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WAR IN MIDDLE EARTH - Email Campaign Battles
1 Fighting Battles
If the control zone of two or more forces from different allegiances overlap at any point in either army’s movement there has to be a battle. As with the individual warriors in the “Battle Strategy Game” an army could find itself fighting more than one enemy if it is in more than one control zone. Battles can be reduced to pairs of armies by mutual agreement or played as a big battle if it would work better. Very big games would not be resolved in the time available. Hence, the maximum which can fight is 1000 points per side. If the limit is exceeded (due to multiple armies in the battle) the larger side is scaled down to 1000 points and the smaller side is reduced in proportion. For example, an 800 point good army is attacked by two 800 point evil armies (2:1 in points).  The evil armies are reduced to 500 points each (These still count as two 500 point armies for the purposes of working out the army list) and the good army is kept in the same proportion by reducing it to 500 points. This provides the opportunity for significant outnumbering. All armies must be reduced in the same proportions so, in the above example, you could not take 700 points from one evil army and 300 from the other. After the battle the winning armies are scaled back up again when calculating how many points remain in play. The only exception to this is the “Besieging a Capital” scenario, see below. 
Alternatively, if players agree, a battle of unlimited size can be resolved using the “War of the Ring” rules.
When more than one army of the same faction is involved in a battle the whole force is counted as one for the purposes determining when to perform a break test. If they are from different factions they are treated individually. 
1.1 Battle Outcome
When a battle ends the losing army is completely destroyed (run down by the victors) and all of its points are lost. The victorious armies are reduced to the points value they have remaining in play rounded up to the nearest 10. Any warriors (except named heroes) who ran away during the battle count as casualties (they are either too afraid or ashamed to fight again). 

If the winning army has sufficient points left to remain viable (see the “Lifeline” section of Experience Points in the main rules for exceptions) it will normally move into the hex which the loser has just vacated automatically but there are exceptions where Muster Sites are concerned. If the defeated army was supporting a Muster Site the victor will not move into its hex if it would have to pass through the Muster Site to do so. If there is more than one victor the army with the most points remaining moves in. Garrisons cannot move into the loser’s hex, it is enough that they stood against the enemy force while their attackers have been driven back. A victorious army on a muster site does not have to move off but can choose to do so.
1.2 Victor Meets A Fresh Enemy On Follow Up

It may happen that moving into the loser’s hex puts a viable victorious army in the control zone of a fresh enemy. If this occurs neither army may use the Lifeline, Reinforce, Merge or Move actions in the next campaign turn but they must remain locked together and will fight in the next resolve battles phase. They can receive one Experience Point bonus (of up to 100 points) in the Recruit/Consolidate phase and the battle can, of course, be joined by other armies. A Garrison attacked in this way can be reinforced or supported see the “Garrisons” section of Reinforce/Muster in the main rules.
1.3 Victor Meets Enemy Muster Site on Follow Up
If a victorious army comes up against a muster point it can choose to Attack; Dig In or Withdraw.

1.3.1 Attack

The Muster Point Scenario is played out as written even if the Muster Site has also chosen to attack.

1.3.2 Dig In

Your army just sits there.  It cannot reinforce or use Experience Points as these would negate any skill in your planning and tactics. Another army can Merge with you but this may take time and will cost Movement Points. Also, there is a penalty for being attacked while merging.

The enemy cannot fight you from inside the Muster Point. He must have anticipated your action and ordered an attack.  This can take a number of forms.

A garrison can become an army and sally forth but this can only be done if they do not already have the maximum of 6 armies in the field. If they've already got 6 armies out there they would have to Merge two first. This might not work if priority goes against them. In which case they could not attack you.

The Muster Site could be occupied by an army which can attack you normally if ordered to do so.

An enemy army can move through the Muster Site and attack you.

All these battles are fought using the same scenery as when the Muster Site is attacked but the deployment, victory conditions and outcome are different. 

The Dig In army deploy first anywhere within 6” of their table edge. Muster Site deploy anywhere in their half of the table. Game lasts 20 turns. 

Muster Site wins if it outnumbers the enemy in the enemy’s half of the table at the end of any turn.  In this case the Dig In army is destroyed and the Muster site army can choose to withdraw back to the Muster Site with no penalty. If the Muster Site army fail to win they are not necessarily destroyed and the Dig In army do not capture the Muster Site (they chose not to attack after all). Any Muster Site warriors who are still alive or who fled the field (due to failed Courage tests) count as having Dispersed back to the Muster Site and can fight next campaign turn if (with the aid of Lifeline) they can form a viable Army or Garrison.

