Miniatures Based Combat in The Lord of the Rings Roleplaying Game


Using figurines (these rules assume Games Workshop The Lord of the Rings miniatures) can add a great deal to combat situations, as it allows the Narrator and players to see exactly where characters and NPCs are, to visualise the situation and terrain – and also just looks good! Also, if a player spends some time painting and converting a model to represent her character, then she may feel more involved with the character and other players will be better able to visualise her.


These rules are not intended to represent massed combat, rather allow for a visual and physical representation of exactly where PCs and NPCs are and exactly what the terrain looks like. If you wish to represent massed combat with miniatures, I have written a rule set which combines both the Lord of the Rings RPG and Strategy Battle Game.


The first stage of miniature combat is to set the scene, by playing scenery (either sculpted and modelled, improvised using books, boxes or modelling clay etc, drawn on a piece of paper or a combination of all three). Wargaming experience is useful here, and the terrain should follow the Narrator’s map as closely as possible.


The scale of the models should match the scale of the scenery. A scale of 1 inch represents 2 yards is suggested – this ties in very nicely with 25mm figures (which is what Games Workshop’s models are).


After the scenery is placed, the Narrator should place the models representing the PCs and NPCs on the scenery at the appropriate points. The Narrator is the final arbiter of placement, but players are encouraged to have some input here – e.g. “I said that Lindir was staying close to the edge of the cliff – I think the model should be touching the cliff, not two inches away.”


Then, initiative is rolled as normal and the combat commences!


Models are allowed to move a certain distance for each action taken moving. Without a test, this is 12 yards / 6 inches for a Man or Elf, 10 yards / 5 inches for a Dwarf or 8 yards / 4 inches for a Hobbit (astute players of The Lord of the Rings Strategy Battle Game will notice that this is exactly the same as the movement allowance of those models in the game. Pure co-incidence, I assure you . . .) If a character wishes to run, she should make a Run Test with a TN of 5 modified by Physical Test Modifiers in table 9.8 on page 218 of the rules. A success means she moves at one and a half times the speed. An extraordinary success means she may double her speed. A failure means she moves three quarters of her normal speed while a disastrous failure means she trips and falls prone. If the character wishes to move over rough ground, she may either move at a fraction of the rate (normally half, but determined by the Narrator) or may attempt a Skill Test (on whichever Skill the Narrator feels is appropriate) against a base TN of 5 to move at normal speed. Moving faster than normal over rough ground should require both the Skill Test and the Run Test.


Characters can engage in any sort of action they desire in these rules, but distances and difficulties can be dictated by the terrain and models. For example, if a character wishes to fire a bow then the range between the target and her can be measured in inches and multiplied by two for yards, and the amount of cover can be determined by getting a “model’s eye view.” Of course, this situation may be different with dramatically posed models, or with characters who are hiding or crawling, and a degree of common sense is required here.


If a model ends a move touching another model, she may engage in close combat with it. A model which is engaged in combat before its move may not move away without disengaging (see below). Actions may then be spent in close combat to make Armed or Unarmed Attacks. Note that a model which spends all its actions in moving into and then attacking, who is later attacked in that turn may not Dodge or Parry / Block without incurring the +5 per action to TN modifier for additional action(s).


In order to disengage, a model must successfully Dodge (or declare a Dodge action against a foe who actually misses) and then make an opposed Swiftness Test (with the model breaking away having a –2 to Test Result for each opponent directly fighting her). If the model wishing to disengage wins the Test, she is moved directly away from her opponent(s) a full move. With a successful Run Test (which does not count as an extra action) she may move faster, as discussed above. The Narrator must rule that there is sufficient space to disengage (a model surrounded, for example, would be unable to disengage until some of her foes are dead).


A model may combine movement actions, at the Narrator’s discretion, with Free Actions which do not require a Test; for example, drawing a weapon.


