DURIN’S FOLK EXPANSION

Comments by Dirhaval as of 06/24/2006
I will be supplying my own comments on the MEDF expansion given to me by Nico on 03/31/06. I will also be replying to the comments of Nico in suggestiesInventedCards.

Please note that I am using MEDF in Fate of Middle-Earth.  Fate has non-corrupted

Dwarven-Lords and MEDF is original intended for corrupted avatars. So, I made a few changes. Now, I could have simply kept these changes to myself, but I will include them as an example of the possibilities for MEDF; but keep in mind, I feel that these changes are unworkable in the original idea of MEDF and MECCG. I will note when changes are for FATE.

My comments will follow the outline of the MEDF file, and of Nico’s outline;

which is very effective and straightforward. To help in the tracking changes,  I have pasted Nico’s comments to this file and placed my comments in orange font.

Some big changes from my comments include:
· non-corrupted dwarven-lords

· command cards tailored for dwarves

· dwarf names

· dwarf-lord specific resource permanent events

dwarven Lords each have 27 points of (GI + DI)

fallen-dwarven Lords each have 22 points of (GI + DI)

I made minor changes to Lord’s stats and text.

I loss the “Son of….” on the Lords and made cards with the name “Son of…..” as stage events
OVERALL

good expansion and you have tested it at Lures 2006; which I have not read any feedback on.

I like to see the fallen dwarf-lords being worth more while to play compared to Wizards. Elf-lords, as in dwarf-lord specific events and stats. I would like to see command cards too, tailored to dwarves. yes, there should be more characters, but with better names than Lipor. (
MEDF does not need non-fallen dwarf-lords, but I like to see how it can have both manifestations. Glad to help.

-Dirhaval     William Danchus

checked

*Need perhaps another dwarf sage, at the moment only 4 dwarf sages, 2 of them dwarf-lords . Also needs a minion character and/or dwarven agent (home sites Barak shatur and/or Núrunkizidin). Why is there only 1 character with home site Barak shatur?

who are Lipor, Narin, Norin, Tupor, Torin, Worin?  Why not use dwarves that are mentioned in LotR? 

*Frerin: brother of Thorin II and sister of Dis, died young in Battle of Azanulbizar, but ok Thrain is there too
*Floi/Frar/Nali: went with Balin to Moria

*Groin: father of Oin and Gloin

*Gror: grandfather of Dain II

*Nar: companion of Thror to Moria

A Crack in the Wall: card name already exists, rename

All this dwarvish racket: “round down” between brackets. Rephrase: may draw an additional number of cards up to the number of dwarf characters with a mind less than six in the company.

Ambush: company without hobbits, avatar.  Trolls don’t ambush! Exclude trolls

Attack-lord: sloppy title, rename. Dwarf captain or something?


How about King’ Guard?; dwarves are the most visible loyal of the races. I have also made him playable if Durins’ Folk faction is in play. That is harder to play, but if you see the new dwarves, then you can see why he is harder to play.

Balin, son of Fundin: loose “as a shadow-hold or not” , rephrase: you may keep one more card.....[why his controlling character?, isn’t that obvious?]

Balin, dwarf of all trades: rephrase: “place on the bottom of play deck” (?) Tap this card or tap Balin? Better tap Balin I think, it’s not an item, and otherwise also very powerful.

I changed this card into two (Cap, Son of Fundin-stage card). yes, the cards are powerful, but I think it is good we know this, so we can make the appropriate changes. This does need more work, but I like have two cards.

Bilbo’s magic ring: loose ‘item’ , why “manifestation of Gollum” (he discards with any ring anyway)?, better: Gollum, Stinker, Gollum’s fate and the Precious.  Perhaps it should include other cards featuring the one-ring [nazgul abroad]?  rephrase: ...to cancel a strike (except undead and nazgul attacks),  +1 corruption to every character in the bearer’s company

Bolg of the North: bit too massive, better than lieutenants, perhaps 1 less real DI and 1 more against orcs.

Call of the deeps:  add: moving [company]. Rephrase: If possible, opponent must replace the new site card with a different site from his location deck. This site must be an underdeeps site or underdeeps surface site in the same region

Carc: playable at tapped site too, otherwise not worth it (also thematically better)....should definitely be in medf!

CHILDREN OF AULE

made into a command event giving +1 prowess to dwarves

Dain, son of Nain: men factions playable in Northern Rhovanion? Rephrase: “you receive full marshalling points”, “in your hand” 

Dawn comes early: rephrase: Troll makes a body check modified by + 1 (-1 if Troll is Olog-hai or half-troll)

Dawn take you all: add perhaps non underdeeps adjacent site as well. Immediately wound and give –3 prowess is pretty tough (it means –5 prowess?). What about Olog-hai, they should not get wounded, just receive some prowess penalty.

Made the prowess penalty applicable to all trolls and body checks to non-olog, non-half trolls.

Desperate strike: +5 i.s.o +4? Otherwise barely better than risky blow. Rephrase: can’t be used by a wounded character

I agree

Dis: lower prowess, lower than kili/fili at least!

Durin’s day: include Dragon-lore ? 

I removed Children of Aule and included dragon-lore. I am in favor of having four cards for recycling, since the dwarven-lords are much weaker (IMHO) to Wizards.

Dwarven alchemist: Character need not tap i.s.o. (in stead of) recipient,  cannot be duplicated by, i.s.o cannot be duplicated on.

Dwarven armory: perhaps may start with this card i.s.o. a minor item? Or is that too good?

Dwarven Chain-shirt: rephrase: only playable after you bring a dwarf-character into play or after the successful play of a dwarf-faction. Given the conditions, should it not be a special item? I dislike the 0 CP chain-shirt and have the 3 items (cram, dagger, shield). But I do have a solution to the low-body dwarves. Made the card a command event giving +1 body to dwarves in the company, if this is too powerful, then restrict it to the leader’s followers.
DWARVEN HEIRLOOMS

this might be too powerful. designed to have shock troops (dwarf with valiant sword and habergeon of silver has 1 CP! I can see losing the +1 to corruption checks, but I like the hoard item CP reduction. The +1 to CP is for Map to Mithril. But when I think of MEDF, I think of King Thorin Oakenshield rushing from the fallen wall at Erebor glittered in armor ahead of his glittered company at the Battle of the Five Armies.
Dwarven fire: add “attack” to automatic. When can you play rebuilt the town on a dragon’s lair? It doesn’t specifically say that after the defeat of a dragon the site is no longer a dragon’s lair?

Dwarven galleries: 2 points for delvers harvest, too strong, or 2 points for 1 copy only....also, to the uttermost foundations is more a card for wizard players, personally I think dwarf-lord should not get full mp’s for this. 

Made it a stage card. I am leaning towards your comment on 1 MP for Uttermost foundations.
Dwarven warparty: too strong and not realistic with DoN, skip attack against hero companies, or at least exclude attack against companies with 1 or more dwarves.

I removed normal attack vs heros, +1 MP (since there aren’t any unique dwarf creatures) and

removed playability in the evil lands. Included clause for not play vs dwarf leader in company.
Ear in the king’s court: loose “a” for dwarf/dunadan bearer

Made the card easier to play: removed King Under mountain and Return of the King

Fortress remaned: spelled correctly?, idem mithril kote? Fortress Reclaimed?
Gandalf’s staff: permanent event? Too strong: reduce hazard limit by one to minimum of one, or two to minimum of two, better even reduce by one to minimum of 2 Rephrase: “playable on a wizard’s staff Gandalf bears if you discard (for no effect) a stored reforging.

Gimli’s axe: permanent event [likewise bow of lorien and gandalf’s staff]? If item, then specify where to play it....

Made into perm-event like Anduril (did the same for Ungolcrist). Need Gimli to even play as an event; then a dwarven axe held by Gimli to be put back into play. But you can transfer it to another player. Watch Sam with Anduril and Merry with Gimli’s Axe, and Gimil with dagger!
Great achievement: loose perhaps tower raided, rephrase: once played successfully that card yields full marshalling points, and you receive 1mp for this card.  All cards can be stored at haven, is this a necessary addition?