1.3.3 Withdraw

This is a desperate and highly dangerous course of action. The army moves as ordered with no penalty unless it comes into contact with an enemy at any point in its or their movement. If this occurs a normal “Encounter “ battle if fought but the withdrawing army is in disarray and loses 25% of its points before the battle starts.

1.4 Forgone Conclusion

If an army is outnumbered by more than 2:1 in points the Warlord of the smaller force can choose to accept defeat to avoid a depressing evening. In the “Encounter” scenario the smaller army is totally destroyed and the winner(s) lose 50% of the starting points value of the losing army. The impact  a garrison defending a Muster Site will have is dependent on the site. See the “Wound Ratio” values in the “Recruit/Consolidate section of the main rules i.e. a wound ratio of 150% means the attacker loses 150% of the points value of the defender. For example a 1000 point Mordor army attacks a 200 point Gondoran garrison defending Dol Amroth (wound ratio 150%). The Gondoran Warlord opts for “Forgone Conclusion” so the Mordor army captures Dol Amroth but loses 300 points in the process. Of course, if the defending warlord thinks he can do better than that, he can choose to fight the battle. 
2 Named Heroes
Any named heroes that lose all their wounds in a battle are considered to have been injured but survived. Their points value is lost to the faction but they, as individuals, live on. If they were on the winning side they can fight in the next campaign turn but will have one less might point for that campaign turn. If they fall in battle again in the next turn they lose a further Might point to a minimum of one. If they survive a battle they make a full recovery and regain all their normal Might points allocation. If they lose all their wounds when on the losing side of a battle they have still survived but are deemed to have been captured and must be made available for ransom. The ransom is twice their points cost as fielded. Alternatively, they can be rescued by defeating the capturing army in battle before it returns to its capital. If a captured hero has been taken to an enemy capital the ransom is increased to 4 times their points cost as fielded or they can be rescued by capturing the capital. Once ransomed/rescued the hero is available to fight as normal.
Named heroes on the losing side who do not lose all their wounds in battle are deemed to have escaped unharmed to fight another day. Their points value is still lost to the faction as part of the outcome of the battle but they will be available to fight as normal.
3 Terrain/Scenery
A wise warlord will try to pick fights which suit their army e.g. Rohan prefer open country while Elves do well in the forest. Set up Terrain/Scenery in a mutually agreed manor before choosing the table edge unless the Scenario depicts otherwise. It should reflect that indicated by the borders on the campaign map. The area of each terrain type should be proportional to the number of borders of a given colour in the hexes where the battle is taking place.
For example D6 trees are placed on the table for every Brown border up to a maximum of 6 X D6. Players place one tree each in turn (roll for priority – highest goes first). Each tree has a 3” zone of woodland around it which acts as difficult ground. Hence, three trees 6” apart in a triangle would form a small wood with a clearing in the middle!
4 Scenarios

Use a 4’ X 4’ table. Play the “Encounter” scenario except where otherwise specified. Games last 25 turns unless victory conditions are met or time runs out first. Outnumber means more wounds  and Might Points remaining NOT more points. This is to recognise the significant contribution a hero makes to the final victory without skewing it too far in favour of heroes e.g. Aragorn the King would outnumber 40 Orcs on points!
4.1 Encounter
Use the Pitched Battle scenario in the rule book.

Special Rules: There has to be a decisive outcome to campaign battles so the side which outnumbers the other at the end wins and the loser is destroyed outright. War machines cannot be used, there is no time to get them ready. The one exception to this is when a faction is fighting within 3 hexes of a capital which it controls. It is then deemed to have set up a defensive line in advance and hence can include bolt throwers etc. to the standard limit.
4.2 Ambushed Crossing a River

Description & Layout: If an army is attacked while crossing a river (i.e when it cannot reach land without crossing a blue or white line) it is at a disadvantage. The rivers are deep, difficult ground for all infantry, cavalry & monsters etc. Trees tend to grow near water so each player places D6 trees (roll individually) anywhere on the land on their side of the table.
Deployment: The defender automatically loses 10% of its points in casualties due to being caught crossing the river. The defender places at least one third of its warriors in a group anywhere at least 1” into the river and no more than 2” apart. The defender then places the remainder of its warriors so that none are more than 6” from a warrior in the river.

The attacker deploys as specified in the “Pitched Battle” scenario in the games workshop rule book.

Victory Conditions: There has to be a decisive outcome to campaign battles so the side which outnumbers the other at the end wins and the loser is destroyed outright.

Special Rules: War machines cannot be used, there is no time to get them ready. The one exception to this is when a faction is fighting within 3 hexes of a capital which it controls. It is then deemed to have set up a defensive line in advance and hence can include bolt throwers etc. to the standard limit they must be deployed on the same side of the river as the capital.

