THE SIEGE OF BARAD-DUR,

Deeigned by Soott Busoh

Kear the End af the Second Age of the Middle Earth,
in the yesr 3430, tha Lagt Alliance of men and alvap
was formed to ocombat the T™eeurgent power of Sauron,
Led by Gi1-Galad the alvin Eing, and the high King of
Man Elandil, the Army of the lLamt Alliance deoisively
defeated the Dark Lord {Sauron) in the hattle of Cele-
brant. Sauren (and presumably his evil mervanta  the
Kazgul, mald by soma to be his Children) fled to his
Fortress-Prison, the Barad-Dur or Dark Tower. It with-
gtood a Saven Year Seigw, and then fall when  hunger
swept the ranks of the Oroe {the Army of Sauron mostly
consimtad of these Creaturem. They cemea in apsorted
eizea, had a leatherly hide and unpleasant temper, and
would as soon kill eaoh othar as the enamy but for the
powerful lesdership af Sauron) and reduced the garris—
on to & point of heing too weak to hold the fert. The
final weeks of this seige and the final masault form
tha subject of thim gama.

For mara information, refer to the works of J,H.H.
Toliden, mpeeifically the War of the Ringa.

Saguence of Play

The game 1m played in turms, Thera Are, striotly
speaking, two kindea of turna, Weekly turna reflact
the long-drawn-aut art of seige—craft. If, in one or
mora of thesa turna, one or more of the players wish a
battle (either A sortis by Sauron or an Agsault by the
ALA) & mspecial sequanna of tactloal turns is alipped
into tha gama.

Weekly turnai

1. The ALA puild their bridge section. To do thia,
placa ona of tha bridge counters on one of the 3
hexes marked with "B?, This heaxr oust always hae
the one farthasat from the Towar whieh doer not
have a bridge eounter on 1t,

2. Sauron now gete to fire hie catapulte st the
bridge in an attempt to demtroy it. A4 die roll
of "1%" of "2" rasults in destruetion of ibe
Bridge oounter. Eaeh Catapult may fire ence at
tha bridge in aach weekly turn, Aesuming that it
ie in range,

3. The ALA Player announoes whether or not ha wish-
a8 to make an aseault,

4. If the ALA playar did not wish to ameault, the
Sauren Player may wish to make a sortise, If so,
ha announcaes the fapt.

5. The tactioal rules Aare used to fight the battila,
asauming ona or the other player wished to fight
it. If not, skip this phase. The Player who ism
the inastigator of tha fight will move first.

6. Sauron must now explain what hle Oroe ere eating
for their suppar this week. Kote that he mtarias
with 25 unitea, and has only 200 food faotora. Am
eaoh factor feeds 1 unit for one week, this ia
enough for only 10 units for the 20 turns of the
Eame. Thim is better explained in tha "food"
seation,

7. The ALA replacae three of 1te lomt units.

8. The Papmage of & turn ims recorded.

The Mapmheat.
The Hexes filled with the shading re—
pragcant the Heavy Stona Walla of the
Dark Tower. These may ba oonsidered to
be wide snough to manuver a Battallon-
mived force, and to ba mclid. Unlte may
manuvar on suph hexes “realy, the prob-—
lem mtarts when the unit triem toc go up or get down.Te
g8t up you have two choloem: A Ladder, am per =1
or Asspaulting. Only ALL asn assault, and on-
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1y from the outside., It is sesumed that they are ue-
ing some kind of ladders. Climbing a lLadder ie auto-
watioally successful, comts 2 movament polnts, butk
any unit At the top gete a bonua of having its defense
factor doubled. Assault co=tm all movement factors,
and can only ha done by Sword and Bow unitse. It ia on-—
ly succesaful an a die roll of "1™ or na" and any ene—
oy unit on tap of the Wall is tripled. Naturally,whean
trying to olimb & wall, the eneay unit on top must ba
ramgved from him logation firamt,

Hote that the amaile i divided in two by a lateral
wall. Note that thim wall and the Neortharn Half of im
guter wall are higher than the Southern half, and are
psonnaated hy a leddar.

