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KEYWORDS
Throughout this section you will come across a keyword that is within angular brackets, specifically <LEGION>. This is shorthand for a keyword of your own choosing, as described below.

<LEGION>
All Isengard units come from a particular Legion bred in the shadow of Orthanc.  These Legions are as follow; ORTHANC SENTINELS, WHITE HAND WARRIORS, UGLÚK’S HUNTERS, and STONE RAIDERS.

Some datasheets specify which Legion the unit is drawn from or that a unit must be from a specific Legion. If an Isengard datasheet does not specify which Legion it is from, it will have the <LEGION> keyword. When you include such a unit in your army, you must nominate which Legion that unit is from. You then replace the <LEGION> keyword on that unit’s datasheet with the name of your chosen Legion.

For example, if you were to include an Uruk-Hai Captain in your army, and you decided that it was from the Stone Raiders Legion, its <LEGION> Faction keyword becomes STONE RAIDERS and its would Orcish Discipline ability would read “All friendly STONE RAIDERS CORE units within 6” re-roll failed hit rolls of 1.”


ABILITIES

Creatures of Darkness: Models in this unit receive an additional +1 benefit to their armour saves when in cover, however the unit adds 1 to the result of all Morale checks when the unit is not in cover.
Orcish Ferocity: Models in this unit make an additional attack in the Fight phase if the unit charged this turn. 
Uruk: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.


ISENGARD BANNER LIST

	Name
	Effect on unit carrying it

	White Hand Banner
	Models in this unit re-roll failed wound rolls of 1 in the Fight phase.

	Cirth Rune of Saruman
	Models in this unit re-roll failed Morale checks.




HQ

	HQ
8 POWER
	SARUMAN OF MANY COLOURS
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	SARUMAN OF MANY COLOURS
	6”
	2+
	2+
	4
	3
	6
	4
	10
	-
	150

	Saruman of Many Colours is a single model armed with a Wizard’s Staff.  Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Wizard’s Staff
	Melee
	Melee
	+2
	0
	D3
	The bearer of this weapon adds 1 to all Psychic tests and Deny the Witch rolls.

	ABILITIES
	
Istari: This unit has a 4+ invulnerable save and re-rolls failed Psychic tests and failed Deny the Witch rolls.

Possession: Enemy CHARACTERS within 6” of this model subtract 2 from all hit rolls.

Voice of Power [Aura]: Friendly units within 6” of this model re-roll failed Morale checks.  Enemy units within 6” of this model re-roll successful Morale checks.

Lord of Isengard [Aura]: Friendly ISENGARD CORE models within 6” re-roll failed hit rolls. 

	PSYKER
	This model can attempt to manifest four Psychic powers in each friendly Psychic phase, and attempt to deny three in each enemy Psychic phase. It knows the Smite psychic power and five Psychic powers from the Morgoth and/or Aulë Disciplines.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, ORTHANC SENTINELS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, PSYKER, MAIAR, ISTARI, SARUMAN OF MANY COLOURS




	HQ
6 POWER
	GRÍMA WORMTONGUE
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	GRÍMA WORMTONGUE
	6”
	2+
	2+
	4
	3
	4
	3
	9
	5+
	125

	Gríma Wormtongue is a single model armed with a Dagger.  Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Dagger
	Melee
	Melee
	2
	0
	3
	-

	WARGEAR OPTIONS
	• This model may be mounted on a Rohirrim Horse.  If it does so, use the Gríma Wormtongue on Rohirrim Horse Datasheet entry instead.

	ABILITIES
	
Court Spy: This model can deploy anywhere on the battlefield that is more than 9” away from all enemy models.  In addition, friendly ISENGARD models targeting an enemy unit within 6” of this unit with ranged weapons re-roll failed hit rolls.

Wormtongue [Aura]: Enemy units within 6” add 2 to the results of all Morale checks.

	PSYKER
	This model can attempt to manifest two Psychic powers in each friendly Psychic phase, and attempt to deny one in each enemy Psychic phase. It knows the Smite psychic power and three Psychic powers from the Morgoth Discipline.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, ORTHANC SENTINELS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, PSYKER, MEN, NORTHMEN, GRÍMA WORMTONGUE







	HQ
7 POWER
	GRÍMA WORMTONGUE
ON ROHIRRIM HORSE
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	GRÍMA WORMTONGUE
	14”
	2+
	2+
	4
	3
	5
	3
	9
	5+
	140

	Gríma Wormtongue is a single model armed with a Dagger riding a Rohirrim Horse. Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Gríma Wormtongue

	Dagger
	Melee
	Melee
	2
	0
	3
	-

	Rohirrim Horse

	Swift Charge
	Melee
	Melee
	5
	0
	1
	After a model riding a Rohirrim Horse makes its close combat attacks, you can attack with this mount. Make 2 additional attacks, using this weapon profile.

	ABILITIES
	
Court Spy: This model can deploy anywhere on the battlefield that is more than 9” away from all enemy models.  In addition, friendly ISENGARD models targeting an enemy unit within 6” of this unit with ranged weapons re-roll failed hit rolls.

Wormtongue [Aura]: Enemy units within 6” add 2 to the results of all Morale checks.

	PSYKER
	This model can attempt to manifest two Psychic powers in each friendly Psychic phase, and attempt to deny one in each enemy Psychic phase. It knows the Smite psychic power and three Psychic powers from the Morgoth Discipline.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, ORTHANC SENTINELS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, PSYKER, MEN, NORTHMEN, GRÍMA WORMTONGUE





	HQ
6 POWER
	CAPTAIN UGLÚK
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	CAPTAIN UGLÚK
	7”
	2+
	3+
	5
	4
	5
	4
	9
	2+
	120

	Captain Uglúk is a single model armed with an Uruk Broadsword and a Goblin Greatbow.  Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Head of the Hunt: This model re-rolls failed wound rolls against enemy CHARACTERS.

Unwavering Loyalty: This model re-rolls failed hit rolls when within 3” of an ISENGARD Warlord.

Captain of the Uruk-Hai [Aura]: Friendly URUK-HAI within 6” re-roll failed wound rolls of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, UGLÚK’S HUNTERS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, URUK-HAI, CAPTAIN UGLÚK





	HQ
6 POWER
	CAPTAIN MAUHÚR
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	CAPTAIN MAUHÚR
	7”
	2+
	3+
	5
	4
	5
	4
	9
	2+
	120

	Captain Mauhúr is a single model armed with an Uruk Broadsword and a Goblin Greatbow.  Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Bringing in Backup: If this unit is included in your army, subtract 1 from the total Command Points cost of your Strategic Reserves, to a minimum of 0.

