Lord Of The Rings TCG Turn Sequence … rep
Remove all tokens from the twilight pool … 

Perform any “at the start of each of your turns” actions

1. Fellowship Phase

· Perform fellowship actions during this phase, in any order.

· Play a Free Peoples companion, ally, possession, artifact, or condition from your hand to the table

· Spot a unique companion or unique ally with at least 1 wound and discard a card from your hand with the same card title to heal that character

· Move your fellowship to the next site

· Shadow player places next site card if needed

· Move your player marker to next site

· Perform “When you move from …” actions

· Perform “When the fellowship moves …” actions

· Perform “When you move to …” actions

· Add twilight tokens equal to the new site’s Shadow number

· Add one twilight token for each companion

2. Shadow Phase

· Each other player in the game, starting with the player immediately to your right, has one Shadow phase.

· Play a Shadow minion, possession, artifact, or condition from your hand to the table

3. Maneuver Phase

· Players may perform maneuver actions (special abilities on cards in play with “Maneuver:” and events with that keyword) using the action procedure.

· Action procedure – As the Free Peoples player, you get the first opportunity to perform an action, and then the player on your right gets an opportunity, and so on counter-clockwise around the table. If a player does not wish to perform an action, they may simply pass. Passing does not prevent a player from performing an action later in the same phase.

4. Archery Phase

· Determine archery totals for each side.

· Free Peoples player assigns archery wounds to his companions and/or allies.

· Free Peoples player chooses one Shadow player.

· That Shadow player assigns archery wounds to his minions.

5. Assignment Phase

· Free Peoples player may assign defending companions to minions.

· Shadow players may assign leftover unassigned minions to any companions.

6. Skirmish Phase
· Free Peoples player chooses a skirmish.

· Players perform skirmish actions.

· Resolve that skirmish and assign wounds.

· Repeat for any remaining skirmishes.

· Fierce – After all normal skirmishes are resolved, surviving minions with the keyword fierce must defend a second time.

· Players perform another assignment phase and then complete a separate skirmish phase for each fierce skirmish.

7. Regroup Phase

· Each Shadow player reconciles their hand (they may first discard one card from their hand and then draw back up to 8 card in hand).

· Free Peoples player decides whether to end their turn or move again this turn.