The shaded ring a&round the Tower representa the aida
of tha mountain on which the Tower atanda. These are
alope haxes, and cost 2 to enter. 4leo,
puok hexes hava an effect on Archery ran—
gea, aa followar When ahooting dewn hbhill,
the renge of tha weapaon im axtended by one
if the line of firs ervsees or extends im—
to a2 elope hax. Almo, when firing down,
the fagt that & fire unit is on the walle
of the tower alac adde one to the range. Aleo, fire
ie not allowed to paas through tuwo bexes of the walle
unless the target im also s wall hex.

Fire directed up at the uniis on top of the wall auf-
fara €rom that height., If lhe line af fire crosges a
wall hex the max mllowable range is redueced by ona.The
alopa doas not affect thia.

Unita at ground level may fire only through one wall
hex eide. Unite on the wall may only fire ihrough one
wall hex eide if the target is not on a wall hax.

The Forireme of Barad-lUur has gates, Ba
N

at right. These oan allow the frae pass— 7

age of troopa if open, and only Sauron or Q\_ LJ

a Battering ram can opan them., Troopa on

¥all top hexes may move acress such hexea

by stating that they are remaining at wall tap laval

and are crosesing on ecetwalkm. If & gate is cloeed, a
unit cannot snter it exeepting en tha top of the wall.

hssuming that a battering ram ean be gotten to a gate
of the Tower, tha ALA can attempt ta smash the gate on
his tagtieal turn. The ram cAn only bhe moved to the
Towar on & bridga. A die roll of 1 or 2 smashea tha
gate and three unite may move inte that hex. Tha gate
staye smashed for good.

in impertant fastor of the eesige was
the habit of the Orce of sortieing out
from the Barad-Dur by way of tunnals,
dug out from the bapemeni. Tha Tungeon
{(or basement. A flmor level under the
ground level) is porirayed to the right
of the wain wap by a2 amall map., A umit
can anter the dungeon from the tunnela
and/or the trap-doora. These have cer-—

tain epacial rulem,
Trap doore oost 3 movement points, end (:)
double the mirength of tha defandsr, re—

gardless of the dirsction of croes=ing. Kote that thie
im a varticle movement, and involves only putiing the
unit on the other map,

Moving through tunnela comte 1 point per hex,daefensa
is doubled mhould anyone wish to fight in one of them,
The tunnel exits, marked as at right on
the map, are presumed to be hidden and P
pan only be opaned or dug out by the orcs

Howevar, once & tunnel im open, it
Opening and clesing a tunn-

from the lnside.

remains so0 unless olomed.

al takes twa movement painte by & unit in that hex. Ams
there ie now way to hide the ends of thoee tunnels, it
im nepemsary to have s surprims rule. Which im, that
when & untt desires tou try to exit from a tumnel whose
exit 1a cccupisd by An enemy unit, a coin ie toseed,




and the winner 1s the surpriser, and immediately can
attask the other unit. Siecking ia not mllowed in tun-
nels excepting leaders.

The srea within the walle ias assumed to bae cocupied,
and otharviae cluttered, by shackes and huts. For this
Teason, tha dafenpe fector of all units i=a doubled,and
piesla fire only gnes one hex,

A Ore unit in tha Dungeon may dig ona hex of tunnel
each waekly turn. Naturally, two umits ocannot dig two
hexes of tunnel if the sacond oould only ba reachad by
way of the first, which ite not finiahed until the end
af thet turn,

The basement is considered to ba a built-up area and
is treated exmctly am the courtyard.

THE ORDER OF BATTLE

SAURON: 25 Oro, Sauron, 9 Ringwraitha, 6 catapult.

ALA 1 25 Sword, 10 Bowmen (Human), 20 Bowmen(elf)
10 Shields, 3 battering ramm, aix heraes,
eix catapulis.

TACTICAL RULES

In each tapgtical seguence, play is divided into pla-
yer turnse, coming in rotational saquence. Unlta begin
vhera they stopped last time.

