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RISK" -THE LORD OF THE RINGS™ ' INTRODUCTION CONTENTS

Many, many years ago the One Ring was forged by the Dark + Gameboard

INDEX Lord Sauron to control all of Middle-earth. Maturally, its + 4 complete Armies in
Page awesome strength Is much desired by those who wish for different colors

Introduction 9 power. For a long time its whereabouts remained secret, but + 42 Territory. cands

recently its power has been sensed again in the land of its _
Contents 2 creation. The forces of evil are mounting a ferocious hunt to * 2 Wild cayds

find the One Ring, while those of a gentler nature are keen to » 40 Adventure cards
Whats Different from Standard Risk? 2 | keep it from their reach. « The One Ring
Setup 7 { This special ediri:::n of Risk allows _you (0] d_e-cide the fate of « 3. red Dice

the people of Middle-earth. You will play either a Good or an ;

- 5 ; ; . + 2 black Dice -

Ga me}}] ay 9 Evil force trying to gain control of the land. Linite your forces

in battle to ensure that Middle-earth falls into the right hands.
Reinforcement 7 You may also choose to use the Risk The Lord of the Rings

gameboard to play standard Risk, by leaving our the special
elements.

Combat 10

Leaders 12 Note: This game features the first two parts of The Lord of the
Rings trilogy, so it does not include Gondor or Mordor.

Redeployment 13 WHAT’S DIFFERENT FROM

Drawing Cards 14 STANDARD RISK?
Moving the Fellowship 14 If you wish to play standard Risk, the rules can be found on
page |8, This exciting special The Lord of the Rings edition is
Winning the Game 15 different in several ways:
Cearne Pol 5 2= All Territories are places found In Middle-earth;
Ing FOInts 2 The characters have been specially adapted for this
edition and represent the Elven Archers, the Ores,
Adventure Cards 16 the Riders of Rohan, the Dark Riders, the mighty

Eagles and the Cavetrolls;

ZHPEEYEI Game Rules 17 i 2 You play either a Good or an Evil force in the battle

. i for control;
Standard Risk Rules 18 2 You have additional Leader movers 1o aid you in your quest;
Turn Order Reminder o & 2 \When defending Strongholds you control, your power

{ is [ncreased;
2 Mountains and rivers create Impassable barriers, while
sea ports allow greater movement of barralions;
S Visit the ancient Sites of Power scattered around Middle-
earth with your Leader and complete Missions for rewards;
2 The One Ring moves with the Fellowship from Hobbiton,
southeastward through Middle-earth — but beware, time
K runs out in the zame when the One Ring leaves the land!




GAMEBOARD

The gamebeard is divided into & Regions of Middle-earth, each
made up of a different number of Territories, as follows:

| REGION

COLOR NQ. OF TERRITORIES
Armor Red 1
Rhovanion Brown 8
Rohan Blue 7
Eriador Olive 7
Mirkwood Green 5
Rhiin Purple 4

CHARACTERS

There are 3 types of characters that represent the number
of battalions, as shown below:

+
FORCES OF GOOD 9 / ( S
] ..\. i " d
L S (. LA
» ‘ﬁg S 1) b
Infanitry Cavalry Crgarure
Ehven Archer Rider of Rohan Eagle
I battalion 3 bhattalions

5 battalions

FORCES OF EVIL

Infantry Cavalry Creatum
Qe Dark Rider Cavetrol|
I battalion 3 hattalions 5 barralions

- Llse characters worth a greater number of battalions as the

CARDS

There are 2 types of cards used in the game,

TERRITORY CARDS

Thers is 1 Territory
card to represent
gach of the 42
Territories on the
board. They also
show an image
which relates to
Infantry (Elven
Archer), Cavalry
{Rider of Rohan) or Creatures
(Eagle). There are 2 Wild cards,
which show all 3 characters.

Territory cards can be

used o zive you additicnal
reinforcements during the
game [see REINFORCEMENT
on page 7).

There are § Good Territory
cards, 9 Evil Territory cards
and 24 Meutral Territory
cards, which will determine
your starting positicn.

