
The Hobbit: An Unexpected Journey Strategy Battle Game

escape from goblin town

Wargear
Dwarf armour.

OptiOns
Dwarf bow .............................................5 points
The Oakenshield....................................5 points
Pony .......................................................5 points
Orcrist ................................................. 10 points

Thorin Oakenshield (Dwarf) ................................... 100 points
Thorin Oakenshield is a Dwarf of noble birth, the 
son of kings and the heir to the treasures of Erebor. 
A mighty warrior and a skilled battle leader, Thorin 
nonetheless has a difficult task ahead of him – if he 
is to lead his kinsmen safely to the Lonely Mountain 
and reclaim the incalculable wealth that lies there, 
he will need every ounce of his considerable skill 
and cunning to triumph.

Fili the Dwarf (Dwarf) ............................................55 points
Youthful and enthusiastic, Fili is a ready and willing 
volunteer for the quest to Erebor. With quick wits, 
and blades to match, Fili is a handy Dwarf to have 
around in a fight, but his loyalty to his uncle Thorin 
and his brother Kili remain his greatest strengths.
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the Oakenshield. At the Battle of Azanulbizar, 
Thorin famously cut a limb from a nearby tree 
and used it as a shield to protect himself in 
battle. Years later he still bears it, fashioned 
into a formidable defensive weapon. 

The Oakenshield is a shield (pg 74). 
Additionally, should Thorin opt to use it for 
Shielding during a Fight and he wins, he may 
make a single Strike at his Strength (receiving 
no bonuses from any weapons).

Orcrist. A magical blade forged by the Elves 
during their ancient wars, Orcrist is the bane 
of Orc-kind. Known in the tongue of men 
as Goblin Cleaver and the language of the 
Orcs as Biter, Orcrist is a brutal sword with 
an unnaturally keen edge and has claimed 
hundreds of Sauron’s minions over the years. 

Orcrist is an Elven blade (pg 68). When Orcrist 
causes a Wound on an Orc, Goblin or Uruk-hai 
it causes not 1 Wound but D3 Wounds instead 
(determine the number of Wounds before Fate 
points are used). Additionally, the bearer of 
Orcrist has the Terror (Goblins, Orcs & Uruk-
hai) special rule.

Wargear
Throwing axes. 

OptiOns
Pony .......................................................5 points

speCial rules
Bodyguard (thorin).

Combat synergy. Fili and Kili fight with one 
purpose, effortlessly coordinating their offensive. 

If they are in base contact, Fili and Kili may 
choose to swap places with one another at the 
start of any Phase – this does not count as moving.
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Bifur the Dwarf (Dwarf) .........................................50 points
Having travelled from the west with his kinsmen, 
Bofur and Bombur, Bifur is keen to lay claim to 
the treasures of the Lonely Mountain. Bifur once 
suffered an axe-blow to the skull, leaving him with 
more scars than those that can be seen by eye.

Wargear
Boar spear. Bifur’s weapon is a large-bladed 
spear, with a fearsome heft behind it.

A boar spear can be used as either a spear or a 
two-handed axe.

Bofur the Dwarf (Dwarf) ........................................50 points
A sturdy miner from the west, Bofur has a cheery 
disposition. Along with his cousins, Bifur and 
Bombur, Bofur’s chief hope is to become rich.

Wargear
Mattock. A tool for mining, a mattock can also 
be turned against foes, smashing skulls and 
piercing flesh with each swing. 

A mattock is a two-handed weapon, which can 
be used as either a hammer or a pick (choose 
which at the start of each Fight).

Kili the Dwarf (Dwarf) ............................................55 points
Kili is dark where his brother is fair, and less readily 
given to broad smiles and easy humour. In almost 
every other way, however, he is the equal of his 
brother, being both a strong arm in a fight and a 
crack shot with a bow.
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Wargear
Dwarf bow.

OptiOns
Pony .......................................................5 points

speCial rules
Bodyguard (thorin).

Combat synergy. Fili and Kili fight with one 
purpose, effortlessly coordinating their offensive. 

If they are in base contact, Fili and Kili may 
choose to swap places with one another at  
the start of any Phase – this does not count  
as moving.

OptiOns
Pony .......................................................5 points

speCial rules
throw stones.

Battle Damaged. If the axe-blade jutting from 
his head is ever touched, Bifur becomes a 
berserk fighter.

Once Bifur is reduced to 1 Wound, he may 
use a single Heroic Action each turn without 
reducing his store of Might. However, only 
Bifur may benefit from this Heroic Action.

OptiOns
Pony .......................................................5 points

speCial rules
steadfast. Undaunted by hard tasks, 
improbable odds or the subtle malevolence 
of dark magic, Bofur remains optimistic no 
matter the situation.

