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

<TRIBELAND>
All Mordor units come from a particular <TRIBELAND> in the realm of shadow.  These <TRIBELAND> are as follow; GORGOROTH, LITHLAD, NÚRNEN, MORGUL VALE, CIRITH UNGOL, MORANNON, and BARAD-DÛR.

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

For example, if you were to include an Uruk Warchief in your army, and you decided that it was from the <TRIBELAND> of Gorgoroth, its <TRIBELAND> Faction keyword becomes GORGOROTH and its would Lord of the Lash ability would read “All friendly GORGOROTH CORE units within 6” can re-roll Advance rolls.”


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.  

MORDOR BANNER LIST

	Name
	Effect on unit carrying it

	Banner of the Lidless Eye
	Models in this unit re-roll failed hit rolls of 1 in the Fight phase if the unit charged this turn.

	Banner of the Howling Moon
	Enemy models in Engagement Range of 1 or more models in this unit suffer -1 Leadership.

	Red Glyph Flag
	This unit adds 1” to all charge rolls.




HQ

	HQ
5 POWER
	LIEUTENANT GOTHMOG
	

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

	LIEUTENANT GOTHMOG
	6”
	2+
	2+
	4
	3
	5
	4
	10
	2+
	100

	Lieutenant Gothmog is a single model armed with a Númenórean Sword and a Steel Bow. Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Númenórean Sword
	Melee
	Melee
	User
	-2
	2
	-

	Steel Bow
	24”
	Assault 2
	6
	-2
	1
	-

	WARGEAR OPTIONS
	• This model may be mounted on a Black Horse.  If it does so, use the Lieutenant Gothmog on Black Horse Datasheet entry instead.

	ABILITIES
	Creatures of Darkness

Last-Ditch Attempts: At the start of each friendly turn, if this unit is alive on the battlefield and you have 0 Command Points, immediately generate a single Command Point.

Reinforcer: If this unit is included in your army, reduce the Command Points cost by 1 when placing units in Strategic Reserves. 

Lieutenant of Morgul [Aura]: Friendly MORGUL VALE CORE units within 6” re-roll failed hit rolls of 1 and failed wound rolls of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, MEN, BLACK NÚMENÓREANS, LIEUTENANT GOTHMOG






	HQ
6 POWER
	LIEUTENANT GOTHMOG
ON BLACK HORSE
	

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

	LIEUTENANT GOTHMOG
	12”
	2+
	2+
	4
	3
	6
	4
	10
	2+
	115

	Lieutenant Gothmog is a single model armed with a Númenórean Sword and a Steel Bow riding a Black Horse. Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Lieutenant Gothmog

	Númenórean Sword
	Melee
	Melee
	User
	-2
	2
	-

	Steel Bow
	24”
	Assault 2
	6
	-2
	1
	-

	Black Horse

	Armoured Charge
	Melee
	Melee
	6
	0
	1
	After a model riding a Black Horse makes its close combat attacks, you can attack with this mount. Make 1 additional attack, using this weapon profile.

	ABILITIES
	Creatures of Darkness

Last-Ditch Attempts: At the start of each friendly turn, if this unit is alive on the battlefield and you have 0 Command Points, immediately generate a single Command Point.

Reinforcer: If this unit is included in your army, reduce the Command Points cost by 1 when placing units in Strategic Reserves. 

Lieutenant of Morgul [Aura]: Friendly MORGUL VALE CORE units within 6” re-roll failed hit rolls of 1 and failed wound rolls of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, CHARACTER, MEN, BLACK NÚMENÓREANS, LIEUTENANT GOTHMOG






	HQ
6 POWER
	MOUTH OF SAURON
ON BLACK HORSE
	

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

	MOUTH OF SAURON
	12”
	2+
	2+
	4
	3
	6
	4
	10
	3+
	125

	The Mouth of Sauron is a single model armed with a Númenórean Sword and a Steel Bow riding a Black Horse. Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Mouth of Sauron

	Númenórean Sword
	Melee
	Melee
	User
	-2
	2
	-

	Steel Bow
	24”
	Assault 2
	6
	-2
	1
	-

	Black Horse

	Armoured Charge
	Melee
	Melee
	6
	0
	1
	After a model riding a Black Horse makes its close combat attacks, you can attack with this mount. Make 1 additional attack, using this weapon profile.

	ABILITIES
	
Dark Wards: This unit has a 4+ invulnerable save.

Poisoned Words [Aura]: Enemy models within 6” suffer -1 Leadership.

Lieutenant of the Dark Tower [Aura]: Friendly BARAD-DÛR CORE units within 6” automatically pass Morale checks.

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, BARAD-DÛR

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, CHARACTER, MEN, BLACK NÚMENÓREANS, MOUTH OF SAURON





	HQ
4 POWER
	CAPTAIN GRISHNÁKH
	

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

	CAPTAIN GRISHNÁKH
	6”
	3+
	5+
	4
	3
	4
	3
	8
	4+
	85

	Captain Grishnákh is a single model armed with a Goblin Scimitar and Throwing Spears. Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Scimitar
	Melee
	Melee
	User
	-1
	1
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Favour of Sauron: This unit has a 5+ invulnerable save.

Ambush Specialist: This unit re-rolls failed charge rolls when in cover.  In addition, this unit re-rolls failed saving throws when in cover. 

Captain of the Hunt [Aura]: Friendly BARAD-DÛR CORE units within 6” re-roll hit rolls of 1 when attacking with ranged weapons, and can choose to re-roll Advance rolls.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, BARAD-DÛR

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, MORDOR ORCS, CAPTAIN GRISHNÁKH





	HQ
5 POWER
	CHIEFTAIN SHAGRAT
	

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

	CHIEFTAIN SHAGRAT
	7”
	3+
	5+
	5
	4
	5
	4
	8
	3+
	110

	Chieftain Shagrat is a single model armed with an Uruk Broadsword and Throwing Spears. 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
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Uruk: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.

Ruthless Commander [Aura]: Friendly CIRITH UNGOL CORE units within 6” re-roll failed Morale checks.  However, if such a unit still fails its Morale check, one more model in the unit is removed than usual. 

Captain of the Tower [Aura]: Friendly CIRITH UNGOL CORE units within 6” re-roll failed hit rolls of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, CIRITH UNGOL

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, BLACK URUKS, CHIEFTAIN SHAGRAT





	HQ
4 POWER
	CAPTAIN GORBAG
	

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

	CAPTAIN GORBAG
	6”
	3+
	5+
	4
	3
	4
	4
	8
	3+
	90

	Captain Gorbag is a single model armed with a Goblin Scimitar and Throwing Spears. Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Scimitar
	Melee
	Melee
	User
	-1
	1
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Jealous Greed: This unit makes 2 additional attacks in the Fight phase if it is within Engagement Range of an enemy CHARACTER, however its Leadership is reduced by 1 if it is within 6” of a friendly ORCS CHARACTER.

A Stab in the Back: This unit re-rolls failed wound rolls when in cover. 

Captain of Morgul [Aura]: Friendly MORGUL VALE CORE units within 6” can use this model’s Leadership instead of their own.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, MORDOR ORCS, CAPTAIN GORBAG






	HQ
8 POWER
	RINGWRAITH
	

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

	RINGWRAITH
	6”
	2+
	2+
	4
	3
	6
	4
	10
	-
	155

	A Ringwraith is a single model armed with a Morgul Blade, and the Black Breath. No more than 9 models with the RINGWRAITHS keyword may be included in a battle.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Morgul Blade
	Melee
	Melee
	3
	-1
	1
	A model that suffers an unsaved wound from this weapon suffers a further Mortal Wound at the beginning of each subsequent friendly Movement phase.  This ability can only be used once.

	Black Breath
	8”
	Assault D6
	*
	*
	*
	This weapon automatically hits its target.
A model hit by this weapon must roll 2D6 and compare the result to its Leadership.  If the result is higher than its Leadership, it suffers a Mortal Wound.

	WARGEAR OPTIONS
	• This model may be mounted on a Black Horse.  If it does so, use the Ringwraith on Black Horse Datasheet entry instead.
• This model may be mounted on a Fell Beast.  If it does so, use the Ringwraith on Fell Beast Datasheet entry instead.

	ABILITIES
	Creatures of Darkness

Wraith: This unit has a 3+ invulnerable save.

