazgl at the Fords of
Bruinen, the Witch-king is raised
to a new demonic stature and
returns as the Black Captain

of Sauron, guiding the main
assault against Minas Tirith.
What could have happened if
Sauron again assigned the Chief
of the Ringwraiths to the task

of searching for the One Ring,
instead of conserving him for the
war? The following rules explore
this possibility.

The Witch-king’s statistics are the
following;:

—  Level » (infinite)
—  Leadership 2
— Add one die to the Shadow Action Pool.

HOW THE WITCH-KING ENTERS THE GAME
If the Fellowship is not in a Free Peoples Stronghold,

and The Witch-king: The Black Captain is not in play, the
Shadow player may use a Muster Action Die result to play
The Witch-king: Chief of the Ringwraiths in the region with
the Ring-bearers.

THE WITCH-KING IN PLAY

Special Abilities

Shadow of Despair: If the The Witch-king: Chief of the
Ringwraiths is in play, each Nazgil in the region of the last
known position of the Fellowship (including the Witch-
king) grants one Hunt re-roll.

He Sees, He Knows: If the Fellowship is declared in a
region that is not a Free Peoples Stronghold, the Shadow
player may immediately move the Witch-king to the region
with the Ring-bearers.

Addltlonal Rules
All Event and Combat Cards referring to “the
Witch-king” can be used in conjunction with The
Witch-king: Chicef of the Ringwraiths.

— It The Witch-king: Chief of the Ringwraiths is or has
been brought into play, the Shadow player cannot
bring The Witch-king: The Black Captain into play,
and vice versa.
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THE BALROG OF MORIA,
EVIL OF THE ANCIENT WORLD

The Balrog is a survivor of ancient
wars, a demon hiding under the
mountains since a forgotten time.

This slave of Morgoth could
have unleashed terror upon the
land, but instead met his fate at
the hands of Gandalf the Grey
on the bridge of Khazad-dtim.
What might have happened if
this minion of evil had the time
to fully spread his influence
into the heart of Middle-earth?
The following rules explore this
possibility.

The Balrog’s statistics are the
following;:

— Level 0
—  Leadership 3
— Add one die to the Shadow Action Pool.

HOW THE BALROG ENTERS THE GAME

If the Witch-king is not in play, the Shadow player may use
a Muster Action Die result to play the Balrog and recruit
one Sauron unit (Regular or Elite) in Moria.

When the Balrog is played, the Elven, Dwarven, and North
Nations advance one step each on the Political Track.

THE BALROG IN PLAY

Special Abilities

Fire and Shadow: If the Fellowship is revealed or declared,
and as a result has moved through, is moving from, or is
moving into a region occupied by the Balrog, draw a Hunt
Tile and apply its effects, ignoring any Reveal icon.

If the drawn tile is an Eye, eliminate the Balrog and the
Guide of the Fellowship (but discard the Eye tile without
cither effect if Gollum is the Guide).

Flame of Udtin: Add +2 to the Combat Strength of a
Shadow Army with the Balrog.

Addltlonal Rules

The Balrog is not considered a Minion for the
purpose of playing Gandalf the White.

—  While the Witch-king is in play, the Balrog does not
add one die to the Shadow Action Pool.

FACTIONS OF THE WAR OF
THE RING

Twilight of the Third Age introduces a brand new element
to the game: factions. Factions are special unit types
(previously represented in the game by Event Cards or
other mechanics) represented by new figures and following
new rules. The three factions included are the Hillmen of
Dunland and the Corsairs of Umbear, for the Shadow player,
and the Ents of Fangorn, for the Free Peoples player.

Factions do not start the game in play, but must be
mustered in a way similar to Characters. All rules necessary
to play factions are explained in detail in this rulebook, and
are summarised on each of the appropriate faction cards.

THE HILLMEN OF DUNLAND

The wild men
of Dunland see
the Horse-lords
of Rohan as

the usurpers of
their rightful
homeland,

and it was easy
for Saruman

to exploit this
enmity to his advantage before the invasion of Westfold.
While resolute in their hatred, the Dunlendings fear their
enemies deeply and therefore are not very reliable in battle.

