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“The strength of the Elvesto resist him was greater long ago; and not all Men were estranged from
them. The Men of Westernesse came to their aid. That is a chapter of ancient history which it might
be good to recall; for there was sorrow then, too, and gathering dark, but great valour, and great
deeds that were not wholly vain.”—Gandalf, The Fellowship of the Ring, Chapter 2
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Background

The events this game is based on take place thousands of years before the time of
Frodo and Bilbo, shortly after Sauron has returned to Middle-Earth out of the wreck
of Numenor. His war of conquest is opposed by the Last Alliance of Men and Elves.
Detailed knowledge of the history of Middle-Earth is not a prerequisite for playing!

Set-up

The gameitself is a combination of tag, hide-and-seek, and role-playing. It is played
in the “Hickory Ridge” area of Governor Dodge State Park in southwest Wisconsin.

Characters are chosen during an organizational meeting, which is held roughly two
weeks before game day, and up until 11:00 AM on game day. Judging and character
introductions take place at the Judging Areaindicated on the map in the center of this
booklet. Several hours are needed to rate the fifty or more playersin the game, so it
is absolutely necessary to show up early. While players are being rated, the time can
be used to finalize strategies and form alliances. After al players are checked in,
characters will be introduced and the judges will review important safety information
and park rules.
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After introductions, players proceed to their starting locations, where they must
remain until the game starts. Starting locations are shown on the team lists on pages
13-20. If aplayer islate getting to their starting position, they may not enter the
game until they have “checked in” at their designated starting position.

The game begins at hoon and will end at 5:00 PM. Thanks to the miracle of walkie-
talkie communications, at least one referee will attempt to be in the vicinity of each
major battle to resolve any disputes. Players are otherwise on their honor to play

fairly and follow the intent of the rules. Cheating detracts from the fun of the game!

Additional information about The Second Age can be found on our web
Siteat: http://www.SecondAgeAlliance.com

Governor Dodge State Park

We are not the only ones using the park, and it is extremely important to be
respectful of other visitors. Therefore, the following areas are strictly off-limitsto all
players. Group Camp Sites A—H; Backpack Camp Sites 1-6; the Horse
Loading/Unloading parking lot; and Pleasant Valley Cemetery. The approximate
locations of these areas are shown on the map in the center of this booklet. Any
player found in any of these areas will be immediately € ected from the game! The
judges will explain other park rules during introductions; failure to obey these rules
will also result in gjection of the player or playersinvolved. This may seem harsh,
but is necessary to ensure our ability to continue to play gamesin the park in the
future.

Victory Conditions
Victory Points (VPs)

The goal of the Second Age Game is to capture as many of the opposing team’s
citadels as possible (while defending your own citadels), and return the captured
flagsto your team’s “base” citadel. The base citadel for the Evil team is Barad-Ddr;
the base citadel for Good is Ost-in-Edhil. The team with the greatest number of
victory points (VPs) at 5:00 PM will be declared the winner. VPs are gained in one
of two ways.

0 Each captured enemy citadel flag that is present at ateam’ s base citadel at 5:00
PM isworth two (2) VPs. A captured enemy citadel flag that is not present at the
base citadel isworth zero (0) VPs, so be sure to allow enough time to get back to
your base after capturing a flag! Moria does count as an enemy citadel for
purposes of determining VPs.

Each intact (non-captured) citadel isworth one (1) VP to its team.

Each completed mini-game is worth its respective amount of VPsto its team.
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NOTE: The Dwarves can win the game for themselves. They receive two (2) VPsfor
each captured citadel flag in their possession, regardless of where they are located.
See page 19 for additional information about the Dwarves and their role in the game.

NOTE 2: Even though capturing citadels is the object of the game, citadels may not be
attacked before 1:00 PM (or 3:00 PM, in the case of base citadels, see page 28). This

isto alow each team one hour to prepare its strategy, scout the opposition, and move
their forcesinto position.

Mini-Game Victory Points (VPs)

Mini-games are small quests or challenges that take place during the game which
will earn you a various amount of VPs. Specifics of the quests are not rel eased until
check in when players will receive a sheet of instructions, locations, and time frames
for the mini-games. Mini-games may include, but are not limited to, things such as
retrieving tokens from citadels, finding players with certain colorsin their costume,
shooting atoy arrow into a box, answering riddles, etc. The location of the min-
games judge(s) will change for each mini-game time frame. The mini-games will
change for every game, so do not plan your strategy around last year’ s mini-games.
The area around the mini-game judge(s) (ten paces from the judge as paced by the
judge) is acombat-free zone, meaning that anyone inside that area is unable to be
asked, tagged, or paced in to join a combat, even if they are willing to pace in or
thereis afreeze. The combat-free zoneis, for al intensive purposes, outside of the
game playing area. Enemy teams may be in the mini-game area at the same time, and
as long as they are within the combat-free zone, they are safe from combat. Once
they leave the combat-free zone, however, they are once again vulnerable. Thereis
no two-minute head start nor period of immunity once leaving the combat-free zone.
If ateam leaves the combat-free zone without completing their mini-game, they are
considered to have failed that challenge and are not able to completeit at alater time.
Teams may not remain in the combat-free zone after their mini-game is complete.
Not all mini-games are available for al players or teams so be sure to read the
instruction sheet carefully.