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

Ring of Power: This unit adds 1 to the results of all Psychic tests and Deny the Witch rolls.

Will of the Eye [Aura]: Friendly MORDOR CORE units within 6” automatically pass Morale checks.

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, PSYKER, RINGWRAITHS, RINGWRAITH





	HQ
9 POWER
	RINGWRAITH
ON BLACK HORSE
	

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

	RINGWRAITH
	12”
	2+
	2+
	4
	3
	7
	4
	10
	5+
	170

	A Ringwraith is a single model armed with a Morgul Blade and the Black Breath riding a Black Horse. No more than 9 models with the RINGWRAITHS keyword may be included in a battle.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Ringwraith

	Morgul Blade
	Melee
	Melee
	3
	-1
	1
	A model that suffers an unsaved wound from this weapon suffers a further Mortal Wound at the beginning of each subsequent friendly Movement phase.  This ability can only be used once.

	Black Breath
	8”
	Assault D6
	*
	*
	*
	This weapon automatically hits its target.
A model hit by this weapon must roll 2D6 and compare the result to its Leadership.  If the result is higher than its Leadership, it suffers a Mortal Wound.

	Black Horse

	Armoured Charge
	Melee
	Melee
	6
	0
	1
	After a model riding a Black Horse makes its close combat attacks, you can attack with this mount. Make 1 additional attack, using this weapon profile.

	ABILITIES
	Creatures of Darkness

Wraith: This unit has a 3+ invulnerable save.

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

Ring of Power: This unit adds 1 to the results of all Psychic tests and Deny the Witch rolls.

Will of the Eye [Aura]: Friendly MORDOR CORE units within 6” automatically pass Morale checks.

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, CHARACTER, PSYKER, RINGWRAITHS, RINGWRAITH





	HQ
11 POWER
	RINGWRAITH
ON FELL BEAST
	

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

	FELL BEAST
	*
	*
	3+
	*
	7
	13
	4
	10
	3+
	190

	A Fell Beast is a single model armed with Teeth & Claws ridden by a Ringwraith.  No more than 9 models with the RINGWRAITHS keyword may be included in a battle.

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

	REMAINING W
	M
	WS
	S

	7-13
	18”
	4+
	7

	4-6
	16”
	5+
	6

	1-3
	12”
	6+
	4

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Fell Beast

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	-

	Ringwraith

	Morgul Blade
	Melee
	Melee
	3
	-1
	1
	After a Fell Beast makes its close combat attacks, you can attack with the rider.  Make 5 additional attacks, using this weapon profile.  A model that suffers an unsaved wound from this weapon suffers a further Mortal Wound at the beginning of each subsequent friendly Movement phase.  This latter ability can only be used once.

	ABILITIES
	Creatures of Darkness

Wraith Rider: This unit has a 5+ invulnerable save.

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

Ring of Power: This unit adds 1 to the results of all Psychic tests and Deny the Witch rolls.

Death Throes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it lashes out in its death throes, and each unit within 3” suffers D3 mortal wounds.

Will of the Eye [Aura]: Friendly MORDOR CORE units within 6” automatically pass Morale checks.

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, CHARACTER, PSYKER, RINGWRAITHS, RINGWRAITH





	HQ
5 POWER
	URUK WARCHIEF
	

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

	URUK WARCHIEF
	7”
	3+
	5+
	5
	4
	5
	4
	8
	3+
	105

	An Uruk Warchief is a single model armed with an Uruk Broadsword and Throwing Spears.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	WARGEAR OPTIONS
	• This model may be mounted on a Warg.  If it does so, use the Uruk Warchief on Warg Datasheet entry instead.
• This model may swap its Uruk Broadsword for a weapon off the Mordor Melee Weapons list.
• This model may swap its Throwing Spears for a weapon off the Mordor Light Ranged Weapons list.
• This model may swap its Uruk Broadsword and its Throwing Spears for a weapon off the Mordor Ranged Weapons list.

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Uruk: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.

Lord of the Lash: All friendly <TRIBELAND> CORE units within 6” can re-roll Advance rolls.

Warchief [Aura]: Friendly <TRIBELAND> ORCS CORE units within 6” re-roll failed wound rolls of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, ORCS, BLACK URUKS, URUK WARCHIEF






	HQ
6 POWER
	URUK WARCHIEF
ON WARG
	

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

	URUK WARCHIEF
	10”
	3+
	5+
	5
	4
	6
	4
	8
	3+
	120

	An Uruk Warchief is a single model armed with an Uruk Broadsword and Throwing Spears riding a Warg. 

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Warchief

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	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 Mordor Melee Weapons list.
• This model may swap its Throwing Spears for a weapon off the Mordor Light Ranged Weapons list.
• This model may swap its Uruk Broadsword and its Throwing Spears for a weapon off the Mordor Ranged Weapons list.

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Uruk: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.

Lord of the Lash: All friendly <TRIBELAND> CORE units within 6” can re-roll Advance rolls.

Warchief [Aura]: Friendly <TRIBELAND> ORCS CORE units within 6” re-roll failed wound rolls of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, CHARACTER, ORCS, BLACK URUKS, URUK WARCHIEF





	HQ
9 POWER
	TROLL-CHIEF
	

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

	TROLL-CHIEF
	5”
	4+
	5+
	7
	7
	8
	4
	7
	3+
	155

	A Troll-Chief is a single model armed with a Troll Hammer.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Troll Hammer
	Melee
	Melee
	x2
	-1
	5
	-

	ABILITIES
	Creatures of Darkness

Olog-Hai: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.  In addition, this unit re-rolls failed wound rolls of 1.

Troll-Chief [Aura]: Friendly <TRIBELAND> TROLLS units within 6” re-roll failed charge rolls.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, CHARACTER, TROLLS, OLOG-HAI, TROLL-CHIEF




TROOPS

	Troops
7 POWER
	GOBLIN HORDE
	Minimum Cost
140 Points

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

	Goblin
	5”
	5+
	6+
	4
	3
	1
	1
	5
	5+
	7

	Goblin Champion
	5”
	5+
	6+
	4
	3
	1
	2
	6
	5+
	8

	This unit contains 1 Goblin Champion and 19 Goblins. It can include up to 10 additional Goblins (Power Rating +6), or up to 20 additional Goblins (Power Rating +12). Each model is armed with a Goblin Scimitar.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Scimitar
	Melee
	Melee
	User
	-1
	1
	-

	WARGEAR OPTIONS
	• The Goblin Champion may replace its Goblin Scimitar with an item from the Mordor Melee Weapons list.
• The Goblin Champion may be equipped with an item from the Mordor Light Ranged Weapons list.
• One Goblin may replace their Goblin Scimitar with an item from the Mordor Ranged Weapons list.
• One Goblin may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such a Goblin is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such a Goblin is equipped with a Banner of the Howling Moon.  In all other cases, such a Goblin is equipped with a Red Glyph Flag. 
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Where There’s a Whip, There’s a Way: This unit adds 2” to all Advance rolls and charge rolls when within 6” of a friendly MORDOR <TRIBELAND> CHARACTER. 

Unstoppable Tide: If this unit contains 20 or more models, it suffers double the usual number of hits from enemy weapons with a variable number of shots (D3, D6, etc.).  However, such a unit halves the modifier to Morale checks applied as a result of slain models.  

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, MORDOR ORCS, GOBLIN HORDE






	Troops
5 POWER
	PROWLERS
	Minimum Cost
110 Points

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

	Prowler
	5”
	6+
	5+
	4
	3
	1
	1
	5
	5+
	8

	Prowler Champion
	5”
	6+
	5+
	4
	3
	1
	2
	6
	5+
	9

	This unit contains 1 Prowler Champion and 9 Prowlers. It can include up to 5 additional Prowlers (Power Rating +4), or up to 10 additional Prowlers (Power Rating +8). 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 Prowler Champion may be equipped with an item from the Mordor Melee Weapons list.
• The Prowler Champion may be equipped with an item from the Mordor Light Ranged Weapons list.
• One Prowler may replace their Goblin Shortbow with an item from the Mordor Ranged Weapons list.
• One Prowler may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such a Prowler is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such a Prowler is equipped with a Banner of the Howling Moon.  In all other cases, such a Prowler is equipped with a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Poisoned Missiles: Models in this unit re-roll failed wound rolls with ranged weapons against targets of Toughness 4 or less. 

