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The Confederacy first demanded Eldacar's abdication. Then, when he refused, they gathered their forces and marched on 
Osgiliath. In response Eldacar mustered his own forces, including those who answered his call from Rhovanian. And so 
began the Kin-strife.  
 
 
Minas Ithil fell to rebels within its own walls who were loyal to Castamir. But Eldacar succeeded in establishing a 
defensive line along the river Erui, and fortified both sides of the Anduin where the Erui gave into it. And so for a time, 
Castamir's northward advance was thwarted.  
 
Castamir's forces finally breached the Erui line of defences in the spring of 1433, allowing them to sail up the Anduin and 
land forces behind the King's lines in Anorien and Ithilien. But the Prince-president of Minas Anor, still loyal to Eldacar, 
barred the passage of the Pelennor on its western bank, whilst the hill forts in Emyn Arnen shut the rebels out of North 
Ithilien, thereby protecting Osgiliath. And so both sides prepared for an extended conflict. 
 
Eldacar's men held for four years. But, finally, the strategic hills about Emyn Arnen were lost, and Minas Arnor, sensing 
defeat, sided with the traditionalists and surrendered in the autumn of 1437. With both the western approach to Osgiliath 
open to him from Minas Anor, and the northern approach open from the hills of Emyn Arnen, Castamir lay siege to 
Osgiliath, Gondor's capital. Osgiliath, however, was not built to withstand such an attack, having relied on Minas Anor and 
Minas Ithil for its defence. And within but a few months, Osgiliath fell. 
 
Eldacar's eldest son, Ornendil, held the Great Bridge against the enemy, allowing the King and his supporters to escape 
into North Ithilien. And from there, they escaped into Rhovanian, where they found refuge with the kinsmen of Eldacar's 
mother.   
 
Ornendil himself was captured by Orodreth of Morthond, who knew that by offering Ornendil mercy, the people of 
Osgiliath would surrender without further bloodshed. However, others amongst the rebels, jealous of Orodreth's authority, 
accused him of treason through his mercy towards Ornendil, and, in order to prove himself loyal, Orodreth was ordered by 
Castamir to kill Ornendil. On witnessing this act, the people of Osgiliath rose up in anger, and in response Castamir 
ordered them slaughtered and the city put to the torch. An evil which was to be long remembered.  
 
And so, with Gondor taken, Castamir was proclaimed King, rightful heir to the throne. 
 
 
Leaving Osgiliath in ruins, Castamir returned to Pelargir, naming it the new capital of Gondor. This favouring of the south 
did nothing to aid his reputation in the north, however, and the next four years saw growing unrest amongst the people of 
Gondor. And seeds of dissention, sown both by Castamir's indifference to the north and also by rumours that Eldacar was 
mustering forces to return and reclaim his throne, ensured that increasingly the inhabitants of north Gondor saw 
themselves as a conquered people, ruled against their will by Castamir. 
 
In the 1440s, rumours began to circulate that a great host was gathering in Rhovanion under the banner of Eldacar. To 
counter this, Castamir sought to raise garrisons at Minas Anor and Minas Ithil. Minas Anor responded, but Minas Ithil rose 
in revolt, declaring for Eldacar. And before Castamir could put down this rebellion, Eldacar's forces made themselves 
known, moving south towards Gondor. The King was returned. 
 
The year is 1446 of the Third Age of Middle-earth, and the final act of the Kin-strife is begun. 
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NNeeuuttrraall  NNaattiioonnss  
 

NNeeuuttrraall  NNaattiioonnss  CChhaannggiinngg  AAlllleeggiiaannccee  
Neutral nations have until turn 12 to change allegiance. Which is to say that turn 12 is the last turn they can attempt to 
change. If a neutral nation does not change by turn 12, they may continue to play the game, but cannot win. 
 
The two neutral nations are encouraged to each choose a different allegiance, and to change allegiance sooner rather 
than later in the game. This is achieved though the incentive of a prize for doing so.  
 
Specifically: 
× The first neutral nation to successfully change allegiance gains the prize 
× If the other neutral nation successfully changes to the other allegiance, on the same turn or subsequent turns, 

they also gain the prize 
× If both neutral nations successfully change allegiance to the same allegiance on the same turn, neither gains the 

prize. 
 
The prize gained is based on the turn that the nation changes allegiance, as follows: 
 

Turn Prize 

1 ï 4 One character who is not already a champion becomes a champion. 
20,000 gold, placed in the nationôs treasury. 
Upgrade one town to a major town 

5 ï 8 One character who is not already a champion becomes a champion. 
Upgrade one town to a major town 

9 ï 12 One character who is not already a champion becomes a champion. 

 
The character who becomes a champion is the character with the highest combined skill ranks. 
 
Prizes are gained at the end of the turn when the nation successfully changes allegiance. 
 
 

PPrree--aalliiggnneedd  NNeeuuttrraall  NNaattiioonnss  
If a game is to have pre-aligned neutrals, then unless otherwise stated the Line of Tirkhor will start the game as a Loyalist 
nation, and the Khazad will start the game as a Usurper nation. In such a case, they are considered Loyalist and Usurper 
accordingly for all starting options. For example, Castamirôs Bribes, which can affect all Usurper nations, will also also be 
able to affect affect the Khazad. 
 
 

OOrrddeerr  FFoorrmmaattss    
Orders for this game will only be accepted in the form of a file generated by Automagic or MEOW, sent to us attached to 
an email. Both these order-writing packages are freely available on request, or from our website. We will not accept 
orders for this game if they are sent on paper, faxed, 'cut and pasted' from Automagic or MEOW into an email, or written 
in the body of an email. 
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##11  ςς  LLiinnee  ooff  EEllddaaccaarr    
 

BBaacckkggrroouunndd  
"But is it?" Eldacar muttered. "Or is it just foolish pride?" 
 
"Eh?" Started out of his own reverie, Vidurafin looked up from the fire's hypnotic dance to where Eldacar sat opposite him. 
"Did you speak?" 
 
Eldacar was silent for a long moment. "I was wondering. For close on ten years I've worked to regain the throne. Lives 
have been lost, and countless more men will die in the battles ahead. Always I tell myself that the cause is just, that 
Castamir is not fit to sit upon the throne of Gondor. But what if I am fooling myself? What if it is just pride that drives me, 
and the desire for power? After all, the blood of the Dunedain runs weaker in my veins than Castamir ï perhaps he should 
be allowed to rule?" 
 
Vidurafin sighed. "If I had a coin for every time I've heard you question yourself..." 
 
Despite himself, Eldacar smiled. "Then we'd be able to buy our victory. I know, I know. But stillï" 
 
"But still you continue to torture yourself. And it is proper that you do so ï a leader who does not doubt, who does not 
consider the cost of what he is doing, has no right to rule. So let me ask you: do you think that Castamir counts the dead 
whose lives bought him the throne? Do you think he suffers nightmares and feels guilt over his actions? No. And that is 
why he is not worthy of sitting on the throne, and that is why you must do what you do." 
 
Eldacar nodded. 
 
"There is truth in what you say, I know it. And yet what is done is done. My actions will not restore those who died in the 
war to life, all they will do is add to the tally of lives lost. So is it not better to leave him the throne even if, as you say, I 
might rule the more wisely, if so doing will save lives? Who am I to decide to send thousands to their deaths?" 
 
"You're right." Emerging from the shadows, Vidustain joined the conversation. 
 
Eldacar, rousing himself at the sight of his friend, grinned. "Why, thank you for your vote of confidence. Shouldn't you be 
on patrol in the Brown lands, making yourself useful for a change?" 
 
Vidustain shrugged, settling himself by the fire. "The morning is soon enough to set off. But I meant what I said. You are 
right. It is not your place to decide whether or not we should fight this war." 
 
Eldacar frowned. "I had thought you spoke in jest. After all, have I not heard you speak on many occasion of the time 
when you and I will ride in victory through the gates of Osgiliath? Do you now doubt this cause is true? If so, I urge you to 
speak of it, and freely." 
 
Vidustain waved his hand in dismissal. "No, no, you misunderstand me. When I say that it is not your place to decide 
whether to fight, I do not mean that we should not, but rather that the decision is not yours to make. Was never yours to 
make." 
 
Vidurafin nodded. "My son speaks wisdom. For a change." He ducked as Vidustain flung a chicken bone his way. "You 
always speak as if this war is bought about at your bidding. But ask the rebels who took back Minas Ithil who they fight for, 
and it won't be your name they mention. They fight for their families and their friends held captive, or who are forced to 
work more as slaves than free men in the fields and in the garrisons. They fight for their homes, and for their freedom. Or 
ask the men of Rhovanion why they support you, and the answer will be as mine, that without a Gondor they can trust, our 
lands will ever be threatened. 
 
"No, the decision to go to war is not yours. War will come whether you wish it or not. Your part is to be all that they expect 
you to be, and to shoulder the burden of doubt that they need not bear it themselves." 
 
For a moment the silence was broken only by the soft crackle of the fire. Then Vidustain gave Eldacar's shoulder a push.  
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Option Cost Option Additionals Default? 

01R046  500 Discover the IDs of 5 random Artifacts not held by Nations or 
Characters (including NPCs) at game start (duplicates are possible). 

  

01R047  500 Discover the IDs of 5 random Artifacts not held by Nations or 
Characters (including NPCs) at game start (duplicates are possible). 

  

01R048  400 Discover the IDs of 3 random Artifacts not held by Nations or 
Characters (including NPCs) at game start (duplicates are possible). 

  

01R049  700 Discover the SNAs of 2 specified NPCs. 2 NPCs  

01R051  500 Discover the SNAs of 2 random NPCs (duplicates are possible).   

01R052  1500 Discover the SNAs of 4 specified NPCs.  4 NPCs  

01R053  1100 Discover the SNAs of 4 random NPCs (duplicates are possible).    

01R054  2200 Discover the SNAs of 6 specified NPCs.  6 NPCs  

01R055   1500 Discover the SNAs of 6 random NPCs (duplicates are possible).   

01R056  500 Discover the ID and name of Artifacts held by a specified NPC 
Character. 

NPC  

 
 

TTaabbllee  VV  ςς  SSppeecciiaall  NNaattiioonn  AAbbiilliittiieess  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

01V001  4000 New Emissaries can start with an Emissary skill rank of up to 40 when 
created using the 734 ï Name Emissary order 

  

01V002  5000 New Armies may be hired at no cost using the 770 ï Hire Army/Navy 
order. 
New Armies start with a morale of 40. 

  

01V003  2000 The following scouting and recon orders issued work as if the 
Character has double the relevant skill rank: 

905 ï Scout Army/Navy 
910 ï Scout Area 
915 ï Scout Hex 
920 ï Scout Population Centre 
925 ï Recon Area 
930 ï Scout For Characters 

  

01V004  5600 New Emissaries can start with an Emissary skill rank of up to 40 when 
created using the 734 ï Name Emissary order. 
New Armies start with a morale of 40. 
The following scouting and recon orders issued work as if the 
Character has double the relevant skill rank: 

905 ï Scout Army/Navy 
910 ï Scout Area 
915 ï Scout Hex 
920 ï Scout Population Centre 
925 ï Recon Area 
930 ï Scout For Characters 
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GGeenneerraall  IInnffoorrmmaattiioonn  
 

SSttaarrttiinngg  GGoolldd  
29,760. 
 
 

CCaappiittaall  
Buhr Waldmarh (Located at 3213) 

 

CChhaarraacctteerrss  ooff  NNoottee  
× King Vidurafin of Rhovanion.  

