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A game by Reiner Knizia, illustrated by John Howe
For 2 players ages 12 years and up. Playing time approx. 30 min.

The time has come for the final confrontation between Good and Evil in Middle Earth. Will the
Hobbit Frodo and his companions bring the Ring to Mount Doom in Mordor? Or will they fall
1o the forces of Lord Sauron and lose Middle Earth to eternal darkness?

Only one side can win!

CONTENTS

9 Good Cards (Gandalf) —— ' 9 Dark Cards (Sawron’s Eve)

I\ ‘

-

2 Fariant

Dark Cards

2 Variani
Crood Cards

9 Good Wall
Pieces

O Good Character

i Q Dark Character
Counters

(ne gameboard
& Counters

showing 16 regions



Setup

Before playing the game for the first time, carefully unpack
the cards and separate the cardboard counters,

One player controls the nine companions of the Fellowship
and is the Good Player. The other player controls the nine
Dark characters and is the Dark Player. Before the game
begins, players should familiarize themselves with both their
own and their opponent’s cards and characters.

* The Good Player shides the 9 Good character counters into
the Good wall counters so that the picture and text is facing
him (and not his opponent). The Dark Player slides the 9
Dark character counters into the Dark wall counters. Now
both players have 9 game counters, (Note: Your opponent
should not see which of your characters goes into which wall
counter).

+ Each player takes his 9 cards into his hand. The Good Player
takes the Good cards and the Dark Player takes the Dark
cards. (The 4 variant cards "Gandalf The White,"
"Shadowtax,"” "Recall to Mordor.," and "Palantir” are only
used in the variant game.)

- The Board is placed between the two players so that the cor-
ner with the Shire 1s pointing at the Good Player, and the cor-
ner with Mordor 15 pointing

* The Dark Player proceeds likewise: He places four of his
characters on Mordor. The remaining five characters are
placed n the five regions lving in front of Mordor (before the
mountains), so that each region has one character in it.

* No characters may be placed on the Mountain Range at the
beginning of the game.

Note: The characters must be placed so that the covered part
of the wall counter is facing the opponent, ensuring that each
player sees the identities of only his own characters.

Playing the Game

The Dark Player takes the first turn.
Play then alternates between the two
players for the rest of the game.

Movement:

During a player’s turn, he must move one of his characters
using the following rules:

* A character can only move forward. Characters can never
move sideways or backwards unless otherwise stated on their
character text or allowed by card play. (Example: Frodo’s text
allows him to retreat sideways if he is attacked.)

* Characters can never move

towards the Dark Player. The: memm—me——e———m o
mountain range runs in the
middle of the board between

the two players. I

Py

- The Good Player chooses
four of his characters and
places them on the Shire. The #||
remaining five characters are
placed in the five regions lying
in front of the Shire (before the mountains), so that each
region has one character in it

When it 1s a player’s turn, he must move one of his
characters forward into an adjacent region. If there
15 an enemy character in that region, then a battle
occurs. (Moving into a region occupied by an
enemy character is also called attacking.)

II}_‘*-‘_ 1i|

"JI sideways while in the moun-
tains (not even through the
use of cards or character text).
* Each player can have a max-
imum of four characters in the

shire and in Mordor.

* Each player can only have
|l one character in each moun-
tain region.

* In all othér regions each player can only have two charac-
lErs.

* A player can never move a character into a region that
already holds the maximum number of his own characters
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(not even through the use of cards or character text).

* A player can, at any tume, mix his characters in the same
region in order to confuse his opponent. (By mixing, a plaver
picks up his characters in a region, shuffles them behind his
back and places them back into the same region.) This is
always helpful when your opponent knows the identity of one
of your characters in a specific region. (Note: Characters from
different regions can never be mixed together in this way.)

« The River Anduin: The Good Player can use the river to
move his characters sideways (downstream) from Mirkwood
to Fangorn. or from Fangorn to Rohan, but not in the opposite
direction (from Rohan to Fangormn, or Fangorm to Mirkwood).
The Dark Player cannot use the river.