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, MORDOR ORCS, PROWLERS






	Troops
7 POWER
	ORCISH WARBAND
	Minimum Cost
140 Points

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

	Orc Pikeman
	6”
	4+
	5+
	4
	3
	1
	1
	5
	4+
	9

	Orc Captain
	6”
	4+
	5+
	4
	3
	1
	2
	6
	4+
	10

	This unit contains 1 Orc Captain and 9 Orc Pikemen. It can include up to 5 additional Orc Pikemen (Power Rating +6), or up to 10 additional Orc Pikemen (Power Rating +12). Each model is armed with a Goblin Pike and Throwing Spears.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

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

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	WARGEAR OPTIONS
	• The Orc Captain may replace its Goblin Pike with an item from the Mordor Melee Weapons list.
• The Orc Captain may swap its Throwing Spears for an item from the Mordor Light Ranged Weapons list.
• The Orc Captain may be equipped with Blasting Powder from the Special Issue Weapons list.
• One Orc Pikeman may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such an Orc Pikeman is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such an Orc Pikeman is equipped with a Banner of the Howling Moon.  In all other cases, such an Orc Pikeman is equipped with a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

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, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, MORDOR ORCS, ORCISH WARBAND






	Troops
7 POWER
	ORC FIGHTERS
	Minimum Cost
140 Points

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

	Orc Fighter
	6”
	4+
	5+
	4
	3
	1
	2
	5
	4+
	9

	Fighter Captain
	6”
	4+
	5+
	4
	3
	1
	3
	6
	4+
	10

	This unit contains 1 Fighter Captain and 9 Orc Fighters. It can include up to 5 additional Orc Fighters (Power Rating +6), or up to 10 additional Orc Fighters (Power Rating +12). Each model is armed with a Goblin Scimitar and Throwing Spears.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Scimitar
	Melee
	Melee
	User
	-1
	1
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	WARGEAR OPTIONS
	• The Fighter Captain may replace its Goblin Scimitar with an item from the Mordor Melee Weapons list.
• The Fighter Captain may swap its Throwing Spears for an item from the Mordor Light Ranged Weapons list.
• The Fighter Captain may be equipped with Blasting Powder from the Special Issue Weapons list.
• Any Orc Fighter may swap its Goblin Scimitar for a Goblin Axe or a Goblin Club.
• One Orc Fighter may replace their Goblin Scimitar with an item from the Mordor Ranged Weapons list.
• One Orc Fighter may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such an Orc Fighter is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such an Orc Fighter is equipped with a Banner of the Howling Moon.  In all other cases, such an Orc Fighter is equipped with a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Furious Charge: If the unit charged this turn, add 1 to the Strength of all attacks made by models in this unit in the Fight phase.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, MORDOR ORCS, ORC FIGHTERS






	Troops
6 POWER
	THRALLS OF NÚRN
	Minimum Cost
100 Points

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

	Thrall
	6”
	5+
	5+
	4
	3
	1
	1
	7
	6+
	5

	Slavedriver
	6”
	5+
	5+
	4
	3
	1
	2
	8
	6+
	6

	This unit contains 1 Slavedriver and 19 Thralls. It can include up to 10 additional Thralls (Power Rating +5), or up to 20 additional Thralls (Power Rating +10). Each model is armed with Farming Implements.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Farming Implements
	Melee
	Melee
	User
	0
	1
	Subtract 1 from all hit rolls made with this weapon.

	WARGEAR OPTIONS
	• One Thrall may carry a Red Glyph Flag.
   -15 points

	ABILITIES
	
Enforced Loyalty: This unit subtracts 1 from Morale checks when within 6” of a friendly NÚRNEN CHARACTER.

Fruits of the Land: If this unit contains 20 or more models, it can re-roll Advance rolls.  

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, NÚRNEN

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, MEN, MEN OF SHADOW, THRALLS OF NÚRN



ELITES
	Elites
10 POWER
	KING’S MEN
	Minimum Cost
140 Points

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

	NÚMENÓREAN WARRIOR
	6”
	3+
	3+
	4
	3
	1
	2
	8
	2+
	25

	NÚMENÓREAN CAPTAIN
	6”
	3+
	3+
	4
	3
	1
	3
	9
	2+
	28

	This unit contains 1 Númenórean Captain and 4 Númenórean Warriors. It can include up to 5 additional Númenórean Warriors (Power Rating +9).  Each model is armed with a Númenórean Sword and a Steel Bow.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Númenórean Sword
	Melee
	Melee
	User
	-2
	2
	-

	Steel Bow
	24”
	Assault 2
	6
	-2
	1
	-

	WARGEAR OPTIONS
	• The Númenórean Captain may replace its Númenórean Sword with an item from the Númenórean Melee Weapons list.
• The Númenórean Captain may swap its Steel Bow for an item from the Mordor Ranged Weapons list.
• Any Númenórean Warrior may swap its Númenórean Sword for an item from the Númenórean Melee Weapons list.
• One Númenórean Warrior may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such an Númenórean Warrior is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such an Númenórean Warrior is equipped with a Banner of the Howling Moon.  In all other cases, such an Númenórean Warrior is equipped with a Red Glyph Flag.
   -15 points

	ABILITIES
	
Ar-Pharazôn’s Legacy : This unit has a 5+ invulnerable save.  In addition, models in this unit re-roll failed hit rolls against enemy DÚNEDAIN. 

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, MEN, BLACK NÚMENÓREANS, KING’S MEN





	Elites
8 POWER
	URUKS OF MORDOR
	Minimum Cost
130 Points

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

	BLACK URUK
	7”
	3+
	5+
	5
	4
	2
	2
	6
	4+
	23

	URUK CAPTAIN
	7”
	3+
	5+
	5
	4
	2
	3
	7
	4+
	26

	This unit contains 1 Uruk Captain and 4 Black Uruks. It can include up to 5 additional Black Uruks (Power Rating +7).  Each model is armed with an Uruk Broadsword and Throwing Spears.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	WARGEAR OPTIONS
	• The Uruk Captain may swap its Throwing Spears for a weapon from the Mordor Light Ranged Weapons list.
• A single Black Uruk may swap its Uruk Broadsword for a weapon from the Mordor Ranged Weapons list.
• One Black Uruk may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such a Black Uruk is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such a Black Uruk is equipped with a Banner of the Howling Moon.  In all other cases, such a Black Uruk is equipped with a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Uruk: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, BLACK URUKS, URUKS OF MORDOR





	Elites
6 POWER
	ORODRUIN ARCHERS
	Minimum Cost
120 Points

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

	GOBLIN ARCHER
	6”
	5+
	4+
	4
	3
	1
	1
	5
	5+
	18

	ARCHER CAPTAIN
	6”
	5+
	4+
	4
	3
	1
	2
	6
	5+
	20

	This unit contains 1 Archer Captain and 4 Goblin Archers. It can include up to 5 additional Goblin Archers (Power Rating +5).  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 Archer Captain may be equipped with an item from the Mordor Melee Weapons list.
• The Archer Captain may be equipped with an item from the Mordor Light Ranged Weapons list.
• One Goblin Archer may replace their Goblin Greatbow with an item from the Mordor Ranged Weapons list.
• One Goblin Archer may carry a Red Glyph Flag.
   -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, MORDOR, GORGOROTH

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, MORDOR ORCS, ORODRUIN ARCHERS





	Elites
7 POWER
	MORGUL ORCS
	Minimum Cost
130 Points

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

	MORGUL ORC
	6”
	4+
	5+
	4
	3
	1
	1
	5
	3+
	20

	DARK SORCERER
	6”
	4+
	4+
	4
	3
	1
	2
	9
	3+
	35

	This unit contains 1 Dark Sorcerer and 4 Morgul Orcs. It can include up to 5 additional Morgul Orcs (Power Rating +5) or up to 10 additional Morgul Orcs (Power Rating +10)  Each model is armed with a Crescent Blade and Alchemical Vials.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Crescent Blade
	Melee
	Melee
	User
	-2
	1
	-

	Alchemical Vials
	6”
	Grenade D6
	7
	0
	D3
	-

	WARGEAR OPTIONS
	• One Morgul Orc may carry a Banner of the Howling Moon.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Touched By Sorcery: This unit has a 6+ invulnerable save.