Greater specters: correct: underdeeps site

Halls of Khazad-dum: rename, title doesn’t resemble action, perhaps: reclaim khazad-dum? why trolls and not orcs automatic. Add “manifestation” of named characters? Moria loses automatic attacks as a border hold? E.g. if balrog of moria is in play, does he stay in play if not defeated?

Hermit troll: rephrase: may also be played keyed to a ..... perhaps 2 mp’s ? it has a body and is quite strong....

Hoard gathering: add a category like Jewels? Loose the palantir, they give massive mp’s when stored anyway.

I like the ‘jewel’ key name. Which Jewels can be use in MEGW too; more on this later…

Ironfoot: correct: Dain II, add attack to wolf-,  where do these abilities come from, leg it double quick with iron boots?

I made Son of Nain for this movement ability, similar to Caromber the minion elf.

Miners Pick: i.s.o. non-hobbit only, better “may not be borne by a Hobbit”

How about +1 to max 5 prowess? so the 4 prowess dwarves can use it?

Naugrim and Old grudge: same artwork, better change one....

Last of the seven: cc at only -1, not much if compared to other rings. Correct: Thrain II makes a corruption check during the untap phase for every other dwarven ring in play (the ring he bears counts as full corruption points).

I made it -1 so an item loving Thrain II will not be corrupted. But I can see it being higher.

The text length is very long (~124). MECCG max text length is 107? need to cut it down.

Looking foreward: better in METF I think

Oakenshield: correct: Thrain II

made the Block recycle a feature in Son of Thror stage event.

The seven houses: strong card, perhaps introduce minimum of stage points to play this?

made it a stage event needing 7 SP to play.

Orc archers: is this an attack or a series of strikes? (can it be cancelled as a whole?). rephrase: these strikes are never considered detainment.

Orc-hold: shadow or dark-hold? Non-unique, or like deep-mines? 

Out of practice: too strong, perhaps tap at end or org.phase, at least make effect only work if not moving, i.s.o. must move to different site every turn

Pipe: make cc at –1 (with the 1 cp from the pipe, that’s already alot). rephrase: ...bearer may tap to bring one Smoke Rings from discard pile into playdeck. If bearer is Gandalf, you may take Smoke Rings into your hand. Bearer makes a corruption check modified by -1.

I am not a fan of recycling Smoke Rings. Too much emphasis on specific cards.

Pipe weed: alternative title: Sweet Galenas (Numenorian for pipeweed). Add: Pipe weed (as a category, in same order as Longbottom leaf, Old Toby and Southern Star. See alternative cards Old Toby, Southern Star and Old Stock

Pitty mixed with horror: loose “card”, this card may also be played as a hazard

Pit-trap: why use random numbers? What if no character has the random number? Exclude wizards from this, they can have some premonition of the trap. 

Reconquest of Khazad-dum: correct: one, i.s.o. on. Free-hold is any manifestation of The balrog has been defeated? Rephrase: Moria gains an automatic attack agains minion companies. Loose “with” by + 5

Return to Khazad-dum. Like the card but the text length is too long. How about make the last paragraph a New card? and dwarf-specific; so it gives an edge to dwarf-lords only. Dwarves will just thank Alatar, but lay out the red-carpet for Thrain II Dwarf-lord? 

Ring of invisibility: same as with Bilbo’s ring, should perhaps include other cards that mention One-ring? For example The Precious

Ruins of Nogrod, Belegost

These sites help dwarves avoid the other under-deeps sites, which I do not like. How about making it accessible only from another UD site? then need a good rule to the surface site?

And since when can Dwarf-lords using sites of Balrog-only?

Soldiers of the dark lord: too strong, add perhaps: discard when orc-attack is defeated

Ta-fa-lisch: rephrase: each character in the company bearing an item played at a site where ta-fa-lisch was keyed to faces an attack....

Terror from the deeps: rather strong, you can have a Turtle attack going to Bree! Since cardolan and lindon don’t border, I’d say loose arthedain at least. But also loose lindon and lebennin, add cardolan (the beasts can move up the river). Add: discard when playdeck is exhausted

The goblins are upon you: not +2 prowess -1 body?, like with the fighting uruk-hai/dwarves are upon you.....otherwise not worth it I think.

The Lord of Moria: loose “the” in title? Loose “site” after ruins&lairs. Why face orc-attack after discard of corruption? Suppose Moria is made border, then still orc-attack?

changed to Lord of Dwerrowdelf. How about removing the last paragraph of Return to Khazad-dum? so Moria is dangerous even if you have  Reconquest in play, but you need Lord of Dwerrowdelf to make it safe. Since Moria is huge and needs a Lord to push the dwarves to clean it out.

The watchful peace: loose second time “any overt or minion company”. Change: take into hand, i.s.o. return to hand. This card better in METN

THIS CANNOT BE BORNE

definitly needed in MEDF. It is a stage event giving big MP. I like the influence ability; but I can see it changed to more attempts at less of an chance at being successful.

Thorin, son of Thrain: loose “as shadow-hold”, rephrase: you receive full marshalling points, in your hand. Correct: tobe, blue mountains d-h

Thrain, son of Thror: rephrase similar to Dain/Thorin/Balin: you may keep one more card, you receive full marshalling points

Torin: confusing name, resembles Thorin too much.

Tupor: these guys exist? (tupor, borin/worin/lipor), doesn’t add anything to gloin/threlin, perhaps give ability

haha, I got a laugh when I made up those dwarf names too.

Without glance of longing: rephrase: are modified by + 2, i.s.o. are made with +2 modifier

Wyrmsiege: rephrase: playable on....without a Siege (shorter).  Make the roll 5 like Siege, otherwise too strong [also a drake is not more perceptive than a bunch of orcs]. Rephrase: at the end of the organization phase...

CHARACTERS:

KING’S GUARD (MEDF) - WARRIOR DWARF

[MP: 2; Mind: 5; DI: 2; P/B: 5/7]

Dwarf-lord Specific. Leader. +2 direct influence against dwarves with a lower prowess and mind. +1 prowess, against orcs, trolls and drakes. Tap to give +1 prowess to all Dwarves in its company: against one attack or in CVCC. Cannot be duplicated by a given player unless player has Durin’s Folk in play. Home Site: Any Dwarf-hold.

BALIN (MEDF) - WARRIOR/SCOUT/SAGE 
FALLEN-DWARF-LORD

[Mind: 7; GI: 16; DI: 3, (DI: 6); P/B: 5/8]

Unique. Manifestation of Balin. Leader. When Balin is at Moria and The Lord of Khazad-dûm is played on him, his controlling player may keep one more card than normal in his hand. 
+2 prowess against Orcs and Wolves. +3 direct influence against Dwarves and Dwarf factions. If you are Balin all cards playable at Moria are worth full marshalling points. All cards which need to be stored at a Dwarf-hold may also be stored at Moria for full marshalling points. Home Site: Blue Mountains Dwarf-hold

DAIN (MEDF) - WARRIOR/RANGER/DIPLOMAT 
FALLEN DWARF-LORD

[Mind: 8; GI: 17; DI: 3, (DI: 5); P/B: 6/8]

Unique. Manifestation of Dain II. Leader. +2 prowess against Orcs and + 1 prowess against Trolls, Drakes and Dragons. +2 direct influence against Dwarves, Men, Dwarf factions and Man factions. If you are Dain, you receive full MP for all Man factions playable at sites in Wilderland. If King under the Mountains is played on him, he receives full marshalling points for it and when at the site where the Dragon was defeated you may keep one more card than normal in your hand. Home Site: Iron Hill Dwarf Hold

THORIN  (MEDF) - WARRIOR/SCOUT/DIPLOMAT 
FALLEN DWARF-LORD

[Mind: 9; GI: 16; DI: 2, (DI: 6); P/B: 6/8]