Mounted models move the Run Skill of the horse x2 in yards / Run Skill in inches per action and can move further with a successful Ride Test with a TN of 5 modified by Physical Test Modifiers in table 9.8 on page 218 of the rules. A success means the horse moves at one and a half times the speed. An extraordinary success means it may double its speed. A failure means it moves three quarters of its normal speed while a disastrous failure means it trips and falls prone. An unridden horse should make Run Tests. If the character wishes to move over rough ground, she may either move at a fraction of the rate (normally half, but determined by the Narrator) or may attempt a Ride Test against a base TN of 5 to move at normal speed. Moving faster than normal over rough ground should require a Ride Test against a base TN of 10. Failure of these Tests should have the same effect as above.


Characters may – if they wish – combine actions with horse movement. If this is an action which requires a Test (whether or not it is a Free Action) then the TN should be raised by +5. If the action requires an Action to perform, then a Ride Test against a base TN of 10 should be attempted. Success allows the rider to perform the action. Note that for an action which requires a Test and an Action then the TN for the action itself will rise by 5 and the Ride Test must be made. In any case, the combined action of horse movement and whatever else the character does will only count as a single Action if the Ride Test is passed. If the character wishes to attempt to move faster than normal as well as performing an action which takes an Action to perform, then a single Ride Test of base TN 15 should be made. Travelling over rough ground at the same time will raise the base TN to 20. Failure of these Tests should have the same effect as above.

Combining The Lord of the Rings Strategy Battle Game and The Lord of the Rings Roleplaying Game
(Please note that these rules are not official, neither are they sanctioned, written, approved or anything by Decipher, Games Workshop, New Line Pictures, Peter Jackson, the Tolkien Estate or anyone even vaguely connected to The Lord of the Rings in an official capacity!)


The Lord of the Rings Strategy Battle Game produced by Games Workshop (hereafter referred to as “the SBG”) is the best wargames system available to re-create battles in the world of Middle Earth. While it would be inappropriate to play the SBG and “bolt on” elements from the RPG in order to make it “better”, the use of the SBG to represent large battles within the RPG can be most advantageous.


Although the RPG contains an excellent mass battle system, it does not convey the same level of involvement and detail that the SBG does. Use of the SBG will lead to greater detail, and a greater level of involvement in large battles by the players, than use of the mass battle system. The Narrator should be very aware of this, and also aware of the sheer logistics of running a miniatures-based wargame!

Preparing for Battle


Before using the SBG to represent a large battle the Narrator should be very well-versed in the intricacies of the SBG (having played it several times) and know all the rules. She should then write a Scenario for the battle in question, using the guidelines in the SBG. She should keep the details of this Scenario from the players, and only reveal to them what their characters would know (e.g. if the battle will be won by the defeat of the Witch King, the characters should be told that his death is important, but – if a force of Orcish cavalry will arrive on turn 7 in a surprise ambush – they should not be told this.)


The Narrator must then gather the following items (they have been split into two lists – an SBG list and an RPG list);

From the SBG

· A copy of the Rules Manual from the SBG (the current version is The Two Towers)

· A copy of the Scenario being played (this will have been written by the Narrator)

· All models used in both armies

· A model representing each of the PCs (the players should provide these!)

· A board and any scenery required

· Range rulers and dice

From the RPG

· An RPG character sheet for each type of Warrior and Hero on either side (if there are no Major Heroes on the Evil side, no RPG stats for Good Warriors and Heroes will be needed)

· An RPG character sheet for any Major Heroes (see below) on either side

· The PCs’ character sheets

· Scratch paper, pens, pencils and dice

Major Heroes are NPCs who are the equal of the PCs in importance to the Chronicle. They are not necessarily as powerful, but they are very important. For example, if running the Battle of Fornost under these rules, Glorfindel and the Witch-King would be Major Heroes, and would require an RPG character sheet. PCs are also considered Major Heroes (regardless of their importance or power). Major Heroes use the RPG rules for the most part, while all other models (Warriors and Heroes) use the SBG rules.

Warriors are basic models in each army (such as Orcs, Men of Gondor and even monsters such as Trolls). They have very simple rules and stats in the SBG and should be represented by inexperienced examples of their race in their RPG stats (unless the Narrator desires an elite guard, for example).

Heroes are the leaders of the army who are not PCs or Major Heroes (such as Orc or Elven Captains). They have a number of special powers in the SBG (most importantly Might and Fate and multiple Wounds – i.e. they must be “killed” more than once) and should have relatively experienced RPG stats – although not the match of the Major Heroes.