* The Tunnel of Moria: The Good Player can move his char-
acters through the Tunnel of Mora from Hollin directly into
Fangorn, but never in the opposite direction (from Fangorn to
Hollin), even if a character is retreating. If the Dark Player
reveals the Balrog in Moria, the Good character traveling
through the Tunnel 1s defeated without battle. The Dark
Player cannot use the Tunnel,

Battle;

It a character 1s moved into a region occupied by one or more
enemy characters, a battle occurs.

If a character 1s moved into a region occupied by more than
one enemy character, then the attacking player randomly
decides which opposing piece will be his opponent in the bat-
tle, and reveals only that enemy

character. (Exception: In the variant game, if the Dark Player
has used the "Palantir” on the contested region, his decision is
no longer random.)

Battle 1s resolved in three steps:

1. Reveal Characters

Both players now reveal their characters to their opponents
and read their characters’ text aloud. (Exception: If the Warg
15 participating in the battle, then the text of the Good charac-
ter 1s 1gnored. )

The Good characters Frodo and Pippin have the opportunity
to flee at the start of the battle before the Dark Player’s text
takes effect (with the exception of the Warg). Alter they have
been revealed and their text has been read aloud, they have
the opportunity to retreat sideways or backwards into an adja-
cent reglon.

A character cannot retreat into a region occupied by an enemy
character or a region with the maximum number of characters
in it. A character cannot retreat sideways in the mountains.

I neither character 1in the battle retreats, one or both of the
characters may be defeated based on the characters™ text. If a
character i1s defeated. that character 1s removed [from the
board and set aside.
2. Play Cards Nubibe Sucriflee
It neither of the characters have
retreated or been defeated after read-
ing the texts, then each player must
secretly select one of the cards from

Rerh | ona e

e SRl TREE =

-

TR L e

his hand. After both players have o
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selected a card, they reveal their card
choice simultaneously face-up on the table.
Some are Text Cards and have text on
them, while others are Strength Cards rep-
resented by a single number.

Text cards always take effect before Strength cards. It both
players reveal text cards, the Dark Player’s card takes effect
first.
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3. Compare Strengths altacker randomly decides which enemy character will be

If the battle isn't over after the text attacked, and the battle 1s resolved as described above. (Note
cards have been implemented, then that there may be up to four characters in the Shire, up to four
the Strength number of each player’s e  characters in Mordor, one character in the mountains, and up
Strength card (if he played a Strength TEEE I to two characters in all other regions.)

card) 15 added to the Strength value of his A player’s turn doesn’t end antil all battles are resolved and
character, The character with the lowest total Strength 1s only Good or Dark characters (or none at all) occupy each
defeated. It the total Strength of the two region.

At the end of a battle — also afier a retreat — the revealed non-
I Eve Of Sauran defeated characters are concealed and thus ladden from the
opponent again.

Game End

characters is equal, then both characters | 4 4 ‘
are defeated and removed from the game. — |

After a battle, the used cards are discard-
ed and placed face-up beside the game
board. When all nine of a player’s cards
have been used. that player takes all his
used cards back into his hand.

i smines i 343 * The Good Player wins immediately 1f Frodo enters Mordor
After a battle, if there are still additional enemy (regardless of whether or not there are any enemy characters

characters in the contested region, another battle begins. The in the region).

* The Dark Player wins immediately if he has three characters

in the Shire, or if Frodo 15 defeated.
Battle Summary

|. Both battling characters are revealed. The charac- + If a player is unable to move a character during his turn, he

ter text is read aloud and takes effect. Based on this | loses immediately.

text, some characters may retreat, and others may be

defeated. We recommend that vou play two games. Each player should
play the Good Player once and play the Dark Player once.

2. If the battle is still not decided, both players The winner of each game receives one point for each of his

-_-‘,imulmncnugl}-' choose and F}].‘_‘!_}-' one card -J_pic.;:q: l'EII’IE!iI‘iil'LI;,Jr characters, and the loser receives no []Gil‘ll’!i. After

from their hands. Cards with text are read aloud and wo games, the player who has the highest number of points

take effect. The Dark Player’s text card takes effect wins.

first.

3. If the battle is still not decided, add the Strength
of the characters to the numbers of their Strength
cards and compare the characters’ total Strength The C hara_{:ters
values. The character with the lowest total Strength
is defeated. If the total is equal, then both are defea-
ted.

