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Wizard Level 1
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Minor Heroes
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Unit name

Carn DUm Hoerk Aran

Hoerk Tereg, Olog-Hai Trolls
Remnant Black Numenoreans
Wargs

Wargs with Riders
Uruk-Engmair

Orc Legion

Snaga

Black Numenoreans
Black Numenoreans Rangers

Dunnish Tribesmen

X
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Detached General or Mounted General or Senior General
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Min Max Unit type Quality Detached?
0| 4| Generalon foot X - - - 2 0 2+ 2 40
0 ] General on foot X Wizard : Level 1 - = 3 0 3+ 2 9
0 General on foot X Wizard : Level 2 - - 4 0 3+ 2 140
0| 1| Generalon foot X Wizard : Level 3 Long Reach = 5 0 3+ 2 29
+10
ol 4 +1 0
011 +1 440
21 4 +10
1 |1-PerCommand +1  +10

Unit type Quality  Upgrade Characteristics Re-size VM Hits Save

011 Later Knights - Lance Veteran - Fearless Terror - - 2 2 5+ 2 175
0 Monstrous Creature (I) Veteran = Fearless Fanatic - = 2 2 5+ 1 115
0 Shieldwall Veteran 2HCCW Fearless - - - 2 2 6+ 2 105
0 : Light cavalry, lance Regular - - - = = 1 1 7+ 1 50
0 Light cavalry, bow Veteran - - - - - 1 1 7+ 1 60
0| 3| Warriors, Deep Veteran ~ 2HCCW Dread of Light Fanatic = = 3 3 7+ 3 130
3 | 10 Warriors, Deep Raw  Extra Missiles Animosity Dread of Light - - 3 3 8+ 3 52
0| %| Pikemen Raw  Extra Missiles Animosity Dread of Light = = 3 3 8+ 3 82
0 | » | Lightinfantry, bow Regular - - - - - 1 1 8+ 1 40
X 01 1 Knights - Lance Veteran - Fearless - - - 2 2 5+ 2 135
0| 2| Longbowmen Veteran - Fearless - = = 2 2 7+ 2 115
0| 3] Warriors Regular - - - - - 2 2 7+ 2 60

Angmar was founded to destroy the Dunedain successor states of the North, eventually succeeding but being in turn destroyed by a combination of Arthedain remnants, Lindon and Imladris elves and

Gondorians. Angmarrim troops were Orcish, Easterling or mercenaries of mixed race. Angmar subjugated Rhudaur and then the Hillmen of the Trollshaws.




Cruel Nobility

Long Reach

Army Characteristics

Army Trait

When a unit fails an activation, a General in an adjacent box may choice to inflict a hit on the unit that fails to redraw a card once. These hits cannot be saved.

Redraws cannot be redrawn. 30

General Characteristics

A Wizard with this characteristic is not present on the battlefield. He cannot command any troops, and cannot be targetted in any way. When casting any spell
however, you can treat any box as the casting location.

When activating troops with this characteristic, and a 1-PIP card is drawn one unit in the activation takes a hit.

Animosit . :
! y If a generals re-draw is then used no saves are allowed, otherwise a save can be made

Fleet Troops with this characteristic can change orientation, by one face, during any activation. Alternatively during a simple activation you may move additional 1 box
straight ahead.

Fearless Troops with this characteristic ignore the effect of the Terror characteristic. Troops with the Fanatic characteristic are also classed as Fearless.

Mercena Mercenary troops must be paid 1 victory medal before the battle begins. You may choose not to do this - then, if their very first activation is a 1-PIP card they retreat

i from the battlefield (counting as lost)

Dread of Light Troops with this characteristic suffer an additional +1 penalty when making difficult activations.

Terror When saving against troops with this characteristic draw an additional card, discarding the highest. In addition, troops taking rout tests when adjacent to Terror
causing units can attempt to save only once. Troops with Terror are also Fearless
Non-charging troops with the fly characteristic Fly, can move 1 extra box straight forward when activating. When charging, they follow the standard rules as their type.

i They can move over boxes containing terrain and/or non-flying troops (friendly or enemy).

Y Flying troops evade on a 3+ unless being charged by another unit with Fly, in which case they evade on

Troops with Fly have a -1 PIP modifier when making saving rolls.

Fanatic As per TtS! Rules

Shadows from Afar

If cast successfully place a Shadows from Afar token on the table 6
Shadows from Afar token - all troops with the Dread of Light Characterictic ignore its effect.

Fearful Strike

This spell can be cast on a box containing enemy troops within 4 boxes, regardless of whether the Wizard can see it or not. Each unit suffers automatic hit.
Saves can be taken as normal. If any save is failed place a Fearful Strike token in the box 8
Fearful Strike token - Command (+7)

Soul Stealer Using line of sight, as if shooting, target a unit within 3 boxes of the casting Wizard. If successfully cast the target unit 5
loses a Hero marker.
Anger of the Gods When cast place an Anger of the Gods token in the Wizards square. Casting this spell ends the Wizard's activation 6

(but not the command). Anger of the Gods token - All enemy units within 3 boxes have Command (+2)
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