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Sticky Note
The four non-black dice have the same faces: 1 Gandalf, 1 Ring, 1 Nazgul, 1 Fellowship, and 2 Orcs.  The Black die has the essentially the same, but changes out the Gandalf die face for a White Tree die face.


‘The brave and intrepid Hobbits are making their way from Bag End

to Mordor with the One Ring, an artefact of unlimited power and
control. The only way to destroy the One Ring, and thereby guarantee
none should ever wield its terrible power, is to throw it into the fiery pit
from whence it was forged: Mount Doom. The Hobbits are relentlessly
pursued by the Nazgil, and they are often thwarted by monstrous Orcs
looking to strike a blow for their dark lord. With luck on their side, the
Hobbits have a chance to bring peace to Middle-earth. But luck is a
fickle friend in times such as these...

OBJECT OF THE GAME

Journey to Mordor puts players in the roles of the Hobbits who risk life
and limb to bring the One Ring to its necessary destruction. During the
game, players take turns rolling dice to determine both their Hobbits’
movements toward Mordor and the movements of the pursuing
Nazgtl. The player who reaches Mount Doom first is the winner!
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SETUP

1. PREPARE SHEETS
Tear off one map sheet from the paper pad for each player. Each R
player will also need a pen or pencil.

2. PREPARE DICE
Place the five dice on the table within easy reach of all players. '

3. CHOOSE HOBBITS

Each player chooses one of the four Hobbits: Frodo (yellow), Sam
(red), Merry (blue), or Pippin (green). Each player checks the box
next to the picture of the Hobbit he chose on his map sheet. A player

cannot choose the same Hobbit as another player. '

4. DETERMINE FIRST PLAYER
The player who has most recently read 7he Lord of the Rings takes the
first turn. Play proceeds clockwise around the table.

THE SYMBOLS -

.
Gandalf Fellowship 2
B '
Orc White Tree Nazgil

PLAYING THE GAME 38

Journey to Mordor is played over a series of turns. The player currently
taking a turn is the ACTIVE PLAYER. During a player’s turn, he takes all
five dice and rolls them. Then, he chooses at least one die to set aside.

Any dice not chosen are rolled again, after which he chooses at least one
more die to set aside. The player repeats this process of rolling dice and
setting at least one aside until all dice are set aside.

During any roll, when choosing dice to set aside, a player must obey the
following rules:

% A player cannot set aside two or more dice that show the same
symbol.

& If a player rolls one or more Nazgl, he must set one of
those aside.

After a player has set aside all dice, he resolves his dice and marks his
map sheet accordingly.
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PLAYER TURN EXAMPLE

Pippin starts his turn by rolling all five dice.

X

He cannot set aside two symbols of the same type. He must

choose one Nazgil to set aside. He also chooses one Ring to set

aside. Then, he rerolls the remaining dice.

4

4

He must set aside the Nazgil, and he also chooses to set aside
the Fellowship rather than risk rerolling that die.

He resolves his final five dice.
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The Fellowship has no effect as there are no Orcs to cancel.

Pippin resolves the two Rings by marking two of the circular

spaces on his Hobbit track.

Finally, he resolves the green and black Nazgtl; Pippin’s color is

green so he marks one of the square spaces on his Nazg(il track.

The black Nazgil always affects the active player, so Pippin

marks a second square space on his Nazgl track.

THE TWO TRACKS

Each map sheet features two tracks from Bag End to Mordor. The
upper track with the circular spaces is the HoBBIT TRACK. The lower
track with the square spaces is the NAZGUL TRACK.

To win the game, each player must advance along his Hobbit track.
He does this by marking spaces with his pen or pencil when he resolves
Rings during his turn.

During the game, each player will also be forced to advance along his
Nazgl track. He does this by marking spaces with his pen or pencil
when he resolves Nazgil that affect him during any player’s turn.

RESOLVING DICE

After a player has set aside all dice, he resolves the symbols on the dice
in the following order:

FELLOWSHIP

Each Fellowship cancels one Orc. Each Orc must be
canceled by one Fellowship for any Rings to be resolved.