Unique. Manifestation of Thorin II. Leader. +3 prowess against Orcs and + 1 prowess against Trolls. +4 direct influence against Dwarves and Dwarf factions. If King under the Mountain is played on him, he receives full marshalling points for it and when at the site where the Dragon was defeated you may keep one more card than normal in your hand. May also be brought into play at Moria, if Return to Khazad-dûm is in play or at The Lonely Mountain if Smaug is eliminated. Home Site: Blue Mountains Dwarf-hold

THRÁIN (MEDF) - WARRIOR/RANGER/SAGE 
FALLEN-DWARF-LORD

[Mind: 10; GI: 17; DI: 2, (DI: 5); P/B: 8/8; Home Site: Any Dwarf-hold]

Unique. Manifestation of Thráin II. Leader. +1 prowess against Orcs, Trolls, Drakes and Dragons. +3 direct influence against Dwarves and Dwarf factions. If you are Thráin you receive full MP of all cards playable at The Lonely. If King under the Mountain is played on him, he receives full marshalling points for it and when at the site where the Dragon was defeated you may keep one more card than normal in his hand. If The Lord of Dwerrowdelf is played on him, his controlling player may keep one more card than normal in your hand when Thrain is at Moria. 
THORIN STONEHELM III
WARRIOR/RANGER DWARF
[Mind: 5; DI: 1, P/B: 4/9] 

Unique. Leader. +2 DI vs dwarves and dwarf factions. +1 prowess vs orcs
Home Site: Iron Hill Dwarf Hold

BALIN
WARRIOR/SCOUT/SAGE 
DWARF-LORD

[Mind: 6; GI: 20; DI: 4, (DI: 7); P/B: 5/8] 

Unique. Manifestation of Balin. Leader. When Balin is at Moria and The Lord of Moria is played on him, his controlling player may keep one more card than normal in his hand.  

+2 prowess against Orcs and Wolves. +3 direct influence against Dwarves and Dwarf factions. Home Site: Blue Mountains Dwarf-hold.
DAIN II
WARRIOR/RANGER/DIPLOMAT DWARF-LORD
[Mind: 8;GI: 18; DI: 5, (DI: 9); P/B: 5/8; Home Site: Iron Hill Dwarf Hold] 
Unique. Manifestation of Dain II. Leader. +2 prowess against Orcs and  +1 prowess against Trolls, Drakes and Dragons. +4 direct influence against Dwarves, Men, Dwarf factions and Man factions. If King under the Mountains is played on him, the site where the Dragon was defeated you may keep one more card than normal in his hand. 
THORIN
WARRIOR/SCOUT/DIPLOMAT 
DWARF-LORD

[Mind: 9; GI: 19; DI: 4, (DI: 8); P/B: 5/8]

Unique. Manifestation of Thorin II. Leader. +3 prowess against Orcs and  +1 prowess against Trolls. +4 direct influence against Dwarves and Dwarf factions If King under the Mountains is played on him, the site where the Dragon was defeated you may keep one more card than normal in his hand.  May also be brought into play at Moria, if Return to Khazad-dûm is in play or at The Lonely Mountain if Smaug is eliminated. -1 to corruption checks. Home Site: Blue Mountains Dwarf-hold.

THRÁIN II
WARRIOR/RANGER/SAGE 
DWARF-LORD
[Mind: 10; GI: 20; DI: 2, (DI: 7); P/B: 7/8]

Unique. Manifestation of Thráin II. Leader. +1 prowess against Orcs, Trolls, Drakes and Dragons. +5 direct influence against Dwarves and Dwarf factions. If King under the Mountains is played on him, the site where the Dragon was defeated you may keep one more card than normal in his hand. If The Lord of Dwerrowdelf is played on him, his controlling player may keep one more card than normal in his hand when Thrain is at Moria. Home Site: Any Dwarf-hold 
Thrór II
[GI: 5; DI: 1; P/B: 4/9]
W/R
Dwarf


Iron-hill DH
Unique: Leader. +1 prowess vs orcs . +2 DI against Dwarves and Dwarf factions

Borin II
W/Sc

dwarf
Núrunkizidin
[GI: 4; DI: 0; P/B: 4/8]

Unique: +1 prowess vs orcs 

Nain IV
W/Sc
dwarf
Iron-hill DH

[GI: 2; DI: 0; P/B: 3/7]

Unique: +1 prowess vs orcs

Grór II
W/R
dwarf
Núrunkizidin 

[GI: 4; DI: 1; P/B: 4/8]

Unique: +1 prowess vs orcs/trolls

Lóni
W/D
dwarf
Barak Shuthur
[GI: 4; DI: 1; P/B: 4/7]

Unique: +1 prowess vs orcs; +1 DI vs dwarves and dwarf factions

Nar

W/R/D
dwarf
Iron-hill DH
[GI: 6; DI: 2; P/B: 4/8]

Unique: Leader. +1 prowess vs orcs ; +2 DI vs dwarves

Náli
W/Sc/R
dwarf
Barak Shuthur

[GI: 6; DI: 0; P/B: 5/8]

Unique: +2 prowess vs orcs . Can tap to cancel a strike keyed to his current or new site.

Frár

W/Sa

dwarf
Barak Shuthur

[GI: 4; DI: 1; P/B: 4/8]

Unique: +1 prowess vs orcs/drakes

Frór II
W/Sa
dwarf
Núrunkizidin 

[GI: 4; DI: 1; P/B: 4/7]

Unique +1 prowess vs trolls

How to read this page.
All dwarves with a skill are listed below. the value is the dwarf’s mind. This list is for dwarves with 2 skills. The color corresponds to home site, alignment and agent.
Blue Mountain DH, Iron-hill DH, Núrunkizidin, Barak Shuthur, minion, agent
For example, there are 5 dwarf rangers. Thror lives at Iron Hills & has 5 mind
SCOUTS

RANGERS


D


SA

2-Fili
3-oin
5-gloin
5-balin


3-kili
4-Gror
6-gimli
4-Frar
2-Nain IV
5-Thror
4-Loni

4-Fror
4-Borin

7-Dain



3-Broin
4-Gulla
5-Threlin
3-Nain
4-Fori
4-Kori
4-Dror
4-Oronin (W)


3 columns are below:
column 1:
There are 4 dwarves with 3 skills.

column 2:
skill totals of hero dwarves (original—new) 

for example: MECCG had 3 dwarven scouts; now there are 6 hero dwarven scouts

column 3:
skills by home sites (original—new) of hero dwarves

for example: 2 dwarves from MECCG with home site of Iron Hills who are W/D,
now, there are 3 more dwarves from Iron Hills with skills W/Sc, W/R, W/R/D
W/Sc/D
8-Thorin



Blue
Sc/D-Sc-Sc-R-D-Sa
x
W/Sc/R
6-Nali

Sc
3
6
Iron
D-D


Sc-R-R/D
W/Sc/Sa


R
2
6
Nur
x


Sc-R-Sa
W/R/D

6-Nar

Sa
2
4
BS
x


D-Sa-Sc/R
W/R/Sa
9-Thrain
D
4
6
other
R/Sa


x
W/Sa/D


18 dwarves + 22 skills


4 minions + 8 skills


4 agents + 7 skills
hope this page doesn’t confuse you. This page helped me organized the new dwarves.
NEW DWARVEN AGENTS
Kori
4/0/5/8
W/R
dwarf
Núrunkizidin 

[GI: 4; DI: 0; P/B: 5/8]

Unique: Agent +1 prowess vs orcs and elves

Oronin
3/0/4/9
W
dwarf
 

[GI: 3; DI: 0; P/B: 4/9]

Unique: +1 prowess vs orcs and men. Home sites: Adun-Tarik and Korlea (Far Harad area)
I just made up the name of the agents.
HERO RESOURCES:

BATTLE-AXE OF THE FALLEN  – SPECIAL ITEM
DL
[MP: 4; DI: 1; CP: 3]
Unique. Playable at the Ruins of Belegost or the Ruins of Nogrod if the company discards (for no effect) a lost knowledge card it controls. Weapon. Warrior only: 3 prowess to a maximum of 9 (5 against Spawn, Drakes and Dragons to a maximum of 11 if held by a Dwarf warrior). Tap item to cancel an Undead or Demon attack against the company.