Dunlendings are easily mustered in great numbers, but are
weaker in combat than Regular units.

HOW THE DUNLENDINGS ENTER THE GAME

If the Isengard Nation is “At War”, the Shadow player may
bring the Hillmen of Dunland faction into play by using

a Muster Action Die result. If he does so, he places two
Dunlendings in each of the two Dunland Settlements.

USING THE DUNLENDINGS

Special Abilities

Death to the Forgoil!: Use a Muster Action Die result
to place two Dunlendings in an Isengard or Rohan region
containing a Shadow Army, unless that Army is inside a
Stronghold under siege.

Additional Rules

—  Dunlendings are special Shadow (Isengard) Army
units and can only be mustered using the Death to
the Forgoil! ability.



Chapter XIlI: Twilight of the Third Age » 75

—  Dunlendings follow all rules concerning Shadow
Army Regular units, except that one hit eliminates
two Dunlendings rather than one. They still count
as one hit each for the purpose of Shadow Combat
Cards requiring self-infliction of hits (e.g., Onslaught
or Relentless Assanlt).

—  If there are both Dunlendings and other types of
units in an Army, the Shadow player decides whether
to remove one Regular unit, reduce one Elite unit,
or remove two Dunlendings as the effect of each hit.
If there is only one Dunlending unit in an Army, it
cannot be taken as a casualty until it is the last unit
remaining.

THE CORSAIRS OF UMBAR

The menace

of the Corsairs
plagued Gondor
for many years,
and in the
books the fear
of their black
sails made the
Southern Fiefs
reluctant to help
Minas Tirith. The Corsairs are a powerful ally for Sauron,
raiding along the coasts of Middle-earth and transporting
Armies to distant shores.

Corsair Ships are used to move Armies between coastal
regions.

HOW THE CORSAIRS ENTER THE GAME

If the Southrons & Easterlings Nation is “At War”, the
Shadow player brings the Corsairs of Umbar faction into
play by using a Muster Action Die result. He places two
Corsair Ships in Umbar.

Special Abilities

Black Ships: Use a Muster Action Die result to place one
Corsair Ship and one Southron & Easterling Regular unit
in Umbar.

Addltlonal Rules

Corsair Ships are not Shadow Army units, and they
follow special rules.

—  Ships are only recruited, using the Black Ships ability,
and only if Umbear is controlled by the Shadow

player.
—  Ships can only enter coastal regions and are kept

separate from other Shadow units occupying the
same region.

—  Ships do not count for stacking purposes, and
are not considered part of an Army. Ships are not
affected by enemy units.

USING CORSAIR SHIPS

Moving Ships

The Shadow player can move a group of one or more
Corsair Ships (also called a Fleet) from one coastal region
to another coastal region up to two regions away, using one
of the two movements of an Army Action Die result, as if
the Fleet was an Army.

Transporting Armies

—  The Shadow player can move an Army from a region
containing a Ship to any other free region containing
a Ship using one of the two movements of an Army
Action Die result (or using a Character Action Die
result, if the Army has a Leader).

—  The Shadow player can never retreat from a battle
using Ships.

Flghtlng with Ships
The Shadow player can attack a region containing
a Ship from another region containing a Ship using
one Army Character Action Die result (or Character
Action Die result, if the Army has a Leader).

—  The attacking Army cannot retreat. All Ships in the
attacked region are eliminated if the attacking Army
is eliminated.

Note: If you use Ships to move Shadow Army units to a
Stronghold region with a besieged Shadow Army in it, this
is considered as a Siege Relief attack.

—  Ifa Shadow Army in a region containing Ships is
attacked, all Ships are eliminated if the Shadow Army
is eliminated or forced to retreat.

—  If the Shadow player moves Ships to a region
controlled by the Free Peoples player, the region
does not become controlled by the Shadow player.