Mighty Uruk: Each time this model suffers an unsaved wound, roll a D6.  On a roll of 6, ignore the Damage from that wound.

Ambush Captain [Aura]: Friendly URUK-HAI within 6” re-roll failed charge rolls.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, WHITE HAND WARRIORS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, URUK-HAI, CAPTAIN MAUHÚR





	HQ
5 POWER
	COMMANDER LUGDUSH
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	COMMANDER LUGDUSH
	7”
	2+
	3+
	5
	4
	4
	4
	9
	2+
	115

	Captain Mauhúr is a single model armed with an Uruk Broadsword and a Goblin Longbow.  Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Goblin Longbow
	24”
	Rapid Fire 1
	5
	0
	1
	-

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

On Watch: If this unit is charged, it fights first.

Guard of the Camp [Aura]: Friendly URUK-HAI within 6” re-roll failed saving throws of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, WHITE HAND WARRIORS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, URUK-HAI, COMMANDER LUGDUSH





	HQ
5 POWER
	URUK-HAI CAPTAIN
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI CAPTAIN
	7”
	3+
	4+
	5
	4
	4
	4
	9
	2+
	110

	An Uruk-Hai Captain is a single model armed with an Uruk Broadsword and a Goblin Greatbow.  

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

	WARGEAR OPTIONS
	• This model may be mounted on a Warg.  If it does so, use the Uruk-Hai Captain on Warg Datasheet entry instead.
• This model may swap its Uruk Broadsword for a weapon off the Uruk-Hai Melee Weapons list.
• This model may swap its Goblin Greatbow for a weapon off the Uruk-Hai Ranged Weapons list.

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Champion of Isengard: Re-roll failed wound rolls of 1 with this model when in Engagement Range of an enemy CHARACTER.

Legionary Captain [Aura]: Friendly <LEGION> URUK HAI within 6” re-roll failed Morale checks.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, URUK-HAI, URUK-HAI CAPTAIN





	HQ
6 POWER
	URUK-HAI CAPTAIN
ON WARG
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI CAPTAIN
	10”
	3+
	4+
	5
	4
	5
	4
	9
	2+
	125

	An Uruk-Hai Captain is a single model armed with an Uruk Broadsword and a Goblin Greatbow riding a Warg.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk-Hai Captain

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

	Warg

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	After a model riding a Warg makes its close combat attacks, you can attack with this mount. Make 2 additional attack, using this weapon profile.

	WARGEAR OPTIONS
	• This model may swap its Uruk Broadsword for a weapon off the Uruk-Hai Melee Weapons list.
• This model may swap its Goblin Greatbow for a weapon off the Uruk-Hai Ranged Weapons list.

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Champion of Isengard: Re-roll failed wound rolls of 1 with this model when in Engagement Range of an enemy CHARACTER.

Legionary Captain [Aura]: Friendly <LEGION> URUK HAI within 6” re-roll failed Morale checks.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, URUK-HAI, URUK-HAI CAPTAIN





	HQ
4 POWER
	GROG BREWER
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	GROG BREWER
	7”
	3+
	5+
	5
	4
	3
	3
	8
	2+
	100

	An Grog Brewer is a single model armed with an Uruk Broadsword.  

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	WARGEAR OPTIONS
	• This model may swap its Uruk Broadsword for a weapon off the Uruk-Hai Melee Weapons list.
• This model be equipped with a weapon off the Uruk-Hai Ranged Weapons list.

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Grog: At the start of any friendly Movement phase, choose a friendly ISENGARD ORCS model within 3”, other than this model, that has lost a wound earlier in the battle.  Roll a D6; on a roll of 5+, that model recovers a wound.

	PSYKER
	This model can attempt to manifest one Psychic power in each friendly Psychic phase, and attempt to deny one in each enemy Psychic phase. It knows the Smite psychic power and one Psychic power from the Morgoth Discipline.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, URUK-HAI, GROG BREWER





TROOPS

	Troops
5 POWER
	SNAGA LABOURERS
	Minimum Cost
110 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	WOODCUTTER
	5”
	5+
	6+
	2
	2
	1
	1
	4
	6+
	5

	WHIPPER
	5”
	5+
	6+
	2
	2
	1
	2
	5
	6+
	7

	This unit contains 1 Whipper and 19 Snaga Labourers. It can include up to 20 additional Snaga Labourers (Power Rating +4), or up to 40 additional Snaga Labourers (Power Rating +8). Each model is armed with a Woodcutter’s Axe.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Woodcutter’s Axe
	Melee
	Melee
	+1
	0
	1
	Re-roll failed wound rolls against ENTS and HURONS with this weapon.

	WARGEAR OPTIONS
	• A single Woodcutter may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Swiftly Replaced: At the start of each friendly Movement phase, if there are less models in the unit than at the beginning of the battle, immediately add a single Woodcutter model to the unit, placed anywhere within 2” of another model in the unit and more than 1” away from all enemy models.  If this is impossible, do not place any models.

Slave Wave: If the unit contains 20 or more models, add 2” to all charge rolls made by the unit.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, SNAGA, SNAGA LABOURERS





	Troops
9 POWER
	HALF-ORC PLUNDERERS
	Minimum Cost
140 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	PLUNDERER
	6”
	4+
	4+
	4
	3
	1
	1
	6
	4+
	15

	PLUNDERER CHAMPION
	6”
	4+
	4+
	4
	3
	1
	2
	7
	4+
	17

	This unit contains 1 Plunderer Champion and 9 Plunderers. It can include up to 5 additional Plunderers (Power Rating +8), or up to 10 additional Plunderers (Power Rating +16). Each model is armed with a Goblin Scimitar and Firebombs of Orthanc.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Scimitar
	Melee
	Melee
	User
	-1
	1
	-

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER

	WARGEAR OPTIONS
	• The Plunderer Champion may replace its Goblin Scimitar with an item from the Isengard Melee Weapons list.
• The Plunderer Champion may be equipped with an item from the Isengard Ranged Weapons list.
• One Plunderer may replace their Goblin Scimitar with an item from the Isengard Ranged Weapons list.
• A single Plunderer may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Pillage and Plunder: When a model in this unit kills an enemy model in the Fight phase, it can choose to swap one Melee weapon it is carrying for one Melee weapon carried by the slain model for the remainder of the battle.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, MEN, HALF-ORC PLUNDERERS





