THE CONFRONTATION

A game by Reiner Knizia, illustrated by John Howe
For 2 players ages 12 years and up. Playing time approx. 30 min.

The time has come for the final confrontation between Good and Evil in Middle Earth. Will the
Hobbit Frodo and his companions bring the Ring to Mount Doom in Mordor? Or will they fall
10 the forces of Lord Sauron and lose Middle Earth to cternal darkness?

Only one side can win!
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Setup

Before playing the game for the first time, carefuly unpack
the cards and separate the cardboard counters.

One player controls the nine companions of the Fellowship
and is the Good Player. The other player controls the nine
Dark characters and is the Dark Player. Before the game
begins, players should familiarize themselves with both their
own and their opponent’s cards and characters.

 The Good Player slides the 9 Good character counters into
the Good wall counters so that the picture and text s facing
him (and not his opponent). The Dark Player slides the 9
Dark character counters into the Dark wall counters. Now:
both players have 9 game counters. (Note: Your opponent
should not see which of your characters goes into which wall
counter).

- Each player takes his 9 cards into his hand. The Good Player
takes the Good cards and the Dark Player takes the Dark
cards. (The 4 variant cards "Gandalf The White,"
"Shadowfax," "Recall to Mordor" and "Palantir" are only
used in the variant game.)

* The Board is placed between the two players so that the cor-
ner with the Shire is pointing at the Good Player, and the cor-
ner with Mordor s pointing
towards the Dark Player. The s

« The Dark Player proceeds likewise: He places four of his
characters on Mordor. The remaining five characters are
placed in the five regions lying in front of Mordor (before the
mountains), so that each region has one character in it

characters may be placed on the Mountain Range at the
B iigotine game,

Note: The characters must be placed so that the covered part
of the wall counter is facing the opponent, ensuring that each
player sees the identities of only his own characters.

Playing the Game

“The Dark Player takes the first turn.
Play then alternates between the two
players for the rest of the game.

Movement:
During a player’s turn, he must move one of his characters
using the following rules:

+ A character can only move forward. Characters can never
move sideways or backwards unless otherwise stated on their
character text or allowed by card play. (Example: Frodo's text
allows him to retreat sideways if he is attacked.)
+ Ch never move

mountain range runs in the -
middle of the board between
the two players.

When itisap
charact
is an enemy ¢

- The Good Player chooses
four of his characters and e
places them on the Shire. The

ayer’s turm, he must move one of his
s forward into an adjacent region. If there
aracter in that region, then a battle
oceurs. (Moving into a region occupied by an

y character is also called attacking.)

sideways while in the moun-
tains (not even through the
use of cards or character text).
« Each player can have a max-
imum of four characters in the
Shire and in Mordor.

« Each player can only haye
IL: one character in each moun-

ing five cl
the five regions lying
in front of the Shire (before the mountains), so that each
region has one character in it

" tain rey jion.
«In all other regions each player can only have two charac-
.

* A player can never move & character into a region that
already holds the maximum number of his own characters



(not even through the use of cards or character text).

« A player can, at any time, mix his characters in I]u: a
region in order to confuse his opponent, (By mixing, a player
picks up his characers i a region, shuffe them behind
back and places them back into the same region.) Thi
always helpful when your opponent knows the identity of one
of your characters in a specific region. (Note: Characters from
different regions can never be mixed together in this way.)

+ The River Anduin: The Good Player can use the river o
move his characters sideways (downstream) from Mirkwood
to Fangom, or from Fangorn to Rohan, but not in the opposite
direction (from Rohan to Fangorn, or Fangorn to Mirkwood).
“The Dark Player cannot use the river,

= The Tunnel of Moria: The Good Player can move his char-
acters through the Tunnel of Moria from Hollin directly into
Fangorn, but never in the opposite direction (from Fangorn to
Hollin), even if a character is retreating. If the Dark Player
reveals the Balrog in Moria, the Good character traveling
through the Tunnel is defeated without battle. The Dark
Player cannot use the Tunricl.

Battle:
Ifa character is moved into a region occupied by one or more
enemy characters, a battle occurs.

Ifa character is moved into a region occupied by more than
one enemy character, then the attacking player randomly
decides which opposing piece will be his opponent in the bat-
tle, and reveals only that enemy

character. (Exception: In the variant game, if the Dark Player
has used the "Palantir” on the contested region, his decision is
n0 longer random.)

Battle s resolved in three steps;

1. Reveal Characters

Both players now reveal their characters to their opponents
and read their characters” text aloud. (Exception: If the Warg
s participating in the batle, then the text of the Good charac-
teris ignored.)

“The Good characters Frodo and Pippin have the opportunity’
10 flee at the start of the battle before the Dark Player's text
takes effect (with the exception of the Warg). After they have
been revealed and their text has been read aloud, they have
the opportunity to retreat sideways or backwards into an adja-
cent region.

A character cannot retreat nto a region occupied by an enemy
character or a region with the maximum number of characters
init. A character cannot retreat sideways in the mountains,

If neither character in the battle retreats, one or both of the
characters may be defeated based on the characters” text. If a
character is defeated, that character is removed from the
board and set aside.

