
Blood & Crowns

War of the Ring

this is a non-official supplement for Firelock
Game’s Blood & Crowns. The following rules
are intended to add on to the core rules, if a
rule in this document replaces one of the core
rules it will say so specifically.
This document will provide you with factions and
army lists based off of the Lord of the Rings universe.
Any special rules or upgrades from the core book Blood
& Crowns will be shown in Red. we recommend you
purchase the Blood & Crowns rule book to play this
supplement. 

At the end of this supplement will be an email
address, if you have any questions or feedback, or
balance concerns please direct it to that email so that
we can keep our adventures in Middle Earth balanced
and fun!

By Tyler Cherrison
with help from Dan Carlson and Tyler Stone



Mordor

“The Eye is watching us” All Main units in a Mordor

force add +1 to their resolve score while your

force outnumbers your opponent’s force.

Force Roster

Leaders: Gothmog, Ringwraith, Witch King, Sauron, any Standard Leader

Main:  orcs, orc archers, Moranon Orcs, Black Numenorians

Vanguard: Mordor Urukhai, Morgul Knights

Reserve: Troll

Leaders

Gothmog
+10 Retinue: noble

Special Rules: inspiring, patron (1), Stubborn,

Ring Wraith
+15 Retinue: Magnate

Special Rules: tough, prowess, terror, Defense

(1)

Witch King
+30 Retinue: Magnate

Special Rules: terror, Prowess, Tough, Powerful

(1), Destiny ( Hearts ), Defense (1)

Black Mace: the Witch King may choose to use

the Black Mace instead of a standard melee

weapon. when the Black Mace is used, the Witch

King rolls 3 d10 instead of 1. the Black Mace

confers a +1 penalty to hit that cannot be

modified by any other special rules, and is

treated as having the Powerful (2) special rule.

Lord of the Nine: The Witch Kings retinue may be

increased to size of {3-9} as long as all the

retinue take the Destriers or Coursers (Model

Upgrade +5 points each) and the Armor (unit

upgrade): full harness (+10points) upgrade.

Sauron the Dark Lord
+150 Retinue: none command range 20"

command points: 4

Equipment: Monstrous Attack

Special Rules: tough, prowess, terror,

Monstrous Hero, Destiny ( Kings)), Force of Will

(Kings),

The Lord of the Ring: This model follows the

rules for monsters except that he can only be

hit on a d10 roll of a 10.



Units

Orcs
3 points {6-12}

Experience Level: Inexperienced

Fight: 8/8

Shoot: -/8

Resolve: 7

Options: none

Special Rules: War Cry

Orc Archers
4 points {4-10}

Experience Level: Inexperienced

Fight: 8/8

Shoot: 7/8

Resolve: 7

Options: none

Special Rules: Defensive Reaction (Shoot)

 Armor (unit upgrade): Plate & Mail +6

points

Poleaxes (unit upgrade +5 points)

Moranon Orcs
7 points {4-10}

Experience Level: Trained

Fight: 6/6

Shoot: -/6

Resolve: 6

Options:

Special Rules: War Cry

Poleaxes (unit upgrade +5 points)

Mordor Urukhai
9 points {4-10}

Experience Level: Veteran

Fight: 5/5

Shoot: -/5

Resolve: 5

Options:

Special Rules: War Cry

May be upgraded to an Attack Troll for +10

points. An attack Troll rolls one less die when

making fatigue checks to a minimum of 1.

Troll
  50 points {1}

Experience Level: Trained

Arms: Monstrous Attack

Fight: 5/-

Shoot: -/-

Resolve: 6

Special Rules: Monster

 must take the Armor (unit upgrade): Full

Harness +10 points

Black Numenorians
7 points {3-8}

Experience Level: Veteran

Fight: 5/5

Shoot: -/5

Resolve: 5

Options:

Special Rules: Battle Hardened

 must take the Armor (unit upgrade): Full

Harness +10 points

Morgul Knights

14 points {3-6}

Experience Level: Veteran

Fight: 5/5

Shoot: -/6

Resolve: 5

Options:

Special Rules: Battle Hardened, Heavy Cavalry,

Mounted



Isengard
“An army built for a single purpose.” All units in

an Isengard force gain the Ruthless special rule.