ADVENTURE CARDS

These cards will help you
alonz the waw They are
divided into 3 types:

= MISSION CARDS
These cards
contain secret

ZEVENT CARDS
Warious things can
happen to you

O YOUr jolurney,
and these cards

INFANTRY

may help or
hinder vour
quest with events that occur
when you play them.

< POWER CARDS

The balance of
power can shift
throughour the
game. Power
cards can make
& big difference
o your
strategy and fuck.
MOTE: Adventure cards are
not required when playing | Good
standard Risk. i : Terdtory

card
DICE

There are' 5 dice: 3 red and 2
black. Cne or more of each

CAVALRY

CREATURE

color may be wsed in combat.
The red dice are used to attack
and the black dice are used to _'i:_"'"i 1
e
defend. 5ee COMBAT on r?ﬁl =
ol L
page 10,

game goes on, to prevent the board from becoming too i ‘ i
crowded, i. e. replace 3 Orcs with 1 Dark Rider, or 5 Elven e missions for your
Archers with | Eagle. These can be broken back down into M Y Leader and help

smaller units whenever necessary. i ,Ww#:f you- 2ain
rewards,




GAMEBOARD SETUP  —You can ci TERRITORY CARDS
DRAW PILE

ADVENTURE CARDS THE ONE RING | - BATTALION

/
PATH OF THE
FELLOWSHIP

~~DEFENSE DICE
= ission rewards here,
ATTACK DICE
STRONGHOLD — Add | to your highest die
roll when defending a Territory containing a

PORT — Mave from any

any other Territory directly by a sed line: Stronghold.




Wild
Territory
card

Good
Territory
card

Meutral
Territory
card

SETUP

l. Place the gameboard on a flat surface; as shown on the
previous pages.

L 2. Remove the 2 Wild cards from the Tersitory card deck. Separate

the Terrivary cards into Good, Evil and MNeutral decks, See the
images to the lefr to help you identify each. Shuffle each deck
separately and place them facedown next o the gameboard.

3. Boll | die to start - the player with the highest roll goes first
and Is Player #1 in the turn sequence. The player to Player #1%5
left is Player #2 and so on. Take cards as shown below:

3-PLAYER GGAME

PLAYER NO. MO OF TERRITORY
[ TURM SEQLIEMCE CARDS TAKEN
1 [Evil Army) S Evil, 4 MNeutral
2 [Good Arny) 9 Good

A Evil Army] 4 Evil, 5 MNeutral

4-PLAYER GAME

PLAYER MO MO OF TERRITORY
IN TURM SEQUENCE CARDS TAKEN
L [Good Army) 5 Goond
2 [Evil Army] L Exil
3 [Goad Army) 4 Good
4 [Evil Amiy] 4 Evil

4. Choose an Army. The green and vellow armies represent the
forces of Good, while the red and black armies represent the
farces of Evil. Depending on the number of players, vou will
need to take the following number of vour Infantry batralions
[Elven Archers if you are Good, and Ores If you are Evil):

2 playvers 40 battalions each
3 players 35 bartalions each
4 players 30 bamalions gach

MOTE: In a 2-player game, the 2 armies must be opposing: | Good
and | Evil. & third, neutral army is also required. See the Z-Player
Game rules on page 17,

5. Player #1 places OME of his/her infantry battalions in each
of his/her Territorles. The player to the left then does the same,
and so on until all of the allotted Territories are occupied.

&, Mow Player #1 may place | Infantry battalion in ANY of the
remalning Territories. The player to the left then does the same, and
so on untl everyone has done so. Continue placing infantry
barralions, one at a fime, until each Territory s occupied.

7. Once all Territories contain 1 infantry baralion, each player, In
tuern; continues to place his! her infantry battalions, one at a time,
into any Territory helshe already controls,

£, Once vou have placed all of your starting infantry battalions on
the board, place your Leader into a Territory you own.

9. Pur all of the Good and Evil Territory cards back into the
Territory card deck, add the 2 Wild cards, shuffle the deck, and
place it facedown next to the gamebeard.