	Troops
7 POWER
	HALF-ORC RANSACKERS
	Minimum Cost
90 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	RANSACKER
	6”
	4+
	4+
	4
	3
	1
	1
	6
	4+
	17

	RANSACKER CHAMPION
	6”
	4+
	4+
	4
	3
	1
	2
	7
	4+
	18

	This unit contains 1 Ransacker Champion and 4 Ransackers. It can include up to 5 additional Ransackers (Power Rating +6). Each model is armed with a Goblin Shortbow.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Shortbow
	18”
	Assault 1
	4
	0
	1
	-

	WARGEAR OPTIONS
	• The Ransacker Champion may be equipped with an item from the Isengard Melee Weapons list.
• The Ransacker Champion may replace its Goblin Shortbow with an item from the Isengard Ranged Weapons list.
• A single Ransacker may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Flaming Ammunition: Each model slain by this unit using ranged weapons causes a +2 modifier to Morale checks instead of the usual +1 modifier.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, MEN, HALF-ORC RANSACKERS




ELITES
	Elites
8 POWER
	URUK-HAI WARRIORS
	Minimum Cost
145 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI
	7”
	3+
	5+
	5
	4
	2
	2
	6
	3+
	28

	URUK-HAI SERGEANT
	7”
	3+
	5+
	5
	4
	2
	3
	7
	3+
	30

	This unit contains 1 Uruk-Hai Sergeant and 4 Uruk-Hai. It can include up to 5 additional Uruk-Hai (Power Rating +7). Each model is armed with an Uruk Broadsword and Firebombs of Orthanc.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER

	WARGEAR OPTIONS
	• The Uruk-Hai Sergeant may replace its Uruk Broadsword with an item from the Uruk-Hai Melee Weapons list.
• The Uruk-Hai Sergeant may be equipped with an item from the Uruk-Hai Ranged Weapons list.
• A single Uruk-Hai may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Shield Wall: If this unit does not move at all during a friendly turn, it re-rolls failed saving throws of 1 against ranged weapons until the next friendly turn.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, URUK-HAI, URUK-HAI WARRIORS





	Elites
8 POWER
	URUK-HAI WARBAND
	Minimum Cost
140 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI PIKEMAN
	7”
	3+
	5+
	5
	4
	2
	2
	6
	3+
	28

	URUK-HAI COMMANDER
	7”
	3+
	5+
	5
	4
	2
	3
	7
	3+
	30

	This unit contains 1 Uruk-Hai Commander and 4 Uruk-Hai Pikemen. It can include up to 5 additional Uruk-Hai Pikemen (Power Rating +7). Each model is armed with an Uruk Pike and Firebombs of Orthanc.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Pike
	Melee
	Melee
	User
	-2
	1
	Re-roll failed wound rolls against CAVALRY with this weapon.

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER

	WARGEAR OPTIONS
	• A single Uruk-Hai Pikeman may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Pike Wall: If no model in this unit moves during a friendly turn, and the unit is charged during the subsequent enemy turn, this unit fights first in the Fight phase.  If another unit involved in the combat has a similar rule, units fight in the usual order.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, URUK-HAI, URUK-HAI WARBAND





	Elites
8 POWER
	URUK-HAI ARCHERS
	Minimum Cost
140 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI BOWMAN
	7”
	3+
	4+
	5
	4
	2
	2
	6
	3+
	29

	URUK-HAI MARKSMAN
	7”
	3+
	4+
	5
	4
	2
	3
	7
	3+
	30

	This unit contains 1 Uruk-Hai Marksman and 4 Uruk-Hai Bowmen. It can include up to 5 additional Uruk-Hai Bowmen (Power Rating +7). Each model is armed with a Goblin Greatbow.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

	WARGEAR OPTIONS
	• The Uruk-Hai Marksman may be equipped with an item from the Uruk-Hai Melee Weapons list.
• A single Uruk-Hai Bowman may replace its Goblin Greatbow with an item from the Uruk-Hai Ranged Weapons list.
• A single Uruk-Hai Bowman may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Split Fire: When this unit shoots it ranged weapons, a single model in the unit may choose to fire all of its ranged weapons at a different target unit that that fired at by the rest of the unit.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, URUK-HAI, URUK-HAI ARCHERS





	Elites
8 POWER
	URUK-HAI SCOUTS
	Minimum Cost
145 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI SCOUT
	7”
	3+
	4+
	5
	4
	2
	2
	6
	3+
	30

	URUK-HAI TRACKER
	7”
	3+
	4+
	5
	4
	2
	3
	7
	3+
	32

	This unit contains 1 Tracker and 4 Uruk-Hai Scouts. It can include up to 5 additional Uruk-Hai Scouts (Power Rating +7). Each model is armed with an Uruk Broadsword and a Goblin Greatbow.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

	WARGEAR OPTIONS
	• The Uruk-Hai Tracker may replace its Uruk Broadsword with an item from the Uruk-Hai Melee Weapons list.
• Any model may replace its Goblin Greatbow with an item from the Uruk-Hai Ranged Weapons list.
• A single Uruk-Hai Scout may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Scouting Ahead: After all models are deployed, but before the battle begins, this unit can immediately move D6+7”.