THE ENTS OF FANGORN

The “Shepherds
of the Trees” of
Fangorn are the
last members

of an ancient
race, slowly
disappearing
from Middle-
earth. In the
books, enraged
by the actions of the wizard Saruman, the Ents finally
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ruined his plans by destroying the might of Isengard. The
Ents of Fangorn are powerful and relentless in their fury,
but the Companions of the Ring must rouse them in time
in order for the Ents’ intervention to be fruitful.

Ents are mustered in Fangorn and can move out to attack
enemies using the Ents Awake Event Cards.

HOW THE ENTS ENTER THE GAME

If Saruman is in play and a Companion is in Fangorn, the
Free Peoples player may bring the Ents of Fangorn faction
into play by using a Muster Action Die result. Place one
Ent in Fangorn.

Special Abilities

Treebeard: If a Companion is in Fangorn, every time the
Shadow player uses a Muster Action Die result to employ
the Voice of Saruman ability described on the Saruman
Character Card, place one Ent in Fangorn.

Additional Rules

The Ents are not Free People Army units, and follow
special rules.

—  Ents are only recruited using the Treebeard ability,
or using the three Ents Awake Event Cards. Ents
are kept separate from other units occupying the
same region, cannot be attacked by enemy units, do
not affect enemy movement, and do not count for
stacking purposes.

—  The presence of Ents in a region does not give
control of the region to the Free Peoples player.

—  The number of Ents in play is limited by the available
figures. Once removed, Ents are permanently out of
the game. If all three of the Ents Awake Event Cards
have been played, remove all remaining Ents from
the board.

USING THE ENTS

The Ents of Fangorn can move and attack enemy units, but
only in conjunction with the three Ents Awake Event Cards.
When an Ents Awake Event Card is played by the Free
Peoples player, the Ents are considered “activated”, and
may then be employed using the following special rules.

The Entwood

As long as the Ents faction is in play, at least one Ent must
be left in Fangorn at all times. If there is more than one Ent
in Fangorn, each Ent in excess of one can be used to move
or attack during the same action when the Ents Awake
Event Card is played.

This means that multiple movements and attacks can be
made during the same action, in any desired order, as long
as there are Ents to take or remove from the Entwood.

Movement

To move the Ents, take one Ent from Fangorn and place it
in a region adjacent to a region already containing an Ent.
The region must be free of enemy units (to attack enemy
Armies, see Attack, below). You can repeat this process as
long as there is more than one Ent in Fangorn.

Under these instructions, the Ents will form an uninterrupted
chain in regions originating from and including Fangorn.

Attack

The Free Peoples player can use the Ents to attack a
Shadow Army adjacent to a region containing an Ent.

To do so, the Free Peoples player eliminates one Ent from
Fangorn and rolls five dice, scoring hits on rolls of “5” or
higher.

The Free Peoples player can repeat this process as long as
there is more than one Ent remaining in Fangorn.

An Ent attack is not a normal battle. The Shadow player
cannot respond in any way to the attack, no Combat Cards are
played by either player, and no terrain features affect the roll.

—  Since the Shadow player may move his Armies into
a region containing an Ent, sometimes an Ent can
be in the same region as a Shadow Army. The Free
Peoples player can attack such an Army normally
when the Ents are activated, as if the region was
simply adjacent to an Ent (i.e., by removing one Ent
from Fangorn and rolling five dice).

—  If an Ent attack eliminates all Shadow units in
Orthanc, or if Orthanc is free of enemy units and an
Ent is moved there, remove Saruman from the game.