4.3 Besieging a Capital
An enemy capital is a valuable prize and fighting will be hard. Hence there are 2 stages to taking control: Siege and (if the besieger wins the siege) City Fight. It is recommended that the Attacker aims to start with a force which is at least 3 times the Garrison in points. These battles are likely to have a high attrition rate and to include multiple armies/factions so a maximum of 2000 points are permitted per side.
4.3.1 Stage 1 Siege

Description & Layout: A 4’ wall is placed 18” in from one table edge with a gate & up to 4 towers. 
Deployment: The entire Garrison is placed anywhere within the walls(Garrison deployment zone). Then the Besieger places entire army anywhere at least 18” from the city walls (Besieger’s deployment zone). Besieger may have up to 10% of points value of army in free siege equipment: Tower 20 pts, Battering Ram 5 pts, Ladder 1 pt. Ballistic war machines can be used by both sides up to the standard limit but can only be operated when they can see the enemy and be seen (like the movie).
Victory Conditions:  The Besieger must take control of the city walls in order to gain a foothold in the city.  Besieger wins the Siege stage if they outnumber the Garrison in the Garrison’s deployment zone at the end of any turn. 

Special Rules: Warriors of either side do not have to take a courage test for being below half strength if they are in the Garrison’s deployment zone.

If the Defender wins any damage to the city structure is carried over but can be repaired using points from the garrison. It takes 50 points and one campaign turn to repair a gate; 100 points and 2 campaign turns for a wall breech. If orders to repair are issued and the capital is attacked in the same turn the points cost of repair will be expended but the repair will not be completed. This represents the loss of life and resources if attacked while attempting repairs and the depleting effect of a protracted siege.  
4.3.2 Stage 2 City Fight-If the Besieger Wins the Siege Stage
Description & Layout: A collection of ruined and undamaged buildings are arranged on a 4’ X 4’ table about 6” apart to represent the claustrophobic streets of a city. Ideally use enough buildings to fill the table.
Deployment: As Encounter above.
Special Rules: No war machines. Both armies start the battle at their strength as before the siege battle in the previous turn. They cannot reinforce in the muster phase as they are still locked in battle but they can be joined by other armies coming to their aid by entering the relevant control zone.
4.4 Mirkwood

	Touched By Darkness

	Dice
	Result

	1
	Spiders

	2
	Tangled undergrowth

	3
	The enchanted river

	4
	The shadow is strong

	5
	Roll again/2nd time do nothing

	6
	Roll twice more/2nd time do nothing


Any battle where one or more of the participants is in a Mirkwood hex with a brown border on 4 or more sides (including the Dol Guldor scenario below) has the Mirkwood special rules taken from the Games Workshop website. 

Touched by darkness, Mirkwood is an intimidating site for a battle. Roll one D6 on the table to determine which special rules (if any) are to be used - multiple rolls of the same rules do not stack (you could not end up with two sets of Spiders! for example). If a 5 or 6 is rolled a second time it is ignored.
4.4.1 Spiders
Kin to Shelob and Ungoliant, the spiders of Mirkwood are smaller but no less cunning than their forebears. Avoiding direct confrontation with their prey, they spin great webs from tree to tree, returning to devour any that they ensnare. During the Priority phase, each player rolls a dice for each of his models that are within 1"/2cm of a tree. On the roll of a 1, the model has been caught in a web and may take no further action until they escape. Models caught in webs count as having a Fight value of 1 and roll only a single dice in combat (no shielding)- if they win, they may not strike. They always count as trapped. At the end of the Fight phase, webbed models may roll one dice for each Attack on their profile. Friendly models in base contact, who have not fought in a combat that turn, may attempt to assist them - roll an additional D6 for each attack from friendly models. If one or more 6s is rolled, then the victim has escaped from the web and may move normally next turn (provided, of course, that they do not get caught up within the web again in the following Priority phase!).

4.4.2 The Enchanted River
In the northern part of Mirkwood, a small river flows through the trees. Though it appears to be an ordinary river, its waters contain a powerful enchantment, capable of putting mortal creatures to sleep if they drink so much as a single drop. Place a river no more than 2"/4cm wide on the board, running from the centre of one short table edge to the other. This river can be jumped across, as described in the main rules, but any model entering the river for any reason is instantly paralysed and their body drifts to the nearest bank by the shortest route. Paralysed models are knocked to the ground and may do nothing until they recover. If engaged in combat, the model automatically loses and counts as trapped. At the end of the Fight phase, the controlling player may roll a D6 for each paralysed model. On the roll of a 6, the model recovers and may immediately stand up. Friendly models in base contact that spend the Fight phase doing nothing else may attempt to rouse the model, in which case, the controlling player rolls an extra D6 for each model attempting to assist. 