 
 

SSttaarrttiinngg  CChhaarraacctteerrss  
Character Command Agent Emissary Mage Stealth Location Notes/Items 

Aerlac 30 0 0 0 0 3213 Army Commander 

Ailgrawen 0 20 0 10 0 3006 Female 

Amandiril 30 20 20 0 0 2608  

Bearnad 30 0 0 0 0 3109 Army Commander 

Braccha 0 0 30 10 0 3212  

Dorradan 30 0 0 0 0 3114 Army Commander 

Granhelm 30 10 0 0 0 2508 Army Commander 

Haladan 30 0 10 0 0 2619 Army Commander 

Osric 20 20 0 0 0 2518  

Peredan 20 0 20 0 0 3110  

Sesha 
Fairn 

10 10 10 0 0 3213 Female 

Vidurafin 40 0 40 0 0 2508 Champion 

 
 

SSttaarrttiinngg  PPooppuullaattiioonn  CCeennttrreess  
Name Location Size Fortifications Notes 

Ariauriath 2619 Town Tower  

Buhr Ailgra 3212 Major Town Tower  

Buhr Waldmahr 3213 City Fort Capital 

Caras Amarth 2608 Town Tower  

Esgaroth 3109 Major Town Tower Harbour 

Falagund 2505 Camp   

Hithrond 2705 Town   

Hope Downs 2510 Camp   

Hovisae 3006 Town Tower  

Iach Celduin 3111 Town   

Londaroth 3110 Town Tower  

Maethelburg 2508 Major Town Tower  

Methedras 3608 Camp   

Nimrond 2712 Camp   

Rogin Galad 3310 Village   

Silhith 2518 Town Tower  

Strayhold 3114 Major Town Tower  

Tharsul 2520 Town Tower  

Thinband 3514 Village   

Wellinghall 2615 Town   
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SSttaarrttiinngg  FFoorrcceess  
Location Heavy 

Cavalry 
Light 

Cavalry 
Heavy 
Infantry 

Light 
Infantry 

Archers Men at 
Arms 

Warships Transport 
Ships 

3213   1200 800     

3114   600 200  200   

2508   600 400 400 400   

3109  800 200 200     

2619   200 800     

 
 

PPootteennttiiaall  SSppeecciiaall  NNaattiioonn  AAbbiilliittiieess  
× New emissaries can start with an emissary skill rank of up to 40 when created using the 734 ï Name Emissary 

order. 
× The nation can buy from the market at 20% less than the given buy price, and sell to the market at 200% greater 

than the given sell price.  
× The nation can issue the following orders to its characters, assuming the characters fulfil order requirements: 

  960 ï Increase Caravan Prices 
  965 ï Reduce Caravan Prices 
× Armies lose no morale for force marching. 

 
 
 

SSeett--uupp  TTaabblleess  
 

TTaabbllee  FF  ςς  GGeenneerraall  OOppttiioonnss  
See óTable Fô Chapter. 
 
 

TTaabbllee  JJ  ςς  MMiilliittaarryy  
You must spend exactly 3000 points on this table. 

Option Cost Option Additionals Default? 

03J001  1000 Army/Navy at 3213 gains 400 HI and 400 LI.   

03J002  2000 Army/Navy at 3114 gains 600 HI, 600 LI, 500 AR and 800 MA.   

03J003  1000 Army/Navy at 3213 gains 300 HI; Army/Navy at 2508 gains 400 HI.   

03J004  1000 Army/Navy at 3109 gains 600 LI; Army/Navy at 2619 gains 300 HI.   

03J005  1000 Army/Navy at 3109 gains 300 LC; Army/Navy at 3109 loses 200 HI and 200 
LI. 

  

03J006  1000 Army/Navy at 2619 gains 400 LI; Army/Navy at 3213 gains 400 HI.   
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TTaabbllee  NN  ςς  CChhaarraacctteerrss  &&  MMaaggiicc  IItteemmss  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

03N001  1700 Vidurafin gains a 20 Command Item and a 1000 Combat Item.   

03N002  3700 Vidurafin gains a 10 Stealth Item and a 10 Agent Item.   

03N003  1000 All Characters with Mage skill gain 30 Mage rank.   

03N004  2000 Specified Character with Emissary skill gains 10 Emissary rank. Character  

03N005  700 All Characters with Command skill and no Agent skill gain 10 Agent 
rank. 

  

03N006  700 A specified Character with Agent skill gains 10 Stealth rank. Character  

03N007  800 A specified Character without Agent skill gains 10 Agent rank. Character  

03N008  1000 A specified Character without Emissary skill gains 10 Emissary rank. Character  

03N009  1000 A specified Character gains 10 Emissary rank. Character  

03N010  2000 A specified Character gains 10 Emissary rank. Character  

03N011  500 A specified Character with Command skill gains 10 Command rank. Character  

03N012  3200 4 specified Characters with command rank either gain 20 command 
skill each, or 10 agent skill each. Excluding Vidurafin. 

4 Characters & 
skill to gain 

 

03N013  500 Gain three 500 Combat Items, which will be randomly allocated to 
Characters. 

  

03N014  1000 Gain three 750 Combat Items, which will be randomly allocated to 
Characters. 

  

03N015  700 Gain one 1000 combat Item, which will be randomly allocated to a 
Character. 

  

03N016  1500 specified Character not commanding an Army/Navy moved to your 
Capital. 

Character  

03N017  2500 specified Character not commanding an Army/Navy moved to a 
Population Centre you control. 

Character &  
Pop. Centre 

 

 
 

TTaabbllee  QQ  ςς  NNPPCCss  
You can discover information about the following NPCs: Michel Bandy, Gwaihir, Landroval, Meneldor, Treebeard, 

Skinbark, Leaflock. 

Option Cost Option Additionals Default? 

03Q001 20 per NPC Discover the starting location of specified NPC/s. NPC/s  

03Q002 30 per NPC Discover the SNAs of specified NPC/s. NPC/s  

03Q003 30 per NPC Discover the artifacts held by specified NPC/s NPC/s  

 
 

TTaabbllee  RR  ςς  PPooppuullaattiioonn  CCeennttrreess,,  GGeenneerraall  NNaattiioonn  BBoonnuusseess  &&  IInnffoorrmmaattiioonn  
Option Cost Option Additionals Default? 

03R001  1000 Change Capital to Maethelburg or Esgaroth. Maethelburg or 
Esgaroth 

 

03R002  800 Build a Road from 2508 through 2609 to 2610.   

03R003  500 Build a Road from 3010 to 3109.   

03R004  700 Fortify a specified Camp or Village by one level (Population Centre 
need not be fortified already). 

Camp or Village  

03R005  1200 Fortify a specified Village or Town by one level (Population Centre 
need not be fortified already). 

Village or Town  

03R006  1500 Change two specified hexes of Forest terrain within Mirkwood (south 
of xx12) to Plains. 

Two Forest Hexes  

03R007  500 Upgrade Relations to Horselords to Friendly.   

03R008  500 Downgrade Relations to Witchïrealm of Angmar to Hated.    

03R009  3000 Change Tax Rate to 60%. All Population Centres lose 15 Loyalty.   

03R010  1500 All Population Centres gain 15 Loyalty.   
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Option Cost Option Additionals Default? 

03R011  2500 Gain 1000 Mounts and 2000 Leather at Capital.   

03R012  800 Gain 1,000 Timber at a specified Major Town or City. M. Town or City  

03R013  1000 Gain 500 Mounts at a Major Town or City. M. Town or City  

03R014  1200 Training of Army/Navy of choice increased by 30. Army/Navy 
Location 

 

03R015  2200 Training of Army/Navy of choice increased by 60. Army/Navy 
Location 

 

03R016  1500 Add 500 Mounts to specified Loyalist Population Centre that does not 
belong to Rhovanion. 

Population Centre  

03R017  1000 Add 1000 Leather to specified Loyalist Population Centre that does 
not belong to Rhovanion. 

Population Centre  

03R018  1000 Add 1000 Bronze to specified Loyalist Population Centre that does 
not belong to Rhovanion. 

Population Centre  

03R019  1500 Add 1000 Steel to specified Loyalist Population Centre that does not 
belong to Rhovanion. 

Population Centre  

03R020  1500 Add 1000 Timber to specified Loyalist Population Centre that does 
not belong to Rhovanion. 

Population Centre  

03R021  1000 Add 2000 Food to specified Loyalist Population Centre that does not 
belong to Rhovanion. 

Population Centre  

03R022  1200 Add 2000 Food to specified Loyalist Population Centre that does not 
belong to Rhovanion. 

Population Centre  

03R023  1500 Add 2000 Food to specified Loyalist Population Centre that does not 
belong to Rhovanion. 

Population Centre  

 
 

TTaabbllee  VV  ςς  SSppeecciiaall  NNaattiioonn  AAbbiilliittiieess  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

03V001  4000 New Emissaries can start with an Emissary skill rank of up to 40 when 
created using the 734 ï Name Emissary order. 
Armies lose no Morale for Army/Navy marching. 

  

03V002  4000 The Nation can buy from the Market at 20% less than the given Buy 
Price, and sell to the Market at 20% greater than the given Sell Price. 
The Nation can issue the following orders to its Characters, assuming the 
Characters fulfil order requirements: 
960 ï Increase Caravan Prices 
965 ï Reduce Caravan Prices 

  

03V003  7000 New Emissaries can start with an Emissary skill rank of up to 40 when 
created using the 734 ï Name Emissary order. 
The Nation can buy from the Market at 20% less than the given Buy 
Price, and sell to the Market at 20% greater than the given Sell Price. 
The Nation can issue the following orders to its Characters, assuming the 
Characters fulfil order requirements: 
960 ï Increase Caravan Prices 
965 ï Reduce Caravan Prices 
Armies lose no Morale for Army/Navy marching. 
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04N008  1000 A specified Character with Emissary skill gains 10 Emissary rank. Character  

04N009  2000 Adunekhor or Thorean gains 20 Emissary rank. Character  

04N010  1500 All Characters with Mage skill gain 10 Mage rank, but if the SNA to 
cast Conjure Mounts is chosen, each must have Conjure Mounts as 
one of their starting spells. 

  

04N011  1500 All Characters with Mage skill gain 10 Mage rank.    

04N012  1400 Any Characters with Command skill but without Agent skill gain 10 
Agent rank. 

  

04N013  2000 Any Characters with Command skill but without Agent skill gain 15 
Agent rank. 

  

04N014  2000 Gain the Character Thorean. Lose 8,000 Gold.   

04N015  2500 Gain the Character Earlan. Lose 8,000 Gold.   

04N016  3000 A specified Character with Command skill gains 20 Command rank Character  

04N017  3000 A specified Character with Mage skill gains 20 Mage rank Character  

04N018  5000 A specified Character with Agent skill gains 20 Agent rank Character  

04N019  5000 A specified Character with Emissary skill gains 20 Emissary rank Character  

04N020  1000 A specified Character with Command skill and no other skills gains 20 
Agent rank and 10 emissary rank. 

Character  

04N021  600 If Option 04V001 is chosen then all Mages start with the Lost Spell 
508 ï  Conjure Mounts. 

  

 

TTaabbllee  QQ  ςς  NNPPCCss  
You can discover information about the following NPCs: Saruman, Treebeard, Skinbark, Leaflock. 

Option Cost Option Additionals Default? 

04Q001 20 per NPC Discover the starting location of specified NPC/s. NPC/s  

04Q002 30 per NPC Discover the SNAs of specified NPC/s. NPC/s  

04Q003 30 per NPC Discover the artifacts held by specified NPC/s NPC/s  

 
 

TTaabbllee  RR  ςς  PPooppuullaattiioonn  CCeennttrreess,,  GGeenneerraall  NNaattiioonn  BBoonnuusseess  &&  IInnffoorrmmaattiioonn  
Option Cost Option Additionals Default? 