Scent on the Wind: Enemy models gain no benefit to their armour saving throws from cover when targeted by models in this unit.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, UGLÚK’S HUNTERS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, URUK-HAI, URUK-HAI SCOUTS





	Elites
9 POWER
	URUK-HAI RAIDERS
	Minimum Cost
150 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI RAIDER
	7”
	3+
	4+
	5
	4
	2
	2
	6
	2+
	32

	URUK-HAI LOOTER
	7”
	3+
	4+
	5
	4
	2
	3
	7
	2+
	36

	This unit contains 1 Uruk-Hai Looter and 4 Uruk-Hai Raiders. It can include up to 5 additional Uruk-Hai Raiders (Power Rating +7). Each model is armed with an Uruk Broadsword and Firebombs of Orthanc.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER

	WARGEAR OPTIONS
	• The Uruk-Hai Looter may replace its Uruk Broadsword with an item from the Uruk-Hai Melee Weapons list.
• A single Uruk-Hai Raider may be equipped with an item from the Uruk-Hai Ranged Weapons list.
• A single Uruk-Hai Raider may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Raid: This unit deploys after all other units.  It can be placed anywhere on the battlefield that is within 9” of a board edge and more than 9” away from all enemy models.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, STONE RAIDERS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, URUK-HAI, URUK-HAI RAIDERS





	Elites
9 POWER
	PALANTÍRI APOSTLES
	Minimum Cost
165 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	APOSTLE OF ORTHANC
	6”
	4+
	3+
	4
	3
	1
	1
	8
	4+
	30

	APPRENTICE SPELLCASTER
	6”
	4+
	3+
	4
	3
	1
	2
	9
	4+
	50

	This unit contains 1 Apprentice Spellcaster and 4 Apostles of Orthanc. It can include up to 5 additional Apostles of Orthanc (Power Rating +8) or up to 10 additional Apostles of Orthanc (Power Rating +16). Each model is armed with a Sorcerous Stave and Firebombs of Orthanc.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Sorcerous Stave
	Melee
	Melee
	+2
	0
	D3
	The bearer of this weapon re-rolls failed Psychic tests and failed Deny the Witch rolls.

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER

	WARGEAR OPTIONS
	• A single Apostle of Orthanc may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	
Foresight: At the beginning of the battle, roll a D6 for every 2 models included in this unit and set the results aside.  At any point when a model in this unit is called upon to make a hit roll, wound roll, or saving throw, one of the previous results can be substituted in instead of rolling a D6.  That result is then discarded and cannot be used again.

Secrets of the Wizard’s Tower: Models in this unit have a 5+ invulnerable save.

	PSYKER
	Each model in this unit is a PSYKER.  The unit can attempt to manifest two Psychic powers in each friendly Psychic phase, and attempt to deny two in each enemy Psychic phase. It knows the Smite psychic power and three Psychic powers from the Morgoth Discipline.  When this unit makes a Psychic test or Deny the Witch roll, add 1 to the result for every 2 Apostles of Orthanc in the unit, and add 2 to the result if there is an Apprentice Spellcaster in the unit.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, ORTHANC SENTINELS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, URUK-HAI, URUK-HAI RAIDERS





FAST ATTACK

	Fast Attack
7 POWER
	WARG OUTRIDERS
	Minimum Cost
140 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI OUTRIDER
	10”
	3+
	5+
	5
	4
	3
	2
	6
	3+
	25

	URUK-HAI HUNTSMAN
	10”
	3+
	5+
	5
	4
	3
	3
	7
	3+
	28

	This unit contains 1 Uruk-Hai Outrider and 4 Uruk-Hai Huntsmen. Each model is armed with an Uruk Broadsword and a Goblin Greatbow and rides a Warg that attacks with its Teeth & Claws.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk-Hai Outrider/Uruk-Hai Huntsman

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

	Warg

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	After a model riding a Warg makes its close combat attacks, you can attack with this mount. Make 2 additional attack, using this weapon profile.

	WARGEAR OPTIONS
	• The Uruk-Hai Huntsman may replace its Uruk Broadsword with an item from the Uruk-Hai Melee Weapons list.
• Any model may replace its Goblin Greatbow with an item from the Uruk-Hai Ranged Weapons list.
• A single Uruk-Hai Outrider may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Savage Mounts: Enemy CAVALRY in Engagement Range of this unit adds 1 to all Morale checks.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, CAVALRY, ORCS, URUK-HAI, WARG OUTRIDERS





	Fast Attack
5 POWER
	ISENRUN WARGS
	Minimum Cost
95 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	ISENGARD WARG
	10”
	4+
	-
	4
	3
	1
	2
	6
	-
	16

	GREAT WARG
	10”
	4+
	-
	4
	3
	1
	3
	7
	-
	21

	This unit contains 1 Great Warg and 4 Isengard Wargs. It can include up to 5 additional Isengard Wargs (Power Rating +4), or up to 10 additional Isengard Wargs (Power Rating +8). Each model is armed with an Teeth & Claws.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	After a model riding a Warg makes its close combat attacks, you can attack with this mount. Make 2 additional attack, using this weapon profile.

	ABILITIES
	Creatures of Darkness

Vicious Hounds: Re-roll failed wound rolls with models in this unit if the unit charged this turn.

Relentless Pursuit: Enemy units cannot Fall Back if in Engagement Range of this unit.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, BEASTS, WARGS, ISENRUN WARGS





	Fast Attack
5 POWER
	CREBAIN SPIES
	Minimum Cost
100 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	CROAKER
	16”
	5+
	-
	2
	2
	1
	1
	4
	-
	

	FLOCKMASTER
	16”
	5+
	-
	2
	2
	1
	2
	5
	-
	

	This unit contains 1 Flockmaster and 14 Croakers. It can include up to 15 additional Croakers (Power Rating +4), or up to 30 additional Croakers (Power Rating +8). Each model is armed with an Talons.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Talons
	Melee
	Melee
	User
	-1
	1
	Re-roll failed wound rolls against models with the FLY keyword with this weapon.

	ABILITIES
	Creatures of Darkness

Croak of the Murder: Enemy units within 6” of this unit suffer -1 Leadership.

Feathered Messengers: Friendly ISENGARD units re-roll failed hit rolls against enemy units within 9” of this unit.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, BEASTS, FLY, BIRDS, CREBAIN SPIES



HEAVY SUPPORT

	Heavy Support
7 POWER
	SNOW-TROLL
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	SNOW-TROLL
	4”
	5+
	6+
	6
	6
	6
	3
	5
	3+
	140

	A Snow-Troll is a single model armed with a Troll Club and a Sack of Boulders.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Troll Club
	Melee
	Melee
	x2
	0
	3
	-

	Sack of Boulders
	12”
	Heavy D3
	7
	-3
	2
	-

	ABILITIES
	Creatures of Darkness

Creature of Stone: Reduce the AP of incoming attacks against this model by 1, to a minimum of “-“.  If, during the Morale phase of any friendly turn, this model is in open terrain and is not within 6” of a friendly <LEGION> CHARACTER, it is immediately slain, however the model is not removed from the battlefield, instead acting as a piece of battlefield terrain.