The rulea are based losely upon the now-diacontinuad
SPI Gama "Dark Ages". Thay have besen simplified some—
what by the Editore to raduce bulk mnd io encourage a
nen-fantasy gamer to give it & try. This alan allows
you to play it immediately with no additional material
raquired.

Ths Unitat

Eeoh unit represents about 400 warm bodies or Oros.
The various numhers indicate ihe relative eirength in
varipus activitiaes.

Melee Attack Strength
Males Defanse Stirangth

\\Muvament
\

4 4 Y

Fire Combat

Strength — g
| ‘
Rangs 2
Unit type = ORC

Males attack
Malea Defanse -
Mavament =

Relative combat power on attack
Reletive combat power on defense
Maximum number of hexagcna (hexes)
¥hiok & unit oan movea in one turn.
May be reduced by terrain

Amount of asrrows, Tocke, eto that
the unit can project in one turn.
How far they oan throw it.

what the uvnit ia.

Fira Combat Strn

Ranga -
Type =

Note that Oro uniie have toth offensive Melde and fire
faatora. This is dus t¢ the mixing of howmen and swo-
rdmen in the umitse,

General Saguence of FPlay

The first player is the cone who miarted the battle.
The other 1m the =macond player.
Player turns alternate to form tactical turna.
ie made up of phases, as followa:
First Player Turn
Movement: 18t Player moves within limits of the
rulea on movemsnt,
Allogation: 1st Player indieates whioh unite
attagk whiobh enemy units.

Eaoh

will
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Dafensive Fire: Dafensiva units fire to disrupt
attacking eremy unite. Eaoh may fire once. Re-
member that catapults can fire only one phase in
aagh weak,

Offenaive fire: 1et player fires unitm in an atte—
mpt to disrupt defending units,

Combat Phgse: Conducted according to the rules.

Sacond Player turn.
Jumt like the firat except he moves his own units.

Mavament

The faator represents total poesible movemeni. It ia
not required to move all or even eny unita, There are
no zenes of oontrel. Unite may move through friendly
unite but net through enemy units., Up to three units,
and threa leaders, may stack in ona hex at the end of
a turn, Units may move once per turn. Unite destroy-
ing another by Melee combat may oeccupy its hex with =n
viev toward subsequent tranmportation of the bodies.
Such movement after combet im limited to one hex and

musi be executed immediately. Movement points are not
accunulative nor are they tranaferatble,
There is no facing. However, & unit atteacked from

two diractly opposite hexes by Melesa mtimcks ia redu-
ced to onse half of ite dafense faoter.

COMBAT

Combat ie divided into two typesz Miasls (or fire) .
and Melee (or Ground).

In both types of combat, the odds are determine
comparison of the Mismle{or Meles) attack faator of
the mttacking unit(e) with the Miesle (or Melsae) de—
fenee factor of the unite under attack. Rote that in
eanh player's turn, there is one phasme where the oppo-
nent will be firing at your unite, Of oourme, the ALA
are,1ln the overall asituation, attacking, however, it
le generally oonsidered that a given player is attack-
ing on his game turn. However, the othar player will
have an attack right in the middle of that., So,just
who is attacking and who is dafending ia decided
tha inetant the attack im made,

Unite with no fire strength may not make fire attack
and unite with ne offenslve Meles strength may not at-
tack by Melea, Oro units bave both capabllities, but
a given Oro unit cannot do both in one turn,

A1] unite with a fire factor may fira when attacked
by Meles, They may only fire at unlte mctually attao—
king them. Units whiah move adjmaent to enemy unita
ara raguired to stop immediately and wmowve rnoc further
during that turn.

Units may attack Bny one unit or atack of umits
which they are adjacent.

Miesla units may only firs at units within rangs,sd-
justed for terrain.

Unite are integral wholes and aanrot divde their fa-
otoras to attack two =meparate unite.

Fire units may not fire aver other umits unless the
fire unit is firing downhill and the other units is
below it.