The number in parentheses after each character’s name indi-
cates that character’s Strength value.
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Good Characters:

Frodo (1):

Frodo can retreat sideways when attacked, but not if he
himsell is the attacker, Frodo cannot use his ability in bat-
tle mgainst the Warg. Frodo can only use his ability 1o
retreat at the beginning of a battle, and not when cards
have already been played. The retreat doesn’t count as o
normal move. Frodo can never retrent sidewavs in the
mountains,

Sam (2):
I Sam 15 1n
the same
Tegion as
Frodo, then
he has a
Strength
valoe of 5,
and may fight
i Frodo's
place if Frodo
15 attacked
first — even in
battle agamst the Orcs. The Good Plaver must reveal both
Frodo and Sam at the beginning of a battle in order to
prove Sam’s strength. In battle against the Warg, the texi
on the good characters (and therefore also Sam’s special
ability) 1s ignored. Since the character limit in mountain
regions 1s one, Sam can never accompany Frodo in the
mouniains.

Pippin (1):

When Pippin attacks, after he and the enemy character are
revealed, he can retreat backwards 1o an adjacent region -
but not if the enemy character is the Warg. If Pippin is
attacked, he cannot retreat. Pippin can only use his ability
to retreat at the beginming of battle. and not when cards
have already been played. The retreat doesn’t count as'a
normal move.

Merry (2):

Merry defeats the Witch King immediately, before any
cards are played. In battles against all other ecnemies, the
usual rules apply.

Gandalf (5):

In a battle agamnst Gandalf; should the battle come 1o play-
ing cards, the Dark Player must choose and play his card
lirst (though not if the battle is against the Warg). If the
Drark Player plays the "Magic" card (see below), this is
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resolved before the Good Playver must play a card. Afier
the Dark Plauyer has revealed his card, the Good Player

chooses and plays his card (the good plaver must play a
card, even if the Dark Player played his "Retreat” card).

Aragorn (4):

Aragorn can move into any adjacent region — forward,
sideways or backwards — il he attacks at least one enemy
character by doing so. Otherwise, Aragomn can only move
torward mto an adjacent region like the other characters.
Aragom can attack the Warg using his special ability,
since he uses his ability before he enters the region with
the Warg. Aragorn cannot attack sideways in mountains.

Legolas (3):

Legolas defeats the Flying Nazgil immediately, before
any cards are played. In battles against all other enemies,
the usual rules apply.

Gimli (3):
Gimli defeats the Ores immediately, before any cards are
played. In battles against all other enemies, the usual rules

apply.

Boromir (0):

If Boromir is attacked, or attacks an enemy character, both
characters are defeated immediately. The only exceptions
are the Warg (in any region) and when Boromir uses the
Tunnel of Moria while the Balrog occupies Moria.

Dark Characters:

Balrog (5):

It the Balrog is in Moria when a Good character uses the
Tunnel of Moria shorteut (from Hollin directly 1o
Fangorn), the Dark Player may reveal the Balrog (o
mstantly defeat the Good character without a battle, Frodo
cannot, when using the Tunnel through the mines, make
use ol his ability to retreal. The Balrog itself remains
unharmed. Even Boromir cannot harm the Balrog in this
situation.

Shelob (5):

When Shelob defeats an enemy character, she is immedi-
ately retumed to Gondor. 1f there are alieady two other
Dyark characters in Gondor, Shelob is defeated and
removed from the game,



- Witch King (5):

The Witch King can move sideways mto an adjacent
region if he attacks at least one enemy character by doing
50, Otherwise he can only move forward into an adjacent
region like the other characters, He can never attack side-
ways in the mountains,

Flying Nazgul (3):
| The Flying Nazgill can move to any region on the board,
as long as that region 1s occupied by & single Good charac-
ter. If moving into an unoccupied region, or a region with
multiple enemy characters, the Flying Nazgal can only
move forward into an adjacent region like the other charac-
lers.

| Black Rider (3):

The Black Rider can move forward any number of regions
if he attacks at least one enemy character by doing so. [f
the Bluck Rider does not want to attack, then he can only
move forward into an adjacent region like the other charac-
ters, The Black Rider may never move into or through a
region already containing the maximum number of Dark
characters, nor may he move through a region occupied by
one or more enemy characters,

Saruman (4):

Suruman can decide that no cards shall be used in battle, 1F
no characters are defeated (or retreat) betore cards are
played, then the Dark Player may choose that the battle
will be decided by the characters’ Strength values only. All
other normal rules for battle apply.