10. Mo Territory cards are dealt out in the beginning of a 2-player
game. However, in a 3-player game deal each player | Territory card,
and in a 4-player zame deal each player 2 Territory cards,

II. Remove the Event cards from the Adventure card deck and deal
3 Adventure cands, fFacedown, to each player

12, Add the Event cards back to the Adventure card deck, shuffle,
and place it, facedown, next to the gameboard.

I3. Place the One Ring in the Shire:

OBJECT OF THE GAME

To score as many points as possible before the
Fellowship, with the One Ring, leaves Middle-earth.
You score points for each Territory you occupy and

each Rezion you contrel, as well as for cards
played and Strongholds held.




GAMEPLAY 3. TERRITORY CARDS

You can also receive more reinforcements by exchanging
Territory cands for extra battalions. Territory cards are won by
capturing Territories - see COMBAT, below. You can exchange
either three-of-a-kind or one of ‘each type as follows:

TAKING YOLIR TLIRN

Roll 1 die to start - the player with the highest roll goes first
and play conrinues to the left. There are 5 phases to each of

YOUr tums:
;igﬁcmgm i COMBINATION OF NO.OF Llnia A
: TERRITORY CARDS REINFORCEMENTS

3.REDEPLOYMENT E [ _
4. DRAWING CARDS Infantey + Infantry + Infantry 4
5. MOVING THE FELLOWSHIP Cavalry + Cavalry + Cavalry &

| These are explained below. Creature + Creature + Creature 8
R_E|NFORCE MENT Infantry + Cavalry + Creature 0 CAVALRY
You reinforce your Army at the start of your mm in 3 ways: You may exchange 1 set of Territory cards for reinforcements,

EX AMPLE 1. TERRITORIES OCCUPIED but only during the Reinforcemenr phase. If you have 5

You receive | infantry battalion for every 3 Territories that you TIE-I‘I‘EIGFY cards in your hand, you must exchange 3 of them for
oocupy at the start of your turn. reinforcements. CREATURE
NOTE: You always receive a minimum of 3 infantry battalions If any of the cards you are exchanging show a Territory that o
as reinforcements, so even if you occupy less than ¥ Territories you currently occupy, you gain 2 bonus battalions, which must
viou still place 3 infantry battalions on the board. be placed into that Territory
2 REGIONAL BONUS Place exchanged Territory cards in a discard pile, faceup, next to

the draw pile. When you run out of Territory cards, shuffle the

If you occupy an entire colored Region of Middle-earth at the ; i
discard pile and turn it facedown to use as the draw pile.

start of your turn, you receive further reinforcements as shown

in the table on the board and below: The number of reinforcements you can make is the TOTAL of
I, 2 and 3. NOTE: With the exception of bonus battalions, any

REGION NCL. OF BATTALIONS RECEIVED number of your reinforcements may be placed in any of vour
Arnor 7 occupied Territories.
Rhowvanion 5
Rohan i COMBAT
Mirkwood 4 ] Let the battle begin! Once you have made all of your
Eriador 3 ] reinforcements, you can go into combat. You may attack any
Rhiin 2 Territory controlled by another player that borders your own,

or is linked by a port or a bridge.
These reinforcements are in addition to those collected as noted
in number I. You continue to receive reinforcements for that
Region as long as you control every Territory within it

You must have at least 2 battalions in the Territory you are
attacking from, because at least | battalion must always remain
behind.

The maximum number of battalions you can attack with at a
time is 3,




EXAMPLE

Plaver #1 attacks Player #2
using 3 red dice and rolls 3
Ba 2 and a b Player #2
defends with 2 black dice
and rolls a 4 and 3 2. When
compared, Mayer #1 beats
Player #2% highest die, so
Player #2 loses a battalion.
However; Player #2% second
die is equal o Plaver #1% so
Player #1 also loses a
battalion.

HOW TO ATTACK

[. Announce which Territory you are going o attack and where
you will be attacking From.

2. State the number of battalions you will be attacking with.

" At least | battalion in that Territory cannot attack. Roll the

same number of red dice as the number of battalions you are
attacking with (1, 2 or 3).

HOW TCy DEFEND

Raoll the black dice. Roll the same number as the number of
battaliens you decide ro defend wich (1 or 2). If the attacker
rolls only | die, you may only roll 1 die in defense.