Dafensive fire ie not mandatory, but at times 18 ve—
ry much the right thing +o do, The defensive fire im
conducted afier attaocks are annpunced but befors +thay
are made and thur takes is tell and may reduce the
odds a8t which the atiack was announced.

Offensive fire takeam place before melee gombat
alao may affect combat odds.

by
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411 attacking units, melee or fire, attacking a sin-
gle hex must be totalad inte a mingle attmck,

Each type of terrain has a certain valua assignad to
it for fire proteotion. Thie 18 without regard to the
number or type of coaupante of the hex, nor to the ty-
PR or numbser of units attecking by fire, This ie aal-
led the Fire Protection Feotor, and is as followst
Unite in tunnele=3
Unita on Walle {from below) =4
Clear terrain, bridge -2



Built up ares inside tha
walla of Barad Dur =4
Unite behind shields =6

411 umite on an atiacked hex must defend

The defnnme faotor af a stack of unite le a total,as
ta the attaok agalnst that unit or astack,

Unite attanked by melee defend with their melee des—
fenae mtrength. Units attacked by fire defand with a
atirangth equal to ihe defense mtrength of the hex.

The attaok fagtors are compared to the dafense faoi-
org and the reaults expressed Ba an oddms, with fracti-
ons golng in faver of the deferder.

The CBT 18 uped to resolve attaoke by comparing the
oddw with a random number., Thim 1s plecked by die.
The die ia rolled smeparately for each unit in the ata-
ok. Thus some unita oould be destroyed and other unaf-
fedted by the same attack,

DEMORALIZATION

Am a result of the CBT, a unit may he demoralized. A
unit in this atate has received soms shonk, either a
magsive fire attaok or the whole front row killed,auf-
flolent to pravent ite preformence of the function it
wae agaigned. To reflect thim, flip the unlt upeide
down, reverting 1t {to right side up at the end of +the
owning playera turn. Thus a unit demoralized by an
attack la stuck for & whole turn, whila a wmnit ocanght
by defensmive fire is mstuok for only the following oom—
bat phape. Presumebly, it will be attaokad by the ene-
my on his turn and finiehad off,.

‘Demoralized units whieh suffer s second much result
while in the etste originally are destroyed, Thua you
see the advantaga of firing arrows at someoms, and fo-
llowing up immediately with a melee attack.

I,FATRRS

It i to be noted that eaoch gide has certain comma—
nd or leadar counters. These inolude the 9 Ringurai-—
the and the elx Harces.

These bave tha advantage that they ocan ha added for
free to a stack, and vaatly increape 1te oocombat pow-
er. No more leaders may ba in a ataok than unita,how
ever. If a leader counter is in one stack which 1im
attagking anctbher, and the snemy stack does not eon-
taln & leader, or 18 not adjacent to one {naturally,
on 1ts own side) the unit ips mutematisally diarupted.
Aliernatively, leaders may fight saah other. Tf thay
are alone, simply usa the ochart. If with other units
the leasders fight first, then the lomper's umits, if

Bomeona does loas, ars disrupted and play oontinues,

Leadere ocannot be replaced if lost, Human Archers
cannot effeat Sauron or the Ringwralthas,

Sauron cannnt leave the keep until the lnner ocourt
ie breachad. Then he can have oombat, or try to get
out of the camtle by way of an unblooked tunnel.

If Seuron menagee to exlt the board, the nearsst two
leadera sngaga 1n combat with him. If Sauren oan beat
them, the gamm 18 & draw, regardless of anything elnse,

Sauron end the King of the Nazgul cannot be killed.

Leodara whioh are unmtaoked may be attaecked.They ean
funotion as a normal ground combat unit,

Leaders oan ba removed by destroying the unit they
are sisoked with or by leadsr ve leader combat, If Sa-
uron or the Kin of the Naggul (wralths) is "alimina-
ted" by this method, he is noneidered to be saptured,
and removed from play.