BILBO’S MAGIC RING  – SPECIAL ITEM  
[MP: 3; CP: 3; DI 3; P/B: 3 /3] 

Unique. Magic Ring. Manifestation of the One Ring. Playable if a gold ring is tested and the test indicates a Magic Ring. May not be used to satisfy the conditions of Cracks of Doom or A New Ringlord. +3 prowess (up to double the normal prowess), +3 body (up to 10). Bearer may make a corruption check modified by -1 to cancel a strike (except undead and Nazgûl attacks). May be tested as a gold ring item. If the result is 6 or 7, nothing happens. If the result is 8 or greater, then The One Ring may be played. Discard if the result is less than 6. +1 corruption to every character in the bearer’s company
CHILDREN OF AULE  – SHORT-EVENT
Dwarf-Lord specific. Command. Playable on a dwarf-leader during the organization phase. Return all other command cards on target leader to your hand when this card is played. -2 to leader's direct influence (to a minimum of 0) and +1 prowess to all dwarves in his company. +1 to your under-deep movement rolls. You may return this card to your hand during any organization phase. 
CLAN BONDS  – PERMANENT-EVENT
You may bring Dwarf characters into play with general influence during your organization phase at any Dwarf-hold.

DAWN TAKE YOU ALL  – SHORT-EVENT
Ritual. Sage only. Playable on an attacked by an overt company at a non-Underdeeps site and if Gates of Morning is in play. Tap the sage. All trolls at the site are -3 prowess till the end of the turn. Non-olog-hai, non-half-trolls at the same site immediately make a body check by +1 Sage makes a corruption check modified by -3.

DESPERATE STRIKE  – SHORT-EVENT
Warrior only: +5 prowess and -2 body against one strike. Even if the strike fails, the character is wounded (no body check is required). Cannot be used a wounded character.

DURIN’S FOLK (MEDF) DWARF FACTION

[MP: 5;]

Unique. Playable at a tapped or untapped Moria if Return of Khazad-dûm is in play and if the influence check is greater than 14. Discard if Return of Khazad-dûm is discarded. Standard Modifications: Dwarf-Lord +4, other dwarves +2.

DWARVEN ARMORY  – PERMANENT-EVENT

Playable if you have at least two Dwarf characters in play. Place up to three of the following items under Dwarven Armoury from your hand, sideboard or discard pile when you play this card: Shield of Iron-bound Ash, Cram or Dagger of Westernesse. If any of your companies is at a Dwarf-hold, you may discard this card to play these items with the company. Characters need not tap to receive these items.

DWARVEN CHAIN-SHIRT  – MINOR ITEM
DL
[MP: 0; CP: 0]

Playable only after you brought a Dwarf character into play (it is playable during the organisation phase) or after you successfully brought a dwarf faction into play. Dwarf only: 1 body to a maximum of 8. May also be used as a minion resource card that is only playable by a character in a covert company.

“…500 Dwarves all glad in Chain-shirts…” –Hob

DWARVEN CHAIN-SHIRT  – PERMANENT EVENT
DL

Dwarf-Lord specific. Command. Playable on a dwarf-leader during the organization phase. Return all other command cards on target leader to your hand when this card is played. -2 to Leader's direct influence (to a minimum of 0) and +1 body to all dwarves in his company. +2 prowess for every character facing a strike which weapons do not modify. You may return this card to your hand during any organization phase.  

+DWARVEN FIRE (MEDF) - SPECIAL ITEM

[MP: 1 CP: 1]

Technology. Playable by a dwarf sage at a tapped or untapped Dwarf-hold. This item may be stored at any Dwarfhold, Moria, or any dragon-lair if Rebuild the Town is played on it, to create an automatic against all other player’s companies: Flame-trap 3 strikes with 9 prowess (weapons do not modify and cannot be canceled). Wounded characters have their body reduced by 1, unless they bear an armor, shield or helmet. Discard this card if a company has faced the created attack.
DWARVEN HEIRLOOMS (MEDF) - PERMANENT-EVENT

Dwarf-Lord specific. Command. Playable on a dwarf-leader during the organization phase. Return all other command cards on target leader to your hand when this card is played. -2 to Leader's direct influence (to a minimum of 0) and +1 to corruption check to every dwarf in his company and every hoard item in his company gives one less corruption point (to a minimum of 1). You may return this card to your hand during any organization phase.  

FORTRESS RECLAIMED – PERMANENT-EVENT

Playable on a site that has either Rebuild the Town or Hold Rebuild and Repaired played on it. This card overrides any conflicting hazard or resource, Factions are playable at this site. Additionally you may play a faction at this site, which is playable at a site in the region where target site is located or at a site in any of its adjacent regions. The influence attempt is modified by –2. If you have a faction in play at this site an attack is created against all other player’s companies: Same type as the faction 3 strikes with 8 prowess (detainment against the same alignment as this card’s player). Discard this card if the site is discarded or returned to its location deck or if Tempest of Fire is played on the site. Cannot be duplicated on a given site. May also be played as a minion resource.

GANDALF’S STAFF  – SPECIAL ITEM

[MP: 2; CP: 1]

Unique. Gandalf only. Playable on Gandalf if you discard a stored Reforging and place Gandalf’s Staff with a Wizard’s Staff he bears. Tap Gandalf's Staff to give Gandalf 2/2 against a strike. Can also tap to reduce his company's hazard limit by 1 (to a minimum of one). Gandalf makes a CC
#GIMLI’S AXE  – PERMANENT-EVENT
[MP: 1(2); CP: 1]

Unique. dwarf only during the site phase at an untapped site with an orc automatic-attack. Tap the dwarf in the same company as any manifestion of Gimli. Dwarf makes a corruption check modified by -2. Keep dwarf tapped until Gimil’s Axe is stored at a dwarf-hold. Once stored, place Gimil’s Axe on a Dwarven Axe borned by any manifestion of Gimli.

In addition to Dwarven Axe’s effects, Gimli Axe gives its bearer 2 marshalling points, +2 prowess (to maximum of 10) ,and one more corruption point. You may always assign strikes to Gimli regardless of his status.
HOARD GATHERING  – PERMANENT-EVENT
MP: (3) 
Choose one of the following item types when you play this card: Magic Ring, Dwarven Ring or Greater Hoard Item. You gain the marshalling points from this card if you have stored at least 3 items of the chosen type. Cannot be duplicated by a given player.

HUNTING ORCS  – LONG-EVENT
At the end of the turn each player may take a Wondorous Maps from the discard pile (or sideboard) into their hand. Additionally, Wondorous Maps can be played if the last region is a dark-domain or a wilderness.  Cannot be duplicated.
KHAZAD SHATHUR  – SPECIAL ITEM

[MP: 2; DI : +1 ; CP: 2]
Unique. Helmet. Playable only at Goblin-gate. Dwarf only. +1 direct influence against dwarves. +1 body to a maximum of 9. Cancels all dark enchantments targeting bearer. Tap this item to give +3 prowess against any strike which weapons do not modify or which does not use the prowess value to determine the result.

KINGDOM UNDER THE MOUNTAIN  – PERMANENT-EVENT

LOCK NOR BAR MAY HINDER  – SHORT-EVENT
Playable on a company bearing a Rescue Prisoners card during the organization phase.
Discard Rescue Prisoners to add a character to the company from your hand or discard pile. This may be done in addition to any other character added or discarded during this organization phase.
"'Are you in prison, or are you free? If you want food, and if you want to go on with this silly adventure-it's yours after all and not mine-you had better slap your arms and rub your legs and try and help me get the others out while there is a chance!'" –Hob

LOOKING FORWARD  – SHORT-EVENT
Playable during the organization phase; tap your wizard to look at the top 3 cards of any play deck. Return these cards to the top of the play deck in any order you choose. 

