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1 Introduction
A year in the making this campaign started life as the White Dwarf “Middle Earth in Flames” system but we quickly found that the campaign turns were impractical on a club night. With this system campaign actions occur during the week freeing game night for the actual battles. 
2 Objective/Campaign End
War in Middle Earth is a team game representing the eternal struggle of good against evil. The factions of each allegiance will need to support each other if they are to defeat the enemy. So Rohan might send troops to counter attacker a force besieging Gondor or the Elves might actually turn up to help defend Helm’s Deep!
Wars are won not just by winning battles but by taking and holding sites of strategic importance such as bridges, towns and ports on a hex based map of middle Earth. These sites also add to a warlord’s fame and act as landmarks which warriors will migrate to when called to arms. Hence these sites, called MUSTER SITES, affect how many reinforcements are available each turn. Also, taking part in a battle (win or lose) will increase the experience of a warlord which can improve the effectiveness of his forces.
The campaign lasts for 12 turns each representing one week (probably a month in real time). The campaign will end early if one allegiance is destroyed or all the Muster Sites are in the possession of one allegiance. The winning allegiance and most powerful warlord will be measured by the value of all Muster Sites held. The combined points value of all armies in the field and reserves will be used as a tie-breaker if there is no clear winner at the end of the 12th turn.
	Faction
	Allegiance
	Colour

	Gondor
	Good
	White

	Rivendell
	Good
	Blue

	Rohan
	Good
	Green

	Mordor
	Evil
	Red

	Isengard
	Evil
	Black

	Fallen
	Evil
	Violet


3 Factions

There are 6 factions. The campaign must start with equal numbers of good and evil factions.  These can be split between players in any way which provides this balance.
4 Armies
Factions start the game with one 200 point Garrison in their Capital surrounded by 6 armies of 300 points each. Each faction starts with 6 Experience Points (explained later), representing what they have learnt from previous campaigns. They gain reinforcements and can send armies from any Capital or Muster Site they hold. A faction must maintain a viable garrison in a Capital or Muster Site in order to retain control of it. It is assumed there are scouts, spies and messengers reporting the activities of the other factions. Hence details of movements are displayed on the campaign map and can be seen by all players.

Warlords issue orders via email and can communicate with their allies if they wish to develop a common strategy. They will have to anticipate the enemy as they will not know what orders the enemy warlords have issued in the same turn. This represents the warlord in his citadel commanding a general to capture a town or defend a bridge based on week old reports of enemy activity and results of battle etc.(i.e. the previous campaign turn).
Each faction can control a maximum of 6 armies which can be move. Garrisons are defensive and cannot move. Armies and Garrisons can reinforce each other if they are in adjacent hexes and not engaged in battle.
No two Armies, Garrisons or any combination can occupy the same Hex. A Garrison can become an army and move out of its Muster Site but the limit of 6 armies per faction cannot be exceeded and it will relinquish the Muster Site.
An army can range from 300 to 1000 points. Garrison sizes are dependent on the capacity of the specific site, see table in Recruit/Consolidate Section. 
4.1 Army Lists

The general and special rules for army lists appear in the Games Workshop “Legions of Middle Earth” book. The main ones are reproduced here for convenience, campaign specific rules are in italics below.
	Points Value
	Models
	Siege Engines
	Bow Limit
	Minimum Heroes (from the same army List)

	50-499
	3 to 50
	0-2
	33%
	1 with at least 1 Might Point e.g. a captain

	500-749
	3 to 75
	0-3


	33%
	2 with at least 1 Might Point each e.g.  captains OR 1 named* hero

	750-1000
	3 to 100
	0-3
	33%
	1 named* hero from the LOTR rule book AND 1 other with at least 1 Might Point 


Heroes should be appropriate for the warriors they are leading. For example, animals & monsters can only lead the same type but they can be led by men or Orcs. The Fellowship and the Wizards (not Saruman) can lead any good army. The Nazgul and Sauron can lead any evil army. 
*It is assumed that named heroes travel to where they’re needed most so they can fight in different parts of Middle Earth each turn. However, they cannot fight in more than one battle for the same faction in the same campaign turn. Even Gandalf can’t be in two places at once. Named heroes who can fight for more than one faction are allowed to do so in the same turn as controlling this would be too complicated to administer. Saruman & Smeagol can only fight on the evil side.
Riders of Rohan always pay for a bow but only a third can use them. To correct this imbalance the base cost of a Rider of Rohan will be 12 points with a cost of 1 point to add a bow.
4.2 Factions