4.4.3 The Shadow is Strong
Sauron's presence is all too noticeable in this part of the wood, giving heart to Evil creatures and uncertainty to the Free Peoples. All Evil models may re-roll any failed Courage tests they are called upon to take in this game as they feel their master's will spurring them on. Conversely, Good models have every reason to question their own resolve - all Good models must re-roll successful Courage tests. 

4.4.4 Tangled Undergrowth
This area of Mirkwood is a mess of tangled briars and thorns, making progress incredibly difficult. To represent this, the entire board counts as difficult terrain. Note that it also counts as woodland terrain, so Wood Elves and Ents may still move without penalty.

4.5 Attacking a Muster Point
Each site has its own specific scenario. Obviously it is far easier to capture an undefended Muster Point than to take it from a firmly dug in enemy. It is recommended that the Attacker has 2-3 times the Garrison’s points to stand a chance of success.
Abrakhân (AB)

Description & Layout: The wealthy merchant town and harbour of Abrakhân is a frequent stopping off point for the Corsairs of Umbar. These pirates trade their ill gotten gains within its low walls and the town enjoys their protection. With the sea on one side and desert on the other any attackers can be seen a long way off.

The city wall is represented by a low (scalable by ladder) wall bisecting the table with a gate and no more than 2 towers.

Deployment: Garrison deploys its entire force anywhere in the town. Attacker then deploys entire force outside the town at least 18” from the town perimeter.

Victory Conditions: Attacker wins if they outnumber the Garrison by at least 2:1 within the town boundary at the end of any turn.

Special Rules: Enemy seen afar, Garrison takes the first turn but after that normal priority rules apply. There is very little wood available for building war machines and the sand is very soft. No siege towers can be used in an assault but other war machines and ladders can be used.

Black Gate (BG)

Description & Layout: This is an almost impregnable barrier which can only be taken by luring the Defending army out into open battle. This is done by feigning an attack with a small force before the larger force is deployed. On a 4’ X 4’ table the Black Gate is represented by a 12” gap between impassable rocks positioned along one table edge.

Deployment: The Attacker deploys a force no more than half the points value of the Garrison between 12” and 18” from the Black Gate (the 12” section of table edge representing the gate). The Garrison deploys its entire force within 6” of the Black Gate. The remainder of the attacking army comes on as a relief force as in the special rules below.  When deployed the Attacking relief force is deployed within 6” of the table edge opposite the Black Gate.

Victory Conditions: Attacker wins if they have completely destroyed the Defending army by the end of the game. If not destroyed the Garrison is deemed to have made it back inside and closed the gate. If the small attacking force is destroyed before the relief force is deployed the trick is deemed to have failed and the entire attacking army is repelled but not destroyed. To represent their despondency they will automatically disperse even if they have enough points to remain viable. 

Special Rules: Garrison goes first representing them confidently sallying forth to meet the smaller enemy. Test for deployment of the relief force from turn 4 onwards. The Attacker rolls a D6 at the start of the Attacker’s move phase. On the roll of a 6 the Attacking relief force is deployed. If not deployed roll again at the start of the Attacker’s next turn whereupon the relief force will be deployed on the roll of a 5 or 6. Then 4 or more next turn and so on until the relief force is deployed. Might cannot be used to influence this roll. This scenario applies whichever direction the gate is attacked from.

Cair Andros (CA)

Description & Layout: A fort protecting a major ford across the Anduin. On a 4’X4’ table the Anduin is 6” wide and runs from East to West with the Southern bank about 6” from the Southern table edge. The middle 24” is fordable at half speed for infantry but normal speed for cavalry and monsters. A wooden stockade about 20” square overlooks the ford with its Southern wall about 6” North of the Anduin.  The fort has one gate facing West. Its low walls count as a defended obstacle but can be scaled without siege equipment. The gate has a defence value of 9 and 2 batter points and the walls have a defence value of 10 with 10 batter points. The last 1” counts as difficult ground so it requires 2” of movement.
Deployment: The Garrison deploys first, placing its entire force in the fort.

If attacking from South of the Anduin the Attacker deploys its entire force anywhere up to 6” from the Southern table edge i.e. they must cross the river to attack.
If from North of the Anduin then they deploy anywhere up to 6” from the Northern table edge. 

Victory Conditions: In order to secure the ford it is necessary to hold the fort. The Attacker wins if they outnumber the Garrison by at least 2:1 within the fort at the end of any turn.

Special Rules: A battering ram can be used against the gate or walls but cannot be carried across the river.