	PSYKER
	A Dark Sorcerer can attempt to manifest one Psychic power in each friendly Psychic phase, and attempt to deny one Psychic power in each enemy Psychic phase. It knows the Smite psychic power and one Psychic power from the Morgoth discipline.  When a Dark Sorcerer manifests the Smite Psychic power, it inflicts 1 Mortal Wound instead of D3, or D3 Mortal Wounds instead of D6 if the Psychic test is more than 10. 

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, PSYKER, ORCS, MORDOR ORCS, MORGUL ORCS





	Elites
6 POWER
	BLACK GATE SENTINELS
	Minimum Cost
120 Points

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

	ORC SENTINEL
	6”
	5+
	4+
	4
	3
	1
	1
	5
	5+
	18

	CHIEFTAIN OF THE GUARD
	6”
	5+
	4+
	4
	3
	1
	2
	6
	5+
	20

	This unit contains 1 Chieftain of the Guard and 4 Orc Sentinels. It can include up to 5 additional Orc Sentinels (Power Rating +5).  Each model is armed with a Goblin Longbow.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Longbow
	24”
	Rapid Fire 1
	5
	0
	1
	-

	WARGEAR OPTIONS
	• The Chieftain of the Guard may be equipped with an item from the Mordor Melee Weapons list.
• The Chieftain of the Guard may be equipped with an item from the Mordor Light Ranged Weapons list.
• One Orc Sentinel may replace their Goblin Longbow with an item from the Mordor Ranged Weapons list.
• One Orc Sentinel may carry a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Gate-Guards of Mordor: Models in this unit re-roll failed hit rolls whilst within your deployment zone, or whilst within 3” of an objective marker you control.

Poisoned Missiles: Models in this unit re-roll failed wound rolls with ranged weapons against targets of Toughness 4 or less.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORANNON

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, MORDOR ORCS, BLACK GATE SENTINELS





	Elites
8 POWER
	SAURON’S CHOSEN
	Minimum Cost
100 Points

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

	ORC TEMPLAR
	7”
	3+
	3+
	5
	4
	2
	2
	8
	4+
	30

	KNIGHT OF THE EYE
	7”
	3+
	3+
	5
	4
	2
	3
	9
	4+
	34

	This unit contains 1 Knight of the Eye and 2 Orc Templars. It can include up to 2 additional Orc Templars (Power Rating +5).  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 Knight of the Eye may swap its Goblin Greatbow for a weapon from the Mordor Ranged Weapons list.
• The Knight of the Eye may be equipped with Blasting Powder from the Special Issue Weapons list.
• A single Orc Templar may carry a Banner of the Lidless Eye.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Might of the Dark Tower: Each time a model in this unit suffers an unsaved wound, roll a D6.  On a roll of 6, it ignores all Damage caused by that wound.

Uruk: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, BARAD-DÛR

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, ORCS, BLACK URUKS, SAURON’S CHOSEN





	Elites
3 POWER
	WATCHFUL PHANTOMS
	Minimum Cost
50 Points

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

	PHANTOM
	9”
	-
	-
	1
	1
	1
	0
	10
	-
	??

	This unit contains 2 Phantoms.  Only one of this unit may be included in your army.

	ABILITIES
	Creatures of Darkness

Formless Phantoms: Models in this unit cannot attack.  However, they take no Damage from enemy attacks unless such attacks inflict Mortal Wounds.

Watchful Presence [Aura]: Enemy units within 6” of a model in this unit add 3 to the results of all Morale checks.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, CIRITH UNGOL

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, FLY, PHANTOMS, WATCHFUL PHANTOMS





	Elites
8 POWER
	HALBERD WARBAND
	Minimum Cost
150 Points

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

	Orc Halberdier
	6”
	4+
	5+
	4
	3
	1
	1
	5
	4+
	18

	Halberd Captain
	6”
	4+
	5+
	4
	3
	1
	2
	6
	4+
	22

	This unit contains 1 Halberd Captain and 4 Orc Halberdiers. It can include up to 5 additional Orc Halberdiers (Power Rating +7).  Each model is armed with a Goblin Halberd and Throwing Spears.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Halberd
	Melee
	Melee
	+1
	-2
	1
	Re-roll failed wound rolls against enemy CAVALRY with this weapon.

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-

	WARGEAR OPTIONS
	• The Halberd Captain may replace its Goblin Halberd with an item from the Mordor Melee Weapons list.
• The Halberd Captain may swap its Throwing Spears for an item from the Mordor Light Ranged Weapons list.
• The Halberd Captain may be equipped with Blasting Powder from the Special Issue Weapons list.
• One Orc Halberdier may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such an Orc Halberdier n is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such Orc Halberdier is equipped with a Banner of the Howling Moon.  In all other cases, such an Orc Halberdier is equipped with a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

Halberd 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.  In addition, an enemy CAVALRY unit attempting to charge this unit must roll 2D6 prior to making a charge roll, and compare the result to the highest Leadership in the unit.  If the result is higher, the unit automatically fails to charge. 

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, INFANTRY, ORCS, MORDOR ORCS, HALBERD WARBAND





FAST ATTACK

	Fast Attack
7 POWER
	WARG HUNTERS
	Minimum Cost
130 Points

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

	WARG HUNTER
	10”
	4+
	5+
	4
	3
	2
	2
	6
	4+
	24

	WARG BEASTMASTER
	10”
	4+
	5+
	4
	3
	2
	3
	7
	4+
	27

	This unit contains 1 Warg Beastmaster and 4 Warg Hunters. It can include up to 5 additional Warg Hunters (Power Rating +6).  Each model is armed with a Goblin Scimitar and Throwing Spears and rides a Warg that attacks with its Teeth and Claws.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Warg Hunter/Warg Beastmaster

	Goblin Scimitar
	Melee
	Melee
	User
	-1
	1
	-

	Throwing Spears
	12”
	Assault 1
	3
	0
	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 Warg Beastmaster may replace its Goblin Scimitar with an item from the Mordor Melee Weapons list.
• The Warg Beastmaster may swap its Throwing Spears for an item from the Mordor Light Ranged Weapons list.
• Any Warg Hunter may swap its Goblin Scimitar for a Goblin Axe or a Goblin Club.
• One Warg Hunter may replace their Goblin Scimitar with an item from the Mordor Ranged Weapons list.
• One Warg Hunter may carry a Banner.  If the unit has the BARAD-DÛR or CIRITH UNGOL <TRIBELAND> keyword, such a Warg Hunter is equipped with a Banner of the Lidless Eye.  If the unit has the MORGUL VALE <TRIBELAND> keyword, such a Warg Hunter is equipped with a Banner of the Howling Moon.  In all other cases, such a Warg Hunter is equipped with a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, CORE, CAVALRY, ORCS, MORDOR ORCS, WARG HUNTERS





	Fast Attack
5 POWER
	WARG PACK
	Minimum Cost
90 Points

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

	WARG
	10”
	4+
	-
	4
	3
	1
	2
	6
	-
	15

	ALPHA WARG
	10”
	4+
	-
	4
	3
	1
	3
	7
	-
	20

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

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	-

	ABILITIES
	Creatures of Darkness

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, BEASTS, WARGS, WARG PACK





	Fast Attack
7 POWER
	LITHLAD RIDERS
	Minimum Cost
130 Points

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

	LITHLAD RIDER
	10”
	4+
	5+
	4
	3
	2
	2
	6
	4+
	24

	LITHLAD CAPTAIN
	10”
	4+
	5+
	4
	3
	2
	3
	7
	4+
	27

	This unit contains 1 Lithlad Captain and 4 Lithlad Riders. It can include up to 5 additional Lithlad Riders (Power Rating +6).  Each model is armed with a Goblin Shortbow and rides a Warg that attacks with its Teeth and Claws.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Lithlad Rider/Lithlad Captain

	Goblin Shortbow
	18”
	Assault 1
	4
	0
	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 Lithlad Captain may replace its Goblin Shortbow with an item from the Mordor Ranged Weapons list.
• Any Lithlad Rider may swap its Goblin Shortbow for a weapon from the Mordor Ranged Weapons list.
• One Lithlad Rider may carry a Red Glyph Flag.
   -15 points

	ABILITIES
	Creatures of Darkness, Orcish Ferocity

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

Poisoned Missiles: Models in this unit re-roll failed wound rolls with ranged weapons against targets of Toughness 4 or less.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, LITHLAD

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, ORCS, MORDOR ORCS, LITHLAD RIDERS





	Fast Attack
12 POWER
	MORGUL KNIGHTS
	Minimum Cost
180 Points

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

	MORGUL KNIGHT
	12”
	3+
	3+
	4
	3
	2
	2
	8
	2+
	40

	DARK MAGICIAN
	12”
	3+
	3+
	4
	3
	2
	3
	9
	2+
	50

	This unit contains 1 Dark Magician and 4 Morgul Knights. Each model is armed with a Númenórean Sword and a Steel Bow.and rides a Black Horse that attacks with an Armoured Charge.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Morgul Knight/Dark Magician

	Númenórean Sword
	Melee
	Melee
	User
	-2
	2
	-

	Steel Bow
	24”
	Assault 2
	6
	-2
	1
	-

	Warg

	Armoured Charge
	Melee
	Melee
	6
	0
	1
	After a model riding a Black Horse makes its close combat attacks, you can attack with this mount. Make 1 additional attack, using this weapon profile.