Tie-Breaker Points (TRPs)

In the event that two or more teams have exactly the same number of VPs at 5:00, a
tie-breakers system will be used. Tie-Breaker Points (TBPs) will only come into play
only in the case of atie, and are earned as follows:

o Each EIf Ring of Power isworth three (3) TBPs to the team that possessesiit at
5:00.

0 Each Nazgll Ring of Power and Dwarf Ring of Power isworth one (1) TBP to
the team that possessesit at 5:00.

0 TheOne Ringisworth five (5) TBPsto the team that possessesit at 5:00.
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If, after totaling VPs and TBPs, two or more teams are still tied, the Dwarves win by
default.

End of the Game

At 5:00 PM, the game ends. The referees may, at their discretion, extend the gamein
order to resolve any combats that are in progress at 5:00. The Dwarves then have
fifteen (15) minutes after the referees declare the game over to turn over any captured
citadel flags and/or Rings of Power to the referees to be counted towards V Ps and
TBPs, respectively. Any flags or Rings of Power that are not turned in will not count
toward your team’ s total, so it isimportant to find a referee as soon as possible at
game's end to turn over captured tokens and flags. All other teams must have their
captured citadel flags at their base citadel in order for them to be counted.

Gentlemen's Agreement

A captured citadel flag must remain “in play.” That is, it must be carried along by an
army that is actively pursuing its enemies or enemy citadels, or it must be taken
directly to the capturing team’ s base citadel. A captured flag may not be taken to a
hidden location and brought to the base citadel at the eleventh hour. Once captured
flags have been brought the base citadel, they may not be removed unless captured
by an enemy team.

Team Leaders

O Sauron begins the game as absolute undisputed leader of the Evil team and
remains such for the entire game. That’s why we call him the Dark Lord.

0 Elendil isthe King of Men, and thus the leader of the Dunedain and the Warriors
of Gondor. Heis, therefore, a co-leader of the Good team.

0 Gil-galad isthe High King of the Elves, “the last whose realm was fair and free.”
That makes him the leader of the Elves, and the other co-leader of the Good
team.

0 Durinistheking of the Dwarves.

Combat

Combat consists of three distinct phases:
1. Tagging.
2. Resolution.

3. Dissolution.



Second Age Rule Book
1. Tagging

A “tag” is accomplished by one or more members of ateam tagging one or more
members of an opposing team. Tagging is only done with a bare hand that touches
the target person or any of their carried possessions. A successful tag automatically
includes the “tagger” and “taggee” in the combat, both of whom must STOP—
neither of them may then move from the point of the tag until the Resolution phase
begins. Other players may add their point values to the battle if they are within
twenty-five (25) paces of the tag. However, if a player has not tagged or been tagged,
they are not required to participate, unless a freeze has been called (see below). Any
additional tags within 25 paces of the original tag are treated as part of the same
combat.
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O If aplayer has not been tagged, and wishes to participate in the combat, they
must announce their intentions immediately (e.g., “| choose to join the battle!” or
“I"'mnot in!"). Players must decide before the end of the tagging phase, or they
will not be part of the battle.

o A Dwarf who tagsor istagged by an Evil player must join the battle on the side
of Good. Likewise, any Dwarf tagging or tagged by a Good player must join on
the side of Evil. Any non-tagged Dwarf entering a battle must immediately
declare whether they are coming in on the side of Good or Evil (see page 19).

Good and Evil may never team up against the Dwarves! They may only battle
each other, with the Dwarves allying with one side or the other.

O Distances are difficult to judge—it is up to each individual player to pace in the
twenty-five paces from where they are when the tag is made to the point of the
tag. Any length step in which the player’ s foot touches the ground (including
accidental trips or stumbles) is considered one pace. An opposing player may
pace out to see if aplayer isin acombat only in the case of afreeze (see below).

0 Playerswho are not involved in the combat must immediately leave the area. If
the winning party is of the opposing team, they are allowed a two-minute head
start before any non-combatant is allowed to pursue.

0 Thetagging phase ends when everyone present has either announced their
intention to join the combat, or has declared their intention not to participate and
has |eft the area. The tagger and taggee are responsible for keeping track of who
isinand who is out, and declaring the tagging phase complete.

See page 20 for specia rules governing tags by dragons in combat.

Citadels that are not being defended by players may only be tagged if the
attacking army has more points than the citadel’ s inherent value (see the chart on
page 28). A player may not “commit suicide” by “attacking” acitadel with more
points than he has (to avoid being captured by an approaching enemy, for
example).

Second Age Rule Book
Freezes
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A freeze may be called by any one of the following:
a Park rangers. Because they’ ve got guns.

0 Referees. When areferee calls afreeze, it isusually because of a safety issue. So
stop, be quiet and listen!

Sauron, only if heisin possession of the One Ring token.*

An EIf Lord or EIf Lady, only if they are in possession of one of the three Elf
Ring tokens.?