Each time Bofur is targeted by a magical 
power or special ability he may try to ignore 
its effects. Roll a D6; on the score of a 2+ its 
effects are ignored. This roll may be modified 
by Might. If you wish to try to Resist a magical 
power you must do so before making Bofur’s 
Steadfast roll.
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Bombur the Dwarf (Dwarf) ....................................45 points
Beneath the jocular nature and portly appearance of 
Bombur is a kind-hearted and loyal Dwarf. While 
his talents are different to the warriors of Thorin’s 
Company, he is courageous and a fine cook – and 
not afraid to use his cooking implements as weapons 
in a pinch.

OptiOns
Pony .......................................................5 points

speCial rules
lumbering. Bombur is quite overweight and 
far from nimble or agile. 

When making Jump or Climb tests, Bombur 
must re-roll scores of 6. Additionally, he may 
not call Heroic Moves or Heroic Marches.

Beefy. Bombur’s bulk makes him formidable.

When Bombur makes Strikes, he may choose 
to use the Bash special strike (pg 70) just as if 
he if he were using a mace.

raising spirits. Bombur can lift flagging 
morale with a kindly word or a proffered treat. 

Once each turn, at any point in his Move 
phase, choose a friendly model in base contact 
with Bombur and roll a D6. On a score of 4+, 
the chosen model regains a point of Will spent 
earlier in the battle (or campaign).

Dwalin the Dwarf (Dwarf) .....................................95 points
Dwalin is a powerfully built and incredibly 
formidable Dwarven fighter, who has fought at the 
side of his brother Balin and his good friend Thorin 
for many years. When enemies need smashing, 
Dwalin is always ready and willing, acting as 
Thorin’s strong right hand in the heat of battle.

Wargear
Two-handed hammer.

Balin the Dwarf (Dwarf) .........................................45 points
The old but experienced Balin is a cool head 
amongst the often rambunctious Dwarves of Thorin’s 
Company. Whilst not the most fearsome fighter, it is 
Balin who all the members of the company turn to 
when reason and wisdom are called for.

Wargear
sword-mace. Balin carries a fearsome weapon, 
part sword and part spiked mace. 
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OptiOns
Pony .......................................................5 points

speCial rules
Burly, Fearless.

Weapon Master. Dwalin is deadly, whether he 
carries a weapon or not. 

Dwalin is never considered unarmed, and 
never suffers the usual -1 penalty to the Duel 
roll for fighting with a Two-handed weapon.

This weapon may use the Feint or Bash  
Special Strikes.

OptiOns
Pony .......................................................5 points

speCial rules
longbeard. Balin’s grand age brings with it a 
great stock wisdom. 

In the Priority phase, Balin may spend a Will 
point to enable his side to re-roll their D6 in 
the Priority roll.
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Gloin the Dwarf (Dwarf) .........................................85 points
Wargear
Dwarf armour and throwing axes.

OptiOns
Pony .......................................................5 points

speCial rules
a Warrior Born. Gloin is a fearsome fighter, 
whose blows waste no effort. 

Gloin must re-roll scores of 1 To Wound 
in combat.

Oin the Dwarf (Dwarf) ............................................45 points
Mostly deaf and entirely grey, Oin is a wily old 
Dwarf who joins Thorin’s Company out of loyalty 
to his distant cousin, and with no small interest in 
the wealth to be gained. His kinsmen value him for 
his healing skills, as well as his uncanny ability to 
predict future events.

Wargear
Two-handed staff.

OptiOns
Pony .......................................................5 points

Although reluctant to leave behind his beautiful 
wife and his young warrior son, Gloin’s 
commitment to Thorin’s cause is unfailing. Gloin 
is a formidable fighter, the kind of Dwarf anyone 
would want at his side in the heat of battle. His skill 
wielding his axes, and the strength of his heart, are 
beyond dispute. 

speCial rules
Healing Herbs. Oin has a peculiar mastery of 
herbs and poultices, and can cure wounds, and 
sometimes severe injuries, with surprising speed. 

In the Move phase, instead of moving, Oin 
may attempt to heal a friend in base contact. 
Roll a D6. On a 1-3 there is no effect. On score 
of a 4 or 5, the model regains a Wound lost 
previously in the game (or campaign). On a 6, 
the model regains all its lost Wounds.

prognostication. Oin gazes into the future to 
read the portents. Such an act takes a toll on 
him, but can be valuable to his comrades. 

Once per turn, in the Fight phase, Oin can 
expend a Will point to enable a friendly model 
within 3" to re-roll a single dice in a Fight.