	WARGEAR OPTIONS
	• The Dark Magician may replace its Númenórean Sword with an item from the Númenórean Melee Weapons list.
• The Dark Magician may swap its Steel Bow for an item from the Mordor Ranged Weapons list.
• Any Morgul Knight may swap its Númenórean Sword for an item from the Númenórean Melee Weapons list.
• One Morgul Knight may carry a Banner of the Howling Moon.
   -15 points

	ABILITIES
	
Touched By Sorcery: This unit has a 6+ invulnerable save.

	PSYKER
	A Dark Magician can attempt to manifest one Psychic power in each friendly Psychic phase, and attempt to deny one Psychic power in each enemy Psychic phase. It knows the Smite psychic power and one Psychic power from the Morgoth discipline.  When a Dark Magician manifests the Smite Psychic power, it inflicts 1 Mortal Wound instead of D3, or D3 Mortal Wounds instead of D6 if the Psychic test is more than 10. 

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, PSYKER, MEN, BLACK NÚMENÓREANS, MORGUL KNIGHTS



HEAVY SUPPORT

	Heavy Support
4 POWER
	SHELOB THE GREAT
	

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

	SHELOB THE GREAT
	9”
	4+
	4+
	6
	6
	5
	5
	10
	3+
	130

	Shelob the Great is a single model armed with Thrashing Mandibles, a Poisoned Sting, and Venom Sacs.  Only one of this model may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Thrashing Mandibles
	Melee
	Melee
	User
	-1
	2
	-

	Poisoned Sting
	Melee
	Melee
	4
	-3
	D3
	Re-roll failed wound rolls with this weapon against targets with a Toughness of 4 or less.

	Venom Sacs
	12”
	Assault D3
	4
	0
	D3
	Re-roll failed wound rolls with this weapon against targets with a Toughness of 4 or less.

	ABILITIES
	Creatures of Darkness

Webs of Unlight [Aura] Enemy models subtract 1 from all hit rolls against this model, and friendly models within 6” of it.

Death Throes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it lashes out in its death throes, and each unit within 3” suffers D3 mortal wounds.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, CIRITH UNGOL

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, CHARACTER, GREAT SPIDER, SHELOB THE GREAT





	HEAVY SUPPORT
8 POWER
	GROND
	

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

	GROND
	4”
	5+
	5+
	8
	8
	10
	3
	10
	4+
	80

	Grond is a single model accompanied by four Troll Crew models and two Great Beast of Gorgoroth Crew models.  Grond is equipped with the Wolf’s Head.  Only one of this unit may be included in your army.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Wolf’s Head
	Melee
	Melee
	10
	-5
	7
	This weapon can only attack BUILDINGS, VEHICLES, and MONSTERS.

	ABILITIES
	Creatures of Darkness

Ram and Crew: Grond and its crew are treated as a single model for all rules purposes (crew models must remain within 1" of Grond’s model). This means that the crew models cannot be targeted or attacked separately and that visibility and all ranges are measured to and from Grond’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.  However, it is permitted to move into Engagement Range of enemy BUILDINGS, VEHICLES, and MONSTERS, and if, at the beginning of the Fight phase, it is within Engagement Range of an enemy BUILDING, VEHICLE, or MONSTER, it can attack that BUILDING, VEHICLE, or MOSNTER.

Inspiring Presence: Friendly MORDOR CORE units within 6” of this unit automatically pass Morale checks.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, GORGOROTH

	KEYWORDS
	UNOFFICIAL UNIT, VEHICLE, ARTILLERY, RAM, GROND





	HEAVY SUPPORT
7 POWER
	HILL-TROLL
	

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

	HILL-TROLL
	4”
	5+
	6+
	6
	6
	6
	3
	5
	5+
	130

	A Hill-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 <TRIBELAND> CHARACTER, it is immediately slain, however the model is not removed from the battlefield, instead acting as a piece of battlefield terrain.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, TROLLS, STONE-TOLLS, HILL-TROLL






	HEAVY SUPPORT
8 POWER
	OLOG-HAI WARRIOR
	

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

	OLOG-HAI WARRIOR
	5”
	4+
	5+
	7
	7
	7
	4
	6
	3+
	145

	An Olog-Hai Warrior is a single model armed with a Troll Hammer.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Troll Hammer
	Melee
	Melee
	x2
	-1
	5
	-

	ABILITIES
	Creatures of Darkness

Olog-Hai: This unit does not suffer Morale check penalties conveyed by the Creatures of Darkness ability.  In addition, this unit re-rolls failed wound rolls of 1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, TROLLS, OLOG-HAI, OLOG-HAI WARRIOR





	HEAVY SUPPORT
7 POWER
	ONAGER
	

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

	ONAGER
	-
	5+
	5+
	6
	6
	8
	3
	10
	4+
	130

	An Onager is a single model accompanied by two Troll Crew models.  The Onager is equipped with Severed Heads and Massive Rocks.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Severed Heads
	48”
	Assault 5
	3
	0
	1
	If any models in a unit are slain by this weapon, that unit immediately takes a Morale check as though it were the Morale phase.

	Massive Rocks
	48”
	Heavy D6
	10
	-3
	5
	-

	ABILITIES
	Creatures of Darkness

Artillery and Crew: Each Onager and its crew are treated as a single model for all rules purposes (crew models must remain within 1" of their Onager 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 Onager'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.

Variable Ammunition: Each time this unit fires, it must choose to fire either Severed Heads or Massive Rocks; it cannot fire both in the same Shooting phase.

Flammable Oil: Each time this unit fires, choose whether to light its Flammable Oil.  If the Flammable Oil is lit, subtract 1 from all hit rolls the unit makes, however, each model slain by this unit making an attack with lit Flammable Oil results in a +2 modifier to subsequent Morale checks instead of +1.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, VEHICLE, ARTILLERY, CATAPULT, ONAGER



TRANSPORT
	Transport
10 POWER
	GREAT BEAST OF GORGOROTH
	

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

	GREAT BEAST OF GORGOROTH
	*
	*
	-
	7
	8
	14
	*
	7
	4+
	160

	A Great Beast of Gorgoroth is a single model armed with Mighty Horns. 

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

	REMAINING W
	M
	WS
	A

	9-14
	9”
	4+
	5

	4-8
	7”
	5+
	4

	1-4
	3”
	6+
	2

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Mighty Horns
	Melee
	Melee
	+1
	0
	4
	-

	ABILITIES
	Creatures of Darkness

Rampage: When this unit successfully charges an enemy unit, immediately inflict D3 Mortal Wounds against the target of the charge.

Running Amok: Each time this model suffers 3 or more wounds from a single attack, roll 2D6 and compare the result to its Leadership.  If the result is higher than its Leadership, all units, friendly and enemy, within 6”, including any embarked units, immediately suffer D3 Mortal Wounds.

Toppling Giant: When this model is slain, roll a D6.  On a roll of 5+, all units, friendly and enemy, within 3” suffer D3 Mortal Wounds.

