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How Lo Resd the Rules

The bexl way [o use the rules 1o Har of e
Riagis as a ceference whike plaving the pame,
Reud them chrowgh and acguire some
familizrity with them sw that you know, Tor
example, that when Gandalf gets involved in
a fight he ¢an ublize Sorcery; then, IF and
whan thar situation arises, you can refor o
the appropriate seetion af the rules and learn
precisely what e can acenmphish therchy, It
will be pasier Lo play [he ganme (his way, even
though you may have to refer to the cule-
book several Tines e FTsT time you 1y ik,
However, mene of the rubey are too diffeuli,
and after o few turns vou will find thar the
Frent Caurds are selfesplanatory and the
game flows smoathly. YWe heartily rooom
mend that you ery this approach.

A. Introduetion

Hr of the Ring basically is a twa-Flover
game concerning the struggle between San-
ron {the Dark Tord] and the Free Peoples aof
Middle Barih al e end ol the Third Ape. as
recounted in 1LR.E. Tolkicn™s Lowe of the
Rirgs. The Dark Fower Player controls the
lorces of Seuron end his elbes, and the Fel-
lowszhip Player ik it command af the coali-
tion of Blves, Deearves, Men, and Hobhits
appnsing che Thark T.ord. Each Player can
move and direct in combat the picoes repro-
senting the individunl chamerzrs who rook
part in the struggle. The Duck Power Player
¢in win cither by actualhr gaining control of
Middle Earth by force of arms or by seizing
the Riuling Ring, therehy attzming mafficient
power fo agsure the mipremacy of 1he will of
Sauran, The Fellowship Player wins by pre-
vgnling thiz, eicher by thwarting Sauron's
desiens om the fisld of batth or by destroying
the Dark Lord"s Ruliog Ring, and, thus, his
besis of peower, As the game heglns, the Ring
has coms imic the possessivn of Frwdo, a
Haobbit, in order to destyoy it, one of the el
lowship Flaver's chavae ters musocanmy It ot
the beart of Merdor, Sauron'e land, and camt
iLinbo L Cragk of Toom.

War af the Ring can be played with or
withput wiilizing riles that detail the deploy-
ment and ubikization of the warious armies
that ook part in the confler. The '“Charac-
ter Tame,’" which omils aroie and Asey
combat, concermns cnby the immediate strug-
ple of the Fellowship 10 desteoy the Buling
Rirg hefore Sauron’s agenis can regain it for
Ioirs. The ' Crnnypsadggn Gamee, "' which depices
the military gspecis aftheairmeede fior Widdle
Barth, inchades rules covering additional in-
dividusl checaeters and evenrs. These rules
add somewhat 10 (he complexily a0d lengih
In piaying tme of the game, a5 well as signiri-
cantly broadening the scope, acouracy, and
- mot [teddettally — the sitategle aptidns
available to each of the Players. In addition,
thare i 2 three-Plaver vergion of tHe ""Cam-
Faign Game'' in which the fooces of Surp-
man, Sauron's strongest and most anreliabls
ally, are conlodled by an independent Player,
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We suggest layime put all al the game’s comr
ponents and looking fham gver prior to read.
ing the rules, and ihen masipulating the
compooenis to dlusicate the tules and =x-
umples given a8 the rules are read. Learning
the Characler Game from wruich should
take 30 to 40 minutes [less 1o teach it). Flay-
ing time [or the Character Game i under two
haurs. The Campaign Came will take
approximaniely three hours toeormplets,

The Rules themselves are formetsd in
such a way a5 b segcegate hlstarical com-
menlary {rom ihe main body of the rules,
Starting wich Seviiva ., How b Set-ap 1he
Cheracter fTamee, ench mejor Section of the
males has a summary sel of[ by a star [¥#), and
any hlskorical commentary 5 prnted 1o
ilalicized vpe.

Ehould any questions erise that cannat
be rasolved with reference Lo the rules, Tely
above all on common sense 25 well 38 on your
knowlades af the baalk,

THE

CHARACTER
GAME

B. General Synopsis of Play
{Character Game)

Setting-mp the Game

Adfver the Players docide which sids each
of thetn shall play, they prepare the game.
gy, distribate the cands ysed in the Charae-
ter Geme, and place the cardboard playing
heces (oawnfern) in the indleared hexaganal
spaces [Rares) on the game-map, according
1o the ingtructions for preparing foo play of
Waor of the Riap. The Players (hen procasd to
Lhe Eirst turo (Cranre- Tlirm) of the games,