04R001  1000 Change Capital to Shrel Kain, Kul-sordas or Dilgul. Shrel Kain,  
Kul-sordas or Dilgul 

 

04R002  1500 Change Capital to Shrel Kain, Kul-sordas or Dilgul. Any Characters 
at the old Capital location who are not Army/Navy Commanders 
move to the new Capital 

Shrel Kain,  
Kul-sordas or Dilgul 

 

04R003  1500 A specified Town becomes a Major Town. Town  

04R004  2500 A specified Major Town becomes a City.  Major Town  

04R005  2000 A specified unfortified Population Centre gains a Fort.  Population Centre  

04R006  1500 A specified Character who is not an Army/Navy Commander is 
moved to your Capital. 

Character  

04R007  400 Upgrade Relations to Rhovanion to Friendly.   

04R008  500 Downgrade Relations to Hithlum to Hated.   

04R009  600 Downgrade Relations to any Usurper Nation to Hated. Usurper Nation  

04R010  800 All Population Centres gain 10 Loyalty.   

04R011  800 Upgrade a specified Camp to a Village; downgrade a specified 
Village to a Camp. 

Camp & Village  

04R012  800 Upgrade a specified Village to a Town; downgrade a specified 
Town to a Village. 

Village & Town  

04R013  800 Upgrade a specified non-hidden Town to a Major Town; downgrade 
a specified Major Town to a Town. 

Town & M. Town  

04R014  800 Upgrade a specified non-hidden Major Town to a City; downgrade a 
specified City to a Major Town. 

M. Town & City  

04R015  1000 Reduce a specified Cityôs Loyalty by 50; upgrade a specified Camp 
to a Village. 

City & Camp  

04R016  1500 A specified City loses 50 Loyalty and gains a level of Fortification City  
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Option Cost Option Additionals Default? 

04R017  1000 A specified City reduced to a Major Town and gains a level of 
Fortification. 

City  

04R018  2500 All Troops gain Steel Weapons and Steel Armour where possible.   

04R019  4000 Gain 30,000 Gold.   

04R020  4000 All Major Towns and Cities gain 500 Mounts and 1000 Leather.   

04R021  1000 A specified Major Town or City gains 2,000 Leather. M. Town or City  

04R022  800 A specified Major Town or City gains 1,000 Timber. M. Town or City  

04R023  1000 A specified Major Town or City gains 500 Mounts. M. Town or City  

04R024  1800 Three specified Population Centres each gain 300 Mounts and 600 
Leather. 

3 Pop. Centres  

04R025  1000 Swap the starting locations of two Armies (commanding Characters 
remain where they are). 

2 Army Locations  

04R026  1500 Training of all Armies/Navies increased by 10.   

04R027  2000 Gain 2000 Food in all Major Towns and Cities.   

04R028  1500 Gain a Tower on a specified Camp or Village not created with 
options 04R029, 04R030 and 04R031. 

Camp or Village  

04R029  2000 Gain a Camp in any Plains hex on or east of column 30xx and north 
of row xx21 that does not already contain a Population Centre. 
Specify three potential hexes, in order of preference. If all potential 
hexes already contain Population Centres, the camp will be placed 
in the hex north of the first specified hex if possible. 

3 Locations  

04R030  2500 Gain a Camp in any Plains hex on or east of column 30xx and north 
of row xx21 that does not already contain a Population Centre. 
Specify three potential hexes, in order of preference. If all potential 
hexes already contain Population Centres, the camp will be placed 
in the hex north of the first specified hex if possible. 

3 Locations  

04R031  3000 Gain a Camp in any Plains hex on or east of column 30xx and north 
of row xx21 that does not already contain a Population Centre. 
Specify three potential hexes, in order of preference. If all potential 
hexes already contain Population Centres, the camp will be placed 
in the hex north of a potential hex if possible, again checked in 
order of preference. 

3 Locations  

04R032  1000 Morale of specified Army increased to equal the command skill of 
the commanding Character. 

Army  

 
 

TTaabbllee  VV  ςς  SSppeecciiaall  NNaattiioonn  AAbbiilliittiieess  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

04V001  5000 New Commanders can start with a Command skill rank of up to 40 when 
created using the 728 ï Name Commander order. 
Mages can learn the lost spell 508 ï Conjure Mounts. 

  

04V002  2000 All new troop recruits start with Training 20. 
Armies with food only lose 1ï2 morale if Army/Navyïmarching. Armies 
without food gain 1ï2 morale when stationary, only lose 1ï2 morale if 
marching, and only lose 2ï5 if Army/Navy force-marching. 

  

04V003  4000 New Commanders can start with a Command skill rank of up to 40 when 
created using the 728 ï Name Commander order. 
All new troop recruits start with Training 20. 
Armies with food only lose 1ï2 morale if Army/Navyïmarching. Armies 
without food gain 1ï2 morale when stationary, only lose 1ï2 morale if 
marching, and only lose 2ï5 if Army/Navy force-marching. 

  

04V004  2000 Mages can learn the lost spell 508 ï Conjure Mounts.   
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SSttaarrttiinngg  FFoorrcceess  
Location Heavy 

Cavalry 
Light 

Cavalry 
Heavy 
Infantry 

Light 
Infantry 

Archers Men at 
Arms 

Warships Transport 
Ships 

1407   400      

0907  1200  600     

1614    1800     

 
 

PPootteennttiiaall  SSppeecciiaall  NNaattiioonn  AAbbiilliittiieess  
× New commanders can start with a command skill rank of up to 40 when created using the 728 ï Name 

Commander order. 
× The nation may build fortifications at 1/2 the usual timber cost. 
× The nation can issue the following orders to its characters, assuming the characters fulfil order requirements: 
× 496 ï Build Road 
× All new troop recruits start with training 20. 

 
 

SSeett--uupp  TTaabblleess  
 

TTaabbllee  FF  ςς  GGeenneerraall  OOppttiioonnss    
See óTable Fô Chapter. 
 

TTaabbllee  JJ  ςς  MMiilliittaarryy  
You must spend exactly 3000 points on this table. 

Option Cost Option Additionals Default? 

05J001  1000 Army/Navy at 1614 gains 1300 AR and 1300 MA.   

05J002  1000 Army/Navy at 1407 gains 800 LC and 400 MA.    

05J003  1000 Army/Navy at 0907 gains 600 HI and 400 LI.    

05J004  2000 Army/Navy at 0907 gains 1300 LC; Army/Navy at 1614 gains 800 MA.   

05J005  1000 Army/Navy at 1614 gains 600 HI and 400 AR.   

05J006  1000 Army/Navy at 1614 gains 10 Warships and 6 Transport ships.   

 

TTaabbllee  NN  ςς  CChhaarraacctteerrss  &&  MMaaggiicc  IItteemmss  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

05N001  2000 Argeleb gains 20 Command skill and a 20 Command Item.   

05N002  2500 Argeleb gains 20 Emissary.   

05N003  1500 Argeleb gains a 20 Command Item and a 750 Combat Item.   

05N004  1000 Of Araphor, Bornandil and Calanar: one Character gains 10 Command 
rank, one gains 20 Command rank, and one gains 30 Command rank. 

Character to gain  
10 skill rank, 

Character to gain 
20 skill rank, 

Character to gain 
30 skill rank 

 

05N005  1000 Of Araphor, Calanar and Minasdir: one Character gains 10 Command 
rank, one different Character gains 20 Command rank, and one 
different Character gains 30 Command rank. 

Character to gain  
10 skill rank, 

Character to gain 
20 skill rank, 

Character to gain 
30 skill rank.  

 

05N006  1500 Of Argeleb II, Araphor and Bornandil: one Character gains 10 Emissary 
rank, one different Character gains 20 Emissary rank. 

Character to gain  
10 skill rank, 

 









KKiinn--ssttrriiffee  ςς  ##66  ςς  QQuueennddii  

VVeerrssiioonn  11..0011  5500  ooff  113322  

 

GGeenneerraall  IInnffoorrmmaattiioonn  
 

SSttaarrttiinngg  GGoolldd  
30,320. 
 
 

CCaappiittaall  
Imladris (Located at 2209) 
Note: the Quendiôs map is not centred on the capital, but 
on their ancient Kingdom of Lindon in the west. 

 

CChhaarraacctteerrss  ooff  NNoottee  
× Elrond Half-Elven, Prince of Beleriand, and Lord of Imladris, also known as Rivendell. 
× Arwen Evenstar, daughter of Elrond. 
× Amroth, King of Lothlorien. 
× Galadriel, Lady of Light, Lady of Lothlorien, though not yet Queen. 
× Celeborn, husband of Galadriel.  
× Legolas, son of Thranduil, and Prince of the Woodland Realm.  

 
 

SSttaarrttiinngg  CChhaarraacctteerrss  
Character Command Agent Emissary Mage Stealth Location Notes/Items 

Amarion 10 10 10 0 10 0511 Can be purchased during nation set-up 

Amroth 60 10 20 20 15 2137 Army Commander, with 1250 Combat Item 

Arwen 0 20 10 40 15 2209 Can be purchased during nation set-up. 
With 20 Mage Item ñCrown of Arwenò. Female 

Celeborn 30 10 40 30 0 0511 Army Commander 

Ciryon 40 30 10 0 0 0909 Army Commander 

Elrond 20 0 60 60 15 2209 Champion, with 1250 Combat Item ñHelkaluineò  

Galadriel 0 0 50 60 10 2514 Female 

Legolas 0 20 30 10 10 2915 With 10 Stealth item 

 

SSttaarrttiinngg  PPooppuullaattiioonn  CCeennttrreess  
Name Location Size Fortifications Notes 

Annon Thalion 0207 Camp   

Cerin Amroth 2413 Town  Hidden 

Caras Galadhon 2514 Town  Hidden 

Cerin Pelram 0203 Town  Harbour 

Dun-Beleg 3802 Town  Hidden 

Edhellond 2325 Town  Harbour,  Hidden 

Eithel Culroch 2137 Major Town Fort Port,  Hidden 

Elostirion 0810 Village  Hidden 

Forlond 0408 Town  Harbour 

Galanros 0511 Town Harbour  

Halls of Thranduil 2908 Town Fort Hidden 

Harlond 0711 Town Tower Harbour, Hidden 

Imladris 2209 Major Town Fort Capital, Hidden by Mantle of Doriath 

Lanthir Lamath 0508 Village   

Mithlond 0808 City  Port, Hidden 

Mithlond South 0909 Village   

Ost-amarth 1321 Camp   

Rhubar 4413 Town  Hidden 

Sarn Celebdor 1721 Camp   

Sarnost 3022 Camp   

Tir Amarth 0913 Village   

Tir Hargil 2915 Camp   

Tir Tarsul 2136 Village   
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Lead by the Castamir the Usurper, King of Gondor, the Line of Castamir is ostensibly the most powerful and influential of 
the Usurpers, with all of Gondor at their command. And yet in truth, Castamirôs reign is a fragile one. More than just a 
figurehead, nevertheless he is but one of the Lords of Gondor. Both of his fatherôs brothers, Morlaen and Elendin, wield 
great influence, whilst the Southron Kingdoms, providing as they do the resources and funds upon which Castamir's 
campaign is waged, are a powerful voice in the realm. As such, then, it is vital that Castamir maintain good relations both 
with his uncles and the Southron Kingdoms, if Eldacar is to be repelled and his hold on the Crown of Gondor secured. 
 
 

GGeenneerraall  IInnffoorrmmaattiioonn  
 

SSttaarrttiinngg  GGoolldd  
54,480. 
 