Ores (2):

When the Orcs attack, they immediately defeat the first
attacked Good character, Frodo may retreat sideways
before the Ores defeat him in this fashion. |1 further battles
follow, the Ores do not have their special ability for the
remainder of the twm. Gimli immediately defeats the Ores
and is therefore unharmed. 1 the Ores battle against
Boromir, both characters are defeated. The Ores have no
special ability when attacked by a Good character.

Warg (2):

In battle ngainst the Warg, the Good character’s text has no
effect. Only Aragorn can use his ability since he uses his
ability in the adjacent region, before the battle against the
Warg.

Troll (9):

When it comes to playing cards in battle with the Troll, the
Dark Player's card has no effect. The Dark Player must
still play and discard a card, even though that card has no
cifect in the battle.

The Cards

The Good Cards:

Five of the Good cards have Strength values ranging from |
to 5. The other four cards are text cards, which are explained

below.,
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Magic:

Both players have one "Magic" card apiece, which they
can play during battle. A player who plays this card may
immedintely replace it with any one of his discarded (pre-
viously played) cards. 1f both players play their "Magic”
cards simultancously, the Dark Player chooses first,

Naoble Sacrifice:

I this card is played, both characters involved i the battle
are defeated — unless the Dark Player played his "Retreat”
card, in which case neither character is defeated (but both
cards are stll discarded).

Elven Cloak:

When the Good Player plays this card and the Dark Player
plays 4 number card, the Strength value of the number card
s ignored. If the Dark Player plays a text card, however,
then the Good Plaver's "Elven Clpak™ card has no effect,
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Retreat Backwards:

The Good Plaver moves his character backwards into an
adjacent region, as long as this region contains no enemy
characters and isn't occupied by the maximum number of
characters.

The Dark Cards:

Six of the Dark cards have Strength values ranging from |
to 6, The other three cards are text cards, which are
cxplamed below,

Magic:

See the explanation under the Good cards.

| The Eye of Sauron;

When the Dark Plaver plays this card and the Good Player
plays u text card, the text on the Good card is ignored. If
the Good Player plays a number card, then the Dark
Player’s "The Eye of Sauron” card has no effect.

Retreat Sideways:

The Dark Player, if able, moves his character sideways
into an adjacent region, as long as this region contains no
enemy characters and isn't occupied by the maximum
number of characters. In the mountains, characters can
never move sideways. When the Dark Player uses this
card (o retreat from a battle, the Good Plaver’s "Noble
Sacrifice” card has no effect.

Game Variant

The variant game includes four
additional cards, which are used

differently than the cards of the
basic game.

The Good Plaver displays the
cards Gandalf the White and
Shadowfax in front of him. The
Dark Player displays the
Palantir and Recall to Mordor in
front of him. These cards can
only be used once and are then
removed from the game.

Shadowfax:

Druring the Good Plaver’s turn, but before he moves a char-
acter, he can use the Shadowfax card to move a character
torward to an adjacent region as long as there are no Dark
characters in that region or that region does not contain the
maximum number of good characters. (The character can
move through the Tunnel of Moria, and is defented normal-
Iy 1t the Dark Plaver reveals the Balrog in Mornia.) The
Good Player may move this character normally during his
turn 1f he wishes.

1 Gandalf the White:

This card must be played after the Dark Player hos finished
his tumn. In order Lo us¢ Gandalf the White, the Good Plaver
must skip hig entire turn. Use this card 1o bring a defeated
Ciandalf back into play, by placing the Gandalf character in

| Fangorn. The Good Player may not do this if Fangorn is

occupied by any enemy characters, or two other Good char-
acters. 1his card may nol be used unless Gandalfl has
already been defeated once.




Palantir:

The Dark Player may play this card during s turn 1o
revenl all the Good characters in one region, except in the
Shire. The Good Playver may not mix the characters in this
region until after the Dark Player's turm 15 over.

Palantir

Recall to Mordor:

This card must be plaved after the Good Player has fin-
ished his tum. In order 1o use Reeall to Mordor, the Dark
Player must skip his entire (urm, Use Recall 1o Mordor 1o
tuke one of the Dark characters on the board and place 1t
back in Mardor. The Dark Player may not do thisaf
Muordor is occupied by any enemy characters, or four Dark
characters.