The fort can be bombarded by war machines such as a trebuchet but only visible targets can be selected. 

Crossing of Poros (CP)

Description & Layout: Two small wooden bridges crossing the river. The river bisects a 4’ X 4’ table and each bridge is about 6” from the centre point.

Deployment: Garrison deploys first placing all warriors within 6” of either bridge. Attacker then deploys all troops within 6” of the table edge it is approaching from.

Victory Conditions: The Attacker must drive the enemy from both bridges. Attacker wins if, at the end of any turn, at least 1 Attacking warrior is on each bridge and there are no Defending warriors within “6 of either bridge.

Special Rules: Roll a D6 at the start of the game. In Spring & Autumn the river is fordable on a role of 5+ but would still be difficult terrain. In Summer the river is fordable on a 4-5 but difficult terrain. On the role of a 6 in Summer the river is classed as normal terrain.

Dol Amroth (DA)

Description & Layout: This beautiful coastal town is the home of the Swan Knights. It is a centre of commerce and was not built for war. Place 8 undamaged buildings in a mutually agreed town arrangement (not an impenetrable wall) in one half of the 4’X4’ table. At least 3 of the buildings must touch the middle line i.e. the town perimeter and the gaps between the building on the perimeter must add up to at least 24”. There is no city wall but there can be waist height walls, fences and barricades between the buildings. These are defendable barriers but can be jumped over at any undefended point.

Deployment: Garrison deploys 25% of warriors anywhere in the town. These represent the standing guard. Attacker then deploys entire force outside the town at least 18” from the town perimeter. The Garrison then deploys the remainder of its force anywhere in the town at least 18” from the perimeter. These represent troops called to arms when the alarm is sounded.

Victory Conditions: Attacker wins if they outnumber the Garrison by at least 2:1 within the town boundary at the end of any turn.

Special Rules: Warriors fighting for Gondor would rather die than let it be over run by Mordor. Gondor do not have to take a courage test for being below half strength when a Mordor army is attacking. Knights of Dol Amroth do not test regardless of who is attacking.

Dol Guldur (DG)

Description & Layout: The 4’X4’ table is covered in a rocky landscape. An 18” diameter, gated wall surrounds a tower. There is a 8” border of woodland all around the table, trees should be about 6” apart if there are enough available.

Deployment: The Garrison is deployed within the perimeter wall, Attacker deploys anywhere in the wood. 

Victory Conditions: Attacking warriors must outnumber the garrison by at least 2:1 in the Garrison’s deployment zone.

Special Rules: See Mirkwood rules above. Ladders & a battering ram my be used in the attack but no siege towers due to the rocky conditions. Catapults & trebuchets may be used but cannot be moved once deployed as it is assumed they are built in situ. Flyers may be used in attack or defence.
 Field of Celebrant (FC)

Description & Layout: Where the Anduin passes underground providing the ideal river crossing point as movement is completely unrestricted. It is a wide open plain with no walls, rocks, hills or difficult ground. Each player places D6 trees in their half of the table. There is a camp fire in the centre of the table.  

Deployment: On a 4’X6’ table to represent the large area. The Garrison deploys 1/3 of its force within 6” of the table centre and the remaining two lots of 1/3 within 6” of any 2 table corners. This represents the main camp site and two patrols protecting a large area. The Attacker deploys ½ each within 6” of the two remaining table corners. This represents them spreading out to find the enemy. 

Victory Conditions:  It is a large difficult to control area. The faction controlling the most table quarters at the end of 20 turns (or when time runs out) wins. Control is represented by outnumbering the enemy in that quarter by at least 2:1. If the outcome is a draw it is deemed that the Garrison won.

Special Rules: None.

 Fords of Isen (FI)

Description & Layout: The Isen traverses the Gap of Rohan so it is necessary to cross the river when passing through the gap between two ranges of mountains. The width and speed of the river varies at different points. Some parts of the Isen are rocky, narrow and fast flowing (maybe a waterfall or rapids) while others are wider and can be forded or swum. The 6” wide Isen runs through the middle of the 4’X4’ table with a 12” wide ford. Each player places D6+10 trees anywhere on the land on their side of the table but not across the mouth of the ford. This must be a clear route across the river!
Deployment: The Garrison selects one side of the river and deploys its entire force on that side but can place warriors in the fordable part of the water if desired.

The entire attacking force is then deployed anywhere on the opposite bank but outside charge range of the Garrison warriors.

Victory Conditions: The attacking force must take control of the river and both banks within 20 turns or when time runs out. The river control zone is the area of dry land up to 6” from the water’s edge. The Attacker wins if, at the start of any turn, there are no Defending warriors in the river control zone and there are at least 5% (points) of the Attackers starting force  in the control zone of each bank. 