Example: There ave two Ents in Fangorn, and

a Shadow Army composed of three Regular units
occupies the adjacent Fords of Isen. The Free Peoples
player plays one Ents Awake card to place two Ents in
Fangorn and activate the Ents. There are now four
Ents in Fangorn. The Free Peoples player decides to
start the activation by attacking the Shadow Army

in the Fords of Isen right away, so be vemoves one Ent
[from Fangorn and volls five dice; each die hits on o
result of “5” or bigher. Two hits ave scoved, and two
Regular Shadow units ave removed. Since the Avmy is
not destroyed yet, the Free Peoples player keeps attacking
and vemoves another Ent from Fangorn (leaving two
Ents there). The new attack scoves only one hit, but
that is enough to destroy the Shadow Army. Two Ents
now remain in Fangorn, and this means that another
attack or movement could be possible. Since there ave
no enemy Armies adjacent to Ents at the moment, the
Free Peoples player decides to move one of the last two
remaining Ents into the Fords of Isen, to get closer to
Orthanc. The Ents activation is now over, and another
Ents Awake card must be played in ovder to use the
Ents agnin.



SIEGE ENGINES

There are two types of Siege Engines introduced in the
expansion: Shadow Siege Towers and Free Peoples
Trebuchets representing, respectively, the offensive and
defensive tactics and equipment employed by combatants in
the Third Age.

Siege Engines

1 «

Shadow Siege Tower Free Peoples Trebuchet

MUSTERING SIEGE ENGINES

— A maximum of two Siege Towers and a maximum of
two Trebuchets are allowed in a region.

—  The number of Siege Engines in play is limited by
the available figures.

Siege Towers

The Shadow player may use a Muster Action Die result to
place a Siege Tower in a region containing a Shadow Army
besieging a Stronghold controlled by the Free Peoples
player.

The Shadow player places the Tower directly in front of the
Stronghold box. Only the Shadow player may muster Siege
Towers.

Trebuchets

The Free Peoples player may use a Muster Action Die
result to place a Trebuchet in a Free Peoples Stronghold he
controls belonging to an active Nation (it is not necessary
for that Nation to be “At War”).

It is possible to build a Trebuchet even in a Stronghold
under siege.

The Free Peoples player places the Trebuchet directly in the
Stronghold box. Only the Free Peoples player may muster
Trebuchets.
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SIEGE ENGINE SUPERIORITY

At the start of a Siege Battle compare the number of Siege
Engines: The player with the higher number of Siege
Engines is considered to have achieved superiority.

Shadow Superiority

During the first round of a battle with Shadow superiority,
the Free Peoples Army receives a modifier of —1 to the
Combeat Roll.

If, at the end of the first round, the Shadow player still has
superiority, he may extend the battle by one round without
reducing an Elite unit.

Free Peoples Superiority

During the first round of a battle with Free Peoples
superiority, the Free Peoples Army receives a modifier of +1
to the Combat Roll.

If, at the end of a combat round, the Free Peoples player
still has superiority, the Shadow player may not extend the
length of the battle by reducing Elite units.

Siege Engines Tie

If both players possess the same number of Siege Engines,
no player has superiority, but before Combat Cards are
played, the Free Peoples player can momentarily claim
superiority by immediately removing one of his Siege
Engines. In this case, the Free Peoples player is considered
to have superiority until the end of the battle.

It is possible for superiority to change during a round, for
example if a Combat Card causes the removal of a Siege
Engine. However, note that superiority claimed using the
Siege Engines tie rule lasts until the end of the battle.

ELIMINATING SIEGE ENGINES

If an Army is eliminated or moves out of a Stronghold
region, all Siege Engines in that Army are immediately
eliminated.

All Siege Engines in a besieging Army are likewise
eliminated when the siege ends (either when the
Stronghold is conquered or the besieging Army is
eliminated or moves away).

Trebuchets and Towers can never leave the region where
they were built. Eliminated Siege Engines may always be
rebuilt.



78 * War of the Ring - Collector’s Edition

ﬁ@ﬁ%mﬁ!

