General

2.05
All Return of the King (RK) promo and premium line (PL18 Shelob and PL19 Samwise Gamgee) figures whose stats were released by Sabertooth Games are valid figures for tournament play, with the exception of PR071 Frodo.

2.06
No more than four of any one RK promo minion may be used in any tournament by a single player.

Action Phase
4.031
A large figure can move across white, red, and blue lines at a cost of one movement point per hex.

5.14
If the shooting warrior is on elevated terrain, other warriors that are not on elevated terrain do not block LOS. If the target is not on elevated terrain, the shooting warrior gets +1 shots. A cavalry figure gains this elevation bonus when it interrupts its move to shoot if either its front or rear hex is on elevated terrain and if both hexes are in unoccupied legal spaces outside an enemy’s kill zone.
5.17
Each roll of 5 or 6 scores a hit, while each roll of 1 scores a glancing blow (exception: ledges).
5.171
White, red, and blue lines do not affect archery. Ranged attacks cannot be made through black lines.

5.172
Ledges (black/white lines) do affect archery; if neither the archer nor the target is adjacent to a ledge line, a shot hits only on a 6 or conversion.

5.18
A non-large warrior may spend 1 AP to change only one glancing blow to a 6, converting it to a hit. If a warrior doesn’t spend the AP, the roll remains a 1. A large figure with a ranged attack (the Balrog) may convert as many glancing blows as it has APs (see Rule 8.46).
Combat Phase
6.24
Warriors on elevated terrain receive +1 attacks for each non-large enemy in its kill zone that is not on elevated terrain. This bonus only applies during the combat phase.

6.241
Cavalry gains the elevation bonus if either its front or rear hex is on elevated terrain.

6.242
The combat elevation bonus does not apply to non-large figures against large figures.

6.243
A large figure never gains an elevation bonus.
6.25
Some abilities and game situations (such as disengaging) grant free attacks. The warrior making the free attack gets to make a combat roll and damage roll, and may convert one glancing blow and one critical hit in each such free attack.

Special Abilities
8.10
Cavalry: There are a few special rules to represent the capabilities of such figures.
8.101
At the start of a game, both hexes of a cavalry figure’s base must be within 3 hexes of the map edge, in accordance with Rule 3.03.

8.102
The front hex of a cavalry figure is used for movement. While the cavalry model is moving and for purposes of free attacks during disengagement (see Rule 4.11), only the front hex exists. However, a cavalry figure can be stalwarted (see Rule 8.18) by enemy figures adjacent to its front or rear hexes.
8.103
A cavalry figure has three movement options in its turn. It can charge in accordance with Rule 8.104, it can move normally with or without a ranged attack in accordance with Rule 8.105, or it can spin 180 degrees in place (see Rule 8.106).

8.104
A cavalry figure may charge instead of making a normal move if the figure started its action phase outside of an enemy kill zone. If a charge is being made, it must be declared at the beginning of the move. The charge is a free attack at the end of the cavalry figure’s movement.

8.1041
The charging cavalry figure need not designate the target of his charge before damage is assigned. Damage may be assigned to any or all enemy models within the kill zone of the charging figure.

8.1042
A cavalry figure may cross white or red lines before it executes a charge. If a cavalry figure has the Sneak SA it can also sneak through kill zones before its charge, but not through blue, black, or black/white (ledge) lines. A cavalry figure using the Sneak SA must still start its action phase outside of an enemy kill zone in order to execute a charge.

8.1043
There are no attack bonuses (elevation, flanking, etc.) gained during a charge.

8.1044
A cavalry figure may move one additional hex into the place of an enemy figure removed from play due to a successful charge (assuming it has movement points left or action points available for a run), ignoring all other enemy kill zones and not being subject to free attacks for disengagement. However, the charging figure may not change its orientation (to obtain a rear flanking position, for example) as it moves into the captured hex. Additionally, any defending figure with the Spearman SA who has not used its ability against the charging figure this turn may use its special ability after the charging figure moves into the captured hex. A defending figure with the Repel SA may use its special ability after the charging figure moves into the captured hex, but only against one enemy figure per turn. [The Spearman SA can be used multiple times per turn (but only against different figures and with multiple activations and payment of AP’s). The Repel SA can only be used once per turn.]

8.105
When a cavalry figure elects to move normally without a charge or spin, it may interrupt its move once to make a ranged attack (if it has one), but that interruption must allow both hexes to be in unoccupied legal spaces outside an enemy’s kill zone. A cavalry figure gains an elevation shooting bonus when it interrupts its move to shoot if either its front or rear hex is on elevated terrain and if both hexes are in unoccupied legal spaces outside an enemy’s kill zone.

8.106
When a cavalry figure elects to spin for its movement, it must turn 180 degrees, occupying the same two hexes it was in before the spin. A cavalry figure executing a spin in accordance with this rule is not subject to free attacks as provided in Rule 4.11, nor can it be prevented from making the spin by the Stalwart SA.