Force Roster

Leaders: Lurtz, Mog, Sharku, Saruman the White, any Standard Leader

Main: Urukhai Warriors, Urukhai Pikemen, Urukhai Scouts

Vanguard: Urukhai Crossbowmen, Warg Riders

Reserve: Beserkers, Troll

Leaders

Lurtz

+5 Retinue: Knight Banneret (war bow

and smw)
Special Rules: inspiring, hard chargers

Bane of the Captain: Lurtz does not need a

ready action to shoot his war bow.

Special Retinue (Urukhai Scouts): Lurtz retinue

must be a unit of Urukhai Scouts, they have a

command range of 8" and 2 command points.

Mog
+10 Retinue: Noble

Special Rules: inspiring, 

Breach the Hornburg: a force led by Mog may

take a single unit of Urukhai Berserkers as a

Main unit.

Saruman the White

+30 Retinue: Magnate
Special Rules: Force of Will (Queen)), Very

Inspiring, Prize Great

“A New Power is Rising”: Once per game Sauruman

may change the weather to Heavy Precipitation,

additionally his force ignores the Slowing -1"

penalty of Heavy Precipitation

Sharku

+5 Retinue: Knight Banneret(bow and

smw)
Special Rules: Ambush, hard chargers

Special Retinue (Warg Riders): Sharku’s retinue

must be a unit of Warg Riders, they have a

command range of 8" and 2 command points.



Units

must take the Armor (unit upgrade): Plate

and mail + 6 points

Urukhai Warriors
7 points {4-10} (smw)

Experience Level: Trained

Fight:6/6

Shoot: -/6

Resolve: 6

Options: 

Special Rules: Brace (2), Shieldwall

 Must take the Armor (unit upgrade): Plate

& Mail +6 points

Urukhai Pikemen
7 points {4-10} (pike and smw)

Experience Level: Trained

Fight: 6/6

Shoot: -/6

Resolve: 6

Options:

Special Rules: Brace (2) Urukhai Berserkers
12 points {4-8} (heavy melee weapon)

Experience Level: Veteran

Fight: 5/5

Shoot: -/5

Resolve: 4

Options:

Special Rules: War Cry, Powerful (1), Die Hard,

Endurance (1)

May be upgraded to an Attack Troll for +10

points. An attack Troll rolls one less die when

making fatigue checks to a minimum of 1.

Troll
  50 points {1}

Experience Level: Trained

Arms: Monstrous Attack

Fight: 5/-

Shoot: -/-

Resolve: 6

Special Rules: Monster

Warg Riders
5 points {4-8} (bow and smw)

Experience Level: trained

Fight: 7/7

Shoot: 7/8

Resolve: 6

Options: none

Special Rules: War Cry, Light Cavalry, Mounted,

Surefooted, Powerful (1)

 Must take the Armor (unit upgrade): Plate

& Mail +6 points

Urukhai Crossbowmen
8 points {4-8} (heavy crossbow and smw)

Experience Level: Trained

Fight: 6/7

Shoot: 6/7

Resolve: 6

Options:

Special Rules: Defensive Reaction (shoot)

Urukhai Scouts
7 points {4-10} (bow and smw)

Experience Level: Trained

Fight:6/6

Shoot: 6/6

Resolve: 6

Options: 

Special Rules: Defensive Reaction (shoot),

Ambush, Scout

Poleaxes (unit upgrade: + 5 points)

Wildmen of Dunland
3 points {4-12} (smw)

Experience Level: Trained

Fight:8/8

Shoot: 8/8

Resolve: 8

Options: 

Special Rules:  



Gondor
“For the White City!” All units in a Gondor Force gain

the Stalwart special rule.

Force Roster

Leaders: Any Standard Leader, Boromir, Faramir, Gandalf the white, and Aragorn

Main: Soldiers of Gondor, Gondor Archers

Vanguard: Knights of Gondor, Gondor Rangers

Reserve: Citadel Guards

Boromir Captain of GOndor
+10 Retinue: Noble

Special Rules: inspiring, Prowess, Patron (1)

Horn of Gondor: Boromir’s retinue gains the

benefits of a musician for free.

Leaders

Faramir
+10 Retinue: Noble (war bow and smw

Special Rules: Battle Hardened

Special Retinue: (Gondor Rangers): Faramir’s

retinue must be a unit of Gondor Rangers, they

have a command range of 8" and 2 command

points.

Ranger Captain: a force led by faramir may take

Gondor Rangers as Main units.