2. Play Cards
If neither of the characters have
retreated or been defeated afler read-
ing the text lhm each player mus
retly select one of the cards from
i hand, Afee b players have
selected a card, they reveal their card
choice simultaneously face-up on the table.
Some are Text Cards and have text on
them, while others are Strength Cards rep-
resented by a number.

“Text cards always take effiect before Strength cards, If both
players reveal text cards, the Dark Player’s card takes effect
first,



3. Compare Strengths

Ifthe battle isn’t over after the text
cards have been implemented, then F
the Strength number of each player's & I
Strength card (if he played a Strength E” j
card) is added to the Strength value of his

character. The character with the lowest total Strength is
defeated. If the total Strength of the two

characters is equal, then both characters [ 4 4
are defeated and removed from the game, ’ £

After a battle, if there are still additional enemy
characters in the contested region, another battle begins. The

After a batle, the used cards are discard-
ed and placed face-up beside the game
board. When all nine of a players cards
have been used, that player takes all
used cards back into his hand.

Battle Summary
1. Both battling characters are revealed. The charac-
ter text is read aloud and takes effect. Based on this
text, some characters may retreat, and others may be
defeated.

2. If the battle is still not decided, both players
simultaneously choose and play one card apiec:
from their hands. Cards with text are read aloud and
take effect. The Dark Player's text card takes effect
first,

3. If the batdle i sill not decided, add the Strength
of the characters to the numbers of their Strength
cards and compare the characters’ total Strength
values. The character with the lowest total Strength
is defeated. If the total is equal, then both are defea-
ted.

attacker randomly decides which enemy character will be
attacked, and the batle is resolved as described above. (Note
that there may be up to four characters in the Shire, up to four
characters in Mordor, one character in the mountains, and up
0 two characters in all other regions.)

A player's turn doesn’t end until al battles are resolved and
only Good or Dark characters (or none at all) oceupy each
region.

At the end of a battle — also after a retreat — the revealed non-
defeated characters are concealed and thus hidden from the
opponent again.

Game End

« The Good Player wins immediately if Frodo enters Mordor
(regardless of whether or not there are any enemy characters
in the region).

+ The Dark Player wins immediately if he has three characters
in the Shire, or if Frodo is defeated.

+ If a player is unable to move a character during his turn, he
loses immediately.

We recommend that you play two games. Each player should
play the Good Player once and play the Dark Player once.
‘The winner of each game receives one point for each of his
remaining characters, and the loser receives no points. After
two games, the player who has the highest number of points
wins

9

The Characters

“The number in parentheses afier each character’s name indi-
cates that character’s Strength value.



Good Characters:

Frodo (1):

od can et ey whe ke, bt o €
himselfis the attacker. Frodo cannot use his ability in bat-
Al te W, Frodca oty s sl
e e bgling o e, ot e s
ave aready been played. The retreat doesn't count as
ol move. Fodo cu nver e sdeways n the
mountains

e has o
Stengh
value of 5,
and may fight
in Frodo's

place ifFrodo
s attacked
st — even in
batle agninst the Ores. The Good Player must bt
Frodo and Sam at the beginning o a btte i ord
prove Sam's sengi. I bt sgsinst the War, th text
on the good characters (and thereore also Sam's special
abilty) s ignored. Since the characer fimit in mountain
regions s one, Sam can never accompany Frodo in th
mountins

Fippin (1)

in atacks,ale he and th encmy character are

oyt e

but ot i the enemy characer i the Warg. 1 Pippin is

stk e cmot i, Ppin i nly e i bty
the beginning of ba

Bve ey o plyed The e el

norma

Merry (2
Merrydefeats the Wich King immediatly befor any
cardsare played. I butles against al other s, the
sl s apiy.

Gandalf (5)
It s, Gl shoud ol come oy
ing cards,the Dark P oy bis card
138 Chosgh e F e 1 g e 1
Dark Player plays the "Magic® card (ce below) hs is

resalved before the Good Player must play a card, Afier
the Dark Player has revealed his card, the Good Player

homes ndply i o b g o i p\nv a
card, even i the Dark Player played s

Aragorn (4):

A cn move o sy e o

sdovaysr bckarls

chura

P ieionths he ot chrcrs.
o cn sk e W g il iy

s iy s e oo o it

ragom cannol ek ideways i o

e

Legolas
L =gnlmwh- cats the Flying Nazgdl immedisely, before
any cards are played. In battes against al oher e
the usual ules apply.

Gimli (3):
Gimii defeatsthe Orcs immediately, before any cards are
el bl l ot v e v e

Boromir (0):

A Baromirs tacke, o stacks ananemy characir, bt
char eed il Theonlycxepions
10 e (. ion) nd s Bt e e
Timel of Moria whic the Balrog occpies Mors

Dark Characters:

Bal
1 he Balrog s in Moria when a Good characte uses he

Shelob (5):

When Shelob defeats an enemy character,she s immedi-
ately retumed to Gondor. I there ar aleady two other
Dark characters in Gondor, Shelob is defeated and.
removed from the



Witch King (5):

King can move sideways nlo an adjacent
e attacks ot eas one enemy charate by doing.
0. Otherwise e canonly move forvard into an adacent
region ke th oter charseters. e can never atack side-
s o the mountains.