Special Rules: 2’ of the river is narrow (3”), fast and dangerous. There are 2 crossing points on this section where any single warrior larger than a Hobbit (not Mumakil, Troll or Half-troll) can leap across. Normal jump rules apply i.e. if a 1 is rolled the warriors falls. Warriors falling in the river take a single Strength 2 hit but not against their normal defence value. Where armour and/or a shield will usually add 1, 2 or 3 to a warrior’s base Defence value they will subtract the same amount from the base Defence value instead (minimum of 1). This represents equipment such as a shield or armour being a disadvantage when in dangerous water.
The ford is a 12” section which can be crossed at half speed by infantry or normal speed by cavalry and monsters (due to the mount’s longer legs).  The remaining 12” can be crossed by cavalry on un-armoured mounts swimming at half their normal movement. Roll a D6 at the start of the game. In the Spring on a roll of 1-3 the ford is difficult ground for all  (including cavalry & monsters)  due to flash floods and the river can only be crossed via the ford but not by swimming. In the Summer the roll of 1-3 indicates the dry season. In this case the ford would be normal ground for all warriors and the remainder of the river can be forded at half speed for infantry and normal speed for cavalry & monsters.

Fornost (FN)
Description & Layout: This small town is the capital of Arnor. Place 8 undamaged buildings in a mutually agreed town arrangement (not touching each other or an impenetrable wall) in one half of the 4’X4’ table. The town perimeter forms a dividing line across the middle of the table dividing it into 2 equal sections. There is no city wall as such. At least 24” of the perimeter must be waist height walls, fences and barricades between the buildings. These are defendable barriers which can be jumped over as normal at any undefended point. The rest can be buildings which cannot be climbed or penetrated. This represents a raid rather than a long siege.
Deployment: Garrison deploys 33% of warriors anywhere in the town. These represent the standing guard. Attacker then deploys entire force outside the town at least 18” from the town perimeter. The Garrison then deploys the remainder of its force anywhere in the town at least 18” from the town perimeter. These represent troops called to arms when the alarm is sounded.

Victory Conditions: Attacker wins if they outnumber the Garrison by at least 2:1 within the town boundary at the end of any turn.

Special Rules: This town has great historical significance to Gondor so warriors fighting for the Gondor faction do not have to take a courage test if the Garrison falls below half strength but will test if below 25%. Other good factions do not receive this advantage.
Helms Deep (HD)

Description & Layout: A stone fortress built into the side of the mountain. The walls are built on rock which projects at the base making it impossible to use siege towers. It has a wooden gate which can only be accessed via a causeway about 12” long and 6” wide

Deployment; Victory Conditions; Special Rules: No siege towers, otherwise as standard siege scenario above.

Lond Daer (LD)

Description & Layout: This was a major Numenorean Harbour but has now lost some of its former splendour. Built in more peaceful times it is not fortified. Details to follow soon
Lothlorien (LL)

Description & Layout: A woodland kingdom. Use all the trees you can get hold of. The whole table counts as woodland.

Deployment: The Garrison places 50% of warriors within 18” of the table centre. The attacker then places all warriors anywhere on the table at least 18” from the centre. The garrison then places the remainder of its warriors anywhere on the table at lease 2” from any enemy warrior but must be at least partly obscured by cover if within 6”. This represents the attacker being watched as he delves deeper into the wood.

 Victory Conditions: The Attacker wins if all the Garrison’s warriors have been removed as casualties otherwise the Attacker has been driven out. This represents the difficulty of finding and defeating an enemy entrenched in the dense forest.

Special Rules: Woodland, hence difficult ground as described in the main Lord of the Rings rulebook. Enchanted forest, all evil warriors suffer -1 to their courage.

Minas Morgul (MM)

Description & Layout: A terrifying stone fortress which was originally built to keep Sauron in Mordor but fell into evil hands centuries ago. It can only be attacked from the East or West unless an army made entirely of flyers is used.

The Eastern side has strong high walls built into the mountain. There are no trees to build siege towers and it is  a steep climb so the walls can only be scaled with ladders. All the terrain approaching the walls is rocky difficult terrain except a 12” wide road leading to the gate. 

The Western side is approached via a 12” wide road leading to a 6” wide bridge across a 12” ravine. The original gate has been reinforced but the walls are low enough to climb without ladders as no attack from this direction was expected when it was built. There is a 2” deep ledge between the walls and the ravine.

Deployment: The Garrison deploys its entire force within the walls. Attacker then deploys it’s entire force 18” outside the walls.