0 Thebearer of the Horn of Oromé token (see page 25).2

At any moment during the tagging phase after the first tag in combat, any of the
players designated above may yell “freeze!” Once an eligible player has called a
freeze, any other players may shout “freeze” to ensure that all players within earshot
have heard the freeze. All players who can hear the freeze call must immediately stop
and stand still, whether or not they have been tagged, and whether or not they believe
they are within twenty-five paces of the tag.

Thefirst player to call afreeze " controls’ the freeze, whether or not another eligible
freeze-caller is present. There is only one freeze per combat! If the bearer of the Horn
of Oromé token gets “ beaten” to the freeze, it does not count towards the Horn’s one
use. Thisisone of those “on your honor” points—if another player beat youto a
freeze, suck it up and admit it, and get on with play.

For afreeze to be valid, the freeze-caller must be within twenty-five paces of the
point of the tag. Once it has been determined that the freezeis valid (by the freeze-
caller pacing in to the tag), al players who are within twenty-five paces of the tag (as
paced out by the freeze-caller) are automatically in the combat. Players who are
outside of the twenty-five paces paced by the freeze-caller may, if they desireto bein
the combat, then attempt to pace into the tag themselves.

Any Dwarves within range of afreeze (unless they were physically tagged before the
freeze was called) must immediately declare which side they are coming in on.
Freezing Citadels

A freeze may transfer the point value of acitadel to a combat only if the following
conditions are al met:

0 Thecitadel iswithin twenty-five paces of the tag (as paced by the freeze-caller).

! Tokensthat allow their bearer to call afreeze can be identified by their red lanyard.
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O Thecitadel iswithin twenty-five paces of the freeze-caller at the time of the
tag/freeze (pacing to be done by the freeze-caller).

O Atleast one player from either team is touching the citadel flag at the time of the
tag/freeze.

If any one of these conditionsis not met (e.g., the citadel is within twenty-five paces
of the tag, but not the freeze-caller), the citadel’ s points are not included in the
combat!

2. Resolution

When the tagging phase is complete, and all participants in the combat have been
identified, the next phase isto determine which side has won the battle. The
resolution phase consists of the following events, which must take place in this order.

A. Declare Tokens

Players must declare which tokens, if any, they are using in the combat. Note that
some tokens must be played. Any token that is not declared in the combat prior to
adding up points may not be used (but may still be plundered if the player is on the
losing side).

B. Add Up Points

A representative from each side adds up the total point value of their team’s players
and any tokens played. A player must have their character sheet in order to
participate in a combat—if a player haslost their character sheet, their point value is
zero.? Adding up points can be time-consuming, so it's agood ideato bring a
calculator!

C. Determine Victors

Combat iswon by the team with the greatest point value. In case of atie, both sides
lose, and no plundering or taking of prisoners takes place. Players who are bounced
in atie are only dead for ten minutes (including NUmenoreans, they receive no
additional shortened “dead” time).

3. Dissolution

This phase constitutes the actions that take place after a combat, once again in the
following order:

2 If you lose your character sheet, you must find areferee to give you a replacement.

Note that they may re-rate your costume and weapon/armour points!

Second Age Rule Book
A. Plundering
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The victors may take any tokens, battle flags, and/or citadel flags carried by the
losing side. Thisisall they may take—they may not take any armour, weapons,
equipment, or anything else belonging to the vanquished players. Note that some
tokens may not be captured, and some tokens require special circumstances to be
taken (see individual token descriptions—pages 21-26). Also note, you may only
capture as many battle and citadel flags as you have available players (each player
may only carry one flag of any kind at any given time, exception: Dwarves — see
Citadels on page 27). Once the victors have walked ten paces away from the
vanquished, they may no longer plunder any tokens, battle flags, or citadel flags.

B. Taking Prisoners

The victorious side, upon winning the combat, may take half of the defeated side
(rounded up) as prisoners.

0 If morethan one ElIf Lord/Lady has been vanquished, no more than half of the
Elf Lords/Ladies may be taken prisoner (rounded down). If only one EIf
Lord/Lady is defeated, Evil can take that EIf Lord/Lady.

0 |If members of the victorious team cannot agree on who isto be taken prisoner,
the surviving tagger or taggee has the final say.

O Sauron may not be taken prisoner (unless the combat is after 3:30 PM). It'sjust
one of the perks of being the Dark Lord.

The Evil team has thirty minutes to take its prisoner(s) to Sauron for questioning.
Elves have thirty minutes to take their prisoner(s) to Gil-galad. NUmendéreans have
thirty minutes to take their prisoner(s) to Elendil. Despite being ateam leader, Durin
may not question prisoners. Dwarves may take their prisonersto Gil-galad, Elendil,
or Sauron, depending on who the prisoner is (e.g., a captured Orc must be taken to a
Good questioner; a captured EIf must be taken to Sauron). Similarly, captured
Dwarves must be questioned depending on which side they took in the battle (e.g., if
Bavor joined a battle on the side of Good and was taken prisoner, he must be taken to
Sauron for questioning).