Icy Stare: Enemy models within Engagement Range of this unit add 1 to all Morale checks.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, TROLLS, STONE-TROLLS, SNOW-TROLL





	Heavy Support
9 POWER
	URUK-HAI BERSERKERS
	Minimum Cost
130 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI BERSERKER
	7”
	3+
	4+
	5
	4
	2
	3
	10
	6+
	40

	URUK-HAI RAMPAGER
	7”
	3+
	4+
	5
	4
	2
	4
	10
	6+
	45

	This unit contains 1 Uruk-Hai Rampager and 2 Uruk-Hai Berserkers. It can include up to 2 additional Uruk-Hai Berserkers (Power Rating +8). Each model is armed with an Uruk Battleaxe and Firebombs of Orthanc.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Battleaxe
	Melee
	Melee
	x2
	-2
	2
	Re-roll failed wound rolls against ENTS and HURONS with this weapon.

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER

	WARGEAR OPTIONS
	• A single Uruk-Hai Berserker may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Berserk: This unit must always charge the nearest applicable enemy unit if possible.  Each time a model in this unit loses its final wound, roll 3D6 and subtract the number of enemy models that model has slain this phase.  If the result is equal to or lower than the model’s Leadership, it regains 1 wound and continues to fight as normal.

Unfettered Fury: Enemy units charged by this unit must immediately take a Morale check as though it were the Morale phase, with a +2 modifier.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, WHITE HAND WARRIORS

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, URUK-HAI, URUK-HAI BERSERKERS





	Heavy Support
8 POWER
	URUK-HAI CROSSBOWMEN
	Minimum Cost
160 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	URUK-HAI CROSSBOWMAN
	7”
	3+
	4+
	5
	4
	2
	2
	6
	3+
	30

	URUK-HAI SKEWERER
	7”
	3+
	4+
	5
	4
	2
	3
	7
	3+
	40

	This unit contains 1 Uruk-Hai Skewerer and 4 Uruk-Hai Crossbowmen.  Each model is armed with a Goblin Crossbow.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Crossbow
	24”
	Heavy 1
	7
	-2
	1
	-

	WARGEAR OPTIONS
	• A single Uruk-Hai Crossbowman may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Big Game Hunters: Models in this unit re-roll failed wound rolls against MONSTERS and VEHICLES with ranged weapons.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, URUK-HAI, URUK-HAI CROSSBOWMEN





	Heavy Support
7 POWER
	FLAMEBEARERS OF ORTHANC
	Minimum Cost
100 Points

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	FLAMEBEARER
	7”
	3+
	4+
	5
	4
	2
	2
	6
	3+
	20

	SCORCHER
	7”
	3+
	4+
	5
	4
	2
	3
	7
	3+
	30

	This unit contains 1 Scorcher and 2 Flamebearers. It can include up to 2 additional Flamebearers (Power Rating +6). Each model is armed with a Flame of Orthanc and Firebombs of Orthanc.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Flame of Orthanc
	Melee
	Melee
	*
	*
	*
	When a model bearing this weapon comes into Engagement Range with an enemy model, immediately remove the model as a casualty and inflict D6 Mortal Wounds on all units within 6”.

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER

	WARGEAR OPTIONS
	• A single Flamebearer may bear a White Hand Banner or a Cirth Rune of Saruman.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity, Uruk

Breachers: This unit re-rolls failed charge rolls against BUILDINGS and VEHCILES.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, URUK-HAI, FLAMEBEARERS OF ORTHANC




TRANSPORT
	Transport
9 POWER
	ISENGARD SIEGE TOWER
	

	NAME
	M
	WS
	BS
	S
	T
	W
	A
	Ld
	Sv
	Pts/Model

	ISENGARD SIEGE TOWER
	*
	*
	-
	6
	7
	12
	*
	7
	3+
	160

	An Isengard Siege Tower is a single model armed with 4 Goblin Crossbows and accompanied by a Troll Crew model.

	DAMAGE   Some of this model’s characteristics change as it suffers damage, as shown below:

	REMAINING W
	?M?
	?BS?

	9-12
	6”
	5+

	4-8
	4”
	6+

	1-4
	2”
	6+

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Crossbow
	24”
	Heavy 1
	7
	-2
	1
	-

	ABILITIES
	
Mount the Walls: Models embarked in an Isengard Siege Tower can use both the base of the model and the top of the model as Access Points.

Troll Crew:  Each Isengard Siege Tower and its crew are treated as a single model for all rules purposes (crew models must remain within 1" of their Isengard Siege Tower model). This means that the crew models cannot be targeted or attacked separately and that visibility and all ranges are measured to and from the Isengard Siege Tower's model, not the crew models. This unit cannot Advance, is never eligible to charge or Heroically Intervene, and cannot make pile-in or consolidation moves.

Collapses! If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it collapses, and each unit within 6” suffers D3 mortal wounds.

	TRANSPORT 
	This model can transport 15 <LEGION> INFANTRY models.  Such models can fire their ranged weapons whilst embarked from any point on the front facing of the model.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, ISENGARD, <LEGION>

	KEYWORDS
	UNOFFICIAL UNIT, TRANSPORT, VEHICLE, ISENGARD SIEGE TOWER



 







ARMOURY

	ISENGARD MELEE WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Goblin Scimitar
	Melee
	Melee
	User
	-1
	1
	-
	5

	Goblin Pike
	Melee
	Melee
	User
	-1
	1
	Re-roll failed wound rolls against enemy CAVALRY with this weapon.
	8

	Goblin Club
	Melee
	Melee
	4
	0
	2
	-
	8

	Goblin Axe
	Melee
	Melee
	+1
	-1
	1
	-
	8

	Dagger
	Melee
	Melee
	2
	0
	3
	-
	5

	ISENGARD RANGED WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Goblin Shortbow
	18”
	Assault 1
	4
	0
	1
	-
	8

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-
	12

	Goblin Longbow
	24”
	Rapid Fire 1
	5
	0
	1
	-
	10

	Firebombs of Orthanc
	6”
	Grenade D3
	8
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHCILE, or MONSTER
	12

	URUK-HAI RANGED WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Goblin Crossbow
	24”
	Heavy 1
	7
	-2
	1
	-
	15

	Repeating Crossbow
	24”
	Heavy 3
	7
	-2
	1
	-
	25

	Cheiroballistra
	36”
	Heavy 1
	8
	-4
	2
	-
	30

	URUK-HAI MELEE WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-
	12

	Uruk Battleaxe
	Melee
	Melee
	x2
	-2
	2
	Re-roll failed wound rolls against ENTS and HURONS with this weapon.
	20