Ori the Dwarf (Dwarf) ............................................40 points
The youngest and weakest of three brothers, Ori’s 
true strength does not lie with his skill at arms or 
brawn. He is gentle and thoughtful, and keen on 
cataloguing and recording the travels he shares 
with his kinsmen. He is, however, no coward – and 
when danger threatens, he does not hesitate to fight.

Wargear
Slingshot.

OptiOns
Pony .......................................................5 points

speCial rules
Chronicler. Ori’s hope is to record the 
adventures of his kinsmen and compile them 
into a record worthy of their exploits. 

Any time a member of Thorin’s Company slays 
an enemy Hero or Monster within 3" of Ori, that 
model immediately regains a point of Might, 
Will or Fate (your choice) that has previously 
been spent in that game (or campaign).

Deadeye. While slingshots are seldom deadly, 
Ori’s has an uncanny ability to strike his target. 

If Ori scores 6 when rolling To Hit, do not 
take any In The Way tests, and do not roll To 
Wound. His target automatically suffers a 
single Wound.
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Dori the Dwarf (Dwarf) ..........................................55 points
The eldest of three brothers, Dori considers 
it his duty to keep Ori out of harm’s way and 
Nori’s mischief under control. A formidable and 
experienced adventurer with an impressive mastery 
of weapons – woe-betide anyone who comes 
between Dori and his brothers.

Wargear
Flail.

Nori the Dwarf (Dwarf) ..........................................60 points
Nori views right and wrong differently from more or 
less any other Dwarf he’s ever met, which has led 
him to spend plenty of time in hiding or on the run. 
Still, when his brothers need his aid, he will always 
answer, regardless of the risk – for at heart, he is a 
fearless adventurer.

OptiOns
Pony .......................................................5 points

speCial rules
a good sort really. Dori is very kindly at 
heart and also looks out for Bilbo Baggins 
when he is in peril. 

If Bilbo Baggins is within 3" of Dori, he may 
spend Dori’s Might, Will and Fate points as if 
they were his own.

Wargear
Two-handed mace.

OptiOns
Pony .......................................................5 points

speCial rules
Weapon Master. Nori has spent a lot of time 
travelling the world and fighting with many 
different ‘borrowed’ weapons. 

Nori is never considered unarmed, and never 
suffers the usual -1 penalty to the Duel roll for 
fighting with a two-handed weapon.

Bilbo Baggins (Hobbit) ...............................................60 points
Burglar, adventurer and treasure hunter are all 
things that Bilbo Baggins was not, yet still he found 
himself on the quest to Erebor alongside Thorin’s 
Company. Fate, it seems, placed the Hobbit on the 
journey, and though small of stature, his part in the 
adventure is a great one.

OptiOns
Pony .......................................................5 points
Sting ......................................................5 points
The Ring ..................................................... Free

sting. Sting is a dagger of Elven-make, a 
weapon forged as the bane of Evil creatures. 

The bearer of Sting has +1 Strength.

speCial rules
resistant to Magic, throw stones.

it Has not Yet awoken: The Ring is yet to 
return to its full malice.

Bilbo Baggins ignores the My Precious and 
Sauron’s Will sections of the Ring’s rules.
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The Goblin King (Goblin, Monster) ................................................. 120 points
Across the Misty Mountains and beyond, there are 
scores of small Goblin holds – survivors of the great 
wars against the Dwarves. Each such stronghold 
is ruled over by a tyrant of some kind – a fierce 
fighter or a bully with a cunning mind. Goblin 
Town, as the dismal, sinister realm that Thorin and 
his company are dragged into is known, is ruled 
by perhaps the greatest of these Goblin lords. He is 
called the Goblin King, or the Great Goblin, and he 
brooks no trespassers into his foul realm. 

Wargear
Two-handed pick.

speCial rules
terror, Burly, Cave Dweller, resistant to Magic.

relentless advance. When the Goblin King 
Charges, any Goblins in his way are in serious 
danger.

When the Goblin King Charges into combat, 
he can pass ‘through’ friendly Goblins when 
he moves. Each Goblin he moves through 
suffers a Strength 3 hit. Any Goblin that he 
ends his move on is automatically removed as 
a casualty.
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Blubbery Mass. The King’s vile, blubbery flesh 
absorbs blows with ease.

Every time the Goblin King is wounded, roll a D6. 
On a 3+, the Wound is ignored. Magical powers, 
Glamdring, Orcrist and Sting ignore this ability.

goblin projectile. The 
Goblin King will readily 
hurl nearby Goblins at 
foes if it suits him.