 

CCaappiittaall  
Pelargir (Located at 2927) 

CChhaarraacctteerrss  ooff  NNoottee  
× Castamir the Usurper, King of Gondor.  
× Queen Murabeth, wife of Castamir.  
× Prince Casteher, the eldest son of Castamir, and Captain of the Ships. Married to Lothriel.* 
× Princess Lothriel, daughter of Adrazor.  
× Castarion, the youngest son of Castamir, and Warden of the Haven.* 
× Daeron, Squire of Linhir, engaged to Telerien, Murabeth's sister. 
× Iriel, Mistress of the Cat Cult at Benish Armon.  
× Telerien, the younger daughter of Telemnar. 
× Targon. Captain of the Garrison at Pelargir. 

 
*A note on character names: The correct spelling of Casteher is Castaher, and the correct spelling of Castirion is 
Castarion. However, because in the game the first five letters of each character must be unique, we have had to change 
the spelling slightly. 
 
 

MMiinnoorr  CChhaarraacctteerrss  
These are not starting characters, but are detailed here as suggestions for characters to name during the game. 
× Alacatar, an officer in Umbarôs fleet (a commander). 
× Colfen. Brother of Iriel (an agent and mage). 
× Eator, aid to Menelmir (an agent and commander). 
× Gordacar, Squire of Umbar (a commander). 
× Hirluin, a minor noble (an emissary). 
× Mardil, Captain of the Watch in Umbar (a commander). 
× Marmedon, commander of Umbarôs garrison (a commander). 
× Menelmir, Lord-captain of the Fleet in Umbar (commander). 

 
 

SSttaarrttiinngg  CChhaarraacctteerrss  
Character Command Agent Emissary Mage Stealth Location Notes/Items 

Castamir 40 0 20 0 0 2627 Champion, with the Dagger of the Usurper and 
Usurperôs Sword 

Casteher 30 0 10 0 0 2627 Army Commander 

Castirion 20 0 10 0 0 2927 Army Commander 

Daeron 10 0 10 0 0 2829 Army Commander 

Iriel 0 20 0 10 15 2829 Female 

Lothriel 0 0 20 10 0 2627 Female 

Murabeth 0 50 30 0 0 2928 Female 

Targon 10 0 40 0 0 2437 Army Commander 

Telerien 0 0 20 0 0 2339 Can be purchased during nation set-up. Female 
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11R027  1000 Castamir's Bribe. Give 2 specified Camps to another single specified 
Usurper Nation. 

2 Camps & 
Usurper Nation 

 

11R028  1000 Castamir's Bribe. Give 20,000 Gold to another specified Usurper 
Nation. 

Usurper Nation  

11R029  1000 Castamir's Bribe. Three specified Population Centres belonging to 
another single Usurper Nation gain 20 Loyalty each; the Line of 
Castamir Nation loses 5,000 Gold. 

3 Pop. Centres  

11R030  2000 Castamir's Bribe. A specified Character of another Usurper Nation 
gains 10 Command rank. 

Character  

11R031  4000 Castamir's Bribe. A specified Character of another Usurper Nation 
gains 10 Agent rank. 

Character  

11R032  3000 Castamir's Bribe. A specified Character of another Usurper Nation 
gains 10 Emissary rank. 

Character  

11R033  2500 Castamir's Bribe. A specified Character of another Usurper Nation 
gains 10 Mage rank. 

Character  

11R034  4000  Castamir's Bribe. A specified Character of another Usurper Nation 
gains 10 Stealth rank. 

Character  

11R035  300 Castamirôs Bribe. A specified Usurper nation other than the Line of 
Castamir, which is not benefitting from options 11R036, 11R037 or 
11R38, gains a Camp named Casta Balcher at a specified location that 
does not already contain a Population Centre within two hexes of their 
default capital. Specify three possible locations in order of preference. 

Nation,  
3 Locations. 

 

11R036  500 Castamirôs Bribe. A specified Usurper nation other than the Line of 
Castamir, which is not benefitting from options 11R035, 11R037 or 
11R38, gains a Village named Casta Anitha at a specified location that 
does not already contain a Population Centre within two hexes of their 
default capital. Specify three possible locations in order of preference. 

Nation,  
3 Locations 

 

11R037  700 Castamirôs Bribe. A specified Usurper nation other than the Line of 
Castamir, which is not benefitting from options 11R035, 11R036 or 
11R38 gains a Town named Casta Callineth at a specified location that 
does not already contain a Population Centre within two hexes of their 
default capital. Specify three possible locations in order of preference. 

Nation,  
3 Locations 

 

11R038  900 Castamirôs Bribe. A specified Usurper nation other than the Line of 
Castamir, which is not benefitting from options 11R035, 11R036 or 
11R37, gains a Major Town named Casta Cumrolde at a specified 
location that does not already contain a Population Centre within two 
hexes of their default capital. Specify three possible locations in order of 
preference. 

Nation, 
3 Locations 

 

 
Note: All Castamir Bribe options (11R021 ï 11R038) are applied after all nationôs Table N options. 

 

11R039  400 Discover the Location of 3 random Artifacts not held by Nations or 
Characters (including NPCs) at game start (duplicates are possible). 

  

11R040  900 Discover the Location of 6 random Artifacts not held by Nations or 
Characters (including NPCs) at game start (duplicates are possible). 

  

11R041  1400 Discover the Location of 9 random Artifacts not held by Nations or 
Characters (including NPCs) at game start (duplicates are possible). 

  

11R042  500 Discover the IDs and names of all Artifacts held by a specified NPC 
Character. 

NPC  
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##1133  ςς  LLiinnee  ooff  EElleennddiinn  
BBaacckkggrroouunndd  
Looking down from the battlements of Calmirie, the Lord Elendin watched his men train on the grasslands below. One unit 
moved and wheeled in response to Alandur's barked orders, which were clearly audible on the crisp morning air. Others 
sparred, the harsh ring of steel on steel welcome as any song to Elendin's ears, familiar as the creaking of his own joints 
as he flexed his muscles against the cold. The men were well-trained, as capable as any in the realm. Which was, he 
considered, as well, given the storm clouds of war that loomed dark on the horizon. And yet, as he watched, he knew 
there was something lacking. There was none of the sense of urgency that the eve of war usually brought, no sense of 
spirit, if that was the right word. They were good men, and he knew that each, to a man, would spend his life without 
hesitation if so commanded. It was not a question of loyalty. But still, when he looked down he saw no enthusiasm, or 
even fear, but merely...merely what? Resignation? No, not exactly, for he had seen men who had given up hope, and this 
was not the same. Uncertainty? Perhaps, yet that was to be expected, for what was war if not the very essence of 
uncertainty? Weariness? Yes, in part, but if so, that was but a symptom, not the cause. So what, then? A lack of 
conviction. Yes, that was it. They moved as if by rote, the actions of men who followed orders not because they believed 
in them, but because that was what they did. 
 
And who could blame them? The gods knew, Elendin reflected, that he was not sure himself that his nephew's claim to 
the throne was valid. Certainly it had seemed so, when the half-blood Eldacar was seeking to displace the old rulers and 
change the old ways. But what had the years of struggle bought? Only greater uncertainty, greater unrest. And if he felt 
that way, it was no surprise that the men, with nothing to gain, felt the same doubt. There was not a man on the 
grasslands below, Elendin knew, who had not lost family or friends in the Kin-strife, and, most likely, not a man who had 
not shed the blood of another who in past times he would have called ally. 
 
But that was all beside the point. It was not his place, nor theirs, to question the events that had been set in motion. All 
they had to do was to play their part, and remain true to the side fate had placed them on.  
 
Making his way down the stairs, Elendin strode out onto the field. Catching his son's eye, he waited as Alandur wheeled 
them into line before him, whilst those sparring also moved to take up their positions. For a moment Elendin paused, 
enjoying the sense of their attention upon him. Then, walking slowly up the line, he addressed his men. 
 
"We stand on the eve of war. The so-called Loyalists march on Gondor, and it falls to us to defend her lands. Our lands. 
And yet this is no usual war, and they no usual enemy. For they are not orcs or creatures of darkness, but men, men of 
Gondor, men like us. Men who we once knew as allies, and as friends. And this makes facing them a hard task. Indeed, I 
would rather face a dozen hill trolls than a unit of men I once trained, once knew, once loved. 
 
"Yet like it or not, that is the task now set before us. Now I know that some of you wonder why we are fighting this war. 
Some of you may even question whether we should be fighting this war. And that is understandable. But for better or for 
worse this war is upon us, and it is not our place to question its wisdom. We are not diplomats, or politicians. Ours is not 
the power to influence and shape such decisions, and so ours should not be the burden of questioning their wisdom  We 
do not rule. We fight. Our honour, our glory, is not to be found in the cause of what we are ordered to do, but in the act of 
battle itself. 
 
"I do not ask you to hate those we must face. For they, like us, simply do their duty to their King. But I do ask you to take 
pride in your stand against them. Not for the reasons we are bid to do so by politicians, not for Castamir or for the purity of 
our rulers' bloodlines, but for the honour of the stand itself. We are soldiers, warriors. Let us take pride in that, and let us 
place our faith and our dignity in that. So that whatever the future holds, it will never be said that we did not play our part 
in it with honour. Fear, if you will, for that is only natural. But do not doubt that what we do is right, for if we fight with 
honour and courage, then it cannot be otherwise. Now rest, for tomorrow we march to glory." 
Their cheers ringing in his ears, Elendin watched them file past him into the city. And, as he returned their salutes, he only 
wished that he believed his own words. 
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SSeett--uupp  TTaabblleess  
 

TTaabbllee  FF  ςς  GGeenneerraall  OOppttiioonnss  
See óTable Fô Chapter. 
 
 

TTaabbllee  JJ  ςς  MMiilliittaarryy  
You must spend exactly 3000 points on this table. 

Option Cost Option Additionals Default? 

13J001  1000 Navy at 2430 gains 10 Warships and 5 Transport ships.   

13J002  1000 Army/Navy at 2924 gains 800 LC.   

13J003  1000 Armies/Navies at 2421 and 3222 each gain 600 LI.   

13J004  1000 Army/Navy at 2430 gains 400 LI, Army/Navy at 3222 gains 600 LI.   

13J005  1000 Army/Navy at 3222 gains 800 LC.   

 

TTaabbllee  NN  ςς  CChhaarraacctteerrss  &&  MMaaggiicc  IItteemmss  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

13N001  1000 Elendin, Duranil and Telemnar each gain 20 Command rank.   

13N002  2000 Elendin, Coratar, Heldiriel and Saranelda each gain either 10 Emissary 
rank or 10 Agent rank. 

Skill  

13N003  3500 Four specified Characters with Command skill each gain either 10 
Command rank and 10 Mage rank, or 5 Agent rank. 

4 Characters & 
Skill/s 

 

13N004  3500 Elendin gains a 10 Agent Item and a 10 Stealth Item.   

13N005  1000 Elendin gains a 1250 Combat Item; 2 random Characters gain a 500 
Combat Item each. 

  

13N006  800 A specified Character without Agent skill gains 10 Agent rank. Character  

13N007  1200 A specified Character without Agent skill gains 10 Agent rank. Character  

13N008  1000 A specified Character with Agent skill gains 10 Agent rank. Character  

13N009  1500 Two specified Characters without Emissary skill gain 10 Emissary rank. 2 Characters  

13N010  1500 Two specified Characters (excluding Elendin) gain 10 Emissary rank. 2 Characters  

13N011  1500 Gain the Character Colfen; lose 8,000 Gold    

13N012  300 Move a specified Character that is not in command of an Army/Navy to 
3120. 

Character  

13N013  300 Move a specified Character that is not in command of an Army/Navy to a 
Major Town you control. 

Character &  
M. Town 

 

13N014  300 Move a specified Character that is not in command of an Army/Navy to a 
Town or City you control. 

Character &  
City or Town 

 

13N015  300 Move a specified Character that is not in command of an Army/Navy to a 
Village or Camp you control. 

Character, & 
Village or Camp 

 

 
 

TTaabbllee  QQ  ςς  NNPPCCss  
You can discover information about the following NPCs: Enna San Sarab, Fha-Korlash, Shelob 

Option Cost Option Additionals Default? 