	Uruk Mace
	Melee
	Melee
	+2
	0
	1
	-
	12

	Uruk Pike
	Melee
	Melee
	User
	-2
	1
	Re-roll failed wound rolls against CAVALRY with this weapon.
	14

	SPECIAL ISSUE WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Wizard’s Staff
	Melee
	Melee
	+2
	0
	D3
	The bearer of this weapon adds 1 to all Psychic tests and Deny the Witch rolls.
	20

	Swift Charge
	Melee
	Melee
	5
	0
	1
	After a model riding a Rohirrim Horse makes its close combat attacks, you can attack with this mount. Make 2 additional attacks, using this weapon profile.
	5

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	After a model riding a Warg makes its close combat attacks, you can attack with this mount. Make 2 additional attack, using this weapon profile.
	10

	Woodcutter’s Axe
	Melee
	Melee
	+1
	0
	1
	Re-roll failed wound rolls against ENTS and HURONS with this weapon.
	8

	Sorcerous Stave
	Melee
	Melee
	+2
	0
	D3
	The bearer of this weapon re-rolls failed Psychic tests and failed Deny the Witch rolls.
	18

	Talons
	Melee
	Melee
	User
	-1
	1
	Re-roll failed wound rolls against models with the FLY keyword with this weapon.
	8

	Troll Club
	Melee
	Melee
	x2
	0
	3
	-
	16

	Sack of Boulders
	12”
	Heavy D3
	7
	-3
	2
	-
	15

	Flame of Orthanc
	Melee
	Melee
	*
	*
	*
	When a model bearing this weapon comes into Engagement Range with an enemy model, immediately remove the model as a casualty and inflict D6 Mortal Wounds on all units within 6”.
	15



BATTLE-FORGED BONUSES


In this section you’ll find rules for Battle-forged armies that include ISENGARD Detachments – that is, any Detachment which includes only ISENGARD units. These rules include the abilities below and a series of Stratagems that can only be used by the Dominion of Isengard. This section also includes the Dominion of Isengard’s unique Warlord Traits, Artifacts and Tactical Objectives. Together, these rules reflect the character and fighting style of the Dominion of Isengard in your games of Warhammer 40,000.

A New Power is Rising
If your army is Battle-forged, all Troops units in ISENGARD  Detachments gain this ability. Such a unit that is within range of an objective marker (as specified in the mission) controls the objective marker even if there are more enemy models within range of it. If an enemy unit within range of the same objective marker has a similar ability, then the objective marker is controlled by the player who has the most models within range of it as normal.






The Way of Pain
Each time an INFANTRY model in a Battle-forged ISENGARD Detachment suffers an unsaved wound, roll a D6.  On a roll of 6, reduce the Damage caused by that wound by 1.

Legion Traits
If your army is Battle-forged, all <LEGION> units in ISENGARD Detachments gain a Legion Trait, as long as every unit in that Detachment is from the same Legion. The Legion Trait gained depends upon the Legion that they are from, as shown on the table below. For example, all units in a WHITE HAND WARRIORS Detachment gain +1 Strength in the Fight phase if they charged this turn.


	Legion
	Legion Trait

	Orthanc Sentries
	Models hit on a 5+ when firing Overwatch.

	White Hand Warriors
	Models gain +1 Strength in the Fight phase if their unit charged this turn.

	Uglúk’s Hunters
	Models re-roll failed wound rolls against enemy CHARACTERS.

	Stone Raiders
	Models re-roll failed saving throws of 1 when in the opponent’s deployment zone.