Victory Conditions: If, at the end of any turn the attacker outnumbers the Garrison within the Garrison deployment zone by at least 2:1 then the Attacker has won. In all other circumstances the Garrison has won.

Special Rules: Goblins, Spiders and Spirits are not affected by the difficult terrain. Ladders and a simple battering ram can be used in an assault but war machines cannot due to difficulty of access. War machines can be used in defence as they were brought up piece by piece. This is only an outpost so warriors on both sides do need to take Courage tests for being below half strength. Due to the evil which lurks there all good warriors (except the Army of the Dead) suffer -1 to their Courage and all evil warriors gain +1. This is in addition to any other effects on courage.

Mirkwood (MK)

Description & Layout: Castle wall set into mountain side edged by woodland. 50% of the area between the two deployment zones is woodland and classed as difficult ground. Gaps between the woody areas must be big enough to allow siege engines e.g. towers, to pass through.

Special Rules: Giant spiders lurk in Mirkwood. Every time the priority roll is a draw the attacking army must roll a D6. On the roll of 1-3 one of that faction’s warriors which is outside the castle (their choice) is removed as a casualty. If there are no warriors outside then none are lost. If the defending army choose to sally forth they will they will also be subject to this rule i.e. both will test and could both lose a warrior to the spiders.

Moria (MR)
Description & Layout: A large mine. It has a central cavern which is bisected by a 12” wide bottomless ravine. The ravine is crossed by 3 bridges each 3” wide. One side of the ravine is the Garrison’s zone the other side is the Attacker’s zone. The ravine itself is impassable terrain and entering it means certain death. The bridges are no man’s land. 
Deployment: The Garrison places 25% of it’s warriors touching the edge of the ravine. The Attacker then deploys its entire force. The Attacker rolls a D6 for each warrior and any with a roll of a straight 6 can be deployed in the Garrison’s zone. They must all be touching each other, at least one must be touching a table edge and they must all be at least 7” from any Garrison warriors. This represents them crowding in through a secret tunnel which they have chanced upon. All the other attackers are deployed in the Attacker’s zone. The Garrison then deploys the remainder of its force anywhere except on the bridges and at least 7” from any attacking warrior.

Victory Conditions: The Attacker wins if the Garrison has been reduced to 25% of its starting force and the Attacker outnumbers the Defender in the Defender’s deployment zone otherwise the Attacker has been driven back. This represents the importance of rooting out all resistance in the maze of tunnels.
Special Rules: Every time the priority roll is NOT a draw the loser must roll a D6. On the roll of 1-3 one of that faction’s warriors (their choice) is removed as a casualty. This represents accidents, Goblin ambushes etc. in this dangerous environment. Heroes can use FATE to avoid this as with any wound. This does not affect Goblins or Dwarfs so other races must be selected for removal if available. 
Warriors falling into the ravine (e.g. when pushed back) are removed as casualties. Neither side has to test for being below half strength as they would not be able to find their way out alone anyway. No cavalry or flyers (except bats & dragons)  are allowed to fight in this scenario.

Old Ford (OF)
Description & Layout: The 4’X4’ table is bisected by a 12” wide river. Most of the river is too deep to cross but the middle 18” is fordable. There are scattered trees and shrubs on both sides of the river. One side and the ford itself make up the Garrison’s deployment zone the other side is the Attacker’s deployment zone.

Deployment: Garrison deploys anywhere in their zone. The Attacker deploys anywhere in their zone but outside charge distance of the Garrison warriors.
Victory Conditions: The Attacker wins if they separately outnumber the Garrison by at least 2:1 both on the ford and on the Garrison’s side of the river. In other words they must capture the ford and secure the far bank.

Special Rules: The ford normally counts as difficult terrain for all infantry but is not usually deep enough to affect cavalry or monsters. In Spring & Summer roll a D6 at the start of the game. In the Spring on a roll of 1-3 the ford is difficult ground for cavalry & monsters (as well as normal warriors) due to flash floods.  In the Summer on a roll of 1-3 the ford becomes normal ground for all due to dry conditions. In Spring & Autumn warriors pushed back into the river during combat count as trapped when rolling to wound.

Osgiliath (OS)
Description & Layout: A city ruined by constant bombardment in this highly contested area on both banks of the Anduin. A 12” wide river runs North to South on a 4’X4’ table. A 9” wide bridge crosses the river off centre. Both sides are filled with ruined and/or heavily damaged buildings. 
Deployment: The Garrison deploys its entire force anywhere on one bank and the bridge at least 12” from any table edge. If attacking from the other side of the river the entire Attacking force is deployed anywhere on the opposite bank but outside charge range of the enemy. If attacking from the same side of the river they are deployed within 6 inches of the appropriate table edge but outside charge range.