Prisoners must cooperate fully with their captors:

0 They must not speak or yell (asif gagged).

O They must not escape (asif tied).

0 They must keep up with their captors (asif carried).

If captors at any time move more than five (5) paces away from their prisoners, or
are defeated by another team, the prisoners are freed with a two-minute head start. If
the prisoners are not brought to someone who can question them within thirty
minutes, they must be set free with atwo-minute head start. Captors may not
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0 They areimmune to the Oath Breakers token (see page 25).

Page 20

Dragon Character Descriptions

Name Base Points Starting L ocation
Scatha the Worm 500 Referees’ Assignment

Smaug the Magnificent 500 Referees’ Assignment

* Point value has arestriction or cannot be enhanced by armour or weapons (see individual character
description for details).

0 Scathathe Worm gains an additional ten (10) base points for every Evil player
he bounces, and five (5) base points for every Dwarf he bounces.

0 Smaugthe Magnificent gains an additional ten (10) base points for every Good
player he bounces, and five (5) base points for every Dwarf he bounces.

The most feared creations of Morgoth, Scatha and Smaug are menacing creatures of pure
destruction.

The referees will determine the dragons’ starting locations before the game starts.
Their sole ambition isto bounce as many characters, Good and Evil, as they can.
They enter the game at 12:30 PM, and disappear forever at 3:30 PM if they are not
changed by the Arkenstone tokens. Dragons may never capture tokens, may never
take prisoners, and may never attack citadels (that means they may not cross any
bridges that represent citadels unless those citadel s have been sacked). They also do
not get along with each other; therefore, they may never participate in the same
combat together.

Because of their vast power, dragons are exempt from having to stop moving when
they tag another player. Dragons may continue to move, tagging additional players
(within 25 paces of the first tag), until they decide to stop or all other players have
fled the area (or voluntarily elected to join the combat). Dragons are subject to
freezes like anyone else. Combat then proceeds normally.

There are two Arkenstone tokens that can be used once by a Dwarf to kill either
Scatha or Smaug (see page 24). When Scatha or Smaug is killed, they become a
Dwarf of the value listed on the respective Arkenstone token and must wear the
Arkenstone token around their neck in plain sight to show that they are now a Dwarf.
The Arkenstone 1 token cannot be removed from Moria before 1:30 PM and the
Arkenstone 2 token cannot be removed before 2:30 PM. If a Dragon has not been
changed into a Dwarf by 3:30pm, they should report to areferee. At thereferee’s
discretion, they may re-enter the game as either a Red-Eye Orc or a Warrior of
Gondor, but not as a Dwarf.

Second Age Rule Book
Tokens

Tokens are laminated cards worn about the neck in plain sight (thisincludes all Ring
tokens!). Tokens confer special abilities or powers on the owner, or they may servea
specia purpose in the game. Tokens that allow their bearer to call afreeze are
identified by their red lanyard; other Rings of Power have a blue lanyard; and all
other tokens have a black lanyard. No player may change atoken’s lanyard at any
time! Tokens that may be passed between players may not be passed until after the
game has started (noon). EXCEPTION: Sauron may give the Lord of the Nazgdl Ring
token (and four Nazgdl Ring tokens to distribute once the game begins) to an Evil
Team Mortal Man before players leave for their starting positions.
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Once a one-use token has been played, it is given to the opposing team, or to a
referee if oneis nearby. Unspent tokens may be captured from a defeated enemy
unless otherwise noted. Tokens must not leave a player’s possession. All tokens must
be returned to the judges once the game is over. Tokens or token abilities marked by
an asterisk (*) are one-use-only effects.

The One King

“OneRing to rule themall, One Ring to find them, One Ring to bring them all and in the darkness
bind them.”

The One Ring starts at Barad-D0r (where Sauron left it before he went to NUmenor),
and may only be removed by Sauron. The One Ring confers the following powers on
Sauron alone (any other player carrying the Ring gains no special abilities):

0 Onehundred (100) additiona points.
0 Theability to call freezesin combat (see page 7).
The One Ring isworth five (5) tie-breaker points (TBPs) at the end of the game.

Capturing the One Ring

The One Ring may only be taken from Sauron after he has been captured in combat
(so not before 3:30 in this manner). Alternately, Isildur or Anarion may use the

Narsil token against Sauron in combat (see page 25) to capture the Ring before points
aretotaled in acombat. The One Ring may only be captured by Elendil, Isildur,
Anérion, or the bearer of one of the three EIf Rings (see page 22).

The One Ring token may also be captured if Barad-Dar falls before Sauron has had
an opportunity to retrieveit. In this case, the One Ring remains with the Barad-Dar

flag.

If an enemy player who has captured the One Ring is subsequently defeated in
combat, any member of the Evil team may take back the One Ring token, but they
must immediately bring it to Sauron. A Dwarf who somehow manages to capture the
One Ring may keep it, although its only value isits TBPs.
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The EIf Rings

“ Three Rings for the Elven-kings under the sky.”
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Each of the EIf Ring tokens givesits rightful bearer the following powers (see
descriptions below for who can carry which EIf Ring token; for anyone else, the
Rings are powerless):

0 Theability to call freezesin combat (see page 7).

o Twenty-five (25) additional points. These points cannot be used to defend
citadels—they are only added in open battle or when attacking an enemy citadel.