SUMMARY

CHAPTER |

INTRODUCTION . . . . . . . . .3

OBJECTOFTHEGAME . . . . . . . . .5
NUMBER OF PLAYERS . . . . . . . . . . . . . . .. 5
ORIGINAL AND EXPANDED GAME . . . . . . . . . . . 5

CHAPTER I

GAME COMPONENTS . . . . . . .7

COMPONENTS LIST . . . . . . . . . .8
MAIN GAME COMPONENTS . . . . . . . . . . . .. 8
EXPANSION COMPONENTS. . . . . . . . . . . . .. 8

GAMEPIECES . . . . . . . . . . . .12
PLASTICFIGURES . . . . . . o o o oot oot . 12

THE GAME BOARD. . . . . . . . . . .13
REGIONS . . . . . v oo et 14
NATIONS . .« o o oot 14
FORTIFICATIONS AND SETTLEMENTS . . . . . . . . . . 14
TRACKSAND BOXES . . . . . . . . . . . . . ... I5

CHAPTER lII

SETTINGUPTHEGAME . . . . . . ¥

CHAPTER IV

THEGAMETURN . . . . . . . . .2

THEACTIONDICE. . . . . . . . . . .26
ACTIONDICEPOOL . . . . . . . o . o oo .. . 26
HUNT ALLOCATION AND ACTION ROLL. . . . . . . . 27
USING ACTIONDICE . . . . . . . . . . . . . .. 27
THEELVENRINGS . . . . . . . . . . . .. . .. 29

CHAPTERV

THE EVENT CARDS . . . . . . . .3
EVENTDECKS. . . . . . « o o o oot o 32
DRAWING EVENT CARDS . . . . . . . . . . . .. 32
PLAYING EVENT CARDS . . . . . . . . . . . ... 32
COMBAT CARDS. . . . . « « o o o oot oo . 32

TR

CHAPTER VI

ARMIES AND BATTLES . . . . . . .3

ARMIES AND STACKING . . . . . . . . .3
ARMY COMPOSITION. . . . . . . . . . . . . .. 36
STACKING LIMIT. . . . . . . . . . . . . . . .. 36
ARMYBOXES . . . . . . . . . . . . . . . . .. 36

RECRUITINGTROOPS . . . . . . . . . .36
RECRUITING NEW UNITS. . . . . . . . . . . . . . 36

ARMY MOVEMENT . . . . . . . . . .37
MOVINGANARMY . . . . . . . . . . . . . .. 37

CHARACTER MOVEMENT . . . . . . . .39
MOVING CHARACTERS . . . . . . . . . . . . . . 39

BATTLE RESOLUTION . . . . . . . . . .39
ATTACKINGWITHARMIES . . . . . . . . . . . . . 39
RESOLVING ABATTLE. . . . . . . . . . . . . . . 40

Timing of Combat Cards . . . . . . . . . . . . . . 41
Requirements of Combat Cards . . . . . . . . . . . . 41
Free Peoples and Shadow Casualties . . . . . . . . . 42
Elimination of Leaders and Characters . . . . . . . . 42

FORTIFICATIONS, CITIES, STRONGHOLDS,

ANDSIEGES . . . . . . . . . . . . .4
ATTACKING A CITY OR FORTIFICATION . . . . . . . . 42
ATTACKING A STRONGHOLD . . . . . . . . . . . . 42
CONDUCTINGASIEGE . . . . . . . . . . . . .. 43
SORTIE . . . . . . . . . « o v v 43
RELIEVINGASIEGE. . . . . . . . . . . . . . . . 43
REINFORCINGASIEGE . . . . . . . . . . . . . . 43

CAPTURING A SETTLEMENT . . . . . . . .43

CHAPTER VI

THE POLITICS OF MIDDLE-EARTH . .45

THE POLITICAL TRACK . . . . . . . . .46
ACTIVATING FREE PEOPLES NATIONS . . . . . . . . . 46
ADVANCING A POLITICAL POSITION . . . . . . . . . 46
ENTERINGWAR . . . . . . . . . . . . . . . .. 47
CHARACTERSATWAR . . . . . . . . . . . . .. 47