Victory Conditions: In order to effectively secure the city the Attacker must outnumber the Garrison by at least 2:1 within the walls of every building which the Defender occupies. This is probably impossible in a single battle when attacking from the other side of the river and represents the challenge of rooting out all resistance.
Special Rules: This part of the Anduin is too wide and deep to swim. It can only be crossed via the bridge (which cannot be destroyed) or by boat. Boats are about 6”X5” and can hold a maximum of 20 man sized warriors and need a minimum of 4 crew. They cannot hold cavalry or monsters due to the difficulty of boarding and disembarking in battle conditions. It takes one game turn to board the boat and one turn to cross the river and disembark. If reduced to less then 4 occupants by shooting or magic before they cross then the boat drifts helplessly out of the game and any remaining warriors count as casualties.
Pelagir (PL)
Description & Layout: A fort built to protect the Anduin from attack by sea. Enemy ships attempting to sail up river cannot bypass the fort. Hence it must be taken by land and/or attacked directly from a ship using grappling hooks to scale the walls.
On a 4’X4’ table a 12” wide river runs east to west along one edge. The 12” square fort stands on the northern bank of the Anduin with its southern wall at the water’s edge. It has low stone walls, a tower on the south eastern corner and a wooden gate in the middle of the northern wall.
Deployment: The Garrison deploys first, anywhere within the fort. The Garrison has the option of placing up to 20% (points value) of its force on patrol. The patrol is placed anywhere on dry land with the warriors touching each other within a 6” diameter circle. 
For a land attack the Attacker deploys anywhere within 6” of the table edge the land attack would be coming from. For a water born attack the Attacker deploys in a ship touching the appropriate table edge. For a combined attack the forces are deployed in both ways as appropriate. None of the Attacking force may deploy in charge range of the Garrison warriors.
Victory Conditions: The Attacker wins if they out number the Garrison by at least 2:1 within the walls of the fort at the end on any turn 
Special Rules: Early Warning. The Attacker would normally take the first turn but the Garrison goes first if a) A water born or combined attack occurs (you can see the sails a long way off) or b) any of the Attacking force is deployed within 18” and in line of sight of the Garrison patrol.
Weathertop (WT)

Description & Layout: A small ruined watchtower about 12” diameter on a steep sided hill in the centre of the 4’X4’ table.

Deployment: The Garrison deploys anywhere within 12” of the table centre. Attacker deploys its entire force anywhere at least 6” from any Garrison warrior and 12” from the table centre. Hence, if the tower is not well guarded, some warriors my be able to get very close before being seen.

Victory Conditions: Attacker wins if they outnumber the Garrison by at least 2:1 within the tower at the end on any turn.

Special Rules: Watch tower - the Garrison takes the first turn, after that normal priority rules apply. 

White Mountain Pass (WM)
Description & Layout: A pass through the White Mountains. Dense rocky terrain about 9” deep runs along two opposite edges of a 4’ X 4’ table. This creates a corridor  about 2’6” wide. 
Deployment: Garrison deploys its entire force anywhere up to 12” from one edge which the corridor opens on to. The Attacker deploys anywhere within 6” of the opposite edge.
Victory Conditions: The Attacking army must get through the pass. The Attacker wins if at least one third of its warriors exits the far table edge via the narrow corridor. They can move on the rocky areas but cannot exit that way
Special Rules: The rocky areas count as difficult ground. Goblins, Dwarfs, Spiders and Spirits not affected.
5 Sea Battles

If enemy ships move into adjacent hexes they will fight. Detailed rules to follow. In the meantime it will have to be the pitched battle rules referred to in “Encounter” above.
6 Fair Play

I’ve aimed to create scenarios which are varied and challenging. Please play them with a spirit of fun and don’t look for the inevitable loop-holes. They may seem balanced against the Attacker. This is mainly intentional as invading enemy territory presents many logistical challenges and you cannot expect to gain an easy foothold. The key to winning is working with your allies in the Campaign turn to co-ordinate your advance and overwhelm the enemy.  

[image: image1.jpg]TGS SSIIE Firict SRS



[image: image2.png]


[image: image3][image: image4][image: image5][image: image6][image: image7][image: image8][image: image9][image: image10][image: image11][image: image12][image: image13][image: image14][image: image15][image: image16][image: image17][image: image18][image: image19][image: image20][image: image21][image: image22][image: image23][image: image24][image: image25]
























Garrison’s deployment zone





18”





Besieger’s deployment zone





18”




















Author: Rob Bowes                                                Page 11 of 14                                            Issued at: 26/07/2011 14:11:00