Gandalf the White

+40 Retinue: Magnate
Special Rules: Very Inspiring, Commanding

Presence, Prize Great, Force of Will (Queen)

Wielder of the secret flame: Once per Game,

Gandalf can prevent all enemy units in his

command range from performing defensive

reactions of any kind. 

Aragorn King of Gondor

+40 Retinue: Magnate (Anduril)
Special Rules: Very Inspiring, Prowess

Anduril: .when Aragorn makes a fight action,

roll  2 d10 instead of 1. Additionally Anduril

confers a +1 penalty to fight saves to the

target unit.



Units

must take the Armor (unit upgrade): Full

Harness + 10 points

Soldiers of Gondor
8 points {4-10} (smw )

Experience Level: Trained

Fight:6/6

Shoot: -/6

Resolve: 6

Options: 

Special Rules: Brace (2), Shieldwall

Gondor Rangers
13 points {4-8} (Warbow and smw)

Experience Level: Veteran

Fight: 5/7

Shoot: 5/7

Resolve: 5

Options: none

Special Rules: Defensive Reaction (shoot),

Ambush, Elusive

 Must take the Armor (unit upgrade): Full

Harness +10 points

Gondor Archers
10 points {4-8} (Warbow and smw)

Experience Level: Trained

Fight: 6/6

Shoot: 6/6

Resolve: 6

Options:

Special Rules: Defensive Reaction (shoot),

Volley Fire

must take the Armor (unit upgrade): Full

Harness + 10 points

Knights of Gondor
12 points {4-8} (smw)

Experience Level: Trained

Fight:6/6

Shoot: -/6

Resolve: 6

Options:

Special Rules: Heavy Cavalry, Mounted

Must take the Polearms (unit upgrade: + 5

points)

must take the Armor (unit upgrade): Full

Harness + 10 points

Citadel Guards
9 points {4-10} (smw)

Experience Level: Veteran

Fight:5/5

Shoot: -/5

Resolve: 5

Options: 

Special Rules: Battle Hardened, Brace (2) 



Rohan
“It is a Red Day!” All units in a Rohan Force gain the

Hard Chargers special rule

Force Roster

Leaders: Any Standard Leader, Eomer, King Theoden, Haldir

Main: Warrirors of Rohan, Rohan Archers, Rohirrim, Rohirrim on foot

Vanguard: Rohan Royal Guard

Reserve: Lothlorien Elves, Ent

Eomer 

+10 Retinue: Noble (javelin and smw
Special Rules: Prowess

Special Retinue: (Rohirrim): Eomer’s retinue

must be a unit of Rohirrim, they have a

command range of 8" and 2 command points.

Lord of the Riddermark: a force led by Eomer

may take Rohirrim as Main units.

Leaders

King Theoden

+30 Retinue: Magnate (smw)
Special Rules: Prize Great, Commanding

Presence, Destiny (King), Very Inspiring,

Castellan

.

King of Rohan: a force led by Theoden may take

Rohirrim as Main units.

“A Red Day!”: once per game all mounted units in

theoden’s force may perform 3 move actions

during their activation.

Haldir 

+15 Retinue: Noble (War Bow and smw
Special Rules: Ranged Prowess, Prowess 

Special Retinue: (Haldir): Haldir’s retinue must

be a unit of lothlorien Elves, they have a

command range of 8" and 2 command points.



Units

May take the javelins (unit upgrade +4

points)

Warriors of Rohan
4 points {4-10} (smw)

Experience Level: Trained

Fight:7/7

Shoot: 7/7

Resolve: 6

Options: 

Special Rules: quick

Rohan Archers
6 points {4-8} (bow and smw)

Experience Level: Trained

Fight: 7/7

Shoot: 6/8

Resolve: 6

Options:

Special Rules: Defensive Reaction (shoot)

May take the Javelins (unit upgrade +4

points)

May Take the Bows (unit upgrade +8 points)

Rohirrim
14 points {4-8} (smw)

Experience Level: Veteran

Fight:5/6

Shoot: 6/6

Resolve: 5

Options:

Special Rules: Heavy Cavalry, Mounted, Horse

Archers, War Cry

must take the Armor (unit upgrade): plate

and mail + 5 points

Lothlorien Elves
14 points {4-8} (war bow and smw)

Experience Level: Veteran

Fight:5/5

Shoot: 5/5

Resolve: 4

Options: 

Special Rules:  Countercharge, Elusive, Quick,

Bow Masters, Stalwart, Defensive reaction

(shoot)

An Ent may be targeted by the Start

Fire, and Extinguish Fire actions. An

Ent may also target itself with the

Extinguish Fire action

When an Ent is set on fire, it must make

a Resolve check of 2 d10 with a +1

penalty. Additionally each time the

ent is activated it must make the same

resolve check as if it had just been set

on fire.