Fying Nuzgdl O):

e oy chariis, e g N
e ol et e e e b Shac

Black Rider (3):
ek Rider can move forward any nurbe of regions

ihe ttacks a east one enemy charater by doing so. I
e Blck Rider doss ot van 0 attck,then b can only

ove Forward into an adjcent tgion ke he tbercharac-
e The Black ity v o i o hroghs
vegion aleady containing the maximum numberof
i et
one or moreenemy charctes

Saruman (4):

Sarunancan decde that no cards shll b wsed i a1
o characers e defestd (o retaca) before cards arc
plaved,the the Dark laye may choose that the bt

. All
ther normal ruls for batle apply.
Ores (2):
Wi the s stk iy el e e it

attacked Good characier, Frodo may retreat sideways
befor th Onc deea i n i o I e bl
follow, the Ores do not have ther special abiliy for i
remainder ofthe turn. Gimlj immediately defeats the Orcs
and is therefore unharmed. Ifthe Ores batle against
Boromir, both characters are defeated. The Ores have o
special abilty when atacked by a Good character

Warg (2):

In batle gainst the Warg, the Good character’s ext has no
et Only Aragorn can use s abily since e uses bis
ability i the adjacent egion, befoe the bt against the
Warg.

Troll (9):

W came 1ty g i e with e Tl e
Dark Player's card has no effct yer must

e e
effect in the ot

The Cards
‘The Good Cards:
Five of the Good cards have Strength values ranging from |

10 5. The other four cards are text cards, which are explained
below.

agit

ol physbredn Mage can i, wilth Oy
an sy diag b, A e o e s cad may

gy el i with a ons s da e e

Vously plaged card. I boh plyer play o

cards simultancousy, the Dark Player chooses first.

[ sosssrnee | Noble Sacrifice:
S| s s oy, bl chmis vl e bt
7] ted - unessthe Dark Playe plyed his "Reteat”
B o vni o et et o
cards are il discarded).

- | Elven Cloak:
When the Good Plyer plays this card and the Dark Player
Dl ber . e St vl f e
s fnored. 1 the Dark Playr ls | however,
e Good Paer's "o Clsk” crd b e




o | The Eye of

Retreat Backwards:
The oot e vl s ks o
Ahcont ey, o oag s s region comios
e e
chracters.

The Dark Cards

S ofthe Dtk s hve St s g o |
6. The olr thres cands ae et cards, which e
explined il

Magic:

See theexplanation under the Good cards.

‘When the Dirk Player plays this card and the Good e

Player's *The Eye of Sauron” card has no e,

Retreat Sideways:
he Dk lyer bl moves s charctesidevays

Game Variant

“The variant game includes four
additional cards, which are used
differently than the cards of the
basic game.

‘The Good Player displays the
cards Gandalf the White and
Shadowfax in front of him. The
Dark Player displays the
Palantir and Recall to Mordor in
front of him. These cards can
only be used once and are then
removed from the game.

Shadowfax:
During the Good Player’ turm, but before he moves a char-
acter, he an us the Shadowfox card o move a character
djacent region as long as there are o Dark
i el g dos ot ot e
‘maximum number of good charctrs. (The char
congh he Tumnel of Mo and s defeted pormal

Iyif the Dark Player reveals the Balrog in Moria) The

Player may move this character normally during his

Thicard ot e ptyd sl e Dk Payr s s

e Gl e i h G P
S e eyt
Gl bck . by pclog e o hame
Fangom, The Fi

e . occupicd by the maximum
of chrsie I the i, haacirscan
nucrmnvrmdn\n) Player uses th

the Dark.
S rsoeit e o Player
| ‘sacrfice” card has no effct.




| Palantir:
| “The Dark Playe may play ths card during is wr to
cevea alth G it inone region,excep i the
Shie. The God Player may not mix the characters i i
‘ tegion nil e the Dark Player’ tum s ove
|
|
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mm | Recall to Mordor:
a fin-
ished his e 0 use Recal o Mordor he Dark
R | Player must skip his entire tn. Use Recall to Mordor to
ke one ofthe Dark characters on the board and place it
S back in Mordor. The Dark Player may not do this if
Mordor s occup or four Dark
|| chamct

To balance a game between two players of different abilities
(that i, if one player is much better than the other), the weak-
er player should use his two variant cards, while the superior
player should not.

‘The Nlustrator:

The native Canadian John Howe lives with his family in
Switzerland. He is regarded as one of the most brilliant
Tolkien illustrators in the world. In Peter Jackson’s great "The
Lord of the Rings" movie trilogy, John Howe worked on con-
ceptart and illustration with his acclaimed colleague Mr. Alan

Lee. 5
‘The Author:
Reiner Knizia was born in 1957 in Illertissen, Germany.

Today the doctor of mathematics lives in England and dedi-
cates himself entirely to game design. Reiner Knizia is
regarded as one of the best and most prolific game designers
in the world and has received numerous honors worldwide for
his games.
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