Certain groups “historically” fought alongside particular factions so they can be represented by more than one army list from the “Legions of Middle Earth”. History has been slightly bent here to allow the more obscure models to be used and to create a balance e.g. all good factions can call upon the eagles, all evil factions can include the Nazgul. 

	Faction
	Permitted Army Lists From Legions Of Middle Earth

	Gondor
	Fellowship, Arnor, Grey Company, Tower of Ecthelion, Minas Tirith, Fiefdoms, Army of the High King, Rangers of Ithilien, Dead of Dunharrow, Durin’s Folk, Khazad-Dum, Erebor, Eagles of the Misty Mountains, Wizards (not Saruman)

	Rivendell
	Fellowship, Rivendell , Grey Havens, Eregion, Lothlorien, Thranduil’s Halls, Fangorn,  Durin’s Folk, Khazad-Dum, Erebor, Eagles of the Misty Mountains, Wizards (not Saruman)

	Rohan
	Fellowship, Riders of Eorl, Host of Hammerhand, Theoden’s Host, Fangorn,  Durin’s Folk, Khazad-Dum, Erebor, Eagles of the Misty Mountains,  Wizards (not Saruman), Wild Men of Druadan

	Fallen Realms
	Nazgul, Easterlings, Serpent Horde,  Harad, Far Harad, Corsair Fleets, Umbar, Moria 

	Mordor
	Nazgul,  Barad-Dur, Cirith Ungol, Black Gate, Dol Guldur, Minas Morgul, Moria, Angmar, Dwellers Below,

	Isengard
	Legions of the White Hand, Nazgul,  Isengard Raiders, Dunland, Moria, Angmar, Dwellers Below, Sharkey’s Rogues


4.3 Allied Contingents
Allies specified in the “Legions of Middle Earth” can be included in your armies. Each Allied Contingent must have a leader of its own. Any applicable archer limit applies separately to an allied contingent so 15 allied warriors would, in all cases except “The Grey Company”, be allowed a maximum of 5 archers. Allies must have a hero from the same army list to lead them.
Allied contingents are limited to a maximum of 25% of points which provides the opportunity for variety while ensuring that each faction retains its character. Additionally war machines (with experienced crew) can be borrowed from any faction in the same allegiance. So, for example, Rohan might use a Gondoran trebuchet or two when besieging Isengard. The 25% limit for allies does not apply to war machines but the siege engine limit above does apply to the whole army. 

5 Game Sequence
5.1 Issue Orders

5.2 Reinforce/Muster

5.3 Movement

5.4 Resolve Battles

5.5 Recruit/Consolidate

6 Issue Orders

All faction warlords will give their orders to the Campaign Moderator with the format: Faction, Army number or Garrison; Reinforce/Muster; Movement (if applicable) or drawn on a map. The Recruit/Consolidate actions are automatic. Substitutes should be appointed to cover holidays etc to keep up the momentum. The Campaign Moderator will carry out the orders and publish updated map with details of what battles must be fought. 
7 Priority

Various circumstances will affect how quickly an army responds to orders. Army size, distance from the warlord’s citadel, discipline, morale, tiredness, supplies, terrain etc. This is too complicated to calculate fairly so armies will be moved in random order. Priority is calculated using the random number generator in MS Excel after orders have been issued. Hence a warlord will not know until after all orders are issued if they can be carried out or if another faction has gained the advantage by attacking his army before it can move or getting to a specific location first etc. He will have to wait until his scouts tell him what is happening i.e. the updated map and list of battles is published.
8 Control Zone

Like the warriors in the battle game, each army/garrison has a control zone. This extends to the hexes adjacent to the one occupied. An army cannot enter an enemy control zone in any part of its movement without a battle unless that enemy has already been engaged in battle. In this case it can pass by or join the battle depending on orders but cannot pass through either occupied hex. That would mean strolling through a raging battle.
Additionally, an army in contact with a Muster Site held by the same allegiance shares its control zone (similar to a spear armed warrior providing support in a fight). Thus an army can protect a Muster Site from armies approaching from any direction by coming out to meet them in the field. 