SHIMMER OF HOPE  – SHORT-EVENT

Playable on a company at an under-deeps surface site, which is a Ruins&Lair, Shadow-hold or Dark-hold. The company may either play an additional region when leaving the site, or discard as many corruption cards on the company as there are strikes in the site’s first automatic-attack. Cannot be duplicated on a given turn.

LORD OF MORIA  – PERMANENT-EVENT
[MP: 2]

Playable on the Dwarf-Lord, Balin or Thrain II, the same turn his company defeats all automatic-attacks at Moria. Bearer receives +2 direct influence and his mind increases by 2. While this card is in play, all automatic-attacks at Moria are at -1 strike (to a minimum of 1) and -1 prowess, and Moria is considered a Ruins & Lairs.

If bearer is at Moria during the site phase, he may be tapped to force the discard of a corruption card played on a dwarf character. Bearer must make a corruption check.

Discard this card if bearer leaves play or moves to a site not in Redhorn Gate, or if any manifestation of Balrog of Moria comes into play. Cannot be duplicated.

(Based on an idea from Craig Robert Vitan)

MINER’S PICK (MEDF) - MINOR ITEM

[MP: 0; CP: 1]

Weapon. May not be borne by a Hobbit. +1 to under-deep movement rolls. +1 prowess to a maximum of 5. May also be used as a minion resource.
MINING SETTLEMENT  – PERMANENT-EVENT

[MP: 2]

Playable during the site phase on a non-dragon Lair or a Ruins in Withered Hearth, GMN, N.Rhovanion, Iron Hills, Númeriador, Angmar, or Gundabad after facing the auto-attack & If Rebuild the Town is played on this site. If a Fallen Dwarf-Lord, you can travel to Deep Mines from this site and play Veins of Arda during the site phase. Discard if the Drake is played at the home site and not defeated. This site is never discarded.
OLD GRUDGE  – PERMANENT-EVENT
All dwarves in play gain +1 prowess against orcs, trolls, dragons, and drakes. Discard this card when any orc, troll, dragon, or drake attack is defeated by a company containing at least one dwarf. Cannot be duplicated.

PALE ENCHANTED GOLD  – SPECIAL ITEM
[MP: 1; CP: 2]
Hoard Item. Playable at any site containing a hoard. Discard to cancel any attack by men or dwarves, or to give 3 to an influence attempt against a man or dwarf faction. Dragon-sickness may be played on the bearer of this item.

PIPE  – SPECIAL ITEM

[MP: 0; CP: 1]

Playable at Bree or any site in the Shire. During the end of turn phase, bearer may tap and make a corruption check modified by -2 to take one Smoke Rings from discard pile to play deck (reshuffle). If bearer is Gandalf, he may take the Smoke Rings to your hand instead.

PIPE WEED  - SHORT-EVENT
Short-event  Playable on a Man, Hobbit or Dúnadan Sage or on a Wizard. Tap the Sage or Wizard. Player may look at the top 5 cards of his deck and place them back on top in any order he chooses. Character makes a corruption check modified by – 2 (Hobbits at -4).

PITY MIXED WITH HORROR  - SHORT-EVENT
Target character makes one corruption check for each corruption card attached to him. After each check, if character is still in play, one corruption card he bears is discarded (this does not change the number of corruption checks the character has to do). This card may be played as a hazard card.
"All these thoughts passed in the flash of a second... And then quite suddenly in another flash, as if lifted by a new strength and resolve, he leaped." –Hob

POCKET-HANDKERCHIEF  – MINOR ITEM

[MP: 0; CP: 1]
May not be included with a starting company. Discard this item to cancel any effect that would discard the bearer or return the bearer to its controlling player's hand.
"...up came Gandalf very splendid on a white horse. He had brought a lot of pocket-handkerchiefs, and Bilbo's pipe and tobacco." –Hob

RETURN TO KHAZAD-DÛM  – PERMANENT EVENT
[MP: 5]

Unique. Playable during the site phase on Moria if the company contains at least 2 dwarves, one of them being a manifestation of Balin, Dain II, Thorin II, or Thrain II. Tap this card. 

Discard this card if the company moves. During the following site phase at Moria, the company faces 3 attacks (Orcs - 5 strikes with 8 prowess, Orcs – 4 strikes with 10 prowess, Trolls – 3 strikes with 12 prowess). Following the attacks, tap one of the Dwarves listed above or discard this card. All versions of Moria become a Border-hold and a Dwarf-hold. for all purposes and has no orc automatic-attacks.
Moria gains an automatic-attack against minions (Dwarves – 4 strikes with 10 prowess). A Balrog player may play Invade their Domain on Moria, and if successful, both Invade their Domain and Return to Khazad-Dûm are discarded. 
LORD OF DWERROWDELF - Permanent-event (R) 

[MP: 1, DI: (+5)] 

Unique. Playable on Balin, Dáin II, Thorin II, or Thráin II if you have Return to Khazad-dum in your MP pile and any manifestation of the Balrog has been defeated. The target Dwarf receives +5 direct influence against Dwarves and Dwarf factions. 
Moria becomes a dwarf-haven for you and all other versions of Moria become a free-hold. Moria is a Dwarf-hold for all purposes and has no orc automatic-attacks. Only Dwarves may play items at this site. 
RING OF INVISIBILITY  - GOLD RING ITEM
[MP:2; CP: 4]

Unique. Playable only at the Under-Grottos. Bearer may make a corruption check to cancel a non-Nazgûl, non -undead strike against himself. Discard this ring when tested. If tested, obtain a random value to determine which ring card may be immediately played: The One Ring (8, 9, 10, 11, 12, 12), a Magic Ring (1, 2, 3, 4,5, 6, 7), a Lesser Ring (any result). This card is considered The One Ring for purposes of interpreting card text on any manifestation of Gollum.

THE MITHRIL-KOTE  – MINOR HOARD ITEM

This card may be placed with a non-unique weapon, armor, shield, or helm in the same company, and cannot be removed from its associated item unless that item is discarded or removed from play. The item associated with this card is worth 1 MP. This bonus is lost if the item's company contains a Dwarf character, or if a Dwarf character is present in any company during the White Council. 1 CP
"'Yer mithril-plating's warranteed against rust, sun damage, and Orc-blood, but reckless exposure to Dragons voids all your coverage. So, how you gonna pay for that?'" -SRBH

WARHAMMER  – MAJOR ITEM
[MP: 2 CP: 2]
Weapon. Warrior only: +2 prowess to a maximum of 8 (+3 against Trolls to a maximum of 9 if held by a Dwarf warrior).
WE MUST AWAY!  – SHORT-EVENT
Playable at the end of the organization phase on a moving hero company with at least two dwarf characters. Untap all characters in the company. The company may move an additional region this turn (to a maximum of six). Cannot be duplicated on a given company.

WITHOUT A GLANCE OF LONGING  – SHORT-EVENT
Playable on a company during the organization phase.
For the rest of this organization phase, all corruption checks incurred as a result of attempts to transfer or store items or permanent-events are made with a +2 modifier. This includes corruption checks incurred through Lure of Expedience.
"'...This is the Arkenstone of Thrain,' said Bilbo...I give it to you.'" –Hob
CAP (MEDF) - PERMANENT-EVENT

Unique. Balin specific. Helmet. Place this card on Balin if he is in play. +1 body to a maximum of 10. Balin may use Pipe as if he was Gandalf. If on Balin, you may tap Cap during your organization phase to take any skill card from your discard pile to your hand. +2 direct influence against dwarves.
IRONFOOT (MEDF) - PERMANENT-EVENT

Unique. Dain II specific. Armor. Place this card on Dain if he is in play. +1 body to a maximum of 10. If on Dain, you may tap Ironfoot to give Dain +2 prowess against an animal, orc or wolf strikes. +2 direct influence against dwarves.
LAST OF THE SEVEN (MEDF) – PERMANENT OR SHORT-EVENT