13Q001 20 per NPC Discover the starting location of specified NPC/s. NPC/s  

13Q002 30 per NPC Discover the SNAs of specified NPC/s. NPC/s  

13Q003 30 per NPC Discover the artifacts held by specified NPC/s NPC/s  
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TTaabbllee  RR  ςς  PPooppuullaattiioonn  CCeennttrreess,,  GGeenneerraall  NNaattiioonn  BBoonnuusseess  &&  IInnffoorrmmaattiioonn  
Option Cost Option Additionals Default? 

13R001  1000 Change Capital to a specified Major Town or City. M. Town or City  

13R002  500 Remove 1 ï 2  Ports or Harbours from one or two specified 
Population Centres belonging to your nation; lose 10,000 Gold. 

1 or 2 Pop. Centres  

13R003  500 Remove 1 ï 2  Ports or Harbours from one or two specified 
Population Centres belonging to your nation; lose 10,000 Gold. 

1 or 2 Pop. Centres  

13R004  500 Change tax rate to 26%; all Population Centres gain 10 Loyalty (in 
addition to normal Loyalty alteration due to tax change). 

  

13R005  1000 Change tax rate to 39% (no change to loyalty).    

13R006  2000 Change tax rate to 60%; all Population Centres lose 15 Loyalty (in 
addition to normal Loyalty alteration due to tax change). 

  

13R007  3000 Change tax rate to 73%; all Population Centres lose 25 Loyalty (in 
addition to normal Loyalty alteration due to tax change). 

  

13R008  500 Upgrade Relations with the Line of Castamir and one other specified 
Usurper Nation to Friendly. 

Nation  

13R009  1000 All Usurper Nations upgrade their Relations with you to Friendly.   

13R010  1000 Upgrade Relations with all Usurper Nations to Friendly.   

13R011  300 Upgrade Relations with both Neutral Nations to Tolerated (only 
allowed if Neutral Nations are not pre-aligned). 

  

13R012  1000 Gain 5,000 Timber at 2732.   

13R013  1000 The Morale of all Armies/Navies increased by 25.   

13R014  1500 The Morale of all Armies/Navies increased by 25.   

13R015  2000 The Morale of all Armies/Navies increased by 25.   

13R016  800 Loyalty of specified Town or Major Town increased to 85. Town or M. Town  

13R017  800 Loyalty of specified Village or Town increased to 75. Village or Town  

13R018  800 Loyalty of specified Camp or Village increased to 65. Camp or Village  

13R019  800 Loyalty of specified Camp or Village increased to 55. Camp or Village  

13R020  1500 Loyalty of all Population Centres increased by 10.   

13R021  2000 Loyalty of all Population Centres increased by 10.   

13R022  2500 Loyalty of all Population Centres increased by 10.   

13R023  1000 A specified Major Town or City gains 500 Mounts M. Town or City  

13R024  2000 Upgrade two specified Camps to Villages. 2 Camps  

13R025  500 Start the game with a specified non-Champion Hithlum or Witch-King 
Character doubled. (See order 500 ï Recruit Double Agent.) 

Character  

13R026  300 Start the game with a specified non-champion Line of Eledin 
Character doubled by the Line of Morlaen. (See order 500 ï Recruit 
Double Agent.) 

Character  

13R027  2000 Move your turn map: specify the new top left hex. The top left hex 
must be on an odd-numbered row.  For example, 3023 is acceptable, 
but 3024 is not. 

Location  

13R028  6000 Grudge Game only: Move turn map of specified Usurper nation: 
specify the new top left hex. The top left hex must be on an  
odd-numbered row.  For example, 3023 is acceptable, but 3024 is 
not. 

Nation & Location  

 
 



KKiinn--ssttrriiffee  ςς  ##1133  ςς  LLiinnee  ooff  EElleennddiinn  

VVeerrssiioonn  11..0011  7711  ooff  113322  

TTaabbllee  VV  ςς  SSppeecciiaall  NNaattiioonn  AAbbiilliittiieess  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

13V001  4000 New Armies may be hired at no cost.   
 

13V002  1500 The following scouting and recon orders issued work as if the Character 
has +20 to their relevant skill rank: 
905 ï Scout Army 
910 ï Scout Area 
915 ï Scout Hex 
920 ï Scout Population Centre 
925 ï Recon Area 
930 ï Scout For Characters 
The Nation can issue the following orders to its Characters, assuming the 
Characters fulfil order requirements: 
496 ï Build Road 
Navies can travel in open sea sectors without fear of storms or becoming 
lost. 
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Without the support of the Southron Kingdoms, Castamir would never have succeeded in taking the throne of Gondor. 
And without their continued support, he will certainly not succeed in long holding it. The Confederacy of Southron 
Kingdoms is an alliance of the Warlords who rule the lands of Harondor, and are responsible for conducting and 
protecting trade with the lands of Harad whose fruits Gondor enjoys. These Warlords were brought together by the hand 
of the prophet Zimrakhil, who spoke out in support of the Usurper. Such support made sense for the Warlords, since in his 
role as Captain of the Ships Castamir had effectively ruled the ports of Pelargir and Umbar, with whom the Southron 
Kingdoms chiefly traded. The fact that Zimrakhil is High Priest and servant of the Nazgul Adunaphel is one not openly 
known amongst the Southron Kingdoms. But rumours of his dark allegiances abound and, since they only serve to 
increase the fear and respect shown him, he does nothing to allay them. Meanwhile, the increasing popularity of the dark 
religions amongst the Southron Kingdoms further strengthens Zimrakhil's ï and thus Adunaphel's ï hold over the 
Southron Kindgoms, so that in truth it is the both of them, not the Warlords, who wield the true power within the Kingdoms. 
 
 

GGeenneerraall  IInnffoorrmmaattiioonn  
 

SSttaarrttiinngg  GGoolldd  
37,120. 
 
 

CCaappiittaall  
Kas Shadoul (Located at 2734) 

CChhaarraacctteerrss  ooff  NNoottee  
× Zimrakhil, servant and High Priest of Adunaphel. 
× Belphegor, brother of Zimrakhil. 
× Adunaphel the Quiet, Nazgul.  
× Khoradur, a merchant. 
× Dormir, servant of Adunaphel 
× Hiriel, wife of Dormir and a servant of Adunaphel. 
× Carnion, son of Dormir, a servant of Adunaphel and a low-ranked Cor Aran operative. 

 
 

SSttaarrttiinngg  CChhaarraacctteerrss  
Character Command Agent Emissary Mage Stealth Location Notes/Items 

Adunaphel 0 10 20 40 20 3437 Champion, Female 

Belphegor 10 10 0 10 0 3034  

Carndel Malk 20 0 0 0 0 2734 Army Commander 

Carnion 0 30 0 0 0 2630  

Dormir 0 0 0 30 0 1420  

Hiriel 0 0 10 20 0 1420 Female 

Khoradur 0 0 20 0 0 1324  

Orf Belarak 40 0 0 0 0 2135 Army Commander 

Sen Jerral 30 0 0 0 0 1324  

Tor Artel 30 0 0 0 0 3032 Can be purchased during nation set-up 

Zimrakhil 0 0 20 20 0 3533  
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##1166  ςς  WWiittcchh--rreeaallmm  ooff  AAnnggmmaarr  
 

BBaacckkggrroouunndd  
"What in the name of the gods is this?!" 
 
Face twisted in distaste, Maksaern spat out the lump of pale and gristled meat, wiping his mouth with the back of his hand 
as the globule hissed and fried in the fire. 
 
"Horse meat? I ain't eating no horse meat." 
 
One of his companions looked up from where he sat, stoically chewing on a lump from his own plate. 
 
"You will if you don't want to starve. Leastways, unless you reckon you're hunter enough to find better fare in these parts 
in mid-winter." 
 
Maksaern rinsed his mouth out with a swallow from his mug, the bitter ale tasting little better than the meat, though at 
least its burning warmth did something to ease the chill of the night. 
 
"And that's another thing. Why the hell are we stuck out here with the breath of the Misties blowing down our backs 
anyway? We should be down in the hills, or, better yet, at home with wine and women." 
 
"We're here because this is where we were told to be," came the reply. "As well you know." 
 
"Yea? Well I'm sick of taking orders from some foul-smelling son of an orc. In fact, I've half a mind toï" 
 
A sudden blow knocked him off the log he was sitting on, sending him sprawling to the ground, face inches from the fire. 
Gasping, he thought to rise, but a grip of iron grasped hold of his head, pulling him up into the air, where he dangled, 
staring into the massive features of a troll. Fetid breath washing over him from a mouth twisted by a mass of broken and 
blackened teeth, he choked as baleful eyes the size of plates glared at him. 
 
" 'Alf a mind to do what, human?" Rogrog rumbled. 
 
Maksearn opened his mouth to form a reply, but a twist of the troll's hand shook the breath from him. 
 
"If you've 'alf a mind at all, you'll obey orders," Rogrog said. "An' it ain't 'orse meat, it's orc flesh." He grinned. "The last 
one who thought he was too good to follow orders." 
 
Giving Maksearn one last shake, he dropped the man to the ground, where he lay, gasping for breath. Rogrog kicked him 
in the stomach for good measure. 
 
"So. Are we goin' to be a good soldier an' follow orders?" 
 
Maksaern managed to nod. 
 
"Good. Then get some rest. Tomorrow we march, tomorrow night we fight. An' after that, I reckon as we'll 'ave us some 
man flesh to feast on." 
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SSeett--uupp  TTaabblleess  
 

TTaabbllee  FF  ςς  GGeenneerraall  OOppttiioonnss  
See óTable Fô Chapter. 
 
 

TTaabbllee  JJ  ςς  MMiilliittaarryy  
You must spend exactly 3000 points on this table. 

Option Cost Option Additionals Default
? 

16J001  1000 Army/Navy at 1502 gains 100 HC, 200 LC and 300 LI.   

16J002  1000 Army/Navy at 1502 gains 200 AR and 200 MA; Army/Navy at 1804 gains 
600 AR and 600 MA; Army/Navy at 2305 gains 200 AR and 200 MA. 

  

16J003  1000 Army/Navy at 2006 gains 700 LC.   

16J004  1000 Army/Navy at 2008 gains 400 HI; Army/Navy at 2305 gains 500 LI.   

16J005  1000 Army/Navy at 2305 has 400 HI converted to 400 HC, and 200 LI to 200 LC.   

16J006  1000 A specified Army/Navy gains 10 War Machines. Army/Navy  

 
 

TTaabbllee  NN  ςς  CChhaarraacctteerrss  &&  MMaaggiicc  IItteemmss  
You must spend at least 4000 points on this table. 

Option Cost Option Additionals Default? 

16N001  500 A specified Character with Command skill gains 10 Command 
rank. 

Character  

16N002  500 A specified Character with Mage skill gains 10 Mage rank. Character  

16N003  400 Murazor gains 20 Command rank.   

16N004  1000 Murazor gains 20 Mage rank.   

16N005  1500 Murazor gains the 10 Agent Item óDuv Muôor (Morgul Knife)ô.   

16N006  1300 Murazor gains the 1500 Combat Item óVasamacilô, and the 30 
Mage Item óSeaïhelm of Ciryatanô. 

  

16N007  2300 Murazor gains the 20 Emissary Item óCrown of Angmarô.    

16N008  500 Murazor gains the two 750 Combat Items óNallagurthô and 
Romoquenaroô. 

  

16N009  1800 Murazor gains the 30 Command Item óMorgul Plateô.   

16N010  600 Cynar gains 10 Stealth rank and 10 Agent rank.   

16N011  1000 Cynar gains 10 Stealth rank and 10 Agent rank.   