Setting Up the Battle

Once all the preparations have been made, the Narrator should then follow the instructions in the Scenario to determine terrain, set-up and who goes first. The PCs should place their models where the Narrator directs them, although she will most likely take account of their wishes (depending on their position and rank). For example, a player might say, “As a Lord of Dol Amroth, I will lead the charge of the Knights” and be placed at the forefront of the Knights. However, if a player playing a low-ranking Gondorian soldier decided she would like to be placed with the Elves, her Captain may order her elsewhere.

Commencing Play


Battle can now be joined! The battle should follow this turn sequence (note, this is identical to the SBG);

1. Priority Phase

2. Move

3. Shoot

4. Fight

5. End

We will handle each of these separately.

Priority Phase


Just as in the SBG, a single die should be rolled for each side, with the winning side moving and shooting first, and choosing what order combats are conducted. In the event of a tie, the side that had Priority last turn looses it.

Move Phase


As in the SBG, models may move their movement allowance. PCs and Major Heroes move the distance as determined by their race. Models which are engaged in combat before they have a chance to move may not move that turn – they are locked in combat.


Note that, although the SBG uses either inches or centimetres, these rules use only inches. For this I make no apology – these are the measurements that Games Workshop staff and most serious Lord of the Rings Strategy Battle Gamers use. Inches are simpler to use in many ways and an inch is conveniently the diameter of a Lord of the Rings miniature’s base.

Shoot Phase


Warriors and Heroes use the SBG rules to shoot at each other.


Warriors and Heroes shooting at Major Heroes and PCs should roll to hit as normal. The damage taken from being struck by an arrow, bolt or whatever should be calculated by taking the SBG Strength of the hit, minus one, as a number of D6 for damage with a +2 bonus. For example, a Strength 3 bow would do 2D6+2 points of damage. As can be seen, missile combat can be deadly – striking down PCs and Major Heroes very quickly. To avoid this, players (and Narrators!) should be discouraged from shooting at Major Heroes and / or PCs. If necessary, disallow shooting PCs and Major Heroes if there is a closer target, or allow the hit to “transfer” itself onto another model standing nearby which could be hit.


When Major Heroes and PCs shoot, they should roll to hit as per the RPG rules, using the Defence of the model they are targeting (from their RPG character sheet). However, the normal range increments are not used – the scale for the SBG is not to the same as the figures. The following table should be used;

	
	Ranges

	Weapon
	Point Blank
	Short
	Medium
	Long

	Longbow
	1”
	5”
	10”
	24”

	Númenórian Steelbow
	1”
	6”
	13”
	32”

	Shortbow
	1”
	4”
	8”
	16”


Major Heroes and PCs may not shoot further than this, and are bound by the same restrictions on targeting as Warriors and Heroes. Other Major Heroes may attempt a single Dodge action per turn to avoid missile fire, using their Dodge Test Result as the base TN for further Ranged Combat Tests.


Note that PCs and Major Heroes may shoot without sacrificing movement, unlike Warriors and Heroes, unless the Narrator rules otherwise.


Damage is figured as normal. When shooting at other Major Heroes, the RPG damage rules are used. When shooting at Warriors and Heroes, see Damaging SBG Models.

Fight Phase


Initially, the side with Priority must divide up the fights as per the normal SBG rules, with the following exceptions. Major Heroes and PCs always fight on their own – even if this means Warriors and Heroes do not get to fight! Narrators and players are discouraged from creating situations where there are too few foes for SBG models and RPG models to each fight one. This rule does not mean than Major Heroes and PCs cannot “gang-up” on a single model (such as a Cave Troll or other Major Hero) – but that there should be no Good Warriors or Heroes involved in this combat.


Fights involving Major Heroes and PCs should be fought before fights not.


Major Heroes and PCs should fight a maximum of five rounds of melee combat against their opponents. Their opponents should use their RPG stats and all RPG rules should be used. Models themselves are not moved, and all “movement” in combat (leaping back, out of the way etc.) should be described rather than represented with the models.


Do not figure damage to Warriors and Heroes normally – see Damaging SBG Models. Major Heroes and PCs are wounded as normal for the RPG.