To balance a game between two players of different abilities
(that is, if one player is much better than the other), the weak-
er player should use his two variant cards, while the superior
player should not.

The HHlustrator:

The native Canadian John Howe lives with his family in
Switzerland. He is regarded as one of the most brilhant
Tolkien illustrators in the world. In Peter Jackson’s great "The
Lord of the Rings" movie trilogy, John Howe worked on con-
cept art and illustration with his acclaimed colleague Mr. Alan
Lee.

The Author:

Reiner Knizia was born in 1957 in [llertissen, Germany.
Today the doctor of mathematics lives in England and dedi-
cates himself entirely to game design. Reiner Knizia 18
regarded as one of the best and most prolific game designers

in the world and has received numerous honors worldwide for

his games.

Thanks to:
Reiner Knizia thanks David Farquhar for his contributions to
the development of the game and also thanks all the game

testers, especially Matthew Dodkins, Kevin Jacklin, Chris
Lawson and Les Murrell.

Graphics: Bluguy Grafik-Design, Munich

Translation: Anders Petersen

Editing: Christian T. Petersen, Darrell Hardy, and Greg
Benage

2002 Tolkien Enterprises

€ 2002 Sophisticated Games Lid.

() 2002 Fantasy Flight Games, 1975 West County Road B2
Suite 1, Roseville, MN 535113, USA,

Phone: 651-639-1905, Fax: 651-639-1764

Web: www.fantasyllightgames.com

E-mail: figla fantasythghtgames.com

All Rights Reserved. Made in Germany

The Lord of the Rings and characters and places therein are
irademarks of Tolkien Enterprises, Berkeley CA and are used,
under license, by Sophisticated Games Litd.

Distributed in the U.K. by Esdevium Games, Unit 2,
Riverwey Industrial Estate, Newman Lane, Alton, Hampshire
GU34 20L., United Kingdom.




€ R N = e RN = S M= = BT DN /) Sl
- iy . ) s - ‘_.ll > & ol > ~d ) " > 1.' A
'r i A ( "'.r: ! rf"-l I (n) ff ] "rll' .|| 'r'|" (s "-r 3 Ilrr' rl' )] 'II'.E Ir" J |' rI ) {f ) ||-' ]llll.r" I} |.: )] I_":I';* ) :Iﬁ.i' .I.:r \ (¢ /) |_!r

r _‘J -

il —

J
—l

A A

_'-I.J.u Ji 3 ER

FRODO SAM GiMLU
When attacked, When with Frodo, Instantly defeats the
may reireat side- is Strength 5 and Ores
Ways may replace Frodo
in battle
PIPPIN LEGOLAS MERRY
When attacking, Instantly defeats the Instantly defeats the
may retreat hack- Flying Nazgil Witch King
wards
GANDALF ARAGORN BOROMIR

The Dark Plaver
must play his card

Both Boromir and
Enemy character

May attack any
adjacent region

GOOD PLAYER

first are instantly defeat-
ed
3 i - 2 _ r B i Y
L8 200 3 400! S 5 Retreat Elven Cloak
Immediately retreat kgnore the strength of any Number
backwards Card played by the Dark Player
E: B, N
ad Noble Sacrifice - Magic
g%h‘ Both Characters are @-H immediately replace this card with a
4 immediately defeated | e card that you have previously used
3 A < |

ORCS FLYING NAZGUL

When attacking, May attack a single

instantly defeat the i Good character

first character anywhere on the
board

SHELOB . BALROG 5 WITCH KING

BLACK RIDER
May move forward
any number of
regions to attack.

After Shelob defeats When in Moria, ¥May attack side-
an Enemy character, | instantly defeats wavs .
she is immediately any Character

returned to Gondor 2| using the Tunnel

CAVETROLL

The Dark Player’s
card has no value
or effect

SARUMAN ' ) WARG

May decide that no = Enemy character’s
cards are played - TN text is ignored

Magic Retreat

immediately replace this card with a Immedlately retreat
card that you have previously used sideways

DARK PLAYER

Ignore the effect of any Text Card
played by the Good Player
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