8.107
If a cavalry figure enters a hex that is in the kill zone of an enemy figure with the Spearman SA, the spearman gets a free attack. An enemy figure with the Repel SA also gets a free attack, but that attack is simultaneous with any Fast Strike attack of the cavalry figure. A cavalry figure whose wounds are reduced to 0 by Spearman or Repel attacks may not complete the charge and is immediately removed from the map. The order for action phase attacks is Spearman (if applicable), Fast Strike/Repel (simultaneous), and then Charge.

8.108
Foot soldiers do not block LOS to or from a cavalry model.

8.109
A cavalry figure gains the combat elevation bonus if either its front or rear hex is on elevated terrain.

8.12
Fast Strike: This figure may interrupt its move at any time to get a single free attack versus an enemy figure in its kill zone, and then continue moving. Warriors with this ability must still stop moving if they enter an enemy kill zone. If this attack kills the enemy model, and the attacking warrior is no longer in an enemy kill zone, it may continue its move (exception: Sneak). Activate during this figure’s movement after it moves at least one hex.

8.121
A figure with the Sneak SA and Fast Strike SA may continue moving (assuming it has killed its target and it has movement points left or action points available for a run) after a Fast Strike attack even if it remains in the kill zone of an opposing figure. [This changes the current rule interpretation that states that the effects of Sneak do not supersede the requirements of the Fast Strike SA.]

8.13
[The Flyer SA was changed to eliminate the free attack at the end of the flyer’s move. That free attack was given to the Large SA. See new Rule 8.46].
8.16
Repel: Activate after an enemy figure moves into this figure’s kill zone. This model gets a free attack versus the enemy figure.

8.161
The Repel SA occurs simultaneously with the Fast Strike SA. A figure with Repel that has Fast Strike used against it may take its Repel attack even if the Fast Strike reduces its wounds to 0.

8.162
The Repel SA may only be used once per turn.

8.18
Stalwart: A figure using the Stalwart SA may prevent the movement of any single-hex enemy figure in its kill zone (exception: Sneak). Activate when the enemy figure attempts to leave this figure’s kill zone.
8.181
A multi-hex enemy figure may only be stalwarted by figures using the Stalwart SA with enough hexes to equal the hexes on the enemy figure to be stopped. [The former rule that allowed stalwarting of only the back hex of a large figure and only the front hex of a cavalry figure is no longer valid.] (For example, a player must have Stalwart figures with four hexes adjacent to a cave troll to effectively stop the troll. These could be four single-hex figures with Stalwart or two single-hex figures and a cavalry figure with Stalwart, as long as the total number of hexes was equal to or greater than the number of hexes on the target of the Stalwart SA.) If Stalwart is used while the multi-hex figure is moving through enemy figures with the Stalwart SA, the figure must stop and go back to its last legal space before Stalwart was activated.

8.182
A figure using the Sneak SA to move away from a figure (or figures) with Stalwart must endure a free attack by each stalwarting figure. If the sneaking figure survives, it is free to move as it chooses.

8.22
Deadly Aim: Damage dice this model assigns when shooting deal two wounds instead of one. Activate before this model rolls its damage roll for shooting.

8.33
Spearman: A warrior with this ability may use it in the action phase against cavalry figures (see Rule 8.331) or in combat (see Rule 8.332) or in both phases.

8.331
The Spearman SA may be used multiple times during the action phase against different charging cavalry figures, as outlined in Rules 8.1044 and 8.107. The SA must be activated each use and there must be available AP’s to pay for each use. Use of the Spearman SA during the action phase does not affect its use during the combat phase.

8.332
While this warrior is not in an enemy kill zone and has no enemies in its kill zone, the warrior directly in front of this model (referred to as the supported model) gets +1 attacks. You cannot use this ability if impassible terrain separates the two warriors. This ability may only target single-hex models. Activate when you are adding up the attacks for the supported model’s combat.

8.41
Dread: Until the end of the turn, enemy figures adjacent to this figure have their action point costs for abilities, glancing blows and critical hits increased by 1. Activate whenever an enemy adjacent to this figure is about to activate an ability or spend action points.

8.411
If the enemy figure doesn’t have enough action points to pay the new cost, it does not spend any action points. Otherwise, the enemy figure must spend the action points.

8.412
Models that have Dread are unaffected by this ability.

8.413
No figure can be affected by  more than two uses of the Dread SA at one time.

8.46
Large: There are a few special rules to represent the capabilities of such figures.
8.461
Non-large models do not block a large figure’s line of sight (LOS).

8.462
A large figure blocks the LOS of models on elevated terrain.

8.463
A large figure’s LOS arc and kill zone extends 360 degrees.

8.464
A large figure with a ranged attack can shoot even while in the kill zone of a non-large enemy.

8.465
A large figure does not have to stop when it enters the kill zone of a non-large enemy. However, it is still subject to free attacks for leaving any kill zones that its back hex has traveled through. A large figure may be subject to Stalwart (see Rule 8.181).

8.466
A large figure can move across white, red, and blue lines at a cost of one movement point per hex.
8.468
A large figure may convert any number of critical hits and/or glancing blows each turn, up to the limits of its available action points.

8.469
A large figure may take a free attack (or a ranged attack, if it has one) at the end of its action or movement against one opponent. [This ability was formerly part of the Flyer SA.]