16N012  1000 Of Ashnanku, Broggha and Cynar: the first one specified gains 10 
Command rank, the second gains 20 Command rank, and the 
third 30 Command rank. 

Ashnanku, Brogga 
& Cynar in Order of 

Choice 

 

16N013  1000 Of Gothmog, Ricnau and Rogrog: the first one specified gains 10 
Command rank, the second gains 20 Command rank, and the 
third 30 Command rank. 

Gothmog, Ricnau & 
Rogrog in Order of 

Choice 

 

16N014  1000 Of Ashnanku, Maksaern and Murazor: the first one specified 
gains 10 Mage rank, the second gains 20 Mage rank, and the 
third 30 Mage rank. 

Ashnanku, 
Maksaern & 

Murazor in Order of 
Choice 

 

16N015  1300 Of Broggha, Murazor, Ricnau and Seammu: the first one 
specified gains 10 Emissary rank, the second gains 20 Emissary 
rank, and the third 30 Emissary rank. 

3 Characters in 
Order of Choice 

 

16N016  800 Murazor must have a specified Spell from the Lost List óConjure ï 
Spirit Masteryô as one of his starting spells. 

Spell  

16N017  300 Maksaern gains 20 Mage rank.   

16N018  1000 Starting Characters with no other starting bonuses will start with 
Healing bonuses. 
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##2211  ςς  LLiinnee  ooff  TT iirrkkhhoorr  
 

BBaacckkggrroouunndd  
"I am, of course, most flattered by your offer," Lord Adrazor replied, handing his son-in-law a goblet of wine. "And it is not 
one that any man could lightly pass over. Yet I fear that even as I thank your father for the honour of its offering, I must 
decline, for the cost of the favour you ask in return is too great. I simply cannot commit my cavalry in support of your 
cause, for it would place my own people and lands at risk." 
 
Prince Castaher sighed, turning the goblet in his hands and pretending to study its patterns before replying. 
 
"Your response does not surprise me. In fact, I told my Lord Castamir that you would say exactly that. But come, I am no 
diplomat. You can speak plain with me. And I would like to imagine you do not think me so foolish as to believe your 
excuse, that the release of a thousand horse for this favour would put your lands at risk. At least do me the honour of 
speaking openly what is known to us both. The fact of the matter is that you will not aid us because you will not act 
against the enemy Eldacar. Even now, even when he marches to attack Gondor herself, of whom you are one of her 
greatest lords and so sworn to her defence, even now, you will not aid us." 
 
Adrazor gestured ambiguously. "Whom you call enemy, others might call rightful ruler. And what you call the defence of 
Gondor, some might consider its unlawful holding." Seeing Castaher's face darken, Adrazor raised a hand placatingly. "I, 
of course, am not one who would offer such opinion so rashly. After all, is my daughter not your wife, and are our families 
not bound by marriage and by blood? But you asked me to speak plain, and so I speak now. Matters are not so clear as 
you would like to make out, as well you know. Your father holds the throne, but that does not mean he will continue to do 
so, either with or without my aid. And if I support him and if he falls, what then? My first duty is to my people. And when I 
say that sending the cavalry you ask for puts them at risk, it is not from invasion in the troops' absence, but of retribution 
should Castamir nevertheless fall." 
 
Castaher leaned close, pretence of civility falling away. "Well, father-in-law, since we are now speaking to one another 
plainly, let me tell you this in return. You think to avoid choosing a side in this. But there may come a time when those who 
are not allied with us will be considered against us. And should such a time come, you may regret not having given us aid 
when we asked for it." 
 
Adrazor nodded. "Perhaps. But that time is not yet now, I think. And so my decision stands. Please relate to your father 
that I am honoured by his offer, but fear that, nevertheless, I must refuse." 
 
Reaching out, he took the goblet from Castaher's hands. "And now, I am sure that a person of your importance must have 
many demands upon them, so I must not be so inconsiderate as to take up any more of your valuable time. But please, 
know that my palace is your palace, and I am always honoured by your presence. Good day." 

 
 
A tangled web of allegiances, marriages and friendships binds the Line of Tirkhor together, even as individual desires, 
political ambition and external pressures threaten to tear it apart. The line consists of the three offspring of Tirkhor and 
their families, loosely ruled by the word of the eldest son of Tirkhor, Adrazor, Prince of Belfalas, a small Fief in Western 
Gondor between the rivers Ringlo and Gilrain. Of the other issue of Tirkhor, the youngest son Edrahil and his own sons 
are the Seers of Gondor, guardians of the three Palantirs, whilst Tirkhor's daughter, Miriel, is married to Maeglin of 
Morthond, another Fiefdom of Gondor, situated to the North of Belfalas. 
 
The Line of Tirkhor, then, might be seen to consist of two inconsequential Fiefs and a family of Seers. So it is not 
immediately obvious either why or how the Line has managed to remain neutral throughout over a decade of civil war in 
Gondor.  
 
The reasons lie in the tapestry of interwoven political and blood ties that bind the Line of Tirkhor into the fabric of Gondor 
royal society. Lothriel, daughter of Adrazor, is married to Castamir's son, whilst the Line of Tirkhor has long held vows of 
faith to the Line of Minalcar, and so now to Valacar.  
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##2222  ςς  KKhhaazzaadd  
 

BBaacckkggrroouunndd  
In the still of the early morning the woodland held its breath, only the murmur of the Anduin in the distance breaking the 
quiet. A heart beat, a second, and then, with a soft sigh, an axe cut the air, spinning as it described a low arc, tracing a 
path through the trees. 
 
"Yeeesssssaaaaarrrrnnnnoooooooooo!" 
 
The peace was broken as the dwarf cried out, initial triumph giving way to sudden horror. And his axe, bouncing off the 
top edge of a small upended tree trunk wherein the centre of which was embedded another axe, spun off into the 
undergrowth. 
 
"Damnation," Gimlin muttered, pulling at his beard and turning to face his companion's grinning features with a scowl. 
"Best out of three?" 
 
Dorin shook his head, sticking out his hand. "That was the second of three. You missed the last one too, remember? Now, 
pay up. I need to make some sort of profit from this blasted trip." 
 
Grimacing, Gimlin reluctantly fished two coins from his pouch, handing them over grudgingly. "Lucky, that's what you are. 
Besides, my axe isn't straight, I'm sure of it." 
 
Dorin raised an eyebrow. "Well, you know what they say about bad craftsmen blaming their tools. Besides, if I recall, you 
made that one yourself, did you not?" 
 
Bickering, the pair retrieved their axes before returning to the wagons, sitting down heavily on ground whose grass was 
already flattened, what was meant to have been an overnight camp having been their home now for close on ten days. 
They had been meant to meet up with traders from Gondor over a week ago, but, once again, the Gondorians had clearly 
been delayed. And the delays were getting worse, too. 
 
"You think they'll show?" 
 
Gimlin didn't need to ask what his brother was referring to, for the same subject was on his mind. 
 
"Couldn't say. Damned humans. Can't build, can't mine, can't keep their appointments. By Durin's beard, I wish we hadn't 
come. Don't know why I let you talk me into it." 
 
"Gold, if I'm not mistaken." 
 
"Yes? Well, so far I'm out of pocket, and all I've got to show for it is a blunted axe. I've more than half a mind toï"  
 
He fell silent, rising to his feet as the sound of footsteps broke the quiet. For a moment he listened, tense, before 
shouldering his axe. "A human. But alone ï that's odd." 
 
A moment later a man, albeit a ragged and travel-worn specimen, did indeed emerge from the woods. Seeing them, he 
nodded in greeting. 
 
"You're late," Gimlin stated shortly.  
 
The man nodded. "Ay. And lucky to be here at all. We were ambushed by men of Rhovanion two days' journey away. My 
companions were taken captive, as was our vessel. Only I managed to escape. 
 
"And your gold?" Gimlin asked. "Was that as lucky?" 
 
The man winced. "No. Taken." 
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22N009  1500 Move a specified Character not commanding an Army/Navy to the Capital. Character  

22N010  2000 Move a specified Character not commanding an Army/Navy to a specified 
Population Centre. 

Character & 
Pop. Centre 

 

22N011  300 Borin gains 10 Emissary rank.   

22N012  700 Borin gains 20 Emissary rank.   

22N013  500 A specified Character other than Borin gains 10 Emissary rank. Character  

22N014  1000 A specified Character with Command skill gains 10 Agent rank. Character  

22N015  1000 A specified Character gains 40 Mage rank. Character  

22N016  1000 A specified Character other than Fimli gains 10 Agent rank. Character  

22N017  1000 Build a Road from 2212 east to 2312.   

22N018  1000 Build a Road from 2212 west to 2112.   

22N019  200 Add 250 to any Combat Item, to a maximum total of 2500. Combat Item  

22N020  750 Gain three 750 Combat Items, hidden at three random Population Centres.   

22N021  1500 Gain three 750 Combat Items, hidden at three random Population Centres.   

22N022  2500 If a Usurper Nation at Game Start Only: Thrar, Durin and Dwalin each 
gain a óDwarven Ring of Powerô (40 Mage Item, Reveal Production). 

  

 
 

TTaabbllee  QQ  ςς  NNPPCCss  
You can discover information about the following NPCs: Felagrod, Istar Luin, Turukulon. 

Option Cost Option Additionals Default? 

22Q001 20 per NPC Discover the starting location of specified NPC/s. NPC/s  

22Q002 30 per NPC Discover the SNAs of specified NPC/s. NPC/s  

22Q003 30 per NPC Discover the artifacts held by specified NPC/s NPC/s  

 
 
 
 

TTaabbllee  RR  ςς  PPooppuullaattiioonn  CCeennttrreess,,  GGeenneerraall  NNaattiioonn  BBoonnuusseess  &&  IInnffoorrmmaattiioonn  
Option Cost Option Additionals Default? 

22R001  3000 Change Capital to any Major Town or City. M. Town or City  

22R002  2000 Upgrade a specified Village to a Town, and improve its Fortifications by 
one level. 

Village  

22R003  2500 Upgrade a specified non-hidden Town to a Major Town, and improve its 
Fortifications by one level. 

Town  

22R004  3000 Change Tax rate to 73%; all Population Centres lose 20 Loyalty.   

22R005  3000 Gain 4,000 Steel, 4,000 Bronze, and 300 Mithril at your Capital.   

22R006  1000 A specified Population Centre gains 1,000 Bronze and 10 Loyalty. Pop. Centre  

22R007  1000 A specified Major Town or City gains 1,000 Steel and 10 Loyalty. M. Town or City  

22R008  1500 A specified Major Town or City gains 200 Mithril and 10 Loyalty. M. Town or City  

22R009  1000 All Population Centres gain 10 Loyalty.   

22R010  1300 Capital gains 300 Mithril and 10 Loyalty; lose 12,000 Gold.   

22R011  2000 All options purchased on Table F cost 200 less each.   

22R012  1000 Disband two different specified Armies/Navies. 2 Armies/Navies  

22R013  1500 All Troops in a specified Army/Navy gain Mithril Weapons and Mithril 
Armour where possible. 

Army/Navy  

22R014  1500 Training of a specified Army/Navy increased by 30. Army/Navy  

22R015  2500 Training of a specified Army/Navy increased by 60. Army/Navy  

22R016  1000 All armies gain1000 Steel Weapons in their baggage trains.   

22R017  2000 All armies gain1000 Steel Armour in their baggage trains.   

22R018  2000 A specified army gains 500 Mithril Weapons in their baggage train. Army/Navy  

22R019  2500 A specified army gains 500 Mithril Armour in their baggage train. Army/Navy  

22R020  4000 All armies gain 500 Mithril Weapons in their baggage train.   

22R021  5000 All armies gain 500 Mithril Armour in their baggage train.   