CHAPTER VIII

THE FELLOWSHIP OF THE RING . . .4

FELLOWSHIP FIGURES AND COUNTERS. . . . .50

THE RING-BEARERS. . . . . . . . . . .50
CORRUPTION. . . . . . . . . . . . . . . . .. 50

COMPANION CHARACTERCARDS . . . . . .50

THE GUIDE OF THE FELLOWSHIP. . . . . . .5l

THE FELLOWSHIP TRACK . . . . . . . . .5
MOVING THE FELLOWSHIP . . . . . . . . . . . . . . 51
LOCATING THE FELLOWSHIP . . . . . . . . . . . . 52
HIDING THE FELLOWSHIP. . . . . . . . . . . . . . 53
HEALING THE RING-BEARER . . . . . . . . . . . . 53
ENTERINGMORDOR . . . . . . . . . . . . . . . 53

SEPARATING COMPANIONS FROM THE FELLOWSHIP . 53



CHAPTER IX
THE HUNT FOR THE RING

THE HUNT POOL . .
STANDARD HUNT TILES .
SPECIAL HUNT TILES .

HUNTING THE FELLOWSHIP .
THE HUNT ROLL. . . . c
DETERMINING HUNT DAMAGE 5 o
HUNT EFFECTS WHEN DECLARING
OR REVEALING THE FELLOWSHIP
EFFECTS OF THE HUNT

THE ONE RING AND THE QUEST
FOR MOUNT DOOM

THE BURDEN OF THE RING
THE FELLOWSHIP IN MORDOR.

CHAPTER X
WINNING THE GAME

RING-BASED VICTORY CONDITIONS.
MILITARY VICTORY CONDITIONS

CHAPTER XI
MULTIPLAYER RULES.

FOUR-PLAYER GAME
EVENT DRAW. . .
FELLOWSHIP PHASE. . .
HUNT ALLOCATION AND ACTION ROLL
ACTION RESOLUTION
LIMITS ON ACTIONS .
MIXED ARMIES
EVENTS . . . .
SOUTHRON &t EASTERLING ELITE UNlTS

THREE-PLAYER GAME .
VICTORY CONDITIONS

. él

. 63

. 63

Summary 79

CHAPTER XII

TWILIGHT OF THE THIRD AGE.

COMPONENTS .
SETTING UP THE GAME

NEW CHARACTERS. . .
SMEAGOL, TAMED WRETCH.
How Sméagol Enters the Game .
Sméagol in Play . .
LADY GALADRIEL, KEEPER OF NENYA
How Galadriel Enters the Game.
Galadriel in Play

THE WITCH-KING: CHIEF OF THE RINGWRAITHS .

How The Witch-king Enters the Game.
The Witch-king in Play .

THE BALROG OF MORIA, EVIL OF THE ANClENT WORLD

How the Balrog Enters the Game .
The Balrog in Play .

FACTIONS OF THE WAR OF THE RING .

THE HILLMEN OF DUNLAND . .
How the Dunlendings Enter the Game
Using the Dunlendings . .

THE CORSAIRS OF UMBAR .

How the Corsairs Enter the Game .
Using Corsair Ships . .

THE ENTS OF FANGORN .

How the Ents Enter the Game .
Using The Ents

SIEGE ENGINES . . .
MUSTERING SIEGE ENGINES

SIEGE ENGINE SUPERIORITY .
ELIMINATING SIEGE ENGINES .

TABLES
MAIN GAME

MAIN GAME COMPONENTS OVERVIEW .
EXPANSION COMPONENTS OVERVIEW .

COUNTER SUMMARY .
PLASTIC FIGURES

NATIONS . . .

MAP EXAMPLES . .

THE GAME BOARD .