Thrain specific. Dwarf-lord specific. As a short-event can only be played if no Dwarven Ring is in play; +2 prowess, +1 body, +2 direct influence for the rest of the turn. You may keep one more card than normal in your hand. Thrain makes a corruption check modified by -1. 
As a permanent-event, playable if Thrain II is bearing a Dwarven Ring; the Dwarven Ring gives -3MP/CP. Discard if Thrain II is not bearing a Dwarven Ring. Thrain II makes a corruption check during the untap phase for every other dwarven ring in play (the ring he bears counts as full corruption points). The effect of a fail result will only be the discarding of a lower mind character in his company (player’s choice).
OAKENSHIELD (MEDF) - PERMANENT-EVENT

Unique. Thorin II specific. Shield. Place this card on Thorin if he is in play. +1 body to a maximum of 10. If on Thorin you may tap Oakenshield to allow him to face a strike from an attack against his company regardless of the attack's normal capabilities and his status. +1 direct influence against dwarves.
---all the bonuses to DI is the result of the DI penalty from the command events

SON OF THRÓR   

[SP: 1; CP: 1]

Unique. Thrain II specific. Tap Son of Thror during your end-of-turn phase to search your discard pile for Last of the Seven, Stealth or Lord of Moria
SON OF THRÁIN  

[SP: 1; CP: 1]

Unique. Thorin specific. Tap Son of Thrain during your end-of-turn phase to search your discard for Block, a dwarf character or King Under the Mountain.
SON OF FUNDIN

[SP: 1; CP: 1]

Unique. Tap this card during your organization phase to look at 3 random cards from your opponent’s hand. If any of these cards is a creature playable keyed to your current site or region, you may put the card to the bottom of opponent’s play deck. Tap this card during your end-of-turn phase to take Hiding, a dwarf character or Lord of Moria from your discard pile to your hand.

SON OF NÁIN  

[SP: 1; CP: 1]

Unique. Dain specific. Place this card on Dain if he is in play. If on Dain you may tap Ironfoot during your end-of-turn phase to search your discard pile for Mining Settlement, or a dwarf and place in your hand.
Alternatively, tap Ironfoot at the end of a movement phase to move again.
STAGE RESOURCES:

CLAD FOR WAR (MEDF) - PERMANENT-EVENT

[SP: 2]

All your battle-gear items are worth full marshalling points, if you have at least one weapon, one shield, one armor and one helmet in play. Cannot be duplicated by a given player.

DEEP MOUNTAIN FORTRESS (MEDF) - PERMANENT-EVENT

[SP: 2; MP: 2]

Dwarf-Lord specific. Playable during the site phase on an under-deep Ruins&Lairs site whose surface site is neither a Shadow-hold nor a Dark-hold if your Dwarf-Lord is there. The company faces an attack (Drake --- 2 strikes with 13 prowess). Following the attack, tap your Dwarf-Lord or discard this card. This site becomes one of your Lordhavens and a Dwarf-hold and loses all automatic-attacks. Nothing is considered playable as written on the site card. If one of your companies is at this site, all attacks against it are canceled. All other versions gain an additional automatic-attack: Dwarves --- 4 strikes with 8 prowess. 
This site is never discarded or returned to its location deck. Cannot be duplicated on a given site. 
DURIN’S DAY (MEDF) - PERMANENT-EVENT

[SP: 1; CP: 1]

Unique. Dwarf-lord specific. Playable only on the highest mind dwarf in play. Tap Dùrin’s Day during your end-of-turn phase to take Dragon-lore, Dwarven Hoard, or An Unexpected Party from your discard pile to your hand. 
DWARVEN ALCHEMIST (MEDF) - PERMANENT-EVENT

[SP: 2]

Dwarf-Lord specific. Playable on one of your dwarf characters at one of your Lordhavens (or in your starting company). This character requires only 4 points of influence to control and may only be controlled by general influence or your Dwarf-Lord. Character gains sage skill. If at a Dwarf-hold during your organization phase, you may tap the character to place a technology special item or a minor item with a healing effect with any character at the Dwarven Alchemist’s site. The recipient need not tap to receive this item and the item may be taken from your discard pile or hand. Cannot be duplicated by a given player.

DWARVEN GALLERIES (MEDF) - PERMANENT-EVENT

[SP: 2]

Playable if you have more than 4 stage points and a dwarf faction in play.

Tap Dwarven Galleries during your end-of-turn phase to take Gnawed Ways, Into Dark Tunnels, or Secret Ways from your play deck (reshuffle play deck if searched) or discard pile to your hand. Additionally you receive full marshalling points for To the Uttermost Foundations. Cannot be duplicated by a given player. 
#DWARVEN HEIRLOOMS (MEDF) - PERMANENT-EVENT

[SP: 1]

Dwarf-Lord specific. Your starting company may contain non-unique minor hoard items instead off normal minor items. Additionally, if at a dwarf-hold, you may play an extra minor hoard item after the successful play of a resource that taps the site.

+GREAT ACHIEVMENT (MEDF) - PERMANENT-EVENT

[MP: 1 ; SP: 2]

Unique. Place this card on your Avatar if he is in play. If on an Avatar, you may then play one of the following

miscellaneous cards: Clean the Greenwood, Fate of the Ithil-stone, Into the Smoking Cone, King under the Mountain, Reconquest of Khazad-dûm, Pass the Doors of Dol Guldur, The Wood of Greenleaves, Towers Destroyed, or Tower Raided. Once successfully played, the miscellaneous card counts full marshalling points, and this cards counts as 1 marshalling point. All cards that could be stored at a haven, can be stored at one of your havens.
GREAT MINERS (MEDF) - PERMANENT-EVENT

[MP: (2); SP 3]

Dwarf-Lord specific. Playable if you have at least 5 stage points and a Protected Lordhaven. You gain full marshalling points for Mithril, Map to Mithril, Vein of Arda, Gems of Arda, and The Arkenstone. If you have five of these cards in played you receive this card’s marshalling points. Cannot be duplicated by a given player. 
HALLS OF KHAZAD-DÛM  – PERMANENT-EVENT
DL
[MP: 4]
Playable during the site phase at Moria if you have Thrain II, Thorin II, Dain II, or Balin in the company. The company faces two attacks (cannot be canceled): Trolls (1st attack) - 3 strikes with 10 prowess, (2nd attack) Opponent may search and play Balrog of Moria or Dùrin’s Bane from his hand, discard pile or sideboard. Tap a Dwarf after the attacks or discard this card. Moria becomes a Border-hold [B] and a Dwarf-hold and all automatic attacks are at -2 prowess at this site. This site is never discarded and never untaps for you. A Dwarf-lord player receives full marshalling points for this card. Cannot be duplicated.

KNOWLEDGE OF EARTH’S TREASURES (MEDF) - PERMANENT-EVENT

[SP: 2]

Dwarf-Lord specific. Playable on a Dwarf-Lord bearing a Dwarven Ring. Bearer may tap during your end-of-turn phase to take Vein of Arda, Gems of Arda or Mithril from your discard pile or play deck (reshuffle play deck if searched) to your hand. Dwarf-Lord makes a corruption check by +2. Discard this card if bearer is not bearing a Dwarven Ring. Cannot be duplicated by a given player. 
LORD OF MORIA  – PERMANENT-EVENT
[MP: 2]

Playable on Balin or Thrain II the same turn his company defeats all automatic-attacks at Moria. Bearer receives +2 direct influence and his mind increases by 2. While this card is in play, all automatic-attacks at Moria are at -1 strike (to a minimum of 1) and -1 prowess, and Moria is considered a Ruins & Lairs.

If bearer is at Moria during the site phase, he may be tapped to force the discard of a corruption card played on a dwarf character. Bearer must make a corruption check.

Discard this card if bearer leaves play or moves to a site not in Redhorn Gate, or if any manifestation of Balrog of Moria comes into play. Cannot be duplicated.