Ent 55pts

Experience Level: Trained

Arms: Monstrous Attack, Monstrous

Ranged Attack

Fight: 5/-

Shoot: 7/-

Resolve: 6

Special Rules: Monster, Tinder Box (-1)

May take the Javelins (unit upgrade +4 points)

May Take the Bows (unit upgrade +8 points)

Rohirrim on foot
9 points {4-8} (smw)

Experience Level: Veteran

Fight:5/6

Shoot: 6/6

Resolve: 5

Options:

Special Rules:War Cry

May take the Javelins (unit upgrade +4 points)

May Take the Bows (unit upgrade +8 points)

May take the Mounts (unit upgrade +5 point

each) and gain the Mounted, Heavy Cavalry,

and Horse Archers special rules.

Rohan Royal Guard
11 points {4-8} (smw)

Experience Level: Veteran

Fight:5/5

Shoot: 5/6

Resolve: 5

Options:

Special Rules: Quick, Powerful (1)



Monsters

Monsters

Monsters do not become shaken like other units do. Monsters gain Fatigue from

failed Resolve tests. Fatigue causes monsters to lose actions as normal.

Monsters do become shaken like normal but do not fall back until they gain

another fatigue point while shaken. Monsters are not removed from the table

when they have twice as many Fatigue points, but they are removed from the

table when they reach 7 Fatigue.

Monsters and Leaders

Monsters may not receive command points from leaders.

Monsters and Taking Damage

Standard melee weapons, Pikes, and bows only hit monsters on

a 9 and 10.

Polearms, Poleaxes, Heavy Crossbows, and War Bows all only

hit monsters on an 8, 9, and 10.

 Monsters do not take save tests and can only be damaged on a

Successful fight or shoot roll. When a monster is successfully

Hit, It will make a Resolve Test rolling a d10 for each successful

hit. The following is a list of weapons and how they affect

monsters.

Monstrous Attacks

 When a monster performs a melee attack action, it rolls 5 d10 to

determine hits. Any successful hits made by a monster attack may

only be saved on a 9+ roll.

Monstrous Ranged Attacks

 When a monster performs a ranged attack action, it rolls 3 d10 to

determine hits. Any successful hits made by a monster attack may

only be saved on a 9+ roll.



Special Rules

Bow Masters: This unit does not need to make a Ready action to shoot a warbow.

Castillian: Units within the same fortification as this leader apply a -1 bonus to rally

tests.

Die Hard: Units with the Die hard special rule do not become shaken when they have 3

or more fatigue, they will still be reduced by 1 action if they have 2 or more fatigue. the

unit can still perform defensive actions and gain fatigue point up to a maximum of 6

fatigue points. the unit will be removed from play if it is destroyed, or the unit gains 7

fatigue points.

Horse Archers: this unit may perform ranged attacks while mounted, add a +1 penalty

to ranged attacks while a unit is mounted.

Monster: This unit follows the rules for monsters found on page 10.

Monstrous Hero: This leader is considered a monster and does not get a retinue.

otherwise they follow all the rules for monsters except that they may use command

points on themselves.

Quick: if this unit is activated on a spade card, and it is not engaged in a melee combat,

it may at any point during the activation take a free move action.

Ranged Prowess: When performing a range attack with this model roll its die

separately and apply a -1 bonus to the target number when determining a success.

Scout: This unit may move through rough terrain without the -1 movement penalty.

Shieldwall: units with the shieldwall special rule may make a single move action while

braced.

Terror: at the beginning of a battle, each enemy unit must take a resolve tests. if the

test is failed, that unit gains 1 fatigue.

Volley Fire: This unit may spend all of its actions when making a ranged attack with bows or

Warbows. if it does so, the unit may reroll any dice that fail to score hits. the player must

declare this before rolling the ranged attack.



Feedback 
Please direct all Feedback, Questions, and Balance concerns to

bandclotr@gmail.com

This is not all their is! look forward to more exciting expansions

and factions in the near future!