SHIELDS

4 phield ie & seml-portable atrunture whioh i=m used
to proteot psople from Arrow or Catapult fire. It hanm
a defense feotor of 6 againat fire, and doubles the
combat defense feotor. Atitack factors are halved for
the unit in the ahidld. These bonusea are in effect
only for attacke coming aoroes the ithres sides bounded
by heavy black lines,
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FOOD

Only Sauron need be bothered with food. In the ap-
rropriate phass of each weekly turn, Sauron must total
the number of hie unite (Oroe only, He and the EWrtha
have their own food) &nd subtracts one faotor from
the food supply. If there &re more orce than food,the
Sauron player must slaughter half of the unfed Cres to
feed the reat, This im orn the bagim of one unit feed-
ing one unit. Slaughtering may take placs when 1t 1m
not necemesary if you mee & resmsan for 1t,

Algso, if any unit is destroyed, it im repleced by =
blank counter. (Leader and Here units exempted).Should
an Oro unit manage to get on top of thim unit and ecar-
ry it baok ineide the walle, one point is added to the
food supply.

PANIC

4t the first of a combat mequence, befora doing any
of the firing and melesing, tota]l the number af unita
on eaoh sida, Do not ocount oatapults or bridgea or e—
ven shields, just units. Haros aount double, The king
of tha Nasgul triple, and Sauron ss four unita, When

either player's lossea reach one half of his total in-
i1tlal foroes, his Army Panioa. The rasulta zre asm
follown:

If the ALA Panios, it simply withdraws all units to
the adge hexea of the board and the battle ia over,but
the Orce and haul off the dead bodies and destroy all
of the bridge.

If the Orom Panio, and no 4ALA unita Aara on or within
the walla, the Oro player must immadiately move all of
hig units in a manner such ag to return inside of +the
valle or tunnels as scon as posaible. Any that do not
make it that turn heve a DF of 1 and are feir gama un-
til they ocan get home. When the last unit ia ingide,
tha battle is over.

If ALA unite are on the Wglla, the Oras pull back one
hex away from them and the Sattle 1s over,

If the ALA ip inside ihe walla, the Oros must pull out
of the compound thay oocupy, baok to the other one of
the two. The Battle is then over.

4dlternativaly, all unite are marked with something +o
indicate that they are paniced. Thesa unite cannot
attack and ha¥e & defense factor one half normal until
they are ralliad by a lesder, A Leader or Hero must
move into their atack and roll a die, with a result af
1-5 indicating that the unit hes rallied and revarts
to normal operationsa,

ASBORTED FINWAL CLARIFICATIONS AND THIRGS THAT SHOULD
HAVE EEEN SAID ELSEWHERE

Fire attacks ars made againet the dafense factor
the Terrain, Meles attasckm against that printesd on
the aountar,

If an Oro unit occuples a bridge hex not adjaeent ta
an ALA urit at the end of the Ore Playera turn, it may
destroy the Hridge hex.

Catapults osn be attackad and dastroysd by fire
Meles. They cannot be replaced, Remember that you
ara not dealing with only a machine but aleo a unit of
trained end irreplaceable artilleriseta.

Inooming ALA replacements are placed with pther ALA
'I.I.]"I.itﬂ.

Leader/Hero/Command counters ere not nonmidered food
and eannot oarry oorpemes. AlLA units may move corpses
out of harm'e way. Oro Corpmes and ALA aprpees Are
just as taesty to Oroms, both with feed them.

Whan a taotical scenario ende, the unite remain more
or lessm whare ihey are, meaning that thay oan retreat
or readjust their pomlitions. A teotioal batila is ov—
er when both players agree they have had enough.

Viotorys If Barad-Dur falle in 15 weekm, it im a
viotory for the Al&, If in 16-19, forget it, it wam a
tie, and if in 20 or more weeks, a vlatory for Sauron.

Gamers with apocess to & Dark Ages sat may enjoy pla-
ying thies game with the rules from that game.At least,
that 18 how Soott really intended it to be played.

of

or



	Page__Page_11
	Page__Page_12
	Page__Page_13