 (Based on an idea from Craig Robert Vitan)
THE SEVEN HOUSES (MEDF) - PERMANENT-EVENT

[SP: 3]

If you have least 7 stage points, once per turn you can play a non-unique dwarf from your discard pile or sideboard not counting against the 1 character per turn rule or to take a dwarf faction from the discard pile to your hand. All your unique dwarf factions are worth 4 MP. Cannot be duplicated by a given player.
THIS CANNOT BE BORNE


(MEDF) - PERMANENT-EVENT
[MP: (5), SP: 4, CP: +1]

Unique. Playable on your Dwarf-Lord if you have at least 12SP, 1 dwarven faction, The Seven Houses, Clad for War and 6 dwarven characters in play.  Tap this card if your Dwarf-lord is at Moria during the site phase after defeating all automatic-attacks. When this card is tapped, your next influence attempt vs a dwarf faction, dwarf character, an ally controlled by a dwarf or an item borne by a dwarf is automatically successful. Placed this card in your MP pile upon making a successful influence attempt. 
PROMISE OF TREASURE


(MEDF) - PERMANENT-EVENT
[CP: +1   SP:1]
Dwarf-Lord specific. Playable on a non-dwarf-lord with a dwarf-lord in his company. +1 mind and +1 to corruption checks. Cannot be duplicated on a given character. Discard if dwarf leaves the company of the Dwarf-lord or transfers an item to another character.
MINION RESOURCE:
EAR IN THE KING’S COURT (MEDF) - Minion Resource Permanent-Event

[MP: 2]

Playable on a Dúnadan character if opponent has Return of the King in play or on a Dwarf character if opponent has King under the Mountain or Conquest of Khazad-dûm in play. You receive this card’s marshalling points if Dúnadan bearer is at Minas Tirith, or if dwarf bearer is at the site where the Dragon was defeated to fulfill the requirements of King under the Mountain. Additionally if Dúnadan bearer has Minas Tirith as his home site all of opponent’s Dúnadan factions played at Minas Tirith are worth 2 less marshalling points to a minimum of 1. Discard this card if either a Dúnadan bearer leaves Minas Tirith or if a dwarf bearer leaves the site where the dragon was defeated. Cannot be duplicated on a given race for a player.
EAR IN THE KING’S COURT (MEDF) - Minion Resource Permanent-Event

[MP: 2]

Playable on a Dúnadan character if opponent has any manifestation of Denethor or Aragorn II in play or on a Dwarf character if opponent has a Dwarf-Lord in play. You receive this card’s marshalling points if Dúnadan bearer is at Minas Tirith, or if dwarf bearer is at a dwarf-hold. Additionally if Dúnadan bearer has Minas Tirith as his home site all of opponent’s Dúnadan factions played at Minas Tirith are worth 2 less marshalling points to a minimum of 1. Discard this card either if a Dúnadan bearer leaves Minas Tirith or if a dwarf bearer moves from a dwarf-hold. 
HAZARDS:

THE BACK DOOR  – SHORT-EVENT
Playable on a company moving in these regions: Angmar, Gundabad, Grey Mountain Narrows, High Pass, Redhorn Gate, Gap of Isen, Imlad Morgul. For each non-Scout, non-Ranger character in the company, one non-unique orc hazard creature may be played regardless of region-type restrictions and not counting against the hazard limit.
"...a crack in the wall at the back of the cave got bigger and bigger...Out jumped the goblins, big goblins, great ugly-looking goblins..." -Hob

ALL THIS DWARVISH RACKET  – LONG-EVENT
Affects all moving companies which contain at least one dwarf character with a mind less than six. Every such dwarf counts as one-and-one-half characters when computing the hazard limit. Round all fractions down.
Additionally, if Dorrs of Night is in play, the hazard player may immediately draw an additional number of cards based on any company's movement up to the number of dwarf characters with minds less than six in the moving company. Cannot be duplicated.
"...the Orcs did not waver, and they outnumbered their enemies, and had the higher ground."-LotR

AMBUSH!  – SHORT-EVENT
Playable on a non-detainment hazard creature attack against a moving company by Orcs, Trolls, Dwarves, Elves, Dúnedain or Men; does not count against the hazard limit. If this is the first attack against the company this turn, attacker chooses defending characters.

ARDA ANGERED  – LONG-EVENT

The number of strikes and prowess of each Pukel-Creature, Rock Fall, and Lava Flow are each increased by one (by two is Doors of Night is in play). Cannot be duplicated.

CALL OF THE DEEPS  – SHORT-EVENT
Playable on a company containing at least one dwarf and one major or greater item whose destination is not a Dwarf-hold or an Under-deeps site. Opponent must replace the company's destination site with one from his site deck that is an Under-deeps site or which is adjacent to an Under-deeps site. This must result in legal movement, or this card cannot be played.
"...hall opening out of hall, dome after dome, stair beyond stair; and still the winding paths lead on into the mountains' heart...Happy was the chance that drove me there!" –LotRIII

DAWN COMES EARLY  – SHORT-EVENT

Playable on a Troll if Sun Shone Fiercely is in play. Troll makes a body check modified by + 1 (-1 if Troll is Olog-hai or half-troll)

"'Dawn take you all, and be stone to you!'" –Hob

DWARVEN WARPARTY  - CREATURE

[MP*: 3; P/B: 11/5]                                   
Dwarves. 3 strikes (detainment against hero companies). May be played keyed to Numeriador, Forochel, Northern Rhovanion, Iron Hills, or High Pass, or to non-Dark-hold, non-Shadow-hold sites in these regions. May also be played keyed to any Dwarf-hold. 
Cannot be played on a company with a dwarf-leader.

FLOODED TO SURFACE   – SHORT-EVENT
Playable on an Under-deeps surface site if The Reach of Ulmo is in play. The site gains an additional automatic-attack which is an exact duplicate of the first automatic attack of the adjacent Under-deeps site. Cannot be duplicated on a given site

GREATER SPECTERS  - CREATURE

[MP: 1; P/B: 7/-; Playable SL/DD/DH

Undead. Two strikes. Non-unique weapons do not modify. May also be played keyed to any Under-deep with an Undead automatic-attack.

HERMIT TROLL  - CREATURE
[MP: 1; P/B: 12/5; Playable: W/W/W
Troll. One strike. May also be played at a Ruins & Lairs [R] that has at least two Wildernesses [w] in its site path

IBÛN  - CREATURE
[MP: 2; P/B: 12/7; Playable: SL/SL/DD
Unique. Undead. Dwarf. One strike. May also be played at a Ruins & Lairs [R] that has at least two Wildernesses [w] in its site path

NAUGRIM  – PERMANENT-EVENT
All Dwarf attacks receive +1 prowess and +1 body; dwarves with no body have 5 body. Discard this card if such an affected attack is defeated. Cannot be duplicated.

OLD ENEMIES  – PERMANENT EVENT

Playable on a hero faction in play. Each overt company moving through the region where the faction was played or an adjacent region faces an attack of the same race as the faction with a number of strikes equal to the faction's marshalling point value. Each strike has a prowess of 10 and body of 7. If the attack is defeated, discard the faction.

ORC ARCHERS  – SHORT-EVENT
Does not count against the hazard limit. Playable on an Orc attack before strikes are assigned. All characters in the company facing the Orc attack face an immediate attack from Orcs of 1 strike at 6 prowess. Weapons do not modify prowess against the attack, but characters receive 1 prowess for each usable armor, helm, and/or shield in their possession. Attacks by Orc Archers are never detainment attacks, regardless of the company, site, region, or region-type on which they are played.
"One...pierced Gandalf's hat and stuck there like a black feather." -Hob
(Card created by Bruce Mason)

OUT OF PRACTICE  – PERMANENT EVENT

Playable on a non-Hobbit character with 2 or more traits. Target character

must move to a different site each turn or tap at the end of the Untap phase. During the organization phase, a character in the same company can tap and attempt to remove this card by making a roll (drawing a ) - if the

result is greater than 7, discard this card. Cannot be duplicated on a given character.