Elf Ring tokens may only be taken from their bearers by Sauron, the Lord of the
Nazgll, two Nazgll acting together, or Durin. Durin may only capture an EIf Ring if
the majority of players on the winning side of the battle are Dwarves, however.

The “rightful bearers’ of the three EIf Ring tokens are as follows:

0 The Elf Ring Narya token starts the game with Celebrimbor, and may only be
carried by Celebrimbor or Cirdan.

0 The Elf Ring Nenya token starts the game with Galadriel, and may only be
carried by Galadriel or Celeborn.

0 TheElf Ring Vilya token starts the game with Gil-galad, and may only be
carried by Gil-galad or Elrond.

Each EIf Ring token is worth three (3) tie-breaker points (TBPs) at the end of the
game.

The Dwarf Rings

“ Seven for the Dwarf Lordsin their halls of stone.”

The seven Dwarf Ring tokens all start the game at Moria and may only be claimed
from Moria by their rightful bearers (the Dwarf named on the token), who gains
seven (7) additional points while carrying thering. If a Dwarf later finds themself
carrying a Dwarf Ring that doesn’t bear their name (e.g., Dwdlin recaptures the
Dwarf Ring of Thélor token), they still gain five (5) additional points. Only one
Dwarf Ring may add pointsto a Dwarf at atime, however (e.g., if Dwdliniscarrying
both the Dwélin and Thélor Rings, he only gains seven points). Dwarves may not
willingly give their rings to another player, they may only be relinquished when
captured during combat resolution.

Dwarf Rings do not allow their usersto call freezes. Dwarf Ring tokens may be
captured by anyone who defeats their bearers in combat.

Each Dwarf Ring token isworth one (1) tie-breaker point (TBP) at the end of the
game.

Second Age Rule Book
The Nazgul Rings

“ Nine for mortal Men, doomed to die.”

October 4, 2008 Page 23

Sauron may give one each of these tokensto any Mortal Man on the Evil team,
making them a Nazgdl (or the Lord, as the case may be). Sauron may give the Lord
of the Nazgll Ring token to an Evil Mortal Man any time before the game starts. He
may also give the Lord up to four (4) Nazgll Ring tokens, which the Lord may
distribute to Evil Mortal Men once the game begins. Each Nazgll Ring token gives
its bearer the following powers:

o Twelve (12) additional base points.

O The prestige of being a Nazgll—the Ring is what makes a Nazgll a Nazgdl. If
they lose their Ring, they revert to their original character (e.g., an Easterling).

o Nazgll Ringsdo not allow their bearersto call freezes.

Once per game, Sauron may give a Nazgdl Ring token to a captured, “ non-named”
Mortal Man player on the Good team (that is, aWarrior of Gondor or a Dinedain
Knight, but not Isildur, Anérion, or Elendil). Sauron must have the One Ring in his
possession to do so, however. The affected player then becomes a Nazg(l for the rest
of the game, or until they are vanquished and the Nazgll Ring token istaken from
them. In this case, the player revertsto their original character on the Good team
when they come back to life after being bounced (with atwo-minute head start from
their former Evil teammates).

Nazgll Ring tokens may never be taken from Sauron. Ever. They can only be
captured once they have actually been given to Mortal Men, making them Nazgdls.
Nazglls may not willingly give their rings to another player, they may only be
relinquished when captured during combat resolution.

A captured Nazgll Ring has no power whatsoever. Even if it is subsequently
recaptured by the Evil team. However, if arecaptured Nazgdl Ring is returned to
Sauron (and he has the One Ring), he may then grant the Nazgdl Ring to any Mortal
Man again, making that player a Nazgdl (in effect, “recharging” the token).

Each Nazgdl Ring token is worth one (1) tie-breaker point (TBP) at the end of the
game.

The Lord of the Nazgul Ring

Like the other Nazgll Rings, Sauron may give the Lord of the Nazgll Ring token to
any Mortal Man on histeam. The only differences between the Lord’s Ring and any
other Nazgll Ring are;

0 Sauron may give the Lord of the Nazgll Ring token (and up to four Nazgll Ring
tokens) to any Evil Mortal Man any time before the game starts. The Lord may
then distribute the Nazgll Ring tokensto Evil Men after the game begins.
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The Lord of the Nazg(l may use the Oath Breakers token.
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The Lord of the Nazg(l Ring still does not allow its bearer to call freezes. The Lord
of the Nazgll Ring token isworth one (1) tie-breaker point (TBP) at the end of the
game.

Other Tokens

REMINDER: tokens marked by an asterisk (*) are one-use-only tokens.

a

Aeglos. Starts with Gil-galad. Adds five pointsto any EIf (warrior, lord, or
otherwise) who carriesit, or adds ten points to Gil-galad.

The legendary Spear of Gil-galad.