After five rounds have elapsed, then the combatants are moved one inch apart and that fight ends.


If a Major Hero or PC kills all his opponents, he may make an extra move – in exactly the same way as a Hero killing all his opponents in a Heroic Combat. If this gets him into combat with further foes, he should fight against them, until he has fought a maximum of five combat rounds. He may only make a single extra move, even if he slays all of his second set of opponents.

Warriors and Heroes should fight a single round of normal combat, using all the normal SBG rules.

If a Hero initiates Heroic Combat and then moves into a Major Hero or PC, then the Major Hero or PC and the Hero should fight a maximum of five rounds of Melee combat. This holds true even if the Major Hero or PC has fought before that turn. If the Major Hero or PC kills all his opponents, he may make another move (assuming he has not done so already).
End Phase


The turn ends and you should begin again from stage 1, Priority. Note that Weariness checks should be made for each Major Hero and PC in this phase.

Damaging SBG Models


Calculate the amount of (RPG) damage actually done to the model (i.e. the amount after armour deductions) and then divide the amount by the Health of the model (on its RPG character sheet), rounding up any remainder.

The model must now roll a number of D6 equal to the number of Wounds remaining on its SBG profile. For each dice which is equal to or less than the result the model suffers one (SBG) Wound.

If the model was hit with a Superior Success, the Narrator must subtract one from the d6 roll. An Extraordinary success means the Narrator must subtract 2 from the d6 roll (note that, in this system, players may not choose to inflict maximum damage with an Extraordinary success – the –2 to the d6 roll is quite enough!)

For example, a PC wounds an Orc (RPG Health 9 / SPG 1 wound) for 16 points of (RPG) damage. This divides by 9 to 2 (after rounding any remainder up). The Orc must now roll 1D6. If this dice comes up as a 1 or 2, the model suffers a (SBG) Wound and is thus removed. Any other result, and the model survives.

When a multi-(SBG) Wound model looses a SBG Wound, reduce its damage by the appropriate fraction, and apply all penalties that it would suffer.


For example, a Troll (RPG Health 18, SBG 3 Wounds) is hit by a PC for 21 points of damage. 21 divided by 18 is (after rounding any remainder up) 2 and so each D6 roll must beat that in order to avoid loosing a wound. The Troll rolls a D6 for each SBG Wound – 3D6 – getting a 1, 3 and 6. The “1” reduces the Troll’s SBG Wounds by 1 (to 2). Troll now takes damage equal to a third of its total (i.e. 18 x 6 % 3 or 36 points. This places it just in the “Injured” Wound Level, and so the Troll now suffers a –3 to all actions.


If a model has less than six Wound Levels in the RPG, it should deduct one from each D6 roll for each Wound Level less than six (e.g. a Hobbit – five Wound Levels – would deduct 1 from each D6 roll).


Should a PC deal enough RPG damage to kill a model outright (or enough damage that – when divided by the model’s Health and rounding up – the result is 6), simply remove the model.

Might Points and Courage


Heroes have Might points, and may spend them as normal to effect SBG die rolls. They may also initiate Heroic Movement, Heroic Shooting or Heroic Combat as normal. Any dice rolled on behalf of a Hero which use the RPG rules may use Might – in which case it acts exactly the same as Courage. Heroes never regain Courage / Might in a SBG.


Conversely, Major Heroes and PCs may spend Courage in order to gain Heroic Actions (except Heroic Combat, which they automatically get each turn!) They spend Courage as normal to alter their dice rolls. Courage is regained as per the normal RPG rules.


(It is a good idea to re-name RPG Courage “Might” when running these games, in order to avoid confusion with the SBG stat Courage.)

Fate Points


Fate points can be used by Heroes to attempt to avoid injury as normal. They can also be used to attempt to avoid injury when fighting Major Heroes or PCs. Each Fate point spent forces a re-roll of a dice to determine if a SBG Wound is lost. No Might can be used on this roll!

Magic and Will


Will plays no part in these rules. All characters who are capable of using magic should be Major Heroes or PCs, and should use the RPG rules for magic. No Heroes should be chosen who can use Magic – they should be made Major Heroes with RPG rules instead.