Stratagems

1CP/3CP
Treasures of Orthanc
Use this Stratagem before the battle. Your army can have one extra Artifact for 1 CP, or two extra Artifacts for 3 CPs. All of the Artifacts that you include must be different and be given to different ISENGARD CHARACTERS. You can only use this Stratagem once per battle.
4CP
The Hour is Later than You Think
Use this Stratagem at the start of a phase during an enemy turn  Immediately skip to the start of the subsequent phase.
1CP
Relentless March
Use this Stratagem during the Movement phase.  A single ISENGARD INFANTRY unit can Advance 2D6+3”.
2CP
Treachery Most Foul
Use this Stratagem at the start of a friendly turn.  Select an enemy CHARACTER that is within 12” of a friendly ISENGARD CHARACTER.  Both players roll 2D6 and add the Leadership value of their respective CHARACTER to the result.  If the ISENGARD CHARACTER has a higher result, you can control the enemy CHARACTER and treat it as a friendly CHARACTER for all rules purposes until the end of the turn.
1CP/3CP
The Union of the Two Towers
Use this Stratagem before the battle. Your army can include one unit with the MORDOR Faction keyword but without the ISENGARD Faction keyword for 1 CP, or two such units for 3 CPs. You can only use this Stratagem once per battle
3CP
The Forest of Fangorn Lies on Our Doorstep; Burn It!
Use this Stratagem at the start a friendly turn.  All ISENGARD units re-roll failed hit rolls with Firebombs of Orthanc until the end of the turn.  In addition, models with the Flaming Ammunition ability re-roll failed wound rolls with ranged weapons until the end of the turn.  Finally, models armed with a Flame of Orthanc add 1 to the number of Mortal Wounds that weapon inflicts, until the end of the turn.
1CP
Sudden Ambush
Use this Stratagem at the start of a friendly Charge phase.  Select a single friendly URUK-HAI unit that is in cover; that unit re-rolls failed charge rolls until the end of the phase.
3CP
Thunderstorm
Use this Stratagem at the start of a friendly turn when a friendly ISENGARD PSYKER CHARACTER is alive on the battlefield.  Roll a D6 for every enemy unit on the battlefield.  On each roll of 5+, the unit in question suffers D3+1 Mortal Wounds.
3CP
Sack and Destroy
Use this Stratagem at the end of a Game Round, after Victory Points for the round have been granted.  Select a single uncontested objective marker that is controlled by a friendly ISENGARD Troops unit.  Remove that objective marker from the battlefield.  You can only use this Stratagem once per battle.
1CP
Wisdom of the White Wizard
Use this Stratagem after a friendly ISENGARD PSYKER suffers Perils of the Warp.  Nullify the effects of Perils of the Warp.
2CP
Breach the Walls!
Use this Stratagem at the start of a friendly turn.  Until the end of the turn, all friendly ISENGARD SIEGE TOWERS and FLAMEBEARERS OF ORTHANC re-roll failed charge rolls, and re-roll failed wound rolls against BUILDINGS.
3CP
No Dawn for Men
Use this Stratagem at the start of a friendly turn.  Until the next friendly turn, no ISENGARD units with the Creatures of Darkness ability suffer penalties to Morale checks as a result of the ability.  Also until the next friendly turn, all enemy MEN add 1 to all Morale checks.
2CP
Where Your Doom Will Be Decided
Use this Stratagem before the battle.  Select a single objective marker; at the end of each Game Round, the player in control of that objective marker receives a Victory Point, in addition to any other Victory Points it might grant.  You can only use this Stratagem once per battle.
2CP
Poison His Mind
Use this Stratagem at the start of an enemy turn.  The enemy Warlord cannot move, Advance, or charge this turn.
1CP
Arcane Experiments
Use this Stratagem during a friendly Psychic phase.  A single friendly PSYKER can attempt to cast one Psychic power it does not know from the Morgoth Discipline; however, it suffers Perils of the Warp on any double.
1CP
Meat’s Back on the Menu, Boys!
Use this Stratagem at the start of a friendly Movement phase.  Select a single friendly ISENGARD ORCS unit.  Remove a model from that unit as a casualty.  That unit increases its Movement characteristic by 7” until the end of the phase.
2CP
Made Hard as Stone
Use this Stratagem at the start of an enemy turn.  Select a single friendly ISENGARD CORE unit; that unit re-rolls failed saving throws until the end of the turn.
2CP
Fire Up the Industries
Use this Stratagem at the start of a friendly turn.  Select a single friendly ISENGARD unit; that unit improves the Strength on all of its attacks by 1 until the next friendly turn.
3CP
To War!
Use this Stratagem at the start of a friendly turn.  Friendly ISENGARD CORE units can re-roll Advance rolls and failed charge rolls until the end of the turn.
2CP
Saruman’s Hunt for the Ring
Use this Stratagem at the start of a friendly turn.  Select a single friendly ISENGARD unit; that unit can select enemy CHARACTERS as targets, even when they are not the closest enemy models, until the next friendly turn.
1CP
Sight of the Palantír
Use this Stratagem at the start of the Shooting phase.  Select a single friendly ISENGARD unit; enemy models gain no benefit from cover when attacked by that unit, until the end of the phase.
4CP
Tactical Advance
Use this Stratagem immediately after your opponent uses a Stratagem.  Nullify the effects of that Stratagem.  You can only use this Stratagem once per battle.  
2CP
Sorcerous Wards
Use this Stratagem at the start of an enemy turn.  A single friendly ISENGARD CORE unit gains a 5+ invulnerable save until the end of the turn, or else improves an existing invulnerable save by 1, to a maximum of 3+.
1CP
Come on You Louts!
Use this Stratagem when a friendly ISENGARD unit that is within 6” of a friendly ISENGARD CHARACTER fails a charge roll.  Re-roll the failed charge, and add 3” to the result.
2CP
Unspeakable Horrors
Use this Stratagem at the end of a friendly turn, if a friendly unit of HALF-ORC PLUNDERERS or HALF-ORC RANSACKERS has taken control of an objective marker from an enemy MEN unit this turn.  Add D3 Plunderer or Ransacker models to the unit respectively.  If any such model cannot be placed such that they are in unit coherency and more than 1” from enemy models, the model in question is not placed.




WARLORD TRAITS

If a ISENGARD CHARACTER is your Warlord, it can generate a Warlord Trait from the following table instead of the one in the Warhammer 40,000 rulebook. You can either roll on the table below to randomly generate a Warlord Trait, or you can select the one that bests suits their temperament and preferred style of waging war.

	D6
	Result

	1
	ONE AMONGST THE WISE
If your Warlord is a PSYKER, it knows an additional Psychic power from any Discipline of your choosing.  If your Warlord is not a PSYKER, it becomes a PSYKER, knows Smite and 1 Psychic power from a Discipline of your choosing, can cast 1 Psychic power in each friendly Psychic phase and can attempt to Deny 1 in each enemy Psychic phase.

	2
	CHAMPION OF ORTHANC
Your Warlord has +1 Strength and +1 Attack.

	3
	FORGEMASTER
Improve the AP on any Melee weapons carried by your Warlord by 1.

	4
	RELENTLESSNESS OF THE URUK-HAI
Your Warlord treats all Heavy weapons with which it is armed as Assault weapons, and can re-roll Advance rolls and failed charge rolls.

	5
	BLADEMASTER
Your Warlord adds 1 to hit rolls in the Fight phase.

	6
	IRON-FISTED
Friendly ISENGARD units within 6” of your Warlord automatically pass Morale checks.





ARTIFACTS

If your army is led by a ISENGARD Warlord, then before the battle you may give one of the following Artifacts to a ISENGARD CHARACTER.

Note that some weapons replace one of the character’s existing weapons. Where this is the case, you must, if you are playing a matched play game or are otherwise using points values, still pay the cost of the weapon that is being replaced. Write down any Magic Items that your characters have on your army roster.

SWORD OF EORL: 15 points
Model with Melee weapon only.  This Artifact replaces all of the model’s Melee weapons.   The bearer of the Sword of Eorl may attack using the following profile:
	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Sword of Eorl
	Melee
	Melee
	User
	-3
	1
	Re-roll failed wound rolls against CAVALRY with this weapon.



PALANTÍR OF ORTHANC: 25 points
Roll 3D6 at the start of the battle, and set these results aside.  At any point in the battle, if the model with this Artifact is about to make a hit roll, wound roll, or saving throw, immediately choose one of the results from the initial 3D6 to use in place of rolling the die in question.  This result is then discarded and cannot be used again.

CHAIN OF ISILDUR: 20 points
A model equipped with this Artifact has a 4+ invulnerable save.

ELENDILMIR: 40 points
A model equipped with this Artifact has a 4+ invulnerable save.  Friendly units within 9” of a model with this Artifact automatically pass Morale checks.  Whilst a model with this Artifact is alive on the battlefield, generate a Command Point at the start of every Command phase, unless a Command Point has already been generated this turn.

