


SARUMAN
(WIZARD, ISENGARD, CAVALRY, HERO) 

 Mv F S D A W C M W F
 10" 5/4+ 4 5 1 3 7 3 6* 3

WARGEAR
Staff of Power*.

SPECIAL RULES
The Palantír  ACTIVE  – Once per game Saruman can use the Palantír to 
automatically win a Priority roll – the use of this special rule must be 
declared before any dice are rolled for Priority.

Lord of the Istari  PASSIVE  – Saruman can choose to re-roll one dice when 
making Casting or Resist tests.

MAGICAL POWERS Range Casting

Immobilise 18" 2+  
Terrifying Aura - 2+  
Command 18" 3+  
Sorcerous Blast 12" 4+ 

GRÍMA WORMTONGUE
(MAN, ISENGARD, INFANTRY, HERO) 

 Mv F S D A W C M W F

 6" 2/4+ 3 3 1 1 2 0 0 0

WARGEAR
Dagger.

SPECIAL RULES
Wormtongue  PASSIVE  – If an enemy Hero model is within 6” of Gríma, 2 
Might points must be expended instead of 1 when using a Might point.
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HEROES OF ISENGARD



URUK-HAI SCOUT
(URUK-HAI, ISENGARD, INFANTRY, WARRIOR) 

 Mv F S D A W C

 6" 4/4+ 4 4 1 1 3

WARGEAR
Armour, sword, and one of the following options:

• Shield
• Uruk-hai bow

URUK-HAI WARRIOR
(URUK-HAI, ISENGARD, INFANTRY, WARRIOR) 

 Mv F S D A W C

 6" 4/4+ 4 5 1 1 3

WARGEAR
Heavy armour, sword, and one of the following options:

• Shield
• Pike

2

WARRIORS OF ISENGARD

Permission to download/print for personal use only. © Copyright Games Workshop Limited 2022. 

© New Line Productions, Inc. All rights reserved. THE LORD OF THE RINGS: THE FELLOWSHIP OF THE RING; THE LORD OF THE RINGS: THE TWO TOWERS; THE LORD OF THE RINGS: THE RETURN 
OF THE KING and the names of the characters, items, events and places therein are ™ of The Saul Zaentz Company d/b/a Middle-earth Enterprises (“SZC”) under license to New Line Productions, Inc. (s22)