HOW T DO BATTLE

Both players, ar the same time, roll their chosen number of
dice. Do not roll dice onto the gameboard as you will knock
characters our of position. Mow compare your dice rolls, as
follows:

< Look at the artacker’s highest roll and the defender’s
highest roll. Whichever is the higher number wins. If they
are equal, the defender wins.
2 Do the same with each players second-highest dice,
if applicable.
Whoever loses each time you compare dice must renove
I battalion per lost die-roll from the Territory and take it off the
gameboard. When you have finished an attack on a Territory,
whatever the outcome, you may choose to continue to attack the
same Territory, or launch a new attack cn any other Territory, as
long as you have enough adjacent battalions to do so.

When victorious, you must move at least as many battalions as
used in the final artack into the conguered Territory, You may
move as many addirional battalions from the attacking

- Territory into the conguered Territory as you wish, though at

least | battalion must be left behind. You may use these
batealions to go on and artack other neighbering Territories.

LEADERS

Leaders have properties of strength in both attack and defense;
however, they do not represent a battalion in their own right.
Leaders must move with a battalion unless they are moved during
the Redeployment phase,

Whenever you have bartalions involved In combat in a Territory. where
youl have a Leader present, you may add +1 to your hizhest die moll, IF
3 Leader 5 used in combat when conquering a Territory then you
must move the Leader inw that Terrtory at the end of that combat,

IF the last battalion in 3 Terdtory with a Leader is defeated, the Leader
is also defeated and must be removed from the board. IF vou have no
Leader in play your Leader returns to any of your Territories ar the
end of your tum, before drawing cands.

It is possible to possess 2 Leaders if you are awarded & second by an
Adventure card. If you only occupy | Territory vou cannot put the
second Leader on the board.

Two Leaders from the same army cannor occupy the same Territory;
however, 3 Leader can be moved through a Territory containing
ancther Leader of the same color during the Redeployment phase.

DECLARE A MISSION COMPLETE

You may declare a mission complete and claim the reward at any
time during the Combar or Redeployment phases, by moving
your Leader intc the relevant Tertitory.

Onee you have done so, thar Leader must remain in that Terricory
for the rest of your turn; although any battalions in that Territory
may confinue o move as normal [see ADVENTLRE CARDS on
page 146)

STROMNGHOLDS

These are counted as part of, not in addition 1o, the Territory
they are within. Each stcrengthens the defense of the Battalions
occupying the Stronghold by +1 on the highest defensive die noll.

STRONGHOLDS

Mines of Moria

Heln’s Deep

Rivendlell

lsengard

Dol Guldur




REDEPLOYMENT EXAMPLE:

The battalions represented
by the Eagle In Lune Valley
could redeploy to Evendim
Hitis, Tower Hills; or The Shire,
They could not redeploy o
Hatlindon or Forlindon
because an enenty army is
blocking them; nor could
they redeploy to Fornost
because there s no bridee
for them to cross the river

EFFECT OF LEADERS AND STRONGHOLDS

The power added to your highest die roll as a result of the
possible combinations of additional powers are shown below:

ELEMEMNT ATTACK DEEENSE
' Leader +l +]

Stronghold 0* +

Leader & Stronghold +1 7

*As Strongholds are fTeed, they provide no benefit in aftack.

REDEPLOYMENT

Once you have completed all of the attacks you wish o make,
you may move any number of battalions and/or a Leader from
| Territory you occupy to any other of your Terricories. The
move may be made throongh any number of Territories occupied
by your army. You may not pass through any Territory cccupied
by another player nor can you ¢ross a mountain, You may cross
a river using a bridge, and you may use seaporis as normal.

Leaders can be moved without a battalion accompaniment;
however, you may not move a Leader that has been used 1o
claim a mission during that turmn.

Remember: You must leave at least | battalion in the Territocry
you maove from.

PLACE LEADER

If you do not have a Leader in play ac the end of your turn,
you may place a Leader into any Territory yau control.

DRAWING CARDS

At the end of yaur wrn you may be able to draw a Territory
card and/{or an Adventure ¢ard.