The ame-Torn Begim

At the very start of each Game-Turn, 1he
Txrk Power Player rolls the die (o dstermine
which Player will control Gallura, g Char-
acler whose allepance rmay shifl back and
forth betwesn the Players, for the cumrent
Crarne-Toare, Afver (e die coll ls made and
Grollum's alkegiznce determinsd, the Fellow-
ship Plagver may mall the die to resahve an al-
tempt by the Charaster wha i wearing the
Rifp to remowve it {While wearing the Eing
mcreases 8 Character's combat shilities, it i
dengerous for a Character to wear it for
Inng ]

The Plavers Draw Evesi Cards

Starting with the Dark Power Player,
the Playera In tuem draw an Event Card, The
Event ‘Cards represcon. pessible evenlualilics,
ruch ps “Fiepea Storms,' or 'Boromic Af-
lemprs by Sedte The Ring.™ An Byent £2ard
comes inco play only if the Player who picks
it clects 1o play i; if & Player ploks an Bveni
Card he dos mof want to play, he may dis
card Ji or (up to 2 mazimum of 1theee Bvend
Cardsy Hodd it to play later (ar just to kest il
oyt o the hands of his opponent). Brvenl
Cards may be piaved virtually any me dur-
i the courae of The tarn,

The Dark ForerPlaverGens Sheiow P olns

The Dark Power TMaver rolls the die (o
determine how many Shadaw Paints he has
for the current Game-Turn, Shadow Poinks
are used by the Dark Power Player th mave
his Characters and executs cartain other ac-
{iong, He keeps laly oo the number of Shad-
aw Points he has sxpended on the shadow
Paints Track printesd an the gmg-map,

Thee ark Power Player Conducty Ssarch

Al this point, the Dark Power Plaver
may szarch For Fallowship Flaver-conmodled
Characters. He draws a Seanch Card, and
may artempt to Spoe any characters in any of
the Prowinees lisbsd o the card, 10 be i auce—
c=ssful in sponing amy Characters, he may at-
Tenpt to Capfuee them.

T Fellowship Plaver Moves Hiy Forces aad
Twdividual Combat (i asyv}is Kesolved

The Fellowship Flayer may ficst resobes
Frrape for any of his Chargaers who hawe
bern Capiured. Then, he may move his
Character's countérz o the garne-mag. 1F he
maves any af them into a hex containing the
word ""Magic' tranaliterared inlo Blven lei-
lets, . ther the mguecmicnt of his
Characiers may be interrupted and he nway
acquire and disctibute among his Charaeters
a npmber of Magic Cards. [T he mowes any of
his Characters into 2 bex comlainng Dark
Fower Player-controbled forces, then che
mewement of the Fellenwahip Charociaes may
be incerrupbed while the Dark Fower Flayer
canducts Search. If he moves any
Charactor{s) inko 4 Servant of Spuron bhex,
Ien mowem il i inceriupred gnd Individual
Catabat Is resolvad, I a Servant of Saurcn is
present, Any surviving O haraciets may com-
plete therr mosement, Afer the Fellowzhip
Player has completed all movernend, any Fr-
Ahuiawal Combad betwoen Characrers chat
either gf the Players imiliales 16 resolved
The Dinrk Powey Flayer Maoves s Farces
and Tndivldwal Combpl pod Cliads] Redwe-
tHon are Recobved

The Dark Power Plaver movas any of
iz fomess on the EEmc-map, capooding the
required oumber of Shadow Foints for aach
mservenient, ATer Lthe Trark Power Player Tas
completed 2l his movement, any |ndividoal
Combat init/aled by elther Plaver Ie regalvad,
Then, the Durk Bower Player may atiempt
Clradel Reduction. Cltadel Reduction 1s the
way in which the Dark Fower Player cap-
tares Fellowship Flayer-controlled Citadels
fif he captures all three, he wins the game). In
onder (o teeo]ve a Citade] Reduction attempt,
the Dark Fowes Player st expend Shadow
Poinks.
The Game Tore Ends

The Dark Poorer Player marks the ¢om-
pleticm af the Game-Turn by adjusting the
Game-Turn Marker oo che Game-Tum
Track ot the gams-mag.,

., HowtoSetUp
the Character Game

* Before setiing np #or of tie Ring, the
Plavers should determine which sde gach of
them will play. Then, in accordance with the

08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

4 0of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

50f 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

6 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

70of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

8of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

9of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

10 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

11 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

12 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

13 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

14 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

15 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

16 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

17 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

18 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

19 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

20 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

21 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

22 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

23 0of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

24 0of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

250f 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

26 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

27 of 28 08/26/02 19:06



http://www.cs.nmsu.edu/~jeffery/courses/371/warring/rules.ntml

28 of 28 08/26/02 19:06