This gives armies and garrisons a large area of control and allows heroic deeds such as holding a narrow pass for a campaign turn by sacrificing a small (“The 300”) force. Thus enemy Muster Sites have to be captured or given a wide birth. Either way they are a thorn in the side of a rapidly advancing army.
9 Reinforce/Muster
In this phase resources are distributed in multiples of 10 points.
9.1 New Armies

The maximum armies permitted is 6, if one is destroyed or merged then additional armies can be created up to the maximum. In order to muster a new army an accessible hex in the control zone of a Muster Site held by that faction must be available. A hex will not be accessible if it also lies within the control zone of an enemy army. You would have to attack and destroy one of the besieging armies first. This represents a relief army fighting their way through enemy lines. New armies must be viable (i.e. minimum of 300 points) but no larger than 600 points unless formed from the faction capital when they can be up to the maximum army size. 
9.2 Existing Armies

Depending on location warriors are drawn to your banner as you march proudly to war.
	Location
	Reinforcements Permitted per Turn

	In or adjacent to the Faction Capital
	300 points

	In or adjacent to other Muster Sites
	200 points

	Anywhere else
	100 points


See Experience Points for how to get bonus reinforcements. If an exclusive army (e.g. cavalry only) is reinforced it must keep the same configuration. This simplifies things and stops you travelling across the map at double speed and then adding loads of infantry from nowhere (how would they have caught up?).
9.3 Garrisons

Any garrison can be reinforced by a maximum of 200 points per turn if it can be reached from outside without passing through an enemy control zone. Thus 4 carefully placed enemy armies could besiege a capital and prevent it from being relieved.
10 Move Armies
10.1 Movement Points

Each hex is approximately 20 miles from point to point. The rate of movement is affected by terrain, army size, army type and familiarity with the locality. To represent this each army has 5 Movement Points plus bonuses per turn. Unused Movement Points cannot be carried over to another turn.
	MOVEMENT BONUSES

	Description
	Cumulative Bonus
	Notes

	Armies starting the turn within 3 hexes of the faction capital
	1
	Knowledge of local area gives a movement advantage

	Armies up to 500 points
	1


	Small armies are great for surprise attacks, raids etc.


The cost of movement from hex to hex is dependent on the terrain as indicated by the border colour.
	MOVEMENT POINTS REQUIRED

	Description
	Border
	Point(s)
	Special Rules

	Plains/ Tracks/ Roads
	Light Green
	1
	0.5 point for exclusively cavalry*

	Desert
	Yellow
	2
	1 for exclusively Southlands*

	Swamp
	Dark Green
	3
	Impassable to exclusively cavalry*

	Forest
	Brown
	3
	2 for an exclusively Elves/Elven Cavalry army or Dunadain/Ranger or Uruk Hai Scouts infantry army*

	Mountain
	Black
	4
	3 for an exclusively Dwarfs or Goblins army*

5 for an exclusively cavalry army*

	Ash Wastes
	Grey
	2
	0.5 for a Mordor army

	Fordable river
	Blue
	4
	Impassable to ships (too shallow/narrow)

	Sea/Broad river
	White
	0.5
	Ships only, otherwise impassable

	Boarding/Disembarking ships
	1
	Free for an exclusively Corsairs of Umbar army*

	Dividing/Merging Armies
	3
	Plus cost of crossing border!

	Exclusively flying armies*
	All borders 0.5 points, cannot end movement in a hex bordered entirely by WHITE. Flyers cannot fight in a hex entirely bordered by BROWN. Moria is underground so flyers cannot land there.

	* Exclusive armies remain so until that army is destroyed or dispersed. The mount’s movement overrules infantry. Mounts can be left behind and cavalry can fight on foot but the riders are exchanged for infantry on a model for model basis NOT point for point. The infantry version may only include warriors which could have been cavalry e.g. no Trolls or Ents!