ORC

One uncanceled Orc cancels all Rings. Orcs are canceled
by Fellowship.

RING

For each Ring set aside, the active player marks the next
empty space on his Hobbit track. Any Orcs must be
canceled by an equal number of Fellowship for any Rings to
be resolved.

GANDALF
For each Gandalf set aside, the active

player draws a line to divide one space é‘
on his Nazgl track into two spaces. B
He cannot divide a space more than once, and he 3 % i
cannot divide a space that has already been marked.
If every available space on his Nazgfil track has

been divided, any additional Gandalf has no effect.
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divided into two spaces.

NAzZGUL

‘The color of each die showing a Nazgul determines which
player is affected when that die is resolved. The black die
affects the active player; the other colors affect the player
whose Hobbit matches that color. For each Nazgfil set aside, the affected
player marks one space on his Nazgtl track when the die is resolved.
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Note: During a game with fewer than four players, any dice showing
Nazgil that do not match a player’s Hobbit color affect the active player.

Example: During a three-player game with Sam (red), Merry (blue), and
Frodo (yellow), the green Nazgiil would affect the active player.

THE WHITE TREE
The White Tree is only found on the black die. If the active player sets

aside the White Tree, he cannot roll or set aside any more dice
ﬁ?’ for the duration of his turn. He must resolve all of the dice he
has set aside and then his turn ends immediately.
He may set aside dice from the roll before he sets aside the White Tree.
If he rolls one or more Nazgil along with the White Tree, he must set

aside one Nazgil before he can set aside the White Tree.

RESOLVING NAZGUL EXAMPLE

Pippin ends his rolls with the following dice set aside:
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The Fellowship has no effect as there are no Orcs to cancel. He
resolves the Gandalf by dividing a space on his Nazgtil track.
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SHELOB'S LAIR:

Pippin resolves the green Nazglil by marking a space on his
Nazgl track. Since Gandalf divided the space, he only marks
one half.
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Finally, the red and yellow Nazgtl are resolved; Sam and Frodo
must each mark one space on their Nazgil tracks.

RESOLVING THE WHITE TREE EXAMPLE

Frodo rolls the dice. He rolls two Orcs, one Ring, one Nazgil,
and one Fellowship. He must set aside the Nazg(l, and he also
chooses to set aside the Ring.

He rerolls the remaining dice. He rolls one White Tree, one
Ring, and one Orec. First, he sets aside the Ring. Next, he sets
aside the White Tree, which allows him to end his turn. The red

die is not rerolled or resolved.

REACHING MORDOR

There are two ways a player can reach Mordor: on his Hobbit track or
on his Nazg(l track.

HOBBIT TRACK

If a player marks the final space on his Hobbit track, his Hobbit
has reached Mordor. Before he can destroy the One Ring and win
the game, each other player gets one turn to attempt to reach the
final space on his Hobbit track. Then, players determine a winner as
described in the “Winning the Game” section below.

If a player has marked the final space on his Hobbit track, he can still
be affected by Nazgdl.

NAZGUL TRACK

If a player marks the final space on his Nazgl track, he is eliminated
from the game. The die that matches the color of his Hobbit now
affects the active player. A player can be eliminated during another
player’s turn.

If a player has marked the final space on his Hobbit track and later marks
the final space on his Nazg(l track, he is eliminated from the game. If all
players are eliminated, the game ends without a winner.

WINNING THE GAME

When a player marks the final space on his Hobbit track, each other
player gets one turn to attempt to reach Mordor.

& If no other player is able to reach Mordor on his Hobbit track, the
player who reached Mordor destroys the One Ring and wins the game.

& If other players reach Mordor on the Hobbit track, the player
who has the most empty spaces on his Nazgl track destroys the One
Ring and wins the game. (A divided space counts as two spaces.)

& If there is a tie for the most empty spaces between all players
who have reached Mordor on their Hobbit tracks, those players
destroy the One Ring together and share a victory.




ADVANCED RULES

CREDITS

If players are looking for more challenging gameplay, they can use these
~ advanced rules. One side of each map sheet shows a quick reference box
for the advanced rules.