Magic can generally only be used in the Fight phase as part of close combat, unless the Narrator rules otherwise. However, such magic would have to use rules of the Narrator’s devising, based on the particular circumstances.

SBG Courage


The Courage stat in the SBG determines how Warriors and Heroes will act in frightening situations. This should be used as per the SBG rules. Major Heroes and PCs should use the normal rules for Fear, taking opposed Willpower Tests against the Intimidation of the fear-causing foe as per the rules on page 233 of the RPG rulebook.


PCs and Major Heroes are immune to fear caused by destruction of half their force – they can continue to fight until they die, if they wish! Naturally, sensible PCs and Major Heroes will withdraw when it is clear the battle is lost!


Major Heroes and PCs can act as Heroes with regard to the Stand Fast! special rule. In this case, an Inspire Test is made against a base TN of 10. This can be modified by a large number of factors – including just how badly the battle is going and the proximity of terrifying opponents. It is far easier to be brave when there are only a few Orcs left than when you are facing an entire army of Uruks lead by one of the Nine! Use the Test Modifiers to cause fear on page 233 as TN modifiers, or at least as inspiration.


A Success allows all allied models within 6” to stand fast. A Superior Success allows all allied models within 9” to stand fast, while an Extraordinary Success allows all allied models within 12” to stand fast.


Note that a normal Hero made to stand fast by a Major Hero or PC does not count as having passed a Courage check and thus cannot allow models within 6” of him (but not within the radius of effect of the Major Hero’s or PC’s Inspire) to stand fast. The Hero may attempt a Courage check if he wishes. If this is passed, he (and those within 6” of him) may stand fast. If it is failed, he flees! He cannot inspire other models with his bravery, and those within 6” who have not already stood fast must check their Courage. As can be seen, this is a risky strategy, but it can pay great dividends.

Weariness and Exhaustion


Each turn, in the End Phase, all Major Heroes and PCs should make a Weariness-related Stamina Test as per the rules on page 249 of the RPG rulebook. This is based on the battle being an “Extreme” activity and each turn roughly 5 to 10 minutes long. If Major Heroes or PCs are not fighting, the Narrator may rule they are performing “Demanding” activities (or even “Standard”!) although this should be rare.


Weariness can be recovered as normal – although rest in a battle is all but impossible to come by! Courage spent to recover lost Weariness will be the most common method, normally allowed when the odds appear impossible or when a great victory has been won. Inspiration can be used to recover Weariness, and the Test should be made in the End phase, after the Stamina roll to resist exhaustion.

Who Should Control Each Side?


A good question. If you want the players to have a great deal of control over the battle, then it should be them. They should control all Good Warriors, Heroes and Major Heroes. This is especially appropriate if they are playing characters orchestrating the battle.


However, this approach can have certain problems. It may be that the characters are relatively minor players in the battle, thus tactical control should reside with someone else. In that case, you must either control the Good side yourself (not recommended, as you will probably be controlling the Evil side!) or get someone to play “the General”.


Also, unscrupulous players may treat Good Major Heroes as nothing more than playing pieces, and sacrifice them to save their own skins! Although such players should not belong in a Lord of the Rings RPG, they may sneak in. In order to combat this, giving Major Heroes to “guest” players might not be a bad idea.


An alternative to “guest” players is to allow the players to control both the Good Army and Major Heroes, but be prepared to veto their decisions if it is “out of character”. For example, Glorfindel at the Battle of Fornost would not charge straight for the Lord of the Nazgûl, leaving his Elven Knights leaderless, and risking himself insanely. Conversely, a Man would not charge the Lord of the Nazgûl alone while the rest of the army fled – he would not be brave enough. If a PC or Major Hero did it, fine – such actions are their province.


The Evil force should be controlled either by the Narrator or a “guest”. In either case, the Evil general must be prepared to tailor his strategy to the needs of the Chronicle. It may be that the Good side really should win (especially if they heavily outnumber the Evil side and are lead by an experienced general) but none of the Good players are experienced wargamers. In this case, the Narrator should not really have used these rules, but –as she has – she should play “badly” so the Good army wins. Allowing Siegecraft Tests for advice would be highly appropriate.