22R022  500 If a Usurper Nation at Game Start Only: Downgrade Relations with the 
Rebels of Ered Lithui and the Line of Eldacar to Hated. 
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Option Cost Option Additionals Default? 

00F052  1000 A specified Major Town is upgraded to a City; a specified City is 
downgraded to a Major Town. 

Major Town  
& City 

 

00F053  500 Move up to two specified unfortified Villages to within one hex of Capital. 
These villages can not be modified by other options.* 

1 or 2 Villages 
& new 

Locations 

 

00F054  500 Move up to four specified unfortified Camps to within one hex of Capital. 
These camps can not be modified by other options.* 

1 ï 4 Camps & 
new Locations 

 

 
* If the new Location already has a Population Centre, the specified Population Centre does not move. If two or more 
Population Centres are moved to the same Location, then the Population Centre whose first letter is latest in the alphabet 
is moved, and the others do not move. (For example: Ziguragil would take precedence over Amaltan.) 
 
 

LLooccaattiioonnss  
Option Cost Option Additionals Default? 

00F055  1000 Change Weather Type of Location of a specified Hex not already modified 
by a similar option to one type more clement (each season moves 
towards Warm). 

Location  

00F056  1500 Change Weather Type of Location of a specified Hex not already modified 
by a similar option to one type more clement (each season moves 
towards Warm). 

Location  

00F057  2500 Change Weather Type of Location of a specified Hex not already modified 
by a similar option to one type more clement (each season moves 
towards Warm). 

Location  

 
 

SSppeecciiaall  NNaattiioonn  AAbbiilliittiieess  
Option Cost Option Additionals Default? 

00F058  400 Armies with food only lose 1ï2 morale if Army/Navy forceïmarching. Armies 
without food gain 1ï2 morale when stationary, only lose 1ï2 morale if 
marching, and only lose 2ï5 if Army/Navy forceïmarching. 

  

00F059  400 All new MenïatïArms recruits start with Training 25.   

00F060  2000 The nation can build ships at 1/2 the usual Timber cost.   

00F061  1000 Mages can learn the lost spell 244 ï Fearful Hearts (Usurper Nations only).   

00F062  1000 Mages can learn the lost spell 248 ï Fanaticism  (Usurper Nations only).   

00F063  2000 Mages can learn the lost spell 246 ï Summon storms (Usurper Nations only).   
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Hoarmurath 
Sixth among the Nazgul, Hoarmurath was born to the icy forests of the north, then reborn as Nazgul when Khamul the 
Dragon Lord sought him out and offered him Sauron's power. For two centuries Hoarmurath, taking on the title Lord of the 
North, then ruled his lands, before, answering Sauron's call, fought and fell with him at the end of the Second Age. As with 
many of his companions, the time of the Kin-strife finds Hoarmurath rebuilding his kingdom, whilst also heeding the dark 
orders of Sauron. 
 
 
Ji Indur Dawndeath Amaav III 
The Fourth of the Nazgul, Ji Indur was King of the southern lands of Mumakan, home to the legendary Mumakil, or 
Oliphants. And, on his rebirth in the year 1050 of the Third Age, he set to retaking his throne, so that the time of the Kin-
strife sees him as King Ji Amaav III in the south, even as, among the Nazgul, he is known as Dawndeath, Sauronôs knife 
in the darkness.  
 
 
Khamul 
Khamul, the Dragon Lord of the Easterlings, was born Komul, changing his name to reflect the pronunciation of the Black 
Speech when he was summoned to Barad-dur by Sauron. And, when reawakened in the Third Age, Khamul dwelt with his 
master in Dol Guldur, commanding the garrison there. Second only to the Witch-king, Khamul is a hunter without equal, 
and, despite his position as commander of Sauron's garrison, he is by nature solitary, often acting as Sauron's silent blade 
when Ji Indur is otherwise occupied. 
 
 
Lhachglin and Slyardach the Dindae of Nan Gulduin 
A servant of darkness, though but a mortal the mage Lhachglin wields great power, not least the demon Slyardach, the 
Dindae of Nan Gulduin, who Sauron has bound to Lhachglinôs command. From the fortress of Sarn Goriwing in northern 
Mirkwood, Lhachglin uses the dark creatures of the forest as spies in service of Sauron, whilst Slyardach is employed as 
messenger and assassin. 
 
 
Old Man Willow  
Quite why Old Man Willow is as dark-hearted as he is remains unknown; most likely his soul and heart were twisted by 
Morgoth's power aeons ago. Although not having moved for centuries, due in large part to Tom Bombadilôs efforts to keep 
him asleep, Old Man Willow is in fact a huorn, and like all huorns, as with their brethren the ents, he is capable of rousing 
himself if necessary. The passing of the years have largely caused him to forget that once he walked the earth, and he 
exists now more as if in a dream. But, if he can be roused to anger, he might prove a valuable ally. 
 
 
Ren the Unclean 
Consumed by plague and by fever as a young man, he recovered from the plague that wracked his body but not the fever 
that twisted his mind. Speaking of himself as the Fire King, the fire of his madness attracted others to him, so that by the 
year 2000 of the Second Age, he was indeed King, in the lands of Chey to the east of the Ered Harmal. Having watched 
Ren's rise with keen interest, Sauron offered him a Ring of Power, and so Ren became the eighth Nazgul. Moving once 
again on the land, the time of the Kin-strife sees the Fire King seeking to restore his empire, unifying the tribes in Chey 
Sart.  
 
 
Sauron 
Lieutenant of Morgoth the Ancient Enemy, Sauron is the most feared and powerful dark presence in Middle-earth in the 
Third Age. The time of the Kin-strife finds him in Dol Guldur, in the disguise of the Necromancer. Unwilling yet to reveal 
his full power, he works instead through the Nazgul, gathered to him once again, so that not even the Istari yet know the 
true nature of the Necromancer, though perhaps some guess. It would be a fool who entered Dol Guldur in the hope of 
persuading Sauron to join their cause. Yet nevertheless, it might just be that one who entered with proper supplication 
might gain some boon. 
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The Blue Wizard 
To name him the lesser of the Five Wizards would be to risk forgetting the power of all the Istari. Yet it is true that of all the 
Order, his is perhaps the least part in the history of Middle-earth. His is the knowledge of death, and of grief, and 
burdened with such wisdom, some believe it inevitable that he will one day slip from pity and empathy to distain and 
loathing for those mortals who suffer and die. But, as with Istar Luin and as with Saruman, The Blue Wizard too has not 
entirely put aside his duties to the world, and his heart is not yet inured to grief. And, as such, he might make an ally in the 
Kin-strife, for good or for evil. 
 
 
Turukulon the Worm 
Turukulon is one of the few dragons to have been born after Morgoth's defeat at the end of the First Age. However, 
stunted in size, he was forced from his home on the Withered Heath, and eventually made his lair in the very south of the 
Misty Mountains. There, unlike most of his kind, rather than merely preying on the lesser races he bargained with them, 
albeit often only in return for their lives. So that the dwarves fashioned for him a lair, men work for him as spies, and now 
even with the elves of nearby Amon Lind he has forged an arrangement, where he helps in their forges in return for 
magical knowledge. 
 
However, despite his unusual nature, Turukulon is still a dragon, and in his heart is still the greed for treasure and wealth 
that fires all his kind. And as such, he might, with relative ease, be persuaded, or at least paid, to join in the battles of 
men. 
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AAppppeennddiixx  CC  ςς  AArrttiiffaaccttss  
 

Name Item Type Primary 
Benefit 

Alignment Likely Owner at Game 
Start 

Assigned How? 

Air-Cleaver Bola Combat 1000 Evil NPC Evil, Dwar of Waw Starts with NPC 

Alambas Juice Herb Command 10  Good   

Alunthiensal Gem Mage 20 Evil   

Amalong Armor Combat 750 Good   

Anarmacil Sword Combat 1000 Good NPC Good, Feamirie Starts with NPC 

Andorithel Sword Command 10 Evil   

Angbor Gauntlet Command 20 Neutral Nation 22, Durin Can be chosen at set-up 

Angol Cloak Stealth 10 Neutral Nation 22, Durin Can be chosen at set-up 

Armor of Khamul Armor Command 15 Evil NPC Evil, Khamul Starts with NPC 

Ash Nazg (The One Ring) Ring Unknown Evil   

Athelas Herb Mage 15 Good   

Bamboo Dagger Dagger Combat 500 Evil Nation 14 Can be chosen at set-up 

Banner of Rhovanion Banner Command 10 Good   

Banner of the Horselords Banner Command 10 Good   

Banner of the True King Banner Command 10 Good   

Banner of Tirkhor Banner Command 10 Neutral   

Believerôs Bane Bow Combat 1000 Evil NPC Evil, Ren Starts with NPC 

Belt of Traceless Passing Belt Agent 10 Neutral Unknown (Table F) Can be chosen at set-up 

Bethealôs Eket Sword Combat 500 Evil Nation 13 Can be chosen at set-up 

Birch-bow of Cimoniemor Bow Combat 500 Neutral Unknown (Table F) Can be chosen at set-up 

Black Helm of Mulak Helm Combat 2250 Evil   

Black Scale Armor Command 30 Evil NPC Evil, Sauron Starts with NPC 

Black Staff Staff Combat 750 Neutral NPC Neutral, The Blue 
Wizard 

Starts with NPC 

Blade of the Ranger Sword Combat 1750 Neutral   

Blue Bow Bow Combat 750 Neutral NPC Neutral, Istar Luin Starts with NPC 

Blue Jacket Jacket Emissary 15 Good NPC Good, Tom Starts with NPC 

Boots of Nightfall Boots Agent 10 Evil Nation 14, Zimrakhil Can be chosen at set-up 

Boots of Shadowôs Grace Boots Stealth 10 Good Nation 3, Vidurafin Can be chosen at set-up 

Boots of Tracelessness Boots Stealth 20 Neutral NPC Neutral, Istar Luin Starts with NPC 

Bow of the North Bow Combat 1500 Neutral   

Bow of the Woodland 
Realm 

Bow Combat 500 Good   

Bow of Thunder and Bone Bow Combat 750 Evil Nation 15, Ovag Ito Can be chosen at set-up 

Bracers of Blyga Bracers Command 20 Good Nation 5, Argeleb Can be chosen at set-up 

Bracers of Chennacatt Bracers Mage 15 Evil NPC Evil, Akhorahil Starts with NPC 

Bright Shining Sword Combat 500  Good Nation 2, Aldarmir Can be chosen at set-up 

Brooch of Lifestealing Amulet Mage 10 Evil   

Burning Blade Sword Combat 1500 Evil NPC Evil, Ren Starts with NPC 

Calehta Sword Combat 500 Good Nation 3 Can be chosen at set-up 

Caleinstha Sword Combat 1250 Neutral NPC  Evil, Barrow Wight  Starts with NPC 

Calris Light Cleaver Sword Combat 1000 Evil NPC Evil, Felagrod Starts with NPC 

Calsetha Sword Combat 500 Good Nation 2 Can be chosen at set-up 

Cape of Hiding Cloak Agent 10 Neutral Unknown (Table F) Can be chosen at set-up 

Cape of Iridescence Cloak Mage 25 Evil   

Carn Delthsa Sword Combat 1750 Good   

Casfarathel Armor Combat 1000 Evil   

Castamirôs Bane Axe Combat 750 Good Nation 1, Eldacar Can be chosen at set-up 

Celebornôs Long Sword Sword Combat 750 Good Nation 6, Celeborn Can be chosen at set-up 

Cirmegil Sword Combat 500 Evil Nation 14 Can be chosen at set-up 

Cloak of Feathers Cloak Combat 500 Good   
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Name Item Type Primary 
Benefit 

Alignment Likely Owner at Game 
Start 

Assigned How? 