An army cannot enter a hex which is already occupied by an enemy but it can pass through an unengaged hex or Garrison held by the same allegiance without stopping there (otherwise you wouldn’t be able to use a bridge which you occupied). When a Muster Site is controlled by an allegiance its borders never count as more than 1 movement point regardless of colour but can be less.

If an army ends its movement on an unoccupied Muster Site it is deemed to have claimed it. If the Muster Site is occupied the army must stop in the adjacent hex and fight for possession of the site in the Resolve Battles phase. If 2 or more armies aim for the same Muster Site the army with random priority that turn is deemed to have claimed it. If one or more of the other armies are from the opposing allegiance they will have to fight as if they had attacked the Muster Site in the Resolve Battles phase using the site specific scenario.
An army in a hex adjacent to a Muster Site held by the same faction will share its control zone (control zones will be explained later) so its movement can be calculated from any accessible hex adjacent to that Muster Site. This provides a movement advantage to holding a bridge, mountain pass etc. You cannot calculate movement from a hex which is in the control zone of an unengaged enemy as you would have to engage that enemy.
In order to continue receiving reinforcements after moving off the site the army must leave a Garrison to protect it. The minimum Garrison required to hold a site and the maximum capacity it can contain are dependent on its size. See table in the Recruit/Consolidate section. The Garrison recruits can come from the faction’s reserves and/or a friendly army in contact with it. If there are not enough resources available the army must either stay to protect the site or relinquish it.

10.2 Rivers and Ships
Rivers represent a major barrier to troop movements. The blue hex on the map is grossly out of scale but represents the logistical problems of taking an army with all its supplies and equipment across a river. An army is very vulnerable during a crossing so, to represent this, it will automatically suffer 10% of points in casualties if attacked while in a hex entirely bordered by blue. This is best avoided by crossing with no enemies nearby or using a bridge/ford indicated by one or more Light Green borders.
Ships have a maximum capacity of 500 points. This can be in any combination as it is assumed that the more expensive items such as war machines or a Mumakil take up more space. Ships can only set off from a harbour namely, Dol Amroth, Abrakhân, Pelagir or Lond Daer but they can land at any location where a white hex touches another colour. The warriors can return to the ship if desired and move on. Up to 20% of the force can be left as a guard (acting like a garrison). If any enemy army moves into the control zone of the ship there will be a battle. If the defenders are defeated the attacker can destroy or commandeer the ship as desired. 
Ships can enter rivers with white hexes but when they change to Blue they have become too narrow/shallow to support a ship and the warriors must disembark to one of the banks in order to travel further. The control zone of a ship extends to the hex either side of the river. Hence a ship would have to engage an enemy fortress/port before passing it.

10.3 Dividing and Merging Armies

Dividing, where one or more portion(s) of an army (in multiples of 10) moves into another hex or merging, where all or part of one army moves into a hex occupied by a friendly army are carried out in the Movement Phase. See the table above for the movement cost of this manoeuvre. Maximum and minimum army sizes must be observed. If two different exclusive armies merge e.g. Cavalry and infantry they will move at the speed of the slowest warrior. They must remain in the same proportions when calculating losses or reinforcing and also if they divide. This is to keep it simple. 
Armies which are attacked in the same Campaign Turn as merging or dividing are at a disadvantage. Hence they miss their first turn in the Resolve Battles phase (i.e. their opponent gets a free turn before normal rolling for priority.
11 Resolve Battles

See the separate “Battles” rules for details.

12 Recruit/Consolidate

The outcome of any battles is recorded. Points are added to the reserves to the value of the Muster Sites still held by each faction after battles have been fought.
	MUSTER SITES
	
	Value (Pts)
	Garrison Size (Pts)
	