In Conclusion


The SBG and the RPG are both truly excellent examples of their respective art forms, and both Games Workshop and Decipher have excelled themselves with these products. When used individually, they have few (in any) flaws and inconsistencies and are simple and elegant.


These rules for marrying the two together can be inconsistent, difficulty and complex. For this, I make no apology – you do not have to use these rules! Correctly applied, with a degree of common sense and a willingness to make swift decisions to allow the game to flow, these rules can greatly enhance the RPG experience.


A few words of caution – do not use these rules without proper preparation. A battle cannot be just chucked together – all the materials must be gathered together before the game begins. The Narrator must also be familiar with the SBG rules – very familiar. The other “generals” should also be familiar, if not as familiar. Without this preparation, the battle will be disappointing and disjointed and the game will suffer.


A few words of advice . . .


Major Heroes and PCs can be exceptionally powerful – as they should be! They can carve though great numbers of Orcs and Evil Men in a single turn, and can turn the tide of an entire battle. Remember, this is Lord of the Rings! Heroes do do great deeds – Legolas and Gimli slay over forty Orcs each at the Battle of Helm’s Deep. Do not look on this as a flaw – simply ensure that the PCs are in the right place to advance the adventure as well as killing Orcs!


Conversely, PCs and Major Heroes can be exceptionally weak – Moria Goblins shooting at Major Heroes will hit on a 5+ and inflict 1D6+2 points of damage. 30 Moria Goblins with Orc bows (a very small number) shooting at a Hero with only 2 points of armour (such as the Armour of Heroes) will do an average of 35 damage points to that character per turn! In order to avoid this, simply disallow shooting at Major Heroes, discourage it, or whatever works for your particular game to make sure the atmosphere of Lord of the Rings is maintained. How many times is Aragorn hit by a random stray arrow, despite the fact his is leading the charge with a glittering sword? Does anyone even bother shooting the Lord of the Nazgûl at the Battle of Pelennor Fields?


You must play in character, rather than to win! This applies to both Narrators and players – sometimes the best tactical decision is not the best roleplaying decision! While it might be possible to defeat that Cave Troll by swamping it with Men, is that the heroic thing to do? No! Charge it yourself, and deal with it!


A game of the SBG using 50 or so models a side can take up to two hours to complete – be warned! Allow sufficient time for these games! It is suggested that an entire session is devoted to a large battle – perhaps even a full day rather than just an evening.


These rules should not be used willy-nilly – they are too complex for that. If wargaming in Middle Earth excites you, simply play the SBG! These rules should be used to represent major, decisive battles – the culmination of Chapters if not an entire Chronicle – and not every Chronicle, either! For example, you would not use these rules to represent the battle against the Uruks at Amon Hen – but you might use them for the Siege of Helm’s Deep.


When creating scenarios, do not simply create exciting wargaming battles – create battles that allow the PCs to do what they came here to do! The game is, after all, about them.


Unless you are quite prepared to change the history of Middle Earth, do not create scenarios which can go either way to represent historical battles! You can usually get out of this mess with a well-timed “reserve charge” of cavalry (Wargs are very scary hitting you in the flanks, and even the Nazgûl fear Elf-lords!) but such things are a fudge rather than advised.


Do try to paint your models and have some nice scenery – it looks so much better. Players will be excited by the concept of wargaming with painted models and realistic scenery. If the Battle of the Morannion is held before two Pringles’ tubes with bare plastic and metal models (some of which are actually Chessmen or Star Wars figures because you don’t have enough miniatures) no-one will be really excited. However, if you have built the Towers of the Teeth (out of Pringles’ tubes cunningly fashioned and painted) and have two armies of painted models then even the most dyed-in-the-wool “I’m a roleplayer not a wargamer” player will find it hard not to be interested. Building scenery and painting models is not an easy skill and it does take time, but it is fun. If you want advice, or to purchase any of the SBG products, take a trip to your local Games Workshop store (you can find where these are by looking at www.games-workshop.co.uk) The staff there will be more than happy to help you with all your needs, offering painting lessons, demonstration games and even instruction on how to play and tactical advice! Games Workshop Mail Order can also ship Lord of the Rings Strategy Battle Game product to anywhere in the world, so what are you waiting for?

Darknight, September 2002