Cloak of Hiding Cloak Stealth 10 Neutral Nation 2, Bregor Can be chosen at set-up 

Cloak of Mirages Cloak Combat 1250 Evil   

Cloak of Winterôs 
Shrouding 

Cloak Command 20 Good   

Cloud Bow Bow Combat 1000 Evil NPC Evil, Ji Indur Starts with NPC 

Collar of Renewal Collar Command 15 Good Nation 2, Aldarmir Can be chosen at set-up 

Corantir Crown Emissary 10 Neutral   

Craig-olf-Ti Spear Combat 500 Neutral Unknown (Table F) Can be chosen at set-up 

Crown of  Celethsa Gem Mage 10 Neutral   

Crown of Anarion Crown Command 30 Evil Nation 11, Castamir Can be chosen at set-up 

Crown of Angmar Crown Emissary 20 Evil Nation 16, Murazor Can be chosen at set-up 

Crown of Arwen Crown Mage 25 Good Nation 6, Arwen Starts with Character 

Cu-I-Thang  Bow Combat 750 Evil Nation 15 Can be chosen at set-up 

Cuivegurth Whip Combat 2500 Evil NPC Evil, Felagrod Starts with NPC 

Culok Bow Combat 500 Neutral Unknown (Table F) Can be chosen at set-up 

Dagger of Blinding Dagger Combat 1750 Neutral   

Dagger of Green Wisdom Dagger Combat 500 Neutral Unknown (Table F) Can be chosen at set-up 

Dagger of Night Dagger Combat 500 Evil Nation 12 Can be chosen at set-up 

Dagger of Orc-slaying Dagger Combat 750 Good Nation 5, Argeleb Can be chosen at set-up 

Dagger of Returning Dagger Combat 500 Neutral Unknown (Table F) Can be chosen at set-up 

Dagger of Sands Dagger Combat 500 Evil Nation 14 Can be chosen at set-up 

Dagger of the Dancer Dagger Combat 500 Neutral Unknown (Table F) Can be chosen at set-up 

Dagger of the Rebels Dagger Combat 500 Good Nation 2, Bregor Can be chosen at set-up 

Dagger of the Usurper Dagger Combat 500 Evil Nation 11, Castamir Starts with Character 

Dagger of the Viper Dagger Agent 10 Neutral   

Dagnirdraug Sword Combat 750 Neutral Unknown (Table F) Can be chosen at set-up 

Dalrim  Boots Stealth 10 Evil Nation 13, Elendin Can be chosen at set-up 

Dawnôs Breaking Gem Mage 20 Evil   

Dawnsword Sword Combat 1000 Evil NPC Evil, Ji Indur Starts with NPC 

Death Mace Mace Combat 750 Evil Nation 15, Uvatha Can be chosen at set-up 

Deeds of Perpetuity Scroll Emissary 5 Neutral   

Deepcrest Axe Axe Combat 1500 Neutral   

Delverôs Staff Staff Mage 10 Neutral   

Desert Tongue Dagger Combat 500 Evil Nation 15, Ovag Ito Can be chosen at set-up 

Distant Fists Mace Combat 750 Neutral Unknown (Table F) Can be chosen at set-up 

Diviner Pendant Combat 500 Good   

Doomôs Falling Sword Combat 750 Good   

Dragonhelm Helm Command 10 Evil NPC Evil, Khamul Starts with NPC 

Drums of the Deep Drums Command 5 Evil   

Durinôs Axe Axe Combat 2250 Neutral Nation 22, Durin Can be chosen at set-up 

Durinôs Belt Belt Command 30 Neutral Nation 22, Durin Can be chosen at set-up 

Duv Adôel (Morgul Knife) Dagger Emissary 10 Evil Nation 14, Adunaphel Can be chosen at set-up 

Duv Akôil (Morgul Knife) Dagger Mage 25 Evil NPC Evil, Akhorahil Starts with NPC 

Duv Dwôar (Morgul Knife) Dagger Agent 10 Evil NPC Evil, Dwar of Waw Starts with NPC 

Duv Hoôath (Morgul Knife) Dagger Agent 10 Evil NPC Evil, Hoarmurath Starts with NPC 

Duv Jiôur (Morgul Knife) Dagger Agent 10 Evil NPC Evil, Ji Indur Starts with NPC 

Duv Khôaul (Morgul Knife) Dagger Command 15 Evil NPC Evil, Khamul Starts with NPC 

Duv Muôor (Morgul Knife) Dagger Agent 10 Evil Nation 16, Murazor Can be chosen at set-up 

Duv Reôan (Morgul Knife) Dagger Command 10 Evil NPC Evil, Ren Starts with NPC 

Duv Uvôha (Morgul Knife) Dagger Agent 10 Evil Nation 15, Uvatha Can be chosen at set-up 

Dwarven Axe Axe Combat 500 Neutral   

Dwarven Pickaxe Pickaxe Command 15 Neutral   

Earring of Souls Earring Mage 10 Neutral NPC Neutral, The Blue 
Wizard 

Starts with NPC 
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Kazil Dwalin (Dwarven 
RoP) 

Ring Mage 40 Neutral Nation 22, Dwalin Can be chosen at set-up 

Kazil Thrar (Dwaven RoP) Ring Mage 40 Neutral Nation 22, Thrar Can be chosen at set-up 

Knight-Captainôs Ring Ring Command 20 Evil Nation 11, Castamir Can be chosen at set-up 

Kuileondo Gem Mage 10 Evil Nation 11, Iriel Can be chosen at set-up 

Lance of Reaching Lance Combat 500 Neutral Unknown (Table F) Can be chosen at set-up 

Leaf-crown of Cimoniemor Crown Mage 10 Neutral Unknown (Table F) Can be chosen at set-up 

Lembas Food Command 5  Good   

Listening Helm Helm Agent 10 Evil Nation 15, Ovag Ito Can be chosen at set-up 

Lordôs Axe of Kendarca Axe Combat 750 Good Nation 3 Can be chosen at set-up 

Lorglin Ring Emissary 10 Neutral   

Mace of the Huntsman Mace Combat 750 Good Nation 3 Can be chosen at set-up 

Macilromen (sword) Sword Combat 1250  Good Nation 6, Amroth Can be chosen at set-up 

Maelurathang Sword Combat 500 Good   

Mail of Delethal Armor Command 10 Neutral   

Mantle of Doriath Cloak - Good Nation 6, Elrond Can be chosen at set-up 

Melodyôs Memory Flute Stealth 10 Neutral Nation 6, Legolas Can be chosen at set-up 

Memoryôs Strings Lute Emissary 10 Evil Nation 14, Adunaphel Can be chosen at set-up 

Mesmeriserôs Glass Telescope Emissary 5 Evil   

Mirror of Galadriel Mirror Mage 30 Good Nation 6, Galadriel Can be chosen at set-up 

Mithril Circlet Crown Command 10 Evil Nation 11, Casteher Can be chosen at set-up 

Mithril Helm Helm Combat 1500 Neutral   

Mithril Ring Ring Mage 10 Good NPC Good, Saruman Starts with NPC 

Moon Rune Gem Mage 10 Neutral   

Morgul Plate Armor Command 30 Evil Nation 16, Murazor Can be chosen at set-up 

Morgurth Sword Combat 500 Evil Nation 15 Can be chosen at set-up 

Morlhach  Sword Combat 750 Neutral Unknown (Table F) Can be chosen at set-up 

Mormacil Sword Combat 1000 Evil NPC Evil, Sauron Starts with NPC 

Mothras Horn - Neutral Nation 15, Uvatha Can be chosen at set-up 

Mumak-Helm Helm Command 10 Evil NPC Evil, Ji Indur Starts with NPC 

Nallagurth Mace Combat 750 Evil Nation 16, Murazor Can be chosen at set-up 

Narsilôs Bane Gauntlet Command 20 Evil NPC Evil, Sauron Starts with NPC 

Narya Ring Mage 50 Good NPC Good, Gandalf Starts with NPC 

Nenya Ring Mage 50 Good Nation 6, Galadriel Can be chosen at set-up 

Nightôs Passing Gem Agent 10 Good Nation 3, Vidurafin Can be chosen at set-up 

Nightfang Sword Combat 750 Neutral Unknown (Table F) Can be chosen at set-up 

Night-piercer Bow Combat 500 Evil Nation 14, Adunaphel Can be chosen at set-up 

Nightstealer Sword Combat 1250 Evil   

Numenorean Seal Seal Emissary 10 Good Nation 5, Araphor Can be chosen at set-up 

Old Stave Staff Mage 20 Good NPC Good, Tom Starts with NPC 

Omba  Thông Star Combat 500 Evil Nation 15 Can be chosen at set-up 

Ongrum Mace Combat 500 Evil Nation 15 Can be chosen at set-up 

Orb of Song Orb Emissary 10 Neutral Unknown (Table F) Can be chosen at set-up 

Orc-helm Armor Command 5 Evil   

Ornithopter Ornithopto
r 

Combat 500 Good NPC Good, Sulkano Starts with NPC 

Ovir Crown Helm Command 15 Evil NPC Evil, Hoarmurath Starts with NPC 

Palantir of Amon Sul Palantir Scrying Good Nation 5, Malborn Can be chosen at set-up 

Palantir of Annuminas Palantir Scrying Good Nation 5, Malborn Can be chosen at set-up 

Palantir of Elostirion Palantir Scrying Good NPC Good, Cirdan Starts with NPC 

Palantir of Minas Anor Palantir Scrying Neutral Nation 21, Lorin Can be chosen at set-up 

Palantir of Minas Ithil Palantir Scrying Neutral Nation 21, Tirion Can be chosen at set-up 

Palantir of Orthanc Palantir Scrying Neutral Nation 21, Edrahil Can be chosen at set-up 

Palantir of Osgiliath Palantir Scrying Neutral   
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AAppppeennddiixx  GG  ςς  TTrroooopp  DDeessccrriippttiioonnss  
 

Nation # Nation Name Troop Type Troop Description 

1 Line of Eldacar Heavy Cavalry Loyalist Mounted Knights 
  Light Cavalry Loyalist Mounted Skirmishers 
  Heavy Infantry Loyalist Knights 
  Light Infantry Loyalist Pikemen 
  Archers Loyalist Archers 
  Men at Arms Loyalist Militia 

2 Rebels of Ered Lithui Heavy Cavalry Mounted Rebel Lancers 
  Light Cavalry Mounted Rebel Scouts 
  Heavy Infantry Rebel Axemen 
  Light Infantry Rebel Pikemen 
  Archers Rebel Archers 
  Men at Arms Rebel Reserves 

3 Rhovanion Heavy Cavalry Riders of Rhovanion 
  Light Cavalry Mounted Trackers 
  Heavy Infantry Rangers of Mirkwood 
  Light Infantry Woodsmen of the North 
  Archers Forest Wardens 
  Men at Arms Foresters 

4 Horselords Heavy Cavalry Plainsman Lancers 
  Light Cavalry Plainsman Mounted Scouts 
  Heavy Infantry Swordsmen of the North 
  Light Infantry Plainsman Scouts 
  Archers Northmen Archers 
  Men at Arms Camp Guards 

5 Kingdom of Arnor Heavy Cavalry Mounted Knights of the Old Realm 
  Light Cavalry Mounted Scouts 
  Heavy Infantry Knights of the Old Realm 
  Light Infantry Rangers of the North 
  Archers Wildsmen Hunters 
  Men at Arms Footmen of Arnor 

6 Quendi Heavy Cavalry Mounted Knights of Elbereth 
  Light Cavalry Outriders of the Golden Woods 
  Heavy Infantry Elven Swordsmen 
  Light Infantry Elven Scouts 
  Archers Archers of the Galadhrim 
  Men at Arms Elven Spears 

 


