	Name
	ID
	
	Min
	Max
	Wound Ratio

	Abrakhân
	AB
	50
	300
	600
	150%

	The Black Gate
	BG
	50
	200
	500
	150%

	Cair Andros
	CA
	50
	200
	500
	150%

	Crossing of Poros
	CP
	50
	200
	500
	50%

	Dol Amroth
	DA
	50
	300
	600
	150%

	Dol Guldur
	DG
	50
	200
	500
	150%

	Field of Celebrant
	FC
	50
	500
	1000
	NA

	Fords of Isen
	FI
	50
	200
	500
	50%

	Fornost
	FN
	50
	200
	500
	150%

	Helms Deep
	HD
	50
	300
	600
	150%

	Lond Daer
	LD
	50
	200
	500
	150%

	Lothlorien
	LL
	50
	300
	600
	200%

	Mirkwood
	MK
	50
	200
	500
	150%

	Minas Morgul
	MM
	50
	200
	500
	150%

	Moria
	MR
	50
	500
	1000
	NA

	Old Ford
	OF
	50
	200
	500
	50%

	Osgiliath
	OS
	50
	300
	600
	150%

	Pelagir
	PL
	50
	200
	500
	150%

	Weathertop
	WT
	50
	200
	500
	100%

	White Mountain Pass
	WM
	50
	300
	600
	50%

	Faction Capital
	
	200
	200
	1000
	NA

	Enemy Capital
	
	400
	400
	800
	NA


The high value of an enemy capital represents the fame it would bring and the damage to enemy moral. The lower maximum capacity represents the logistical difficulties of holding an unfamiliar city.
An Army must have at least 300 points remaining after a battle to remain viable. For a Garrison to remain viable it must be at least the minimum specified for that Muster Point. If an Army/Garrison is not viable it must disperse. This represents warriors’ natural self preservation when they know they’ll be massacred if they get caught by an enemy. If a victorious army/garrison does not have enough points to remain viable it seems unreasonable that they would disperse immediately after a victory. Hence they have a lifeline as described in the “Experience Points” section below. 

When armies disperse their points are added to the nearest Army or Garrison of the same Faction up to its maximum capacity. Any remaining points go to the next nearest and so on until they have all been allocated and any left over points are added to the Reserves. If sites are equidistant the points are shared equally. This represents warriors teaming up with the first friends they find.

13 Experience Points

An experience point is added to the faction every time an army (not Garrison) fights in a battle, win or lose. This represents warlords learning from their mistakes as well as from their successes.  Experience points can buy additional movement or recruits. 

13.1 Movement

Up to 5 additional Movement Points can be bought for any army at any time. One Experience Point buys one Movement Point. Thus an experienced warlord can, for example, carry out a surprise attack by crossing a mountain range faster than expected (a bit like Hannibal). It may happen that orders were issued using Experience Points but an enemy prevents or limits the movement e.g. by intercepting the army. In this case the Experience Points still count as having been expended – you’ve given your warriors a rousing speech or sent your best guide. You can’t take that back because your enemy chanced upon an easy route through the mountains, forest, swamp etc.
13.2 Reinforce/Muster

One experience point can be used to add up to a maximum of 100 points (in addition to the reinforcements limit) to any army or garrison in the Reinforce/Muster phase in any location. These points can be used to boost the army/garrison up to its permitted maximum. If it takes less than 100 points to reach the maximum the excess is wasted. You can’t share them between different armies or carry them forward.
13.3 Lifeline

A victorious army or garrison which has been reduced to below the minimum viable strength has a lifeline to avoid dispersal. This is done by using one experience point to add a maximum of 100 points to the force in the Recruit/Consolidate phase. If 100 points would not be sufficient then the army is too depleted to remain. This represents warriors drawn to your banner in the belief that you can repeat your success. In this case more recruits cannot be added in the Reinforce/muster phase using experience points but can be added from reserves as normal. 
14 Elimination

If, at the end of any campaign turn, a faction finds itself with insufficient points to field at least one viable army or garrison it will be eliminated from the campaign. This would be disastrous for the other factions in the same allegiance and could start a “domino effect” leading to the ultimate defeat of that allegiance so you must support each other. Any points the faction has left are divided equally between the surviving factions of the same allegiance to represent the few surviving warriors seeking refuge with their allies. From this point the eliminated faction will not field any armies but the remaining factions in the same allegiance can use warriors from the eliminated faction to form an allied army of up to 100% (instead of the usual 25%). They are still limited to their maximum of 6 armies. This is to allow the eliminated player to continue taking part, although in a diminished capacity.   
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