	TRANSPORT 
	This model can transport 15 GORGOROTH INFANTRY models.  Such models can fire their ranged weapons whilst embarked from any point on the back of the model’s torso.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, GORGOROTH

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, TRANSPORT, GREAT BEAST OF GORGOROTH





	Transport
9 POWER
	SIEGE TOWER
	

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

	SIEGE TOWER
	*
	*
	-
	6
	7
	12
	*
	7
	4+
	150

	A Siege Tower is a single model armed with 4 Goblin Greatbows 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
	WS
	A

	9-12
	6”
	5+
	2

	4-8
	4”
	6+
	1

	1-4
	2”
	6+
	1

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Goblin Greatbow
	24”
	Heavy 1
	6
	-1
	1
	-

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

Troll Crew:  Each Siege Tower and its crew are treated as a single model for all rules purposes (crew models must remain within 1" of their 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 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 <TRIBELAND> 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, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, TRANSPORT, VEHICLE, SIEGE TOWER




FLYERS

	Flyer
10 POWER
	FELL BEAST
	

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

	FELL BEAST
	*
	*
	3+
	*
	7
	12
	3
	9
	3+
	175

	A Fell Beast is a single model armed with a Teeth & Claws.

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

	REMAINING W
	M
	WS

	7-12
	18”
	4+

	4-6
	16”
	5+

	1-3
	12”
	6+

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	-

	ABILITIES
	Creatures of Darkness

Swooping Assault: If this unit moves over one or more enemy units during the Movement phase, select one such enemy unit.  That enemy unit suffers D3 Mortal Wounds.

Death Throes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it lashes out in its death throes, and each unit within 3” suffers D3 mortal wounds.

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, <TRIBELAND>

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, FLY, FELL BEAST





LORDS OF WAR

	LORDS OF WAR
9 POWER
	WITCH-KING OF ANGMAR
	

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

	WITCH-KING OF ANGMAR
	6”
	2+
	2+
	4
	3
	7
	5
	10
	-
	175

	The Witch-King of Angmar is a single model armed with a Morgul Blade, a Great Mace, and the Black Breath. Only one of this model may be included in your army.  Furthermore, no more than 9 models with the RINGWRAITHS keyword may be included in a battle.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Morgul Blade
	Melee
	Melee
	3
	-1
	1
	A model that suffers an unsaved wound from this weapon suffers a further Mortal Wound at the beginning of each subsequent friendly Movement phase.  This ability can only be used once.

	Great Mace
	Melee
	Melee
	x2
	-2
	3
	-

	Black Breath
	8”
	Assault D6
	*
	*
	*
	This weapon automatically hits its target.
A model hit by this weapon must roll 2D6 and compare the result to its Leadership.  If the result is higher than its Leadership, it suffers a Mortal Wound.

	WARGEAR OPTIONS
	• This model may be mounted on a Black Horse.  If it does so, use the Witch-King of Angmar on Black Horse Datasheet entry instead.
• This model may be mounted on a Fell Beast.  If it does so, use the Witch-King of Angmar on Fell Beast Datasheet entry instead.

	ABILITIES
	Creatures of Darkness

Wraith: This unit has a 3+ invulnerable save.

Lord of the Nazgûl: This unit re-rolls failed invulnerable saves against attacks made by MEN.

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

Ring of Power: This unit adds 1 to the results of all Psychic tests and Deny the Witch rolls.

The Black Captain [Aura]: Friendly MORDOR CORE units within 6” re-roll failed hit rolls and failed wound rolls.

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, INFANTRY, CHARACTER, PSYKER, RINGWRAITHS, WITCH-KING OF ANGMAR




	LORDS OF WAR
10 POWER
	WITCH-KING OF ANGMAR
ON BLACK HORSE
	

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

	WITCH-KING OF ANGMAR
	12”
	2+
	2+
	4
	3
	8
	5
	10
	5+
	190

	The Witch-King of Angmar is a single model armed with a Morgul Blade and the Black Breath riding a Black Horse. Only one of this model may be included in your army.  Furthermore, no more than 9 models with the RINGWRAITHS keyword may be included in a battle.

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Witch-King of Angmar

	Morgul Blade
	Melee
	Melee
	3
	-1
	1
	A model that suffers an unsaved wound from this weapon suffers a further Mortal Wound at the beginning of each subsequent friendly Movement phase.  This ability can only be used once.

	Black Breath
	8”
	Assault D6
	*
	*
	*
	This weapon automatically hits its target.
A model hit by this weapon must roll 2D6 and compare the result to its Leadership.  If the result is higher than its Leadership, it suffers a Mortal Wound.

	Black Horse

	Armoured Charge
	Melee
	Melee
	6
	0
	1
	After a model riding a Black Horse makes its close combat attacks, you can attack with this mount. Make 1 additional attack, using this weapon profile.

	ABILITIES
	Creatures of Darkness

Wraith: This unit has a 3+ invulnerable save.

Lord of the Nazgûl: This unit re-rolls failed invulnerable saves against attacks made by MEN.

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

Ring of Power: This unit adds 1 to the results of all Psychic tests and Deny the Witch rolls.

The Black Captain [Aura]: Friendly MORDOR CORE units within 6” re-roll failed hit rolls and failed wound rolls.

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, CAVALRY, CHARACTER, PSYKER, RINGWRAITHS, WITCH-KING OF ANGMAR





	LORDS OF WAR
12 POWER
	WITCH-KING OF ANGMAR
ON FELL BEAST
	

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

	FELL BEAST
	*
	*
	3+
	*
	7
	14
	5
	10
	3+
	205

	A Fell Beast is a single model armed with Teeth & Claws ridden by the Witch-King of Angmar.  Only one of this model may be included in your army.  Furthermore, no more than 9 models with the RINGWRAITHS keyword may be included in a battle.

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

	REMAINING W
	M
	WS
	S

	7-14
	18”
	4+
	7

	4-6
	16”
	5+
	6

	1-3
	12”
	6+
	4

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Fell Beast

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	-

	Witch-King of Angmar

	Morgul Blade
	Melee
	Melee
	3
	-1
	1
	After a Fell Beast makes its close combat attacks, you can attack with the rider.  Make 5 additional attacks, using this weapon profile.  A model that suffers an unsaved wound from this weapon suffers a further Mortal Wound at the beginning of each subsequent friendly Movement phase.  This latter ability can only be used once.

	ABILITIES
	Creatures of Darkness

Wraith Rider: This unit has a 5+ invulnerable save.

Lord of the Nazgûl: This unit re-rolls failed invulnerable saves against attacks made by MEN.

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

Ring of Power: This unit adds 1 to the results of all Psychic tests and Deny the Witch rolls.

Death Throes: If this model is reduced to 0 wounds, roll a D6 before removing the model from the battlefield; on a 6, it lashes out in its death throes, and each unit within 3” suffers D3 mortal wounds.

The Black Captain [Aura]: Friendly MORDOR CORE units within 6” re-roll failed hit rolls and failed wound rolls.

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

	FACTION KEYWORDS
	SERVANTS OF DARKNESS, MORDOR, MORGUL VALE

	KEYWORDS
	UNOFFICIAL UNIT, MONSTER, CHARACTER, PSYKER, RINGWRAITHS, WITCH-KING OF ANGMAR



ARMOURY

	MORDOR 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 Halberd
	Melee
	Melee
	+1
	-2
	1
	Re-roll failed wound rolls against enemy CAVALRY with this weapon.
	12

	Goblin Club
	Melee
	Melee
	4
	0
	2
	-
	8

	Goblin Axe
	Melee
	Melee
	+1
	-1
	1
	-
	8

	MORDOR LIGHT RANGED WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Throwing Spears
	12”
	Assault 1
	3
	0
	1
	-
	5

	Throwing Axes
	6”
	Heavy 1
	7
	-2
	1
	-
	15

	Slingshot
	12”
	Pistol 1
	3
	0
	1
	-
	5

	Rotten Meat
	6”
	Assault 1
	3
	0
	1
	Re-roll failed wound rolls with this weapon against targets of Toughness 3 or less.
	5

	MORDOR 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

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

	NÚMENÓREAN MELEE WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Númenórean Sword
	Melee
	Melee
	User
	-2
	2
	-
	15

	Númenórean Axe
	Melee
	Melee
	+1
	-2
	2
	-
	15

	Númenórean Mace
	Melee
	Melee
	+2
	0
	2
	-
	15

	Númenórean Lance
	Melee
	Melee
	User
	-2
	2
	If the bearer of this weapon is CAVALRY and the bearer charged this turn, this weapon’s Strength is +1.
	18