When a player begins his turn, the last space he has marked on his
Hobbit track is his STARTING LocATION. For each starting location, the
following rules apply:

- RIVENDELL
If a player’s starting location is Rivendell, he meets Elrond. For the
- duration of his turn, on any roll, he may set aside two or more dice
~ showing the same symbol.

X ,' ‘ Gandalf has no effect, but can still be set a51de

LOTHLORIEN

If a player’s starting location is Lothlorien, the Elves give him shelter
and lend their support to his cause. For the duration of his turn, each
Fellowship cancels up to two Orcs.

ROHAN

If a player’s starting location is Rohan, he meets Eomer. For the
~ duration of his turn, each time he rolls, he may reroll all of the dice
~ he just rolled exactly once before setting any aside.

HELM’S DEEP

If a player’s starting location is Helm’s Deep, he runs afoul of Saruman,
who summons Orcs. For the duration of his turn, canceling one Orc
requires two Fellowship.

GONDOR

- Ifa player’s starting location is Gondor, he meets Eowyn. For the
duration of his turn, Nazgtil have no effect on him. Nazgl still affect
the other players as normal.

MINAS TIRITH

- Ifa player’s starting location is Minas Tirith, he meets the fearsome
& Witch-king of Angmar. For the duration of his turn, all Nazgfl affect
~ him, regardless of color. Nazgtil do not affect any other players.

" SHELOB'S LAIR
- Ifa player’s starting location is Shelob’s Lair, he faces Shelob, who is
hungry and dangerous. For the duration of his turn, when resolving
his dice, one Ring is canceled by Shelob. As such, he must resolve two
Rings to progress to Mordor.
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ADVANCED RULES (OPTIONAL)

RIVENDELL: Set aside same symbols on any roll
Moria: Gandalf has no effect

LOTHLORIEN: 1 Fellowship cancels 2 Orcs
ROHAN: Reroll dice once per roll

Hewm’s DEEP: 2 Fellowship cancel 1 Ore
GONDOR: Nazgiil do not affect active player
Minas TiRITH: Nazgil only affect active player
SHELOB’S LAIR: Cancel 1 Ring
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Travel across Middle-earth in your quest to destroy the One Ring
in this press-your-luck dice game! Can you reach Mordor and
save Middle-earth before the Nazgtil overtake you?

* Fight bands of Orcs with the help of the Fellowship
e Seek the help of Gandalf to evade the Nazgil

* Race your friends to the Crack of Doom
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GAME CONTENTS

1 Pad of Paper Map Sheets
1 Setup Reference Sheet
5 Dice

Lord of the Rings: LTR17

2-4 15-30 min Journey to Mordor
3110177
154

WWW.FANTASYFLIGHTGAMES.COM

© 2016 Fantasy Flight Games. No part of this product may be without specific
Middle-earth, The Lord of the Rings, and the characters, events, items and places therein, are trademarks
or registered trademarks of The Saul Zaentz Company d/bla Middle-earth Enterprises and are used, under
license, by Sophisticated Games and their licensees. Fantasy Flight Games and the FFG logo are registered
trademarks of Fantasy:Flight Games. All rights reserved o their respective owners. Fantasy Flight Games is
ocated at 1995 West County Road B2, Roseville, Minnesota, 55113, USA, 651-639-1905. Actual components 8 4133
may vary from those shown. Made in China. THIS PRODUCT IS NOT ATOY. NOT INTENDED FOR USE BY
PERSONS 13 YEARS OF AGE OR YOUNGER.

0
15N



	LotR - Journey to Mordor - Fantasy Flight [2016]
	Rulebook
	Object of the Game
	Components
	Setup
	The Symbols
	Playing the Game
	The Two Tracks
	The White Tree
	Reaching Mordor
	Winning the Game
	Advanced Rules
	Rivendell
	Moria
	Lothlorien
	Rohan
	Helm’s Deep
	Gondor
	Minas Tirith
	Shelob’s Lair

	Credits

	Basic Rules Game Track
	Advanced Rules Game Track
	Back Cover