TERRITORY CARDS

If you conquer at least one Territory when attacking, you may
draw the top Territory card from the draw pile.You may draw
only | card, no matter how many territories you conguer
during your attack.

ADVENTURE CARDS

If one of your Leaders conguered a Tertitory containing a Site Adventure
of Power, or moved into a Territory containing one this mrn, card

you may draw | Adventure card, Discard a card If vour draw
results In you having more than 2 Adventure cards.

Afrer an Adventure card has been drawn no more cards,
except Event cards, can be played on that turn,

You may draw only 1 card, no matter how many Sites of
Power your Leader has conquered. See ADVENTURE CARDS
on page 16 for details of how to play Adventure cards.

MOVING THE FELLOWSHIP

The Fellowship, represented by the One Ring, starts in the Shire.
At the end of each players turn, move it into the next Territory
along the Fellowship’s dotted path. When it is in a Territory with
a B ¥ symbol, a die roll must be made before moving ir. To
continue the One Ring® journey, the die roll must be HIGHER
than 3. If the roll is unsticcessful, the Fellowship and ring remain
in that Territory and the die must be rolled again ar the end af
the next tum.

Territory




WINNING THE GAME

When the Fellowship leaves the Dead Marshes with the One
Ring, the game ends. The player with the highest number of
points wins the game.

SCORING POINTS

Calculate your points as shown below:

2| point per Territory you occupy; plus

= Extra points for complete Regions held, as shown in the
reinforcement table on page ¥ and on the gameboard
e, g Mirkwood = 4 points; plus

% 7 addirional points for each Stronghold you control; plus

< Extra points are scored by adding up the totals shown In the
bottom, right-hand cormer of your played Adventure cards.

& Any cards not played by the time the Fellowship and One
Ring feave the land, are not counted in final scoring.

BOTE: IF a player gains control of all of the Territories in

Middle-earth before the Fellowship leaves the board, that player
is declared the winnen IF there is a tig, the plaver controlling the
greatest number of Territories wins. IF there is siill 2 tie, then the
player controlling the most Strongholds wins; if stll ded, then the
player with the most Adventure card points is the winner. If there
is still & tie, the tied plavers share control of Middle-earth.

\

v

'?ﬁ" played immediately. But

ADVENTURE CARDS

You may play as many

YOUF [Urn as you
want or are able.

missions; which

completed. To complete a
mission, your Leader must
arrive at the Site of Power
shown on the eard, by either
capturing a Territory or

arriving there during an army’s

redeployment. The mission
should be declared complete

and the reward collected. Once

the mission has been declared
complete, the Leader may not

be moved out of that Territory

until your next turn.

MOTE: Some Missions have
different rewards for Good
forces and Evil forces. Collect
the reward according to your
allegiance and keep the

complered Mission card in front the zame,

of you. You will score the
points shown on it at the end
of the zame.

EVENT CARDS

Event cards are shown by a
symbol and must be

beware - they can be bad as
well as good! Once played,

Addventure cards on

can be kept until

,ﬁ, symbel at the end of the
game.

discard them to the Adventure
card discard pile next to the
gameboard and draw another
Adventure card.

POWER CARDS

You may keep Power cards to
play atany time during the
Combat phase of your nirn,
unless stated on the card [you
can play some of these on
another player’s wirn or when
the Fellowship atempts o
move). Once you have played
a Power card, keep it in front
of you, as it is worth the
number of points shown in the

Evil Forces Symbaol

You can keep a maximum of 3
Adventure cards in your hand
ar-a time. You can pick up a
faurth, but must discard one
of these from your hand o
the discard pile next to the
gameboard, Cards in the discard
pile or ones not played, are not
worth any poings at the end of