The Arkenstone 1. Starts at Moria, can be removed by any Dwarf any time after
1:30 PM. Once per game, it can be used to automatically bounce a dragon and
change them into a Dwarf (see page 20). Only a Dwarf may use the Arkenstone
in this fashion. The token is then given to the bounced dragon to show it has
been used and that the dragon is now a Dwarf with the point value listed on the
Arkenstone 1 token. The Arkenstone 1 token may not be used after 3:30 PM.

A large shining gem, also known as the “ Heart of the Mountain” and precious to all Dwarves.

The Arkenstone 2. Starts at Moria, can be removed by any Dwarf any time after
2:30 PM. Once per game, it can be used to automatically bounce a dragon and
change them into a Dwarf (see page 20). Only a Dwarf may use the Arkenstone
in this fashion. The token is then given to the bounced dragon to show it has
been used and that the dragon is now a Dwarf with the point value listed on the
Arkenstone 2 token. The Arkenstone 2 token may not be used after 3:30 PM.

A large shining gem, also known as the “ Heart of the Mountain” and precious to all Dwarves.

Athelas. Starts with Elendil, but may be carried and used by any NUmendrean
(including Black NUmenéreans!). When touched to a bounced player (Good or
Evil), it allows them to re-enter the game before their timeis up. The token
cannot revive its owner and cannot be used during a combat.

Healing herbs of Nimenor, brought to Middle-Earth by the Dinedain.

Glamdring. Starts with Glorfindel; only he can use it. Usable once, it
permanently kills one Balrog in combat, but Glorfindel must sacrifice himself to
do so. After sitting out their fifteen minutes, the Balrog becomes a Troll with 20
base points, and Glorfindel becomes an EIf Warrior with 14 base points. They
must give each other atwo-minute head start. If Glorfindel enters combat with
the trolls (all trollsin the game must be present), they may automatically capture
the Glamdring token from Glorfindel, regardless of the outcome of the combat.
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The sword of the King of Gondolin, its name means “ the Foe Hammer.” Goblins call it
“ Beater.” It eventually made itsway to a troll horde, where it was found by Bilbo Baggins.

The Horn of Oromé. Starts with the player who has the lowest total pointsin
the game (not counting wargs or hounds). May be carried and used by any player
on either team except those who have a Ring of Power token in their possession
(evenif the Ring token is captured and not being used). Usable only once per
game, it allowsits bearer to call afreezein combat (see page 7). If the bearer of
the Horn of Oromé token gets “beaten” to the freeze (that is, another eligible
player calls afreeze first), it does not count towards the Horn of Oromé' s one
use. Once the token has been used, it is turned over to the nearest referee.

An artifact of the Valar brought to Middle-Earth in ages past by Oromé the Hunter.

Minas Morgul. Starts at Osgiliath, and may only be removed by a Nazg(l.
Afterward, the token may be carried or used by any Nazgdl. If the bearer of the
Minas Morgul token is part of an army that sacks any Good citadel, they may
play the Minas Morgul token to prevent the reestablishment of the Good citadel
in that location (see page 28).

The horrific City of the Nazgls.

Narsil. Starts with Elendil; may be carried by any Nimendrean, can only be
used by Isildur or Anarion. May only be captured by Sauron, the Mouth of
Sauron, the Lord of the Nazgdl, or Ar-Pharazén. Once per game, the Narsil

token can be used to capture the One Ring token from Sauron before points are
totaled in the battle. This power may be used to capture the One Ring before 3:30
PM. Once the Narsil token's power has been used, it becomes the Sword That
Was Broken and no longer has any use for the duration of the game.

The Sword of Elendil, used by Isildur to cut the One Ring from Sauron’s hand.

Oath Breakers. Starts at the Paths of the Dead. May be taken and carried only
by Gothmog until given to Sauron or the Lord of the Nazg(l. It can be played in
combat by Sauron or the Lord of the NazgQl against all players of any one of the
following character types:

= Noldor (EIf Warriors of Ost-in-Edhil, not including “name” characters).

= Nandor/Silvan (EIf Warriors of Eryn Galen, not including “name”
characters).

= Sindar (EIf Warriors of Forlindon, not including “name” characters).
= Dunedain (Knights of Ndmenor, not including “name” characters).
=  Warriors of Gondor.

The Oath Breakers token requires all players of the character type chosen by the
token wielder to retreat from combat and return to their starting location (even if
sacked). If they are bounced by another Evil army en route, they are freed from
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their obligation to return to their starting point. The Oath Breakers token may not
be used against a“name” character (e.g., if used against the Dinedain, it has no
effect on Isildur or Anarion). It is also useless against Dwarves.

Symbol of the power of Sauron to corrupt even the most steadfast of warriors.