TA-FA-LISCH  - CREATURE

[MP: 2; P/B: 10/-]                                      

Undead. Three strikes. Playable at any Shadow-hold or Dark-hold in Forochel, Angmar, Gundabad, Grey Mountain Narrows, or Withered Heath, or at an Under-deeps site whose surface site is in any of these regions. Unless all strikes of this attack are cancelled or defeated, this card is placed off to the side following the attack. Discard this card if no items are played at the site to which it was keyed. The character in the company,  holding the item taken from the site to which Ta-fa-lisch was keyed faces an attack from this creature at the start of every movement/hazard phase (as if the character was alone) until the creature is defeated. This attack does not count against the hazard limit. Remove this card from play if the item to which it is matched leaves play or is stored in a Haven. 

"...when the heart of a Dwarf, even the most respectable, is wakened by gold and by jewels, he grows suddenly bold, and he may become fierce." –Hob

TERROR FROM THE DEEPS  – PERMANENT-EVENT
Any creature that can be keyed to costal sea may be keyed to Lindon, Arthedain, Andrast, Enedwaith, Anfalas, Lebennin, and Harondor.  Discard this card when a creature keyed to one of these regions (not the region type) is defeated.

WYRMSIEGE  – PERMANENT-EVENT
Playable on a Border-hold or Free-hold in the following regions: Numeriador, Forochel, Angmar, Gundabad, Anduin Vales, Grey Mountain Narrows, Withered Heath, Northern Rhovanion, Iron Hills. May not be played if Seige is already in play on the site; Seige may not be played if Wyrmseige is already in play on the site. Must be played along with any one non-unique Drake, which remains in play as long as this card remains in play. A company at this site must face an attack at the beginning of its site phase from the creature played with this card.
At the end of its organization phase, a company at a site with Wyrmsiege on it must make a roll and subtract 1 from the result for every non-ranger character it contains. If the result is less than 6, the company may not move this turn. Discard this card when the site is discarded or returned to the location deck, or when the creature associated with it is defeated. 
"Roaring he swept back over the town. A hail of dark arrows leaped up and snapped and rattled on his scales and jewels, and their shafts fell back kindled by his breath..." -Hob

SITES:

ADAN TOMB  – RUINS & LAIRS
[DRAW: 3-/4; REGION: FORRUHN; SITE PATH W/WW]  
Nearest Haven: Rhubar
Playable: Information, Items (minor, major)
Automatic-attacks: 

Traps (1S/6P)  Cannot be canceled and weapons do not modify


Undead (2S/8P) each character wounded must make a corruption check.


*Any non-U Undead creature can be keyed to this site.
BALCOTH CAMP  – BORDER-HOLD
[DRAW: 2/2; REGION: KYKURIAN KYN; SITE PATH W/WW/W]  

Nearest Haven: Rhubar

Playable: Balcoth (men faction)
Automatic-attack: Men --- Each character faces one strike at 6 prowess (detainment vs covert companies).

Dolentir
Hero

free-hold
Region: Western Mirkwood

Site is an Haven during the Untap phase if two or more of the Usanya are at the site.

Any of your companies moving to or from Dolentir is not considered to be moving through Western Mirkwood (including one less Wilderness in their site path).
Dolentir
Minion

free-hold
Region: Western Mirkwood

Auto-attacks:   every character gets 1 strike:  Trap.  7/-  weapons do not help

Playable:  minor

DURIN’S TOWER  – RUINS & LAIRS
[DRAW: 1/1; REGION: UNDER-DEEPS]
Adjacent Sites: no surface site, Moria (5), The Under-gates (6).
Playable: Information
Automatic-attacks: Trap - 1 strike with 7 prowess (weapons do not modify prowess against this strike)
Special: The first permanent-event requiring a site where Information is playable played at this site does not tap the site.

DURIN’S TOWER (MV)  – RUINS & LAIRS
[DRAW: 1/1; REGION: UNDER-DEEPS]
Adjacent Sites: no surface site, Moria (5), The Under-gates (6).
Playable: Information
Automatic-attacks: Trap - 1 strike with 7 prowess (weapons do not modify prowess against this strike)
Special: The first permanent-event requiring a site where Information is playable played at this site does not tap the site.

DURIN’S TOWER (BV)  – RUINS & LAIRS
[DRAW: 1/1; REGION: UNDER-DEEPS] 
Adjacent Sites: no surface site, Moria (4), The Under-gates (5).
Playable: Information
Automatic-attacks: Trap - 1 strike with 7 prowess (weapons do not modify prowess against this strike)
Special: The first permanent-event requiring a site where Information is playable played at this site does not tap the site.

MHERZAD DÛM  – RUINS & LAIRS
[DRAW: 3-/4; REGION: WITHEED HEATH; SITE PATH W/BL/SL/W]  
Nearest Haven: Lórien
Playable: Items (minor, major)
Automatic-attacks: Drake - 1 strike with 10. Attacker chooses defending characters.
MHERZAD DÛM  (MV) – RUINS & LAIRS
[DRAW: 2/2; REGION: WITHEED HEATH; SITE PATH W/BL/SL/W]  
Nearest Haven: Dol Guldur
Playable: Items (minor, major)
Automatic-attacks: Drake - 1 strike with 10. Attacker chooses defending characters.

NÚRUNKIZIDIN  – FREE-HOLD
[DRAW: 2/2; REGION: DORWINION; SITE PATH W/CS/BL]  
Nearest Haven: Rhubar

Playable: Thrar’s Folk (dwarf faction)
Automatic-attack: NONE
NÚRUNKIZIDIN (MV)  – FREE-HOLD
[DRAW: 3/2; REGION: DORWINION; SITE PATH DD/W/BL]
Nearest Haven: Rhubar

Playable: Items (minor, major)
Automatic-attack: Dwarves --- 3 strikes at 9 prowess
ORC-HOLD  – DARK-HOLD

(Playable in any Shadow-land or Dark-domain or Redhorn Gate, High  Pass) 

[opponent draws/you draw: 2/1] 

Playable: Items (minor, major) 

Automatic-attack: Orcs - 5 strikes with 7 prowess 

Special: Any company moving to this site has its hazard limit modified by 1.  This site is always returned to the location deck when a company moves from  it, even if it is tapped. 

This card, while it is powerful to be able to throw up major items anywhere  you happen to be, is balanced by being a Dark-Hold and increasing the hazard  limit
RUINS OF BELEGOST  – RUINS & LAIRS

[DRAW: 3/2; UNDER-DEEPS]

Adjacent Sites: Blue Mountain Dwarf-hold (8), Ruins of Nogrod (4), The Drowning Deeps (10).
Playable: Items (minor, major, gold ring)
Automatic-attacks (2):


(1st) Traps --- 3 strikes with 9 prowess 



---weapons do not modify---



---cannot be canceled---

(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand 

normally keyed to Shadow-holds [S].

RUINS OF BELEGOST (MV)  – RUINS & LAIRS

[DRAW: 4/2; UNDER-DEEPS]

Adjacent Sites: Blue Mountain Dwarf-hold (10), Ruins of Nogrod (6), The Drowning Deeps (10).
Playable: Items (minor, major, gold ring)
Automatic-attacks (2):

(1st) Traps --- 3 strikes with 9 prowess 

---weapons do not modify and cannot be canceled---
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-holds [S].

RUINS OF NOGROD  – RUINS & LAIRS

[DRAW: 3/1; UNDER-DEEPS]

Adjacent Sites: Blue Mountain Dwarf-hold (8), Ruins of Nogrod (4), The Drowning Deeps (10).
Playable: Items (minor, major, greater, gold ring)
Automatic-attacks (2):


(1st) Traps --- 4 strikes with 10 prowess 



---weapons do not modify---



---cannot be canceled---

(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand 
normally keyed to Shadow-holds [S].

RUINS OF NOGROD (MV)  – RUINS & LAIRS

[DRAW: 4/1; UNDER-DEEPS]

Adjacent Sites: Blue Mountain Dwarf-hold (10), Ruins of Belegost (6), The Drowning Deeps (10).
Playable: Items (minor, major, greater, gold ring)
Automatic-attacks (2):

(1st) Traps --- 4 strikes with 10 prowess ---weapons do not modify and cannot be canceled---
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-holds [S].























