In the Shoot phase, if 
there is a Goblin in base 
contact with the Goblin 
King (and neither are 
engaged in combat), 
the Goblin King may 
make a special shooting 
attack with a range of 
12". Remove the Goblin, 
roll To Hit and take any 
In The Way tests for the 
shooting attack. The shot 
is resolved at Strength 8 
and will automatically 
knock Prone any model 
that it hits.

Gandalf the Grey (Wizard) .................................... 170 points
Known by many names in the tongues of Men, 
Elves and Dwarves, Gandalf is a Wizard who has 
travelled the length and breadth of Middle-earth. 
His involvement in the quest to Erebor is mysterious 
and conceals an important purpose beyond that of 
helping the Dwarves recover their treasure.

Wargear
*Staff of Power (pg 69), and Narya.

glamdring. Glamdring is an ancient Elf blade, 
rescued from a Troll hoard. 

Glamdring is a sword (pg 70). When Gandalf 
fights with Glamdring (instead of his staff), he 
adds +1 to his Strength characteristic, giving 
him a Strength of 5.

narya. Gandalf is the bearer of Narya, the Ring 
of Fire and one of the Three Elven Rings. 

Gandalf can re-roll his dice when using  
Fate points. 

OptiOns
Horse ................................................... 10 points

MagiCal pOWers
 range  Casting
Cast Blinding light self 2+ 

Command 12" 4+

immobilise 12" 3+

sorcerous Blast 12" 5+

strengthen Will 12"  4+

terrifying aura self  2+
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Grinnah (Goblin) .......................................................40 points
The Goblin King’s lieutenant, Grinnah has a 
position of significant power within Goblin Town. 
Grinnah is tall, rangy and possessed of an evil 
temperament. Whilst he wields a cruel scourge with 
some skill, his greatest strength lies in his ability to 
manipulate those around him through a mixture of 
fear and trickery.

Wargear
scourge. This is a throwing weapon with a 
Range of 2" and a Strength of 2.

The Goblin Scribe (Goblin) ........................................50 points
A small, malevolent creature, the Goblin Scribe 
records all the plunder brought in to Goblin Town. 
Weak in body, but with a sinister intellect, his 
knowledge of Goblin Town’s resources gives his 
master a genuine advantage in the heat of battle. Wargear

The Goblin Scribe is unarmed.

speCial rules
always More Where they Came From. The 
Scribe always knows where to find extra troops.

At the end of his move phase, the Goblin 
Scribe may opt to take a Courage test. If he 
passes, you may move D3 (+1 for each point 
that he passed his test by) extra Goblin 
Warriors onto the board – from an edge chosen 
by the controlling player. 

immobile. The Goblin Scribe is withered and 
feeble and cannot move under his own steam.

The Goblin Scribe is automatically Trapped if 
he loses a Fight. In the Move phase friendly 
models may move him and his frame, in which 
case he is treated as a Heavy Object (pg 86).

Goblin Captain (Goblin) .............................................35 points
Goblin Town teems with incalculable hordes of 
repellent creatures, all bent to the malevolent will of 
the Goblin King. Some rise above the status of their 
peers, to become Captains, leaders amongst the 
Goblin throng.

speCial rules
Cave Dweller, Chittering Hordes (pg 192).

OptiOns
Two-handed axe ....................................5 points
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speCial rules
Cave Dweller, Chittering Hordes (pg 192).

swap With Me. Grinnah has an uncanny 
knack of duping other nearby Goblins into 
harm’s way instead of himself. 

Swap With Me is a special Heroic Action that 
Grinnah can use at the start of any phase. 
Using Swap With Me enables Grinnah to 
swap places with a friendly Goblin (except the 
Goblin Scribe) within 3". This does not count 
as moving. If there is no room to place the 
swapped model, you must choose another, or 
the Heroic Action is wasted.
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Goblin Warrior (Goblin) ............................................. 4 points
The denizens of Goblin Town are stunted, 
degenerate creatures that have been afflicted by all 
manner of mutations and deformities. Their sinister 
appearance is quite fitting, however, for they are 
spiteful, evil creatures with a penchant for cruelty 
and violence. Individually weak, feeble even, as 
a group these Goblins overwhelm their foes with 
weight of numbers and shocking feats of violence.

OptiOns
Two-handed axe ..................................... 1 point

speCial rules
Cave Dwellers.

Chittering Hordes. Goblins are so eager to get 
to grips with their enemy that they clamber 
over one another to stab at the foe.

Models with this rule can support as if they 
had spears (pg 69), with the exception that 
they can only ever support another model 
with the Chittering Hordes rule. A supporting 
model does get the benefit of having a two-
handed weapon, if he has one.
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