Q Palantir. Starts at Osgiliath. May only be taken from Osgiliath by Elendil, but is
capturable by anyone thereafter. |s usable only when carried by a Nimendrean
(including Black NUmenéreans) and may only be used by Elendil, Isildur,
Anérion, Ar-Pharazén, Sauron, or the Lord of the Nazgll. Once per hour, the
Palantir token may be used to ask any referee one game-related question of
something the stone (aka the referees) could see (e.g., “whereis Gil-galad?’ or
“isthe Minas Morgul token on a Good citadel?’). In order to use the Palantir
token, the players should come up with three questions they wish to ask. Thereis
no team discussion allowed after approaching the referee, so be sure to form all
three questions and set their order prior to approaching areferee. The team then
asks the referee their first question. The referee will answer truthfully to the best
of their knowledge after consultation with other referees viawalkie-talkie. If the
referees do not know the answer, the second question may be asked. If the
second question cannot be answered, the third may be asked. If the third cannot
be answered, the Palantir has failed and may not be used again for another hour.

One of the Seven Seeing Sones of Nimenor.

*  TheWhite Tree. Starts at Umbar, and may only be removed by a Good
NUmendrean. Afterward, the token may be carried or used by any Good
NUmendrean. If the bearer of the White Tree token is part of an army that sacks
any Evil citadel, they may play the White Tree token to prevent the
reestablishment of the Evil citadel in that location (see page 28).

A seedling of Celeborn, the White Tree of Nimenor, itself a seedling of Galathilion the White
Tree of Tuna, which was grown in the image of Telperion, the Slver Tree of Valinor.

Battle flags

Battle flags are the traditional rallying points for units of troops and they also add
color and enjoyment to The Second Age Game. A unit battle flag will add one (1)
base point to each member of that unit. It has meaning only for the unit it
represents—it will not add a point to any character who is not of that unit. Example:
A troop of Noldorin EIf Warriors has a battle flag. The army also has two Sindarin
Elf Warriors with them. If they got into a battle, the Noldorin EIf Warriors would
each add one (1) base point to their individua values, but the Sindarin EIf Warriors
would not, because they are not elves of that unit.

A captured battle flag, not a captured citadel flag, isworth five (5) pointsto the
overall combined value of the group that carriesit. To have a unit battle flag, it must
be agood size (judges' discretion, but typically 20" x30" minimum) and must be
clearly marked with the unit it is to represent (e.g., a Red Eye Orc battle flag should

Second Age Rule Book October L, 2008 Page 27

have abig red eye on it). The flag must be on a pole (judges' discretion, but typically
8’ tall minimum) and unfurled.

The judges will certify all flags and their decisionswill be final. NOTE: Units must
supply their own battle flag—they are optional. The judges are not responsible for
any lost or damaged battle flags.

Citadels

Citadel s represent the areas of Middle-Earth that each team is trying to capture or
defend in order to achieve victory. Each citadel has aflag that representsits land,
people, and/or material possessions. The flagpole also has a card specifying the point
value and any special rulesthat apply to the citadel. The flag adds its point value to
that of its defenders in combat—the point bonus only appliesif at least one defender
isin physical contact with the flagpole.

Citadels may be attacked any time after 1:00 PM, with the exception of Barad-D0r
and Ost-in-Edhil, which cannot be attacked until 3:00 PM. The flags must remainin
their areain the open, even if their defendersleave. A citadel may be sacked and the
flag captured only by an enemy with atotal point value greater than the citadel’s
point value. No player may attack a citadel that belongs to their own team. Dwarves
may participate in attacks against any citadel (except Moria), either on their own or
in aliance with a Good or Evil team, as appropriate.

Once acitadel has been defeated, itsflag is captured and may be taken to the winning
team’s “ base citadel” to be counted towards the team’ s victory points (VPs) at the
end of the game. A citadel flag that isnot in its original location or an enemy’ s base
citadel isworth zero VPs (unlessit is being carried by a Dwarf, in which caseitis

worth 2 VPstoward the Dwarves' victory conditions).

A captured enemy citadel flag is worth negative ten (-10) pointsin combat to the
person carrying it. Each person may only carry one citadel or battle flag at any time
(each flag bearer may only bear one flag). The only exception to thisisif aDwarf is
in agroup comprised of only Dwarves, then the Dwarf may carry multiple flags and
they are worth zero (0) points. However, if a Dwarf joinsthe Good army, then the
standard flag rules apply and the Dwarf may only carry one flag, and it isworth
negative ten (-10) pointsin combat. A captured citadel or battle flag must remain in
the possession of a player at all times—they cannot be hidden. (Please see
Gentlemen’s Agreement on page 5)

Freezing citadels (See “Freezing citadels’ in the , page 7.)
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If ateam is able to recapture one of itscitadel flags, they may return the flag to its
original location to reestablish the citadel. A citadel that isinits original position at

the end of the game is worth one (1) VP towards that team.

A citadel may not be reestablished if Evil has played the Minas Morgul token (see
page 25) or if Good has played the White Tree token on the citadel (see page 26).

Rase Citadels

The base citadel for the Evil team is Barad-D{ir; the base citadel for Good is Ost-in-
Edhil. These locations remain the “base” to which captured enemy flags must be
brought to achieve VPs, even if the citadel is sacked and its own flag is captured.

Base citadels may not be attacked before 3:00 PM.

The Dwarves have only one citadel, Moria, but it does not count as a base, since they
receive VPsfor captured flags regardless of their location (although they do get one

extra VP at the end of the game if Moria remains unsacked).