THE 2-PLAYER GAME PLAYING STANDARD RISK

When playing with only 2 players, one must use an army You may wish o play standard Risk, without the additional
from the Good side and the other from the Evil side. A third, The Lord of the Rings rules.
neutral army alse comes inte play. OBJECT OF THE GAME
1. Remove the Wild cards from the Territory card deck; separate To be the first player to conguer all of the Territories in
them into Good, Evil, and Meutral and shuffle separately, Middle-earth.
2. Deal the Good, Evil and neutral Territory cards as shown 1. Leave The Lord of the Rings Adventure cards, Leaders, and the
below: One Ring in the box as they are not needed for this game.
PLAYER MO. NO. OF TERRITORY CARDS TAKEM 2. Lay the gameboard on & flac surface.
| (Good Arny) 9 Cood 3. Take the number of infantry battalions approptiate to the
| number of players, as follows:
2 [Evil Army] 9 Evil
Mo, of Players 3 4
3 [Meutral Army) 1% Meutral .
MNo. of Battalions 35 40
3. Each player places | infantry battalion info each of his/ her For a 2-player same, see the special 2-Player Game rules, on
Territories. Each neutral Territory should contain 2 neutral the previols page.
battalions.
. ! 4. Remove the Wild cards from the Territory cards and shuffle
4. Roll the 'Lije [ see who starts; the PIH'}'\E]' with the hlghE‘St Ih.E‘ TEI‘r‘iEﬂr'}l' cards‘ Deai ol au Df [hE' Terr‘[tDE‘}-’ Ca.i‘di,
roll begins. In tien, place your batralions, one at a time, in facedown, to each player. Note that in a 4-player zame, 2
the remaining 10 Territories (5 each) until each Territory on players will receive an extra card.
the board has | battalion in it.
5. Roll a die 1o see who goes first. The player with the highest
% Play continues in exactly the same manner as for the 3- or roll starts, by placing | battalion in one of the Territories
4-player game, with the following exceptions: shown on their cards. The player to the first players [eft now
<= The neutral army receives no Leader or Mission cards. places | battalion and so on, until all Territories are occupied.
In battle, the neutral army only "-1'3':9”‘35_- It acts the &. Starting with the highest roller again, each plaver in turn may
same as other opposition. The second player rolls the place one additional battalion in one of their Territories unil
black dice for the neutral army. all of the battalions issued at the start are on the board.
 The neutral army cannot atack or rEdepIJ_:}}f. J 7o Add the Wild cards back into the Territory card decl, shuffle
= The Fellowship, represented by the One Ring, is not the cards and put them facedown next to the sameboard.
moved by the neutral army. i _
% : 8. Play the game exactly as described in the GAMEPLAY
i section on pages 7 to 15, with the following exceptions:

= lgnote all Strongholds and Sites of Power
2 In the Redeployment phase, your troop’s redeployment
can only be from one of your Territories to a Territory
directly adjacent 1o it
WWINMNING THE GAME
The game is won when one army conguers all of the Territories
of Middle-earth.
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RISK" — THE LORD OF THE RINGS™
TURN ORDER REMINDER

REINFORCEMEMNT

1. Take | battalion for every 3 territories you own.

2. Take further battalions for Regions you completely occupy.
3. Exchange Tervitory cards for extra battalions.

4. Deploy extra battalions.

COMBAT

I. Declare attack

2.Roll dice to bartle. Add any extra power to dice roll.
Highest roll wins.

3. Oceupy Territory if successful.

4. Continue artacking other Territories, if desired.

5. Completed Missions may be declared and rewards claimed.

REDEPLOYMENT

. Move battalions and/or a Leader from | Territory to any
other you occupy that is directly linked to it, if desired.

2. Completed Missions may be declared and rewards claimed.

DRAW CARDS

I. Draw | Territory card if you conquer one or more
Territories.

2. Draw an Adventure card (I maximum) if your Leader has
conquered or moved to a Territory containing a Site of
Power on this turn (discard a card if this leaves you with
more than 3 cards.)

MOVE THE FELLOWSHIP

W will be happy 1o hear vour questions or comments about this game.
Write 10: Hasbro Games, Cansumer Affaira Dapt., RO, Bax 200, Pawiucket,
Rl 028682, Tel: BA5-236-7025 (tell frea). Canadian consumers please write to:
Hasbro Canada, RO, Box 267, Station A, Langueuil, Quebec J4H 3XE.

2002 MNew Line Productions, Ine. The Leed of the Rings, The Two Towers
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