JEWELS OF EORL: 10 points
A model equipped with this Artifact re-rolls failed saving throws of 1.


THE DISCIPLINE OF MORGOTH

1 Flaming Iron: The Psyker speaks unto the earthly bones of their weapon with blackened words, causing it to erupt into deadly flames.
Flaming Iron has a warp charge value of 5. If manifested, select a single Melee weapon carried by the PSYKER.  Until the next friendly Psychic phase, all enemy models slain by that weapon cause a +2 modifier to Morale checks instead of the usual +1.
2 Lightning Blast: Dark energies lash out from the Psyker’s outstretched fingers, bringing pain and destruction wherever they land.
Lightning Blast has a warp charge value of 7. If manifested, select a single enemy unit within 18”; that unit suffers D3+1 Mortal Wounds.
3 Screech of Terror: The Psyker draws upon the torment they have seen, the torture of every dungeon and the wails of every battle, and sends them forth with a deafening scream.
Screech of Terror has a warp charge value of 6. If manifested, all enemy units within 6” immediately take a Morale check as though it were the Morale phase, with a +1 modifier.
4 Shadowed Shroud: The Psyker is engulfed in an impenetrable cloak of darkness, and the light of the stars are placed behind a veil of dread horror.
Shadowed Shroud has a warp charge value of 6. If manifested, until the next friendly Psychic phase, enemy models targeting the PSYKER subtract 1 from all hit rolls, and friendly units within 6” of the PSYKER with the Creatures of Darkness ability suffer no penalty to their Morale checks as a result of that ability.
5 Alchemical Corruption: By some profane ritual, the Psyker is able to merge alchemical mutations with realignments of spirit in their subjects, bolstering the staying power of their underlings in the midst of battle.
Alchemical Corruption has a warp charge value of 8. If manifested, the nearest friendly unit, except the PSYKER themselves, gains +1 Toughness and +1 Leadership until the next friendly Psychic phase. 
6 Necromancy: Using the most forbidden of sorceries, the Psyker drags the spirits of the damned back into battle, imprisoning them once more within mortal flesh.
Necromancy has a warp charge value of 9. If manifested, select a single friendly unit within 6” that has less models than it began the battle with.  Immediately return one slain model to that unit.  If the result of the Psychic test is 11 or 12, return D3 such models instead.


THE DISCIPLINE OF AULË

1 Hardening Steel: At the Psyker’s command, metal shifts and grinds until it resembles the craftsmanship of the Smith of the Valar.
Hardening Steel has a warp charge value of 6. If manifested, select a single friendly unit within 6”.  Models in that unit improve their armour save by 1 (to a maximum of 2+) until the next friendly Psychic phase.
2 Forge Fire: Such scorching, searing heat is called upon by the Psyker as none might withstand.
Forge Fire has a warp charge value of 7. If manifested, the nearest visible enemy unit within 18” suffers D3+1 Mortal Wounds.  Each model slain by this Psychic power results in a +2 modifier to Morale checks instead of the usual +1.
3 Arcane Whetstone: By some ancient magic, the Psyker puts a keener edge to their blade with the mere touch of a finger.
Arcane Whetstone has a warp charge value of 5. If manifested, select a single Melee weapon carried by the PSYKER; that weapon improves its AP by 2 (to a maximum of -5) until the next friendly Psychic phase.
4 Stubborn as Stone The unmoving bones of the Earth are in the spirit of Aulë’s children; such stubbornness as only the Dwarves know might be granted by the Psyker to any charge they deem fit.
Stubborn as Stone has a warp charge value of 6. If manifested, friendly units within 6” of the PSYKER subtract 2 from all Morale checks until the next friendly Psychic phase.
5 Firelight: Bright hot flames issue forth about the Psyker, blinding their foes with their brilliance.
Firelight has a warp charge value of 6. If manifested, enemy models targeting the PSYKER until the next friendly Psychic phase subtract 1 from all hit rolls. 
6 Crystallisation: By means known to few mortals, the Psyker transforms living flesh into the glistening gems of Ambar. 
Crystallisation has a warp charge value of 8. If manifested, select a single friendly unit within 12”.  That unit gains +2 Toughness until the next friendly Psychic phase.

7 
 
TACTICAL OBJECTIVES


If your army is led by an ISENGARD Warlord, these Tactical Objectives replace the Capture and Control Tactical Objectives (numbers 11-16) in the Warhammer 40,000 rulebook. If a mission uses Tactical Objectives, players use the normal rules for using Tactical Objectives with the following exception: when an Isengard player generates a Capture and Control objective (numbers 11-16), they instead generate the corresponding Isengard Tactical Objective, as shown below. Other Tactical Objectives (numbers 21-66) are generated normally.

	D66
	TACTICAL OBJECTIVE

	11
	Tear Them All Down

	12
	Tens of Thousands

	13
	Bring Them to Me

	14
	Fight For Saruman

	15
	A War on Two Fronts

	16
	Watch the Stars





11 Tear Them All Down
If, at the end of the Game Round, an ISENGARD CORE unit has completely destroyed one or more enemy units, gain a Victory Point.  If, at the end of the Game Round, 3 or more ISENGARD CORE units have completely destroyed one or more enemy units, gain D3 Victory Points instead.  In both cases, gain an additional Victory Point for each unit of ENTS or HUORNS completely destroyed this Game Round.

12 TENS OF THOUSANDS
If, at the end of the Game Round, there are more ISENGARD units on the battlefield than all other units combined, gain a Victory Point.

13 Bring Them to Me
If, at the end of the Game Round, an ISENGARD CHARACTER has performed an Heroic Intervention against an enemy CHARACTER, gain D3 Victory Points.

14 Fight for Saruman
If, at the end of the Game Round, a friendly URUK-HAI unit has killed more enemy models in the Fight phase than it has lost, earn a Victory Point.  If, at the end of the Game Round, 3 or more friendly URUK-HAI unit has killed more enemy models in the Fight phase than they have lost, earn D3 Victory Points instead.


15 A War on Two Fronts
If, at the end of the Game Round, you contest more than 1 objective marker with ISENGARD units, gain a Command Point.  If, at the end of the Game Round, you control more than 1 objective marker with ISENGARD units, gain D3 Victory Points instead.

16 Watch the Stars
If, at the end of the Game Round, an ISENGARD unit has completely destroyed an enemy unit with the FLY keyword, gain a Victory Point.