Citadel Roster

Name Good or Evil? Points When Attackable
Barad-D0ar Evil (Balrogs) 300 3:00 PM
Eryn Galen (Greenwood) Good (Silvan EIf) 265 1:00 PM
Forlindon Good (Noldor EIf) 225 1:00 PM
Fornost Good (Numenor) 200 1:00 PM
Haradwaith Evil (Haradrim) 225 1:00 PM
Khand Evil (Easterlings) 200 1:00 PM
Moria Neutral (Dwarf) 250 1:00 PM
Mt. Doom (Orodruin) Evil (Hot Lava) 265 1:00 PM
Oggiliath Good (NUmenor) 185 1:00 PM
Ost-in-Edhil Good (Sindar EIf) 300 3:00 PM
Umbar Evil (Black NUmenéreans) 185 1:00 PM
Citadel Descriptions

Some citadels can give bonuses to certain characters as described below. Unless
noted otherwise, “name” characters never receive bonuses while defending citadels

(e.g., the Dunedain Knights double their point values defending Fornost, but Elendil,
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Isildur, and Anérion do not). In cases where the point value of the defenders are
doubled or tripled, the point value of the citadel is not.

Q

Barad-Dar. Evil base citadel. 300 points. May not be attacked before 3:00 PM.
Red eye orcs within 25 paces of the flag shall have their point values doubled.
Barad-D0r remains the Evil team base for purposes of determining victory points
(VPs) evenif it is sacked and its flag taken.

Eryn Galen. Elf citadel. 265 points. Nandorin EIf Warriors defending Eryn
Galen shall have their point values doubled.

Forlindon. EIf citadel. 225 points. Noldorin ElIf Warriors defending the bridge at
Forlindon shall have their point values doubled. The bridge at Forlindon is
considered part of the citadel. Any Evil touching any part of the bridgeis
considered to be attacking the citadel. Even if there are no Good players on the
bridge, Evil still may not cross the bridge without attacking it.

Fornost. Numenorean citadel. 200 points. Dunedain Knights defending the
bridge at Fornost shall have their point values doubled. The bridge at Fornost is
considered part of the citadel. Any Evil touching any part of the bridgeis
considered to be attacking the citadel. Even if there are no Good players on the
bridge, Evil still may not cross the bridge without attacking it.

NoOTE: Because the Fornost flag was stolen during the 2005 game, a white “ Stewards of
Gondor” flag will be used to represent the Fornost citadel.

Haradwaith. Evil citadel. 225 points. Haradrim defenders (including the
Oliphaunt) defending Haradwaith shall have their point value doubled.

Khand. Evil citadel. 200 points. Easterling defenders defending Khand shall
have their point value doubled.

Moria. Dwarf citadel. 250 points. May not be attacked before 1:00 pm. Dwarves
within 25 paces of the flag shall have their point values doubled. The Moria
citadel does not have afixed location from game to game. The flag is placed by
Durin somewhere in the Misty Mountains between horse unloading area and
Eryn Galen (roughly within the area shown within the dotted orange line on the
map in the center of this booklet) before the start of play, and remains there until
sacked. The citadel flag may not be outright hidden (e.g., it must be placed
upright in the open, not laid under a pile of leaves). However, it may be setin a
wooded areathat is difficult to spot from a distance. A referee will go with Durin
and the Dwarves before the game to see where he places the flag, and to veto any
location deemed unsuitable. The Arkenstone and Dwarf Ring tokens start at
Moria

Mt. Doom. Evil citadel. 265 points. Trolls and goblins defending Mt. Doom
shall have their point value doubled.

Oggiliath. Numendrean citadel. 185 points. Warriors of Gondor defending
Oggiliath shall have their point values doubled.
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Ost-in-Edhil. Good base citadel. 300 points. May not be attacked before 3:00
PM. Sindarin elf warriors within 25 paces of the flag shall have their point
values doubled. Ost-in-Edhil remains the Good team base for purposes of
determining victory points (VPs) even if it is sacked and its flag taken.

Umbar. Evil citadel. 185 points. Black Nimenoreans defending Umbar shall
have their point value doubled.

Non-citadel locations

There are anumber of locationsin the game that are not citadels, but merely starting
locations for various characters. The banners indicating these locations should not be
moved by any player! They are:

Q

Paths of the Dead. The Oath Breakers token starts clipped to this banner, and
may only be removed by Gothmog. Thisisarea cemetery, and no player should
ever bein it for any reason. Anyone caught in the graveyard (by referees or the
Park Rangers) will be banned for lifel We mean it! See page 3.

Rhosgobel. Starting point for Glorfindel and for Nimrodel, the Lost EIf Maiden.
Located on the path that leads to the Backpack Camp Sites. Due to three
consecutive flag-disappearances, Rhosgobel will no longer have a flag marker.
The starting location will be 50 paces up the Backpacking Campsite path.

Door of Moria. The Door of Mariais the starting location for Durin and the
Dwarves.

“From that time war never ceased between Sauron and the Elves; and Eregion was laid
waste, and Celebrimbor slain, and the doors of Moria were shut.” —Of the Rings of Power
and the Third Age
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