	SPECIAL ISSUE WEAPONS

	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES
	PTS

	Morgul Blade
	Melee
	Melee
	3
	-1
	1
	A model that suffers an unsaved wound from this weapon suffers a further Mortal Wound at the beginning of each subsequent friendly Movement phase.  This ability can only be used once.
	25

	Great Mace
	Melee
	Melee
	x2
	-2
	3
	-
	20

	Black Breath
	8”
	Assault D6
	*
	*
	*
	This weapon automatically hits its target.
A model hit by this weapon must roll 2D6 and compare the result to its Leadership.  If the result is higher than its Leadership, it suffers a Mortal Wound.
	15

	Steel Bow
	24”
	Assault 2
	6
	-2
	1
	-
	15

	Teeth & Claws
	Melee
	Melee
	User
	-2
	1
	-
	10

	Armoured Charge
	Melee
	Melee
	6
	0
	1
	After a model riding a Black Horse makes its close combat attacks, you can attack with this mount. Make 1 additional attack, using this weapon profile.
	5

	Uruk Broadsword
	Melee
	Melee
	+1
	-1
	1
	-
	12

	Troll Hammer
	Melee
	Melee
	x2
	-1
	5
	-
	18

	Farming Implements
	Melee
	Melee
	User
	0
	1
	Subtract 1 from all hit rolls made with this weapon.
	3

	Crescent Blade
	Melee
	Melee
	User
	-2
	1
	-
	15

	Alchemical Vials
	6”
	Grenade D6
	7
	0
	D3
	-
	8

	Thrashing Mandibles
	Melee
	Melee
	User
	-1
	2
	-
	8

	Poisoned Sting
	Melee
	Melee
	4
	-3
	D3
	Re-roll failed wound rolls with this weapon against targets with a Toughness of 4 or less.
	15

	Venom Sacs
	12”
	Assault D3
	4
	0
	D3
	Re-roll failed wound rolls with this weapon against targets with a Toughness of 4 or less.
	15

	Wolf’s Head
	Melee
	Melee
	10
	-5
	7
	This weapon can only attack BUILDINGS, VEHCILES, and MONSTERS.
	30

	Troll Club
	Melee
	Melee
	x2
	0
	3
	-
	16

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

	Severed Heads
	48”
	Assault 5
	3
	0
	1
	If any models in a unit are slain by this weapon, that unit immediately takes a Morale check as though it were the Morale phase.
	8

	Massive Rocks
	48”
	Heavy D6
	10
	-3
	5
	-
	25

	Mighty Horns
	Melee
	Melee
	+1
	0
	4
	-
	28

	Blasting Powder
	8”
	Grenade D3
	9
	-3
	3
	Subtract 1 from all hit rolls with this weapon unless targeting a BUILDING, VEHICLE, or MONSTER.
	



BATTLE-FORGED BONUSES


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

The Dark Lord’s Will
If your army is Battle-forged, all Troops units in Mordor 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.






Inexhaustible Strength
Once per battle round, if there are more friendly MORDOR models on the battlefield than enemy models, a single MORDOR unit can re-roll a failed Morale check.

Tribeland Traits
If your army is Battle-forged, all <TRIBELAND> units in MORDOR Detachments gain a <TRIBELAND> Trait, as long as every unit in that Detachment is from the same <TRIBELAND>. The <TRIBELAND> Trait gained depends upon the <TRIBELAND> that they are from, as shown on the table below. For example, all units in a MORGUL VALE Detachment gain a 6+ invulnerable save.


	Tribeland
	Tribeland Trait

	Gorgoroth
	Re-roll failed wound rolls of 1 in the Shooting phase.

	Lithlad
	Add 1” to all charge rolls.

	Núrnen
	Add 1” to all Advance rolls.

	Morgul Vale
	All units gain a 6+ invulnerable save, unless they have a superior invulnerable save already.

	Cirith Ungol
	Re-roll failed saving throws of 1 when in cover.

	Morannon
	Re-roll failed armour saves of 1 in the Fight phase.

	Barad-Dûr
	Subtract 1 from Morale checks.



Stratagems

1CP/3CP
Secrets of the Black Land
Use this Stratagem before the battle. Your army can have one extra Relic for 1 CP, or two extra Relics for 3 CPs. All of the Relics that you include must be different and be given to different MORDOR CHARACTERS. You can only use this Stratagem once per battle.
2CP
Sickening Darkness
Use this Stratagem at the start of a friendly turn.  Until the next friendly turn, no MORDOR units suffer Morale check penalties as a consequence of the Creatures of Darkness rule, and no MORDOR models are slain as a result of the Creatures of Stone rule.
1CP
Forced March
Use this Stratagem during the Movement phase.  A single MORDOR INFANTRY unit that is within 6” of a friendly MORDOR CHARACTER can automatically Advance 6”.
1CP
Grog Break
Use this Stratagem during the Movement phase.  A single ORCS model  that has lost a wound earlier in the battle immediately recovers 1 Wound, but cannot move or Advance this phase.
2CP
Deception of the Palantír
Use this Stratagem at the start of an enemy turn.  Select a single enemy CHARACTER; that CHARACTER cannot perform any actions this turn.
2CP
Might is Right
Use this Stratagem at the start of a friendly turn after the death of your Warlord.  Choose a single friendly MORDOR CHARACTER and grant it a Warlord Trait from the Mordor Warlord Traits table.
1CP
Harsh Discipline
Use this Stratagem at the start of a Morale phase.  Select a single friendly model within 3” of a friendly MORDOR CHARACTER; that model suffers a single S4 AP0 D1 hit.  If the model survives, each model in the unit adds 1 to its Leadership for the remainder of the phase; if the model is slain, each model in the unit adds 2 to its Leadership for the remainder of the phase.
2CP
Beacon of the Moon
Use this Stratagem after a unit arrives from Strategic Reserves; the unit can immediately move up to its maximum Movement distance.
4CP
Cloud of Bats
Use this Stratagem at the start of a battle round.  Until the end of the battle round, subtract 1 from all Morale checks taken by units with the Creatures of Darkness ability and add 1 to all Morale checks taken by all other units.
1CP
Sauron’s Dread Will
Use this Stratagem after an enemy unit passes a Morale check.  Force that unit to re-roll its Morale check.
2CP
Swarm Forwards
Use this Stratagem at the start of a friendly Charge phase.  All friendly MORDOR CORE INFANTRY units containing 15 or more models re-roll failed charge ranges until the end of the phase.
2CP
Cunning Ambush
Use this Stratagem at the start of a friendly Shooting phase.  All friendly MORDOR CORE units that are in cover re-roll failed hit rolls until the end of the phase.
2CP
Fires of Doom
Use this Stratagem during a friendly Shooting phase.  Select a single enemy unit that is visible to your Warlord.  Roll a D6; on a 3+, that unit suffers a Mortal Wound, and on a 5+, that unit suffers D3+1 Mortal Wounds.
3CP
The Black Gate Opens
Use this Stratagem during at the end of a friendly turn.  All friendly MORDOR units currently in Strategic Reserves immediately arrive on the battlefield as though it were a friendly Movement phase.
2CP
Brace
Use this Stratagem at the start of an enemy Charge phase.  Select a single friendly MORDOR CORE INFANTRY unit that did not move in the last friendly turn.  That unit cannot fire Overwatch, however it fights first in the upcoming Fight phase if charged.  This overrules any other similar rule for fighting first.
1CP
Touch of Shadow
Use this Stratagem after a friendly MORDOR model fails an invulnerable save.  Re-roll the failed invulnerable save, and add 1 to the roll.
2CP
Echoes of the Akallabêth
Use this Stratagem at the start of a friendly turn.  Select a single friendly BLACK NÚMENÓREANS unit; that unit re-rolls failed hit rolls of 1 and failed wound rolls of 1 until the next friendly turn.
2CP
Forges of Orodruin
Use this Stratagem at the start of a friendly turn.  Select a single friendly MORDOR ORCS unit; that unit improves the AP on all of its attacks by 1 until the next friendly turn.
2CP
Alchemical Experiments
Use this Stratagem at the start of a friendly turn.  Select a single friendly BLACK URUKS or OLOG-HAI unit; that unit increases its Strength and Toughness by 1 until the next friendly turn.
2CP
Hunt for the Ring
Use this Stratagem at the start of a friendly turn.  Select a single friendly MORDOR unit; that unit can select enemy CHARACTERS as targets, even when they are not the closest enemy models, until the next friendly turn.
3CP
Hunker Down
Use this Stratagem at the start of an enemy turn.  All friendly MORDOR CORE INFANTRY models re-roll failed saving throws of 1 until the end of the turn.
4CP
Crafty Response
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
Brute Force
Use this Stratagem at the end of a Fight phase.  A single friendly MORDOR MONSTER immediately fights again.
2CP
Siege Tactics
Use this Stratagem when a friendly MORDOR ARTILLERY unit makes its attacks.  Re-roll failed wound rolls with those attacks.
3CP
Ringmaster
Use this Stratagem at the start of a friendly turn.  All friendly RINGWRAITHS re-roll failed wound rolls until the end of the turn.