ARMY SETUP . . .
ACTION DICE ICONS . . .
ACTION DICE REFERENCE CHART
THE EVENT CARDS . . .
THE CHARACTER CARDS. .
THE POLITICAL COUNTERS.
HUNT TILES . . .
TRACKING CORRUPTION
MORDOR TRACK

VICTORY POINTS

EXPANSION
COUNTER SUMMARY .
PLASTIC FIGURES



A game by ROBERTO DI MEGLIO, MARCO MAGGI and FRANCESCO NEPITELLO

%

Game Design ROBERTO DI MEGLIO, MARCO MAGGI and FRANCESCO NEPITELLO
Art JOHN HOWE
Art Direction & Graphic Design FABIO MAIORANA
Sculptures BOB NAISMITH
Sculpture Design JOHN HOWE and MATTEO MACCHI
Sindarin Translations and Calligraphy DAVID SALO and DANIEL REEVE
Figures Master Painting FEDERICO BURCHIANTI
Photos CHRISTOPH CIANCI
Wooden Box Design PAOLO CIURLI
Production ROBERTO DI MEGLIO, FABRIZIO ROLLA and LUCA PANSECCHI

ENGLISH EDITION
English Edition Localization and Editing CHRISTIAN T. PETERSEN
Additional English Language Editing KEVIN CHAPMAN, KRISTOFER BENGTSSON and MARK O’'CONNOR

Contributing Playtesters: Doug Adams, Kristofer Bengtsson, Kevin Chapman, Derek Coon, Andy Daglish, Caleb Diffell, Ugo Di Meglio, David Fristrom,
Sergio Guerri, Kris Hall, Michael Hall, Mike Helba, Steve Hope, Christian Hrdlicka, Sean McCarthy, Marco Molin, Don Moody, Paolo Morescalchi, Steve
Owen, Christian Petersen, Dan Raspler, Alex Rockwell, Steve Sanders, Douglas Silfen, Matthias Staber, Marcello Taglioli, Renaud Verlaque.
Playtesters: Mauro Adorna, Alessandro Antonini, Noel Arrowsmith, Helen Bengtsson, Alessandro Bordin, Fredrik Borg, Guillaume Bouilleux, Federico
Burchianti, Massimiliano Bussetti, Dale Campbell, Melanie Chapman, Christoph Cianci, Paolo Ciurli, Giovanni Cosma, Michele D’Agostino, Oliver
Drechsler, Paolo Fagherazzi, Gabriele Falcioni, Giuliano Fassi, Marco Ferrandi, Aaron Fuegi, Rob Gaines, Simone Gatti, Georges Gil, Giuliano Graziu,
Garry Haggerty, Kyle Hall, Randy Heath, David Helba, Thomas Helvard, Steven Htay, Didier Jacobée, Andrea Ligabue, Fabio Maiorana, Francesco
Mattioli, Joe McCullough, Chris McKeraghan, Marcello Missiroli, Gerald Mulder, Giuliano Nepitello, Christian Nilsson, Andrew Ogden, Serge Olivier,
Massimiliano Pardo, Raffaele Pascuzzi, Anders Petersen, Kevin Robbins, Andy Rockwell, Keith Rogers, Daniele Rogoni, Beni Rose, Silvia Samory, Nicola
Santarello, Saverio Santarello, Lori Silfen, Sean Smith, Fredrik Soderberg, David Sparks, David Spencer, Richard Spillsbury, Geoffrey Squire, Andrew
Stainton, Britt Strickland, Jimmy Stréomberg, Nunzio Surace, Gary Swafford, Karl-Johan Victor.

A Game Created and Published Worldwide by NG INTERNATIONAL SRL

Via Pradazzo 6/B, 40012, Calderara di Reno (BO), Italy

www.nexusgames.com

English Edition by FANTASY FLIGHT GAMES, INC.
AN

1975 West County Road B2, Roseville, MN, 55113, USA
www.fantasyflightgames.com

i WAR OF THE RING COLLECTOR’S EDITION BOARDGAME ©2004, 2009 NG International Srl /Sophisticated Games Ltd. The Watcher logo, WAR OF THE RING BOARDGAME,
mwareaas 1 /e Lovd of the Rings and the characters, events, items and places therein are trademarks or registered trademarks of The Saul Zaentz Company dba Tolkien Enterprises used under license
GAMES o Sophisticated Games Ltd. WARNING! Not suitable for children under 3 years of age due to small parts. Choking hazard. Made in China. Retain this information for your records