WARLORD TRAITS

If a MORDOR 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
	Shroud of Terror
Enemy models in Engagement Range of this Warlord suffer -1 Leadership.

	2
	Bellowing War-Cry
This Warlord, and friendly MORDOR CORE units within 3”, re-roll failed charge rolls.

	3
	Champion of Mordor
This Warlord makes 2 additional attacks in the Fight phase if within Engagement Range of an enemy CHARACTER.

	4
	Cunning Trickster
If this Warlord is alive on the battlefield, once per battle round, reduce the CP cost of all MORDOR Stratagems by 1.

	5
	Locus of Night
Friendly MORDOR CORE units within 6” of this Warlord suffer no penalty to Morale checks as a result of the Creatures of Darkness ability.

	6
	Dark Tyrant
Friendly MORDOR CORE models within 6” of the Warlord have +1 Leadership.





RELICS

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

GROND, HAMMER OF THE UNDERWORLD: 30 points
Model with Melee weapon only. This Relic replaces all of the model’s Melee weapons.  The bearer of the Grond, Hammer of the Underworld may attack using the following profile:
	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Grond, Hammer of the Underworld
	Melee
	Melee
	10
	0
	D6+2
	The bearer of this weapon always fights last.



AEGLOS, GLAIVE OF GIL-GALAD: 25 points
Model with Melee weapon only. This Relic replaces all of the model’s Melee weapons.  The bearer of the Aeglos, Glaive of Gil-Galad may attack using the following profile:
	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Aeglos, Glaive of Gil-Galad
	Melee
	Melee
	User
	-5
	D3
	Re-roll failed wound rolls against INFANTRY with this weapon.



BLADE OF ANGBAND: 20 points
Model with Melee weapon only. This Relic replaces all of the model’s Melee weapons.  The bearer of Blade of Angband may attack using the following profile:
	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Blade of Angband
	Melee
	Melee
	+1
	-3
	3
	Re-roll failed wound rolls against ELVES with this weappn.



BOW OF UTUMNO: 20 points
Model with ranged weapon only. This Relic replaces all of the model’s ranged weapons.  The bearer of Bow of Utumno may attack using the following profile:
	WEAPON
	RANGE
	TYPE
	S
	AP
	D
	ABILITIES

	Bow of Utumno
	24”
	Assault 2
	7
	-4
	2
	Re-roll failed wound rolls against ELVES with this weapon.




CROWN OF ANNÚMINAS: 15 points
Model with this Relic has a 4+ invulnerable save, unless it already has a superior invulnerable save.  In addition, friendly MEN within 6” of the model can use its Leadership instead of their own.

PALANTÍR OF MINAS ITHIL: 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 Relic 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.

AULËAN PLATE: 20 points
INFANTRY model only.  A model with this Relic has a 2+ armour save and a 4+ invulnerable save.

PROFANE RUNE: 15 points
If a model with this Relic is a PSYKER, it knows an additional Psychic power from the Morgoth Discipline and can attempt to manifest 1 additional Psychic power in each friendly Psychic phase.  If this model is not a PSYKER, it becomes a PSYKER, can attempt to manifest 1 Psychic power per friendly Psychic phase and attempt to Deny 1 Psychic power per enemy Psychic phase, and knows Smite in addition to one power from the Morgoth Discipline.  A model with this Relic suffers Perils of the Warp on any roll of a double.

THE ONE RING: 30 points
Enemy models targeting a model with this Relic subtract 2 from all hit rolls, and the model has a 3+ invulnerable save.  In addition, friendly SERVANTS OF DARKNESS within 6” automatically pass Morale checks.  However, each time this model fails a saving throw, it, and all units within 6”, suffer D3+1 Mortal Wounds.







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.


 
TACTICAL OBJECTIVES


If your army is led by a MORDOR 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 a Mordor player generates a Capture and Control objective (numbers 11-16), they instead generate the corresponding ???Army??? Tactical Objective, as shown below. Other Tactical Objectives (numbers 21-66) are generated normally.

	D66
	TACTICAL OBJECTIVE

	11
	Dominate All Life

	12
	Cover All the Lands in a Sickening Darkness

	13
	Build Me an Army Worthy of Mordor

	14
	Unleash Our Full Strength

	15
	Break Them

	16
	Rule Over the Free Peoples of Middle-Earth





11 Dominate All Life
If, at the end of the Game Round, a MORDOR CORE unit has killed more enemy models in the Fight phase than it has lost, gain a Victory Point.  If, at the end of the Game Round, all MORDOR CORE units in Engagement Range have killed more enemy models in the Fight phase than they have lost, gain D3 Victory Points instead.

12 Cover All the Lands in a Sickening Darkness
If, at the end of the Game Round, a MORDOR CORE unit controls an objective marker, gain 1 Victory Point.  If, at the end of the Game Round, every objective marker is held by a MORDOR CORE unit, gain D6 Victory Points instead.

13 Build Me an Army Worthy of Mordor
If, at the end of the Game Round, a MORDOR unit has arrived on the battlefield, gain 1 Victory Point.  If, at the end of the Game Round, three or more MORDOR units have arrived on the battlefield, gain D3 Victory Points instead.

14 Unleash Our Full Strength
If, at the end of the Game Round, a MORDOR MONSTER has slain 3 or more enemy models, gain 1 Victory Point.  If, at the end of the Game Round, a MORDOR MONSTER has slain 6 or more enemy models, gain D3 Victory Points instead.

15 Break Them
If, at the end of the Game Round, an enemy unit has failed a Morale check, gain 1 Victory Point.  If, at the end of the Game Round, 3 or more enemy units have failed Morale checks, gain D3 Victory Points instead.

16 Rule Over the Free Peoples of Middle-Earth
At the end of the Game Round, gain 1 Victory Point for completely destroying one or more of each of the following units; an enemy MEN unit, an enemy ELVES unit, an enemy DWARVES unit, and enemy HOBBITS unit, and/or an enemy ENTS unit.



FAQ

Why do the entries for the Witch-King of Angmar and the Ringwraiths stipulate “No more than 9 models with the RINGWRAITHS keyword may be included in a battle,” instead of the more usual form “in your army?”
This is because some of the Ringwraiths, including Khamûl the Easterling, served in the War in the North and so will be included in the Fortress of Dol Guldur Codex.  If a battle takes place between the Realm of Mordor and the Fortress of Dol Guldur, it is still important that there are not more than 9 RINGWRAITHS.  Note that you’re unlikely to ever see such an attempt on the battlefield anyway!

Why do some of the Relics in this Codex appear more befitting of other factions?
Aeglos, Glaive of Gil-Galad was the weapon of Gil-Galad, last High King of the Noldor.  As he was killed by Sauron’s hand upon the slopes of Mount Doom, and no record is made of the fate of his weapon, it made sense to assume that it was recovered and appropriated for Mordor; especially given that I have more than enough potential Relics for the High Elves Codex, but too few for the Realm of Mordor.  The story is similar with the Crown of Annúminas, which would likely have belonged originally to Elendil or Anárion.

Why does Shelob the Great have the Heavy Support Battlefield Role?
This is because it makes little sense to see Shelob lead an army of Orcs.  There is precedent in Codex: Tyranids for having named CHARACTERS in Battlefield Roles other than HQ and Lords of War.

Where can I give some feedback on this book?
The best place to comment on any of our codexes is to post on our Facebook page: https://www.facebook.com/groups/fandexes/

